PANZER MANN (wild card)
Attributes: Agility d6, Smarts d4, Spirit d6 Strength d12+3, Vigor d10
Skills: Fighting d8 

Pace: 4”; Parry: 6; Toughness: 10 (3 of which comes from his armor)

• Bash: Str+d6. 

• Flame Strike: Panzer Mann can project a searing blast of flame in a 90 degree cone that stretches out 20 feet. Characters within the cone must beat his Shooting roll with Agility or suffer 2d10 damage, plus the chance of catching fire. Roll a d6 for each character damaged by flame. On a 4-6 they go on fire. They take 2d10 damage every round until someone puts them out, or they spend an entire round putting themselves out. 

 • Heavy armour: No additional damage from called shots; Fearless; Immune to poison. 

EASY MOOK

Attributes: Agility d6, Smarts d4, Spirit d6, Strength d6, Vigor d6
Skills: Fighting d6, Guts d6, Intimidation d6, Notice d6, Shooting d4, Stealth d6
Pace: 6; Parry: 5; Toughness: 5
Gear: knife (Str+d4) 

HARD MOOK

Attributes: Agility d8, Smarts d6, Spirit d6, Strength d8, Vigor d8
Skills: Fighting d8, Guts d8, Intimidation d8, Notice d6, Shooting d6, Stealth d6, 
Pace: 6; Parry: 6; Toughness: 6 

Gear: knife (Str+d4), revolver  (2d6 damage)

BUTLER (wild card)

Attributes: Agility d10, Smarts d4, Spirit d6, Strength d8, Vigor d6
Skills: Fighting d10, Guts d8, Intimidation d6, Notice d6, Shooting d4, Stealth d6
Pace: 6; Parry: 7; Toughness: 5
BARON GEORGE DOOM (wild card)

Attributes: Agility d8, Smarts d8, Spirit d8, Strength d8, Vigor d8
Skills: Fighting d8, Guts d6, Intimidation d6, Notice d6, Shooting d8, Stealth d6
Pace: 6; Parry: 6; Toughness: 6
Gear: Sword (str + d6)

Tommy Gun (2d6+1, RoF 3 so he gets to shoot three people per round)
