Boot Hill Tools/Charts (for Players)
Character Creation

How to Roll Up a Character
GENERATE YOUR FIVE ATTRIBUTE SCORES:
Roll 2D10 and modify the results as follows depegdin the results...

DICE ROLL MODIFIER

2-5 +5

6-10 +3

11-14 +2

15-17 +1

18-20 add nothing

Do this Five times to generate Five attribute ssore
You may then Arrange them in any order under the &ttribute headings.

After you have done this, divide the numbers urtature and Luck by 2(rounding up) as these twibates start the
game at 10 or less (although, as the game progréssg may be increased beyond this)

* CHOOSE AND ROLL YOUR SKILLS

Every new character gets up to 10 skills (work aedpon) of the Player's choice. The exact numbgemtton the
total of the character's atribute scores (so givi®a character with low attributes an intial “leg")

TOTAL ATTRIBUTE SCORES NUMBER OF INITIAL SKILLS
27-40 10
41-62 8
63-80 6

As you choose which skills to have, keep inmind ti@ more than half of these intial skills can\Weapon Skills
(although you can have more than half be work skdt all of them)

If you choose a Work Skill (see file "List of Wo8kills") then you determine your Skill Score bylimg 2D10 and
modifiing the results (see the table under "Atttésl).

If you choose a Weapon Skill, then simply make 8kitl Score a 1. You may make a Weapon Skill highat 1 by
choosing it again, ie. Choose to apply three of ynoitial Skills to Rifle... so now you have Rifl8:

After all this is done... | have a little "customile I like to use to flesh out each character witWork Skill that may
be a bit less 'glamorous’ than some of the othetdlaus may get overlocked by a Player who (rightfsp) needs to
concentrate on more useful skills. (examples miighBartending, Photography, Telegraph or Sheeptgxdi

I'll have you roll three at random, and let you @é® which one to keep.

* HANDEDNESS

Roll a 1D20... on a 20 your character is ambidextr@therwise choose which hand he/she uses.

* EQUIPMENT, WEAPON(S), CASH-ON-HAND AND HORSE

Depending on your background and occupation, thev@vhelp determine your initial possesions.



List of Work Skills

Accounting (prerequisite: Literacy)
Artillerist

Artist (prerequisite: Literacy if writing is invoed, ie. playwright, poet, etc.)
Assaying

Bartending

Bureaucracy (prerequisite: Literacy)
Carpentry

Chemistry (prerequisite: Literacy)
Civil Engineering (prerequisite: Literacy)
Cooking

Cow Handling

Dentistry (prerequisite: Literacy)
Entertainer

Explosives

Farming

Fast Draw

Gambling

Gunsmithing

Indian Contact

Law (prerequisite: Literacy)
Leadership

Linguistics (prerequisite: Literacy)
Literacy

Locksmithing

Medicine (prerequisite: Literacy)
Orienteering

Photography

Pocket Picking

Preaching / Theology

Printing / Journalism (prerequisite: Literacy)
Prospecting / Mining

Public Speaking

Railroad Engineering

Riding

Roping

Saddlemaking

Scouting

Sheepherding

Silversmithing

Smithing

Stealth

Surveying / Mapmaking (prerequisite: Literacy) uplyou also get 6 points of Orienteering automHyica
Survival

Swimming

Tactics

Tailor / seamstress

Teamster

Telegraph (prerequisite: Literacy)
Thespian

Throwing

Tracking

Trading

Trapping

Veterinarian (prerequisite: Literacy)
Wainwright



Whip
Wrangling

The Five Weapon Skills are...

Archery
Brawling
Knife / Sword
Pistol
Rifle
Weapons
Range (yards) Reload Speed Wound

Short Long Extreme Rate Mod.
Thrown Knife, Tomahawk 2 4 8 NA average -1
Thrown Spear 10 20 40 NA average -1
Bow and Arrow 15 50 100 1 slow -1
Smoothbore Pistol 6 20 40 1/3 slow 0
Indian Trade Musket 20 65 150 1/3 very slow -1
Smoothbore Musket 22 75 200 1/3 veryslow O
Muzzle-loading Carbine 22 75 200 1/3 slow 0
Muzzle-loaded Rifle 25 90 240 1/3 very slow +1
Breech-loaded Carbine 25 80 200 1 slow 0
Breech-loaded Rifle 30 100 500 1 veryslow O
Revolving Cylinder Carbine 22 75 200 1/3 slow 0
Revolving Cylinder Rifle 25 90 240 1/3 slow 0
Buffalo Rifle 30 200 600 1 very slow +1
Lever-action Carbine 24 90 200 2 slow 0
Lever-action Rifle 30 100 400 2 slow 0
Shotgun 10 40 110 2 slow 0
Scattergun 8 16 30 2 average 0
Derringer 2 4 8 2 average 0
Cap & Ball Revolver 10 20 60 1/3 fast 0
Single Action Revolver 10 20 60 3 fast 0
Double Action Revolver 10 20 60 3 average 0
Fast Draw Revolver 6 15 50 3 veryfast O
Long Barrel Revolver 12 30 90 3 slow 0
Cannon 20 60 120 1/3 very slow +3
Gatling Gun 40 200 400 1 very slow +1
Any Hipshot 6 12 36

Combat Rules
Basic Rules of Gunfighting



Gunfighting was a significant fact of life on thestern frontier in the second half of the 19th egntWith the end of
the Civil War, hundreds of thousands of veteranigo were turned out of the armies of both thetéthBtates and
Confederate States. These men were trained todéinethrms, and most of them had at least someriexpe at
killing their fellow man. With no place better to,gnany of them turned to the expanding West.

Prior to the Civil War, the knife had been the pngeent sidearm and personal fighting weapon ofAherican
frontier. But along with a multitude of veteransetCivil War also produced a variety of reliableyltishot revolving
pistols and magazine rifles. Almost overnight, @abColt's "equalizer" transformed the nature offrer fighting and
gave the West one of its most enduring and deaudhpsls.

TIME SCALE IN GUNFIGHTS

Because there were really two different sorts offigints in the Old West, there are two differenttsof turns in the
BOOT HILL game.

The first sort of gunfight happens when at leagt ofithe characters involved is concerned abotiingesdff the first
shot. This usually happens at a range of 20 fektssr Two or more opponents blaze away at eadr atith lightning
speed, shooting reflexively from the hip. The whioddtle could he over in one or two seconds. Thité sort of battle
favored by gunmen, outlaws and barroom brawlers lided to close in and overwhelm their opponentswain
explosion of violence. Aiming is so instinctivetims sort of contest that it's almost irrelevaht first shot may well
be the only one that counts. For this sort of &ighi a turn is one second long, and even thfarither divided into
six "counts.” A one-second turn is also called @osbut turn.

