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Preface (rewrite needed)
The Ideas Behind the Game

This game originally evolved from Advanced Dungeons and Dragons, Second Edition. It was created because I felt that the aforementioned game did not suit my tastes. I started out by changing rules individually, then I began to change large groups of rules, and one day realized that my version of the game could no longer be called AD&D. That game eventually became Blades & Barmaids, which underwent several major overhauls before appearing in its present form. Previous versions of G&G were cumbersome and too heavy on realism, sometimes sacrificing game athleticism and playability for its sake. In its present form, G&G is not an evolution of AD&D or any other RPG, rather a completely original work.


Since D&D is and always has been the most popular RPG, G&G is best compared with that game. D&D’s ruleset, while excellent in many ways, did not suit my style of play. There are two major incompatibilities. The first is the ultra-powerful heroes. Sometimes it is fun to have a character that can win fights against 10 to 1 odds, or fell the mightiest giant, but sometimes a more down to Earth style is desired, and G&G can deliver both. G&G is designed to be modular. The system can be adjusted quickly and easily to suit the power level and complexity of rules desired by the GM and the gaming group. This allows for both high fantasy dragon slaying and gritty realistic games with no change in the rule sets. This modularity is accomplished in three simple and intuitive ways: First, the amount of Hit Points available to characters is a multiple of the Body Stat, but it is left up to the GM to decide what the co-efficient is. Low co-efficients favor realistic games with vulnerable PCs, while high co-efficients favor superheroic fantasy. Second, the amount of XP to give initially and award later is completely up to the GM, allowing him to control how powerful the characters are when they start, and how quickly they advance. Third, all rules follow a few similar patterns and formulas, and are not inter-dependent. In other words, you can remove a rule and everything else will still make sense.


Another main design consideration of G&G was freedom to roleplay a variety of characters. Class systems, alignment systems, and leveling systems serve to pigeonhole characters and limit the imaginations of players. It’s impossible to roleplay well when there’s no believability and perspective. G&G is designed so that the player can have an intuitive feel for what his character can and can’t do. How many of us would have to think before deciding that attacking a 10 foot tall troll is a bad idea? But in many other games, where a thin elf can easily be just as strong as an ogre, it becomes hazy. The player has no perspective. The concept of class also limits role-playing, particularly when the classes play to people’s pre-conceived notions (fighter, mage, priest, thief). G&G’s character creation system allows players to build their characters by purchasing Skills that they want through experience. There is no class, and there are few restrictions. As a consequence, new players can jump in without having read this or any other book, since they can apply real-world logic to dealing with situations.

Things That are not Present in this Book

In this book, you will not find detailed lists of monsters, spells, campaign worlds, maps, or the like. These things are available in many previously published RPG books with cute drawings and high production values. Monsters or spells can be easily converted to G&G. Just look at the monster, read its description, and compare them to other things in G&G. For instance, “These things look muscular and weigh 600 pounds, while an average human weighs about 200 pounds and has 5 Body, so this monster should have 15 Body.” Maybe in the future I will release some sample NPCs, but don’t expect me to re-invent the wheel.

An Example of Play
Introduction

How the Tensided system works


At its heart, the system is not complicated. It involves the use of ten sided dice (hence the name). Most rolls follow the same formula. D10 + attribute – difficulty. Attribute is a number based on how good the character is at the task in question. Difficulty is dependent on the task in question and extenuating circumstances. The sum of the d10 roll and attribute is known as the final roll. If the final roll is equal to or higher than the difficulty, the roll succeeds.

Difficulty

Standard difficulties range from easy to impossible. Easy means something simple and routine like climbing a ladder, while impossible is along the lines of climbing that same ladder with no arms and every rung covered in grease. The number next to each difficulty is the number that needs to be met or exceeded in order to succeed.

Easy: 6-10

Moderate: 11-16
Challenging: 17-22
Difficult: 23-28
World Class: 29-34
Insane: 35-40

Impossible: 41+


Of course, “impossible” is just a figure of speech, since the subject of the roll must be physically possible for there to be a point in rolling, but anything with a difficulty of 41 or more is not likely to be doable by anyone in the world.

Attribute, Skills, and Stats


Attribute is the sum of natural ability and training at a task. It is equal to a character’s skill plus a stat. A skill is a number that represents a character’s training at, knowledge of, and familiarity with a task. An example might be Engineering, the knowledge of applied physics. A stat is a number measuring an innate characteristic, like physique, someone’s physical strength and toughness. The situation determines which stat is added to a skill. For example, the stat aptitude would be added to engineering if the character was trying to remember a formula for tensile strength, but dexterity would be used if the character was trying to craft a model for a design. Distinctions like these are discussed in the descriptions of the skills.


If there is no relevant stat or the roll is based on a stat and not a skill, then attribute equals stat x 2 or skill x 2 instead of Stat + Skill. If someone were trying to lift a heavy rock, for example, there is no skill for that, so attribute is just physique x 2.

Difficulty for opposed rolls


In addition to a passive roll, which follows the normal rules outlined above, there are also opposed rolls, in which one being is pitted against another. Difficulty on an opposed roll is equal to the opponent’s attribute (see above) plus 5. The reason we add 5 to difficulty is that 5 is an average roll on a d10.

Margin of Success

Margin of Success (MoS) is equal to the difference between the number that was needed for a roll to succeed and the actual value of the roll. It is used when it is important to know just how successful an action was. It is used mainly for critical hits (Chapter 4).

Extended Rolls and Cumulative Margin of Success


Sometimes just one roll isn’t sufficient to model an attempt at something. Crafting a sword, for instance, isn’t something that happens instantly. For these situations we introduce the concept of extended rolls. An extended roll is handled normally except that success occurs not when the difficulty is beaten, but when Cumulative Margin of Success (CMoS) reaches a certain number (such as 20), and failure occurs not if a single roll fails to meet the difficulty, but when CMoS reaches another number (such as –10). CMoS is simply a running tally of the Margins of Success. Each time a roll is made, the MoS is added to CMoS (of course, if the roll fails, the MoS will be negative, and the value will be subtracted). In addition, a d10 is rolled after each of these rolls to determine how much time passes before another roll is made. For something that shouldn’t take more than a minute, like picking a lock, this d10 is in seconds. For an arm wrestling match, for instance, it would be in minutes. For more complex tasks, it could represent hours, days, even years (developing a new academic theory might take years, for example).

Diceless G&G (Optional)


Some people abhor rolling dice, or simply like the simplicity and ease of diceless systems.  Luckily, G&G can be easily adapted not to require the use of dice.  Using this rule, if attribute is greater than or equal to difficulty, success is automatic.  If it is less, failure is automatic.  Damage rolls are assumed to result in half of max damage, fractions rounded up.

Chapter 1: Stats

The Stat System


For the stat system to properly be explained, the reader must know what a stat is. A stat is a number that represents a personal characteristic. For instance, someone’s dexterity tells us how good he is with his hands, while his physique indicates how muscular and powerful he is. Larger numbers are better, and a score of 5 indicates a normal human. Before adding any points or making any adjustments, characters possess a score of 5 in every stat.


There are 8 stats in all, and the player has 8 extra points to increase stats. Beyond those, he may increase a stat at the expense of another on a 1 for 1 basis. No stat can be changed to be more than 5 points above or below the base. Every stat except physique can be zero. The abilities are as follows:

Physique: Physical strength and toughness.

Athleticism: Athleticism measures the speed and stability with which one can move his limbs and contort his body.

Coordination: Coordination entails natural talent for hitting one’s mark.

Willpower: Mental strength and toughness, willpower enables one to continue fighting after taking heavy damage without succumbing to the pain and injury. Also used in campaigns that feature psychic combat.

Awareness: Awareness is a measure of perception, both of one’s surroundings and of other people.

Charisma: Representing knowledge of how to push people’s buttons, make the right impression, and generally get what one wants, charisma helps to win friends and influence people.

Dexterity: Natural propensity for being good with one’s hands, dexterity influences an assortment of skills.

Aptitude: Aptitude is a character’s ability to take in abstract information and excel at scholarly subjects. Characters with high aptitude are not necessarily deep or rational thinkers and their players should not feel restricted to role-playing smart people.

Applying What We Learned


Now that we know about stats and their bases, we can fill in the first part of a character sheet. Let us consider Michael Connors.

Michael Connors

Physique: 5

Athleticism: 5

Coordination: 5

Willpower: 5

Awareness: 5

Charisma: 5

Dexterity: 5

Aptitude: 5


 Physique: 6

Athleticism: 5
Coordination: 5
Willpower: 6

Awareness: 6

Charisma: 6

Dexterity: 6

Aptitude: 8

Here are before and after views. The left side represents Michael’s bases, and the right side represents his final scores. The only area that Michael really stands out in is his aptitude. He has always done well at mental tasks.

Chapter 2: Experience
What It Is


Experience is the heart of the skill system, which in turn is the heart of G&G. Skills are increased by spending experience (which will be abbreviated as XP), some of which is granted at character creation, and the rest of which is earned through play.

How to Gain Experience


Basically, experience is gained by completing a playing session, possibly with extra for good role-playing. How much is awarded depends entirely on what occurs in that session, and more specifically what the character accomplished (or failed to accomplish). G&G's XP system deals with numbers too small for every foe to have a corresponding amount of XP given. If every enemy gave even 1 XP for being defeated, characters would be virtual gods after a few sessions given a typical combat-heavy campaign. Therefore, other ways to dole out experience must be considered. Below are a few possible schemes:


Scheme #1: Most campaigns are “meat grinders”, meaning that they involve a lot of combat and not much intrigue. Under this type of campaign, the easiest way to dole out XP is to award an amount after each battle won based on the difficulty of the encounter.

Trivial: Opponents present no real danger to the characters. No XP should be given for this type of encounter.

Easy: Opponents are either outnumbered, outclassed, or both, but can still do some damage if they get lucky. 2 XP per character.

Moderate: Opponents probably will not actually win the fight, but they can seriously hurt the group. 5 XP per character.

Tough: Opponents stand a chance of winning the fight, and the characters are certainly in danger. 10 XP per character.

Brutal: Opponents are an even match for the group, and either side is equally likely to win. 20 XP per character.

Savage: Opponents either outnumber the characters, outclass them, or both. The group’s chance of winning is less than even. 50 XP per character.

Sadistic: The group is hopelessly overmatched and has very slight odds of survival. 100 XP per character.


Scheme #2: In real life, we improve our Skills through use, learning from our successes but primarily from our failures. Under this scheme, .5 XP is gained every time a skill is used successfully, and 1 gained every time one is used unsuccessfully. These numbers are doubled for criticals and botches (covered later). No XP is gained for skills used frivolously (when it’s obvious the player is only using it to gain XP). Neither is additional XP gained by using the same skill more than once over a ten minute period. Only the first use counts.


