Conflict Theory
Introducing the SRT System:
There are too many complicated RPG and table-top combat systems out there. Most require hours of studying dozens, if not hundreds, of pages of rules, before players can even begin to play. The SRT system was designed to streamline table-top games into quick-to-play, and easy-to-learn mechanics. SRT was built to allow people to play both table-top wargames, and traditional RPGs in a pick-up-and-play atmosphere. 
The basic notion is that all characters can be reduced down to ‘what makes them special.’ If you can make a list of things that make anybody special, and distribute those items, along with equipment, amongst a collection of the exact same characters, all of a sudden you have interesting and unique characters. Each ability grants a passive bonus to either a character’s rolls or their attributes.

Overview: Conflict Theory is a table-top game of tactical strategy where two players command a small squad of fighters attempting to devastate their opponent’s.

Goal: 	The player with the last unit still standing is considered the winner.

Player Actions: Each character’s turn they will be able to do any number of actions, at the expenditure of AP.

Action: Description (AP cost)

Move: The character can move around the game board at their Speed rate. (X AP)

Ranged Attack: The character can attempt to fire on another character. (4 AP)

One-handed Melee Attack: The character can attempt to attack another character at close range. (3AP)

Two-handed Melee Attack: The character can attempt to attack another character at close range. (5AP)

Weapon Special: Each weapon has a special attack that costs a specific AP. (X AP)

Character Special: Each character has a special attack that costs a specific AP. (X AP)

Dodge: A player may attempt to dodge out of the way of oncoming attacks (3 AP)

Pick-Up: A character can take equipment from incapacitated characters. (1 AP)

Reload: A player may reload their ranged weapon. (2AP)

Order of play:
	Roll a six sided dice, or a D6. The player with the highest roll picks the first character for their roster.

	Players alternate picking characters until they have a 3-character roster.

	The player who lost the die roll picks which deployment zone they want for the game.

	Players assign their avatars, and deploy them within the player’s deployment zone.

	The players roll another D6, this time to determine who goes first.

	The players alternate turns controlling their characters.

The order of characters’ turns is in the order in which they were deployed.

	At the start of each character’s turn, their AP is filled to its maximum.

Example Character Sheet
All of the information regarding a character can be found on its character sheet. There will be a lot of information moving around on the sheet, so it’s wise to use coins or tokens to represent things that will be changing a lot, such as Ammo or AP. HP will be constantly changing, so it’s a good idea to keep track of that on a separate piece of paper, but you can feel free to use the character sheet, just make sure you use a pencil.

	Character Portrait:
	Name:
Derrik
	HP: 50
	AP:
[  ]   [  ]   

[  ]   [  ]
   
[  ]   [  ] 
  
[  ]   [  ] 
  
[  ]   [  ]
   
[  ]   [  ]

	
	Left Hand:

Pistol

--------
Right Hand:

Sword
(off-hand)
--------

Armor:
	Range

20

--------


Melee

--------

Type

Light
	Damage

2D6(+D6)

--------


3D6

--------

Value:

5
	Ammo

10

--------


N\A

--------

Durability

3+
	Hits On:

4+  (3+)

--------


4+

--------

	AP 

4AP

---


3AP
2AP
	

	
	Abilities:

	
	Pistol Focus
	+1 to Pistol attack rolls (3+)
+D6 to damage rolls
	The Quickness
	Max AP = 12

	Dodge:
	1
	Duel-Wield
	2AP: post-normal attack, add an off-hand attack
	SNAKE EYES
	If any two dice in a single roll are the same number, they both count as critical rolls

	Speed:
	1
	Dexterity

	Reload, Change Equipment, and 
Pick-Up cost 0AP
	
	

	SPECIAL:
	Personal Teleporter: Derrik, on his turn, may instantly move to any position within 15 squares.



Character Attributes:
HP : Hit points. When a characters HP drops to zero or lower, they are considered incapacitated, and their avatar piece is placed on its side in the square it was last in. (Base is 50)

AP: Action Points: Every action a character takes requires the expenditure of Action Points. (Base is 10)

Speed: The number of 5’ x 5’ squares a character can transverse for 1AP (Base is 1)

Dodge: The character’s relative ability to move out of the way of oncoming attacks (Base is 1)

To-Hit:  The roll required to succeed at an attack and deal damage to the target with that weapon. (Base is 4+)

	AP: The amount of AP a weapon requires to use.

