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Rolling Under Fire & Against Interrogation
When rolling under fire, roll+Poise. This can be for anything from digging into cover during a firefight, to back-flipping out of a window. On a 10+ you will succeed in your course of action. On a 7-9 you may flinch or hesitate allowing the MC to offer you a compromise or hard bargain. On a miss, prepare for the worst. 
When rolling against interrogation, roll+Poise. On a 10+, you tell them what they want to hear, regardless of whether it’s true or not. On a 7-9, they’re suspicious of what you tell them so you’ll need to be convincing or offer up some small truths. On a miss, be prepared for the worst. 
Going Aggro
When going aggro, roll+Brawn. Aggro changes your behaviour and determines how your enemies or allies will respond to you, and whether or not they’d wish to engage you in combat. If you roll a 10+ choose THREE of the following behaviours. On a 7-9 choose ONE.
• Tensed muscles and intimidating stance.	• Practice swinging of a melee weapon. 
• Bloodlust in eyes and menacing glare. 		• Readying of a gun aimed at them.
• Clenched fists and cracking joints.		• Maniacal smile and eerie laugh.
On a miss, choose ONE behaviour anyway but be prepared for the worst.
Sucker Someone
When you attack someone who is unsuspecting or helpless, ask the MC if you could potentially miss with your attack. If you could, treat it as going aggro, but your victim has no choice but to cave in to your demands. If you couldn’t miss, you simply inflict the harm as established.
Intimidation & Scare Tactics
When you want to intimidate or scare someone, roll+Fear. Tell your MC exactly what you want from this person and what you’ll do if they don’t give it to you. On a 10+ they must choose one of the following options.
• They force your hand and have to deal with the consequences.
• They cave and will do what you want them to do.
On a 7-9, they must choose one of the above options and one of the below options.
• They make for the nearest exit as quickly as possible afterwards.
• They barricade themselves securely away from you.
• They give you what they think you want, or tell you what you want to hear.
• They back away calmly, hands where you can see them.
On a miss, prepare for the worst. 



Reading a Person
When you want to read a person, roll+Hunch. On a 10+, ask the PC or MC you’re interacting with THREE of the following. On a 7-9, ask ONE.
• Is this character telling the truth? 		• What does this character feel about this?
• What does this character intend to do?	• What does this character wish I’d do?
• How could I get your character to _? 		• How much does this character know?
On a miss, ask ONE question but be prepared for the worst. 
Reading a Situation
When you want to read a situation, roll+Hunch to ask the MC questions. On a 10+, THREE of the following questions. On a 7-9, ask ONE.
• Where’s my best escape route/way in/way past?	• Who’s in control here?
• Which enemy is the most vulnerable to me?	• What’s my enemy’s true position?
• Which enemy is the biggest threat? 		• What should I be on the lookout for?
Whenever you act on the MC’s answers, gain a +1 to the roll. On a miss, ask ONE question but be prepared for the worst. 
Seduce & Manipulate
When you want to try and Seduce, Manipulate, Bluff, Fast-talk or Lie to someone, tell them what you want them to do, give them a reason, and roll+Charm. 
For NPCs: On a 10+, they’ll go along with what you say, unless some fact or action betrays what you told them. On a 7-9 they’ll go along with you but they’ll need some reassurance or evidence first. 
For PCs: On a 10+, both of the following, on a 7-9, choose ONE.
• If they go along with you, they mark experience.
• If they refuse, you get to erase one of their highlighted stats for the remainder of the session.
What they do then is up to them. 
On a miss for either NPC or PC, be prepared for the worst. 


Basic Moves
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The Bindle-Broker

GAM230 PC Sheet BindleBroker - Word

The Bindle-Broker

Ever found yourself with too much stolen property and no viable means of

getting rid of it? That's when the Bindle-Broker comes in. An unassuming
homeless individual who doubles as a Fence for hire, the Bindle-Broker will sell al
your ilkgotten gains to pawn shops around the area, for a cut of course.

rBindle-Broker Moves

O Fear Merchant - When you use +Charm to orchestrate a sale, you can
roll+Fear instead since people are naturally uncomfortable around you:

O Double Down - During a sale you can choose to Double Down. On a 10+ the
sale will garner double the usual dough. On a 7-9, you will be offered the regular
dough. On a miss your sale will be refused

O Aways a story~ Whenever you handle goods you can roll+Hunch. On a 10+
you can ask o the following questions. On a 7-9 you may ask |

«Who owned this? « Who wil pay top dough for this?
Who handled this last? «Where did this originate from?
«What emotional value might this hold? = What use might this have?

O Instinct of Fear-You can roll+Fear instead of +Hunch when reading situations
thanks to your natural discomfort in most settings.

O Natural Finders ~ Name what you need and roll+Hunch. On a 10+, you
manage to find one. On a 7-9, you find something very similar to what you need.
On a miss, you find what you need but trouble wil follow.

Harm Other Moves

When lifeis
untenable:

12 O Come back
with-1 Brawn

O Come back
with +1 Fear

rName
= Stats & Moves
Dosomering | [FX
under fre. act
gainst
Interrogation
~Poise
Goaggr,
sucker
someone.
engage battle
Erawn. — _
p— Eindle-Ercker Special Ability ™)
Ineimidate
‘someone fresk | | BindieBrokers can sell o any NPC vendor and not
someone out arouse suspicion.
—Fear
Improvement
FReadasiation. | | Exverience OOOOG» Impreve
read 2 person
O+1 Fear (Max3)
O +1 Charm (Max 3)
Hunch
O +1 Hunch (Max 2)
Manipulste,
bribe seduce O New Bindle-Broker move
O New Bindle-Broker move
‘Charm O Learn move from another playbook
Highliehted Stats — |5 Raieyour racer
OFear OHunch || ©Gainanother playable character
O Charm 0 Change character to new playbook

OChangetoa
different playbook

6 0ODie

JEp——

-0 B

2128
24/04/2017
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_Home

Here you can detail your home. The City is a big place so people will need to
know where to find you.

Typical Bindle-Broker examples involve specific diners or businesses that you live
behind in a cardboard box or dumpster. Decrepit apartments or the sewers are
also great places to find shelter.

My home:

ADppearance

Cicthing

Male, Female, Ambiguous
Messy, Clean, Fat, Thin, Strong, Weak
Blonde, Brunette, Black Hair, Red Hair

White, Black, Asian, South American,
Native American

Unique Feature? Birthmark? Snag
tooth? Discuss with your MC.

Rags, Formal Clothing, Standard
Clothing, Uniform

Hat, Headpiece, Eyepatch, Scarf
Umbrella, Walking Stick

Jewellery? Trinket? Pocket
‘Watch? Discuss with your MC.

_Stats.

Choose one set of stats from the following
 Poise (+0) Brawn [-1) Fear (+2) Hunch [+1) Charm (+1)
 Poise [-1) Brawn [+0) Fear (+2) Hunch [+1) Charm (+1)
 Poise (+1) Brawn [+0) Fear (+2) Hunch [-1) Charm (+1)

+ Poise (+0) Brawn (-1) Fear (+2] Hunch (+2) Charm [+0)

rDouch

Dough is the currency used in The City. Dough can be exchanged for goods and
services. Each character starts with a set amount of Dough.

The Bindle-Broker starts with 2 Dough.

At the beginning of every session, players must spend either 1 or 2 dough to
upload lodgings, maintain lifestyle, and pay cronies.

Ifyou find yourself with no Dough you can choose to Perform Legwork: Choose

from the following jobs:
« Beg for spare change on the comer.  + Steal and fence a valuable object

« Scavenge through garbage for change.  + Others, as you negotiate them.

Current Dough:

Cear
Gear is, put simply, the items you
have.

Since you're accustomed to life on the
streets you may start with ONEof the
following

O Switchblade 2 Harm / close)

© Brass Knuckfes (2 Harm /close+messy)

For carrying stolen property, you may also
Start with ONEof the following:

© Unassuming bindle (small carry load)

© More obvious shopping cart (Large
carry load)

Extra CGear

Moves

You have access to all the basic battle
moves.

Choose 2 Bindle-Broker moves

HX Questions————

When everyone introduces their
characters, list the characters names.

You can choose to ask 1-3 of these
questions and mark the result next to
the name:

« Who gave you some dough on
your darkest day? (+3 HX)

« Who requiarly chats to you while
you're panhandling? (+2HX)

« Who do you suspect got the fuzz to
arrest you for squatting? (-2HX)

Mark (-/HX] for everyone else. People
don'tusually like to socialise with
you

JEp——

-0 B

2129
24/04/2017
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The Can-Opener

GAM230 PC Sheet CanOpener - Word

The Can-COpener

and lockboxes quiver before your mighty lock pick. If you want something taken
quickly and discreetly then hiring a Can-Opener is the obvious choice. Of course,
don't piss ‘em off them, or you might just find out how good they are first hand.

There is not a door upon the Earth that poses a threat to the Can-Opener. Safes

rCan-Opener Moves

O Professional- You know your tools like the back of your hand. Gain ONEextra
use of all Safecracker’s Toolsyou use.

O Do you see what I see?~ Roll+Hunch when you find a locked safe or lockbox.
Ona 10+ you know exactly what is inside and how much it is worth. On a 7-9
you have a vague idea what might be in here.

O Sticky Fingers~ Best way to open a safe is with a key, and most keys live in
pockets. Roll+Poise when near and NPC or Roll+HX when near a player character.
Ona 10+ you can take up to 7HREEitems from them. On a 7-9 you may take
ONEitem. On a miss, you're caught in the act.

O That's good soup~ Gain the gear “Nitroglycerin kit’ and the ability to replenish
your stock of it. It has ONE use before it requires replenishing. The kit works
Similarly to Safecracker’s Toolsbut provides a +3 bonus. The downside is that it
creates a loud explosion

O Jumpedtup Jailbirds - You recently orchestrated a breakout at the big house
fora client, but this has led a small group of guys to follow you. These guys count
as a small gang (3 Harm, 1 Armour) and will do small tasks for you, such as
running interference during a heist or scoping out a new mark.

