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Why Heroic Cthulhu?
I tried running normal Cthulhu on and off over the years (I've been GM'ing for approx 30 years) and I had a problem - the characters kept dying or going insane too quickly to develop a campaign.  This is apparently the same problem many other people had who tried out CoC and gave it up quickly.  The sudden needless death and insanity were frustrating for me because I liked the Cthulhu system. Level based systems have way too many problems and the mentality of the level based system is never something I've enjoyed. 
So, I decided to modify the rules of the BRP (basic roleplay - which is what Cthulhu and a couple other game systems use. I took ideas from a couple other game systems I had played and added 'POZ' (which are basically karma points that have to be used in specific ways) as well as 'cards' (hand made card deck with good things and bad things in it). 

It had the effect of vastly speeding up combat, making the characters much more resilient and the system overall became more 'fun'. I've run Heroic Cthulhu for something like 8+ years now and finally have a system I am happy with. 

Some people have called it 'pulp Cthulhu' although Chaosium has something called that in the works (still, I think it's been a few years now) but to keep it different I call it Heroic Cthulhu. 

The players are not so tough that they can take on major gods though if there are enough of them they can gang up on one avatar and kill it. I like this system because it gets rid of the problem of either going through a ream of character sheets every session or the GM running nothing but one shots. Most Cthulhu players I've polled don't actually play COC more than 5 hours a month so the normal system is fine for them but I game 20 hours PER WEEK so I needed something that would be good for a long run.

This guide I am making for all of those people who keep asking me how to play Heroic Cthulhu.  You will still need the standard COC rulebook to play (mainly for the spell descriptions – I’m not retyping all of that, just some of the alterations and new spells I’ve come up with).

“But how does this system work in play?”  - Listen to the gigs and gigs of MP3’s on my podcasts!  Search for “Heroic Cthulhu” on line – I’m sure you’ll find it.
How to make an investigator

Find out what kind of campaign the GM wants to run.  If you want to play a nuclear physicist and the GM is running an 1890’s campaign that won’t work out well.  Try to make something that will mesh well with the campaign.

Coordinate with other players.  The more players there are, the more options you have if you want a very specialized character.  If there are very few players and you go with a highly specialized character there will be large gaps.  Example:  If you are in a small group and everyone opts for the ‘gun bunny’ you will be horrible at research and you will be lost when it comes to determine where you need to go to shoot things.  If you are starting with an already existing group, it doesn’t hurt to ask the other people what they have before making a character.

Making a character that meshes with your personal abilities is often a good thing.  If you know a lot about history, give your character at least a hobbyist history score.  He doesn’t need to be a history professor but it can be frustrating if you have a brilliant insight into history but your character things the ‘bay of pigs’ has something to do with bacon.

Next – figure out what archetype you want to play.  Note that you do not have to choose one and the character type you pick may fall into multiple archetypes.  This merely is an aid to figure out what sort of character – in general – you would like to play.  If you already know, this section can be skipped.

Archetypes:

There are only a few main types of characters.  All characters fall into one or more of these categories.  The more skill points the GM gives out, the more of these you can get pieces of.  Unless it is a very large group (or the GM likes to run the same kind of mission over and over) it is unlikely you will be totally specialized into one sort.

B&E:  You are good at breaking and entering.  In addition to sneaking, disabling locks and security systems it is also good to have other skills – contortions, safe cracking, counter surveillance, etc.  This is a pretty dangerous character to play as you could be the first into a secured building with other characters waiting near the side door for you to let them in.  You should be adept at disabling guards just in case they notice you.  Other less obvious skills such as appraisal and bargain will later allow you to fence ill gotten loot for the party.

Businessman:  Anything to do with making money over the long term you are on top of.  Skills include business, appraisal, stockbroker, etc.  This is usually not a ‘get rich quick’ thing but something that needs to be built up over game years.  If your GM is famous for campaigns that end after a couple sessions, this is probably not a wise choice.  Having etiquette, etc is good for meetings with other rich people.  This character will usually become the ‘group funder’ after a period of time.

Combat monkey:  This character is exceptional at combat.  In addition to the usual categories of projectile, armed and unarmed it is sometimes useful to have heavy weapons and primitive missile weapons.  If the combat monkey is ‘useless without a pistol’ and guns don’t work on the critter you could be in big trouble.  Other less obvious skills like trap building, tracking and demolitions will also allow you to injure, find and blow up your quarry.  High physical skills to get at least a d4 damage bonus are good.  Having a low INT will allow you to continue to function when the rest of the party goes nuts discovering the ‘cosmic significance’ of an event.  You don’t care what the ‘cosmic significance’ is – you know your job is to put an end to it.

Doctor:  This is the group healer.  They have very specific skills like medicine, biology, Latin, etc.  They may also have things like psychology/psychoanalysis, etc.  These are considered very useful but (in Heroic Cthulhu) cannot heal themselves and must rely on others to do it.  Some people might ask why this isn’t in the ‘knows it’ category – this is a highly specialized archetype.

Driver:  To be an exceptional driver, you should have skills beyond just automobile.  Impress the rest of the party by flying a helicopter, doing well on a camel, knowing how a horse and cart is driven and some sort of water vehicle.  Remember to pick up the appropriate navigational skills – a driver that doesn’t know where he is going isn’t very competent.  Having well-rounded statistics is good for the driver.

Face man:  You are the one who is out talking to people.  If an explanation is needed as to why the building blew up, you’ve got it ready.  Teammate running down the street covered in lime jello with a bazooka wearing a tricorn hat?   You can talk the authorities out of arresting him.  Any skill that deals with talking to people (empathy, fast talk, acting, etiquette) you’d better have high.  Unfortunately, in ‘Heroic Cthulhu’ it is not a matter of ‘oh, I make a Fast Talk roll’.  Oh, no!  You need to first come up with a plausible story.  If your story isn’t, the GM may not even give you a roll – he may just say ‘you fail’.  Extremely likely stories may get bonuses to the skill at the GM’s call.  If you are not the kind of person who is (in real life) good at ‘BS’ing’ this is NOT the archetype for you!  Disguise and mimicry are also good side skills to take.

Fix it:  You like to repair stuff.  Depending on the time period you can do mechanical, electrical, nuclear, etc.  Having skills like ‘jury rig’ is good but for other repairs metal craft, wood craft, etc are surprisingly useful.  Don’t be without your tools or the GM might give you severe penalties if you are even able to attempt the repair.  Again, well rounded statistics assist the ‘fix it’ guy.

Knows A lot:  This kind of character is the one everyone looks to for many types of obscure knowledge.  When is the next alignment of these stars?  What chemical gas is given off when I mix bleach and ammonia?  (Don’t.)  What sorts of forensic evidence can we pull off of this?  Who here speaks Farsi?   You are the guy.  These type of characters generally are either somewhat specialized (linguist, scientist, etc) or played by the kind of people that have lucky dice as there are TONS of skills to know about.  Be sure to have a high research skill and lots and lots of hobby skills.  This character enjoys learning new things and so having a high INT is good.  Unfortunately, you are the guy who gets the group to the big bad thing – you may lose your mind during combat as you are the guy who can figure out the cosmic significance of things.  (Some of these could be professors, scientists, engineers, etc).

Outdoorsman:  This is the person who can survive pretty much anywhere.  Be sure to take as many different survival types as you think will be needed (example:  Survival desert, survival arctic, survival jungle, etc).  If you want to impress your party, survival urban (you know the best trash cans to eat out of!).  Be sure to have anything that relates to the outdoors – tracking, high spot hidden, trapping, etc.  Having various crafting (wood, stone, etc) will allow you to build a nice hut and some primitive weapons.  Natural history is also good (is that poisonous?).

Spell Caster:  Sure, you can tell the party that you want to be the linguist of the group – but you’re not fooling anyone.  You are wanting to read all of the nifty tomes in hope of discovering some useful spells.  The problem is to know when to quit.  You have to keep a very sharp eye on your Cthulhu Mythos score as you accumulate it.  Get too much and this character will quickly become either permanently insane or practically unplayable as you lose SAN for everything.  Spells are a quick trip to power but you have to be careful to keep your sanity up.  Cast a couple spells during the mission then try to regenerate some or all of the sanity lost when the sanity reward comes at the end of the mission.  One huge danger of this archetype is when you have read all of the books (and gotten all of the Mythos) you wanted and – oh look – there is a small volume that nobody can read but you (because you have the correct language skill) and it looks essential to complete the mission.  Be sure to anticipate that!

Note:  Other archetypes (athlete, dilettante, musician, etc) were considered and discarded as they didn’t bring anything to the group or were actually a function of starting wealth, etc.  After having this topic up on fourteen different boards nobody had anything else to add that didn’t fit into one or more of these categories.

Determine statistics:

You have a choice.  You can either accept 30 points OR roll 9d6.  You choose first.  It isn’t a roll, then choose.  Should you choose to roll, make it in front of the GM.  You now have somewhere between 9 and 54 points to distribute into your characters stats.  This has the advantage of all characters being playable.  You don’t decide to make a ‘combat monkey’ and get stuck with a six strength, etc.  The points, either chosen or rolled, are then divided up into the statistics.  All of the statistics start at 9, any points put into the statistics add on to this base.  For example, if you have chosen to roll and got a 9 (oops) all of your statistics will be a 10 with one of them being an 11.  This is still an extremely survivable character as Heroic Cthulhu is weighted more toward the skills than the statistics.  Plus, lower statistics are easier to improve later than higher ones.

Strength – your physical strength.  Good for lifting people up, bending bars, lifting grates and all of that other crap D&D taught you would come in useful some day.  This, combined with size will determine your damage bonus.  [If you have 25 total STR+SIZ you get a +d4 damage bonus; if you have 33 you get +d6 damage bonus but I don’t recommend it – you are way too recognizable (often mistaken for a refrigerator) and will have plenty of trouble on weak stairs, tight corridors, etc.]

Constitution – this is your physical health.  Averaged with size, this determines your hit points.  [CON+SIZ/2, round up = HP]
Size – size is an important stat.  Combined with strength, it determines your damage bonus for melee combat.  Averaged with constitution it determines your hit points.  It is generally not good to have too much size though as you can’t get into small areas and are more easily recognizable.  

Dexterity – This stat gives your total percentage to dodge attacks.  If someone (or something) is attacking you in a melee situation, the GM might ask for a DEX x5 roll if you attempt to evade the attack for your round (aka ‘dodge’).  For missile weapons it can drop to DEX x4 or lower.  For firearms a maximum of DEX x3.  Note – it is stupid to attempt to dodge gunfire.  I recommend seeking hard cover immediately.  The first incoming attack is dodged at full skill, the second at half and the third within the same round is dodged at one quarter skill.  Any subsequent attacks are automatically taken against your HP if they score a hit.
Move this to the Combat section

Willpower – This is your mental strength.  It is used to determine what your SANITY (an important thing) starts at.  Certain spells are resisted by willpower.  This is also a useful statistic for such things as keeping awake during guard duty etc.

Intelligence – Intelligence is a double edged sword.  If you have a high intelligence, you pick up a lot when you get new skills, new spells, new psychic abilities, etc.  But, if you see a horrible monster chances are good you’ll freak out and be useless for the combat.  

Appearance – Appearance is used as ‘luck’.  Yes, in ‘Heroic Cthulhu’, good looking people tend to ‘get lucky’ more.  Having a high appearance is only detrimental if you are attempting to blend in.

Essence – This is your magical ‘mojo’.  There is no downside for having a lot of essence.  Spells are easier to cast or resist.  This determines your magic points.
Can be cut to just the changes made in Herioc Cthulhu, to streamline your rules significantly.

Statistics:

Your statistics go in the bold faced box to the right of the statistic name.  To the right of that are the ‘math challenged’ boxes.  Fill those out.  If you consider yourself not to be math challenged, fill them out anyway – perhaps to set a good example for others.

Sanity:  Willpower x5 is your starting sanity.  Circle that number.

HP (hit points):  Average (rounded up) of your CON and SIZ.  Circle that number.

MP (magic points):  Equal to your essence.  Circle that number.

That’s it for your statistics.  Now we go on to skills.

Skills:

First thing to do is determine how many skill points the GM wants to give out.  Here are some general guidelines.

Under 600:  You are probably playing regular COC.  Why are you reading this?

Under 1000:  Your GM doesn’t like you and/or there are a lot of players and/or it is to be a very low powered campaign.

1500:  Good starting point for a new campaign with a group of 3 to 5 players.  If the GM thinks ‘gosh this is a lot of points’ they should call on more varied skills during the game.  The players wince in my game with this amount of points.  Characters at this level of points will be very specialized or have a BUNCH of ‘hobby skills’ (i.e. ‘suck at everything’).

2000:  Good for bringing new players into an already existing campaign where the rest of the characters have been around for several sessions.  This could also be used if you have a group of one or two players.

More than 2000:  The GM either wants the players to have many things they are good at or secretly wants to play a supers campaign.

On spending skill points:

Whatever the number in (  )’s is your base.  You’ve already got that much in it.  Example – if you put 20 of your total points the GM gave you into ‘climb’, you now have a 60% climb.  

If it is highlighted and you don’t have at least a 60% in it, you will (and should!) feel stupid later.

Skill levels.  

In Heroic Cthulhu, skill levels are very easy.  

If you have around a 30% in something, you are a hobbyist.  At around 60% you say you could ‘do this as a living’.  At 90% you are very good at it.  Over 100% you are ‘masterful’ at it.  Nobody may start with over 100% in a skill.

If another PC asks you ‘What’s your climb at?’  You do NOT say 63%!  You say “I can do it as a living.” Or, “I’m a good climber.”  

Supporting skills:

Some skills can be used to support other skills.  For example, a doctor could use his biology skill to support his medicine.  Several people could use their library research skill to support one person who was doing library research.  Two doctors could both be using medicine on one target – one doctor supports another.

All supporter skills must be rolled *before* the main skill is rolled.  If the player rolls his skill before any of the supporters did, they don’t get a chance to support.  If the supporter succeeds on their skill, they grant the person they are supporting a +5% to their skill for one roll only.  Several people can support one person or one person might use several skills to support a skill of theirs.  Generally, the supporter skills are rolled at the same penalty as the main skill (though there are exceptions).  A fumbled support gives the main seeker a -10% to their roll.  Failing a support roll gives no modifier.  A critical on the support roll gives +10% support.  Only one skill per character may go toward supporting the character but they may use several skills to support their own supporting skill.  You get checks in any skills rolled to support others.  The GM may choose to limit the amount of support skills whether for self-support or to support others depending on whim and circumstance.

Example 1:  The GM has determined that finding one piece of information is crazy hard and it will be at one-quarter skill to find.  The main seeker has 100% in library research and would like others to support.  Everyone rolls before the main researcher (whose modified skill is only 25%).  If three of the other succeeds, the main researcher is now at 40% (25% +5 +5 +5).  If one of the supporters fumble and the other two fail, the main researcher is now at 15% (25% -10).

Example 2:  Two doctors are working on a patient.  They are doing a delicate ‘cash-ectomy’ to relieve the patients wallet of excess weight.  The supporting doctor rolls his first aid, biology, and pharmacy to support his medicine.  He is attempting (probably) to increase his chance of rolling a critical.  Then, he rolls his medicine to support the doctor.

Don’t high-level skills break the game?

Not if your GM is competent.  There are a couple of things to remember here.  If the PC wants to sink all of their points into very few skills, they can.  This has been dubbed ‘Andy-proofing’ a character.  The player who did that did so because his dice were usually dead set against him.  The disadvantages are that you have fewer skills and the ones you have probably won’t go up much if at all.  The person who has lots of hobby skills will fail more but after a longer campaign will have many more skills than the ‘Andy-proofed’ character.  Also, if you have 100% in a skill does not mean you are automatically successful all the time.  There are many instances where skill rolls at half or a quarter are called for.

Doesn’t calling for skills at a quarter favor people with higher skills?

Duh…  What are you, a communist?

[Yes, both these questions have been asked before, thought I’d answer them here.]

Getting to know the pages of the character sheet.

The first sheet is all of your combat skills with the exception of ‘heavy weapons’.

The second sheet contains the bulk of the skills.  Pretty much anything that isn’t combat or languages is here.  

Third sheet contains heavy weapons (mounted, team, etc) as well as languages.

Fourth sheet contains write in skills.

Other pages (favors sheet, sanity tracking sheet, etc) are all there at various groups request to help keep track of things.  Use of these sheets is option but found to be very helpful.

Specific skills
A list of skills used on Heroic Cthulhu.  Not all skills used in the game are listed here, only the ones new to this version, or that differ in use from the original BRP version of Call of Cthulhu.
(note – only some of the skills are being covered below; pistols are like shotguns but have a lower range and do less damage, quick drawing a pistol is no different game mechanic wise from quick drawing a knife and so on).  
Fast draw pistol:  If successful, it takes no time at all to get your gun out of it’s holster; in other words it’s a free action.  Now, this does not mean it is ‘instant’.  If someone has a gun pointed at you and says ‘move and I shoot’ and you go for a fast draw he gets a shot off if he has held his action.  (Note – all fast draws work like this but you must buy them for specific things – pistol, smg, arrow, knife, etc.  Things which are big and can’t be holstered or slung convently you cannot buy fast draw for.)

Pistol:  Allows you to hit if you shoot.  With firearms (only) you can choose to evenly divide up your chance to hit if you are firing at multiple targets that are all ‘in front of you’.  In other words if you have a 90% in pistol and want to shoot three shots – whether at three separate guys or two at this guy and one at that guy, whatever) then you divide up the skill 90/3 = 30% per shot.  If you can’t do the math without help YOU MISS.  Good to figure it out ahead of time.  Holding up the game for poor math skills is reprehensible.  
Move this to the combat section?
Submachine Gun:  Any fully automatic weapon (SMG, Assault rifle, etc) has multiple ways of firing.  Some have single shot capability, others don’t.  Options often include short burst, long burst and ‘clip it’.  (See combat below)

Held weapons (all):  If you hit, you do the damage indicated by the weapon.  

Parry (all):  If the attack you are about to take is ruled to be ‘parry-able’ you completely negate the damage.   The first attack you parry during a combat round you do at your full skill, the second incoming attack within the same round is parried at half skill and the third within the same round is parried at one quarter skill.  Subsequent attacks may not be parried.  Note, this works exactly the same way as ‘dodging’ (see Dexterity, above).
Put this in the combat section too?
Whip (see grapple, below if using the special attack).
Same as BRP.
Block (hand to hand):  This works the same way as ‘parry’ (above) with one major caveat.  If you are blocking someone else’s hand to hand attack, nothing special need be done.  If the person is attacking you with a hand to hand weapon and you attempt to block it, you must also roll ‘martial arts’ skill.  If you succeed in block but fail martial arts, you automatically take the damage whether the person would have hit or not.

Grapple:  This is literally grabbing someone.  If you are trying to grab something specific (gun, throat, etc) you are at half skill.  The person grabbed has several different options to try to escape.  They may choose grapple, DEX or STR.  Grapple means you are doing things wrestlers do to try to get out of holds.  DEX shows you are trying to worm your way out of the hold and STR shows you are just strong arming out of the hold.  The grappling person may choose which they want to ‘hold on’ with.  Example:  Fred (grapple  60%) is fighting Tim (STR 15).  Fred has successfully grappled Tim, and Tim wishes to use his huge strength to break free.  60% vs 75% (15x5) shows that Tim has a 15% more of a chance to break free.  If the GM is having Fred roll to hold on, he needs 35% or less, if Tim is rolling he needs to roll a 65% or less.  (All resistances, as shown below start at the baseline of 50% and go up or down in the persons favor or disfavor depending on how much over or under the other persons opposing skill they are.)  The GM can choose who rolls though I personally like to give the PC’s the roll when appropriate.
Is this the same as BRP?  If so, no need to repeat.

