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Attributes. Each character has 3 descriptive attributes ranging from 0-3. 
 

 Dexterity. Speed. Reflexes, grace, coordination. 

 Strength. Muscle. Brawn, grit, toughness. 

 Will. Brains. Force of personality to intimidate or charm, stubbornness. 
 
Risk Rolls. For most actions, the player says what the character does, and that happens. If there are risks 
or urgency or complexity that increase the pressure so that it’s uncertain whether or not the character 
will succeed, make a risk roll. 
 

 Roll 2d6. Add an ability bonus.  
o If the roll is 10 or higher, success! 
o If the roll is under 10, the character fails, and the GM describes the result. 

 
Pushing Risk Rolls. Sometimes success is so important that a character will push harder to succeed, at a 
cost. If a character rolls an 8 or 9, then the character can get a +1 bonus for each price paid. The price 
must make sense in context, with GM approval. This list is not exhaustive for what prices may be paid, 
feel free to be creative, but these are the defaults. No more than one of each price can be paid per roll. 
 

 Betrayal. You cause loss, pain, embarrassment, pushing the cost to an ally. 

 Desperation. The overall situation gets more desperate. 

 Gear. Lose 1 valuable piece of equipment. 

 Revelation. A secret comes out, like a misdeed or mutation. 

 Strain. Take 1 hit point of damage. 

 Infection. An injury or illness goes bad and requires surgery. (See Healing) 
 
Opposed Risk Rolls. If characters oppose each other, then instead of trying to beat a 10, the highest roll 
wins. Rolls might be for the same thing (like using Strength for arm wrestling) or different (one blocks 
the way with Strength and the other gets through with Dexterity.) Characters can still push. 
 
Advantage. If the context is in the character’s favor, then the player can roll 3d6 instead of 2d6, and 
keep the top 2 results. A character cannot have more than 1 total advantage for a roll; if so, then there is 
probably no need to roll at all. 
 
Disadvantage. If the context is against the character, and it’s a long shot, then the player can roll 3d6 
instead of 2d6, and keep the bottom 2 results. A character cannot have more than 1 total disadvantage 
for a roll; if so, then the task is probably too difficult for the character to accomplish. 
 
Desperation. If the context is against the character to the point where only the very best have a chance 
to succeed, then the player can roll 1d6. If the relevant attribute is high enough, and the player is willing 
to push, success is just barely possible. 



 

COMBAT 
 
Initiative. At the beginning of each round of combat, both sides have a representative roll 1d6. The 
higher result goes first. Ties go to the players. If there are player characters on both sides, the character 
with higher Dexterity. Because initiative is rolled every round, sometimes one side can go twice in a row. 
 
Actions. Each character (controlled by the players or by the GM) gets 2 actions. There are 3 main kinds 
of actions. 
 

 Combat. An attack. 

 Move. Either moving from one place to another, or a straightforward action that doesn’t need a 
roll and is not an attack (like reloading, taking aim, sheathing a weapon, mounting, or 
dismounting.) 

o A move is about 30 feet per action. 

 Risk. An action that is not a direct attack, but does require a roll (like swashbuckling stunts or 
moving through difficult terrain.)  

 
In addition, there are free actions. In general, one weapon per hand can be drawn as a free action, items 
can be dropped, or few words can be yelled. 
 
Combat Bonus. During character generation, one option is to make a character who is generally better 
at fighting. This is also an option to add while leveling up. The combat bonus applies to the combat roll. 
Not all characters have it. 
 
Hitting the Target, Doing Damage. Combat attacks roll 2d6 + (Attribute) + (Combat Bonus). The 
difficulty is 6. If the attack is a tie with the difficulty, or more, the target is hit. Damage is (Combat Attack 
result - difficulty) hit points. Advantage and disadvantage can apply to combat rolls. 
 
Armor. If the target has armor, then the difficulty number can be raised. Light armor provides +1, heavy 
armor provides +2. Characters in heavy armor cannot gain advantage on Dexterity rolls. 
 
Defensive Stance. During a character’s action, or if a character is attacked before having a chance to act, 
the character can use a move action to take a defensive stance. This must be announced before the 
attacker rolls. A defensive stance allows the player to force the attacker to re-roll 1d6 of the attack roll; 
the result must be kept even if it is higher. The defender does not have to force a re-roll. This works 
against 1 incoming attack per the defender’s level. 
 
Offensive Stance. A character can spend an action to take an offensive stance, or take a -2 difficulty to 
be hit until the character acts again next round. This must be announced before the attacker rolls. The 
attacker may choose to re-roll 1d6 of the attack roll. The new result must be kept. The attacker does not 
have to re-roll. 
 
Aiming. Spending a move action to aim a weapon in melee or at range grants advantage to hit. This can 
be in a previous round, as long as the character is not hit or otherwise disturbed between aiming and 
attacking. 



 
Called Shots. Trying to hit a limb, one half of the torso, or the head counts as a disadvantaged attack. 
Anything more specific is a desperate attack. Aiming for advantage can reduce desperate to 
disadvantaged, and disadvantaged to normal. 
 
