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Fixin’ thlngs
v/ Parts Check: dio+parts on hand|
T# = 2xNeeded Parts. :
Skill T# = #Parts Needed

MoS
Dmg -5

-10

Strength:
Agility:
Intelligence:
Vitality:
Willpower:

Distribute 30 pts:

Upgrading Attributes: 1000Xp’

Score
1-2
3-4
5-6
7-8
9-10

Dmg
Att/Dodge
Skills

HP
Morale

Perka

(12)
(15)
(18)

(20+) |

Ludicrous

@ Resistance
@ Lucky

@ Jinxed

@ Mutation

@ Light sleeper
@ Billy goat

@ Speed

@ Slowbleeder
@ Fearless

@ Charismatic

@ Evasive Maneuver
@ Bloodlust

HeaI|nq Rate:

1 HP every 24 hours

(or2HP for 24 hours of complete bedrest)

Medicine: T# = 5+ WP or HP lost
Success = 1 pt regained.

Dmg/interval for Duration
Radiation

Vit vs T# [ interval exposed,
else Dmg/ interval (untill treated)
Disease
Exposure Check: Vit vs T#
Incubation Period: Vit * X

Damage: Dmg/ 24 hours
(untill 2 Successful Vit Checks in a row)

+1, +1Soak

+2, +2S0ak |

+3, +3Soak
+4, +4Soak

Results
-5- -1 0

Ddg *Reroll* Hit +1

+2

(@ Road rage
@ Wealthy

@ Good quality
@ Shelter

@ Reputation
@ Fasthealer

- Modlflers

Initiative Adjustments:
Intel. Bonus: +/-1 (or more)
Larger opponent: -1 >
Small Creature: +1 >
Tangled or Hindered: -3
Stunned [ Prone: -8 (to Stand Up)
MoS bonus
Attack/Dodge Roll:
Close Quarter Skill Bonus -/+
Rear Attack: +1 to Attack
Larger Opponent/Target: +1
Small Opponent/Target: -1
Stunned / Prone: -2
Blocking: +2 (foregoes all attacks)*
KamiKaze: +2 (forgoes Dodge, roll 0)
2nd Attack: -2 EVERY attack/dodge.
Called Shot: -4

* tie results in a reroll of initiative
5 6 7

8 9 10
+3 +4 +5

EACH Mos bonus point may be used for: Extra Damage inflicted OR Initiative Bonus OR 3’ Push OR Attack roll Bonus.




