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FOREWORD

John Rogers is a screenwriter, comedian,
and producer. Among other things, he is the
creator of Jackie Chan Adventures and executive
producer of Leverage and The Librarians.
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GETTING STARTED WITH FENG SHUI




THE GAME

SAY WHAT?

There are zillions of different ways to pronounce feng shui, depending on what dialect of Chinese you want
to pick. I used to go with straight phonetics and say feng schwee but have over the years trained myself to the
slightly more acceptable feng schway. Others say fung schway. To pick the most appropriate dialect for the
game’s default Hong Kong setting, go with the Cantonese pronunciation and say fung soy.







RULES BRIEFING

PUBLICATION HISTORY

ASIDES

This icon precedes sections of text, sometimes in

the main body and sometimes in sidebars, that

£ aren’t rules per se, but notes to help you understand

their intent. Sometimes they’re parenthetical

zlg thoughts addressing questions you or your players
might have about the game.

If the passage you're reading seems clear to you, you can safely
skip any paragraph flagged with this icon.

You might feel that some of these implied questions concern
weird edge cases or are otherwise picayune. Experience has
taught us that someone out there will find them a genuine
roadblock to fun and/or understanding.




SAMPLE ACTION VALUES

How do your rank in your areas of expertise, as
compared to others? Check your Action Value
against this table for a rough idea.

ACTION

VALUE DESCRIPTION

0 Totally incompetent

Worse than most normal people

As good as the average person
Slightly above average
Competent, of professional caliber
1 Top notch
13 Totally kick-ass
15 World class

17 Freaking astounding!

19 Beyond freaking astounding!

SAMPLE DIFFICULTIES
DIFFICULTY DESCRIPTION EXAMPLES

Ducking a falling object, sneaking up on an average person, punching
an alert average person

A little tricky

Picking a basic lock, repairing a computer, trailing a wary individual

Picking a sophisticated lock, sneaking up on a trained guard,
outrunning an attack dog

Hiding in a brightly-lit area, safely leaping from a speeding car,
intimidating an undead monster

Real tough

Deflecting bullets with a sword, leaping fifteen feet straight up, defusing

Forget it .. e
g a missile while riding it

Two words: Walking along a trail of bullets to foe, punching right through one foe
im possible! to hit another, leaping the Grand Canyon










GOING DICELESS

To seasoned roleplayers, the contents of this sidebar go without saying. Unless we fail to say them.

Moments of drama and crisis can, as the GM wishes, be arbitrated without using the dice. For example, if a PC
sacrifices her life in a battle to allow the other characters to escape, the GM might not bother rolling to see if any
bad guys can get around the PC or fire a parting shot at the rest of the group. Since the sacrifice was dramatic and
true to the action-movie style, the player gets the reward of regarding her sacrifice as fully successful.

The GM always has the last say. As GM, make sure that the players are on board with your decision to go
diceless. Use this option to shape the story toward their emotional satisfaction, not against it.

If you can tell ahead of time that you’ll want to fudge a Task Check that goes a certain way, either adjust the
situation so you don’t have to, or give the players the result they want without using the rules.

CHECK SUMMARY

TYPE DETAILS
Task Action Value
Attack Attack Value
Constitution Toughness
Defense Defense
Melodrama
Will
Notice 7, or use Detective or Police AV
Strength

Fortune Unspent Fortune

DUDE, THIS IS A LOT OF CHECKS

It seems that way at first glance,
JE‘L but few characters get a higher
than usual value in more than one
check, with the rest remaining at

the default AV of 7. So there’s not

much to remember here.




THE CHI WAR
















CREATE YOUR HERO

HIT THE GROUND RUNNING

PICK AN ARCHETYPE

ARCHETYPE KEY










PERSONALIZE YOUR
CHARACTER










ARCHETYPE MASTER LIST

Hey look, it’s a list of all the archetypes.

ADVANCEMENTS

Archer Martial Artist
Bandit Masked Avenger

Big Bruiser Maverick Cop
Bodyguard Ninja

Bounty Hunter Old Master

Cyborg Private Investigator
Drifter Redeemed Pirate
Driver Scrappy Kid
Everyday Hero Sifu

Ex-Special Forces Sorcerer

Exorcist Monk Spy

Full Metal Nutball Supernatural Creature
Gambler Sword Master

Gene Freak "Thief

Ghost Transformed Crab
Highway Ronin Transformed Dragon
Karate Cop Two-Fisted

Killer Archaeologist

Magic Cop




ADVANCING OUTSIDE THE CHI WAR

Players who use the game’s rules but not its setting asked for an alternate advancement method. Here you go:

After their first major victory or major story shift, probably two or three sessions into the game, give the
heroes one advancement.

From then onwards, allow the player of the hero most pivotal to the session to make an advancement roll at
the end of each session. On a 1, everyone advances.

On each subsequent victory or major story shift (about once every 5-6 sessions), the group advances on a roll
of 3 or less. If missed, the target remains 3 or less at the end of subsequent sessions, dropping back to 1 after
someone finally makes the roll.

Don't worry if it takes a long time
ﬁ( for the group to attune to a site.
Don't tell anyone, but you can play

for along time and have a great time

without advancing the characters at
all. The game privileges what happens at the
table over the homework players do between
sessions. Even though I gave them access to
a site right away, my own players in the in-
house test failed to think to attune to it for
many weeks. No one was harmed.

2




ARCHER

AWESOMING UP

WHEN YOU GAIN AN
ADVANCEMENT, YOU MAY SELECT
FROM THE FOLLOWING OPTIONS:

Add any one of these Guns
schticks (provided you have its
prerequisite, if any): Bank Shot,
Battle Scavenge I-lll, Blam Blam
Epigram, Bloody but Unbowed I-lll,
Carnival of Carnage I-1V, Covering
Fire, Disarming Shot, Draw a Bead,
Eagle Eye, Fast Draw I-1V, Flesh
Wound, Lone Wolf, Mocking
Arrow, Opportunistic Fire,
Scattering Fire, Showy Arrow
I-11l, Stop Right There!, Take
the Shot, Time-Tested Tech
-1V, Trick Arrow, Vengeful
Arrow, Wild Grenade.

Add a skill you do not have from
this list, at a rating of 11: Deceit,
Detective, Driving, Fix-1t, Gambling,
Info (any), Intimidation, Intrusion,
Leadership, Sabotage, Seduction.

Increase a skill value from less than
12 to 12.

Increase a skill value of 12+ by 1.

Increase your backup attack to
your main attack minus 1.




ARCHER

CHARACTER CONCEPT

MELODRAMATIC HOOK

At the outset of any fight, note

the highest Damage Value of any
firearm carried by an ally taking part
in the combat who attacks with Guns.
The Damage Value of your arrows is 1
less than that.