Abilities: The S.R.T. Abilities the character has


Rules of Combat: 

Critical Rolls
	If any die roll results in a 6, is considered a critical roll.

	All critical rolls may be rolled again, and the 6 added to said roll.

	If another 6 comes up, this process can be repeated indefinitely.

Melee Attack (one-handed: 3AP  |  two-handed: 5AP)
A character who is within five feet of another character can execute a melee attack against them. 

Depending on if the weapon is one handed, or two handed, 3 or 5 AP will be spent to take this action. 

Roll a D6, and if the result is equal to or greater than the character’s Melee Attack, the attack is considered a hit. 

If the target has at least 3AP, they may attempt a dodge (discussed later). 

If the target either cannot dodge, or fails their dodge, roll for the damage dealt by the weapon. 

Ranged Attack (4AP)
	Every ranged attack uses up one unit of ammo from the weapon’s clip. 

Roll a D6, and if the result is equal to or greater than the character’s Ranged Attack, the attack is considered a hit.

If the range of the attack is greater than the range of the weapon, reduce the Ranged Attack roll by 1. 

If the target has at least 3AP, they may attempt a dodge (discussed later). 

If the target either cannot dodge, or fails their dodge, roll for the damage dealt by the weapon. 

Dodge (3AP)
A character who is the target of a Melee, or Ranged, attack and has at least 3AP may attempt to dodge out of the way.
 
Roll a D6 and add the character’s Dodge Modifier to it. If the result is greater than or equal to the attack roll against the character, they successfully dodge the attack.

A character who successfully dodges, moves to an adjacent square.

Reload (2AP)
A character may take ammo from their weapon’s total and fill the weapon’s clip to its capacity.

Pick-Up (1AP)
A character may take any Ammo from another incapacitated character and add it to their total.

A character may exchange one of their weapons for that of an incapacitate character.

A character must be in the same square as the incapacitated character whose items they wish to Pick-Up.




S.R.T. Abilities
What follows are 12 Basic SRT abilities, and 4 Heroic SRT abilities:

Weapon Focus:
· Melee Focus: +1 to all melee attack rolls & damage rolls of 5 count as critical.

· Pistol Focus: +1 to all ranged attacks made with a pistol & damage die rolls of 5 count as critical.

· Long arm Focus: +1 to all ranged attacks made with shotguns and rifles & damage rolls of 5 count as critical.

· Duel-wield: Characters may equip a pistol or one-handed melee weapon in their off-hand. 
Off-hand attacks cost 2AP, and must be used in combination with a regular attack.

Combat Mastery:
· Overpower: If a target successfully dodges a melee attack, roll a D6 and add 1. If the roll is greater than the target’s dodge roll, the dodge is considered to have failed.

· Brute Force: Melee attacks cost 1 less AP. +D6 to all unarmed damage rolls.

· Quick Shot: Ranged attacks cost 1 less AP.

· Counter-Attack: If a dodge is successful, roll a D6. If that roll is 4+, deal D6 damage to the attacker. 
Applies to both melee and ranged attacks, provided there is adequate ammo and line of sight.

Physical Traits:
· Fleet of Foot: The first 15ft. a character moves costs 0AP

· Dexterity: Reloading and Picking up Equipment cost 0AP

· The Quickness: The player’s Maximum AP is increased to 12

· Spry: The player receives +1 to their dodge rolls.

Heroic Abilities: Characters should never have more than 1 Heroic Ability

· Toughness: The character maximum HP is increased to 80.

· Snake Eyes: if any two dice in a single roll are the same number, they both count as critical rolls.

· Gunslinger: The character can Duel-Wield Rifles and Shotguns. Off-hand Pistol attacks cost 1AP.

· Ninja: 2-handed Melee attacks cost 3AP. +D6 damage to all melee attacks.


Equipment
A character can only have three items equipped at any time: a Right-hand Weapon, a Left-hand Weapon, and a piece of Armor. A character may exchange their weapons for those of incapacitate characters, by using the Pick-Up action. 

Players do not have an inventory.

Players can only hold Ammo up to the maximum prescribed by the weapon.

Weapons Rules
All weapons have a Range, Damage, Special, and Examples
	Range: Effective range of the weapon (maximum range for melee weapons)
	Damage: The amount of damage a weapon deals
	Special: The special rules for the weapon
	Ammo (Ranged weapons only): How many times the weapon can be fired before reloading.
Examples: Cosmetic examples of the weapon
	
A weapon’s listing has two numbers. The first is the size of the weapon’s clip. The second is how much ammo the character has when they begin the match.