Martial arts:  This must be specified by the weapon.  You can specify ‘body’, ‘sword’, ‘club’, etc.  No, you can’t have firearm martial arts.  Success in this gives +d3 damage.  Martial arts is also handy if you want to ‘parry’ something barehanded.  See ‘parry’ above.

Missile weapons:  Any missile weapons (spear, for instance) get half of your damage bonus added to their damage.  So, if you shoot someone with an arrow (go Legolas!)  you get d8 +d2 (if you normally have a +d4 damage bonus).  The GM may (or may not) allow martial arts with missile weapons.  Logan doesn’t.
Move this to the combat section
Second skill sheet:

Accounting:  Good at going through books, find out where the bad guy is funneling money to, etc.  Great for businessmen.

Acrobatics:  This is a ‘spiff’ skill.  You can add it to other skills to look great while you are doing it.  For example, if you are using the jump skill to jump to a different building, acrobatics will allow you to put a flip in there.  Some skills (like the modern day Parkour skill) the GM might require acrobatics rolled many times during its use.  Doing ‘Jackie Chan’ style climbing might be a roll against climbing and acrobatics.

Acting:  This skill is used to resist the Empathy skill.

Animal Handling & Training:  Need to specify what kind of animal – dog, cat, lama, whatever.  Note that in the face of evil/mythos/etc critters they will probably just wet themselves and run away.  I’ve hardly ever seen this come up.

Anthropology:  Figuring out what a race was up to at a specific time.  This doesn’t come up too horribly often.  Unless you are an Anthropologist, better to just take Archaeology.  

Appraisal:  How much is this worth?

Archaeology:  We all know you want to be Indiana Jones.   This skill comes up pretty regularly.

Architecture:  Does this structure have a basement?  Where is a good place for a secret passage?  Where should I set the explosives charge?

Art lore:  You know about art and junk.  Don’t see this come up too often but if you happen to find some Revere silverware and have this skill, ca-ching!

Art:  This is actually MAKING the art.  You need to specify your medium.  Could be pencil drawing or painting or sculpting, etc.

Astronomy:  This doesn’t come up too often.

Bargain:  Getting a break on the prices; haggling.  This is definitely the skill to have if you have some high priced merchandise.  This is opposed by the NPC’s ‘bargain’ skill.

Biology:  If you are a doctor (unless you are ‘Dr. Nick’) you’d better have this.

Boating:  Specify type of boat.

Botany:  You know more about plants and stuff than someone just getting by with ‘natural history’.

Bureaucracy:  The paperwork skill.  If you are working for an agency that issues gear and has you fill out paperwork for it, you’d better have this skill high or expect little to no gear from the agency.

Business/industry lore:  Good for businessmen – who’s who and what’s what in the business world.

Carpentry/woodcraft:  A surprisingly useful skill to make things out of wood.
Is this a replacement of the craft skill?

Cartography/make, read map:  Usually just if you want to make a map; might be used to read a map if it is very complicated.

Chemistry/alchemy:  You need a full lab to really get much from this skill.

Climbing:  If you don’t have this high and need to climb, chances are you won’t live to regret it.

Computer use,  general:  Good for very basic stuff.

Computer use, hacking:  If your GM knows little about real life hacking, this skill probably won’t do you as much good as you think.

Conceal/camouflage/holdout:  This is good for hiding things either on your person (like weapons) or hiding them out in the wilderness.  The opposed skill is usually ‘spot hidden’.

Contortions:  This is not a skill that does a whole lot of good to people over size 15.  You must be able to fit your head and a bit more into the area.  This allows you to slowly wriggle your way through the hole/gap.  

Cooking:  Yummy food!

Counter surveillance:  You need to be *in motion* to use this skill.  This is the ‘is there anyone following me’ skill.  Note that this will reveal the presence of only amateur and under funded surveillance individuals or small teams.  You will probably never know or suspect a professional team is there – depending on the circumstances.  See skill ‘danger sense’.  

Cryptography:  Good for breaking those annoying codes.  As breaking the GM’s simple letter replacement codes is tedious and brings the game to a screeching halt, this is a handy skill for someone to have.

Cthulhu mythos:  You may NOT start with this skill unless given special dispensation by the GM.  
You don’t want it.  Each point of this skill you get lowers your maximum sanity by one point – permanently.  Avoid getting this skill.  If you have more than a hobbyist (30%) at it, you should become nervous.  If you can do this skill as a living (60%), it’s only a matter of time before your character goes permanently insane and becomes an NPC forever.
The section in red, whilst a good round up of the place of skill in the game, is not really all that helpful in describing the skill and its use.  Is this section necessary?

Current events:  What is going on in the world today.

Dance:  You could specify the type of dance you excel at but I don’t require it for my campaign.  This skill has come up often enough that I can say with confidence that a ‘song and dance man’ would really have some shining moments in the campaign.
Could this be an Art/Craft skill?
Demolitions:  If you are trying to use explosives without this skill you will probably kill yourself and others in a dramatic fashion.

Disguise:  Look like someone different.  Opposed with ‘spot hidden’.

Dreaming:  If the ‘dreamlands’ is being used this is your ‘get on the adventure’ skill.  Within the dreamlands, it has other uses.  Within the dreamlands, you can ‘dream up’ an item for a time.  The MP the item costs and how long it stays around are generally up to the GM.  Dreaming up an item takes about a minute hence this is foolish to attempt during combat.

Dream lore:  Knowing about stuff inside of the dreamlands.  The GM may require different dream lore for different major areas within the dreamlands.

Drive car:  Doing fancy stuff, avoiding stupid people who don’t have the skill but are driving, etc.

Drive motorcycle:  As drive car but without the protection and airbags.

Electronics/electronic repair:  Fix that toaster!

Empathy:  Detect main overriding emotion of the target.  If the target has no emotions, it doesn’t work.  If the target is an unfamiliar creature, it won’t work or be at a negative.  This skill is opposed by ‘acting’.  If the actor wins, you get whatever emotion they want you to get.

Etiquette:  Not making an idiot of your self within a stylish setting.

Evidence analysis:  What does it all mean?  Unless the GM is doing a CSI type of module (where all of the evidence is spelled out and the PC’s get to put it together on their own) this will give you a general idea of what happened at the scene of the crime.

Fast talk:  Your bullshitting skill.  If you are going to use this, I’d definitely having acting.  Otherwise, you spin a good yarn but look guilty as hell.

First aid:  You need bandages, splints, etc to try this skill.  This is your ‘field medic’ skill.  If you succeed in this skill, the target heals back d3 permanent HP at the rate of one per day.  This skill may also be used to analyze the targets current condition (“He’s dead, Jim.”) or wake up the target when slapping them around doesn’t.

Forensics:  You may gather evidence (finger prints, bullets, etc)  or if you are a criminal you can hide evidence (put a bunch of bleach on the blood, etc).  Note that this skill (either way) takes a LONG TIME to do.  You may NOT do a quick forensics roll as you are fleeing the scene – just assume this skill takes HOURS.

Gambling:  Attempt to win money.  Better if you are ‘the house’.

Geography:  Where is Canada on the map?  Some surveys have showed most American’s can’t find it.  With this skill, you just might.

Geology:  Better than natural history, you know about rocks and stuff.

Gun-smith:  This is good for fixing your gun, clearing a jam or if you have a workshop you might be able to modify your gun.

History:  What happened previously.

Interrogation:  This is NOT just tying up some unfortunate and beating them till they tell you what they think you want to hear.  Actual interrogation has several different methods.  Overused (and well known, hence not so good to use) methods are things like ‘good cop, bad cop’.  Less known methods include the ‘we know all’, ‘time speed up’ and the ‘we have your family now talk’.

Intimidation:  Making the target feel nervous due to the possibility of impending physical violence.  If you are a big guy with brass knuckles and a gun, it is a lot easier than if you are a short bald professor with a pot-belly.

Jump:  This is a skill like climb – if you don’t have much in it, you probably won’t live to regret it if you roll it.  This skill can negate d6 of falling damage if you were prepared to fall.  If you weren’t and the fall took you by surprise, the GM may have you roll at half or some such.  

Jury rig:  This is the ‘make it work without the right stuff’.  Note – you still needs stuff to attempt the roll and it should be feasible.  Watch a lot of MacGuiver.  

Law:  This skill is required (as ‘does it as a living’) by law enforcement professionals (yes, that includes PI’s).  It tells you what the law is regarding your secret illegal Swiss bank accounts, your unlicensed weapons and your breaking and entering.

Library use/research:  This is your ‘find information out’ skill.  The information could be in a library or you could go out and ask people questions – depends on the type of information and how you want to go about finding it out.

Linguistics:  This is your ‘what language is this I cannot understand’ skill.  This does not allow you to speak or understand the language but it will tell you what it is so you can find someone who does.

Listen:  Hear vital conversation or person sneaking up behind me skill.

Lip reading:  You must be able to clearly see the persons lips.

Literature:  Unless you have some sort of character concept that relies heavily upon this, just like in real life this is an utterly useless skill.  If you have a doctorate in it and aren’t teaching it you probably work at Starbucks.  Sorry.
Lock lore:  This tells you what kind of lock, how many tumblers, etc.  Good to use to support your lockpicking.

Lockpicking, electronic:  If it has wires hooked to it!  This takes under one minute to do.

Lockpicking, mechanical:  If it has tumblers!  (Note, if it has both wires and tumblers, the GM may have you roll both.)  A professional lockpick told me that if he couldn’t pick the lock in under a minute it was time for the drill.  This takes anywhere from 1 round (if you are prepared and know fancy stuff about it) to a minute to pull off.  [Note:  Unless modern day campaign, ‘bumping’ not allowed.]  Side note:  If you think that scratches on the exterior of the lock mean it has been picked, no, it means inept clumsy people picked or attempted to pick the lock.  If the tumblers are out of synch it means your lock has been picked.  (You can feel it when you insert the key.)

Mathematics (advanced):  This very rarely comes up but everyone will look at you with awe in that one in one hundredth module where it comes up and oh, you happen to have it.

Medicine:  This is surgery.  This cannot be attempted in the field but may be attempted in addition to first aid and has the same game effects.

Meditation:  You can be at peace and harmony with all living things.  In game mechanics, this is an utterly useless skill.  No, you are not an elf who can meditate for just a couple hours to replace the need to sleep.  Don’t even think about trying it.
Why is this skill in here then?  Is it in the BRP?  Do you use it in your games?

Memory:  If the GM still remembers and you were too dim/lazy to take notes, this skill will allow the GM to remind you of what you specifically ask about.  It is not a ‘Gee – what was the important clue again?  Can I make a memory roll?’  How about NO.  Also, if you didn’t bother to ask about it at the time, you can’t say ‘Do I remember the license plate number on that get away car?’.  No, you don’t.   This skill is also good for remembering things your character just knows (like what a cougar sounds like if you watch a lot of Animal Planet and want to try a mimicry roll).

Mimicry:  Sound like someone or something else.  The human vocal cords must be able to do it and you must have heard it before.

Natural history:  This is the ‘skate by’ skill for knowing about plants, animals, rocks and such.  It won’t give you nearly as much information as the specific skill (botany, geology, zoology, etc) but you have a basic understanding.

Navigation: land:  This is the ‘know where you are going on land’ skill.

Navigation: sea/air:  As above but for sea/air.

Occult:  Occult is not a replacement for Cthulhu mythos but it can be handy if you are dealing with non mythos critters like witches.  Or if you want to make your own flaming pentagram out in your yard to horrify your neighbors.

Parachuting:  If you get onto an airplane without this skill, not having it could be something you don’t need to worry about…for long.  Gosh this is a great skill to have at least as a hobby.  Yes, you need a real parachute, your bed sheets just will not cut it.

Pharmacy:  Good skill for doctors to have to know what sort of expensive drugs to give their patients.

Philosophy:  Rationalize away the existence of God but this probably won’t be of any use.  Ever.  See also, Starbucks job opportunities.

Physics:  About the same as ‘advanced math’.

Pilot: Choose what kind of craft you want to fly.  Glider, fixed wing aircraft, passenger jets, rotary wing aircraft, etc.  Good to have at ‘does it as a living’ or better if you want to fly.  Remember, you have to come in pretty low to land.

Prestigiation/pick pockets:  Snagging little things without people noticing.  This can go against spot or feel depending on situation.  Keep in mind that real life teams of pickpockets work in teams of three or more so if you are on your own trying to make a living doing it, the GM can penalize your skill and tell you to go get a real job instead.

Psychoanalysis/psychology:  This is knowing the fancy book stuff of these trades.  Can also be used to have the target (not self) regain SAN points at the rate of d3 per long month.  Remember to charge your patients a lot.
You allow psychology to do this too?  In the BRP version, psychology equates to your empathy skill.
Religion:  General knowledge of religions.  Specific religious rites may be at severely reduced score depending on the commonality of the religion.

Repair, mechanical:  Fix it!

Ride:  Specify what kind of mount.  Riding camels is very different from horses.  Definitely a good skill to get.  Failing your riding roll means you might as well be leading it instead of riding it.  Unless you get tossed into a tree upside-down.  That hurts.

Running: long distance:  Most folks only get sprinting but after a few hundred feet, this skill kicks in.  There is nothing more satisfying than chasing down a bad guy for a mile or two and not even working hard at it.  This is also a good skill for ‘I need to leave the area quickly and all my vehicles are disabled and mounts are dead.’

Running: sprinting:  If you don’t have it, chances are the monster will eat YOU.
How does this work mechanically?  Opposed rolls with the monster?  Do they have a run skill?

Safecracking:  This skill is like lockpicking but for safes.  Some safes take a long time to crack.

SCUBA:  Using fancy gear to dive.

Security systems lore:  Knowing about motion detectors, silent alarms, cameras, etc.  This is pretty much a modern day skill although some pre-WW2 places might have crude electronic security.

Seduction:  Making nice with someone else in hopes of a romantic interlude.

Singing:  Comes up a surprising amount and can be darned useful.
Art?

Sixth sense/danger sense:  In real life, you sometimes enter those situations that you ‘just get a feeling’ that it is dangerous.  This is the skill for that.  It does not tell you where the marksman is hidden or what the danger specifically is.  This is the skill that would be rolled if the bad guys had rigged your door with a laser marker and a couple pounds of C4.  There is no other legitimate way to know that opening your door will cause the hotel to explode – no ticking, no wires, no buzzing, nothing.  This skill is your last chance to say “Hum.  I feel in danger.  Maybe I should go to a different hotel.”  If you ask for a skill roll you get it at full, if the GM asks for it, you get it at half.

Skiing:  Beware of trees!  Play James Bond!

Signaling:  This covers hand signals, Aldus lamps, smoke signals, etc.

Spot hidden/find:  This is your generic ‘notice clue’, ‘notice bad guy sneaking up on you with a knife’ etc.  Gets used all the time.

Feel:  Your sense of touch, etc.

Smell/taste:  Nose, tongue.

Spy lore:  This skill is only really useful if the GM knows more about it than you do.  In my campaign, this tells you what the ‘by the book’ procedure is for different circumstances.  The ‘by the book’ procedure might not be the right one for the circumstance .  For example, if you are being followed, what is the ‘by the book’ procedure?  If you want to tail someone?  If you want to send a secret message?  What is a dead letter drop?  Etc.

Stealth:  Being sneaky.  This is also known as the ‘don’t get left in the car while we go do stuff’ skill.

Streetwise:  A lot of people always like to say things like “Oh, he’s book smart but he’s not *street smart*”.  I respond “Do you know where to get an unlicensed Uzi in downtown Chicago right this instant?  If not, you aren’t really street smart either.”  This is that skill.  It tells you where to get hold of illegal things, whose on the take, whose who in crime families, etc.

Surveillance:  After setting up somewhere that you can comfortably hang out for ONE WEEK and spending a week there then you get a roll on this skill.  Better to have NPC’s do this unless you have a lot of time.

Survival: A type of area must be specified (jungle, desert, urban, etc).  This allows you to survive (barely) in that area for an extended time.  Having other nifty skills like carpentry, natural history, etc really can make your life more comfortable.

Swim:  If you don’t have it, you get to discover the drowning rules!

Teaching:  If you have at least hobbyist (30%) in a skill, you can attempt to teach it to others.  This takes a whole month and they get a check in the skill.  

Tracking:  If it isn’t humans and you don’t have natural history etc you probably won’t know what it is but you can tell where it went for at least a short way.  If the tracks have been sitting around for a week or it’s rained in the meantime, you are probably out of luck.

Trapping:  This is a good skill either if you are out in the wilds and need to eat or if you are one of the rare PC’s who plans ahead.  Traps can take from minutes to hours to set up depending on what type.  This covers anything from placement of trip wires to digging out a punji pit.

Zoology/animal lore:  You know more about animals than someone skating by with natural history.

Third skill sheet:

Heavy weapon skills:  I wouldn’t expect to find these sitting around.  The police are pretty harsh on people who own rocket launchers or artillery.  In ‘war torn’ countries you can probably get some of these through the ‘streetwise’ skill.

Languages:  You start with your native language.  This is always denoted by an “N” – I don’t make people roll to see if they can speak their native language.  Any other language must be bought separately.  I know several languages have the same base/root – I don’t care.  Buy them separately.  Also, if you have less than a 60% (do it as a living) you are not fluent.  Any time you want to speak or understand it is a separate roll.  If you have 60% or better, you roll once for the adventure.  Good to have 60%.  If you fumble in the language, you not only say/understand something extremely rude/insulting/vulgar but you are done attempting to roll that language for the entire adventure.  In order to get around certain ‘cheesyness’, I require players to make some sort of hand sign/wear a special hat/something obvious when they are speaking in a different language.  This keeps people from saying something highly inappropriate then attempting to cover their tracks by claiming they were saying it in a different language.  I don’t allow the ‘oh, we are always speaking in Gaelic’.  Nope.  Go buy special ‘these are our Gaelic speaking hats’ and wear them.  Watch NPC’s become confused when you address them in Gaelic!  No end of fun.

Write in Skills:

These can really, really make your character SHINE.  Nothing is better than having some odd write in skill that nobody knows about then – when that one in twenty adventure comes along that it is the ‘daddy’ skill for UNLEASHING it.  

Any skill that can be done from golf, knitting, drinking beer with your feet (seen it) etc can be a write in skill.  No, you can’t have ‘decapitate foe with one swift strike’ or any of that ‘I’ve played too much D&D silliness’.   GM has the right to veto any write in skill.  Certain write in skills may only become available after very specific things happen, GM’s discretion.

Resistance between skills:

If the skills are equal, chance to resist is 50%.

Every five percent or one statistic point one party has higher than the others skill shifts this 5% in the higher parties favor.

Example:

Tim is trying to determine if Phil is carrying a gun (he is).  Tim is using his ‘Spot Hidden’ against Phil’s ‘Conceal/Camouflage/Holdout’ skill.  Tim has 60% in spot hidden, Phil has 40% in C/C/H.  20% in Tim’s favor.  If Tim was rolling, he would need to roll a 70% or less to spot the gun.  If the GM was having Phil roll, Phil needs to roll a 30% to hide the gun successfully.  It is advisable that the PC roll whenever possible.

