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v APDILITY TEXNIX MAKING ATTACKX

ABILITY TEST RESULT = ATTtACcK RoLL 2 DEreNSE = HiT
3p6 + AsiLiTy + Focus (IF APPLICABLE)

APILITY FOCUXEX

*  Accuracy: Assault Rifles, Bows, Black Powder Weapons,
Grenades, Longarms, Pistols, Shotguns, SMGs, Thrown

DeEreNSE = 10 + DexTerITY + LEVEL BONUS (IF ANY) +

BASIC TEST DIFFICULTY SureLp Bonus (F Anv)

TEest DIFFICULTY TARGET NUMBER

ATTACK ROLL MODIFIERX

Routine 7

¢ Communication: Animal Handling, Bargaining, Eas 9 MODIFIER CIRCUMSTANCE
Deception, Disguise, Etiquette, Expression, Gambling, Y 3 Melee attacker in heavy snow. Combat in a
Investigation, Leadership, Performance, Persuasion, Average 11 lightless room.
Seduction Challenging 13 Melee attacker in the mud. Ranged attack vs.
*  Consrtrrution: Propelling, Running, Stamina, Hard 15 -2 defgnﬁer engaged in melee combat. Combat
Swimming, Tolerance Formidable 17 at night.
Rain, mist, ke ob the defender.
e DexteriTY: Acrobatics, Crafting, Driving, Forgery, Imposing 19 -1 C‘Zﬁbl:?n loor ‘;I;;;hf;rfcclliltlirgis € detender
Initiative, Piloting, Riding, Sabotage, Sleight of Hand, Nigh Impossible 21 .
Stealth & P 0 Normal circumstances.
e FicuTrING: Brawling, Flexible Weapons, Grappling, Heavy ADVANCED TEXTX +1 ﬁi;ikizz;na};ag(f;f:;gﬁ;gfﬁ?fﬁ;ﬁer
Blades, Light Blades, Long Hafted, Short Hafted T p )
AsK DIFFICULTY Success THRESHOLD defender 2 to 1.
° INTE.LLIGENCE: Anthropology, Art, Astronomy, Biology, Easy 5 + Melee attacker and allies outnumber defender
Business, Cartography, Chemistry, Computers, Averape 10 3 to 1. Defender is drunk.
Cryptography, Current Affairs, Earth Sciences, 8 3 Defender i E—
Electronics, Engineering, Evaluation, Explosives, History, Challenging 15 €lenderis unaware ot the attaci.

Homemaking, Law, Medicine, Navigation, Occultism, Hard 20
Physics, Research, Security, Tactics, Theology, Tinkering

HAZARD CATEGORY

Formidable 25
*  Percerrion: Empathy, Hearing, Searching, Seeing, CATEGORY DaMAGE
Smelling, Tasting, Touching, Tracking SDCI Al_. ENCO“"TE“ s Minor Hazard 1d6
*  StrencTH: Climbing, Intimidation, Jumping, Moderate Hazard 2d6
Machining, Might, Steering SiMPLE = 3D6 + COMMUNICATIONS + Major Hazard 3do
*  Wirrrower: Courage, Faith, Morale, Self-Discipline Focus (IF AppLICABLE) +/- NPC ATTITUDE MODIFIER Arduous Hazard 4d6

DETAILED = 3D6 + CoMMUNICATIONS + Focus (IF APPLICABLE) Harrowing Hazard 5d6
THINGX TO REMEMPER APOUT APILITY TEXTX TO MoVE ATTiTUDE 1 STEP, + FINAL ROLL TO GET WHAT YOU Murderous Hazard 6d6

WANT; OR GRAND GESTURE (ADVANCED TEST)
*  Only one focus can apply to a test.

THINGY TO REMEMPBER APOUT HAZARDX
* Leave the dice on the table after a roll because the ATTITUDEX _

result of the Stunt Die may be important. 3D6 RoLL ATTITUDE SimpLE INTERACTION MODIFIER ¢ They may sometimes be avoided with appropriate
e The Stunt Die only counts for successful tests. 3orless  Very Hostile -3 ability tests.
* Inopposed tests, ties are broken by the Stunt Die, 4-5 Hostile -2 0 D ek R iRl e (SR T,
or the higher ability if Stunt Dice are tied. 6-8 Standoffish 1 e Ability tests may allow characters to mitigate
. s . the damage. A successful test usually means half
e For basic tests, assess the situation and assign a 9-11 Neutral +0
i~ damage (rounded down).
difficulty.
12-14 Open +1 .
. : *  Some hazards have special effects.
e Circumstances can be represented with bonuses 15-17 Friendly +2
and penalties of 1-3. *  Some hazards are one-offs, but others reoccur.

