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What Is Cortex Shuffle? 
A Card Game 
Each variation of Cortex Shuffle is a self-contained pickup 
game, printed either from this print-n-play document or 
(hopefully in the future) on a deck of cards, packaged and 
distributed in a custom tuckbox. They offer a fast-paced 
fiction-heavy experience, with each one tailored to its own 
genre of stories. 
 

A Tabletop Roleplaying Game 
Despite being fairly self-contained, Cortex Shuffle does 
require lots of polyhedral dice (or dice-rolling apps), and pen & 
paper (or other marking and recording methods, like 
whiteboards, digital canvas, or tabletop rpg apps). Also, one of 
the players will be taking the role of game moderator. 
 
You can use Shuffle for quick party play, convention games, 
one-offs when a key player can’t make your main campaign, or 
even as a starting point for a longer running story. 

Printable character sheets • Updated Fantasy 
 

 

Playing the Game 
Cortex Prime 
Even though Cortex Shuffle includes all the rules you need to 
play, to get the most out of the game check out Cortex Prime, 
the engine underneath the hood. There’s a ton of great info and 
guidance there for managing scenes and sessions, as well as 
expanding your Shuffle games beyond a session or two, and 
even creating your own games. 
 
Cortex games define your player character using modular 
traits – which are tiny bits of information about your PC that 
include a word or short phrase (which determines when you’re 
able to use the trait), and a die rating (which shows how much 
impact the trait has on the story). PCs have a few trait sets, 
which are thematically linked groups of traits – the themes in 
the trait sets tell you partially what the game is about, and how 
you’re expected to accomplish things within the story. 
 

Distinctions 
Distinctions are at the core of every Cortex character. They set 
you apart from the other characters, inform every action you 
take, and grant opportunities to guide the story by interpreting 
them both positively and negatively. In Shuffle, your three 
distinctions also heavily affect the trait ratings in your prime 
sets, and give you special effects that change how the rules 
work for your character. 
 
Even though your distinctions are chosen – or randomly drawn 
– from relatively few options, you can customize their 
descriptive phrase to suit your specific concept. Rather than be 
a Pirate, you could instead be a Tràpani Blockade Runner; 
perhaps replace Avatar with Mantle of the Wolf Spirit; or 
rename Freedom to There Are No Strings On Me. Don’t be 
afraid to choose these phrases during play – sometimes a 
character concept will gel better once they’ve been through a 
scrape or two. 
 

Example 
Our sample character – Lorem Ipsum – has drawn the 
distinctions Wind, Unleashed, and Highborn. They’ve 
chosen to rename these to Silver-tongued Avian, Peck 
Peck Claw!, and Scion of House Ipsum. 
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Distinctions, no matter what their descriptive phrase, are worth 
a d8 in your dice pool. If you can't reason out a positive spin for 
your distinctions, or you want to collect plot points, you may 
instead use one as a d4, and earn a plot point in the deal. 
 

Example 
So Lorem is facing an opponent in a gladiatorial match. They 
can easily bring in Peck Peck Claw! as a sturdy d8, or they 
can claim a pampered upbringing to use a d4 (and get a plot 
point) from Scion of House Ipsum. 

 

Prime Sets 
There are two sets of six traits for every Shuffle character – 
these are prime sets, and a die from each is used in any roll you 
make. Each Shuffle variant uses different sets of traits, but all 
characters in a single game are expected to use the same ones. 
 

Rolling the Dice 
You’ll need several each of 4, 6, 8, 10, and 12-sided dice. We call 
them d#, where # is the number of sides. Their rating is the 
number of sides, while their result is the number on top after 
rolling. When you’re told to step up a die, swap it out for the 
next larger size – conversely, when you’re told to step down a 
die, you swap it for the next smaller size. When you double a 
die, include two copies of it in your pool. You may choose to 
step up or double a die when asked to boost it. 
 
When you want to accomplish something where both success 
and failure are interesting possibilities, you take action. Pick up 
one die each from your prime sets that most closely match the 
action, plus any number of assets that might help you succeed. 
Choose the one of your three distinctions that makes the 
biggest difference – either pick up a d8 if it’s helpful, or a d4 if 
it’s not (but you also gain 1pp). Roll all these dice at once and 
add together the results of the two highest rolling dice. If you 
roll higher than the GM, you succeed! 
 
If any of your dice come up as a 1, that’s a hitch. You can’t count 
them in your total, and the GM will work with you to determine 
how things went wrong. This becomes a complication, and 
helps the GM when they’re rolling against you! It’s not all bad 
though – you’ll get a plot point each time the GM buys your 
hitches. 
 
When one character wants to help another, they may lend a 
die. Pick an appropriate die from either roles or powers (in the 
case of Supers), and the character taking action may include 
that in their pool. Careful though – any hitches will give both of 
you a complication! 

 

 

Example 
For their next action, Lorem hopes to convince the seneschal 
to back their political play. Their dice pool brings in Clever 
d8, Face d10, Silver-tongued Avian d8 – and because 
they’ll happily bankroll the gambit, their signature asset 
Ipsum Family Fortune d6 as well. 
 
The GM’s total ends up as 11. Lorem rolls 4, 4, 6, & 1 
respectively. They choose to spend a plot point to buy a third 
die, and finish with a total of 14 – a success! The seneschal 
will cast the deciding vote. 
 
That 1 is a hitch though, so the GM hands the plot point right 
back, and declares that there are now Accusations of 
Bribery d6. It’s absolutely not necessary to relate 
complications to the trait that rolls the hitch, but if you’re on 
the ball it’s a great way to have the plot continue to tie 
together. 

 

Plot Points 
Each player starts with one plot point. These are the bearings 
that keep the story rolling, and give the players chances to 
move the narrative in directions they'd like to see. You can track 
them however you'd like, but it's usually easiest (not to 
mention delightfully visceral) to keep a pile of small similar 
things (poker chips, bottle caps, glass beads) in the middle of 
the table, which all players have easy access to, and can keep a 
small pile of their own. 
 
It’s likely that at least one of your distinction SFX lets you use 
plot points to do something cool. Characters can also spend 
them for any of these effects: 
⧫​ add another die from a prime set to your pool 
⧫​ add a third die (or beyond) to your total 
⧫​ create a d6 scene asset (usable by any player, as fictionally 

appropriate) 
⧫​ extend a scene asset to the end of the session 
⧫​ receive a complication instead of being taken out 
⧫​ take action while taken out (but you only count a single die 

for your total) 
⧫​ step down any complication when the GM rolls a 1 
 
Some distinction SFX also give you special opportunities to 
refill your plot points, but that’s in addition to: 
⧫​ use a distinction as a d4 
⧫​ roll a 1 and receive/step up a complication 
⧫​ the GM “spends” a plot point against you 
 

 
 



 

Assets & Complications 
Aside from your static traits, there are helpful and hindering 
traits that can ebb and flow during play. Assets go in your dice 
pool, help you out, and generally last a scene. Complications 
are a part of your GM’s dice pool, cause you problems, and last 
until you either address and remove them, or they stop being 
fictionally appropriate. 
 
Signature assets are traits that always belong to your 
character, and represent things that are important to the story, 
carry mechanical weight, but don’t fit in with your prime sets or 
distinctions. 
 
Creating names for your assets and complications is something 
that strongly guides the tone of your game, and the flow of 
your story. For example, Guidance of My Ancestors d6, 
Lucky Spanner d6, and Acme Portable Hole d6 all have the 
same die rating, but carry very different circumstances and 
applications. 
 
Likewise, what you call complications at different ratings can 
change the sense of danger in your game. Ranging from 
Broken Arm d6 to On Death’s Door d12 paints a very 
different experience versus Bruised d6 to Broken Arm d12. 
 
Some complications will just disappear when they stop being 
applicable. Ear-splitting Alarm isn’t going to do much once 
you move far enough away from it. Others, you can address by 
taking action – as long as you are fictionally able to do so. For 
example, if you have medical supplies and some training you 
could work on that Broken Arm, but if you don't you'll just 
have to weather it out. If you succeed at the action, take the 
largest die rating you have left after counting your total and 
compare it against the complication. If it's equal to or larger 
than the complication, you remove the complication entirely. 
Otherwise (including if you have no dice remaining) you still 
get to step down the complication. 
 

Example 
Lorem’s Accusations of Bribery d6 has, through a couple 
of unfortunate hitches, progressed to Accused of Treason 
d10. In working to defend themself, Lorem first spends a 
plot point to create Friends on the Council d6 – due to 
their SFX Talking Points, this also steps down Accused of 
Treason to d8. 
 
In taking action, Lorem’s total beats the GM’s – the leftover 
dice are two d6, which alas are not enough to remove 
Accused of Treason entirely – but enough to step it down 
once more to Lasting Suspicions d6. 

 

Being Taken Out 
There are no hit points or stress in Shuffle. Instead, high 
stakes actions and complications drive when your character 
gets taken out of a scene. Before you take a dangerous or 
exhausting action, your GM might tell you this is for high stakes 
– if you fail the roll, you may no longer act in the scene. This can 
take many forms, including too injured to proceed, too upset to 
act, succumbed to mind control, etc. 
 
If you – or more likely the other players – take action to fix 
whatever took you out, you can return to the scene. This also 
happens as you move from one scene to another, and it’s 
reasonable to assume recovery during the scene cut. In both 
cases, you’ll probably gain a complication representing how 
getting taken out is still affecting you. 
 

