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CHARACTER CREATION FLOW CHART
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CHOOSE UNTO THEE A SPECIES:

BopuL - Bemnegs of Dusious LiNEAGE
CREMEFILLIAN - SNACK CAKES WITH ATTITUDE
CroacH - HicHLY EvoLvED ROACHES

HoRc - VILE SNoT GOBLINS

OofFo - DESCENDANTS OF STRANDED ALIENS
PiLE - CONTANIMATED FILTH

SMELF - AnNOYING LiTTLE BasTARDS

TizN'T - PARTS AND PiEces of ExTiNcT THINGS
WERM - UMMM... WORMS,

SERIOUSLY DUDE, LEARN sOME SKILLS:
EVERYONE GETS 15 POINTS TO SPEND ON MAD
SKILLS, YO. EACH DIE IN A SKILL COSTS 1 POINT
UNTIL YOU EXCEED ITS LINKED ATTRIBUTE, AT
WHICH POINT IS IT COSTS TWO.

GET YOURSELF soME EDGES & HINDRANCES:
GET POINTS BY TAKING HINDRANCES. YOU CAN TAKE
TwWO MINOR (1 POINT EACH) AND ONE MAJOR (2 POINTS)

HINDRANCES.
For 2 poiNTs YOU CAN:
RAiSE AN ATTRIBUTE ONE DIE TYPE.
Gan AN EpGE.
For 1 poINT YOU MAY:
GAIN ANOTHER SKILL POINT.
GAIN ADDITIONAL CLAMS EQUAL TO YOUR STARTING

FUNDS.

2"

AssicN Your ATTRIBUTES:
You START WITH A D4 IN EACH ATTRIBUTE AND
YOU GET FIVE (5) POINTS WITH WHICH TO RAISE
THEM (1 POINT RAISES AN ATTRIBUTE 1 DIE).
AGILITY: SPEED & NIMBLITUDE.
SMARTS; THINKING & KNOWLEDGE.
SpipiT: RESOLVE & WILLPOWER.
STRENGTH: PowER & FITNESs.
Vicor: ENDURANCE & RESISTANCE.
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Ficure out Your DERIVED STATISTICS:

PAck: IT's 6" UNLESS YOUR SPECIES OR EDGES
SAY OTHERWISE.

PARRY: 2 pPLUS HALF YOUR FIGHTING SKILL.

CHaRisMA: 0 uNLESS EDGES op HINDRANCES

CHANGE IT.

TouGHNESS: 2 PLUS HALF YOUR VIGOR PLUS ARMOR.

6™

GeT someE GEAR. VisiT Gogso THE CLAND's

CRAPWAGON AND BUY SOME STUFF (PG. 57).

™

BE SOMEONE. CHOOSE A NAME FOR YOUR
CHARACTER. FIGURE OUT SOME BACKGROUND
DETAILS AND HISTORY. WHY IS HE OR SHE THE
WAY HE OR SHE 157 WHAT, 50 TO SPEAK, MAKES
HIM OR HER TICK? WHAT KIND OF HAIRSTYLE
DOES HE OR SHE HAVE? Is HE OR SHE A HE OR

A SHE (OR A HERMAPHRODITE)? IT's UP TO YOU.




+2 SHOOTING/ THROWING NEXT ROUND (NO MOVING)

ARrea Errect ATTACKS

@ TARGET(S) UNDER TEMPLATE SUFFER DAMAGE

@ TreAT COVER AS ARMOR

@ MISSED ATTACKS DEVIATE 106" FOR THROWN WEAPONS

RuTOFIRE
® RowLL SHOOTING DICE Up TO ROF (onLy 1 WiLp piE)
@ -2 TO THE ATTACK; EACH DIE 15 ROF BULLETS USED

BREARING STUFF

@ PARRY OF INANIMATE OBJECT 15 2

@ NO ADDITIONAL DAMAGE FROM RAISES ON ATTACK ROLL
® NO ACES ON DAMAGE

® IF AN ATTACK CAN'T DO ENOUGH DAMAGE TO DESTROY AN
OBJECT, 1T CAN'T BE DESTROYED (IN COMBAT)

CALLED SHoOTS CovVER
Lims -2 LigHT -1
HEAD -4; +4 DAMAGE Mepium -2
SmaLL TARGET -4 Heavy -4
Ty TARGET -6

