
Attributes 
-Agility: Quickness and physical coordination. 
-Strength: Physical strength. 
-Vitality: Toughness and general health. 
-Alertness: Intuition and observation. 
-Intelligence: Book smarts and inventiveness. 
-Willpower: Force of personality. 
 
Attribute Points 
Greenhorn: 42 
Veteran: 48 
Big Damn Hero: 54 
 
Attribute Costs 
d4: 4 points 
d6: 6 points 
d8: 8 points 
d10: 10 points 
d12: 12 points 
d12+d2: 14 points* 
d12+d4: 16 points** 
*Veteran and Big Damn Hero only 
**Big Damn Hero only 
 
Skill Points 
20 points plus the number of attribute points. 
 
Skill Points Costs 
d2: 2 points 
d4: 4 points 
d6: 6 points 
d8: 2 points* 
d10: 4 points*  
d12: 6 points* 
d12+d2: 8 points* 
d12+d4: 10 points* 
*May only be bought as a specialty, in addition to the base skill.

 



Skills 

-Animal Handling: Animal training, riding, veterinary, zoology. 
-Artistry: Appraisal, cooking, forgery, painting, photography, poetry, sculpting, writing. 
-Athletics: Climbing, contortion, dodge, juggling, jumping, gymnastics, riding, running, 
    swimming, weight lifting, an individual sport.  
-Covert: Camouflage, disable devices, forgery, open locks, sleight of hand, stealth, 
streetwise, surveillance.  
-Craft: Architecture, blacksmithing, carpentry, cooking, leatherworking, metal working, 
pottery, sewing.  
-Discipline: Concentration, interrogation, intimidation, leadership, mental resistance, morale.  
-Guns: Assault rifles, energy weapons, grenade launchers, gunsmithing, machine guns, 
pistols, rifles, shotguns. 
-Heavy Weapons: Artillery, catapults, demolitions, mounted guns, repair heavy weapons, 
rocket launchers, ship’s cannons, siege weapons. 
-Influence: Administration, barter, bureaucracy, conversation, counseling, interrogation, 
intimidation, leadership, marketing, persuasion, politics, seduction, streetwise.  
-Knowledge: Appraisal, cultures, history, law, literature, philosophy, religion, sports. 
-Linguist: Any individual language.  
-Mechanical Engineering: Create mechanical devices, machinery maintenance, mechanical 
repairs, fix mechanical security systems, plumbing. 
-Medical Expertise: Dentistry, forensics, general practice, internal medicine, neurology, 
pharmaceuticals, physiology, psychiatry, rehabilitation, surgery, toxicology, veterinary 
medicine. 
-Melee Weapon Combat: Clubs, knives, melee weapon smithing, nunchaku, pole arms, 
swords, whips. 
-Perception: Deduction, empathy, gambling, hearing, intuition, investigation, read lips, 
search, sight, smell, tactics, taste, tracking.  
-Performance: Acting, dancing, costuming, instruments, mimicry, oratory, singing. 
-Pilot: Aerial vehicles, astrogation, astronomy, astrophysics, space survival. (A specific type 
of ship can be a specialization ex. gunships or shuttles.)  
-Planetary Vehicles: Aquatic navigation, cars, equestrian, ground vehicles repair, industrial 
vehicles, land navigation, large ground transports. (Specific types of boats.) 
-Ranged Weapons: Blowgun, bows, crossbows, darts, grenade, javelin, range 
weaponsmithing, slings, throwing axes, throwing knives.  
-Scientific Expertise: Earth sciences, historical sciences, life sciences, mathematical 
sciences. 
-Survival: Aerial survival, aquatic survival, general navigation, land survival, nature, space 
survival, specific environments (ex. Zero-G) or condition survival (ex. heat, cold), tracking, 
trapping.  
-Technical Engineering: Communication systems, computer programming, hacking, 
create/alter technical devices, demolitions, electronics, technical repair, technical security 
systems.  
-Unarmed Combat: Boxing, brawling, judo, karate, kung fu, wrestling.  
 
