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ARCHETYPE PACK

ARCHETYPE MASTER LIST

Hey look, it’s a list of all the archetypes.

Archer e Martial Artist

Bandit Masked Avenger

Big Bruiser Maverick Cop

Bodyguard Ninja y
Bounty Hunter Old Master
Cyborg Private Investigator i ADVAN C E M E N TS
Drifter Redeemed Pirate

Driver Scrappy Kid

Everyday Hero Sifu

Ex-Special Forces Sorcerer

Exorcist Monk Spy

Full Metal Nutball Supernatural Creature
Gambler Sword Master

Gene Freak Thief

Ghost Transformed Crab
Highway Ronin Transformed Dragon
Karate Cop Two-Fisted

Killer Archaeologist

Magic Cop




ARCHETYPE PACK

Don't worry if it takes a long time
ﬁ for the group to attune to a site.

Don't tell anyone, but you can play

for along time and have a great time

without advancing the characters at
all. The game privileges what happens at the
table over the homework players do between
sessions. Even though I gave them access to
a site right away, my own players in the in-
house test failed to think to attune to it for
many weeks. No one was harmed.

ADVANCING OUTSIDE
THE CHI WAR

Players who use the game’s rules but not its setting asked
for an alternate advancement method. Here you go:

After their first major victory or major story shift, probably
two or three sessions into the game, give the heroes one
advancement.

From then onwards, allow the player of the hero most
pivotal to the session to make an advancement roll at the
end of each session. On a 1, everyone advances.

On each subsequent victory or major story shift (about
once every 5-6 sessions), the group advances on a roll of
3 or less. If missed, the target remains 3 or less at the end
of subsequent sessions, dropping back to 1 after someone
finally makes the roll.




ARCHER

-
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AWESOMING UP"
WHEN YOU GAIN AN

ADVANCEMENT, YOU MAY SELECT
FROM THE FOLLOWING OPTIONS:

Add any one of these Guns
schticks (provided you have its
prerequisite, if any): Bank Shot,
Battle Scavenge I-lll, Blam Blam
Epigram, Bloody but Unbowed I-llI,
Carnival of Carnage I-1V, Covering
Fire, Disarming Shot, Eagle Eye,
Fast Draw I-1V, Flesh Wound,
Lone Wolf, Mocking Arrow,
Scattering Fire, Showy Arrow
I-11l, Stop Right There!, Take
the Shot, Time-Tested Tech
I-1V, Trick Arrow, Vengeful
Arrow, Wild Grenade.

Add a skill you do not have from
this list, at a rating of 11: Deceit,
Detective, Driving, Fix-1t, Gambling,
Info (any), Intimidation, Intrusion,
Leadership, Sabotage, Seduction.

Increase a skill value from less than
12 to 12.

Increase a skill value of 12+ by 1.

Increase your backup attack to
your main attack minus 1.




ARCHER

CHARACTER CONCEPT

MELODRAMATIC HOOK

At the outset of any fight, note

the highest Damage Value of any
firearm carried by an ally taking part
in the combat who attacks with Guns.
The Damage Value of your arrows is 1
less than that.

If you are the first combatant to
attack in a fight, you gain +2 Guns on
that attack. You and all of your allies
gain +1 to Attack Values for the rest
of the first sequence.

When you wound an opponent
with an arrow, spend 1 Chi and 3

shots to deal that many
Wound Points again to
the same opponent.

o B

Gain +1 Defense for the
first sequence of any fight your

opponents start unexpectedly.
\ /

ADDITIONAL SCHTICKS & GEAR

DON'T LET THE NAME OF THE ATTACK STAT FOOL
YOU. YOU USE A BOW AND ARROWS, NOT FIREARMS.
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Instead of a penalty under
Adverse Conditions, you get a +2
Immunity Bonus to attacks.

When you hit an opponent with :
an arrow, that opponent suffers a

point of Impairment until the next
keyframe. The maximum Impairment
any target can take from a Smoke
Arrow is 1.

\ /

i

INFO: CHINESE PHILOSOPHY 13
MEDICINE 9
INFO:™ 1

UNSKILLED CHECKS USE A RATING OF 7
TCHOOSE ANY INFORMATION SUBJECT
MARKS OF DEATH

(EEEEEED)
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GUNS'

BACKUP ATTACK
MARTIAL ARTS 12

DEFENSE

TOUGHNESS

CHI

BOW AND
ARROWS
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——
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WEALTH
WORKING STIFF



BANDIT

e

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM
THE FOLLOWING OPTIONS:

Add one schtick from any of these Martial
Arts paths (provided you have its prerequisite,
if any): Banisher, Death Punch, Dragon,
Drunken Master, Flame, Fox, Hundred Names,
Montage, Outlaw, Sword, Tiger, Weapon
Master, Welcoming Sky, Wing Chun, Wushu.

Add any one of these Guns schticks (provided
you have its prerequisite, if any): Bank Shot,
Battle Scavenge I-lll, Blam Blam Epigram, Bloody
but Unbowed I-lll, Carnival of Carnage I-1V,
Covering Fire, Disarming Shot, Eagle Eye, Fast
Draw I-1V, Flesh Wound, Lone Wolf, Mocking
Arrow, Scattering Fire, Showy Arrow I-lll, Smoke
Arrow, Stop Right There!, Take the Shot, Time-
Tested Tech I-1V, Trick Arrow, Vengeful Arrow,
Wild Grenade.

Add a skill you do not have from this list, at a
rating of 10: Detective, Driving, Fix-It, Gambling,
Info (any), Intrusion, Sabotage, Seduction.

Increase a skill value from less than 12 to 12.
Increase a skill value of 12+ by 1.

Increase your backup attack to your main
attack minus 1.




BANDIT

CHARACTER CONCEPT

MELODRAMATIC HOOK

Add +2 to a Martial Arts attack if
you took damage from an enemy attack
since you last made an attack of your
own.

If you fail an Up Check, spend 2 Chi
to spring back into action X shots later
(where X = the absolute value of the

Up Check Outcome) with a Wound
2 | Point value of 24.

Add +1 to your Damage on any
successful Martial Arts strike, including
strikes with hand-to-hand weapons.
(Damage Values for your starting
weapons already include this bonus.)

ADDITIONAL SCHTICKS & GEAR

Spend 1 Chi and 1 shot as an
interrupt when struck by an
attack. Until the end of the fight, the
Damage Value of the weapon hitting
you becomes the Damage

Value of your hand-to-hand
1 weapon.

NO-O-0O-0O-0O!!

Spend 1 Chi and 1 shot as an interrupt

when an ally makes an Up Check.

Until the end of fight, add the total number
of Up Checks made by allies
this fight to the Damage you
deal on a successful attack.

Whenever someone tries to
intimidate you, you must spend 1

Chi or act on the irresistible urge to smash
someone or something.

|

INTIMIDATION 12
DECEIT 12
LEADERSHIP 12
INFO: PEASANT LIFE 15

MARKS OF DEATH

MARTIAL ARTS

BACKUP ATTACK
GUNS 12

DEFENSE

TOUGHNESS

DAGGER 10/1/-

WEALTH



BIG BRUISER

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM THE FOLLOWING
OPTIONS:

Add new archetype schtick—Mounting Fury Il: When
your Mounting Fury bonus allows you to hit an opponent
you would otherwise have missed, add +1 Damage.

Add new archetype schtick—Mounting Fury lll: As
Mounting Fury Il, but your Damage Bonus is +2.

Add new archetype schtick—Mounting Fury IV: As
Mounting Fury Il, but your Damage Bonus is +3.

Add 1 to your Establishing Shot bonus.
Add 1 to your Strength Check bonus.
Add 1 to your Constitution Check bonus.

Add new archetype schtick—Meat Shield: As an interrupt
when a nearby ally takes Wound Points, spend 1 Fortune
to take those Wound Points, and a Mark of Death,
yourself. If the hit would have taken the ally above 35
Wound Points, take two Marks of Death.

Add one schtick from any of these Martial Arts paths
(provided you have its prerequisite, if any): Banisher,
Death Punch, Montage, Outlaw, Sword, Tiger, Weapon
Master, Wing Chun, Wushu.

Add one schtick from any of these Driving schticks
(provided you have its prerequisite, if any): Counterslam,
Dazed and Contused, Hot Pursuit, | Just Painted That,
Ramming Speed I-Ill, Swerve I-lll, Takes a Licking, Tight
Roll I-111.

Add a skill you do not have from this list, at a rating of
9: Driving, Fix-It, Info (any), Medicine, Sabotage.

Increase a skill value from less than 12 to 12.
Increase a skill value of 12+ by 1.
Increase your backup attack to your main attack minus 1.



CHARACTER NAME B I G

BRUISER

CHARACTER CONCEPT

\ /

MELODRAMATIC HOOK

‘/f@ STRONG AS AN OX

©

Your first Martial Arts attack of Add 3 to your Damage on +
any fight gets a +2 bonus. any successful Martial Arts strike, MARTIAL ARTS
including strikes with hand-to-hand
weapons. (Damage Values for your
/@ starting weapons already include BACKUP ATTACK
. . . this bonus.) You can use absurdly
I yeu mlss wilh @ Marte) At large objects, like motorcycles, as GUNS 11
ggﬁﬁls"tﬁoyoif'gea)(:?\/g}'?aﬂIzt'fg/se improvised weapons. You also get +3
attack. The bonus resets to O after LIS NSl e DEFENSE

you hit, and at the end of the fight.

You get a +3 bonus to
Constitution Checks.

You make Up Checks and gain

Marks of Death only when you reach
50 Wound Points. Impairment of -1
occurs only at 40 Wound Points;
Impairment of -2 at 45 Wound Points.

Toughness is reduced by -5 if you
reach 50 or more Wound Points,

until all Death Checks from this fight
ADDITIONAL SCHTICKS & GEAR \have been resolved.

INTIMIDATION 14
INFO:' 15

BASEBALL BAT | 13/5/-

MOSSBERG SPECIAL | 13/5/4
PURPOSE SHOTGUN | )

UNSKILLED CHECKS USE A RATING OF 7 %
*CHOOSE A WORKING CLASS OCCUPATION
MARKS OF DEATH ey —

WEALTH
WORKING STIFF

*YOUR MARTIAL ARTS MAY BE MODIFIED
TEMPORARILY BY YOUR MOUNTING FURY SCHTICK.

00PVDODODDODD
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AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM
THE FOLLOWING OPTIONS:

Add any one of these Guns schticks
(provided you have its prerequisite, if any):
Battle Scavenge I-lll, Bank Shot, Bloody but
Unbowed I-Ill, Both Guns Blazing I-V, Carnival
of Carnage I-1V, Covering Fire, Click Click
Toss I-lll, Disarming Shot, Fast Draw II-1V,
Flesh Wound, For the Squad, Hair-Trigger
Neck Hairs, Lightning Reload I-1V, Signature
Weapon, Scattering Fire, Stop Right There!,
The Way the Wind Blows.