Scheme #3: Sometimes the simplest solutions are the best. Under this scheme, the GM doles out a basically arbitrary amount of XP. It is best to give 5 to 30 XP per session, depending on how long the session lasted or how much of import happened in it, and how well a character was played.

Character Improvement


Experience is used to buy improvements to a character. These can be purchases or increases of skills, merits, or abilities. The costs are as follows:

Augmenting major skills: Cost of increasing a major skill by 1 point is equal to its desired level x 2

New concentration for a major skill: 20 XP

Augmenting minor skills: Cost of increasing a minor skill by 1 point is equal to its desired level.

New concentration for a minor skill: 10 XP

New abilities: Varies, see the description of each ability
New merits (see chapter 4): Same formula as for skills, but x 10

Starting Experience


Every character is given a discretionary amount of experience after his stats are configured to spend as he pleases. The amount of experience given should not be below 100 or else the character will be truly feeble. 100 XP per character is appropriate for a party of teenagers or young adults who have no real experience doing anything. This would create an equivalent to a “level 1” character. 300 XP would create a seasoned character who can hold his own. Unless the GM likes to give out a lot of xp and cause the party to advance quickly, this is probably a good choice. For more powerful characters, 1,000 XP would be in line with a heroic or mythical figure, and 5,000 XP would be godlike.

Chapter 3: Skills

Introduction


Skills are the heart and soul of the Tensided system. They govern all situations in which someone must make use of an acquired knowledge or talent, which happens all the time. There are two types of skills, major and minor. Major skills are either more broadly applied or more useful than minor skills. The funcitonal difference is that major skills cost twice as much XP to improve.


Many skills have concentrations, since these skills are too broad for one person to have equal knowledge in every area of it. When a skill is taken, a concentration is chosen, such as pistol for ranged combat. The only effect of this is that +3 is added to a roll’s difficulty in a situation for which a character has no corresponding concentration. So, our character who specializes in pistols suffers +3 difficulty when he uses, say, a shotgun. New concentrations can be purchased at a price of 20 xp each.


One final concept to deal with is complex skills. If a skill is complex, then attribute and difficulty are computed differently. Where AT is normally equal to the relevant stat + the skill, it is instead equal to the relevant stat + 2 x skill. This is because, for certain things, the level of knowledge or familiarity is much more important than raw ability. Disabling a security system without setting it off, for example, is mostly a matter of knowledge about the system and how it works, and not so much the steadiness of one’s hands, although that does play a role. Therefore, the security skill is complex. If a skill is complex, its description will say so.


Of course, using the same rules as always for computing difficulty, complex skills would almost always succeed, since stat + 2 x skill will yield much higher numbers than stat + skill. For passive rolls (one where one person is not being pitted against another), difficulty is multiplied by 1.5. For opposing rolls, the opponent’s stat + 2 x his skill is used instead of the basic formula.

Major Skills


Being broader or more useful than minor skills, they also cost more.

Combat skills

HtH combat: Hand to hand fighting. Used for both AT of the character’s attacks and as difficulty for opponents’ attacks. Relevant stat is athleticism for normal hand to hand combat or aptitude when discussing technique.

Concentrations:

Percussion – Punches and kicks, brass knuckles, and small blunt objects like rocks.

Wrestling – Grappling attacks.

Knife – Small cutting or stabbing weapons.

Staff - Includes spears, pitchforks, and the like.

Sword – Large bladed weapons. Includes machetes, huge knives, and the like.

Blunt – Baseball bats, sledgehammers, in general any medium or large blunt object that is swung like a club.

Ranged combat: Firearms and other ranged weaponry. Relevant stat is instinct at point blank range, coordination for normal ranged combat, or aptitude when discussing technique.

Concentrations:

Pistol – Pistols, revolvers, and SMGs. Generally, any weapon smaller than a Desert Eagle, or which is held with one or both hands on the pistol grip. So a large magnum revolver would still qualify despite being larger than an Eagle, and a Steyr TMP would qualify despite having a foregrip because it’s smaller than an Eagle. An MP5 would not qualify because it is larger than an Eagle and has a foregrip.

Rifle – Covers weapons ranging in size from sawed-off shotguns and medium sized SMGs to light machineguns.

Heavy – Heavy weapons include mounted machineguns and cannons, including those mounted on a vehicle, and anti-material or anti-tank rifles.

Ballistic – Ballistic weapons are those with a significant arc. This includes grenade launchers, mortars, missile launchers, and artillery.

Grenade – All thrown objects fall into this category.

Education Skills (All use aptitude)

Note: Education skills are complex.

Education skills typically have dozens, hundreds, or even thousands of concentrations. They will not be listed here, but if a player or the GM knows about a field, a concentration can still be chosen.

Also, this is just a small sample of all possible education skills. There are a wide range of possibilities that are omitted for the sake of brevity. Since their effects are fairly obvious, they can be added when thought of. Any subject that can be taken for college credit or that someone can make a living specializing in is a candidate.

Last, people with more education tend to be more knowledgeable about things in general, and can roll at +3 difficulty for knowing something that isn’t technical or obscure (generally used when a player is about to make a mistake because he’s forgotten or doesn’t know something). These skills can also “stand in” for minor skills that fall in the same subject. For instance, one can use engineering in the place of mechanic, or medicine instead of medic. These substitutions suffer +3 DF.

Here are some sample education skills:

Medicine: Knowledge of pharmeceuticals, as well as natural herbs, plants, spices, etc. Can be used to correctly diagnose and treat infections and other illnesses. Useful for doctors and pharmicists. Implies extensive knowledge of biology and chemistry.

Business: Knoweldge of how the financial world works. This comes through experience of working for a big company, or taking business/finance or economics classes. Entails working knowledge of standard business practices, contract law, effects of policy on businesses and consumers, and other such subjects.

Law: Knowledge of how the legal process works, and in-depth knowledge of precedents, regulations for handling of evidence, and other legal matters.

Engineering: Applied physics, an engineer knows all about designing things, laws of physics, and inferring intended purpose of unknown objects. Mechanical or civil engineers know about material strengths and can easily spot structural weak spots. Electrical and computer engineers know about electronics, wiring, etc. Implies extensive knowledge of mathematics and physics.

Computer Science: Programming, hacking, cracking, all of that geeky stuff is covered under this skill.

Minor Skills

Awareness Skills

Alertness (Awareness): Almost a sixth sense, characters with high alertness are hard to sneak up on, and are resistant to sleight of hand techniques (pickpocketing). Usually used as part of a difficulty. Used as an attribute to notice non-visual things others might miss, like barely audible ticking of a hidden bomb, or a slight breeze indicating a secret passage.

Empathy (Awareness): Like the other social skills, this skill can range from vital to worthless. Empathy is used for a variety of purposes, from reading the emotions of others (this includes the ability to tell if someone is lying) to knowing instinctively what someone wants to hear, to correctly interpreting body language. If used as part of an attribute (reading body language from a distance, etc.), the opposing skill is Alertness. Otherwise, it is mostly used as part of a difficulty.

Spot (Awareness): The skill for investigators, spot makes one more likely to notice when something is out of place, notice traps, secret passages, or generally anything that is not what it seems. Opposing skill is the Security of the constructor of the trap, passage, etc.


It is also used to spot potential adversaries. These spotting rolls are much more dependent on lighting and other conditions than on the skill of the spotter. Difficulties are given below. For each category of conditions, there is the degree to which the target stands out, and the visibility, which can be influenced by lighting, clutter, fog, etc. Each category is given as an “or” statement. If both conditions are fulfilled, bump the category up or down by one. For instance, if the target blends into the background AND there is near zero visibility, use the entry for “Observer is in a brightly lit area and target is in a very dark area”.

All conditions:

Target is trying not to be seen: +target’s stealth

Observer is not actively looking: +5 DF
More than one observer: Use best spot score, +2 for each additional person up to 5, after that more people do not help

Target is moving: -5 DF
Observer is in a brightly lit area and target is in a very dark area:

It is impossible to spot someone under these conditions

Target blends into background or near zero visibility:

Up to 5 meters: DF 20

Each additional 5 meters: +5 DF
Target somewhat blends into background or very limited visibility:

Up to 5 meters: Automatic

Up to 10 meters: DF 15

Each additional 10 meters: +5 DF
Target neither blends in nor sticks out, normal visibility:

Up to 10 meters: Automatic

Up to 25 meters: DF 15

Each additional 25 meters: +5 DF
Target stands or visibility is wide open:

Up to 25 meters: Automatic

Up to 50 meters: DF 15

Each additional 50 meters: +5 DF
Target is in a brightly lit area and observer is in the dark:

Up to 100 meters: Automatic

Up to 250 meters: DF 15

Each additional 250 meters: +5 DF

Persuasion Skills

Command (Charisma): Potentially the most (or least) useful skill in the game depending on how the game is run and the characters are played, command measures the force of one’s personality. When a character tries to influence someone with a command, call to action, or his force of will, command is used. Roll against target’s willpower plus a modifier based on how much the person would normally want to follow the character. Subordinates to the character can be ordered around without using this skill, unless they are seriously considering mutiny. This skill will never work on a character’s superiors or those who consider themselves superior to the character.

Argumentation (Charisma): Its usefulness also dependent on how the game is run, argumentation  is a character’s ability to talk others into doing things, convey information effectively, and generally influence people. When using this skill to talk a person into doing something they would not normally want to do or using a faulty argument, the opposing skill is empathy.

Manipulation (Charisma): Lies, deceit, and half-truths are covered by this skill. This is the ability to mislead others effectively without setting off their “baloney detectors”. Opposing skill is empathy.

Intimidation (Physique): Large, muscle-bound people are naturally intimidating, but those who are skilled in this art know how to make others think they are much more menacing than they actually are. Not quite the same as the type of bluffing that might be done under manipulation, this skill incorporates an aggressive, physical aspect that is not always easy to pull off. A successful roll means that the target is intimidated, but it does not necessarily mean that this intimidation accomplishes the goal that the player was looking for. Intimidating a superior officer in the military, for instance, might have bad consequences. This skill only covers physical intimidation. Intimidating someone by invoking the name of someone who will come looking for the character, for instance, would be manipulation or argumentation, depending on whether the claim was true.

Piloting Skills

Driving: Talent for driving automobiles. Normal driving does not require a skill check, but avoiding danger at high speed does. Relevant stats are instinct for avoiding sudden suprises, and coordination for difficult but expected maneuvers.