A character can take ammo from an incapacitate character using the Pick-Up Ability.

Armor Rules
A character’s armor value is subtracted from any damage dealt to that character.

If the damage exceeds the armor value, the overflow is dealt to the character, and the armor falters.

If a character’s armor falters, they must roll a D6, and if the roll is less than the armor’s durability, the armor breaks, and the character loses their armor.



	Melee Weapon Name
	Range
	Damage
	Special
	Examples

	1-handed Melee Weapon
	Melee (5ft)
	3D6
	Throw: a 1-handed Melee Weapon can be thrown 15ft, but are removed from the inventory afterwards. (2AP)
	Knives
Daggers
 Swords,
Clubs
 Hatchets

	2-handed Melee Weapon
	Melee (5ft)
	4D6
	Lunge: a 2-handed melee weapon can be lunged at a target up to 15ft. away. (6AP)
	Great swords
 Pole arms
Chain Whips

	Unarmed Strike
	Melee (5ft)
	1D6
	Cold Cock: an unarmed strike that succeeds and deals 4 or more damage, reduces the target’s AP by 2 for their next turn
(3AP)
	Fists


	Ranged Weapon Name & Ammo (clip / total)
	Range
	Damage
	Special
	Examples

	Pistol
(Ammo: 10 / 100)
	20ft.
	2D6
	Point Blank Shot: If a target is within 5ft of the character, they may fire two separate shots at the target.
(4AP)
	9mm
Revolver
Machine Pistol

	Shotgun
(Ammo: 5 / 60)
	5ft – 1 square
10ft – 3 squares
15ft – 5 squares
	3D6
	Spread Fire: The shotgun fires in a cone and deals damage to anyone in the cone.
	Hunting
Double Barrel
Military

	Rifle
(Ammo: 7 / 70)
	35ft
	4D6
	Aimed Shot: The Rifle can be aimed, and will increase in the ranged attack of the character. This attack cannot be dodged.
(10 AP)
	Hunting Rifle
Sniper Rifle

	Flame Thrower
(Ammo: 5 / 15)
	10ft.
	3D6
	Cone of Fire: Cone of Fire: The Flame Thrower can target multiple enemy characters provided they are all in range, and are adjacent to each other.
	Flame Thrower
Thrower of Flame

	Minigun
(Ammo: 50 / 500)
	25ft.
	1D6
	Full Auto: The character may a lot XAP, The minigun fires 1 shot per AP spent in this way.
	

	Grenade
(Ammo: 1 / 5)
	20ft.
	3D6
	Throw: After a grenade is thrown, it explodes the following turn and damages all characters within 10 ft.
Grenades always hit on 4+
	Potato Masher
Frag Grenade

	Armor Type
	Armor Value
	Durability
	Special

	Light Armor
	5 points
	3+
	Repair: Because it is so simple, a character can attempt to repair broken Light Armor. The Armor is repaired on a roll of 4+
(3AP)

	Heavy Armor
	10 points
	2+
	Bulk: Because Heavy Armor is so cumbersome, all characters wearing it have their AP reduced by 1


	Shield
	5 points
	4+
	The Shield can be thrown as if it were a 1-handed melee weapon. 

	Character Portrait:
	Name:
Derrik
	HP: 50
	AP: 12
[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

	
	Left Hand:

Pistol

--------
Right Hand:

Sword
(off-hand)
--------

Armor:
	Range

20

--------


Melee

--------

Type

Light
	Damage

[bookmark: OLE_LINK1][bookmark: OLE_LINK2]2D6(+D6)

--------


3D6

--------

Value:

5
	Ammo

10

--------


N\A

--------

Durability

3+
	Hits On:

4+  (3+)

--------


4+

--------

	AP

4AP

---


3AP
2AP
	

	
	Abilities:

	
	Pistol Focus
	+1 to Pistol attack rolls (3+)
+D6 to damage rolls
	The Quickness
	Max AP = 12

	Dodge:
	1
	Duel-Wield
	2AP: post-normal attack, add an off-hand attack
	SNAKE EYES
	If any two dice in a single roll are the same number, they both count as critical rolls

	Speed:
	1
	Dexterity

	Reload, and
Pick-Up cost 0AP
	
	

	SPECIAL:
	Personal Teleporter: Derrik, on his turn, may instantly move to any position within 15 squares.