Add a skill you do not have from this list, at a
rating of 10: Deceit, Fix-It, Gambling, Info (any),
Intimidation, Leadership, Sabotage.

Increase a skill value from less than 12 to 12.
Increase a skill value of 12+ by 1.

Increase your backup attack to your main
attack minus 1.



BODYGUARD

CHARACTER CONCEPT

MELODRAMATIC HOOK

At the beginning of any fight, @

designate any PC or GMC as your
client, who you will go on to protect.
Spend 1 Fortune when your client
takes Damage to reduce the
Damage to O. You take 7
1 | Wound Points.

DAMMIT!

On your next attack after your
client takes Wound Points, gain +2
Attack against the character who
dealt the Damage.

ADDITIONAL SCHTICKS & GEAR

@

At the end of a fight, remove
any number of Marks of Death from
your client, applying them instead to
yourself.

Add +4 Guns vs. targets using
hostages as human shields.

Add +2 to your Initiative result.
Your first action of the sequence
must use Guns.

\ /
DRIVING 13
INFO: CELEBRITIES 12
INFO: WORLD LEADERS 12

MARKS OF DEATH

GUNS

BACKUP ATTACK

MARTIAL ARTS 12

DEFENSE

TOUGHNESS

FORTUNE

H&K P7 10/2/4
MINI UZ| 10/3/1

——

——

WEALTH




AWESOMING UP"

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM
THE FOLLOWING OPTIONS:

Add any one of these Guns schticks (provided
you have its prerequisite, if any): Bag Full of
Guns I-1V, Bank Shot, Battle Scavenge I-lll,
Blam Blam Epigram, Bloody but Unbowed I-IlI,
Both Guns Blazing I-V, Carnival of Carnage I-1V,
Click Click Toss I-lll, Covering Fire, Disarming
Shot, Fast Draw II-1V, Flesh Wound, For the
Squad, Hair-Trigger Neck Hairs, Lightning
Reload I-1V, Lone Wolf, Scattering Fire, Stop
Right There!, Soul of the Sniper, Take the Shot,
The Way the Wind Blows, Wild Grenade.

Add a skill you do not have from this list, at a
rating of 10: Deceit, Fix-It, Gambling, Info (any),
Intimidation, Leadership, Sabotage, Seduction.

Increase a skill value from less than 12 to 12.
Increase a skill value of 12+ by 1.

Increase your backup attack to your main
attack minus 1.



BOUNTY

HUNTER

CHARACTER CONCEPT

MELODRAMATIC HOOK

At the beginning of a fight, The quarry’s first attack against GUNS
designate one enemy as your quartry. you in this fight automatically fails.

If the plot has already established

that you’re hunting an enemy who
appears in the fight, that character
automatically becomes the quarry.

BACKUP ATTACK

Your favorite shotgun, Lucille, a
Remington 870 Police with a notch on

MARTIAL ARTS 12

— the stock for each successful capture,
@ does +3 Damage when you make DEFENSE
Your attacks against the quarry attacks with it. Give Lucille a different
gain a +2 bonus. proper name if you prefer.
\
P TOUGHNESS
Spend X Fortune; that many Add +2 to your Initiative result.
allies of your choice gain +1to Your first action of the sequence must
attacks against the quarry until use Guns. FORTUNE
X | the end of the fight. /
ADDITIONAL SCHTICKS & GEAR
DETECTIVE 12
INTRUSION 13
INFO: TRUCK STOPS 12
AND CHEAP MOTELS TELESCOPING

BATON 10/3/-

REMINGTON 16*/5/4
870 POLICE |

——

%
MARKS OF DEATH ey —

WEALTH
*THIS INCLUDES YOUR SIGNATURE WEAPON BONUS. WORKING STIFF
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CYBORG

AWESOMING UP

WHEN YOU GAIN AN
ADVANCEMENT,
YOU MAY SELECT FROM
THE FOLLOWING OPTIONS:

Add a schtick for which you have the
prerequisite from the Martial Arts path:
Hundred Names.

Add any one of these Scroungetech
schticks: Adrenal Boy-Howdy, Agony
Grenade, Buzzsaw Hand, Helix
Rethreader, Helix Ripper, Improbability
Capacitor, Internal Lockbox, Laser
Goggles, Lumbar Scorpion, Molecular
Disturber, Neural Stimulator, Personal
Copter Rig, Plasma Tubules, Reflex
Ramper, Schrédinger Circuit, Subdermal
Plating, Titanium Claws.

Add a skill you do not have from

this list, at a rating of 9: Deceit,
Detective, Driving, Gambling, Info (any),
Intimidation, Intrusion.

Increase a skill value from less than 12
to 12.

Increase a skill value of 12+ by 1.

Increase your backup attack to your
main attack minus 1.




CYBORG

CHARACTER CONCEPT

MELODRAMATIC HOOK

When you take your first point of
Impairment, you suffer an obvious

injury to your mechanical parts that others
can’t help finding disturbing. The shot cost
of any attack against you increases by
your degree of Impairment.

The Damage of your Scroungetech
attacks increases by +2 for each point
of Impairment you’re currently suffering.

AN

FLUID SPILL ﬁb
If, when you are Impaired, an enemy

misses you in close combat, spend 1

Fortune as an interrupt to attack that enemy.
This models a surprise opportunity
you get when your opponent slips on
the fluid you’re leaking.

1 \
\ /

ADDITIONAL SCHTICKS & GEAR

BLOW UP REAL GOOD ﬁb
Take X Marks of Death to make a

Scroungetech attack, Damage Value

20, against X-1 targets, who can be either
in close or ranged proximity. Your attack
hits every target whose Defense your
attack meets or beats. If your result is
less than the lowest Defense among any
target, gain a retroactive +1 bonus to it.

Make close Scroungetech attacks
with a Damage Value of 11.

Make ranged Scroungetech attacks
with a Damage Value of 14. Each time
you attack with it, take 3 Wound Points.
N\

Subtract -2 Toughness when
making Up or Death Checks.

i

FIX-IT
SABOTAGE

13
13

MARKS OF DEATH

SCROUNGETECH

BACKUP ATTACK

GUNS 13

DEFENSE

TOUGHNESS

FORTUNE

DUCT-TAPED

FUTURISTIC PisToL | 107174

——

WEALTH




DRIFTER

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM THE FOLLOWING
OPTIONS:

Add any one of these Guns schticks (provided
you have its prerequisite, if any): Bag Full of
Guns I-1V, Bank Shot, Battle Scavenge I-Ill, Blam
Blam Epigram, Bloody but Unbowed I-Ill, Both
Guns Blazing I-V, Carnival of Carnage IlI-1V, Click
Click Toss I-lll, Covering Fire, Disarming Shot,
Fast Draw I-1V, Flesh Wound, Hair-Trigger Neck
Hairs, Lightning Reload I-1V, Sighature Weapon,
Scattering Fire, Stop Right There!, Soul of the
Sniper, Take the Shot, The Way the Wind Blows,
Wild Grenade.

Add a skill you do not have from this list, at a
rating of 10: Deceit, Detective, Driving, Info (any),
Intimidation, Intrusion, Leadership, Sabotage,
Seduction.

Increase a skill value from less than 12 to 12.
Increase a skill value of 12+ by 1.

Increase your backup attack to your main attack
minus 1.




DRIFTER

CHARACTER CONCEPT

MELODRAMATIC HOOK

LIKE THE CAVALRY (©)

If you were not with the other

PCs when they arrived at the scene of
a fight, you can show up in mid-fight,
during or after sequence 1, shot 4. You

GUNS

reveal yourself anywhere in the fight ‘ BACKUP ATTACK
location, without having to explain Iy s e ey BE i & el
T e eft Ehee spend 1 Fortune and 1 shot MARTIAL ARTS 11

1 to put down a mook, no DEFENSE
/@ J check required.

After using Like the Cavalry,
your first Guns attack gains +4 bonus. ﬁM
For the rest of the fight, you get +2 Add +3 Defense if you are the

to Guns, Martial Arts, and Defense. only viable target for three or more
named character opponents.

\ /
ADDITIONAL SCHTICKS & GEAR | FORTUNE

FIX-IT n
GAMBLING n

TOUGHNESS

KIMBER SOLO
CARRY STAINLEss| 1071/5
TAURUS MODEL | o, ,

94 REVOLVER

——

K2 RIFLE 13%2

——

MARKS OF DEATH
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DRIVER

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM
THE FOLLOWING OPTIONS:

Add any one of these Driving schticks
(provided you have its prerequisite, if
any): A Ride is a Ride, Counterslam, Dazed
and Contused, Floor It I-1ll, Hightailing

It, Hold on Tight I-1ll, Hot Pursuit, Laying
Rubber, Lightning Speed, Objects in the
Mirror, Obstacle Course, Oh No You Don’t,
Ramming Speed I-1ll, Swerve I-lll, Takes a
Licking, Tarmac Warrior, Tight Roll I-11.

Add a schtick for which you have the
prerequisite from the Martial Arts path:
Hundred Names.

Add a skill you do not have from this

list, at a rating of 10: Deceit, Detective,
Gambling, Info (any), Intimidation, Intrusion,
Leadership, Sabotage, Seduction.

Increase a skill value from less than 12 to 12.
Increase a skill value of 12+ by 1.




DRIVER

CHARACTER CONCEPT

MELODRAMATIC HOOK

When you are the only PC in a scene,
or your vehicle has 35 or more Chase
Points, gain +2 Martial Arts.

Gain +2 Martial Arts at any time

against a character who damaged

your vehicle, even superficially, during the
current session.

After you make a successful Martial
Arts attack with a wrench, tire
iron, or improvised blunt weapon, spend
1 Fortune as an interrupt to give it a
Damage Value of 15 until next keyframe.

You own and usually drive a
customized vehicle, one you know
down to every quirk and rivet. Compared
to the standard model, it gets +1 to
Handling and Squeal.

ADDITIONAL SCHTICKS & GEAR

1973 CHEVELLE: ACCELERATION 8 -
HANDLING 9 (SQUEAL 1) - FRAME 6
(CRUNCH 8)*

‘THIS INCLUDES BONUSES FROM CUSTOM RIDE.

You have the skills Seduction 11 and
Intimidate 11, but only when wearing the
jacket, and only when it is in good shape.
The jacket is like new again at the start of
each new adventure.

Pay 3 Fortune. Until next keyframe,
the shot cost of all your
Driving actions decreases by 1, with
a minimum cost of 1.

3

\
VROOM! @
If you are in the driver’s seat of

a vehicle at the beginning of a

seguence, spend 1 Fortune to gain an

Initiative result 1 higher than that of

any other fight participants. Any other
heroes with Vroom! go during the
same higher shot as you, by player
seating order.

