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1 RAPID RANGE & Modifiers
Each character in the game has a series of physical 
and mental attributes (collectively called the RAPID 
Range) that reflect their Reason, Acumen, 
Physicality, Influence and Dexterity, which influence 
how effective they are at various tasks.  

Each attribute ranges between -2 (Lame) and 3 
(Excellent), with 0 being considered Average. This 
attribute is also their Ability Modifier (AMod) and 
confers a modifier between -2 and +3 that is applied 
to any dice check using that attribute.  
This is outlined on Table 2: Rapid Range. 

The RAPID Range attributes are:
Reason: How smart, how quick, and how well educated a character is, in addition to how 
well they process and retain data. Characters with a high Reason tend to be good at skills 
that require a high degree of mental agility. 
Acumen: The midpoint between perception & cunning, Acumen affects a PC’s ability to 
read a situation or person and defines how well they can turn a situation to their 
advantage. Characters with a high Acumen score are very in tune with their surroundings 
and tend to rely on their instincts. 
Physicality: Not only a measure of  strong, how tough, or how athletic a character is, 
Physicality also represents how much self-control, discipline and will-power they are 
about to exert. Characters with a high Physicality are capability of amazing feats of 
strength and discipline. 
Influence: A measure of how much charm, charisma or sheer physical beauty a character 
possesses in addition to how well they are able to use that to their advantage. Characters 
with a high Influence are often able to convince or manipulate or bend others to their will. 
Dexterity: Agility, reflexes and hand-eye coordination, characters with a high Dexterity 
often tend to be good at skills and activities that require being nimble and quick on their 
feet. 

2  Skills
For a beginning character, Skill Modifiers range from -3, when completely untrained in a 
specialized subject, such as Surgery, up to +3. 
Players should write in the number of levels in each skill next to the skill name for ease of 
reference during play. Each level in a Skill brings a corresponding +1 SMod to any check 
involving that skill. 
For example, a character with Soldiering 1 and Ranged Weapons 2 would mark that on their sheet next to those 
skills and receive +1 for any Soldering and +2 for any Ranged Weapons checks. 
Note: A character can still attempt to use a skill that they do not possess, but they incur a -1 SMod to reflect their 
inexperience. Certain skills require professional training and have a -3 SMod. These are marked on the 
character sheet with an *, such as Surgery*. 

1 2 

3 
Table 2: RAPID Range

-2 Lame (-2 Modifier)

-1 Weak (-1 Modifier)

0 Average (0 Modifier)

1 Good (+1 Modifier)

2 Strong (+2 Modifier)

3 Excellent (+3 Modifier) 

Table 2: RAPID Range 
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Name, age and other FLAVOR
The PCs name and Professions or Paradigm, as well as various details that have no 
actual impact on gameplay but help provide some definition and background, such as the 
character’s Gender, Height, Weight, and Age. 
You should record various details here that have no impact on gameplay but help you as 
a player develop your character. Are they perpetually grumpy? Are they searching for 
friends and family? Do they have a habit of shuffling a deck of cards as they look for a 
game? 

3 

Skill Specialties  
Some Skills – Entertainer*, Mechanic* and Scholar* - have specializations available at 
Level 2 which bring an additional SMods if they are doing something within their field of 
specialty. For example, someone with Entertainer 2 who takes the specialization of 
Musician would get a +3 SMod whenever they are making a check that involves an 
instrument. These Specializations should be noted in this space for ease of reference 
during gameplay. 

4 

Secondary stats
Secondary Statistics are derived from the RAPID Range attributes and some skills, and 
either have a direct bearing on combat (Wound & Resilience Points, Initiative, and both 
Defensive Modifiers), denote how much weight the character can carry (Encumbrance), 
or have some other effect on gameplay (Morality and Wild Dice). These are all detailed 
during the Character Creation stage.  
Morality starts for all characters at 3 and can change over time depending on the actions 
a character takes (see the Fractured Core Rulebook for more details).  
Similarly, each character starts with 1 Wild Dice and 0 Character Development Points
(CDP) and these will be earned or awarded and then spent at various points during the 
game and the character’s evolution.  

6 

Weapons, Equipment & Armor
The players should write down the Weapons, Equipment or Armor that their characters have and 
make a note of any special qualities. This is also where the players should track ammunition and 
rations. If it isn’t written on their sheet, the character doesn’t have it. 

7 

Ammo
Ammo is as very valuable as it is scarce and each time players use a weapon that uses ammo 
during combat, they should mark off one of the boxes on their sheet, so that they know when they 
are running low. 

5 

4 

5 

6 

7 
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4. Character creation 
A character acts as a player’s eyes, mouth, feet, and hands within the game world. It is what gives them agency and is the 

mechanism by which they interact with other players, non-player characters (NPCs), and the world around them. 

Although in game terms they are little more than a collection of statistics and mechanics – how strong they are, or how 
well they can fire a weapon – a character is most importantly defined by the voice that a player gives to them, and it is 
vital each players has a clear understanding of who their character is, if they are to determine how they will act and react 
to various situations within the gameworld. 