Pilot: Like driving, but for more exotic vehicles, like helicopters, tanks, and the like. Training applies only to a specific vehicle, so the +3 difficulty rule does not apply. 20 XP will still buy knowledge of a similar vehicle, though. For instance, a pilot trained to fly Russian attack helicopters will not know how to fly American choppers unless he spends 20 XP. If he wants to learn to drive a tank, not at all related to attack helicopters, a new instance of the skill is created and he has to start all over from 0 skill points. Relevant stats are instinct for avoiding sudden surprises, and coordination for difficult but expected maneuvers. For vehicles with non-simple controls (ie. anything more complex than driving a boat), this skill is complex.

Thief Skills
Sleight of Hand (Dexterity): Best friend of the man without morals. Allows characters to relieve others of their belongings without their knowledge or consent. Opposing skill is Alertness.

Security (Dexterity): This skill bestows the knowledge one needs to set up or bypass security systems, including locks and traps. Opposing skill is the security of the designer of the lock or trap if attempting to disable. Otherwise, it is used as part of a difficulty when someone else tries to spot or disable it. Amount of time taken to pick a lock or disable a trap is equal to 2 minutes minus 30 seconds * MoS (Margin of Success). At MoS greater than or equal to 4, increments decrease to 10 seconds * MoS. Greater than 6, increments decrease to 1 second. This skill is complex.

Stealth (Athleticism): The requisite skill for those who do not wish to be seen or heard. This skill allows a character to sneak past someone. It does not make the character harder to see, however, that is a matter of light conditions and what he is wearing. Opposing skill is alertness. There may be modifiers involved depending on the surface being walked on.

Miscellaneous Skills
Medic (Dexterity): The skill for those who help others. Useful for stabilizing dying people and overseeing recovery. This skill is complex.

Mechanics: The character is trained as a mechanic or technician, and can maintain, fix, and upgrade mechanical devices. There are too many possible concentrations to list, but a few examples include automobiles, air conditioners, cable boxes, or jet fighters. This skill is complex.

Handcrafting: The ability to make things with one’s hands. This skill is used by carpenters, leatherworkers, weavers, and all sorts of other professions. Concentrations include wood, metal, textiles, leather, and the like. This skill is complex.

Tracking (Aptitude): The character can follow any trail that has not been heavily rained on or is not more than a few days old. Base difficulty is 15, +1 for every 6 hours old the trail is. If it rains, add 5 to 15 to the difficulty, depending on how heavy the rainstorm is. Also add the target’s stealth. This skill is complex.

Animal empathy (Charisma): Characters with this skill know how to befriend and train animals. Difficulty depends on the species in question. Easily trainable animals like dogs represent difficulty 10, 18 for intelligent animals like bears or dolphins, and 25 for animals that are neither smart nor friendly to humans, like tigers or crocodiles. The roll is an extended roll with a CMoS equal to the difficulty above needed to succeed. Time interval between rolls is 2d6 days. The animal will be more and more loyal and friendly as the CMoS accumulates, but will not be fully trained until the roll is passed. In all cases, members of species that are not instinctively friendly to the character’s race need to be raised from birth to make a good pet.

Climbing (Athleticism): The skill entails the ability to climb walls, gates, rockfaces, and other not easily passable surfaces as long as the proper tools are possessed (rope, grappling hook, etc.). Difficulty is 10 for ordinary rock climbing, 15 for a slippery surface, and possibly more for extraneous circumstances like strong gusts of wind or being attacked by swarms of bats while climbing.

Music (Dexterity): Musical talent, the character could be an accomplished singer or play an instrument. This is very useful for those who find themselves on the road yet unable to afford standard fare at local inns. Difficulty depends greatly on the tastes and mood of the crowd being played to.

Demolitions (Dexterity): The art of arming and disarming explosives, and knowing where to place them for best effect. Difficulty for disarming a bomb is equal to the Demolitions AT of  the bomb’s designer. Difficulty for arming is 10. This skill is complex.

Disguise (Aptitude): The art of drastically altering someone’s appearance using make-up, wigs, and simple props. Difficulty for spotting a disguise is equal to the AT of the disguise artist +3. Difficulty for spotting a disguised person that one would normally recognize is equal to the artist’s AT minus anywhere from 0 to 5, depending on how well the spotter knows the disguised and how clearly he saw the person’s face.

Cryptography (Aptitude): Encoding and decoding messages. Difficulty for decoding a message is equal to the encoder’s Cryptography AT+5. This skill is complex.

Abilities

Sighting, Spotting, and Aiming:
Scout (50 XP): -25% range for spotting purposes.
Spotter (50 XP): -33% range for spotting purposes.  Scout is a prerequisite for and is replaced by this ability.
Eagle Eye (50 XP): -50% range for spotting purposes.  Spotter is a prerequisite for and is replaced by this ability.
Marksman (50 XP): -25% range for sighting purposes.
Sharpshooter (50 XP): -33% range for sighting purposes.  Marksman is a prerequisite for and is replaced by this ability.
Deadeye (50 XP): -50% range for sighting purposes.  Sharpshooter is a prerequisite for and is replaced by  this ability.
Expert Targeting (50 XP): Character can make called shots at one range category greater than normal. Marksman or better is a prerequisite for this ability.
Fast Aim (40 XP): It takes 1 action instead of 1 full round to aim with sights or an unmagnified scope.

Instinctive Aim (40 XP): With laser sights, a smartgun, or point shooting, aiming is instant.

Point Shooting (40 XP): Character can make relatively accurate snap shots. Effective sighting range for snap shots is only 3 times normal instead of 10 times.
Blind Shot (30 XP): Character can accurately aim a melee or ranged attack based on hearing, but the shot cannot be targeted to a specific location. Target must be making enough noise for the character to be able to clearly hear him. All blind shots are snap shots.

Trick Shot (20 XP): Character can remember the position of a target, and aim accurately without being able to see if it hasn’t changed position. This allows shooting behind one’s back or around a corner. All trick shots are snap shots.

Ranged Combat:
Rapid Revolver (20 XP): By shooting from the hip and pulling the hammer with the off hand, a shooter can fire two shots per action with a single action revolver (meaning old fashioned cowboy guns) instead of just 1. However, the shots suffer the penalties for snap shots, and it takes both hands to operate one revolver this way.

Cowboy Wizard (20 XP): An upgrade of rapid revolver, the character is so good that he can cycle the action normally with his thumb, just twice as fast. It is not considered a snap shot.

Rapid Repeater (40 XP): Similar to cowboy wizard, this ability allows a character to fire 2 shots per action with bolt action, pump action, and lever action rifles and shotguns. Guns that only hold one shot are not included.

Quick Draw (20 XP): Rather than needing a full round to draw one’s weapon, this ability allows a character to draw as part of a multiple action, allowing him to attack or move during the same round, although it incurs normal penalties.

Lightning Draw (40 XP): Weapon is drawn instantly. Quick Draw is a prerequisite for this ability.
Precise (100 XP): Severity is upgraded to the next level above what is indicated by the roll during ranged combat for an untargeted shot.

Stubborn Shooter (40 XP): Character will stick to proper shooting technique regardless of wrist pain, and will not develop a shooter’s flinch under any circumstances.

Fast reload (20 XP): Takes 1 action to reload a detachable magazine or for every 2 rounds manually loaded. Normally it takes 1 round to do this.

Hand to Hand Combat:
Slippery (20 XP): Can move without provoking free attacks.
Whirlwind (50 XP): Penalties from attacking more than once in a round during hand to hand combat are halved.

Surgical Strike (50 XP): Severity is upgraded to the next level above what is indicated by the roll during hand to hand combat.
Dirty Fighting (10 XP): One time -2 DF modifier on an attack. Only works once on a given target.

Miscellaneous:
Runner (15 XP): Character can run at a good pace for long distances. Character can run for 1 minute * athleticism before each willpower check.

Sprinter (20 XP): Character can run extremely fast for short bursts. +50% sprinting movement speed. Can be maintained for the normal 1 second * athleticism before each willpower check.
Wilderness Survival (20 XP): Character knows how to find food and water and avoid poisons in the wilderness.

Lip Reader (20 XP): Character can read lips. He must be able to clearly see the speaker for this to work. Dim lightning, speakers who are not facing the character, mumblers, and people with bushy moustaches can ruin this ability.

Time Instinct (5 XP): Character instinctively seems to know what time it is, accurate within 10 minutes. Fails if he is locked away for a long period of time.

Direction Sense (5 XP): Always seems to know which direction is North, even if he cannot see which way shadows are facing or recognize stars. He does not get lost easily.

Second language (variable XP): Or third, or fourth, whatever. It costs 5 XP to be able to get by in a language, understanding basic sentences, asking for directions, etc. Fluency costs 10 XP. Languages that are very dissimilar to any language’s the character is fluent in cost double. After learning the first foreign language, the cost for subsequent ones is halved.

Mimicry (10 XP): Character has a flexible voice and can imitate any accent, and also can do excellent impressions of famous people or those he knows well. There is a 50% chance that he can do a great impression of any given person of the same gender. The character can also perform convincing squaks and other animal sounds.

If this ability is taken twice, the character is a master, and can mimic almost any voice he has heard to perfection. Success is automatic, unless the character is trying to mimic a voice of the opposite gender, then it is only 50%.

Taken a third time, the character can mimic almost any sound he has heard well enough to convince any human. Of course, many tonal, volume, and other characteristics are impossible for the human voicebox to mimic, like the sound of an engine.

Chapter 4: Merits and Flaws

Introduction

Merits and flaws are designed to differentiate characters from one another. After all, variety is the spice of life. A merit is a positive modifier to a stat or skill, or a special ability, while a flaw is a negative modifier to a stat or skill, or a special disability. Merits and flaws are not all equally valuable, and have one of five levels of magnitude to reflect this. Higher magnitude for a merit means that it is more useful, and for a flaw signifies that it is more crippling.


Merits cost the amount stated in Chapter 2 (10 XP for magnitude 1, 30 for magnitude 2, 60 for magnitude 3, etc.), while flaws give the same amount. A GM might want to set some limits on the amount of flaws taken, and should not allow a character to receive XP for flaws that do not seriously affect him. With no limits, flaws are easily abused to create characters with massive starting XP. Players who do this are known as “munchkins”.


Merits and flaws can only be taken at character creation unless the description indicates otherwise. Flaws can be acquired naturally through play, a character could go on a killing spree and become wanted, for instance. They do not give XP when acquired in this way.


Flaws are not meant to be free XP. If the condition is cured or overcome somehow, or if it becomes clear that the player has handicapped something he knows he will never use, the experience gained by taking it must be paid back. If it is clear that a character will never use something that is being handicapped by a flaw from the get go, then he should not be allowed to take the flaw in the first place. If there is not enough available XP to pay, then 50% of XP earned will pay this debt until it is gone. Flaws obtained through misfortunes during the course of play are exempt.