18+ Very Friendly +3




GCENEHRAL COMPAT STUNTX

SP Cosr STUNT
1-3 (Core) MomenTuM: Gain +3 to initiative per SP spent, until the end of the next round.
1-3 (Corg) Duck AND WEAVE: Gain +1 to Defense per SP spent, until the beginning of your next turn.
1-3 ADRENALINE RusH: Temporarily regain Health per SP spent (Grirry 2/Purpy 4/ CINEMATIC 6). You lose this Health again at the end of your next turn, even if you would drop to 0.
1-3 Take Cover: If you can find cover in your immediate vicinity, gain a cover rating equal to the SP spent, up to the maximum rating available nearby.
o GuARDIAN ANGEL: You stand ready to interpose yourself between an ally and danger. Choose a character within 5 yards of you. If they would take damage before your next turn, 1 point of
damage per SP spent transfers to you instead.
1+ SkirMiIsH: Move yourself or your attack’s target 2 yards in any direction for each 1 SP you spend; you can choose Skirmish more than once per turn.
1 WHATEVER's HANDY: Immediately arm yourself with anything in your environment you can reasonably wield. It has the statistics of the closest weapon to its shape, size, and material, but attacks
take a penalty of -1 or -2 from the Clumsy improvised weapon quality. The weapon also has the Fragile or Weak quality. See CHAPTER 4: EQUIPMENT for these improvised weapon qualities.
2+ Group TAcrTics: Pick one ally to move 2 yards in a direction they choose for each 2 SP spent; you can choose Group Tactics more than once per turn.
2 BruTAL STRIKE (STUN DAMAGE): This attack deals wound damage instead.
5 CoLLATERAL DAMAGE: Destroy objects in your environment to create obstacles for your foes. Make the roll you used to generate the stunt again. A pursuer must beat that roll in an opposed
test (using an ability and focus picked by the GM that fits the situation) to pursue you.
2 DousLe-Team: Choose one ally to make an immediate attack on your target, who must be within range and sight of the ally. Your ally must have a loaded missile weapon to attack at range.
2 Knock ProNE: Knock your enemy prone. Melee attacks against a prone foe gain a +1, but ranged attacks against a prone foe suffer a -1.
2 LicHTNING ATTACK: Make a second attack against the same target or a different one within range and sight; you must have a loaded missile weapon to attack at range.
2 Precise Forck (Impact Damace): This attack ignores half the opponent’s equipment-based armor, rounded down.
2 Taunt: Roll Communication (Deception) vs. Willpower (Self-Discipline) against any target within 10 yards of you. If you win, they must attack or oppose you in some way on their next turn.
2 Vicious Brow: Inflict an extra 1d6 of damage on this attack.
3 Brockape: Move up to 3 yards to position yourself between a foe and something or someone else. Until the beginning of your next turn, that foe must succeed at a minor action Dexterity
(Acrobatics) or Strength (Might) test vs. your Defense to reach whatever or whoever you're protecting.
3 Exrosk: Destroy or move any one object in weapon range, such as a door or crate, that could provide cover. This can take out small sections of larger objects like pillars or walls. Some
heavy and/or tough objects can be moved or destroyed only in Cinematic mode, at the GM’s discretion.
3 PrAy DEAD: In the confusion, you drop to the ground and convince others you're slain. No one may attack you until the next round begins.
3 SHock AND AwWE: When you succeed at a non-attack physical feat or take an opponent out, anyone who witnesses it rolls Willpower (Courage) or (Morale) vs. your Strength (Intimidation).
If you win, they suffer a -1 to the next opposed roll they make against you, or a -1 to their Defense vs. your next attack against them, whichever comes first.
4 Knock Out (STuN DAMAGE) [GrrTTY]: If your opponent has less than half their Health left, you may roll an attack opposed by your target’s Constitution (Stamina); if you win, they
immediately fall unconscious.
4 Sk1ze THE INITIATIVE: Move to the top of the initiative order until someone else seizes the initiative. You may get to take another turn before some others act again.
5 Mam [GritTy]: Roll an attack opposed by your target’s Constitution (Stamina). If you win, you remove (with blades) or disable (with other weapons) one of their limbs or an organ (such
as an eye). They take a -5 to relevant actions and the GM may rule that some actions become impossible.
5 LerHAL Brow: Inflict an extra 2d6 damage on this attack.
5 InsTANT KiiL (WounDp DAMAGE) [GriTTY]: If your opponent has less than half their Health left, you may roll an attack opposed by your target’s Constitution (Stamina) roll; if you win, they die.
ACTIONN CAME MODE AND COMPAT COVER
GAME MODE TOUGHNESS DAMAGE RATING ArMOR BoNus RANGED ATTACK PENALTY
Major Actions: All-Out Attack, Charge, Defend, Gritty vs. Stun Standard 1 2 -1
First Aid, Melee Attack, Ranged Attack, Run/Chase, vs. Stun and +2 damage 2 3 2
Stunt Attack Sedipy Impact Wound (attacks only)* 3 4 _3
s et e b Grendi g (| To Cortistcad g Gt g s