If you are the first combatant to
attack in a fight, you gain +2 Guns on
that attack. You and all of your allies
gain +1 to Attack Values for the rest
of the first sequence.

When you wound an opponent
with an arrow, spend 1 Chi and 3

shots to deal that many

o B

HAIR-TRIGGER NECK HAIRS

Wound Points again to
the same opponent.
|
Al
I/
Gain +1 Defense for the
first sequence of any fight your
opponents start unexpectedly.

N\ /

ADDITIONAL SCHTICKS & GEAR

DON'T LET THE NAME OF THE ATTACK STAT FOOL
YOU. YOU USE A BOW AND ARROWS, NOT FIREARMS.

a
zZ
=)
(©)
=

Instead of a penalty under
Adverse Conditions, you get a +2
Immunity Bonus to attacks.

SMOKE ARROW _1'?\_

When you hit an opponent with

an arrow, that opponent suffers a
point of Impairment until the next
keyframe. The maximum Impairment
any target can take from a Smoke
Arrow is 1.

\ /
INFO: CHINESE PHILOSOPHY 13

MEDICINE 9
INFO:" n

UNSKILLED CHECKS USE A RATING OF 7
TCHOOSE ANY INFORMATION SUBJECT
MARKS OF DEATH

EEEEEED)

- 00000000000000
D (41 Lazlesloe

GUNS'

BACKUP ATTACK
MARTIAL ARTS 12

DEFENSE

TOUGHNESS

CHI

BOW AND
ARROWS

——
——
——

g

WEALTH
WORKING STIFF



BANDIT

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM
THE FOLLOWING OPTIONS:

Add one schtick from any of these Martial
Arts paths (provided you have its prerequisite,
if any): Banisher, Death Punch, Dragon,
Drunken Master, Flame, Fox, Hundred Names,
Montage, Outlaw, Sword, Tiger, Weapon
Master, Welcoming Sky, Wing Chun, Wushu.

Add any one of these Guns schticks (provided
you have its prerequisite, if any): Bank Shot,
Battle Scavenge I-lll, Blam Blam Epigram,
Bloody but Unbowed I-lll, Carnival of Carnage
I-1V, Covering Fire, Disarming Shot, Draw a
Bead, Eagle Eye, Fast Draw I-1V, Flesh Wound,
Lone Wolf, Mocking Arrow, Opportunistic Fire,
Scattering Fire, Showy Arrow I-1ll, Smoke Arrow,
Stop Right There!, Take the Shot, Time-Tested
Tech I-1V, Trick Arrow, Vengeful Arrow, Wild
Grenade.

Add a skill you do not have from this list, at a
rating of 10: Detective, Driving, Fix-It, Gambling,
Info (any), Intrusion, Sabotage, Seduction.

Increase a skill value from less than 12 to 12.
Increase a skill value of 12+ by 1.

Increase your backup attack to your main
attack minus 1.




BANDIT

CHARACTER CONCEPT

MELODRAMATIC HOOK

Add +2 to a Martial Arts attack if
you took damage from an enemy attack
since you last made an attack of your
own.

If you fail an Up Check, spend 2 Chi
to spring back into action X shots later
(where X = the absolute value of the

Up Check Outcome) with a Wound
2 | Point value of 24.

Add +1 to your Damage on any
successful Martial Arts strike, including
strikes with hand-to-hand weapons.
(Damage Values for your starting
weapons already include this bonus.)

ADDITIONAL SCHTICKS & GEAR

Spend 1 Chi and 1 shot as an
interrupt when struck by an
attack. Until the end of the fight, the
Damage Value of the weapon hitting
you becomes the Damage

Value of your hand-to-hand
1 weapon.

NO-O-0O-0O-0O!!

Spend 1 Chi and 1 shot as an interrupt

when an ally makes an Up Check.

Until the end of fight, add the total number
of Up Checks made by allies
this fight to the Damage you
deal on a successful attack.

Whenever someone tries to
intimidate you, you must spend 1

Chi or act on the irresistible urge to smash
someone or something.

|

INTIMIDATION 12
DECEIT 12
LEADERSHIP 12
INFO: PEASANT LIFE 15

MARKS OF DEATH

MARTIAL ARTS

BACKUP ATTACK
GUNS 12

DEFENSE

TOUGHNESS

DAGGER 10/1/-

WEALTH



BIG BRUISER

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM THE FOLLOWING
OPTIONS:

Add new archetype schtick—Mounting Fury II: When
your Mounting Fury bonus allows you to hit an opponent
you would otherwise have missed, add +1 Damage.

Add new archetype schtick—Mounting Fury lllI: As
Mounting Fury Il, but your Damage Bonus is +2.

Add new archetype schtick—Mounting Fury IV: As
Mounting Fury I, but your Damage Bonus is +3.

Add 1 to your Establishing Shot bonus.
Add 1 to your Strength Check bonus.
Add 1 to your Constitution Check bonus.

Add new archetype schtick—Meat Shield: As an interrupt
when a nearby ally takes Wound Points, spend 1 Fortune
to take those Wound Points, and a Mark of Death,
yourself. If the hit would have taken the ally above 35
Wound Points, take two Marks of Death.

Add one schtick from any of these Martial Arts paths
(provided you have its prerequisite, if any): Banisher,
Death Punch, Montage, Outlaw, Sword, Tiger, Weapon
Master, Wing Chun, Wushu.

Add one schtick from any of these Driving schticks
(provided you have its prerequisite, if any): Counterslam,
Dazed and Contused, Hot Pursuit, | Just Painted That,
Ramming Speed I-Ill, Swerve I-lll, Takes a Licking, Tight
Roll I-111.

Add a skill you do not have from this list, at a rating of
9: Driving, Fix-It, Info (any), Medicine, Sabotage.

Increase a skill value from less than 12 to 12.
Increase a skill value of 12+ by 1.

Increase your backup attack to your main attack minus 1.




BIG

BRUISER

CHARACTER CONCEPT

MELODRAMATIC HOOK

‘ff@ STRONG AS AN OX

©
Your first Martial Arts attack of Add 3 to your Damage on
any fight gets a +2 bonus. any successful Martial Arts strike,
including strikes with hand-to-hand
P weapons. (Damage Values for your
7S starting weapons already include BACKUP ATTACK
@ this bonus.) You can use absurdly
large objects, like motorcycles, as GUNS 11
improvised weapons. You also get +3

MARTIAL ARTS*

If you miss with a Martial Arts
attack, you gain a +1 cumulative
bonus to your next Martial Arts to all Strength Checks.

DEFENSE

attack. The bonus resets to O after
you hit, and at the end of the fight.

You get a +3 bonus to
Constitution Checks.

