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-
Asvfarvasvtheveyevcanvseevitvstretchesvonvandvon;vthevcobbledv

alleywaysvandvvtiledvrooftopsvthatvshapevthevimmensev

cityscapevknownvonlyvasv-vthevDreadStreets.

DreadStreets-Introduction-

DreadStreets-is-a-game-about-swashbuckling-combat-
encounters-in-a-low-fantasy-urban-environmentW-As-one-of
the-mysterius-Directors-your-Goal-is-to-guide-a-Gang-of-HeroesW
Their-main-concern-in-this-world-is-to-5show-off5-and-;-and-then
head-to-the-Inn-and-brag-about-their-epic-triumfs-and-scarsW

Direct-your-Gang-of-5-Heroes-and-use-them-to-perform
all-kinds-of-daring-StuntsW-Find-ways-to-make-your-Heroes-
cooperateM-to-optimize-their-performancesM-keep-your-Gang-
on-the-offensive-to-avoid-loosing-the-gameM-and-to-improvise-
solutions-according-to-the-outcome-of-your-die-rollsW

As-the-fight-unfoldsM-you-must-direct-your-Heroes-actions-in-
order-to-persue-the-3-main-Goals-of-the-Game:-causing-BloodshedM-
control-Objectives-and-obtain-the-Heroes:-personal-MissionsW
Succesfully-pursuing-Goals-will-put-pressure-on-your-Opponents
and-ultimately-break-their-will-to-fight;-making-you-Win-the-gameW

The-Scenario-is-one-of-the-fundamentals-in-any-game
of-DreadStreetsW-A-scenario-provides-a-background-story-for
each-individual-game-in-order-to-put-the-Directors-in-the-right-
moodW-For-a-good-introduction-game-play-the-Scenario-5Initiation5W-

Scenario-Introduction-
FinallyvthevyearsvofvtrainingvatvthevHeroesvAcademyvcamevtovanvendv-vvasvthe

newlyvfledgedvGangsvofvHeroesvemergedvontovthevStreets,vtheyvheadedvstraightvforvthe

tavernvdistrict;vreadyvtovindulgevinvthevoldvinitiationvritualsvofvdrinkingvandvBrawling.

Scenarios of
DreadStreets

Vol. I

The Initiation

Finally-each-Scenario-will-have-specific-rules-regarding-the-3-main
GoalsW-This-means-the-exact-ways-your-Heroes-needs-to-perform-
and-interact-with-the-gameboard-in-order-to-Win-the-gameM-will-
vary-from-game-to-gameM-according-to-the-scenario-being-playedW

A-Scenario-will-also-contain-a-Map-for-game-setup;-use-it-to
find-out-where-the-different-buildings-and-counters-should-be
placed-and-where-the-different-Gangs-will-begin-the-GameW-This-
way-the-game-board-can-easily-be-subject-to-different-setupsW
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Tactical Use:.The.Tricksters.defensive.abilities
and.flair.for.perfoming.tTricks.Stunts(.which.can
only.be.perfomed.wile.occupying.an.Objective;.

makes.it.Great.at.Pursuing.the.Objective.GoalR.
.

Introduction.to.the.Gang.
The.Gang.is.another.fundamental.of.the.gameR.Each.Director.controls.a.Gang.of.5.HeroesR.
Controlling.your.Heroes'.to.make.them.pursue.the.right.Goals(.is.the.key.to.victoryR.

"You there - what is your profession?" - "Uh - the 10 foot longbow didn't tip you off?"

The.5.Heroes.in.your.Gang.each.represents.a.unique.ArchzType(.with.its.own.
tactical.use(.although.the.Leader.is.effectively.a.copy.of.one.of.the.other.ArchzTypesR.
qthis.allows.Directors.to.costumize.their.team(.even.without.use.of.the.Campaign.RulesA

In.order.to.see.which.ArchzType.a.miniature.represents(.you.have.to.look.at.its.
ArmamentR.The.colours.on.the.Miniatures.are.to.tell.the.Gangs.from.one.and.otherR
.

Swashbuckler
Tactical Use:.The.Swashbuckler.can.get.to
the.right.place.at.the.right.time;.to.occupy.a
remote.Objective.or.to.Assault.an.Opponent
and.get.a.chance.to.secure.the.Bloodshed.GoalR

Iconic Armament:.Blade.Weapon.or.Weapons;
Sword(.Dagger(.Scimitar(.Cutlass(.Saber.etcR.
.

Tactical Use:.The.Brawler.excels.at.pursuing
the.Bloodshed.GoalR.It.has.a.better.change.
to.Perform.the.most.devastating.Brawl.Stunts.
and.bother.less.about.the.Opponent's.defenceR.

Iconic Armament:.Brutal.Weapon.or.Weapons;
Axe(.Morning.Star(.Twozhanded(.Blunt(.Exotic.etcR.
.

Brawler

Iconic Armament:.Improvised.Weapon.or.Weapons;
Staff(.Spear(.Odd.Prob(.unarmed(.claws.etcR.
.

Trickster

Tactical Use:.The.Shooter.is.Great.at
cozopperating.with.other.Gang.membersR.It's
special.attacks.has.great.reach(.and.can.help.you..
take.control.of.any.situation.that.might.come.upR

Iconic Armament:.Ranged.Weapon.or.Weapons;
Pistol(.Crossbow(.Sling(.Throwning.Star(.Bow.etcR.
.