There are two methods provided for character creation, and it is up to each player which method they choose, although 
this may depend on how much time a player has to prepare. For those wanting to define each element of their character 
and see them evolve step-by-step, players should go through the Backstory Generation process. Other players wishing 
to just jump-in and get started – when replacing a dead character on the fly, for example - might want to simply pick a 
Paradigm and add a name (or even choose a fully Pregenerated character instead) and just start playing.  

Both methods work, the important things is that the player feels a connection to their character and an understanding of 
how they will act.  

Backstory Generation:
As generating statistics and translating them to a fleshed-out character 
ready to take part in a collaborative story can be a journey in and of itself, 
players are guided through the various steps of the Backstory 
Generation process as they build their character to help provide context 
and depth to the numbers and stats. 

The Backstory Generation process acts as an accompaniment to simply 
buying skills and evolving attributes by simultaneously giving their 
character a history and defining their life before the virus. By the end of 
the process, characters will have a brief backstory that encompasses 
various elements of their lives, such as where and how they grew up 
and who may have influenced them along the way. This provides a 
cohesive framework that explains who they were before the virus took 
everything away and how they react and respond in the here and now 
to any given situation.  

During the character creation stage - players get to spend a total of 20 
Character Development Points to increase their in-game attributes, 
abilities and skills, thereby allowing a player to create a custom character 
that matches their unique vision. Further character development is 
possible in the later game, as characters evolve and grow.

Should it prove useful, there is a Backstory Generation worksheet 
available at xerosumgames.com/fractured for players to make notes 
as they go through this process and track the output.  

Paradigms & Pregens: 
For those wishing to just get into the thick of the action, there are various Paradigms laid out on page 14, each fitting a 
trope or stereotype and comes predefined with attributes and a skill set to match the concept. A player simply needs to 
give them a name, define their attitude to the world and get started.  

For those who have even less time, there are multiple Pregenerated characters included with each adventure and 
sourcebook, all coming with a semi-complete Backstory Motivations that gives a good jumping off pointing while still 
allowing room for customization.  

A sample Pregen, Pesky LaRue, is provided on page 18 and additional pregens are available at xerosumgames.com 
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1. Who Are they? 
Each player gets to their character concept in a different way and, for 
some, this may be the very first decision they make - who are they 
going to be in this Fractured world. For others, the concept for their 
character may come about during the Backstory Generation, building 
like bricks with each choice until the player has a clear picture of who 
it is that they are playing.  
But no matter if it comes at the beginning or end of the process, 
players should write down a one or two sentence summary to help 
keep them “in character” as they play. This summary may be 
something they share with the group or something they keep to 
themselves, but a deep understanding of their characters’ concept will 
help inform their decisions when trying to decide how they would react 
to a given situation or role-playing as that character.  
A concept can be as simple or as complex as a player desires. 

• Are you a shepherd or are you the hunter?  
• Are you a leader trying to rally people behind an idea or are 

you just trying to stay alive?  
• Do you have the medical training that will keep the sick and 

wounded alive or are you just extremely good at doing to 
others before it is done to you?  

• Are you a dark and malevolent soul in search of a kingdom 
or a slower, wise, older woman who still wants to see the 
good in everyone? 

All characters start with a RAPID Range of 00000 

Who are they? 
Where did they grow up? 
What they learned 
How they made money 
What makes them tick 
What Drives them?  
Why they act like they do 
Secondary Stats 
Weapons and kit 
Final Flavor 

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

Backstory Generation: 
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2. How they grew up 
Although the details of each characters’ “Formative Years” will be different, this period 
is generally considered to be the first 10-15 years of their life, where many of their 
attitudes and outlooks on life will be set. A player should put some thought into how 
and where they were raised, and what impact that had on the person that they are:  

• Were they raised on a farm, developing a strong Physicality and understanding 
of the natural world, or were they raised by academically focused parents 
where Reason was valued above all else?  

• Were they a street urchin, stealing to stay alive and relying on their Acumen 
and Dexterity to not get caught, or were they raised in a circus where their 
Influence, Charm and ability to Entertain what kept the family fed? 

To reflect what the character learned during their early life, a player gets 2 Character 
Development points to add to their RAPID Range attributes during the “Formative 
Years” stage. They may choose to put both points into a single attribute or split the 
points between two different attributes.  
They also get 4 Character Development Points to spend on any of the following skills 
(descriptions can be found on page 20): 
Animal Handling, Athletics, Barter, Charm, Deception, Demolitions*, Dodge, Driving, 
Entertainment, First Aid*, Gambling, General Knowledge, Heavy Weapons*, Hunting, 
Inspiration, Intimidation, Investigation, Lock-Picking*, Mechanics*, Melee Weapons, 
Navigation, Perception, Ranged Weapons, Scavenging, Scholar*, Sleight of Hand, 
Soldiering, Stealth, Streetwise, Surgery*, Survival, Unarmed Combat 
Players should make a note of where and how their character was raised and 
summarize any defining events that may have shaped them during their Formative 
Years in no more than 1-2 sentences.  
Although born Percy LaRue, Pesky was given his nickname since before he could 
walk. Raised on the east side of Chicago, Pesky lived with his crack-addicted mother 
and younger brother, Elias. At an early age he got as good at hiding the truth as he 
was at shop-lifting food.
Pesky puts 1 Character Development Point into both Acumen and Physicality, and 1 
Character Development Point into Perception, Athletics, Deception and Sleight of Hand.