*In Gritty mode, or when using attacks that do penetrating damage, attackers
VariaBLE AcTioNs: Use a Power, Reload * This damage bonus does not apply to Hazards take a -3 penalty to ranged attack rolls but might shoot through your cover. You
can shoot through your own cover, at a -3 penalty to your ranged attack.
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ARMOR RATING

SHIELDX

ARMOR PENALTY SHIELD SHIELD BoNUSs

Bullet-Resistant Cloth 21/4B* 0 Riot Shield DS
Ballistic Plate 41/6B -2 *See description for special rules
Mail 61/0B -3
Steel Plate 8I/1B -4 HRANGED WEAFONS
Bomb Suit 61/6B -5 Damage MmN. STR I/P/B  Stun/Wounp  REesources TN  ROF CapACITY RELOAD

Focus: BLack POWDER WEAPONS

UNAKMED ATTACKX Blunderbuss 1d6+2 1 I w 15 SS 15 yards* - 1d6 Minor
WEAPON Damace MiN. STR  I/P/B Musket 2d6+1 1 W 14 SS 50 yards — 1d6 Minor
Focus: BRAWLING Focus: PisToLs
Brawling Strike 1d3* — I S Pocket Pistol 1d6 -1 B W 10 55 10 yards — Major
Focus: GRAPPLING Revolver 2d6 1 B W 12 SS* 65 yards 3 Major
Grappling Grip 1d3* — I S SA Handgun 2d6 0 B W 11 SA 55 yards 5 Minor
*Knuckle dusters or steel toecaps add +1 damage to unarmed attacks. Stun Gun 1d6 0 ! S 10 S5 10 yards _ Major
Focus: LONGARMS
HAND TO HAND WEAFPONX Anti-Materiel Rifle  3d6+3 2 B w 15 SS 1000 yards** 3 Major
WEAPON Damace MN.STR I/P/B  S/W Carbine 2d6+2 0 B W 13 SA 200 yards 4 Major
Focus: SHORT HAFTED Hunting Rifle 2d6+2 1 B \W 11 SS 400 yards 4 Major
Axe 2d6 1 I W Sniper Rifle 2d6+2 1 B W 14 SA 600 yards** 3 Minor
Club 1d6 -1 I S Focus: SHOTGUNS
Baseball Bat 1d6+2 0 I S Double-Barreled 2d6+6 1 B W 11 SS 50 yards 2 Major
Hammer 1d6 0 I % Combat Shotgun 2d6+2 1 B W 13 SA 75 yards 3 Minor
Stun Baton 1d6 0 I S Focus: AssauLt RIFLES
Focus: LoNnG HAFTED Automatic Rifle 2d6+3 1 B A\ 14 A 550 yards 6 Minor
Sledgehammer 2d6+3 3 I W Focus: SMGs
Staff 1d6+1 — I S PDW 2d6+1 B W 14 A 260 yards 5 Minor
Spear 1d6+3 0 I W SMG 2d6 1 B \W% 12 A 200 yards 5 Minor
Focus: LicHT BLADES Focus: Bows
Fencing Sword 1d6+3 0 I W Compound Bow 1d6+2 B W 12 55 60 yards** — Minor
Short Sword 1d6+2 =l I Y Crossbow 2d6+1 B \ 14 SS 50 yards** — Major
Focus: HEavy BLADES Longbow 1d6+3 B W 13 SS 200 yards** — Minor
Long Sword 2d6 1 I A Focus: THROWN
Two-handed Sword 3d6 3 I w Throwing Axe 1d6+1 1 B W 11 SS 15+ STR yards — Minor
BRAWLING GROUP (ACCURACY) Throwing Knife 1d6 - B w 10 SS 15+ STR yards - Minor
Light Chain 1d6 1 I S Focus: GRENADES
Heavy Chain 1d6+3 2 1 W Blast 2d6 0 I W 15 SS 15+ STR yards — Minor
Fragmentation 3d6 0 B W 15 SS 15+ STR yards — Minor
Modern AGE Game Master’s Screen is ©2018 Green Ronin Publishing, LLC. All rights
reserved. References to other copyrighted material in no way constitute a challenge to the Incendiary 3d6 0 I w 14 SS 15+ STR yards — Minor

respective copyright holders of that material. Green Ronin, Modern AGE, the Adventure
Game Engine, and their associated logos are trademarks of Green Ronin Publishing, LLC.

* See weapon description for special rules. **This weapon’s maximum range is 2x its base range, instead of 1.5x.