	Pistol
(Ammo: 10 / 100)
	20ft.
	2D6
	Point Blank Shot: If a target is within 5ft of the character, they may fire two separate shots at the target.
(4AP)
	9mm
Revolver
Machine Pistol



Ammo: o o o o o o o o o o | o o o o o o o o o o | o o o o o o o o o o | o o o o o o o o o o | o o o o o o o o o o |

	1-handed Melee Weapon
	Melee (5ft)
	2D6
	Throw: a 1-handed Melee Weapon can be thrown 15ft, but are removed from the inventory afterwards. (2AP)
	Knives
Daggers
Swords,
Clubs
Hatchets




	Light Armor
	5 points
	3+
	Repair: Because it is so simple, a character can attempt to repair broken Light Armor. The Armor is repaired on a roll of 4+
(3AP)






	

[image: C:\Users\garmstrong\AppData\Local\Microsoft\Windows\Temporary Internet Files\Content.Word\Shotgun Jane.jpg]
	Name:
Jane
	HP: 50
	AP: 10
[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

[  ]   [  ]



	
	Left Hand:

Shotgun

--------
Right Hand:

Shotgun
(off-hand)
--------

Armor:
	Range

*

--------


*

--------

Type

Light
	Damage

3D6(+D6)

--------


3D6(+D6)

--------

Value:

5
	Ammo

5

--------


5

--------

Durability

3+
	Hits On:

4+  (3+)

--------


4+  (3+)

--------

	AP

4AP

---


4AP
2AP
	

	
	Abilities:

	
	Long Arm Focus
	+1 to Shotgun & Rifle attack rolls (3+)
+D6 to damage rolls
	Fleet of Foot
	The First 15 feet a character moves costs 0 AP.

	Dodge:
	1
	Duel-Wield
	2AP: post-normal attack, add an off-hand attack
	GUNSLINGER
	The character can
Duel-Wield Rifles and Shotguns.
Off-hand Pistol attacks cost 1AP.

	Speed:
	1
	Dexterity

	Reload, and
Pick-Up cost 0AP
	
	

	SPECIAL:
	Stick ‘em Up: 5AP: Target a character, they cannot move as long as they remain targeted. Jane can move freely, but must spend 5AP for every turn she has a target stuck up.






	Shotgun
(Ammo: 5 / 60)
	5ft – 1 square
10ft – 3 squares
15ft – 5 squares
	3D6
	Spread Fire: The shotgun fires in a cone and deals damage to anyone in the cone.
	Hunting
Double Barrel
Military



Ammo: o o o o o | o o o o o | o o o o o | o o o o o | o o o o o | o o o o o | o o o o o | o o o o o | o o o o o | o o o o o |


	Shotgun
(Ammo: 5 / 60)
	5ft – 1 square
10ft – 3 squares
15ft – 5 squares
	3D6
	Spread Fire: The shotgun fires in a cone and deals damage to anyone in the cone.
	Hunting
Double Barrel
Military



Ammo: o o o o o | o o o o o | o o o o o | o o o o o | o o o o o | o o o o o | o o o o o | o o o o o | o o o o o | o o o o o |

	Light Armor
	5 points
	3+
	Repair: Because it is so simple, a character can attempt to repair broken Light Armor. The Armor is repaired on a roll of 4+
(3AP)






	Character Portrait:
	Name:
Tiny
	HP: 50
	AP: 12
[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

	
	Left Hand:

Rifle

--------
Right Hand:

Grenades

--------

Armor:
none
	Range

35

--------


20

--------

Type
-

	Damage

4D6(+D6)

--------


3D6

--------

Value:
-

	Ammo

10

--------


5

--------

Durability
-


	Hits On:

4+  (3+)

--------


4+

--------

	AP

2AP

---


2AP
	

	
	Abilities:

	
	Long Arm Focus
	+1 to Shotgun & Rifle attack rolls (3+)
+D6 to damage rolls
	The Quickness
	Max AP = 12

	Dodge:
	1
	Quick Shot
	Ranged attacks cost 1 less AP.
	GUNSLINGER
	The character can
Duel-Wield Rifles and Shotguns.
Off-hand Pistol attacks cost 1AP.

	Speed:
	1
	Dexterity

	Reload, and
Pick-Up cost 0AP
	
	

	SPECIAL:
	Sharpshooter: All of Tiny’s ranged attacks cost 2AP.