/
N\

]

DRIVING
FIX-IT

UNSKILLED CHECKS USE A RATING OF 7

MARKS OF DEATH

|

MARTIAL ARTS

BACKUP ATTACK

DEFENSE

TOUGHNESS

FORTUNE

TIRE IRON

——
——
——
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WEALTH
WORKING STIFF




AWESOMING UP"

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM THE FOLLOWING
OPTIONS:

Add any one of these Guns schticks (provided
you have its prerequisite, if any): Bank Shot,
Battle Scavenge I-lll, Both Guns Blazing |-V,
Click Click Toss I-lll, Covering Fire, Disarming
Shot, Flesh Wound, For the Squad, Lone Wolf,
Scattering Fire, Stop Right There!, The Way the
Wind Blows, Wild Grenade.

Add one schtick from any of these Martial Arts
paths (provided you have its prerequisite, if any):
Banisher, Death Punch, Dragon, Drunken Master,
Flame, Fox, Healer, Hundred Names, Montage,
Outlaw, Ninja, Nunchaku, Tiger, Weapon Master,
Welcoming Sky, Willow, Wing Chun, Wushu.

Add Fix-It, Gambling, Leadership, or any new Info
skill at 12.

Increase a skill value of 12+ by 1.

Increase your backup attack to your main attack
minus 1.



CHARACTER NAME

EVERYDAY,
HERO

CHARACTER CONCEPT

MELODRAMATIC HOOK

Z

LUCKY YOU ‘ IMPROVISED WEAPON MASTERY ’”
. . =
When you run out of Fortune, Gain +1 Martial Arts when MARTIAL ARTS
roll a die. On a1 or 2, regain all your fighting with an improvised weapon
spent Fortune. found at the scene. After 3 successful
attacks, you lose the bonus—unless
you describe yourself picking up and
ADDITIONAL SCHTICKS & GEAR using a different improvised weapon BACKUP ATTACK
(shot cost 1). GUNS 1

DEFENSE

ACCIDENTAL AWESOME

After you fail an Attack Check
with an improvised weapon, add a

@

free Fortune die to your next check TOUGHNESS
or Dodge.
FORTUNE

DRIVING 12

INFO: CLASSIC CARS 15

INFO: CLASSIC ROCK 15

INFO: BEER 15

INFO: SPORTS 15

MARKS OF DEATH ey —

WEALTH
WORKING STIFF




X-SPECIAL FORCES

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM THE FOLLOWING
OPTIONS:

Add any one of these Guns schticks (provided you
have its prerequisite, if any): Bag Full of Guns I-1V,
Bank Shot, Battle Scavenge I-lll, Blam Blam Epigram,
Both Guns Blazing |-V, Bloody but Unbowed II-

[1l, Carnival of Carnage IlI-1V, Click Click Toss I-llI,
Covering Fire, Disarming Shot, Fast Draw I-1V, Flesh
Wound, Hair-Trigger Neck Hairs, Lightning Reload
I-1V, Lone Wolf, Signature Weapon, Scattering Fire,
Stop Right There!, Soul of the Sniper, Take the Shot,
The Way the Wind Blows, Wild Grenade.

Add one schtick from any of these Martial Arts paths
(provided you have its prerequisite, if any): Banisher,
Death Punch, Dragon, Fox, Healer, Hundred Names,
Montage, Outlaw, Ninja, Sword, Tiger, Weapon Master,
Wing Chun, Wushu.

Add a skill you do not have from this list, at a rating
of 10: Deceit, Detective, Driving, Fix-It, Gambling, Info
(any), Intimidation, Leadership, Seduction.

Increase a skill value from less than 12 to 12.

e Increase a skill value of 12+ by 1.

& Increase your backup attack to your main attack
minus 1.



EX-SPECIAL

FORCES

CHARACTER CONCEPT

MELODRAMATIC HOOK

During a fight, spend 1 Chi
and 1 shot to remove a point of
Impairment from another nearby

character, or 1 Chi and 3
shots to remove it from
yourself.

0 A

At the beginning of any fight,

you may swap your Guns and Martial
Arts attack values. Swap remains in
effect for duration of fight.

AN

ADDITIONAL SCHTICKS & GEAR

When your Martial Arts attack deals
Wound Points to an opponent, roll

a die; if the result is even, add the result
to the Wound Points dealt.

When targeted for a Martial Arts
attack, interrupt and spend 2 Chi
to make one Martial Arts attack
against your attacker, resolved
2 | before the original attack.

When you assist an ally with an
attack boost, the attack costs the ally
2 shots.

\ /
SABOTAGE 12
INTRUSION 1
INFO: ANTI-TERRORISM 15

MARKS OF DEATH

(EEEEEED)

GUNS

BACKUP ATTACK

MARTIAL ARTS 13

DEFENSE

TOUGHNESS

COMBAT KNIFE | 10/1/-
HECKLER & KOCH
HK45C 10/2/3
HECKLER & KOCH
MP5 10/5/1
13/5/1
M16 A3

ey —
WEALTH
POOR




EXORCIST MONK

AWESOMING UP
WHEN YOU GAIN AN ADVANCEMENT,

YOU MAY SELECT FROM THE FOLLOWING
OPTIONS:

Add one schtick from any of these Martial Arts
paths (provided you have its prerequisite, if
any): Banisher, Death Punch, Dragon, Flame,
Fox, Healer, Hundred Names, Montage, Ninja,
Nunchaku, Tiger, Weapon Master, Welcoming
Sky, Willow, Wing Chun, Wushu

Add a skill you do not have from this list, at a
rating of 9: Detective, Info (any), Intimidation,
Intrusion, Leadership, Sabotage, Seduction

Increase a skill value from less than 12 to 12.

Increase a skill value of 12+ by 1.




CHARACTER CONCEPT

MELODRAMATIC HOOK

Add +2 Martial Arts and +2
Toughness vs. foes with Sorcery or
Creature Powers attacks.

If you damage an opponent disguised
by magic or sorcery, it reverts to its true
form. If you down a transformed animal foe,
it reverts to its animal form. If you down

a supernatural creature, it is immediately
banished to the spirit realm and can never
return to the present juncture.

Interrupt and pay 5 shots when an
opponent makes a successful
attack against you; the opponent’s

53 attack fails.

After a successful Martial Arts
attack, spend 1 Chi and 1 shot. The
target of the attack adds 1to the shot
cost of all actions with a

cost of 1 or more until the
end of the next keyframe.

When an opponent makes a
successful attack against one of
your nearby allies, interrupt and
spend 1 shot to reduce attack’s
1 B Damage Value by 5.

PRODIGIOUS LEAP
Spend 1 shot to make a horizontal,

vertical, or diagonal leap of up to

14 m. Also costs 1 Chi, if your current

Chi is less than 2. If you have two or
more other schticks in the

ADDITIONAL SCHTICKS & GEAR 1 vie selting Sk pa, [

After a successful Martial
Arts attack against a foe with
Impairment 1 or less, spend 2 Chi and 1
shot. The target of the attack
gains 1 Impairment until next
keyframe.

Q

D

MARKS OF DEATH

g

WEALTH
WORKING STIFF




FULL METAL NUTBALL

S

(H
e
bripaes i te 1]
L

AWESOMING UP
WHEN YOU GAIN AN ADVANCEMENT,

YOU MAY SELECT FROM THE FOLLOWING
OPTIONS:

Add any one of these Guns schticks (provided you
have its prerequisite, if any): Bag Full of Guns IlI-1V,
Bank Shot, Battle Scavenge I-lll, Blam Blam Epigram,
Bloody but Unbowed, Both Guns Blazing I-V, Carnival
of Carnage I-1V, Click Click Toss I-1ll, Covering Fire,
Disarming Shot, Fast Draw I-1V, Flesh Wound, For the
Squad, Hair-Trigger Neck Hairs, Lone Wolf, Signature
Weapon, Scattering Fire, Stop Right There!, Soul of the
Sniper, Take the Shot, The Way the Wind Blows.

If you are from, or have ever been to, the Future juncture,
add any non-Cyborg Scroungetech schtick. When asked
to make Scroungetech Checks, use your Guns AV.

Add any one of these Driving schticks (provided you
have its prerequisite, if any): A Ride is a Ride, Counterslam,
Custom Ride, Dazed and Contused, Floor It I-lIl, Hightailing
It, Hold on Tight I-Ill, Hot Pursuit, Laying Rubber, Lightning
Speed, Objects in the Mirror, Obstacle Course, Oh No You
Don’t, Ramming Speed I-1ll, Swerve I-lll, Takes a Licking,
Tarmac Warrior, Tight Roll I-1ll, Tools of the Trade, Vroom!

Add a skill you do not have from this list, at a rating of
9: Deceit, Detective, Gambling, Info (any), Intimidation,
Intrusion, Leadership, Medicine, Sabotage, Seduction.

Increase a skill value from less than 12 to 12.
Increase a skill value of 12+ by 1.

Increase your backup attack to your main attack minus 1.



FULL METAL

NUTBALL

CHARACTER CONCEPT

MELODRAMATIC HOOK

When an ally gets a Way-Awful
Failure on an attack, is disarmed, or fails

a Reload Check, you may spend 1shot as
an interrupt: that ally may make an attack

Spend 1 Fortune and O shots to
gain +2 Defense vs. Guns attacks and +3
Toughness vs. explosion and
debris damage until end of

GUNS

as an interrupt at a shot cost of O
and gains +2 Damage (stackable)
until the end of the fight.

BACKUP ATTACK
MARTIAL ARTS 11

DEFENSE

OOPS. FORGOT THAT ONE

seguence.
You always fail Concealment r
Checks. If searched for weapons,

the searchers always find everything
you’re carrying and completely disarm
you. Even if you said you got rid of all
your weapons, they always find at least a
hidden ankle piece. (This does not mean
that you always have a weapon.)

You rotate through a selection of I
guns over the course of a fight. Start each
fight with a revolver (9/2/6.) Each time
you attack a named foe and fail to dish
out more than 15 Wound Points, spend O
shots to move to the next item in this gun

TOUGHNESS

list: \ y
Colt 1911A 10/2/4 :

Desert Eagle .357 Magnum  11/3/3 i FORTUNE
Chiappa Rhino 12/3/5 ] ]

Mossberg Special Purpose  13/5/4 When you miss with a grenade, you

homemade shotgun 14/5/4 y o may spend 1 Fortune. Characters between

homemade rifle 15/5/1 ) you and your target do not make Fortune

rolls to avoid it. Instead you and a nearby
character of your choice, other than
the target, take 20 Damage from
flying debris.

Homemade weapons fall apart at end of
fight. Only you can use them.
\ / 1

ADDITIONAL SCHTICKS & GEAR

iJ

DRIVING 10
FIX-IT 15

MARKS OF DEATH

WEALTH




GAMBLER

e

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM THE FOLLOWING
OPTIONS:

Add any one of these Guns schticks (provided you
have its prerequisite, if any): Bag Full of Guns I-1V,
Battle Scavenge I-lll, Blam Blam Epigram, Both

Guns Blazing |-V, Carnival of Carnage I-1V, Covering
Fire, Click Click Toss I-lll, Disarming Shot, Fast

Draw lI-1V, Flesh Wound, Hair-Trigger Neck Hairs,
Lightning Reload I-1V, Lone Wolf, Signature Weapon,
Scattering Fire, Stop Right There!, Soul of the Sniper,
Take the Shot, The Way the Wind Blows, Wild
Grenade.