The second sort of gunfight happens when speectisnportant but accuracy is. This is usually aamge of more
than 20 feet. In this fight, the first shot firededn't mean a thing. The first shot to find itgétwill settle the affair,
and that shot will be fired by the man who camktgoolly as he draws his pistol and aims, uncameiby the storm
of lead hail blasting harmlessly past him. Thithis specialty of the gun fighter, the cold, ala#man and legitimate
pistoleer. For this sort of a gunfight, a turnilsseconds long. A six-second turn is also calledmbat turn.

When a gunfight begins, the Judge must decide wdochof turn is most appropriate to the actions kven possible
to mix the two in one fight. Gunfights often begyith a flurry of shooting at very close range anicgly open up and
slow down as everyone dives for cover.

Many of the rules for combat are the same in bgtleg of turns. Before discussing the specificshobsouts versus
combat turns, here are the basics of combat.

TYPES OF SHOTS

There are four types of shots: careful shots, gtehdts, hipshots, and fanned shots. A CAREFUL &haimed and
fired with the gun at eye level. A STEADY shotiiefl with the gun held still, but below eye lev&IHIPSHOT is
fired from the hip as soon as the pistol clearghiblster (or the rifle is cocked), with only insttive aiming.
FANFIRING is an even faster form of hipshootingeT$hooter clamps his finger down on the triggefjyst wires it
back, or even removes it entirely) and then wohleshammer with the heel of his other hand. Carsfeldy, and
hipshots can be fired with any sort of weapon. Gnigvolver can be used for fanfiring.

A careful shot emphasizes accuracy at the expeirgeeed. A hipshot or fanned shot emphasizes dpgsdcrificing
accuracy. A steady shot is a compromise betweesdsged accuracy.

A character can fire any sort of shot during a sbabturn. The type of shot fired has a big eff@ectwhen the shot is
fired and how many shots can be fired. A charazderfire one careful shot, two steady shots, thigshots, or six
fanned shots in a shootout turn. A character caaya opt to fire fewer shots than he is entitled to

A character can fire only careful shots during ebat turn. This is by definition. If someone watddire some other
type of shot, then shootout turns must be used.



THE CHANCE TO HIT

The likelihood of a character hitting what he shsomt depends on the type of shot being fired.lIfoal cases, this is
referred to as the character's chance to hit.

A character's chance to hit with a careful shdtissCoordination score. When the shot is fired,glager rolls one 20-
sided die. If the number rolled equals or is lésmtthe character's Coordination score (plus ousappropriate
modifiers, described below), the shot hits its ¢argf the die roll is greater than the charact@osrdination score, the
shot misses.

A character's chance to hit with a steady shohéestmalf of his Coordination score rounded up. Arabter's chance to
hit with a hipshot is one-fourth of his Coordinatiscore, rounded down. For examples a characthrasioordination
score of 13 has a careful shot chance of 13, apt&#t chance of 7, and a hipshot chance of hakacter's chance to
hit when fanfiring is 1, or his Pistol skill, whiekier is more.

This information is summarized on this Table...

Type of Shot Chance to Hit

Careful Coordination

Steady Coordination/2 (rounded up)
Hipshot Coordination/4 (rounded down)
Fanfiring 1 or Pistol Skill

CHANCE TO HIT MODIFIERS:

A character's chance to hit can be modified byskik, movement, wounds, range, cover, and seahar factors.
These are summarized on Table 4: Accuracy Modifiers

The character's weapon skill score is added diréathis chance to hit with any sort of shot. Feample, a character
with chances to hit of 13, 7, & 3 and Pistol skill2 has modified chances to hit of 15, 9, andiS.dhance to hit when
fanfiring is 2.

Ranges depend on the type of weapon being firfldgriof course, having longer ranges than pistéle)nt blank
range is 2 yards or less for any type of weapostoPianges are reduced when a character hipsboéasfires the
weapon

Movement modifiers are applied if either the shootethe target is moving (walking, evading, rurgitrotting or
galloping). If both the target and the shooterraoving, apply a modifier for each. A character aatrshoot while he
is evading.

Wounds also reduce the character's chance teeljrdless of where on his body they are. Howeveeriaus wound
in the arm or shoulder prevents a character fromgfia pistol with that hand. Thus, a charactehwitserious wound
in his gun arm has both the serious wound mod{#®rand the wrong hand modifier (-2) if he contsdiring his
pistol. If by some awful stroke of bad luck he suff serious wounds in both arms, he can switclyaheback to his
"good" hand (this is strictly a game play thingsthoor fellow has enough problems without beingptetely denied
the use of his revolver).

In extreme cases, the size of the target affeetgllaracter's chance to hit. Something the sizehafuse or a railroad
locomotive is a very large target. A large targesiinaller than a house but bigger than a horsesdd@nd people are
normal-size targets. A small target is somethirggdize of a dog or a prone man. A playing Cardéitdyar tin can is
a very small target.

The -2 modifier for using the wrong hand applief/da the shots from his off hand.



Table 4: Accuracy Modifiers
RANGE

Point Blank, Pistol +4
Pont Blank, Rifle -2

Short 0
Long -2
Extreme -5

MOVEMENT (of Target)

Running / Trotting -2
Evading / Galloping -4

MOVEMENT (of Shooter)

Walking -2
Running/Trotting/Galloping -4

WOUNDS
Each Light Wound -1
Each SeriousWound -4

TARGET SIZE
Very Large +4
Large +2
Normal 0
Small -2
Very Small -4
MISCELLANEOUS
Sniping +2
Shotgun +2
Scattergun +4
Target Obscured -2

Using Wrong Hand -2
Firing Two Pistols -6

It is possible for a character's chance to hiteortodified below 1 or above 20. This does notesdvaw mean that the
character misses or hits automatically.

If a character's chance to hit is less than 1¢cti@acter can still hit his target by rolling aHowever, this hit must be
confwlrmed with a Luck check. If the character sadugently rolls his Luck score or less on a 20-sidied his shot hit.
Otherwise, it missed. Similarly, if a charactefisiece to hit is modified to 20 or more, that chegacan still miss by
rolling a 20. On a roll of 20, the character mustfirm his hit with a Luck check.