Example 
Despite their best efforts, Lorem finds themself imprisoned 
for political crimes, taken out of the scene. Their party 
members break them out of the dungeon, and make good 
their escape, but not without picking up an Arrest 
Warrant d8. 

 
If one roll seems a little powerful to take out your story’s 
heroes, you’re right. Even if you fail a high stakes roll, you can 
spend a plot point to remain active in the scene – but you’ll 
gain a complication related to how you almost got taken out (at 
the die rating of the largest die left after the GM counts their 
total, or d6 – whichever is greater). Also, even if you’ve been 
taken out, you can still pay a plot point to take a limited action 
– though your total counts the result of only one die. 
 

Example 
Lorem just failed a high stakes roll while defending against a 
terrifying swamp troll. Rather than let themself be taken 
out, Lorem spends a plot point to take a complication 
instead. The troll’s dice pool, after figuring the total, still 
contains a d6 and a d10. Lorem gains a Festering Claw 
Wound d10 complication, but may otherwise continue to 
act normally. 

 
When a complication gets bad enough, it can also take you out 
of a scene. This happens when a complication that’s already at 
a d12 rating gets stepped up by a hitch or other effect. 
 

 
 



 

Preparing the Table 
Character Creation 
Each of the players will choose one distinction from each of the 
three categories. Your group can do this however you'd like, but 
my personal favorite is to randomly draw one more of each 
category than players in the game – so a four player game 
would have fifteen (three sets of five) distinctions to choose 
from. This way, there's a random element, but each player is 
more likely to end up with a cohesive character concept they'll 
enjoy. As explained above, players are encouraged to rename 
their distinctions to describe a truly unique character.  
 
Your character starts with all twelve prime set traits rated at d4. 
Your distinctions will direct you to choose traits to step up – 
once you're done with these choices, you may choose two traits 
from each prime set to further step up. Your distinctions also 
give you special effects – either hold onto the cards for easy 
reference, or note the effects on your character file. 
 

Example 
We’ve seen Lorem go through a lot already, but how did they 
reach their trait ratings? As already mentioned, their three 
distinctions are Wind, Unleashed, and Highborn. Each 
distinction gives a certain amount of fictional background, 
as well as an SFX, and at this stage choices for stepping up 
traits. 
 
Lorem has chosen to step up Clever, Swift, Face & Steel 
from Wind, then Bold, Mighty, Steel & Wild from 
Unleashed, and finally Bold, Mighty, Face & Faith from 
Highborn. For their discretionary steps up, they choose 
Bold, Clever, Face & Tools, to arrive at the following: 
 

Bold   Face   
Clever   Faith   

Mighty   Steel   
Subtle   Tools   

Swift   Wand   
Wise   Wild   

 
For signature assets, Lorem decides to take a d8 and a d6, 
and calls them Ancestral Longsword and Ipsum Family 
Fortune respectively. 

 
Each variation of Shuffle will grant their own sets of signature 
assets, but for the most part these are extremely customizable 
and completely up to the players to describe. It’s suggested to 
finalize the assets after scenario generation, as some ideas may 
need minor modifications. 

Scenario Generation 
There's a deck (or series of tables for rolling against) of answers 
to questions for each Shuffle variant. You're welcome to tell 
any story you'd like at your table, but these are great for when 
you need ideas or just want the full randomized experience. 
Draw five cards (or roll 5d12), then arrange the answers 
however you'd like to create an adventure your table is excited 
about. Feel free to keep interpretation a little loose – some 
answers may not mesh perfectly with each other. 
 

Example 
The group has drawn cards 4, 6, 8, 9 and 12. After some 
discussion, they get arranged as so: 
 
You find yourselves in a Major City, with War About to Erupt. 
You’re facing a Political Tyrant in a bid to Gain Power – but 
Time Is Running Out… 
 
The players and the GM should work together on some of 
the specifics at this point (what’s the name of the city, who’s 
the tyrant, war with whom – and perhaps most importantly 
where do their characters fit in?), and then the GM sets the 
first scene. 

 

Moderating the Game 
Setting Difficulty 
This is a trained skill – there is no set of rules or expectations 
that could possibly cover every single situation your group will 
encounter. After a session or two, you’ll get a feel for how to 
challenge your players without frustrating them. 
 
Your opposition pool will always include a difficulty die, and at 
least one situation die. The difficulty is based entirely on what 
the character is attempting to do, and ranges from Very Easy 
d4 to Very Hard d12. The situation dice are the traits in the 
scene that are most pertinent to the action – they could include 
an aspect of the location (Sheer Rock Face d10), a sense of the 
level of danger (Familiar Workshop d4), or even a simple 
GMC (Palace Guard d6). When in doubt, just roll 2d6 and 
move on. 
 
You also include any relevant complications, and are welcome 
to elaborate on the first situation die with extra traits – BTW 
It’s Raining d8 or Distrust of Strangers d6 for example. It’s 
best if multiple traits have already been established as part of 
the scene, and can therefore be part of risk management – if 
you want to spring surprises on your players it’s better to use 
complications to fuel them. 
 
 

 



 

More competent or dangerous GMCs and threats can also bring 
in more dice, and sometimes even SFX. Speaking of SFX, all the 
plot point options available to players are available to the GM 
as well – but to use them you have to give any affected players a 
plot point for it. This includes using a plot point to keep a GMC 
in a scene, with an appropriate complication. 
 

Example 
Here’s the other side of Lorem’s political play earlier. We take 
Challenging d8, our Stoic Seneschal 2d10, and throw in 
Status Quo d8 because of what this plan entails. Rolling a 4, 
7, 4, and 3, our total is 11.​
​
Now, we could “spend” a plot point to hold onto a third die 
– and this is one of those moments where the GM gets to 
massage the pacing of the game through the dice. Doing so 
would escalate the situation, both by raising the difficulty to 
succeed, and by giving Lorem an extra plot point. 

 

Creating GM Characters & Threats 
Everything in Cortex is traits. The very simplest (mechanically) 
GMCs your players will encounter don’t even need a die rating, 
until they’re called to be involved with a character taking 
action. Once that happens, it’s very quick to create a die rating 
with a single distinction-like phrase, and keep moving. 
 
GM characters, as well as general threats, can have a number of 
traits – and you would use any which are applicable to 
opposing the player character. A single trait might also have 
multiple dice – when that’s the case, succeeding in a high 
stakes action against that trait would reduce the number of 
dice in it, rather than taking the GMC or threat out of the scene. 
 
A long-term and deeply nuanced GMC might even have a 
character file to rival the PCs – with distinctions and signature 
assets and SFX. 
 

Examples 
Above, you see the Palace Guard d6, and the more 
imposing Stoic Seneschal 2d10. The Terrifying Swamp 
Troll 4d8 is a little more complex, because it also has the 
trait Vulnerable to Fire 2d4, which might replace its usual 
rating under the right circumstances. Dart Trap d10 and 
Raging Forest Fire 3d12 can work as non-character threats. 
 
In order to remove the Terrifying Swamp Troll or Raging 
Forest Fire from the scene, the players would have to take 
multiple successful actions against them in order to 
triumph. 

 

Expanding Play 
Though randomizing the distinctions and playing with the 
provided SFX is a big part of this experience – constraints breed 
creativity after all – using custom distinctions and original SFX 
is totally valid too. Making new SFX is a blend of art and 
science. They should all have a cost and a benefit – examine the 
existing ones, and remix to suit. 
 

Character Advancement 
Shuffle is intended for quick play over a single short story arc. 
If the story is compelling enough to carry through multiple 
sessions, awesome! Then each player may change one thing 
about their character after each session. These things include: 
⧫​ step down one trait in a prime set to step up another trait in 

the same set 
⧫​ rewrite an SFX 
⧫​ rename a distinction (at GM’s discretion, this may include 

an SFX rewrite as well) 
⧫​ rename a signature asset 
⧫​ step down a signature asset to step up another (a stepped 

down d6 would be removed – also, this can create a new 
signature asset at d6) 

 
Over a longer story arc, or if you just want to see very fast 
mechanical improvement, your options for more significant 
advancement would be: 
⧫​ gain a new SFX 
⧫​ step up a signature asset (this can create a new one at d6) 
⧫​ step up a trait in a prime set (this is very powerful, and 

should be offered to every player at the same time) 
 

Example 
After the first session, Lorem’s player finds that they’re 
getting a lot more play out of Clever than Mighty. So they 
step down Mighty to a d6 and step up Clever to a d10. 
 
Later, after some discussion with the GM, they rename Peck 
Peck Claw! to Wheelings & Dealings to better reflect how 
they’ve actually been approaching problems – at the same 
time Berserk Fury becomes a custom SFX called I Might Know 
Someone that steps up social assets. 

 

 
 



 

Modifying the Rules 
Just like any other Cortex game, you should feel comfortable 
making this yours at your table. Any of the modifications 
outlined in the Cortex Prime Game Handbook or SRD will slot 
in just fine. Also, don’t be shy about creating new and unique 
distinctions at the table. 
 
The two most likely changes to make Shuffle play differently 
are bringing in hero dice (and consequently heroic success), or 
modifying the prime sets. Adding specialties to the prime sets, 
or implementing stress traits, or including a doom pool are all 
clear options as well. 
 