How to roll skills and what the possible results are:

You roll a percentage dice (aka d100) and try to get on or under your skill.

If you get on or under your (modified) skill, it is a success.

If you get above your (modified) skill, it is a failure.

If you get 10% of your (modified) skill or less it is a critical.  For the mathematically challenged if you roll 10% or less it might be a critical.

If you roll somewhere in the 90% or higher range, it could be a fumble – consult the fumble table on the first page of your character sheet.

Example:

The character has a 60% skill.

Roll of less than 60% is a success.

Roll of 61% or higher is a fail.

If the person gets a 6% or less on his roll, it is a critical.

If the person gets a 96% or higher on the roll, it is a fumble.

Sometimes, people will say “I made it by half” or “I made it by a quarter”.  This is to indicate they had an exceptional roll but not low enough to be a critical.  It is important to always tell the GM what the result (critical, success, fail, fumble) is.  If the GM says “What did you get?” and you say ‘47’ that means nothing to them as they probably don’t have your character sheet memorized.

What do these results give you?  

Example1:  Wood crafting and they were attempting to build a wooden swimming pool:

Critical:  The swimming pool is a thing of beauty.  Neighbors will think you are quite handy indeed.  The swimming pool will probably last a lifetime of use.

Success:  It’s a serviceable swimming pool.  Great.

Failure:  It’s a leaky piece of junk.  Might fall apart if filled.

Fumble:  “'Tis a fine barn, but sure 'tis no pool, English.” – Simpson’s.
Example2:  Japanese speaking.

Critical:  You used the exact correct influx when speaking.  The listener is impressed possibly mistaking you for someone who is a native.

Success:  You make yourself understood.

Failure:  They aren’t sure what you have just said or are thinking you said something other than you intended.

Fumble:  You have managed to insult the person, possibly inviting him and his family to eat sushi naked in the back of a limousine with you.  Further conversation will be strained at best.

Example3:  Shooting someone with a rifle.

Critical:  Chances are their head will explode like an over ripe melon.  Roll double damage.

Success:  Apply normal damage.

Failure:  You miss.

Fumble:  You get to draw from the dreaded fumble deck as you have done something very bad to yourself or one of your buddies.

COMBAT

There are two different ways of doing combat.  You can either:

Have charts.  Graphs.  Maps with squares in them.  The players contemplate each move.  They have clear plastic things that are used to compute the radius of their fireballs.  Moves are thought about, much like in a chess match.  You have plenty of time to think about your move.  You have combat phases.  Books must sometimes be consulted.  Disagreements or arguments can come about over rules.  The wound which you could inflict on a foe could have a continuing damage as blood loss and shock mount up over time.

I said ‘to heck with that’.

The other way to do combat is simplistic, cleaner, requires no books.  If I’m doing a combat, I sure don’t want it to take very long.  I like the system I’ve developed for combat because while you can do some pretty neat things it is FAST.  People who have trouble making decisions in real life intensely dislike combat in my system.  (You’ll see why below.)  The system I use isn’t as exacting and does have certain things it gives up – additional damage from called shots, shooting someone in the leg as opposed to the torso, etc but for the amount of time it saves I am delighted to give up those extra charts.

Here is how combat works:

The GM flips a card (see other section on cards) and announces who gets to go first (heroes or villains) and if there is a ‘preferred action’ for the round.  The GM calls off that stuff.

When it is the heroes turn, the GM starts at whatever end of the table he fancies and begins pointing at the PC’s and saying ‘What do you do?’  If they don’t answer in five seconds or less, the answer is NOTHING.  If they ask a question “How far am I from X?” they spend the round figuring out where they are.  Harsh but it really keeps the combat moving.  I disallow rules discussions etc at this time.  Nothing kills the fast intensity of combat with any kind of rules discussion.  Fortunately, in this system that comes up rarely if ever.  

That’s pretty much it for how combat flow works.  Fast fast fast is the name of the game.

What can I do during my five second round?

One full action

One simple action

Several free actions

Full action:  Run 30’.  Shoot someone.  A preferred action.  Take cover.  Pull out something easily accessible (if it is in your back pack, forget about it).  Cast a spell (or partially cast a spell in the case of spells that take multiple rounds).  Use a psychic ability.

Simple action:  Walk 10’ (Note you cannot move more than once so if you ran 30’ you can’t do this), let the vehicle you are in (or mount you are on) continue on the same course and speed.

Free action:  Successful fast draw (note, this must be done at the beginning of the round, failing it means you spend your full action getting the weapon out).  Drop something you are holding (no, not throw it, just drop it).

Example: 

Fred decides during his round to do a big belly laugh (it’s the preferred action and he needs a card), walk 10’ and drop his rope.

Joe decides to shoot a cultist and move 10’.  Note, Joe cannot do a big belly laugh to get a card as well.  He can still laugh while shooting the cultist sure – it’s an activity that makes us all happy – but you only get one full action per round.

Special case:

Flurried rounds:  These are rounds which are dictated one side or other is flurried.  This means they may take more than one full action.  You could shoot two different people (at full skill), or sprint 30’ and shoot someone.  The only actions which you may not do more than one in the same round are preferred actions and movement.  In other words you may not run twice nor do two belly laughs to get two cards.

Downsides of this system:

In real life, you can sneak up and slit someone’s throat before they are aware of it.  In this system, it doesn’t work.  Even if you have a ‘now that’s what I call a knife’ knife and get right behind someone, you are still only doing d4+2 damage.  Unless you are attacking a diseased midget, that probably won’t kill anyone.  Also, if someone is wounded, they fight just as well as when they are not.  There are a lot of downsides but the amount of time that it sucks out of the game to have a detailed, highly realistic combat is just, in my opinion, not worth it.  I’d rather have quick brutal dramatic combats than ones that drag on for hours and hours.  Keep focused on the story and action rather than consulting charts.  

Gun rules:

Short burst uses 3 bullets and does not change your chance to hit but the target is struck by d3 bullets.   (Going for more than one target is by GM ok only  - the targets need to be packed VERY tight to even have a chance at this.)

Long burst uses 10 bullets and your target is struck by d10 bullets.  You get a +10% chance to hit.  

‘Clip it’ requires you have at least 20 bullets or more in the magazine.  You get a +20% chance to hit and your target is struck by d20 bullets.

Where it gets weird is when you start going for multiple targets at once.  Lets say you are firing a long burst at two targets who are ‘in front of you’.  Your skill drops by half (two targets) but you get a +10% chance on top of that (long burst).  Each target takes half of a d10 rounded down to the next dice (d4).  IMPORTANT NOTE:  IF YOU ARE SHOOTING AT MULTIPLE TARGETS YOU MUST MAKE A ‘TO HIT’ ROLL FOR EACH ONE.

Example 1:  Joe has a 60% in SMG and wants to fire at two targets.  The range is close and there is nothing else to modify his roll.  He has a 30 (half skill) +10 (long burst) = 40% chance to hit each guy.  Each guy he hits sucks up d4 bullets.

Example 2:  Johnny has an Uzi he has 80% skill with and wants to try to hit four targets.  80/4 = 20%.  He opts for the ‘clip it’ rate of firing.  This adds 20% to his chances to hit so each target has 40% chance of getting hit.  Normally it would be d20 bullets but since we have to divide them up 4 ways each target (if hit) will take d4 bullets.

Range:

Rather than have a huge unnecessary chart of the ranges, I’ve broken them down into simple ranges.

Pistol 20’

SMG/shotgun 30’

AR/rifle 100’

Each multiple you are of that range drops your skill by half.

Example:  Freddy is good with a rifle and has a 90%.  Without using any gadgets (scopes, lasers, etc) Freddy has the following chances to hit:

100’ = 90%

200’ = 45%

400’ = 23%

800’ = 12%

Again, if your math skills of divide by X are not good, I’d figure it out ahead of combat or else YOU MISS.
Now, lets combine in the ranges with rapid-fire weapons.

Freddy has a 90% with his Uzi SMG.  There are three targets at 100’.  Not good.  Freddy has the following options:

Short burst one guy at 23% (he will take d3 bullets)

Short burst two guys at 12% (each will take a bullet max if the GM even allows it.)

Short burst three guys at about 8%.  Yeah, right. (One bullet each max)

Now lets add the power of rapid fire!

Long burst one guy at 33% (he takes d10 bullets)

Long burst two guys at 22% (each takes d4 bullets)

Long burst all three guys at 18% (each probably just catches one bullet if hit).

Or, if he doesn’t mind reloading next round:

Clip it at one guy at 43% (he takes d20 bullets)

Clip it at two guys at 32% (each takes d10 bullets)

Clip it at all three guys at 28% (each takes d6 bullets).

Yes, SMG’s are extremely dangerous but at a range you can see their chance to hit really falls off.  Keep in mind that each person you are shooting at is a separate roll.

Also, if the target is POZ rated, ONE poz gets rid off the entire attack.  In other words, if Freddy shoots you with 12 bullets during his turn, one poz and it all goes away.  (Though the bullets DO go ‘somewhere’ – keep that in mind GM’s!)

[Note to those who ask: Why did you change BRP machine gun rules?  They were stupid and unrealistic.  I’ve personally fired different types of AR’s and SMG’s – these rules seem to be closer to realism than the printed version.]

Q & A on guns:

1) What do you do with multiple targets at different ranges, figure the modifiers separately for each target or apply the modifier for the farthest target to all the rolls to keep it simple?


If the GM allows it at all (gm whim here; it's very difficult to shoot one guy at 20' and another at 100' with the same spray) I'd go with everything at the further range. 
2) How do you handle cover/concealment and targets having different degrees of same?
Put the PC's at different negatives. If someone is standing behind some say huge bags of sand reinforced with wood (i.e. a bunker) and is standing up shooting at the PC, I go for 'half' as a modifier in addition to the range modifiers etc. I apply the burst modifiers last to make the PC's feel better about spending all of that money on bullets. Cards (if the GM uses them) come after that. I figure 'half' is a good modifier because that's the same as the 'called shot' modifier. Yes, I know that the cover is very different if the guy is crouched behind a barrel of cement or lying behind a parking curb but I'm going for simplicity. Essentially, if you take cover of any kind you are at half. If the cover is flimsy (you hid behind a wooden fence), the GM may choose to say 'The bad guy is at a small negative say -10 to hit you and he is shooting through the fence. You get one point of armor. Go team go!" There are too many different cover and concealment options and I'd rather have the GM just come up with something than consult a chart and bring everything to a screeching halt. Oddly enough, characters in my campaign rarely seek cover instead preferring to waste precious POZ. It's a bad idea but if they want to dramatically charge across a field to fight people that's up to them. Me, I like having people with large caliber rifles - sorry - got off on a different rant. 
Melee rules:

You get one attack and one parry (or more, see below) per round if using a melee weapon.  (No, you can’t shoot someone with a pistol and parry with your club but you can attack with the club and parry with it in the same round.)

How parries work:
	Attacker
	Defender
	Result

	Critical Attack
	Failed Parry
	Defender takes double damage

	Normal Attack
	Failed Parry
	Defender takes normal damage

	Missed Attack
	Failed Parry
	Both parties appear inept

	Critical Attack
	Normal Parry
	Defender takes normal damage

	Normal Attack
	Normal Parry
	Nobody takes damage

	Missed Attack
	Normal Parry
	Nobody takes damage

	Critical Attack
	Critical Parry
	Nobody takes damage (but it looks GREAT)

	Normal Attack
	Critical Parry
	Riposte!  Attacker takes normal damage.

	Missed Attack
	Critical Parry
	Critical Riposte!  Attacker takes double damage.


(Fortunately, this is one of those charts you can look at once and never have to see again.)

Why can someone take damage even if the person has parried?   Why can the attacker take damage from a riposte?  Consider two master swordsmen in a duel with this system.  If you didn’t, you might as well roll nothing but parries till one of them failed then see if the others attack worked.  Been there, done that.  This works better.

Other melee things:

Florentine fighting:  In some systems, they make a big deal out of whether you are ambidextrous or not.  Considering that one in nine people are left handed, and your chance of actually being ambidextrous is even smaller by a good bit than that – face it, it’s not going to happen.  On the other hand as anyone who has actually had any martial arts and weapon training can attest, any trainer who is worth a crap teaches you to be proficient with both hands.  Hence, there is no penalty for ‘off hand’.  Keeping track of all of that stuff is just cumbersome.  So – what if the attacker wishes to fight Florentine? Great.  Split your percentage between the weapons.  To keep it simple, I usually like to keep it at an equal percentage.  What if you are better at one of the weapons you are using than the other?  Go with the lowest.  Easy, huh?  So if you’ve got a 90% in sword and 30% with a dagger, I have no problem if you want to go with 30% in both, split up to two attacks at 15% each.  Realistic?  No.  Simple?  Yes. 

Mounted fighting?  Which is better – the ride skill for the mount you are or your weapon?  Go with the lowest.  Better learn to dismount before fighting if you stink at riding.

Easy, quick combat rules.

Multiple parries within the same round:

In real life, the best way to kick the crap out of someone is to gang up on them.  I reflect that in the game with melee (or dodging, see dex).

First incoming attack:  Parry at full chance.

Second incoming attack:  Parry at half chance.

Third incoming attack:  Parry at quarter chance.

Fourth incoming attack:  Ouch!
Favor system

Lets pretend you met up with Pete and his wife Sarah. You get along and you and your wife play bridge with them. Pete is an engineer and Sarah is a 'domestic engineer' (housewife). Nice normal couple. You guys get along well. 

You might pick up one favor with them. 

What could that favor do? Depends on those people. You could 'call in a favor' by asking Sarah unexpectedly to help you clean up your messy house. Pete might be convinced to help you fix some sort of tricky electronic device. Something like that. Favors with normal folks aren't so wonderful in normal use - for adventurers. 

Now, lets say you managed to save Pete and his wife Sarah from a vicious gang of killers. They knew you did the saving and they are extremely grateful. Depending on their generosity you might go up one to ten favors with them. (If you go up one you probably need new friends). One favor is a 'lets be nice' thing - ten is 'Gosh, we are indebted to you for life' thing. I have NPC's treat the PC's differently depending on how many favors they have with that NPC but it is greatly mollified by that NPC. As an example, one PC got 5 favors with his boss just to get his boss to stop overtly torturing him because of that PC's particular race (his boss hates Italians passionately). 

Now, lets go at it from this angle. You've saved Pete and Sarah's lives - you are up to a total of 11 favors (one from regularly playing bridge with them and being the kind of people they like to hang out with and 10 for saving them from vicious killers). 

Lets say you killed someone. Remember that saying "Friends help you move - real friends help you move *bodies*? That sort of thing kicks in here. "Hey Pete - I killed some guy for fun. I need you to help me hide the body." Again, depending on what kind of person Pete is, the GM may charge say 5 or even more favors - might take them all. Maybe even put you into negative. (This is not a hard and fast rule, just a guideline to keep track of 'who loves ya babe?'.) You might drop to one favor with Pete and Sarah and neither incident is spoken of again. 

Now lets say you had 11 favors with your local friendly mafia. And you had a body. They might not even charge one favor - heck, body disposal? "I gots guys for dat. Ferget about it." 

Psychic Powers
These are still in play test.  At some future time, I may eliminate them or increase the POZ cost or only allow one per individual but right now they don’t really seem to have a significant impact on the game.  Hence, I’m just leaving them in there for the PC’s to muck about with.

All psychic abilities start at INTx2% and rolling for them works the same as rolling for any other skill.
How and when do you gain psychic powers?  Do you roll on this table?  What do you roll?  Is it random or do you choose?
Psychic Powers table
1.  Psychic empathy.  AKA Diana Troy.  The psychic can also get empathy from inanimate objects.  This is very limited as it is all about primary emotions.  Note that Empathy skill is much more useful and varied but this is good if the target is a superior actor, if you fail your empathy roll or you could not normally make an empathy roll on the target.


MP cost:  2 per use.


SAN for doing:  0/d3 (30 max)


SAN for witnessing:  0

2.  Psychic Healing (roll d5)

1.  Healing Touch.  Physical damage only, d3 HP healed.    This takes about 30 seconds to pull off.



MP cost:  6 per use.



SAN for doing:  0/d6 (60 max)



SAN for witnessing:  0/d4 (4 max)


2.  Rapid Healing.  This is for physical damage only.  It is always on.  You 

automatically heal 1 HP every day in the morning.



MP cost:  0.



SAN for doing:  0



SAN for witnessing:  0  (it is dismissible)

3.  Wound transference.  This is for physical damage only.  Note that this goes 

straight to your body – magical defenses like flesh ward etc are bypassed.

MP cost:  2 per HP moved from target to you.

SAN for doing:  d6/d10

SAN for witnessing:  d4/d8


4.  Wake up people by touch.  This works on those who are asleep, knocked 

unconscious, etc.



MP cost:  2



SAN for doing:  0/d3



SAN for witnessing:  0


5.  Roll twice on this table.

3.  Mind control.  “These are not the droids you’re looking for.”  This is for one command or suggestion not directly contrary to the target’s nature or beliefs.  GM may fiat at will.  The caster’s MP after spending the cost of the spell vs. targets remaining MP.  The target must be able to understand the person giving the suggestion.  The target may get a bonus to their save for suggestions that are not subtle, GM decision.  If the command is subtle enough and the command is brief enough, the target will go on believing the lie.


MP cost:  6 per command.


SAN for doing:  0/d4 (40 max)


SAN for witnessing:  0  

4.  Psi-boosted strength.  After one round of concentration, the PC may boost their STR bonus up to the next larger die.  This also makes any STR rolls easier by one place.


MP cost:  3 per round (including the first that the PC is concentrating)


SAN for doing:  0/d3 (30 max)


SAN for witnessing:  0

5.  Pyrokinesis.  After one round of concentration, the target takes d6 damage per round.  ‘Called shots’ go at half skill.  This requires full concentration to do and yes, it is obvious you are doing it.


MP cost:  3 per round (including the first that the PC is concentrating)


SAN for doing:  0/d10 (100 max)


SAN for witnessing:  d6 (6 max)

6.  Second Sight:  (Roll d4)

1 = visions of the past

2 = present

3 = future

4 = random visions (GM option)  

You can get SAN loss from the stuff you see.  You can try to get visions from 

items or places.  The GM determines what, if anything, is seen.  Typically, 

strong emotion must be associated with a place/item in order to get a 

reading.  


MP cost:  10


SAN for doing:  0/d3 (30 max)


SAN for witnessing:  0

7.  Telekinesis:  After one round of concentration, the target takes d6 damage per round from stuff flying around at the target.  ‘Called shots’ go at half skill.  This requires full concentration to do and yes, it is obvious you are doing it.  You can also move small objects around, like having a light saber fly into your hand, etc.  Objects can move at 10’ per round if you are moving them around.  The max range to effect things is fifty feet.


MP cost:  4 per round (including the first that the PC is concentrating)


SAN for doing:  0/d8 (80 max)


SAN for witnessing:  d6 (6 max)

8.  Telekinetic force field:  To use this, you must first spend a round putting up the shield.  Subtract one point of damage per MP per damage point you take while your shield is up.  You may choose to take part of the damage and absorb only part with your shield.  Dropping the shield is a free action.  To observers, it only appears that it was close misses, nothing obvious.


