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XERO SUM ENGINE SRD v1.2

01. OVERVIEW

INTRODUCTION

The XERO SUM ENGINE (XSE) is a tabletop roleplaying
game framework designed to accommodate games with
3-6 players.

XSE has robust core mechanics that can be applied to
most genres or settings, whilst remaining lightweight
enough to keep the story at the center of the action.

One player takes on the role of the GAME MASTER (or
GM) and acts as both referee and storyteller, and
everyone else is a PLAYER CHARACTER (or PC).

The rules, skills, and equipment included in this SRD do
not cover more fantastical elements, such as magic or
psionics. This SRD will be updated as new rules are play-
tested and refined.

VERSION 1.1 added the COMMUNITY, RECRUITMENT &
MORALE rules from the DISTEMPER ruleset, a post-
apocalyptic setting.

VERSION 1.2 updates the core mechanics, character
creation, combat, and equipment rules from the
DISPLACED ruleset, a hard sci-fi setting.

A worksheet to make tracking community resources and
morale easier is available for download at
XEROSUMGAMES.cOM/SRD.

A VTT built on this ruleset is available at THETABLE.
XEROSUMGAMES.COM.

KEY FEATURES OF XSE

REALISM

XSE is a good fit for games with grounded storylines,
particularly those in the survival, noir, espionage,
western, war, low fantasy, or hard sci-fi genres. The
focus is on ordinary people in extraordinary situations
and while the actions of the characters might be heroic,
they are not super-heroes, gods, wizards, or chosen
ones.

Combat in the XERO SUM ENGINE is brutal, unforgiving,
and can have lasting consequences for characters.
Players should never enter combat lightly and should
actively seek alternatives. Combat is not the only threat
to characters, and starvation, sickness, or dying of
exposure are a possibility, and falling from a window can
be lethal.

To ensure their long-term survival, players will need to
focus on problem solving, diplomacy, and the use of
social skills.

FAST PACED

The XERO SUM ENGINE utilizes a simple d6 game
mechanic that can intuitively facilitate any challenge or
task resolution with ease.

XSE prioritizes realism and momentum over needlessly
complex rules to keep the narrative at the center of the
game.

STORY DRIVEN

Collaborative storytelling fuels the Xero Sum Engine, and
it provides players with various tools to drive the
narrative. These tools include INSIGHT DICE, FILLING IN
THE GAPS, MAKING THE CASE, FIRST IMPRESSIONS, and
GUT INSTINCT rules, as well as rules for RECRUITMENT
AND COMMUNITY BUILDING.

DICE & NAMING CONVENTIONS

2D6: Most checks in the XSE SRD use two 6-sided dice,
adding the scores together to get a final tally.

Xp6: When multiple dice are required for a dice check, it
is written in the format XD6, such as 306 or 4D6. The
final score is determined by adding together all the dice.

D3: Rolling a six-sided die and halving the result
(rounding up), for a result of 1-3.

GAME MASTER: The player who takes on the role of
facilitator, storyteller, and referee, the GAME MASTER
defines the environment, populates the world and
propels the story forward.

PC: A PLAYER CHARACTER (also referred to just as a
CHARACTER) is the personification of the player in the
story.

NPC: NON-PLAYER CHARACTERS (NPCs) are other
characters that the players interact with and are brought
to life by the Game Master.

Dice CHECK: Also called DICE RoLLs, a DICE CHECK is the
basic mechanic for seeing if something a character does
is successful and involves rolling two 6-sided dice and
totaling up the sum of both dice.

MODIFIERS: Each DICE CHECK can be positively or
negatively affected by MODIFIERS that are tied to
attributes, skills, and conditions.
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02. CORE MECHANICS

DICE CHECKS & OUTCOMES

If a player or non-player character does something
that will affect the storyline (such as using a skill or
making an attack) they must make a DICE CHECK or
DICE RoLL to clearly define the outcome.

NOTE: Dice rolls should be reserved for checks that have
a dramatic or narrative impact on the story. If there is
no tension, drama, or clear outcome associated with a
roll, the situation should be narrated instead.

MAKING A DICE CHECK involves ROLLING TWO 6-SIDED
DICE (written as 2D6), adding or subtracting MODIFIERS
for SKiLLS, ATTRIBUTES, and CONDITIONS, and tallying
the final score.

Although a total of 9 or above is a SUCCESS, there are
gradations of success and failure, as laid out in TABLE
1: OUTCOMES.

TABLE 1: OUTCOMES

0-3 DIRE FAILURE

4-8 FAILURE

9-13 SUCCESS

14+ WILD SUCCESS

1+1 MOMENT OF LOW INSIGHT
6+6 MOMENT OF HIGH INSIGHT

DIRE FAILURE (0-3)
If the final total after all modifiers are applied is 3 OR
Less, the check was a DIRE FAILURE.

This means that the character is not only unsuccessful
at the task or action but there is an additional setback
or consequence.

For example, a failed safe-cracking attempt irreparably
jams the lock, preventing further attempts.

FAILURE (4-8)

On a score of 4 TO 8, the action or task FAILS.

This means attempting to pick the lock on a safe is
unsuccessful.

SUCCESS (9-13)

On a score of 9 TO 13, the action or task is SUCCESSFUL.

This means that attempting to pick the lock on a safe
succeeds.

WILD SUCCESS (14+)

If the final total after all modifiers are applied is 14 OR
HIGHER, the check was a WILD SUCCESS.

This means that the character was not only successful
in the task or action, but there is an additional positive
result that benefits them.

For example, the safe not only opens but the
characters find something unexpected of value hidden
inside.

Outside of combat, if a character gets a FAILURE, DIRE
FAILURE, or a MOMENT OF LOW INSIGHT on a dice
check, they cannot make the same check again unless
circumstances have changed significantly. For
example, a character who FAILS to pick a lock cannot
try again unless they use different tools.

MOMENTS OF INSIGHT (6+6 OR 1+1)

When characters perform exceptionally well or
disastrously badly, it is possible that they have a
MOMENT OF INSIGHT and gain a deeper understanding
of exactly why they succeeded or failed.

Regardless of any modifiers, a DOUBLE ONE is a
MOMENT OF LOW INSIGHT, which always counts as a
DIRE FAILURE, and a DOUBLE SIX is a MOMENT OF HIGH
INSIGHT, which always counts as a WILD SUCCESS.

In addition, the character receives an INSIGHT DIE on a
MOMENT OF LOW or HIGH INSIGHT. See INSIGHT DICE
on page 5.

INSIGHT DICE cannot be used to reroll dice in a
MOMENT OF LOW INSIGHT.

MODIFIERS

Dice checks are influenced by up to three modifiers -
ATTRIBUTE MODIFIERS (AMODS), SKILL MODIFIERS
(SMobs), and CONDITIONAL MODIFIERS (CMODS).

These modifiers are cumulative and are all applied to
the result of the 2D6 roll and affect the final score.

ATTRIBUTE MODIFIERS (AMODS)

Each character has five attributes - REASON, ACUMEN,
PHYSICALITY, INFLUENCE, and DEXTERITY, referred to as
the RAPID RANGE ATTRIBUTES.

These attributes range from -2 (DIMINISHED) to +4
(HumMAN PEeAK). Animals and machines can have
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attributes that can go up to +5 (SUPERHUMAN), as
detailed in TABLE 2: ATTRIBUTE MODIFIERS.

This number is the ATTRIBUTE MODIFIER (or AMOD)
that applies to any dice check using that attribute. For
example, using Reason to solve a puzzle or Physicality
to break open a door.

TABLE 2: ATTRIBUTE MODIFIERS (AMODS)

-2 DIMINISHED
-1 WEAK

0 AVERAGE
+1 GooD
+2 STRONG
+3 EXCEPTIONAL
+4 HUMAN PEAK
+5 SUPERHUMAN

SKILL MODIFIERS (SMODS)

Each character has a variety of skills that range from -3
(INEPT) to +4 (LIFE’s WORK) based on their expertise,
as detailed in TABLE 3: SKILL MODIFIERS.

This number is the SKILL MODIFIER (or SMOD) that
applies to any dice check using that skill.

Each skill is linked to an attribute, such as Physicality
being linked to Unarmed Combat. As modifiers are
cumulative, a dice check often includes both AMobDs
and SMobs.

Although a lack of training does not stop a character
from attempting to use a skill, the GM may decide that
the task is sufficiently challenging that it requires a -1
CMob for an untrained character.

TABLE 3: SKILL MODIFIERS (SMODS)

from dice checks. CMobDs range from -5 (DOOMED To
FAILURE) to +5 (DIVINE INTERVENTION), as detailed in
TABLE 4: CONDITIONAL MODIFIERS.

CMoDs are applied either at the discretion of the
Game Master or at the request of a player (see
MAKING THE CASE below).

CMobDs can be wide-ranging to reflect the variety of
situational elements that make up any given moment
and are a powerful narrative tool for the Game
Master.

CONDITIONAL MODIFIERS can chain for a cumulative
effect. A character might get a +1 CMobD from a
weapon effect, a +2 CMoOD because their opponent is
dazed, and a further +1 CMobD for MAKING THE CASE
that the darkness works in their favor. To keep
gameplay simple, GMs should combine all CMoDS into
a single number, in this case a +4 CMoD.

TABLE 4: CONDITIONAL MODIFIERS (CMODS)

-5 DOOMED TO FAILURE
-4 INSURMOUNTABLE
-3 HARD

-2 DIFFICULT

-1 CHALLENGING

0 AVERAGE

+1 SIMPLE

+2 SLIGHT FAVOR

+3 EASY

+4 TRIVIAL

+5 DIVINE INTERVENTION

-3 INEPT

0 UNTRAINED
+1 BEGINNER
+2 JOURNEYMAN
+3 PROFESSIONAL
+4 LIFE’'S WORK

CONDITIONAL MODIFIERS (CMODS)

There are any number of external, unplanned and
unanticipated factors that can influence a dice check.

These variables are represented by CONDITIONAL
MODIFIERS (or CMoODS) which are added or subtracted

INSIGHT DICE

INSIGHT DICE allow players to directly affect and
influence the narrative.

Characters get 2 INSIGHT DICE upon creation and
receive an additional INSIGHT DIE each time they get a
MOMENT OF INSIGHT - double ones or double sixes
(see MOMENTS OF INSIGHT on page 4).

INSIGHT DICE can be used in the following ways:

EXTRA DIE: Before making a check, add an INSIGHT DIE
to the roll. Roll 3d6 and add all three together. If any
two of the dice are both ones or both sixes, it counts
as 2 MOMENT OF INSIGHT.

ETEDERTTACAME ST 5 |




Bonus: Before making a check, trade in an INSIGHT DIE
for a +3 CONDITIONAL MODIFIER (CMOD).

SWAP: After making a check, swap out one or both of
the rolled dice for the same number of INSIGHT DICE.
The INSIGHT DICE are rolled fresh and replace the
swapped dice in the total. If a MOMENT OF Low
INSIGHT is rolled, those dice cannot be swapped out.

BEND REALITY: Spend an INSIGHT DIE to find an
unexpected clue or produce a missing piece of
required equipment, such as a rope to scale a wall or a
drinking buddy who knows a guard’s routine, or to
change what has already happened through a
flashback revealing that the character prepared for this
moment, or a retcon of an earlier detail. The player
must MAKE THE CASE, and the GM has the final say.

CHEAT DEATH: If a character would otherwise Die, they
may surrender all of their INSIGHT DICE to recover 1
WOUND POINT and 1 RESILIENCE POINT for each die
surrendered. This costs every INSIGHT DIE the
character has; the player cannot choose to spend
fewer.

SOMETHING ELSE: If a player MAKES THE CASE for an
unusual use of an INSIGHT DIE, the GM is encouraged
to consider it.

Once a player uses an INSIGHT DIE, they surrender it
back to the Game Master.

INSIGHT DICE are non-transferable and cannot be given
to another character. However, a character can spend
their own INSIGHT DICE on an act that helps someone
else. For example, if one character is trying to disarm a
crude bomb with no INSIGHT DICE of their own,
another character could spend one on a Specific
Knowledge check to recall which wire to cut.

There is no limit to how many INSIGHT DICE a player
can have. Unspent INSIGHT DICE carry over from
session to session and should be recorded on the
character sheet.

FILLING IN THE GAPS

FILLING IN THE GAPS directly involves the group with
world building and stage setting.

The Game Master should prompt players to provide
additional detail, context, or flavor by FILLING IN THE
GAPS during gameplay about what their character is
seeing or experiencing. The Game Master should

ensure all players throw in at least one detail during
various situations and interactions.

MAKING THE CASE

Similar to FILLING IN THE GAPS, a character can also
MAKE THE CASE and offer further context on how their
actions are shaping the outcome of a dice check.

If the GAME MASTER agrees that what they are
proposing makes narrative sense, they apply the
CMobD, usually +1. The GAME MASTER always has the
final say in whether MAKING THE CASE succeeds and
the CMob is applied.

ATTRIBUTE CHECKS

Players can use a character’s RAPID RANGE ATTRIBUTES
for checks that do not require a specific skill, such as
Reason for puzzle-solving or Physicality for arm-
wrestling.

In these situations, only the relevant AMoD applies to
any dice check.

GROUP CHECKS

Multiple players attempting to undertake the same
task can work together to increase their chances of
success.

To take part in a GROUP CHECK, everyone must be
using the same attribute or skill (even if they have 0).

The character with the highest combined AMoD and
SMobD for the task makes the check. All other
characters taking part add their own AMobDs and
SMobs for the same attribute and skill, including any
negative modifiers. This means that a character poorly
suited to the task at hand can drag the group down.

Players cannot use INSIGHT DICE as part of a GROUP
CHECK, but if the outcome of the dice check is a
MOMENT OF INSIGHT, all members taking part will
receive an INSIGHT DIE.

GROUP CHECKS are at Game Master discretion and
must make logical sense within the narrative.

OPPOSED CHECKS

Characters who are directly competing against one
another make OPPOSED CHECKS to determine the
outcome, both attempting to get the upper hand until
there is a clear winner and loser, such as during an
arm-wrestling contest.

ETEDERTTACAMES TR 6 |



Both sides make their checks at the same time, using
the relevant attribute or skill, and FiLL IN THE GAPS as
to what they are doing.

The outcome of an OPPOSED CHECK is determined by
the first side to get a SUCCESS, WILD SUCCESS, or a
MOMENT OF HIGH INSIGHT, while the other side
simultaneously gets a FAILURE, DIRE FAILURE, or
MOMENT OF LOW INSIGHT.

If both sides succeed, or both sides fail, regardless of
how well or how badly, the results are negated, and
players continue making dice checks until either a
clear winner and loser emerges, or one side changes
their strategy.

There may be times when different skills or attributes
are used on either side, such as one character
attempting to use their INFLUENCE or MANIPULATION
to win over another character, who uses their ACUMEN
or PSYCHOLOGY* to see through the attempt.

When GRAPPLING, the defender may resist with either
UNARMED COMBAT Or ATHLETICS.

The GM always has final say on which attributes or
skills are to be used in the checks.

FIRST IMPRESSIONS

When encountering an NPC for the first time, the
character can make a FIRST IMPRESSIONS check to
influence how they are perceived.

A FIRST IMPRESSIONS dice check uses INFLUENCE and an
appropriate skill, such as BARTER, INSPIRATION,
MANIPULATION, or PSYCHOLOGY*.

The result of this check influences future interactions
with that NPC and the player should note this
RELATIONSHIP CMoOD on their character sheet.

When a group encounters an NPC for the first time,
they can choose to make a FIRST IMPRESSIONS GROUP
CHECK instead of individual checks. The GM may
decide that the situation requires a GROUP CHECK,
such as if the NPC is weighing up the group’s collective
threat.

SUCCESS (9-13): The NPC has no strong feelings toward
the player and there is a 0 CMobD to future
interactions.

WILD SUCCESS (14+): The player makes a favorable
impression and receives a +1 CMoD on future
interactions.

MOMENT OF HIGH INSIGHT (6+6): The player makes a
favorable impression and receives a +2 CMoD on
future interactions as well as an INSIGHT DIE.

FAILURE (4-8): The player makes a bad impression and
gets a -1 CMobD to all future interactions.

DIRE FAILURE (0-3): They make a terrible impression
and come across as threatening or hostile and receive
a -2 CMob on all future interactions. Depending on
the character’s next move and demeanor, this may
even initiate combat.

MOMENT OF LOW INSIGHT (1+1): They make a terrible
impression and come across as threatening or hostile
and receive a -3 CMoD on all future interactions as
well as an INSIGHT DIE.

GUT INSTINCTS

Characters can make GUT INSTINCT CHECKS when they
first meet NPCs to see what kind of impression they
get from this person. They can also make a GUT
INSTINCT CHECK during an interaction with an NPC to
see how much the players feel they can trust them.

GUT INSTINCT CHECKS are also used whenever a player
wants to know if their character notices subtle details,
such as a hidden door, an out-of-place footprint, or a
tail in a crowd.

A GUT INSTINCT CHECK is 2D6 + PERCEPTION (REASON
AMoOD + ACUMEN AMOD) + the SMobD of any skill the
player can MAKE THE CASE for, such as PSYCHOLOGY¥,
STREETWISE, SURVIVAL, or TACTICS*.

SUCCESS (9-13): The player gets some insight into how
trustworthy they believe the NPC to be.

WILD SUCCESS (14+) or MOMENT OF HIGH INSIGHT
(6+6): The player gets a clear read on the NPC.
Perhaps they realize that nothing this NPC says should
be taken lightly.

FAILURE (4-8): The player gets no good read on the
NPC'’s trustworthiness.

DIRE FAILURE (0-3) or MOMENT OF LOW INSIGHT (1+1):
The Game Master may mislead the player. Perhaps the
character becomes very taken with the NPC and is
inclined to trust them.
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MORALITY

MORALITY reflects how closely a character acts
according to their own values, as defined by their
COMPLICATION and MOTIVATION. Each character starts
with a MORALITY of 3.

If a character knowingly acts against their
COMPLICATION or MOTIVATION, the GM may decide
that they lose a MORALITY point. For example, a
character whose MOTIVATION is PROTECT and who
does nothing to prevent the death of an innocent will
very possibly be scarred by it.

If a character’s MORALITY drops to 0, something inside
them has irrevocably changed. They permanently lose

03. CHARALTER ODVERVIEW

A PLavER CHARACTER, also referred to as a PC or
character, is a player’s representation or avatar in the
garme world, functioning as their eyes, ears, hands,
and mouth,

In game terms, a character is composed of physical
and mental attributes, skills, and secondary statistics
derived from those attributes and skills.