You make Up Checks and gain

Marks of Death only when you reach
50 Wound Points. Impairment of -1
occurs only at 40 Wound Points;
Impairment of -2 at 45 Wound Points.

Toughness is reduced by -5 if you
reach 50 or more Wound Points,

until all Death Checks from this fight
ADDITIONAL SCHTICKS & GEAR \have been resolved.

INTIMIDATION 14
INFO:' 15

BASEBALL BAT | 13/5/-

MOSSBERG SPECIAL | 13/5/4
PURPOSE SHOTGUN | )i

UNSKILLED CHECKS USE A RATING OF 7 %
*CHOOSE A WORKING CLASS OCCUPATION
MARKS OF DEATH ey —

ol EATH

*YOUR MARTIAL ARTS MAY BE MODIFIED
TEMPORARILY BY YOUR MOUNTING FURY SCHTICK.

@@@@@9@@0@@@@




BODYGUARD

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM
THE FOLLOWING OPTIONS:

Add any one of these Guns schticks
(provided you have its prerequisite, if any):
Battle Scavenge I-lll, Bank Shot, Bloody but

Unbowed I-Ill, Both Guns Blazing |-V, Carnival
of Carnage I-1V, Covering Fire, Click Click
Toss I-lll, Disarming Shot, Draw a Bead, Fast

Draw II-1V, Flesh Wound, For the Squad,
Hair-Trigger Neck Hairs, Lightning Reload
I-1V, Opportunistic Fire, Signature Weapon,
Scattering Fire, Stop Right There!, The Way
the Wind Blows.

Add a skill you do not have from this list, at a
rating of 10: Deceit, Fix-It, Gambling, Info (any),
Intimidation, Leadership, Sabotage.

Increase a skill value from less than 12 to 12.
Increase a skill value of 12+ by 1.

Increase your backup attack to your main
attack minus 1.




BODYGUARD

CHARACTER CONCEPT

MELODRAMATIC HOOK

At the beginning of any fight, @

designate any PC or GMC as your
client, who you will go on to protect.
Spend 1 Fortune when your client
takes Damage to reduce the
Damage to O. You take 7
1 | Wound Points.

DAMMIT!

On your next attack after your
client takes Wound Points, gain +2
Attack against the character who
dealt the Damage.

ADDITIONAL SCHTICKS & GEAR

@

At the end of a fight, remove
any number of Marks of Death from
your client, applying them instead to
yourself.

Add +4 Guns vs. targets using
hostages as human shields.

FAST DRAW 1 _9_
Add +2 to your Initiative result.
Your first action of the sequence
must use Guns.
\ /

i

DRIVING 13
INFO: CELEBRITIES 12
INFO: WORLD LEADERS 12

MARKS OF DEATH

GUNS

BACKUP ATTACK

MARTIAL ARTS 12

DEFENSE

TOUGHNESS

FORTUNE

H&K P7 10/2/4
MINI UZ| 10/3/1

——

——

WEALTH




BOUNTY HUNTER

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM
THE FOLLOWING OPTIONS:

Add any one of these Guns schticks (provided
you have its prerequisite, if any): Bag Full of
Guns I-1V, Bank Shot, Battle Scavenge I-lll,
Blam Blam Epigram, Bloody but Unbowed I-IlI,
Both Guns Blazing |-V, Carnival of Carnage
I-1V, Click Click Toss I-lll, Covering Fire,
Disarming Shot, Draw a Bead, Fast Draw II-

IV, Flesh Wound, For the Squad, Hair-Trigger
Neck Hairs, Lightning Reload I-1V, Lone Wolf,
Opportunistic Fire, Scattering Fire, Stop Right
There!, Soul of the Sniper, Take the Shot, The
Way the Wind Blows, Wild Grenade.

Add a skill you do not have from this list, at a
rating of 10: Deceit, Fix-It, Gambling, Info (any),
Intimidation, Leadership, Sabotage, Seduction.

Increase a skill value from less than 12 to 12.
Increase a skill value of 12+ by 1.

Increase your backup attack to your main
attack minus 1.




BOUNTY

HUNTER

CHARACTER CONCEPT

MELODRAMATIC HOOK

At the beginning of a fight, The quarry’s first attack against GUNS
designate one enemy as your quartry. you in this fight automatically fails.

If the plot has already established

that you’re hunting an enemy who
appears in the fight, that character
automatically becomes the quarry.

BACKUP ATTACK

Your favorite shotgun, Lucille, a
Remington 870 Police with a notch on

MARTIAL ARTS 12

— the stock for each successful capture,
@ does +3 Damage when you make DEFENSE
Your attacks against the quarry attacks with it. Give Lucille a different
gain a +2 bonus. proper name if you prefer.
\
» TOUGHNESS
® &
= L *
Spend X Fortune; that many Add +2 to your Initiative result.
allies of your choice gain +1to Your first action of the sequence must
attacks against the quarry until use Guns. FORTUNE
X | the end of the fight. /
ADDITIONAL SCHTICKS & GEAR
DETECTIVE 12
INTRUSION 13
INFO: TRUCK STOPS 12
AND CHEAP MOTELS TELESCOPING

BATON 10/3/-

REMINGTON [ 16*/5/4
870 POLICE [ ]

——

%
MARKS OF DEATH ey —

WEALTH
*THIS INCLUDES YOUR SIGNATURE WEAPON BONUS. Q m Q Q E m WORKING STIFF
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CYBORG

AWESOMING UP

WHEN YOU GAIN AN
ADVANCEMENT,
YOU MAY SELECT FROM
THE FOLLOWING OPTIONS:

Add a schtick for which you have the
prerequisite from the Martial Arts path:
Hundred Names.

Add any one of these Scroungetech
schticks: Adrenal Boy-Howdy, Agony
Grenade, Buzzsaw Hand, Force
Distributor, Helix Rethreader, Helix
Ripper, Improbability Capacitor,
Internal Lockbox, Juicer, Laser Goggles,
Lumbar Scorpion, Molecular Disturber,
Neural Stimulator, Personal Copter Rig,
Schroédinger Circuit, Titanium Claws.

Add a skill you do not have from

this list, at a rating of 9: Deceit,
Detective, Driving, Gambling, Info (any),
Intimidation, Intrusion, Journalism.

Increase a skill value from less than 12 to
12.

Increase a skill value of 12+ by 1.

Increase your backup attack to your
main attack minus 1.




CYBORG

CHARACTER CONCEPT

MELODRAMATIC HOOK

When you take your first point of
Impairment, you suffer an obvious

injury to your mechanical parts that others
can’t help finding disturbing. The shot cost
of any attack against you increases by
your degree of Impairment.

The Damage of your Scroungetech
attacks increases by +2 for each point
of Impairment you’re currently suffering.