Harm

When lifeis
untenable:

12 O Come back
with-1 Brawn

O Come back
with +1 Fear

rName
= Stats & Moves
Dosomering | [FX
under fre. act
gainst
Interrogation
~Poise
Goaggr,
sucker
someone.
engage battle
Crawn -
p— Can-Opener Spnecial Ability ™
Ineimidate
e e Locks pose no threats to Can-Openers. Roll+Poise o
someone ek ||
—Fear
Improvement
FReadasiation. | | Exverience OOOOG» Impreve
read 2 person
O +1 Poise Max3)
O +1 Hunch (Max 3]
Hunch
O +1 Charm (Max 2)
Manipulste,
bribe seduce O New Can-Opener move
O New Can-Opener move
Charm O Leam move from another playbook
Hishlichted Stats— |
OFear OHunch || ©Gainanother playable character
0 Charm 0 Change character to new playbook

OChangetoa
different playbook

6 0ODie

Other Moves————

JEp——

S (R

0943
26/04/2017
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Home

Here you can detail your home. The City is a big place so people will need to
know where to find you

Typical Can-Opener examples can range from generic apartments to the most
opulent mansion. It all depends on the Can-Opener.

My home:

GAM230 PC Sheet CanOpener - Word

ADDearance

Male, Female, Ambiguous
Messy, Clean, Fat, Thin, Strong, Weak
Blonde, Brunette, Black Hair, Red Hair

White, Black, Asian, South American,
Native American

Unique Feature? Birthmark? Snag
tooth? Discuss with your MC

Clothing
Rags, Formal Clothing, Standard

Clothing, Uniform
Hat, Headpiece, Eyepatch, Scarf
Umbrella, Walking Stick

Jewellery? Trinket? Pocket
Watch? Discuss with your MC.

Stats

Choose one set of stats from the following:
« Poise (+2) Brawn [-1) Fear (+0] Hunch (+1) Charm (+1)
« Poise (+2) Brawn (+0) Fear (-1] Hunch (+1) Charm (+1)
« Poise (+2) Brawn (+0) Fear (-1] Hunch (+1) Charm (+1)

« Poise (+2) Brawn [-1) Fear (+0] Hunch (+2) Charm (+0)

rDough
Dough is the currency used in The City. Dough can be exchanged for goods and
services. Each character starts with a set amount of Dough
The Can-Opener starts with 3 Dough.

At the beginning of every session, players must spend either 1 or 2 dough to
upload lodgings, maintain lifestyle, and pay cronies.

If you find yourself with no Dough you can choose to Perform Legwork Choose
from the following jobs:

* Perform a heist on a business. » Rob a wealthy NPC's house.

« Sell your services to another NPC mob. » Others, as you negotiate them.

Current Dough:

CGear

Gear s, put simply, the items you
have.

On the off-chance a job goes wrong,
you may start with ONE of the
following,

O Derringer Pistol (2 Harm /
range+oneshot+conceal)

O Stiletto (3 Harm / close+precision)

You also start with the following

Safecracker’s Equjpment - Adds a +1 to
any lock-picking. Has 3 uses before it must
be replaced.

Small rucksack (Small carry load)

Extra Cear

Moves

You have access to all the basic battle
moves.

Choose 2 Can-Opener moves.

HX Questions————

When everyone introduces their
characters, list the characters names.

You can choose to ask 1-3 of these
questions and mark the result next to
the name:

« Who's do you feel is the easiest
mark here? (+3 HX)

« Who once helped you escape a
robbery gone wrong? (+2HX)

« Who thinks that you're just 2
liability? (-2HX]

Mark (-/HX] for everyone else.
Working alone is better for a thief, as
crowds draw attention

-0 B

24/04/2017
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The Croaker

I he Croa ker You won't croak with a Croaker around. A medical man through and through,
the Croaker is a valuable resource to any organisation Watch out though, the
Name best ones will always have one hand on the wound and the other on your wallet
because like the best of whores, Croakers that get around get paid the most.
Croaker Moves
O Pick your poison - Choose an NPC under your care. Roll+Poise and on a 10+
you can choose to inject them a non-lethal knockout drug lasting 8 hours, on a 7-
= Stats & Moves 9 the drug lasts for 4 hours. On a miss, they have an allergic reaction, take 2-harm
HX and become immediately hostile.
Do something
g;j;; e oct O Quick Draw~ Years of training mean you're especially deadly with your
Interrogation scalpel. You can roll roll+Poise instead of +Brawn when using your Scalpel as a
. weapon.
Lpcise—. P
PE— O Keen eye~ Roll+Hunch whenever you encounter an injured or dead
sucker individual. On a 10+ ask THREE of the following. On a 7-9 ask ONE.
someone,
engage batle «What happened to this person? «What was the motive here?
Erawn
Croaker Special ADIliD———— «How long ago did it happen? *Are there any important clues nearby?
Intimicate
someone, fresk | | The Croaker can roll+Poise to heal his friends, and if «What kind of weapon was used here? » Was anything valuable taken?
SUWE'GNE"UU[ the opportunity arises, also his enemies.
O Doctor’s Handwriting - Roll+Poise to send a secret message. On a 10+ the
L Fear——— message is only readable to the recipient. On a 7-9 choose TWO key words that
Improvement — are legible to others. On a miss, the entire message is legible to those who see it.
Fead 3 siuaton. | | Exverience OOOO G Impreve
read a person 1 Poise (iax 31 O Intimidating Presence~ Your cold and professional demeanour has people
scared of you. When you roll+Fear to intimidate, you can roll+Poise instead.
©+1 Hunch (Max 3)
Hunchl——
0+ Brawn (Max2) Harm— Other Moves
Menjoutate, untenable:
brive, seduice O New Croaker move
12 © Come back
O New Croaker move with -1 Brawn
Charm O Learn move from another playbook © Come back
H ith +1 Fe
Highlighted Stats. SRe T 9 3W' e
O Poise O B etire your character ochangeton
diferent playbook
O Fear O Hunch O Gain another playable character
© Charm O Change character to new playbook 6 ©Die
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Home

Here you can detail your home. The City is a big place so people will need to
know where to find you

The typical locale for a Croaker is a clinic. It doesn't necessarily have to be legal or
reputable. It could be a clinic for all or exclusively for mobsters. It could be neutral
ground or allied with one particular family. It's entirely dependent on the Croaker.

My home:

GAM230 PC Sheet Croaker - Word

ADDearance

Male, Female, Ambiguous
Messy, Clean, Fat, Thin, Strong, Weak
Blonde, Brunette, Black Hair, Red Hair

White, Black, Asian, South American,
Native American

Unique Feature? Birthmark? Snag
tooth? Discuss with your MC

Clothing
Rags, Formal Clothing, Standard

Clothing, Uniform
Hat, Headpiece, Eyepatch, Scarf
Umbrella, Walking Stick

Jewellery? Trinket? Pocket
Watch? Discuss with your MC.

Stats

Choose one set of stats from the following:
« Poise (+2) Brawn [+1) Fear (+1) Hunch (+0) Charm (-1)
« Poise (+2) Brawn (+0) Fear (-1] Hunch (+1) Charm (+1)
« Poise (+2) Brawn [+1 Fear (-1] Hunch (+0) Charm (+1)

« Poise (+2) Brawn (+0) Fear (-1] Hunch (+2) Charm (+0)

rDough
Dough is the currency used in The City. Dough can be exchanged for goods and
services. Each character starts with a set amount of Dough

The Croaker starts with 3 Dough.

At the beginning of every session, players must spend either 1 or 2 dough to
upload lodgings, maintain lifestyle, and pay cronies.

If you find yourself with no Dough you can choose to Perform Legwork Choose
from the following jobs:

« Become a wealthy NPC's physician. + Open your clinic to the public.

* Freelance consultancy at the local hospital. » Others, as you negotiate them.

Current Dough:

CGear

Gear s, put simply, the items you
have.

Scalpel (3 Harm / close+precise)

Doctor’s Bag - This bag has 5 uses.
Roll+Poise to heal an ally or enemy. Their
current damage will affect how much you
can heal them

If harm is Over Nine: +10 will heal 2 Harm
but require 12 hours bedrest. 7-9 will heal
2 Harm and require 24 hours bedrest. On
amiss will deal +1 Harm to the target.

If harm is on TWO or THREE o'clock: +10
will heal 2 Harm. 7-9 will heal 1 Harm. On
amiss it will not heal.

If the harm is on ONE: +10 will heal 1
Harm and will not count as a use, a 7-9
will heal 1 Harm, on a miss will not heal.

Extra Cear

Moves

You have access to all the basic battle
moves.

Choose 2 Croaker moves.

HX Questions————

When everyone introduces their
characters, list the characters names.

You can choose to ask 1-3 of these
questions and mark the result next to
the name:

« Whose antics have given you the
most business? (+3 HX)

« Who do you find yourself patching
up requisrly? (+2HX)

« Who do you think will be their own
downfall? (-2HX)

Mark (#/Hx] for everyone else. You
must be a people person, otherwise
why would you spend 80% of your
time inside of them.

-0 B

24/04/2017
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The Enforcer.

'I'he Entorcer If you want a message sent, and sent hard. Find yourself an Enforcer. These
thugs might have skulls thicker than a Liberty tanks hull, but they pack a punch
Name just as mighty. You can use them to put the fear of God into almost anyone, for
the right price of course.
—Enforcer Moves
O Tough Guy~ You must work out a lot. Your thick muscles allow you to deal an
additional 1 Harm when using melee weapons.
- Stats & Moves
HX O No Questions Asked - Your brass knuckles count as a concealed weapon and
Do something will not be confiscated during frisking. Whether you hide them or if people are
g;;’;; e oct to0 scared to take them is up to you
Interrogation A ) i
O Ain't Saying Nothing - While under interrogation, you may roll+Brawn rather
-Doise ————— than roll+Poise to resist.
5”:99'4 O You wanna go sunshine?~- While attempting intimidation you can roll+Brawn
sucker
omeone. rather than roll+Fear.
engage batle N 5
bra O Commanding Voice~ You can roll+Fear on an NPC, or +HX on a PC. Ona 10+
wn Enforcer Special ADIlIG | select ONE of the following: *Follow me, +Protect me, *Obey me, *Fight me
Intimicate
someone freak | | Due to their heavy builds, Enforcers have thicker skin On a 7-9, choose ONE of the above plus ONE of the conditions below:
someone out meaning they have a stackable +1 armour.
+The effect will only last for 1 minute. » They will attempt to kill you afterwards.
—Fear— Improvement————— «They will harbour a grudge against you. * They'll spread a rumour about you
i >> Improve
Rezgzsueton. | |Exverience 00000 *You gain -HX with them. (PC only) *They alert the law of your presence.
0 +1 Brawn (Max 3]
On a miss they will do nothing and refuse to socialise with you for a while.
O +1 Fear (Max 3)
Hunchl——
©+1 Poise (Max 2] Harm  wenies Other Moves
Menjputate untenable:
brive, seduice O New Enforcer move
12 © Come back
O New Enforcer move with -1 Brawn
Charm 0 Learn move from another playbook © Come back
H ith +1 Fe
Highlighted Stats = — 9 E N
O Paise O B etire your character ochangeton
diferent playbook
OFear O Hunch O Gain another playable character
© Charm O Change character to new playbook 6 ©Die
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Home

Here you can detail your home. The City is a big place so people will need to
know where to find you

Enforcers can be found almost anywhere, from the most downtrodden
apartment to the fanciest mansion. Talk to your MC about your Enforcer’s
personality and history if you're having problems placing them

My home:

GAM230 PC Sheet Enforcer - Word

ADDearance

Male, Female, Ambiguous
Messy, Clean, Fat, Thin, Strong, Weak
Blonde, Brunette, Black Hair, Red Hair

White, Black, Asian, South American,
Native American

Unique Feature? Birthmark? Snag
tooth? Discuss with your MC

Clothing
Rags, Formal Clothing, Standard

Clothing, Uniform
Hat, Headpiece, Eyepatch, Scarf
Umbrella, Walking Stick

Jewellery? Trinket? Pocket
Watch? Discuss with your MC.