RAPID RANGE ATTRIBUTES

Each character has five attributes - REASON, ACUMEN,
PHYSICALITY, INFLUENMCE and DEXTERITY - refoerred to as
RAPID RANGE ATTRIBUTES,

Attributes start at 0 [AVERAGE) but can range from -2
[DIMINISHED ] up to +4 [HumMmAN PEAK). Attributes for
animals and machines can go up to +5 [SUPERHUMAN],
RAPID RanGE ATTRIBUTES are writben in the format
REASON-ACUMEN-PHYSICALITY-INFLUENCE-DEXTERITY,
5o a character with all 0 [AVERAGE) attributes would
have a RAPID Range of 00000,

REASON:
The ability to process data, think critically, and make
logical assumptions.

ACUMEN:

Thie mixture of instinct and cunning requined for good
situational awareness.

1 point of INFLUENCE (to a minimum of -2), and their
MORALITY resets to 3. The GM may also give them a
new COMPLICATION tied to their actions.

Characters can also seek redemption. If a character
does something worthy or selfless enough, the GM
may award them a MORALITY point. If their MORALITY
reaches 6, their Influence rises by 1 and their
IMORALITY resets to 3.

MORALITY should always feel like a storytelling
opportunity, never a punishment. The GM and player
should FiLL IN THE GAPS together as to why a moment
was so impactful to the character.

PHYSICALITY:
A measure of athleticism, conditioning, discipline, and

selfcontrol

INFLUENCE:

A combination of charisma, charm, or attractiveness.

DEXTERITY:
A reflection of agility, reflexes, and hand-eye
coordination.

TABLE 2: ATTRIBUTE MODIFIERS [AMODS)

P DisdINISHED
-1 WEAK

0 AVERAGE
+1 GOo0

+2 STRONG
+3 EXCEPTIOMNAL
+d Hurtam PEAK
b5 SLUPERHUMAMN

& characters RAPID RANGE ATTRIBUTE i3 alsa thelr
ATTRIBUTE MomiFIER [AMOD), which applies to any
dice check that invohses that attribute,

SKILLS

Characters have a variety of skills based on their life
experiences, Most skills range from 0 [UNTRAINED) to
+4 [LiFe's Work), although several skills require
specific training, without which they start at -3 [INEPT).
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TABLE 3: SKILL MODIFIERS (SMODS)

INITIATIVE MODIFIER

-3 INEPT

0 UNTRAINED
+1 BEGINNER
+2 JOURNEYMAN
+3 PROFESSIONAL
+4 LIFE'S WORK

This skill level is also called SKiLL MODIFIER (or SMOD),
and players add it to any dice check using that skill.

Each skill is associated with an attribute, such as the
BARTER skill being tied to the INFLUENCE attribute or
UNARMED COMBAT skill being tied to the PHYSICALITY
attribute. Dice checks use both AMobs and SMoDs.

Certain skills require specific, often vocational training.
These start at -3 (INEPT) instead of 0 (UNTRAINED) and
are marked with an asterisk, such as PSYCHOLOGY*.

When a character has 1 level in that skill, they advance
from -3 (INEPT) to +1 (BEGINNER).

SECONDARY STATS

PCs have a series of SECONDARY STATISTICS that are
derived from their attributes and affect combat, social
interactions, or influence the narrative.

WOUND POINTS

WounD PoINTS (WP) reflect how much damage a
character can take before they become MORTALLY
WOUNDED and DIE.

Characters start with 10 + PHYSICALITY AMOD +
DEXTERITY AMOD WOUND POINTS.

RESILIENCE POINTS
RESILIENCE POINTS (RP) are a measure of how much
damage it takes to INCAPACITATE a character.

Characters start with 6 + PHYSICALITY AMOD
RESILIENCE POINTS.

DEFENSIVE MODIFIERS
DEFENSIVE MODIFIERS (DMSs) lower the chance of
getting hit and mitigate any damage that is dealt.

A character’s MELEE DEFENSIVE MODIFIER (MDM) is
equal to their PHYSICALITY AMOD, and their RANGED
DEFENSIVE MODIFIER (RDM) is equal to their DEXTERITY
AMobp.

INITIATIVE MODIFIERS (INIT) are added to initiative
checks to determine the order in which participants
act during combat.

INITIATIVE MODIFIERS are the sum of a character’s
ACUMEN + DEXTERITY AMODS.

ENCUMBRANCE
ENCUMBRANCE (ENC) is how much weight a character can
carry before needing to stop and rest or drop something.

Encumbrance starts at 6 + PHYSICALITY AMOD.

PERCEPTION
PERCEPTION (PER) reflects how well a character picks up on
subtleties and how tuned in they are to their environment.

The PERCEPTION MODIFIER is the sum of a character’s
REASON + ACUMEN AMoDS. This is the default modifier
for GUT INSTINCT CHECKS.

STRESS MODIFIER

Each character starts with a STRESS LEVEL of O that
culminates at 5. The STRESS MODIFIER is the sum of a
character’s REASON + ACUMEN AMoDS and is used for
STRESS CHECKS (see STRESS & BREAKING POINT on page 20).

MORALITY (OPTIONAL)

MORALITY is a measure of how closely a character acts
according to their own ethical compass. Each
character starts with a MORALITY value of 3, which can
be affected over time. See MORALITY in 02. CORE
MECHANICS for how it changes.

NOTE: MORALITY is used in DISTEMPER, but might be
omitted in other settings.

FLESHING A CHARACTER OuUT

THREE WORDS
Players should choose three words that define the PC’s
core behaviors or personality traits.

These words can serve as a roleplaying anchor and
guide how a character reacts to people and situations
during the course of the game.

Specific words like CALCULATING, RECKLESS, or STOIC
tend to be more useful than broad or generic ones
such as GOOD or NICE, but anything that helps tie a
player to their character is acceptable.
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These three words can be shared with other players,
kept secret, or woven into gameplay by the GM.

COMPLICATIONS & MOTIVATIONS

Each character has both a COMPLICATION and
MOTIVATION that drive them and serve as roleplay and
narrative tools.

TABLE 5: SECONDARY STATS

Players can choose from those listed on TABLES 6 & 7
or roll 2d6 for random COMPLICATIONS &
MOTIVATIONS.

Like the 3 words, these can be shared, kept secret, or
woven into the narrative.

WOUND POINTS

10 WP + PHYSICALITY + DEXTERITY AMOD

RESILIENCE POINTS

6 RP + PHYSICALITY AMOD

RANGED DEFENSIVE MOD.

A CHARACTER’S DEXTERITY AMOD IS THEIR RANGED DEFENSIVE MODIFIER

MELEE DEFENSIVE MoOD.

A CHARACTER'’S PHYSICALITY AMOD IS THEIR MELEE DEFENSIVE MODIFIER

INITIATIVE MODIFIER

ACUMEN + DEXTERITY AMODS

ENCUMBRANCE 6 ENCUMBRANCE + PHYSICALITY AMOD
PERCEPTION REASON + ACUMEN AMODS
MORALITY CHARACTERS START WITH A MORALITY OF 3

STRESS MODIFIER

REASON + ACUMEN AMODS

04. CHARACTER CREATION

Players can choose one of three methods to provide
them with a character to play - BACKSTORY
GENERATION, customizing a PARADIGM, or picking a
PREGENERATED CHARACTER (PREGEN).

BACKSTORY GENERATION

To develop their character, players get 20 CHARACTER
DEVELOPMENT POINTS (CDP) to allocate during
different periods of a character’s life and flesh out how
they became who they are.

At no point during BACKSTORY GENERATION may a
character raise an attribute beyond +3 (EXCEPTIONAL)
or a skill beyond +3 (PROFESSIONAL).

Players should write 1-2 sentences about what
happened to their character during each step and how
it affected them so that, when combined, these
sentences capture their backstory.

STEP XERO: WHO ARE THEY?

Players should define as much of their character
concept as possible before a game starts, including
basic details such as name, age, height, and weight.

They should also pick 3 thematic words that describe
this character.

STEP ONE: WHERE THEY GREW UP
This covers the first 10-15 years of a character’s life.

Players spend 1 CDP on raising a RAPID Range
attribute from 0 (AVERAGE) to +1 (GooD).

They also spend 2 CDP on skills. They may spend both
points on raising any 1 skill from 0 (UNTRAINED) to +2
(JOURNEYMAN) or any 2 skills from 0 (UNTRAINED) to
+1 (BEGINNER).

If they take a skill marked with an asterisk (such as
Mechanic* or Medicine*), this moves the skill from -3
(INEPT) to +1 (BEGINNER).

STEP TwO: WHAT THEY LEARNED

This step covers the educational stage of a character’s
life, and players spend 1 CDP on raising a RAPID Range
attribute and 3 CDP on skills. An attribute can be
raised as high as +2 (STRONG) during this step.

They may not raise a skill above +2 (JOURNEYMAN)
during this step.

When a player puts CDP into Specific Knowledge, they
must name the subject it covers and note it on the
character sheet. They must do this again if they pick a
different Specific Knowledge in later steps.

STEP THREE: WHAT THEY LIKE TO DO

This reflects skills learned when doing the things that
their characters do in their spare time. Players get 1
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CDP to spend on raising a RAPID Range attribute and 3
CDP on skills.

An attribute can be raised as high as +3 (EXCEPTIONAL)
during this step. Skills may not be raised above +2
(JOURNEYMAN) during this step.

STEP FOUR: HOW THEY MAKE MONEY
This step reflects what a character does for work or to
make money, and what this has taught them.

During this step, players get 2 CDP to spend on raising
RAPID Range Attributes and 4 CDP to spend on raising
skills.

Players can raise attributes to +3 (EXCEPTIONAL) and
skills to +3 (PROFESSIONAL) during this step.

XSE has a set of PROFESSIONS that combine thematically
similar vocational skills. Players can either choose a
PROFESSION and spend CDP on the skills associated with
that profession or simply spend the CDP on skills they
feel best match their character concept.

Games built on this SRD may have custom
PROFESSIONS to match the setting.

STEP FIVE: WHAT MAKES THEM THEM
During this step, players get 3 CDP to spend on skills to
round out and finalize their character concept.

They cannot raise attributes beyond +3 (EXCEPTIONAL)
or skills beyond +3 (PROFESSIONAL) during this step.

STEP SIX: WHAT DRIVES THEM?

Players should choose both a COMPLICATION and
MOTIVATION that drive them, or they can roll 2d6 and
consult TABLE 6: COMPLICATIONS and TABLE 7:
MOTIVATIONS.

TABLE 6: COMPLICATIONS

TABLE 7: MOTIVATIONS

2 ACCUMULATE
3 BuILD

4 FIND SAFETY
5 HEDONISM

6 MAKE AMENDS
7 PREACH

8 PROTECT

9 REUNITE

10 REVENGE
11 STAY ALIVE
12 TAKE ADVANTAGE

2 ADDICTION

BETRAYED

CODE OF HONOR

CRIMINAL PAST

DARK SECRET

FAMILY OBLIGATION

3
4
5
6 DAREDEVIL
7
8
9

FAMOUS
10 Loss
11 OUTSTANDING DEBT
12 PERSONAL ENEMY

STEP SEVEN: SECONDARY STATS

Characters all have a series of SECONDARY STATISTICS
that affect gameplay and are derived from their
attributes. Consult TABLE 5: SECONDARY STATS for details.

STEP EIGHT: WHAT THEY HAVE

Characters start with both a primary and secondary
weapon picked from TABLES 14-17 (see 07. WEAPONS
& EQUIPMENT on page 22).

Any weapon that requires ammunition starts fully
loaded, plus 1d3 reloads. A reload is one full clip for
that weapon.

Characters also get 1 item from TABLE 18: EQUIPMENT on
page 23 and an incidental item that has no combat value
but provides some use or helps flesh out their personality.

Depending on the setting, each character may also
start with a BAsIC SURVIVAL KIT containing a tent and a
sleeping bag, as well as 2 RATIONS. One RATION is
enough food and water to feed a character for one
day.

A starting character may not take so much equipment
that they exceed their ENCUMBRANCE limit.

STEP NINE: FINAL FLAVOR

Players should review their character and add or
tweak any details before the game begins. Does this
character match the concept you had in mind? Do the
three descriptive words still make sense?

TAKING THE QUICK ROUTE

For those familiar with the rules, the Game Master
may allow a player to spend 20 CDP on attributes and
skills without going through each step of their
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character’s life. Five CDP must go toward RAPID Range
Attributes and 15 toward skills.

As with BACKSTORY GENERATION, the first CDP spent on a
vocational skill takes it from -3 (INEPT) to +1
(BEGINNER).

Attributes still cannot be raised beyond +3
(EXCEPTIONAL), nor skills beyond +3 (PROFESSIONAL),
but otherwise it is up to the player how they spend
their points.

PARADIGMS & PREGENS

PARADIGMS

PARADIGMS are intended to facilitate streamlined
gameplay by providing familiar tropes or roles instead
of using the BACKSTORY GENERATION method.

PARADIGMS come with attributes and skills predefined
and a player only needs to pick a name, Motivation,
Complication, 3 Words, weapons and equipment in
order to start playing.

PARADIGMS from the DISTEMPER and DISPLACED settings
are included in APPENDIX D: PARADIGMS on page 39.

PARADIGMS are setting specific and available for
download at XEROSUMGAMES.COM/PARADIGMS.

PREGENS
Going one step further than a PARADIGM, a
PREGENERATED CHARACTER (or PREGEN) comes fully

TABLE 8: PROFESSIONS & SKILLS

ready to play, with their name, attributes, skills,
Motivations, Complications, 3 Words, weapons,
equipment, and backstory defined.

Players need only take a moment to read over the
character sheet before starting to play.

PREGENS are available for download at
XEROSUMGAMES.COM/PARADIGMS.

CHARACTER EVOLUTION

At the end of each game session, the Game Master
has the discretion to award 2 oR MORE CDP that the
players can spend on improving their characters’

attributes or skills.

LEARNING A NEW SKILL requires the investment of 1
CDP to get to level 1.

RAISING AN EXISTING SKILL requires paying CDP
corresponding to the total of the current level and the
level the skill is being raised to. Therefore, taking a skill
from level 1 to 2 requires 3 CDP, from 2 to 3 requires 5
CDP, and from 3 to 4 requires 7 CDP.

INCREASING A RAPID RANGE ATTRIBUTE costs 3 times
the new level in CDP, with a minimum of 3 CDP. This
means that raising an attribute from -2 to -1, from -1
to 0, or from 0 to 1 requires 3 CDP, from 1 to 2
requires 6 CDP, from 2 to 3 requires 9 CDP, and from 3
to 4 requires 12 CDP.

ACADEMIC ENTERTAINMENT, FARMING, PSYCHOLOGY*, RESEARCH, TACTICS*
DRIVER ANIMAL HANDLING, DRIVING, MECHANIC*, NAVIGATION, PiLOT*
ENTREPRENEUR BARTER, GAMBLING, INSPIRATION, RESEARCH, STREETWISE
LAW ENFORCEMENT DRIVING, RANGED COMBAT, STREETWISE, TACTICS*, UNARMED COMBAT
MECHANIC MECHANIC*, MELEE COMBAT, SCAVENGING, TINKERER, WEAPONSMITH*
MEDIC INSPIRATION, MEDICINE*, PSYCHOLOGY*, RESEARCH, SPECIFIC KNOWLEDGE
MILITARY ATHLETICS, DEMOLITIONS*, HEAVY WEAPONS*, RANGED COMBAT, TACTICS*
OUTDOORSMAN ANIMAL HANDLING, FARMING, RANGED COMBAT, STEALTH, SURVIVAL
OUuTLAW LOCK-PICKING*, SLEIGHT OF HAND, STEALTH, STREETWISE, UNARMED COMBAT
PERFORMER ATHLETICS, ENTERTAINMENT, INSPIRATION, MANIPULATION, SLEIGHT OF HAND
POLITICIAN INSPIRATION, MANIPULATION, PSYCHOLOGY*, STREETWISE, TACTICS*
TRADER BARTER, PSYCHOLOGY*, SCAVENGING, SPECIFIC KNOWLEDGE, TINKERER
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05. SKILLS

Skills reflect the experience and expertise characters
have picked up along the way, based upon their life

experiences.

When a character has 1 level in that skill, they advance
from -3 (INEPT) to +1 (BEGINNER).

Levels in skills are called SKiLL MODIFIERS (or SMODS),
and players add SMobDs to dice checks using that skill.

Each skill is associated with an attribute, such as the

Certain skills require specific, often vocational training.

These start at -3 (INEPT) instead of 0 (UNTRAINED) and
are marked with an asterisk, such as PSYCHOLOGY* or

TACTICS*.

TABLE 9: SKILLS

BARTER skill being tied to the INFLUENCE attribute or
UNARMED COMBAT skill being tied to the PHYSICALITY
attribute. Dice checks use both AMobs and SMoDs.

