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Covenant Unit Management Sheet

Point Defense Gauntlet: the shield offers
75% cover (+4D / +12 to the difficulty).  All
damage from explosions and Covenant
energy weapons is applied directly to the
shield (bypassing the shield's DR).  Bringing
the shield to bear on an unshielded quarter
requires a reflexes roll of 10, and for each
attack coming from a different direction in
the same round, the difficulty increases by 5.

Personal Energy Shield: all explosions and
Covenant energy weapons do double damage
against the shield.

Stationary Shield Generator : all damage
from explosions and Covenant energy
weapons is applied directly to the shield
(bypassing the shield's DR).

All Energy Shields: on the first round that
no damage is done, the shield will
recalibrate; on the following rounds, it will
recover 10 points.
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Grunt Jackal Elite Hunter Drone
Reflexes                                            2D                   3D+1               4D+1               2D                 5D

(brawling & melee combat) - - (5D+1 & 6D) (5D) -
(dodge) (2D+2) (4D) (5D) (2D+2) (6D)

Coordination                                    2D                     3D                 3D+1               2D                 4D
(marksmanship) (3D+1) (4D+2) (5D+1) (4D) (5D)
(throwing) (4D) - (4D+1) - -

Physique [w/armor]                   2D+2 [4D]      2D+1 [3D+1]       4D [7D]      6D [9D/8D]      2D [3D]
(lifting) (3D+2) - - (8D) -

Presence                                         1D+2                 2D+1               4D+1               4D                 2D
(command) - (2D+2) (5D) - -

Knowledge                                     2D+1                 2D+2               3D+1               1D                 4D
Perception                                        2D                     3D                   4D                 2D                 3D

(search) - (4D) (5D) - -
Strength Damage [w/claws]             1D                     1D             2D [2D+2]       4D [5D]             1D
Move 8 10 12 10 7/13

Hunter  Notes: the rear quarter (45°-60°) has
only +2D armor.  The shield adds +30 to the
Hunter's physique roll against any attack
coming from the front (90°).  Bringing the
shield to bear on an unshielded quarter
requires a reflexes roll of 10, and for each
attack coming from a different direction in
the same round, the difficulty increases by 5.
Half of any explosive damage stopped by the
shield (up to 15 points) is still applied, as the
shield will not stop the concussive damage
of an explosion.  Any projectile weapon that
beats the Hunter's defense roll adds +3 to the
damage total.

Covenant Weapons Damage Ammo Type of Fire ROF Short Medium Long Extreme
Plasma Pistol 3D+1 / 8D 200 semi-auto 10 / 1 10m 20m 40m 80m
Plasma Rifle 3D+2 [6D / 7D+2 / 1D+2] 200 progressive 10 / 5 / 2 15m 30m 60m 120m
Plasma Cannon            4D [6D+1 / 8D / 2D]          950        progressive      10 / 5 / 2      20m       40m       80m      400m
Particle Beam Rifle       8D*** 18 semi-auto 5 20m 40m 80m 600m
Needler 2D+2 (1D) 20 progressive 10 / 4 / 1 15m 30m 60m 90m
Carbine                                       4D                          18          semi-auto            10           15m       30m       50m      200m
Fuel Rod Gun 8D [+10] 5 semi-auto 5 20m 40m 60m 400m

   8D / 4D / 2D** (3m) (6m) (9m) n/a
Assault Cannon                          7D                          30          single shot             1            20m       40m       60m      120m
Shade [TN 7D] 5D [7D+1 / 9D / 3D] - progressive 10 / 5 / 2 20m 40m 60m 400m
Plasma Grenade    5D / 2D+1 / 1D** 1 thrown 1 (3m) (6m) (9m) n/a
Energy Sword 6D 20 - - - - - -

Needler  VS living targets:
[+1D to attack]
single shot = 2D+2
controlled burst =
   5D+1, 5D+2, 5D+3, 5D+4
full burst = 7D+2
spray fire = 1D

Needler  VS all other  targets:
single shot = 1D
controlled burst = 2D+1
full burst = 4D
spray fire = 1D
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