


Howdy ya'll!

If you're using this, then we reckon you must be ready to get Gutshot. Thanks a bunch, pardner, we really appreciate your support.
This here collection of Character Sheets is designed to help get ya on the fast track with the game. As stated in Section 9 of the
Gutshot Core Rule Book, each Character Type has its own Specialties and Target Number, so it's very important that you use the
correct sheet with your Character.

We know that while you're trying to get a game together, the last thing you wanna do is have to stop to look up all this stuff... so we
filled ‘em all out for ya here. We've included every Character Type listed in the book and provided two special blank sheets. The first
one, on the next page, is intended for use with the Custom Character Types (and, of course, it can be used for any Character Type
when you run out of the other sheets). The last sheet is also blank, but we modified it with an extra set of pistols for Characters with
the Two-Gun Shootist Specialty. We learned from experience that this is a popular Specialty and folks who have it like to pack an
extra set of loaded pistols.

Finally, you are welcome to make as many copies of these sheets as you need for your game. In fact, we consider them to be
disposable, so we encourage you to make a whole slew of ‘em (especially the following sheets, which tend to get used more often:
Blank, Blank w/Two-Gun Shootist, Deputy, Sheriff, Outlaw, and Owlhoot).

Mike Mitchell & Mike Murphy

Feb. 2005

Gutshot™ Character Sheets
Copyright 2005 by Hawgleg Publishing

NOTE:

These Character Sheets were specifi-
cally created for the game GutshotTM.
They are not intended for use with other
game systems. You will need the
Gutshot™ Core Rule Book or Gutshot™
Quick Load guide in order to play this
game. See our Website for availability.
Gutshot is a Trademark of Hawgleg Pub-
lishing.

Permission granted to copy for personal
use only. Please do not redistribute this
file on the Internet.

ANATOMY OF A CHARA

CTER SHEET

ANATOMY OF & CHARACTER SHEET, PART Two

Your Character Sheet contains
all the vital information you
need to play the game.

Target Number:

Rall this or higher to attack or
when making an Action Check.
MNote that injuries, weapon
range, and movement can
madify your dice results.
Character Type: /
This influences which Special-
ties your Character has.

The sheet includes at least one\
of each weapon, but you can't
carry ‘em all. Cross out the ones
you don't have and include
notes about weapon types. The
black dots indicate that the shot-
guns are loaded with two shells
and are ready to go.

Other Weapons: ——
Include info about knives or
ather items you're carrying. It's
a good idea to write down
attack and defense numbers to
save time.

Wounds: —— |
Track injuries here and note
how they affect performance.
When you have 15 points of
Pain you are unconscious;
additional injuries are counted
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Character Name:

All Characters must have
names.

— Specialties:

These give your Character extra
abilites that help give you an
edge. This prefiled sheet has
them already filled in. In this
case, the player had to pick one
of the two listed, so he crossed
out the one he didn't choose.

— Movement Rates:
Maovement rate (in inches) for this
Character. Note that the Speedy
Specialty may let some
Characters move a little faster.

"~ Movement Modifiers:
Lists standard things (like hop-
ing over a fence or moving
through a door) that subtract
inches from your total move-
ment rate. This is a fixed
amount and does not vary
based on your movement rate.

The back of the Character Sheet includes the

Weapons
Damage & Range Modifiers

Attack,

DERRINGER, Remmington Double (i 2 bamels both may be feed as one Attack]

other vital information that you will need while
playing Gutshot. Together, the front and back
of this sheet should provide you with about
90% of the information you'll need during stan-
dard foot combat.

Weapon Characteristics:
The following information is provided for each of
the five basic weapon types :

0-1" 1-8

6-12° 12-18" 16-25

Parge mocifiers 1 ] -1 -2 na

Rarge i inches: 0-1 1.7 2.3 3.4 na

Durmage: 1-3 1 o -1 -2 na__lor
PISTOL, Colt Army 1873

Rangs moditen +3 +1 o -1 -3

Rangs in nches: 0-1 1-F 3-6 6-9 913
Darmger 1dB +2 +1 +1 +1 0 B
RIFLE, Winchester Yellowboy 1866

o - 0 1 +2 0 1

e
SAWED-OFF SHOTGUN, Remington 1

Rutrgs modbens +4 +3
e i iches o-1 1-2
Seatter wrea n rchen [] 1
Demage: 2Tpmen +4 +3
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Combat Modifiers

Shooting il Trotling Target

Shooting a1 Runnirg | Gallaping Target

Shooting al fully covered Targot

Shoaling Partly Coversd target (sbout S0%)

Shooling 81 8 targel chmbing 8 rope, [bdcer, chlf, wall, eic.

Surprise Backshot

Shooting inlo total darkress: Bind Shot (dark right, mineshaf, sic.)

“Wikd Shot”
Rarmoember, ol moibers arw cummudave,

Relosd Times: Derringer: Haction: Pistel: HAstion: Rifle: SIAction: Sholgur

Add or sublract from Altack Rodl.
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B Range modifiers

Based on shooter's distance from the
target.

Range in inches

Most weapons have five ranges. See
Section 5 for more about measuring
the distance between miniatures.
Remember, if you can't agree on
whether something is 2.99 inches or
3.01 inches, always err on the side of
caution and consider the figures to be
farther apart, not nearer.

W the shooter is: Modifier: B Damage modifiers
Shot {see .75 +3 7 Adion I
TrPE— 2 Based on shooter’s distance from the
E\[:ang wagon, coach, or frain X target.
Tratting B
Funning | Gallcping ‘-F—-—.________g________
Shooting at Crawing Targed | H—— Combat modifiers

This includes most modifiers for movement,
cover, and common combat situations. Other
modifiers may apply, so remember to check the
rule book.