Add one schtick from these Martial Arts paths
(provided you have their prerequisites, if any):
Hundred Names, Montage.

Add a skill you do not have from this list, at a rating
of 9: Deceit, Detective, Driving, Fix-It, Info (any),
Intimidation, Intrusion, Leadership, Sabotage.

Increase a skill value from less than 12 to 12.

Increase a skill value of 12+ by 1.

A Increase your backup attack to your main attack
R minus 1.



GAMBLER

CHARACTER CONCEPT

MELODRAMATIC HOOK

—
STACK THE ODDS @

Spend 1 Fortune to reverse

the results of any Swerve, treating

the negative die as positive and

vice versa. Others must share their

die results with you when asked.
Explain how your planning or

advance knowledge led to this
1 | reversal.

ADDITIONAL SCHTICKS & GEAR

Add +2 to your Initiative result.
Your first action of the sequence
must use Guns.

After a Guns attack against a
mook fails, add a free Fortune die to
your next Guns attack.

\ /
GAMBLING 15
INFO: CRIMINAL UNDERWORLD 13
SEDUCTION 13

MARKS OF DEATH

GUNS

BACKUP ATTACK
MARTIAL ARTS 12

DEFENSE

TOUGHNESS

FORTUNE

BERETTA
MODEL 21 BOBCAT 8/1/4

——

——

WEALTH




GENE FREAK

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM THE FOLLOWING
OPTIONS

Add any one of these Mutant schticks: Acid Blood,
Adaptive Enzymes, Brain Bleed, Causal Leakage,
Camouflage, Chronofuxor, Empathy, Eyes on the
Back of Your Head, Gene Link, Go Cartilaginous,

How Magnets Work, Mjolnirification, Mushy

Head, Nanoportal, Noctilucent, Psychic Vampire,
Radioactive Exudation, Reactive Epidermis, Resource
Sniff, Shared Sight, Shift Coordinates, Silver Lining,
Skulky, Teleread, Shift Coordinates, Titanium Mind,
Unsplode, Vestigial Twin.

Add a skill you do not have from this list, at a rating
of 9: Deceit, Detective, Driving, Fix-It, Gambling, Info
(any), Intimidation, Intrusion, Leadership, Sabotage,
Seduction.

Increase a skill value from less than 12 to 12.

Increase a skill value of 12+ by 1.




CHARACTER CONCEPT

MELODRAMATIC HOOK

Make hand-to-hand attacks using
your Mutant Attack Value.

VERY STRONG ‘lZ',

Spend 1 shot. Until end of fight, add

3 to your Damage on any successful

hand-to-hand strike (using your Mutant

Attack Value) including strikes with hand-
to-hand weapons. You can use

absurdly large objects, like parking
meters, as improvised weapons.

Spend 2 Genome points. Until end
of sequence, the shot costs of all
your actions decreases by 1, with a
minimum of 1 per action. You can
2 | move up to 30 m per sequence.

Spend 1 Genome point and 1 shot;

your Defense increases
by 1 until end of sequence.

ADDITIONAL SCHTICKS & GEAR

Make a 3-shot ranged attack,

Damage Value 11, using your Mutant

Attack Value. If you deliver a Smackdown,

the target flies X meters through the air
directly away from you, where X =
the number of Wound Points you
dish out.

Spend 1 Genome point and 1 shot;
your Mutant Attack
Value increases by 2 until
the end of the sequence.

When your attack takes a foe from
O to 1 Impairment, or from 1to 2
Impairment, regain 3 spent Genome points.
When an ally’s attack takes a foe from O
to 1 Impairment, or from 1to 2 Impairment,
regain 1 spent Genome point.

T
MARKS OF DEATH

MUTANT

BACKUP ATTACK

DEFENSE

TOUGHNESS

€13\ [e] V]

WEALTH




GHOST

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM THE FOLLOWING
OPTIONS:

Add one schtick from any of these Sorcery
specialties: Blast, Divination, Movement, Summoning.

Add any one of the following Creature Powers
(provided you have its prerequisite, if any): Arcane
Battery, Blood Drain, Death Resistance I-1ll, Foul
Spew, Goldenheart Monster, Inevitable Comeback,
Memory Drain, Mimicry, Night Dweller, Regeneration
I-1V, Transformation I-II.

Add a skill you do not have from this list, at a rating
of 9: Deceit, Gambling, Info (any), Intimidation,
Intrusion.

Increase a skill value from less than 12 to 12.

Increase a skill value of 12+ by 1.



CHARACTER CONCEPT

MELODRAMATIC HOOK

Pass through solid matter by “»
checking Creature Power against a
Difficulty of 1 for each inch of material you
are moving through. Specify two types of
matter you cannot pass through; your GM
picks a third.

Fly through the air, moving up to 3
m per shot.

You take no damage from Guns “»
attacks, unless shot by magic or
silver bullets.

TRADITIONAL HEALING ONLY ér
The Medicine skill only heals you

if the practitioner trained in the
Ancient Juncture.
\ /

ADDITIONAL SCHTICKS & GEAR

Spend 1 Magic to formulate a

potion which, if ingested by a

featured foe or supporting character,

causes him to fall head over heels in

love with another character specified

by the sorcerer at time of formulation.

If attraction to the object of affection

contradicts the ingester’s orientation,

the pull remains powerful but platonic.

The dosed character makes a Will Check

with your Sorcery value as the Difficulty

at the end of each scene, and recovers
at the beginning of the following

session.
1 | specialty: Influence.
\ 4

As a standard 3-shot action, direct a
ranged attack of raw magical energy

TCREATURE POWERS NOTE: YOUR BASE VALUE
FOR CREATURE POWERS CHECKS IS 14.

at a combatant of your choice, using
your Sorcery attack value, Damage 9.

Specialty: Blast.

RILLS —

SEDUCTION 13
INFO: MUSICIANSHIP 13

MARKS OF DEATH

SORCERY*

BACKUP ATTACK

DEFENSE

TOUGHNESS

MAGIC

WEALTH




HIGHVVAY RONIN

. AWESOMING UP

ﬁj{gﬁ* WHEN YOU GAIN AN ADVANCEMENT,
S YOU MAY SELECT FROM THE
FOLLOWING OPTIONS:

Add any one of these Driving schticks (provided
you have its prerequisite, if any): A Ride is a Ride,
Counterslam, Custom Ride, Floor It I-Ill, Hightailing It,
Hold on Tight I-Ill, Hot Pursuit, Laying Rubber, Lightning
Speed, Objects in the Mirror, Obstacle Course, Oh No
You Don’t, Ramming Speed I-Ill, Swerve lll, Tight Roll
I-1ll, Tools of the Trade, Vroom!

Add any one of these Guns schticks (provided you have
its prerequisite, if any): Bag Full of Guns |-1V, Bank Shot,
Battle Scavenge I-Ill, Blam Blam Epigram, Bloody but
Unbowed, Both Guns Blazing |-V, Carnival of Carnage
I-1V, Click Click Toss I-lll, Covering Fire, Disarming Shot,
Fast Draw [-1V, Flesh Wound, Hair-Trigger Neck Hairs,
Lightning Reload I-1V, Lone Wolf, Signature Weapon,
Scattering Fire, Stop Right There!, Soul of the Sniper,
Take the Shot, The Way the Wind Blows, Wild Grenade.

Add any non-Cyborg Scroungetech schtick. When asked
to make Scroungetech Checks, use your Guns AV.

Add one schtick for which you have the prerequisite
from the Martial Arts path: Montage.

Add a skill you do not have from this list, at a rating
of 11: Deceit, Fix-It, Gambling, Info (any), Intimidation,
Intrusion, Leadership, Medicine, Sabotage, Seduction.

Increase a skill value from less than 12 to 12.
Increase a skill value of 12+ by 1.

s .-. Increase your backup attack to your main attack minus 2.



CHARACTER CONCEPT

MELODRAMATIC HOOK

You own and usually drive a
customized vehicle whose body
you have strategically reinforced.
Compared to the standard model, it
gets +1 to Frame and Crunch.

AGAINST ALL WARLORDS!

Add +2 Guns vs. Bosses. if the
boss succeeds at an Up Check, you
can force the GM to reroll the Up
check. Up or down, use the second
result.

DAZED AND CONTUSED

Characters getting out of a
vehicle you have just rammed
add +3 to the shot cost of their
subsequent actions, and take 1 point
of Impairment until the end of the
sequence.

Add +2 Frame when rammed or

sideswiped.
\

ADDITIONAL SCHTICKS & GEAR

FORD FALCON COUPE:
ACCELERATION 8 - HANDLING 8
(SQUEAL 10) - FRAME 7 (CRUNCH 9)*

*THIS INCLUDES THE BONUS FROM ARMOR PLATED.

If you exit your vehicle after
making at least one Driving Check, +2
to your attacks until end of fight.

As an interrupt after your
vehicle takes Chase Points from a
ram/sideswipe, or a character attack
or stunt, spend 1 Fortune and 1 shot

to reduce your vehicle’s
zn total Chase Points by 7.

DRIVING 14

MARKS OF DEATH

HIGHVVAYf

RONIN

GUNS

BACKUP ATTACK
MARTIAL ARTS 13

DEFENSE

TOUGHNESS

FORTUNE

S&W MODEL 19

COMBAT MAGNUM | 117275

RUGER RED LABEL
SHOTGUN 10/3/6

; (SAWED-OFF) . :

WEALTH




KARATE COP

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM THE
FOLLOWING OPTIONS:
Add any one of these Guns schticks (provided you

have its prerequisite, if any): Bag Full of Guns I-1V,
Bank Shot, Battle Scavenge I-lll, Both Guns Blazing

{j’,t ﬁ |-V, Carnival of Carnage I-1V, Click Click Toss I-Ill,
s Covering Fire, Disarming Shot, Fast Draw I-1V, Flesh
ﬁ;ﬂ‘_{:ﬁ. Wound, For the Squad, Hair-Trigger Neck Hairs,
ERhEL Lightning Reload I-1V, Lone Wolf, Scattering Fire,
hl‘_ﬁ, The Way the Wind Blows.

L

Add one schtick from any of these Martial Arts
paths (provided you have its prerequisite, if any):
Banisher, Death Punch, Dragon, Drunken Master,
Hundred Names, Montage, Nunchaku, Tiger,
Weapon Master, Willow, Wing Chun, Wushu.

Add any one of these Driving schticks (provided

you have its prerequisite, if any): A Ride is a Ride,
Custom Ride, Dazed and Contused, Floor It I-IIl, Hold
on Tight I-lll, Hot Pursuit, Laying Rubber, Lightning
Speed, Objects in the Mirror, Obstacle Course, Oh No
You Don’t, Swerve I-lll, Takes a Licking, Tight Roll I-lIl,
Vroom!

Add a skill you do not have from this list, at a
rating of 9: Deceit, Fix-It, Info (any), Leadership.