Example 
Let’s say we want to take the Space Opera setting and make 
it a bit more political, and grounded. Rather than the 
approaches and roles that lean towards “fantasy – in space”, 
we’re going to use the five main factions in our setting, and 
choose a different set of words for the roles. Also, adding 
specialties to the roles gives a little more nuance. So you 
might have a character file like this: 
 

Captain of the ESS Mercury 
We Do This By the Book 

Haunted by the Past 

Earther   
Diplomat 

Command   

Lunar   Engineer   
Martian   Explorer   

Jovian   Scientist   
Titan   Soldier   

Crew Loyalty ​

Belter Pirate Friends  
 

SFX: 
Rigors of Command 
Regulations & Routine 
No Rest for the Wicked 

 

 

  

Second Example 
This is taken straight from this Rob Donoghue post, so you 
have him to thank for it. It’s about… hunting. 
 

Huntin’s the Family Business 
Always on the Move 

Been to Hell and Back 

Quick   Books   
Sharp   Charm   
Smart   Fists   

Strong   Guns   
Stubborn   Tools   

Tough     

Classic Muscle Car ​

Blessed Arsenal  
 

SFX: 
Blood & Water 
Make Myself at Home 
Memories of the Pit 
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Fantasy Playset 
Prime Sets 
Approaches 
⧫​ Bold: get out there, take chances, take charge – be the 

center of attention 
⧫​ Clever: talk smart, think fast – push your brain to find the 

most ingenious solution 
⧫​ Mighty: force it, move it, crush it, slam it – take the path of 

power and strength 
⧫​ Subtle: be manipulative, stay hidden – operate from the 

shadows and with secrets 
⧫​ Swift: do it now, be decisive – act quickly and with the 

utmost precision 
⧫​ Wise: plan ahead, be prepared – rely on your own 

experiences and those of others 
 

Roles 
⧫​ Face: talking to folk – convincing, conniving, or generally 

interacting, face-to-face 
⧫​ Faith: using your belief to get things done, usually through 

a deity, but sometimes through yourself or your allies 
⧫​ Steel: fighting – includes fisticuffs and arrows, even 

though the name invokes swords and armor 
⧫​ Tools: making, breaking, and understanding… things – like 

lock-picking, wall-scaling, or ship-sailing 
⧫​ Wand: you don’t literally need a wand to perform magic 

– just a decent enough rating in Wand 
⧫​ Wild: plants, animals, and the great outdoors are all part of 

this, sure – but really letting yourself loose fits too 
 

Distinctions 
Affinity 
❖​ Crystal​

What gem resonates with you? How do you help people 
heal? Are you rough and raw, or cut and polished?​
↥↥ Subtle / Swift / Wise​
↥↥ Face / Tools / Wand​
Energy Transfer: Step up any complication to step up a 
scene asset. Step down a scene asset rated at d8 or higher 
to step down a complication. 

 
❖​ Fire​

What passion burns within you? Why is something you 
cared about in ashes? How does your flame manifest?​
↥↥ Bold / Mighty / Swift​
↥↥ Steel / Wand / Wild​
Burn It: Double a scene asset for one action. Afterwards, 
change it into a complication.​
 

❖​ Grit​
How have you escaped death, time and again? What 
makes taking you out a bad idea for anyone who tries?​
↥↥ Bold / Mighty / Subtle​
↥↥ Steel / Tools / Wild​
Resilience: Boost Mighty or Wild when making recovery 
rolls. Spend 1pp to do this again. 

 
❖​ Hearth​

How do you make wherever you go into home? What 
aspects of family do your party members represent to you?​
↥↥ Clever / Subtle / Wise​
↥↥ Face / Faith / Tools​
Working Together: Spend 1pp to step up a scene asset 
someone else created. 

 
❖​ Shadow​

What do you conceal in the darkness? How do you shape 
the tenebrous gloom to further your own ends?​
↥↥ Clever / Subtle / Swift​
↥↥ Face / Tools / Wand​
Impenetrable Veil: Boost your role while using Subtle. 
Spend 1pp to do this again. 

 
❖​ Stars​

What draws you to the stars? What secrets have they 
shared? How do you intend to leverage that knowledge?​
↥↥ Bold / Subtle / Wise​
↥↥ Faith / Wand / Wild​
So It Is Willed: When gaining an asset or complication 
related to your grasp of the metaphysical, step it up. 

 
❖​ Stone​

Are you an enduring peak, a monument to the past, or 
shapeable clay? How do you relate to the earth beneath 
your feet?​
↥↥ Bold / Mighty / Wise​
↥↥ Faith / Steel / Tools​
Sturdy as a Rock: If you have a complication at d10 or 
higher, boost your role die for high stakes rolls. 

 
❖​ Sun​

How do you light up everyone’s lives? What happens when 
someone gets burned by you? When you get eclipsed?​
↥↥ Bold / Clever / Mighty​
↥↥ Faith / Steel / Wild​
Dawn & Dusk: Step up assets you gain during the day. Step 
up complications you gain during the night. 

 
 



 

❖​ Water​
How do you adapt to your situation without breaking? Are 
you a calm pond, the ceaseless waves, or a raging storm?​
↥↥ Mighty / Subtle / Swift​
↥↥ Face / Steel / Tools​
Innovative: Spend 1pp to use a complication as an asset for 
one action; step up the complication afterward. 

 
❖​ Wind​

What message do you carry? What lands have you already 
swept through? How do you draw power from breath?​
↥↥ Clever / Swift / Wise​
↥↥ Face / Steel / Wild​
Words on the Breeze: Boost Clever or Face while using your 
voice with others. Spend 1pp to do this again. 

 
❖​ Wonder​

What is amazing to you? What do you have yet to discover? 
How might someone delight you with something new?​
↥↥ Bold / Clever / Swift​
↥↥ Face / Faith / Wand​
But Satisfaction...: When your curiosity is key to opening 
new avenues, spend 1pp to create an appropriate d8 asset. 

 
❖​ Wood​

Are you but one out of a forest? Do you move stone with 
your roots? Have you been shaped by the hands of others?​
↥↥ Clever / Mighty / Wise​
↥↥ Face / Wand / Wild​
Attuned to Nature: When gaining an asset or complication 
related to being one with the natural world, step it up. 

 

Method 
❖​ Animist​

Your power comes from natural spirits – what's your 
specialty? Do you have a bonded spirit? ​
↥↥ Clever / Subtle / Wise​
↥↥ Faith / Wand / Wild​
Natural Empathy: Boost Subtle or Wild while interacting 
with plants or animals. Take or step up a complication to 
do this again.​
 

❖​ Ascetic​
Do you have a signature technique? A monastery of allies? 
What's your take on tools and weapons? ​
↥↥ Subtle / Swift / Wise​
↥↥ Faith / Steel / Wild​
Balance In Everything: Once per scene, step down one trait 
to step up another in the same set, for the rest of the scene.​
 

 

❖​ Champion​
Whose cause are you devoted to? Who are their enemies? 
What brought you into their service? ​
↥↥ Bold / Mighty / Wise​
↥↥ Face / Faith / Steel​
Righteous Radiance: Spend 1pp to ignore complications 
created by a foe actively working against your deity.​
 

❖​ Channeler​
Your very blood holds magic – where did it come from? 
How do you wield it? How do people react to that?​
↥↥ Bold / Mighty / Swift​
↥↥ Face / Wand / Wild​
Inner Power: Double Wand or Wild while channeling your 
power. Discard the highest rolling die and keep three dice 
for the result.​
 

❖​ Hunter​
What's your favorite target? Do you have a preferred 
environment? How do you finish the hunt? ​
↥↥ Subtle / Swift / Wise​
↥↥ Steel / Tools / Wild​
Tracker: Boost Swift or Wild when pursuing a quarry. 
Spend 1pp to do this again.​
 

❖​ Mage​
What's your specialization? Your weakness? What did you 
give up in order to gain your skill in magic? ​
↥↥ Clever / Mighty / Wise​
↥↥ Faith / Tools / Wand​
Arcane Bond: Choose a signature asset. When that asset is 
in your dice pool, ignore a complication.​
 

❖​ Pactbound​
Who, or what, is your patron? What disaster awaits if you 
go against their wishes? How does their power manifest? ​
↥↥ Bold / Mighty / Subtle​
↥↥ Face / Faith / Wand​
Curse: When you receive a plot point to avoid a GMC being 
taken out, refuse it to step up the resulting complication.​
 

❖​ Priest​
Which deity do you serve? How does their will work 
through you? What do they hold domain over? ​
↥↥ Bold / Clever / Wise​
↥↥ Faith / Tools / Wand​
Divine Magic: When you channel the will and power of your 
deity, spend 1pp to create an appropriate d8 asset.​
 

 



 

❖​ Raconteur​
What kind of performance do you weave magic into? How 
does it affect people? Do you have a secondary focus? ​
↥↥ Bold / Clever / Subtle​
↥↥ Face / Tools / Wand​
Inspiring Presence: You may spend plot points for anyone 
who can see or hear you.​
 

❖​ Scoundrel​
Do you rely most on concealment, the blade, your wit, your 
skill? What makes your attack a surprise?​
↥↥ Clever / Subtle / Swift​
↥↥ Face / Steel / Tools​
Uncanny Dodge: When you gain a complication, spend 1pp 
to negate it. Step down your approach and role dice on 
your next roll.​
 

❖​ Unleashed​
What sets you off? How do you feel afterwards? Why is the 
heat of battle so central to your focus?​
↥↥ Bold / Mighty / Swift​
↥↥ Faith / Steel / Wild​
Berserk Fury: When gaining an asset or complication 
related to your powerful rage, step it up.​
 

❖​ Warrior​
What are you fighting for? Are you a specialist or a 
generalist? Who do you look up to?​
↥↥ Clever / Mighty / Swift​
↥↥ Steel / Tools / Wild​
Indomitable: You don’t need to spend plot points to avoid 
being taken out, but you step up the complication gained. 