SKILL ATTRIBUTE DESCRIPTION
UNDERSTANDING HOW TO WORK WITH ANIMALS, FROM BASIC
ANIMAL HANDLING INFLUENCE OBEDIENCE TO HERD MANAGEMENT
SPACE VESSEL OPERATIONS, INCLUDING ASTROGATION, JUMP
ASTRONAUTICS REASON OPERATIONS, EVA/ZERO-G PROCEDURES, AND SAFETY PROTOCOLS
FITNESS, AGILITY, STAMINA, AND COORDINATION, INCLUDING
ATHLETICS PHYSICALITY CLIMBING, JUMPING, SWIMMING, AND OVERCOMING OBSTACLES
ARRANGING DEALS, ENTICING BUYERS, APPRAISING GOODS, HAGGLING
BARTER INFLUENCE FOR THE BEST OUTCOME, AND CLOSING DEALS
DEEP UNDERSTANDING OF DIGITAL SYSTEMS AND ARCHITECTURE,
COMPUTERS REASON COVERING TROUBLESHOOTING TO CODING, HACKING, AND SYSTEM
CONTROL
THE MANUFACTURE AND USE OF EXPLOSIVES, RANGING FROM
* »
DEMOLITIONS PHYSICALITY IMPROVISED CHARGES TO PRECISION MILITARY DEMOLITIONS
DRIVE ANY VEHICLE WITH CONFIDENCE AND FINESSE, ALLOWING
DRIVING DEXTERITY RECKLESS MANEUVERS WITHOUT WRECKING
THE CHARISMA AND TALENT TO CAPTIVATE AN AUDIENCE THROUGH
ENTERTAINMENT INFLUENCE MUSIC, SONG, ACTING, COMEDY, STORYTELLING, OR OTHER FORM OF
PERFORMANCE
KNOWING HOW TO GROW CROPS OR RAISE LIVESTOCK AT SCALE TO
FARMING ACUMEN SUSTAIN LARGE GROUPS OF PEOPLE
THE UNDERSTANDING OF UNDERLYING MECHANICS BEHIND GAMES OF
GAMBLING ACUMEN CHANCE, RISK, AND REWARD, AND THE CONFIDENCE OF KNOWING
WHEN TO BET OR FOLD
THE OPERATION OF COMPLEX, LARGE-SCALE BATTLEFIELD WEAPONS
* ’
HEAVY WEAPONS PHYSICALITY LIKE MACHINE GUNS, LAUNCHERS, AND ARTILLERY
BEING ABLE TO BOOST THE MORALE OF INDIVIDUALS OR GROUPS OR
INSPIRATION INFLUENCE MOTIVATE THEM BEHIND A SHARED VISION OR BELIEF
BYPASSING LOCKS AND SECURITY DEVICES TO OPEN THEM WITHOUT
- *
LOCK-PICKING DEXTERITY KEYS OR CODES
GETTING OTHERS TO THINK, BELIEVE, OR ACT IN WAYS THAT THEY MAY
MANIPULATION INFLUENCE NOT HAVE OTHERWISE DONE
MECHANIC REASON DIAGNOSE, REPAIR, MAINTAIN, OR BUILD COMPLEX MACHINES, TOOLS,

VEHICLES, AND SYSTEMS
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SKILL ATTRIBUTE DESCRIPTION
PROVIDING FIRST AID, DIAGNOSIS, TREATMENT, EMERGENCY
* ’ ’ ’
MEDICINE REASON STABILIZATION AND ADVANCED MEDICAL CARE TO THE INJURED OR ILL
TRAINING WITH MELEE WEAPONS TO IMPROVE CLOSE-QUARTERS
MELEE COMBAT PHYSICALITY PRECISION, ACCURACY AND DAMAGE
INNATELY ABLE TO DISCERN DIRECTIONS, REMEMBER ROUTES, AND
NAVIGATION ACUMEN PLOT ACCURATE COURSES
SAFELY OPERATE AIRCRAFT OR SPACECRAFT, INCLUDING TAKEOFF
* ’ 7
PiLoT DEXTERITY LANDING, AND BASIC FLIGHT PROCEDURES
* LEVERAGING AN UNDERSTANDING OF HUMAN BEHAVIOR TO
PsYCHOLOGY INFLUENCE INFLUENCE, PREDICT, EXPLOIT, OR MANIPULATE OUTCOMES
ACCURATELY AND SAFELY USING PROJECTILE WEAPONS, RANGING
RANGED COMBAT DEXTERITY FROM THROWN OBJECTS TO SNIPER RIFLES
BEING ABLE TO EFFICIENTLY ORGANIZE, DISTILL, AND ABSORB
RESEARCH REASON INFORMATION TO QUICKLY BECOME WELL INFORMED ON ANY SUBJECT
FINDING AND EVALUATING MISSED, HIDDEN, OR DISCARDED ITEMS
SCAVENGING ACUMEN THAT STILL HAVE USE FOR SURVIVAL OR TRADE
% PRACTICAL APPLICATION OF SCIENTIFIC PRINCIPLES RELATING TO
SCIENCE REASON RESEARCH, EXPERIMENTS, AND INNOVATIONS
WELL PRACTICED IN PERFORMING SLEIGHT-OF-HAND TRICKS, PALMING,
SLEIGHT OF HAND DEXTERITY PICK-POCKETING, CONCEALMENT, AND CREATING SUBTLE DIVERSIONS
KNOWLEDGE ABOUT THE HISTORY, LAYOUT, AND SECRETS OF A SPECIFIC
SPECIFIC KNOWLEDGE REASON AREA, COMMUNITY, PERSON, OR DISCIPLINE (SUCH AS LAW). THIS
KNOWLEDGE SHOULD BE RECORDED ON THEIR CHARACTER SHEET
KNOWING HOW TO MOVE AND TO STICK TO THE SHADOWS WHILE
STEALTH PHYSICALITY AVOIDING BEING DETECTED
INSTINCTIVELY BEING ABLE TO NAVIGATE URBAN ENVIRONMENTS, READ
STREETWISE ACUMEN SITUATIONS FOR DANGER, AND IDENTIFY UNDERWORLD RESOURCES
KNOWING HOW TO SURVIVE IN THE WILD, LIVE OFF THE LAND, AND
SURVIVAL ACUMEN TRACK PEOPLE OR ANIMALS
THE APPLICATION OF BATTLEFIELD OR INTERPERSONAL STRATEGIES IN
*
TacTics REASON ORDER TO GAIN A SITUATIONAL ADVANTAGE OR UPPER HAND
BEING ADEPT AT FIXING, MODIFYING, OR IMPROVING MACHINES,
TINKERER DEXTERITY GEAR, OR WEAPONS AS WELL AS THE ABILITY TO IMPROVISE
INVENTIONS
KNOWLEDGE AND PRACTICE OF GRAPPLING, FIST FIGHT, BARE FISTS OR
UNARMED COMBAT | PHYSICALITY MARTIAL ARTS, AND BODY CONTROL
WEAPONSMITH* REASON CRAFTING, REPAIRING, AND MODIFYING WEAPONS TO ENSURE

RELIABILITY AND EFFECTIVENESS
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06. COMBAT

CoMBAT ROUNDS

Combat is divided into ROUNDS that last approximately
3-6 SECONDS. Each round is comprised of three phases
- INITIATIVE, ACTIONS, RESOLUTION.

INITIATIVE
INITIATIVE determines the order in which combatants
act.

Each participant makes an INITIATIVE CHECK by rolling
2d6 and adding the INITIATIVE MODIFIER from their
SECONDARY STATS (DEXTERITY AMOD + ACUMEN AMOD)
and any CMobDs.

The character with the highest INITIATIVE score goes
first and then combat proceeds in decreasing order to
the character with the lowest score.

In the event of a draw, PCs always act before NPCs. If
two or more PCs tie, their actions are simultaneous.
NPCs never act simultaneously; if NPCs tie, the GM
decides which acts first.

A character may choose to DEFER ONE OR BOTH OF
THEIR ACTIONS until later in the round. For example, a
character might Aim with their first action but wait to
see how other characters’ actions are resolved before
using their second action to ATTACK.

In each subsequent round of combat, any PC who was
neither attacked nor attacked anyone else in the
previous round will receive a +1 modifier on their next
INITIATIVE CHECK.

ACTIONS
Each participant gets 2 COMBAT ACTIONS per round.

They may choose to take the same action twice or take
two different actions.

See TABLE 10: COMBAT ACTIONS on page 16.

INCIDENTAL ACTIONS: In addition to their two COMBAT
ACTIONS, characters can take INCIDENTAL ACTIONS -
things that take little to no time at all, such as shouting
a warning or quickly checking where everyone is.

A character can take as many INCIDENTAL ACTIONS as
make narrative sense, at the GM’s discretion.

RESOLUTION

The RESOLUTION phase of the COMBAT ROUND allows
for delayed effects from actions and weapons, such as
grenades or REPOSITIONING.

Once each character has taken both of their actions
and after any delayed effects are resolved, the round
concludes, and the next one begins with a fresh
INITIATIVE CHECK.

GETTING THE DROP

Before combat starts, one character (including NPCs)
can preemptively GET THE DROP and take a single
combat action before anyone else rolls for initiative.

Only one character can GET THE DROP. If multiple
characters attempt it, the one with the highest
combined DEXTERITY and ACUMEN AMODS wins.

If there is no clear winner, no one GETS THE DROP and
combat moves directly to the Initiative phase.

Any character who GETS THE DROP automatically
incurs a -2 CMoD on their next INITIATIVE CHECK.

ATTACK ROLLS

An ATTACK ROLL is a combat-related dice check. Like
other checks, a character must score 9 or above to get
a Success.

UNARMED AND MELEE ATTACKS: 2d6 + Physicality
AMoD + Unarmed Combat or Melee Combat SMobD +
CMoDS - the target’s Melee Defensive Modifier
(MDM).

RANGED ATTACKS: 2d6 + Dexterity AMoD + Ranged
Combat, Demolitions*, or Heavy Weapons* SMobD +
CMoDs - the target’s Ranged Defensive Modifier
(RDM).

THROWN WEAPONS OR BULLWHIP: 2d6 + Physicality

AMOD + Athletics SMoD + CMoDs - the target’s Ranged
Defensive Modifier (RDM).

UNARMED, MELEE & RANGED COMBAT
UNARMED ATTACKS require no weapon and no
ammunition but do the least damage. A character’s
Physicality AMoD and Unarmed Combat SMoD both
increase the damage done.

MELEE WEAPONS often do less damage than ranged
weapons and require the attacker to be close to their
target, but the damage dealt is increased by the
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TABLE 10: COMBAT ACTIONS

+2 CMOD TO THE NEXT ATTACK ON THEIR TARGET. THE CHARACTER’S NEXT ACTION MUST

AIM BE AN ATTACK, OR THE AIM IS LOST
AN ATTACK USING UNARMED, RANGED OR MELEE COMBAT. IF THIS IS USED FOR BOTH
ATTACK ACTIONS AGAINST THE SAME TARGET, THERE IS A +1 CMOD TO THE SECOND USE, AS THE
FIRST ATTACK HELPED THEM NARROW IN ON THEIR TARGET
CHARGE THIS USES BOTH ACTIONS BUT ALLOWS A CHARACTER TO MOVE TWICE AND END THEIR
ACTION WITH EITHER A MELEE OR AN UNARMED COMBAT ATTACK
IF A CHARACTER CAN SEE THE TARGET AND MAKES A SUCCESSFUL TACTICS* CHECK, ANY
COORDINATE CHARACTER WITHIN CLOSE RANGE OF THE CHARACTER MAKING THE CHECK GETS A +2
CMOD WHEN ATTACKING THAT TARGET. ON A WILD SUCCESS, THIS CARRIES OVER TO THE
NEXT ROUND AS A +1 CMoD
COVER FIRE EACH PERSON/GROUP TARGETED REQUIRES A SEPARATE ATTACK. SUCCESSFUL ATTACKS
GIVE -2 CMOD TO THE TARGET’S NEXT ACTION, SKILL, OR ATTRIBUTE CHECK
DEFEND THIS ACTION ADDS +2 TO THE CHARACTER’S DEFENSIVE MODIFIERS FOR THE NEXT
INCOMING ATTACK. THIS DOES NOT CARRY OVER INTO THE NEXT ROUND
Dice CHECK AN ACTION CAN BE USED TO MAKE AN ATTRIBUTE OR SKILL CHECK
A SUCCESSFUL MANIPULATION, PSYCHOLOGY* OR TACTICS* CHECK DISTRACTS A TARGET
DISTRACT WHO THEN LOSES THEIR NEXT COMBAT ACTION. ON A WILD SUCCESS, THEY LOSE BOTH

COMBAT ACTIONS

FIRE FROM COVER

FIRE FROM COVER ALLOWS CHARACTERS WHO HAVE PREVIOUSLY TAKEN COVER TO USE
BOTH ACTIONS TO COME OUT OF COVER, FIRE THEIR WEAPON, AND RETURN TO COVER
WITHOUT LOSING ANY DEFENSIVE MODIFIER ON INCOMING ATTACKS

A CHARACTER CAN MAKE AN OPPOSED CHECK (SEE OPPOSED CHECKS ON PAGE 6)

GRAPPLING USING UNARMED COMBAT TO PIN AN ENEMY IN PLACE
INSPIRE ON A SUCCESSFUL INSPIRATION CHECK, A TARGET AT CLOSE RANGE GAINS AN ADDITIONAL
COMBAT ACTION THIS ROUND. A CHARACTER CAN ONLY BE INSPIRED ONCE PER ROUND
MoVE PLAYERS CAN CHANGE RANGE BANDS (SEE RANGE ON PAGE 17)
A CHARACTER CAN MAKE TWO SHOTS PER ROUND. THE FIRST ONE SUFFERS A -1 CMOD,
RAPID FIRE THE SECOND HAS A -3 CMOD. IF A CHARACTER USES THIS FOR BOTH COMBAT ACTIONS,

THEY SUFFER A -2 CMOD AND -4 CMOD TO THOSE ATTACKS

READY WEAPON

A WEAPON MUST BE READIED BEFORE IT CAN BE USED. THIS ACTION MUST ALSO BE TAKEN
TO RELOAD A WEAPON OR IF A WEAPON BECOMES JAMMED

THIS ACTION TAKES PLACE AT THE END OF A ROUND IN THE RESOLUTION PHASE,

REPOSITION ALLOWING A CHARACTER TO GET SITUATED FOR THE FOLLOWING ROUND
SPRINT USES BOTH ACTIONS TO COVER 3 TIMES THE NORMAL AMOUNT OF GROUND IN A
SPRINT SINGLE MOVE. |IF THE CHARACTER FAILS TO MAKE A SUCCESSFUL ATHLETICS CHECK AT THE
END OF THE ROUND, THEY WILL BECOME WINDED AND LOSE A COMBAT ACTION IN THE
NEXT ROUND
SUBDUE WHEN ATTEMPTING TO SUBDUE ANOTHER CHARACTER, FULL RESILIENCE POINT DAMAGE
IS DONE BUT WOUND POINT DAMAGE IS DEALT AT 50% (SEE DAMAGE ON PAGE 18)
TAKE COVER TAKING COVER GIVES A +2 DEFENSIVE MODIFIER FOR ALL ATTACKS THAT TAKE PLACE

AGAINST THAT CHARACTER DURING THAT COMBAT ROUND
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character’s Physicality AMoD. They never run out of
ammunition, but they can break with repeated use.

RANGED WEAPONS can be the most lethal, but they
need ammunition, and some have range restrictions.

THROWN EXPLOSIVES, such as grenades, can be thrown
as far as Medium range with a SUCCESSFUL ATHLETICS
check. On a FAILURE, it misses the target and the GM
decides where it lands. On a DIRE FAILURE or MOMENT
OF LOW INSIGHT, the character fumbles the throw or it
falls short, and it explodes at CLOSE range to the
character.

When using a ranged weapon against someone who is
fighting another character at Engaged range, the
attacker gets a -3 CMoD. If they miss their original
target, they must get a Failure on a second Ranged
Combat attack with a +3 CMoD to avoid hitting the
other combatant.

CALLED SHOTS

Characters with at least 1 level in Ranged Combat,
Melee Combat, or Unarmed Combat can attempt a
CALLED SHOT by picking a specific part of an
opponent’s body (such as their head or a limb) or an
object (such as the gun an opponent is carrying).

Players must state they are taking a CALLED SHOT
before making the check and FiLL IN THE GAPS as to
what they are trying to achieve. They must get a WiLD
SUCCESS or MOMENT OF HIGH INSIGHT to connect,
otherwise the attack misses completely. If the attack
connects, the player and GM decide what happens.

MISHAPS

A DIRE FAILURE or MOMENT OF LOW INSIGHT on any
attack causes a MISHAP. A ranged weapon jams or
misfires, a melee weapon gets stuck or dropped, or an
item worn for UNARMED COMBAT (such as brass
knuckles) comes off.

The character cannot use that weapon again until they
spend a Ready Weapon action to clear, free, or re-
equip it.

RANGE

Rather than having fixed distances that require
measurement, each character’s position to another is
relative.

There are five RANGE BANDS - ENGAGED, CLOSE,
MEDIUM, LONG and DISTANT.

Changing RANGE BANDS takes a number of MOVE
actions. A character can spend one or both of their
actions in a round on MOVE, and progress carries over
from round to round. The cost is the same whether a
character is moving toward or away from another
character.

To MOVE between bands takes:

3 MOVE actions to go from ENGAGED to CLOSE

6 MOVE actions to go from ENGAGED to MEDIUM
10 MoOVE actions to go from ENGAGED to LONG

7 MOVE actions to go from CLOSE to LONG

TABLE 11: RANGE

+1 CMOD TO MELEE ATTACKS AND A
1 |[ENGAGED
-1 CMoD TO RANGED ATTACKS
MELEE COMBAT SUFFERS A -1 CMoOD
2| CLOSE | PENALTY. RANGED ATTACKS GET A +1
RANGE CMoOD
3 |MEDIUM | NO MODIFIERS
-5 CMOD TO ANY PISTOL SHOT BUT A
4| LONG
+1 CMOD TO A RIFLE SHOT
ONLY A HUNTING RIFLE, A SNIPER'S
RIFLE, A MORTAR OR A ROCKET
5 | DISTANT
LAUNCHER CAN STRIKE FROM THIS
RANGE
ENGAGED

Close enough to wrestle, ENGAGED combat gives a +1
CMoOD to MELEE ATTACKS and a -1 CMOD to RANGED
ATTACKS. All UNARMED COMBAT takes place at ENGAGED
range.

CLOSE

If characters can hear each other clearly without
shouting, then they are at CLOSE range. Melee combat
can only take place at CLOSE range with weapons that
have a longer reach (such as a spear) and suffers a -1
CMobp.

CLOSE range is ideal for pistols, although any type of
firearm gets a +1 CMoOD to an attack at CLOSE range.
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MEDIUM

At MEDIUM range, there are no modifiers to any
attack, and it is perfect for carbines or a bow. It is far
enough that a pistol shot would be wasted without
taking aim, but still close enough to throw a grenade.

LONG

Too far for an accurate pistol shot but perfect for rifles,
being at LONG range gives a -5 CMO0D to any pistol shot
but a +1 CMoD to a rifle shot.

DISTANT

The distance between the characters is so great that
they require radio equipment to communicate and
may struggle to see each other clearly. Only a hunting
rifle with a scope, a sniper’s rifle, or artillery such as a
mortar or rocket launcher can strike a target at
DISTANT range.

ABSTRACT VS. ACTUAL

The XERO SUM ENGINE was built for the theater of the
mind, so range is a band, not a measurement. The bands
still line up roughly with real distance, which is what
TABLE 11: RANGE assumes (one MOVE is about 10 ft).

® ENGAGED: within arm’s reach, up to about 5 ft.
e CLOSE: about 30 ft away.

e MEDIUM: about 60 ft away.

