
SPIRIT STRENGTHSMARTS

FIGHTING SHOOTING THROWING PARRY TOUGHNESS SANITY PACE
Melee Attacks Ranged Attacks Thrown Attacks 2+1/2 Fighting 2+1/2 Vigor 2+1/2 Spirit 6+1/2 Agility

VIGOR CHARISMA CORRUPTIONAGILITY
CURRENT HEALTH

WOUNDS FATIGUE INSANITY

-1
-2
-3

INCAPACITATED

-1
-2

-1
-2
-3

Edges/Hindrances

Weapon                                        Range ShotsDamage ROF NotesMin Str

Aim: +2 Shooting/Throwing (no movement)
Called Shot: -2/-4/-6 attack  Head/Vitals +4 damage
Defend: +2 Parry (no other action)
Double Tap/3 RD Burst: +1/+2 Attack/Damage
The Drop: +4 Attack/Damage
Full Auto: -2 Attack, #Attack Rolls = ROF
Full Defense: Replace Parry with Fighting (NOA)

Suppressive Fire: Targets in 4x4 make Spirit Roll or 
Shaken on a 1 they take normal damage
Two Weapons: -2/-4 Attack (primary / offhand)
Unarmed Defender: +2 Attack (melee)
Wild Attack: +2 Attack/Damage -2 Parry (melee)
Trick: Make opposed Agility / Smarts: Success -2 Parry 
until target’s next action - Raise = Shaken

NAME: PLAYER: XP:
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Aim: +2 Shooting/Throwing (no movement)
Called Shot: -2/-4/-6 attack  Head/Vitals +4 damage
Defend: +2 Parry (no other action)
Double Tap/3 RD Burst: +1/+2 Attack/Damage
The Drop: +4 Attack/Damage
Full Auto: -2 Attack, #Attack Rolls = ROF
Full Defense: Replace Parry with Fighting (NOA)

Suppressive Fire: Targets in 4x4 make Spirit Roll or 
Shaken on a 1 they take normal damage
Two Weapons: -2/-4 Attack (primary / offhand)
Unarmed Defender: +2 Attack (melee)
Wild Attack: +2 Attack/Damage -2 Parry (melee)
Trick: Make opposed Agility / Smarts: Success -2 Parry 
until target’s next action - Raise = Shaken
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