DARKNESS

Dim ... -1 ATTACK

DARK ... =2 ATTACK; TARGETS NOT VISIBLE BEYOND 10"
Pr1cH ... TARGET MUST BE DETECTED TO BE ATTACKED AT -4

DEFEND
+2 PARRY; NO OTHER ACTION POSSIBLE

Disarm
-2 ATTACK; DEFENDER MAKES A STRENGTH ROLL VS THE DAMAGE
OR DROPS HIS WEAPON

DouvBLE Tar/THREe Rounp BuRsT
+1 ATTACK & DAMAGE/+2 ATTACK & DAMAGE

THE Dror
@ +4 TO BOTH ATTACK AND DAMAGE ROLLS
@ ATTACKER MUST HAVE INITIATIVE & 15 consiDERED On HoLp

Finisaine Move

HELPLESS VICTIM MAY BE DISPATCHED AS AN ACTION

Gancing Up
+1 FIGHTING PER ADDITIONAL ATTACKER; MAX. +4

GRAPPLING
FIGHTING ROLL TO GRAPPLE; RAISE CAUSES SHAREN. OpPPOSED
STRENGTH/AGILITY ROLL TO BREAK FREE

INNOCENT BYSTANDERS

If A SHODTING ROLL FALLS WHEN FIRING INTO MELEE
AND THE SHOOTING DIE 15 A 1 (OR A 2 WITH CERTAIN
WEAPONS) A RANDOM CHARACTER MAY BE HIT

Non-LeTuar Comear

@ MusT USE BODY PARTS OR BLUNT WEAPON

(-1 FIGHTING TO USE FLAT SIDE OF EDGED WEAPON)

@ ROLL DAMAGE NORMALLY

@ INcAPACITATED EXTRAS ARE DOWN FOR 1D6 HOURS

@ WiLD CARDS TAKE WOUNDS AS NORMAL INCLUDING GOING TO

INCAPACITATION TABLE

OBSTACLES
IF ATTACK HiTS BY CONCEALMENT PENALTY, THE OBSTACLE ACTS
AS ARMOR (SEE OBSTACLE TOUGHNESS TABLE)

PRONE
® OffERs MEDIUM COVER AGAINST RANGED ATTACKS BEYOND 3"
@ -2 FIGHTING & PARRY IN CLOSE COMBAT.

Rancep Wenrpons IN CLosE ComBAaT
TN 1s opPONENT'S PARRY; ONLY PISTOL-SIZED OR SMALLER

WEAPONS MAY BE USED

SvPPRESSIVE FIRE
@& MAKE ATTACK ROLL WITH AUTOFIRE & RANGE PENALTY
@ OnN sUCCESS, TARGETS UNDER MED. BUupsT MAKE SPIRIT ROLL

SuPPRESSIVE FIRE

@ MAKE ATTACK ROLL WITH AUTOFIRE & RANGE PENALTY
@ OnN sUCCESS, TARGETS UNDER MED. BURST MAKE
SPIRIT ROLL OR BE SHAKEN (OR ARE HIT ON 1)

@ Uses 5x ROF v Ammo

Tovcn ATTACK
+2 70 THE FIGHTING ROLL

TRiCK

@ OppoOSED AGILITY OR SMARTS (DEPENDING ON

THE TYPE OF TRICK USED)

@ TARGET 15 -2 PARRY UNTIL NEXT ACTION & SHAKEN ON RAISE

Two WEenrPons
-2 ATTACK; -2 TO OFF HAND If NOT AMBIDEXTROUS

UnarMED DEFENDER

ARMED ATTACKER GAINS +2 ON FIGHTING ROLL

UNnsTABLE PLATFORM

-2 SHOOTING FROM MOVING VEHICLE OR ANIMAL

Wirp ATTack
+2 FIGHTING; +2 DAMAGE; -2 PARRY UNTIL NEXT ACTION

Witnprawing From IMELEE
ADJACENT FOES GET 1 FREE ATTACK AT RETREATING HERO
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S1ze EXAMPLE CREATURE

-2 Oy Boip

-1  DweEs, SMELF

0 MOST NORMAL GUYS

+1 Hoprc

+2  Bap Ass

+3  PriMorDIAL GOON

+4  PuppLe of Yuck, Opre 81z EXAMPLE CREATURE
+5 Your Mama +8 Bary GianT SLoG

+9  ADOLESCENT GIANT SLOG
+10 CHEESE LEECH

+6 HEADSTONE
+7 SouiceLy Mass




MAKE A GuTs ROLL."® IF IT FAILS (OR A 1 ON THE SKILL DIE):
@ GRoTESQUE O HORRIFIC: SHAKEN, MAKE A VIGOR ROLL.
FAILURE: -1 FOR REMAINDER OF ENCOUNTER.

