ATHENS 20%t%

HERO SHEET

IDENTITY CREW

NnamE/TAG  BOULDER crew  Meraki

role  The Walkin' Wall trorE Concrete Brawler HoME scToR | Center
DAY JOB Demolition day-labour ace  Adult REPVTATION (HEAT)

10 il 12

CATCHPHRASE Door's open now. |j |j |j |j |j Ij Ij |j Ij I:' I:' I:'

FLAW Cannot Wa”( past a dare_ Stgrts at the number of Heroes. 6 loads a Lethal Bullet. 9 gives Enemies a Feat
Paint. 12 does bath, plus 1 Flow for the Crew.

ATTRIBVTES / SKILLS

Start 2 in every Attribute, 1in every Skill, then add Role, Trope, and 2 free Skill points. Cap 3. Any Skill pairs with any Attribute.

BRAWN NERVES WII[] smeem Focvs VIVl cerme livl[]
Endure E‘ Cool E‘ Flirt E”:”:‘ Detect E”:”:‘ Awareness E‘E‘E‘
Fight E‘ S E‘ Leadership E‘D Fix DD Dexterity DD
Force |Z|E||Z| Shoot EDD Speech E”:”:‘ Heal E”:”:‘ Stealth |Z||:||:|

Stunt El Survival |:| Style El Know E”:”:l Streetwise EEE‘

FLOW
il 2 3 4 5 6 7 8 9 10 n 12 DDDDD

1=+1toaroll or fire a Feat. 6 = 1 Spotlight, Earn it with style, not gritted

teeth,
Bad Box (8): take a Condition. Hot Box (12): gain 2 Flow.
All boxes full, next lost Grit sends you to the Death Roulette. SPOTLIGHTS I:‘ I:‘ CASH (start 1) 1
CONDITIONS Your 4th Condition is always Broken.

|:| Hurt (-1 Brawn) |:| Scared (-1 Crime)
. DEATH ROVLETTE
D Nervous (-1 Nerves) |:| Tired (no penalty)
‘ LETHAL BULLETS

I:l Like a Fool (-1 Smooth) I:l Broken (-1 to everything) |:| |:| Al it B
rit gone, you spin. A loaded chamber is lethal.

D Distracted (-1 Focus) Start 1. Load another at Reputation 6 and 12. Old

I:‘ I:‘ heroes start with 2.
OTHER |:|

SIGNATVRES
Two moves that are only yours. One off your Role, one off your Trope. Spend them like you mean it.
ROLE SIGNATURE ° TROPE SIGNATURE -
NnaMe  Through the Wall NAME  Rip and Tag
WHAT IT DOES WHAT IT DOES
Once per Scene, treat one barrier (a fence, a wall, a parked Talos Once per Scene, tear something loose from the street (a signpost, a
bike) as if it were not there. Force or Fight straight through, no roll, bench, a bumper) and swing it as an improvised weapon at +1 in
and the wreckage becomes difficult terrain for the chase. Melee. When it breaks, you get a free tag on the wreckage.
FEA,TS Fire one for 1 Flow. PLA” B
) Glass Ceiling I:' BLUFF

Talk or fake your way out of it.
Crash through windows, skylights, and display cases without taking damage. A window
entry is a Quick Action. Crash into combat and vour first attack that turn aets +1. |:|

2 Spray and Pray BACKVP

The cavalry, or the crew, turns up.

Empty every mag in one apocalyptic burst. Attack at +3 but lose all mags. Extreme

success makes the area Total Cover for 1 turn. Snake Eyes and paint yourself blind. |:|
. TAG
3 K|Ckﬂ|p to the Face A massive piece you set up ahead of time and drop at the exact right
second.
Pop your board into someone's jaw. Fighting unarmed with your Gear nearby, treat it as a
weapon dealing +1 in Melee. A Critical also leaves the target Like a Fool. Tick it when you burn it.
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OVTTAGLGED KIT / NOTES

GRAFFITI

Paint is pressure. Every can starts with 2, one of them loaded.

CAN / PIECE RANGE EFFECT PAINT
Splatter Gun Melee / Close +1 Melee, +1 Close, -2 Medium. Short Range, Slow Reload. 2
GEAR RIDE
Pry Jaws (+1 Force to break or pry, 0 in Melee). Skateboard for the Kickflip. rRiDE  Skateboard

SPEED 2 ARMOR 2

Chases run on Stunt, not Drive. BMX 2/2, Rollerblades 3/1, Skateboard 2/2,
Scooter 1/3.