Shooter

Tactical Use:.The.Trickster.is.unnaturally.lucky(.
and.there.able.to.hold.onto.Objectives.on.their.ownR
They.can.also.easier.trigger.Objectives(.to.gain
advantages.for.their.teamzmatesR
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Playing:DreadStreets
"We weren't the best because we killed quickly. We were the best because the Gods' 

were pleased to watch us in action; please the Gods and you will win your encounters."

The:game:mechanisms:of:DreadStreets:is:inspired:by:the:cinematic::action:genre:
known:as:Swashbuckling:or:Cloak:v:Dagger+:only:in:DreadStreets:the:action:is:the:realityZ
Important:elements:of:the:genre:includeF:Jumping:around:during:fightsO:a:lot:of:taunting:
comments:':and:the:constant:need:for:the:HeroeO:to:,show:off,:in:a:teatricalO:over:the:
top:mannerZ:Therefore:we:made:all:of:these:things:a:part:of:the:winning:conditionsZ:

The:Turn:Sequence

The:Director:must:activate:the:L:Heroes:one:
at:a:TimeO:by:passing:the:appropriate:action
token:on:to:the:next:Director:in:lineZ:

Immediately:after:a:Hero:has:been:
activatitedF:make:an:Action:Roll:and:
Perform:Stunts:with:the:Active:HeroO:
before:the:next:Hero:is:activatedZ:On
a:Heroqs:first:turn:use:the:starting:Zones
in:order:to:let:them:enter:the:GameZ

Once:all:Heroes:have:been:activatedO:check:how:well
the:Gang:did:on:pursuing:the:W:Goals:this:turnO:and:
adjust:the:Pressure:Meter:accordinglyZ:The:Winner:
is:the:first:player:to:reach:level:W:on:all:GoalsZ

DreadStreets:is:a:turn:based:gameZ:Even:though:there:is:no:time:limitO:the:Directors:are:
expected:to:think:and:act:as:fast:as:a:Hero:would:do:in:a:real:time:action:sequenceZ:
A:turn:consists:of:W:stepsF

Each:scenario:details:which:Director:should:go:firstZ:In:the:Initiation:scenarioO:it:is:the:
Director:whose:Leader:is:a:SwashbucklerO:then:the:Trickster:and:last:is:the:BrawlerZ:
The:Gangs:will:enter:from:the:Starting:Zones:named:A:5first:DirectorxO:B:5Secondx:and:C
5ThirdxZ:To:begin:the:gameO:give:the:action:tokens:to:the:first:Director:':and:goJ:

Objectives Missions Bloodshed Adjusting

Level:W

In:DreadStreets:there:are:also:spectetors+:the:Gods:themselves:are:watching:the:fights:
as:entertainmentO:alongside:the:nobility:of:the:city:':and:perhaps:some:unlycky:locals
:who:did:not:evacuate:in:timeO:before:all:hell:broke:looseZ:

As:for:your:role+:you:are:a:created:by:the:Gods:to:act:as:a:DirectorZ:Without:a:script::and:
only:with:the:the:narrative:frame:and:winning:conditions:offered:by:the:Scenario:and:
Dice:Pool:of:Fate:in:your:palmsO:you:must:direct:your:Gang:of:Heroes:trough:every:
encounter+:always:painfully:aware:that:':the:Gods:are:watchingZ

R
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ForkthekHeroeskinkDreadStreets5kfailurekisknotkankoptionOkButktheirkperfomanceskmayk
differkinkqualityOkTwokfactorskeffectskthiskquality;kakHerovskPotentialkandkakDirectors
skillktoktransformkthatkpotentialk6kgreatkorkpoorkaskitkmightkbek6kintokakgamekwinningkStuntOk
ThekActionkRollkiskwhatkdetermineskakHerovskpotential5kandkitkiskonlykafterkthekDicekPoolk
haskbeenkrolledkthekDirectorkhasktokmakekthektacticalkdecisionkonkhowktokmakekusekofkitOk

MakingkActionkRolls

ThekDirectorkmustkmakekankActionkRollkasksoonk
askakHerokhaskbeenkActivatedk:kthiskiskdonek
bykrollingkthekDicekPool;kconsistingkofkaksingle5kwhitek
DreadkDiekandkthekxkCrimsonkDiceO

TokdeterminekthekHerovskPotential5
lookkatkeachkdiekindividually:kifkitkshowsk
askak45k5kork6kitkaddsktokakHerovskPotentialOk

Onekdiekshowskak45k5kork6kiska:

Twokdicekshowkak45k5kork6kiskka:

Threekdicekshowkak45k5kork6kiskan:

Common

Heroick
Epick

=

Dice
Pool

addskto
Potential

ThiskiskakBasickActionkRollOkInkadditionktherekarek2kwaysktokModifyk
DicekRolls5kakpositivekandkaknegative5kwhichkwillkbekcoveredkonktheknextkpageO

When a barrel rolls towards you, will you get out of it's way like a

commoner - or will you jump epicly upon it, and steer it into the fray?