 

Context 
❖​ Brigand​

What set you on the path of the outlaw? Why do you stick 
with this group – what makes them important?​
↥↥ Bold / Subtle / Swift​
↥↥ Face / Steel / Wild​
Everyone For Themself: Gain 1pp when you abandon an ally 
in a time of need to further your own agenda.​
 

❖​ Cavalier​
Whose banner do you serve? What is the code you live by? 
Do you have a retainer, or a ward, or a steed?​
↥↥ Bold / Mighty / Swift​
↥↥ Face / Steel / Tools​
Martyr: Gain 1pp when you put yourself directly in danger's 
path to protect others.​
 

❖​ Clergy​
What church are you a member of? How do you fulfil your 
duties? Do you hold clerical rank, with any political power?​
↥↥ Clever / Subtle / Wise​
↥↥ Face / Faith / Wand​
Trust In Providence: Gain 1pp when your confidence in your 
deity puts you in inordinate danger.​
 

❖​ Craftswright​
What do you create? Do you have a workshop? Frequent a 
marketplace? Have you made a masterpiece?​
↥↥ Clever / Mighty / Subtle​
↥↥ Steel / Tools / Wand​
Eye for Quality: When you spend a plot point to make any 
asset last until the end of the session, step it up.​
 

❖​ Gladiator​
Do you have a stage name? A signature move? What 
brought you out of the arena and into adventuring?​
↥↥ Bold / Mighty / Swift​
↥↥ Face / Steel / Wild​
Death Smiles: When you spend a plot point to take action 
while taken out, keep two dice instead of one.​
 

❖​ Grifter​
What’s your favorite con? Do you do it for the money, the 
rush, the game? What’s your backup plan?​
↥↥ Clever / Subtle / Wise​
↥↥ Face / Tools / Wand​
Snake Oil: Gain 1pp when a con you’re pulling goes south.​
 

❖​ Highborn​
Do you have a title? A house? Arms? How do you relate to 
the common “rabble”? Why do you go adventuring?​
↥↥ Bold / Clever / Mighty​
↥↥ Face / Faith / Wand​
Talking Points: When you spend a plot point to create a 
social asset, step down a related complication.​
 

❖​ Local Hero​
What heroic act brought you your fame? How are you 
expected to live up to it? Does fame exhilarate you?​
↥↥ Bold / Mighty / Wise​
↥↥ Face / Faith / Steel​
Ambitious: When gaining an asset or complication related 
to your lofty aspirations, step it up 

 
 
 
 



 

❖​ Mariner​
What rank do you hold? What do you sail – navy, 
merchant, explorer? Is there a port you wish to revisit?​
↥↥ Mighty / Swift / Wise​
↥↥ Faith / Tools / Wild​
Superstitious: Gain 1pp when you change your plans 
because of signs and portents from old wives' tales.​
 

❖​ Militant​
Are you mercenary, militia, infantry? Do you maintain 
rank? Is there a particular strategy you’re an expert at?​
↥↥ Bold / Mighty / Swift​
↥↥ Steel / Tools / Wild​
Coordinated Strike: Step up any dice you lend to an ally. Step 
up any complications you receive as a result.​
 

❖​ Pirate​
Whose vessels do you board? Are you still friendly with 
your crew? Do you know where the treasure is buried?​
↥↥ Bold / Clever / Swift​
↥↥ Face / Steel / Wild​
More a Set of Guidelines: Spend 1pp to step down and 
rename a complication related to your morality or 
reliability.​
 

❖​ Ragamuffin​
What mishap put you on the streets? Who do you trust and 
why? How have you managed to survive?​
↥↥ Clever / Subtle / Swift​
↥↥ Faith / Tools / Wild​
Untrusting: When you gain a complication related to your 
inability to trust others, step it up to gain 1pp.​
 

❖​ Recluse​
Why have you been separated from society? What brought 
you into this group? How are you dealing with interaction?​
↥↥ Clever / Subtle / Wise​
↥↥ Tools / Wand / Wild​
Seclusion: Gain 1pp when you refuse a creature comfort 
others are enjoying.​
 

❖​ Scholar​
What’s your specialty? Where have you been studying? 
Who comes to you for counsel and teaching?​
↥↥ Clever / Subtle / Wise​
↥↥ Faith / Tools / Wand​
Wisdom of the Ages: When history or myth guides you, 
spend 1pp to create an appropriate d8 asset.​
 

 
 

❖​ Thespian​
What is your favorite piece to perform? Do you make your 
own material? How does it integrate with adventuring?​
↥↥ Bold / Clever / Subtle​
↥↥ Face / Tools / Wand​
Sharp Tongue: When gaining an asset or complication 
related to your biting wit, step it up.​
 

❖​ Wildling​
What terrain are you most comfortable in? How do you 
deal with bizarre city customs? Where are you from?​
↥↥ Subtle / Swift / Wise​
↥↥ Faith / Steel / Wild​
Natural Selection: When you spend a plot point to avoid 
being taken out, step up the complication you gain to give 
your opponent a complication at the same rating. 

 

 



 

Fantasy Samples 
Signature Assets 
You can choose (or flip a coin, or roll a d2) between taking three 
d6 signature assets, or one d8 & one d6. For each asset, choose 
(or draw) a distinction to relate it to. Then choose (or draw) 
from these five general types of asset: 
 
Place (when being in or knowledge of a place is advantageous)​
Examples: Boar Belly Tavern, Streets of Gloomfast,​
Court of the High Fae 
 
Thing (equipment you carry with you, or have access to)​
Examples: Rimefrost Dagger, Alchemical Kit,​
Signet Ring of House Pendragon 
 
Personality Trait (for things beyond your distinctions)​
Examples: Dashing Smile, Trustworthy,​
Infectious Laughter 
 
Trained Skill (could be role specialties, or general knowledge)​
Examples: Combat Tactics, Deception, Trapsmithing,​
Linguistic Aptitude 
 
Special Ability (this is the weird stuff)​
Examples: Fire Resistance, Telepathy, Flight,​
Armored Carapace 
 

Assets & Complications 
Round of Drinks d6 Sand In the Face d6 

CureAll Potion d10 Necrosis d8 

The Higher Ground d8 Pinned to the Tree d8 

Summoned Badger d6 But a Flesh Wound d6 

Clerical Blessing d6 Cursed by a God d12 

Furious Rage d8 Disarmed d8 
 

GM Characters & Threats 
Goblin Archer d6 Goblin Skirmishers 3d6 

Goblin Captain d10 • Sharp Sharp Stick d6 

Runecaster 2d8 • Puny d4 • Power Rune d10 

Trained Phalanx 4d10 Sealed Water Trap 3d8 

 

Player Characters 

Child of Antarr Forest (wood) 
Defender of the Wild (animist) 

Chronicler of Eons Past (scholar) 
Bold   Face   

Clever   Faith   
Mighty   Steel   
Subtle   Tools   

Swift   Wand   
Wise   Wild   

Elk Companion, “Ralas” ​

Staff Carved from Ancestor Tree  

SFX: 
Attuned to Nature 
Natural Empathy 
Wisdom of the Ages 

 
Kin to the Bedrock (stone) 

Friends In Very Low Places (scoundrel) 
Celebrated In the Arena (gladiator) 

Bold   Face   
Clever   Faith   

Mighty   Steel   
Subtle   Tools   

Swift   Wand   
Wise   Wild   

Underworld Connections  

Weapons Out the Ears ​

Unnatural Vigor  

SFX: 
Sturdy as a Rock 
Uncanny Dodge 
Death Smiles 

​

 



 

Scenario Creation 
Fantasy Quest Generator 
Where do you find yourself? 

1.​ Caverns Beneath the World 
2.​ Deep Dark Forest 
3.​ Extraplanar Madness 
4.​ Forgotten Catacombs 
5.​ Island in the Sky 
6.​ Major City 
7.​ Military Fortress 
8.​ On the Open Sea 
9.​ Pastoral Hamlet 
10.​ Realm of Dreams 
11.​ Sacred Ground 
12.​ Upon the Highest Peaks 

 
What’s going on? 

1.​ A MacGuffin Will Destroy All 
2.​ A Mystery to Solve 
3.​ Deliver a Package 
4.​ Diplomatic Intrigue 
5.​ Eliminate an Enemy 
6.​ Escort a Personage 
7.​ Explore a Dangerous Location 
8.​ It’s Quiet – Too Quiet 
9.​ Rescue a Prisoner 
10.​ Retrieve an Important Item 
11.​ Simple Reconnaissance 
12.​ War Is About to Erupt 

 
Who are you up against? 

1.​ A Wizard Did It 
2.​ Band of Marauders 
3.​ Deities Playing Chess 
4.​ Demonic Entity 
5.​ Good Intentions 
6.​ Great Noble House 
7.​ Incompetent But Lucky Mooks 
8.​ Malevolent Swarm 
9.​ Political Tyrant 
10.​ Powerful Cunning Monster 
11.​ Powerful Undead 
12.​ Rival Party 

 
 

 

Why are you doing this? 
1.​ A Pretty Face 
2.​ Duty for Your Nation 
3.​ Dying Wish 
4.​ Gain Power 
5.​ Lots of Money 
6.​ Nobody Else Can 
7.​ Owe a Big Favor 
8.​ Quest for Knowledge 
9.​ Run From the Past 
10.​ Sheer Pettiness 
11.​ Voice of Providence 
12.​ Were Told Not To 

 
There’s always a twist. 

