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Credits, Acknowledgements, Introduction 
 My thanks to Kirin Robinson, creator of Old School Hack and supporter of Fictive Hack. 

 This version is dedicated to Matt Jackson. “The game rules cannot take longer than twenty pages to explain how 

things work. Anything longer than that and I will not look at it.” Since he was playing Old School Hack before I 

knew it existed, I want him to look at what I’ve done with it—so here is a version under 20 pages. 

 

Intended Play Style 
Fictive Hack is designed to be low-prep, improvisational, reactive, cinematic, and fast-paced. Character 

advancement is based on the kind of game the players and DM want, and how they reward each other for playing in 

that style. (The game can be silly and over-the-top, or focused on tactics, or serious with emphasis on character 

development, etc.) Decide what is awesome, and that decision drives the game. A few interlocked systems 

(Awesome Point economy, weapons and arenas, armor, inherent abilities and talents) express a wide variety of 

action. Characters should be able to easily develop to about 20
th

 level. 

 

This edition focuses on human-only templates ideally suited for picaresque play, dungeon crawling, investigation, or 

questing. The material here may be supplemented from the web site for more choices. 

 

Sometimes the rules call for “1d5.” To get that result, roll 1d10 and divide by 2, rounding up.  

 1: 1-2.    2: 3-4.    3: 5-6.    4: 7-8.    5: 9-10. 

 
The Picaresque Game 

This version has all the basic rules needed to play a game with normal humans who are trying to get the better of 

each other through violence and trickery on the road to wealth. This is simple, fast, and fun—enjoy!  

http://creativecommons.org/licenses/by-nc-sa/3.0/deed.en_US
http://creativecommons.org/licenses/by-nc-sa/3.0/deed.en_US
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What You Need to Start 
 Players. A GM and at least 2 players for best results (though solo play is possible.) 

 Dice. Everyone needs at least 2-4 d10, one of which looks different. 

 The Bowl. Where everyone can reach it. 

 Awesome Points. These can be poker chips, d6s, or other tokens. At least 15 per player. 

 Templates. Have a copy of all available templates (if starting fresh) or all players should have a template 

for their existing characters. 

 Character Sheets. Everyone gets one. Maybe have some extras on hand. 

 

Optional Equipment 
 Quick Reference. Everyone should be able to refer to the order of combat and basic rules.  

 Dry Erase Board (and marker and eraser). It’s a quick and simple way to sketch out arenas and keep 

track of where people and objects are, as well as tracking where characters are in the combat round and 

other details the DM may wish to note. 

 

Motive for Adventuring 
 

Your character needs a reason to go out into danger! Roll 2d10, pick one, or make one up. The motive should propel 

your character out into the world and give you something to do, either short-term or long-term. The DM will give 

you 3 Awesome Points for your adventuring motive, and may choose an overarching motive for the group. 

 

2. Your whole life, grandpa told you stories of a legendary treasure he never found. Find it for him. 

3. If you can earn 500 gold, you can put your masterpiece before the critics and gain fame and fortune. 

4. Your lover has a wasting disease, the doctors are helpless. Can you find a supernatural cure? 

5. Your older sister, who is better at everything, killed a forest drake. Kill something bigger, display it. 

6. You’ve heard of an oracle that will answer one question truthfully. Dare you ask who your father is? 

7. Your comfortable life was over when your father remarried—an evil stepmother. Find a new home. 

8. Kidnappers sold your child to slavers, and they went this way. Find them, get your child back. 

9. Thieves were unable to fence their stolen art, so they used it to frame you instead. Clear your name. 

10. Your nephew disappeared a week ago, you are the only one brave enough to look for him. 

11. If you can get the tail-fat of a gillcuddy squirrel, Doc Albrecht will make a love potion for your crush. 

12. Your mother was a famous adventurer. You are ready to go search for her at her last known location. 

13. The necromancer that raided your home took half your family as shambling dead. Lay them to rest. 

14. The House of Idris formerly ruled, over peaceful times. Find their heir, and restore their rule. 

15. You were pressed into service for the military, but you escaped. Don’t get hanged as a deserter. 

16. You have always wanted to browse the bookmarkets of Khesh. Can you travel that far and find them? 

17. You had a whole life where everything went wrong. Now you want to be famous for being awesome. 

18. Raised religious, you’ve always wondered how real and active the gods are. Go and find out. 

19. Your ailing parents did everything for you in your youth; earn enough so they can retire comfortably. 

20. Bandits wiped out your village. They think they can get away with anything. Show them they can’t. 
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Character Generation 
 

1. Choose a Template. You get the inherent ability on the template for your character. Limitations can 

help you understand the character, but they don’t have penalties  
 

2. Details for Awesome Points. Optional. Randomize or choose an adventuring motive (p.2)  
 

3. Assign Attributes. You have 5 points to put into attributes. You can put all of them in a single 

attribute, or spread them out. A character gets +1 to an attribute every level. 

 You can take an attribute to -1 for 1 more point to spend on another attribute. You can 

take up to 4 negative points, no more than 2 in any attribute. 

 Positive attributes give the character advantages. 

 Awareness. Each +1 is a proficiency in 1 extra spoken language (start with 1 

language for free), 1 musical instrument, or 1 art. (Negative has no effect.) 

 Brawn. Each +1 is 1 load the character can carry without penalty. Positive Brawn 

means the character knows how to swim. Encumbrance is on page . 
 

ATTRIBUTE Description Extra Usefulness 

Awareness Alertness, perception, insight Notice things. Starting languages. 

Brawn Size, physical intimidation Carry heavy objects, wear armor. 

Charm Social aptitude, ability to inspire, persuasion Persuasion, likeability, leadership. 

Commitment Devotion, intensity, resisting magic & suggestion Strength of will. 

Cunning Trickery, sneakiness, lying, stealth, theft Stealth, deception. 

Daring Courage, reflexes, managing risk Reflexive dodging. 
 

4. Choose a starting talent. You get one of the talents listed on your starting template at first level. You 

can get a new talent each time you gain a level. 

 Unusual Upbringing. If you have a character who had an unusual upbringing, with DM 

permission you can take an open or restricted talent from another template as your first. 
 

5. Equipment. The template has one or more signature items and randomized starting money. Then 

pick weapon, armor, and backpack (page 4).  Your character needs a name by now. 
 

Vulnerable. Your starting character only has 1 Wound. You can raise this as you level, or by taking a 

starting talent that grants more Wounds. 
 

Encumbrance 
 Brawn is the number of heavy things (loads) you can carry without penalty. 