k

Askfailurekisknotkankoption;kanykActionkRollskwithknokDicekshowing
45k5kork6kmaykbekre6rolledOkThiskrulekdoesknotkaccountkforkModifiersOk

Re6Roll

AkhighkPotentialkwillkgrandkaccessktok
akgreaterkchoicekinkStuntsOk
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ChoosingEandEPerformingEStunts

AfterEtheEHeroIsEPotentialEhasEbeenEdeterminedEEitEisEtimeE
forEtheEDirectorEtoEchooseEaEStuntEforEtheEHeroEtoEperformX
AEStuntEisEaESpecificEactionElikeEHurlingEanEOpponentEoffEaE
tallEbuilding2EorELeapingEfromEoneErooftopEtoEanotherXE

AnEEpicEPotentialEwillEgiveEyourEHeroEaccessEtoE
performEanyEStunt2EbutEyouEmayEexperienceEsituationE
whereEtheEEpicEPotentialEonlyEappliesEtoEtheEHeroIs
PreferredEActionE;seeEmodifiersEonEtheEnextEpage4E

!Sometimesgyougneedgtogpunchgagmanggingthegface,gandgsometimesgyougjustg

needgtogshowghimgyougcangdrinkgagBlackgPoxgAlegthreegtimesgfastergthanghegcan.

Don'tggetgcarriedgawaygbygyourgowngPotentialgoutgthereb!g

IfEyouEareEunlucky2EyouEwillEonlyErollEaECommonE
PotentialEorEsometimesEaEDreadEEffectEwillE
downgradeEaEHeroicEPotentialEtoEaECommonE;seeE
modifiersEonEtheEnextEpage4XEInEtheseEcases2EyourE
HeroEwillEonlyEbeEgivenEaccessEtoEtheECommonEStuntsX

Common

AEHeroicEPotentialEwillEonlyEgiveEyourEHeroEaccessE
toEHeroicEStuntsEandEalternatelyECommonEStunts;
itEisEalwaysEpossibleEtoEPerformEaEStuntsEthatEtakes
lessEPotentialXE

DuringEplayEuseEtheETEStuntEReferenceESheetsEtoEmaintainE
anEoverviewEofEtheEmanyEchoicesXE
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TheEmoreEthanE+TEavailableEStuntsEhaveEbeenEdividedEintoET
categoriesEcalledECoursesEofEAction:ETrickEStuntsEenablesE
theEHeroEtoEInteractEwithEelementsEonEtheEgameEboard2E
BrawlEStuntsEareEforEcloseECombat2EShootEStuntsEareEforE
rangedECombat2EandEParkourEStuntsEareEforEMovementXE

Hurl

x

I
Leap
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anEoverviewEofEtheEmanyEchoicesXE

RememberBthatBtheBmainBreasonBtoBPerformBStuntsBisBtoB
pursueBGoals;BchooseBtheBStuntsBthatBwillBhelpByouBwithBthose.

Heroic

Scale LeapE
Scale

2

AssaultSprint

Parkour Stunts
Heroic Epic

Moves:
Common

Combine:EjExEMoveE2EFreeESprintEE !ExEMoveE2EFreeESprintE 3ExEMoveE2EFreeESprintE

!ExELeap

ScaleEAssault

Drop
x

LeapE2
DropEx

Drop
Assault

x

!ExEScale
2

x
jExEDrop
Assault

LeapE
Assault

?
DownEfor
theECount

II

Switch

I

BrawlBStunts

BlockE
Hurt

Manhandle

Hurt:

Manhandle:

Common Heroic Epic

BattleEParkour

Parry

Support
Attack

OpposedE
Brawl

Trick: OutEofETricks

NoEEffeckt

Hurl

x 2

I II

RamEAssault

I

II?
Trick

Common Heroic

Basic:

Liquor:

Stunts

Challenge

SmashEaEBottle ThrowEaEBarrel MolotovEMayhem
Range:E+ Range:EB

TwistEFate

Range:EX
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Each.Hero.has.one.of.the.4.Courses.of.Action.as
their.Preferred.Action:.When.chosing.Stunts.from
the.Preferred.Course.of.Actionb.Add.1.to.the.Heroys
Potential.for.each.die.that.shows.a.3Z k =Preferred

Potential

Sometimes.a.Course.of.Action.will.suffer.from.a.
negative.Modifier.called.the.Dread.Effect:.When
this.happen.you.may.Not.count.in.the.
Dread.Die.when.determining.PotentialZ.Below.is.a.
list.of.the.situations.that.course.Dread.EffectsZ
Be.aware.that.sometimes.DreadEffects.will.only
affect.one.Course.of.Actionb.and.sometimes.allZ

The.Modifiers

Dreaded
Potential

"I reckon you can send me into the mud - but I am still

the best Brawler in this part of the Streets. Taste my fist!"

=O

Swashbuckler

Parkour
3k

Preferred
Action

Trickster

Tricks.
3k

Preferred
Action

Brawler

Brawl
3k

Preferred
Action

Shooter

Shoot
3k

Preferred
Action

Leader

Directors
Choice

3k
Preferred

Action

Preferred.Action
ModEffect

The.Dread.Effect

Parkour

Brawl

Shoot

Starting.the.Turn.being.Down.