* LONG: about 100 ft away.

e DISTANT: about 150 ft and beyond.

On a map, use the distances. Without one, the GM
names the band and the table plays on from there. On
a map, a blast counts as ENGAGED within 5 ft of where
it explodes and as CLOSE within 30 ft.

DAMAGE

WEAPON DAMAGE
Each attack deals two types of damage - WOUND POINT
(WP) damage and RESILIENCE POINT (RP) damage.

Weapons inflict both a consistent and a random
amount of damage, expressed as 5+1d6.

For most ranged and slashing weapons, RP damage is
50% of the WP damage, rounded down.

Melee weapons that inflict blunt force trauma (such as
clubs or batons) may do the same amount of RP
damage as WP damage, as a character is more likely to
be bludgeoned into an Incapacitated state than killed
outright. TABLES 14-17 in 07. WEAPONS & EQUIPMENT
show which weapons inflict 100% Resilience Point
damage.

Most weapons deal either 100% WP / 50% RP or 100%
WP / 100% RP, as listed on the weapon tables.
Stunned weapons and weapons that deal no damage
are covered below. Unarmed attacks always deal 100%
WP / 100% RP.

When using Melee Weapons or Unarmed Combat, the
user adds their Physicality AMoD to the damage done.
This would be expressed in the format 4+1d6 +
Physicality AMoD.

For any character fighting with just their fists, the
damage done is 1d3 + Physicality AMoD + Unarmed
Combat SMob.

When an attack hits, the target’s Defensive Modifier -
MDM against Melee and Unarmed attacks, RDM
against Ranged attacks, plus any armor DM - is
subtracted from the Wound Point damage rolled.
Resilience Point damage is then worked out from the
reduced WP total. A successful hit always deals at least
1 WP and 1 RP. The only exceptions are Stunned
weapons, which deal RP but no WP, and weapons that
deal no damage at all, such as smoke or flashbang
grenades.

For example, a heavy pistol hit rolls 8 WP (4 RP)
against a target with an RDM of 2. The target takes 6
WP and 3 RP.

ARMOR

Each piece of armor has a DEFENSIVE MODIFIER (DM)
that reduces the damage of any attack that lands, on
top of the wearer’s MELEE or RANGED DEFENSIVE
MoODIFIER. Armor does not make the wearer any
harder to hit.

Armor DMs stack, so a character wearing body armor

with a DM of +3 and carrying a shield with a DM of +2
reduces the damage of every hit they take by a further
5.
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ARMOR degrades with each incoming blow, and an
UPKEEP CHECK must be made after each combat

engagement to prevent it from dropping a level of
CONDITION (see CONDITION & UPKEEP on page 24).

SUBSISTENCE DAMAGE

A character can go one day without eating or drinking
with no adverse impact, but on the second and
subsequent days without food or water, they take
SUBSISTENCE DAMAGE at the rate of 1 WOUND POINT
and 1 RESILIENCE POINT per day.

If they drop to O RP, they become too weak to move
and become Incapacitated. If they drop to 0 WP, they
must be fed to be STABILIZED, otherwise they will Die.
Any character Incapacitated through SUBSISTENCE
DAMAGE will need to be tended to and fed by another
character until they heal enough to look after
themselves.

Once a character has a regular food and water supply,
they heal at a rate of 1 WP and 1 RP per day until they
reach full health again.

LIVING OFF THE LAND

Characters who spend a day finding food can make
one of the checks below. Unless noted, the yield is
doubled on a WILD Success or MOMENT OF HIGH
INSIGHT.

SCAVENGING: A Successful Scavenging check in a
suitable area turns up 2 Rations.

FORAGING: In a suitable area and season, a Successful
Physicality or Survival check gathers 2 Standard
Rations of fruit and vegetables.

FISHING: A character with an Angler’s Kit or Fishing Kit
and access to water who makes a Successful
Physicality or Survival check catches 2 Luxury Rations.

HUNTING: A character with a suitable weapon who
makes a Successful Survival check brings down larger
game for 10 Luxury Rations (15 on a WILD SUCCESS or
MOMENT OF HIGH INSIGHT).

FALLING DAMAGE

Characters suffer 3 WP and 3 RP damage for each 10 ft
that they fall. The GM may allow a falling character
who gets a WILD SUCCESS on an ATHLETICS check to
twist, grab, or otherwise reduce the damage, if the
player can FILL IN THE GAPS as to how.

DROWNING
A fully submerged character can hold their breath for
6 ROUNDS + PHYSICALITY AMOD.

After that, they must get a Success on a PHYSICALITY
CHECK each round or take 3 WP and 3 RP damage.
Each SuccessruL check gives a -1 CMoD to their next
attempt.

A character who reaches 0 WP is MORTALLY WOUNDED
and will Die unless rescued. Reviving a drowned
character takes a SUCCESSFUL MEDICINE* or SURVIVAL
check.

INCAPACITATION

Once a character’s RESILIENCE POINTS are reduced to O,
they will experience INCAPACITATION for 4 ROUNDS -
PHYSICALITY AMOD (with a minimum of 1 round). Their
STRESS LEVEL also goes up by 1 (see STRESS & BREAKING
POINT on page 20). They take no more damage while
Incapacitated unless they are specifically targeted.

Upon regaining consciousness, they recover 1 RP
immediately, and then an additional RP for each
combat round that they are not actively engaged in
combat, up to half of their maximum.

MORTAL WOUNDS & DYING

A character reaching 0 Wound Points is both
MORTALLY WOUNDED and INCAPACITATED.

After 4 rounds + Physicality AMOD, a MORTALLY
WOUNDED character will succumb to their injuries and
DIE unless they are STABILIZED.

STABILIZING

If a character becomes MORTALLY WOUNDED, someone
must STABILIZE them with a SUCCESSFUL MEDICINE*
check, or by achieving a WILD SUCCESS with a REASON
check.

Once STABILIZED, the character remains INCAPACITATED
for 106 ROUNDS - PHYSICALITY AMOD, with a minimum of
1 ROUND. They will then recover consciousness and have
1 WP and 1 RP. Their STRESS LEVEL also goes up by 1.

If this takes place while combat is still happening,
STABILIZING uses both COMBAT ACTIONS and the character
making the attempt is unable to do anything else.

Only one attempt can be made per round to STABILIZE a
MORTALLY WOUNDED character.
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DEATH
MORTALLY WOUNDED characters who are not STABILIZED
will DIE within 4 + PHYSICALITY AMOD rounds.

The only way to prevent a character who was not
STABILIZED from DYING is for the player to surrender all
of the character’s INSIGHT DICE (assuming they have at
least one). The character recovers 1 WP and 1 RP for
each INSIGHT DIE surrendered.

HEALING
WOUND POINTS naturally HEAL at a rate of 1 WP per
day of rest.

A character cared for by someone with medical
supplies who makes a SUCCESSFUL MEDICINE* check
heals at double the rate (2 WP per day). One
successful check covers the entire rest period, no

matter how many days that is.

Without supplies, a MEDICINE* check needs a WILD
SUCCESS or @ MOMENT OF HIGH INSIGHT to give the
same benefit, and a DIRE FAILURE makes the injury

worse.

A character who was MORTALLY WOUNDED heals at half
the normal rate (1 WP every two days), or at the
normal rate with successful medical care. Apart from
STABILIZING, healing checks cannot be made during
combat.

When not in combat, a PC recovers 1 RP per hour and

recovers all remaining RP with a good night’s rest.

LASTING WOUNDS
A character who survived being MORTALLY WOUNDED

must make a successful PHYSICALITY check after

regaining consciousness.

If they fail the check, they should roll 2d6 and suffer
the corresponding injury listed on TABLE 12: LASTING
WOUNDS.

As the name suggests, these wounds are permanent
and cannot be healed.

TABLE 12: LASTING WOUNDS

2 LosST EYE -1 CMoD TO DEX/ACU CHECKS
3 BRAIN INJURY -2 REASON

4 |NERVE DAMAGE -1 ACUMEN

5 SHAKEN -1 MAX. RESILIENCE POINTS
6 WEAKENED -1 MAX. WOUND POINTS
7 SKITTISH -1 INITIATIVE MODIFIER
8 SCARRING -1 INFLUENCE

9 FRAGILE -1 PHYSICALITY

10 [ HEARING LOSS -1 PERCEPTION

11 CRIPPLED -1 DEXTERITY

12 [ SHELL SHOCK -2 STRESS MODIFIER

STRESS & BREAKING POINT

Each character starts with a STRESS LEVEL of O.

Whenever a stressful situation arises that the GM
judges severe enough, the character makes a STRESS
CHECK: 2d6 + Stress Modifier (Reason AMOD + Acumen
AMoD).

If they fail this check, their STRESS LEVEL goes up by 1.

STRESS LEVEL also rises by 1 when a character is
Incapacitated or Stabilized (see INCAPACITATION AND
MORTAL WOUNDS & DYING).

Not eating for a few days, spending a night asleep in
the pouring rain, being repeatedly antagonized by a
hostile NPC, or watching a friend get killed are exactly
the kinds of moments where the GM might call for a
STRESS CHECK.

If a character’s STRESS LEVEL reaches 5, they hit their
BREAKING POINT.

The player rolls 2d6 and consults TABLE 13: BREAKING
POINT to determine their character’s reaction. This
lasts 1d6 hours unless TABLE 13 says otherwise and,
once the reaction is resolved, their STRESS LEVEL resets
to 0.

COOLING OFF: STRESS LEVEL drops by 1 for every 8
uninterrupted in-game hours a character spends free
of combat, conflict, or threat, and while doing
something they enjoy.
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TABLE 13: BREAKING POINT

2

CATATONIA

THE CHARACTER DROPS TO THE GROUND, UNRESPONSIVE, AND CANNOT ACT
FOR 1D6 HOURS

COMPULSIVE FIXATION

THE CHARACTER OBSESSIVELY PURSUES AN IDEA FOR 1D3 HOURS, UNLESS
TALKED DOWN WITH A SUCCESSFUL PSYCHOLOGY*, INSPIRATION OR
MANIPULATION CHECK

BLIND RAGE

THE CHARACTER ATTACKS THE NEAREST PERSON OR DESTROYS THE NEAREST
OBJECT FOR 1D6 ROUNDS, OR UNTIL THEY ARE RESTRAINED, SUBDUED OR THE
THREAT THEY SEE IS GONE

DISSOCIATION

THE CHARACTER MENTALLY CHECKS OUT, LIKE A PASSENGER IN THEIR OWN
BODY. FOR 1D3 HOURS THEY TAKE NO ACTIONS OF THEIR OWN AND ONLY
REACT TO WHAT HAPPENS TO THEM

OVERWHELM

THE CHARACTER SHUTS DOWN EMOTIONALLY. FOR 1D3 HOURS THEY TAKE A -3
CMOD ON ALL DICE CHECKS AND WON’T SPEAK UNLESS SPOKEN TO. A SUCCESSFUL
PSYCHOLOGY*, INSPIRATION OR MANIPULATION CHECK ENDS IT EARLY

PANIC SURGE

FOR 1D6 ROUNDS, THE CHARACTER DROPS ANYTHING THEY'RE HOLDING AND
FLEES IF THEY CAN. |IF THEY CAN’T, THEY CURL UP AND SCREAM OR BABBLE
INCOHERENTLY

FATALISM

THE CHARACTER ACCEPTS THEY ARE GOING TO DIE. FOR 1D3 HOURS THEY TAKE
NO DEFENSIVE ACTIONS UNLESS DIRECTLY HARMED. A SUCCESSFUL
PSYCHOLOGY*, INSPIRATION OR MANIPULATION CHECK SNAPS THEM OUT OF IT

RECKLESS ABANDON

FOR 1D6 ROUNDS, THE CHARACTER ACTS RECKLESSLY, AGGRESSIVELY AND
OBNOXIOUSLY, IGNORING ANY DANGER TO THEMSELVES OR THE PEOPLE
AROUND THEM

10

SELF-HARM

THE CHARACTER HURTS THEMSELVES TO RELEASE THE PRESSURE, TAKING 1D3
WP DAMAGE UNLESS SOMEONE STOPS THEM. THE REACTION ENDS ONCE THEY|
REALIZE WHAT THEY’VE DONE

11

HYSTERICS

FOR 1D6 ROUNDS, THE CHARACTER LAUGHS OR SOBS UNCONTROLLABLY AND
CAN’T STOP. THEY ARE OBLIVIOUS TO THEIR SURROUNDINGS AND ANY
DANGER, AND MAKE A LOT OF NOISE

12

IRRATIONAL OUTBURST

THE CHARACTER TURNS VERBALLY ABUSIVE TOWARD EVERYONE AROUND
THEM. THEY CAN’T BE REASONED WITH OR CALMED, AND STAY ANGRY AND
COMBATIVE FOR 1D6 ROUNDS OR UNTIL THEY ARE INCAPACITATED
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07. WEAPONS & EQUIPMENT

Each character starts the game with both a PRIMARY
AND SECONDARY weapon from TABLES 14-17. Any
weapon that requires ammunition starts fully loaded,

They also begin with one piece of equipment from
TABLE 18: EQUIPMENT, and an Incidental item that
does not contribute to combat but adds some in-game
benefit or helps develop the character. This could be
something like a map or a pocketknife.

plus 1d3 reloads. A reload is one full clip for that

weapon.

TABLE 14: MELEE WEAPONS

NAME SKILL RANGE RARITY DAMAGE RP ENC TRAITS
BASEBALL BAT MELEE ENGAGED COMMON 4+1D6 100% 1 -
BRASS KNUCKLES UNARMED ENGAGED UNCOMMON +1 100% 0 |-
BULLWHIP ATHLETICS CLOSE UNCOMMON 1+1p3 100% 1 UNWIELDY (2)
CLuB MELEE ENGAGED COMMON 5+1D6 100% 2 | CUMBERSOME (1)
FIRE AXE MELEE CLOSE UNCOMMON 3+2p3 50% 1 |-
HATCHET MELEE ENGAGED COMMON 3+1p3 50% 1 |-
HUNTING KNIFE MELEE ENGAGED COMMON 2+2D3 50% 1 UNWIELDY (1)
KITCHEN KNIFE MELEE ENGAGED COMMON 2+1D3 50% 1 -
MACHETE MELEE ENGAGED UNCOMMON 3+2D3 50% 1 UNWIELDY (1)
MAKESHIFT CLUB MELEE ENGAGED COMMON 3+1p3 100% 1 |-
SLEDGEHAMMER MELEE ENGAGED UNCOMMON 3+3Dp3 100% 2 | CUMBERSOME (2)
SPEAR MELEE CLOSE UNCOMMON 2+2D6 50% 1 | CUMBERSOME (2)
STAFF MELEE CLOSE COMMON 2+2D3 100% 1 UNWIELDY (1)
SWORD MELEE ENGAGED UNCOMMON 3+3p3 50% 1 |-
TACTICAL BATON MELEE ENGAGED UNCOMMON 4+2p3 100% 1 |-
Woob AXE MELEE CLOSE COMMON 5+1Dp3 50% 1 | CuMBERSOME (1)
TABLE 15: RANGED WEAPONS
NAME SKILL RANGE RARITY DAMAGE RP ENC AmmO CLip  TRAITS
AUTOMATIC RIFLE RANGED | LONG UNCOMMON 5+2D6 50% 2 UNCOMMON 50 | AuTOMATIC BURST (3)
BLACK POWDER RIFLE RANGED | LONG UNCOMMON 5+1D6 50% 2 UNCOMMON 1 -
Bow RANGED | MEDIUM | COMMON 4+1D6 50% 1 COMMON TRACKING
CARBINE RANGED | Mepium | COMMON 5+1D3 50% 2 CoMMON 30 | -
COMPOUND Bow RANGED | LONG UNCOMMON 4+2D3 50% 2 COMMON 1 TRACKING
CROSSBOW RANGED | MEDIUM | UNCOMMON 4+1D6 50% 2 UNCOMMON 1 UNWIELDY (1)
HEAvY PisTOL RANGED | CLOSE UNCOMMON 3+2D3 50% 1 UNCOMMON 9 -
HUNTING RIFLE RANGED | DISTANT COMMON 5+1D6 50% 2 UNCOMMON 5 -
LIGHT PIsTOL RANGED | CLOSE COMMON 3+1D6 50% 1 COMMON 6 -
SHOTGUN (PUMP-ACTION) | RANGED | MEeDIUM | COMMON 5+2D6 50% 2 CoOMMON 5 CLOSE-Up
SHOTGUN (SAWED-OFF) | RANGED | CLOSE UNCOMMON 2+3D6 50% 2 | CommoN 2 CLose-Up
SLINGSHOT RANGED | CLOSE COMMON 1+1p3 100% 0 | Common 30 | TRACKING
SNIPER’S RIFLE RANGED | DISTANT RARE 2+3D6 50% 2 UNCOMMON 10 | -
TASER RANGED | CLOSE UNCOMMON 1 400% 1 UNCOMMON 1 STUNNED
TABLE 16: EXPLOSIVE WEAPONS
NAME SKILL RANGE RARITY DAMAGE RP ENC Cuip  TRAITS
FLASHBANG GRENADE ATHLETICS MEDIUM | UNCOMMON - - 1 1 STUNNED; BLAST RADIUS
GRENADE ATHLETICS MEDIUM | UNCOMMON 2+2D6 100% 1 1 TRACKING; BLAST RADIUS
MORTAR DEMOLITIONS* DISTANT | RARE 5+3D6 100% 2 1 BLAST RADIUS
ROCKET LAUNCHER DEMOLITIONS* DISTANT | RARE 3+3D6 100% 3 1 BLAST RADIUS
SMOKE GRENADE ATHLETICS MEDIUM | UNCOMMON - - 1 1 BLAST RADIUS
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TABLE 17: SPECIAL WEAPONS

NAME SKILL RANGE RARITY DAMAGE RP ENC Cup TRAITS
FLAME-THROWER DEMOLITIONS* | CLOSE RARE 3+2D6 100% 2 10 | BURNING (3)
MoLoTov COCKTAIL ATHLETICS MEDIUM UNCOMMON 1+1p3 100% 0 1 | TRACKING; BURNING (1)
TRANQUILIZER GUN RANGED MEDIUM RARE 1p3 400% 1 3 | STUNNED