AN

FLUID SPILL

%
If, when you are Impaired, an enemy Q
misses you in close combat, spend 1
Fortune as an interrupt to attack that enemy.
This models a surprise opportunity
you get when your opponent slips on
the fluid you’re leaking.

1 \
\ /

ADDITIONAL SCHTICKS & GEAR

BLOW UP REAL GOOD

e
Take X Marks of Death to make a a
Scroungetech attack, Damage Value
20, against X-1 targets, who can be either
in close or ranged proximity. Your attack
hits every target whose Defense your
attack meets or beats. If your result is
less than the lowest Defense among any
target, gain a retroactive +1 bonus to it.

Make close Scroungetech attacks
with a Damage Value of 11.

Make ranged Scroungetech attacks
with a Damage Value of 14. Each time
you attack with it, take 3 Wound Points.
N\

Subtract -2 Toughness when
making Up or Death Checks.

i

FIX-IT
SABOTAGE

MARKS OF DEATH

SCROUNGETECH

BACKUP ATTACK

GUNS 13

DEFENSE

TOUGHNESS

FORTUNE

DUCT-TAPED

FUTURISTIC PisToL | 107174

——

WEALTH




DRIFTER

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM THE FOLLOWING
OPTIONS:

Add any one of these Guns schticks (provided
you have its prerequisite, if any): Bag Full of
Guns I-1V, Bank Shot, Battle Scavenge I-Ill, Blam
Blam Epigram, Bloody but Unbowed I-Ill, Both
Guns Blazing |-V, Carnival of Carnage IlI-IV,
Click Click Toss I-lll, Covering Fire, Disarming
Shot, Draw a Bead, Fast Draw I-1V, Flesh Wound,
Hair-Trigger Neck Hairs, Lightning Reload I-1V,
Opportunistic Fire, Signature Weapon, Scattering
Fire, Stop Right There!, Soul of the Sniper,

Take the Shot, The Way the Wind Blows, Wild
Grenade.

Add a skill you do not have from this list, at a
rating of 10: Deceit, Detective, Driving, Info (any),
Intimidation, Intrusion, Leadership, Sabotage,
Seduction.

Increase a skill value from less than 12 to 12.
Increase a skill value of 12+ by 1.

Increase your backup attack to your main attack
minus 1.




DRIFTER

CHARACTER CONCEPT

MELODRAMATIC HOOK

LIKE THE CAVALRY (©)

If you were not with the other

PCs when they arrived at the scene of
a fight, you can show up in mid-fight,
during or after sequence 1, shot 4. You

GUNS

reveal yourself anywhere in the fight ‘ BACKUP ATTACK
location, without having to explain Iy s e ey BE i & el
T e eft Ehee spend 1 Fortune and 1 shot MARTIAL ARTS 11

1 to put down a mook, no DEFENSE
/@ J check required.

After using Like the Cavalry,
your first Guns attack gains +4 bonus. ﬁﬂM
For the rest of the fight, you get +2 Add +3 Defense if you are the

to Guns, Martial Arts, and Defense. only viable target for three or more
named character opponents.

\ /
ADDITIONAL SCHTICKS & GEAR | FORTUNE

FIX-IT n
GAMBLING n

TOUGHNESS

KIMBER SOLO

CARRY STAINLEss| 1071/5

TAURUS MODEL

94 REVOLVER | 8/%/1

—

K2 RIFLE 13%2

——

MARKS OF DEATH

WEALTH




DRIVER

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM
THE FOLLOWING OPTIONS:

Add any one of these Driving schticks
(provided you have its prerequisite, if
any): A Ride is a Ride, Counterslam, Dazed
and Contused, Floor It I-lll, Hightailing

It, Hold on Tight I-Ill, Hot Pursuit, Laying
Rubber, Lightning Speed, Objects in the
Mirror, Obstacle Course, Oh No You Don't,
Ramming Speed I-1ll, Swerve I-lll, Takes a
Licking, Tarmac Warrior, Tight Roll I-III.

Add a schtick for which you have the
prerequisite from the Martial Arts path:
Hundred Names.

Add a skill you do not have from this

list, at a rating of 10: Deceit, Detective,
Gambling, Info (any), Intimidation, Intrusion,
Leadership, Sabotage, Seduction.

Increase a skill value from less than 12 to 12.
Increase a skill value of 12+ by 1.




DRIVER

CHARACTER CONCEPT

MELODRAMATIC HOOK

When you are the only PC in a scene,
or your vehicle has 35 or more Chase
Points, gain +2 Martial Arts.

Gain +2 Martial Arts at any time

against a character who damaged

your vehicle, even superficially, during the
current session.

After you make a successful Martial
Arts attack with a wrench, tire
iron, or improvised blunt weapon, spend
1 Fortune as an interrupt to give it a
Damage Value of 15 until next keyframe.

You own and usually drive a
customized vehicle, one you know
down to every quirk and rivet. Compared
to the standard model, it gets +1 to
Handling and Squeal.

ADDITIONAL SCHTICKS & GEAR

1973 CHEVELLE: ACCELERATION 8 -
HANDLING 9 (SQUEAL 1) - FRAME 6
(CRUNCH 8)*

‘THIS INCLUDES BONUSES FROM CUSTOM RIDE.

You have the skills Seduction 11 and
Intimidate 11, but only when wearing the
jacket, and only when it is in good shape.
The jacket is like new again at the start of
each new adventure.

Pay 3 Fortune. Until next keyframe,
the shot cost of all your
Driving actions decreases by 1, with
a minimum cost of 1.

3

\
VROOM! @
If you are in the driver’s seat of

a vehicle at the beginning of a

seguence, spend 1 Fortune to gain an

Initiative result 1 higher than that of

any other fight participants. Any other
heroes with Vroom! go during the
same higher shot as you, by player
seating order.

/
N\

]

DRIVING
FIX-IT

UNSKILLED CHECKS USE A RATING OF 7

MARKS OF DEATH
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MARTIAL ARTS

BACKUP ATTACK

DEFENSE

TOUGHNESS

FORTUNE
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EVERYDAY HERO

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM THE FOLLOWING
OPTIONS:

Add any one of these Guns schticks (provided
you have its prerequisite, if any): Bank Shot,
Battle Scavenge I-lll, Both Guns Blazing |-V,
Click Click Toss I-Ill, Covering Fire, Disarming
Shot, Flesh Wound, For the Squad, Lone Wolf,
Opportunistic Fire, Scattering Fire, Stop Right
There!, The Way the Wind Blows, Wild Grenade.

Add one schtick from any of these Martial Arts
paths (provided you have its prerequisite, if any):
Banisher, Death Punch, Dragon, Drunken Master,
Flame, Fox, Healer, Hundred Names, Montage,
Outlaw, Ninja, Nunchaku, Tiger, Weapon Master,
Welcoming Sky, Willow, Wing Chun, Wushu.