Many merits and flaws are just higher magnitude versions of other merits and flaws. A person cannot take more than one merit or flaw that affects the same thing. So taking both the magnitude 1 and 3 versions of nearsighted, for instance, is not allowed, nor is a combination of hard of hearing and deaf, for another example.


Merits or flaws that give numerical bonuses or penalties can be taken more than once. For cost purposes, one merit taken twice gives double the bonuses, but is double the magnitude. Three times means triple the bonuses and the magnitude. For instance, one can take the merit hearty (a magnitude 1 merit) 5 times and receive +5 physique for the purpose of calculating HP, but it costs the same as a magnitude 5 merit (150 XP).

Magnitude 1 Merits

Commanding Voice: A powerful, compelling voice. +1 command and intimidation.

Companion: The character is accompanied by a loyal friend who has a quarter of his starting XP. Can be an animal, but an animal empathy roll must be passed for a creature to be allowed. Can be taken after character creation.

Contacts: The character is well connected. There is a 30% chance that he can find more information about a predicament from his contacts. Contacts will usually want something in return for the info. Can be taken after character creation.

Devastating: +1 damage. Can be taken up to magnitude 5.

Die Hard: -2 DF  for the purpose of avoding death rolls. Can be taken up to magnitude 3.
Fast: +1 running speed, +2 sprinting. Can be taken up to magnitude 3.
Financially Secure: The character's finances are under control. He starts with $10,000 in cash and equipment. Can be taken after character creation (relative could die and leave money to the character, character could win the lotto, etc.).

Handy: -4 DF when attempting to fix, take apart, or put together something mechanical. Can be taken up to magnitude 3.

Keen Ears: Character has excellent hearing. +2 Alertness, and can usually make out muffled or nearby whispered conversations.

Knack: +2 to a major skill or +4 to a minor skill. Can be taken up to magnitude 3 for the same skill. Increasing different skills does not count against this limit.
Lie Detector: -4 DF when attempting to determine whether someone is telling the truth.

Light Sleeper: Character awakens easily and is fully alert, making it almost impossible for anyone to sneak up on him in his sleep or go through his possessions unnoticed.

Menacing: Something about the character makes him more menacing than his meer physical prowess might indicate. +2 intimidation.

Perfect Vision: Character has 20/20 vision and receives -2 DF to spot rolls. This increases to -4 at distances beyond 100 feet.

Powerlifter: +2 physique for the purpose of lifting, carrying, or applying steady force. Can be taken up to magnitude 5.
Resilient: +1 physique for the purpose of calculating hit points. Can be taken up to magnitude 5.

Strong Psyche: -2 DF for the purpose of resisting mental attacks. Can be taken up to magnitude 5.
Stubborn: -2 DF for the purpose of Incapacitation rolls. Can be taken up to magnitude 5.
Suave: -1 persuasion, leadership, and empathy DF when dealing with a member of the preferred sex. Can be taken up to magnitude 5.
Magnitude 2 Merits

Ambidextrous: The usual +3 DF penalty for using a weapon in the off-hand is waived.

Connected: The character has lots of friends in knowledgeable places. There is an 60% chance of being able to gain information about his situation from them.

Friend: The character is accompanied by a travelling companion who has half the starting XP as he does. Can be an animal, but an animal empathy roll must be passed for a creature to be allowed. Can be taken after character creation.

Gifted: +1 to a stat. Can be taken up to magnitude 4 for the same stat. Increasing different stats does not count against this limit.

Lucky: Character receives two action points per session instead of one.

Photographic Memory: Character remembers things exactly how they happened, and can often (50% of the time) recall small details that would be helpful to the situation.

Wealthy: The character has substantial monetary resources to draw on. He starts with $50,000 in cash and equipment. Can be taken after character creation.

Magnitude 3 Merits

Bodyguard: The character is accompied by a loyal guard who feels obligated, because of money or other reasons, to protect the character. He has the same amount of starting XP as the character. Can be an animal, but an animal empathy roll must be passed for a creature to be allowed. Can be taken after character creation.

Networked: The character has lots of friends in knowledgeable places. There is an 90% chance of being able to gain information about his situation from them.

Rich: The character’s got a lot of what it takes to get along. He starts with $250,000 in cash and equipment. Can be taken after character creation.

Magnitude 4 Merits
Charmed: Character receives three action points per session.

Filthy Rich: A vivid imagination is required to spend all of the character’s money. He starts with $1 million in cash and equipment. Can be taken after character creation.

Lucky: The character receives three action points per session instead of one.

Retinue: The character is accompanied by up to 6 loyal followers whose combined XP is equal to the character’s. Can be animals, but an animal empathy roll must be passed for a creature to be allowed. Can be taken after character creation.

Magnitude 5 Merits
Opulent :The character is sickeningly wealthy. He starts with $5 million in cash and equipment. Can be taken after character creation.

Posse: The character is accompied by up to 12 loyal followers whose combined XP is equal to four times the character’s. No follower can have more XP than the character. Can be animals, but an animal empathy roll must be passed for a creature to be allowed. Can be taken after character creation.

Magnitude 1 Flaws
Addiction: The character is addicted to a substance. It could be something as common as caffeine, but if he does not get it daily, then he suffers +2 DF to all rolls that day, and each day until he has his fix.

Die Easy: +2 DF  for the purpose of rolls to avoid death.

Farsighted: The character has trouble seeing and distinguishing objects that are close to him. Spot rolls closer than 30 ft suffer +4 Difficulty, closer than 5 ft they suffer +10 DF. +5 DF is added to all hand to hand combat rolls and other close-up actions involving hand-eye coordination. XP does not have to be paid back if a character wears glasses, but does need to if he undergoes corrective surgery.

Favor: You owe a big favor to a powerful, ruthless individual. When he calls it in, you’d better do what he wants.

Fragile: -1 Body for the purpose of calculating natural resistance. Can be taken up to 5 times.

Fumbling: +2 persuasion, leadership, and empathy DF when dealing with a member of the preferred sex.

Hard of Hearing: Poor hearing or the loss of hearing in one ear. -4 alertness, and people need to speak up for the character to hear them.

High Three: The character has lost one to three fingers on one of his hands. All rolls involving dexterity suffer +3 DF. Non-dexterity rolls involving that hand suffer +1. This can be taken twice if the character has lost fingers on both hands.

Nearsighted: The character has trouble seeing and distinguishing objects that are far from him. Spot rolls beyond 30 ft suffer +4 Difficulty, beyond 100 ft they suffer +10 DF. Each successive level of Range incurs +10 DF instead of +5, and max range is 20 no matter which weapon is used. This flaw can also be used to represent someone who has lost an eye. XP does not have to be paid back if a character wears glasses, but does need to if he undergoes corrective surgery.

No Nose: The character’s nose has been severed or amputated. He cannot smell or taste food, and will be oblivious to the prescence of poisons or the buildup of gases.

Poor: The character has only modest belongings and no extra money. Can only be taken at character creation.

Shooter’s Flinch: An instinctive flinch just before pulling the trigger. It destroys accuracy, adding +3 DF to all ranged combat rolls. Can be removed at any time by paying its XP cost. Acquiring and then shedding a flinch once does not protect someone from acquiring again later.

Slow: -1 MV
Soft: Physique –1 for the purpose of calculating hit points.

Speech Impediment: The character has a speech impediment. People are annoyed, and many do not like him. +2 DF to all persuasion rolls except empathy.

Tick: Character has a nervous tick that he does without realizing it. This makes it impossible to conceal his identity from anyone who has been around him any length of time.

Weak Psyche: +4 DF for the purpose of resisting mental attacks.

Magnitude 2 Flaws

Addiction: Same as magnitude 1, but the substance fulfills one of the following criteria:

1. Illegal, restricted by prescription, or expensive

2. Very harmful withdrawal symptoms. Instead of the normal +2 DF, +5 DF is added to all rolls, and this penalty increases by +1 each day that the substance is not taken.

Deep Sleeper: Character will not awake from his slumber before he has had a good night’s sleep unless he is shaken, physically injured, or the noise is exceptionally loud and sharp, like a gunshot in close proximity. Even after being awoken, he is sluggish for about 5 minutes, suffering +2 DF to all rolls.

Dirt Poor: The character has virtually nothing. He starts with no money and no possessions at all other than the clothes on his back and perhaps a simple weapon.

Enemy: The character has a powerful enemy that would like to cause him harm, either directly or indirectly.

Legally Blind: The character is like Mr. McGoo, and has the penalties for both farsighted and nearsighted. XP does not have to be paid back if a character wears glasses, but does need to if he undergoes corrective surgery.

Righty: The character has lost his inferior hand. (Left hand for a right handed person.) Tasks that normally require both hands suffer +4 or more difficulty. They may even be impossible. A hook or plastic hand can mitigate this, but neither will be as good as the real thing.

Lame: One of the character’s legs was broken or damaged and did not heal properly. The character cannot run, and suffers +2 DF to his HtH combat rolls. Can also represent a character who has lost a foot.

Mute: The character cannot speak. Besides the obvious consequences, he suffers +4 DF to all persuasion rolls except empathy and intimidation.

Stunted (Any stat): -1 stat. Same rules for knack apply.

Wanted: The character is wanted for a felony. Police might recognize him, and will try to arrest him when they do. Any time he needs to swipe an ID or have his records called up, it will show that he is a fugitive.

Magnitude 3 Flaws

Addiction: Same as magnitude 2, except that the substance fulfills both criteria, instead of just one.

Clumsy Targeting: Targeting penalties are doubled.

Deaf: The character cannot hear. All alertness rolls automatically fail, and character cannot be communicated with verbally unless he has lip reading. Deaf characters are assumed to be proficient in a form of sign language.

Farsighted: Same as Magnitude 1 flaw, but for some reason the condition cannot be corrected with lenses or surgery.

Hemophiliac: Character’s blood does not clot, and he will not stop bleeding without special medical care. A medic roll against difficulty 20 is needed to get him to stop.

Infamous: More severe than wanted, police and task forces actively hunt the character down, and store owners may recognize his face.

Lefty: Character has lost his primary hand. (Right for a right handed person). Normal +3 penalties apply for using the off hand, in addition to difficulties listed under “righty”.

One Arm: Character has lost his secondary arm. (Left for a right handed person). Penalties are similar to “righty”, but a hook or synthetic hand cannot mitigate the penalties. A synthetic arm is far inferior to the real thing. +5 DF involving all rolls with that arm.

Nearsighted: Same as Magnitude 1 flaw, but for some reason the condition cannot be corrected with lenses or surgery.