 
 
 
 



Derived Rolls 
-Initiative: Agility + Alertness 
-Life Points: Vitality + Willpower 
-Burst of Strength (Brief feat of strength): Strength + Strength 
-Get Out of Harm’s Way (React to sudden danger): Agility + Alertness 
-Long Haul (Perform extended feat of strength): Strength + Vitality 
-Endurance (Taken more wounds than Life Points): Vitality + Willpower 
 
Assets and Complications 
Asset, Minor: -2 
Asset, Major: -4 
Complication, Minor: +2 
Complication, Major: +4 
 
Assets 
-Allure: [Minor] +2 step Skill die on all actions keyed on appearance. 
-Athlete: [Minor] Chose one Athletic Specialty, trade on 1:1 basis Stun damage for +1 step 
Skill die until unconscious. 
-Specter: [Minor/Major] Anyone looking up information on you has a +8 to the difficulty of 
the search. If Major, there is no information on you. 
-Fighting Type: [Major] You may take one non-attack action each combat turn without 
penalty.  
-Good Name: [Minor/Major] +2 step Skill bonus to any social interactions in which your good 
name comes into play. If Major, everyone’s heard of you and the skill step applies almost all 
the time.   
-Healthy as a Horse: [Minor] +2 step Vitality Attribute bonus when rolling to resist illness or 
infection.  
-Heavy Tolerance: [Minor] +2 step Vitality Attribute bonus when resisting the effects of 
alcohol, drugs, knock-out or lethal gases and poison. 
-Highly Educated: [Minor] +2 step Attribute bonus to Intelligence for any Knowledge based 
Skill roll when trying to recall information. 
-Intimidating Manner: [Minor] +2 Attribute bonus to Willpower on any action that involves 
intimidation, interrogation, bullying, frightening someone.  
-Leadership: [Minor] Once per session you may designate one task as receiving your 
leadership bonus. Everyone working on that task gains a +2 step Skill bonus on any one 
action directly related to the task. 
-Lightning Reflexes: [Major] +2 step Attribute bonus to your Agility on all Initiative rolls. 
-Math Whiz: [Minor] +2 step Attribute bonus to Intelligence for all actions related to 
accounting, engineering and navigation.  
-Mean Left Hook: [Minor] Unarmed attacks inflict Basic damage instead of Stun. 
-Military Rank: [Minor] +2 step Attribute bonus to Willpower on all Discipline-based actions.  
-Natural Linguist: [Minor] Learn Linguist specialties at half the cost. You can imitate and 
detect accents and dialects giving you a +2 step Skill bonus to Influence and Performance 
while trying to pass as a native. 
-Nature Lover: [Minor] +2 step Attribute bonus to all Alertness-based rolls while in an 
outdoors setting, along with an equivalent bonus to Survival-based skill die when applied to 
a natural environment.  



-Sharp Sense: [Minor] Pick one of the five sense, you gain a +2 step bonus to Alertness for 
any action using that sense. You may take this trait more than once. 
-Steady Calm: [Minor/Major] +2 step Attribute bonus to Willpower to avoid being shaken, 
frightened, or startled. As a Major trait, you are never rattled unless extreme/unusual 
circumstances apply.  
-Sweet and Cheerful: [Minor] +2 step Skill bonus on any action where your likable nature 
would work in your favour.  
-Talented: [Minor/Major] Pick on Skill Specialty. You gain a +2 step Skill bonus on every use 
of that Skill. As a Major trait, each progression to a higher die costs you 2 points less than 
normal. 
-Total Recall: [Major] Your brain stores all information you’ve garnered over time. You 
remember almost everything you’ve ever seen or heard. 
-Tough as Nail: [Minor/Major] +2 extra Life Points over your normal total. As a Major trait, 
gain +4 Life Points. 
-Trustworthy Gut: [Minor/Major] +2 step Attribute roll on any mental Attribute roll when you 
rely on your intuition. As a Major trait, once per session you may as the GM a specific 
“yes/no” question related to a hunch.  
-Walking Timepiece: [Minor] You know what time of day it is without looking at a clock. You 
also know how much time has passed between actions. If knocked unconscious it takes a 
full-turn Intelligence + Alertness roll (Average difficulty) to reset your internal clock. 
 