	Rifle
(Ammo: 7 / 49)
	35ft
	4D6
	Aimed Shot: The Rifle can be aimed, and will increase in the ranged attack of the character. This attack cannot be dodged.
(10 AP)
	Hunting Rifle
Sniper Rifle


Ammo: o o o o o o o | o o o o o o o | o o o o o o o | o o o o o o o | o o o o o o o | o o o o o o o | o o o o o o o |


	Grenade
(Ammo: 1 / 5)
	20ft.
	3D6
	Throw: After a grenade is thrown, it explodes the following turn and damages all characters within 10 ft.
Grenades always hit on 4+
	Potato Masher
Frag Grenade



Ammo: |	O	|	O	|	O	|	O	|	O	|







	

[image: ]
	Name:
Thompson
	HP: 50
	AP: 10
[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

[  ]   [  ]


	
	Left Hand:

Speer

--------
Right Hand:

Shield

--------

Armor:
	Range

Melee

--------


--

--------

Type
Shield

	Damage

2D6(+D6)

--------


--

--------

Value:
5

	Ammo

10

--------


-

--------

Durability
4+

	Hits On:

4+  (3+)

--------


--

--------

	AP

3AP

---


--AP
	

	
	Abilities:

	
	Melee Focus
	+1 to all melee attack rolls.
Damage die rolls of 5 count as critical.
	Fleet of Foot
	The first 15ft. a character moves costs 0AP

	Dodge:
	1
	Counter Attack
	If a dodge is successful, roll a D6. If that roll is 4+, deal D6 damage to the attacker.
	NINJA
	2-handed Melee attacks cost 3AP.

+D6 damage to all melee attacks.


	Speed:
	1
	Overpower

	If a target successfully dodges a melee attack, roll a D6 and add 1. If the roll is greater than the target’s dodge roll, the dodge is considered to have failed.
	
	

	SPECIAL:
	Shield Bearer: Thomson can use a shield and a two-handed weapon at the same time.




	2-handed Melee Weapon
	Melee (5ft)
	4D6
	Lunge: a 2-handed melee weapon can be lunged at a target up to 15ft. away. (6AP)
	Great swords
Pole arms
Chain Whips



	Shield
	5 points
	4+
	2AP: The Shield can be thrown 15ft. as if it were a 1-handed melee weapon. 
Shields absorb damage before other armor types.










	Character Portrait:
	Name:
La Chupacabra
	HP: 50
	AP: 12
[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

	
	Left Hand:

claws
(2-handed)
--------
Right Hand:

--

--------

Armor:
	Range

Melee (5ft)
--------


--

--------

Type

--
	Damage

4D6(+D6)

--------


--

--------

Value:

--
	Ammo

--

--------


--

--------

Durability

--
	Hits On:

4+  (3+)

--------


--

--------

	AP

3AP

---


--AP
	

	
	Abilities:

	
	Melee Focus
	+1 to all melee attack rolls.
Damage die rolls of 5 count as critical.
	The Quickness
	Max AP = 12

	Dodge:
	1 (2)
	Fleet of Foot
	The first 15ft. a character moves costs 0AP
	NINJA
	2-handed Melee attacks cost 3AP.

+D6 damage to all melee attacks.


	Speed:
	2
	Spry

	player receives +1 to their dodge rolls.
	
	

	SPECIAL:
	Blood Drinker: All Melee damage done by La Chupacabra also counts as healing for La Chupacabra.






	2-handed Melee Weapon
	Melee (5ft)
	4D6
	Lunge: a 2-handed melee weapon can be lunged at a target up to 15ft. away. (6AP)
	Great swords
Pole arms
Chain Whips


















	Character Portrait:
	Name:
Zombie Hoard
	HP: 80
	AP: 10
[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

[  ]   [  ]


	
	Left Hand:

Bite

--------
Right Hand:

Bite

--------

Armor:
*special*
	Range

Melee

--------


Melee

--------

Type
--

	Damage

3D6

--------


3D6

--------

Value:
--
	Ammo

N\A

--------


N\A

--------

Durability
--
	Hits On:

4+

--------


4+

--------

	AP

3AP

---


3AP
	

	
	Abilities:

	
	
	
	
	

	Dodge:
	0
	
	
	TOUGHNESS
	HP = 80

	Speed:
	1 / 2
	
	
	
	

	SPECIAL:
	Armor of the Hoard: The Zombie hoard has armor proportional to its HP
+75% = 10Value Armor
75% - 51% = 5Value Armor
50% – 25% = 0Value Armor
-25% = -5Value Armor* = +5 Damage

Cluster: The Zombie Hoard takes up a 10’ x 10’ area.






