Add Fix-It, Gambling, Leadership, or any new Info
skill at 12.

Increase a skill value of 12+ by 1.

Increase your backup attack to your main attack
minus 1.




CHARACTER NAME

EVERYDAY,
HERO

CHARACTER CONCEPT

MELODRAMATIC HOOK

Z

LUCKY YOU @ IMPROVISED WEAPON MASTERY f/@
. . =
When you run out of Fortune, Gain +1 Martial Arts when MARTIAL ARTS
roll a die. On a1 or 2, regain all your fighting with an improvised weapon
spent Fortune. found at the scene. After 3 successful
attacks, you lose the bonus—unless
you describe yourself picking up and
ADDITIONAL SCHTICKS & GEAR using a different improvised weapon BACKUP ATTACK
(shot cost 1). GUNS 11
ACCIDENTAL AWESOME @ 2l2rlz s
After you fail an Attack Check
with an improvised weapon, add a
free Fortune die to your next check TOUGHNESS
or Dodge.
FORTUNE
DRIVING 12
INFO: CLASSIC CARS 15
INFO: CLASSIC ROCK 15
INFO: BEER 15
INFO: SPORTS 15

UNSKILLED CHECKS USE A RATING OF 7

g

|

MARKS OF DEATH
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EX-SPECIAL FORCES

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM THE FOLLOWING
OPTIONS:

Add any one of these Guns schticks (provided you
have its prerequisite, if any): Bag Full of Guns I-IV,
Bank Shot, Battle Scavenge I-lll, Blam Blam Epigram,
Both Guns Blazing |-V, Bloody but Unbowed II-

[1l, Carnival of Carnage IlI-1V, Click Click Toss I-llI,
Covering Fire, Disarming Shot, Draw a Bead, Fast
Draw I-1V, Flesh Wound, Hair-Trigger Neck Hairs,
Lightning Reload I-1V, Lone Wolf, Opportunistic
Fire, Signature Weapon, Scattering Fire, Stop Right
There!, Soul of the Sniper, Take the Shot, The Way
the Wind Blows, Wild Grenade.

Add one schtick from any of these Martial Arts paths
(provided you have its prerequisite, if any): Banisher,
Death Punch, Dragon, Fox, Healer, Hundred Names,
Montage, Outlaw, Ninja, Sword, Tiger, Weapon Master,
Wing Chun, Wushu.

Add a skill you do not have from this list, at a rating
of 10: Deceit, Detective, Driving, Fix-It, Gambling, Info
(any), Intimidation, Leadership, Seduction.

Increase a skill value from less than 12 to 12.
Increase a skill value of 12+ by 1.

Increase your backup attack to your main attack
minus 1.




EX-SPECIAL

FORCES

CHARACTER CONCEPT

MELODRAMATIC HOOK

When your Martial Arts attack deals
Wound Points to an opponent, roll
a die; if the result is even, add the result
to the Wound Points dealt.

During a fight, spend 1 Chi

and 1 shot to remove a point of

Impairment from another nearby
character, or 1 Chi and 3

shots to remove it from
1 yourself.

GUNS

BACKUP ATTACK

MARTIAL ARTS 13

(-\ When targeted for a Martial Arts
@ attack, interrupt and spend 2 Chi DEFENSE
At the beginning of any fight, to make one Martial Arts attack
you may swap your Guns and Martial against your attacker, resolved
Arts attack values. Swap remains in 2 | before the original attack.
effect for duration of fight. TOUGHNESS
|
|_\ FOR THE SQUAD ._9_
1
BLOODY BUT UNBOWED '6_“)' Regain a spent Fortune
You get +2 bonus to Up Checks. +1 | point after making a Boost.
\ \ /

i

ADDITIONAL SCHTICKS & GEAR

SABOTAGE 12
INTRUSION n
INFO: ANTI-TERRORISM 15

COMBAT KNIFE | 10/1/-

HECKLER & KOCH

HK45C 10/2/3

HECKLER & KOCH
MP5 10/5/1

: D
M16 A3 @

MARKS OF DEATH
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EXORCIST MONK

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM THE FOLLOWING
OPTIONS:

Add one schtick from any of these Martial Arts
paths (provided you have its prerequisite, if
any): Banisher, Death Punch, Dragon, Flame,
Fox, Healer, Hundred Names, Montage, Ninja,
Nunchaku, Tiger, Weapon Master, Welcoming
Sky, Willow, Wing Chun, Wushu

Add a skill you do not have from this list, at a
rating of 9: Detective, Info (any), Intimidation,
Intrusion, Leadership, Sabotage, Seduction

Increase a skill value from less than 12 to 12.

Increase a skill value of 12+ by 1.




CHARACTER CONCEPT

MELODRAMATIC HOOK

Add +2 Martial Arts and +2
Toughness vs. foes with Sorcery or
Creature Powers attacks.

If you damage an opponent disguised
by magic or sorcery, it reverts to its true
form. If you down a transformed animal foe,
it reverts to its animal form. If you down

a supernatural creature, it is immediately
banished to the spirit realm and can never
return to the present juncture.

Interrupt and pay 5 shots when an
opponent makes a successful
attack against you; the opponent’s

53 attack fails.

After a successful Martial Arts
attack, spend 1 Chi and 1 shot. The
target of the attack adds 1to the shot
cost of all actions with a

cost of 1 or more until the
end of the next keyframe.

When an opponent makes a
successful attack against one of
your nearby allies, interrupt and
spend 1 shot to reduce attack’s
1 B Damage Value by 5.

PRODIGIOUS LEAP
Spend 1 shot to make a horizontal,

vertical, or diagonal leap of up to

14 m. Also costs 1 Chi, if your current
Chi is less than 2. If you have two or
more other schticks in the
Welcoming Sky path, leap
increases to 28 m.

RILLS —

After a successful Martial
Arts attack against a foe with
Impairment 1 or less, spend 2 Chi and 1
shot. The target of the attack
gains 1 Impairment until next
keyframe.

ADDITIONAL SCHTICKS & GEAR

Q

.

MARKS OF DEATH
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WORKING STIFF




FULL METAL NUTBALL

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM THE FOLLOWING
OPTIONS:

Add any one of these Guns schticks (provided you
have its prerequisite, if any): Bag Full of Guns IlI-1V,
Bank Shot, Battle Scavenge I-lll, Blam Blam Epigram,
Bloody but Unbowed, Both Guns Blazing |-V, Carnival
of Carnage I-1V, Click Click Toss I-Ill, Covering Fire,
Disarming Shot, Draw a Bead, Fast Draw I-IV, Flesh
Wound, For the Squad, Hair-Trigger Neck Hairs, Lone
Wolf, Opportunistic Fire, Signature Weapon, Scattering
Fire, Stop Right There!, Soul of the Sniper, Take the
Shot, The Way the Wind Blows.