1 onN SkiLL DIE (REGARDLESS OF WILD DIE)

& SAME As FAILURE PLus ROLL ON FEAR TABLE BELOW

@ TerpoR: ExTRrAS ARE PanickeD; WC poLL on Fear TABLE
BELOW

Fear TaBLE

p20  EffecT

1-4 ADRENALINE SURGE: THE HERO'S "FIGHT" RESPONSE TAKES
ovER. HE ADDS +2 TO ALL TRAIT AND DAMAGE ROLLS ON
HIS NEXT ACTION.
SHAKEN: THE CHARACTER IS SHAKEN. NOT STIRRED.
PANICKED: THE CHARACTER WETS HIMSELF IN A MOST
HUMILIATING MANNER AND IS PANICKED.
MINOR PHOBIA: THE CHARACTER GAINS A MINOR PHOBIA
HINDRANCE SOMEHOW ASSOCIATED WITH THE TRAUMA.
Major PHOBIA: THE CHARACTER GAINS A MAJOR PHOBIA
HINDRANCE.
THE MARK OF FEAR: THE HERO 15 SHAKEN AND ALSO
SUFFERS SOME BIZARRE COSMETIC PHYSICAL ALTERATION - A
WHITE STREAK FORMS IN HIS HAIR, HIS EYES TWITCH, HE
GROWS A VESTIGIAL TAIL OR SOME OTHER MINOR PHYSICAL
ALTERATION. THIS REDUCES His CHARISMA By 1.
MYOCARDIAL INFARCTION: THE SO-CALLED HERO IS SO
OVERWHELMED WITH FEAR THAT HIS HEART STUTTERS. HE
BECOMES INCAPACITATED AND MUST MAKE A VIGOR ROLL AT
-2. IF SUCCESSFUL, HE'S SHAKEN AND CAN'T ATTEMPT TO
RECOVER FOR 104 pounDs. IF HE FALLS, HE DIES IN 2D6
ROUNDS. A HEALING ROLL AT -4 SAVES THE VICTIM'S LIFE,
BUT HE REMAINS INCAPACITATED. JELVIS, MAN. GROW A PAIR.

*Add the creajure's Gu{s penally as a positive number to

this roll.

INCAPACITATION

AN INCAPACITATED HERO MUST MAKE AN IMMEDIATE VIGOR ROLL,
APPLYING WOUND MODIFIERS AS APPLICABLE. THIS DOES NOT COUNT
AS AN ACTION.

@ RAISE: THE HERO IS ONLY STUNNED. HE STILL HAS 3 WOUNDS,
BUT 15 NOT INCAPACITATED. HE 15 SHAKEN AND SUFFERS A TEMPO-
RARY IMPAIRMENT AS WELL. RoLL 206 oN THE INJURY TABLE. THE
EFFECTS ARE SHORT-TERM AND GO AWAY WHEN THE COMBAT 1S OVER.
@ Success: THE HERO 18 UNCONSCIOUS. HE REGAINS CONSCIOUSNESS
WITH A SUCCESSFUL HEALING ROLL, AS NOTED ABOVE, OR AFTER AN
HOUR HAS PAsSED. ROLL 2D6 on THE INJURY TABLE. THE INJURY
GOES AWAY WHEN ALL WOUNDS ARE HEALED.

FAILURE:

THE vicTimM 1s BLEEDING OUT. AT THE START OF EACH ROUND,
HE MUST MAKE ANOTHER VIGOR ROLL (WITH APPLICABLE PENALTIES).
A FAILURE MEANS HE HAS TO ROLL AGAIN NEXT ROUND. A RESULT OF
1 oR LESS 1S A CRITICAL FAILURE. SUCCESS MEANS HE STABILIZES BUT
REMAINS UNCONSCIOUS UNTIL HEALED. RoLL 206 on THE INjuRry
TABLE As WELL. THE INJURY IS PERMANENT AND REQUIRES SPECIAL-
IST HEALING (SUCH AS THE GREATER HEALING POWER).