Starting.the.Turn.being.Down.

Starting.the.Turn.being.Down. Target.Performs.the
Opposed.Trick:.Take.Cover

Target.Performs.the
Opposed.Trick:.Parry

TrickStarting.the.Turn.being.Down. Target.of.a.Drop.Assault
or.any.kind.of..Support.Stunt

Starting.the.Turn.in.

the.Comeback.Zone

The.Modifiers.are.another.thing.that.can.influence.which.Stunts.a.Director.may.
or.will.let.itys.Hero.PerformZ.There.are.exactly.Two.modifiers.in.DreadStreetsZThe.
positive.modifier.is.called.the.Preferred.Action.and.itys.depends.on.which.Heroic.ArchO
Type.the.Hero.isZ.The.Negative.Modifier.is.the.DreadEffect.and.its.use.is.circumstantialZ..

A.reference.to.the.Preferred.Actions.for.each.
Heroic.ArchOType.can.be.found.here.below.and.
on.the.cards.in.the.Mission.DeckZ.
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Parkour,Stunts

Parkour,Stunts,are,Performed,in,order,to,move,the,active,
Hero,from,one,Zone,on,the,Gameboard,to,another:,The
Director,creates,a,flow,of,moves,by,combining,SprintX,
LeapX,Scale,and,Drop,Moves,into,a,single,Stunt:

Depending,on,the,Heroes,Potential,a,Parkour,Stunts,will
consist,of,a,Free,Sprint,and,RX,;,or,E,moves,in,any,
combination,the,Director,finds,fitting,for,the,situation:

The,Sprint,Move,enables,the,Hero,to,move,from
it's,current,Zone,into,an,adjacent,ZoneX,without
changing,Storey,or,moving,trough,the,air:,All
Parkour,Stunts,may,contain,a,free,Sprint:

The,Scale,Move,enables,the,Hero,to,change,Storey:,
Move,the,Hero,into,an,adjacent,Zone,containing,a,
building,and,place,it,on,any,accessible,Storey,or,move,it
from,a,,a,lower,Storey,to,a,higher,Storey,in,the,same,Zone:,
Movement,requirements,for,Scaling,equals,R,move
for,each,Story,ScaledX,so,Scaling,a,one,Storey,building,in,an
adjacent,Zone,does,still,count,as,only,one,move:

Scale

Common Heroic

Sprint

Common

The,Drop,Move,enables,the,Hero,to,move,down,quickly:,
Move,the,Hero,of,a,building,and,into,an,adjacent,ZoneX,
then,move,the,Hero,downwards,untill,it,hits,solid,ground:,
The,X,next,to,the,arrowhead,indicates,that,the,Hero,can,move
downwards,any,number,of,Storeys,as,a,single,move:

"The Streets are a pack of deadly beasts; and Parkour is the means to dominate them ."

,,

Drop

x

Common

Parkour,Stunts,can,be,used,to,pursue,Goals,in,E,ways:
Moves,can,bring,your,Hero,into,position,on,an,Objective:
Assault,can,bring,your,Hero,into,contact,with,an
Opponent's,Hero,in,order,to,follow,up,with,a,Brawl,Stunt:
Also,Swashbuckler,Missions,will,often,be,related,to,Parkour:

Common

Heroic

Epic

Combine:a:Free:Sprint:Move:
+1:Move:of:you:own:choice

Combine:a:Free:Sprint:Move:
+2:Moves:of:you:own:choice

Combine:a:Free:Sprint:Move:
+3:Moves:of:you:own:choice

Parkour:Stunts:

On,the,Reference,Sheets,the,length,an,directions,of,the
Moves,are,pictures,with,an,arrow;,each,arrowhead,indicates,
that,an,additional,move,is,needed,to,Perform,the,Stunt:,

+ =The,Moves,on,this,page,are,all,Stunts,in,their,own,rightsX,
but,they,,can,also,be,combined,,with,each,other,or,
repeated,;,or,E,times,to,perform,Heroic,or,Epic,Stunts:
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TheYAssaultYMoveYoptionYenablesYtheYHeroYtoYmoveYinto
aYZoneYandYsubsequentlyYPerformYaYBrawlYStuntYonYanY
OpponentYwhoYisYalsoYpositionedYinYthatYZonexYTheY
YellowYstarYwithYtheYRedYframeYindicatesYthatYyourYHeroYmustY
performYaYBrawlYStuntYimmediatelyYafterYtheYAssaultYMovex
ThereYareYnoYspecialYrequirementsYforYmakingYAssaultsxY

ThisYStuntYcombinesYtheYLeapYandYScaleYMovesxYInYthis
combinationYtheYLeapYdoesYnotYhaveYtoYendYatYtheYsame
StoreyYasYtheYHerosYstartingYpoint;YbutYitYenablesYtheYHero
toYmoveYwithoutYsolidYgroundYunderYitsYfeetYbeforeYScalingxY
AsYwithYaYScaleYtheYHeroYmustYbeYmovedYtoYanYaccessableYStoreyx
TheYcombinationYcanYcontainYaY)rdYmoveYtoYcreateYanYEpicYStuntxY