3. What they learned
No matter if it was from books, receiving an apprenticeship, a clandestine mentorship 
or on the hard streets, experiences during the Education stage of their life allows a 
character to spend 1 Character Development Point on increasing a RAPID Range 
attribute and 2 Character Development Points on any of the following skills: 
Animal Handling, Athletics, Barter, Charm, Deception, Demolitions*, Dodge, Driving, 
Entertainment, First Aid*, Gambling, General Knowledge, Heavy Weapons*, Hunting, 
Inspiration, Intimidation, Investigation, Lock-Picking*, Mechanics*, Melee Weapons, 
Navigation, Perception, Ranged Weapons, Scavenging, Scholar*, Sleight of Hand, 
Soldiering, Stealth, Streetwise, Surgery*, Survival, Unarmed Combat 
Make a note of how and where your character got their Education, summarizing in 1-2 
sentences any specific lessons they learned or people that may have influence, 
hindered or mentored them during this period. 
Pesky dropped out of high-school at 14 and spent the next few years hustling 
to make enough food for him and his family. A local thief – Fat Fingered Frankie 
– took a liking to the young boy and helped him up his skills as a petty thief. 
Pesky puts a Character Development Point into Dexterity to reflect the number of 
times he needed to make a quick getaway and spends a Point to take an additional 
level in both Perception and Sleight of Hand. 
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4. How they Made Money
At this stage, a character should pick a Base Profession to help define how 
they made money before the virus. The Base Professions list is on page 10, 
along with various vocational skills that are assigned to them.  
If a player wishes and the GM agrees, they may simply pick 4 skills if there is 
no profession listed that they wish to play. However, a player gets there, they 
must still provide an explanation as to how and why they learned these things.
At this stage, a player receives 1 Character Development Point that they can 
spend on any RAPID Range attribute and an additional 5 Points to spend on 
any of the skills associated with their chosen Base Profession: 

Artisan, Driver, Entertainer, Entrepreneur, Law Enforcement, Mechanic, 
Medic, Outlaw, Politician, Scholar, Solider, Trader

Make a note of what it was that they did to make money before the virus and 
summarize in 1-2 sentences any defining events or interactions they may 
have had during this time in their life, particularly as it comes to helping 
define their choice of skills and overarching character.  

Although Pesky was able to avoid being sucked into a gang, he never 
made it beyond being a petty criminal who had multiple run-ins with the 
law. After the death of his mom, he felt increasingly responsible for his 
younger brother.

Pesky puts the Character Development Point for his attribute into Acumen, 
and, having chosen Outlaw as his Base Profession, he spends his 5 
Character Development Points on 1 level in Stealth, Lock-Picking, 
Intimidation, Melee Weapons and Streetwise.   

5. What makes them tick
This “personal growth” stage is when a player can add some final additional depth 
to their character by rounding out their skills and RAPID Range. They get 1 more 
Character Development Point to apply to any attribute and 5 final Character 
Development Points to spend on the following skills to reflect their passions, 
interests, and hobbies, the things that really made them tick as a person. 

Animal Handling, Athletics, Barter, Charm, Deception, Demolitions*, Dodge, 
Driving, Entertainment, First Aid*, Gambling, General Knowledge, Heavy 
Weapons*, Hunting, Inspiration, Intimidation, Investigation, Lock-Picking*, 
Mechanics*, Melee Weapons, Navigation, Perception, Ranged Weapons, 
Scavenging, Scholar*, Sleight of Hand, Soldiering, Stealth, Streetwise, 
Surgery*, Survival, Unarmed Combat 
Make a note in 1-2 sentences of what was it that made your character who they 
were before the pandemic - what did they do for fun? What were their hobbies?

As he grew, Pesky found he had a way with the ladies who loved his 
‘bad boy trying to be good’ shtick almost as much as their boyfriends 
hated it.

He puts his final attribute Character Development Point towards Influence 
and spends his final 4 Character Development Points on an additional level 
of Melee Weapons, and a level in Charm, Gambling and Dodge.  

After these steps, Pesky LaRue has gone from a RAPID Range of 00000 and 
no skills to a RAPID Range of 02111. He also has  the following Skills:  

Perception 2, Sleight-of-Hand 2, Melee Weapons 2, Athletics 1, Charm 1, 
Deception 1, Dodge 1, Gambling 1, Intimidation 1, Lock-Picking* 1, Stealth 
1, Streetwise 1 
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6. What Drives them?
Characters had lives before coming together that they may not have 
shared with one another yet, and Background Complications helps 
capture and detail potential baggage in a way that provides yet another 
to help flesh out a PC’s background, in addition to providing a 
placeholder for future plot developments.  