WITH NONLETHAL DAMAGE, TREAT THIS AS A SUCCESS EXCEPT
THE HERO IS UNCONSCIOUS FOR 1D6 HOURS.

CRITICAL FAILURE:

THE HERO 1S DEAD. NOTHING CAN BRING HIM BACK. WITH NON-
LETHAL DAMAGE, TREAT THIS AS A SUCCESS EXCEPT THE HERO IS
UNCONSCIOUS FOR 206 HOURS,

OBJECT TOUGHNESS

OBJECT DAMAGE TYPE

Brount, CutTiNG

TOUGHNESS
Crappy Door -8

Heavy Doogr 10
Lock 8
MANACLES 12

BLunT, CUTTING
Brunt CUTTIiNG
BrLunT, PierciNG CUTTING

METAL WEAPON 10 Brunt CUTTING

Rope 4 CuTTING, PIERCING
CRAPPY SHIELD BrunT, CuTming
DECENT SHIELD Brunt, CurTiNG
GoOoD SHIELD BrunTt, CuTTING

OATMEAL SPILLING

RoLL 206 ON THE TABLE BELOW. IF THE ATTACK THAT CAUSED
THE INJURY WAS DIRECTED AT A SPECIFIC BODY PART, USE THAT
LOCATION INSTEAD OF ROLLING RANDOMLY.

206  Wounp

2 Busingss: IF THE INJURY IS PERMANENT, REPRODUCTION
AIN'T HAPPENIN' WITHOUT MIRACLE SURGERY OR MAGIC.

3-4 ARM: ROLL THE LEFT OR RIGHT ARM RANDOMLY; IT's
RENDERED USELESS.

5-9 GuTs: YOU'RE HIT SOMEWHERE BETWEEN THE JAW AND

THE JEWELS.

RowrL 1p6:
1-2 BROKEN: AGILITY REDUCED A DIE TYPE (MIN D4).
3-4 BATTERED: VIGOR REDUCED A DIE TYPE (MIN D4).
5-6 BUSTED: STRENGTH REDUCED A DIE TYPE (MIN D4).
10 LeG: ROLL LEFT OR RIGHT LEG RANDOMLY. IT's
RENDERED USELSS AND PACE REDUCED -1.
HEAD: A GRIEVOUS INJURY TO THE HEAD.
Roww 1p6:
1-2 Hipeous Scapr: You Gamy THE UeLy HINDRANCE.
3-4 BuinpeD: GaIN THE ONE EYE HINDRANCE (OR THE
BrinD HINDRANCE IF YOU ONLY HAD ONE GOOD EYE).
5-6 BRain DAMAGE: MASSIVE TRAUMA TO THE HEAD.
SMARTS REDUCED ONE DIE TYPE (MIN D4).

INTIAL REACTION

HosTiLE: THE NPC 15 OPENLY HOSTILE AND DOES HIS
BEST TO STAND IN THE HERO'S WAY.

UNCOOPERATIVE: THE NPC I5N'T WILLING TO HELP
UNLESS THERE'S A SIGNIFICANT ADVANTAGE TO HIMSELF.
NEUTRAL: THE NPC HAS NO PARTICULAR ATTITUDE, AND
WILL HELP FOR LITTLE REWARD If THE TASK AT HAND IS VERY
EASY. IF THE TASK IS DIFFICULT, HE'LL REQUIRE A REWARD.
FriENDLY: THE NPC WILL GO OUT OF HIS WAY FOR THE
HERO. HE'LL LIKELY DO EASY TASKS FOR FREE AND IS
WILLING TO DO MORE DANGEROUS TASKS FOR A REWARD.
HEeLpFUL: THE NPC 1s ANXIOUS TO HELP THE HERO FOR
FREE DEPENDING ON THE NATURE OF THE TASK.