Death or Crippling. When characters take more damage than they have hit points, they die. For groups 
that prefer lower mortality, or in special cases, a character may survive reaching 0 hit points. Here are 
some suggestions. 
 

 Wyrding. If there is fey blood or objects of power nearby, sticking that sort of thing in the 
wound may jump-start the mortally wounded character but add a fey infection that wyrds the 
character forever. 

 Amputation. Lose a limb. This usually leads to disadvantage or making some actions impossible. 
A combination of a prosthetic and an adapting path overcome most of the disadvantages. 
Eldritch prosthetics may make the character more or less whole. 

 Deferment. The character will live if patched up immediately. Then, surgery may be required for 
the character to survive. (See Healing) 

 

Special Weapons 
 
Lethal and Massive Weapons. Some weapons are Lethal and some weapons are Massive. If a Lethal 
weapon hits, add 1d6 damage. If a Massive weapon hits, roll 2d6 and add the higher result to the 
damage. 
 

 Lethal. Hand weapons (swords, maces, axes, etc.), shortbows, javelins 

 Massive. Heavy calibers (shotguns, Greensleeves, Redcapper), 2 handed melee weapons (maul, 
claymore, etc.), longbows 

 
Polearms count as Lethal unless they receive a charge, then they are Massive. 
 
Non-lethal weapons include clubs, staves, chains, barstools, tree branches, and fire. Falling damage does 
not add lethal or massive damage, but at 1d6 per 5 feet it’s still pretty dangerous. 
 
Firebombs. Throwing a normal bottle with incendiary liquid inside shattered to make a firebomb can 
affect an area of about 10 feet square. The GM can interpret the throwing roll to see how many targets 
can be caught. 
 
The fire has a magnitude of 1-3 depending on how direct the hit was, and each magnitude is 1d6 
damage. Only 1d6 is done the first round, as the fire is catching and spreading. 
 
Each risk action taken (usually Dexterity based) either inflicts 1d6 on the one slapping at the fire, or 
reduces the magnitude 1. Using a blanket (if helping) or rolling on the ground (if on fire) grants 
advantage to the roll. 
 
A magnitude burns out naturally every 2 rounds. 
 



Improvised weapons. In general, they grant disadvantage to the attack because they are unwieldy, 
fragile, or unbalanced.  
 
Horses. When the rider and mount are used to fighting, riders can gain advantage to fight from 
horseback and inflict disadvantage on those in melee range. Or, ranged attacks or a spooked horse can 
inflict disadvantage. 
 

HEALING 
 
Healing. Spending 24 hours in safety and leisure regains all hit points. The following remedies each work 
once in a day.  
 

 Eat a meal and rest for an hour to regain 1 hit point. 

 Bandages and medicine on an injury to regain 1 hit point. 
 
Infections and Poisons. Sometimes something goes wrong with a wound; it gets infected or poisoned or 
vulnerable to gangrene, and maybe it can be pulled back but maybe not. Then the character is put on 
the urgency spectrum. Context matters; some snakebites start off on Hours on the spectrum. 
 

Dead-----Rounds-----Hours-----Days-----Cured 
 

The infected or injured or wyrded character has a number equal to Strength or Will (whichever is higher) 
of the time frame on the spectrum. Maybe 2 rounds, or 2 hours, or 2 days, before something must be 
done. 
 
When someone attempts to care for the character, the caregiver must make a risk roll, and the patient 
must make a risk roll (Strength or Will.)  
 

 If both fail, the patient drops a rank on the urgency spectrum. 

 If one succeeds, the patient resets, on the same place on the spectrum. 

 If both succeed, the patient moves up a rank on the urgency spectrum. 
 
Depending on what’s wrong, it’s possible the caregiver cannot succeed without surgery, or certain 
medicines, or some other factor. It is possible that the characters will have to watch someone die and 
there’s no way to fix it. 
 
While infected, the victim’s maximum hit points are halved. Depending on the circumstances, victims 
are also often at a disadvantage. 
 
Surgery. If an amateur tries to do surgery for amputation or removing a bullet, the damage is 1d6. The 
patient can use Strength as temporary hit points to withstand this damage, and if the patient survives 
the surgery, 1 hit point per Strength is ignored. Medics can do surgery and inflict (1d6 – level) hit points, 
same rules. A Dexterity risk roll is needed to determine success. 
 

 



ENCUMBRANCE 
 
An “object” is about a handful of equipment. About 5 pounds per point when dealing with things like 
gold ingots or carrying bodies. This is more about estimates than accuracy, don’t worry about the details 
too much. 
 

 Available objects: 3 + Dexterity 

 Maximum to carry and act normally: 10 + 10 per Strength 

 Maximum to carry: 15 + 15 per Strength 

 Maximum to lift: about double maximum carrying weight. 
 

1 object: 

 Knife. 

 1 trail meal or water. 

 Medicine 
 

2 objects: 

 Hand weapon. 

 Backpack. 
3 objects: 

 Bedroll 

 

Strength Objects 
carried and act 

Max objects 
carried 

Maximum 
Weight (lbs) 

0 10 15 50/75 

1 20 30 100/150 

2 30 45 150/225 

3 40 60 200/300 

 
 