In addition, a roll of 20 sometimes indicates afiresjam, dud or even explosion (of certain gutisihe gun misfires,
even a Luck check won't yield a hit.

Initiative
Both combat turns and shootout turns rely on ode sr the other having initiative. The side that matiative is

determined randomly at the beginning of each timnitiative is determined once per side, not onaesfich individual
character in the fight.



While there are cases where the notion of "sideg’sd't fit, in most gunfights there is a clearididion between "us”
and "them." It is entirely possible to have mdrart two sides. In that case, each side rolls odimitiative.

One player from each side rolls one 6-sided dieolRges. The side with the highest roll has iafive.

Any character with Tactics skill can make a skileck at the beginning of the fight. If the checkseeds, that
character's side adds one to its initiative diksrar the whole fight. This bonus is never morarttone point,
regardless of how many characters on that side madeessful Tactics skill checks. If a charactgdh check fails,
that's it for that fight; he can't try again oragek turn. (As an optional rules the Judge mawathis: If a character's
Tactics skill check fails, subtract his Tacticsllsk¢ore from his die roll. Let him try the skilheck again that many
turns later.)

When rerolling ties do not use the Tactics modifidris modifier already did its part in tying thiest die rolls; it does
not apply to tie-breakers.

The advantage of having the initiative is that elategrs on the other side must declare their acficsts They don't
necessarily get to act first. They simply haverin@ince what they are doing before they know wiheit bpponents
are doing. Players on the side that has initiajeteto hear the other guys' plans for the turndgeéboosing their own
actions.

In any case, players should not deliberate overdacision. Remember, a turn represents only soigs of real time.

The Combat Turn (6 secs)
COMBAT TURNS

A combat turn represents six seconds in the life BDOT HILL game character. During those six sesdme can
shoot, reload, move, mount or dismount a horsdpany number of other things as described below.

These are some examples of when to use combat tnstsad of shootout turns: Indians or outlawsci@sing down
the stagecoach; members of a posse have corner@mlisigain robbers in an abandoned cabin and peepashoot it
out; the sheriff, rifle in hand, races out into 8Bieeet to fire a few farewell shots at the prisomko just escaped from
the jail and is now racing away on the sheriff'sseo

** Combat Turn Action Sequence **

A combat turn is resolved in the order outlinedeh&l| actions are sequential. If Wyatt gets toaHfirst and his shot
seriously wounds Isaac, then Isaac is subject th@lpenalties for being seriously wounded whetries to do
something.

1. One player from each side rolls a 6-sided digetermine initiative.The side with the highest iti# has initiative
for that turn.

2. All the players on the side without initiativaigt announce whattheir characters will be doing tilva.

3. All the players on the side with initiative mastnounce what theircharacters will be doing that.tThese decisions
can be based onwhat other characters have alreadymaced.

4. To determine order of Firing each Character 8fgedetermined by Rolling a D10 adding their Caoation,
applying Modifiers fromTable 8: Speed Modifers. Lest Speed Numbers shoot/act first (note: thisdiffesm teh
offical rules, but | think makes turn order fairer)

5. Every character on the, on his turn, can fire ontwocareful shots.

6. Every character on the side with initiative efther move,or delay his movement.

7. Every character on the side without initiatias enove.

8. Characters with initiative who delayed their rmment can move.

** Declaring Actions **

When characters are declaring their actions fotuhger they must state whether they are:
* Moving, and if so, how fast;

* Shooting;



* Moving and shooting;
* Pursuing some other action, with any particuties Judge asks for.

** Shooting **

The only sort of shot that can be fired during mbat turn is a careful shot.

Sighting and Facing: A character can declare aapainst a particular target even if that targetasvisible to
him at that moment. As long as the target is vésibhen it's time to shoot he can shoot.

A character can look in any direction any time dgrihe turn: during movement before shooting, afteroting. Of
course the GM can restrict this whenever he waatallow someone to sneak up behind another cteracfor some
dramatic effect. but in general, charcaters ha@@&yree vision during a combat turn,

** Switching Targets ***
Characters can switch targets during the turngrraason with no penalty.

** Allowable Actions **

Shooting, moving and a combination of these twonatethe only options available to characters dudarcombat turn.
In fact, a character can do (or at least try toafojthing the player wants. The obvious restrici®that he has six
seconds to do it, if he wants to finish in a sintglen.

Some examples of what a character can do in aesiarsl turn:
light a fuse;
load three rounds into a revolver;
pour a glass of whiskey;
dump everything out of a box or chest;
tip over a table and crouch behind it;
tie a simple knot

Other actions may take longer than six seconds#aptete. If a player announces that his characéeitsvto do
something that the Judge thinks will take sevamaig, the Judge should tell that to the playerthed let him decide
whether he still wants to do it. Some examplesfgs a character can do in more than one turn:

clear a jammed breechloading rifle (3 turns);

unsaddle a horse (2 turns);

search a trunk for important papers (3-5 turns);

nail a board across a door or window (2 turns);

cut a loophole through an adobe wall (2 turns);

pick a lock (2-12 turns);

bandage a wound (3-6 turns).

In a case where a character might be able to detswng in one turn, but it might also take longbe Judge
should have the player make a Coordination or §thecheck whichever applies. If the check succetssaction
takes one turn. If the check fails, the action sakeo turns. Or perhaps the character must ke@mtevery turn until
he either succeeds or gives up (a good examplE®$ trying to light a match in a stiff wind).

The Shootout Turn (1 sec)

The shootout turn is used in gun battles where-sptionds make the difference between winning asidd living
and dying. If any character wants to fire a stestulyt, hipshot or fanned shot, a shootout turn rhesised.

A shootout turn represents only one second of game This one second is further divided into sbunts, which
is nothing more than a vague term for one tickeftlock. A count is not necessarily one-sixth eéaond, it is
merely one of six subdivisions of a shootout turn.

The exact sequence of events in a shootout turvagnfrom one turn to the next, but the sequeniteinva turn
is very rigid. Each action a character performdekayed a certain number of counts. As each cautitked who are
acting on that count compare their speeds. Actiesslved in speed order with the fs acters aciisg) fThese key
terms - speed and count---and how they interactiefieed and described in detail below.

** Shootout Turn Action Sequence **
Actions within a shootout turn must be resolvethis order:



1. One player from each side rolls a 6-sided digettermine initiative. The side with the higheigt ll has
initiative for that turn. These rolls can be maatif by Tactics skill.