 Carrying [Brawn +1] loads is encumbered; fail all rolls (including combat), stagger along. 

o At 0 Brawn or lower, 1 load counts as being encumbered. 

 Medium armor is 1 load, Heavy armor is 2 load, very heavy armor is 3 loads. 

 500 coins is 1 load. 

 Child-sized person=2 loads. Normal person=3 loads. Person with over 5 Brawn=4 loads. 

 Dragging something over normal ground halves its encumbrance. 

 More than one person can share the weight, splitting the loads between them. 

 Encumbrance Rule on Weapons: What equals 1 load? 

o 8 light weapons are 1 load. 4 light weapons are half a load. 

o 2 hand weapons or reach weapons are a load. 1 is half a load. 

 Also quiver, short bow, crossbow, and pistol. 

o 1 heavy weapon, musket, or heavy shield is a load.  

o 1 very heavy weapon is 1.5 loads, round to 2 if you don’t have another ½ load. 
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Fictive Hack 
 

Name  Birthyear  Player  

Description  

Reason for Adventuring  

Scars  

Languages, Arts, Music  Base Template  

 

Inherent Ability  

 

Level  Awesome Points spent this level   Current APs  

 

Attributes Description Extra Usefulness 
 Awareness Alertness, perception, insight Notice things. Starting languages 

 Brawn Size, physical intimidation Carry heavy objects, wear armor 

 Charm Likeability, leadership, social insight Persuasion, inspiration, intimidation 

 Commitment Devotion, intensity, stubbornness Strength of will, magic resistance 

 Cunning Trickery, sneakiness, theft Lying and stealth 

 Daring Courage, reflexes, managing risk Reflexive dodging 

 

Talents 
Name Template Type Description 

  C A R p.  

  C A R p. 

  C A R p. 

  C A R p. 

  C A R p. 

  C A R p. 

  C A R p. 

Constant, Arena, Rested 

Wounds
             

 

1-6 KO, 7-12 Dying 

13+ dead 

Weapons, Shield, Armor 

  

 

Treasure and Equipment 
Gold: 

Silver: 

Copper: 
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Starting Equipment 
What Starting Characters Have 

 

 Signature Items. Each template lists a signature item the character starts with. 

 Starting Coins. Everyone gets 3d10 coins, sometimes with a multiplier.  

  

 Weapon. Start with a light, reach, heavy, range, or very heavy weapon. Describe it. 

 Light, Hand, Reach, Heavy, Very Heavy. A light weapon may be a wizard’s wand, or a very 

heavy weapon could be an enormous tree branch. Feel free to be creative with hand-to-hand 

weaponry, or not; a sword could fit in any of the categories, for example. 

 Light. These weapons are small, like daggers, gaff hooks, and broken bottles. 

 Hand. Normal one-handed weaponry. Lots of sword types, maces, battle axes. 

 Reach. One or two hands, long. Staff, chain mace, spear. 

 Heavy. Hand-and-a-half or two handed. Bastard sword, heavy mace, claymore. 

 Very Heavy. Enormous, needs two hands. Huge club, armored foe’s body. 

 Ranged bow weapons (whether they are longbows, crossbows, etc.) have a default 20 shots each, 

and cost 1 silver per additional shot. 

 A quiver counts as a weapon for calculating encumbrance. A quiver holds 20. 

 Ranged thrown weapons have 2 types: weapons that can be light or ranged, or weapons so small 

they can only be ranged. 

 Light/ranged: Less than 4 don’t count, a group of 4 count as a weapon, for encumbrance. 

(Throwing axes, light knives) 

 Ranged only: Less than 20 don’t count, a group of 20 count as a weapon, for 

encumbrance. (Shuriken, tiny knives, sling stones) 

 

 Armor. Start with light or medium armor if desired, free of charge. Take a shield if you want. 

 Medium armor counts as 1 load.  

 A shield counts as a weapon. A heavy shield counts as a load. 

 

 Backpack or Home. Characters may start with a stocked backpack if they wish, or a living space with some 

extra equipment in it. Carrying all this counts as a load, so it affects encumbrance. However, it has in it the 

normal sorts of supplies characters would want. 

 10 yards of rope, 6 torches, a lantern, 1 flask oil, a bedroll, 1 change clothes, 1 week food, 3 days 

water, flint and steel, 12 iron spikes, small hammer, small cookpan. 

 If they want other objects, they can spend 1 Awesome Point to have it conveniently in the backpack 

during play. If it is bulky or not something that makes sense, 2 or more Awesome Points. The DM may 

deny a request to have an object handy. 

 

Base Economy 
 
Many games have extensive price lists, and you are welcome to refer to those. If you want a basic guide for 

spending money for stuff, this guideline may help. 

 

Metric system. 10 copper = 1 silver. 10 silver = 1 gold. 

 

 1 gp: Cheap adventuring stuff. Rope, 3 meter pole, fishing gear, torch, sling, a meal, an ale 

 5 gp: Basic stuff. Lock picks, lantern, tent, lousy cart, beast of burden, a night of drinking 

 25 gp: Cool stuff. Horse, light armor, fine wine, holy water, spyglass 

 100 gp: Expensive. Warhorse, heavy armor, carriage 
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Weapons, Armor, Shields 
Melee Weapons 

Type Damage Description +2 in this Arena 
Unarmed 1d10 to hit, add an attribute to the roll, do 0 Wounds, only KO target. (AP for damage.) 

Light 1 1d10 to hit, add an attribute to the roll, do 1 Wound. Tight 

Hand 1 To hit, roll 3d10 instead of 2d10, ignore the lowest.  

Reach 1 2d10 to hit. +2 to impede or prevent impeding. Hazardous 

Ranged 1 Attack earlier, and adjacent arenas also. (target in) Open 

Heavy 2 2d10 to hit. Big, so they do more damage. Dense 

Very Heavy 3 2d10 to hit. Huge, no shield, ignore the first Wound armor soaks. 

 Light. These weapons are small, like daggers, gaff hooks, and broken bottles. 

 Hand. Normal one-handed weaponry. Lots of sword types, maces, battle axes. 

 Reach. One or two hands, long. Staff, chain mace, spear. 

 Heavy. Hand-and-a-half or two handed. Bastard sword, heavy mace, claymore. 

 Very Heavy. Enormous, needs two hands. Huge club, armored foe’s body. 

 
Parrying Weapons 
A parrying weapon must be a light or hand weapon, and it can be used with a light, hand, or heavy weapon in the 

other hand. When using a parrying weapon, you are -1d10 on your attack roll (so you roll 1d10 to hit with a heavy 

weapon and 2d10 with a hand weapon.) 

