BETSY BARNES

Val Char Roll Notes Skills
15 STR 12- HtH Damage: 3d6 +2 with All Combat
Lift: 200 kg +2 with Ranged Combat
END: 3 +3 vs. Range Modifier with All Attacks
18 DEX 13-
13 CON 12- Acrobatics 13-
10 INT 11- PER Roll: 11- Acting 12-
10 EGO 12- Animal Handler (Aquatic Animals, Birds, Bovines, Camels,
13 PRE 12- PRE Attack: 2%d6 Canines, Elephants, Equines, Felines, Raptors, Reptiles &
Amphibians, Ursines) 14-
6 ocv Breakfall 15-
6 DCV Climbing 14-
3 omMmcv Fast Draw (Revolver) 14-
3 DMCV Gambling (Blackjack, Poker) 13-
3 SPD Phases: 4, 8, 12 Mechanics 11-
Riding 14-
8 PD Total: 8 (3r) Sleight Of Hand 13-
7 ED Total: 7 (3r) Survival (Desert, Mountain) 11-
6 REC Teamwork 13-
30 END
12 BODY KS: Baseball 11-
28 STUN KS: Rope Tricks 11-
KS: The Moving Picture World 11-
Personal Data KS: Wrestling 11-
Hair: Red Eyes: Green PS: Cowgirl 11-
Height: 5' 7" Weight: 125 lbs. PS: Stuntwoman 11-

Birth Date: May 31, 1912 (24 years old)
Place of Birth: Hollywood, CA

Complications

Distinctive Features: Almost always dresses in male western
garb (Easily Concealed; Noticed and Recognizable;
Detectable By Commonly-Used Senses)

Hunted: Friends of Justice rogues gallery (Infrequently, As
Pow, NCI, Harshly Punish)

Psych Complication: Loves danger and excitement (Common,
Moderate)

Psych Complication: Unsophisticated tomboy (Common,
Moderate)

Psych Complication: Wants to be a hero like her dad was in
his movies (Uncommon, Moderate)

Social Complication: Semi-famous (Infrequently, Minor)

AK: Hollywood 11-

TF: Equines
TF: Small Motorized Ground Vehicles

WF: Small Arms

Talents

Combat Luck (3 PD / 3 ED)
Double Jointed

Cute Girl Next Door: Striking Appearance +1 / +1d6

Perks

Movement END

Run: 14m (28m NC)
Swim: 6m (12m NC)
Leap: 6m (12m NC)

Money: Well Off

Positive Reputation: Daughter of Buckin' Bill Barnes, late
silent picture star (A small to medium sized group
(Moving Picture Community)) 8-, +2 / +2d6



Martial Arts

Combat Maneuvers

Martial Arts: Wrestling
+1 HTH Damage Classes (already included)

Maneuver Phase OCV DCV Effects

Block Y +0 +0 Block HTH Attacks; Abort

Brace 0 +2 %  +2 OCV only to offset Range
Modifier

Disarm % -2 +0 Disarm target, req.STR vs. STR Roll

Dodge % -- +3  Dodge all attacks; Abort

Grab Y% -1 -2 Grab two limbs, can Squeeze,
Slam, or Throw

Grab By % -3 -4 Move and Grab object, +(v/10) to
STR

Haymaker % +0 -5  +4DC

Move By % -2 -2 ((STR/2)+(v/10))d6, take 1/3
damage

Move Through % -v/10 -3
Multiple Attack 1 var X%

(STR +(v/6))d6, take % damage
Attack 1 or more targets multiple

Maneuver Phase OCV DCV Effects

Take Down % +2 +1 4d6 Strike; You Fall, Target Falls

Slam % +0 +1 4d6 +v/10, Target Falls

Reversal var -1 -2 35STR to Escape; Grab Two Limbs

Hold YA -1 -1 Grab Two Limbs, 30 STR for
holding on

Escape ) +0 +0 35STRvs. Grabs

Choke % -2 +0 Grab One Limb; 2%d6 NND

Power END

Athletic: Running +2m (14m total)

Athletic: Swimming +2m (6m total)

Athletic: Leaping +2m (6m total)

Equipment

Weapon OCV RMod Damage STUNx Shots

Colt Peacemaker .45 +0 +0 2d6-1 +2 6

.30-06 (Springfield M1903) +1 +2 2d6+1 +1 5

12 Gauge Sawed Off +2 -2 2%d6 +1 5

History

Betsy Barnes is the only child of silent screen cowboy and

stuntman, Buckin’ Billy Barnes and his wife who died in childbirth.

Buckin’ Billy raised the girl on his own on his Double B Ranch
north of Hollywood. Billy adored his daughter and taught her
pretty much everything he knew. And for Billy, that meant riding,
roping, shooting, and stunt work. And without a strong female
presence, Betsy never really learned how to be a girl. Eventually,
she followed in her dad’s footsteps and became a stuntwoman in
Hollywood.

In 1930, Buckin’ Billy Barnes was murdered by his former
friend and director, Cliff Conway, who framed Betsy for the deed.
Fortunately, Doc Justice and friends were in Hollywood at the
time to consult on a movie loosely inspired by one of Doc’s
Egyptian adventures. Having befriended Betsy who was a
stuntwoman on the movie, Doc and company solved the mystery
and cleared her name. Betsy decided to accompany the Friends
of Justice back to New York.

Betsy is good friends with Veronica Justice, despite the two of
them being almost complete opposites. With Veronica’s help,
Betsy is becoming more feminine, although it can still be a
struggle to get her into a dress.

times

Set 1 +1 +0 Take extra time to aim a Ranged
attack

Shove % -1 -1  Push target back 1m per 5 STR
used

Strike % +0 +0 STR damage or by weapon type

Throw Y% +0 +0 Throw object or character, does
STR damage

Trip % -1 -2 Knock target to ground

Other Attacks % +0 +0

Maneuver Phase OCV DCV Effect

Club Weapon % +0 +0 Killing weapon does Normal
damage

Choke Y% -2 -2 NND 1d6, Grab one limb

Cover % -2 +0 Target held at “gunpoint”

Dive for Cover Y% +0 +0 Character avoids attack; Abort

Hipshot % -1 +0 +1 DEX only for initiative

Pulling A Punch % -1/5d6 +0
Roll With A Punch % -2 -2

Strike, normal STUN, % BODY
“Block” after being hit, % damage;
Abort

Lets character duck behind cover
Make Ranged attack while moving
Continuous fire through an area,
must be Autofire

Snap Shot 1 -1 +0
Strafe % -v/6 -2
Suppression Fire 1 -2 +0

Range Modifiers

Range Modifier
Within Reach (1m) -0
2-8m -0
9-16m -2
17 -32m -4
33-64m -6
65—125m -8
126 — 250m -10

and so forth