MP cost:  1 per point of damage taken.


SAN for doing:  0/d3 (30 max)


SAN for witnessing:  0  

9.  Telepathy:  This is for surface thoughts only.  Target gets an Occult or Mythos roll (or both if the target has both) to sense someone is probing around.  If the target gets a critical on the skill, they also know who is trying to read their mind.  Either way, if the target knows someone is trying to read their mind, the telepath only gets part of their thoughts before the connection is severed.  Target gets a MP vs MP struggle.  This normally doesn’t work on non-humans (GM option).  If a PC does this on another PC, they have the option of briefly pausing the game to swap cards.  Both PC’s need not have this skill in order to do this.


MP cost:  6


SAN for doing:  0/d3 (30 max)


SAN for witnessing:  0

10.  Skill boost.  Any skill the PC has 10% or better in, they may concentrate for a round to gain a +20% bonus for one round on their skill.  Obviously, this would not help with skills that require multiple rounds nor that can’t be concentrated on prior to doing (like driving). 


MP cost:  6


SAN for doing:  0/d3 (30 max)


SAN for witnessing:  0

11.  Disbeliever:  Note:  If you already have any psychic power and get this result, reroll.  No psychic powers work on or around the person.  Period.  The person may have NO psychic powers at all.  Ever.  Period.  If you already have psychic powers and rolled this result, reroll.  This is an ‘always up’ thing – no skill required at all.  Note, the character doesn’t believe in psychic abilities.  Period.  If the GM wishes, this can also apply to magic (boon or bane – doesn’t matter).  Assuming the player has never learned a spell, most spells don’t effect the player.  If no resistance roll is called for, the spell automatically doesn’t affect the players.  If a resistance roll of some sort is called for, the disbeliever has a whopping +50% against having it affect them.  Also, anyone casting spells within 100’ of the disbeliever has a 25% penalty to do so.  Any time a magic item is touched by a disbeliever, it is destroyed unless the GM wishes it not to be.  These extra parts of the disbeliever (above and beyond the psychic power part) should be carefully pondered by the GM as they can be very powerful and perhaps even anti-social to the party.


MP cost:  0


SAN for doing:  0


SAN for witnessing:  0

12.  Hunch:  The character gains insight into the current situation, allowing for a yes/no question.  The question must be about the present condition of objects, people or events.  Information gained is only about the current location, status or nature of an object or event.  A good question for example would be “is there a corpse in Susan’s car”?  An incorrect question is “Does Phil want to kill me?”


MP cost:  5


SAN for doing:  0/d3 (30 max)


SAN for witnessing:  0

13.  Negation:  This is a passive power and need not be concentrated on.  It takes no actions at all – it is a completely passive ability.  If someone attempts to psychically attack/influence the character, the character attempts their ability (roll for it) to see if they completely negate it.  In other words if the psychic negating it makes his roll, no further rolls are required nor resistance rolls made.  This skill builds normally like other psychic abilities.  This is a smart ability – the PC can choose whether it goes off or not.  The GM does not give the PC full information in advance of the PC choosing whether to exercise this ability.


MP cost:  3


SAN for doing:  0


SAN for witnessing:  0

14.  Forgettable:  This must be declared before the event but the roll is not made until after the event.  If the character succeeds, the witnesses will only have a vague idea of what the character looked like.  Note that the character may still be shot/apprehended/questioned while the event is going on but if the character ‘gets away’ (ie breaks line of sight) then the witnesses will forget what they looked like.  The ‘event’ may only be an hour long.  This does not work on people who already know you by face.  The person will remember the conversation, name you gave (if any), etc- they just can’t clearly remember your face.  Note that this does not defeat security cameras, physical evidence you carelessly left at the scene, etc.  You just can’t be identified in a police line up.


MP cost:  10


SAN for doing:  0/d3 (30 max)


SAN for witnessing:  0

15.  Long term skill boost.  Any skill the PC has 10% or better in, they may concentrate for a round to gain a +10%  bonus for skills that take more than one round. This does not work for skills that only take one round.


MP cost:  6


SAN for doing:  0/d3 (30 max)


SAN for witnessing:  0

16.  Sensitive:  The player can tell if someone/something is psychic or magical.  They can also tell if someone is a ‘disbeliever’ (see above). This doesn’t tell you what abilities or magic powers they have – just if it is.


MP cost:  3


SAN for doing:  0/d3 (30 max)


SAN for witnessing:  0


1.  Sight – target must be within 100’.


2.  Touch – target must touch the target.

17.  Necromancy (roll d8).  This has a lot of variable power on the game.  The GM is free to force a reroll if it doesn’t fit with their current campaign.  The GM can either choose on the table below or have the character roll:


1.  I see dead people… (The player sees ghosts like in the movie the ‘Sixth Sense’ or the TV show ‘The Ghost Whisperer’.)


2.  The psychic can only see dead people with aid – reflections, séances, using special glasses, etc.


3.  The psychic can hear the dead.


4.  The psychic can hear the dead only with aid – through the static in radios, in the whisper of wind, alone in a cave, etc.


5.  The psychic can detect the location of dead bodies, within a mile.


6.  The psychic can detect what killed a person if they are near (20’) the body.


7.  Roll once on this table.


8.  Roll d3+1 and roll that many times on this table.


MP cost:  6 (duration depends on what it is doing but it is typically ‘the scene’.  Very variable – GM call)


SAN for doing:  d4/d6 (60 max)

SAN for witnessing:  Normally 0 unless the person ‘proves’ it – then it is d6 (6 max).


Actually seeing the ghost (or getting crept out by it) 1/d8 (16 max)

18.  Adrenalin boost.  You get a haste (i.e. one extra full action).  This is an ‘instant cast’.


MP cost:  10


SAN for doing:  d4/d8 (80 max)


SAN for witnessing: d6

19.  (1-3)  Mimic, (4-6)  Borrower


MP cost:  2+power, extra two for borrower to steal (see text)


SAN for doing:  See specific power used, no extra for Mimic/Borrowing


SAN for witnessing:  As above


Mimic:  You can do someone else’s psychic power you come into contact with for up to one hour after being within 20’ of them.  You must have seen them do the power at least once.  The MP cost is 2+the listed amount.  Keep track of all of your SAN losses separately for each power.  When you mimic someone’s power, your skill in using that power starts at INT x2 and may build each time used.  Note that your percentage is for the specific power not for the individual mimicked.   Should you later pick up the psychic power you have mimicked in the past, your skill starts at whatever your current skill in that power is.


Borrower:  You spend 2 MP and must touch the psychic whose power you wish to borrow.  There is a MP vs. MP struggle.  If the borrower wins, you may do the one specified power for an hour, the psychic may not utilize his power for an hour.  If the psychic who is having his power borrowed is willing to lend you the specific power you are attempting to borrow, the borrower gets a +25% to his MP vs. MP roll.  In other aspects (IE once you have successfully borrowed the power) this power is identical to Mimic-er (above).

20.  Reroll and gain one additional power.

Each unsuccessful try of a psychic power costs 1 MP.

Use would be a better word than try.

Spells

(aka the quick and dirty path to power)

The major changes:

Any unsuccessful attempt to cast a spell always costs 1MP or more (some even drain permanent Essence).

Spells are learned from books at anywhere from INTx1 to INTx5, depending on the book and are used exactly as skills are.  Each spell is its own skill.
What is the starting level of each spell and how is it decided?

Reading books takes about an hour or two game time.  Although it is realistic to have it take 47 weeks to thoroughly study and absorb the arcane things within the book I found that didn’t flow with the kind of campaign and pacing I wanted.  So, an hour or two.

Getting a critical result on a spell doesn’t have any special effect at all.

Fumbling on a spell causes you to draw from the dreaded ‘Fumble Deck’.  Yes, a badly miscast spell can cause your head to explode.

Although it is realistic to have the same books give out the same spells, I found it dull.  Couple that with the fact that the authors continue to reuse the same books over and over and you have an extremely limited spell selection.  I didn’t like that so I made ‘spell cards’.  These contain all of the information the player learning the spell would know (name of the spell, casting time, material components, secondary skills used, etc) but not necessarily the effect of the spell.  This they get to ‘cast it and see what happens’.  All of these spells were written onto 3x5 cards.  When a book is found (if the GM decides it contains any spells) the player draws one to twenty cards depending on the book.  Few books have more than a half dozen spells!  Most books containing spells may have only one or two spells.

Secondary skills:  Many spells have a secondary skill which must be rolled in addition to the spell skill itself.  Failing the secondary skill causes the spell to fail just as fumbling it causes the spell to fumble.  Secondary skills include things like instruments which must be played during the casting, voodoo skill, occult skill, singing, etc.  Not all spells have secondary skills but many do.

All beneficial spell effects go away when you sleep.  (This is to prevent someone from casting a beneficial spell on themselves, going to sleep and regaining all of their MP while keeping the spell up.

Sanity loss is taken when you cast a spell.  There is no roll (normally) to see if you don’t lose sanity – magic is the quick and dirty road to power, hence you go nuts.  The most sanity a character can lose from a spell is the maximum lost per casting times ten.  In other words, if you enjoy (and have the MP) to cast ‘death spell’ which has a sanity loss of 3d10, you will cease to lose sanity to that spell after losing 300.  Not likely, but it could happen.  Spells which do not have a fixed amount of sanity loss per spell cast (example: shrivelling) do not have a sanity loss which makes you immune to the effects.  Sanity losses do not bother people who have zero sanity.  Sadly, those people are all NPC’s.  

Concentration spells are interrupted and stop if you are injured or try to do a ‘full action’.
Binding Spells:

It costs 3MP to attempt to bind something.  The MP vs MP struggle is determined after those MP have been spent.  This rule alone has pretty much stomped out the ‘casual monster summoning’.

Bind spells are not necessarily given with the summon spell.  This is mainly done for GM amusement.

SPECIFIC SPELL CHANGES (spells changed from the CoC rulebook)

(Secondary skill has been abbreviated as SS; casting time is CT.  If it says ‘crossed off’ that means I don’t use that spell and have put a big ‘X’ through it in my rule book.  DOT = damage over time, in other words each round the recipient takes damage.  You can’t cast spells if you are bound, etc.)

Alter Weather:  SS: singing or chanting.

Augur:  SS:  occult

Bat form:  To use this, you get to build up flying (bat form) skill.  Oh, the pain.

Bind (all, various), san 1 per.  3mp to try, 1 rnd ct.

Bind enemy:  SS: craft 

Bind Loup:  crossed off

Black binding: SS: voodoo

Bless blade:  CT:  hour

Body Warping of G:  Must be recast to revert to your original form, this spell changes your finger prints.  To regain limbs using this spell, one additional ESS must be sacrificed.  Failure casting indicates all ESS toward spell lost forever.  If caster has cyberware they are attempting to keep during shifting form, additional ESS may be required.

Bring Pestilence:  Can be cured by dreaming roll at half and CON in MP.

Call/Dismiss:  All MP you put toward the spell lost if spell fails.

Call/Dismiss skinless one:  crossed off

Candle Communication:  SS: occult.

Cause blindness:  Target’s visual skills at -50, min of 5%.

Chime of T:  Every 20% chance of working costs 1 ESS, hence 99% (00 still fumbles) is 5 ESS.  Max range absorb/shoot back 200’, must be clear line of sight, caster knows what happened as spell is stolen from his throat.  Additional san losses:  eyes explode: 1/d4, if double targets HP is done, his head explodes messily 1/d8.

Cloak of F:  Flesh ward doesn’t help caster vs. detrimental effects of this spell.  Only non-magic weapons do minimum.

Cloud Memory:  6MP to cast, MP vs MP test, d6 SAN loss.  One round per three words.

[New spell]  Consecrate temple to X:  2 ESS, makes ground sacred to whatever weird god you started worshiping.

Clutch of N:  Seeing clutch finished san loss for witnessing (inc caster) 1/d6.  Clutch works on standard vampires but not other undead.

Command Ghost:  1MP per question, must lip read ghosts as they can’t utter noise.

Consume likeness:  SS: cooking.  Additional san loss for cannibalism.  

Contact diety/skinless one: crossed off

Control skin: crossed off

Create bad-corpse dust:  SS: voodoo

Create gate:  CT min of 3 minutes.  SS: Drawing.  Time gate = double ESS cost.

Create scrying window:  CT: hour.

Create self ward:  No protection from magic or magic hit weapons.

Curse of C. F.:  SS: dreaming.

Curse of the putrid husk: crossed out.

Dampen light: SS: flute, -50% site based actions, low lite devices (modern) counter this.

Death spell: range 100’.

Detransference: crossed out.

Dominate: 30’ range, 6MP cast, d6 san.

Dread curse:  ESS loss permanent.

Dream vision:  SS: dreaming

Dust of S:  SS: chemistry

Eibon’s wheel of mist: SS: Bronze crafting or metal working.

Elder sign:  1 min to enchant.

Enchant cane:  SS: channeling (and must be rolled to get the MP back out).  All ESS lost if fail to cast when making initially.  MP (ess drain) may only come from humans.  More san loss.  1 SAN per ESS drained.  Humans must have soul.

Enchant candle:  SS voodoo and candle making.

Enchant doll: SS: voodoo and doll making or cloth crafting.

Enchant flesh:  crossed out.

Enchant gate boxes:  SS: carpentry or wood working, all ESS lost if mess up when creating.  Costs 6 ESS.

Enchant gris-gris:  1 permanent ESS per +5%, max of +20%; 3 MP per use.

Enchant knife:  CT day, also, it hits magic only.

Enchant pipes:  SS flute.

Enchant sac dagger: CT hour, SS occult.

Enthrall victim:  SS Fast talk.

Evil eye: SS Occult, no resistance roll hence can’t poz.

Extend:  crossed out.

Eye of light and D: CT 1 hr.

Eyes of the Zombie: SS chemistry.

Find gate: SS spot hidden.

Fist of Yog:  Instead of d6 san per cast, d10.  This spell can be dodged, delegated MP leave whether spell works or not.  3MP per d6.

Flesh ward:  d6 san loss, all MP invested goes away if spell fails.  2MP/d6 protection.

Graft flesh:  crossed out.

Grasp of C:  concentration required.

[New spell?  Think I got it from a book – I claim no credit at all.]  Hex:  15MP, ESS vs ESS, 1 rnd CT, causes the next luck roll to be fumbled.  SS: occult and witchcraft.  If group luck roll to be made recipient of hex gets to make it.  Can’t be resisted.

Hands of C:  CT 2 rnds, CON x1 to get rid of DOT.  Target takes 3hp/rnd total HP = total MP put into spell.  Can’t envenom multiple times.

Healing: May ‘pre-heal’.

Highlander:  5 ESS if melee weapon; if firearm, ½ skill to keep bullets when it is in extra dimensional pocket.  Item considered ‘toughened’ but not ‘indestructible’.  (Note:  Works just like in the TV series.)
I haven’t seen the TV series, what does this spell do?

Levitate:  200’ range, full concentration, seeing 0/d4 .

Melt flesh: crossed off

Mental suggestion: SS occult, you don’t actually have to speak to target.

Mesmerize:  SS occult.

Mind blast:  SS Cthulhu mythos.

Mind exchange:  san for staying 2d20.

Mind transfer:  Any consumed bodies are gone, san 4d6, also costs 2 ESS.

Mirror of TA:  CT 2 min.

Parting sands:  SS Egyptian religion or religion at half due to invoking Egyptian gods with prayers.

Pipes of madness:  SS play flute

Pose mundane mask:  SS disguise

Powder of IG:  CT hr + however long it takes to dry the plants.  Ingredients: dust of tomb where body has lain for 200+ years, amaranth (weed/herb pretty world wide), ivy leaf, salt).

Power drain:  You cannot suck MP if you are not down MP.

Power of N:  Crossed off.

Reach:  SS: touch.

Red sign of SM:  Unless you have magic only equiv of flesh ward, no armor helps vs, this definitely draws ‘aggro’.

Resurrection:  Any highlandered, linked, spirit linked stuff gone.  Any stuff attuned to must be re-attuned to.  If the target had projected himself into the DL prior to death, may try ESSx2 for each piece of gear to see if can cleverly bypass this.  -1 ESS permanently from caster, first resurrection target gets perm minus d4+1 con and -2 ESS.  Each additional raise is -1 ESS from all stats.  

Seal of Isis:  duration, year and a day.

Sending of the dead:  CT hours.  Replace result 8 with minus d6+1 CON permanently.

Sense life:  SS spot hidden.

Shining T:  crossed off

Shrivelling: (why oh why did they misspell this?)  No max SAN loss.

Sirens song: SS sing

Song of H:  SS sing

Spectral razor:  100’ range.  SS knife.

Stop heart: 100’ rng, need something from target, may only have one prepped at a time, must be for specific target.

Transfer body part: crossed out

Transfer organ: crossed out

Unmask Demon: SS Art, CT: 6 rnds.

Vanish:  8 ESS since it is basically a gate home and avoid bad stuff spell.  Takes one round to cast and takes effect on the next round on the characters turn.  SS: wood crafting/carpenter, 3 days to enchant the box.

View gate:  SS spot hidden, CT: 2 rnds.

Wandering soul:  CT hour, SS: meditation, the whole next day is spent at one MP.

Warding the Eye: SS: occult.

Wave of Oblivion:  CT 5 min.

Wrack: San d6, CT 1 rnd.

Voodoo spells (all):  SS: Voodoo.

Card Deck
Why cards?

These add quite an exciting element into play.  Players enjoy cards.  It allows and encourages team work and cooperation within the party as PC’s can trade cards when their characters are able to communicate.  It is easy to pick up the basics of card play but you can really tell a player who has mastered it.  I like cards as a GM because if the player does something good, clever, etc normally they don’t get rewarded aside from the glow they may (or may not) feel at the end of the module.  Being that I am an American, I like ‘instant gratification’.  It is nice to be able to tell a player ‘take a card’.  It is positive reinforcement for good behavior.  If  the player is told to ‘refill their hand’ that means they have done something very clever indeed.  Conversely, cards can be used to attempt to remove poor game habits such as talking across the table or ‘metagaming’.  

How many cards do players get?
1 player gets eight cards 
2 players each gets only six cards 
3 to 6 players each gets only four cards 
7 to 9 players each gets only three cards 
10 players up (if the GM's head hasn't exploded) each gets only two cards.

[Warning – this is a little weird till you’ve seen it done once or twice]

Here we go.  When you are NOT in combat, you can use any card you want at any time you want, provided the card allows it (PWYW = play when ever you want; PBR = play before rolling, etc.)

During combat, things change.  During the first round of combat, ALL of the cards are in the persons ‘hand’.  No card is usable/tradable from the person’s ‘hand’.  

At the end of each round, the player may ‘pool’ a card.  It is now usable and tradable.  (Exception:  Leadership card – you can take any two of your cards and put them into someone elses pool – 2 in one persons pool or one in one person one in another, whatever – then refill your own hand.  This is something I’d put under advanced card tactics.  Most people merely use the leadership as a funny looking ‘refill’.)

At the end of every round you MUST pool a card.  The most cards you can have in your pool and hand are equal to the number of cards you get normally.  Example:  3 or more players, you normally get 4 cards.  Hence, you can have up to four cards in your hand and four cards in your pool.  