 The weapon grants +2 to hit, -2 for a foe to hit, or +1 Wound to an attack. It can be used for one of these three 

things, once a round. Doesn’t stop ranged attacks. Cannot be used with a shield. 

Ranged Weapons     All are +2 to hit targets in an open arena. 

Type Damage Description Reload Rate 
Light 1 Sling, knife, dart. Roll 1d10 to hit. Add an attribute 

to the roll. Max range is adjacent arena. 

1 action to ready, load, shoot. 

Hand 1 2d10 to hit. Axe, light crossbow, shortbow, javelin. 1 action to ready, load, shoot. 

Heavy 2 2d10 to hit. Longbow, spear. 1 action to ready, load, shoot. 

Very Heavy 3 2d10 to hit. Heavy crossbow Focus action reload. 

All ranged weapons can attack in the same arena or an adjacent arena. 

 Aimed. Shooting as a focus action, a bow can shoot targets 1 arena away per Brawn.  

 Shortbows have a maximum range of 4 arenas away and longbows a maximum of 8 arenas away. 

 Move and Shoot. Spend 1 Awesome Point to do a ranged attack while moving. Roll 1d10 to hit. 

 This works with thrown weapons and crossbows, not with bows. 

 Hand to Hand. Ranged weapons can be hand weapons up close. A heavy crossbow, heavy. A longbow, reach. 

 
Armor 

ATTACK ROLL Super Heavy Heavy Medium Light No Armor 

20+ Full Damage Full Damage Full Damage Full Damage Full Damage 
 

2 Awesome 

Points from Stack 
for surviving a 

fight unarmored 

17-19 -1 Wound 

14-16 -2 Wounds -1 Wound 

11-13 -3 Wounds -2 Wounds -1 Wound 

8-10 -4 Wounds -3 Wounds -2 Wounds -1 Wound 

1-7 Miss Miss Miss Miss Miss 

Cunning Penalty -6 -4 -2   

Encumbrance 3 loads 2 loads 1 load   

Description Full plate Chain & plate Chain Leather Clothes 

 

Armor Reduces Damage. The [-X Wounds] on the table represents the number of Wounds that the armor deflects 

away from the character inside. This is damage reduction. The higher the roll to hit, the less effective armor is. 



7 

http://fictivefantasies.wordpress.com/ 

 

Fighting Without Armor. Characters who are in danger of being hit, who enter a fight without armor and survive, 

get 2 Awesome Points from the Stack after the fight. 

 

Shield 
Fighting with a shield, you roll 1 fewer d10 to hit. However, once a round you can block 1 Wound. A light shield 

counts as ½ load, for encumbrance. A heavy shield counts as a load. You count as “armored” in combat when using 

a shield, so do not get 2 Awesome Points for surviving the fight. 

 Shield-Sacrificing Protection. A light shield can reduce a single attack dealing multiple Wounds to 1 Wound, 

breaking the shield. A heavy shield can act as a light shield twice before breaking. 

 Shield Attack. A shield can be used as a weapon by itself, or with a hand, heavy, or reach weapon.  

 Shield Cover. Using “Defend” the shield reduces attacker’s to-hit rolls by 2 (stacking with the -2 for defending, 

total -4). This works against ranged attacks. Also, the shield reduces each incoming attack instead of just one. 

Character Advancement 
 

How Characters Level  
 

Characters gain a level when their players spend 12 Awesome Points through them. The character can level in 

the middle of combat, or in a peaceful moment later (when the player has the time to figure out what benefits to 

add.) Spent Awesome Points and earned Awesome Points are recorded at the end of the session, the character gets 

those Awesome Points to start the next session (and benefits from points spent already towards leveling).  

 

Benefits of Gaining a Level  
 

Characters gain a new Talent when they gain a new level.  

 Half their Talents must be from their base template. 

 They do not need teachers to take Talents from their base template. They do need teachers to gain a Talent from 

another template.  

o They may choose to wait to gain a Talent until they can get a teacher. There is no time limit on this 

waiting—if they wait three levels, then at some point they can train to get three new Talents.  

o It takes at least 48 hours of training with a teacher to gain a new Talent.  

o If the character has been training in the background and preparing to level, the DM may decide the 

training has been completed in practice and allow the new Talent.  

o The DM may charge Awesome Points with no other benefit (including towards leveling) to intuitively 

develop a cross-template Talent on the spot.  

 The DM does not have to do this, but may choose to.  

Open talents cost 3, restricted talents cost 5.  

 

Characters gain +1 to an Attribute when they gain a new level.  

 They may choose to learn a new language instead of taking +1 to an Attribute.  

o Characters have default extra languages equal to their Awareness bonus.  

 They may choose to learn to play a musical instrument proficiently, or be skilled in another artistic expression, 

instead. (They may also take a musical instrument or other artistic expression instead of a bonus language at 

generation.)  

 If the player decides to wait to gain a new Talent, the player can still raise one of the character’s Attributes by 

one.  

 

Gaining a Wound.  

 The player can give up both the talent and the attribute point to add 1 Wound to the character’s capacity, writing 

“Tougher” as a constant ability Talent.  

o This can be done once per “Brawn” bonus.  
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 If “Brawn” goes up from increasing Attributes, then the capacity to gain “Tougher” multiple 

times increases too. These extra Wounds stack with Wounds granted by Talents or Inherent 

Abilities.  
 

Changing Base Class 
When a character has 2 talents from another template, the player can decide to switch to that template as the new 

base template. This can be done when leveling and taking a second talent from the template, or any talent after the 

second. 

 

From that point on, the character cannot get more talents from other templates than possessed for the base template 

(but the character may already have more talents from other templates. Those don’t count here.) 

 

The character cannot use the inherent ability of the new base template, but can spend 3 Awesome Points to use any 

talents not yet purchased from the base template. The character can no longer spend 3 Awesome Points to use talents 

not purchased from the previous base template. 

 

If a character gets all 5 talents from a new base template, then upon leveling the character can forfeit the talent and 

attribute point and gain instead the template’s inherent ability. 
 

Description of Talents 
 

Talents are abilities the character can use.  

 

Difficulty to Learn. How widely available is the talent?  

 Base Template Talents. You can gain talents from your base template without further training.  

 Open Talents. Training for “open talents” is easily located, or spend 3 Awesome Points that do not count 

towards leveling to automatically “figure it out” somehow with DM permission.  