Slave: The character is an escaped slave. Similar to wanted, but the character is dirt poor as well. Only applicable in societies that permit slavery.

Unlucky: The character receives zero action points per session instead of one.

Magnitude 4 Flaws

Addiction: Same as Magnitude 3, except that the substance fulfills one of the following criteria:

1. The substance devastates its user. Every 3 months, the character loses 1 point in all of his normal stats. When physique reaches 0, he dies.

2. Withdrawal symptoms are deadly. DF increases by +2 per day instead of +1, and if the character has not had his fix in a week, he dies.

Legally Blind: Same as Magnitude 2 version, except that it cannot be corrected.

Most Wanted: The character is considered so dangerous that he is hunted by a special task force with authorization to use deadly force at the slightest sign of resistance. Any person who gets the news will recognize the character’s face.

One Arm: See Magnitude 3 flaw, except that “lefty” penalties are used.

One Leg: One of the character’s legs was severed or amputated. The character can stand on his remaining leg, but must use crutches to walk, and then only at a speed of ½ meter per round. He can hop around on his one leg, but only at a speed of ¼ meter per round. He suffers a HtH combat penalty of +6 DF.

Magnitude 5 Flaws

Addiction: Same as magnitude 4, except that the substance fulfills both of those criteria.
Blind: The character cannot see. All spot rolls automatically fail, Alertness rolls receive +4 DF, hand to hand combat or other hand-eye coordinated tasks receive +4 DF, and ranged combat receives +10 DF, but only if the target’s square is correctly guessed. Otherwise, a miss is automatic. The blind shot ability can mitigate this, but it is still not as good as sight, since the target must be making a lot of noise. If the character cannot hear him or only dimly, then he cannot know where he is.

No Arms: Both of the character’s arms were severed or amputated. If he has synthetic arms, all tasks with them suffer +5 DF, and anything requiring fine manipulation or finger dexterity is impossible.

No Legs: Both of the character’s legs were severed or amputated. He can walk with crutches or move with a wheelchair, both at ½ meter per round. HtH combat occurs at +10 DF, and he is considered to be a stationary target in all instances where that may apply.


Players are encouraged to think up creative names for the merits listed above. Bruiser sounds a lot better than gifted (physique), just as crack shot has a ring to it that knack (ranged combat) lacks.

Chapter 5: Introduction to Combat

Rounds and Sequence

The round is the standard unit of time in B&B. One round is roughly one second. Normally only one action can be taken in a round, but rules for multiple actions are listed later in the chapter. The order of events goes like this:


The order of events goes like this:

1. Grenade detonations, etc.

2. Hand to hand combat

3. Ranged combat

4. Movement


Actions taken by different people in the same sequence are assumed to occur simultaneously. If someone takes multiple actions (see below), then the sequence repeats 2 or 3 times in the same round. So if one person shoots twice, and the other stabs twice with a knife, then the order of events goes like this: the knife fighter gets one stab, next the gunfighter gets one shot, next the knife fighter gets his second stab, next the gunfighter gets his second shot.

Space and Movement

Movement rate (abv. MV) is 2 meters per round, 5 at a run, 8 at a sprint. A 1 meter x 1 meter space is called a square.

HP

Hit Points (HP) measure a character’s ability to survive physical damage. Unlike in most RPGs, they are not subtracted from when damage is sustained, but rather injuries are compared to the character’s HP to determine their severity. After all, a blow that might not even slow a heavyweight boxer down could be fatal to a small child. A character’s HP is equal to his physique stat multiplied by two.

AP

Action points (AP) are essentially one free ticket out of being killed. Each player character has 1 AP to spend during a session. When an action point is spent, a hit that would have resulted (directly or indirectly) in the character’s death is instead downgraded to the highest severity it can be without the character’s death (ie. a hit resulting in death would be downgraded to coma, but if the character was surrounded by hostiles, then falling into a coma would guarantee his death, so it would be downgraded to critical). These points cannot be used to turn failures on a skill roll into successes or misses into hits, only to save the character's life once per session.

Damage


Damage attempts to simulate the adverse effects of being hit in combat. There are two components to figuring damage, the attacker's damage score and his weapon’s base damage (BD). To calculate damage for weapons where a person’s strength matters (all melee and thrown weapons), the weapon’s BD is multiplied by his damage score. Damage score is equal to one half of physique (fractions rounded up). In ranged combat, only BD is rolled.

Types of Damage


There are many forms of attack that are harmful to mortals, but not all are handled the same way.

Concussion Damage: Damage done by shockwaves, impacts from large flat surfaces, and the like, mortal bodies generally handle this type of damage fairly well. A character's natural resistance counts against this type of attack, and hit location is always considered to be no better than unimportant. It is different from crushing damage in that the impact is absorbed by a large area of the body. Being hit by a gigantic, rounded club, for instance, would be concussion, but a baseball bat would cause crushing.

Cutting Damage: Swords, axes, guillotines; all of these cause cutting damage. Natural resistance does not count against cutting damage, only the resistance provided by armor. Cutting damage can cause severe bleeding, and can also inflict the most damaging and permanent injuries, like severed limbs.

Piercing Damage: Stabbing weapons, high energy penetrating impacts against a small surface area, and the like are examples of piercing damage. Natural resistance does not count, and most piercing weapons are armor piercing, meaning that armor resistance still counts, but armor effectiveness is cut in half. Some of the most critical locations in the body like the heart or lungs can only be damaged with piercing weapons. Bleeding effects and maiming injuries are minimal compared to cutting.

Crushing Damage: Non-penetrating blunt impacts against a relatively small area of the body make up crushing damage. Natural resistance does not count against it. Crushing damage can cause internal bleeding, which is almost impossible to stop. A blow to the head can knock a combatant unconscious.

Heat Damage: Damage from fire, lava, and other extremely hot things. It is generally only dangerous when the heat is extreme. It can cause a great amount of discomfort or pain without actually causing any damage. Damage is not tallied for persistent heat, although it can still be lethal (see Chapter x). The only time the damage system is used with regard to heat is when it is sudden and extreme, like the flash down of a fire or an incendiary grenade. In those cases, natural resistance counts, but armor resistance does not unless the armor is sealed and insulated.

Cold Damage: There is no cold damage. Extreme cold has adverse effects, but the damage system is not used to cover them.

Note:
The preceeding damage types consider human physiology. These rules apply for almost all creatures on Earth, but when creating other creatures who may not necessarily share similar compositions to human-like races, one should consider how these types of damages will affect them differently.

Resistance


Resistance measures a person, creature, or object's ability to ignore a set amount of damage. When a hit is taken, total resistance is subtracted from the amount of damage it does. Total resistance is equal to armor resistance plus natural resistance (if applicable). Divide by two if the attack is armor piercing.


There are two types of resistance, natural and armor. Natural resistance is equal to a character’s physique, and does not change unless physique does, but it cannot be used in all situations. Armor resistance is almost never ignored by attacks, but depends completely on the armor being worn, and not the person wearing it.

Hand to Hand Combat

Hand to hand combat is any fight between two or more opponents with handheld weapons or fists and feet. Chances to hit follow the rules for any skill-based roll outlined at the beginning of Chapter 3. Attribute is HtH combat, and Difficulty is targets’ HtH combat + 5. An attack can be made up to and including once per round, although are benefits for holding off on an attack (see “aiming”).


If a hit is successful, a roll is made to find out the severity (see below) of the hit. Then damage is rolled and compared to the target’s HP. A damage roll for hand to hand combat equals the weapon’s base damage multiplied by the attacker’s damage score. Effects of damage will be covered under severity (see below).


There are many extenuating circumstances that can change the difficulty of the attack or the damage inflincted. Here are the most common:

Attacker is charging: +1 damage score per 2 attacker’s movement score

Target is charging: -2 DF, +1 damage score per 2 movement score

Target cannot see attack coming, but is on guard: -4 DF (common if attacker is behind target)

Target is invisible or attacker is blind: +4 DF
Target can only see attack coming from peripheral vision: -2 DF (common if attacker is in target´s rear flanks)
Target is not trying to avoid the attack, or can neither see nor hear attacker: -10 DF

It is best not to dig this book out in the middle of a session to see these modifiers, but to assign an appropriate modifier first and check the Big Book after the session is over to see if the modifier was close to the one listed here. Sooner or later, the GM will remember which situation causes which modifier.

Grappling


Grappling combat is a risky but potent method of attack. Grappling occurs, for the most part, on the ground. Attribute is HtH combat, Difficulty is targets’ HtH combat. Relevant stat is physique. If the roll succeeds, the attacker has many options to choose from. He can:

· Break one of the target’s holds on him. Each 3 MoS allows him to break one more hold.

· Draw a knife or smaller weapon.

· Stab with an already drawn knife for normal knife damage, or punch.

· Lock up the target’s arms so he cannot punch or draw a weapon

· Cover his mouth so he cannot yell or scream.

· Establish a sleeper hold. It takes 10 seconds per point of target’s willpower to put him under, minus 10 seconds per MoS, and minus 10 seconds for every point of physique in the attacker’s favor, plus 10 for every point in the target’s favor.

· Attempt to break a limb or inflict more deadly harm. Normal damage rules apply, Base Damage 1d6.

· Pin the target in place without inflicting harm.

Blocking and Disarming


Rather than being used to attack during a round, a weapon, shield, or free hand can be dedicated to blocking for that round. This intention to block must be announced at the start of the round, and it counts as an action (see multiple actions). A block occurs after an opponent makes a successful HtH combat roll, and if successful, converts the hit into a miss. A normal opposed HtH combat roll is made after the target’s successful hit but before rolling severity or damage, but exceeding the difficulty is not enough. The MoS for the blocking roll must be higher than the target’s MoS was when he made the attack in the first place, or else the attack is not blocked.


If the blocker’s MoS exceeds the target’s by 3 or more and the blocker is unarmed, then he can choose to disarm his opponent, sending his weapon skittering 1d4 meters away. If it exceeds by 6 or more, the blocker can snatch the weapon into his own hands. An offensive disarming maneuver can also be attempted. It takes a flat 3 and 6 MoS to work, respectively, instead of 3 and 6 over the target’s MoS.

Free Swings

A free swing is an extra attack with -2 DF made available under some circumstances. It is made in addition to any normal actions or attacks during the round. A character receives a free swing if his target moves, attempts to use a ranged weapon, or generally does anything other than engage him in hand to hand combat while in melee range. Also, if the target of a melee attack has a longer weapon than the attacker, the target gets a free swing. A free swing is not made if the character himself is similarly tied up. A free swing does not count suffer the penalties described under multiple actions (see below), nor does it cause further actions taken in the round to suffer those penalties.
Aiming

Aiming a ranged weapon normally takes 1 round. However, this can be increased or decreased as the situation calls for it. Up to 2 additional rounds can be spent aiming, for -1 DF each. Conversely, one can simply  take a snap shot from the hip, but at +5 DF. Once the sights are brought up, it does not take another round to aim at a new target, although bonuses from additional rounds aiming are reset when a new target is chosen.