Simple example – the X’s will be cards:

Round 1:

Hand:  X X X X

Pool:

Round 2:

Hand: X X X

Pool:  X

Round 3:

Hand:  X X

Pool:  X X

Ok- simple enough.  Now here is where it gets a little stranger.  Lets say it is round three and you earn a new card for an approved action.  That goes in your hand.  (N = new)

Round 3:

Hand:  X  X  N

Pool:  X  X

Now, it gets a bit stranger.  Lets say that you’ve been in combat for awhile but have managed to keep earning new cards and your hand looks like this:

Round 10:

Hand:  N  N  N  N

Pool:  X  X  X  X

At the end of round 10, you MUST (no choice) pool a card.  In this example, the person cannot have five cards in his pool, hence he must discard one.  

Round 11:




Round 11:

Hand:   N  N  N



Hand:  N  N N

Pool:  X  X  X  N 

OR

Pool:  X  X  X  X

(the player could have either discarded one of the X cards or one of the N cards – up to them).

The player can discard cards as he earns them.  For example, lets say that he is in combat and it looks like the round 10 example above and the player does the preferred action earning the “+20 fly zeppelin”.  Unless he has a zeppelin around, chances are this card won’t do him a whole lot of good – he can discard the fly zeppelin card immediately so that he doesn’t have to get rid of something good.

Now, if there is only one player, their hand could conceivably look like this during combat:

Round ?:

Hand:  X  X  X  X  X  X  X  X  

Pool:  X  X  X  X  X  X  X  X  

In this way, the game mechanics themselves allow for the situations where you have 1 or 2 players as opposed to three or more.

Does the GM have a hand of cards, or do they just draw one from the deck each round for the special thing that could happen?
 

I like to have my own portion of the card stack.  Every round, something special happens.  The villains could get to go first during a standard combat.  Chances are great that there is an approved action, etc.

How to make your own Card Deck

What you will need:

600 (or more for later) 3”x5” (or your countries equivalent) cards

2 ballpoint pens that won’t ‘bleed through’ the cards.

5 hours

You can make your own card deck.  Some day, I may get access to a scanner, scan in and put up the cards I use on line.  Until then, you can make your own.  First, go out and buy about 600 3”x5” (or whatever they have in your country) note cards.  They are cheap.  Then, make a deck.  For example, consulting the notes below, there are suppose to be 12 supporter +5% cards.  Write ‘Supporter +5%’ on twelve cards and set them aside.  Write ‘Supporter +10%’ on six other cards and set them aside.  These should be written on the ends of the cards (in other words, they will look like playing cards when you are done.  Think ‘portrait’ instead of ‘landscape’ when you write these.  Leave at least an inch (maybe two) at the bottom for the GM information.  If you leave space in the middle, you will also have room to put pictures on your cards if you desire.   

Cards (List current as of 07/08/07) 

(Number there are/number there are suppose to be) 

Supporter +5% (11/12) 
Supporter +10% (6/6) 
Play before the roll is made. 

Skill +5% (41/40) 
Skill +10% (15/15) 
Skill +15% (8/8) 
Play before the roll is made. 

Opponent Fails (20/20) 
Reroll (20/20) 

NADA (26/18) 
Nada’s don’t do anything. 

Insta-POZ (4) 
Gain a POZ instantly. 

Clogging greed (8/8) 
Keep till the end of adventure to turn in for another POZ for yourself. 

Victory (4/4) 
Keep till the end of adventure for a POZ for everyone. 

Victory – prestige only (4/4) 
As above but for modules designated as a ‘prestige’ module. Prestige modules are ones that are harder than normal ones. 

Seize initiative (10/10) 
Play at the beginning of the round to either flip to the next combat card or keep the same combat card. 

Leadership (6/6) 
Play two cards into someone else’s hand pool (or hand if there are is no combat going on). 

Favor (4/4) 
Gain +1 favor with someone. 

Rally (8/8) 
Everyone gets to refill their hand. 

Limited Master Plan (8/8) 
Pick up the card on top of the discard pile but it may not be a POZ giving card. 

Master Plan (4/4) 
Pick up the card on top of the discard pile. 

Master Plan – prestige only (4/4) 
Pick up the card on top of the discard pile, only for ‘prestige’ modules. 

Alertness (3/3) 
Notice something previously missed. 

Move +20’ (4/4) 
Inspired (4/4) 
Lose all ‘shock’ damage. 

Suporter reroll (3/3) 

Failure is sweet (3/3) 
Automatically fail a roll – useful for skill ups and stat ups. 

Haste (5/5) 
Take an extra action right now. 

Idea (3/3) 
GM gives a clue to the PC’s. -1 POZ for the adventure for using this. 

Helpful Librarian (5/5) 
Turn a failed library use roll into a success. 

Clarity (3/3) 
Spend a round to regain all of your MP. 

Happy Holidays (4/4) 
+1 POZ, only useful for the month around Christmas – this is because I wanted to reward players who played rather than ‘busy with family stuff’. 

Party Escape (2/2) 
The party gets away. The GM may choose to make that the end of the unsuccessful adventure. 

Supporter +d4, +d6, +d8, +d10 (1/1) 
Play before damage is rolled to give your buddy more damage on his roll. 

+d4, +d6, +d8, +d10 damage (2/2) 
Play before damage is rolled and get extra damage. 
Escape (2/2) 
You get away. The GM may choose to make that the end of the unsuccessful adventure. 

One shot +20% skill cards: 
Accounting, acrobatics, acting, anthropology, appraisal, archeology, art, bargain, biology, bureaucracy, business, climbing, computers, contortions, cooking, counter surveillance, crafting, cryptography, dancing, danger sense, disguise, dreaming, dream lore, drive car, dodge, dog sledding, etiquette, fast talk, fast draw, first aid x2, flame thrower, futuristic skills (i.e. post WW2), golf, grapple, gun-smith, hand guns, heavy ordinance, history, intimidate, jump x2, law, library use, locksmith, mechanical repair, medicine, medieval weapons, memory, missile weapons, motorcycle, natural weapons, navigate, occult, operate heavy machinery, pharmacy, pilot, pilot zeppelin, prestidigitation/pick pockets, psychic abilities, psychology, psychoanalysis, rotary aircraft, religion, riding, rifle, rocket launcher, science, seduction, siege engines, singing, smell, spell casting, stealth, surveillance, swimming, taste, trapping, touch, voodoo lore, wine lore, write in skill. 


Inauspicious omen – discard all of your cards immediately, no trading. Draw one card in compensation. (PI) 

Pulp fiction fighter – character is immune to stun damage, taking only real damage (if any) and knock back. Duration is for the combat or to the next lull. (Play before taking damage) 

A plethora of penguins – replenish your food stores. (PWYW) 

Fit as a fiddle – check in constitution (PWYW) 

Socialized medicine – everyone who has cards heal 2 HP immediately. (PWYW) 

Rags to riches – everyone discards all nada cards and draws a like number of cards from the deck. (PI) 

Special Day – as long as this card is in your possession, any date cards (birthday, holidays, etc) are automatically the right date. This card is discarded when used. 

Left for dead – this is a combination ‘escape’ and ‘opponent fails’ card but the character is left maimed. The character turns up in a condition and a place determined by the GM. Roll d8: 1: eye gouged out, reduce find to half, 2: ear missing, reduce listen to half, 3: foot missing – 40% from the skills, 4: leg missing minus 60% from the skills, 5: hand missing subtract 40% from the skills 6: arm missing subtract 60% from the skills. 7: scar under normal clothing 8: big visible scar. Play after you take a bunch of damage and are desperate. 

More loot – double monetary loot (EOA) 

Hive mind: The game pauses, all PC’s can trade cards. When the PC’s choose to resume the game, the effects of this card end. NPC’s who have card play enabled via the ‘have an NPC draw four cards may be affected with this card. (PWYW) 

Anti-greed: all greed cards are discarded immediately (i.e. get rid of them) (PI) x2 

Hole Card: When this card is ‘in play’ it may not be lost or discarded unless the player wishes it. Once a card is placed under the ‘hole card’ that card is protected until it is used at which time the hole card is also discarded. The hole card may not be changed once set. (PWYW) 

Reduce/minimal – after hearing the damage, play this to reduce all dice to ones. For example, if you are taking 3d6+5, you take 8 damage total. Play before taking damage. 

Sole survivor – everyone but you discards all of their cards immediately, no trading. (PI) x2 

Booby prize – anyone who has no cards draws one card (PWYW) 

Orb of knowledge – play this the next time you’re asked to draw a card. Instead of drawing one, draw three and discard the two you don’t want. 

I’ve got it here somewhere – the item must be something you can pull out of a trenchcoat. It must be a singular item, not a set of items. The GM may allow or disallow items as he sees fit. This card is void in Canada as they don’t litter there. (PWYW) 

The gods despise you – immediately discard all of your cards, no trading (PI) 

Discard one piece of gear immediately – must be a good piece of gear, GM option. Note: this should be an actual useful piece of gear. If you can’t pick one the GM will. GM will also negate any choice of the PC’s he sees as stupid or something just chosen to get around this card (PI) 

Do you feel lucky? - double crit range. If you can’t figure out the correct crit range without help this card is void. (PBR) 

Forced trade – discard this card, give any card you want to give to another person with cards and take one of their cards. Ignore their protests. Lean forward and announce ‘ha’ loudly to them. (PWYW) 

Fancy flying – when engaging in aerial combat, this allows the player to get in tight behind their target. Hopefully, they have a nice mounted gun to use. (Play at the beginning of your round). 

The family card – ignore this card if anything bad has happened to your family within the last game year. Each family member you have within your immediate family (i.e. wife, kids) you gain d6 SAN. (PI) 

fu** your couch! No trading, everyone immediately discards two cards. (PI) 

Big Jim Slade – play this instead of rolling for a STR check and it is as though you rolled an ‘01’. Additionally, you get a check in STR! (Play before rolling) 

Nobody is useless – your weapons are able to hit creatures that magic only weapons are required for this entire combat. (PBR) 

Down to the wire – everyone immediately (no trading) discards all cards but one (PI) 

Reach out and touch someone! X3 range. (Play before shooting) 

Person to your left – must discard all of their cards. If you are playing solo, just discard this card and look smug. (PI) 

Numbers to letters – everyone must immediately discard all cards that add a +#% to a skill. Everyone may then draw one new card per card they discarded from this. (PI) 

Alex Kinley card – throw something unwieldy (i.e. the GM has penalized your throw skill) at only half the penalty the GM has assigned. Note: This is only applied to the penalty for throwing something awkward. For heavy things or too much range, you need different cards. Play before rolling. 

More sanity for me! If played when SAN awards are given at the end of the module, +d4 SAN. 

Seven – congratulations, you have just rolled a 7 on 2d6 for your statistics check. Play before rolling. 

Yin/Yang – no trading, everyone discards all of their cards and refills their hand. (PI) 

It keeps going and going and going and – for a spell which may be maintained or have a duration beyond one round, this allows for the spell to continute for d6 rounds extra at no additional MP cost past when the spell should end. Play when the spell is successfully cast. 

Do it again – this card is the only way to have a chance of multiple stat up. Must be held till the end of the adventure. Immediately after attempting a stat up, if the PC has a card for a check in the stat, they may play this card then that to make another check to see if that stat increases. Play at the end of adventure. 

Magical immunity – invulnerable to magic for the entire round if played at the beginning of the round. 

Critical – play this before rolling. It’s a crit. This commemorates Alex Kinley’s second trip to Japan to build a Shinto temple. 

Setback – the players are setback somehow, up to the GM how. (PI) 

Murder in the dark! Ignore any negative modifiers given for lighting for the next hour. Note: if the GM has not stated any penalties due to lighting then this card doesn’t help. Note: if you can show a valid out of game British passport the effect lasts double the time. (PBR) 

Rapid card cycler – draw ten cards. Keep the one you like. Discard the rest. (PWYW). 

Gun Fu – In addition to normal action, the character may dodge all incoming attacks at full skill this round. Play at the beginning of the combat round. 

World of pain – everyone immediately discards all of their cards and does not refill their hand. (PI) 

Drinking beer with your feet - +20% to drinking beer with your feet. (PBR) 

Bouncer – with a successful grapple attack, the player can grab the opponent and throw him 10’ plus or minus one foot per point of STR vs. target’s size. Target suffers an automatic knockdown if thrown one foot or more. (note: victim takes d6 stun per 10’ called. The Big Jim Slade card with this card count your STR as 30 for purposes of this throw. (PWYW) 

I just don’t get it – automatically fail your idea roll after five or more SAN is lost. All of the usual effects of lost SAN are still experienced but no temporary insanity is experienced. Play when GM tells you that you go nuts. 

Bag of lye and a shovel – make any one body disappear. (PWYW) 

Group insta-poz – everyone in the group gains a POZ. This card may NOT be ‘master planned’. (PWYW) 

Gun maintenance – on your best gun (most used, most expensive) someone must roll ‘gun-smith’ to upkeep it. For flechette guns, also roll ‘electronic repair’ and ‘computer repair’. (PI) 

The gods despise you – discard all of your cards. Do not refill your hand. Sulk. (PI) 

Random diet fad – roll d6, 1-3 -1 SIZ, 4-6 +1 SIZ. No cards or POZ to influence this roll. (PWYW) 

Lock it in – this card doesn’t carry over to different play days. Play this card and all ‘victory’ cards; the POZ award is still at the end of the adventure. You can hold on to this as long as you want but if you get a card that makes you discard it, too bad. This card allows the players to clear their hands of victories but still gain the benefit so long as the adventure ends before the session. (PWYW) 

Disappearing book – one book owned by you goes away. The book must have been owned over one week. The player must turn into the GM the book handout as well. (PI) 

Conrad Eckley – has decided to change things a bit. Everyone pass all of your cards to the person to your left. (PI) Pooled stays pooled etc. NPC’s ignore this. 

What’s behind door #2 – draw the top ten cards. Play all ‘play immediatelys’ (consult GM for the order) (PI) 

I pull a dr. fulton! +3 HP to any successful first aid or medicine roll for the target. (play before rolling a successful first aid roll). 

Spark of Divinity – choose one statistic. Fail that STAT x5% to gain a permanent +1 to that stat. Declare before rolling. (PWYW) 

Trusting soul – all players who have no firearms on them nor have a damage bonus may draw a card (PI) 

Time Waster – the player of this card gives up one of their rounds to waste the round of one NPC. The NPC is effectively distracted, out maneuvered, confused, etc and may not act this round. (Play at the beginning of the round). 

Triple spell range – x3 spell range. Play before casting the spell. 

True north – turn a failed ‘navigate’ roll into a success. Play after failing a navigation roll. 

Instant disguise – character may assume any general guise. You can not copy any specific people. Must be humanoid. This disguise requires a critical ‘spot hidden’ roll to pierce. Good for one day maximum or until removed, whichever comes first. (PWYW) 

Residual self image – erase all dreamlands statistics and special abilities of the form. Copy your stats from the waking world to the DL stats. This gets rid of curses but take negative one favor with whatever god/being put the curse on you. Dreamers are so annoying. If dreamlands are not used, discard and redraw. (PWYW) 

Magi item goes bye-bye – one of the PC’s magic items disappears. The only exempt ones are the ones the PC’s have invested permanent ESS into. The magic item to disappear goes in this order: PC who drew this card, all PC’s, PC’s stash. Consult the GM if there is confusion. (PI) 

Unjam gun – given one round, this unjams any one gun. Play whenever you want. 

Multi-tasking – this round, do any three skills at half chance. (PBR) 

Brooding enemy – if you have a negative favor with any NPC, decrease your level by one with that NPC (a negative one goes to a negative two, etc). If you have multiple negative contracts, choose one. If the enemy is under negative ten, ask the GM to have him attack you when convient. 

Dual wield – both weapons are at full skill/percent this round with no penalty for wielding two weapons at the same time. (PBR) 

Whip-crack intimidate – after succeeding in an intimidation roll to cause all onlookers to lose an additional 1/d4 SAN. You are a scary dude. Play after rolling a successful intimidation. 

Killing is wrong – if you have any points toward ‘cold blooded killing’, discard all cards immediately. If you have no points toward cold blooded killing, refill your hand. (PI) 

A full clip is a happy clip – pick any one of the clips on you, including the one in your gun, to become full. (PWYW) 

Scry – take the top ten cards, look at them. Put them back in any order you wish. (PWYW) 

Fancy moves – immediately upon completing a successful martial arts roll, you may immediately take another full action. 

Easy cyber install – play this card when you have cyberware installed (can’t be played early) for d6 less SAN loss. If cyberware is not being used in the campaign, discard and redraw. 

Camaraderie – if played at the end of the mission, +d4 SAN for the entire party. 

Fancy footwork – if a successful martial arts attack is made, +1 action this round. 

Oh oh! Five POZ are added to an NPC of the GM’s choice. (PI) 

POZ rate an NPC – NPC must be well known, involved in at least two adventures and GM approval must be given. NPC starts at 5 POZ. (PWYW) 

Bad Mojo – all players drop to 2 MP. (PI) 

Lucky day – turn a failed luck roll into a success. Yes, you get a check in APP. (Play after failing a luck roll) 

I am the night – normally, each level of separation of the age brackets of a level gives a 10% cumulative chance of gaining a vampiric power when killing an older vampire through draining. This card doubles that chance. If nobody in the group is a vampire, discard and redraw. (PWYW) 

Super sprint/waddle – move 30’ with a failed running roll, 90’ with a successful one. (PBR) 

Feeling paranoid? If you have -10 favors with any NPC one of them (GM choice) does something bad to you. Ask the GM to fit it in when he has the time. 

Slip – Up – “Oh, I shouldn’t have said that…I should not have said that…- Haggrid. Causes the NPC to say something they will probably regret. (PWYW) 

Armor piercer 1 – ignore up to five points of armor with this strike. Play before rolling damage. 

The Blues Brothers – completely nullifies any explosion damage. The entire block could literally be brought down and the character can get up and dust himself off. This may be played after the explosion damage has been called. Note: if the character is attempting to ‘kamikazi’ with a bomb, screw you, take full damage. Play immediately after getting blown up. 

I know too much – automatically critical success in one cthulhu mythos roll but pick up one point in your cthulhu mythos skill for doing so. Play instead of rolling. 

Bablefish – if you make your language roll (just one language) you have succeeded for the adventure, even if you are not fluent. (PBR) 

Fancy footwork – immediately upon completing a successful acrobatics maneuver, you may immediately take another full action. X2 

Peasant disguise kit – produces one ‘peasant disguise’. This is clothing for a medieval peasant – make up, false nose and back hump included. This disguise lasts for one scene. (PWYW) 

Vehicle Chase advantage – driver of the vehicle may describe a neat maneuver they wish to do and attempt to roll at full skill. Anyone chasing must roll at half skill. (PBR) 

Slick card play – replace this card in the discard pile for one you like better. (PWYW) 

The man has unexpected connections – the man who knew too little. You are ‘acclimitized’ in any one city of your choice. Streetwise (etc) rolls are no longer at half in acclimatized cities. Record these cities on your sheet. (PWYW) 

Obscure knowledge +1% - permanent to any skill (PWYW) 

Outdoors person – Permanent +10% to your choice of one of the following – parachuting, skiing, a specific type of survival or trap building. No skill can be increased past 60% 

Snap out of it! +2 SAN self or other. Also, if the person has gone temporarily insane, this ends their episode. 

Master piece – this bumps up the outcome of a critical success by one additional level. Play immediately when a critical crafting roll is made. Fro best result, have over 100% skill, make a critical then play. 