 Restricted Talents.* Gaining “restricted talents” (with 1 asterisk) that are not on your base template is only 

possible if the DM agrees, and there are special circumstances and training (or if the DM allows you to spend 5 

Awesome Points that do not count towards leveling.)  

 Exclusive Talents.** Training for “exclusive talents” (with 2 asterisks) is not possible unless the talent is on 

the character’s base template, or the character is a spellcaster learning appropriate magic. The DM can make an 

exception for extraordinary circumstances, but isn’t required to.  

 

Frequency of Use. How often can the character use the talent?  

 Constant. The character can always use this talent, it is available any time its use is appropriate.  

 Arena. The character can use this talent once per arena. If the talent involves moving between arenas, the talent 

is reset when it enters a new arena. The talent is only exhausted in the arena if its use is successful. The talent 

can be “recharged” in the same arena by spending 1 Awesome Point as a free action.  

 Rested. The character can use this talent successfully once between periods of rest and nourishment. The talent 

can be “recharged” between periods of rest by spending 2 Awesome Points outside combat, or 3 points during 

combat.  

 

Time to Use. Different talents take different amounts of time to use.  

 Free action. This takes no time. If in doubt about when it activates, it is used on the character’s turn.  

 Action. This counts as a shoot action, move action, fight action, etc.  

 Focus action. This starts in phase 3 and activates in phase 7 of the round if the character is not injured in that 

time. The talent is only exhausted if it is successful.  

 Longer. Some talents specify they take a minute, or an hour, or some other time increment.  
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Improving Talents 
 

Instead of taking a new talent upon gaining a level, a player character can improve a talent the character already has. 

Here are the available improvements. Areas that can be improved are underlined in the talent description.  

 

 Upgrade one time frame—rested to arena, arena to constant.  

 Add +1 Wound (damage) for an attack talent.  

 Add +1 to hit for an attack talent.  

 Add +2 to an attribute roll talent.  

 Reduce Awesome Point cost by 1.  

 Speed—change a focus action to a move action.  

 

Here are some specific guidelines for upgrading talents.  

 

 A talent may be upgraded more than once, but only one of each upgrade type may be applied to a talent.  

 Players must get DM approval before “improving” a talent, to make sure the interpretation works for the DM’s 

game and preferred play style.  

 Spell talents may be improved.  

 Every talent is not subject to improvement, and that’s fine.  

 Improving a base template talent counts as taking a base template talent, when counting talents towards the 

cross-template requirement that half a character’s talents must be from the base template.  

 

Improving talents generally cannot allow these possibilities.  

 

 Adding a penalty to an opponent’s Attribute or combat test.  

 Reduce incoming damage.  

 Grant Awesome Points to the character through its use automatically (without player or DM involvement.)  

 Increase a player character’s wounds, or improve healing.  

 

If you see this makes a talent more powerful and cooler, and worry about balance, remember that the player 

character gave up a whole other talent to improve this one. And there are some really neat talents out there. 

 

Arenas 
 
An arena is a place you might fight in that’s different from the places around it. Characters can move around and 

maneuver within their arena without taking actions to do it. A move action transfers a character from one arena to 

another adjacent arena.  

 

In play, this usually looks like a bunch of ovals, squares, L-shapes, and triangles that touch each other, ideally with 

some scribbled in scenery or an explanation to understand what is in each arena.  

 

Having a variety of arenas means players can move their characters to places where they get an advantage from their 

weapon type, and variety helps combat be more cinematic and dynamic than standing toe to toe and gradually 

chewing through each other’s hit points. 

 

Arena Type Description Favored Weapon Type 

Tight Narrow corridors, stairs, balconies, alleys, tunnels Light is +2 to hit 

Hazardous Rooftops, slick rocks, ledges, rope bridges, swamps Reach is +2 to hit 

Open Courtyards, open water, gladiatorial arenas, fields Range is +2 if target in open 

Dense Shops, thick forest, ship deck, crowd, hayloft Heavy is +2 to hit 

Neutral If it isn’t as open as open, but not one of the others. None 
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An arena tends to be 5-6 vertical meters. On a cliff face, in the water, or with aerial combat, that’s a helpful 

guideline. Some monsters have an arena on their back and head! 

 

 If you want to do something cool, suggest arena possibilities next to the arenas the DM notes. 

o Example: a character in a marketplace is faced with a dense street and tight alleyways as the guards 

close in. Her player asks if she can treat the awnings of the shops as a hazardous arena to get up to the 

rooftops, which are open. The DM may draw it in! 

 Arenas can change mid-fight. If you are in a hayloft and the barn catches fire, you may go from a dense arena to 

a hazardous arena. If you’re in a crowd and they scatter, the arena goes from dense to neutral, then maybe a 

round later to open. Boundaries of arenas can change as the fighting space changes. 

 The size of arenas varies dramatically. If you’re in a house, arenas will be very small; if you are riding horses 

out on the plains, they’ll be very big. 

 

There are some circumstances that come up often, so here are some typical arrangements.  

 

 Roads. Road arenas tend to be narrow (but include the shoulder) and 2 or 3 arenas long for the purposes of the 

encounter. They are open unless there is traffic, then they can be any arena type.  

 Walls. If you can go over it or fight on it, the wall is hazardous. If the walls hem you in, the arena is tight. If the 

walls mean you can’t go that way, the wall is impassible (and not an arena). If the wall seems flimsy, you can 

try to break it; if you do, the DM will tell you whether the rubble-strewn hole area is dense, tight, or hazardous!  

 Weather. Rain, mud, snow and ice tend to shift terrain to hazardous.  

 Woods. Brush and saplings are likely to be dense, stands of trees close together or with low branches tend to be 

tight, and old growth big forests with space between trunks may be neutral.  

 

Combat 
 

Combat has 6 parts to each round, and those parts are resolved in order. The DM assigns the NPCs to the parts 

where they will act, then the players say what their characters will do. Combat should be fast, cinematic, and 

awesome. 

 

Initiative 
Initiative is only needed when multiple characters want to act in the same phase of the combat round. Every party 

rolls 1d10, highest roll goes first, and on through descending order. Those who are tied go simultaneously or dice it 

off again, DM choice. 

 

 The DM always declares what the NPCs will do before the PCs decide what they will do. This may be a 

description of their plan, or just noting what part of the round they’ll use (shoot, move, attack, etc.) 

o For example, a DM may tell players an NPC will defend or protect, but not say which, or who may be 

defended. Or the DM can share that information. It depends on how clearly the DM thinks the NPC is 

telegraphing the action. 

o If this inconveniences players to the point where they complain, the DM may put Awesome Points in 

the bowl to pay for secrecy. 