Increase a skill value from less than 12 to 12.
Increase a skill value of 12+ by 1.

Increase your backup attack to your
main attack minus 1.




KARATE

COP

CHARACTER CONCEPT

MELODRAMATIC HOOK

@ OUCH! o
When you take Wound Points When you miss with an unarmed MARTIAL ARTS
from a Martial Arts attack, or take attack, you take X Wound Points,
non-attack damage, your next Martial where X equals the absolute value of
Arts attack this fight gets a +2 bonus. your Swerve. Your next Martial Arts
This bonus stacks with other effects attack this fight gets a +X bonus. If BACKUP ATTACK
but not with itself. successful, heal X Wound Points. This

schtick is always active. GUNS 13

DEFENSE

Add +2 Toughness vs. opponents '\_E__;
with fewer Wound Points than you. Spend 1 shot to !
automatically stop an enemy
> 1B from Cheesing It. TOUGHNESS
INDEFATIGABLE (©
. . =
Impairment points do not
decrease your Martial Arts attack
value. Add +4 Guns vs. targets using FORTUNE
hostages as human shields.
\ /
ADDITIONAL SCHTICKS & GEAR i
DRIVING 1
POLICE 15

COLT DETECTIVE

SPECIAL /5

REMINGTON 870 | 13/5/4
POLICE o

——

: ' :
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WEALTH
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KILLER

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT, YOU MAY
SELECT FROM THE FOLLOWING OPTIONS:

Add any one of these Guns schticks (provided you have its
prerequisite, if any): Bag Full of Guns I-1V, Bank Shot, Battle
Scavenge |-lll, Blam Blam Epigram, Bloody but Unbowed I-lIl,
Both Guns Blazing |-V, Carnival of Carnage |V, Click Click Toss
I-11l, Covering Fire, Disarming Shot, Fast Draw I-IV, Flesh Wound,
For the Squad, Hair-Trigger Neck Hairs, Lightning Reload I-1V,
Lone Wolf, Signature Weapon, Scattering Fire, Stop Right There!,
Soul of the Sniper, Take the Shot, The Way the Wind Blows, Wild
Grenade.

Add any one of these Driving schticks (provided you have its
prerequisite, if any): A Ride is a Ride, Dazed and Contused, Floor
It I-1ll, Hightailing It, Hold on Tight I-lll, Laying Rubber, Lightning
Speed, Objects in the Mirror, Obstacle Course, Oh No You Don't,
Ramming Speed I-1ll, Swerve I-lll, Tight Roll I-1ll, Vioom!

Add a skill you do not have from this list, at a rating of 10:
Detective, Fix-It, Gambling, Info (any), Intimidation, Intrusion,
Leadership, Sabotage, Seduction.

Increase a skill value from less than 12 to 12.
Increase a skill value of 12+ by 1.

Increase your backup attack to your main attack minus 1.




KILLER

CHARACTER CONCEPT

MELODRAMATIC HOOK

Fire two guns simultaneously

at your opponent; these must be
handguns or otherwise outfitted
with a pistol grip. Treat as one attack
at Guns -1, with the Damage of

both guns added together, and the

opponent’s Toughness doubled.
\ /

ADDITIONAL SCHTICKS & GEAR

Add +2 Guns vs. mooks.
Subtract 1 from the shot cost of any
attack on a mook or mooks. Minimum
shot cost remains 1.

BACKUP ATTACK
MARTIAL ARTS 12

In the climactic fight of an
adventure, any attack that deals DEFENSE
you more than 4 Wound Points deals
an additional 3 Wound Points.

i TOUGHNESS
DECEIT 13
DRIVING 11 FORTUNE

INFO: GANGLAND POLITICS 1

BERETTA 92FS
WEALTH
RICH

MARKS OF DEATH




MAGIC COP

AWESOMING UP -

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM THE FOLLOWING
OPTIONS:

Add one schtick from any of these Sorcery
specialties: Divination, Fertility, Heal, Summoning.

Add any one of these Guns schticks (provided
you have its prerequisite, if any): Bank
Shot, Battle Scavenge I-lll, Blam Blam
Epigram, Bloody but Unbowed I-lll,
Both Guns Blazing I-V, Click Click
Toss I-lll, Covering Fire, Disarming
~ Shot, Fast Draw I-IV, Flesh Wound,
For the Squad, Lightning Reload
I-1V, Lone Wolf, Scattering Fire, Stop
Right There!, Take the Shot, The Way
the Wind Blows.

Add a skill you do not have from this list,
at a rating of 9: Deceit, Driving, Fix-It, Info
(any), Intimidation, Intrusion, Leadership,
Sabotage.

Increase a skill value from less than 12
to 12.

Increase a skill value of 12+ by 1.

Increase backup attack to
~ match main attack.



CHARACTER CONCEPT

MELODRAMATIC HOOK

When a Sorcery, Creature, or Spend 1 Magic to see the ghosts GUNS
Scroungetech attack misses you, all around you in a single scene.
regain a spent Magic point. Unless you count the odd grotesque
transformation or ineffective lunge
in your direction, they can’t really
@ communicate with you. But their BACKUP ATTACK
. . presence and appearance may
When In your home juncture, provide clues to past events in the SORCERY 13
ignore any juncture costs for Sorcery. area
: DEFENSE
1 | Specialty: Divination.
\ /

Gain +1 Defense for the
first sequence of any fight your
opponents start unexpectedly.

TOUGHNESS

Spend 3 Magic and 3 shots: on
a Sorcery success against a

1 supernatural creature’s Defense, it
A Cheeses It. On a failure, you regain MAGIC
"'-:J the Magic points spent.

Specialty: Summoning.

Spend 1shot to
automatically stop an enemy
| B from Cheesing It.

o

i

ADDITIONAL SCHTICKS & GEAR

INFO: OCCULT 13

POLICE 12 COLT DETECTIVE

SPECIAL /5

REMINGTON 870 | 13/5/4
POLICE o

——

: ' :
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AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM THE FOLLOWING
OPTIONS:

Add one schtick from any of these Martial Arts
paths (provided you have its prerequisite, if
any): Banisher, Death Punch, Dragon, Drunken
Master, Flame, Fox, Healer, Hundred Names,
Montage, Outlaw, Ninja, Nunchaku, Sword,
Tiger, Weapon Master, Welcoming Sky,
Willow, Wing Chun, Wushu.

Add a skill you do not have
from this list, at a rating of 9:
Deceit, Detective, Driving,
Fix-1t, Gambling, Info (any),
Intimidation, Intrusion,
Sabotage, Seduction.

Increase a skill value from
less than 12 to 12.

Increase a skill value of 12+
by 1.



MARTIAL

ARTIST

CHARACTER CONCEPT

MELODRAMATIC HOOK

+X Martial Arts vs. opponents
whose Defense values, bonuses
included, exceed your current
Defense. X = the difference between
Defense values.

Spend 1 Chi as you make a Martial
Arts nunchaku attack. If you hit,
this and all of your nunchaku
attacks for the rest of the fight
1 | have a Damage Value of 14.

DIM MAK @
Any time after the 6th shot

of the 2nd sequence, spend 3

Chi and make a Martial Arts punch
attack against a featured foe. If
successful, ignore normal Damage
determination; the foe’s Wound

Point total is now 34 for a
3 \
\

featured foe or 49 for a boss. If
ADDITIONAL SCHTICKS & GEAR

unsuccessful, regain 2 Chi.

LIGHTNING FIST

When you hit an opponent with
a Martial Arts punch attack,
spend 1 Chi and 1 shot as an interrupt.
For this attack, and until next

keyframe, your target’s
zn

Toughness is halved
(round fractions up).
BLUR OF RAGE
Spend 1 Chi as you make a Martial
Arts nunchaku attack against a
mook. Until next keyframe, roll a die

whenever a mook attacks you.
1 \
\

On an even result, the mook

drops before it can attack.
INFO: EASTERN PHILOSOPHY 11
LEADERSHIP 1

|

|

MARKS OF DEATH

MARTIAL ARTS

BACKUP ATTACK

DEFENSE

TOUGHNESS

NUNCHAKU

——
——

——

WEALTH



AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM THE FOLLOWING OPTIONS:

Add any one of these Guns schticks (provided you have its
prerequisite, if any): Bag Full of Guns I-1V, Bank Shot, Battle
Scavenge I-lll, Blam Blam Epigram, Both Guns Blazing |-V,
Click Click Toss I-lll, Covering Fire, Disarming Shot, Fast Draw
I-1V, Flesh Wound, Hair-Trigger Neck Hairs, Lightning Reload
I-1V, Lone Wolf, Signature Weapon, Scattering Fire, Stop Right
There!, Soul of the Sniper, Take the Shot, The Way the Wind
Blows, Wild Grenade.

Add one schtick from any of these Martial Arts paths
(provided you have its prerequisite, if any): Death Punch,
Hundred Names, Montage, Outlaw, Ninja, Wing Chun, Wushu.

Increase a skill value from less than 12 to 12.
Increase a skill value of 12+ by 1.

Increase your backup attack to your main attack minus 1.



MASKED

CHARACTER CONCEPT

MELODRAMATIC HOOK

When you attack a single mook
and drop it, 4 other mooks Cheese It.
If your positive die exploded, a total
of 6 mooks Cheese It.

Do SR | After spending Fortune on a
ADDITIONAL SCHTICKS & GEAR boost, roll a die. On an even result,
POLICE SHELL ARMOR 5/25/0 yollget the Fortline back:

ONCE PER SEQUENCE, ADD +5 TO YOUR
TOUGHNESS AS AN INTERRUPT AFTER A GUNS
HIT. BONUS APPLIES ONLY TO THIS HIT.

GUNS

BACKUP ATTACK
MARTIAL ARTS 12

DEFENSE

Add +X to the shot cost of a

ONCE PER SESSION, WHEN YOU TAKE A Guns attack to gain +X Guns for that
GUNS HIT THAT WOULD OTHERWISE TAKE attack X cannot exceed 3

TOUGHNESS

YOU ABOVE 25 WOUND POINTS, SPEND
1 FORTUNE AND 3 SHOTS TO REDUCE

PAMAGE FROM THATHITTO O —— S

DETECTIVE 15
INTIMIDATION 12

VS. MOOKS AND STREET-LEVEL CRIMINALS 15
INFO: SCIENCE 15
FIX-IT 1

COLT 1911 10/2/4

——
——

——

MARKS OF DEATH
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MAVERICK COP

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT, 2T
YOU MAY SELECT FROM THE FOLLOWING OPTIONS: o

Add any one of these Guns schticks (provided you have its
prerequisite, if any): Bag Full of Guns I-1V, Bank Shot, Battle
Scavenge I-lll, Bloody but Unbowed I-Ill, Both Guns Blazing I-V,
Carnival of Carnage I-1V, Click Click Toss I-Ill, Covering Fire,
Disarming Shot, Fast Draw I-1V, Flesh Wound, Hair-Trigger Neck
Hairs, Lightning Reload I-1V, Lone Wolf, Scattering Fire, Stop
Right There!, Soul of the Sniper, Take the Shot, The Way the
Wind Blows, Wild Grenade.