Stats

[ choose one set of stats from the following
« Poise (+1) Brawn (+2 Fear (+1) Hunch (+0) Charm (-1)
« Poise (+0) Brawn (+2] Fear (+1) Hunch (+1) Charm (-1)
« Poise (+1) Brawn (+2 Fear (+1) Hunch (-1) Charm (+0)

« Poise (+0) Brawn (+2] Fear (+2) Hunch (+0) Charm (-1)

rDough
Dough is the currency used in The City. Dough can be exchanged for goods and
services. Each character starts with a set amount of Dough
The Enforcer starts with 2 Dough

At the beginning of every session, players must spend either 1 or 2 dough to
upload lodgings, maintain lifestyle, and pay cronies.

If you find yourself with no Dough you can choose to Perform Legwork Choose
from the following jobs:

* Shakedown an NPC for an NPC loanshark. s Provide muscle for a heist.

« Fight in an underground arena. « Others, as you negotiate them.

Current Dough:

CGear

Gear s, put simply, the items you
have.

Brass Knuckles (2 Harm / close+messy)
Choose ONE of the following weapons:

O Sawn-Off Shotgun (3 Harm /
close+spreaci+messy)

O Shotgun (3 Harm /
close+accurate+messy)

O Baseball Bat (2 Harm / close+messy)
IFthe Baseball Bat s chosen, it can be

upgracied with Nails for 1 Dough to give it
3 Harm.

Extra Cear

Moves

You have access to all the basic battle
moves.

Choose 2 Enforcer moves.

HX Questions————

When everyone introduces their
characters, list the characters names.

You can choose to ask 1-3 of these
questions and mark the result next to
the name:

*+ Who helped you intimidsate 2
particularly troublesome individual?
(+3HX)

*+ Who do your allegiances lie with?
(+2HX)

« Who is the only person to have ever
beaten you in & fight? (-2HX)

Mark (0HX] for everyone else. You
usually don't judge people until your
employer judges them

-0 B
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The Codfather
'I'he ‘ ;Odtather The Big Cheese, the Head Honcho, the one in charge. The Godfather is, simply
put, the head of a mob family. It's a role that's pivotal to the survival of any
organised crime family but comes with enough stress to bury you six feet under.
Name by v 7 o

Your've just gotta make sure you hire the right people, as anyone could rat you
out to the law.

rEodfather Moves
= Stats & Moves O My Littie Friends - You influence has gained you a little bit of protection. Gain
X the loyalty of either a small gang (3 members, 2 Harm, 1 armour) or an NPC
Do sometning Enforcer (3 Harm, 1 Armour]. You decide who they are.
under fre.act
aganst N
Gt O Highbinders~ If you ever find yourself on the way to the Big House, you can

N roll+Fear. On a 10+, a politician or high-society NPC that you know bails you out
~Doise ———— On a 7-9, they bail you out but with strings attached. On a miss, nothing happens
and you are sent to jail.

Goaggro,
sucker
omeone. O Smooth Shakedown ~ When attempting to manipulate or bribe, you may
engage batle roll+Fear rather than +Charm.

Erawn - N

CGodfather Special AbIli—— O Hidden Piece~ You can choose either a Shotgun (3 Harm / close+accurate] or

Intimicate a Tommy Gun (3 Harm / range+spread) that is conveniently hidden in your office
‘omeone fresk | | The Godfather s responsible for organising jobs and in case negotiations go sour
“omeone out is the final word on all matters within the mob.

O Rasputin Reborn - You're one scary motherfucker. You're even scarier when
L Fear ——— _ you can seemingly shirk death off like an old coat. You take 1 less harm from

Improvement being shot, being poisoned, and taking melee damage. You still bleed, it just
Feada situavon. | | Exverience OOOOG> Improve :
read a person doesn't bother you as much

O +1 Fear (Max 3)

©+1 Poise (Max 3)

Hunchl—— R e ——
0 +1 Honeh (V2 Harm™, Other Moves
Manjpuiare, Untenable:
bribe seduce O New Godfather move
12 © Come back
O New Godfather move with-1 Brawn
Charm 0 Learn move from another playbook © Come back
H with +1 Fear
Highlighted Stats SRe T 9 3
O Poise O Bronn etire your character o crangeron
ifferent playbook
O Fear O Hunch O Gain another playable character
obie
O Change character to new playbook 6
O Charm 9 plet

—
2158
24/04/2017
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Home

Here you can detail your home. The City is a big place so people will need to
know where to find you

The Godfather typically resides in a mansion, either owned by them or not.
However, whether you want to reside on a golden throne below a speakeasy or
live in just a standard apartment under the guise of a civilian, the choice is up to
you.

My home:

GAM230 PC Sheet Godfather - Word

ADDearance

Male, Female, Ambiguous
Messy, Clean, Fat, Thin, Strong, Weak
Blonde, Brunette, Black Hair, Red Hair

White, Black, Asian, South American,
Native American

Unique Feature? Birthmark? Snag
tooth? Discuss with your MC

Clothing
Rags, Formal Clothing, Standard

Clothing, Uniform
Hat, Headpiece, Eyepatch, Scarf
Umbrella, Walking Stick

Jewellery? Trinket? Pocket
Watch? Discuss with your MC.

Stats

Choose one set of stats from the following:
« Poise (+1) Brawn (+0) Fear (+2) Hunch (+1) Charm (-1)
« Poise (+1) Brawn [-1) Fear (+2] Hunch (+0) Charm (+1)
« Poise (+1) Brawn (+0) Fear (+2) Hunch (-1) Charm (+1)

« Poise (+2) Brawn (+0) Fear (+2) Hunch (+0) Charm (-1)

rDough

Dough is the currency used in The City. Dough can be exchanged for goods and
services. Each character starts with a set amount of Dough

The Godfather starts with 4 Dough.

At the beginning of every session, you are exempt from paying dough to uphold
lifestyle since you run the entire organisation. This means though that you must
strategically plan and execute heists, robberies, production of alcohol, smuggling
of drugs or whichever other kind of activity you feel suits your character.

If you decide against orchestrating jobs for a while, roll+Fear to determine
whether your Mob will respect your decision. 10+, they follow without question.
7-9, they follow but show some resentment toward you. On a miss, your
leadership will be called into question, with an NPC coup imminent

Current Dough:

CGear
Gear is, put simply, the items you
have.
Choose ONE from the following:

O Derringer Pistol (2 Harm /
conceal+range|

O Colt Pistol (2 Harm / range+accurate)

Choose ONE from the following

O Grenade (4 Harm / radius]

O Molotov (2 Harm / radius+longevity)

Youalso gain:

NPC Bodyguard (2 Harm, 1 Armour)

Extra Cear

Moves

You have access to all the basic battle
moves.

Choose 2 Godfather moves.

HX Questions————

When everyone introduces their
characters, list the characters names.

You can choose to ask 1-3 of these
questions and mark the result next to
the name:

« Who do you feel should take over if
you're ever incarcerated? (+3 HX)

« Who do you feel is the most loyal to
you? (+2FX)
« Who do you feel would be the first

to crack under interrogation? (-2HX)

Mark (+/1 HX)for everyone else. You
like to keep your friends close and
your enemies closer.

Zoom level. Click to open the Zoom dialog box.
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—  TheGCGoon
'I'he ‘ ;Oon Never get your hands dirty when you've got a Goon around. They do things
dirtier than a back-alley hooker could dream of, for the right price of course.
Name Typical jobs for a goon can involve mugging sweet old grannies, burning down
rival speakeasies, and generally just causing chaos
~Goon Moves
O Natural Suspect~ If you are ever comered by the law, you can roll+Poise to
make it appear as though you are solely responsible. On a 10+, no evidence is
- Stats & Moves found against you and you are released afterwards. On a 7-9, you are offered a
Do somen HX caution. On a miss, you are detained for the night.
something
gg;i;f’e I O Cool Jerk- Your cool demeanour means whenever you would usually
Interrogation roll+Brawn, you may roll+Poise.
“Poise————— O Keen Kisser— When you would roll+Charm to Manipulate, Bribe or seduce, you
pE— may roll+Cool.
sucker o .
omeone, O Toot the Right Ringer~If you feel you're lacking information, you can
engage batile roll+Hunch to see if an NPC you know might have the information you need. On
Brawn a 10+ they know the exact info, on a 7-9 they know information pertaining to the
ndle-Broker Special Ability— situation but not a lot. On a miss, they give you false information
Intimicate
The Goon s able to destroy evidence by rolling .
Someare ek | | L e This cam be s smpie lea ob oran arson O Perfect Piece - You know your way around a gun and can upgrade your colt
Job to cover your tracks, i Up to you. pistol with TWO of the following upgrades:
SFear——— L ont——— * Noise Suppressor (+Silent) « Mini Bayonet (+Melee Harm 2]
freag s stugtion, Experience OOO0G> Improve « Armour Piercing (+Negate Armour) — + Slim Body (+Conceal)
read 2 person
0 +1 Poise (Max 3
olse (Max3) « Extended Barrel (+Loud/+1 Harm) — « Burst Trigger (+Spread)
0 +1 Hunch (Max 3)
Hunchl—— mm
O+ Brawn (Max2) Hal [Fr— Other Moves
Menjputate untenable:
brive, seduice O New Goon move
12 © Come back
O New Goon move with-1 Brawn
Charm’ 0 Learn move from another playbook © Come back
H with +1 Fear
I'geph hdeSB!aLs O Retire your character 9 3
oise rawn OChangetoa
diferent playbook
OFear O Hunch 0 Gain another playable character
© Charm O Change character to new playbook 6 ©Die
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Home

Here you can detail your home. The City is a big place so people will need to
know where to find you

Goons are typically flexible. You could be a down & out in a shabby apartment, or
the child of High society members rebelling against the status quo. Talk to your
MC if you're having issues coming up with ideas

My home:

GAM230 PC Sheet Goon - Word

ADDearance

Male, Female, Ambiguous
Messy, Clean, Fat, Thin, Strong, Weak
Blonde, Brunette, Black Hair, Red Hair

White, Black, Asian, South American,
Native American

Unique Feature? Birthmark? Snag
tooth? Discuss with your MC

Clothing
Rags, Formal Clothing, Standard

Clothing, Uniform
Hat, Headpiece, Eyepatch, Scarf
Umbrella, Walking Stick

Jewellery? Trinket? Pocket
Watch? Discuss with your MC.