TheYDropYAssaultYisYaYsuperiorYformYofYAssaultxY
IfYtheYlastYmoveYinYyourYHero,sYcombinationYwas
aYDropYAssault;YtheYOpponentYwillYsufferYfromYtheY
DreadEffectYonYitsYsubsequentYOpposedYTrickYRollx
YourYHeroYmustYbeYpositionedYonYaYrooftopYorY
onYaYbalconyYinYorderYtoYperformYaYDropYAssaultx

ThisYStuntYcombinesYtheYLeapYandYDropYMovesxYInYthis
combinationYtheYLeapYdoesYnotYhaveYtoYendYatYtheYsame
StoreyYasYtheYHero,sYstartingYpoint;YbutYitYenablesYtheYHero
toYmoveYwithoutYsolidYgroundYunderYitsYfeetYbeforeYdroppingxY
ItYcanYbeYcombinedYwithYaY)rdYmoveYtoYcreateYanYEpicYStuntx

TheYLeapYenablesYtheYHeroYtoYmakeYaYMoveYfromYoneYbuildingYtoY
anotherxYDuringYtheYLeap;YtheYHeroYdoesYnotYneedYsolid
groundYunderYitsYfeet;YbutYitYmustYendYitsYMoveYinYanother
buildingYandYatYtheYsameYStoreyYasYit,sYstartingYpoint;YtheY
LeapYwillYalwaysYconsistYofYatYleastY(YmovesYinYcombination
butYitYcanYbeYincreasedYtoYaY)YMoveYEpicYLeapx

2 x Leap

Heroic

Leap 
Scale

+

Heroic

Leap +
Drop x

Heroic

InYtheoryYthereYisYnoYlimitYtoYtheYnumberYofYmodelsY
whoYcanYbeYpositionedYinYaYZoneYatYoneYtime;YnorYcanYaY
modelYblockYanother,sYabilityYtoYmoveYthroughYaYZonexY

Assault

2 x Scale
+

1 x Drop
Assault

x

Epic

Drop
Assault

x

FurthermoreYallYBuildingsYcanYbeYScaledYfromYanyYside
evenYifYthereYisYaYcmissingYwallcxYAYmodelYcanYmoveY
throughYanyYopeningYinYaYbuilding;YWindow;YdoorwayY
orYcmissingYWallcxYButYaYmodelYcanYneverYmoveY
throughYsolidYwallsY3wallsYwithYnoYopeningsExY

8 8
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ThePBrawl

BrawlPStuntsParePperformedPinPorderPtoPengagePanPOpponentP
inPclosePcombatxPAlthoughPwePimaginePthePHeroesPtoPfightP
backPandPforthYPthePoutcomePofPthePBrawlPwillPalwaysPbeP
thatPthePactivePHeroPdoesPsomethingPharmfullPtoPthePOpponentP
HeroxPAlsoPbePawarePthatPShootersPcannotPPerformPBrawlPStuntsx

BrawlPStuntsPcanPbePusedPtoPpursuePGoalsPinP3Pways:
ManhandlePStuntsParePusedPinPorderPtoPtakePcontrolPofP
ObjectivesPcurrentlyPheldPbyPanPOpponentPHerox
HurtPStuntsParePusedPtoPtakePDownPOpponentsYP
whichPwillPhelpPyouPpursuePthePBloodshedPGoalx
AlsoYPBrawlerPMissionsPwillPoftenPbePrelatedPtoPBrawlx

"Ah the Brawl; nothing inspires ones creativity so much, as finding ways of inflicting pain."

InPOrderPtoPengagePanPOpponentPHeroYPyourPactivePHero
mustPbePpostionedPinPthePsamePZonePasPthePonePyouPwish
toPengage;PusePanPAssaultPMovePtoPmeetPthatPrequirementx
Remember:PYouPcanPstillPusePthePFreePSprintPMovePtoPdoPthisx

ImmediatelyPbeforePaPBrawlPStuntPisPchosenYPthePOpponentP
mustPmakePanPOpposedPTrickPRollxPOpposedPTrickPRollsPareP
madePexactlyPlikePactionPRollsPbutPtheirPpurpousePisPtoPseePifP
thePOpponentPhasPaPTrickPupPitsPsleevePtoPhelpPitdefendPitselfxP

OpposedPTricksPdifferPfromPStuntsYPbecausePthe
PotentialPofPtheProllPdefinesPthePOpposedPStuntxP
YouPcanPelectPtoPPerformPaPTrickP
whichPhasPaPlowerPPotentialx

Hurt

Manhandle

=PBloodshed

=PObjectives

BrawlPinPorderPtoP
PursuePGoals

Assault

Common

Block 

Hurt
Manhandle

Parry

Opposed 
Brawl

Trick: Out of Tricks

No Effect

Heroic Epic

Trick

Opposed Roll

Parry

Block 

Hurt
Manhandle

Out of Tricks

No Effect

ThePEpicPTrickPallowsPthePdefenderPtoPBlockPthePPAttackers
abilityPtoPchoosePfromPeitherPHurtPogPManhandlePStunts;
thisPwillPinfluencePthePAttackersPabilityPtoPpursuePspecificPGoalsx