CLIMBING MODIFIERS

SITUATION

CrimBinG EQUIPMENT

Apv. CumBinG EQUIPMENT

ScARCE/ THIN HANDHOLDS

WET/SLIPPERY SURFACE

Icy SURFACE

® MAKE A ROLL FOR EVERY 10" (20M) CLIMBED

@ DURING COMBAT, CLIMB /2STRENGTH ROUND BUT ONLY IF USING

ROPES OR IF THERE ARE GOOD HANDHOLDS
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SiTUATION

TRACKING >5 INDIVIDUALS +2
RECENT snOW +4
Mup +2
DusTy AREA +1
Raining -4
TRACKING IN POOR LIGHT =2
Tracks >1 DAY oLD

TARGET TRIED TO HIDE TRACKS

E che

TP ':;_.-_.;%-_ R
STEALTH

SITUATION MODIFIER

CRAWLING, SLITHERING 2

Running, DaNCING -2

Dim LigHT i §

DARKNESS +2

Prrca DARKNESS +4

LicHT COVER +1

Mepium CoveR +2

Heavy COvVER +4

@ GUARDS ARE EITHER INACTIVE OR ACTIVE.

@ SUCCESS AVOIDS INACTIVE GUARDS; FAILURE MEANS GUARDS ACTIVE.
@ ACTIVE GUARDS MAKE NOTICE ROLLS TO OPPOSE THE STEALTH
ROLL. FAILURE MEANS GUARDS SPOT THE CHARACTER.

@ LAST 5" ALWAYS REQUIRES OPPOSED STEALTH vs NOTICE CHECK.
@ MOVE 5XPACE PER STEALTH CHECK OUTSIDE COMBAT; IN COMBAT,

EACH ROUND.

DeEescripTioN

BupniNG WEAPON

SpoT FIRE, TorcH

CamppiRe, Bupning Housg
Lava, CHoppinGg BrLock CHIL

INTIMIDATE OpPPOSED ROLL VS SPIRIT; +2 TO NEXT ACTION VS
TARGET WITH SUCCESS, WITH RAISE, TARGET ALSO SHAKEN.

TAuNT OppoSED ROLL VS SMARTS; +2 TO NEXT ACTION VS JARGET
WITH SUCCESS; WITH RAISE, TARGET ALSO SHAKEN.

A CHARACTER'S LoaD LiMIT 1S EQUAL TO 5% STRENGTH. EAcH
MULTIPLE OF THE LIMIT AFTER THE 15T SUBTRACTS 1 FROM AGILITY
AND STRENGTH, AND ALL LINKED SKILLS, CREMEFILLIANS CAN CARRY
15% STRENGTH BEFORE PENALTIES.

CRAWLING: 2" PER TURN; COUNTS AS BEING PRONE

CroucHinG: /2 PACE, MAY RUN (HALVE TOTAL PACE AFTER

ROLLING). RANGED ATTACKS AGAINST HIM SUFFER A =1 PENALTY
DifpicuLT GROUND (MUD, STEEP HILLS, SNOW, ETC...): COUNT EACH
INCH AS 2" FOR MOVEMENT
Jumping: CAN jump 1" HORIZONTALLY FROM DEAD STOP, OR UP TO 2"
WITH A "RUN AND GO." SUCCESSFUL STRENGTH ROLL GRANTS +1".

ARrMOR  OBSTACLE
‘Grass, LEATHER +8
BonE, Scars +10
TYPICAL WOODEN WALL

Bricks, Rocks
MucosiTE, METAL

THick DooRr
IncrepiBLY HUuGE MonsTER™ HAIR

RANDOM STUEE

Monts or THE YEAR
ONEUARY Fiveuary NINEUARY
Twouary SIXUARY TeENvARY
THREEUARY ELEVENUNE
Fouruary

SEVENUARY
EIGHTUARY TWELVEUARY
Davs or THE WEEK
BooResnay

Frien Ece

SPLATTERDAY

SpooNDAY
MooNDAY
TuBesDAY
WeNsDAY

GeoLocicaL Erocus
A Rearry Rearry Long TiME Aco
A Rearry LonG TiME AGo

Way Back in THE Day

Back in THE Day

THE TiME OF THE FLUSH

AFTER THE WIPE

YESTERYEAR

RECENTLY

Units or MIEEASURE
MEASUREMENT  UniT MEASUREMENT
DisTANCE YoRrT SPEED
WEIGHT Yort ACCELERATION
Yort' AREA
UGLINESS
Fravor
WiDTH Yort AGE

HEIGHT YoRrT TEMPERATURE

VOLUME
PassaGe of TIME  YORT
LENGTH YORT

DiMEnsIONLESS — YORT
QUANTITIES

Unit
Yort/YORT
Yort/Yort'
Yory?
HoRgcaL YORT
YoRT

Yort

YoRrT

EVERYTHING Eise YORT

REATIONSICOM.