Stats

[ choose one set of stats from the following
« Poise (+2) Brawn [-1) Fear (+1] Hunch (+1) Charm (+0)
« Poise (+2) Brawn [+1] Fear (+0) Hunch (+1) Charm (-1)
« Poise (+2) Brawn [+1) Fear (-1] Hunch (+1) Charm (+0)

« Poise (+2) Brawn (+0) Fear (+0) Hunch (+2) Charm (-1)

rDough
Dough is the currency used in The City. Dough can be exchanged for goods and
services. Each character starts with a set amount of Dough
The Goon starts with 2 Dough

At the beginning of every session, players must spend either 1 or 2 dough to
upload lodgings, maintain lifestyle, and pay cronies.

If you find yourself with no Dough you can choose to Perform Legwork Choose
from the following jobs:

* Destroy evidence for an NPC mobster. » Frovide muscle for an NPC run heist.

*Mug an NPC in 2 dark alley. + Others, as you negotiate them.

Current Dough:

CGear
Gear is, put simply, the items you
have.
You start with:
Colt Pistol (2 Harm / range)
Small carry sack (Small carry capacity)
Choose one of the following:

O Sawn off Shotgun (3 Harm /
close+spreaci+messy)

O Tommy Gun (3 Harm /
range+spread+messy)

Extra Cear

Moves

You have access to all the basic battle
moves.

Choose 2 Goon moves.

HX Questions————

When everyone introduces their
characters, list the characters names.

You can choose to ask 1-3 of these
questions and mark the result next to
the name:

« Who would you take the fall for?
(+3HX)

* Who treats you like an actual
‘human being rather than just a tool?
(+2HX)

« Who do you think would sell you
out for a lesser sentence? (-2HX)

Mark (+0Hx] for everyone else. You
tend not to socialise unless you're on
a job.

JEp———

-0 B
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The Iron-Jockey

'I'he Iron Jockey The Iron-Jockey is a driver, and a bloody good one at that. Whether they're
taking you and your sweetheart on an evening cruise through the city, or aiding
Name you and your cronies escape from the Law, the Iron-Jockey knows the roads like
the back of his hand and will gladly take you for a spin. If the price is right.
Iron-Jockey Moves
= Stats & Moves O Red Light - When riding with an NPC in the car, roll+Poise to push them out
HX while the car is moving. On a +10 they fall out and take 4 Harm, on a 7-9 they fall
Do something out and take 2 Harm. On a miss you can’t get them out, but they know you tried.
under fire. act
against O Getaway Gut Instincts - Whenever you would usually roll+Poise, you can
Interrogation
rol+Hunch instead
“Doise—
O Jittering Jalopy - Your car is on the older side and smokes quite a bit. While
5”:99'4 driving roll+Hunch to create a smokescreen behind you. On a 10+ you escape
sucker
omeone. any pursuers unless in an open area. On a 7-9, they lose you in the fog but
engage batle continue to follow the trail. On a miss, your pursuers fire blindly into the smoke.
Erawn
Iron-Jockey Special ADIlIG | O Back-alley Roamer - You know your way through every crevice of the city. You
Intimicate e tromsoct i 0 know ot know the every possible route to your location and can choose whichever one
ek  Iron-Jockey can roll+Hunch to know what is
someane e rong i oy wehicle. He o 15 cre this il 0 you wish to take, from the fastest, to the slowest, to the most confusing
hotwire vehicles that he doesn’t have the keys for.
O Custom Car- You can choose TWO of the following upgrades for your car.
Fear-
Improvement * Larger trunk (+Large Carry Load) « Lighter Framer (+Speed)
Feag 3 siuaton. | | Exverience OOOO®» Improve
. . " . 4
read 2 person 041 Hunch (Vax 31 Thick Tyres (+Slow Immunity) Bright Headlights (+Blinding)
©+1 Porse (Max 3) « Armour Piates 1+1 Vehicle Armour] __+ Novelty Horn (+Distraction]
Hunch-! ——
0 +1 Charm (Max 2) Harm  wieniess Other Moves
Menjputate untenable:
brive, seduice O New Iron-Jockey move
12 © Come back
O New Iron-Jockey move with -1 Brawn
Charm O Learn move from another playbook © Come back
H with +1 Fear
I'geph hdeSB!aLs O Retire your character 9 3
oise rawn OChangetoa
diferent playbook
O Fear O Hunch O Gain another playable character
© Charm O Change character to new playbook 6 ©Die
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Home

Here you can detail your home. The City is a big place so people will need to
know where to find you

Iron-Jockeys can come from many backgrounds but the one defining feature that
most of them share is proximity to a workshop where they can usually be found
tinkering with their ride. Whether that workshop is a rundown shed or a high-
society garage is entirely up to you.

My home:

GAM230 PC Sheet IronJockey - Word

ADDearance

Male, Female, Ambiguous
Messy, Clean, Fat, Thin, Strong, Weak
Blonde, Brunette, Black Hair, Red Hair

White, Black, Asian, South American,
Native American

Unique Feature? Birthmark? Snag
tooth? Discuss with your MC

Clothing
Rags, Formal Clothing, Standard

Clothing, Uniform
Hat, Headpiece, Eyepatch, Scarf
Umbrella, Walking Stick

Jewellery? Trinket? Pocket
Watch? Discuss with your MC.

Stats

[ choose one set of stats from the following
« Poise (+1) Brawn [-1) Fear (+0] Hunch (+2) Charm (+1)
« Poise (+1) Brawn (+0) Fear (-1] Hunch (+2) Charm (+1)
« Poise (+1) Brawn [-1) Fear (+0] Hunch (+2) Charm (+1)

« Poise (+2) Brawn [-1) Fear (+0] Hunch (+2) Charm (+0)

rDough
Dough is the currency used in The City. Dough can be exchanged for goods and
services. Each character starts with a set amount of Dough
The Iron-Jockey starts with 3 Dough

At the beginning of every session, players must spend either 1 or 2 dough to
upload lodgings, maintain lifestyle, and pay cronies.

If you find yourself with no Dough you can choose to Perform Legwork Choose
from the following jobs:

* Moonlight as a chauffeur for a wealthy NPC. » Work as a mechanic for an NPC.

+Be the getaway ride for an NPC heist. » Others, as you negotiate them.

Current Dough:

CGear

Gear s, put simply, the items you
have.

You start with:

Tommy Gun (3 Harm /
range+spread+messy)

Choose one of the following vehicles:

O Lancia Lambda (Car)
(3 Vehicle Armour / 4 seats / convertible]

O Ford Model A(Car)
(3 Vehicle Amour / 4 seats)

O Cadillac V16 (Car)
(3 Vehicle Armour / 4 seats / convertible]

O Chevrolet Model BB Huckster (Truck)
(4 Vehicle Armour / 8 Seats / slow]

Extra Cear

Moves

You have access to all the basic battle
moves.

Choose 2 Iron-Jockey moves

HX Questions————

When everyone introduces their
characters, list the characters names.

You can choose to ask 1-3 of these
questions and mark the result next to
the name:

« Who provides the best stories for
long car rides? (+3 HX)

« Who regularly compliments your
driving, even under pressure? (+2HX)

« Who reqularly leaves a mess in your
car? [-2HX)

Mark (-/HX] for everyone else. People
don't usually like to socialise with
you.

-0 B

24/04/2017
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The Lip
'I'he I_ip For any high-functioning mob, the Law is a constant threat. So someone who
understands the ins and outs is a great asset. The Lip is a lawyer who works for
Name the mob. If you pay them enough, they can ensure that any snooping detectives
or inconvenient prison sentences are swept under the rug.
rLiD Moves
= Stats & Moves O Dreadfully Charming - When you would usually roll+Fear for intimidation
HX purposes, you may roll+Charm instead
Do something
under fire. act O Unofficial Bail~ If an attempt at getting an NPC or PC released fails, you can
ol roll+Charm to retry but on the condition of it being a bribe. On a 10+ the bribe is
9 accepted, on a 7-9 the bribe is debated, on a miss the bribe is out-ight rejected
“Doise—
O Newly Discovered Evidence~ If you find yourself in trouble in court,
5”:99'4 roll+Hunch. On a 10+ a new piece of evidence is brought in to exonerate your
sucker
omeone. client, on a 7-9 a piece of evidence not relevant to the case is brought in but you
‘engage batte may bluff about the importance, on a miss new evidence is brought in but there
Erawn. are strings very much attached to its use.
Lip Special Abiliy N 5
Intimicate el oot 0 get PC's o NPC elemsect O Municipal Mouthpiece~ Given your natural charm and powers of
someone freak | |t eourt by rollingeCharm. manipulation, should the Godfather ever be indisposed or unable to run the
someone out
organisation, it falls on you to rule over it in their stead.
SFear——— L ont——— O Uttimatum - During an interrogation, on yourself or a client, roll+Fear to let the
p—— Exnerie'"':w' eo"ol DO Imerove interrogator know the legal ramifications you'll incur on them should this go to
rendaperson court. On a 10+ they'll relent and allow you to go free. On a 7-9 they'll continue
O +1 Charm (Max 3| questioning but release on probation. On a miss, they're not that scared of you
©+1 Hunch (Max 3)
Hunchl—— m M
0+1 poise (Max2) Hal [— Other Moves
Menjputate untenable:
brive, seduice O New Lip move
12 © Come back
O New Lip move with -1 Brawn
Charm’ 0 Learn move from another playbook © Come back
H h+1 Fear
Highlighted Stats -
- O Retire your character 9 3
O Poise O Brawn O changetoa
diferent playbook
OFear O Hunch 0 Gain another playable character
oDie
O Change character to new playbook
O Charm o i 6
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Home

Here you can detail your home. The City is a big place so people will need to
know where to find you

Lips are lawyers, and lawyers make big bucks. Typical Lip homes are upper city
apartments, manor houses or abstract studio apartments. Of course, it’s up to you
how you want to live.