Complications 
-Allergy: [Major/Minor] -2 step penalty to your Physical Attributes for all actions while in the 
presence of the allergen. As a Major trait, you take d2 points of Stun each turn you are in 
the presence of the allergen. When you run out of Stun you take both Wounds and Shock 
Points. 
-Amorous: [Minor] You’ll make a pass at almost any person of your sexual preference. -2 
step penalty to Influence-based actions when the other party is offended by your actions. -2 
step penalty to Willpower when trying resist someone who is your “type”. 
-Amputee: [Minor] Your are missing either and arm or a leg. If you are missing an arm you 
cannot do any action that requires to hands. Actions that usually take two hands suffer a -2 
penalty. If you are missing a leg you base speed is reduced by 5’ and you must use a 
crutch/cane/prosthetic.  
-Bleeder: [Major] If you suffer Wound damage you’ll begin to bleed and suffer 1 additional 
wound per turn until the bleeding is stopped. (Hard Intelligence + Medical Expertise action.) 
-Branded: [Minor/Major] -2 step Skill penalty to any social interaction when your past is 
known. As a Major trait, your past is always known.  
-Chip on the Shoulder: [Minor/Major] You will fight at the slightest provocation. -2 step Skill 
penalty to all peaceable social actions with even a hint of tension. As a Major trait, 
whenever you suffer a Wound you lose control of yourself, concentration solely on the 
person who inflicted the damage, until someone else hits you.   
-Credo: [Minor/Major] You live by a set of principles that you will not deviate from. As a 
Minor trait, pick a troublesome credo sure to lead to small amounts of trouble. (Ex. 
Chivalrous) As a Major trait, your credo is a sure fire way to put yourself in danger. (Ex. 
Never leave a man behind) 
-Combat Paralysis: [Minor/Major] When combat begins you are unable to take any action for 
d2 rounds. As a Major trait, you are helpless for d4 rounds. 



-Coward: [Minor] -2 step Skill penalty on all combat actions when in danger. -2 step 
Willpower penalty on any action to resist fear, intimidation, torture, or threats. 
-Crude: [Minor] -2 step Skill penalty on Influence-based actions when refined behaviour is 
required.  
-Dull Sense: [Minor] Pick one of the five senses, you suffer a -2 step penalty to Alertness for 
all actions utilizing that sense. You may take this trait more than once. 
-Easy Mark: [Major] You generally believe what you’re told. When trying to tell truth from lies 
you suffer a -4 step Mental Attribute penalty. 
-Greedy: [Minor] You will take almost any opportunity to acquire money. Your personal 
ethics are flexible in this regard. 
-Hooked: [Minor/Major] As a Minor trait your addiction is not immediately dangerous. (Ex. 
Cigarettes) You must have you daily fix or suffer a -2 step penalty to all Attributes for one 
week or until you get your fix. As a Major trait, you are abusing a dangerous substance or 
have a severe drinking problem. If you go into withdrawal your penalty is a -4 to all 
Attributes for two weeks or until you get your fix. You cannot quit your habit unless you buy 
off this Complication.   
-Leaky Brainpan: [Minor/Major] As a Minor trait, you are prone to occasional delusions and 
outburst. Suffer a -2 step Skill penalty to Influence-based social interactions. As a Major 
trait, you are insane. Suffer a -4 step Skill penalty to Influence-based social interactions.  
-Lightweight: [Minor] -2 step Vitality penalty to any attempt to resist the effects of 
alcohol/diseases/environmental hazards/poison.  
-Loyal: [Minor] Pick a group of people that count on your loyalty. You will do anything to help 
and protect them. 
-Memorable: [Minor] You’re easy to identify. Others gain a +2 step Alertness Attribute bonus 
when attempting to spot you or recognize your likeness. 
-Non-Fighting Type: [Minor] You will only fight for your own survival or when given no other 
choice. -2 step Skill penalty to any combat actions. 
-Overconfident: [Minor] There is no challenge that you will back down from. You’ll risk 
attempting a dangerous action even if you’re not the least bit skill at it. 
-Phobia: [Minor] Specify your phobia. You become shaken in the presence of the object you 
are afraid of and suffer a -2 step Attribute penalty on all actions. 
-Prejudice: [Minor] Pick a group of people. You will refuse to interact with them whenever 
possible and if not possible you don’t hide your disdain. All Influence-based social 
interactions with your chosen group of people suffer a -2 step Skill penalty.  
-Scrawny: [Minor] Suffer a -2 step Strength Attribute penalty to all Athletic-based actions 
and a -2 step Skill penalty on Influence-based actions dealing with fitness and physical 
appearance. 
-Slow Learner: [Minor] Choose one general Skill. You pay 2 additional points for any 
improvement to the Skill or any of its Specialties. You suffer a -2 step Skill penalty any time 
you try to use it. 
-Soft: [Minor] Take 1 additional point of Stun every time you take any damage. You must 
make an Average (7) Willpower + Discipline action to keep from weeping/wailing when you 
suffer a wound. 
-Straight Shooter: [Minor] You speak the truth without regard to other people’s feeling or the 
circumstances involved. You will only lie in dire emergencies. When you lie you suffer a -2 
step Skill penalty to Influence-based actions. 
-Superstitious: [Minor] Suffer a -2 penalty to all Attributes when you receive an omen of bad 
luck. 