Aiming bonuses can be applied to hand to hand combat as well. Up to 3 additional rounds can be spent waiting for that perfect strike at -1 DF each.

Multiple Actions

Characters can take up to three actions in one round, but with added difficulty on all of them.  Two actions in one round applies +2 DF to all actions during that round, while three applies +4.


Multiple actions cannot be used to increase movement speed by moving more than once. Any time moving is used as part of a multiple action, the action is assumed to be performed during movement (ie. The character does not stop to shoot a gun). If a move is combined with a melee attack, it is known as charging, as seen in the hand to hand combat section above.

Ranged Combat

Ranged weaponry is used to hit a target from a distance. Base difficulty to hit a target is 15 with a firearm or to hit a square with a grenade or other area weapon. Base difficulty is 20 to hit a target directly with an imprecise weapon like a grenade. Everything in the hand to hand section above applies here, but there are two important differences, range and cover.
Ranged combat has different situational modifiers than close-in combat. Here is a list of common ones:

Target is moving: +3 DF
Attacker is moving: +5 DF
Low-light conditions or partially concealed target: +4 DF
Darkness or totally concealed target: +10 DF if target’s square is guessed, otherwise automatic miss

Target is not trying to avoid attack or does not see it coming: -4 DF
Large target (car): -3 DF
Huge target (trailer): -6 DF
Massive target (building): -9 DF

Target has cover: DF increase depends on the target’s athleticism.

Cover

Cover is shelter from incoming ranged attacks. It puts an obstacle between projectiles and the character. It adds armor resistance and increases difficulty for the attacker. If the character is partially exposed (to return fire, for instance), then the attacker suffers added difficulty equal to the target’s athleticism (since a limber character can make the most out of what’s available). There is no increase in armor resistance in this case. If the character is completely obscured or the attacker shoots at the target’s cover instead of the target, then the cover’s armor resistance is added to the character’s, but DF is not increased. It takes one round to take cover, although better cover can be found that is farther away. The quality of cover available depends on the density of obstacles strewn about and simple luck. A random number is rolled based on the surroundings. That is the cover’s armor resistance:

Levels of clutteredness:

None: No cover possible. Ex: The middle of a parking lot with no parked cars.

Sparse: 1d6 armor resistance. Ex: An abandoned house with no furniture.

Medium: 1d6 + 6. Ex: A restaurant diner with tables that can be tipped over.

Heavy: 2d6 + 12. Ex: A city street strewn with streetlights, newspaper stands, and parked cars.

Ubiquitous: 4d6 + 24. Ex: A bombed out building with rubble everywhere.


Better cover can be found within 1d6+4 meters, adding 50% to the armor resistance, but the character must expose himself temporarily to run to it.


If a character is given sufficient time (a minute or more) to find cover, then armor resistance is equal to maximum possible for the level of clutteredness, including the 50% bonus.


Prepared cover is even better than random debris. A trench or foxhole grants +1,000 resistance. A bunker or other hard fortification provides +500 to +5,000 resistance, depending on the level of hardening of the fortification.


Cover can be destroyed. It has hit points like a character, but these are a depletable stock, rather than a reference point. Any shot that breaks through the cover’s resistance will damage that cover and reduce its resistance to future shots. Cover has hit points equal to its resistance multiplied by 10. Resistance is always equal to 1/10th of a cover’s hit points, so as these HP are depleted, resistance falls by equal proportions.

Sighting
Up to 10 meters: No sighting necessary. Can point shoot with no penalty. No specific called shots with shot, full auto, grenade or ballistic arc weapons beyond this point.
25 meters: +2 DF. No general called shots with shot, full auto, grenade or ballistic arc weapons beyond this point.
50 meters: +5 DF. No specific called shots beyond this point.
100 meters: +8 DF. No general called shots beyond this point.
200 meters: +10 DF 
300 meters: +12 DF 
400 meters: +15 DF 
500 meters: +20 DF 
600 meters: +25 DF 
700 meters: +30 DF 
800 meters: +40 DF 
900 meters: +50 DF

Range
Normal Guns: A normal gun is defined as a direct fire weapon that fires a single projectile at a time which travels at least half the speed of sound. Pistols, rifles, machineguns, etc. qualify. Shotguns, grenades, mortars, etc. do not. A normal gun has a PTM value (propensity to miss). For most guns, this is 0. At each multiple of the gun’s range, 1 is added to accuracy. When a roll is made to hit a target, if the raw d10 roll is equal to or less than the gun’s PTM at the range to the target, the shot misses, regardless of whether MoS was positive or not. The shooter may have been good enough to make a shot at that range, but his gun was not.
Shot: Buckshot, birdshot, fleschettes, etc. are altogether different. There is no PTM, as that would not make sense for a spread of tiny projectiles. Instead, range is determined by the spread pattern of the shotgun itself. A sawed off has range 3, a shotgun with open choke has 5, a shotgun in normal configuration has 10, and one with a duckbill or similar device has 20. Use of fleschettes doubles this range.

Within 1 multiple of the gun’s range, severity is vital for an untargeted shot. At every multiple, severity drops by 1, and 2 is subtracted from difficulty to hit. At 3x range, anyone in the square next to the target are hit as well. Number of pellets someone is hit with is divided by the range. So at 5x range, severity is glancing, it is -10 difficulty to hit, 1/5 of the pellets hit, and anyone standing in the squares next to the target are also hit.
Thrown Objects: There is no PTM, only maximum range equal to 10 * Physique. Normally used to target a square. When trying to hit a person directly with, effective range is doubled.
Ballistic Weapons: There is no PTM, only maximum range that depends on the weapon. Normally used to target a square. When trying to hit a person directly with, effective range is doubled.
Chapter 6: Damage

Severity and Damage

Upon a successful hit, before we can roll damage, we must know how vital of an area was hit. In the real world, gunshot wounds are highly unpredictable in their effects. People have been shot up to a dozen times with high caliber weapons and lived to tell about it, while many others have been killed in one shot by “peashooters”, and it doesn’t seem to depend much on how big and tough the victim was. Tensided does not attempt to simulate reality, but it does try to be more realistic than most action movies, and far more realistic than most RPGs.


A d10 is rolled upon a successful attack roll to determine severity:

· 1: Glancing (x 1/4)

· 2: Inconsequential (x 1/2)

· 3-4: Unimportant (x 3/4)

· 5-6: Susceptible

· 7-8: Dangerous (x 1.5)

· 9: Vital (x 2)

· 10: Deadly (x 4)


Once we have our severity, the next step is to roll damage. Start with the weapon’s base damage (given as a die roll), and multiply by the character’s damage score for a melee weapon, otherwise take the base damage. Multiply the damage by the numbers given in parentheses next to the different severities.


When we have our damage and our severity, we can figure out the extent of the injury.

Health Status

Health status tells us how injured a person is. Levels range from healthy to dead. After we calculate damage, we compare it to the target’s hit points. Below is a list of the different levels of health and the amount of damage (given as a percent of the target’s hit points) needed to reduce someone to that level.

	Health Status
	Damage needed
	Effects

	Healthy
	
	

	Hurt
	10%
	

	Injured
	25%
	+1 DF to all rolls

	Wounded
	50%
	+2 DF to all rolls, movement score halved

	Critical
	90%
	+5 DF to all rolls, movement score quartered

	Incapacitated
	100%
	Roll willpower against DF 15 to remain conscious. If successful, +10 DF to all rolls, cannot stand or walk

	Comatose
	150%
	Unconscious, roll willpower against DF 18 to see if character dies. If successful, character will come out of the coma in 1d6 months, minus one week for each MoS. Proper medical care will negate the need for the willpower check.

	Dead
	200%
	The final frontier. Whether this is truly final depends on the campaign, but in most G&G settings, there’s no coming back.



An amount of damage that would reduce a target’s health status to the level it is already at will make it worse by 1 level. An amount that would reduce his status to a level lower than it is already at will simply move his status to the new, lower level. A hit less severe than his current health level is a “tally mark”. It has no immediate effect, but several of them can worsen someone’s condition. It takes 8 marks to move someone down to the next worse condition. A hit one level less severe than the current health level is 4 tally marks, two levels is 2 marks, three levels is 1 mark, and anything less than that has no effect.


Negative effects can be halved by passing a willpower roll against DF 15 plus the DF that would be added to all rolls (for instance, the difficulty is 20 to halve penalties from a critical injury).

Debilitating Injuries

Sometimes one will aim to cripple rather than kill. These are not life threatening injuries, and do not reduce health levels (see above). Instead they impose penalties on a target’s rolls. For debilitating injuries, we still roll for severity, but then we roll to see which limb is affected:

Roll 1d10 upon hit for area:

1-2: Left Leg

3-4: Right Leg

5-6: Left Arm

7-8: Right Arm

9-10: Spine (all four limbs affected)


Once area has been decided, damage is rolled and compared to the target’s HP. The following list shows the breakdown:

	Mobility status
	Damage needed
	Effects

	Uninjured
	
	

	Hurt
	10%
	+2 DF to all rolls involving that limb

	Damaged
	20%
	+5 DF to all rolls involving that limb

	Crippled
	40%
	+10 DF to all rolls involving that limb

	Useless
	60%
	Cannot use that limb for the rest of the fight

	Maimed
	100%
	Cannot use that limb for 1d6 months, limb’s status will never be above hurt again. If this has already happened once, then the limb’s status will never be above damaged, then crippled, and on the fourth time, it can never be used again. If a cutting weapon is used, then the limb is severed.


High Speed Collisions with Unyielding Surfaces
Car Crashes: For a pedestrian being hit by a car or other large moving object, the damage is equal to 1 for 5 mph, 3 for 10 mph, 6 for 15, 10 for 20, etc. In other words for every 5 mph, the rate increases by 1. For two cars crashing head-on, add the speeds together. For a rear-end collision, subtract the slower speed from the faster. For a T-bone, take the speed of the faster car. Roll severity normally, except for someone wearing a seatbelt. In that case, severity is inconsequential, glancing for someone wearing a racing harness.

Falling from Heights: Damage is equal to 1 for 10 ft, 3 for 20 ft, etc. with the same pattern as car crashes. Max damage (ie. terminal velocity) is equal to the character’s weight in pounds.