Add any one of these Driving schticks (provided you have its
prerequisite, if any): A Ride is a Ride, Counterslam, Custom Ride,
Dazed and Contused, Floor It I-lll, Hold on Tight I-1ll, Laying
Rubber, Lightning Speed, Objects in the Mirror, Obstacle Course,

Oh No You Don’t, Ramming Speed I-Ill, Swerve I-lll, Takes a
Licking, Tarmac Warrior, Tight Roll lI-1ll, Tools of the Trade,
Vroom!

Add a skill you do not have from this list, at a rating of 9: Deceit,
Fix-1t, Gambling, Info (any), Intimidation, Intrusion, Leadership,
Sabotage, Seduction.

Increase a skill value from less than 12 to 12.

Increase a skill value of 12+ by 1.

Increase your backup attack to your main attack minus 1.



CHARACTER CONCEPT

MELODRAMATIC HOOK

Your favorite Smith & Wesson
Model 29 deals 3 more damage than
the norm.

Add +2 Guns vs. any target you
know to be a murderer, torturer, or
felony sex offender.

Add 1to the shot cost of any

Guns attack and make a pithy quip
before or after shooting. The Damage
Value of your weapon increases 1
by 2 against a non-Impaired
opponent, by 8 against an
Impaired opponent.

ADDITIONAL SCHTICKS & GEAR

1981 CHEVROLET IMPALA:
ACCELERATION 8 - HANDLING 9
(SQUEAL 10) - FRAME 6 (CRUNCH 8)

Spend 1 Fortune to get +2

Driving until next keyframe
when you are the pursuer in a
vehicle chase.

When a vehicle you’re driving
crashes, you and all occupants
gain +2 Toughness against crash
damage.

i

DRIVING 13
POLICE 15
INFO: DIVE BARS 15

MARKS OF DEATH

*THIS INCLUDES YOUR SIGNATURE WEAPON BONUS.

MAVERICK:

COP

GUNS

BACKUP ATTACK
MARTIAL ARTS 12

DEFENSE

TOUGHNESS

FORTUNE

SMITH & WESSON
MODEL 29* 1473/5
COLT DETECTIVE
SPECIAL /5
WINCHESTER
MODEL 70 | ©¥/5/5

g
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NINJA

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM THE FOLLOWING
OPTIONS:

Add one schtick from any of these Martial Arts
paths (provided you have its prerequisite, if
any): Banisher, Death Punch, Dragon, Drunken
Master, Flame, Fox, Healer, Montage, Outlaw,
Ninja, Nunchaku, Tiger, Weapon Master,
Welcoming Sky, Willow, Wing Chun, Wushu

Add any one of these Guns schticks (provided
you have its prerequisite, if any): Bank Shot,
Battle Scavenge I-lll, Bloody but Unbowed I-lIl,
Both Guns Blazing |-V, Carnival of Carnage |V,
Click Click Toss I-lll, Covering Fire, Disarming
Shot, Fast Draw I-1V, Flesh Wound, Hair-Trigger
Neck Hairs, Lightning Reload I-1V, Lone Wolf,
Scattering Fire, Smoke Arrow, Stop Right There!,
Soul of the Sniper, Take the Shot, The Way the
Wind Blows.

Add a skill you do not have from this list, at
a rating of 10: Detective, Driving, Gambling,
Info (any), Intimidation, Leadership, Sabotage,
Seduction.

Increase a skill value from less than 12 to 12.

Increase a skill value of 12+ by 1.

Increase your backup attack to your main
attack minus 1.




CHARACTER CONCEPT

MELODRAMATIC HOOK

Add +2 Martial Arts if the

current fight takes place in a location
you have ever covertly entered using
Intrusion, including at the beginning
of this fight.

When attacking an opponent for
the first time in the current fight,
treat the opponent’s Toughness as 4.

This is inapplicable if the opponent’s
Toughness is less than 4.

Make any attack silently and @
without attracting notice. On a

Guns attack, describe yourself using

a silencer.

ADDITIONAL SCHTICKS & GEAR

DARK'S SOFT WHISPER

l

i

PANTHER POUNCE @
If you are the only PC in a scene

and you encounter a single GMC,
spend O Chi (for a mook) or 2 Chi (for
a named character) to knock out, daze,
or otherwise render the target helpless
and unable to interfere with you. Lasts
for five minutes, or until you try

to harm the character, whichever
0/2 | comes first.
\

When you give an ally a Defense
boost, you also gain the benefit
of the boost.

DECEIT 12
INTRUSION 15
FIX-IT n
INFO: ARCHITECTURE 15

MARKS OF DEATH

MARTIAL ARTS

BACKUP ATTACK

GUNS 12

DEFENSE

TOUGHNESS

CHI

STILETTO 9/1/-
TONFA 8/3/-
THROWING 5/0/-

STARS

——

COMBAT KNIFE

6/0/-
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OLD MASTER

AWESOMING UP"

ADVANCEMENT,
YOU MAY SELECT FROM
THE FOLLOWING OPTIONS:

WHEN YOU GAIN AN
Add one schtick from any of these

’

’
il

its prerequisite, if any): Banisher, Death
Punch, Dragon, Drunken Master, Flame

Fox, Healer, Montage, Outlaw, Ninja
Nunchaku, Sword, Tiger, Weapon Master,

Welcoming Sky, Willow, Wing Chun

Martial Arts paths (provided you have
Wushu.




OLD

MASTER

CHARACTER CONCEPT

MELODRAMATIC HOOK

Your base damage with a punch or Spend 4 shots to make a Martial Arts

kick is 10, not 7. kick attack. If the attack hits, you MARTIAL ARTS

may make another kick attack on the same
opponent at O shot cost. You may
continue doing this until an attack
fails, or until you land a third hit. BACKUP ATTACK

Spend 1 shot to make a horizontal,
vertical, or diagonal leap
of up to 28 m. Also costs 1 Chi, if
your current Chi is less than 2.

In a fight under the adverse condition
Torrential Rain, spend 1 Chi and O
shots to gain a +2 Immunity
bonus until end of fight or end
of condition.

Spend 1 Chi and 1 shot to gain +2
Defense against non-
Martial Arts attacks until next
keyframe.

Make a Difficulty 7 Constitution Check
whenever you take damage during a
fight. Each time you fail, your Defense drops

When an enemy misses you with by 1, and stays that way until end of fight.

a Martial Arts attack, spend 1 shot

to fly up to 14 m backwards, away
1 from your enemy. Regain 1 spent

|

Chi.
OMINGUS FLUTTER @ INFO: CHINESE PHILOSOPHY 15
Spend 1 Chi. Until the end of the fight, INFO: CALLIGRAPHY 15
any attack you immediately LEADERSHIP 1
precede with a Prodigious Leap gets
a +1 bonus.
\

ADDITIONAL SCHTICKS & GEAR

UNSKILLED CHECKS USE A RATING OF 7

MARKS OF DEATH

i




AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM THE FOLLOWING
OPTIONS:

Add any one of these Guns schticks (provided you
have its prerequisite, if any): Bag Full of Guns I-1V, Bank
Shot, Battle Scavenge I-Ill, Blam Blam Epigram, Bloody
but Unbowed I-Ill, Both Guns Blazing I-V, Carnival

of Carnage I-1V, Click Click Toss I-lll, Covering Fire,

Fast Draw [-1V, Flesh Wound, Hair-Trigger Neck Hairs,
Lightning Reload I-1V, Lone Wolf, Signature Weapon,
Scattering Fire, Stop Right There!, Take the Shot, The
Way the Wind Blows, Wild Grenade.

Add a skill you do not have from this list, at a rating of 11:
Deceit, Driving, Fix-It, Gambling, Info (any), Intimidation,
Leadership, Sabotage, Seduction.

Increase a skill value from less than 12 to 12.

Increase a skill value of 12+ by 1.

Increase your backup attack to your main attack minus
1.



PRIVATE

CHARACTER CONCEPT

MELODRAMATIC HOOK

Z

©

’f@ CUT THE BULL

Add +2 to attacks against When you and the other PCs GUNS
characters you spoke with in the are speculating as to the best course
previous scene. of action, or as to the motivations of

a given character, you can spend a

> Fortune point to have the GM tell you BACKUP ATTACK
NEEDLING REMARK /- whether your speculation is correct or CKU c
When exchanging barbs with INERITAREE MARTIAL ARTS 12

a character in a non-combat scene,

spend 1 Fortune. Until the end of the DEFENSE
adventure, that character gets
+1 to attack you; you get +2 to Take a -1 penalty to your attack !
1 attack that character. roll against a foe carrying a weapon.
If your attack hits, the foe drops the TOUGHNESS

weapon. The shot cost of their next
ADDITIONAL SCHTICKS & GEAR attack increases by +3. After this
attack the foe is considered to have
their weapon back. Against bosses,
take a -3 penalty to your attack to FORTUNE
use this ability.

\ /
DETECTIVE 15
INFO: LAW n
ROSSI
INTRUSION n MODEL 515 8/2/4

——
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AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM
THE FOLLOWING OPTIONS:

Add one schtick from any of these Martial Arts
paths (provided you have its prerequisite, if
any): Banisher, Death Punch, Dragon, Drunken
Master, Flame, Fox, Healer, Hundred Names,
Montage, Outlaw, Ninja, Nunchaku, Sword,
Tiger, Weapon Master, Welcoming Sky, Willow,
Wing Chun, Wushu.

Add a skill you do not have from this list, at
a rating of 10: Deceit, Detective, Driving, Fix-

It, Info (any), Intrusion, Leadership, Sabotage,
Seduction.

Increase a skill value from less than 12 to 12.
Increase a skill value of 12+ by 1.

Increase your backup attack to your main
attack minus 1.




PIRATE

CHARACTER CONCEPT

MELODRAMATIC HOOK

After performing a stunt that After taking Wound Points from

has you swinging on a rope or a boss, add a free Fortune die to your MARTIAL ARTS
otherwise evoking classic pirate next check.
action, gain +2 to attacks until end of
sequence. P BACKUP ATTACK
@

(-\ When for the first time in a fight GUNS 12
IRON GUT @ you take 10 or more Wound Points,
Add +3 to Constitution spend 1 shot as an interrupt to reduce DEFENSE
Checks to resist the effects of Wound Points taken to 1.

overindulgence in food and alcohol,

and against poisons of all kinds.
PRODIGIOUS LEAP @ TOUGHNESS
ADDITIONAL SCHTICKS & GEAR Sfeciel el Uo ile e

horizontal, vertical, or diagonal

leap of up to 14 m. This also costs 1

Chi, if your current Chi is less than

2. After you gain two or more other
schticks in the Welcoming

Sky path, leap increases
1* to 28 m.