-Things Don’t Go Smooth: [Minor/Major] Once per session the GM can force you to reroll an 
action and take the lowest of the two results. As a Major trait, the GM can force you to reroll 
two actions each session. 
-Traumatic Flashes: [Minor/Major] Once per session you will suffer a traumatic flash that will 
leave you incoherent, shaking and screaming. You will be incapable of action for d2 turns 
and suffer a -2 step Attribute penalty on all actions for ten minutes following the flash. As a 
Major trait, you have two flashes per session.   
-Ugly as Sin: [Minor] Suffer a -2 step Skill penalty to all actions keyed to appearance.  
-Weak Stomach: [Minor/Major] You are squeamish, suffer a -2 step penalty to all Attributes 
until the source of your discomfort is no longer near you. As a Major trait, you must make an 
Average (7) Vitality + Willpower test every five minutes you are exposed or fall unconscious 
for 2d4 minutes.   
 

Combat 

Actions 
Every action beyond the first take results in a cumulative negative step penalty. If the 
penalty would bring your skill below d2 you lose the action entirely.  
2 Actions: -1 step penalty 
3 Actions: -2 step penalty 
 
Movement 
15’ of movement at a walking pace is a free action. Moving faster than a walk requires an 
Ability + Skill roll to determine the distance travelled during combat. 

 
 
Defensive Actions 
-Innate Defense: Unskilled Agility roll. Does not take an action. 
-Block (Intercept hand to hand attack.): Agility + Skill. Takes an action.   
-Dodge (Move away from projectiles.): Agility + Athletics/Dodge 
 
Offensive Actions 
-Aim: As long as no actions are taken, you gain a +1 skill step per turn aimed. Max three 
turns 
-All-Out-Attack: Make only attacks this round. +2 skill step but may not take any defensive 
actions. 
-Disarm: Make an attack roll at -2 (melee) or -4(ranged). If the attack succeeds, the targets 
make a hard (11) Agility + Willpower roll to keep their weapon. 
-Feint: Hand-to-hand combat only. Roll Alertness + hand-to-hand skill vs. Intelligence + 
Perception/Intuition. If you succeed your target can only use their innate defense against 
you. 
-Grapple: Agility + Unarmed Combat/Specialty Vs. Agility + Unarmed Combat/Specialty. 
Once you get a hold, they must roll Agility + Strength to break free. If a person is held they 
are considered an Easy (3) target.  



-Sneak Attack: If a target doesn’t know you’re there they are an Easy (3) target. 
-Thrown Weapon: When a weapon isn’t meant to be thrown it can be a -1 to -4 skill step. 
-Unarmed Combat: Only does stun damage unless you have “Meal Left Hook”. 
-Improvised Weapon: Does damage equal to the closest type of weapon. Attack roll get a 
negative step penalty (-1 to -4) depending on size and heft of the improvised weapon. 
 
Automatic Weapons 
-Single Shot: One bullet per action. 
-Burst: Short burst of three rounds per action. Make three separate attacks against the 
target at a -2 step per attack.  
-Auto fire: Target a general area, 5’ - 10’ wide. Make an Easy (3) attack to target the area of 
effect. If you succeed all targets in the area must make an Average (7) defense roll to avoid 
being hit. 
-Covering: Ready action. 
-Threatening: Holding someone at gun or knife point, you get a free attack (at a +2 skill 
step) out of initiative order if they take an action. 
-Firing into a crowd (Firing at a target engaged in melee combat): -2 step skill penalty.  
 

 

 
 
Explosions 
A thrown explosion requires an Average (7) attack roll to hit an area. Anyone within the first 
distance increment takes the full damage from the explosion. The damage is reduced by 1 
die for every following increment. 



