
PRIMARY STATS Rating Level

Strength (S)

Agility (A)

Conditioning (C)

Presence (P)

Wits (W)

Determination (D)

SKILLS: SKILL POINTS / EXPERIENCE ___________
Combat 
Skills: Rating Level  Cost

Wrestling 
Skills: Rating Level Cost

Mike 
Skills: Rating Level Cost

Strike Grab Promo

Throw Hold Intimidate

Tackle Slam Trick

Armed Drop Beg
 

Extracirricular Skills:

Skill Rating Level Cost

Name _________________________________
Class _________________________________
Class Abilities  ________________________
Quote __________________________________________________________

Signature Moves
  XP
Name Moves Cost
__________ _______________________________ _____
__________ _______________________________ _____
__________ _______________________________ _____
__________ _______________________________ _____
__________ _______________________________ _____
__________ _______________________________ _____
__________ _______________________________ _____
__________ _______________________________ _____
__________ _______________________________ _____
__________ _______________________________ _____
__________ _______________________________ _____

Character Sheet

Vitality  
Loss Needed

Wound 
Level LOD Reaction Rise

________
1x Resilience

Unharmed 0 Counterattack No Check

________
2x Resilience

Bruised +1 Counterattack A-check

________
3x Resilience

Battered +2 Defensive Action A-check

________
4x Resilience

Broken +3 Defensive Action Full Action

________
5x Resilience

Beaten +4 None Full Action

DAMAGE: __________ __________ __________
 Fatigue Loss Vitality Loss Injury Points
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SECONDARY 

STATS Rating Level
Formula
based on the 
stat LEVEL!

Initiative 10 + A + W

Fatigue C + D

Resilience S + C

Vitality 5X Resilience

Heat None

Fame None

Skill Rating Level Cost
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