RILLS —

GAMBLING 1 BLACK POWDER [

3/6
INFO: SEAFARING AND PIRACY 15 \ PISTOL o ¢
INTIMIDATION 12 CUTLASS s

——

: ' :
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SCRAPPY KID

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM THE FOLLOWING
OPTIONS:

Add one schtick from any of these Martial Arts
paths (provided you have its prerequisite, if
any): Banisher, Death Punch, Dragon, Flame, Fox,
Healer, Montage, Outlaw, Ninja, Nunchaku, Tiger,
Weapon Master, Welcoming Sky, Willow, Wing
Chun, Wushu.

Add a skill you do not have from this list, at
a rating of 9: Deceit, Driving, Fix-It, Gambling,
Info (any), Intimidation, Intrusion, Leadership,
Sabotage

Increase a skill value from less than 12 to 12.

Increase a skill value of 12+ by 1.




SCRAPPY

KID

CHARACTER CONCEPT

MELODRAMATIC HOOK

DISTRACTION ‘
Describe a distracting non- Spend 1 Chi. Until next

lethal assault against your target. keyframe, Dodges increase
Instead of damage, on a successful 1 your Defense by +4.
Martial Arts attack, the target suffers
3 Impairment for a number of shots
equal to your Outcome. You can’t

BACKUP ATTACK
further distract an already distracted . @
opponent. Y Pay 2 Chi to reduce

Wound Points dealt to you

2 | by an attack to 3. DEFENSE

MARTIAL ARTS

N\

Roll a die when you are attacked FORCEFUL DART @
while benefiting from a Defense

boost. On an even result the boost
continues until end of next shot.

TOUGHNESS

Spend 1 Chi to give your
thrown darts or throwing
stars a Damage Value of X - 1 until
next keyframe. X = the highest

base Damage Value of any weapon
A RIDE IS A RIDE @ currently being wielded by
Ignore Unfamiliar Vehicle an ally (ignoring any special
penalties. damage bonuses the ally gets).
\

N /
DD TIONAL GCHTICKe & GEAR B ——

DECEIT 10

THROWING
DRIVING 1 STARS* 5/0/-
INFO: KID CULTURE 15

——

: ( :
MARKS OF DEATH

WEALTH
*YOU CAN DESCRIBE THIS AS SOMETHING ELSE
APPROPRIATE, LIKE A YO-YO ATTACK, IF DESIRED.
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AWESOMING UP

WHEN YOU GAIN AN
ADVANCEMENT,
YOU MAY SELECT FROM
THE FOLLOWING OPTIONS:

Add one schtick from any of these
Martial Arts paths (provided you have
its prerequisite, if any): Banisher, Death
Punch, Dragon, Fox, Healer, Montage,
Tiger, Weapon Master, Welcoming Sky,
Willow, Wing Chun, Wushu.

Add a skill you do not have from this
list, at a rating of 10: Detective, Fix-It,
Info (any), Leadership.

Increase a skill value from less than 12 to
12.

Increase a skill value of 12+ by 1.




CHARACTER CONCEPT

MELODRAMATIC HOOK

After making a successful Martial

Arts Check, spend 3 Chi and 1 shot

to prevent your opponent from taking

actions until next keyframe, or until
opponent takes 3 or more
Wound Points, whichever

3 comes first.
\

When an opponent misses you
with a hand-to-hand attack, spend
1 Chi as an interrupt to give opponent a
-1 attack penalty until end of fight.
Not usable if opponent is already
1 Pressure Blocked.

Spend 1 shot; touch a subject who
is unable to act due to the effect of
the Point Blockage fu power. Subject is
released from effect and takes an
action during the following shot.
I Subject gets +2 to next check.

Spend 3 shots and 1 Chi to reduce
a character’'s Wound
Point total by the result of
your Martial Arts Check.

ADDITIONAL SCHTICKS & GEAR

*YOUR UMBRELLA IS DAMAGE 7 WHEN
WIELDED BY ANYONE BUT YOU.

Allies may spend 1shot and 1
Fortune to give you 1 Chi.

THE POWER OF LOVE @
Cradle an (apparently) dead comrade

in your arms, weeping and wailing

until your tears spatter his or her face.
Spend 1 Chi when an ally who is close
enough for you to touch fails a Death Check.
Your ally lapses into immediate,
death-like unconsciousness but gets
1 | to make a new Death Check.

RILLS —

-

INFO: CALLIGRAPHY 15
INFO: CHINESE PHILOSOPHY 14
MEDICINE 15

MARKS OF DEATH

MARTIAL ARTS

BACKUP ATTACK

UMBRELLA

g

WEALTH
WORKING STIFF



SORCERER

AWESOMING UP

WHEN YOU GAIN AN
ADVANCEMENT,
YOU MAY SELECT FROM THE
FOLLOWING OPTIONS:

Add one schtick from any of these
Sorcery specialties: Blast, Divination,
Fertility, Heal, Movement, Summoning.

Add a skill you do not have from this
list, at a rating of 10: Deceit, Detective,
Driving, Fix-It, Gambling, Info (any),
Intimidation, Intrusion, Leadership,
Sabotage, Seduction.

Increase a skill value from less than 12
to 12.

Increase a skill value of 12+ by 1.




SORCERER

CHARACTER CONCEPT

MELODRAMATIC HOOK

As a standard 3-shot action, direct a
ranged attack of raw magical energy

at a combatant of your choice, using your
Sorcery attack value, Damage 9.

Specialty: Blast.

MAGNETIC BLAST

When you hit a vehicle with a Chi Blast,
it takes +3 Condition Points.

Specialty: Blast.

FIGHT FINDER

Spend 1 Magic to know the location
of the nearest group of people who
want to kill you. You do not know which
group. If no one wants to kill you, it must
be early in the series. You get the Magic

point back.
1 Specialty: Divination.
\
Fly through the air, moving up to 5 m per
shot.

Specialty: Movement.
N /

ADDITIONAL SCHTICKS & GEAR

See the flow of chi in an area, noting
how strong or weak it is and if it

is corrupted or impinged upon by some
unnatural force. Immediately identify feng
shui sites. Tell whether an individual you can
see in person is attuned to at least one feng
shui site.

Specialty: Divination.

Spend 4 shots and 1 Magic to reduce a
character’s Wound Point total by the

:n result of your Sorcery Check.
1

Specialty: Heal.

Spend 2 Magic to gain any Sorcery
schtick you don’t have, provided you have
at least one schtick within that specialty,
until end of session. Takes 3 shots if used

in combat (6 shots if you're
looking at the rulebook when

your shot comes up).

2 B

INFO: HISTORY

i

13

MARKS OF DEATH

SORCERY

BACKUP ATTACK

DEFENSE

WEALTH




e

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM THE FOLLOWING OPTIONS:

Add any one of these Guns schticks (provided you have its
prerequisite, if any): Bag Full of Guns I-1V, Bank Shot, Battle
Scavenge I-lll, Blam Blam Epigram, Bloody but Unbowed I-llI,
Both Guns Blazing I-V, Carnival of Carnage I-1V, Click Click
Toss I-1ll, Covering Fire, Disarming Shot, Fast Draw II-1V, Flesh
Wound, Hair-Trigger Neck Hairs, Lightning Reload I-1V, Lone
Wolf, Signature Weapon, Scattering Fire, Stop Right There!,
Soul of the Sniper, Take the Shot, The Way the Wind Blows,
Wild Grenade.

Add any one of these Driving schticks (provided you have its
prerequisite, if any): A Ride is a Ride, Counterslam, Dazed and
Contused, Floor It I-1ll, Hightailing It, Hold on Tight I-lll, Laying
Rubber, Lightning Speed, Objects in the Mirror, Obstacle Course,
Oh No You Don’t, Ramming Speed I-1ll, Swerve I-lll, Tight Roll I-llI,
Tools of the Trade, Vroom!

Add a skill you do not have from this list, at a rating of 11:
Detective, Driving, Info (any), Intimidation, Leadership, Sabotage.

Increase a skill value from less than 12 to 12.
Increase a skill value of 12+ by 1.

Increase backup attack to match main attack.



CHARACTER NAME

CHARACTER CONCEPT

MELODRAMATIC HOOK

ADDITIONAL SCHTICKS & GEAR

Add +1 to Guns if your previous
attack used Martial Arts. Add +1 to
Martial Arts if your previous attack
used Guns.

Add +1 to Guns, Martial Arts,
and Defense vs. characters you
have exchanged dialogue with at a
previous time or location.

i

DECEIT 15
FIX-IT n
GAMBLING 12
INFO: FASHION 12
INFO: FOOD AND DRINK 14
INFO: GEOPOLITICS 12
INTRUSION 12
SEDUCTION 13

MARKS OF DEATH

GUNS

BACKUP ATTACK
MARTIAL ARTS 13

DEFENSE

TOUGHNESS

WALTHER PPK

——
——

WEALTH




~ SUPERNATURAL CREATURE

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM THE FOLLOWING
OPTIONS:

Add any one of the following Creature Powers (provided
you have its prerequisite, if any): Arcane Battery, Blast,
Blood Drain, Born in a Cage, Corded Musculature, Death
Resistance I-lll, Flight, Foul Spew, Fur, Goldenheart
Monster, Inevitable Comeback, Memory Drain, Mimicry,
Night Dweller, Regeneration Il-1V, Steel Hide,
Transformation I-1l, Venom Sac.

Add a skill you do not have from this list, at a rating of 9:
Deceit, Gambling, Info (any), Intimidation, Intrusion.

Sen ~ Increase a skill value from less than 12 to 12.

Increase a skill value of 12+ by 1.




CREATURE

CHARACTER CONCEPT

MELODRAMATIC HOOK

You gain +2 to Creature Powers

if at least one of your allies has
accrued 25 or more Wound Points, or
+3 to Creature Powers if any of them
are down.

NATURAL WEAPON

(1)

Your Creature Powers attacks
occur at close range, striking
your opponent with spines, claws,
jagged teeth, or another monstrous
body part of your choice, dealing 13
Damage.

You can easily move, breathe,
and fight underwater.

(1)

Your Wound Point total
decreases by 2 at the beginning
of each sequence.

ADDITIONAL SCHTICKS & GEAR

TRANSFORMATION I
You may change back and forth “»

from your true form to that of

an ordinary-looking human being.
Describe the single human form you
can assume. While in this form you
can’t access your other Creature
Powers. In combat, it takes you 3 shots
to transform. In any other scene, it
takes about 20 seconds.

When in monstrous form, you
gain the Intimidate skill at an
Action Value of 12.

INHUMAN PHYSIOLOGY

The Medicine skill works to heal
you only if the doctor using it
was trained in the Ancient Juncture
or Netherworld.

N\

N\

UNSKILLED CHECKS USE A RATING OF 7

MARKS OF DEATH

| |

CREATURE POWERS

BACKUP ATTACK

DEFENSE

TOUGHNESS

MAGIC

WEALTH
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AWESOMING UP

WHEN YOU GAIN AN
ADVANCEMENT,
YOU MAY SELECT FROM THE
FOLLOWING OPTIONS:

4 Add one schtick from
any of these Martial Arts
paths (provided you have
its prerequisite, if any): Fox,
Healer, Hundred Names, Montage,
Outlaw, Sword, Tiger, Weapon Master,
Welcoming Sky, Willow, Wing Chun,
Wushu.