My home:

GAM230 PC Sheet Lip - Word

ADDearance

Male, Female, Ambiguous
Messy, Clean, Fat, Thin, Strong, Weak
Blonde, Brunette, Black Hair, Red Hair

White, Black, Asian, South American,
Native American

Unique Feature? Birthmark? Snag
tooth? Discuss with your MC

Clothing
Rags, Formal Clothing, Standard

Clothing, Uniform
Hat, Headpiece, Eyepatch, Scarf
Umbrella, Walking Stick

Jewellery? Trinket? Pocket
Watch? Discuss with your MC.

Stats

[ choose one set of stats from the following
« Poise (+1) Brawn [-1) Fear (+0] Hunch (+1) Charm (+2)
« Poise (-1) Brawn (+0) Fear (+1] Hunch (+1] Charm (+2)
« Poise (+0) Brawn [-1) Fear (+1] Hunch (+1) Charm (+2)

« Poise (+0) Brawn [-1) Fear (+0] Hunch (+2) Charm (+2)

rDough
Dough is the currency used in The City. Dough can be exchanged for goods and
services. Each character starts with a set amount of Dough
The Lip starts with 3 Dough

At the beginning of every session, players must spend either 1 or 2 dough to
upload lodgings, maintain lifestyle, and pay cronies.

If you find yourself with no Dough you can choose to Perform Legwork Choose
from the following jobs:

* Act as a Public Defence attorney for an NPC. + Sue a wealthy NPC.
+ Become the executor of a wealthy NPC's will. s Others, as you negotiate them.

IF MUNICIPLE MOUTHPIECE IS IN EFFECT, USE THE GODFATHER SEGMENT.
Current Dough:

CGear
Gear is, put simply, the items you
have.
Choose ONE of the following:

O Derringer Fistol (Range / Conceal/
Onesot)

O Stiletto (Close / Conceal)

Extra Cear

Moves

You have access to all the basic battle
moves.

Choose 2 Lip moves.

HX Questions————

When everyone introduces their
characters, list the characters names.

You can choose to ask 1-3 of these
questions and mark the result next to
the name:

* Whose antics are sure to keep you
in business? (+3 HX)

*+ Who would you most like to take
to dinner after winning a big case?
(+2HX)

+ Whose case, providing it made it to
court, would surely be un-
defendable? (-2HX)

Mark (#HX] for everyone else. You're
a charismatic individual. Making
friends is easy for you.

-0 B
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= TheMiller___
'I'he Mi Ier You might wonder why the owner of a speakeasy would ever be hired by the
mob, but Millers are notoriously good money-men. Whether it's for getting
Name money, hiding money, counting money or simply spending money, hiring the
Miller is your best bet. Of course, you'll have to match their price.
—Miller Moves
O Convenience - You know how rowdy people can get and have a ‘Convenient
Weapon’ under the bar to deal with them. Choose one of the following;
- Stats & Moves
HX « Shotgun (3 Harm, Close/Accurate) » Sawn-Off Shotgun (3 Harm, Close/Spread)
Do something :
under fire, act « Tommy Gun (3 Harm, Range/Spread) » Spiked Bat (3 Harm, Melee/Messy)
against
interrogation O I've got a story for you~ Roll+Charm when in a charged situation to begin
Lpcise— | telling a story. On a 10+ all NPC's within hearing range are so enthralled by your
story they cease hostile actions. On a 7-9, hostile NPC's will still target other
5”:99'4 members of the party but not you because they want to hear how the story
sucker
omeone. ends. On a miss, they ignore you and continue to fight
engage batle
O Cut the Bull- You always know when people are lying. You may ask another
Erawn .
Miller special ADIliD PC, or the MC in regards to NPC's, and instantly know whether they were lying.
Intimicate
‘omeone, fresk | | The Milleris used to covering up his actions from the O Gift of the Gab~ You can attempt to inspire a PC or friendly NPC by
someone out mangh@;;ﬂaqa‘"ﬂ interrogation by rolling+Charm. On a 10+ they take +1 to their next roll and gain 1HX with you
On a7-9 they take +1 to their next roll. On a miss you fail to inspire them
L Fear— —
Improvement O Ritzy Rogue - Your place gets a lot of traffic, so much so that you're making a
Read 2 situation, | | Exmerience OOOOG®> Improve profit. During the Lifestyle phase at the beginning of each session, providing your
read 2 person
©+1 Charm (Max 3] business is still open, you gain 2 Dough.
0 +1 Brawn (Max 3]
Hunchl——
SO Farm ... | OtherMoves
Menjputate untenable:
brive, seaice © New Bindle-Broker move
12 © Come back
O New Bindle-Broker move with -1 Brawn
Charm O Learn move from another playbook © Come back
H with +1 Fear
Fiehi hted Stats O Retire your character 9
O Poise O Brawn ¥ 0 Changetoa
diferent playbook
O Fear O Hunch O Gain another playable character
© Charm O Change character to new playbook 6 ©Die
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Home

Here you can detail your home. The City is a big place so people will need to
know where to find you

Millers are usually found in the speak-easies that they own or in their residence
which is usually nearby. They could be in an abandoned mansion or in a factory
basement. Just talk with your MC about how to keep your business on the down-
low.

My home & My Business:

GAM230 PC Sheet Miller - Word

ADDearance

Male, Female, Ambiguous
Messy, Clean, Fat, Thin, Strong, Weak
Blonde, Brunette, Black Hair, Red Hair

White, Black, Asian, South American,
Native American

Unique Feature? Birthmark? Snag
tooth? Discuss with your MC

Clothing
Rags, Formal Clothing, Standard

Clothing, Uniform
Hat, Headpiece, Eyepatch, Scarf
Umbrella, Walking Stick

Jewellery? Trinket? Pocket
Watch? Discuss with your MC.

Stats

[ choose one set of stats from the following
« Poise (+0) Brawn [+1) Fear (-1] Hunch (+1) Charm (+2)
« Poise (-1) Brawn [+1) Fear (+0) Hunch (+0] Charm (+2)
« Poise (+1) Brawn [+1) Fear (+0) Hunch (-1) Charm (+2)

« Poise (+0] Brawn (+2) Fear (+0] Hunch (+0] Charm (+2]

rDough
Dough is the currency used in The City. Dough can be exchanged for goods and
services. Each character starts with a set amount of Dough

The Miller starts with 2 Dough.

You don't need to worry paying for lifestyle because your business makes enough
money to cover you and ensure your business & staff are paid for.

However, unlike most players, you cannot perform legwork for the simple reason
that you run a business, and if you want money you've gotta earn it.

Current Dough:

CGear
Gear is, put simply, the items you
have.

Springfield Riffe (4 Harm - Accurate / 2
Harm - Inaccurate)

Bouncer (3 Harm ~ 1 Armour]

Extra Cear

Moves

You have access to all the basic battle
moves.

Choose 2 Miller moves.

HX Questions————

When everyone introduces their
characters, list the characters names.

You can choose to ask 1-3 of these
questions and mark the result next to
the name:

« Who is your favourite regular
customer? (+3 HX)

« Who would you like to see  lot
more of afterhours? (+2HX)

«Who is constantly causing trouble
in your establishment? (-2HX)

Mark (+Hx) for everyone else. If you
weren't a people person you'd have
never gone into this line of business.
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The Saueeze

'I'he Squeeze The Squeeze is a master of seduction and the date on everyone's arm. Everybody
has secrets, and if you want those secrets dragged kicking and screaming into
Name the light, you hire a Squeeze to ... well to ‘squeeze’ it out of them. Be warned
though, the Squeeze has expensive tastes, so you'd better be willing to pay.
~Saueeze Moves
O Blue Balls— When Rolling+Charm to Seduce an NPC, you gain hold over your
target. On a 10+ you gain 3 hold and can expend them on the following
- Stats & Moves commands, on a 7-9 gain 1 hold.
HX
Do something « Target must protect you with their ife.  + Target must act as your eyes & ears.
under fire. act
against « Target must bestow a gift worth 1 Dough. * Give you something you want from them.
Interrogation
" « Target must divulge information. + Go quietly back to their everyday activties.
Lpcise—! g g quietly ryday
O Hot Head ~ When you would usually roll+Brawn, you can roll+Charm instead
Goaggro,
sucker .
omeone, O Blackmail Baby~ You gain the ability to blackmail your Marks. When you
engage batle Roll+Charm to gain info, you can choose to gain sensitive information. On a 10+,
Brawn you gain the sensitive information, and it's worth double your standard fee. On a
Saueeze Special Abilib—— 7-9, you gain the sensitive information. On a miss, you gain no information.
Intimicate
someone. freak | | The Squeeze can sell information to the press. You O Instinctual- When you roll+Hunch to read a situation you can ask the MC for
someone out gain information by rolling+Charm. Selling to the advice. If you take the advice you take a +2 to your next roll. If you disregard the
press lowers the Mob's suspicion levels. advice, take a +1 to your next roll
Fear- .
Improvement O Remember that night?~- Whenever you have physical relations with another
Feadasiuaton. | | Exverience OOOOG» Impreve
T2 merson PC, you both mark +1 HX with each other. When you have physical relations with
O +1 Charm (Max 3| an NPC you mark 1 experience.
©+1 Hunch (Max 3)
Hunchl—— m
0+1 poise (Max2) Hal [— Other Moves
Menjputate untenable:
brive, seduice O New Squeeze move
12 © Come back
O New Squeeze move with -1 Brawn
Charm O Learn move from another playbook © Come back
H with +1 Fear
Fiehi hted Stats O Retire your character 9
O Poise O Brawn ¥ 0 Changetoa
diferent playbook
O Fear O Hunch O Gain another playable character
© Charm O Change character to new playbook 6 ©Die
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Home

Here you can detail your home. The City is a big place so people will need to
know where to find you

The typical Squeeze might have a small apartment somewhere, but the chance of
finding them there is slim. The Squeeze will usually be found in the home of one
of their ‘marks’ where, like a leech, they will drain them dry before moving onto
the next one.