ThePHeroicPTrickPallowsPthePdefenderPtoPParryYPwhichPapplies
thePDreadEffectPonPthePAttackersPBrawlPPotential;PadjustPforP
thisPimmediatelyxPIfPanPEpicPisProlledYPyouPmayPchoosePParryP
insteadPofPPBlockPifPyouPpreferPsox

ThePCommonPTrickPdoesPnotPhavePthePPotentialPtoPaffectPthe
attackersPabilityPtoPchoosePaPBrawlPStunt;PitPhasPnoPeffectx

Brawl
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ThisbHeroicbStuntbletsbthebHerobKnockbitsbOpponent
DownbforbthebCount;bLaybthebminiaturebpresentingbit
down'buntillbthebbeginningbofbitsbnextbturn'bAbHero
whobbeginsbitsbturnbbeingbDownFbwillbsufferbfrombthe
DreadbEffectbonballbStuntsbforbthebTurnbbeing'

BattlebParkourbisbabHeroicbStuntbthatbenablesbthebHerob
tobPerformb2bParkourbMovesbtogetherbwithbitsbOpponent;b
nonebofbwhichbcanbbebanbAssault'bThebadditionalbMovesb
canbbebusedbtoboccupybanbObjectiveborbjustbtobreIposition'

HurlbisbanbEpicbStuntbthatbenablesbthebHerobtobpickbup
itsbOpponentbandbHurlbofbabBuilding'bMovebthebOpponent
downwardsbanybnumberbofbStoresbuntillbitbhitsbsolidb
ground;bthebOpponentbisbconsideredbtobbebfallingFbandbwillbgo
DownbforbthebCountbasbsoonbasbitbhitsbthebground'bFinallybif
thebOpponentboccupiedbanbObjectiveFbyoubmaybmovebontobit'

BrawlbStunts

ThisbCommonbStuntbenablesbthebHerobtobcallbonbaid
frombabFriend'bImmediatelybactivatebabnewbHero'
IfbitbPerformsbabBrawlbStuntbonbthebsamebOpponentFb
it2sbOpposedbTrickbRollbwillbsufferbfrombthebDreadbEffect'

ThisbCommonbStuntbenablesbthebHerobtobSwitch
placebwithbthebdefender;binborderbtobtakeboverbthe
ObjectiveFbthebdefenderbwasbcurrentlyboccupying'

"You should have seen me, I picked him up over my head while he was screaming

 like a pig, and then I..."

Common

Down for
the Count

Heroic

Support
Attack

Battle Parkour

II

Switch

I

Hurl

x +

I II

Ram Assault

I

II

RambAssaultbisbanbEpicbStuntbthatbenablesbthebHerobtobPerformb
2bParkourbMovesbtogetherbwithbitsbOpponentFbinborderbtob
AssaultbabSecondbOpponent'bAsbyoubRambthebonebOpponentb
intobthebotherFbtheybwillbbothbgobDownbforbthebCount'bTheb
additionalbMovesbcanbnotbbebusedbtoboccupybanbObjective'

Common

Heroic

Epic

Epic
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Shooting

Shooting3Stunts3are3Performed3in3order3to3harm3an3Opponent3
without3having3the3trouble3of3engaging3them3in3hand3combat3firstF3

"If shooting at the enemy is considered unmanly, then by all means make a woman do it!"

Shoot3Stunts3differ3from3Brawl3attacks3in3many3waysZ3one3
of3which3areZ3that3only3the3shooter3is3considered3to3have3the3
proper3equipment3to3perform3themF3On3the3downsideZ3the3shooter3
cannot3perform3Brawl3Stunts3at3allF

Shootl3Stunts3can3be3used3to3pursue3Goals3in3E3ways:
Panic3Stunts3are3used3in3order3to3move3Opponents3
off3Objectives3and3reposition3them3at3disadvantedged
positonsF3Harass3Stunts3are3used3to3take3Down3OpponentsZ3
which3will3help3you3pursue3the3Bloodshed3GoalF
AlsoZ3Shooter3Missions3will3often3be3related3to3ShootingF Harass =3Bloodshed

Panic =3Objectives

Shoot3in3order3to3
Pursue3Goals

In3Order3to3Shoot3at3an3Opponent3HeroZ3your3active3Hero
must3be3positioned3within3RangeZ3and3it=s3line3of3fire3may3not
be3blocked3by3a3buildingF3Like3MovementZ3Range3is3measured3
in3ZonesF3Range3is3dependent3on3the3Hero=s3Potential3but3it3
is3not3affected3by3Opposed3Trick3RollsF3Heroes3may3not3make
Parkour3Stunts3before3they3ShootZ3but3they3do3have3a3Free3SprintF

Immediately3before3a3Shoot3Stunt3is3chosenZ3the3
Opponent3must3make3an3Opposed3Trick3RollF
This3works3in3the3exact3same3way3as3an3Opposed3
Brawl3Trick3RollZ3though3some3of3the3names3are3
changed3for3flavour3purposesF

Common

OpposedF
Shoot

Trick: OutFofFTricks

NoFEffeckt

Heroic Epic

Harass
Panic

TakeFCover Dodge

Common

Heroic

Epic

RangeFxF3F+FFreeFSprintF

RangeFxF2F+FFreeFSprintF

RangeFxF1F+FFreeFSprintF

When3calculating3Range3only3count3the3actual3number3of3
Zones3between3your3Hero3and3the3Opponent;3things3like3
being3positioned3on3different3Storeys3does3not3affect3RangeF3

