
ACTION SEQUENCE (repeat) 

 

 

 

 

 

 

 

 SHOOTING - roll the dice, ± modifiers below: 
 

 COVER MODIFIERS 

 

 

 

 

 

 

 

 RANGE MODIFIERS 

 

 

 

 

SHOOTING REACTIONS 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

HIT THE DIRT: Character immediately goes prone 
 

DODGE: Character moves 3” and applies the dodge modifier 
 

SHOOT-OUT: Perform a shoot-out see below for who shoots first  SHOOTING MODIFIERS 
 

CHARGE: Character can charge to contact if within 3” of opponent 

 

SHOOT-OUT INITIATIVE - roll the dice 

 

 

 

 

 

 

 
 

SHOOTING DICE - Natural Rolls 
 

DOUBLE ONE: Gun Jams, can’t shoot 
 

DOUBLE SIX: Grievous Wound inflicted, suffer 2 wounds grievous effect 
 

OTHER DOUBLE: Gun runs OUT OF AMMUNITION, Click, Click, Click… 

 

 

 

  



WOUNDING CHARACTERS 

 

 

 

 

 
 

DUCK BACK: If in cover, move up to 2” to become out of sight or go prone 

 If in open, sustain one wound KNOCKED BACK: Move character backwards stated distance in inches 
 

WOUND: Inflict one wound upon character STUMBLE: Roll the dice if below the indicated number go prone 
 

MORTAL: Character mortally wounded, leave them dying in the mud… 

 Receive one tombstone point and proficiency point, check advancement?  BRAWLING 

 Roll the following number of dice: 

CRITICAL WOUNDS:  The third wound is a cri*cal wound replace the two white rings with 

 one red ring, this indicates a criRcal wound, another inflicted wound  ATTACKERS DICE brawling dice 

 will be a KILL SHOOT. 
 

CLASS ADVANCEMENTS: On levels 1, 3, 5 and 7, gain +1 ability 

 

BRAVERY ROLL - roll the dice 

 
 

 

 

 

 

 

 

 DEFFENDERS DICE blocking dice 

 

 

 

 

 

 

 

 

 

 

 

JUST DANDY: morale OK conRnue as normal 
 

SCOOT TO COVER: move 6” to cover, if no cover Lickety Split, if in cover Hunker Down 
 

LICKETY SPLIT move 12” straight back toward nearest table edge, 

  If they leave, they count towards the Wrap Test 
 

HIGH TAIL IT: remove character from the set, they count towards the Wrap Test 
 

HUNKER DOWN: character Crouches, if crouching they then go prone 
 

Natural double six become Dauntless, natural double one become Yellow-Belly 
 

CONTACT REACTION ROLL - roll the dice 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
 

 

BLOCK: Roll the Blocking dice as normal 
 

SNAPSHOT: Fire with Snapshot modifier, defender Evades 
 

FIGHT: Defender rolls Brawling dice instead of Blocking dice, all-out a^ack 
 

NO REACTION: A^acker gains unopposed a^ack with their Brawling dice 

 Any bludgeoning blows that are inflicted require one unconscious check 

 

 

 