 It is helpful to put 1-6 down the side of the dry erase board and mark in when everyone will act. Start by putting 

in the NPCs, then put in the PCs. 

 

Critical Hit 
 Face Dice. One of the dice rolled to hit is the “face die” and if it comes up a 10 and the character also hits, then 

the attack does +1 Wound. (This may not be a hit to the face, it could be any kind of critical hit, but “Face Die” 

is funny.) 
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Combat Round 
Choose one. Actions resolve in the order listed. 

 

1. Defend or Protect. Both can counter-attack those that successfully hit you in melee combat.  

Counter Attacking Minions. When a group of minions attack, they roll once to attack so the defender can 

roll once to counter-attack—not once for each minion in the group. 

 Defend: Foes are -2 to hit you. (-4 with a shield.) 

 Protect: Attacks in this round that target a chosen friend in your arena attack you instead. 

2. Ranged Attack. Use a ranged weapon to attack someone in your arena or an adjacent arena. Can hold and aim 

to shoot later in the round, and most weapons can shoot further with a focus action. 

3. Focus or Impede. Actions that take longer to manage. 

 Focus: Announce what you are starting to do for a focus action; if unharmed by 6, it happens.  

 Impede. Prevent someone from leaving the arena you are both in. Test your Brawn, Cunning, or Daring 

against their Brawn, Cunning, or Daring. (Both sides choose which attribute they’ll use.) 

4. Move or Push. Control the movement of yourself or others. 

 Move. Move from the arena you are in to an adjacent arena.  

 If someone Impeded you, attack them; if you inflict a Wound, you can move normally. 

 Push. Move one or more opponents to an adjacent arena. Use your Brawn, Cunning, or Daring, against 

their Brawn, Cunning, or Daring. Each target after the first reduces your roll by 1. Those you beat are 

hurled out of the arena. 

5. Attack or Assist. Attack anyone in your arena. 

 Attack. Roll to hit, using any applicable talents or weapon bonuses. 

 Assist. Add 1d10 to the dice rolled by an ally in melee range; the ally keeps the top 2 rolls, so you are 

contributing as though you were a minion. You cannot use talents or weapon bonuses to help. 

 To shift your action to attack independently or protect your ally from another attack, spend 1 

Awesome Point. 

6. Focused Events. Focused actions go off if the focuser is still undamaged. A successfully impeded target is 

Cornered and cannot move next round either. 

 

Wounds and Recovery 
 

What is a Wound? 

A “Wound” is the amount of injury it takes to render a normal person unable to fight anymore. 

 

For characters with more than one Wound, or characters who are knocked out, they can regain 1 Wound per 10 

minutes of rest and attending to the injury. 

 

Down to 0 Wounds—or Less! 
When characters lose their last Wound, roll 1d10, +1 per Wound beyond the character’s maximum. (If the character 

had 1 Wound and took 3, the roll is +2.) 

o 1-6 KO. Knocked out. At the end of the combat, get up and regain a Wound. 

o 7-12 Dying. Bleeding, badly hurt, helpless, (maybe) unconscious. Without quick medical care, you’ll die. 

o 13+ Death. Bang. You’re dead. 

 

Consequences of “Dying.” 

 You get a cool scar (if you live.) 

 If you roll under your Brawn on 1d10, or get medical help, you can regain consciousness, limp, and manage 

basic movement. You can carry ½ your normal load capacity. 

 You heal back to 1 Wound after 24 hours of complete rest; that may be in 4 increments of 6 hours each, but 24 

hours of bed rest total. 
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Basic Systems for Tasks 
 

The DM can decide how difficult something is on the spot, and call for an Attribute roll (which can be boosted by 

Awesome Points) or a blind luck roll (which can’t) to see how the attempt turns out. These suggestions are for 

clarification, not to bind the DM to a single way of working these challenges out. The DM is encouraged to be 

consistent and creative. 

 

Competition and Uncertainty 
 
When characters compete or the outcome is uncertain (outside of combat) roll 1d10. A tie is a win for the player 

character, or if between player characters, an uncertain outcome. 

 Opposed. One attribute against an adversary attribute. Both roll 1d10 modified by attribute. Higher win, tie is 

inconclusive. 

o Save vs. Magic. Commitment is usually used to resist magic effects as an opposed roll. 

 Challenge. One attribute against a difficulty assigned by the DM. Tie is inconclusive. 

 

Difficulty Description 

4 Simple. Routine, normal, everyday. (Usually don’t call for a roll.) 

7 Standard. Challenging, professional level. 

10 Difficult. Complex, unlikely, expert level. 

13 Amazing. Almost impossible, superhuman difficulty. 

16 Epic. Stories should be told about this feat. 

 

Physical Tasks 

 Breaking Down a Door. Those trying to break down a door by kicking it or bashing it with their shoulders take 

1 Wound per effort; this can be soaked by metal armor. 

 Pickpocketing. Cunning vs. Awareness. If Awareness beats Cunning by 4 or more, the lift is prevented. If 

Awareness beats or ties Cunning, the lift happens but is detected. The DM may make the lift more difficult for 

objects bigger than a palm. 

 Balance. In a high place, test Daring to move. If Daring fails, test Brawn or Cunning not to fall. If successful, 

test Daring to move again. 

 Climbing. Use Brawn, a success moves up or down 1 arena (generally about 6 meters or so.) If Brawn fails, test 

Daring or Cunning, player choice, not to fall. Every 3 meters of falling is 1 Wound, give or take. 

 Swimming. Use Brawn, a success moves 1 arena. If Brawn fails, the character only moves ½ arena. A character 

can try to swim for 10 rounds, -1 per load, before needing to rest. Only characters with a Brawn bonus know 

how to swim; others can move ½ arena on a success, and on a failure, begin to drown. 

o Drowning. Test Brawn each round of drowning, starting at 3 difficulty, +1 difficulty a round. Each 

failure inflicts 1 Wound. 

 

Social Tasks 

 Deception. Test Cunning against the target’s Cunning or Awareness. Success means the target will 

acknowledge the possibility, success by more than 5 means the target believes you are telling the truth. The DM 

may add difficulty for outrageous or dangerous lies, and reduce difficulty for truth mixed artfully in with fiction 

(or calculated and edited to mislead.) 

 Inspiration. As a minimum of a focus action, ideally about 10 minutes, one character can inspire another by 

testing Charm. If successful (DM sets the difficulty) the target gets +2 to a Commitment roll. 