It3is3Impossible3to3shoot3trough3a3BuildingZ3but3your3Hero3can
shoot3over3buildings3as3long3as3their3full3number3of3Storey3are
equal3to3or3lover3than3the3Storey3the3Shooter3OccupiesF

Finally3shots3must3always3follow3the3shortest3route3
possible3towards3the3Opponent3Hero;3so3projectiles3
cannot3move3around3Buildings3eitherF

RangeFxF1F

Shoot
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ThisdHeroicdStuntdcandonlydtargetdandOpponentdwhod
occupiesdandObjectiveGdThedOpponentdwilldbedgo
DowndfordthedCount;dLaydthedminiaturedpresentingdit
downGduntilldthedbeginningdofditsdnextdturnGdAdHero
whodbeginsditsdturndbeingdDown)dwilldsufferdfromdthe
DreaddEffectdondalldStuntsdfordthedTurndbeingG

ThedFleexdStuntdisdadHeroicdStuntdthatdforcesdthedOpponent
todPerformd+dParkourdMoves;dnonedofdwhichdcandbedand
AssaultGdHowdanddwheredtodmovedisddecideddbydthedDirector
whodcontrolsdthedactivedHerod2thedshooterkG

PushdDowndisdandEpicdStuntdthatdforcedthedOpponentdtodmove
ofdadBuildingGdThedDirectordwhodcontrolsdthedactivedHerod
2thedshooterkdmustdmovedthedOpponentdofdthedbuildingdand
downwardsdanydnumberdofdStoreysduntillditdhitsdsolidd
Ground;dthedOpponentdisdconsidereddtodbedfallingdanddwilldgo
DowndfordthedCountdasdsoondasditdhitsdthedgroundG

ShootdStunts

ThisdCommondStuntdenablesdthedHerodtodcalldondaid
fromdadFriendGdImmediatelydactivatedadnewdHeroG
IfditdPerformsdadBrawldStuntdondthedsamedOpponent)d
itsdOpposeddTrickdRolldwilldsufferdfromdthedDreaddEffectG

CowerdisdadCommondStuntdthatdforcedthedOpponentdtodleavedand
Objectiveditdwasdcurrentlydoccupying;dmovedthedopponentsd
todofdthedObjectivedMarker)dbutdleaveditdindthedsamedZoneG

"It was quiet - too damn quiet - then we heard the crackling sound, and we saw him fall..."

Heroic

 

Down & Hug
Objective

Common

 
Cower

II
I

Epic

Sweep Off

(
M

Common

 
Support
Fire

Heroic

 
Flee!!

Epic

Push Down
x

ThisdEpicdStuntdforcesdthedOpponentdHerodtodfleedthedfield
ofdbattleGdThedmodeldisdnotdDowndfordthedcount)dinsteaddit
mustdbedmoveddtodadComebackdZonedofdthedAttackersdchoiced
andditsdMissiondCarddMustdtemporarilydbedremoveddfromdplayGd
IndthedOpponentsdfollowingdturn:dReturndthedMissiondCard
todplaydasdsoondasdthedHerodisdactivatedGdThedherodmustdmove
ontodthedGamingdBoarddfromdthedComebackdZonedanddits
ParkourdStuntsdwilldsufferdfromdthedDreaddEffectdthisdturnG
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ThisdHeroicdStuntdhasdadRanged3:dThedOpponentdwilldbedgo
DowndfordthedCount;dLaydthedminiaturedpresentingdit
downduntilldthedbeginningdofditsdnextdturn:dAdHero
whodbeginsditsdturndbeingdDownIdwilldsufferdfromdthe
DreaddEffectdondalldStuntsdfordthedTurndbeing:

SmashdadbottledisdadHeroicdStuntdthatdforcesdthedOpponent
todPerformd3dParkourdMoves;dnonedofdwhichdcandbedand
Assault:dHowdanddwheredtodmovedisddecideddbydthedDirector
whodcontrolsdthedactivedHero:dThedStuntdhasdRangedG:

TrickdStunts

ChallengedisdadcommondStuntdthatdenablesdyoudtodpick
andOpponentdindthedsamedZonedasdyourdactivedHerodand
BrawlditdImmediatelyIdwhiledkeepingdtodOccupydthedObjective:

"I lost a lot of blood together with my good sword, so the situation was dire - but then I 

heard the sweet sound a cork leaving a bottle Black Pox Ale, and I found my second wind."

