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Weapon ' Reguiar Hard Extreme Range Attacks Ammo
Unarmed 50 25 10 1d3 + db - 1 - -
M16A2 75 37 15 2D6 110yards 1 (2) burst3 30 97
.1911 Pistol 40 20 8 1D10+2 15 yards 1(3) [ 100
Hand Grenade 20 10 4 4D10/3vyards  12vyards  1only 1 99




Personal Desceription

Traits

 Ideology/Beliefs

Injuries & Scars

Significant People

Phaobias & Manias

Meaningful Locations

Arcane Tomes, Spells & Artifacts

Treasured Possessions

Encounters with Strange Entities

3 M16 ammo bandoliers (7 magazines each)

ar & Possessions

Spending Level

2.1911 Pistol clips

Cash

4 hand grenades

Assets

Flak vest

Helmet

Backpack

6 water canteens

2 C-ration meals

Poncho Air mattress

Poncho liner 10 empty sandbags

Skill & Characteristic Rolls

Levels of Success: | UMble| Fail TRegular] Hard [Extreme Criticall

100/96+| >skill | <skill | vaskill| "sskil | 01

Player

Pushing Rolls: Must justify reroll; Cannot Push Combat or Sanity Rolls

Wounds & Healing
First Aid heals 1HP; Medicine heals +1d3 HP

Major Wound = loss of 2 %2 max HP in one attack
L | Reach O HP without Major Wound = Unconscious
| Reach 0 HP with Major Wound = Dying
Dying: First Aid = temp. stabilised; then require Medicine Char

| Natural Heal rate (non Major Wound): recover 1HP per day

| Char.

| Natural Heal rate (Major Wound) eekly healing roll

Player
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1911 Pistol 200 .18 4 1D10+2 __ 15yards  _1(3) 6 100 Build
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Personal Description

Ideology/Beliefs Injuries & Scars
Significant People Phobias & Manias
k Meaningful Locations Arcane Tomes, Spells & Artifacts

Treasured Possessions

Encounters with Strange Entities

3 M16 ammo bandoliers

ar & Possession:

7 mégazines each)

Spending Level
3 hand grenades Cash
Flak vest Assets
Helmet
Backpack

6 water canteens

2 C-ration meals

Poncho

Poncho liner

Air mattress

Skill & Characteristic Rolls ‘ oy
: .[Fumble] Fail [Regular| Hard | Extreme]Critical Char. PI
| LevelsofSuccess: | 150 06+] >skill| <skil | vaskill| Vsskil i o1 Pisgar e

Wounds & Healing
First Aid heals 1HP; Medicine heals +1d3 HP
Major Wound = loss of 2 2 max HP in one attack

Reach 0 HP without Major Wound = Unconscious
Reach 0 HP with Major Wound = Dying

| Pushing Rolls: Must justify reroll; Cannot Push Combat or Sanity Rolls

Dying: First Aid = temp. stabilised; then require Medicine
Natural Heal rate (non Major Wound): recover 1HP per day
| Natural Heal rate (Major Wound): weekly healing roll

Char.
Player.

Char.
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Personal Description

Ideology/Beliefs Injuries & Scars.
Significant People Phobias & Manias
Meaningful Locations Arcane Tomes, Spells & Artifacts

Treasured Possessions

Encounters with Strange Entities

2 M60 ammo bandoliers (200 bullets each)

Spending Level
4 hand grenades Cash
Flak vest Assets
Helmet
Backpack

6 water canteens

2 C-ration meals

Poncho

Poncho liner

Air mattress

10 empty sandbags

skill & Characte}i;tic Rolls

Player.

{ .|Fumble| Fail [Regular| Hard | Extreme|Critical |} || Char.
| evelsofSuccess:| 1oy o6, | kil <skil | veskdl] kil | o1 } Bt
Pushing Rolls: Must justify reroll; Cannot Push Combat or Sanity Rolls
Wounds & Healing
First Aid heals THP; Medicine heals +1d3 HP Lhee.
Player.

| Major Wound = loss of 2 %2 max HP in one attack
Reach 0 HP without Major Wound = Unconscious

| Reach 0 HP with Major Wound = Dying
Dying: First Aid = temp. stabilised; then require Medicine