Chapter 7: Fatigue

Normal Fatigue


The basic effect of fatigue is that difficulty is added to all rolls as the character becomes more tired. Fatigue points are accumulated by exhausting activity, and +1 DF is added to all rolls every time FP reaches a multiple of the character’s willpower. Catching one’s breath for 30 seconds will eliminate +1 DF worth of fatigue. Fatigue can also be long term, lasting until the next time the character sleeps. For every +4 DF accumulated normally, +1 DF is long term. This accumulates, so if someone worked himself up to +4 DF, rested, and then did it again a few hours later, it would still accumulate +2 DF long term fatigue.


Once +5 DF has been accumulated, and every time another DF is gained after that, the character must make a willpower roll against difficulty 12 + level of fatigue (+5 DF, etc.) if he wants to continue doing what he’s doing. If it fails, he will drop what he was carrying, collapse, etc.


Once +10 DF is reached, the character falls unconscious unless he passes a willpower check at DF 12 + level of fatigue. This typically only happens during forced labor or extreme conditions.


At +20 DF, the character dies. No one can push themselves to the point of death because they would have fallen unconscious long before, but extreme heat or cold or bleeding can cause fatigue points to continue accumulating after this point and thus kill the character. Fatigue is typically caused by the following things:

· Heavy lifting. Every minute that the character must carry 1/2 his weight capacity (physique x 50 lbs) or more, he gains 1 fatigue. He gains 1 fatigue for 10 every seconds he carries 3/4 of his weight capacity, and 1 for every second carrying full capacity.

· Forced marching. Every hour past the third that the character has to march with no break, he gains 5 long term fatigue.  If he is denied water, the fatigue starts accumulating after the second hour, and is 10 long term fatigue per hour.

· Running. Normal movement rate is two. This can be maintained more or less indefinitely (see above, though). Running movement rate is three, but 1 fatigue is accumulated per minute. Sprinting movement rate is four, and 1 fatigue is accumulated per second.

· Missing in hand to hand combat. Swinging and missing is extremely tiring, as any boxer will attest. Gain 3 fatigue each time. Hits are not nearly as bad. Gain 1 fatigue each time.

· Lack of sleep. +5 long term fatigue for every 1 hour of sleep less than eight the character enjoyed the previous night.

· Extreme heat: Humans can tolerate 120 degrees Fareinheight, even if it is extremely unpleasant. At 130 degrees, 1 fatigue is gained every minute. For every 10 degrees past that, 10 seconds is shaved off the interval until 10 seconds remain (180 degrees), then the interval is 1 second. At one second interval (270 degrees), for every extra 10 degrees at that point, the amount of FP gained per round increases by one.

· Extreme cold: Cold effects work the same way, except that the counter starts at -40 below zero Fareinheight, assuming proper winter clothing is worn. If not, the counter starts at -30 to 30, depending on how inappropriately dressed the character is.

Bleeding

Sometimes it is desirable in a campaign to use rules that cover the effects of heavy bleeding, despite the added complexity. As the effects of blood loss coincide more or less with heavy physical exhaustion, FP will be used to simulate those effects.


Slashing or piercing weapons cause bleeding if they do enough damage. Impact weapons do not cause as much bleeding, but it is internal and much harder to stop.


Below is a table detailing the rate of bleeding based on the type of damage inflicted and the amount. “Health status” refers to the level of health that the target of the attack was reduced to. Numbers under “cutting”, “piercing”, and “crushing” refer to points of fatigue gained per round.

	Health status
	Cutting
	Piercing
	Crushing

	Hurt
	
	
	

	Injured
	
	
	

	Wounded
	1
	
	

	Critical
	1d4
	1
	

	Incapacitated
	1d8
	1d4
	1

	Comatose
	1d6+4
	1d8
	1d4



Putting a stop to bleeding is pretty easy (normal medic roll against DF 8 + FP per round being lost), but stopping internal bleeding (caused by crushing damage) is difficult. It requires an extended roll against difficulty 15 plus FP per round. CMoS needed to succeed is equal to the fatigue gained per round by the bleeding before any clotting or medical treatment.


Blood will eventually clot on its own (unless the character is a hemophiliac). Each time a number of rounds passes equal to the FP per round of the wound, the rate of FP accumulation per round drops by 1.

Chapter 8: Targeting

Introduction

Sometimes we want to get a little more specific than levels of severity. The character might want to shoot an object out of someone’s hand, for instance, or hit someone in a spot where his armor doesn’t cover. There are many critical areas on the human body. They have an associated level of severity, meaning that they act as though someone had rolled that severity with a normal hit, affecting health (or mobility) normally. But they also have special side effects. Hitting someone in the eye might blind him in that eye, for instance. The effects are also different depending on the form of the attack. Being slashed across the eye would cause the blinding effect, but would not be potentially lethal, but a piercing attack to the eye might pass through to the brain.


The following table lists common spots and their effects (with the % of HP damage needed to cause that effect), distinguished by cutting, piercing, and crushing. If there is nothing written concerning severity, etc. then the values for “Any (relevant area)” apply to each specific area, too. So cutting severity for the temple is vital because any head shot’s severity is vital, but for piercing it’s deadly because there is an entry there. Limb shots affect mobility, not health. If a non-limb location effects mobility, it will be noted.

	Location
	Cutting
	Piercing
	Crushing

	Any head
	Vital
	Vital
	Vital, Knocked out (50%), Brain damage (100%)

	Temple
	
	Deadly
	Deadly, Knocked out (25%), Brain damage (50%)

	Brainstem
	Vital (mobility, all 4 limbs)
	Deadly, Deadly (mobility, all 4 limbs)
	Susceptible (mobility, all 4 limbs)

	Central nervous system
	
	Deadly, Instant death (50%)
	

	Eye
	Susceptible, Blind for 1d4 hours (25%), Permanently blind (50%)
	Deadly, Blind for 1d4 hours (25%), Permanently blind (50%)
	Blind for 1d4 hours (50%), Permanently blind (100%)

	Ear
	Dangerous, Ear lobe severed (25%)
	Deaf for 1d4 hours (25%), Permanently deaf (50%)
	Deaf for 1d4 hours (50%), Permanently deaf (100%)

	Nose
	Susceptible, Nose severed (50%)
	Dangerous
	Stunned for 1d4 rounds (10%)

	Mouth
	Susceptible, Mouth mangled (50%), Lower jaw severed (200%)
	Susceptible, Mouth mangled (50%)
	Dangerous

	Jaw
	Unimportant
	Unimportant
	Dangerous, Stunned for 1d4 rounds (25%)

	Throat
	Deadly, Head severed (100%)
	
	

	Any torso/abdomen
	Susceptible, Chopped in half (400%)
	Susceptible
	Susceptible

	Heart
	
	Deadly, 4 x normal bleeding
	

	Stomach, liver
	
	2 x normal bleeding, Bleeding is internal
	

	Lung
	
	Deadly, asphixiation (50%)
	

	Spinal column
	Deadly (mobility, all 4 limbs)
	Susceptible (mobility, all 4 limbs)
	Dangerous (mobility, all 4 limbs)

	Any limb
	Susceptible, Arm severed (100%), Leg severed (200%)
	Susceptible
	Susceptible

	Clavicle
	
	
	Deadly

	Elbow
	Dangerous
	Dangerous
	Deadly

	Wrist
	Hand severed (75%)
	
	

	Hand
	1 Finger lost (each 25%)
	
	

	Hip
	
	
	Vital

	Knee
	Dangerous
	Dangerous
	Vital

	Ankle
	Foot severed (100%)
	
	

	Foot
	1 Toe lost (each 25%)
	
	


Effects of Damage
Asphixiation/Instant death: This is final. Anyone who suffers this effect dies immediately and with no hope of avoiding his fate. Includes severance of the head and being chopped in half.

Blind/deaf : Values are for 1 eye/ear at a time. Character gains the appropriate flaw.

Stunned: Character is reeling, able to defend by instict, but does not know what is going on and cannot act.

Knocked out: Character is helpless.  In-close attacks, including targeted attacks, automatically hit with max severity.

Brain damage: -1 aptitude. 50% chance of acquiring the flaw speech impediment.

Severed: Can be surgically re-attached up to 1d4 hours later, but will never function above crippled again. For the head, this entails instant death. For the lower jaw, character acquires the mute flaw and people will tend to react with horror at his appearance. For fingers, toes, hands, feet, etc., character acquires the relevant flaw.

Mangled Mouth: -6 to all persuasion skills except empathy and intimidation, character cannot be understood if not totally fluent in a dialect.

Added Difficulty

Making a targeted attack incurs an extra difficulty penalty, as follows:

General area (right arm, etc.) = +2 DF
General head shot = +4

Specific area (elbow, etc.) = +5

Deadly area (heart, lung, etc.) = +10

Weapon Targeting

Targeting a target’s weapon, or any other object in his hand, is also handled under this chapter’s rules. It adds +2 DF for a hand to hand attack. If the weapon is hit, make an opposed roll between the two characters’ physique scores. If the roll is successful in the attacker’s favor, the targets’ weapon skids away MoS meters. This also applies to a strength-dependent ranged attack (thrown rock for instance) but the attack roll is +5 DF instead of +2.


For a strength-independent ranged attack, DF is +5, and the target must pass a physique roll against DF 12 + attacker’s weapon’s BD to hold onto his weapon. Even if he holds onto it, complicated or fragile weapons like guns may be broken.

Chapter 9: Inventory

Weapons

Weapons in a character’s inventory are regarded separate from other items. They are represented in a table with name, rate of fire, base damage, range, AT (for attribute), and size. The following is an example weapon table. Instead of the tables below, it uses the more in-depth tables in the Modern Weapons Supplement.