If you are from, or have ever been to, the Future juncture,
add any non-Cyborg Scroungetech schtick. When asked
to make Scroungetech Checks, use your Guns AV.

Add any one of these Driving schticks (provided you
have its prerequisite, if any): A Ride is a Ride, Counterslam,
Custom Ride, Dazed and Contused, Floor It I-lIl, Hightailing
It, Hold on Tight I-lll, Hot Pursuit, Laying Rubber, Lightning
Speed, Objects in the Mirror, Obstacle Course, Oh No You
Don’t, Ramming Speed I-1ll, Swerve I-lll, Takes a Licking,
Tarmac Warrior, Tight Roll I-1ll, Tools of the Trade, Vroom!

Add a skill you do not have from this list, at a rating of
9: Deceit, Detective, Gambling, Info (any), Intimidation,
Intrusion, Leadership, Medicine, Sabotage, Seduction.

Increase a skill value from less than 12 to 12.
Increase a skill value of 12+ by 1.

Increase your backup attack to your main attack minus 1.




FULL METAL

NUTBALL

CHARACTER CONCEPT

MELODRAMATIC HOOK

When an ally gets a Way-Awful
Failure on an attack, is disarmed, or fails
a Reload Check, you may spend 1shot as
an interrupt: that ally may make an attack
as an interrupt at a shot cost of O
and gains +2 Damage (stackable)
until the end of the fight.

BAG FULL OF GUNS II O

You rotate through a selection of

guns over the course of a fight. Start each
fight with a revolver (9/2/6.) Each time
you attack a named foe and fail to dish
out more than 15 Wound Points, spend O
shots to move to the next item in this gun
list:

Colt 1911A 10/2/4
Desert Eagle .357 Magnum  11/3/3
Chiappa Rhino 12/3/5
Mossberg Special Purpose  13/5/4
homemade shotgun 14/5/4 T
homemade rifle 15/5/1 T |

Homemade weapons fall apart at end of
fight. Only you can use them.

AN

Spend 1 Fortune and O shots to
gain +2 Defense vs. Guns attacks and +3
Toughness vs. explosion and
debris damage until end of
seqguence.

OOPS. FORGOT THAT ONE

You always fail Concealment
Checks. If searched for weapons,
the searchers always find everything
you’re carrying and completely disarm
you. Even if you said you got rid of all
your weapons, they always find at least a
hidden ankle piece. (This does not mean

P

/

ADDITIONAL SCHTICKS & GEAR

that you always have a weapon.)

4
N\

WILD GRENADE _é?_

When you miss with a grenade, you

may spend 1 Fortune. Characters between

you and your target do not make Fortune

rolls to avoid it. Instead you and a nearby
character of your choice, other than
the target, take 20 Damage from

flying debris.

DRIVING 10
FIX-IT 15

RILLS —

UNSKILLED CHECKS USE A RATING OF 7

MARKS OF DEATH

EEEEDE)

GUNS

BACKUP ATTACK
MARTIAL ARTS 11

DEFENSE

TOUGHNESS

FORTUNE

WEALTH




GAMBLER

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM THE FOLLOWING
OPTIONS:

Add any one of these Guns schticks (provided you
have its prerequisite, if any): Bag Full of Guns I-IV,
Battle Scavenge I-lll, Blam Blam Epigram, Both Guns
Blazing |-V, Carnival of Carnage |-V, Covering Fire,
Click Click Toss I-lll, Disarming Shot, Draw a Bead,
Fast Draw II-1V, Flesh Wound, Hair-Trigger Neck
Hairs, Lightning Reload I-1V, Lone Wolf, Opportunistic
Fire, Signature Weapon, Scattering Fire, Stop Right
There!, Soul of the Sniper, Take the Shot, The Way
the Wind Blows, Wild Grenade.

Add one schtick from these Martial Arts paths
(provided you have their prerequisites, if any):
Hundred Names, Montage.

Add a skill you do not have from this list, at a rating
of 9: Deceit, Detective, Driving, Fix-It, Info (any),
Intimidation, Intrusion, Leadership, Sabotage.

Increase a skill value from less than 12 to 12.
Increase a skill value of 12+ by 1.

Increase your backup attack to your main attack
minus 1.




CHARACTER NAME

GAMBLER

CHARACTER CONCEPT

MELODRAMATIC HOOK

STACK THE ODDS

Spend 1 Fortune to reverse Add +2 to your Initiative result. GUNS
the results of any Swerve, treating Your first action of the sequence

the negative die as positive and must use Guns.
vice versa. Others must share their
die results with you when asked.

|
Explain how your planning or BANK SHOT _G'j\_
1 ?S\Yea]rzgﬁ knowledge led to this After a Guns attack against a MARTIAL ARTS 12

mook fails, add a free Fortune die to
ADDITIONAL SCHTICKS & GEAR

@

BACKUP ATTACK

your next Guns attack. DEFENSE

4
N\

i

TOUGHNESS
GAMBLING 15
INFO: CRIMINAL UNDERWORLD 13
SEDUCTION 13 FORTUNE

BERETTA
MODEL 21 BOBCAT 8/1/4

——
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MARKS OF DEATH
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GENE FREAK

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM THE FOLLOWING
OPTIONS

Add any one of these Mutant schticks: Acid Blood,
Adaptive Enzymes, Brain Bleed, Causal Leakage,
Camouflage, Chronofuxor, Empathy, Eyes on the
Back of Your Head, Gene Link, Go Cartilaginous,

How Magnets Work, Mjolnirification, Mushy

Head, Nanoportal, Noctilucent, Psychic Vampire,
Radioactive Exudation, Reactive Epidermis, Resource
Sniff, Shared Sight, Shift Coordinates, Silver Lining,
Skulky, Teleread, Shift Coordinates, Titanium Mind,
Unsplode, Vestigial Twin.

Add a skill you do not have from this list, at a rating
of 9: Deceit, Detective, Driving, Fix-It, Gambling, Info
(any), Intimidation, Intrusion, Leadership, Sabotage,
Seduction.

Increase a skill value from less than 12 to 12.

Increase a skill value of 12+ by 1.




CHARACTER CONCEPT

MELODRAMATIC HOOK

Make hand-to-hand attacks using
your Mutant Attack Value.

VERY STRONG ‘lZ',

Spend 1 shot. Until end of fight, add

3 to your Damage on any successful

hand-to-hand strike (using your Mutant

Attack Value) including strikes with hand-
to-hand weapons. You can use

absurdly large objects, like parking
meters, as improvised weapons.

