
















C
alled Shot L

ocations

W
ounds

Fatal

E
ffect taken w

henever you take w
ounds dam

age.

E
ffect taken w

henever you take dam
age and have no m

ore w
ounds or hit points.

Called shots are all resistable. The defender m
ust roll their resist attribute. If it exceeds the attacker’s strike roll, the called shot is resisted. 

W
ounded and Fatal effects can not be resisted.

5

Torso
Resist: Brute
Knocks you back 5 feet 
(and the attacker, if in 
m

elee, can follow
 you 

those 5 feet).

2

E
yes

Resist: D
exterity

Blurred sight (-2 to 
accuracy and evade) 
until the end of your 
next turn.

3

E
ars

Resist: Cunning
Fuzzy hearing (-2 to 
evade) until the end of 
your next turn.

4

N
eck

Resist: Brute
Stunned for 1 AP. 

1

H
ead

Resist: Brute
D

isoriented until the 
end of your next turn.

6

G
roin

Resist: Spirit
Causes nausea (a -2 on 
all rolls) until 3 AP have 
been spent em

ptying 
your stom

ach. 

7 - 8

A
rm

Resist: Brute
Gives a -2 on any roll 
that w

ould use the tar-
geted arm

 and hand. 

11 - 12

Leg
Resist: D

exterity
Either slow

s you, caus-
ing m

ovem
ents to take 

an extra AP until the 
end of your next turn, 
or trips you, knocking 
you prone. 

9 - 10

H
and

Resist: D
exterity

D
rops w

hatever the 
hand is holding. 

B
roken R

ibs
Any tim

e you w
ant to 

act, you m
ust m

ake a 
tier 2 Brute result or fail 
the action and lose 1 
AP. This lasts until your 
next breather. 

B
linded

This w
ound leaves you 

blinded (-4 to accuracy 
and evade) until your 
next breather. 

D
eafened

This w
ound leaves you 

deafened (-2 on evade 
and anything else that 
requires listening) until 
your next breather. 

B
leeding

This w
ound causes 

bleeding (1 dam
age 

per turn) and lasts for 
1 turn per 3 dam

age 
done by the attack. 

D
isoriented

This w
ound causes dis-

orientation for 1 turn 
by 3 dam

age done by 
the attack and cannot 
be re-oriented.

Purge
You can take no action 
beyond m

oving at half 
speed (rounded dow

n) 
and you take a -4 to 
evade. This lasts for 3 
turns. 

Sprained A
rm

This w
ound causes 

your arm
 to take a -6 

to all rolls w
ith it until 

your next breather.

Sprained Leg
You suffer a -10 m

ove-
m

ent speed (to a 
m

inim
um

 of 5 feet) 
and you’re tripped. 
The speed reduction 
lasts until your next 
breather. 

B
ruised H

and
This w

ound ensures 
that you can’t hold 
anything w

ith that 
hand until your next 
breather. 

Slain
You die.

B
lind

You are perm
anently 

blinded (suffering a -4 
on accuracy and evade) 
and lose 1 w

ound. 

D
eaf

You are perm
anently 

deaf (suffering a -2 on 
evade and all hear-
ing rolls) and lose 1 
w

ound. 

Slit T
hroat

You w
ill die at the end 

of your next turn. 

B
eheaded

You die. 
G

utted
U

nless you can restore 
10 dam

age (w
ounds or 

hit points) before the 
end of your next turn, 
you die. 

Severed A
rm

You lose your arm
 and 

hand. You take a -6 to 
anything that norm

ally 
requires 2 hands. You 
lose 2 w

ounds. You 
w

ill die from
 bleeding 

in 3 turns if you do not 
spend 3 AP bandaging 
the arm

. 

Severed Leg
You lose your leg. You 
take a -20 to your 
speed (to a m

inim
um

 
of 5 feet). Anything 
that requires tw

o legs 
takes a -6 to the roll. 
You lose 1 w

ound. You 
w

ill die from
 bleeding 

in 3 turns if you do not 
spend 3 AP bandaging 
the arm

. 

Severed H
and

You lose your hand. 
You take a -6 to any-
thing that norm

ally 
requires 2 hands. You 
lose 1 w

ound. You w
ill 

die from
 bleeding in 

6 turns if you do not 
spend 3 AP bandaging 
the arm

. 





B
leeding

You take bleeding dam
age to hit points or w

ounds at the end of 
their turn. 1 AP can be spent to decrease the bleeding dam

age 
by 5. 