Add a skill you do not have from
this list, at a rating of 10: Deceit,
Detective, Driving, Fix-It, Info
(any), Leadership, Medicine,
Sabotage, Seduction.

Increase a skill value from less
than 12 to 12.

Increase a skill value of
12+ by 1.




SWORD

MASTER

CHARACTER CONCEPT

MELODRAMATIC HOOK

Spend 1 Chi and 2 shots to gain When you hit a named foe,

spend 1 Chi as an interrupt

MARTIAL ARTS

+2 Martial Arts vs. multiple
opponents until end of and roll a die. Odd: drop 1
sequence. 1 mook. Even: drop 2 mooks.

BACKUP ATTACK

Add +1 to Damage Value with When you are missed by a
swords for each mook you drop. named foe’s ranged attack while DEFENSE
The bonus is reduced by half (round Dodging, drop 1 mook.

up) each time you hit a named foe

and lasts until the end of the fight.
WATER SWORD @
When you hit a named foe, a

ADDITIONAL SCHTICKS & GEAR number of named foes equal to

your Swerve lose 1 shot each, if your
Swerve is more than 1.

UL ——

TOUGHNESS

GAMBLING n
INFO: SMITHING & METALLURGY 14
INTIMIDATION 13

MARKS OF DEATH

roor”




THIEF

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM THE FOLLOWING OPTIONS:

Add any one of these Driving schticks (provided you have its
prerequisite, if any): A Ride is a Ride, Counterslam, Floor It I-lll,
Laying Rubber, Lightning Speed, Objects in the Mirror, Obstacle
Course, Oh No You Don’t, Swerve I-Ill, Tight Roll I-Ill, Vroom!

Add one schtick from any of these Martial Arts paths
(provided you have its prerequisite, if any): Banisher, Fox,
Hundred Names, Willow, Wing Chun, Wushu.

Add a skill you do not have from this list, at a rating of 9:
Detective, Fix-It, Gambling, Info (any), Intimidation, Leadership,
Sabotage, Seduction.

Increase a skill value from less than 12 to 12.

Increase a skill value of 12+ by 1.

Increase your backup attack to your main attack minus 1.




CHARACTER CONCEPT

MELODRAMATIC HOOK

If you get hit while Dodging,
you regain any Fortune spent on the
Dodge, and your next attack action
costs only 1 shot.

ADDITIONAL SCHTICKS & GEAR

1956 AUSTIN-HEALEY 100:
ACCELERATION 9 - HANDLING 7
(SQUEAL 9) - FRAME 6 (CRUNCH 8)

Add +1 Defense against any

opponent who has already hit you

during the current sequence.

HIGHTAILING IT

/

Spend 1 Fortune to get +2
Driving until next keyframe

when you are the evader in a
1 | vehicle chase.

&

|

AN

DRIVING
DECEIT

INTRUSION

UNSKILLED CHECKS USE A RATING OF 7

INFO: ARTS AND ANTIQUES
INFO: GEMS AND JEWELS

i

MARKS OF DEATH

MARTIAL ARTS

BACKUP ATTACK
GUNS 12

DEFENSE

TOUGHNESS

FORTUNE

TELESCOPING
BATON

——
——

——

WEALTH




TRANSFORMED CRAB

AWESOMING UP

WHEN YOU GAIN AN
ADVANCEMENT,
YOU MAY SELECT FROM
THE FOLLOWING OPTIONS:

Add one Transformed Animal schtick
from the crab or omni packages
(provided you have its prerequisite, if
any).

Add one schtick from any of these
Martial Arts paths (provided you have
its prerequisite, if any): Death Punch,
Hundred Names, Montage, Sword,
Weapon Master, Willow, Wing Chun,
Wushu.

Add a skill you do not have from

this list, at a rating of 9: Deceit,
Detective, Driving, Gambling, Info
(any), Intrusion, Leadership, Sabotage,
Seduction.

Increase a skill value from less than 12
to 12.

Increase a skill value of 12+ by 1.

e Increase your backup attack to your
AR main attack minus 1.



CHARACTER CONCEPT

MELODRAMATIC HOOK

Add +2 to Martial Arts vs.

Add +2 Defense before your
first shot in a sequence. featured foes and bosses, if

your previous attack was against a
different featured foe or boss than
the one you’re attacking now.

On a successful bare-handed

Martial Arts attack, you deal 1
damage and the shot cost of target’s
next attack increases by +1. The latter
effect is not cumulative with previous Defense when defending a feng
Pincer attacks. shui site from attack.

Add +2 to Martial Arts and +1 to

M KNUCKLE DEPENDENT
Spend 1 Chi and 3 Subtract -2 Damage from Martial
shots; gain +2 Toughness Arts attacks you make with
1 until next keyframe. weapons.

i

ADDITIONAL SCHTICKS & GEAR

FIX-IT n
INTIMIDATE 13

MARKS OF DEATH

MARTIAL ARTS

BACKUP ATTACK
GUNS 10

DEFENSE

TOUGHNESS

CHI

g

WEALTH
WORKING STIFF




- TRANSFORMED DRAGON

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM THE FOLLOWING
OPTIONS:

Add a Transformed Animal schtick from any package
including the omni package (provided you have its
prerequisite, if any). Note: You can’t take both Extremely
Strong and Very Strong.

Add one schtick from any of these Martial Arts paths
(provided you have its prerequisite, if any): Banisher,
Death Punch, Dragon, Drunken Master, Flame, Fox, Healer,
Montage, Outlaw, Ninja, Nunchaku, Sword, Tiger, Weapon
Master, Welcoming Sky, Willow, Wing Chun, Wushu.

Add a skill you do not have from this list, at a rating of
10: Deceit, Detective, Driving, Fix-It, Gambling, Info (any),
Intimidation, Intrusion, Leadership, Medicine, Sabotage,
Seduction.

Increase a skill value from less than 12 to 12.

Increase a skill value of 12+ by 1.

Increase your backup attack to your main attack minus 1.



DRAGON

CHARACTER CONCEPT

MELODRAMATIC HOOK

Your unarmed Martial Arts
Damage is equal to the Damage
Value of the foe you’re attacking +1.

OMNICOMPETENT

If no other PC present for the '
current session has a value of 13

or more in a given skill, spend 1
Chi to gain a value of 15 in that
1 | skill until end of session.
ADDITIONAL SCHTICKS & GEAR
PORSCHE 918 SPYDER:
ACCELERATION 9 - HANDLING 7
(SQUEAL 9) - FRAME 6 (CRUNCH 8)

Spend 1 Chi to gain a schtick @

possessed by a PC whose player
is absent. When using this schtick,
you can spend your Chi in place of
any other Fortune subtype.

Each time you use a Sorcery or
Creature Powers schtick that requires

a check or expenditure, you gain
1 1 Reversion Point.

FATAL REVERSION

Your dragon form can only
survive in magical environments.

If you are reverted to dragon form in
a magic-hostile juncture, you die.

\
T
MARKS OF DEATH

MARTIAL ARTS

BACKUP ATTACK
GUNS 12

DEFENSE

TOUGHNESS

WEALTH



AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM THE FOLLOWING OPTIONS:

Add any one of these Guns schticks (provided

you have its prerequisite, if any): Bank Shot, Battle
Scavenge I-lll, Click Click Toss I-lll, Covering Fire,
Disarming Shot, Fast Draw I-1V, Flesh Wound, Hair-
Trigger Neck Hairs, Lightning Reload I-1V, Lone Wolf,
Signature Weapon, Scattering Fire, The Way the
Wind Blows, Wild Grenade.

Add any one of these Driving schticks (provided

you have its prerequisite, if any): A Ride is a Ride,
Counterslam, Dazed and Contused, Floor It I-1lI,
Hightailing It, Hot Pursuit, Laying Rubber, Lightning
Speed, Objects in the Mirror, Obstacle Course, Oh No
You Don’t, Ramming Speed I-IIl, Swerve I-lll, Tight Roll
I-1ll, Viroom!

Add a skill you do not have from this list, at a
rating of 10: Deceit, Driving, Fix-It, Gambling, Info
(any), Intimidation, Intrusion, Leadership, Sabotage,
Seduction.

Increase a skill value from less than 12 to 12.
Increase a skill value of 12+ by 1.

Increase your backup attack to your main attack
minus 1.



TWO-FISTED

ARCHAEOLOGIST

CHARACTER CONCEPT

MELODRAMATIC HOOK

Add +1 to Martial Arts

when fighting at a historic or
archaeological site, or for possession
of a historical artifact.

Spend 1 Fortune and 3 shots to
add +3 to all Difficulties for a specified
Sorcery schtick, Creature
Power, or magical relic, until
end of the fight.

MARTIAL ARTS

BACKUP ATTACK

DOGGED —
Gain a bonus to Toughness WHIP MASTER 1

equal to your Impairment. At the beginning of a sequence,
if you are fighting with a whip,

choose to gain either +1 Martial Arts

ADDITIONAL SCHTICKS & GEAR or +1 Defense until end of sequence.

Martial Arts bonus increases to +2 TOUGHNESS

for stunts. You lose the bonus if you
switch to another weapon.

@

DEFENSE

O — FORTUNE
DETECTIVE n
INFO: HISTORY 15

WHIP 10*/3/-

SMITH &
WESSON Mig17 | 107276

——

: ' :
MARKS OF DEATH ey —

*IN ANYONE ELSE'S HANDS @ @ @ @ @ @ WEALTH
YOUR WHIP ONLY DOES 8 DAMAGE. WORKING STIFF




	Credits
	The 36 Chambers of Shaolin have Opened
	Hit the Ground running
	Pick an Archetype
	Archetype Key
	Archetype Name
	Catch-phrase
	Juncture
	Flavor Text
	Awesomeing Up
	Name, Concept and Hooks
	Stat Block
	Archetype Key Graphic
	Wealth
	Icons

	Personalize Your Character
	Concept
	Melodramatic Hook
	Buying In
	Name
	Additional Gear
	Archetype Master List
	Skill Swapping
	Cosmetic Changes

	Advancements
	Your First Advancement
	Later Advancements
	Stat Advancements
	Advancing Outside the Chi War

	Archetypes
	Archer
	Bandit
	Big Bruiser
	Bodyguard
	Bounty Hunter
	Cyborg
	Drifter
	Driver
	Everyday Hero
	Ex-Special Forces
	Exorcist Monk
	Full Metal Nutball
	Gambler
	Gene Freak
	Ghost
	Highway Ronin
	Karate Cop
	Killer
	Magic Cop
	Martial Artist
	Masked Avenger
	Maverick Cop
	Ninja
	Old Master
	Private Investigator
	Redeemed Pirate
	Scrappy Kid
	Sifu
	Sorcerer
	Spy
	Supernatural Creature
	Sword Master
	Thief
	Transformed Crab
	Transformed Dragon
	Two-fisted Archaeologist