	Character Portrait:
	Name:
Eric
	HP: 50
	AP: 10
[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

[  ]   [  ]


	
	Left Hand:

Axe

--------
Right Hand:

Tankard of Ale*
--------

Armor:
	Range

Melee

--------


Melee

--------

Type

--------

	Damage

3D6(+D6)

--------


--

--------

Value:

--------

	Ammo

10

--------


N\A

--------

Durability

--------

	Hits On:

4+  (3+)

--------


--

--------

	AP

3AP

---


--AP
	

	
	Abilities:

	
	Melee Focus
	+1 to all melee attack rolls.
Damage die rolls of 5 count as critical.
	Counter Attack
	If a dodge is successful, roll a D6. If that roll is 4+, deal D6 damage to the attacker.

	Dodge:
	1   (2)
	Duel-Wield
	2AP: post-normal attack, add an off-hand attack
	SNAKE EYES
	If any two dice in a single roll are the same number, they both count as critical rolls

	Speed:
	1
	Spry

	Player receives +1 to their dodge rolls.
	
	

	SPECIAL:
	Tankard of Ale: As long as Eric has the Tankard of Ale equipped, he absorbs 5 points of damage, as if he was wearing light armor.




	1-handed Melee Weapon
	Melee (5ft)
	3D6
	Throw: a 1-handed Melee Weapon can be thrown 15ft, but are removed from the inventory afterwards. (2AP)
	Knives
Daggers
Swords,
Clubs
Hatchets





	Character Portrait:
	Name:
Jake Brasko
	HP: 50
	AP: 10
[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

[  ]   [  ]


	
	Left Hand:

Pistol

--------
Right Hand:

Pistol
(off-hand)
--------

Armor:
	Range

20

--------


20

--------

Type

Light
	Damage

2D6(+D6)

--------


2D6(+D6)

--------

Value:

5
	Ammo

10

--------


10

--------

Durability

3+
	Hits On:

4+  (3+)

--------


4+

--------

	AP

3AP

---


3AP
1AP
	

	
	Abilities:

	
	Pistol Focus
	+1 to attack rolls (3+)
+D6 to damage rolls
	Quickshot
	Ranged attacks cost 3AP

	Dodge:
	1
	Duel-Wield
	2AP: post-normal attack, add an off-hand attack
	GUNSLINGER
	The character can
Duel-Wield Rifles and Shotguns.
Off-hand Pistol attacks cost 1AP.

	Speed:
	1
	Dexterity

	Reload, and
Pick-Up cost 0AP
	
	

	SPECIAL:
	Hide in the Crowd: If Jake Brasko has not attacked at all during a turn, he may not be targeted until after his next turn.





	Pistol
(Ammo: 10 / 100)
	20ft.
	2D6
	Point Blank Shot: If a target is within 5ft of the character, they may fire two separate shots at the target.
(4AP)
	9mm
Revolver
Machine Pistol



Ammo: o o o o o o o o o o | o o o o o o o o o o | o o o o o o o o o o | o o o o o o o o o o | o o o o o o o o o o |


	Pistol
(Ammo: 10 / 100)
	20ft.
	2D6
	Point Blank Shot: If a target is within 5ft of the character, they may fire two separate shots at the target.
(4AP)
	9mm
Revolver
Machine Pistol



Ammo: o o o o o o o o o o | o o o o o o o o o o | o o o o o o o o o o | o o o o o o o o o o | o o o o o o o o o o |






	Character Portrait:
	Name:
Rev. Darrius
	HP: 50
	AP: 12
[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

	
	Left Hand:

Flame Thrower
--------
Right Hand:

Grenade

--------

Armor:
	Range

20(+5)

--------


20(+5)

--------

Type

Light
	Damage

3D6

--------


3D6

--------

Value:

5
	Ammo

5

--------


5

--------

Durability

3+
	Hits On:

4+  (3+)

--------


4+

--------

	AP

3AP

---


3AP
	

	
	Abilities:

	
	Quickshot
	Ranged attacks cost 3AP
	Dexterity

	Reload, Change Equipment, and
Pick-Up cost 0AP

	Dodge:
	1
	The Quickness
	Max AP = 12
	SNAKE EYES
	If any two dice in a single roll are the same number, they both count as critical rolls

	Speed:
	1
	Fleet of Foot
	The first 15ft. a character moves costs 0AP
	
	

	SPECIAL:
	Burn ‘Em at the Stake: The Flamethrower’s range and the grenade’s explosive range, and throw range are all increased by 5ft.