1.​ Ancient Future Tech 
2.​ Complex Location (draw +1 Where) 
3.​ Cut Off From Resources 
4.​ Inconvenient Relationship 
5.​ Magic Has Intelligence 
6.​ Psychic Maelstrom 
7.​ This Is Your Fault 
8.​ Time Is Running Out 
9.​ Too Many Cooks (draw +1 Who) 
10.​ Trickster Spirit 
11.​ Undead Are Everywhere 
12.​ Wibbly Wobbly Timey Wimey 

 



 

Cyberpunk Playset 
Prime Sets 
Approaches 
⧫​ Aggressive: get angry, get violent, get in people’s faces 
⧫​ Brash: do it now, throw caution to the wind, be the center 

of attention 
⧫​ Clever: talk smart, think fast, push your wetware to find 

the most ingenious solution 
⧫​ Deceptive: be manipulative, operate from the shadows, 

with secrets, misdirection, and double-talk 
⧫​ Precise: be decisive, act with accuracy and clarity, and be 

prepared for anything 
⧫​ Tenacious: take your time, plan ahead, outlast your 

opposition by sheer force of will 
 

Roles 
⧫​ Actuator: not everyone has much control over the nanites 

that permeate everything – but actuators have the most  
⧫​ Driver: vehicles love you – don’t worry about the specific 

word, you can fly just as well as you can drive 
⧫​ Fixer: you’ve got connections, and being a people person is 

how you like to get things done 
⧫​ Hacker: networks, databases, processing farms, and 

firewalls are like your own personal playground 
⧫​ Infiltrator: sneak in, sneak out – heck, if you need to get 

into a place badly enough, who needs the sneaky? 
⧫​ Soldier: killing – but hey, also not dying – is a thing you’re 

good at, and it shows 
 

Distinctions 
Sleeve 
Your sleeve represents your physical form. Depending on the 
setting your group agrees on, this may even be something that 
you can easily change throughout play. 
 
❖​ Brick​

What makes you such a diehard? Are you physically 
imposing, or just heavily protected? ​
↥ Aggressive / Tenacious​
↥↥↥ Driver / Fixer / Infiltrator / Soldier​
Soak It Up: If you have a complication at d10 or higher, 
boost Tenacious or Soldier for high stakes rolls.​
 

❖​ Canvas​
Do you use nanites, prosthetics, an image inducer? Why do 
you choose to look like anyone but yourself? ​
↥ Deceptive / Precise​
↥↥↥ Actuator / Driver / Fixer / Infiltrator​
Like a Glove: When donning a disguise, spend 1pp to create 

an appropriate d8 asset.​
 

❖​ Clank​
What put you in a robotic sleeve? Why did you stay there? 
Is it humanoid? Does it have a specialized purpose? ​
↥ Brash / Tenacious​
↥↥↥ Driver / Hacker / Infiltrator/ Soldier​
Betcha Can’t: When you do something a meatsuit couldn’t 
have, spend 1pp to create an appropriate d8 asset.​
 

❖​ Jacked​
Do you have a wireless implant, or surgical plugs? How do 
you experience the data stream? ​
↥ Aggressive / Clever​
↥↥↥ Driver / Fixer / Hacker / Soldier​
Direct Connection: When gaining an asset or complication 
related to always being plugged in, step it up.​
 

❖​ Leyline​
You're a nanite nexus – why is this a problem? How do you 
leverage it to your advantage?​
↥ Aggressive / Clever​
↥↥↥ Actuator / Fixer / Hacker / Soldier​
Feel the Rush: Boost your approach die while using 
Actuator. Spend 1pp to do this again.​
 

❖​ Looker​
What makes you attractive – personality, pheromones, 
raw magnetism? How do you use that charm? ​
↥ Brash / Deceptive​
↥↥↥ Actuator / Fixer / Hacker / Infiltrator​
Enchanting: Boost Deceptive or Fixer while interacting 
socially. Spend 1pp to do this again.​
 

❖​ Padfoot​
Nobody notices you – are you just that good, or that 
forgettable? ​
↥ Deceptive / Precise​
↥↥↥ Actuator / Fixer / Infiltrator / Soldier​
As a Mouse: Boost your approach die while using 
Infiltrator. Spend 1pp to do both.​
 

❖​ Sensate​
How do your extra senses work – training, cybernetics, 
nanite manipulation? What do they let you do?​
↥ Clever / Tenacious​
↥↥↥ Actuator / Driver / Fixer / Hacker​
Awareness: When gaining an asset or complication related 
to your overpowered senses, step it up.​
 



 

❖​ Slim​
Are you tiny and dexterous? Do you literally come apart at 
the seams? How did you achieve this flexibility?​
↥ Brash / Precise​
↥↥↥ Actuator / Driver / Infiltrator / Soldier​
Escape Artist: If you have a complication at d10 or higher, 
boost Precise or Infiltrator for high stakes rolls.​
 

❖​ Sprint​
How does your speed manifest? Are you a leadfoot, an 
olympic medalist, great at putting stuff together fast?​
↥ Aggressive / Brash​
↥↥↥ Driver / Hacker / Infiltrator / Soldier​
Need For Speed: When you benefit from going as fast as 
possible, spend 1pp to create an appropriate d8 asset.​
 

❖​ Synapse​
Why do you think so fast? Are you a telepath, can you 
predict the future, are your nerves fiber optics?​
↥ Clever / Precise​
↥↥↥ Actuator / Driver / Fixer / Hacker​
Speed of Thought: You may spend plot points to create 
assets (and roll them) even after you’ve rolled.​
 

❖​ Twist​
What about you comes off as alien? Is it from genetics, 
nanites, cybernetics, or are you literally an actual alien?​
↥ Deceptive / Tenacious​
↥↥↥ Actuator / Hacker / Infiltrator / Soldier​
Discarded Humanity: When gaining an asset or 
complication that reflects your distance from baseline, 
step it up. 

 
Ego 
This is basically how you get things done. The thing people 
know you for. 
 
❖​ Archaic​

What aspect of the past are you fixated on? Why is it better 
than modern tech? Do you make your own equipment?​
↥↥ Brash / Clever / Tenacious​
↥↥ Actuator / Driver / Soldier​
Good Ol’ Days: When leveraging your knowledge of ancient 
tech, spend 1pp to create an appropriate d8 asset.​
 

❖​ Assassin​
Who are your targets? What are your methods? Who are 
your clients? Who’s right on your tail?​
↥↥ Aggressive / Clever / Deceptive​
↥↥ Driver / Infiltrator / Soldier​
Scoped: Boost Deceptive or Soldier when your opposition 

is unaware of you. Spend 1pp to do this again.​
 

❖​ Burnout​
What is it you refuse to do anymore? Why did you have to 
change things? How do you avoid it?​
↥↥ Aggressive / Brash / Deceptive​
↥↥ Driver / Fixer / Infiltrator​
Lost Clarity: Let the GM use one of your assets as a 
complication for a roll to gain 1pp.​
 

❖​ Celebrity​
What brought you your fame? How do you leverage it? 
How does it make your life more difficult?​
↥↥ Brash / Clever / Deceptive​
↥↥ Driver / Fixer / Infiltrator​
You Know Me: When gaining an asset or complication 
based on being well-known, step it up.​
 

❖​ Chameleon​
How do you blend in? What’s your favorite persona? Who, 
if anyone, knows the real you?​
↥↥ Brash / Deceptive / Precise​
↥↥ Actuator / Fixer / Infiltrator​
In Character: Once per scene, step down one trait to step up 
another in the same set, for the rest of the scene.​
 

❖​ Database​
What’s your data specialty? How did you obtain all this 
information? What dangerous knowledge do you possess?​
↥↥ Clever / Deceptive / Precise​
↥↥ Fixer / Hacker / Infiltrator​
I Know This: Boost your role die while using Clever. Spend 
1pp to do this again.​
 

❖​ Enforcer​
As part of the system of tyranny – why are you helping the 
crew? How do you address your role in their oppression?​
↥↥ Aggressive / Precise / Tenacious​
↥↥ Driver / Fixer / Soldier​
In Command: When gaining an asset or complication based 
on being an authority figure, step it up.​
 

❖​ Hammer​
What makes you the best at your job? Why do you focus on 
one tactic for everything? What are you terrible at?​
↥↥ Aggressive / Brash / Tenacious​
↥↥ Actuator / Driver / Soldier​
Meet Nail: Boost your role die while using Aggressive. 
Spend 1pp to do this again.​
 



 

❖​ Hub​
Why do people come to you? Who owes you a big favor? 
What dirt on you are you keeping quiet?​
↥↥ Aggressive / Precise / Tenacious​
↥↥ Actuator / Fixer / Hacker​
Contacts: When relying on your extensive network of 
associates, spend 1pp to create an appropriate d8 asset.​
 

❖​ Loki​
There’s a logic to chaos – what’s yours? Who still guesses 
your every move? What’s your favorite scheme?​
↥↥ Brash / Clever / Deceptive​
↥↥ Actuator / Hacker / Infiltrator​
Unpredictable: Use a complication as an asset for one roll. 
Step it up afterwards.​
 