Inadmissible evidence/good lawyers – spend one month, three POZ and $100,000 to end one open criminal case against you. Gets rid of those annoying police. Who says justice doesn’t work. Note, $10,000 in 1920’s campaign. Play as required. 

Inflatable sheep – get along with the next animal you want…better. Play when you meet an animal that doesn’t like you. 

Ta Da! Usable only in the dreamlands. If dreamlands not being used, discard and redraw. Rather than taking the full minute (a long 12 combat rounds) to dream up something, you can attempt to dream it up this round. (PWYW) 

Evac! Play, then two complete rounds must pass. The PC playing this must take no damage during those two rounds or the card is discarded and ignored. If the PC takes no damage, all players within 30’ are returned to their bind point (including one who played this) if they wish it. The card only functions in the dreamlands. If the DL not used, discard and redraw. Play as needed. 

Gambling addiction – PC must be in a place that offers gambling and must have 20,000 units of money with him. They bet all 20k and roll their gambling skill. Crit: 20k xd4; success d100% of 20k. Fail – lose 10k; fumble lose 20k. 1920’s campaign, divide all by 10. (PWYW) 

Heal Vehicle or Steed – heals one problem or 10HP (players choice) instantly. (PWYW) 

Major Cyberware malfunction – all cyberware in a random limb stops working until all of the following rolls are made at half; biology, cyberware, mechanical repair, computers. If you have no cyberware, discard this and draw a new card (PI) 

Full house – if there are five or more players, everyone draw a card. If not, discard this card and draw a replacement (PI) 

Sticky hands – ignore any ‘drop’ result. (PWYW) 

Forced dreaming – turn a failed dreaming roll into a success if you have 1% or better in the dreaming skill. If the dreaming skill is not being used in the campaign, discard and redraw. (Play after rolling) 

Rhino hiding – play at the beginning of the round before attacked. All physical and magical attacks for this round are ‘no effect’. 

Evesdrop – PC overhears one conversation within 100’ if they concentrate. Nothing thicker than an average door between you and the conversation. (PWYW) 

Speed reading – half time required to read one text. Play when you start to read! 

Master Pei- take two free actions when played (ie a double haste). (PWYW) 

Big throw – throw anything volleyball sized on down a base range of 100’. Play before throwing. 

Happy Pie – everyone draws one card. (PWYW) 

Check in POW – give yourself a check in the POW statistic (PWYW) 

Matt Lunn – If you say “ I will roll a crit this time” and then you do, +1 POZ. If you fail to make a crit on your roll, -1 POZ. Do you feel lucky? 

Draw two – discard this card, draw two new ones (PWYW) 

Get out of jail free – escape from jail or loony bin. Note: you will still be a wanted criminal. They didn’t forget you were suppose to be there. They just can’t figure out how you escaped.) (PWYW) 

Linguist - +5% to any one language skill PERMANENTLY. (PWYW) 

Maimed – this is a combination ‘escape’ and ‘opponent fails’ card but the character is left maimed. The character turns up in a condition and a place determined by the GM. Roll d10. 1, eye, 2 ear, 3 nose – drop appropriate skill to half and –d6 APP. 4 cheek –d3 APP. 5 fingers, 6 hand, 7 arm, 8 toes, 9 foot, 10 leg minus 1, d6 or d10 from DEX depending on the amount missing – also -20, -40, -60 from skills. 

Discard – any cards you wish and refill your hand. (PWYW) 

Free ride – allows PC who plays this card to go through a preexisting gate with no MP cost one way. (Play after hearing the MP cost of walking through a gate). 

Expert psychoanalysis – every 10 poz spent allows one level of insanity to be cleared. This allows the character to ‘backfill’. Example: player using this card clears two levels of insanity. They may now pick up insanities at 10 SAN and 20 SAN (unless they haven’t already). Players max SAN must be higher than what is cleared. (PWYW) 

Cthulhu loves you – ignore any drowning rolls/damage for 2d6 rounds. Play whenever you want. 

Pull a Gil Grissom – critical one spot hidden and evidence analysis roll – only works on ‘forensic evidence’. (Yes, you get checks in both skills). 

Self improvement – gain a permanent plus dice three in any one occupational skill under 90%. Occupational skills are skills that normal people can do as a living. (PWYW) 

Analyze device – gain a vague notion of how something works. This card does not give any skill in the device. The GM may opt instead to give one property of the device. (PWYW) 

Slap! Discard this card and two others. (PI) 

Immovable – ignore any ‘knock down’ results. Play any time you are knocked down. 

Fried laptop – one of the parties laptops is now an expensive paper weight. If no lap tops are on the party, one quietly fries itself wherever it is. (PI) 

Master Mechanic – no tools or spare parts needed. It just works again if you make your mechanical repair roll. (PWYW) 

The man who has the lemons: Understand any babbling an NPC is doing on one topic only. GM has the right to establish limits, etc. 

Gate! Roll a ‘dreaming’ skill roll. Success indicates the player is immediately transported to their ‘bind point’ for zero magic points. This is just for you, no passengers. Usable in the dreamlands only. If the dreamlands are not being used in the campaign, discard and redreaw. (PWYW) 

Seamanship – permanent +10% added to any one of the skills listed below, your choice: navigation sea/air, law (sea), weather forecasting, ship handling, boating, water skiing, naval terms. Note that use of this card may not cause the skill to exceed 60%. 

Big black plot dildo: NPC of the GM’s choice gets five POZ and refills his hand (draws four cards). (PI) 

Super snatch – a grapple roll that would normally be made at half may be made at full. (PBR) 

It’s not as bad as it looks – convert all ‘real’ damage to ‘stun’ damage. (PWYW) 

Super Jump – character can spring forward 10’ from a standing broad jump or 20’ from a running broad jump or leap 6’ vertically from a standing or running start in addition to their normal move. (PWYW) 

Ultimate sniper – x10 range. (PBR) 

Spell break – breaks any spell currently on you, players choice which. (PWYW) 

Happy birthday – present the GM with this card and your valid drivers license. If today is your birthday, get three POZ instantly. This card may not be regained from the discard pile. (PWYW) 

Memory – if the GM remembers, he can remind you of a point you forgot. If the GM doesn’t remember, you’ve spent this card for nothing. Sulk. You need to ask the GM a specific question, bitch! (PWYW) 

Reverse dice – play this card after the dice have been rolled to switch the ones and the tens digit for this roll only. 

Patriotism – say something patriotic and refill your hand. (PWYW) 

All NPC’s discard all cards (PI) 

The little extra - +1 damage for the entire combat. Any weapon, this affects the character who played this. Play before rolling. 

Damage flavor – for this damage only it is turned into an element (cold, fire, water, stone – only) – No additional effect unless the creature is especially vulnerable to it. This card may be played along with a bonus damage card. Play before hitting the creature. 

Instant up! Play when you are knocked down and you are instantly back on your feet. 

Cat Jump – minus an additional d6 damage from falling. (Play before rolling falling damage). 

Player’s Choice: +1 POZ if you turn it in at the end of the adventure OR reroll OR inspire (lose all stun/stun damage). X2 

I can do it! +50% (PWYW) 

Restyle character – player may dump any newly acquired (see GM) insanity that is ‘just not working out’ in favor of a different one of the players choice. Lame choices may be GM vetoed. Play as required. 

Stat rearrange – PC may deduct one point from one stat and add it to another stat. Max 18, min 9 on any stat. (Play at end of adventure only). 

Not me! When the GM is rolling to see who the random attack is aimed for (having everyone do luck rolls, etc) this card ensures that it is not you. Play before the GM rolls to see who is attacked. 

Sweetness & Light – something nice happens to the PC’s – GM option what. Note – this can be used to negate a setback or ‘police’ result, etc. Use it wisely. (PWYW) 

Friendly Fire Off – you won’t accidentally hit allies for this combat. (play before you hit someone) 

Date: If you can name the current day, time and year in game without consulting other PC’s your notes or the GM, refill your hand. (PI) 

Have an NPC draw 4 cards – NPC may now participate in card play for the remainder of the session or scenario whichever comes first. If this is used on a second NPC the first NPC loses all of his cards. Only one NPC (good or bad) may have cards at one time. 

Oh Cruel fate – bad guy of the GM’s choice gets four cards. If another NPC is involved in card play or becomes involved, this is negated. Or at the GM’s option, he can draw new cards a different NPC. 

Three of a kind: Hi! I’m Troy McClure! You might remember me from such card games as ‘Chutes and Bunnies – the Slaughter House version. Turn in this card and any other three that have the Simpson’s pictures on them for a refill. (PWYW) 

The more creative “I’ve got it here somewhere” card. May pull out any item (subject to GM approval) from trenchcoat (or clothing) but it must not be a weapon. Single item only, no sets of stuff. (PWYW) 

Master Researcher – turn a failed library use into a critical. Play after failing a library use roll. 

Supporter refill – tell your buddy to refill their hand. Must be played on someone who is involved with card play. If you are playing solo, you may use this to refill your own hand. Play whenever you want. 

Am I being followed? Automatic success in counter surveillance. (PWYW) 

Group psychic powers – when this card is played, anyone who has 20 POZ or more (and whose ‘path to power’ does not exclude psychic powers) may IMMEDIATELY spend 10 POZ to get a completely random psychic power. You are stuck with whichever one you roll unless you get one you already have. No POZ or cards may be used to alter the result and the POZ are gone whether you like the power or not. The psychic power starts at INTx2%. Play whenever you want. 

Armor Piercer 2 – ignore up to ten points of armor with this strike. Play before rolling damage. 

The Gods hate you – discard ALL of your cards no trading and refill your hand. (PI) x2 

Wake up! This is the only card that may be played while you are unconsicious. This may be played on another character as well. This causes the recipient to awake from any sleep, unconsciousness or catatonia or mind control. (PWYW) 

Unusual skill hobbiest – permanent skill increase. Any write in skill below 30% gets a permanent +10%. This does NOT include languages. (PWYW) 

Equalization – negative one from your highest stat! No POZ to get around it – suck it up butter cup. (PI) 

Mensa International – check in INT (PWYW) 

Post Traumatic stress – roll d3 (fight, flight, freak); if you’ve never undergone any san loss, discard this card and ignore it. Otherwise, enjoy d10+4 rounds of fun. 

Heal 2HP instantly, self or other. (PWYW) 

Jury-rig – repair object without the proper tools utilizing whatever is provided. The repair takes one combat round. (PWYW) 

Horribly maimed – regardless of the normal damage, the character is left at 3HP. Sadly, the character is missing something major. D4 – right arm, left, right leg, left (at shoulder or hip). All skills involving the missing body part, subtract 60%. Play whenver you have taken a lot of damage and feel desperate. 

Amazing greed – you may not trade any cards with others when this card is drawn. To keep this card, you must immediately discard all of your other cards. You no longer get cards nor participate in card play. This is your only card until you voluntarily discard it, or it is lost by a card forcing you to discard it OR the POZ reward is given for the adventure. This card gives the character five extra POZ. Expires at 2am. 

Quicker picker upper – pick up one inanimate object as a simple action. (Play on your combat action). 

Cyber psychosis – roll under your ‘cyber’ skill. Success indicates you berserk (attack closest standing) for 4d6 round. Failure means discard this card. Fumble means draw two cards as you actually feel better for having cyberware. If you have no cyber skill, discard this card and draw a new card. (PI) 

Death god – during this combat scene only – do not keep track of your ammo. At the end of combat, you inexplicably use any ammo. Note if you are completely out of ammo and this gets played, it won’t do you any good till you get at least one bullet. (Play at the beginning of combat). 

Cram course – for one POZ, the character may pick up 10% in any standard skill that starts with a base of zero. Anything not listed or that the player has higher than a zero may not be chosen. Any standard language is OK to choose. See GM for details. (PWYW) 

Overactive imagination – ignore d6 points of any SAN loss. You must play this when rolling the SAN loss. 

Effectives of a dissolute lifestyle – if your character has an addiction to drugs and or alcohol, roll d8. con, app, dex or no effect. Poz and cards may be spent on this roll if desired. (PI) 

I can take it coach – instantly heal up all damage, self only. Play whenever you want but you can’t take death damage then heal it. 

Cash in- turn this card along with three nada’s to refill your hand. (PWYW) 

Comprehension - +25% language one book only. (PBR) 

Butterfingers – target drops all held items. No effect if the items are strapped on, etc. (PWYW) 

Invasive spell – PC playing this can lower any NPC’s magic resistance by -25% for the round in which it is played. (Play at the beginning of the combat round). 

Old age is catching up to you – if your character is over 30 years old, roll d8 str, con, dex, no effect – stupid doctors. You may spend cards/poz on the roll. If you are under 30, discard this card. 

Everybody’s a winner! This card must be saved till the end of the adventure when it may be played. Everyone has – on one stat of their choice – has rolled a ‘7’ for the 2d6. (You need a check in the stat for this to help). 

Crime scene cover up – all physical evidence that you stupidly left at a crime scene goes away. If the evidence was already collected it disappears from CSI. Grissam is Pi**. (PWYW) 

Pick one lock – no roll required, you do get a check in lock picking. Takes d4 combat rounds to pull off. (PWYW) 

Fickle fleeing fame – person drawing this card must roll for the organization he belongs to. App x1/2 +10 fame, APP x1 +5 fame, App x2 or x3 0 fame, App x4 -5, App x5 -10, fumble -25 fame. If the organization possesses multiple types of fame, the person may choose BEFORE rolling. (PI) 

Hollow victory – discard all victory cards immediately. (PI) 

Nope! Hold on to this card until you or someone else gets one of those annoying ‘play immediately’ cards. This counters it. (This cannot counter one that has already gone on before.) (PWYW) x2 

Break free! Use this round (the whole round) to get free. All grapples currently on you as well as any non-magical bindings (hand cuffs, etc) fall away. This does not get you out of a cage. Play at the beginning of your round. 

Yin/Yang – no trading, everyone discards all of their cards and refills their hand. (PI) 

Critical thinking – instead of rolling, play this for automatic success in an evidence analysis or INT roll. Yes, you get a check. (PBR) 

Gothic revival – if you are playing a vampire, you may spend 10 POZ to gain one extra vampiric ability. If you are not playing a vampire, this card has no effect. If nobody in the entire group is a vampire, discard and redraw. (PWYW) 

Indomitable will – allows character to completely resist any sort of mind control for d10 rounds, starting with the round played. If the character is controlled when this card is played, this card breaks the control and keeps the control from taking place for d10 rounds if the enemy is able to reestablish control. 

Multi-kill – play before shooting. Player does not have to split percentage to hit multiple targets. Max of 180 degree field of fire. Note: may be used with the ‘death god’ card for nasty effect. 

I can drive that tanker (the road warrior) – immediate +d6% skill to any vehicle skill under 50% upon viewing the vehicle. Pictures don’t count. Yes, you may count ridable mounts such as horses, buggies, etc. (PWYW) 

“I’ll be a great wizard someday – just you wait and see!” – get a check in the essence statistic. (PWYW) 

That will leave a mark – regardless of normal damage, the character is left at 3HP. Roll d10 to determine what is gone. 1 eye 2 ear 3 nose (drop spot, listen or smell by half and –d6 APP permanently.) 4 –d8 APP. 5 fingers 6 hand 7 arm 8 toes 9 foot 10 leg (subtract d10 dex and -20%, -40% or -60% from all related skills. Play after taking damage when desperate. 

Bulletproof – ignore all vehicle damage this round. Play at the beginning of the combat round.

NEXT STEP, THE GM INFO.

Rotate the card.  If you made the card correctly, all of the stuff you wrote should now be upside down and you should have a 1-2” space to write the GM information on the card.

WHAT THE CARDS SHOULD LOOK LIKE

S:     H 


             V

D:    V
Inspired

H

Dancing

Discard – any cards you wish and refill your hand. (PWYW)


(---------Note – that line should be upside down.  That way if you look at the cards in one direction they make Sense for the GM – the other way is the players information.

S = Standard combat:  These are times when you need to deal with minor minions, etc
D = Dramatic combat:  This is the fight against the main bad guy/thing/etc.

H = hero

V = villain

Dancing = ‘the approved action’ (it is not always dancing, that is just an example)

Inspired = ‘special things that happen within the individual actions’ (see below)

Standard combat, 60% heros first, dramatic 60% villians first.  Hence on approximately 40% of the cards, it would read something like (on the GM’s side):

S:   V


H

D:  H


V

SPECIAL THINGS THAT HAPPEN WITHIN THE INDIVIDUAL ACTIONS

These are on the cards as well. I felt that combat as it was written was a bit too static. So here are some things that can happen during combat along with notes on how many cards they are on.  These would be written after some of the H or V sections within standard or dramatic combat (in the example

Autodrop - – standard combat - villains x1 heroes ; dramatic combat – villains heroes x1 
Automatically drop anything held. 

Break – standard combat - villains x4 heroes x2 ; dramatic combat – villains x2 heroes x5 
NPC’s will run away. 

Break Free – standard combat - villains heroes x1 ; dramatic combat – villains x1 heroes 
Break free from any hand cuffs, bonds, ropes, grapple, etc. 

Cyber malfunction – standard combat - villains x5 heroes x5 ; dramatic combat – villains x6 heroes x4 
If you are playing a cyber punk campaign this causes the cyberware to malfunction. 

Defend only – standard combat - villains x3 heroes x2 ; dramatic combat – villains x1 heroes x4 
You can’t do anything but defend during this round. 

Firearm breaks – standard combat - villains heroes ; dramatic combat – villains heroes x1 

Free Hostage – standard combat – villains x1 heroes x1 ; dramatic combat – villains x1 heroes x1 
If someone has a hostage, it gets freed. They can still recapture their hostage later. 

Free Reload – standard combat – villains x1 heroes ; dramatic combat – villains x1 heroes 

Ignore damage this round – standard combat - villains heroes ; dramatic combat – villains x2 heroes 

Inspired – standard combat - villains x2 heroes x4 ; dramatic combat – villains x5 heroes x2 
Gain back any ‘shock’ damage previously taken. 

Instant Up – standard combat - villains heroes x1 ; dramatic combat – villains heroes x1 
If you are knocked down, you are back on your feet. 

Magic item ceases to function – standard combat - villains heroes x2 ; dramatic combat – villains heroes x1 
The magic item restarts after this combat is finished. 

Mark off one piece of gear – standard combat - villains heroes x3 ; dramatic combat – villains heroes x6 
It has to be a good/useful piece of gear. 

Minus 1 HP – standard combat - villains x2 heroes x3 ; dramatic combat – villains x2 heroes x2 
The parties indicated take one real HP of damage. 

Must monologue - – standard combat - villains heroes ; dramatic combat – villains x1 heroes 
Yes, just like in the movies. 

No action – standard combat - villains heroes x1 ; dramatic combat – villains heroes x1 
Just stand there and take it. 

No attack – standard combat - villains x4 heroes x3 ; dramatic combat – villains x7 heroes x9 
Anything but attacking is OK to do. 

No cards – standard combat - villains x1 heroes x5 ; dramatic combat – villains x1 heroes x6 
Indicated side cannot use cards this round. 

No cyber – standard combat – villains x3 heroes x1 ; dramatic combat – villains x1 heroes x4 
Side indicated cannot use their cyberware this round. 

No magic – standard combat - villains x5 heroes x3 ; dramatic combat – villains x2 heroes x8 
Side indicated cannot use any magic this round. 