	Flame Thrower
(Ammo: 3 / 15)
	10ft.
	3D6
	Cone of Fire: The Flame Thrower can target multiple enemy characters provided they are all in range, and are adjacent to eachother.
	Flame Thrower
Thrower of Flame



Ammo: |	O   O    O	|	O   O    O	|	O   O    O	|	O   O    O	|	O   O    O     |


	Grenade
(Ammo: 1 / 5)
	20ft.
	3D6
	Throw: After a grenade is thrown, it explodes the following turn and damages all characters within 10 ft.
Grenades always hit on 4+
	Potato Masher
Frag Grenade



Ammo: |	O	|	O	|	O	|	O	|	O	|
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	Name:
Nurse Betty
	HP: 50
	AP: 12
[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

	
	Left Hand:

Syringe

--------
Right Hand:

--

--------

Armor:
	Range

melee

--------


--

--------

Type

Light
	Damage

3D6

--------


--

--------

Value:

5
	Ammo

N\A

--------


--

--------

Durability

3+
	Hits On:

4+

--------


--

--------

	AP

3AP

---


--AP
	

	
	Abilities:

	
	Fleet of Foot
	The first 15ft. a character moves costs 0AP
	The Quickness
	Max AP = 12

	Dodge:
	1 (2)
	Dexterity

	Reload, and
Pick-Up cost 0AP
	SNAKE EYES
	If any two dice in a single roll are the same number, they both count as critical rolls

	Speed:
	1
	Spry

	Player receives +1 to their dodge rolls.
	
	

	SPECIAL:
	Healer: Nurse better may heal any adjacent character 5D6 points of health.






	1-handed Melee Weapon
	Melee (5ft)
	3D6
	Throw: a 1-handed Melee Weapon can be thrown 15ft, but are removed from the inventory afterwards. (2AP)
	Knives
Daggers
Swords,
Clubs
Hatchets
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	Name:
Krusk
	HP: 80
	AP: 12
[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

	
	Left Hand:

Unarmed

--------
Right Hand:

Unarmed
(off-hand)
--------

Armor:
	Range

Melee

--------


Melee

--------

Type

Light
	Damage

1D6(+D6+4)

--------


1D6(+D6+4)

--------

Value:

5
	Ammo

N\A

--------


N\A

--------

Durability

3+
	Hits On:

4+  (3+)

--------


4+

--------

	AP

3AP

---


3AP
	

	
	Abilities:

	
	Melee Focus
	+1 to all melee attack rolls.
Damage die rolls of 5 count as critical.
	The Quickness
	Max AP = 12

	Dodge:
	1
	Duel-Wield
	2AP: post-normal attack, add an off-hand attack
	TOUGHNESS
	Max HP = 80

	Speed:
	1
	Overpower

	If a target successfully dodges a melee attack, roll a D6 and add 1. If the roll is greater than the target’s dodge roll, the dodge is considered to have failed.
	
	

	SPECIAL:
	Brawler: Krusk deals an extra 4 damage to all unarmed melee attacks.





	Unarmed Strike
	Melee (5ft)
	1D6
	Cold Cock: an unarmed strike that succeeds and deals 4 or more damage, reduces the target’s AP by 2 for their next turn
(3AP)
	Fists
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	Name:
Killer TV
	HP: 50
	AP: 9
[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

[  ]


	
	Left Hand:

Mini gun

--------
Right Hand:

Knife

--------

Armor:
	Range

25

--------


Melee

--------

Type

Heavy
	Damage

1D6*

--------


3D6

--------

Value:

10
	Ammo

50

--------


N\A

--------

Durability

2+
	Hits On:

4+  (3+)

--------


4+   (3+)

--------

	AP

4AP

---


3AP
	

	
	Abilities:

	
	
	
	
	

	Dodge:
	1
	
	
	SNAKE EYES
	If any two dice in a single roll are the same number, they both count as critical rolls

	Speed:
	1
	
	
	
	

	SPECIAL:
	Dig In: The Killer TV may Dig In at the end of it’s turn. If Dug In, the Killer TV cannot move on it’s next turn, but increases its maximum AP to 15. It cost 10AP to Dig Out.