	Weapon
	ROF
	Dam
	Rng
	AT
	Size

	M9 Beretta
	2
	4
	10
	18
	Med pistol

	K-bar knife (slashing)
	
	3
	
	14
	

	K-bar knife (stabbing)
	
	3
	
	14
	

	M4A1
	15
	6
	40
	18
	Small rifle

	Glock 19
	2
	4
	8
	18
	Small pistol



Fields left blank can be regarded as a N/A sign. Below are a sample of common or noteworthy weapons one might find in 2004:

	Pistols
	Dmg
	Rng
	ROF
	Cap
	Size
	Price

	Vest Pocket Pistol
	3
	4
	Semi
	6
	Small subcompact
	250

	Pocket Pistol
	4
	8
	Semi
	7
	Med subcompact
	250

	Subcompact Pistol
	6
	12
	Semi
	10
	Large subcompact
	250

	9mm Pistol
	6
	16
	Semi
	15
	Small pistol
	250

	.38 Revolver
	5
	20
	Semi
	6
	Med pistol
	250

	.45 Pistol
	8
	20
	Semi
	12
	Med pistol
	250

	.357 Magnum
	9
	42
	Semi
	6
	Large pistol
	250

	Magnum Pistol
	9
	30
	Semi
	9
	Large pistol
	500


	SMGs
	Dmg
	Rng
	ROF
	Cap
	Size
	Price

	Micro SMG
	6
	24
	20
	32
	Large pistol
	1,000

	Mini SMG
	6
	28
	15
	32
	Small SMG
	1,000

	Full sized SMG
	6
	32
	10
	32
	Med SMG
	1,000

	Large SMG
	8
	36
	10
	50
	Large SMG
	1,500


	Shotguns
	Dmg
	Rng
	ROF
	Cap
	Size
	Price

	Sawed-off
	8 * 10
	10
	Semi
	2
	Large pistol
	250

	Pump Action
	8 * 10
	10
	Single
	4
	Med rifle
	500

	Riot gun
	8 * 10
	10
	6
	20
	Large rifle
	2,500


	Rifles
	Dmg
	Rng
	ROF
	Cap
	Size
	Price

	Carbine
	12
	72
	15
	30
	Small rifle
	2,000

	Assault Rifle
	12
	96
	Burst
	30
	Med rifle
	2,000

	Hunting Rifle
	18
	160
	Single
	5
	Med rifle
	250

	Sniper Rifle
	18
	240
	Semi
	20
	Large rifle
	500

	.50 cal Sniper Rifle
	30
	390
	Semi
	11
	Small cannon
	10,000


	Machine Guns
	Dmg
	Rng
	ROF
	Cap
	Size
	Price

	Light Machinegun
	12
	120
	15
	Belt
	Large rifle
	4,000

	Medium Machinegun
	18
	240
	10
	Belt
	Small cannon
	6,000

	Heavy Machinegun
	30
	500
	10
	Belt
	Large cannon
	15,000

	Minigun
	18
	250
	100
	Belt
	Med cannon
	25,000


	Miscallaneous
	Dmg
	Rng
	Rad
	Price

	Unarmed
	1
	
	
	

	Brass Knuckles
	1.5
	
	
	1

	Switchblade
	1
	
	
	3

	Combat Knife
	2
	
	
	10

	Baseball Bat
	2.5
	
	
	5

	Sword
	2.5
	
	
	100

	Grenade
	6 * 3d6
	20*
	3, 9
	20


*Grenades cannot be thrown farther than physique * 10 meters. People just cannot throw heavy grenades farther than that.

A few things must be discussed for the table to make sense.

Rate of Fire: In all cases, damage is multiplied by the number of shots per action, and so is the target’s armor resistance.

· Single: 1 shot per action.

· Semi: 2 shots per action.

· Burst: 3 shots per action.

· Fully automatic: x number of shots per round (not per action), x being the number indicated in the ROF field. If full auto fire is continued into the next round, shooter can “walk the stream” at short range or less, gaining -4 DF on his roll. If tracer ammo is used, shooter can walk the stream at all ranges. Half the bullets in the burst hit their target, +1 per 1 MoS. The different shots are assumed to average out, and severity is automatically susceptible.

Condition: Price given assumes a gun in average shape (one that jams on a roll of 1). Condition determines how likely a gun is to jam. There are three levels of condition:

1. Good: A weapon in good shape. Does not jam during combat. Price is the same as listed in the table.

2. Average: Weapons in average shape make up the bulk of guns available. Jams on a roll of 1. Price half what is listed.

3. Poor: Guns in terrible shape are given this moniker. Jams on a roll of 1 or 2. Price is one fourth what is listed.

Size: There are 5 size categories for small arms. Size of the weapon determines concealability.

· Subcompact: Tiny pistols. The smallest of these can be concealed in a shirt pocket. The largest can still fit in most normal sized pockets.

· Pistol: They need holsters to be properly concealed. For medium pistol sized, a bulge will show unless a jacket or baggy shirt is worn. Large pistol sized is the limit of normally concealable weapons.

· SMG: Small SMG sized weapons can only be concealed in a trenchcoat or similar garment. Medium SMG sized can only be concealed in a trenchcoat with a specially designed holster. Large SMG or larger sized weapons cannot be concealed at all.

· Rifle: Cannot conceal.

· Cannon: Will not even fit into the trunk of a car.

Explosives: Grenades, bombs, etc. Two entries given under range, the number before the comma is the kill radius. All targets within the kill radius take the amount of damage listed, except that those in the same square of the explosive when it goes off take double the listed damage. The number given after the comma is the threat radius, out to which all targets take one third listed damage. For shrapnel-based explosives, the damage is per fragment, with a random number of fragments hitting. For the same square as the explosive, twice the number of fragments hit, for the threat zone, one third the number hit.

Reloading: It takes 1 round to reload a gun with a clip, or to load 2 rounds a shotgun, rifle, or internal magazine.

Spotting Concealed Weapons: Basic difficulty to spot concealed weapons is 20. -1 DF for each size subcategory above large subcompact. Subcompact sized weapons cannot be spotted if hidden under a jacket or baggy shirt. Pistol sized cannot be spotted if hidden under a trenchcoat (although if someone’s wearing a trenchcoat, it’s natural to suspect that he’s packing).

Armor
	Armor
	Res
	Stealth
	Weight
	Alertness
	Athleticism
	Price
	Notes

	Heavy leather jacket
	1
	
	2
	
	
	10
	Vest only

	Level II vest
	6
	
	4
	
	
	50
	Vest only

	Level IIIa vest
	6
	
	5
	
	-1
	100
	Vest only

	Navy SEAL armor
	10
	
	6
	1
	-1
	500
	No leggings

	Military standard issue armor
	12
	2
	6
	2
	-2
	250
	

	Heavy combat armor
	15
	4
	7
	4
	-4
	500
	

	Military helmet
	12
	N/A
	N/A
	2
	N/A
	50
	


· Res: Armor resistance.

· Stealth: Added difficulty to stealth checks. Does not apply if leggings are not worn and vest is designed to be quiet.

·  Weight: Minimum physique score needed to wear the armor without being weighed down. For every point physique falls short, the character loses 25% of his movement speed, and suffers +2 DF in hand to hand combat. Weight is lowered by 1 if arm-guards are not worn.

· Alertness: Added difficulty to alertness checks. Does not apply when the helmet is not being worn, but a targeted shot to the head will not encounter any armor resistance if this is so.

· Athleticism: Reduction in athleticism stat for purposes of taking cover. Effect lowered by 1 if no leggings worn.

· “Vest only” armor only protects the torso and abdomen. Shots to the arms will not encounter armor resistance, nor will shots to the legs or head.

· No leggings will remove stealth penalties and lessen athleticism penalties, but leave the legs vulnerable. No helmet will remove alertness penalties, but leave the head vulnerable. No armguards will lower the armor’s weight by one, but will leave the arms vulnerable.

· Armor made of spectra instead of kevlar will have its weight reduced by 1, but price is triple.

Miscellaneous

All other items are presented in a simple list. An example looks like this:

Inventory: 

4 spare mags for M4A1

2 spare mags for Beretta

1,000 .223 rounds

1,000 9mm rounds

3 flashbangs

‘00 Ford F-150

Chapter 10: Miscellaneous Character Sheet Terms

Height, Weight, and Age


These are fairly self-explanatory.

Features and Clothing (Optional)


Features refers to physical characteristics, facial or otherwise that stand out. Clothing refers to what a character likes to wear. Either of these can be as brief or as verbose as the player likes, and players should feel no obligation to be descriptive with these fields or even fill them in at all.

Conformity & Morality (Optional)


A character’s conformity is the amount of structure or disorder he feels most comfortable with. It is not used in any rolls, but merely as a tool to help players and GMs get to know their characters. Range is from -10 to 10. A value below zero denotes a freethinker. A freethinker is more inclined to question authority, form his own opinions, etc. A -1 or -2 means that the character only slightly prefers not to follow convention, while -10 would signify someone who pays no attention whatsoever to social convention or norms. Positive values denote dogmatic thinking. A dogmatic thinker feels more comfortable when structure and laws are more rigid and defined, without uncertainty and ambiguity. 1 or 2 means that this is merely a slight preference, while 10 indicates someone who is not capable of having an original thought. This does not have to refer to the larger society’s norms. It can also be relative to the person’s friends or family. The average teenage “rebel”, for instance, would like to think of himself as having highly negative conformity, but in fact he just conforms strongly to a different set of external norms.


A character’s morality is his view on life. It also is merely a tool. Range is still -10 to 10. Negative values denote selfishness or attitudes that do not respect the well-being of others. Positive values denote concern for the welfare of others and possibly selfless actions. -1 or -2 is probably like most of us, not going out of one’s way to help those in need, but not completely callous. Someone with morality -10 could murder an undeserving innocent in cold blood and not feel the slightest pangs of guilt. 1 or 2 is a person who may occasionally sacrifice his time, energy, or resources for a cause that does not directly benefit him, and 10 represents someone who devotes his life to a cause. Be warned, however, that while negative values assuredly denote “evil” attidues, positive values do not necessarily mean that someone is a good person. Someone who devoted his whole life to advancing a Nazi agenda or who rammed a plane into a building would definitely have a 10 on this scale, but would not be a good person by even the most absurd stretch of the imagination.


Also keep in mind that these values only describe general tendencies. Someone can be dogmatic when it comes to a certain subject but generally a freethinker; or very giving, but only to a certain cause. The morality score is meant to reflect the general tendency, and should not be swayed by specific exceptions.

Concept (Optional)


Concept is a short description that captures the essence of the character. It does not have to be poetic, and in fact should not be, but most players insist on writing flowery prose anyway. All of my players have spent far too long trying to think up concepts. All a concept needs to be is one short sentence that describes a character. “Angry orc” is a perfectly valid concept, no worse than “Troubled orc with a violent past and a burning resentment toward those in the world that live the good life.” The first description says the same thing with a lot less wasted words. Players should not be forced to make concepts at character creation. Just as plans never survive first contact with the enemy, concepts rarely survive the first playing session. It does not make sense to force players to have a crystal clear idea of who his character is before being exposed to the game world and the other characters.

Languages

This field is for listing languages that a character knows. Starting languages should be assigned by the GM, and include the common trade language of the area, the character's native language, and perhaps the language of a group that the character has frequent dealings with. Further languages are bought with the linguistics ability.

Profession (Optional)


A character’s profession refers to his career, his day job, how he makes his living.

Damage

The multiplier used with a weapon’s base damage to figure out the total damage.

Available, Earned, and Starting XP

Available XP denotes points that haven't been spent yet. Earned XP refers to the total number points earned since the campaign started. Starting XP lists the amount of XP the character received at creation.
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