2. All the players on the side without initiativaigt announce what the characters under their domiitdoe doing
that turn.

3. All the players on the side with initiative mastnounce what the characters under their coniitbbe/ doing
that turn. These decisions can be based on what oharacters have already announced.

4. The Judge calls for any actions being perfororethe first count. Players whose characters ar®pning an
action on this count compare their characters'dgp€khe character with the highest speed perfoimadtion first,
followed by the second fastest, and so on. If speed tied, actions are simultaneous. Characteospetformed
actions determine which count their next actior wdlcur on.

5. Repeat step 4 for counts 2, 3, 4, 5 and 6.

6. Characters who are moving perform their movement

Note that movement is not considered an actiomduthie shootout turn. At this time scale, movenigsb minor
that its effect on a character's position can berigd until the end of the shootout turn. Its dffat accuracy is quite
important, however, and must be considered throuigtih@ turn. Keeping Track of Counts: During thégjgence, the
Judge should keep a six-sided die displayed pramiye front of him. This die shows which counthiappening at
this moment. As each count is ticked off, the Judgates the die to the next number. This eliminatéot of
confusion and mistakes.

Each player, too, should keep a six-sided diedntfof him. Instead of showing the count curreirlylay,
however, this die shows on which count the charaeii€be performing his next action. For exampéesteady shot
has a three-count delay. If a character's firstaded action of the turn is a steady shot, he esthis die to show the
number three. Now everyone knows that this charast@active during counts one and twos but tleaishdoing
something during count three. After the playeiingshed with his action on count three, he willatet his die again to
show when his next scheduled action will occur.

** Actions **

A character's choice of actions is quite a bit nmesgricted during a shootout turn than it is dgrégncombat turn,
when a character can do most anything. Chancabatreuring a shootout turn, lead will be flyingtbick that no
character with any concern for his life will do #myng other than shoot or dive for cover.

The actions that players can choose during a shotim and the number of counts that each is édlaye shown
on Table 7: Shootout Actions.

Fanned shots, hipshots, steady shots, and cat&ftd assume that the character is cocking thegyart of his
action. The listing for cocking a gun is used adfilsomeone cocks a gun without firing it.

Table 7: Shootout Actions
Shootout Turn - Counts Required
(out of 6 total) for an Action

ACTION COUNTS
Fanned Shot 1
Hipshot 2
Steady Shot 3
Careful Shot 6

Fast Draw

(successful) 0

Fast Draw

(unsuccessful) 2

Normal Draw 3

Switch Targets * 1

Cock a Gun 1

Fire a Cocked Gun ** 1 less than
normal

* - A charcter can switch targets between turndwmid delay.
** - Does not apply to Fanfiring



As an example, let's look at Montana Joe in a shdapsquared off against Carl Bjornsen. Joe knowa$ i€ a
good shot, so he figures his best chance is tolfiayiece out of his belt and let fly real quitie tells the Judge he'll
be doing a fast draw followed by three hipshotfielfmakes his Fast Draw skill check, he'll gefrm lis first hipshot
on count 2, his second on count 4, and his thirdaamt 6. Carl, whose blood is as thin and colthasvater in a fjord,
figures that in all that excitement Joe couldrttahi exas longhorn sideways. Carl isn't too quickle draw but he's a
good shot, so he tells the Judge he's going tordoraal draw (rather than risk failing a Fast Dretveck) followed by
a steady shot. He'll pull his gun clear on couahd fire on count 6, assuming he hasn't picked fapah case of lead
poisoning in the meantime.

Using this system, the best way to get the dropameone is to come in with gun drawn and cockesd shaving
at least one crucial count off the first shot.

*% Speed *k

When actions come up on the same count, compahtiracters' speeds. The character with the higipesd
gets to perform his action (probably firing a stfat. If the speeds are tied, the actions arauigmeous.

In most cases, a character's speed equals his i@atoth score. In some cases, it is determineldidyast Draw
skill check. In either case, it can be modifieddny of the items or situations listed on Tabl&geed Modifiers.

** Fast Draw **

The notion of a "draw" is applied in these rulesiimuch broader sense than simply pulling a pfstoh a holster.
Pulling a pistol from a waistband or boot topS shatg it up from a table or the ground, or snappirdpwn from a
spring holster concealed in your sleeve are aliidr' Likewise, pulling a rifle from a saddle baotswinging it up
from a carrying position is also a draw. Doing afhyhese things with a knife or tomahawk is a desswvell.

If a character is not in a hurry to get his gumifiting position, he can use a normal draw. Thiss three counts,
but is a sure thing; the gun is guaranteed to berevit's wanted in three counts.

If a character is in a hurry to get his gun oubitite sunshine, he can do a fast draw. This regjaiféast Draw
skill check (which requires that the character haast Draw skill). If the character rolls his FBsaw skill or less on
one 20-sided die, he pulls his gun clear and imiiogf position with no delay. A successful fastwrdoes not take any
counts at all.

If the character's Fast Draw check fails, howeilemsts him two counts and leaves his gun in bister (or
wherever it was to begin with). on his next actibe,can try Fast Draw again, or switch to a nordnailv.

When a character uses a fast draw, his speed orekishot is the number that he rolled for hist Baaw skill
check. After that first shot, the character's ggsence again his Coordination score. If a chteracses a normal
draw, his speed is always his Coordination score.

If a character's Fast Draw score is higher tharh2@an add the difference to his die roll. A idlR0 on the die
must still be confirmed with a Luck check, however.

** Speed Modifiers **

When determining a character's speed consult Tahted add or subtract all applicable modifiers.

Movement modifiers apply only to the character idmoving, not to the character who is shootingiat.

Wound modifiers are applied once for each woundharacter with three wounds has three modifiers.

A character is surprised if he wasn't expectinglite - e.g., he steps around the corner and themeid enemy,
fresh out of prison and itching for revenge-- ohias his hands full of something besides his gde%& completely
surprised only if he was sleeping or completelyupéed with something else bathing, for exampldpading feed
bags into a wagon. In either case, the Judge hasdin moderating this. If the player declared Hewas keeping an
eye open for trouble and the Judge agrees thatidmacter has reason to be wary, a potentiallyrsimg situation can
be avoided or a completely surprising situatioruced to merely surprising. The surprise modifieesinot apply
simply because someone drew first; if the otherattar was expecting trouble, he is not surprised.