Each character can choose one of the following Background 
Complications or, if they prefer, they may roll 2d6 and weave the 
resulting Complication into their Backstory.  

Addiction, Betrayed, Code of Honor, Criminal Past, Daredevil, Dark 
Secret, Family Obligation, Famous, Loss, Outstanding Debt, and
Personal Enemy

Players should spend a minute detailing their Background Complication. 
What is the dark secret they are hiding from others in the group? What is 
the obligation that is holding them back or driving them? Who are the 
NPCs that are involved?  

There is no need to share this with anyone else in the group except for 
the GM, just have at least a vague idea in your own mind as to what 
happened, and make sure you jot down any relevant NPC names that 
may come up again. 

Pesky still feels Betrayed by Marty Kaczynski, who he had 
partnered with early on as he tried to get out of Illinois and head 
south. Marty had beaten him while he slept and stole his horse and 
supplies, leaving Pesky for dead. Pesky doesn’t know if Marty is 
still alive or not, he just knows that he still dreams of what he’ll do 
once he catches up to him.

7. Why They Act Like They Do
A character’s Motivation is a one- or two-word summary of what drives 
them and will give players a good indicator of how they will interpret 
actions or react to various situations. The Motivations are deliberately 
vague and high-level, allowing each player to match that their character 
and their backstory.  

Each character can choose one of the following Motivations or, if they 
prefer, they may roll 2d6 and weave the resulting Motivation into their 
Backstory. 

Rediscover, Reunite, Protect, Take Advantage, Find Safety, Rebuild, 
Stay Alive, Make Amends, Accumulate, Preach, and Hedonism

Players should spend a minute thinking through their character’s 
Motivation. Does Protect also tie into their Background Complication, or 
do they just have a protective nature? What are they looking to 
Rediscover or Rebuild? If their motivation is to Stay Alive, will they put 
themselves as risk for others? 

After Marty left him for dead, Pesky’s self-preservation instinct is 
now constantly in overdrive and he has one single imperative 
driving him – no matter what it takes or who you have to throw in 
front of a bullet, Stay Alive! 
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8. Secondary Stats
A players’ Secondary Stats are derived from their RAPID 
Range attributes and some skills. Some of them related to 
how much damage a character can sustain before dying, 
others have a direct influence on the character’s combat 
ability, and others have a more tangential effect on the 
game. 
Wound Points (WP) determine how much damage a 
character can take before they are Killed. Each character 
starts with 10 WP + Physicality modifier + Dexterity modifier.
Resilience Points (RP) are a measure of how much 
damage it takes to Incapacitate a character. Each 
character starts with 6 + Physicality modifier.  
Defensive Modifiers (DM) affect not only the chance for a 
character to be hit but can also mitigate damage before 
affecting their WP/RP.  
A characters’ Defensive Modifier: Melee is their Physicality 
modifier and their Defensive Modifier: Ranged is their 
Dexterity modifier. 
Initiative (Init) determines the order a participant takes in 
combat. It is a 2d6 roll, adding any Acumen or AMods, plus 
any Perception SMod. The initiative box should reflect their 
final roll in the format: 2d6+2 
Encumbrance (ENC) is how much weight a character can 
carry before becoming Encumbered and needing to stop or 
drop something. Each character starts with an 
Encumbrance value of 4, plus their Physicality modifier.  
Morality is a measure of how true a character is acting to 
their own ethical compass. Each character starts with a 
Morality value of 3, which can be affected over time. See 
the Fractured Core Rulebook for more details.  
Character Development Points (CDP) are awarded at the 
end of gameplay sessions and allow characters to grow 
and evolve over time. Each character starts with 0 CDP.

9. Weapons & KIT 
Each character gets to pick a Primary and Secondary 
weapon from the list on page 20, and starts with 1d6 of 
ammunition per weapon. 

Each character also gets a survival kit and enough 
rations for 3 days and, in addition, may pick one 
“miscellaneous item” that provides no combat value but 
may otherwise be useful, such as a flashlight or lighter 
or map of the area.  

Make a note of everything you have with you on your 
character sheet. If you don’t have it written on your 
sheet, you don’t have it in game. 

10. Final Flavor
As you have gone through the various stages of 
character creations, hopefully noting down interesting 
facts along the way, you should have a good idea who 
your character is.  
Now transpose these sentences onto your character 
sheet along with any additional pertinent details that 
may help you role-play as that character. This might be 
, such as distinguishing features or characteristics 
they have, or personality quirks.  
Do they have gallows humors and laugh at even the 
darkest of moments, or are they the brooding, silent 
type? Are they still coming to terms with the loss of 
everything they knew previously, or have they fully 
leaned into this new, dangerous world? 
If, as a player, you are ever at a loss as to how to react 
to a situation or how to role-play, this paragraph you 
have created should give you guide points and 
markers.  
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Although christened Percy LaRue, 
Pesky was given his nickname 

before he could walk. Raised on the 
east side of Chicago, Pesky lived with 
his crack-addicted mother and 
younger brother, Elias. At an early 
age he got as good at hiding the truth 
as he was at shop-lifting food.   