TABLE 18: EQUIPMENT
NAME RARITY ENC NOTES OR TRAITS
ANGLER’S KIT UNCOMMON 1 +2 TO SURVIVAL CHECKS WHEN FISHING
BACKPACK CoOMMON 0 | +2 ENCUMBRANCE
BASIC SURVIVAL KiIT COMMON 2 | TENT, SLEEPING BAG
BicYCLE REPAIR KIT CoOMMON 0 | +1 CMOD WHEN USING MECHANIC* OR TINKERER TO REPAIR A BIKE
BINOCULARS CoOMMON 1 +1 PERCEPTION CHECK WHEN AT LONG OR DISTANT RANGE
BoLT CUTTERS CoMMON 1 CUTS CHAINS AND PADLOCKS; +2 TO FORCING LOCKED GATES OR CHAINED DOORS
CANTEEN COMMON 0 HOLDS WATER FOR ONE DAY
CLIMBING GEAR UNCOMMON 1 INCLUDES ROPES, CARABINERS, AND HARNESSES. CAN BE USED TO SCALE HEIGHTS
COMPASS COMMON 0 +1 NAVIGATION CHECKS
CRIMINAL LOCKPICKS RARE 0 | +3 TO LOCK-PICKING* CHECKS
CROWBAR COMMON 1 +1 PHY WHEN OPENING DOORS AND CRATES. CAN BE USED AS A MAKESHIFT CLUB
DOCTOR’S BAG UNCOMMON 1 +2 TO ANY MEDICINE* CHECK; HEALS 1+2D3 OVER A 24 HOUR PERIOD
FIRE-STARTING KIT COMMON 0 +1 CMOD TO SURVIVAL CHECKS WHEN STARTING A FIRE
FIRST AID KIT COMMON 1 +1 TO ANY MEDICINE* CHECK; HEALS 1+1D3 OVER A 24 HOUR PERIOD
FISHING KIT COMMON 1 +1 TO SURVIVAL CHECKS WHEN FISHING
FLARE UNCOMMON 0 |-
FLASHLIGHT COMMON 0 LIGHTS UP TO CLOSE RANGE
GRAPPLING HOOK UNCOMMON 1 +1 TO ATHLETICS CHECKS WHEN CLIMBING
HANDCUFFS UNCOMMON 0 -

[HomseswoeToous [ Uncowmon | 1 | +170 ANIMALHANDLING CHECKS WHEN RESHOEING AMORSE |
HUNTING TRAPS COMMON 1 +2 CMOD WHEN USING SURVIVAL TO SET TRAPS
INSTANT CAMERA UNCOMMON 6 CHARGES, +1 MANIPULATION WHEN USED ON PEOPLE IN PICTURES
LANTERN COMMON 1 LIGHTS UP TO CLOSE RANGE

MILITARY BACKPACK UNcommoN | 0 | +2 ENCUMBRANCE

NIGHT VISION GOGGLES UNCOMMON ALLOWS THE WEARER TO SEE CLEARLY AT NIGHT
| RoapFiare _____Jcowwvon | o f- |

SHOVEL COMMON 1 USED FOR DIGGING; CAN BE USED AS A MAKESHIFT CLUB

STANDARD LOCKPICKS UNCOMMON 0 +1 TO LOCK-PICKING* CHECKS

SURVIVALIST’S KIT UNCOMMON 2 WATERPROOF TENT, SLEEPING BAG, FIRE-STARTING KIT

TooLKIT COMMON 1 +1 MECHANIC* CHECKS

WALKIE-TALKIES UNCOMMON 1 ALLOWS CHARACTERS TO COMMUNICATE UP TO A RANGE OF 20 MILES
WATER FILTRATION KIT UNcoMMON 1 ALLOWS FOR PURIFICATION OF WATER

WEAPONS TOOLKIT UNCOMMON 1 REQUIRED FOR WEAPONS MAINTENANCE AND REPAIRS

WORKMAN’S TOOLKIT UNcoMMON 1 +2 MECHANIC* CHECKS
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Depending on the setting, each character may alsa
hawve a Basic Survival Kit {tent and sleeping bag) and 2
Raticns,

If players do not write items on their character sheet,
those items do not exist in the game,

ENCUMBRANCE

Characters can carry up to their ENCUMBRANCE limit (&
+ Physicality AMoD) without any penalty, As soon as
they excead if, their movement is halved and they
suffer 1 RP damage per hour for each point they are
owver their limit.

If they reach 0 RE they become Incapacitated. They
regain consciousnass within moments and recover 1
RF but must rest for four hours before carrying on
while still overloaded. Alternatively, they can drop
encugh weight to get back within their ENCUMBERANMCE
limit, at which point they take nio further RP damage.

Characters cannot start the game over their
EMCUMBRANCE limit.

CONDITION & UPKEEP

Iterms are all in one of 5 CONDITION states - PRISTINE,
Usep, Worn, DAMAGED, or BROKEN. See TaBLe 19;
ITEM CONDITION.

TABLE 19: ITEM CONDITION

THE ITEM 15 IN PERFECT WORKING ORDER.
PRISTINE +1 CMIOD WHEN LSED
UsED THE ITEM 15 IN GOOD WORKING ORDER
WoRN THE ITEM WORKS BUT REQUIRES CARE,
-1 CMOD WHEN USED
[HE ITEM 15 NOT WORKING PROPERLY.
DAMAGED -2 CMIOD WHEN USED
BROKEN THE ITEM CANNOT BE USED UMNLESS
REPAIRED BACK TO DAMAGED

A weapon or piece of equipment is only in PRISTINE
condition when it is newly made or taken unused from
a shelf or warehouse. Anything found or scavenged is,
at best, LUSED,

An iterm's CoNoimonN modifier from TABLE 19 applies to
any check that uses the item - a weapon's attacks, a

vehicle's DRrvinG checks, and the checks a tool or kit
Eives a honus to,

Armaor is not used ina check, so its CoNDImIonN has no
effect until it is BROKEN, when it gives no protection,

A vehicle's Conomon reflects wear and tear and is
tracked separately from the damage the vehicle takes,

MNormal use of equipment or weapons causes no
degradation, However, if an activity puts the item
under duress, or if the character might not be able to
pay enough attention to using it correctly - such as
firing a rifle during an intense and prolanged firefight -
they nead to make an UPKEEP CHECK to prevent it
dropping a level of CoNDITION.

UrKEEP CHECKS use MEchanic* for vehicles and armor,
WEAPDNSMITH® or RANGED COMBAT for guns,
WEAPDNEMITH® or MELEE ComeaT for meles weapans,
and Tinkerer for general equipment,

Characters must have at least 1 level in that skill to
make an UPKEEP CHECK,

Success (9-13): The itemn remains in its current
conditiomn.

Wil Success (14+): The candition of the itemn is
raised by 1 level, to a maximum of LISED.

MoriENT OF HIGH INSIGHT [B+6): The condifion of the
item is raised by 1 level, 1o a maximum of USED.

FalLure (3-B): The condition of the item is reduced by
1 level,

DiRE FalLURE [0-3): The item breaks immediately,

MomMENT OF LOW INSIGHT (1+1): The item breaks
immediately,

CHARACTERISTICS

Certain weapons and pieces of equipment have
CHARACTERISTICS. These are AUTOMATIC BURST, BLasT
Rapius, BurniNG, CLOSE-UP, CUMBERSOME, STUNNED,
TRACKING, and UNWIELDY [see TABLE 20: ITEM
CHARACTERISTICS).

Itermns can have multiple CHARACTERISTICS.

Some CHARACTERISTICS have a number in parentheses,
such as AUTOMATIC BURST (3] or CumBersomE [2). What
the number means depends on the CHARACTERISTIC, as
described on TABLE 20: ITEM CHARACTERISTICS.
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TABLE 20: ITEM CHARACTERISTICS

AUTOMATIC
BURST

THE WEAPON CAN FIRE MULTIPLE ROUNDS SIMULTANEOUSLY, AND AN ATTACK IS MADE AGAINST
ANY CHARACTER WHO IS AT ENGAGED RANGE TO THE TARGET. THE TRAITS LIST THE NUMBER OF
ROUNDS A BURST TAKES, SUCH AS AUTOMATIC BURST (3), WHICH USES 3 ROUNDS

BLAST RADIUS

WHEN THIS DETONATES, IT CAUSES DAMAGE WITHIN A CERTAIN AREA. CHARACTERS AT
ENGAGED RANGE TAKE FULL DAMAGE. CHARACTERS AT CLOSE RANGE TAKE 50% OF THE
DAMAGE, AND THOSE AT MEDIUM TAKE 25% OF THE DAMAGE

BURNING

BESIDES THE INITIAL DAMAGE DEALT, ANYONE HIT BY THIS WEAPON WILL SUFFER AN
ADDITIONAL (X) WP/RP PER ROUND FOR 1D3 ROUNDS

CLOSE-UP

THIS WEAPON HITS INDISCRIMINATELY, AND ANYONE AT ENGAGED RANGE OF THE TARGET
SUSTAINS 50% OF THE DAMAGE TO THE TARGET

CUMBERSOME

THIS WEAPON IS BIG AND HEAVY, AND THE CHARACTER REQUIRES A PHYSICALITY OF (X) IN
ORDER TO USE IT OR THEY INCUR A -X CMOD. THIS MEANS CUMBERSOME (2) REQUIRES A
PHYSICALITY OF 2 OR THEY INCUR A -2 CMOD

STUNNED

THIS DEALS RESILIENCE POINT DAMAGE EQUAL TO 4 TIMES THE DAMAGE ROLLED,
IGNORING THE TARGET'S DEFENSIVE MODIFIER AND ANY ARMOR. ALTHOUGH THIS DEALS
NO WOUND POINT DAMAGE, ON A WILD SUCCESS OR MOMENT OF HIGH INSIGHT, THE
TARGET IS INCAPACITATED FOR 1D6 - PHY AMOD ROUNDS, WITH A

MINIMUM OF 1 ROUND

TRACKING

WHEN PLAYERS TAKE A READY WEAPON ACTION BEFORE AN ATTACK, THEY ALSO TRACK
THEIR TARGET, WHICH GRANTS THEM A +1 CMOD ON THEIR NEXT ATTACK

UNWIELDY

THIS WEAPON REQUIRES A LEVEL OF FINESSE TO BE USED CORRECTLY, AND THE CHARACTER
MUST HAVE A DEXTERITY OF (X) OR INCUR A -X CMOD WHEN USING. THIS MEANS
UNWIELDY (2) REQUIRES A DEXTERITY OF 2 OR THEY INCUR A -2 CMOD
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08. COMMUNITIES

GROUPS AND COMMUNITIES

Player characters working together are a GROUP.

Players can recruit NPCs to their GROUP via a
RECRUITMENT CHECK.

If a GROUP grows to a combined total of 13 or more
PCs and NPCs, it becomes a COMMUNITY.

COMMUNITIES require regular MORALE CHECKS to
ensure they have the cohesion to remain together.
MORALE CHECKS are usually required weekly, but the
exact cadence is up to the GM and the campaign being
played.

GROUPS do not require MORALE CHECKS.

RECRUITMENT

RECRUITMENT CHECKS

While the RECRUITMENT CHECK mechanic remains the
same, depending on how the player FiLLS IN THE GAPS,
NPCs are RECRUITED into one of three different roles -
COHORT, CONSCRIPT, or CONVERT.

A RECRUITMENT CHECK uses a skill that appropriately
aligns with the approach the PCs are taking, such as
BARTER, PSYCHOLOGY*, or TACTICS*.

RECRUITMENT CHECKS can be influenced by the FIRST
IMPRESSION a player made on them (see FIRST
IMPRESSIONS on page 7).

No matter how NPCs are being recruited, each
COMMUNITY must make a MORALE CHECK regularly to
ensure it remains cohesive.

COHORTS
These NPCs have a shared interest or goal in common
with the PC that is furthered by working together.

SuUcCcEss (9-13): The NPC joins until the next
community MORALE CHECK.

WILD SUCCESS (14+): The NPC becomes a COHORT
immediately.

MOMENT OF HIGH INSIGHT (6+6): Not only does the
NPC join but the PC may choose to take them as an
APPRENTICE (see below).

FAILURE (4-8): The NPC does not join. A RECRUITMENT
CHECK may only be attempted again if circumstances
change.

DIRE FAILURE (0-3): The NPC has no interest in joining
the PCs.

MOMENT OF LOW INSIGHT (1+1): The NPC is alienated
or offended by the attempt. It is possible that there is
some escalation or tension that could include a violent
rejection of the offer.

CONSCRIPTS

These NPCs are forced into service through coercion,
threats, or leverage. The PCs must present a credible
threat for CONSCRIPTION to work.

SUCCESS (9-13): The NPC is CONSCRIPTED under duress.
They will follow orders, regardless of individual
feelings, until the next MORALE CHECK.

WILD SUCCESS (14+): The NPC joins willingly and
becomes a committed and loyal follower.

MOMENT OF HIGH INSIGHT (6+6): Not only does the
NPC join but the PC may choose to take them as an
APPRENTICE (see below).

FAILURE (4-8): The NPC may appear to comply but will
attempt to escape at the first opportunity.

DIRE FAILURE (0-3): The NPC steadfastly refuses to join.

MOMENT OF LOW INSIGHT (1+1): The NPCis so
unwilling to join that they might become hostile or
violent.

CONVERTS

These NPCs are recruited through a shared belief or
ideology. Whether they are being promised answers,
direction, or security, they ultimately join because
they believe in the message or vision presented by the
PC.

SUCCESS (9-13): THE NPC joins as a CONVERT but will
wait to see the outcome of the first MORALE CHECK
before really committing.

WILD SUCCESS (14+): The NPC becomes a committed
believer and follower.

MOMENT OF HIGH INSIGHT (6+6): Not only does the
NPC join but the PC may choose to take them as an
APPRENTICE (see below).
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FAILURE (4-8): The NPC has no interest in joining. If the
players can FILL IN THE GAPS as to how they are taking
a different approach, they may attempt another
RECRUITMENT CHECK to win the NPC over.

DIRE FAILURE (0-3): The NPC becomes wary and will
attempt to distance themselves from the player.

MOMENT OF LOW INSIGHT (1+1): The NPCis so
unwilling to join that they might become hostile or
violent.

APPRENTICES

If a player gets a MOMENT OF HIGH INSIGHT on a
RECRUITMENT CHECK, they may recruit the NPC as their
APPRENTICE.

It is also possible for a player to seek out a specific
NPC and make a deliberate RECRUITMENT attempt.
They must still get a MOMENT OF HIGH INSIGHT to take
an NPC on as an APPRENTICE.

Once recruited, an APPRENTICE can undertake tasks
and activities on behalf of or act as the proxy for a
player character.

Once recruited, the player should give the APPRENTICE
a name (if they don’t already have one), roll 2d6 on
both the MoTIvATION and COMPLICATION tables, and
then work with the GM to FILL IN THE GAPS on the
APPRENTICE’S background.

The player has 3 CDP to spend on raising the RAPID
RANGE ATTRIBUTES of the APPRENTICE (see BACKSTORY
GENERATION on page 10).

They should pick a setting-appropriate PROFESSION for
them (see TABLE 8: PROFESSIONS & SKILLS on page 12)
and get 5 CDP to spend on raising their skills.

Over the course of one month of game time, the
player can train their APPRENTICE in any single skill
that the player has, to one level lower than the player.
This means if the player has level 3 in a skill, they can
train their APPRENTICE to level 2.

If a character receives Character Development Points
as part of game progression, the player may choose to
spend them on their APPRENTICE. See CHARACTER
EVOLUTION on page 12.

A player character can only have one APPRENTICE at
any time.

MORALE CHECKS, COMMUNITY
STRUCTURE, AND MODIFIERS

For each week that passes in the game (or whatever
cadence the GM has set), a community must make a
successful MORALE CHECK to ensure they maintain the
cohesion required to stay together.

MORALE CHECKS are made at the beginning of the
week. The outcome of the check might potentially
outline the steps leadership will need to take in order
to ensure the continued well-being of the community.

A worksheet to make tracking community resources
and morale easier is available for download at
XEROSUMGAMES.COM/SRD.

MORALE CHECKS

Whether it is an NPC or PC, it is assumed that there is
an acknowledged and recognized community leader
who will make the check using any AMoDS or SMoDs
that might be appropriate.

If there is a group of characters who are viewed as
leaders in equal standing, they may make a GROUP
CHECK.

Each MORALE CHECK has six modifiers that are related
to the tasks, activities, and roles required to ensure a
community has everything they need to survive - FED,
CLOTHED, MOOD AROUND THE CAMPFIRE, ENOUGH
HANDS, A CLEAR VOICE, and SOMEONE To WATCH OVER
ME. See MORALE CHECK MODIFIERS on page 28.

Two of these modifiers - FED and CLOTHED - are
derived from their own checks made prior to the
MORALE CHECK (see COMMUNITY STRUCTURE on page
29). The other modifiers require no dice check but are
the result of the organizational structure and health of
the community.

Failed MORALE CHECKS will result in members leaving,
further impacting the morale of the community in
future checks.

After three consecutive failures, a community will
have degraded to the point of immediately and
irreconcilably falling apart and dissolving. Fast-acting
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leaders may retain remnants of the group or specific
members.

Any leader wishing to unite or retain fragments of a
dissolving community will need to make an immediate
MORALE CHECK as part of this attempt, using the result
of the preceding MORALE CHECK as the MOOD
AROUND THE CAMPFIRE CMOD.

The community dissolves either way; this check
decides how much of it the leader keeps. On a
Success, the leader keeps up to 25% of the members;
on a WILD SUCCESS, up to 50%; on a MOMENT OF HIGH
INSIGHT, up to 75%. Any other result keeps no one. The
leader chooses who stays, and APPRENTICES always
stay with their player character. Those who stay form a
new GROUP with no failed MORALE CHECKS, which
becomes a COMMUNITY again once it reaches 13 or
more PCs and NPCs.

MAKING A MORALE CHECK

A MORALE CHECK is 2D6 + AMOD + SMOD OF THE
CHARACTER MAKING THE CHECK + CMoDS for MOOD
AROUND THE CAMPFIRE, FED, CLOTHED, ENOUGH
HANDS, A CLEAR VOICE, and SOMEONE To WATCH OVER
ME modifiers.

MORALE CHECK OUTCOMES
SUCCESS (9-13): Morale remains steady. There is 0
CMob for the next MORALE CHECK.

WILD SUCCESS (14+): Morale stays strong or improves.
There is a +1 CMoD on the next MORALE CHECK.

MOMENT OF HIGH INSIGHT (6+6): Belief in leadership
and the community itself is high. There is a +2 CMoD
on the next MORALE CHECK.