To suffer the penalty for firing two guns, the dcaaer must actually be shooting both. Two gunsheafired
simultaneously, but only at a single target. It wasimon practice in the West to carry two pistals dnly shoot with
the one in your right hand. When that one was emyoty dropped it and shifted the one in your lefihdh over (this
was called the "border shift"). There is no speedatty for simply holding a second gun in your lodind.

Various types of weapons also have speed modifféempons range from very slow to very fast, withdifiers
from -2 to +2. Weapon speeds are listed on the areafable.

Table 8: Speed Modifiers



Waliking, Trotting -1

Running, Galloping -3
Light Wound (each) -1
Serious Wound (each) -4
Surprised -2
Completely Surprised -4
Firing Two Guns -2
Weapons is:

Very Slow -2
Slow -1
Normal (average) 0
Fast +1
Very Fast +2

** Changing Your Actions **

Generally, once a player declares his charactetigrs for a shootout turn, he is committed to thastions. There
are, however, two instances when a character caomething else.

If a character fails his Fast Draw check, he c#meeitry another fast draw two counts later, oribbe@gnormal
draw two counts later. Once he gets his gun oumhst continue with the actions he declared, attleatil the end of
the turn.

If a character's target is mortally wounded or passut, the character can scrap whatever actiodsdiared for
the rest of that turn and immediately declare netioas.

** Carryover Counts **

It is possible for a player to declare actionsrgkinore than six counts. Usually this comes up wherplayer
gets to change his declared actions during the Amg counts beyond six simply carry over into thext turn.

For example, Hank "Dusthin" Waatt is throwing doemSgt. Radkin of the Texas Rangers and his twioenat
trackers. Dustbin declares a fast draw and thneghloits. His second shot, on count 4, kills RadRimstbin now
changes his actions to switch targets to one ofrttedkers (1 count) and fire a hipshot (2 countie hipshot won't
happen until count 1 of the next turn. At the begig of that turner Dustbin must still declare whatll do for the
other five counts.

** Shootout Movement **
Table 9: Shootout Movement (yards/turn)

On Foot Mounted

Crawling 1 ft.

Walking 1 Walking 1
Evading 2 Trotting 3
Running 4 Galloping 5

Movement during a shootout turn is much less sigguift than during a combat turn. It has the sarfexebn
accuracy in both types of turns. But a persondasts not move very far in one second.

All movement happens at the end of a shootout &ftar all other actions on count 6 are finishelde Tistances a
character can move in one shootout turn are listedable 9: Shootout Movement.

Wounds (and being Killed)

If a shot hits a character, that character is wednd@he next step is to determine where the charags hit, and
how severe the wound is.

To determine the hit's location, roll one 20-sidiésland check

Table 10: Wound Locations.
To determine the wound's severity, roll one 6-sidiedand check Table 11: Wound Severity. Add aradragt all
of the modifiers that apply to this roll.



For example, Montana Joe has just been shot. Ad&@tslie roll of 8 places the wound in his rightha”A 6-sided
die is rolled and the result is 3. This would nollgnae a serious wound, but because it is an armngddhere is an
automatic modifier of-1, which reduces the rolet@: a light wound.

Some weapons have wound modifiers of their owneddjmg on how hard-hitting they are. Small caliber
weapons (purse guns, very small derringers) hatenzodifier, while large weapons like buffalo réléave a +1
modifier. These modifiers are listed on the Weapabte.

A severity roll modified to less than zero medms wound was negligible, "a mere scratch.” It hagffiect.

** Modifying Wound Locations **

Under some conditions, a player can modify his wblaeation roll, shifting the hit toward a morealitrea.

If the shot was at short range (or point blank eawih a pistol), the player can modify the wouaddtion die roll
by adding or subtracting his weapon skill scorelohg range, the modifier is one-half weapon skdlynded down. At
extreme rangers the modifiler is one-quarter weagkilh rounded down.

Also, if the shot was a fanned shot, no modificai®allowed. For a hipshot, the modifier is queate For a
steady shot, the modifier is halved. For a carsffigt, the full modifier call be used.

All of this halving and quartering is cumulative.character firing a steady shot at long rangeek@mple, can
modify the location die roll by adding or subtractione-fourth, rounded down, of his weapon skitirec|f the
modifier is divided by more than four, no modifisrallowed.

A player does not have to use the full modifieméfdoesn't want to. This decision is not made afit#r the
wound location has been rolled. The player carhgedie roll and then decide how much to add otrsieh. This is
summarized on Table 12: Wound Location Modifiers.

Table 10: Wound Locations

1-2 Left Leg
3-4 Right Leg
5-6 Left Arm
7-8 Right Arm

©

Left Shoulder
10 Right Shoulder

11-14 Abdomen

15-18 Chest

19-20 Head

Table 11: Wound Severity Number

Under Zero A scratch
Oto2 Light Wound
3to5 Serious Wound
6 or more Mortal Wound

+1 if hit is to Chest or Head

-1 if hitis to Arm or Leg

+ or - the Weapon Modifier

Table 12: Wound Location Modifiers (x weapon skill)

Type of Shot Short Long Extreme

Careful full 1/2 1/4

Steady 1/2 1/4 none
Hipshot 1/4 none none
Fanfire none none none

** Mortal Wounds and Luck **
The only way a character can be killed is by siffga mortal wound. Light wounds do not accumutatbecome
serious wounds and no amount of serious woundsb®aames a mortal wound.



Even when a character takes a mortal wound, hetikilled automatically. Instead, the player makdsuck
check. If the check succeeds, something miracwdusky has happened, saving the character'sTifie! wound is
reduced to a light wound causing oxwe point of dgend he player must come up with an explanationtis. Maybe
the bullet struck the bible in his vest pocket langed off his belt buckle. Maybe the round wasdtfeand didn't
contain enough gunpowder to kill someone. Maybebthiket actually struck a rock, and a rock splirdeused the
wound. Whatever the excuse, it must be at leadilples if not plausible, and no character can exgerthe same
excuse twice. Also, since the character does saffight wound from the shot, a misfire is not aceptable excuse.

If the Luck check fails, the character is dead.