 Intimidation. If the character did something really cool, this could be a free action that takes place during the 

Defend/Protect phase. If the character must show off, intimidation can be a focus action. To scare someone, 

choose either Brawn, Charm , Commitment, or Daring to test against the target’s Brawn, Charm, Commitment, 

or Daring (target choice). An intimidated target is -2 to all rolls until a focus action lets the target shake it off 

automatically. Either side may get a bonus for superior strength or numbers. 
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Awesome Points 
 

Awesome Points give players the means to level up the characters, succeed by increasing some dice rolls, express 

appreciation for other players, and use abilities normally beyond their reach. Ideally, so much cool stuff is going on 

that players are giving each other Awesome Points constantly, and spending them rather than stockpiling. 

 

Here are some terms and explanations. 

 Awesome Points. Usually poker chips or d6 dice or some other plentiful token. 

o Players give each other Awesome Points for doing awesome things. 

 Players cannot take Awesome Points for themselves. 

 The Bowl. Where everyone can reach it. Players give each other Awesome Points out of the Bowl. 

o The DM puts Awesome Points in the Bowl. 

 The Stack. The rest of the Awesome Points, controlled by the DM. 

o Players paying Awesome Points pay to the Stack. 

o The DM spends Awesome Points out of the Stack, sometimes right to players. 
 

When To Give Awesome Points 
The question is not “What is awesome?” The question is, “What does your game group think is awesome?” 

Awesome Points focus in with laser-like intensity on what is fun about role playing your game around your table. If 

a character concept makes you laugh, or somebody is brave and plays with an accent, or they make a character based 

on some fiction you like, or maybe players get you a drink while they are up—give out an Awesome Point. Pithy 

quote? Good idea? Give an Awesome Point! 

 

This game runs best in an atmosphere of delight and gratitude. Cool stuff is happening! Reward the people who are 

part of it! Don’t forget about the Bowl. Hand those points out to your fellow players. If somebody is giving you 

points, don’t forget to keep an eye out for what they’re doing that’s awesome too. Got a quiet player? Figure out 

how to explain why you’re giving them Awesome Points. 

 

There are no rules to prevent abuse of handing out Awesome Points, but if abuse becomes a problem, there’s 

probably a different game out there the group would enjoy more. 

 

Spending Awesome Points  (Always a free action) 
1  Add +2 to any attribute roll. 

 Use a per-arena talent again in the same arena. 

 Flexibility. Change what you want to do in the round. This cannot allow you to act in a phase that is 

over, or to change your mind if you have already rolled dice on an action in the current round. 

2  Do +1 Wound after a successful attack. (But only one per attack.) 

 Ignore 1 incoming Wound. (But only one per attack.) 

 Recharge a rested Talent outside combat.  

 Smite Fleeing Foes. Hit a foe who was in melee with you, but flees before the attack phase. 

3  Use a Talent you don’t have, from your base template. 

 Recharge a rested Talent during combat. 

 No Help to Hit. Awesome Points cannot be spent to boost the to-hit roll. 

 Boosting. You can spend as many Awesome Points as you want to boost an attribute roll—to the point where it 

is successful, and not beyond. (You can’t spend more points just to level faster.) 

 Entitlement. If a player should get Awesome Points for something (like fighting without armor), it is the 

player’s responsibility to remind the DM. If the player does not remind the DM in a timely fashion, it is up to 

the DM whether or not to reimburse the player. 

 

Just One Player 
Give 3 starting Awesome Points for taking an adventuring motive. Give more for character sketches, back story, 

bringing snacks, or whatever effort went into preparing. During play, any time the DM would normally put 
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Awesome Points in the Bowl, the DM gives them to the player. This is not as fun as having a group giving each 

other Awesome Points, but it allows for solo missions. 

 

Refilling the Bowl 
There are a number of ways the DM can refill the Bowl with Awesome Points for the players to share with each 

other. Ideally, there are always some Points in the Bowl, so when something awesome happens the players can 

celebrate. Good players will be handing out Awesome Points all the time. How does a DM get more in the Bowl? 

Thanks 

 Progress! The DM may choose to put Awesome Points in the bowl at the conclusion of an encounter. 

 Pride. You like how your players and their characters are handling things, you think they’re cool, and you want 

them to know it. Toss in a handful of Awesome Points! 

 Out-of-Game Contributions. Want to reward a player for bringing snacks, or keeping the party’s map up, or 

doing play reports, or whatever? Give the player Awesome Points that the character can start with next session. 

Cruelty 

 Evil Chuckle. Any time the DM chuckles evilly, or laughs maniacally, or any other variation on the theme, the 

DM must feed the bowl 1-4 Awesome Points. (This is always available, and always entertaining, so use it! You 

can choose whether or not to chip in when an NPC laughs.) 

 Monster Talents. When monsters use talents, it’s good form to pay for those talents by putting Awesome Points 

in the bowl. Many monster talents note they have a cost. If they do not, you don’t need to feed the Bowl. 

 Picking on Characters. When a target is hit and you spend 2 Awesome Points to ignore 1 Wound, one of those 

goes to the player whose character was “cheated” and the other goes to the Bowl. Same when the NPC inflicts 

an extra Wound. And if you are pulling some rude move in the game (like having a character lock himself out 

of his house) that’s worth a sympathy point or two also. 

 

DM Spending Awesome Points 
 Spend 2 to reduce 1 Wound done to an NPC, or to increase an NPC’s damage by 1. Half this cost goes to the 

bowl, the other half to the player character who is directly affected. 

 Attribute bidding war with PCs! They make a roll, you make it more difficult or have an NPC resist them with 

Awesome Points matching their own contribution, if you want to drive up the Awesome Point price or even 

make a target immune to their attempt. 

 Monster talents may require Awesome Points to go to the Bowl if they are used. 

 

Bribery 
If a player wants a degree of narrative control, the player can offer the DM a bribe of Awesome Points. If a PC 

wants to have an item that they could find or have on their person, or if the PC wants to create a new arena adjacent 

to existing arenas, or catch a lucky break, or whatever, the player can offer the DM Awesome Points. The DM has to 

agree to the request; it cannot be a demand. The DM is responsible for setting the tone of the game, and its challenge 

level. 

 

Everybody Else 
 

The characters are mighty and heroic, but they are not alone in the world. Here are the other broad types of people 

and creatures, friend and foe, that exist. 