My home:

GAM230 PC Sheet Squeeze - Word

ADDearance

Male, Female, Ambiguous
Messy, Clean, Fat, Thin, Strong, Weak
Blonde, Brunette, Black Hair, Red Hair

White, Black, Asian, South American,
Native American

Unique Feature? Birthmark? Snag
tooth? Discuss with your MC

Clothing
Rags, Formal Clothing, Standard

Clothing, Uniform
Hat, Headpiece, Eyepatch, Scarf
Umbrella, Walking Stick

Jewellery? Trinket? Pocket
Watch? Discuss with your MC.

Stats

[ choose one set of stats from the following
« Poise (+0] Brawn (-1) Fear (-1] Hunch (+1) Charm (+2]
« Poise (-1) Brawn (+0) Fear (-1] Hunch (+1) Charm (+2]
« Poise (+1) Brawn [-1) Fear (+0] Hunch (+1) Charm (+2)

« Poise (+0) Brawn (+0) Fear (-1] Hunch (+2) Charm (+2)

rDough
Dough is the currency used in The City. Dough can be exchanged for goods and
services. Each character starts with a set amount of Dough

The Squeeze starts with 2 Dough

At the beginning of every session, players must spend either 1 or 2 dough to
upload lodgings, maintain lifestyle, and pay cronies.

If you find yourself with no Dough you can choose to Perform Legwork Choose
from the following jobs:

* Become the consort of a wealthy NFC. » Blackmail a wealthy NPC.

* Sellan NPC’s secrets to the tabloids. » Others, as you negotiate themn.

Current Dough:

CGear
Gear is, put simply, the items you
have.
Stiletto (3 Harm / Close+Accurate)

Derringer Pistol (2 Harm /
Range+Conceal]

Extra Cear

Moves

You have access to all the basic battle
moves.

Choose 2 Squeeze moves

HX Questions————

When everyone introduces their
characters, list the characters names.

You can choose to ask 1-3 of these
questions and mark the result next to
the name:

« Who wouldn't you kick out of bed?
(+3HX)

« Who would let you sleep on their
couch if your mark discovered your
true nature? (+2HX)

* Who do you suspect wants you, but
you don't want in return? (-2HX)

Mark either (+HX) or (-1HX] for
everyone else. You're picky and make
snap judgements about people.

JEp———
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Dattle Moves (1)

REVEW  VIEW

To assault a secure position, before you exchange harm as you normally would, then rolf+Brawn. On
2 10+ choose THREE of the following, on a 7-9 choose TWO, on a miss choose ONE:

* You infiict terrible harm (+1 Harrm) * You suffer litle harm (-1 Harm from the atzack)

* You force your way to the enemy’s position* You force your enemy to witharaw
Seize Something by Force

To seize something by force, before you exchange harm as you normally would, then roll+Brawn.
©On a 10+ choose THREE of the following, on a 7-9 choose TWO, on a miss choose ONE:

* You infiict terrible harm (+1 Harrm) * You suffer litle harm (-1 Harm from the atzack)
* You take definite and undeniable control of it » It’s safe, secure and undamaged in the fighting
Defend Scmething You Held

To defend something you hold, a position, person, or thing, before you exchange harm as you
usually would but then roll+Brawn. On a 10+, choose THREE of the following, on a 7-9 choose TWO,
and on a miss choose ONE:

* You infiict terrible harm (+1 Harrm) * You suffer litle harm (-1 Harm from the atzack)

* You hold it againstyour enemy’s advance * You impress, dismay or frighten your enemy

LRaw Combat Moves:

Single Combat

When engaging in single combat with someone, before you exchange harm as you normally would,
roll+Brawn. On a 10+ choose BOTH, on a 7-9 choose ONE. On a miss your opponent chooses ONE
against you

« You infict terrible harm (+1 Harm] « You suffer ltle harm [-1 Harm from the atiack]

single combat ends when a character is taken to 3 Harm unless both characters agree to fight o the.
death,

Chactic Free-For-All

When you're in a chaotic free for all, before the mass of combatants suffers harm as established,
roll+Paise. On a 10+ Choose THREE of the following, on a 7-9 choose TWO, on a miss choose ONE:
* You avoid taking harm yourselr * You save another character from taking harm

* You 2dd o the chaos (+1 Harm) *You are able to take & smail unnoticed action in the chaos.

Gam230 Battle Moves - Word

Tactical and Support Moves

Lay Dewn

e

When you lay down fire, roll+Erawn. On a 10+ choose THREE, on a 7-9 choose TWO, and on a miss
choose ONE:

* You provide cover fire allowing another character to move OR act freely.
* You provide cover fire, allowing another PC to act their own battle move.

* You provide suppressing fire, denying another character to move or act freely. (If 3 PC they must.
rol+Poise to act

* You ke an opportune shot, inflicting weapon harm (DUt -1 Harm) on an enemy within reach.
Standing Overwatch

If anyone tries to atack of interfere with an ally when you're standing overwatch, roll+Poise. On a
10+ choose BOTH, on a 7-9 choose ONE'

* You inflict harm before they Gan carry out their atzack or interference.

«You inflict terrible harm (+1 Harm)

O miss, you are able to warn your ally but not attack your enemy.

Keep An Eve Cut

When you keep an eye out for what's coming, roll+Hunch. On a 10+ hold THREE, on a 7-9 hold
TWO, and on a miss hold ONE. During the battle, spend your hold, 1 for 1, to ask the MC what's
coming and choose |

* Direct an ally PCs attention to an enemy. They gain 2 +1 1o any battle move they make.

* Give an ally PCan order or instruction. If they do it they gain +1 to any role they must make.

* Direct an ally's attention to an enemy. If they aMtack that enemy they Inflict +1 Harm.

* Direct any aly’s attention to danger. They take -1 Harm from that danger.
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Dattle Moves (2)

Subterfuge Moves

ECaita Trap

When you're the bait, roll+Poise. On a 10+, choose TWO, on a 7-9 choose ONE:

* You araw your prey il the way into the 3. Otherwise they only 2pproach.

* Your prey doesn't suspect you. Otherwise they're wary and Jlert.

* You don't expose yourself to exra risk Otherwise, any harm your prey Infiicts is +1.
O miss, the MC chooses | for you.

Hunt Prey

When you're the hunter, roll+Poise. On a hit, you catch your prey. On a 10+, you've driven them
first to @ place of your choosing state where. On a 7-9, you've had to follow them to where they
wanted to go; they say where. On a miss, your prey escapes you.

Escape a Hunter

When you're the prey, roll+Poise. On a 10+, you escape clean and leave your hunter hunting. On a
7-9, your hunter caches you, but only after you've led them to a place of your choosing; state
where. On a miss, your hunter catches you and the MC decides where.

Turn the Tables

When it's not certain whether you're the hunter or the prey, roll+Hunch. On a hit, you decide
which one you are. On a 10+, you also take a +1 10 the next roll. On a miss, you'e the prey,

Vehicular Moves
Cutdistance or Overtake Ancther Vehicle

When you try to outdistance or overtake another vehicle, roll+Poise. On a 10+, you outdistance
them and get away, or else overtake them and draw alongside. On a 7-9 choose ONE:

+ You outdlstance them and escape but your vehicle iakes 1 vHarm from the stain.
+ You don't escape them, but you can go to ground in a place you choose.

* You dont overtake them, but you arive them into a place of your choosing.

+ They overtake or outdistance you, but their vehicle takes 1 viHarm from ihe sirain.

On a miss, the other driver chooses ONE against you.

Gam230 Battle Moves - Word

Dealing with Ead terrain

When you have to deal with bad terrain, roll+Poise. On a 10+, you fly through untouched. On a 7-
9 choose ONE:

* You siow down and pick your way forward.

* You push oo hard and your vehicle takes 1 vHarm.

* You dltch out and go back to iry and find another way.

©On a miss, the MC chooses ONE for you and the others are now impossible.

Ecarding a Moving Vehicle
To board 2 moving vehicle, roll+Poise. On a 10+, you're on and you made it look easy. Take +1 to
the next roll you make. On a 7-9, you're on by the skin of your teeth. On a miss the MC chooses:
you're hanging on for dear life, or you're thrown to the road and good Iuck 1o you.

Shoulder Ancther Vehicle

To shoulder another vehicle, roll+Poise. On a hit, you shoulder it aside, infiicting 1 vHarm. On a
10+, inflict an additional vHarm. On a miss, it snouilders you instead for 1 vHarm.

Using a Vehicle as a Weapon

When you're behind the wheel, you can sucker someone, intimidate them, or make any battle
move, using your vehicle as a weapon.

Against a person.
+ Aglancing hit from 2 moving vehicle inflicts 2 Harm (armour piercing).

A direct hit from 2 moving vehicie inflcts 3 Harm (armour piercing).

Against another venicle:

« Aglancing hitinfict 1 viarm.

+ Adirect hit inflicts 3 vidarm but your own vehicle takes 1 viarm in the process.
Against a building or structure:

+ Aglancing blow from a moving vehicle inficts 2 Harm,

* Adirect hit inflicts 3 Harm but your own vehicle takes [ vHarm in the process.
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Experience. Stats & HX

The First Sessicn

The first session is a session dedicated to character & city development. As a group, make your
characters with the help of the MC and brainstorm your City. Is it a glamorous Las Vegas-style city
full of neon lights, light jazz, and bustling crowds, or is it a New Orleans-style city, full of the blues,
river steamboatts, and swamps for discreet body dumping. The choice is entirely Up o you.

Ask your HX questions to each other and establish relationships. They don't have to be friends, but
they must be friendly enough to work with each other. You can always become enemies during
play, but try Not 1o Start off that way.

Each player then plays through what an average day for them entails. The Croaker could be out
saving lives, the Godfather could be arranging hits on a rival gang. It's entirely up to the players.

Your characters are unique, and as such, there should only ever be one of each class at a time. For
example, your Croaker might run into other doctors, and they might be called a croaker from time-
to-time, but your character is THE Croaker.

And just a friendly reminder, the MC is not out to get you, if they were they could just summon an
asteroid from the starry sky above and level your city and your characters flat. The MC is here to
help tell the story of all of your cool, kick-2ss Characters, Just the same as you.