(As all optional rule, Judges may want to allowsttA character who suffers a mortal wound and fagsLuck
check may be killed instantly, or he may only bendy The player immediately rolls again, this timeking a
Strength check. If it fails, the character diegangdly. If it succeeds, the character is still alibut completely
incapacitated; he cannot move except to crawl piaddly, and he certainly cannot shoot or attackoae. To find out
how long the character lives, subtract his diefrolin his Strength score. If the difference is zerdour, he lives one
or two turns; just long enough to gasp out a dyimggsage or leave one last clue. If the differeadwé to eight, he
lives for several minutes. If the difference isenor more, he lives anywhere from an hour to adaws, depending on
what sort of care he receives. Under no circumssritowever, will he recover; a mortally woundedrelster is
doomed with no chance for reprieve.)

** Wound Points **

Whenever a character is wounded, in addition téesufy a light, serious, or mortal wound, he algkp up one to
five wound points. If a character's wound pointsitap to more than his Strength score, the chargetsses out (from
shock and loss of blood).

The number of points inflicted by a wound is thedified wound severity die roll. In the example abpwhere
Montana Joe suffered a light arm wound, he alsfesed two wound points.

When a mortal wound is reduced by a Luck checklighd wound, it inflicts only one wound point.

Reloading a Weapon

It is possible to reload a gun during a gunfighb(tgh a true gunfighter would say that if you céinish the job
with one load, more probably won't help).

Reloading is only a concern during Combat turns. player feels that his character must reloachdgushootout
turns, he must reload for six consecutive turngetioany benefit from it. six consecutive shootauhs are the
equivalent of one combat turn.

During a combat turn, a character can reload timeb®w of rounds listed on the Weapons table. Aattar can
reload while riding or moving (but not evading).

Cover

Any sort of barrier that can stop a bullet is cdeséd hard cover, or simply cover. Cover providassaderable
protection to a character lucky enough (or smaough) to be behind it.

When a character is behind cover, the Judge mesdelevhat portions of the character's body aregquted. If a
shot hits the character in a protected portioni®@blody, it hits the cover instead and the charasteot hurt.

Examples of how much of his body a character mygsose to fire when shooting around cover are ghadow:

Standing behind window, bar, barrels: legs covered.

Crouching behind window, bar, barrels:legs, abdgrobast, arms covered.
Leaning around corner, doorjamb: abdomen insidedeg, and shoulder covered.
Behind standing horse: abdomen, chest covered.

Sitting behind desk: legs, abdomen covered.

If cover is sporadic but solid, like a rail fentet, the character make a Luck check to determinetindr the bullet
hits the cover or him.

As an optional rule, Judges may allow light coviéis is any sort of cover that won't stop a bulbett will slow it
down considerably. Examples include wooden dotwsr$, the sides of a stagecoach, or thin wallbullet that
strikes this sort of cover is not stopped entirkigtead, the cover modifies the wound severityrdilebu subtracting 1
to 3 points, at the Judge's discretion.

Shotguns & Scatterguns



Shotguns and scatterguns can be frighteningly glesidilose ranges; these were some of the mosideeeapons
on the frontier.

When a character is hit by a shotgun, the playés ome 6-sided die and consults Table 13: Shotguh
Scattergun Wounds before rolling for wound locatidhis roll determines how many wounds are infiicta single
shotgun blast can cause up to four wounds! Locati@hseverity are rolled separately for each wo&hadtgun and
scattergun wound locations can be modified, asrdestabove.

The disadvantage of both a shotgun and a scattésgbat, at long or extreme range, it is also fsdor a shot
that was right on target to cause no wounds atfalie result from Table 13 is zero wounds, thgeais not hurt.

A scattergun has the added bonus that it can hié tth@n one character. If a scattergun is fireal ctaracter at
long range, the shot may also hit any and all otharacters within 2 yards of the original tardfethe original target
is at extreme range, anyone within 5 yards canitod@his is possible even if the original targetsnaissed. The
chance to hit any additional targets is onehalfctence of hitting the original target, rounded doWwhe character's
Rifle skill is added in before the halving, sosthalved, too. However, wound locations on theslitiadial targets
cannot be modified.

Table 13: Shotgun and Scattergun Wounds
Die Roll Short Long Extreme

1 1 0 0
2-3 2 1 0
4-5 3 2 1
6 4 3 2

Add'l target NA 2yds 5 yds

For example, while guarding the stagecoach, Shaddave fires a blast from his sawed-ofF double-batra
masked hold-up man 12 yards away. Dave's chariti¢ & long range is 7 and his Rifle skill is 3,tsgll hit with a
roll of 10 or less. The unfortunate outlaw is hitd a 6-sided die roll comes up 5, indicating Héesed two wounds
from the blast. These are determined to be alighind in his left leg and a serious wound in hidahen. The
outlaw's partner, standing only a few feet to tide swill also be hit on a roll of 5 or less.

Brawling & Knife Fighting

While the gun was the great equalizer, it was hetanly weapon men fought with on the frontier. ¥&s and
fists, plus bottles, chairs, whips, and anythirggelt hand, were used as weapons. With few exoepfights out West
were deadly serious. And when all the chips ar¢hertable, so to speak, most of the rules arectalie There's no
such thing as fighting dirty to the man whose iffén the wager. He'll fight to win, any way he can

There are two general types of fistfighting: bragli which involves lots of punching and kicking ardashing
furniture; and grappling, which is essentially vilieg. Both sorts of fighting are resolved in a 8anmanner. The
player rolls one 20-sided die. He adds his Brawtikifj score to the roll, plus one if he is strongfean his opponent.
He subtracts his opponent's skill score and madifier light and serious wounds from Table 4: AeayrModifiers.
With the final die roll determined, consult the epgriate table to see what happens. The two typéghiing use
different tables, giving very different results.

Knife fighting, while considerably more dangeroakso uses essentially the same rules.

Brawling, grappling, and knife attacks are poss#igtime two characters are within 2 yards of ezttier.

** Sequencing **

One brawling attack is the same as one careful et is, a character can make one brawling attdeknever he
would otherwise be eligible to fire a careful shdtcharacter can make two brawling attacks in alwatnturn. Instead
of using the strict shooting sequence, howevexkylimg, grappling, and knife-wielding characterseaftate attacks; the
character with initiative attacks first. For exampf Hugh has initiative against Snakebite John#om sequence for
their fight this turn will be: Hugh attacks; Johnsattacks; Hugh attacks; Johnson attacks; moverreatshootout
turn, a brawling attack happens during the moverpertion of the turn.

** Brawling Procedure **

When a character takes a swipe with his fist atreracharacter, the player rolls one 20-sided Teethis roll is
added the character's Brawling skill. If the chggabeing attacked is in a position to defend hifnsés Brawling
score is deducted. If the punching character anger than his opponent, he gets to add anothés kik die roll (the



opposite is not true; the weaker character doesutatract 1). The result is located on Table 15wBing and
implemented immediately.