FAILURE (4-8): Morale is slipping. Unless they are
stopped, 25% of the community will leave in the next
week. There is a -1 CMobD to the following MORALE
CHECK.

DIRE FAILURE (0-3): The morale of the community
collapses. There are major consequences with 50% of
the community leaving in the next week. There is a -2
CMobD on the next MORALE CHECK.

MOMENT OF LOW INSIGHT (1+1): There is infighting,
rioting, outbreaks of anger or violence for the
following week with 75% of the community leaving.
There is a -3 CMoD on the next MORALE CHECK.

MORALE CHECK MODIFIERS

MooD AROUND THE CAMPFIRE:

This modifier is applied as a result of the previous
MORALE CHECK. If there was no previous MORALE
CHECK, 0 CMoD is applied.

SUCCESS (9-13): 0 CMobD on the next MORALE CHECK.

WILD SUCCESS (14+): +1 CMoD on the next MORALE
CHECK.

MOMENT OF HIGH INSIGHT (6+6): +2 CMOD on the next
MORALE CHECK.

FAILURE (4-8): -1 CMoD on the next MORALE CHECK.

DIRE FAILURE (0-3): -2 CMoOD on the next MORALE
CHECK.

MOMENT OF LOW INSIGHT (1+1): -3 CMoD on the next
MORALE CHECK.

FED & CLOTHED:

These CMoDSs from the FED and CLOTHED checks can
range from -3 to +2 (see GATHERERS and MAINTAINERS
below).

ENOUGH HANDS:

Communities with enough members acting as
GATHERERS, MAINTAINERS, and SAFETY get a +1 CMoD.
COMMUNITIES without enough members in one or
more of these groups suffer a -1 CMobD for each group
that is short, up to a maximum CMoD of -3.

A CLEAR VOICE:
There is no CMobD applied if there is a clear leadership

but a -1 CMob if there is no clear leadership.

SOMEONE To WATCH OVER ME:
There is a -1 CMobD if less than 5% of the community
are assigned to SAFETY duties.

There is a +1 CMoD if 10% or more of the community
are assigned to SAFETY duties.

ADDITIONAL CMODS:
Throughout the course of gameplay, there might be

incidents that impact the community that are not
reflected above. It is up to the Game Master and the
players to FILL IN THE GAPS and quantify this impact on
the MORALE CHECK.
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COMMUNITY STRUCTURE

In order for a community to function, a certain

number of members must be dedicated to specific
tasks.

GATHERERS

33% of any community (rounded down) must be
GATHERERS. They are responsible for hunting, foraging,
farming, fishing, scavenging, or any other activity that
brings in food and water for members of the
community in the form of RATIONS.

This group is responsible for the FED CHECK. The
possible results of a FED CHECK are:

SUCCESS (9-13): Baseline Ration needs are met. No
CMoD on the next MORALE CHECK.

WILD SUCCESS (14+): There are enough RATIONS to
create a surplus. There is a +1 CMoD on the next
MORALE CHECK.

MOMENT OF HIGH INSIGHT (6+6): Enough luxury items
are found to provide a boost to the mood of the
community. There is a +2 CMoD on the next MORALE
CHECK.

FAILURE (4-8): There is a shortfall in RATIONS leading to
only 1 meal a day. There is a -1 CMOD on the next
MORALE CHECK.

DIRE FAILURE (0-3): Community members are
continuously hungry, sometimes going days between
RATIONS. There is a -2 CMoD on the next MORALE
CHECK.

MOMENT OF LOW INSIGHT (1+1): There is an additional
complication, such as food contamination or famine
onset giving a -3 CMoD on the next MORALE CHECK.

MAINTAINERS

20% of any community (rounded down) are required
to be MAINTAINERS.

Not only do they collect the requisite SUPPLIES needed
such as clothing, tools, or batteries, but they also
repair and maintain buildings, equipment, and
vehicles to ensure everything remains in a functional
condition.

This group is responsible for the CLOTHED CHECK. The
possible results of a CLOTHED CHECK are:

SuccEss (9-13): All systems, buildings, and equipment
are adequately maintained. 0 CMoD on the next
MORALE CHECK.

WILD SUCCESS (14+): Buildings and equipment are
adequately repaired, maintained, and even improved.
This gives a +1 CMoD on the next MORALE CHECK.

MOMENT OF HIGH INSIGHT (6+6): Buildings and
equipment are in perfect working order. A project or
improvement goes well. There is a +2 CMOD to the
next MORALE CHECK.

FAILURE (4-8): Minor breakdowns occur, or there is a
deficit in required SUPPLIES. A -1 CMoD is applied to
the next MORALE CHECK.

DIRE FAILURE (0-3): Continued breakdowns of
buildings, systems or equipment that impact the
community. There is a -2 CMoD on the next MORALE
CHECK.

MOMENT OF LOW INSIGHT (1+1): There is damage or
breakdown of critical infrastructure, buildings,
systems, or equipment that directly impact the
community. There is a -3 CMoD on the next MORALE
CHECK.

SAFETY

5-10% of any community (rounded down) is required
for policing, patrol, firefighting, and other emergency
services that keep the members safe. This group is
also made up of community leadership.

There is no weekly SAFETY check, but not having
enough members providing security and safety incurs
a -1 SOMEONE To WATCH OVER ME CMOD on the
MORALE CHECK.

If there are enough people in each category, there is a
+1 ENOUGH HANDS CMOD on the MORALE CHECK.

For each category without enough people, there is a -1
ENOUGH HANDS CMOD on the MORALE CHECK, up to a
maximum of -3.

PLAYER LED ACTIVITIES

Unless explicitly stated, it is assumed that the FED and
CLOTHED checks are being performed by NPCs who are
somewhat proficient.

Players may choose to spend their time contributing to
these tasks and can use appropriate AMODS or SMODS
if they can FILL IN THE GAPS as to how they contributed.
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TABLE 2: ATTRIBUTE MODIFIERS (AMODS) TABLE 1: OUTCOMES

-2 DIMINISHED 0-3 DIRE FAILURE

-1 WEAK 4-8 FAILURE

0 AVERAGE 9-13 SUCCESS

+1 GooD 14+ WILD SUCCESS

+2 STRONG 1+1 MOMENT OF LOW INSIGHT
+3 EXCEPTIONAL 6+6 MOMENT OF HIGH INSIGHT
+4 HUMAN PEAK

+5 SUPERHUMAN

TABLE 4: CONDITIONAL MODIFIERS (CMODS) TABLE 3: SKILL MODIFIERS (SMODS)

-5 DOOMED To FAILURE -3 INEPT

-4 INSURMOUNTABLE 0 UNTRAINED
-3 HARD +1 BEGINNER
-2 DIFFICULT +2 JOURNEYMAN
=il CHALLENGING +3 PROFESSIONAL
0 AVERAGE +4 LIFE’'S WORK
+1 SIMPLE

+2 SLIGHT FAVOR

+3 EASY

+4 TRIVIAL

+5 DIVINE INTERVENTION

TABLE 5: SECONDARY STATS

WOUND POINTS 10 WP + PHYSICALITY + DEXTERITY AMOD

RESILIENCE POINTS 6 RP + PHYSICALITY AMOD

RANGED DEFENSIVE MOD. A CHARACTER’S DEXTERITY AMOD IS THEIR RANGED DEFENSIVE MODIFIER

MELEE DEFENSIVE MOD. A CHARACTER’S PHYSICALITY AMOD IS THEIR MELEE DEFENSIVE MODIFIER

INITIATIVE MODIFIER ACUMEN + DEXTERITY AMODS

ENCUMBRANCE 6 ENCUMBRANCE + PHYSICALITY AMOD
PERCEPTION REASON + ACUMEN AMODS
MORALITY CHARACTERS START WITH A MORALITY OF 3

STRESS MODIFIER REASON + ACUMEN AMODS

TABLE 7: MOTIVATIONS TABLE 6: COMPLICATIONS

[XERD sUMAITIESACIET

E 2 ACCUMULATE 2 ADDICTION

e 3 BUILD 3 BETRAYED

E 4 FIND SAFETY 4 CODE OF HONOR
o 5 HEDONISM 5 CRIMINAL PAST

T 6 MAKE AMENDS 6 DAREDEVIL

"’: 7 PREACH 7 DARK SECRET

- o 8 PROTECT 8 FAMILY OBLIGATION
E 9 REUNITE 9 FAMOUS

& 10 REVENGE 10 Loss

E 11 STAY ALIVE 11 OUTSTANDING DEBT
E 12 TAKE ADVANTAGE 12 PERSONAL ENEMY




TABLE 8: PROFESSIONS & SKILLS

ACADEMIC ENTERTAINMENT, FARMING, PSYCHOLOGY*, RESEARCH, TACTICS*
DRIVER ANIMAL HANDLING, DRIVING, MECHANIC*, NAVIGATION, PILOT*
ENTREPRENEUR BARTER, GAMBLING, INSPIRATION, RESEARCH, STREETWISE
LAW ENFORCEMENT DRIVING, RANGED COMBAT, STREETWISE, TACTICS*, UNARMED COMBAT
MECHANIC MECHANIC*, MELEE COMBAT, SCAVENGING, TINKERER, WEAPONSMITH*
MEDIC INSPIRATION, MEDICINE*, PSYCHOLOGY*, RESEARCH, SPECIFIC KNOWLEDGE
MILITARY ATHLETICS, DEMOLITIONS*, HEAVY WEAPONS*, RANGED COMBAT, TACTICS*
OUTDOORSMAN ANIMAL HANDLING, FARMING, RANGED COMBAT, STEALTH, SURVIVAL
OUTLAW LOCK-PICKING*, SLEIGHT OF HAND, STEALTH, STREETWISE, UNARMED COMBAT
PERFORMER ATHLETICS, ENTERTAINMENT, INSPIRATION, MANIPULATION, SLEIGHT OF HAND
POLITICIAN INSPIRATION, MANIPULATION, PSYCHOLOGY*, STREETWISE, TACTICS*
TRADER BARTER, PSYCHOLOGY*, SCAVENGING, SPECIFIC KNOWLEDGE, TINKERER

TABLE 10: COMBAT ACTIONS

AlM

+2 CMOD TO THE NEXT ATTACK ON THEIR TARGET. THE CHARACTER’S NEXT ACTION MUST
BE AN ATTACK, OR THE AIM IS LOST

ATTACK

AN ATTACK USING UNARMED, RANGED OR MELEE COMBAT. IF THIS IS USED FOR BOTH
ACTIONS AGAINST THE SAME TARGET, THERE IS A +1 CMOD TO THE SECOND USE, AS THE
FIRST ATTACK HELPED THEM NARROW IN ON THEIR TARGET

CHARGE

THIS USES BOTH ACTIONS BUT ALLOWS A CHARACTER TO MOVE TWICE AND END THEIR
ACTION WITH EITHER A MELEE OR AN UNARMED COMBAT ATTACK

COORDINATE

IF A CHARACTER CAN SEE THE TARGET AND MAKES A SUCCESSFUL TACTICS* CHECK, ANY
CHARACTER WITHIN CLOSE RANGE OF THE CHARACTER MAKING THE CHECK GETS A +2
CMOD WHEN ATTACKING THAT TARGET. ON A WILD SUCCESS, THIS CARRIES OVER TO THE
NEXT ROUND AS A +1 CMoD

COVER FIRE

EACH PERSON/GROUP TARGETED REQUIRES A SEPARATE ATTACK. SUCCESSFUL ATTACKS
GIVE -2 CMOD TO THE TARGET’S NEXT ACTION, SKILL, OR ATTRIBUTE CHECK

DEFEND

THIS ACTION ADDS +2 TO THE CHARACTER’S DEFENSIVE MODIFIERS FOR THE NEXT
INCOMING ATTACK. THIS DOES NOT CARRY OVER INTO THE NEXT ROUND

DICE CHECK

AN ACTION CAN BE USED TO MAKE AN ATTRIBUTE OR SKILL CHECK

DISTRACT

A SUCCESSFUL MANIPULATION, PSYCHOLOGY* OR TACTICS* CHECK DISTRACTS A TARGET
WHO THEN LOSES THEIR NEXT COMBAT ACTION. ON A WILD SUCCESS, THEY LOSE BOTH
COMBAT ACTIONS

FIRE FROM COVER

FIRE FROM COVER ALLOWS CHARACTERS WHO HAVE PREVIOUSLY TAKEN COVER TO USE
BOTH ACTIONS TO COME OUT OF COVER, FIRE THEIR WEAPON, AND RETURN TO COVER
WITHOUT LOSING ANY DEFENSIVE MODIFIER ON INCOMING ATTACKS

GRAPPLING

A CHARACTER CAN MAKE AN OPPOSED CHECK (SEE OPPOSED CHECKS ON PAGE 6)
USING UNARMED COMBAT TO PIN AN ENEMY IN PLACE

INSPIRE

ON A SUCCESSFUL INSPIRATION CHECK, A TARGET AT CLOSE RANGE GAINS AN ADDITIONAL
COMBAT ACTION THIS ROUND. A CHARACTER CAN ONLY BE INSPIRED ONCE PER ROUND
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TABLE 10: COMBAT ACTIONS (CONT.)

MoVE PLAYERS CAN CHANGE RANGE BANDS (SEE RANGE ON PAGE 17)

A CHARACTER CAN MAKE TWO SHOTS PER ROUND. THE FIRST ONE SUFFERS A -1 CMoD,
RAPID FIRE THE SECOND HAS A -3 CMOD. IF A CHARACTER USES THIS FOR BOTH COMBAT ACTIONS,
THEY SUFFER A -2 CMOD AND -4 CMOD TO THOSE ATTACKS

A WEAPON MUST BE READIED BEFORE IT CAN BE USED. THIS ACTION MUST ALSO BE TAKEN

READY WEAPON TO RELOAD A WEAPON OR IF A WEAPON BECOMES JAMMED

THIS ACTION TAKES PLACE AT THE END OF A ROUND IN THE RESOLUTION PHASE,

REPOSITION ALLOWING A CHARACTER TO GET SITUATED FOR THE FOLLOWING ROUND
SPRINT USES BOTH ACTIONS TO COVER 3 TIMES THE NORMAL AMOUNT OF GROUND IN A
SPRINT SINGLE MOVE. IF THE CHARACTER FAILS TO MAKE A SUCCESSFUL ATHLETICS CHECK AT THE
END OF THE ROUND, THEY WILL BECOME WINDED AND LOSE A COMBAT ACTION IN THE
NEXT ROUND
SUEDUE WHEN ATTEMPTING TO SUBDUE ANOTHER CHARACTER, FULL RESILIENCE POINT DAMAGE
IS DONE BUT WOUND POINT DAMAGE IS DEALT AT 50% (SEE DAMAGE ON PAGE 18)
TAKE COVER TAKING COVER GIVES A +2 DEFENSIVE MODIFIER FOR ALL ATTACKS THAT TAKE PLACE
AGAINST THAT CHARACTER DURING THAT COMBAT ROUND
TABLE 11: RANGE TABLE 12: LASTING WOUNDS
MEE =) -1 CMoD TO RANGED ATTACKS 3 | BRAIN INJURY -2 REASON
MELEE COMBAT SUFFERS A -1 CMOD 4 |NERVE DAMAGE -1 ACUMEN
2| CLOSE | PENALTY. RANGED ATTACKS GET A +1 5 SHAKEN -1 MAX. RESILIENCE POINTS
RANGE CMOD 6 WEAKENED -1 MAX. WOUND POINTS
3 [MEepium| No MODIFIERS 7 SKITTISH -1 INITIATIVE MODIFIER
-1 INFLUENCE
4| Lone -5 CMOD TO ANY PISTOL SHOT BUT A 8 SCARRING INFLUENC
+1 CMOD TO A RIFLE SHOT 9 FRAGILE -1 PHYSICALITY
ONLY A HUNTING RIFLE, A SNIPER'S 10 | HEARING LOSS -1 PERCEPTION
5 | DISTANT RIFLE, A MORTAR OR A ROCKET 11 CRIPPLED -1 DEXTERITY
kﬁ:gg”m b SUHIK AN 12 | SHELL SHOCK -2 STRESS MODIFIER

TABLES
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TABLE 13: BREAKING POINT

2

CATATONIA

THE CHARACTER DROPS TO THE GROUND, UNRESPONSIVE, AND CANNOT ACT
FOR 1D6 HOURS

COMPULSIVE FIXATION

THE CHARACTER OBSESSIVELY PURSUES AN IDEA FOR 1D3 HOURS, UNLESS
TALKED DOWN WITH A SUCCESSFUL PSYCHOLOGY*, INSPIRATION OR
MANIPULATION CHECK

BLIND RAGE

THE CHARACTER ATTACKS THE NEAREST PERSON OR DESTROYS THE NEAREST
OBJECT FOR 1D6 ROUNDS, OR UNTIL THEY ARE RESTRAINED, SUBDUED OR THE
THREAT THEY SEE IS GONE

DISSOCIATION

THE CHARACTER MENTALLY CHECKS OUT, LIKE A PASSENGER IN THEIR OWN
BODY. FOR 1D3 HOURS THEY TAKE NO ACTIONS OF THEIR OWN AND ONLY
REACT TO WHAT HAPPENS TO THEM

OVERWHELM

THE CHARACTER SHUTS DOWN EMOTIONALLY. FOR 1D3 HOURS THEY TAKE A -3
CMOD ON ALL DICE CHECKS AND WON’T SPEAK UNLESS SPOKEN TO. A SUCCESSFUL
PSYCHOLOGY*, INSPIRATION OR MANIPULATION CHECK ENDS IT EARLY

PANIC SURGE

FOR 1D6 ROUNDS, THE CHARACTER DROPS ANYTHING THEY'RE HOLDING AND
FLEES IF THEY CAN. [F THEY CAN’T, THEY CURL UP AND SCREAM OR BABBLE
INCOHERENTLY

FATALISM

THE CHARACTER ACCEPTS THEY ARE GOING TO DIE. FOR 1D3 HOURS THEY TAKE
NO DEFENSIVE ACTIONS UNLESS DIRECTLY HARMED. A SUCCESSFUL
PSYCHOLOGY*, INSPIRATION OR MANIPULATION CHECK SNAPS THEM OUT OF IT

RECKLESS ABANDON

FOR 1D6 ROUNDS, THE CHARACTER ACTS RECKLESSLY, AGGRESSIVELY AND
OBNOXIOUSLY, IGNORING ANY DANGER TO THEMSELVES OR THE PEOPLE
AROUND THEM

10

SELF-HARM

THE CHARACTER HURTS THEMSELVES TO RELEASE THE PRESSURE, TAKING 1D3
WP DAMAGE UNLESS SOMEONE STOPS THEM. THE REACTION ENDS ONCE THEY|
REALIZE WHAT THEY’VE DONE

11

HYSTERICS

FOR 1D6 ROUNDS, THE CHARACTER LAUGHS OR SOBS UNCONTROLLABLY AND
CAN’T STOP. THEY ARE OBLIVIOUS TO THEIR SURROUNDINGS AND ANY
DANGER, AND MAKE A LOT OF NOISE

12

IRRATIONAL OUTBURST

THE CHARACTER TURNS VERBALLY ABUSIVE TOWARD EVERYONE AROUND
THEM. THEY CAN’T BE REASONED WITH OR CALMED, AND STAY ANGRY AND
COMBATIVE FOR 1D6 ROUNDS OR UNTIL THEY ARE INCAPACITATED
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TABLE 19: ITEM CONDITION

THE ITEM IS IN PERFECT WORKING ORDER.