HX (History)

HX [or History) is the history between your character and other characters. Whenever a player
reaches +4 or -4 HX with another character, they reset their HX to 0 and mark an experience. At
the end of every session you should be asked which character you think you've grown to know
better over the session and mark a +1HX with them. If you don’t feel like yourve gotten to know
anyone better, you can mark a -1HX to any character you think you don't know as well anymore.

Standard €Eameplay

At the beginning of the session, the MC and the person you have the highest HX with will choose
a stat each for you to highlight. Whenever you use one of the stats highlighted during play, mark
an experience on your sheet. When you reach the end of your experience, you can choose an
improvement and then reset the experience bar.

When you're required to roll for stats. Simply roll 2 six-sided dice and add the modifier for that stat.
Simple as. There's no roll to hit. Providing you can justify why your attack would hit, it likely .
The game is entirely dedicated 1o the story you want 1o craft. The MC might try and lead you in
certain directions if they have a story planned, otherwise, player discretion can dictate what they'd
like 1o get up with.

Gam230 Basic Moves - Word

Stats

Stats are chosen from one of the four pre-set stat-blocks on your character sheet. A player can only
ever have a max of +3 to any stat meaning the highest dice roll can only ever total 15 (two dé on 6
and a +3 modifier). There are the 5 main stats in the game which dictate how a player is
attempting to behave or accomplish a goal in some manner.

Character Creation

Character creation is entirely up to player discretion. The game is designed to be historically
‘accurate which would involve mainly ltalian, lialian-American and Irish mobsters, after all this is the
1920's. But | don't want to limit your creativity, you want to be a Godfather who just happens o
be an elderly, black woman? Do it. If you wanted to stick to complete historical accuracy, actually.
having a gang of outcasts could provide a good story starting point.

Having a character and playing a character are very different things. Personally | find it easier to
play a game if | imagine myself in the boots of my character, rather than using my character as a
conduit for my actions, but again, It's up to player discretion. Im not going to tell you how to live
your Iife or your character's life.

Moves

Each player will start with two of the moves outlined in their class. When levelling up, they have
the option of choosing another move from their class, or potentially a move from another
playbook (another character ciass). A playable character will only ever be able to have four out of
the five possible class moves, but every character can geta move from a different class in a bid to
ensure that every character on your team will be unique in their own way.

Experience and Levelling Up

Players can gain experience in a multitude of ways. A skillroll with a highlighted stat that is a 7 or
higher constituites an experience gain, for example a Squeeze with Charm as a highlighted stat will
mark an experience any time they use Charm. Players also gain an experience when a player uses
their ‘Class ability” (with a roll of 7 or higher ifa roll is required).

When a player has marked all 5 experience bubbles, they can level up. They choose one of the
Improvements listed in the Improvement section. Once an ability has been chosen it cannot be
chosen again. The three final upgrades; retiring, moving to another playbook and gaining another
playable character can only be accessed after getting every upgrade possible for your current
character.

Suspicion

‘The more you begin making a name for yourself, the more likely it is you'l bring the law down on
You. You could be reported by an eye-witness, a former associate, even one of your own men it
they end up blabbing. Buying and selling while highly suspicious is bound to cause problems so
always keep on your toes.
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Harm

C’s & Harm

When a PC takes harm, it's equal o the harm rating of the weapon, attack or mishap, minus the
armour rating of the player's character. This is called harm as established.

Harm before 6:00 heals automatically over time, whereas Harm over 9:00 will worsen over time
unless stabilised. If the player marks the segment between 11:00 and 12:00, it means that the
character's life has become untenable.

If that player's character has died in a way that could be recovered from, for example if they
drowned and could be given mouth to mouth, and not f their entire head had been blown off with
a shotgun, they may choose one of the four options in the Harm segment of the character sheet, but
may only choose each option ONCE.

NEC’s & Farm

When an NPC suffers Harm:

1 Harm — Cosmetic Damage, pain, concussion, fear

2 Harm - Wounds, unconsciousness, bad pain, broken bones, shock.Sometimes fatal.

3 Harm - 50/50 chance it's fatal. Otherwise, terrible wounds, shock.

4 Harm - Usually immediately fatal, but sometimes they ve gota wait to die, ruined and mangled.

5 Harm - Fatal and bodily destructive.

€Cangs & Harm

If there's a fight between gangs, the bigger gang takes a +1 Harm, while the smaller gang takes a -1
Harm 1o attacks.

When a gang suffers Harm.
1 Harm - A few injuries, one or two serious, no fatalities

2 Harm - Many injuries, several serious, a few fatalties

3 Harm - Widespread injuries, many serious, several fatalities

4 Harm - Widespread serious injuries, many fatalities

S Harm# - widespread fatalties, few survivors

With a strong leadier present, a gang will hold together up to 4 Harm. If the leader s strong but
absent, they il hold up to 3 Harm. If the leader is weak, theyl hold Up to 2 Harm, and ifthe leadier is
Weak and absent, the gang will nold only to 1 Harm but no more

Ifa PCis the leader of a gang, their strength is tested by either a +Fear or a +Charm roll. On a 10+,

they are a strong leader. On a 7-9, they are an alright leader and the gang will fight to 3 Harm. On a
miss, they are considered a weak leader and will only fight to 2 harm.

‘Vehicle Farm
When a venicle suffers Harm:

1 Harm - cosmetic damage, bullet holes, broken glass, smoke, 0 Harm can get blow through to
passengers

2 Harm - functional damage, shot out tires, engine stall, problems with steering, braking or
acceleration. Can be fielc-patched. | Harm can biow through to passengers.

3 Harm - Serious damage, functional damage affecting multiple areas, can still be field patched. 2
Harm can blow through to passengers.

4 Harm - Breakdown, catastrophic functional damage to muliple areas, can only be fixed ina
garage or used for spare parts. 3 Harm can blow through to passengers.

5 Harm+ - Total destruction. Full harm can blow through to passengers, plus they can suffer
additional harm if their vehicle explodes or crashes.

Functicnal Harm

Functional Harm is taken when players neglect their basic needs, this is usually taken care of by
Iifestyle at the beginning of a session, but those who don't pay lifestyle will begin to slowly suffer
functional harm.

When a PC suffers functional Harm;

1 fHarm - No actual harm, but a bit hungry and thirsty.

2 fHarm - Only wounds up to 3:00 will heal over time, quite hungry and thirsty.

3 fHarm - Wounds no longer heal over time, -1 to Brawn, very hungry and thirsty.

4 fHarm — Inflict 1 Harm at the beginning of the session, -2 to Brawn, dehydrated and starving.

5 fiHarm - Inflict 2 Harm at the beginning of the session, -3 to Brawn, dangerously unhealthy.

& fHarm — Player character dies and can either be taken to hospital to receive treatment or die
outright.
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Gam230 Optional Slang Sheets - Word

Optional Slang Sheet (Situational)

2l PC's and the MC want o use them.

These sheets are purely optional if you wish to stick to historical accuracy and shouid only be used if

€ang Linge:

+ Big Cheese/Big Shot-TheBoss  + A bent'item - Stolenitem  » Box Job- Safecracking

To Kill Somecne:
« 8ip OF

+ Bump OFF

+ Cut Down

+ Pop (x person]

Men & Women (general terms):

< ae)
-
Gkt

- oaie)

+ Baming Yous ()
~ G

<o)

+ Looker ()
 sheta ]

- suier)

Money:
+ Gabbage
- kale

+ Seratch

PAGE1OF2 872 WORDS
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* Bowdown
« Chiled OF

« Drop (x person)

+ Rubout

- &m
« Gonary )
« ey M)
- Egg M)
«Faper F]
- Guymy)

« Jobbie (1)
« Mac vy

« Sheikci)

« Tomaro ()

* Dough
« Lettuce

« Spinach

+ Bop fx person)
+ Grazk

+ Kinock off

« G e
-Gy

+ Dame (]

« Fells 1)

< Frau ()

+ Hombre (M)
 Kicen (£)

« pal
 Sier ()

o Tt F]

o Jack
+ Rhino

+ Sugar

+ Button man~ Professional kiler  + Gan house Bordello/Erathel
+ Cheese e Put something away/Hide something  + Chonper Squad/~ Gang of men with guns
+ Clpjoint - An expensive night cub  + Djp~ Pickpocket + Droppers - Hired Kilers

+ Flimfiam - Swindie + GinMil- Speskeasy + Heeled - Carring a gun

+ Hock Shop-Pawn'Shop  + Hooch— Alcohol » lce~ Diamonds

+ Joint - Place fasin my joir) + Lead/~ Bulles Fil em ful f lead) + Leadt Poisoning - To be shot

+ Tobemade-Toberecognised  » Marbles~ Pearls + Mickey Finn - A crugged drink

+ Nailed - Caughe by the police + Newshowk-Reporter » Nippers- Handefs

+ Offthe track - said about a person who is violently insane  + Fiacking Heat - Carrying a gun

+ Pinched - Arrested + Aut the screws on - Incerrogate, get tough wi
+ Rt Informant + Reefers - Merfuana Cigaretzes « Styock- Loanshark

+ Sratch~ Kidnap. « Snitch = Informer 5t Acorpse

+ Take for. ide - Drive someone somewhere discreet okl them + Torpedoes- Gunmen

Lingo Leferring to the Delice

+ Big house - Jail + Buttons - Police Officers  » Buzzer - Policeman's badge

+ Clubhouse - Police Station  » Cooler - Jail + Cop/Copper- Policeman

+ Dick - Detective [Private or Police)  + Drop 2 Dime - Informing the Police

+ Elephant Ears - Police » Flatfoot - Policeman + Fuzz - Folice.

+ Gumshoe - Detective (Usually private) + Gumshoeing - Detective work

+ Heat - Police + Johns - Policemen + Law-Police

+ Op - Detective (Usuzly police) + Sting - An ambush set up by police to catch crooks

+ Threespot - Three year prison sentence. + Ticket - Private Investigator Licence

JEp——
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Gam230 Optional Slang Sheets - Word

Optional Slang Sheet (Situational)

2l PC's and the MC want o use them.