Pesky dropped out of high school at 
14 and spent the next few years 
hustling to make enough food for him 
and his family. A local thief – Fat 
Fingered Frankie – took a liking to the 
young boy and helped him up his 
skills as a petty thief.  

As he grew, Pesky found he had a 
way with the ladies who loved his ‘bad 
boy trying to be good’ shtick almost 
as much as their boyfriends hated it 
and although Pesky was able to avoid 
being sucked into a gang, he never 
made it beyond being a petty criminal 
who had multiple run-ins with the law. 
After the death of his mom, he felt 
increasingly responsible for his 
younger brother. Then the virus 
came.  

Pesky still feels Betrayed by Marty 
Kaczynski, who he had partnered 
with early on as he tried to get out of 
Illinois and head south. Kaczynski 
had beaten him while he slept and 
stole his horse and supplies, leaving 
Pesky for dead. Pesky doesn’t know 
if Kaczynski is still alive or not, he just 
knows that he still dreams of what 
he’ll do once he catches up to him. 

After Marty left him for dead, Pesky’s 
self-preservation instinct is now 
constantly in overdrive and he has 
one single imperative driving him – no 
matter what it takes or who you have 
to throw in front of a bullet: Stay Alive! 

The Ballad of Pesky LaRue 
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Skills 
Skills denote training or aptitude at performing certain 
tasks, like firing a weapon or scaling a wall. Skills 
range from Level 1: Basic Knowledge (which receives 
a +1 Skill Modifier, or SMod), through to Level 6: Life’s 
Work (which has a +6 SMod). Although starting 
characters are initially capped at Level 3: Proficient (a 
+3 SMod), Levels 4-6 can potentially be achieved over 
time as part of the character’s Evolution.  
Characters without Basic Knowledge in a Skill can still 
attempt a check but receive a -1 SMod to reflect their 
ineptitude. Certain skills (such as Surgery*) are 
Profession-based or require very specific training, and 
any attempt to use one of those skills without training 
incurs an automatic -3 SMod. These skills are denoted 
by a * when written. 
A full list of Skills can be found on the following page. 

Professions 
As part of Backstory Generation a player picks a Base 
Profession and assigns 4 Character Development 
Points (CDP) to the associated Vocational Skills, as 
denoted on the list below.  
If there is no profession listed that they wish to play 
and the GM agrees, a player may simply pick 4 skills, 
just so long as they can provide a justification for how 
they got that training. 
Academic: Scholar*, Scholar*, General Knowledge, 
Perception, Investigation, Barter, Scavenging 
Driver: Dodge, Driving, Navigation, Mechanics*,
Perception, Streetwise, Unarmed Combat 
Entertainer: Athletics, Charm, Deception, Dodge, 
Entertainment, Entertainment, Inspiration 
Entrepreneur: Barter, Charm, Deception, Inspiration, 
Perception, Scholar*, Streetwise 
Law Enforcement: Ranged Weapons, Investigation, 
Intimidation, Perception, Unarmed Combat, Driving, 
Lock-Picking*
Mechanic: Barter, Driving, General Knowledge, 
Mechanics*, Perception, Scavenging, Investigation 
Medic: First Aid*, Surgery*, Charm, Perception, 
Scholar*, Inspiration, Investigation 
Outdoorsman: Hunting, Survival, Perception, 
Scavenging, Navigation, Ranged Weapons, Stealth 

5. Skills, Pregens & Paradigms 
Outlaw: Deception, Gambling, Intimidation, Lock-
Picking*, Melee Weapons, Sleight of Hand, Streetwise
Politician: Charm, Deception, Inspiration, 
Perception, Scavenging, Scholar*, Streetwise 
Soldier: Athletics, Demolitions*, First Aid*, Heavy 
Weapons*, Ranged Weapons, Soldiering, Survival 
Trader: Barter, Charm, Deception, Perception, 
Scavenging, Sleight of Hand, Streetwise 

Pregens 
Pregenerated Characters, - Pregens - are designed to 
give a player everything they need to get started 
immediately and come defined with attributes, skills, a 
backstory and even a name. These are designed for 
players wishing to jump straight in with little more 
preparation required than reading the character sheet.  
A sample Pregens - Pesky LaRue - are included at the 
back of this book, and each Fractured adventure and 
sourcebook will come with new pregenerated 
characters, all of which are also available for 
download at xerosumgames.com. 