Natural Heal rate (non Major Wound): recover 1HP per day

Natural Heal rate (Major Wound): weekly healing rol
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Personal Description

Ideology/Beliefs

Injuries & Scars

Significant People

Phobias & Manias

Meaningful Locations

Arcane Tomes, Spells & Artifacts

Treasured Possessions

Encounters with Strange Entities

2.1911 Pistol clips

Spending Level

1 M60 ammo bandolier (200 bullets)

Cash

1 smoke grenade

. Assets

Flak vest

Helmet

Medical kit

Backpack

6 water canteens

2 C-ration meals

Poncho Air mattress

Poncho liner

10 empty sandbags

leference Rul
Skill & Characteri

stic Rolls
.|Fumble| Fail |Regular| Hard | Extreme|Critical
| evelsofSuccess:| o ro6s >skilll <siil | vasidl] skl | 01 1

| | Pushing Rolls: Must justify reroll; Cannot Push Combat or Sanity Rolls

Wounds & Healing
First Aid heals THP; Medicine heals +1d3 HP

| Major Wound = loss of > 2 max HP in one attack
| Reach 0 HP without Major Wound = Unconscious

Reach 0 HP with Major Wound = Dying
Dying: First Aid = temp. stabilised; then require Medicine

| Natural Heal rate (non Major Wound): recover 1HP perday

Char.
Player.

| Char.
: Player

| Char.
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Hand Grenade 20 10 4 4D10/3yards 15 yards 1 only 1




Personasl Description

Ideology/Beliefs

Injuries & Scars

Significant Peaple

Phobias & Manias

Meaningful Locations

Arcane Tomes, Spells & Artifacts

Treasured Possessions

Encounters with Strange Entities

3 M16 ammo bandoliers _ (7 magazines each)

Spending Level
4 hand grenades Cash
Flak vest Assets
Helmet
Radio Telephone
Backpack

6 water canteens

2 C-ration meals

Poncho

Poncho liner Air mattress

.| Fumble| Fail |Regular| Hard | Extreme|Critical Char.
J=eisofSucess | o0 r06r] sekil] <sial ‘/zskﬂll sskil_ | 01 1 -
| Pushing Rolls: Must justify reroll; Cannot Push Combat or Sanity Rolls

Wounds & Healing
First Aid heals THP; Medicine heals +1d3 HP Sl
Player.

: Major Wound = loss of 2 %2 max HP in one attack
| Reach 0 HP without Major Wound = Unconscious
Reach 0 HP with Major Wound = Dying

: Dying: First Aid = temp. stabilised; then require Medicine
Natural Heal rate (non Major Wound): recover 1HP per day

: Natural Heal rate (Major Wound): weekly healing roll
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2apons :

i Renge Attacks Ammo  Malf.
Unarmed 25 12 5 1d3 + db - 1 - -
M16A2 65 32 13 2D6 110yards_ 1(2) burst 3 30 97
.1911 Pistol 20 10 4 1D10+2 15 yards 1(3) 6 100

Hand Grenade 20 10 4 4D10/3vyards  14vyards  1only 1 99




~ Personal Description

Ideology/Beliefs

Injuries & Scars

Significant People

Phobias & Manias

Meaningful Locations

Arcane Tames, Spells & Artifacts

Treasured Possessions

Encounters with Strange Entities

rs P.ssessmn

3 M16 ammo bandoliers (7 magazines each) Spending Level

4 hand grenades

Cash

Flak vest

Assets

Helmet

Backpack

6 water canteens

2 C-ration meals

| Poncho
i Poncho liner

Air mattress

Skill & Characteristic Rolls

Critical

ek of Sucroes Fumble| Fail |Regular| Hard |Extreme .

"[100/96+| >skill | <skill | Yaskill | /sskill

Wounds & Healing

First Aid heals THP; Medicine heals +1d3 HP

Major Wound = loss of > %2 max HP in one attack
Reach 0 HP without Major Wound = Unconscious

Reach 0 HP with Major Wound = Dying
Dying: First Aid = temp. stabilised; then require Medicine

Natural Heal rate (non Major Wound): recover 1HP per day
Natural Heal rate (Ma)orWound) weekly heahng roll

Player

Pushing Rolls: Must justify reroll; Cannot Push Combat or Sanity Rolls |

Player

|
i