 

Type Wounds Description Examples 

Swarm 1-5 Little things that fight as a mass. Rats, big bugs, bats, lap dogs 

Minion 1 Normal people, soldiers, skirmishers. Guards, soldiers, people 

Tough 2+ Hardier person, leader, elite soldier. Bandit leader, guard captain 

Monster 3-30+ Any sort of beast or creature. Lots of books on this topic… 

 

Swarms 

Swarms take a single Wound from weapon or bare-handed attacks, but spending 2 Awesome Points can allow more 

Wounds to apply to the swarm (especially with a good description of how.) 
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Minions 

Minions aren’t skilled or strong enough to get any kind of benefit from weapon types, and they are usually not 

armored. 

 How Minions Fight. Each minion rolls 1d10 to hit; in a group of minions, keep the highest 2 to see what the 

mass’s to-hit is instead of counting each roll individually. The mass, together, does 1 Wound unless the DM 

boosts it to 2 using Awesome Points. They also combine to do a Push action, or a Shoot action, etc. Minions can 

“mob up” into multiple groups for multiple dice pools. 

 Plowing Through Minions. If you are fighting a bunch of minions, you can possibly hit more than one if you 

do more than one Wound. Each one after the first reduces your to-hit by 1 and requires +1 Awesome Point. You 

can kill as many in a round as you can manage. 

 The first kill costs 0 Awesome Points. The 2
nd

 costs 1 and is -1 to hit. 3
rd

 costs 2 and is -2 to hit. 4
th

 

costs 3 and is -3 to hit. 5
th

 costs 4 and is -4 to hit. 

 You can spend 2 Awesome Points to increase damage by 1, and more Awesome Points to include 

another target. 

 When fighting defensively and gaining a counter attack, you get 1 strike against all the minions, since 

they all combine to one roll to hit you. 

 This only works with range attacks if they line up and the DM allows it. 

 

Toughs 

Toughs get the benefit of weapon types and usually have armor, same as characters. They sometimes have 1 Talent. 

Giving them shields helps them survive a little longer. 

 

Monsters 

The DM may throw any kind of monster at you, and the rules that apply to you don’t apply to monsters… Be 

careful, anything could happen. 

 

“Skinning” these creatures is important to the feel of the game, but less important to the mechanics. Minions may 

look different, but have the same game mechanics. The same stats for a monster could look and feel very different 

described differently. These rules help improvise foes quickly for pretty simple clashes. Armor also makes a big 

difference in their survivability. 

 

Mix and Match. Mix and match types and you can have lots of different kinds of fights and some exciting scenes. 
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Fighter Template 
 

The Fighter is skilled at weapons, armor, tactics, brutality, and their application to achieve success.  

 
Inherent—Awesome Violence  
Nobody hits like you do. You can spend Awesome Points to gain up to your level as a bonus to hit. Each 

Awesome Point grants +2 to hit. (If you are an odd level, you can spend an Awesome Point and get +1 to 

hit.) 

 
Limitation—You Look Like a Nail  
To someone with a hammer, everything looks like a nail. It is not always easy to look for non-violent 

solutions when violence is a matter of such expertise.  

 
Signature Items  Awesome decorated helmet. Starting Coin: 3d10 silver x10.  

 
Talents  
 

 Charger. Arena. You can act twice in a row to move and attack. You get a +2 bonus to hit or inflict 

+1 Wound, decide after rolling. To use the talent again, spend 1 Awesome Point or move to another 

arena first. 

 

 Combat Toughened. Constant. You get +2 Wounds. Your confident experience with violence gives 

you a +2 on any Charm check when trying to talk someone out of fighting.  

 

 Expert Parry.* Rested. As a free action, reduce an incoming melee or unarmed attack by 1 die to hit 

before the attack is rolled. This can be done a maximum of once per round. 

 

 Fight Dirty. Constant. Any time you roll a 1 on the Face Die, you have pulled a dirty trick on your 

target. Maybe you hit them somewhere sensitive besides the face, or threw sand in the eyes, etc. Add 

+2 to hit or inflict +1 Wound, decide after rolling. (You may choose not to use this talent if in a “fair 

fight” because it violates whatever code applies.)  

 

 Weapon of Choice. Constant. As long as you are wielding a specific weapon, all your attack dice are 

Face Dice. If you take up a new weapon, a week of training will switch this talent advantage to the 

new weapon. (Used with “Fight Dirty” this talent allows use of a ten and a one result, but not more 

than one of either.)  



17 

http://fictivefantasies.wordpress.com/ 

Knight Template 
 
The Knight is part of a feudal system trading freedom for protection in a grand, violent pyramid scheme. 

 

Inherent—Elite 
You got the best combat training and experience available. For morale, you gain +2 to Commitment to 

keep fighting, and +2 to Charm to keep others fighting. For tricks in combat, you gain the ability to spend 

a single Awesome Point to raise a single combat roll by 2 once per arena (after rolling). 

 

Limitation—Obligation 
You are meshed in a net of family alliances, feudal trades of services and funds for lands, and 

requirements that you protect those who generate your livelihood, the ones below you in the feudal 

structure. You cannot operate independently and have honor in the eyes of your peers, family, and culture. 

 

Signature Items: Signet ring, tabard and shield with heraldry. Starting Coin: 3d10 silver x100. 

 

Talents 
 

 Armor Skill. Constant. Armor counts as 1 load lighter (minimum 0 loads.) 

 

 Connected.* Rested. Your family has developed networks and friendships and enemies in a 

surprisingly broad context. Your signet ring and name may open doors for you. You may ask the DM 

for a sympathetic family ally in an appropriate situation. The DM should then prepare a family enemy 

for a future encounter. 

 

 Logistician.* Constant. You understand that wars may be affected by valor and strength, but they are 

won with supply lines, equipment, and efficient travel. On a personal level, you can pack your 

equipment to reduce it by 1 load effectively. This works on carried armor, not worn armor. On a 

group level, you can increase a group’s travel time by 1/5. On an army level, you can either increase a 

column’s speed by 1/5 or increase its carrying capacity by 1/5. 

 

 Politician.* Constant. You can see past the immediate consequences to the long-term implications of 

political and military decisions. You speak the special code of politics, understand and offer veiled 

threats and promises, and think one thing while saying another. Gain +2 to Awareness and Charm 

when understanding or dealing with political situations. 

 

 Shield Skill. Constant. You are not -1d10 when fighting with a shield. 
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Mechanic Template 

 

The Mechanic has an uncanny gift for working with moving parts, schematics, and machines. 

 

Inherent—Engineering 
You can see how it works. A structure or a machine (anything constructed with moving parts) tells you 

how it is operated and repaired, somehow. A focus action for normal machines or structures, and a minute 

or an hour for more complex structures or puzzles. Either you just know, or if in doubt, test Awareness to 

understand how a machine or structure is built and used. 