Spend 2 Genome points. Until end
of sequence, the shot costs of all
your actions decreases by 1, with a
minimum of 1 per action. You can
2 | move up to 30 m per sequence.

Spend 1 Genome point and 1 shot;

your Defense increases
by 1 until end of sequence.

ADDITIONAL SCHTICKS & GEAR

Make a 3-shot ranged attack,

Damage Value 11, using your Mutant

Attack Value. If you deliver a Smackdown,

the target flies X meters through the air
directly away from you, where X =
the number of Wound Points you
dish out.

Spend 1 Genome point and 1 shot;
your Mutant Attack
Value increases by 2 until
the end of the sequence.

When your attack takes a foe from
O to 1 Impairment, or from 1to 2
Impairment, regain 3 spent Genome points.
When an ally’s attack takes a foe from O
to 1 Impairment, or from 1to 2 Impairment,
regain 1 spent Genome point.

T
MARKS OF DEATH

MUTANT

BACKUP ATTACK

DEFENSE

TOUGHNESS
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GHOST

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM THE FOLLOWING
OPTIONS:

Add one schtick from any of these Sorcery
specialties: Blast, Divination, Movement, Summoning.

Add any one of the following Creature Powers
(provided you have its prerequisite, if any): Arcane
Battery, Blood Drain, Death Resistance I-lll, Foul
Spew, Goldenheart Monster, Inevitable Comeback,
Memory Drain, Mimicry, Night Dweller, Regeneration
I-1V, Transformation I-II.

Add a skill you do not have from this list, at a rating
of 9: Deceit, Gambling, Info (any), Intimidation,
Intrusion.

Increase a skill value from less than 12 to 12.

Increase a skill value of 12+ by 1.




CHARACTER CONCEPT

MELODRAMATIC HOOK

Pass through solid matter by “»
checking Creature Power against a
Difficulty of 1 for each inch of material you
are moving through. Specify two types of
matter you cannot pass through; your GM
picks a third.

Fly through the air, moving up to 3
m per shot.

You take no damage from Guns “»
attacks, unless shot by magic or
silver bullets.

TRADITIONAL HEALING ONLY é’
The Medicine skill only heals you

if the practitioner trained in the
Ancient Juncture.
\L /

ADDITIONAL SCHTICKS & GEAR

Spend 1 Magic to formulate a

potion which, if ingested by a

featured foe or supporting character,

causes him to fall head over heels in

love with another character specified

by the sorcerer at time of formulation.

If attraction to the object of affection

contradicts the ingester’s orientation,

the pull remains powerful but platonic.

The dosed character makes a Will Check

with your Sorcery value as the Difficulty

at the end of each scene, and recovers
at the beginning of the following

session.
1 | specialty: Influence.
\ 4

As a standard 3-shot action, direct a
ranged attack of raw magical energy

TCREATURE POWERS NOTE: YOUR BASE VALUE
FOR CREATURE POWERS CHECKS IS 14.

at a combatant of your choice, using
your Sorcery attack value, Damage 9.

Specialty: Blast.

RILLS —

SEDUCTION 13
INFO: MUSICIANSHIP 13

MARKS OF DEATH

SORCERY*

BACKUP ATTACK

DEFENSE

TOUGHNESS

MAGIC

WEALTH




HIGHVVAY RONIN

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM THE
FOLLOWING OPTIONS:

Add any one of these Driving schticks (provided
you have its prerequisite, if any): A Ride is a Ride,
Counterslam, Custom Ride, Floor It I-Ill, Hightailing It,
Hold on Tight I-Ill, Hot Pursuit, Laying Rubber, Lightning
Speed, Objects in the Mirror, Obstacle Course, Oh No
You Don’t, Ramming Speed I-Ill, Swerve lll, Tight Roll
I-1ll, Tools of the Trade, Vroom!

Add any one of these Guns schticks (provided you have
its prerequisite, if any): Bag Full of Guns I-1V, Bank Shot,
Battle Scavenge I-Ill, Blam Blam Epigram, Bloody but
Unbowed, Both Guns Blazing |-V, Carnival of Carnage
I-1V, Click Click Toss I-lll, Covering Fire, Disarming

Shot, Draw a Bead, Fast Draw |-V, Flesh Wound, Hair-
Trigger Neck Hairs, Lightning Reload I-1V, Lone Wolf,
Opportunistic Fire, Signature Weapon, Scattering Fire,
Stop Right There!, Soul of the Sniper, Take the Shot, The
Way the Wind Blows, Wild Grenade.

Add any non-Cyborg Scroungetech schtick. When asked
to make Scroungetech Checks, use your Guns AV.

Add one schtick for which you have the prerequisite
from the Martial Arts path: Montage.

Add a skill you do not have from this list, at a rating
of 11: Deceit, Fix-It, Gambling, Info (any), Intimidation,
Intrusion, Leadership, Medicine, Sabotage, Seduction.

Increase a skill value from less than 12 to 12.
Increase a skill value of 12+ by 1.

Increase your backup attack to your main attack minus 2.




CHARACTER CONCEPT

MELODRAMATIC HOOK

You own and usually drive a
customized vehicle whose body
you have strategically reinforced.
Compared to the standard model, it
gets +1 to Frame and Crunch.

AGAINST ALL WARLORDS!

Add +2 Guns vs. Bosses. if the
boss succeeds at an Up Check, you
can force the GM to reroll the Up
check. Up or down, use the second
result.

DAZED AND CONTUSED

Characters getting out of a
vehicle you have just rammed
add +3 to the shot cost of their
subsequent actions, and take 1 point
of Impairment until the end of the
sequence.

Add +2 Frame when rammed or

sideswiped.
\

ADDITIONAL SCHTICKS & GEAR

FORD FALCON COUPE:
ACCELERATION 8 - HANDLING 8
(SQUEAL 10) - FRAME 7 (CRUNCH 9)*

*THIS INCLUDES THE BONUS FROM ARMOR PLATED.

If you exit your vehicle after
making at least one Driving Check, +2
to your attacks until end of fight.

As an interrupt after your
vehicle takes Chase Points from a
ram/sideswipe, or a character attack
or stunt, spend 1 Fortune and 1 shot

to reduce your vehicle’s
zn total Chase Points by 7.

DRIVING 14

MARKS OF DEATH

HIGHVVAYf

RONIN

GUNS

BACKUP ATTACK
MARTIAL ARTS 13

DEFENSE

TOUGHNESS

FORTUNE

S&W MODEL 19

COMBAT MAGNUM | 117275

RUGER RED LABEL
SHOTGUN 10/3/6

; (SAWED-OFF) . :

WEALTH




KARATE COP

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM THE
FOLLOWING OPTIONS:

Add any one of these Guns schticks (provided you
have its prerequisite, if any): Bag Full of Guns I-1V,
Bank Shot, Battle Scavenge I-lll, Both Guns Blazing
|-V, Carnival of Carnage I-1V, Click Click Toss I-Ill,
Covering Fire, Disarming Shot, Draw a Bead, Fast
Draw I-1V, Flesh Wound, For the Squad, Hair-Trigger
Neck Hairs, Lightning Reload I-1V, Lone Wolf,
Opportunistic Fire, Scattering Fire, The Way the
Wind Blows.