NOTES

Front line and pack mule. Open the hole, hold the door, let the fast ones through. The board is a weapon as much as a ride.
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	hero_name: BOULDER
	role: The Walkin' Wall
	trope: Concrete Brawler
	job: Demolition day-labour
	age: Adult
	catchphrase: Door's open now.
	flaw: Cannot walk past a dare.
	crew_name: Meraki
	sector: Center
	reputation_1: Off
	reputation_2: Off
	reputation_3: Off
	reputation_4: Off
	reputation_5: Off
	reputation_6: Off
	reputation_7: Off
	reputation_8: Off
	reputation_9: Off
	reputation_10: Off
	reputation_11: Off
	reputation_12: Off
	attr_brawn_1: Yes
	attr_brawn_2: Yes
	attr_brawn_3: Yes
	skill_endure_1: Yes
	skill_endure_2: Yes
	skill_endure_3: Yes
	skill_fight_1: Yes
	skill_fight_2: Yes
	skill_fight_3: Yes
	skill_force_1: Yes
	skill_force_2: Yes
	skill_force_3: Yes
	skill_stunt_1: Yes
	skill_stunt_2: Yes
	skill_stunt_3: Yes
	attr_nerves_1: Yes
	attr_nerves_2: Yes
	attr_nerves_3: Off
	skill_cool_1: Yes
	skill_cool_2: Yes
	skill_cool_3: Yes
	skill_drive_1: Yes
	skill_drive_2: Yes
	skill_drive_3: Yes
	skill_shoot_1: Yes
	skill_shoot_2: Off
	skill_shoot_3: Off
	skill_survival_1: Yes
	skill_survival_2: Yes
	skill_survival_3: Off
	attr_smooth_1: Yes
	attr_smooth_2: Yes
	attr_smooth_3: Yes
	skill_flirt_1: Yes
	skill_flirt_2: Off
	skill_flirt_3: Off
	skill_leadership_1: Yes
	skill_leadership_2: Yes
	skill_leadership_3: Off
	skill_speech_1: Yes
	skill_speech_2: Off
	skill_speech_3: Off
	skill_style_1: Yes
	skill_style_2: Yes
	skill_style_3: Yes
	attr_focus_1: Yes
	attr_focus_2: Yes
	attr_focus_3: Off
	skill_detect_1: Yes
	skill_detect_2: Off
	skill_detect_3: Off
	skill_fix_1: Yes
	skill_fix_2: Off
	skill_fix_3: Off
	skill_heal_1: Yes
	skill_heal_2: Off
	skill_heal_3: Off
	skill_know_1: Yes
	skill_know_2: Off
	skill_know_3: Off
	attr_crime_1: Yes
	attr_crime_2: Yes
	attr_crime_3: Off
	skill_awareness_1: Yes
	skill_awareness_2: Yes
	skill_awareness_3: Yes
	skill_dexterity_1: Yes
	skill_dexterity_2: Off
	skill_dexterity_3: Off
	skill_stealth_1: Yes
	skill_stealth_2: Off
	skill_stealth_3: Off
	skill_streetwise_1: Yes
	skill_streetwise_2: Yes
	skill_streetwise_3: Yes
	grit_1: Off
	grit_2: Off
	grit_3: Off
	grit_4: Off
	grit_5: Off
	grit_6: Off
	grit_7: Off
	grit_8: Off
	grit_9: Off
	grit_10: Off
	grit_11: Off
	grit_12: Off
	cond_hurt: Off
	cond_nervous: Off
	cond_like_a_fool: Off
	cond_distracted: Off
	cond_scared: Off
	cond_tired: Off
	cond_broken: Off
	cond_other: 
	flow_1: Yes
	flow_2: Off
	flow_3: Off
	flow_4: Off
	flow_5: Off
	flow_6: Off
	spotlight_1: Yes
	spotlight_2: Off
	spotlight_3: Off
	cash: 1
	lethal_1: Yes
	lethal_2: Off
	lethal_3: Off
	lethal_4: Off
	lethal_5: Off
	lethal_6: Off
	sig_role_name: Through the Wall
	sig_role_text: Once per Scene, treat one barrier (a fence, a wall, a parked Talos
bike) as if it were not there. Force or Fight straight through, no roll,
and the wreckage becomes difficult terrain for the chase.
	sig_trope_name: Rip and Tag
	sig_trope_text: Once per Scene, tear something loose from the street (a signpost, a
bench, a bumper) and swing it as an improvised weapon at +1 in
Melee. When it breaks, you get a free tag on the wreckage.
	feat_1_name: Glass Ceiling
	feat_1_effect: Crash through windows, skylights, and display cases without taking damage. A window
entry is a Quick Action. Crash into combat and your first attack that turn gets +1.
	feat_2_name: Spray and Pray
	feat_2_effect: Empty every mag in one apocalyptic burst. Attack at +3 but lose all mags. Extreme
success makes the area Total Cover for 1 turn. Snake Eyes and paint yourself blind.
	feat_3_name: Kickflip to the Face
	feat_3_effect: Pop your board into someone's jaw. Fighting unarmed with your Gear nearby, treat it as a
weapon dealing +1 in Melee. A Critical also leaves the target Like a Fool.
	planb_bluff: Off
	planb_backup: Off
	planb_tag: Off
	weapon1_name: Splatter Gun
	weapon1_range: Melee / Close
	weapon1_effect: +1 Melee, +1 Close, -2 Medium. Short Range, Slow Reload.
	weapon1_mags: 2
	weapon2_name: 
	weapon2_range: 
	weapon2_effect: 
	weapon2_mags: 
	weapon3_name: 
	weapon3_range: 
	weapon3_effect: 
	weapon3_mags: 
	weapon4_name: 
	weapon4_range: 
	weapon4_effect: 
	weapon4_mags: 
	weapon5_name: 
	weapon5_range: 
	weapon5_effect: 
	weapon5_mags: 
	weapon6_name: 
	weapon6_range: 
	weapon6_effect: 
	weapon6_mags: 
	gear: Pry Jaws (+1 Force to break or pry, 0 in Melee). Skateboard for the Kickflip.
	ride_name: Skateboard
	ride_speed: 2
	ride_armor: 2
	notes: Front line and pack mule. Open the hole, hold the door, let the fast ones through. The board is a weapon as much as a ride.