No Poz – standard combat - villains x3 heroes x2 ; dramatic combat – villains x1 heroes x4 
Side indicated cannot use any POZ this round. 

No range – standard combat - villains x3 heroes x3 ; dramatic combat – villains x4 heroes x3 
Side indicated cannot use any ranged weapons this round. 

No vamp – standard combat - villains x2 heroes x1 ; dramatic combat – villains x2 heroes x3 
Side indicated cannot use their vampire powers (if they have any) this round. 

Out of Ammo – standard combat - villains heroes x1 ; dramatic combat – villains heroes x1 
Side indicated has run out of ammo this round. 

Police – standard combat - villains x2 heroes x2 ; dramatic combat – villains x1 heroes x1 
The police show up to arrest the indicated side this round. 

Roll over cyber skill or berserk – standard combat - villains x3 heroes x3 ; dramatic combat – villains x2 heroes x3 
I use a cyber skill – the more cyberware you get the higher it gets just like Cthulhu mythos – in fact for determining max san and insanities it adds to Cthulhu mythos. 

Something good – standard combat - villains x2 heroes x2 ; dramatic combat – villains x2 heroes x2 
The GM is nice to the characters. 

Stunned – standard combat – villains x3 heroes x2 ; dramatic combat – villains x3 heroes x2 
The side indicated is at half skill for everything this round. 

Total heal – standard combat - villains heroes x6 ; dramatic combat – villains x9 heroes x3 

Weird – standard combat - villains heroes x3 ; dramatic combat – villains heroes x1 
Something bizarre happens this round for the side indicated.

Preferred Actions
More for those who are interested in 'heroic' Cthulhu. Each of the cards has written (for the GM who uses the same deck) a 'preferred action'. Here is a list of them with frequency. If something says 'must be physrepped' that means the character needs to act it out. There are several very strange actions on the card. They have all come up over time. 

In most combats, there are only two logical things to do in a combat round are usually attack, defend, move. With preferred actions (listed below) the characters can get a tangible reward for doing something else. It is not always logical or advisable to do the preferred action. It is also nice to be able to have the characters who are not involved with the combat be able to do something (they can do preferred actions) to gain cards. This is known within our group as ‘card whoring’. 

Acrobatics x11 
Acting drugged or drunk 
Acting possessed x2 
Announcing something shocking 
Any x28 
Anything except attacking 
Attack x23 
Attacking from a helicopter 
Attacking someone with an unusual weapon x5 
Babbling incoherently x2 
Being melodramatic x2 
Being in the dreamlands 
Being on the water – take action normally. Water must be 6’ + deep. 
Beating someone with a blunt object 
Being in the swamp threatening someone 
Being married (your character not you – your character may still act normally) 
Being melodramatic x4 
Being on a stage (no need to miss action for this) 
Biting someone 
Blowing kisses 
Blowing something up. 
Blowing up a magic item 
Breaking free 
Breaking something x2 
Calling the bad guy a name 
Casting a spell x4 
Cheering 
Claiming something outrageous 
Claiming to be someone you’re not 
Claiming you are not drunk or on drugs 
Combat dancing 
Complementing another PC x2 
Cross examining an NPC 
Crossing swords with the bad guy 
Cursing your foe x5 
Crawling under a table 
Crying 
Dancing (must make ‘dance’ roll) x2 
Declaring war 
Defending x27 
Discharging a firearm into the air, hitting nothing aka ‘celebratory fire’ 
Discussing the weather 
Discussing your gun 
Doing anything in or on the water that requires a roll and making said roll. 
Doing something good 
Doing something silly x2 
Doing something with an animal 
Doing something with cyberware 
Dog fighting (with aircraft) 
Drawing a weapon x5 
Dreaming 
Drinking beer with your feet 
Drive by shooting 
Dropping anything in both hands 
Dying 
Eating or dinking 
Encouraging the other PC’s 
Falling down x4 
Falling on your knees and yelling “Damn you! Damn you all to hell!” 
Fast talk 
Firing a grenade launcher 
Firing one pistol in each hand three times each x3 
Firing your guns x2 
First aiding 
Flapping your arms like wings and making ‘kaw’ noises (must be physrepped) 
Fleeing 
Flying a kite 
Freaking out 
Gathering evidence 
Gibbering in terror 
Gnashing your teeth x2 
Grapple x6 
Going unconscious 
Grinning x2 
Gripping a sheathed/holstered weapon 
Having a Chinese/Mexican stand off 
Head butting 
Hiding your eyes because it’s all so horrible 
High-fiving another PC x2 
Hitting someone with a chair 
Holding up an object and laughing manically 
Inflicting damage x4 
Innocents get in the way of combat if possible. Any misses with ranged attack automatically hit the innocents. Approved action – ranged attacks. 
Intimidation x7 
Jammin’ 
Jumping x4 
Jumping something – on foot or in a vehicle 
Kicking someone’s pet 
Laughing evilly and lighting a bomb 
Laughing evilly and rubbing your hands together x2 
Letting out a battlecry x4 
Library research 
Lighting a fire 
Lighting someone on fire! 
Making a STAT roll 
Making gang signs 
Making martial arts noises x2 
Making ‘masturbation’ motions 
Making muscles/flexing 
Making pirate noises 
Making some sort of religious zealot statement 
Maneuver x24 
Martial arts x2 
Monologue-ing 
Murdering someone in the dark 
Muttering “Think happy thoughts” 
Negotiating 
No card play allowed 
Not attacking x5 
Obscene gestures toward a foe 
Pelvic thrusting while on top of an alter claiming you are Saint Patrick. 
Philosophizing on the nature of death 
Philosophizing on the nature of life 
Philosophizing on the nature of magic 
Philosophizing on the nature of the universe 
Picking up a rock and claiming it is your new pet 
Piloting 
Pistol Whipping Foe x3 
Playing an instrument 
Playing with your hair 
Playing with a lighter claiming you just torched a building. 
Posing Dramatically x18 
Preening (to smooth or clean feathers with the beak or bill) 
Pretending to be a monkey (physrep it) 
Pretending you are a dragon 
Pulling out a knife and saying “Now that’s what I call a knife!” 
Pulling your hood up 
Raising an eyebrow… 
Rapping (briefly) 
Reading a book 
Reading someone their rights 
Reloading x6 
Researching 
River dancing (physrep) x2 
Rolling a crit 
Running away 
Running someone over 
Salsa dancing 
Saying “I concur” 
Saying “Reach for the sky!” 
Saying “Whose yer daddy?” 
Saying your ‘catch phrase’ x2 
Screaming like a little school girl 
Screaming insanely and firing an unsilenced gun 
Screaming in terror x10 
Setting off an explosive 
Sewing 
Shaking fist at foe x5 
Shield bashing foe x3 
Shooting a bow or crossbow 
Shooting another PC (you must hit) 
Shooting a pistol ‘gangsta’ style (half chance to hit) 
Shooting a random person not involved with the combat 
Shooting the hostage 
Short, dramatic speech x5 
Singing a refrain from “Kyle’s Mom is a Bitch” 
Singing ‘Happy Birthday’ 
Singing one refrain from a popular song (character must make a ‘singing’ roll) 
Skateboarding 
Skiing x2 
Slapping someone for 1 HP of damage 
Slapping someone with a fish and yelling ‘fish’! 
Smoking 
Spending a POZ 
Spending a POZ on an action x3 
Spitting at the bad guy (do NOT physrep) 
Stabbing yourself for full damage (including str bonus) 
Standing idle 
Strangling someone 
Stealing (sneaking) 
Stunt driving/riding 
Summoning something 
Surrendering 
Swinging a chain 
Swinging a sword 
Surfing 
Taunting a foe 
Taking cover 
Taking a round out to roleplay your insanity x2 
Taking Cover x8 
Taking damage from a foe x5 
Talking about a dream 
Taunting a foe x5 
Telling someone what the worst thing you’ve ever done is. 
Telling the GM what a great adventure it is and sounding sincere. x3 
Threatening Andrew with monkeys x2 
Threatening kids 
Threatening someone with a lawyer 
Threatening the bad guy 
Threatening the bad guys mother 
Throwing a hand grenade 
Throwing a spear at a target 
Throwing or dropping something currently held 
Throwing (something) x3 
Throwing up (do NOT physrep) 
Traveling through time 
Throwing or dropping something currently held x3 
Throwing yourself out of the nearest window x2 
Tipping your hat 
Trick x26 
Using a flintlock 
Using psychic abilities x2 
Wailing in fear 
Waving a flag 
Waving around a weapon 
Waving something around and making light saber noises 
Weeping 
Wild gesticulations x6 
Wise cracking x2 
Wit x27 
Wringing your hands and whimpering in fear 
Yelling 
Yelling ‘Yahoo’

General note on preferred actions:  These will definitely not suit the tone of all campaigns and should be customized by the GM.

Some gamers (usually fat, angry, lazy ones) will complain that some of the actions have to actually be roleplayed rather than just languidly saying “My player high fives Bob’s player”.  Cool, no card for them.  Remember that ‘preferred actions’ are *optional*.  This is part of what I call ‘roleplaying’.   I’ve noticed that if the players’s get sluggish that roleplaying these preferred actions does tend to rouse them. 

If certain actions don’t match the GM’s style - please feel free to customize them.  Yes, at one time ALL of these have come up in the campaign.  When determining which of these preferred actions are done by the players and which are done by the characters, most are ‘common sense’ but since common sense isn’t, I’ve made additional notes as to suggestions on which should be done by the players and which are done by the characters with die rolls.

For actions which must be roleplayed - they shouldn’t go on that long (say 20 seconds?)  and the GM is final arbitrator on whether it was well done enough to get a card.  Also, all actions that are roleplayed should be roleplayed from the perspective of the character.  Yes, the character does the same thing as the player.  (Note to player’s:  Unacceptable behavior in the course of ‘roleplaying’ is still unacceptable.  For example - if someone destroys property or tips over tables because they were trying to roleplay the ‘freaking out’ approved action this is unacceptable.)

Certain things like ‘monologue-ing’ or ‘short dramatic speech’ do allow the players to say more than three words in a round.  If they are trying to sneak in ‘cross table talk’ or suggestions into their talk, the GM should feel free to cut them off, give the enemies a bonus to hit and cause them to do nothing on the round.

I am putting notes on a couple of them as to how they came up.  As you 

Preferred actions - starting on page 61

These are the definitions of what I’m going for.

Acrobatics - Character rolls; note that the roll must be successful to get a card.


Acting drugged or drunk - player must role play this, no roll is required.


Acting possessed - player must role play this, no roll is required.


Announcing something shocking - player must role play this, no roll is required. 


Any - Character rolls; note that the roll must be successful to get a card.


Anything except attacking.  Doesn’t matter if the player tries something (not offensive) and fails their roll - the point is they didn’t attack, hence card. 


Attack - Character rolls; note that the roll must be successful to get a card. 


Attacking from a helicopter - Character rolls; note that the roll must be successful to get a card.


Attacking someone with an unusual weapon - Character rolls; note that the roll must be successful to get a card. 


Babbling incoherently - player must role play this, no roll is required.


Being melodramatic -  player must role play this, no roll is required.


Being in the dreamlands - just being there is enough - no need to miss an action.


Being on the water – take action normally. Water must be 6’ + deep. 


Beating someone with a blunt object - Character rolls; note that the roll must be successful to get a card.


Being in the swamp threatening someone.  (This came up because in one of my campaigns, player’s who screwed up were taken to the swamp, shot and left to rot…By the other player’s.)


Being married (your character not you – your character may still act normally) 


Being melodramatic - player must role play this, no roll is required.


Being on a stage (no need to miss action for this) 


Biting someone - Character rolls; note that the roll must be successful to get a card. 


Blowing kisses - player must role play this, no roll is required. 


Blowing something up - Character rolls; note that the roll must be successful to get a card. 


Blowing up a magic item (this can be done through magic, explosives or anything the GM deems acceptable.) 


Breaking free - Character rolls; note that the roll must be successful to get a card.  (‘Contortions’ or ‘strength’ stat roll.)


Breaking something - Character rolls; note that the roll must be successful to get a card. 


Calling the bad guy a name - player must role play this, no roll is required. 


Casting a spell - Character rolls; note that the roll must be successful to get a card. 


Cheering - PLAYER must role play this, no roll is required. 


Claiming something outrageous - player must role play this, no roll is required. 


Claiming to be someone you’re not - player must role play this, no roll is required. 


Claiming you are not drunk or on drugs -  player must role play this, no roll is required. 


Combat dancing - I think I’d rather have the player roll than demonstrate, especially if the player is as fat and clumsy as I am.

Complementing another player - player must role play this, no roll is required.  (GM note:  This does really boost the morale of other player’s.  If someone is sarcastic or obviously insincere, no card for them.) 


Cross examining an NPC - player must role play this, no roll is required. 


Crossing swords with the bad guy 


Cursing your foe - player must role play this, no roll is required.


Crawling under a table (stating “I crawl under the table” is enough.  If they choose to do it instead, that is good too.)


Crying - player must role play this, no roll is required. 


Dancing (must make ‘dance’ roll) - Character rolls; note that the roll must be successful to get a card.


Declaring war - player must role play this, no roll is required.

 
Defending - Character rolls; note that the roll must be successful to get a card.  Note, if nobody attacks you for you to successfully defend against, you do not get a card.


Discharging a firearm into the air, hitting nothing aka ‘celebratory fire’ 


Discussing the weather - player must role play this, no roll is required.


Discussing your gun - player must role play this, no roll is required.

 
Doing anything in or on the water that requires a roll and making said roll - Character rolls; note that the roll must be successful to get a card. 


Doing something good - highly subjective by the GM.  Could be something like walking an old lady across the street, etc.  Anything the GM considers ‘good’.


Doing something silly - again, highly subjective by the GM. 


Doing something with an animal - Character rolls; note that the roll must be successful to get a card. 


Doing something with cyberware - Character rolls; note that the roll must be successful to get a card. 


Dog fighting (with aircraft; roll the ‘dog fighting’ skill) - Character rolls; note that the roll must be successful to get a card. 


Drawing a weapon - you take an entire round to pull out a weapon.  If you are wanting to fast draw your weapon (free action) you must waste the rest of the round to get a card.  This is good for the dramatic, slow pull out of the weapon. 


Dreaming - Character rolls; note that the roll must be successful to get a card. 


Drinking beer with your feet - Character rolls; note that the roll must be successful to get a card.  (Yes, it is a write in skill.) 


Drive by shooting - Character rolls; note that the roll must be successful to get a card. 


Dropping anything in both hands - something your character does.


Dying - rare to get a card for this.  Not recommended as an action.


Eating or dinking - yes, we see you stuffing your face at the gaming table. This is for your character, not you.


Encouraging the other player’s - player must role play this, no roll is required. 


Falling down - something your character does, not you.


Falling on your knees and yelling “Damn you! Damn you all to hell!” - player must role play this, no roll is required.


Fast talk - Character rolls; note that the roll must be successful to get a card. 


Firing a grenade launcher - Character rolls; note that the roll must be successful to get a card. 


Firing one pistol in each hand three times each - doesn’t matter whether you are aiming at someone or not.


Firing your guns each - doesn’t matter whether you are aiming at someone or not.


First aiding - Character rolls; note that the roll must be successful to get a card. 


Flapping your arms like wings and making ‘kaw’ noises (must be physrepped) 


Fleeing - Character rolls; note that the roll must be successful to get a card.  (Roll a ‘sprint’ roll.)


Flying a kite - Character rolls; note that the roll must be successful to get a card. 


Freaking out  - player must role play this, no roll is required.


Gathering evidence - Character rolls; note that the roll must be successful to get a card. (‘Forensics’ roll). 


Gibbering in terror - player must role play this, no roll is required.

 
Gnashing your teeth - player must role play this, no roll is required.  


Grapple - Character rolls; note that the roll must be successful to get a card.


Going unconscious - your character. 


Grinning  - player must role play this, no roll is required. 


Gripping a sheathed/holstered weapon 


Having a Chinese/Mexican stand off  - player must role play this, no roll is required.  


Head butting - Character rolls; note that the roll must be successful to get a card. 


Hiding your eyes because it’s all so horrible  - player must role play this, no roll is required.  


High-fiving another player - player must role play this, no roll is required.  Good to have at least one other player doing this as not to look stupid.  Yes, if they are sitting too far away you need to get up.


Hitting someone with a chair - Character rolls; note that the roll must be successful to get a card. 


Holding up an object and laughing manically  - player must role play this, no roll is required.  


Inflicting damage - Character rolls; note that the roll must be successful to get a card.


Innocents get in the way of combat if possible. Any misses with ranged attack automatically hit the innocents. Approved action – ranged attacks. 


Intimidation - Character rolls; note that the roll must be successful to get a card.


Jammin’  - player must role play this, no roll is required.


Jumping - Character rolls; note that the roll must be successful to get a card.
Jumping something – on foot or in a vehicle - Character rolls; note that the roll must be successful to get a card. (Roll ‘jump’ skill) 


Kicking someone’s pet - Character rolls; note that the roll must be successful to get a card. (Roll ‘kick’ skill and damage.). 


Laughing evilly and lighting a bomb - your character does this.  Not you.  Please.

 
Laughing evilly and rubbing your hands together   - player must role play this, no roll is required.

Letting out a battle cry   - player must role play this, no roll is required.  


Library research - Character rolls; note that the roll must be successful to get a card. 


Lighting a fire - your character does it. 


Lighting someone on fire! - your character does it.  (Consult GM for what rolls you need; usually a flamethrower or Molotov cocktail is required.)


Making a STAT roll - Character rolls; note that the roll must be successful to get a card. 


Making gang signs   - player must role play this, no roll is required.  If you don’t personally have enough real life ‘streetwise’ skill to know any, make some up.


Making martial arts noises   -  player must role play this, no roll is required.


Making an obscene gesture - player must role play this, no roll is required.


Making muscles/flexing - player must role play this, no roll is required. 


Making pirate noises - player must role play this, no roll is required. 


Making some sort of religious zealot statement - player must role play this, no roll is required. 


Maneuver - Character rolls; note that the roll must be successful to get a card. (‘Maneuver’ is DEXx3)  This may get the player a bonus to hit or help keep them from accidentally hitting other player’s with a missed shot or even work their way through a crowd.


Martial arts - Character rolls; note that the roll must be successful to get a card.


Monologue-ing:  This should be a good (although brief) monologue.   No cards for lame monologues.  


Murdering someone in the dark - Character rolls; note that the roll must be successful to 

get a card.  (Any attack that kills someone will do, if it is ‘dark’). 


Muttering “Think happy thoughts” 


Negotiating - player must role play this, no roll is required. 


No card play allowed - you can still gain cards but can’t use them. 


Not attacking - in any way. 


Obscene gestures toward a foe  - player must role play this, no roll is required.


Pelvic thrusting while on top of an alter claiming you are Saint Patrick. 


Philosophizing on the nature of death - player must role play this, no roll is required. 


Philosophizing on the nature of life  - player must role play this, no roll is required.


Philosophizing on the nature of magic - player must role play this, no roll is required. 


Philosophizing on the nature of the universe - player must role play this, no roll is required. 


Picking up a rock and claiming it is your new pet - player must role play this, no roll is required. 


Piloting - Character rolls; note that the roll must be successful to get a card. 


Pistol Whipping Foe - Character rolls; note that the roll must be successful to get a card.