B
linded &

 Poor V
ision

W
hen blinded or in darkness, you take a -4 to accuracy and 

evade and can’t target people at a distance. In low
 levels of 

light, you take a -2 on accuracy and evade rolls.

B
urning

T
ier 1

2 unsoakable dam
age per turn and 2 AP to put the 

fire out 

T
ier 2

4 unsoakable dam
age per turn and 4 AP to put the 

fire out

T
ier 3

8 unsoakable dam
age per turn and 8 AP to put the 

fire out

T
ier 4

16 unsoakable dam
age per turn and 16 AP to put 

the fire out

B
urns

T
ier 1

-1 to defense rolls
T

ier 2
-3 to defense rolls

T
ier 3

-5 to defense rolls
T

ier 4
-7 to defense rolls

D
eafened

W
hile deafened, you suffer a -2 on evade rolls. You also take 

that -2 on any roll that requires listening, speaking, or perform
-

ing a sound-based action.  

D
isoriented

You lose 1 AP per turn that you are disoriented. You can re-
orientate yourself by spending 3 AP.

D
row

ning &
 Suffocating

W
hen out of air, m

ake a brute roll. The target tier for this roll 
begins at tier 2 and increases each turn until you fail, at w

hich 
point you’re knocked out. You die w

ithin three turns of falling 
unconscious if you’re not rescued.  

E
nraged

You suffer a -2 to all rolls w
hen doing anything other then 

attacking w
hat enraged you. You gain a +2 accuracy and strike 

w
hen attacking the object of your rage. You m

ay spend 2 AP at 
any tim

e to end the rage.Fatigued
Your m

axim
um

 hit points are reduced by one half, rounded 
dow

n. 

Fear

T
ier 1

-2 to all resist rolls and -4 w
hen rolling against the 

source of your fear

T
ier 2

-2 to all rolls and -4 w
hen rolling against the 

source of your fear

T
ier 3

-2 to all rolls and -4 w
hen rolling against the source 

of your fear, and you m
ust spend at least 1 AP per 

turn m
oving aw

ay from
 the object of your fear (you 

cannot m
ove tow

ard the target of your fear)

T
ier 4

-4 to all rolls and -6 w
hen rolling against the 

source of your fear, and you can do nothing aside 
from

 attem
pting to overcom

e your fear

N
ausea

You receive a -2 to all rolls until 3 AP have been spent em
ptying 

your stom
ache.

Paralyzed
You cannot fight back. Any dam

age dealt goes straight into 
w

ounds. You cannot m
ove, talk, or take any other actions (un-

less specified otherw
ise). 

Prone
You can spend 1 AP to stand from

 prone, and standing opens 
you to reflexive attacks. W

hile prone, your m
ove speed is cut 

dow
n to 5 feet. You take a -1 on all com

bat rolls (accuracy, 
evade, strike, and defense) w

hile prone. If you’re grabbed w
hile 

prone, you cannot stand up until you break the grab.

Stunned
You lose a num

ber of AP. If you are stunned for m
ore AP than 

you have per turn, you cannot act until you have AP again.

Status Effects
Falling

You take 1 w
ounds dam

age per 20 feet that you fall. For 
every tier result over tier 1 you receive on a dexterity roll, 
you m

ay ignore 2 w
ounds dam

age. For every 2 w
ounds 

dam
age that you take from

 falling, you roll once on the 
w

ounds random
 effects chart.

R
ough T

errain

M
inor

You take a -5 to your speed.
U

nsteady
You take a -10 to your speed.

D
ifficult

You take a -15 to your speed.
Im

possible
You take a -20 to your speed.

N
o m

atter how
 dense or how

 m
any penalties you have to 

speed, you can alw
ays craw

l at a 5 feet m
ovem

ent.

C
over

Poor
Covers up to 3 called shot locations
Evade: +2 on evade rolls

Light
Covers up to 6 called shot locations
Evade: +4 on evade rolls

M
edium

Covers up to 9 called shot locations
Evade: +6 on evade rolls
H

iding: -4 to cunning to hide behind

H
eavy

Covers up to 11 called shot locations
Evade: +8 on evade rolls
H

iding: +0 to cunning to hide behind

T
otal

Cannot be targeted
H

iding: +4 to cunning to hide behind

B
attlefield M

odifier





M
elee W

eapons

Size
D

am
age 

Class
AP

Readying
Range

U
narm

ed
2

1
-

Adj.

