CHARACTER SHEET

PLAYER CHARACTER NAME
NATIONALITY/RACE HOME TOWN GENDER
HANDEDNESS AGE HEIGHT WEIGHT
BACKGROUND YEAR XP
MAX. WOUNDS, LIFT, Head 19-20
strength Start (7-20) CARRY, ENDURANCE,
BRAWLING
1 ¥ SHOOTING,
uoordmatlﬂn start (7-20) ACROBATICS, LOCKS, Right Shoulder 10 Left Shoulder g

IN SADDLE, SPEED
PERCEPTION, REVEAL

Observation Start (7-20) CHEATING, NIGHT T

VISIBILITY RJV tAr _g If -'6
RENOWN, NPC giimp 1im;
stature Start (4-10) REACTIONS
(>9/+1,>14 / +2)
SURVIVING MORTAL Abdomen 11-14
Luck Start (4-10) WOUND, SAVE TO
ESCAPE DANGERS
BASE PISTOL RIFLE SHOOTOUT
CAREFUL SHOT (= coor) | SHOT
S Right Leg 3- Left Leg 1-2
STEADY SHOT - 1/2 coor) 2 SHOTS ekl B %
HIP SHOT (= 1/4 coor) 3 SHOTS
FANGUN =1 or pisTOL SKILL) - 6 SHOTS
Wound Points: Max. wounds

SPEED IN SHOOTOUT

NORMAL DRAW (= COORDINATION ATTRIBUTE) I I
FAST DRAW (= SKILL, BUT ONLY FIRST SHOT) I I

MOVEMENT SPEED (ACCURACY MODIFIER & YARDS PER TURN)
WALKING (-2) | 6 RUNNING (-4) N CRAWLING ) EVADING 12

ACCURACY MOD: EACH LIGHT -1 /EACH SERIOUS -2

WEAPON SKILLS (SCORE: INTITIAL 1 PER POINT SPENT, HEREAFTER +1 PER XP THRESHOLD SPENT)

SKILL SCORE SKILL SCORE SCORE
PISTOL KNIFE/SWORD, ‘ BRAWLING/GRAPPLE
RIFLE ﬁﬂCHERY (+1 if STR > STR opponent)

WORKING SKILLS (SCORE: INITIAL 210, HEREAFTER +1 PER XP THRESHOLD SPENT)

SKILL S SCORE £ SCORE




EQUIPMENT

WEAPONS, ROUNDS LOADED AND AMMO

,B A v, '
(/
(f
Wild West
Role Playing Gams

AT RAND PISTOL TURE; SHOTSFIRED  TOTAL ATMO
WOUND MODIFEER:
Skill Speed Short 0) Long-2| Extreme-5 RR [
1 |
Notes
BAGRUP PISTOL TYPE: SHOTSFIRED  TOTAL ATMG
WOUND MODIFIER:
[ Skill: | Speed | Shorto| Long-2| Extreme-55 RR
R o oy
Moty
SHOTCUN/SCATTERCYN TIRE SROPSFIRED  TOTAL AIMG
'WOUND MODIFIER:
| Skill | Speed'! Short 0/' Long-2' Exireme-5: "RR . |
1 / | | &%
| Notes ) . .
SINGLE SHOT RIFLE  ¥7pR: SHOTSFIRED  TOTAL AMMG
WOUND MODIFIER:
| Skill" | "Speed /| "Short 0 Long-2 Extreme-5. "RR . |
- MV 7}
| Notes |
RIFLE TTRE: ~ S— o
WOUND MODIFIER: _____ Lk n
| Skill Speed | Short Long-2| Extreme-5 RR 0 R l“' at & 4
WL Jf + " / B S LR P EATRL B S
o 00000000000
TOTAL ATD; it g E e
ITEMS CARRIED ON PERSON ITEMS STORED PLACE:
PIECES DESCRIPTION $ VALUE PIECES DESCRIPTION $ VALUE
TOTAL
VYALUABLES
PIECES DESCRIPTION $ VALUE
DOLLARS
GOLD
SILVER
JEWLERY
OTHER:
TOTAL TOTAL




MOUNT

TYPE OF MOUNT
Wild West
VYALUE s Role Playing Game
Wound Points]___ Heagaggzo Name | Horse Tack Notes
TR ‘ Bridle
Strength : _ W
Goordination Blanket
. || Intelligence Satle Bags
Tk Lt [ Right
Score | Skill I ]
Herding I |
Cutting - -
[ Swimming Horse Description:
Right Rear Leg 7-8 Right Front Leg 5-6 Gun
& , _ Tricks ‘
< | Wound Severity -1 [Wound Severity -1 - ~ 3  E—
Telt Rear Leg 3-4 ™ | Left Front Leg 1-2
%y 5
Wound Severity -1 r‘ - Wound Severity -1
HORSE QUALITY (saruagc %~
STAY IN SADDLE - IF HORSE IS PANICKING
EXCELLENT (STR>20) (EITHER RIDING SKILL OR 1,2 COORDINATION ATTRIBUTE)
GOOD (STR 16-20)
FAIR (11-15) CALM DOWN HORSE (ONLY IF SKILLED)
POOR (STR <11) (EITHER RIDING SKILL OR WRANGLING SKILL)
MOVEMENT SPEED (ACCURACY MODIFIER & YARDS PER TURN)
WALKING (-2) TROTTING (-4) GALLOPING (-4)
MOUNT / DISMOUNT COST 50% OF MOVEMENT WILD SHOTS - WHEN MOUNTED
RIDER IS HIT IN LEGS OR ABDOMEN: 50% CHANCE HORSE 1S HIT INSTEAD
HORSE IS HIT IN CHEST OR ABDOMEN: 50% CHANCE RIDER 1S HIT INSTEAD
ITEMS CARRIED ON HORSE
LEFT SADDLE BAG RIGHT SADDLE BAG
PIECES DESCRIPTION $ VALUE PIECES DESCRIPTION $ VALUE
TOTAL TOTAL
WANTED VISIBLE MARKS (SCARS ETC.)
REWARD $
ALIVE ? DEAD/ALIVE ?