Table 15: Brawling

Adjusted Dammage Effect on Wound
Dice Roll  Result Left Right Opponent Severity
1 Miss - - #2 -

2-4 Miss - -+l -

5-7 Blocked - - - -

8-14 Glancing Blow - 1 - -2

15 Jab 12 - -1

16 Hook 2 2 - 0

17-18 Combination 1 2 -1 0

19 Uppercut 2 2 -2 +1

20 Haymaker 23 -3 +2

Damage. The damage listed on the table is temperamnd points. These act just like regular wounihtsp and
are cumulative with them, but characters recov@nftemporary wound points much faster. If a chartvound
points exceed his Strength score, he passes out.

Damage is divided into right and left, dependimgadhich hand the character punched with. Assumiethiea
character always punches with his right unlessam& éor some reason, like when his opponent heglght in an arm
lock. Left-handed characters reverse the damatjedssfor right and left. Ambidextrous charactese the righthand
damage for both hands.

The combination punch does three points of danfdgeth of the punching character's hands are tmee,or two
if one of them is held.

As long as the character has at least one armtesean punch. If he is held in a bear hug, purgcts impossible.

Effect on Opponent. The number in this column isaifier which is
applied to the opponent's next die roll, whatét/aray be for: brawling,
grappling, shooting, or even a skill check. Thesxlifiers are cumulative
until the character actually uses them or thedrte next turn,
whichever comes first.

Wound Severity. This column applies during knifghfis; see below.

The descriptive results on this table are primdutycolor and should
not be taken too literally, especially when conegirnvith the next
paragraph.

** Smashing Things **
Table 16: Brawling Weapons
Weapon Modifier

Bottle, pistol +1

Chair, rifle butt  +2
Empty barrel, crate  +3
Another person +2
Large rock +1

Why hit someone with your delicate gun hand whamgould smash a chair
over his head? Using any sort of bludgeoning weagamprovised club
works exactly the same way as brawling. The wealomvs an additional



modifier to the Brawling die roll, besides the @aer's Brawling skill.
Sample modifiers are shown on Table 16: Brawlingaypbns. Using a
bludgeoning weapon also adds one to the damalgetéaf by each hit.

** Grappling **

Grappling also works identically to brawling, bigas Table 17: Grappling,
instead. It is possible on Table 17 to perfornbadly that you hinder your
own next attack. Otherwise, the procedure is idahtThe attacker adds
his own Brawling skill to the die roll and subttabis opponents Brawling
skill. If the attacking character is stronger thas opponent, he gets

to add another +1 to his die roll (the oppositadstrue; the weaker
character does not subtract 1).

Table 17: Grappling

Adjusted Effect on
Dice Roll  Result Damage on Opponent Attacker

1 Opponent gouges 2 - -2
or knees you
2 No Hold - +2
3-4 No Hold - - +1
5-7 No Hold - -
8-11  Arm Lock, Left * -1 -
12-14 Arm Lock, Right * 1 -1 -
15 Elbow Smash 1 -1 -
16-17 Throw (or break free) 1 -2 -
18 Kick 2 -1 -
19 Head Lock* 3 -2 -
20 Bear Hug * 1 -4 -

[E=Y

* - This is a hold. A character hild in a bear laagpnot punch.

The descriptive results on Table 17 are more thandolor. Results
marked with an asterisk (arm locks, head lockr beg) are holds.
Once a character has a hold on his opponent,reitizer give it up
and roll again on his next attack, or maintaintib&l and inflict
the same damage and effect automatically.

The opponent who is held can roll grappling or guing attacks normally.
If he is in an arm lock, he can only punch witk friee arm. If in

a head lock, he can punch with either or bothhAracter in a bear

hug can't punch at all. A held character breaés by getting a throw
result (a roll of 16 or 17). Two characters canwdtaneously have holds
on each other.

On aroll of 1, the damage is inflicted on the elttag character,
not his opponent.

** Knife Fighting **
Knife fighting uses a procedure very similar toveliag and grappling.

Everything stated here about knives applies egtalany edged weapon;
a sword cane, tomahawk, axe, or bayonet.



While brawling and grappling could be considereaft'sforms of fighting,
since generally no one dies as a result, knifietifig) is something else.
At least one person in a knife fight usually irdenwholeheartedly to kill
the other, who may feel the same way or may sirbplyrying to defend
himself. In either case, it's almost guarantead bfood will be shed
before it's over.

Given the deadliness of knife combat compared tonabpunching

and grappling, everyone tends to be a lot moré@masiwhen approaching
a knife-wielding opponent. Because of this, a abtar cannot attack
someone who has a knife unless he sees an op@tiisgequires making
either a Coordination or an Observation checkygta choice), using
only one-half of the character's attribute scovanded up. This check
can be modified by the character's Brawling orf&skill, whichever

is appropriate. This attribute check must be n@de to every brawling,
grappling, or knife attack against a knife-armee, fwith the following
exceptions: when the opponent's back is turnedine opponent's knife
arm is pinned in an arm lock or bear hug, wherattecker has his
opponent in any sort of hold. If this check sudse¢he character

sees an opening and can attack.

If an attack is possible, the attacking charaatéls one 20-sided die,
adds his own knife skill, and subtracts his opmseknife skill.

There is no modification for Strength. This resslifound on the
"Wound Severity" column of Table 15: Brawling.dfmodifier is listed,
the attacked character is wounded. The wound&itwtis determined
randomly (knife skill can be added to the locatiba roll).

The severity modifier from Table 15 applies to sewerity die roll,
along with other, normal modifiers.

** A Brawling Example **

Three-fingered Moe has just accused Curly Wilkangreen cowboy on his
first trail drive, of cheating at cards. Unwillinig be treated this way,
Curly takes a poke at Moe, which is exactly whateMexpected.

No one is shooting, so the Judge decides to usbabturns for the fight.

Curly wins initiative on the first turn. A die rodif 9, reduced to 8

because of Moe's Brawling score, is a glancingvbddnich causes one point
of damage to Moe. Moe follows up with a jab (i L3 plus Moe's Brawling
score of 1), causing two points of damage to C@lyrly comes back with
aroll of 5, a miss. This ends the first exchaofjblows.