❖​ Scavenger​
Text​
↥↥ Clever / Deceptive / Tenacious​
↥↥ Fixer / Infiltrator / Soldier​
Jury-rig: Step up a scene asset for one roll. Step it down 
afterwards.​
 

❖​ Slinger​
Text​
↥↥ Aggressive / Precise / Tenacious​
↥↥ Driver / Hacker / Soldier​
All Out: Spend 1pp to double a scene asset for a roll. You 
may keep a third die. Remove that asset afterwards.​
 

❖​ Stitch​
Text​
↥↥ Clever / Precise / Tenacious​
↥↥ Actuator / Fixer / Hacker​
Taking Care: Step up or double your role when addressing 
another character’s complication. Spend 1pp to do both.​
 

❖​ Sycophant​
Whose ass are you kissing? How does that complicate your 
crew dynamic? What do you get in return?​
↥↥ Brash / Deceptive / Precise​
↥↥ Driver / Hacker / Soldier​
Yes, Boss: Gain 1pp when you ignore your ideals in the 
service of someone else.​
 

❖​ NanoWizard​
Text​
↥↥ Aggressive / Clever / Precise​
↥↥ Actuator / Hacker / Infiltrator​
Old Secrets: When history or tradition guides your hand, 

spend 1pp to create an appropriate d8 asset.​
 

❖​ Zealot​
Text​
↥↥ Aggressive / Brash / Tenacious​
↥↥ Actuator / Hacker / Soldier​
Last Word: Step up or double Brash or Actuator when 
enforcing your ideal. Spend 1pp to do both. 

 

Ideal 
You follow your ideal to determine why you do what you do. It’s 
not all-encompassing, but it should guide your choices. 
 
❖​ Addiction​

Text​
↥↥↥ Aggressive / Brash / Deceptive / Precise​
↥ Actuator / Infiltrator​
Feed the Need: When you gain an addiction related 
complication, step it up to gain 1pp.​
 

❖​ Arrogance​
Text​
↥↥↥ Aggressive / Brash / Deceptive / Tenacious​
↥ Infiltrator / Soldier​
Better Than, Even: Gain 1pp when someone takes offense at 
your imperiousness.​
 

❖​ Asceticism​
Text​
↥↥↥ Brash / Clever / Precise / Tenacious​
↥ Hacker / Infiltrator​
Bare Minimum: When you make a roll with no assets or 
complications, you may keep a third die.​
 

❖​ Control​
Text​
↥↥↥ Aggressive / Clever / Deceptive / Precise​
↥ Fixer / Hacker​
Hyperfocus: Step up or double your role while using 
Precise. Spend 1pp to do both.​
 

❖​ Creation​
Text​
↥↥↥ Aggressive / Brash / Clever / Precise​
↥ Actuator / Fixer​
Made to Last: When you spend a plot point to extend an 
asset to last through the session, step it up.​
 

❖​ Destruction​
Text​
↥↥↥ Aggressive / Brash / Deceptive / Tenacious​



 

↥ Actuator / Soldier​
Mutually Assured: When a GMC gains a complication, gain 
or step up one of your own to step it up.​
 

❖​ Freedom​
Text​
↥↥↥ Aggressive / Brash / Clever / Deceptive​
↥ Driver / Infiltrator​
Self-determination First: Gain 1pp when you forgo a more 
effective option that involves removing autonomy.​
 

❖​ Honor​
Text​
↥↥↥ Brash / Clever / Precise / Tenacious​
↥ Driver / Soldier​
No Compromise: Gain 1pp when you refuse to do things the 
easy way because of your code.​
 

❖​ Information​
Text​
↥↥↥ Clever / Deceptive / Precise / Tenacious​
↥ Fixer / Hacker​
Hard Facts: Spend 1pp to step up a data related scene asset.​
 

❖​ Pain​
Text​
↥↥↥ Aggressive / Brash / Deceptive / Tenacious​
↥ Hacker / Soldier​
Gratuitous: Gain 1pp when you go out of your way to inflict 
or receive unnecessary harm.​
 

❖​ Peace​
Text​
↥↥↥ Clever / Deceptive / Precise / Tenacious​
↥ Actuator / Driver​
Settle Down: When you spend a plot point to create a social 
asset, step down a related complication.​
 

❖​ Team​
Text​
↥↥↥ Aggressive / Clever / Precise / Tenacious​
↥ Driver / Fixer​
In This Together: You may spend plot points for anyone who 
you can communicate with. 

 



 

Cyberpunk Samples 
Signature Assets 
You can choose (or flip a coin, or roll a d2) between taking three 
d6 signature assets, or one d8 & one d6. For each asset, choose 
(or draw) a distinction to relate it to. Then choose (or draw) 
from these five general types of asset: 
 
Gear (equipment you carry with you, or have access to)​
Examples: Bleeding Edge Deck, Disrupter 5k12,​
Modded Hypercar 
 
Contact (knowing people is key to navigating the sprawl)​
Examples: Arms Dealer Kel, Club Energize,​
Third Eye DBA Login 
 
Personal Mods (amazing what they can do with scalpel & 3dP)​
Examples: AR Scanning Suite, Augmented Musculature,​
Dermal Plating 
 
Trained Skill (could be role specialties, or general knowledge)​
Examples: Zero-G Training, Medicine, Corporate Policies, 
Nanotech 
 
Special Ability (this is the weird stuff)​
Examples: Magic Resistance, Precognition, Venomous, 
Regeneration 
 

Assets & Complications 
Illicit IdentChip d6 Disconnected d6 

Armored Car d10 On Camera d8 

Map of the Vents d8 Inverter’s Shot d8 

Banishing Sigil d6 Counterspell d6 

Upgraded Avatar d6 Disintegration Nanites d12 

C4 Charges d8 Traced IP d8 
 

GM Characters & Threats 
Automated Drone d6 Drone Fleet 3d6 

Security Guard d10 • Shock Stick d6 

Megacorp CTO 2d8 • Not the Face d4 • Transmitter d10 

Cyber Ninja Squad 4d10 Security Grid 3d8 

 

Player Characters 

Born Under a Seer’s Star (leyline) 
I’m Here to Help (stitch) 

Hippocrates Would Be Proud (honor) 
Aggressive   Actuator   

Brash   Driver   
Clever   Fixer   

Deceptive   Hacker   
Precise   Infiltrator   

Tenacious   Soldier   

Knowledge Implant: Medicine ​

Nanite Lure  

SFX: 
Feel the Rush 
Taking Care 
No Compromise 

 

CySystems Model SLDR-8 (clank) 
Weapons Modules (slinger) 

Jobs Done – At All Costs (destruction) 
Aggressive   Actuator   

Brash   Driver   
Clever   Fixer   

Deceptive   Hacker   
Precise   Infiltrator   

Tenacious   Soldier   

Advanced Targeting System  

Military Connections ​

“Black Box” Chassis Core  

SFX: 
Betcha Can’t 
All Out 
Mutually Assured 

​

 



 

Scenario Creation 
Cyberpunk Mission Generator 
Where’s the action? 

1.​ Abandoned Research Facility 
2.​ Entertainment complex 
3.​ Hyperloop train 
4.​ Megacorp office tower 
5.​ Mobile sky-plex 
6.​ Moon colony 
7.​ Orbital station 
8.​ Secret underground base 
9.​ Streets of the sprawl 
10.​ The low-tech under-city 
11.​ Virtual reality 
12.​ War zone 

 
What’s the objective? 

1.​ Assassinate someone 
2.​ Character assassination 
3.​ Collect a bounty 
4.​ Deliver a package 
5.​ Deploy tech 
6.​ Destroy tech 
7.​ Escape 
8.​ Plant evidence 
9.​ Protect someone 
10.​ Reconnaissance 
11.​ Steal tech 
12.​ Supply aid 

 
Who’s gonna stop you? 

1.​ Anarchist ecoterrorists 
2.​ Bounty hunters 
3.​ Giant robot 
4.​ Hacker team 
5.​ Highly trained cyberninjas 
6.​ Megacorp security 
7.​ Religious zealots 
8.​ Rival runner crew 
9.​ Swarm of tiny robots 
10.​ Terrifyingly powerful Actuator 
11.​ Uplifted animals 
12.​ Your own reputation 

 
 

 

Why did you even take this job? 
1.​ Become a legend 
2.​ Favor for a triad boss 
3.​ Independent thought is at stake 
4.​ It’s personal 
5.​ Just for fun 
6.​ Lots and lots of money 
7.​ Megacorps are consolidating 
8.​ Need the newest upgrades 
9.​ Revenge 
10.​ You’re next for “reconditioning” 
11.​ Your employers put bombs inside you 
12.​ Your reputation 

 
There’s always a twist. 