PRISTINE +1 CMOD WHEN USED

USED THE ITEM IS IN GOOD WORKING ORDER

THE ITEM WORKS BUT REQUIRES CARE.

WORN -1 CMoD WHEN USED
THE ITEM IS NOT WORKING PROPERLY.
DAMAGED -2 CMOD WHEN USED
BROKEN THE ITEM CANNOT BE USED UNLESS

REPAIRED BACK TO DAMAGED

TABLE 20: ITEM CHARACTERISTICS

THE WEAPON CAN FIRE MULTIPLE ROUNDS SIMULTANEOUSLY, AND AN ATTACK IS MADE AGAINST
ANY CHARACTER WHO IS AT ENGAGED RANGE TO THE TARGET. THE TRAITS LIST THE NUMBER OF
ROUNDS A BURST TAKES, SUCH AS AUTOMATIC BURST (3), WHICH USES 3 ROUNDS

AUTOMATIC
BURST

WHEN THIS DETONATES, IT CAUSES DAMAGE WITHIN A CERTAIN AREA. CHARACTERS AT
BLAST RADIUS ENGAGED RANGE TAKE FULL DAMAGE. CHARACTERS AT CLOSE RANGE TAKE 50% OF THE
DAMAGE, AND THOSE AT MEDIUM TAKE 25% OF THE DAMAGE

BESIDES THE INITIAL DAMAGE DEALT, ANYONE HIT BY THIS WEAPON WILL SUFFER AN

UL ADDITIONAL (X) WP/RP PER ROUND FOR 1D3 ROUNDS

THIS WEAPON HITS INDISCRIMINATELY, AND ANYONE AT ENGAGED RANGE OF THE TARGET

CLose-Up SUSTAINS 50% OF THE DAMAGE TO THE TARGET

THIS WEAPON IS BIG AND HEAVY, AND THE CHARACTER REQUIRES A PHYSICALITY OF (X) IN
CUMBERSOME ORDER TO USE IT OR THEY INCUR A -X CMOD. THIS MEANS CUMBERSOME (2) REQUIRES A
PHYSICALITY OF 2 OR THEY INCUR A -2 CMOD

THIS DEALS RESILIENCE POINT DAMAGE EQUAL TO 4 TIMES THE DAMAGE ROLLED,
IGNORING THE TARGET'S DEFENSIVE MODIFIER AND ANY ARMOR. ALTHOUGH THIS DEALS
STUNNED NO WOUND POINT DAMAGE, ON A WILD SUCCESS OR MOMENT OF HIGH INSIGHT, THE
TARGET IS INCAPACITATED FOR 1D6 - PHY AMOD ROUNDS, WITH A

MINIMUM OF 1 ROUND

WHEN PLAYERS TAKE A READY WEAPON ACTION BEFORE AN ATTACK, THEY ALSO TRACK

[EECER THEIR TARGET, WHICH GRANTS THEM A +1 CMOD ON THEIR NEXT ATTACK

THIS WEAPON REQUIRES A LEVEL OF FINESSE TO BE USED CORRECTLY, AND THE CHARACTER
UNWIELDY MUST HAVE A DEXTERITY OF (X) OR INCUR A -X CMOD WHEN USING. THIS MEANS
UNWIELDY (2) REQUIRES A DEXTERITY OF 2 OR THEY INCUR A -2 CMOD

TABLES
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TABLE 9: SKILLS

SKILL ATTRIBUTE DESCRIPTION
UNDERSTANDING HOW TO WORK WITH ANIMALS, FROM BASIC
ANIMAL HANDLING INFLUENCE OBEDIENCE TO HERD MANAGEMENT
SPACE VESSEL OPERATIONS, INCLUDING ASTROGATION, JUMP
ASTRONAUTICS REASON OPERATIONS, EVA/ZERO-G PROCEDURES, AND SAFETY PROTOCOLS
FITNESS, AGILITY, STAMINA, AND COORDINATION, INCLUDING
ATHLETICS PHYSICALITY CLIMBING, JUMPING, SWIMMING, AND OVERCOMING OBSTACLES
ARRANGING DEALS, ENTICING BUYERS, APPRAISING GOODS, HAGGLING
BARTER INFLUENCE FOR THE BEST OUTCOME, AND CLOSING DEALS
DEEP UNDERSTANDING OF DIGITAL SYSTEMS AND ARCHITECTURE,
COMPUTERS REASON COVERING TROUBLESHOOTING TO CODING, HACKING, AND SYSTEM
CONTROL
THE MANUFACTURE AND USE OF EXPLOSIVES, RANGING FROM
* ’
DEMOLITIONS PHYSICALITY IMPROVISED CHARGES TO PRECISION MILITARY DEMOLITIONS
DRIVE ANY VEHICLE WITH CONFIDENCE AND FINESSE, ALLOWING
DRIVING DEXTERITY RECKLESS MANEUVERS WITHOUT WRECKING
THE CHARISMA AND TALENT TO CAPTIVATE AN AUDIENCE THROUGH
ENTERTAINMENT INFLUENCE MUSIC, SONG, ACTING, COMEDY, STORYTELLING, OR OTHER FORM OF
PERFORMANCE
KNOWING HOW TO GROW CROPS OR RAISE LIVESTOCK AT SCALE TO
FARMING ACUMEN SUSTAIN LARGE GROUPS OF PEOPLE
THE UNDERSTANDING OF UNDERLYING MECHANICS BEHIND GAMES OF
GAMBLING ACUMEN CHANCE, RISK, AND REWARD, AND THE CONFIDENCE OF KNOWING
WHEN TO BET OR FOLD
THE OPERATION OF COMPLEX, LARGE-SCALE BATTLEFIELD WEAPONS
* ’
HEAVY WEAPONS PHYSICALITY LIKE MACHINE GUNS, LAUNCHERS, AND ARTILLERY
BEING ABLE TO BOOST THE MORALE OF INDIVIDUALS OR GROUPS OR
INSPIRATION INFLUENCE MOTIVATE THEM BEHIND A SHARED VISION OR BELIEF
BYPASSING LOCKS AND SECURITY DEVICES TO OPEN THEM WITHOUT
- *
LOCK-PICKING DEXTERITY KEYS OR CODES
GETTING OTHERS TO THINK, BELIEVE, OR ACT IN WAYS THAT THEY MAY
MANIPULATION INFLUENCE NOT HAVE OTHERWISE DONE
DIAGNOSE, REPAIR, MAINTAIN, OR BUILD COMPLEX MACHINES, TOOLS
* ’ ’ ’ ’ ’
MECHANIC REASON VEHICLES, AND SYSTEMS
PROVIDING FIRST AID, DIAGNOSIS, TREATMENT, EMERGENCY
* ’ ’ ’
MEDICINE REASON STABILIZATION AND ADVANCED MEDICAL CARE TO THE INJURED OR ILL
TRAINING WITH MELEE WEAPONS TO IMPROVE CLOSE-QUARTERS
MELEE COMBAT PHYSICALITY PRECISION, ACCURACY AND DAMAGE
INNATELY ABLE TO DISCERN DIRECTIONS, REMEMBER ROUTES, AND
NAVIGATION ACUMEN PLOT ACCURATE COURSES
SAFELY OPERATE AIRCRAFT OR SPACECRAFT, INCLUDING TAKEOFF
* ’ ’
PiLoT DEXTERITY LANDING, AND BASIC FLIGHT PROCEDURES
LEVERAGING AN UNDERSTANDING OF HUMAN BEHAVIOR TO
*
PSYCHOLOGY INFLUENCE INFLUENCE, PREDICT, EXPLOIT, OR MANIPULATE OUTCOMES
RANGED COMBAT DEXTERITY ACCURATELY AND SAFELY USING PROJECTILE WEAPONS, RANGING

FROM THROWN OBJECTS TO SNIPER RIFLES
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TABLE 9: SKILLS (CONT.)

SKILL ATTRIBUTE DESCRIPTION

BEING ABLE TO EFFICIENTLY ORGANIZE, DISTILL, AND ABSORB

IR HERSOR INFORMATION TO QUICKLY BECOME WELL INFORMED ON ANY SUBJECT
FINDING AND EVALUATING MISSED, HIDDEN, OR DISCARDED ITEMS

SCAVENGING AELMEN THAT STILL HAVE USE FOR SURVIVAL OR TRADE
* PRACTICAL APPLICATION OF SCIENTIFIC PRINCIPLES RELATING TO

SCIENCE e RESEARCH, EXPERIMENTS, AND INNOVATIONS

WELL PRACTICED IN PERFORMING SLEIGHT-OF-HAND TRICKS, PALMING,
SLEIGHT OF HAND DEXTERIT PICK-POCKETING, CONCEALMENT, AND CREATING SUBTLE DIVERSIONS
KNOWLEDGE ABOUT THE HISTORY, LAYOUT, AND SECRETS OF A SPECIFIC
SPECIFIC KNOWLEDGE REASON AREA, COMMUNITY, PERSON, OR DISCIPLINE (SUCH AS LAW). THIS

KNOWLEDGE SHOULD BE RECORDED ON THEIR CHARACTER SHEET
KNOWING HOW TO MOVE AND TO STICK TO THE SHADOWS WHILE

STEALTH PHYSICALITY AVOIDING BEING DETECTED
INSTINCTIVELY BEING ABLE TO NAVIGATE URBAN ENVIRONMENTS, READ

STREETWISE AHELIER SITUATIONS FOR DANGER, AND IDENTIFY UNDERWORLD RESOURCES

KNOWING HOW TO SURVIVE IN THE WILD, LIVE OFF THE LAND, AND

SURVIVAL ACUMEN TRACK PEOPLE OR ANIMALS
THE APPLICATION OF BATTLEFIELD OR INTERPERSONAL STRATEGIES IN

*

el Rl ORDER TO GAIN A SITUATIONAL ADVANTAGE OR UPPER HAND
BEING ADEPT AT FIXING, MODIFYING, OR IMPROVING MACHINES,

TINKERER DEXTERITY GEAR, OR WEAPONS AS WELL AS THE ABILITY TO IMPROVISE
INVENTIONS
KNOWLEDGE AND PRACTICE OF GRAPPLING, FIST FIGHT, BARE FISTS OR

UNARMED COMBAT | PHYSICALITY MARTIAL ARTS, AND BODY CONTROL
WEAPONSMITH* REASON CRAFTING, REPAIRING, AND MODIFYING WEAPONS TO ENSURE

RELIABILITY AND EFFECTIVENESS
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TABLE 14: MELEE WEAPONS

NAME SKILL RANGE RARITY DAMAGE RP ENC TRAITS

BASEBALL BAT MELEE ENGAGED COMMON 4+1D6 100% 1 -

BRASS KNUCKLES UNARMED ENGAGED UNCOMMON +1 100% 0 =

BULLWHIP ATHLETICS CLOSE UNCOMMON 1+1p3 100% 1 UNWIELDY (2)
CLus MELEE ENGAGED COMMON 5+1p6 | 100% 2 | CUMBERSOME (1)
FIRE AXE MELEE CLOSE UNCOMMON 3+2D3 50% 1 -

HATCHET MELEE ENGAGED COMMON 3+1Dp3 50% 1 |-

HUNTING KNIFE MELEE ENGAGED COMMON 2+2D03 50% 1 | UNWIELDY (1)
KITCHEN KNIFE MELEE ENGAGED COMMON 2+1D3 50% 1 |-

MACHETE MELEE ENGAGED UNCOMMON 3+2Dp3 50% 1 | UNwIELDY (1)
MAKESHIFT CLUB MELEE ENGAGED COMMON 3+1p3 100% 1 |-
SLEDGEHAMMER MELEE ENGAGED UNCOMMON 3+3D3 100% 2 CUMBERSOME (2)
SPEAR MELEE CLOSE UNCOMMON 2+2D6 50% 1 | CUMBERSOME (2)
STAFF MELEE CLOSE COMMON 2+2D3 100% 1 UNWIELDY (1)
SWORD MELEE ENGAGED UNCOMMON 3+3D3 50% 1 -

TACTICAL BATON MELEE ENGAGED UNCOMMON 4+2D3 100% 1 -

WooD AXE MELEE CLOSE COMMON 5+1D3 50% 1 | CUMBERSOME (1)

TABLE 15: RANGED WEAPONS

NAME SKILL RANGE RARITY DAMAGE RP ENC AmmoO CLip  TRAITS
AUTOMATIC RIFLE RANGED | LONG UNCOMMON 5+2D6 50% 2 UNCOMMON 50 | AUTOMATIC BURST (3)
BLACK POWDER RIFLE RANGED | LONG UNCOMMON 5+1D6 50% 2 UNCcOMMON 1 -
Bow RANGED | MEDIUM | COMMON 4+1D6 50% 1 COMMON 1 TRACKING
CARBINE RANGED | Mepium | COMMON 5+1D3 50% 2 COMMON 30 | -
COMPOUND Bow RANGED | LONG UNCOMMON 4+2p3 50% 2 COMMON 1 TRACKING
CROSSBOW RANGED | MEDIUM | UNCOMMON 4+1D6 50% 2 UNCOMMON 1 UNWIELDY (1) >
HEAvy PisToL RANGED | CLOSE UNCOMMON 3+2D3 50% 1 UNCOMMON 9 - Iu
HUNTING RIFLE RANGED | DISTANT COMMON 5+1D6 50% 2 UNCOMMON 5 - ﬁ
LIGHT PIsTOL RANGED | CLOSE COMMON 3+1D6 50% 1 COMMON 6 - m
SHOTGUN (PUMP-ACTION) | RANGED | MEDIUM | COMMON 5+2D6 50% 2 COMMON 5 CLOSE-Up Z
SHOTGUN (SAWED-OFF) RANGED | CLOSE UNCOMMON 2+3D6 50% 2 COMMON 2 CLOSE-UP E
SLINGSHOT RANGED | CLOSE COMMON 1+1p3 100% 0 | Common 30 | TRACKING x
SNIPER’S RIFLE RANGED | DISTANT RARE 2+3D6 50% 2 UNCOMMON 10 | - ™
TASER RANGED | CLOSE UNCOMMON 1 400% 1 UNCOMMON 1 STUNNED T
TABLE 16: EXPLOSIVE WEAPONS s
NAME SKILL RANGE RARITY DAMAGE RP ENC Cup  TRAITS I'I'I
FLASHBANG GRENADE ATHLETICS MEDIUM | UNCOMMON - - 1 1 STUNNED; BLAST RADIUS >
GRENADE ATHLETICS MEDIUM | UNCOMMON 2+2D6 100% 1 1 TRACKING; BLAST RADIUS ﬁ
MORTAR DEMOLITIONS* DISTANT | RARE 5+3D6 100% 2 1 BLAST RADIUS O
ROCKET LAUNCHER DEMOLITIONS* DISTANT | RARE 3+3D6 100% 3 1 BLAST RADIUS Z
SMOKE GRENADE ATHLETICS MEDIUM | UNCOMMON - - 1 1 BLAST RADIUS Ln
TABLE 17: SPECIAL WEAPONS ?I
NAME SKILL RANGE RARITY DAMAGE RP ENC Cup TRAITS m
FLAME-THROWER DemMoLITions* | CLOSE RARE 3+2D6 100% 2 10 | BURNING (3) a
MoLoTov COCKTAIL ATHLETICS MEDIUM UNCOMMON 1+1p3 100% 0 1 | TRACKING; BURNING (1) E
TRANQUILIZER GUN RANGED MEDIUM RARE 1p3 400% 1 3 STUNNED ﬁ
<
M
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TABLE 18: EQUIPMENT

NAME RARITY ENC NOTES OR TRAITS

ANGLER’S KIT UNCOMMON 1 +2 TO SURVIVAL CHECKS WHEN FISHING

BACKPACK COMMON 0 +2 ENCUMBRANCE

BASIC SURVIVAL KIT COMMON 2 TENT, SLEEPING BAG

BicycLE REPAIR KIT COMMON 0 +1 CMOD WHEN USING MECHANIC* OR TINKERER TO REPAIR A BIKE
BINOCULARS COMMON 1 +1 PERCEPTION CHECK WHEN AT LONG OR DISTANT RANGE

BoLT CUTTERS COMMON 1 CUTS CHAINS AND PADLOCKS; +2 TO FORCING LOCKED GATES OR CHAINED DOORS
CANTEEN COMMON 0 HOLDS WATER FOR ONE DAY

CLIMBING GEAR UNCOMMON 1 INCLUDES ROPES, CARABINERS, AND HARNESSES. CAN BE USED TO SCALE HEIGHTS
COMPASS COMMON 0 +1 NAVIGATION CHECKS

CRIMINAL LOCKPICKS RARE 0 +3 TO LOCK-PICKING* CHECKS

CROWBAR CoOMMON 1 +1 PHY WHEN OPENING DOORS AND CRATES. CAN BE USED AS A MAKESHIFT CLUB
DOCTOR’S BAG UNCOMMON 1 +2 TO ANY MEDICINE* CHECK; HEALS 1+2D3 OVER A 24 HOUR PERIOD
FIRE-STARTING KIT COMMON 0 +1 CMOD TO SURVIVAL CHECKS WHEN STARTING A FIRE