Playing an instrument  - Character rolls; note that the roll must be successful to get a card.


Playing with your hair - player must role play this, no roll is required. 


Playing with a lighter claiming you just torched a building. - player must role play this, no roll is required.


Posing Dramatically - player must role play this, no roll is required.


Preening (to smooth or clean feathers with the beak or bill) - player must role play this, no roll is required. 


Pretending to be a monkey - player must role play this, no roll is required.


Pretending you are a dragon  - player must role play this, no roll is required.


Pulling out a knife and saying “Now that’s what I call a knife!” 


Pulling your hood up either the  - player or their character must role play this, no roll is required.


Raising an eyebrow…   - player must role play this, no roll is required.


Rapping (briefly)  - player must role play this, no roll is required.


Reading a book - something your character does.


Reading someone their rights   - player must role play this, no roll is required.


Reloading - something your character does.  No guns at the gaming table please.


Researching  - Character rolls; note that the roll must be successful to get a card. 


River dancing   - player must role play this, no roll is required.


Rolling a crit  - Character rolls; note that the roll must be successful to get a card. 


Running away   - Character rolls; note that the roll must be successful to get a card. (Roll ‘sprinting’).


Running someone over  - Character rolls; note that the roll must be successful to get a card.   


Salsa dancing  - Character rolls; note that the roll must be successful to get a card.  (Roll ‘Dance’ skill). 


Saying “I concur”  - player must role play this, no roll is required.


Saying “Reach for the sky!”  - player must role play this, no roll is required.


Saying “Whose yer daddy?”  - player must role play this, no roll is required.


Saying your ‘catch phrase’   - player must role play this, no roll is required.  (If the character doesn’t yet have a catch phrase, no card.)


Screaming like a little school girl   - player must role play this, no roll is required.


Screaming insanely and firing an unsilenced gun - something your character does.


Screaming in terror   - player must role play this, no roll is required.


Setting off an explosive  - Character rolls; note that the roll must be successful to get a card.  (Roll ‘demolitions’ skill.) 


Sewing  - Character rolls; note that the roll must be successful to get a card. (Roll ‘sewing’ skill.)


Shaking fist at foe   - player must role play this, no roll is required.


Shield bashing foe  - Character rolls; note that the roll must be successful to get a card.  (Roll ‘club’ skill with a shield.) 


Shooting a bow or crossbow  - Character rolls; note that the roll must be successful to get a card. 


Shooting another PLAYER (you must hit)  - Character rolls; note that the roll must be successful to get a card. 


Shooting a pistol ‘gangsta’ style (half chance to hit)  - Character rolls; note that the roll must be successful to get a card. 


Shooting a random person not involved with the combat   - Character rolls; note that the roll must be successful to get a card.


Shooting the hostage  - Character rolls; note that the roll must be successful to get a card. 


Short, dramatic speech   - player must role play this, no roll is required.


Singing a refrain from “Kyle’s Mom is a Bitch”  - player must role play this, no roll is required.


Singing ‘Happy Birthday’   - player must role play this, no roll is required.


Singing one refrain from a popular song (character must make a ‘singing’ roll)  - 

Character rolls; note that the roll must be successful to get a card. 


Skateboarding  - Character rolls; note that the roll must be successful to get a card.  (Yes, there is a write in skill for modern day called ‘skateboard’.) 


Skiing  - Character rolls; note that the roll must be successful to get a card.


Slapping someone for 1 HP of damage  - Character rolls; note that the roll must be successful to get a card.  (Roll ‘fist’ skill.) 


Slapping someone with a fish and yelling ‘fish’! 


Smoking - something your character does.


Spending a POZ - anything that the PC spends a POZ on is acceptable.


Spending a POZ on an action  - any action the PC spends a poz on.


Spitting at the bad guy (do NOT physrep) - something your character does.


Stabbing yourself for full damage (including str bonus) - fortunately, you don’t need to make a ‘to hit’ roll to injure yourself.  Just roll damage.  Happy days.


Standing idle - something your character does.


Strangling someone  - Character rolls; note that the roll must be successful to get a card.  (Roll ‘grapple’ skill.) 


Stealing (sneaking)  - Character rolls; note that the roll must be successful to get a card. 


Stunt driving/riding  - Character rolls; note that the roll must be successful to get a card. 


Summoning something  - Character rolls; note that the roll must be successful to get a card. 


Surrendering   - player must role play this, no roll is required.


Swinging a chain  - something your character does.


Swinging a sword  - something your character does.  (Attacking is not approved…)


Surfing   - Character rolls; note that the roll must be successful to get a card.  (Roll ‘surfing’ skill).


Taunting a foe    - player must role play this, no roll is required.


Taking a round out to roleplay your insanity   - player must role play this, no roll is required. 


Taking Cover 


Taking damage from a foe x5 


Talking about a dream    - player must role play this, no roll is required.


Taunting a foe   - player must role play this, no roll is required.


Telling someone what the worst thing you’ve ever done is.   - player must role play this, no roll is required.


Telling the GM what a great adventure it is and sounding sincere.   - player must role play this, no roll is required.


Threatening Andrew with monkeys   - player must role play this, no roll is required.  (Why do we threaten Andrew?  He has a real life phobia of monkeys.  He didn’t - we helped develop it.  I encourage GM’s out there to help their players develop real life phobias.)


Threatening kids    - player must role play this, no roll is required.


Threatening someone with a lawyer    - player must role play this, no roll is required.


Threatening the bad guy    - player must role play this, no roll is required.


Threatening the bad guys mother    - player must role play this, no roll is required.


Throwing a hand grenade  - Character rolls; note that the roll must be successful to get a card.  (Roll ‘throw’ skill). 


Throwing a spear at a target  - Character rolls; note that the roll must be successful to get a card.  (Roll ‘spear’ skill). 


Throwing or dropping something currently held 


Throwing (something) - something your character does.


Throwing up (do NOT physrep) - something your character does.


Traveling through time - something your character does.  If you do it, please contact me immediately.


Throwing or dropping something currently held - something your character does. 


Throwing yourself out of the nearest window  - Character rolls; note that the roll must be successful to get a card.  (‘Jump’ skill). 


Tipping your hat - something your character does unless you are wearing a hat as well.


Trick  - Character rolls; note that the roll must be successful to get a card.  (Trick is INTx3).  This is the skill for things like “Your shoe is untied” and the NPLAYER looks.  The GM may choose to give a bonus to the players next action.


Using a flintlock  - Character rolls; note that the roll must be successful to get a card.  (Note, this is either pistol or rifle skill depending on what you have.  I am pretty lenient on this - I let them get away with using matchlocks, wheel locks, etc.)


Using psychic abilities  - Character rolls; note that the roll must be successful to get a card. 


Wailing in fear    - player must role play this, no roll is required.


Waving a flag - something your character does unless you happen to have a flag on you.


Waving around a weapon - something your character does.  No weapons at the gaming table please.


Waving something around and making light saber noises    - player must role play this, no roll is required.


Weeping    - player must role play this, no roll is required.


Wild gesticulations    - player must role play this, no roll is required.


Wise cracking    - player must role play this, no roll is required.  (Note:  If not funny, no card.)


Wit-    - player must role play this, no roll is required.  This should actually inspire laughter in the group.  If it doesn’t, no card.


Wringing your hands and whimpering in fear    - player must role play this, no roll is required.


Yelling    - player must role play this, no roll is required.


Yelling ‘Yahoo’   - player must role play this, no roll is required.

F.A.Q.

1. Does the the preferred action 'trigger' the special thing that could happen?

 No.  The reason for the ‘preferred action’ is because normally in RPG’s there is absolutely no reason during a combat to do anything other than shoot/move/look around.  That’s it.  If you do anything else, you are generally wasting time.  I found that boring.  Hence, I made it so that the PC’s have the option of doing the preferred action.  They don’t have to but if they give up their full action doing it, they get a card.  Hence, ‘seeking cover’ or ‘falling down’ or even ‘river dancing’ could be of tactical import.  This is also a great boon for those PC’s not directly involved in combat.  This is referred to as ‘card whoring’.  

Example:  Lets say the group has split up.  Three people have gone to ‘combat place’ and one guy has been picked up by the police on something totally separate and is being driven back to the station.  (Note, this actually happened during a game though I am embellishing it a bit for this example).  During one of the rounds of combat, ‘gibbering’ was approved. The guy (who was already suspected of being nuts by the cops) began to gibber in the back seat of the police car.  It made a great scene and he was still able to do something aside from sit on his hands while the other three were doing combat (none of them chose to go for the ‘gibber’ that round though) rather than sit on his hands like in every other RPG I’ve ever played.  It keeps the players more interested instead of ‘oh – while you guys are in combat I’m going to go to 7-11 or play Nintendo’ or some crap like that.  Sometimes, the preferred action magically fits in with what is going on in the campaign.  Example:  All of the PC’s (aside from the driver) were in the back of a panel van.  The driver skids around the corner.  ‘Falling down’ was approved – all of the other (non-driving) PC’s dramatically fell down.  It works out really nicely in the game.

2. When a player/character performs the preferred action on the card, what is the reward for it?  Another card draw? A skill bonus?

A card goes in to their hand.

Preferred actions happen during combat – there is a list on one of these sheets of preferred actions.  They are different because it is sometimes inconvenient to do them and you give up your full action to do it (gaining a card).  For example, if ‘attack’ is approved and you were planning on attacking anyway, great – you get a card (IF YOU HIT).  I am not sure if I mentioned that – you have to successfully roll the preferred action where applicable.  If it is something like ‘threatening the bad guys mother’ no roll needed.  If you were going to attack but really needed a card you could give up your attack to say to the bad guy “I will go take your mother out for a nice steak dinner take her out on the town, treat her like a lady and the NEVER EVER CALL HER AGAIN!  Bwahahaha!”  Obviously, this is not as tactically advantageous as just shooting the bad guy but it does make for many great scenes and gives combat some variety.

POZ

What are POZ?  What does it stand for?  A little introduction here would be great.

Everyone starts at 10 POZ. 

Gaining poz: 

POZ gained for missions: 
1 POZ: We came, we saw we fled. 
2 POZ: Did part of it but it really wasn't successful. 
3 POZ: Normal 'did the mission, all is well'. 

Any additional POZ are gained through cards. 

Some cards (poz giving) are for 'prestige modules only'. Prestige modules are 'hard mode' modules. It's the GM's discretion but be cautious on which ones are prestige. Experience of the GM must dictate.

What are POZ used for?

Rerolling a failed roll.  Example:  Oops – I failed the climb roll and plunge to my death.  Poz!  

Negating an enemy attack.  Example:  Your head explodes like an over ripe melon as you take 20 damage.  Poz!  He just missed!

Countering a poz spent against you.  Example:  PC rolls a fumble.  He opts to spend a poz rather than draw from the dreaded fumble deck.  The villain evily says ‘countered’ and spends one of their own poz.  The PC draws from the fumble deck.

Rerolling dice:  Example:  A san reward of d10 is given after the mission.  The pretty crazy PC naturally rolls a 1 for the amount of san they get back.  They opt to spend a poz to reroll as they believe they need san more than poz.

Rerolling dice from damage that cannot be ‘poz-ed’ away:  Explosive damage, falling damage and area effect damage cannot be ‘poz-ed’ in the normal way as the attack can’t ‘miss’.  The PC may spend a poz to reroll all or some of the dice.  Example:  The PC has been blown up for 5d6.  They roll and get 6, 6, 4, 2, 1.  With one poz, the PC can choose to reroll the 6 6 4 (could do the 2 and 1 but it isn’t clever).  On their reroll they get 3 2 2.  Better – they decide to go with that hence their total damage is now 10 instead of 19.
Fumble Deck
Your weapon is now broken and won’t work until repaired.  If you were not using a weapon, you break what you were using – take d4+2 real.  

Magic:  Lose all MP & ESS put into the spell.

X6

You fall down.

Magic:  Lose half the MP invested in the spell.

X2

Roll full damage on yourself.  

Magic:  If the spell is beneficial it fizzles; lose all MP put into it.  If the spell is harmful the caster (you) take full effect no resistance roll or poz to negatate it though you may still spend a poz for a different fumble card.

X3

May only defend next action.

Magic: Lose half the MP the spell costs.  Stunned next round.

X3

Fall and twist your ankle.  Take d3 HP real and you may attempt no running rolls for two weeks.  And your shoe falls off.  Just to make it worse.  If you aren’t wearing any shoes, you get a big thorn in your toe.

Magic:  Just lose normal MP for unsuccessful spell (ie 1MP)

X3

Your foe is at +20% to act against you on their next action.

Magic:  You lose all the MP on the spell you just tried to cast.

X3

Weapon:  Weapon explodes.  Take d4 damage (real) from shrapnel.

Natural weapon:  Something breaks that will never heal right – take d4 damage and minus one DEX and CON permanently.

Magic:  Part of your brain fries.  Take d4 real damage and lose one INT permanently.  Lose any ESS and MP invested into this spell.

X3

Discard this fumble card and draw two others.  You may sing ‘Oh Happy Day’ if it makes you feel better.

X3

Critical hit nearest friend, including STR bonus if applicable.  If no friends around, critical hit yourself.

Magic:  All MP and ESS (permanent ESS) put into the spell are gone.

X3

Roll full damage on your buddy.  If you have no buddies around, take the damage yourself.

Magic:  Lose all MP invested in the spell.

X3

Discard this card and draw d4+2 others.  Apply all results.  This is not your lucky day.  This is known as the ‘Monkey of Doom’ card.

X1

Throw your weapon 4d6 feet in a bad direction.  If you have no weapon, miss the next action entirely.

Magic:  Miss next round (ie no actions).

X2

Throw your weapon 4d6 feet in a bad direction.  If there is an enemy around, you toss it to him.  If he chooses to devote an action to making a ‘catch’ roll at +20%, he gets the weapon.  If you have no weapon, miss the next action entirely.

Magic:  Miss next round (ie no actions).

X1

Drop weapon.  If no weapon, next attack at half.

Magic:  No action next round.

X3

A random piece of good/real gear gets destroyed (exclude PC made magic items).  If you have no gear, mark off HALF of the money you are carrying.

Magic:  In addition to above, you lose half (round up) of the MP the spell you were trying to cast cost.

X3

Strain a muscle, take d6 (real) HP.  Ah, isn’t the life of an adventurer grand?

Magic:  As above plus lose all MP invested in the spell plus stunned next round.

X3

Minus two real HP from you.

Magic:  As above.

X3

Next action at half skill.

Magic:  Lose all MP on spell you just tried to cast.

X3

There goes your trick back.  You are at half on all physical actions until someone spends one minute (12 round) fixing it with a successful first aid roll.

Magic:  Lose flat 10MP.

X2

A random piece of clothing gets destroyed.  If your money was in there, it is destroyed as well as any other gear on that part of your body.  If you are naked already, a random piece of gear gets destroyed.  If you are in combat, naked and with no gear, count yourself lucky.

X2

Your armor (including any magic) is damaged and goes to half protective value.  Normal stuff must be fixed.  Magical stuff is broken for good.  PC made magical stuff is broken for the rest of the adventure and then resets.  If you are unarmored, take d6 real instead.

Magic:  As above, in addition you are stunned next round.

X1

Weapon (inc PC made) half to hit and damage until it is fixed.  Unarmed: take d4+2 real and break it for one month.  Firearm:  Just stops working until a gunsmith roll is made.  

Magic:  Your MP fall to zero.  You faint.

X3

APPENDIX C

Other House Rules and How to Organize a Module for Use in Heroic Cthulhu

(you can use these or not – they seem to be working for me for the last 30 years…):

If you say it, your character either does it or says it.

Example:  “Lets just shoot him.”  (If the NPC is at the table and you say that about him, your character says it.  Interesting things come from this.)

Example:  “I shoot him.”  (If your character has a firearm – or bow, whatever – you get to roll a to hit.  The ‘I was just joking’ or ‘I was just talking to Frank’ defense doesn’t work.)

If you want to talk in a different language, you must make some sort of obvious hand sign (or wear the appropriate hat or something) prior to speaking in that language.  Otherwise, it comes out in your native tongue.  This prevents ‘cheesy-ness’.

If you are a man wanting to play a female, you get to wear a stuffed bra.  If you are a woman wanting to play a man a mustache and or beard.  Yes, I really do this.  I recommend playing your own gender.  This rule came about because I’ve seen a lot of men try to play women and honestly, they suck at it.  After I started enforcing this rule it hasn’t been a problem.

If I can’t read the dice you are using from across the table, you can’t use them in my game.  Yes, I’ve had players throw out sets of yellow dice inked with white.  This prevents all sorts of problems.

If the GM asks you how many rounds are left in your firearm and there is any hesitation the answer is ZERO.  This prevents movie guns that never ever run out of bullets.

The only drugs allowed are caffeine and nicotine (smoking and chewing outside only).  No alcohol or other recreational drugs.  If you had some prior to showing up and the GM suspects it you will be sent home.  

Owning the rulebooks and or modules is cheating.  You don’t need those to play Heroic Cthulhu.  HC is clearly not a good system for power gamers and rules lawyers.

The GM’s word is final.  (This is certainly easier with the above rule.)
Loganization of a module: 

First, I have to read it to determine 'do I like the module' and 'is the money shot worth the build up'? In other words, does the climax of the module justify all that you did to get there? If it doesn't, the players will feel let down. 

Second, I see if the clues given are logical and repeated. If the entire module going forward is contingent on one clue found in one place that is BAD. What if they don't find it? GM prompting? Horrible way to GM. I generally like to go for the 'rule of three' in a module. Three different routes to the end. The vital clue is actually found in three different places. Etc. Also, in this section I try to get stuff in logical order. Many people who write modules don't game often and/or have never playtested this stuff outside of them running it. So things are in a horrible sequence. Example - one module I ran recently described a hotel. Cool. Then it described some other vital stuff about the hotel a few pages later. Then a few pages after that it mentioned that the main Bad Guy could magically hear the PC's in the hotel. This is not good order so I had to make a lot of notes 'see pages x, x and x'. This sort of thing is extremely common. As a GM who might run 5 or more modules in a weekend, I don't have time to get intimately familiar with each of the modules I am to run like the guy who GM's once every month for five hours. I try to make modules 'plug and play'. 

Third, I alter the module. If I consider something stupid, I remove it. If I get an idea of something I think would be cool, I stick it in there. An example of this was the 'Spirits over Arkham' module (found in this thread) 
http://www.yog-sothoth.com/modules.php?name=Forums&file=viewtopic&t=10462&highlight=spirits+arkham 

Which if you were to read the module (see the Yog download site) you can see I used about half of that mod and wildly altered it. Hopefully to the better - the players still talk about it. 

I also try to follow logical progression of the module and see 'is this something the players might rationally do'. Some of the module writers I believe do not have rational players or they hint at stuff that normal people wouldn't do. So I might have to add in some more clues which leads us to the last thing, 

Foreshadowing. This area is normally extremely weak for GM's. I try to put some foreshadowing out there. Heck, if you've closely listened to some of the MP3's you've probably heard foreshadowing for things that haven't come up yet. I try to put in some foreshadowing and such. Also, throw in some basic flavor elements (dash of Logan weirdness, stuff like that.)
Credits page:

I’d like to give hearty thanks to the following people who gave good ideas and helped to get this hashed out:

Andy

Constantine

Spatula
Derek Robertson.


























































































































































