Paradigms 
Paradigms are an alternative to Backstory Generation 
and are designed to get players into the action with a 
minimum of effort by providing a rounded characters 
that fit a specific trope or role within a team, with their 
RAPID Range attributes and skills predefined and 
tailored. Paradigms are more than a Profession and 
can be seen as how the character may describe their 
life, prior to the virus.  
Details for each Paradigm are laid out below, including 
their RAPID Range, skills and Secondary Stats, but a 
player will want to take some time defining key 
elements of their personality, such as their name, age, 
Background Complication and Motivation, so that they 
have a good sense of who their character is and how 
they will act. 
The following Paradigms are provided on the next few 
pages: 
Beat Cop, Biker, Family Medicine Doctor, Farmer, 
Field Medic, Gym Owner, Hot-Rod Mechanic, 
Mayor, Mercenary, Petty Criminal, Rural Sheriff, 
and Trucker. 
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Skill Name Attribute Description
Animal Handling Influence An understanding of both the science and the art behind training animals, from teaching a dog 

basic tricks to breaking in a stubborn Colt. Also used for skill checks when riding a horse.

Athletics Physicality How well a PC is able to climb, jump and react to physical challenges and obstacles.

Barter Influence Being able to arrange deals and trades, appraise goods and haggle to the most favorable 
outcome

Charm Influence The ability to win others over and have them think highly of the character as well as get them 
to do what you want, often because you have made them think that they want to do it

Deception Reason Knowing how to weave enough truth into a lie to convince someone of something untrue 

Demolitions* Physicality The art of blowing things up, from Molotov cocktails to the precision use of military grade 
compounds

Dodge Dexterity Lightening reflexes and the ability to be where an attack is not, Dodge adds to DMR & DMM

Driving Dexterity The ability to drive it like you stole it while reducing the chances of wrecking. Knowing how to 
treat a car to minimize the damage done to it, as well as performing basic maintenance tasks.

Entertainment Influence Skills to keep people entertained. Specialties: Dancing, Magic, Ventriloquism, Storytelling, 
Funny Guy

First Aid* Reason Enough medical knowledge to stabilize and heal a wounded patient and care for most minor 
and moderate ailments and injuries

Gambling Acumen More than just  a good working understanding of most games of chance, this skill allows some 
to play to win, legitimately or not

General Knowledge Reason Someone who knows a lot about a lot and can recall minute facts that are useful in the 
moment

Heavy Weapons* Dexterity Training in the use of larger weapons such as RPGs, flamethrowers or, and anti-tank weapons

Hunting Physicality Being able to track prey and both lay and avoid traps

Inspiration Influence Being able to motivate groups and individuals towards a collective goal

Intimidation Influence Knowing how to create and apply psychologically pressure to get a specific outcome or have 
someone bend to your will 

Investigation Acumen Investigative and deductive techniques and how to identify and follow-up on leads and clues

Lock-Picking* Reason Knowledge of the most common (and many uncommon) security systems and how to bypass them

Mechanics* Reason A knack for fixing things, as well as the upgrading or rigging of equipment and vehicles. 
Purveyor of quality goods. Specialties: Weapons Armor, Vehicles, Generalist

Melee Weapons Physicality A melee weapon is like an extension of the body. This skill increases both accuracy and 
damage, with each Level in Melee Weapons gives a +1 SMod and adds 1 to the damage

Navigation Acumen Being able to successfully plot and chart courses with an uncanny sense of direction, with or 
without tools

Perception Acumen A strong instinct combined with observant behavior allows for picking up non-verbal queues and 
noticing details others miss

Ranged Weapons Dexterity
Proficiency with all ranged weapons, from bows to pistols to shotguns to sniper rifles. This 
skill increases both accuracy and damage, with each Level in Ranged Weapons gives a +1 
SMod and adds 1 to the damage

Scavenging Acumen Knowing where to look for items and how to evaluate the condition of a scavenged item

Scholar Reason The absorption and retention of knowledge Specialties: Farming, History, Herbalism, 
Psychology, Research, Reverse Engineering, Toxicology

Sleight of Hand Dexterity From a simple card trick to being able to hide something in plain site to picking a pocket

Soldiering Physicality Training, discipline and focused willpower that allows someone to ignore pain and hardships in 
furtherance of the mission

Stealth Dexterity Knowing how to move to and stick to the shadows to avoid being detected

Streetwise Acumen Instinctively understanding bad people with bad intent and knowing how to navigate 
dangerous situations. Good at finding black markets where they exist

Surgery* Reason An understanding of anatomy and how and where to cut to save a patient

Survival Acumen Knowing how to survive in a hostile environment and  well as live off the land.