	Minigun
(Ammo: 50 / 150)
	25ft.
	1D6
	Full Auto: The character may alot XAP, The minigun fires 1 shot per AP spent in this way.
	



Ammo: o o o o o o o o o o o o o o o o o o o o  o o o o o o o o o o o o o o o o o o o o o o o o o o o o o o |

o o o o o o o o o o o o o o o o o o o o  o o o o o o o o o o o o o o o o o o o o o o o o o o o o o o |

o o o o o o o o o o o o o o o o o o o o  o o o o o o o o o o o o o o o o o o o o o o o o o o o o o o |

	1-handed Melee Weapon
	Melee (5ft)
	3D6
	Throw: a 1-handed Melee Weapon can be thrown 15ft, but are removed from the inventory afterwards. (2AP)
	Knives
Daggers
Swords,
Clubs
Hatchets




	Heavy Armor
	10 points
	2+
	Bulk: Because Heavy Armor is so cumbersome, all characters wearing it have their AP reduced by 1
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	Name:
Smart Bomb
	HP: 15
	AP: 10
[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

[  ]   [  ]


	
	Left Hand:

--

--------
Right Hand:

--

--------

Armor:
	Range

--

--------


--

--------

Type

--
	Damage

--

--------


--

--------

Value:

--
	Ammo

--

--------


--

--------

Durability

--
	Hits On:

--

--------


--

--------

	AP

--AP

---


--AP
	

	
	Abilities:

	
	
	
	
	

	Dodge:
	1
	
	
	
	

	Speed:
	1
	
	
	
	

	SPECIAL:
	Explosive: If the Smart Bomb is killed, it explodes as if it were a grenade. 

Detonate: 4AP. The player triggers the Smart Bomb to explode. The Smart Bomb
 Re-Spawns on its next turn.

Re-Spawn: When the Smart Bomb explodes, its HP is restored, and it is transported back to the square it initially was deployed into.




	Grenade
(Ammo: 1 / 5)
	20ft.
	3D6
	Throw: After a grenade is thrown, it explodes the following turn and damages all characters within 10 ft.
Grenades always hit on 4+
	Potato Masher
Frag Grenade


















	Character Portrait:
	Name:
Cid
	HP: 50
	AP: 12
[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

[  ]   [  ]

	
	Left Hand:

Pistol
(Guitar)
--------
Right Hand:

Axe
(2-handed)
--------

Armor:
	Range

20

--------


Melee

--------

Type

Light
	Damage

2D6(+D6)

--------


4D6

--------

Value:

5
	Ammo

10

--------


N\A

--------

Durability

3+
	Hits On:

4+  (3+)

--------


4+  (3+)

--------

	AP

4AP

---


3AP
	

	
	Abilities:

	
	Pistol Focus
	+1 to attack rolls (3+)
+D6 to damage rolls
	The Quickness
	Max AP = 12

	Dodge:
	1
	Melee Focus
	+1 to all melee attack rolls.
Damage die rolls of 5 count as critical.
	SNAKE EYES
	If any two dice in a single roll are the same number, they both count as critical rolls

	Speed:
	1
	Dexterity

	Reload, and
Pick-Up cost 0AP
	
	

	SPECIAL:
	Cid’s Axe: Cid’s guitar counts as both a 2-handed melee weapon and a pistol. Neither one counts as being in the off hand.

Axe Grinder: 4AP: Cid can grant +1 to all the rolls of friendly characters, or -1 to all enemy die rolls.




	Pistol
(Ammo: 10 / 100)
	20ft.
	2D6
	Point Blank Shot: If a target is within 5ft of the character, they may fire two separate shots at the target.
(4AP)
	9mm
Revolver
Machine Pistol



Ammo: o o o o o o o o o o | o o o o o o o o o o | o o o o o o o o o o | o o o o o o o o o o | o o o o o o o o o o |

	2-handed Melee Weapon
	Melee (5ft)
	4D6
	Lunge: a 2-handed melee weapon can be lunged at a target up to 15ft. away. (6AP)
	Great swords
Pole arms
Chain Whips




image4.jpeg




image5.jpeg




image6.jpeg




image1.jpeg




image2.jpeg




image3.jpeg