1.​ Free agents (draw +1 Who) 
2.​ High stakes (draw +1 Why) 
3.​ Highly publicized 
4.​ Inconvenient relationship 
5.​ No kills (excepting mission objectives) 
6.​ No witnesses 
7.​ On the move (draw +1 Where) 
8.​ Overtime (draw +1 What) 
9.​ Time is running out 
10.​ You need to use extremely experimental tech 
11.​ You’re spies for the opposition 
12.​ You’ve been made 

 



 

Supers Playset (incomplete) 
Prime Sets 
Values 
⧫​ Duty: because nobody else can, or will – so it’s up to you 
⧫​ Fame: soak up the adoration of your fans – everyone’s going 

to know what you’re capable of 
⧫​ Justice: truth, integrity, morality, trust – it adds up to 

following the right path for the right reasons 
⧫​ Mastery: you’ve gotta be the very best – self improvement 

is key to knowledge and control 
⧫​ Mercy: give comfort, reduce harm – replace terror with 

kindness 
⧫​ Unity: it’s for the people, the companionship, the love of 

friends and family 
 

Stances 
⧫​ Assess: part of it’s planning, part is observing, but all of it’s 

necessary to be prepared for anything 
⧫​ Defend: protecting yourself – and more importantly 

protecting others – from the ravages of villainy 
⧫​ Engage: take a challenge head-on, through direct action 

and decisiveness 
⧫​ Provoke: get people riled up – either to be angry at you, or 

excited about a cause, or even upset at themselves 
⧫​ Support: give someone a hand, help them recover, 

shoulder their burden 
⧫​ Unleash: let loose the full, life-changing potential of your 

powers – go beyond your comfort zone 
 

Distinctions 
Origin 
❖​ Caught by an Accident​

What happened? How did it lead to your powers? What 
are the bad side effects you have to deal with?​
↥↥ Justice / Mercy / Unity​
↥↥ Assess / Defend / Engage​
SFX: Text​
 

❖​ First of Perhaps Many​
Did you create this process? Was it forced upon you? Are 
you proud or rueful? A leader or subservient?​
↥↥ Fame / Mastery / Unity​
↥↥ Assess / Defend / Support​
SFX: Text​
 

❖​ From the Future​
How and why did you end up in the past? Do you want to 
go back to your time? Did others come with you?​
↥↥ Fame / Mastery / Mercy​

↥↥ Assess / Support / Unleash​
History to Me: Step up or double Mastery or Assess when 
future knowledge is instrumental. Spend 1pp to do both.​
 

❖​ Inherited a Mantle​
Do you use the same name as your predecessor, or did you 
change it? Are people aware you’re not the same hero?​
↥↥ Duty / Fame / Unity​
↥↥ Assess / Engage / Support​
Shadow of the Past: When gaining an asset or complication 
related to your relationship with your mentor, step it up.​
 

❖​ It’s My Job​
Who do you answer to? What do they have to do with your 
powers and training? What might it take to defect?​
↥↥ Duty / Fame / Justice​
↥↥ Assess / Engage / Unleash​
Expense Account: When you’re pulling strings with your 
employer, spend 1pp to create an appropriate d8 asset.​
 

❖​ Lost Someone Important​
Who was it? Why and how did losing them push you into 
the life of a hero (or anti-hero)?​
↥↥ Duty / Mercy / Unity​
↥↥ Defend / Provoke / Support​
Empathy: Step up or double Mercy or Support when 
making a social connection. Spend 1pp to do both.​
 

❖​ No Longer Human​
What are you now? How did that transition happen? 
Would you reverse things if you could?​
↥↥ Mastery / Mercy / Unity​
↥↥ Defend / Provoke / Unleash​
SFX: Text​
 

❖​ Returned From Death​
Text​
↥↥ Duty / Justice / Mercy​
↥↥ Engage / Provoke / Support​
SFX: Text​
 

❖​ Sacrifice for Power​
Text​
↥↥ Fame / Justice / Mastery​
↥↥ Engage / Provoke / Unleash​
SFX: Text​
 

❖​ Superior Knowledge​
Text​
↥↥ Duty / Fame / Unity​
↥↥ Assess / Provoke / Support​



 

SFX: Text​
 

❖​ Vessel for Power​
Why has this power chosen you? Do you control it or does 
it control you? Is there some way you could lose it?​
↥↥ Duty / Justice / Mastery​
↥↥ Defend / Engage / Unleash​
Let It Flow: Step up or double Mastery or Unleash when 
allowing the power full control. Spend 1pp to do both.​
 

❖​ Was Never Human​
Are you alien? A construct? An idea given form? How does 
this affect how you interact and integrate with humans?​
↥↥ Justice / Mastery / Mercy​
↥↥ Defend / Provoke / Unleash​
These Ways Are Strange to Me: Gain 1pp when your 
disconnect from humanity causes some kind of issue. 

 

Drive 
❖​ Be an Example​

What example are you trying to set? Does your morality 
slam people in the face, or are you more discreet about it?​
↥↥↥ Duty / Fame / Justice / Unity​
↥ Defend / Engage​
SFX: Text​
 

❖​ Ends Justify the Means​
What are the altruistic “ends” you’re willing to cross lines 
for? What moral compromises are you prepared to make?​
↥↥↥ Duty / Justice / Mastery / Mercy​
↥ Provoke / Unleash​
Nothing Is Off the Table: Double a scene asset for a roll. 
Afterwards, change it into a complication.​
 

❖​ Explore the Unknown​
Text​
↥↥↥ Duty / Fame / Justice / Mastery​
↥ Assess / Unleash​
SFX: Text​
 

❖​ Forget the Past​
Text​
↥↥↥ Duty / Mastery / Mercy / Unity​
↥ Defend / Support​
SFX: Text​
 

❖​ Get Famous​
What will you do with your fame? How do you expect to 
get there? Why is heroing a part of that?​
↥↥↥ Fame / Mastery / Mercy / Unity​
↥ Engage / Provoke​

SFX: Text​
 

❖​ Justify My Existence​
Text​
↥↥↥ Duty / Fame / Mastery / Unity​
↥ Assess / Support​
SFX: Text​
 

❖​ Learn From the Past​
Text​
↥↥↥ Fame / Justice / Mercy / Unity​
↥ Assess / Provoke​
SFX: Text​
 

❖​ Protect the Innocent​
Text​
↥↥↥ Duty / Justice / Mercy / Unity​
↥ Defend / Support​
SFX: Text​
 

❖​ Quest for Wisdom​
Text​
↥↥↥ Duty / Fame / Justice / Mercy​
↥ Assess / Engage​
Knowledge Is Power: Text​
 

❖​ Renegade​
Text​
↥↥↥ Fame / Justice / Mastery / Unity​
↥ Engage / Unleash​
SFX: Text​
 

❖​ Self Discovery​
Text​
↥↥↥ Fame / Mastery / Mercy / Unity​
↥ Provoke / Unleash​
SFX: Text​
 

❖​ Truth and Justice​
Text​
↥↥↥ Duty / Justice / Mastery / Mercy​
↥ Defend / Support​
Prudent Detachment: Gain 1pp when you minimize a 
personal connection to uphold your moral compass. 

 

Powers 
❖​ Avatar​

You embody a concept, usually an animal of some sort. 
What is it? How do you exemplify it?​
↥ Mercy / Unity​
↥↥↥ Assess / Defend / Engage / Support​



 

Incarnate: When you’re fully expressing the concept you 
represent, spend 1pp to create an appropriate d8 asset.​
 

❖​ Classic Flying Brick​
How are you different from every other flying brick? What 
makes you unique?​
↥ Fame / Justice​
↥↥↥ Defend / Engage / Support / Unleash​
Above It All: When gaining an asset or complication based 
on your positioning, step it up.​
 

❖​ Combat Master​
Is there a specific technique you’re the best at? Does your 
power come from within, or are you imbued with extra?​
↥ Duty / Mastery​
↥↥↥ Assess / Defend / Engage / Provoke​
SFX: Text​
 

❖​ Elemental​
Text​
↥ Fame / Mercy​
↥↥↥ Defend / Provoke / Support / Unleash​
SFX: Text​
 

❖​ Energy Control​
Text​
↥ Justice / Unity​
↥↥↥ Defend / Engage / Support / Unleash​
SFX: Text​
 

❖​ Magic User​
Text​
↥ Fame / Mastery​
↥↥↥ Assess / Defend / Support / Unleash​
SFX: Text​
 

❖​ Psychic​
Text​
↥ Mastery / Unity​
↥↥↥ Assess / Provoke / Support / Unleash​
SFX: Text​
 

❖​ Shapeshifter​
Text​
↥ Mercy / Unity​
↥↥↥ Assess / Engage / Provoke / Support​
Conservation of Power: When in another shape, create a 
scene asset of any rating. Also take a complication of the 
same rating.​
 

❖​ Speedster​
Text​
↥ Duty / Fame​
↥↥↥ Assess / Defend / Support / Unleash​
Right Place, Right Time: You may spend plot points to create 
assets (and roll them) even after you’ve rolled.​
 

❖​ Summoner​
What do you summon? (swarm, horde of robots, an army) 
How do they show up and why do they serve you?​
↥ Mastery / Unity​
↥↥↥ Assess / Defend / Provoke / Support​
SFX: Text​
 

❖​ Supernatural​
What fairy tale, legend, or cryptid story are you from? How 
do you get by in the modern world?​
↥ Justice / Mercy​
↥↥↥ Engage / Provoke / Support / Unleash​
SFX: Text​
 

❖​ Technologist​
Text​
↥ Fame / Mastery​
↥↥↥ Assess / Engage / Provoke / Unleash​
Bleeding Edge: Text​
 

❖​ Unbreakable​
Text​
↥ Duty / Justice​
↥↥↥ Defend / Engage / Provoke / Unleash​
Not This Time: When you spend a plot point to avoid being 
taken out, step down the complication you gain.​
 

❖​ Vigilante​
Text​
↥ Duty / Justice​
↥↥↥ Assess / Defend / Engage / Provoke​
Your Reputation Precedes You: When gaining an asset or 
complication based on your fame or infamy, step it up.