Basic:
Liquor:

Heroic

 
Throw a Barrel
Range:d3

Common

 
Challenge

Common

 
Smash a Bottle

Heroic

 
Encourage

Epic

 
Twist Fate

RejRoll
I II

Return

Flip

TrickdStuntsdareduseddtodinteractdwithdthedscenariodspecifieddfeaturesdondthedgamedboard:d
TheydmayddifferdfordeachdScenarioIdanddtheredisdnodgeneraldtellingdondhowdtheydcandhelpdyoud
todpursuedGoals:dTricksterdMissionsdaredusuallydrelateddtodthedPerformancedofdTrickdStunts:

IndorderdtodperformdadTrickdStuntIdthedHerodmustdoccupydan
Objective:dIfdthedHerodjustduseddadBrawldstuntdlikedSwitchdtod
OccupydandObjectiveIditdcannotdactivateditdindthedsamedturn:

II

I

ThedTrickdStuntsdcovereddbydthisdsectiondareduseddfordthed
InitiationdanddaredgooddexamplesdofdsomedbasicdTrickdStunts:

EncouragedisdadHeroicdStuntIdwhichdcandonlydtargetdadGang
memberdwhodisdDowndfordthedCount;dImmediatelydstanddup
thedMiniature:dThisdStuntdhasdandunlimiteddRange:

 
Molotov Mayhem

Epic

MolotovdMayhemdisdandEpicdStuntdthatdforcesdAlldHeroesdinda
ZonedtodPerformd3dParkourdMoves;dnonedofdwhichdcandbedand
Assault:dHowdanddwheredtodmovedisddecideddbydthedDirector
whodcontrolsdthedactivedHero:dThedStuntdhasdRangedW:

TwistdFatedisdandEpicdStuntdthatdgrantsdthedDirectordadRejRoll
optionIdwhichdcandbeduseddatdanydtimedduringdthisdturn:dRej
turndthedHerosdActiondTokendtodthedactivedplayerIdbutdturndit
withdthedRejRolldsidedupwards:dWhenduseddpassditdondtodthe
nextdDirectordindlinedanddimmediatelydrejrolldadDicedPool:

15

Copyright (c) 2014 Bjarke Christensen and Rasmus Wichmann

http://betatester.dk/?lang=en


Pressure Meter

EvenG=GCGObjective
LostG=GHGObjectives

WonG=GJBxGObjectives

AdjustingGtheGPressureGMeter

Objectives:GTheGGangGneedsGtoGOccupyGatGleastGone
ObjectiveGtoGcallGitGEvenSGJGObjectivesGisGaGWin;Gas
longGasGnoGotherGGangGsinglehandedlyGholdsGxSGIfGno
ObjectivesGareGoccupiedGitGisGaGLossSG

TheGPressureGMeterGisGusedGforGkeepingGtrackGonGhowGwell
youGandGyouGOpponentsGareGonGpursuingGGoalsGandGWinS
AtGtheGendGofGEacnGTurn;GtheGDirectorGchecksGupGonGtheG
statusGofGtheGxGGoals;GthatGcanGeitherGbeGwon;GlostGorGevenSG
IfGitsGaGWinGaddGoneGpointGtoGthatGGoalGonGtheGmeter;GifGitsG
aGLossGdeductGone;GanGEvenGmeansGnoGadjustmentsGareGmadeS

MissionsGareGdescribedGonGtheGmissionGdeckGthatGfitsGthe
ScenarioSGPlayGtheGMissionGcardsGasGtheGMissionsGareGdoneS
AnyGmissionGcardsGplayedGmustGstayGonGtheGboardGuntillG
theGbeginningGofGtheGDirectorsGfollowingGturnSG

BloodshedGisGpursuedGbyGtakingGOpponentGHeroesGfrom
otherGGangsGDownGforGtheGCountSGAtGleastGoneGOpponentG
mustGbeGDownGtoGcallGitGEvenSGToGWin;GyourGGangGneedsGtoG
takeGDownGaGHeroGfromGtoGdifferentGOpponentGGangsSG
IfGnoGOpponentsGareGtakenGDownGitGisGaGLossS

TheGJoker:GIfGatGleastGoneGGoalGreachesGtheGthirdGstepGonG
theGPressureGMeter;GaGWinGonGoneGsuchGGoalGmayGbeG
convertedGintoGanGexstraGpointGonGoneGofGtheGOtherGGoalsSG
ToGallocateGaGJokerGtoGaGGoalGyouGmustGalsoGhaveGwonGthisG
GoalGthisGturnSGYouGcanGmaxSGgainGCGJokerGpointGeachGturnS

EvenG=GCGMission
LostG=GHGMissions

WonG=GJBXGMissions

M

TheGfirstGtoGGainGxGPointGonGallGxGGoalGisGthe: Winnera

EvenG=GCGGDown
LostG=GHGGDown

WonG=GJGXGCGDown

Missions

WonG

Bloodshed

JokerGPointG
WonGD

"Come on, break their will to fight, but don't forget to give me something to brag about!"

YouGcanGOccupyGanGObjectiveGbyGmovingGaGHeroGuponG
anGObjectiveGMarkerSGOnlyGOneGHeroGcanGOccupyGan
ObjectiveGatGaGtimeSGAGHeroGcannotGuseGanGAssaultGMoveG
toGOccupyGanGObjectiveSGAGHeroGwhoGgoesGDownGforGthe
CountGcanGnoGlongerGOccupyGanGObjectiveS

TheGGangGneedsGtoGplayGatGleastGoneGMissionGCardGtoGcallG
itGEvenSGJGCardsGmeansGaGWin;GunlessGanGOpponentGplayedG
xDGcardsGinGtheirGlastGturn:GinGthisGcaseGtheGactiveGDirectorG
needsGtoGmatchGthatGnumberGinGorderGtoGwinSGIfGnoGCardsG
areGplayedGitGisGaGLossSG
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