Light
4

2
-

Adj.

M
edium

6
2

-
Adj.

H
eavy

8
2

-
Adj.

Super-H
eavy

10
2

-
A

dj.

Polearm
s: The reach of a w

eapon can be extended 5 feet by 
low

ering the dam
age class by 1.

Flexible: A w
eapon can be m

ade flexible, so that it can be used 
to m

ake grabs, by low
ering the dam

age class by 1. 
Throw

ing: A w
eapon can be m

ade throw
able, allow

ing a light 
throw

ing w
eapon to go 25 feet, m

edium
 75 feet, and heavy 50 

feet, but low
ers the w

eapon’s dam
age class by 1.

Firearm
s

Size
D

am
age 

Class
AP

Readying
Range

Light
2

2
0

50 ft.

M
edium

4
2

0/1
100 ft.

H
eavy

6
2

1
200 ft.

Super-H
eavy

8
2

2
300 ft.

Blank (Am
m

o): D
oesn’t actually fire a projectile.

H
igh D

am
age Cartridge ( Am

m
o): Increases dam

age class by 
2 but ups the readying cost by 1.
Shot ( Am

m
o): Shot loses dam

age class for every range incre-
m

ent rather than losing accuracy. 
Sniper Cartridge ( Am

m
o): D

ecreases the dam
age class by 1, 

but only loses 1 accuracy per 2 range increm
enets. 

C
rossbow

s

Size
D

am
age 

Class
AP

Readying
Range

Light
3

2
1

25 ft.

M
edium

5
2

1
50 ft.

H
eavy

7
2

2
100 ft.

Super-H
eavy

9
2

3
150 ft.

B
ow

s

Size
D

am
age 

Class
AP

Readying
Range

Light
3

2
-

25 ft.

M
edium

5
2

-
50 ft.

H
eavy

7
3

-
75 ft.

Super-H
eavy

9
3

-
200 ft. 

Bladed (Am
m

o): Causes 1 bleeding dam
age per tier of dam

-
age, but decreases accuracy by 2.
H

ooked ( Am
m

o): Requires 2 AP to be rem
oved from

 the 
target.
Signal ( Am

m
o): W

histles as they shoot, but deals 1 less dam
-

age class.

A
rm

or

Size
Soak 
Class

Evade
Land 

Speed 
O

ther 
Speeds

U
narm

ored
0

-
-0 ft.

-0 ft.

M
inim

al
1

-
-0 ft.

-0 ft.

Light
2

-1
-5 ft.

-5 ft.

M
edium

3
-2

-5 ft.
-10 ft.

H
eavy

4
-3

-10 ft.
-15 ft.

Super-H
eavy

5
-4

-10 ft.
-20 ft.

Attack: 2 AP for m
ost w

eapons, 1 AP for unarm
ed

Called Shot: Attack +1 AP

D
eflect: 1 AP interruption

D
raw

 or Sw
ap an Item

: 1 AP

Enter a Stance: 1 AP

G
rab: as unarm

ed (1 AP) or w
ith a flexible w

eapon (2 AP)
Grabs target a single called shot location. The grabber 
and target cannot m

ove. The victim
 can attem

pt to break 
free for 1 AP by m

aking opposed brute or dexterity rolls. 
The grabber can let go at any tim

e for 0 AP. If a hand is 
grabbed, that item

 cannot be used. 

Throw
: 2 AP

Resist: Brute ( tier dow
n)

T
ier 1

Throw
n 5 feet

T
ier 2

Throw
n 10 feet

T
ier 3

Throw
n 10 feet and knocked prone

T
ier 4

Throw
n 15 feet and knocked prone

M
ove: 1 AP

Ready a Firearm
 or Crossbow

: AP cost varies by item

Stand U
p from

 Prone: 1 AP
O

pens you up to reflexive attacks.

Sunder:  AP as an attack
Resist: D

exterity (tier dow
n)

D
ecreases dam

age class of an item
 by 1 per tier of the 

attack. D
ecreases 2 dam

age class against firearm
s, cross-

bow
s, and bow

s. 