These sheets are purely optional if you wish to stick to historical accuracy and shouid only be used if

€ang Linge:

+ Big Cheese/Big Shot-TheBoss  + A bent'item - Stolenitem  » Box Job- Safecracking

To Kill Somecne:
« 8ip OF

+ Bump OFF

+ Cut Down

+ Pop (x person]

Men & Women (general terms):

< ae)
-
Gkt

- oaie)

+ Baming Yous ()
~ G

<o)

+ Looker ()
 sheta ]

- suier)

Money:
+ Gabbage
- kale

+ Seratch
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* Bowdown
« Chiled OF

« Drop (x person)

+ Rubout

- &m
« Gonary )
« ey M)
- Egg M)
«Faper F]
- Guymy)

« Jobbie (1)
« Mac vy

« Sheikci)

« Tomaro ()

* Dough
« Lettuce

« Spinach

+ Bop fx person)
+ Grazk

+ Kinock off

« G e
-Gy

+ Dame (]

« Fells 1)

< Frau ()

+ Hombre (M)
 Kicen (£)

« pal
 Sier ()

o Tt F]

o Jack
+ Rhino

+ Sugar

+ Button man~ Professional kiler  + Gan house Bordello/Erathel
+ Cheese e Put something away/Hide something  + Chonper Squad/~ Gang of men with guns
+ Clpjoint - An expensive night cub  + Djp~ Pickpocket + Droppers - Hired Kilers

+ Flimfiam - Swindie + GinMil- Speskeasy + Heeled - Carring a gun

+ Hock Shop-Pawn'Shop  + Hooch— Alcohol » lce~ Diamonds

+ Joint - Place fasin my joir) + Lead/~ Bulles Fil em ful f lead) + Leadt Poisoning - To be shot

+ Tobemade-Toberecognised  » Marbles~ Pearls + Mickey Finn - A crugged drink

+ Nailed - Caughe by the police + Newshowk-Reporter » Nippers- Handefs

+ Offthe track - said about a person who is violently insane  + Fiacking Heat - Carrying a gun

+ Pinched - Arrested + Aut the screws on - Incerrogate, get tough wi
+ Rt Informant + Reefers - Merfuana Cigaretzes « Styock- Loanshark

+ Sratch~ Kidnap. « Snitch = Informer 5t Acorpse

+ Take for. ide - Drive someone somewhere discreet okl them + Torpedoes- Gunmen

Lingo Leferring to the Delice

+ Big house - Jail + Buttons - Police Officers  » Buzzer - Policeman's badge

+ Clubhouse - Police Station  » Cooler - Jail + Cop/Copper- Policeman

+ Dick - Detective [Private or Police)  + Drop 2 Dime - Informing the Police

+ Elephant Ears - Police » Flatfoot - Policeman + Fuzz - Folice.

+ Gumshoe - Detective (Usually private) + Gumshoeing - Detective work

+ Heat - Police + Johns - Policemen + Law-Police

+ Op - Detective (Usuzly police) + Sting - An ambush set up by police to catch crooks

+ Threespot - Three year prison sentence. + Ticket - Private Investigator Licence
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MC Rules

Your Agend.
Make The City feel real
Ensure the Player's Character's lives are not boring.
Play to find out what happens.

You Should Always Say:
What the principles demand.
What the rules demand.
What your prep demands,
What honesty demands.

Your Erinciples:

Barf description, make the world feel alive,
Address yourself to the characters, not to the players.
Make your move, but misdirect.

Make your move, but never speak its name.
Look through crosshairs.

Name everyone, make everyone human.

Ask provocative questions and build on the answers.
Respond with fuckery and intermittent rewards.
Be a fan of the player's characters,

Think off-screen too.

Sometimes, disclaim decision making,

Your moves:
Separate them.
Capture them.
Put someone on the spot.
Trade harm for harm.
Announce off-screen badness.
Announce future badness.
Inflict harm.
Take away ther stuff.
Make them buy.
Activate their Stuff's downside.
Tell them possible consequences and gauge their reaction.
Offer an opportunity, with or without a cost.
Turn their move back on them.
Make a threat move.
After every move ask: “What do you do?”

SR o

Gam230 The MC rules - Word

A few more things te do:
Make maps like crazy.
Turn questions back on the asker or over to the group at large.
Digress occasionally.
Elude the action sometimes and zoom in on its details at other times.
Go around the table.
Take breaks and take your time.

Threat moves:
Outflank, corner or encircle someone.
Anack someone suddenly, directly and very hard.
Anack someone cautiously, holding reserves.
Seize something by force and leverage for information.
Make a show of force.
Make a show of discipline.
Offer to negotiate. Demand concession or obedience.
Claim territory, move into it, blockade t, assault it
Buy out someone’s allies.
Make a careful study of someone and attack where they're weak.

Easic Moves Recap:

When Player Characters want to do something, here is a quick breakdown of the stats. If

they want to do something that isn't mentioned here, use your own discretion as to
where it should go.

When you do something under fire, dig in to endure fire, or act against interrogation,

roli+Poise.

When you go aggro on someone, seize something by force, or secure your position,
roll+Brawn

When you ry to intimidate or freak someone out, roll+Fear.
When you want to read a situation, or read a person, roll+Hunch.

When you ry to seduce or manipulate someone, tell them what you want and
roll+Charm.

When players want to help or interfere with other player characters, roll+HX.

-
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NDPC Creation

NEC Creaticn Tips NEBC Names:
Here are a few tips for NPC creation along with some example tiles, names and descriptions for + Albert (M) + Alfred (M) + Alice (F) + Anna (F) + Annie (F)
creation. « Anthony (M) + Barbara (F) + Bernard (M) + Bernice [F) « Billy (M)
First.you've got to make your NPC's believable. Name them. Name them al. Ty to give each one s « Carli) \Charles(M)  + Clarence (M) + Danid (M) + Doores F)
Quirk. because everyone i different. Maybe  big, ough b who has = soft o for ks because
of is younger brother, or a seemingiy dinmwitted girlwho i realy just playing dumb so her many +Donsid(M)  » Doris[F) < Dorothy F|  » Earl (V) « Edih (F)
suitors will pamper her. Nicknames work well 200, sure thei fullname might be Charles Whitmore,
but 20 the gang he's Charlie Boy, whether he wants that nickname o stick or not + Edna (F) Edward(M) o+ Eleanor(f) o+ Elzabeth (]« Eihel(F)
Give your NPC's a voice. Even ifyouire ot great at doing voices. give them a catchphrase.just CBugene (M) + Eveyn F) ‘Forence(F]  +Frances(F) » Francis (M)
Something to ifferentiste them from diferent characers. Work with any accidenta! sip ups, &
character who dossn' swear but swears accidentally due to 2 mishap can have some ciry * Frank (M) + Fred (M) “George (M) Gerld (M) +Giacys(F)
apology or a backstory involving a really srict grandmother.

pology 24 9 ly swict gr & + Gloria (F) +Grace [F) +Harold (M) o Harry (M) + Hazel (F)
Give them goals. They shoudns just be put on  shelf when the player characters are away on
their missions. Maybe that bellhop you met 2t the hotel dreams of running his own hotel and the + Helen [F) + Henry (M) + Herbert (M) + Howard {M) + Irene (F)
e ime the characters meet him he owns his own small bed & breakfast k) + James ) e ) < Jobmi) < Joseph ]
Bring back old favourites. Every piayer will secretly have a favourice NPC that you do, and ifs + Joseonine (F]+ June P  Lowrence + Leoran
important to keep bringing them back. Not only for player gratification, but because they Josephine [F) June (F) Kenneth (M) L ™ Leonard (M)
eventualy become a saple ofthe game and can even play on the team cymarmic but potentally Lilian (7) < Los () Clomsine F] » Lovis (V) +Loise 7]
betraying the rust of the party, offering jobs or senvices. <o helping players in their lowest
momens. * Luclle (7) < Morgaret () +Maria F] + Moorie (F]  + Martha (7]

< Mery ) Melin(M) - Midred(F)  «Nomal[F)  Norman (M)

Poice Ties CRawicia(F) o+ Paul (M) “Rauine (] Phylis(F) « Ralph (M)
* Chiefof Poice/Police Commissioner/Superitendent “Raymond (M) + Richard (M) Ria (F) “Robert(M]  + Rose(F)

+ Assisan: Chief of Poice/ Assitant Cormmissioner Acsistant Superintendent

+ Depury Chief o Polce/ Depuy commissioner/Deputy Superintendent  Ruby [F) + Ruth F) sSamuel (M)« Shirley (M/F) » Stanley (M)
* Inspector

s Theima(F)  Thomas(M) s Vignia(F)  +Waker(M)  Wiliam (M)
+ Lewenant .

« Sergeant Descripticns for NEC’s

* Detectve/Investigator

* Offcer/Depury + Absentminded  + Affectionate  » Arisic + Beautiul + Boisterous
el Mo Ties « Callous + Charming + Confiden + Gyrical + Dainy

+ Godfather/Boss

o o the boss)  Direct + Diswrustl  Eager + Energetic + Friendiy

* Sottocapo (Underboss

e e ofthe s « Funny + Generous + Grouchy « Hateful « Helpful

* Associates [People not direcdly 2 par ofthe family bu have business with them) )

;G oo + Idotic « mpuisive sInsensiive  + Joval +Keen

*+ Pleciorti [Young men wanting to rise through the ranks) + Meddiesome  » Punctual + Snobby + Striking + Vulnerable
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The City Threat Map

The Threat Map

During play. keep notes on the threats in the warld by noting

them on your threat map. The innermost square is for the PCs
NORTH ‘and their resources. This includes any gang followers or crew
that they own that you wil be playing.

The next two layers of the city should be devoted o the threats
of the city. This doesn'tjust mean a rival gang. A threat to an
Iron Jockey could be a poorly consiructed road. Below are
some examples.

Threat Examples:

+ Police Statiory Police Stakeout/Police Patrols/Police.
Headquarzers/Donut Shop

+ Rival gang hideout/Rival gang headquarters/Rival gang
speskeasy/Rival gang distllery/ Rival gang patrols

+ A precipice/Dockyards//in outstretching wall/an exposed
place/Broken raac)/Broken ground)/Construction yard

WEST PLAYEDS. EAST
THEID + Givilan hotspot/Traffic queue/School
DESOURCES Kids/Roacworks/Crowdls/Parade Floats/ Travelling Fairground
& THEIR
EBASE Examples of Rival Gangs:

+ The Italizr-American Family - Salvatore’s Crew
+ The Irish Mob - The O'Sullivan Posse
+ The Triads ~Xi Lun's private army
But they don't even have to be big mob familes, rivals can be
found anywhere.
+ A exhusband/wifs/jpartner to 2 PCwho has 2 small gang of

SOUTE chugs with them.

+ A random civilan who was wronged by the PCs and now
seeks revenge with 2 small gang.

Threats are what you make of them as the MC. Do what feels
natural. Just keep a note of everything. And don'tfret ifa
threat is wiped out by the player characters, something else can
rise up from the ashes.
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