 

Limitation—Mysterious Meat 
People are machines too, in a way; cooling systems, joints that hinge, bone scaffolding and levers. But 

what’s in the skull—well, that’s a pile of squishy meat no one could be expected to figure out. 

 

Signature Items: Toolkit, tough gloves, firestarter grip. Starting Coin: 3d10 silver x5. 

 

Talents 
 

 Demolitions.* Rested. Focus action. You can see load-bearing points and weaknesses in structures 

and machines. Test Awareness to make a plan to bolster or collapse the structure or machine. You 

may not be able to bolster or collapse it, but you know how to. This talent allows you to create or use 

explosives, siege engines, or forceful water. 

 

 Inventor.* Rested. Every time you level, you can spend a week making a new and unique invention. 

You can make 1 invention per level; you don’t have to make the invention immediately. The 

invention can grant +1 on a type of roll, or allow the user to spend Awesome Points up to the level 

you were when you built it to create a special effect once before being reset or reloaded. If the user 

rolls doubles while using the device, it breaks until you fix it. You can test Cunning to figure out how 

an unknown device works. To work out the bugs so the device can be duplicated in numbers, spend 

an attribute slot for it upon leveling. The DM is the final word in using this flexible talent. 

 

 Locksmith. Constant. Locks have a complexity between 1 and 10. Each focus (can be upgraded to 

move) action you spend on the lock reduces its complexity by 1. When you decide to roll to open the 

lock, add +3 difficulty to the Cunning test for each remaining complexity. Lock and tool quality 

affect the difficulty. Each re-try is +3 difficulty. 

 

 Repair.* Rested. You can fix it. Whether it is the great stone wheel that operates the ancient gate, or 

the broken serpentine on a pistol, or a mast snapped off a ship, or a wall fallen to sappers, you have 

the know-how to direct a work crew, delegating as needed. Scale determines time frame; a sailing 

ship or wall, 1 day per task. A gate or room, 12 hours. Wagon or door, 6 hours. Hinges or wheel hubs, 

1 hour. Anything smaller, 30 minutes. Halve times with ideal conditions. Confronted with an 

unknown device, test Cunning to figure out how it works. (+2 with “Inventor” also.) 

 

 Trapmaster.* Constant. You are +2 Awareness to see mechanical traps and features. You can disarm 

them with a successful Cunning test. The difficulty is based on the quality of the trap, from 3 to 15, in 

increments of 3. You can also create, repair, or activate traps. 
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Scout Template 
 

Somebody must risk being outnumbered, trapped, and murdered just so others know what’s ahead. 

 

Inherent—Military Intelligence 
As a focus action, you can automatically get a rough count of everything you see. Also, you have a sense 

of the logistical consumption rate of individuals, armies, and communities, and travel time expectations. 

 

Limitation—Wary 
It’s hard not to start feeling expendable when they keep sending you out up front all alone. 

 

Signature Items: Compass, birdcall whistle, spyglass. Starting Coin: 3d10 silver. 

 

Talents 
 

 Birdcall.* Constant. You can imitate the calls of various local and exotic birds. These calls are 

generally used to communicate basic information and orders with a minimal risk of detection—those 

who are proficient detect the bird calls with an Awareness test difficulty 5, others with difficulty 10, 

and even then they don’t understand it. 

 

 Elusive.* Arena. Focus action. If you can get out of line of sight long enough, you disappear. 

Pursuers without special means (like scent ability or magic tracking) cannot detect you; they only get 

a roll if the DM feeds the Bowl and gives you half. 

 

 Read Signs.* Rested. You can connect rising flocks of birds with movement of foes, estimate forces 

based on dust columns from marching armies, and predict the weather for the next 12 hours. Test 

Awareness to gain a fact from signs in your surroundings. 

 

 Sprinter. Rested. You can lose 1 Wound to cross 2 arenas as a Move action. 

 

 Survivor.* Rested. Focus action. You can shrug off 1 Wound (can be used with Sprinter). Also, the 

roll for when you are out of Wounds is (-1/2 your level). If the result is 0 or less, you still have 1 

Wound. 
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Thief Template 
 

You are the premier expert at taking other people’s stuff. You’ll practice, sweat, and focus as hard as you 

must to make sure you never have to work for a living.  

 
Inherent—Get Paid  
You live for the involuntary transfer of wealth to your pockets. Every time you steal from an unwitting 

(or warned and hostile) target, you get 1 Awesome Point from the Stack. If you score big, every 100 gold 

equivalent you take from a protected environment as someone else’s property (once safely outside the 

range of the defenses) gets you 1 Awesome Point from the Stack. If you are working with a group and 

split the take, you get Awesome Points for your share. The DM interprets this as needed.  

 
Limitation—Greedy  
You steal things. Other people have things they want to keep. Having you around is a risk.  

 
Signature Items  Three empty sacks, hooded lantern, grapple hook. Starting Coin: 3d10 silver.  

 
Talents  
 

 Arsenal.* Constant. You strap blades to your arms, legs, ribs, small of your back; you can carry as 

many knives as you want, and they do not count as weapons carried for encumbrance. If you carry 

enough knives to count as light armor, they count as 1 load.  

 

 Backstab.* Arena. This attack only works with light weapons, hand weapons, or ranged weapons in 

the same arena. Attack an opponent who is not focused on you. If the opponent is aware of you, get 

+2 to hit or inflict +1 Wound, decide after rolling. If the opponent is not aware of you, get +2 to hit 

and +1 Wound.  

 

 Bash.* Arena. Focus action. (Upgrades to Combat action.) If you are wielding a blunt weapon, you 

can knock a target unconscious. If you hit, do damage if you choose to (not required), then test 

Cunning. If you roll higher than [the target’s remaining wounds x5, +5 per level of armor on head], 

the target is knocked out for at least a minute. The DM can feed the bowl to increase the difficulty, or 

to make a target immune. You get half of those Awesome Points.  

 

 Pickpocket.* Constant. Lift something from a target in melee range. Test Cunning against the 

target’s Awareness to take the object without the target noticing. If you want the object and don’t care 

if the target knows or not, add Cunning and Daring together. If the target is aware of your attempt, the 

target can resist with Daring or Cunning instead of Awareness. Difficulty may be increased by the 

object being tied in place, held, secured in layered clothing, etc. In combat, the attempt happens 

during the Shoot phase, and you may also Move.  

 

 Super Cunning.** Constant. Any time you test Cunning, roll 2d10 and keep the higher result.  

 


