Gumshoe Action Cards - Set 1

Special Weapon:
Training

©@©O® ©©© Build Points

Martial Arts

refresh ©©© Hand-to-Hand
or

©©© Weapon

Jump in

©©©@© Athletics
or
©©@© Attack-Ability*

* Shooting, Weapon, Hand-to-Hand

Technothriller
Monologue

refresh ©©© Shooting

Spend 6 build points to grant yourself
Special Weapons Training in one particular
make of firearm. (e. g. Walther PPK, .357
Desert Eagle, tonfa, switchblade)

Damage value +1

(max. one light and heavy firearm
or one knife and one other make of weapon)|

Night s Black Agents: page 76

Utter a brief, evocative narrative description
of your elegantly bone-crunching move to
gain ©©© refresh to Hand-to-Hand or
Weapons.

{once per fight]

Night's Black Agents: page 75

After any character's action make a spend to
jump-in at this point of the rank order.

Spend ©©0© in Attack-Ability to attaclk

Spend ©©©® in Athletics for any other
action or attack

(Forgo - Jump-in at any later point

has no cost.)

Night s Black Agents: page 75

Utter a brief narrative description of your
action redolent with Clancy-esque detail to
gain a ©©0© refresh in Shooting.

{once per fight]

Night's Black Agents: page 77




Gumshoe Action Cards - Set 2

Evasive Maneuvers

For every ©© Athletics (maximum 3 times):

your own Hit Threshold +1

. trying to hit enemies: Hit Threshold +2
1-3x ©© Athletics

(lasts until the beginning of your next action)

Night s Black Agents: page 73

S m a s h Smash your opponent into or against some

object!

breakable or hard: Damage Mod -1

hard and projecting: = Damage Mod +0

©0© Hand-to-Hand

Night's Black Agents: page 76

Th row Throw your foe away from you. He lands

at Close range and moves to the end of the
rank order

breakable or hard: Damage Mod -2

hard and projecting: Damage Mod -1
©0O Hand-to-Hand
Throwing through sth.: Hit Threshold +2
{e.g. window) requires
Damage Mod -1
+ falling

Night's Black Agents: page 76

M OOI( S hi EI d You can drag a convenient mook at

Point-Blank or Close range (+2 ©© Athletics)
into the path of incoming gunfire.
All ranged attacks missing you hit the mook.

Additionally you'll gain:
-4 Armor + Full Cover (Hit Threshold +1)
for every bullet the mook takes 4 damage.

©@©© Hand-to-Hand
or

® @ ® Hand-to-Hand Shooting from behind mook: ©©© spend
©0© Athletics

Night's Black Agents: page 76
















