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May be printed or photocopied for personal use only.

SCENE: SCENE: 

SCENE: ACTIONS: 

MODIFIERS: 

WOUNDS: 

Unopposed Action: (Att. + Mods.)  “roll”  (10 always fails)
    Opposed Action: each side does (Att. + Mods. + “roll”); high total wins.

       Light: 1 or 2 damage or stun points
Moderate: 3 or 4 damage or stun points (-1 to actions)
     Severe: 5+ damage or stun points (-2 to actions)

Very Favorable Situation : +3 or better
Advantageous Situation : +2

Slight Edge : +1
Average/Equal Situation : ±0
Uncomfortable Situation : -1

Difficult Situation : -2
Very Unfavorable Situation : -3

For Each Luck Token Spent : ±3 (or one lesss wound level)