O
ther Actions typically take 1 AP

Weapons & Armor
A

ctions





B
rute

B
reath H

olding
Last Breath: If you w

ere able to take a last 
breath, you can hold it this long:

T
ier 1

15 turns (about a m
inute and a half)

T
ier 2

30 turns (about 3 m
inutes)

T
ier 3

75 turns (about 7 and a half m
inutes)

T
ier 4

200 turns (about 20 m
inutes)

N
o Last Breath: If you w

eren’t able to take a 
last breath, you can hold it this long:

T
ier 1

5 turns (about half a m
inute)

T
ier 2

10 turns (about a m
inute)

T
ier 3

20 turns (about 2 m
inutes)

T
ier 4

40 turns (about 4 m
inutes)

D
ifficult Lifting

T
ier 1

You can barely lift it. After 3 turns, 
you’ll drop it, and you cannot m

ove 
w

hile holding it. 

T
ier 2

You can lift it and m
ove, but it costs 

2 extra action points to do so. After 
10 turns, you’ll drop it. 

T
ier 3

You can lift it and m
ove around 

fairly easily. It costs 1 extra action 
point to m

ove, and you can hold it 
for 30 turns.

T
ier 4

You can m
ove norm

ally and put it 
dow

n at your leisure. 

Forceful Intim
idation

Resist: Brute or Spirit (tiers dow
n)

Attem
pt Cost: 1 AP

You can intim
idate anyone w

ho can see you. A 

single target can only be affected by one intim
i-

dation at a tim
e.

T
ier 1

They notice you.

T
ier 2

U
nable to spend their next AP 

against you

T
ier 3

U
nable to spend their next 2 AP 

against you

T
ier 4

U
nable to spend their next 3 AP 

against youH
old

You m
ake opposed brute rolls in order to hold 

som
ething against som

ebody else. 

Pulling
Pulling an object requires extra effort to m

ove.

T
ier 1

M
ove +3 AP

T
ier 2

M
ove +2 AP

T
ier 3

M
ove +1 AP

T
ier 4

As a M
ove

C
unning

Lockpicking
Attem

pt Cost: 3 AP

T
ier 1

Requires several m
inutes and is not 

som
ething that can be done during 

com
bat

T
ier 2

Requires 9 m
ore action points

T
ier 3

Requires 3 m
ore action points

T
ier 4

You got it on the first try.
D

iffi
culty of Locks: Som

e advanced locks w
ill 

low
er the results, and a result below

 tier 1 is 
im

possible to unlock. 

D
exterity
B

alance
Attem

pt Cost: M
ove +1 AP

T
ier 1

An action other than m
oving or 

conditions changing w
ill cause you 

to fall. 

T
ier 2

An action other than m
oving or 

conditions changing w
ill force you 

to roll again. 

T
ier 3

If conditions change, you w
ill roll 

again. 

T
ier 4

You balance just fine. 

Jum
ping

Attem
pt Cost: as a m

ove
Long Jum

p: You m
ust get a 20 foot m

ove-
m

ent before jum
ping, else you w

ill halve the 
distance.

T
ier 1

10 feet forw
ard

T
ier 2

20 feet forw
ard

T
ier 3

30 feet forw
ard

T
ier 4

40 feet forw
ard

Vertical Jum
p: You can jum

p 1 foot up for 
every 5 feet that you’d be able to m

ove forw
ard 

in a long jum
p.

Catching a Ledge: Catching a ledge norm
ally 

requires a tier 2 dexterity. 

Sneaking

Attem
pt Cost: M

ove +1 AP
M

oving silently is a dexterity roll against their 
cunning. Arm

or, coins, and lots of gear can 
decrease the dexterity roll.

Pickpocket

Resist: Cunning (tiers dow
n)

Attem
pt Cost: 2 AP

You roll your dexterity tier, and the target 
resists w

ith their cunning. 

Spirit
H

eroics

Attem
pt Cost: Any resist +1 AP

T
ier 1

-4

T
ier 2

+2

T
ier 3

+6

T
ier 4

+12Sciences
D

isassem
ble

You can only disassem
ble outside of com

bat.

T
ier 1

You can disassem
ble sm

all item
s.

T
ier 2

You can disassem
ble M

q.I and M
q.II 

item
s.

T
ier 3

You can disassem
ble up to M

q.III 
item

s.

T
ier 4

You can disassem
ble up to M

q.IV 
item

s.U
nderstand

T
ier 1

You can understand the basic func-
tion of the item

.

T
ier 2

You determ
ine up to M

q.I augm
ents.

T
ier 3

You determ
ine up to M

q.II augm
ents.

T
ier 4

You determ
ine up to M

q.III augm
ents.

U
ses for A

ttributes