Unarmed Combat Physicality From pugilism to martial arts, Unarmed Combat can ultimately be as deadly as most weapons. 
Each level in Unarmed Combat gives a +1 SMod and adds 1 to the damage 
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Beat Cop 02012
WP 13 RP 7 DMM 1 DMR 2 Init 4 ENC 7 
Background Complication: Code of Honor  

Motivation: Protect 
Investigation 2, Unarmed Combat 2, Athletics 1, Dodge

1, Driving 1, Perception 1, Ranged Weapons 1, 
Streetwise 1 

Light Pistol [6] 4+1d6; Baton 4+1d6; Flashlight; 
Survival Kit (Tent, 3 days rations) 

Biker 20111 
WP 13 RP 7 DMM 1 DMR 2 Init 5 ENC 7 
Background Complication: Criminal Past  

Motivation: Take Advantage 
Driving 2, Deception 1, Gambling 1, Lock-Picking* 1, 

Mechanics* 1, Perception 1, Ranged Weapons 1, 
Streetwise 1, , Unarmed Combat 1

Light Pistol [6] 4+1d6; Baton 4+1d6; Flashlight; 
Survival Kit (Tent, 3 days rations) 

Family Medicine Doctor 22100
WP 10 RP 6 DMM 0 DMR 0 Init 2 ENC 6 
Background Complication: Code of Honor  

Motivation: Build 
Charm 2, First Aid* 2, Scholar* (Psychology) 2, 
Athletics 1, General Knowledge 1, Perception 1, 

Surgery* 1

Light Pistol [6] 4+1d6; Baton 4+1d6; Flashlight; 
Survival Kit (Tent, 3 days rations) 

Farmer 01202
WP 12 RP 8 DMM 2 DMR 0 Init 2 ENC 8 

Background Complication: Family Obligation  
Motivation: Reunite 

Hunting 2, Scholar* (Farming) 2, Survival 2, Athletics 1, 
Barter 1, Mechanics* 1, Soldiering 1

Light Pistol [6] 4+1d6; Baton 4+1d6; Flashlight; 
Survival Kit (Tent, 3 days rations) 

Paradigm examples 
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Hot Rod Mechanic 01211
WP 12 RP 6 DMM 0 DMR 2 Init 4 ENC 6 

Background Complication: Daredevil  
Motivation: Accumulate

Mechanics* 2, Demolitions* 1, Dodge 1, Driving 1, 
Investigation 1, Lock-Picking* 1, Perception 1, 

Scavenging 1, Streetwise 1

Light Pistol [6] 4+1d6; Baton 4+1d6; Flashlight; 
Survival Kit (Tent, 3 days rations) 

Mayor 20210
WP 10 RP 6 DMM 0 DMR 0 Init 2 ENC 6 

Background Complication: Famous 
Motivation: Build 

Charm 2, Inspiration 2, Perception 2, Barter 1, 
Deception 1, General Knowledge 1, Streetwise 1

Light Pistol [6] 4+1d6; Baton 4+1d6; Flashlight; 
Survival Kit (Tent, 3 days rations) 

Gym Instructor 21101
WP 14 RP 8 DMM 2 DMR 2 Init 4 ENC 8 

Background Complication: Daredevil  
Motivation: Stay Alive 

Athletics 2, Unarmed Combat 2, Barter 1, Charm 1, 
Dodge 1, Inspiration 1, Perception 1, Soldiering 1

Light Pistol [6] 4+1d6; Baton 4+1d6; Flashlight; 
Survival Kit (Tent, 3 days rations) 

Field Medic 02201
WP 13 RP 8 DMM 2 DMR 1 Init 1 ENC 8 

Background Complication: Personal Enemy  
Motivation: Find Safety 

Athletics 2, First Aid* 2, Dodge 1, Hunting 1, Ranged 
Weapons 1, Soldiering 1, Survival 1, Unarmed Combat 1

Light Pistol [6] 4+1d6; Baton 4+1d6; Flashlight; 
Survival Kit (Tent, 3 days rations) 
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Rural Sheriff 01112
WP 12 RP 6 DMM 0 DMR 2 Init 6 ENC 6 
Background Complication: Code of Honor  

Motivation: Protect 
Investigation 2, Perception 2, Ranged Weapons 2, 

Barter 1, Charm 1, Hunting 1, Lock-Picking* 1

Light Pistol [6] 4+1d6; Baton 4+1d6; Flashlight; 
Survival Kit (Tent, 3 days rations) 

Trucker 01112
WP 13 RP 7 DMM 1 DMR 2 Init 4 ENC 7 

Background Complication: Personal Enemy 
Motivation: Find Safety 

Driving 2, Navigation 2, Perception 1, Dodge 1, 
Mechanics* 2,  Streetwise 1, Unarmed Combat 1 

Light Pistol [6] 4+1d6; Baton 4+1d6; Flashlight; 
Survival Kit (Tent, 3 days rations) 

Petty Criminal 01112
WP 13 RP 7 DMM 1 DMR 2 Init 4 ENC 7 
Background Complication: Criminal Past 

Motivation: Take Advantage 
Sleight of Hand 2, Deception 1, Gambling 1, 

Intimidation 1, Lock-Picking* 1, Melee Weapons 1, 
Stealth 1, Streetwise 1, Unarmed Combat 1 

Light Pistol [6] 4+1d6; Baton 4+1d6; Flashlight; 
Survival Kit (Tent, 3 days rations) 

Mercenary 01112
WP 14 RP 8 DMM 2 DMR 2 Init 3 ENC 8 
Background Complication: Dark Secret  