 

Supers Samples 
Signature Assets Superpowers 
You start with one power trait rated at d10. You may instead 
take two powers rated at d8, and for each d8 you may instead 
take two powers rated at d6. For each power trait, choose (or 
draw) from these six general types of power: 
 
Movement (they get you from one place to another)​
Examples: Flight, Teleport, Speed, Leaping 
 
Damage (for hurting and destroying)​
Examples: Blast, Strength, Weapons, Venom 
 
Protection (for defending yourself and others)​
Examples: Durability, Shield, Resistance, Reflexes 
 
Control Over Self (manipulating aspects of yourself)​
Examples: Invisibility, Reflexes, Stretching,​
Size Changing, Senses 
 
Control Over Others (manipulating aspects of environment)​
Examples: Air, Earth, Fire, Water, Electric, Mind, Plant, 
Animal, Technology, Weather, Magnetic, Sonic 
 
Versatility (they don’t do much directly, but a lot indirectly)​
Examples: Gadgets, Shapeshift, Sorcery, Mimic 
 
“What if I can’t pull off my concept with these dice?”​
Well, there are things you can probably do, justified by your 
distinctions, which don’t need the mechanical weight of the 
power traits. Maybe you can fly, but you want to keep 2d8 for 
Strength and Durability. Discuss with your GM and fellow 
players, and sure, you can fly. You just won’t be including it in 
dice pools. 
 

Assets & Complications 
A d6 C d6 

A d10 My Only Weakness d8 

A d8 C d8 

A d6 C d6 

A d6 C d12 

A d8 C d8 
 

 
 

GM Characters & Threats 
Foot Soldier d6 Foot Soldier Squad 3d6 

Angry Telekinetic d10 • So Much Debris d6 

Ancient Mastermind 2d8​
Vulnerable to UV d4 • Vampire d10 

Army of Robots 4d10 ICBM 3d8 

 
Player Characters 

Visiting Andromedan (was never human) 
Tell Me Everything (quest for wisdom) 

Synapses & Circuits (technologist) 
Duty   Assess   
Fame   Defend   

Justice   Engage   
Mastery   Provoke   

Mercy   Support   
Unity   Unleash   

Technology Control  

SFX: 
These Ways Are Strange to Me 
Knowledge Is Power 
Bleeding Edge 

 
HAMMERHEAD Agent (it’s my job) 
I’m No Hero (ends justify the means) 

Not on My Watch (vigilante) 
Duty   Assess   
Fame   Defend   

Justice   Engage   
Mastery   Provoke   

Mercy   Support   
Unity   Unleash   

Multimode Pulse Rifle  

Utility Belt  

HH38 Stealth Suit  

SFX: 
Expense Account 
Nothing Is Off the Table 
Your Reputation Precedes You 

 



 

Scenario Creation 
Supers Issue Generator 
Where’s the action? 

1.​  
 
What threatens the populace? 

1.​  
 
Who is today’s villain? 

1.​  
 
 

 

Why is your team handling this? 
1.​  

 
There’s always a twist. 

1.​  

 



 

Space Opera Playset (incomplete) 
Prime Sets 
Approaches 
⧫​ Aggressive: up 
⧫​ Brash: up 
⧫​ Clever: up 
⧫​ Deceptive: up 
⧫​ Precise: up 
⧫​ Tenacious: up 
 

Roles 
⧫​ Face: up 
⧫​ Fight: up 
⧫​ ‘Filtrate: up 
⧫​ Fix: up 
⧫​ Flux: up 
⧫​ Fly: up 
 

Distinctions 
Heritage 

❖​ Astromech Servebot​
↥↥ Brash / Clever / Precise​
↥↥ ‘Filtrate / Fix / Fly​
SFX: Text 

❖​ Walking Carpet​
↥↥ Aggressive / Brash / Tenacious​
↥↥ Fight / ‘Filtrate / Fix​
Let the Carpet Win: Step up or double Aggressive or 
Fight while angry. Spend 1pp to do both. 

 

Expertise 
❖​ Scout​

↥↥ Clever / Precise / Tenacious​
↥↥ ‘Filtrate / Fix / Fly​
SFX: Text 

❖​ Space Wizard​
↥↥ Clever / Deceptive / Precise​
↥↥ Face / Fight/ Flux​
SFX: Text 

 

History 
❖​ Moisture Farmer​

↥↥ Brash / Precise / Tenacious​
↥↥ Face / Fix / Fly​
SFX: Text 

❖​ Strong In the Flux​
↥↥ Clever / Precise / Tenacious​

↥↥ Face / Fight / Flux​
SFX: Text 

 
❖​ Distinction​

↥↥ Aggressive / Brash / Clever / Deceptive / 
Precise / Tenacious​
↥↥ Face / Fight / ‘Filtrate / Fix / Flux / Fly​
SFX: Text 

 



 

Urban Fantasy Playset (incomplete) 
Prime Sets 
Domains (Affiliations) 
⧫​ Arcane: aoeu 
⧫​ Dead: aoeu 
⧫​ Fable: aoeu 
⧫​ Hell: aoeu 
⧫​ Mundane: aoeu 
⧫​ Tech: aoeu 
 

Tools (Roles) 
⧫​ Books: aoeu 
⧫​ Places: aoeu 
⧫​ Tricks: aoeu 
⧫​ Weapons: aoeu 
⧫​ Wits: aoeu 
⧫​ Words: aoeu 
 

Distinctions 
Aoeu 
aoeu 
 
❖​ Aoeu​

Ask leading questions?​
↥↥ A / B / C​
↥↥ D / E / F​
SFX: SFX text.​
 

❖​  
 



 

Urban Fantasy Samples 
Signature Assets 
You can choose (or flip a coin, or roll a d2) between taking three 
d6 signature assets, or one d8 & one d6. For each asset, choose 
(or draw) a distinction to relate it to. Then choose (or draw) 
from these five general types of asset: 
 
Gear (equipment you carry with you, or have access to)​
Examples: Bleeding Edge Deck, Disrupter 5k12,​
Modded Hypercar 
 
Contact (knowing people is key to navigating the sprawl)​
Examples: Arms Dealer Kel, Club Energize,​
Third Eye DBA Login 
 
Personal Mods (amazing what they can do with scalpel & 3dP)​
Examples: AR Scanning Suite, Augmented Musculature,​
Dermal Plating 
 
Trained Skill (could be role specialties, or general knowledge)​
Examples: Zero-G Training, Medicine, Corporate Policies, 
Nanotech 
 
Special Ability (this is the weird stuff)​
Examples: Magic Resistance, Precognition, Venomous, 
Regeneration 
 

Assets & Complications 
  

  

  

  

  

  
 

Dealer Characters & Threats 
  

 

 

  

 

Player Characters 

Aoeu (aoeu) 
Aoeu (aoeu) 
Aoeu (aoeu) 

Arcane   Books   
Dead   Places   
Fable   Tricks   

Hell   Weapons   
Mundane   Wits   

Tech   Words   

Aoeu ​

Aoeu  

SFX: 
Aoeu 
Aoeu 
Aoeu 

 
​

 



 

Scenario Creation 
Cyberpunk Mission Generator 
Where’s the action? 

13.​ Abandoned Research Facility 
14.​ Entertainment complex 
15.​ Hyperloop train 
16.​ Megacorp office tower 
17.​ Mobile sky-plex 
18.​ Moon colony 
19.​ Orbital station 
20.​ Secret underground base 
21.​ Streets of the sprawl 
22.​ The low-tech under-city 
23.​ Virtual reality 
24.​ War zone 

 
What’s the objective? 

13.​ Assassinate someone 
14.​ Character assassination 
15.​ Collect a bounty 
16.​ Deliver a package 
17.​ Deploy tech 
18.​ Destroy tech 
19.​ Escape 
20.​ Plant evidence 
21.​ Protect someone 
22.​ Reconnaissance 
23.​ Steal tech 
24.​ Supply aid 

 
Who’s gonna stop you? 

13.​ Anarchist ecoterrorists 
14.​ Bounty hunters 
15.​ Giant robot 
16.​ Hacker team 
17.​ Highly trained cyberninjas 
18.​ Megacorp security 
19.​ Religious zealots 
20.​ Rival runner crew 
21.​ Swarm of tiny robots 
22.​ Terrifyingly powerful Actuator 
23.​ Uplifted animals 
24.​ Your own reputation 

 
 

 

Why did you even take this job? 
13.​ Become a legend 
14.​ Favor for a triad boss 
15.​ Independent thought is at stake 
16.​ It’s personal 
17.​ Just for fun 
18.​ Lots and lots of money 
19.​ Megacorps are consolidating 
20.​ Need the newest upgrades 
21.​ Revenge 
22.​ You’re next for “reconditioning” 
23.​ Your employers put bombs inside you 
24.​ Your reputation 

 
There’s always a twist. 

13.​ Free agents (draw +1 Who) 
14.​ High stakes (draw +1 Why) 
15.​ Highly publicized 
16.​ Inconvenient relationship 
17.​ No kills (excepting mission objectives) 
18.​ No witnesses 
19.​ On the move (draw +1 Where) 
20.​ Overtime (draw +1 What) 
21.​ Time is running out 
22.​ You need to use extremely experimental tech 
23.​ You’re spies for the opposition 
24.​ You’ve been made 