  
 
Obscured Vision 
-Dim Light, Thin Smoke, or Fog: +4 difficulty to hitting targets more than 10’ away. 
-Dark, Thick Smoke or Fog: +8 
-Pitch Black or Blinded: You can only make attacks if you have an idea of where the target 
is. The target must make an Easy (3) innate or normal defense roll or be hit. If someone is 
hit make a new attack roll Vs. their defense to determine damage. 
 
Prone 
-Attacking: -2 step penalty. 
-Defending: Considered light cover (+4 to defense).  

  
 
Determine Basic Damage 
Attack - Defense = Basic Damage (Divided equally between Stun and Wounds, favour 
Stun) + Weapon Damage - Armour  

 
 



Damage 

-Passing Out: If you total damage is equal to your Life Points you must make an Average(7) 
Endurance roll (Vitality + Willpower) or pass out. For every following turn the difficulty 
increases by +4 unless you can reduce your number of wounds. 
-Shock Points: When a character receives Stun damage after passing out the additional 
Stun is recorded at Shock Points. A character with Shock Points is unconscious for one 
hour after which they may make an Average(7) Endurance roll (Vitality + Willpower) to 
reduce their Shock Points by 1. A character with Shock damage doesn’t recover stun until 
they have reduced their Shock Points to zero.  

-Medical Treatment: Intelligence + Medical Expertise, to reduce Shock Points. First 
Shock Point is Easy (3) increasing by +4 difficulty per Shock Point.  

-Wound Penalty: When wounds are equal to or greater than half your Life Points you suffer 
a 2 step penalty to all Attributes.  
-Dying: When you wound points are equal to or greater than your life points you must make 
an Endurance (Vitality + Willpower) check every minute to stay alive. The first minute is 
Easy (3) but there’s an additional +4 per minute.  
-Burns: Wounds caused by burns heal at half the speed of normal Wounds. 
-Space: Roll all dice available and count the number as wounds. 
-Drugs & Poisons: Resistance roll (Double Vitality). 
-Environmental Hazards: Result in 1 Stun/hour without adequate protection.  
-Falling: Agility + Athletics to avoid damage. Starting at Easy (3) for a drop of 10’. 
Cumulative difficulty of +4 for every additional 10’. 
-Illness: Resistance (Double Vitality) to fight off disease. Failure may result in negative step 
penalties. 
-Radiation: Resistance (Double Vitality) for every hour starting at Easy (3) and increasing by 
+4. Failed rolls result in a d2 of Stun damage. Once no more Stun can be taken the 
character suffers both Wound and Shock damage.  
-Suffocation: Holding your breath starts as an Easy(3) Resistance (Double Vitality) roll the 
difficulty increases by +4 per round. 
 

Healing 

Stun Damage 
-Second Wind: Once a day roll either Vitality of Willpower and regain that much Stun. 
-Rest: Periods of low activity and rest allow you to regain 1 Stun/2hrs. If you are sleeping 
you regain 1 Stun/hr.  
Wound Damage 
Make an Average (7) Endurance (Vitality + Willpower) roll to be “on the mend”. If you 
succeed start healing wounds at 1 wound healed per 2 days of rest. If you botch a recovery 
roll you gain 1d2 additional wounds then make a new Endurance roll to halt the process. 
After, you must wait two days and make another Endurance roll to try to get “on the mend” 
again.   



 
 
-First Aid (stabilize a dying person): Hard (11) Alertness + Medical Expertise roll, modified 
by chart 5.13. 

 
 
-Reviving the Dead: Same check and modifiers as first aid but made at a Formidable (15) 
difficulty. Difficulty increases by a +4 for every minute the person has been dead. If 
successful the person makes another Endurance (Vitality + Willpower) roll to come back to 
life. A first aid check is then needed to stabilize them.  
-Waking the Unconscious: If any action is taken to wake an unconscious character they can 
make an Average (7) Endurance (Vitality + Willpower) roll to wake up. They will be unable 
to do all but the most simple of tasks. 
-Painkillers: Easy (3) Intelligence + Medical Expertise roll to determine dosage. Painkillers 
removed the Attribute penalty for serious wounds.  
Surgery: Difficulty determined by the number of wounds.      
 

 

 



Gear 







 
 