Motivation: Stay Alive 
Ranged Weapons 2, Survival 2, Athletics 1, 

Demolitions* 1, Dodge 1, First Aid* 1, Hunting 1, 
Stealth 1

Light Pistol [6] 4+1d6; Baton 4+1d6; Flashlight; 
Survival Kit (Tent, 3 days rations) 



Name Type Range WP RP Rarity Enc Notes
Axe Melee Close 7 + 1d6 50% Common 2 Requires Physicality of 1 to use or -3 CMod

Baseball Bat Melee Close 4 + 1d6 100% Common 1
Baton Melee Engaged 5 + 1d6 100% Uncommon 1
Club Melee Engaged 5 + 1d6 100% Common 2 Requires Physicality of 1 to use or -3 CMod

Hatchet Melee Engaged 5 + 1d6 50% Common 1
Hunting Knife Melee Engaged 4 + 1d6 50% Common 0 Requires Dexterity of 1 to use or -2 CMod

Knife Melee Engaged 2 + 1d3 50% Common 0
Sledgehammer Melee Engaged 8 + 1d6 100% Uncommon 2 Requires Physicality of 2 to use or -3 CMod

Spear Melee Close 5 + 1d6 50% Common 2 Requires Physicality of 1 to use or -3 CMod
Makeshift Club Melee Close 3 + 1d6 100% Common 1

Sword Melee Engaged 2 + 2d6 50% Common 1
2-handed Sword Melee Close 2 + 3d6 50% Uncommon 2 Requires Physicality of 2 to use or -3 CMod

Unarmed Combat Melee Engaged 1d3 100% Common 0 1d3 + Physicality AMod + Unarmed Combat SMod 

Table 4: Melee Weapons 

Name Type Range WP RP Rarity Ammo Ammo Enc Notes
Bow Ranged Medium 4 + 1d6 50% Common Common 25 1 Bow & Arrows can be crafted

Carbine Ranged Medium 6 + 1d6 50% Uncommon Uncommon 30 1 Hits grouped targets at Close Range
Compound Bow Ranged Long 2 + 1d6 50% Uncommon Common 20 2

Crossbow Ranged Medium 4 + 1d6 50% Uncommon Common 25 2 Bolts can be recovered and reused
Heavy Pistol Ranged Close 5 + 1d6 50% Uncommon Uncommon 9 1
Hunting Rifle Ranged Long 7 + 1d6 50% Common Common 10 2 Can equip a scope for a +1 CMod
Light Pistol Ranged Close 3 + 1d6 50% Common Common 6 1

Automatic Rifle Ranged Long 10 + 1d6 50% Uncommon Uncommon 30 2 Hits grouped targets at Close Range
Shotgun Ranged Close 10 + 1d6 50% Common Common 5 2 Hits grouped targets at Close Range

Sawed-off Shotgun Ranged Engaged 10 + 1d6 50% Uncommon Common 2 2 +3 Damage at Engaged Range
Sniper’s Rifle Ranged Far 10 + 2d6 50% Uncommon Uncommon 5 2 Scope gives a +3 CMod at Far Range 

Table 5: Ranged Weapons 

Name Type Range WP RP Rarity Ammo Ammo Enc Notes
Flame-Thrower Special Close 4 + 2d6 100% Uncommon Uncommon 1 2 Burning Damage: 1 WP for 3 rounds

Grenade Explosive Close 1 + 1d6 100% Uncommon Uncommon 1 0 Full damage at Engaged, 50% at Close
Molotov Cocktail Special Close 1 + 1d6 100% Common Common 1 0 A failure detonates immediately

Mortar Explosive Far 6 + 1d6 100% Uncommon Uncommon 1 2 Full damage at Engaged, 50% at Close
Rocket Launcher Explosive Far 3 + 3d6 100% Uncommon Uncommon 1 3 Full damage at Engaged, 50% at Close 

Table 6: Special Weapons 

Name Rarity Enc Special Qualities
Binoculars Common 1 +1 Perception Check

Radio Common 0 Allows characters to communicate up to a range of 20 miles
Medical Pack Uncommon 1 Heals 3+1d6 over a 24 hour period
Doctor’s Kit Uncommon 1 Heals 5+1d6 over a 24 hour period

Toolkit Common 1 +1 Mechanics* check
Professional Toolkit Uncommon 1 +2 Mechanics* check

Survival Kit Common 1 Tent, Sleeping Bag, 3 days of rations
Survivalists Pack Uncommon 2 Waterproof Tent, Sleeping Bag, Fire-starting Kit, 7 days of rations 
Instant camera Uncommon 1 Produces instant pictures, 6 charges. Each charge gives +1 Charm when used on people in the picture  

Table 8: Misc Equipment 

Each character gets to pick a Primary and Secondary weapon from the list below and starts with 1d6 of ammunition per 
weapon. Each character also gets a survival kit and enough rations for 3 days and, in addition, may pick one personal, 

miscellaneous item that provides no combat value but may otherwise be useful, such as a flashlight or lighter.  
Make a note of all this on your character sheet. If you don’t have it written on your sheet, you don’t have it in game. 

7. Weapons & Kit 
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