FIRST AID KIT COMMON 1 +1 TO ANY MEDICINE* CHECK; HEALS 1+1D3 OVER A 24 HOUR PERIOD

FISHING KIT COMMON 1 +1 TO SURVIVAL CHECKS WHEN FISHING

FLARE UNCOMMON 0 -

FLASHLIGHT COMMON 0 LIGHTS UP TO CLOSE RANGE

GRAPPLING HOOK UNCOMMON 1 +1 TO ATHLETICS CHECKS WHEN CLIMBING

HANDCUFFS UNCOMMON 0 -

HUNTING TRAPS COMMON 1 +2 CMOD WHEN USING SURVIVAL TO SET TRAPS

INSTANT CAMERA UNCcOMMON 1 6 CHARGES, +1 MANIPULATION WHEN USED ON PEOPLE IN PICTURES

LANTERN COMMON 1 LIGHTS UP TO CLOSE RANGE

MILITARY BACKPACK UNCOMMON n +2 ENCUMBRANCE
NIGHT VISION GOGGLES UNCOMMON ALLOWS THE WEARER TO SEE CLEARLY AT NIGHT

| RoapFage __ Jcowwov | o - |

SHOVEL COMMON 1 USED FOR DIGGING; CAN BE USED AS A MAKESHIFT CLUB

STANDARD LOCKPICKS UNCOMMON 0 +1 TO LOCK-PICKING* CHECKS

SURVIVALIST’S KIT UNCOMMON 2 WATERPROOF TENT, SLEEPING BAG, FIRE-STARTING KIT

TooLKIT COMMON 1 +1 MECHANIC* CHECKS

WALKIE-TALKIES UNCOMMON 1 ALLOWS CHARACTERS TO COMMUNICATE UP TO A RANGE OF 20 MILES
WATER FILTRATION KIT UNCOMMON 1 ALLOWS FOR PURIFICATION OF WATER

WEAPONS TOOLKIT UNCOMMON 1 REQUIRED FOR WEAPONS MAINTENANCE AND REPAIRS

WORKMAN’S TOOLKIT UNCOMMON 1 +2 MECHANIC* CHECKS
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DISTEMPER PARADIGMS

SCHOOL TEACHER 31010
WP 10 RP 6 MDM 0 RDM 0
INIT 1 ENC 6 PER 4 STRESS 4

ACADEMIC:

RESEARCH (RSN) 3, ENTERTAINMENT
(INF) 2, PSsYcCHOLOGY* (INF) 2, TACTICS*
(RSN) 2, TINKERER (DEX) 2, ATHLETICS
(PHY) 1, BARTER (INF) 1, MEDICINE*
(RSN) 1, SPECIFIC KNOWLEDGE (RSN) 1

BIKER 01103
WP 14 RP 7 MDM 1 RDM 3
INIT4 ENC 7 PER 1 STRESS 1
DRIVER:

DRIVING (DEX) 3, MECHANIC* (RSN) 2,
MELEE COMBAT (PHY) 2, NAVIGATION
(ACU) 2, SURVIVAL (ACU) 2, GAMBLING
(ACU) 1, RANGED COMBAT (DEX) 1,
STREETWISE (ACU) 1, UNARMED COMBAT
(PHY) 1

BAR OWNER 03020
WP 10 RP 6 MDM 0 RDM 0
INIT 3 ENC 6 PER 3 STRESS 3
ENTREPRENEUR:
BARTER (INF) 2, ENTERTAINMENT (INF) 2,
STREETWISE (ACU) 2, ATHLETICS (PHY) 1,
GAMBLING (ACU) 1, INSPIRATION (INF) 1,
RANGED COMBAT (DEX) 1, RESEARCH
(RSN) 1, SCAVENGING (ACU) 1, SLEIGHT
OF HAND (DEX) 1, SPECIFIC KNOWLEDGE
(RSN) 1, UNARMED COMBAT (PHY) 1

RURAL SHERIFF 02102
WP 13 RP 7 MDM 1 RDM 2
INIT 4 ENC 7 PER 2 STRESS 2
LAW ENFORCEMENT:
DRIVING (DEX) 2, MANIPULATION (INF) 2,
RANGED COMBAT (DEX) 2, RESEARCH
(RSN) 2, ANIMAL HANDLING (INF) 1,
INSPIRATION (INF) 1, MELEE COMBAT
(PHY) 1, STREETWISE (ACU) 1, SURVIVAL
(ACU) 1, TAacTIics* (RSN) 1, UNARMED
CoMBAT (PHY) 1

HoT RoD MECHANIC 20102
WP 13 RP 7 MDM 1 RDM 2
INIT 2 ENC 7 PER 2 STRESS 2

MECHANIC:

MECHANIC* (RSN) 3, DRIVING (DEX) 2,
SCAVENGING (ACU) 2, TINKERER (DEX) 2,
DEMOLITIONS* (PHY) 1, MELEE COMBAT

(PHY) 1, RANGED COMBAT (DEX) 1,
SPECIFIC KNOWLEDGE (RSN) 1,
UNARMED COMBAT (PHY) 1,
WEAPONSMITH* (RSN) 1

EMT 20120
WP 11 RP 7 MDM 1 RDM 0
INIT O ENC 7 PER 2 STRESS 2
MEDIC:

MEDICINE* (RSN) 3, DRIVING (DEX) 2,
ATHLETICS (PHY) 1, INSPIRATION (INF) 1,
NAVIGATION (ACU) 1, PSYCHOLOGY*
(INF) 1, RESEARCH (RSN) 1, SCAVENGING
(ACU) 1, SpeciFic KNOWLEDGE (RSN) 1,
STEALTH (PHY) 1, TINKERER (DEX) 1,
UNARMED COMBAT (PHY) 1

MERCENARY 01301
WP 14 RP 9 MDM 3 RDM 1
INIT2 ENC 9 PER 1 STRESS 1

MILITARY:

ATHLETICS (PHY) 2, HEAVY WEAPONS*
(PHY) 2, RANGED COMBAT (DEX) 2,
TACTICS* (RSN) 2, DEMOLITIONS* (PHY)
1, MELEE COMBAT (PHY) 1, NAVIGATION
(ACU) 1, PiLOT* (DEX) 1, STEALTH (PHY)
1, UNARMED COMBAT (PHY) 1,
WEAPONSMITH* (RSN) 1

FARMER 02300
WP 13 RP 9 MDM 3 RDM 0
INIT 2 ENC 9 PER 2 STRESS 2
OUTDOORSMAN:

FARMING (ACU) 3, ANIMAL HANDLING
(INF) 2, MECHANIC* (RSN) 2, SURVIVAL
(ACU) 2, BARTER (INF) 1, MEDICINE*
(RSN) 1, MEeLEE COMBAT (PHY) 1,
RANGED COMBAT (DEX) 1, STEALTH (PHY)
1, WEAPONSMITH* (RSN) 1

PETTY CRIMINAL 01202
WP 14 RP 8 MDM 2 RDM 2
INIT 3 ENC 8 PER 1 STRESS 1

OuUTLAW:
LOCK-PICKING* (DEX) 2, SLEIGHT OF
HAND (DEX) 2, STEALTH (PHY) 2,
STREETWISE (ACU) 2, ATHLETICS (PHY) 1,

GAMBLING (ACU) 1, MANIPULATION

(INF) 1, MECHANIC* (RSN) 1, MELEE
COMBAT (PHY) 1, RANGED COMBAT

(DEX) 1, UNARMED COMBAT (PHY) 1

PREACHER 11030
WP 10 RP 6 MDM 0 RDM 0
INIT 1 ENC 6 PER 2 STRESS 2
PERFORMER:
INSPIRATION (INF) 3, ENTERTAINMENT
(INF) 2, MANIPULATION (INF) 2,
ATHLETICS (PHY) 1, FARMING (ACU) 1,
MEDICINE* (RSN) 1, PSYCHOLOGY* (INF)
1, RESEARCH (RSN) 1, SLEIGHT OF HAND
(DEX) 1, SPecIFIC KNOWLEDGE (RSN) 1,
SURVIVAL (ACU) 1

SMALL TOWN MAYOR 20030
WP 10 RP 6 MDM 0 RDM 0
INIT O ENC 6 PER 2 STRESS 2

POLITICIAN:
MANIPULATION (INF) 3, INSPIRATION
(INF) 2, PSYCHOLOGY* (INF) 2, SPECIFIC
KNOWLEDGE (RSN) 2, TacTIics* (RSN) 2,
BARTER (INF) 1, GAMBLING (ACU) 1,
RANGED COMBAT (DEX) 1,
STREETWISE (ACU) 1

ANTIQUES DEALER 12020
WP 10 RP 6 MDM 0 RDM 0
INIT 2 ENC 6 PER 3 STRESS 3

TRADER:

BARTER (INF) 3, RESEARCH (RSN) 2,
SCAVENGING (ACU) 2, TINKERER (DEX) 2,
DRIVING (DEX) 1, ENTERTAINMENT (INF)

1, LOCK-PICKING* (DEX) 1, SLEIGHT OF

HAND (DEX) 1, SPECIFIC KNOWLEDGE

(RSN) 1, WEAPONSMITH* (RSN) 1
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APPENDIX D

DISPLACED PARADIGMS

NAVIGATION ANALYST 31010
WP 10 RP 6 MDM 0 RDM 0
INIT 1 ENC 6 PER 4 STRESS 4

ACADEMIC:

RESEARCH (RSN) 3, ASTRONAUTICS (RSN) 2,
COMPUTERS (RSN) 2, SCIENCE* (RSN) 2,
BARTER (INF) 1, MANIPULATION (INF) 1,
NAVIGATION (ACU) 1, SCAVENGING (ACU)

1, SPECIFIC KNOWLEDGE (RSN) 1,
TINKERER (DEX) 1

LONG HAULER 02102
WP 13 RP 7 MDM 1 RDM 2
INIT 4 ENC 7 PER 2 STRESS 2

PiLOT:

PiLoT* (DEX) 3, ASTRONAUTICS (RSN) 2,
MECHANIC* (RSN) 2, ATHLETICS (PHY) 1,
BARTER (INF) 1, GAMBLING (ACU) 1,
INSPIRATION (INF) 1, LOCK-PICKING*
(DEX) 1, MANIPULATION (INF) 1,
NAVIGATION (ACU) 1,
UNARMED COMBAT (PHY) 1

CLAWBACK OPERATIVE 12110
WP 11 RP 7 MDM 1 RDM 0
INIT 2 ENC 7 PER 3 STRESS 3

ENTREPRENEUR:

BARTER (INF) 3, MANIPULATION (INF) 2,
PsYCHOLOGY* (INF) 2,
RESEARCH (RSN) 2, TAcTICS* (RSN) 2,
ENTERTAINMENT (INF) 1,
GAMBLING (ACU) 1, SPECIFIC
KNOWLEDGE (RSN) 1,
STREETWISE (ACU) 1

FRONTIER MARSHAL 02021
WP 11 RP 6 MDM 0 RDM 1
INIT 3 ENC 6 PER 2 STRESS 2

LAW ENFORCEMENT:
RANGED COMBAT (DEX) 2, ATHLETICS
(PHY) 1, BARTER (INF) 1, COMPUTERS

(RSN) 1, MANIPULATION (INF) 1,
NAVIGATION (ACU) 1, PSYCHOLOGY* (INF)
1, SLEIGHT OF HAND (DEX) 1, STEALTH
(PHY) 1, STREETWISE (ACU) 1, SURVIVAL
(ACU) 1, TAcTics* (RSN) 1, UNARMED
CoMBAT (PHY) 1, WEAPONSMITH* (RSN) 1

SYSTEM TECH 11102
WP 13 RP 7 MDM 1 RDM 2
INIT 3 ENC 7 PER 2 STRESS 2

MECHANIC:
MECHANIC* (RSN) 3, COMPUTERS (RSN) 2,
SCAVENGING (ACU) 2, TINKERER (DEX) 2,
ATHLETICS (PHY) 1, DEMOLITIONS* (PHY)
1, LoCK-PICKING* (DEX) 1, MELEE COMBAT
(PHY) 1, STREETWISE (ACU) 1,
WEAPONSMITH* (RSN) 1

SICKBAY SURGEON 31001
WP 11 RP 6 MDM 0 RDM 1
INIT 2 ENC 6 PER 4 STRESS 4

MEDIC:

MEDICINE* (RSN) 3, PSYCHOLOGY* (INF) 3,
MANIPULATION (INF) 2, ENTERTAINMENT
(INF) 1, INSPIRATION (INF) 1, RANGED
CoMBAT (DEX) 1, RESEARCH (RSN) 1,
SCAVENGING (ACU) 1, SLEIGHT OF HAND
(DEX) 1, STREETWISE (ACU) 1

PRIVATE CONTRACTOR 01202
WP 14 RP 8 MDM 2 RDM 2
INIT 3 ENC 8 PER 1 STRESS 1

MILITARY:
DeEmMoOLITIONS* (PHY) 2, RANGED
CoMBAT (DEX) 2, SURVIVAL (ACU) 2,
TACTICS* (RSN) 2, UNARMED COMBAT
(PHY) 2, ATHLETICS (PHY) 1, HEAVY
WEAPONS* (PHY) 1, MANIPULATION
(INF) 1, MELEE COMBAT (PHY) 1,
STEALTH (PHY) 1

CoLoNiIsT 02201
WP 13 RP 8 MDM 2 RDM 1
INIT 3 ENC 8 PER 2 STRESS 2

OUTDOORSMAN:

FARMING (ACU) 3, ATHLETICS (PHY) 2,
SCAVENGING (ACU) 2, SURVIVAL (ACU) 2,
BARTER (INF) 1, INSPIRATION (INF) 1,
MECHANIC* (RSN) 1, RANGED COMBAT
(DEX) 1, STREETWISE (ACU) 1, TINKERER
(DEX) 1

PIRATE 01112
WP 13 RP 7 MDM 1 RDM 2
INIT 3 ENC 7 PER 1 STRESS 1
OUTLAW:

PiLoT* (DEX) 2, STREETWISE (ACU) 2,
ASTRONAUTICS (RSN) 1, ATHLETICS (PHY) 1,
GAMBLING (ACU) 1, MECHANIC* (RSN) 1,
MELEE COMBAT (PHY) 1, RANGED COMBAT
(DEX) 1, SCAVENGING (ACU) 1, SLEIGHT OF
HAND (DEX) 1, STEALTH (PHY) 1, TAcTICS*
(RSN) 1, UNARMED COMBAT (PHY) 1

INFLUENCER 11030
WP 10 RP 6 MDM 0 RDM 0
INIT 1 ENC 6 PER 2 STRESS 2
PERFORMER:
ENTERTAINMENT (INF) 3, MANIPULATION
(INF) 3, BARTER (INF) 2, INSPIRATION
(INF) 2, COMmPUTERS (RSN) 1,
PSYCHOLOGY* (INF) 1, SPECIFIC
KNOWLEDGE (RSN) 1, STREETWISE (ACU)
1, TacTIcs* (RSN) 1

COLONY ADMINISTRATOR 21020
WP 10 RP 6 MDM 0 RDM 0
INIT 1 ENC 6 PER 3 STRESS 3

POLITICIAN:

INSPIRATION (INF) 3, MANIPULATION (INF)
3, TAcTIcS* (RSN) 2, BARTER (INF) 1,
CoMPUTERS (RSN) 1, ENTERTAINMENT

(INF) 1, PsycHOLOGY* (INF) 1, RESEARCH

(RSN) 1, SLEIGHT OF HAND (DEX) 1,
STREETWISE (ACU) 1

LANE RUNNER 12020
WP 10 RP 6 MDM 0 RDM 0
INIT 2 ENC 6 PER 3 STRESS 3

TRADER:
BARTER (INF) 3, MANIPULATION (INF) 2,
ENTERTAINMENT (INF) 1, PSYCHOLOGY*
(INF) 1, RESEARCH (RSN) 1, SCAVENGING
(ACU) 1, SLEIGHT OF HAND (DEX) 1,
SPECIFIC KNOWLEDGE (RSN) 1, STEALTH
(PHY) 1, STREETWISE (ACU) 1, SURVIVAL
(ACU) 1, TINKERER (DEX) 1
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FOR USE WITH XERO SUM ENGINE v1.2

PERSONAL DETAILS COMPLICATION: NOTES:
NAME: MOTIVATION:
GENDER: WOoRD 1:
PROFESSION: WORD 2:
HEIGHT: WEIGHT: WoRD 3:
RAPID RANGE SKILLS [noms:

() REASON (RSN)

() ACUMEN (ACU)
() PHYSICALITY (PHY)
() INFLUENCE (INF)
(") DEXTERITY (DEX)

SECONDARY STATS

WounD
POINTS:

RESILIENCE
POINTS:

RANGED DEF.
MODIFIER:

MELEE DEF.
MODIFIER:

INITIATIVE
MODIFIER:

ENCUMBRANCE:

PERCEPTION:

MORALITY:

STRESS
MODIFIER:

pomm e LI CICIEIEE]

LASTING WOUNDS & NOTES:

(© ANIMAL HANDLING (INF)
(© ASTRONAUTICS (RSN)

(O ATHLETICS (PHY)

(© BARTER (INF)

(O CoMPUTERS (RSN)

© DEMOLITIONS* (PHY)

(© DRIVING (DEX)

(O ENTERTAINMENT (INF)
(© FARMING (ACU)

O GAMBLING (ACU)

© HEAVY WEAPONS* (PHY)
(© INSPIRATION (INF)

O LOCK-PICKING* (DEX)

(O MANIPULATION (INF)

© MECHANIC* (RSN)

O MEDICINE* (RSN)

(© MELEE COMBAT (PHY)

(© NAVIGATION (ACU)

O PiLoT* (DEX)

O PSYCHOLOGY* (INF)

(© RANGED COMBAT (DEX)

(O RESEARCH (RSN)

(O SCAVENGING (ACU)

O ScIENCE* (RSN)

(O SLEIGHT OF HAND (DEX)

O SPECIFICc KNOWLEDGE (RSN)

(O STEALTH (PHY)

(O STREETWISE (ACU)

O SURVIVAL (ACU)

O TAcTIcs* (RSN)

O TINKERER (DEX)

(© UNARMED COMBAT (PHY)
© WEAPONSMITH* (RSN)

| UNARMED:
WEAPON 1: WEAPON 2:
TYPE: WP: TYPE: WP:
RANGE: RP: RANGE: RP:
COND: ENC: COND: ENC:
TRAITS: Cuip: TRAITS: Cuip:
amwo:[ ][O ) Aammo:l O]
EQUIPMENT:

INSIGHT DICE

HRERnREEEE

NREEREEEEE

RELATIONSHIPS/CMOD:
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