No one is moving, so the second exchange beginty @isses again. Moe,
feeling flushed, scores a 17 adjusted to 18, abomation that puts three
more points of damage on the cowboy and givesy@ul modifier in his
next attack. But Curly surprises Moe by rolling@ Even with Curly's -2
modifier (-1 for Moe's skill, -1 for the previoldow) this is a

combination; three points of damage and a -1 nexdifloe's last attack
misses but the cowboy scores again with an 1thanglancing blow.

Thus ends the turn.

Moe wins initiative for the next turn. Curly willdep swinging, but
Moe decides to up the stakes and yanks a knife fris boot. This costs



him his first attack.

Still, Curly is now at a big disadvantage. In ortleget past Moe's

knife and attack, Curly must roll 6 or less (hiso€dination score is

12 and he has no Brawling skill). He rolls 16 age\killfully

holds him off with the blade. Moe, however, is ando such restriction,
and he attacks. He rolls a 15 which draws blodajta wound to Curly's
abdomen. This wound costs Curly 1 wound pointgimds him a -1 modifier
on his attacks (as per Table 4: Accuracy Modijiefde first exchange

of the second turn is over.

Again no one is moving, so Moe presses the attdisksecond slash goes
wide. Curly must keep punching because that isiéedared action. This
time his first check is 5 and he sees his operiihg.cowboy rolls

a 9 modified to 8 by his wound; a glancing blowiting one more hit on Moe.
But the gambler is unperturbed and slashes agaimg 16. Moe crows

with glees seeing the dice turn up a mortal chestnd! But his face

falls as Curly's Luck check converts the deadlymeto a light wound,

the blade apparently turned aside by the silvéadm Curly's

shirt pocket. Curly spits out a dire threat asdagps to avoid

the swaying blade once against unable to findpening.

Thus ends the second turn.

Curly wins initiative on the third turn. Moe intentb keep fighting
with his knifeS but Curly switches tactics andldees that he will
grapple his murderous assailant. Moe drops hisdgioa a moment
as Curly rolls a 2, then leaps in. With some bamiigded luck,
Curly rolls a 15. Even modified by -2 for his twght wounds,

a 13 is still good enough to clamp an arm lockrdwee's right arm
and inflict one damage point. Suddenly unables® his knife,
Moe can either grapple with hopes of breaking &repunch in

an effort to knock Curly unconscious. Moe knowattBurly can
inflict one point of damage automatically everiaak just by maintaining
his hold. Unless Moe breaks free, he is in troleich, no doubt,
he richly deserves).
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RANGE

Point Blank, Pistol +4
Pont Blank, Rifle -2

Short 0
Long -2
Extreme -5

MOVEMENT (of Target)

Running / Trotting -2
Evading / Galloping -4
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MOVEMENT (of Shooter)

Walking -2
Run/Trot/Galloping -4

WOUNDS
Each Light Wound -1
Each SeriousWound -4

TARGET SIZE
Very Large +4
Large +2
Normal 0
Small -2

Very Small -4
MISCELLANEOUS
Sniping +2
Shotgun +2
Scattergun +4

Target Obscured -2
Using Wrong Hand -2
Firing Two Pistols -6

+ } Table 7: Shootout Actions 1 B'tara K'tahn 100264 1 B'tara K'tahn 100262 | Table 7:
Shootout Actions + \ f B'tara K'tahn °Shootout Turn - Counts Required
(out of 6 total)for an Action

ACTION COUNTS

Fanned Shot 1
Hipshot 2
Steady Shot 3
Careful Shot 6
Fast Draw
(successful) 0
Fast Draw
(unsuccessful) 2
Normal Draw 3
Switch Targets * 1
Cocka Gun 1

Fire a Cocked Gun ** 1 less than
normal

* - A charcter can switch targets
between turns with no delay.

** - Does not apply to Fanfiring  * 1 Table 8: Speed Modifiers -+ B'tara K'tahn 100265 1 B'tara
K'tahn 100262 T Table 8: Speed Modifiers * v {I B'tara K'tahn L Table 8:
Speed Modifiers

Walking, Trotting -1
Running, Galloping -3

Light Wound (each) -1



Serious Wound (each) -4

Surprised -2
Completely Surprised -4

Firing Two Guns -2

Weapons is:
Very Slow -2
Slow -1
Normal (average) 0
Fast +1
Very Fast +2 * } Tables 10,11,12: Wounding
100262 | Tables 10,11,12: Wounding * v
Locations
1-2 Left Leg
3-4 Right Leg
5-6 Left Arm
7-8 Right Arm

9 Left Shoulder

10 Right Shoulder
11-14 Abdomen
15-18 Chest
19-20 Head
Table 11: Wound Severity Number
Under Zero A scratch
Oto2 Light Wound
3to5 Serious Wound
6 or more Mortal Wound
+1 if hit is to Chest or Head
-1 if hit is to Arm or Leg
+ or - the Weapon Modifier
Table 12: Wound Location Modifiers (x weapon skill)
Type of Shot Short Long  Extreme
Careful full /2 1/4
Steady 1/2 1/4 none
Hipshot 1/4 none none
Fanfire none none  none * | Table 15: Brawling
K'tahn 100262 ] Table 15: Brawling * Y
Brawling
Adjusted Damage Effect on Wound
Dice Roll  Result LeftRight Opponent Severity
1 Miss - - +2 -
2-4 Miss - -+l -

5-7 Blocked - - - -
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8-14 Glancing Blow - 1 - -2

15 Jab 12 - -1

16 Hook 2 2 - 0

17-18 Combination 1 2 -1 0

19 Uppercut 2 2 -2 +1

20 Haymaker 2 3 -3 +2 = I Table 17: Grappling
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Grappling

Adjusted Effect on
Dice Roll  Result Damage on Opponent Attacker

1 Opponent gouges 2 - -2
or knees you
2 No Hold - - +2
3-4 No Hold - - +1
5-7 No Hold - - -
8-11 Arm Lock, Left* 1 -1 -
12-14 Arm Lock, Right* 1 -1 -
15 Elbow Smash 1 -1 -
16-17 Throw (or break free) 1 -2 -
18 Kick 2 -1 -
19 Head Lock* 3 -2 -
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20 Bear Hug * 1 -4 - #Table 13: Shotgun/Scattergun Wounds + B'tara K'tahn
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Wounds * \Y { B'tara K'tahn YsTable 13: Shotgun and Scattergun Wounds

Die Roll
1 1
2-3 2
4-5 3
6 4
Add'l target NAZ2yds 5vyds

hort Long Extreme
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