Add one schtick from any of these Martial Arts
paths (provided you have its prerequisite, if any):
Banisher, Death Punch, Dragon, Drunken Master,
Hundred Names, Montage, Nunchaku, Tiger,
Weapon Master, Willow, Wing Chun, Wushu.

Add any one of these Driving schticks (provided

you have its prerequisite, if any): A Ride is a Ride,

Custom Ride, Dazed and Contused, Floor It I-IIl, Hold

on Tight I-lll, Hot Pursuit, Laying Rubber, Lightning

Speed, Objects in the Mirror, Obstacle Course, Oh No

You Don’t, Swerve I-lll, Takes a Licking, Tight Roll I-lIl,
Vroom!

Add a skill you do not have from this list,
at a rating of 9: Deceit, Fix-It, Info (any),
Leadership.

Increase a skill value from less than 12 to
12.

Increase a skill value of 12+ by 1.

Increase your backup attack to
your main attack minus 1.




KARATE

COP

CHARACTER CONCEPT

MELODRAMATIC HOOK

When you take Wound Points

from a Martial Arts attack, or take
non-attack damage, your next Martial
Arts attack this fight gets a +2 bonus.
This bonus stacks with other effects
but not with itself.

Add +2 Toughness vs. opponents
with fewer Wound Points than you.

INDEFATIGABLE

Impairment points do not
decrease your Martial Arts attack
value.

ADDITIONAL SCHTICKS & GEAR

Z

OUCH! T

When you miss with an unarmed
attack, you take X Wound Points,
where X equals the absolute value of
your Swerve. Your next Martial Arts
attack this fight gets a +X bonus. If
successful, heal X Wound Points. This
schtick is always active.

Spend 1 shot to
automatically stop an enemy
I from Cheesing It.

Add +4 Guns vs. targets using @

hostages as human shields.

\ /
DRIVING n
POLICE 15

MARKS OF DEATH

MARTIAL ARTS

BACKUP ATTACK
GUNS 13

DEFENSE

TOUGHNESS

FORTUNE
COLT DETECTIVE
SPECIAL /5
REMINGTON 870 | 13/5/4
POLICE |-
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KILLER

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT, YOU MAY
SELECT FROM THE FOLLOWING OPTIONS:

Add any one of these Guns schticks (provided you have its
prerequisite, if any): Bag Full of Guns |-1V, Bank Shot, Battle
Scavenge |-lll, Blam Blam Epigram, Bloody but Unbowed I-lIl,
Both Guns Blazing |-V, Carnival of Carnage |V, Click Click Toss
I-1ll, Covering Fire, Disarming Shot, Draw a Bead, Fast Draw [-1V,
Flesh Wound, For the Squad, Hair-Trigger Neck Hairs, Lightning
Reload I-1V, Lone Wolf, Opportunistic Fire, Signature Weapon,
Scattering Fire, Stop Right There!, Soul of the Sniper, Take the
Shot, The Way the Wind Blows, Wild Grenade.

Add any one of these Driving schticks (provided you have its
prerequisite, if any): A Ride is a Ride, Dazed and Contused, Floor
It I-1ll, Hightailing It, Hold on Tight I-lll, Laying Rubber, Lightning
Speed, Objects in the Mirror, Obstacle Course, Oh No You Don't,
Ramming Speed I-IIl, Swerve I-lll, Tight Roll I-lll, Vroom!

Add a skill you do not have from this list, at a rating of 10:
Detective, Fix-It, Gambling, Info (any), Intimidation, Intrusion,
Leadership, Sabotage, Seduction.

Increase a skill value from less than 12 to 12.
Increase a skill value of 12+ by 1.

Increase your backup attack to your main attack minus 1.




KILLER

CHARACTER CONCEPT

MELODRAMATIC HOOK

BOTH GUNS BLAZING 11 {é}
Fire two guns simultaneously

Add +2 Guns vs. mooks.

GUNS

at your opponent; these must be Subtract 1 from the shot cost of any

handguns or otherwise outfitted attack on a mook or mooks. Minimum

with a pistol grip. Treat as one attack shot cost remains 1.

at Guns -1, with the Damage of BACKUP ATTACK

both guns added together, and the

opponent’s Toughness doubled. MARTIAL ARTS 12

\ /
In the climactic fight of an

_ adventure, any attack that deals DEFENSE
ADDITIONAL SCHIICKS & GEAR you more than 4 Wound Points deals

an additional 3 Wound Points.

/

i TOUGHNESS
DECEIT 13
DRIVING 11 FORTUNE

INFO: GANGLAND POLITICS 1

MARKS OF DEATH




MAGIC COP

4

Dy
T,

-
Wy,
. AWESOMING UP

r WHEN YOU GAIN AN ADVANCEMENT,
: YOU MAY SELECT FROM THE FOLLOWING
OPTIONS:

Add one schtick from any of these Sorcery
specialties: Divination, Fertility, Heal, Summoning.

[ Y

.

Add any one of these Guns schticks (provided
you have its prerequisite, if any): Bank
Shot, Battle Scavenge I-lll, Blam Blam
Epigram, Bloody but Unbowed I-lll,
Both Guns Blazing I-V, Click Click
Toss I-lll, Covering Fire, Disarming
Shot, Draw a Bead, Fast Draw
I-IV, Flesh Wound, For the Squad,
Lightning Reload I-1V, Lone Wolf,
Opportunistic Fire, Scattering Fire,
Stop Right There!, Take the Shot, The
Way the Wind Blows.

Add a skill you do not have from this list,
at a rating of 9: Deceit, Driving, Fix-It, Info
(any), Intimidation, Intrusion, Leadership,
Sabotage.

Increase a skill value from less than
12 to 12.

Increase a skill value of 12+
by 1.

Increase backup attack to
match main attack.




CHARACTER CONCEPT

MELODRAMATIC HOOK

When a Sorcery, Creature, or Spend 1 Magic to see the ghosts GUNS
Scroungetech attack misses you, all around you in a single scene.
regain a spent Magic point. Unless you count the odd grotesque

transformation or ineffective lunge

in your direction, they can’t really

@ communicate with you. But their BACKUP ATTACK
When in your home juncture, presence eIl ERPEETENCE may SORCERY 13
ignore any juncture costs for Sorcery. preiicls clues o pesl svearis I e
area. DEFENSE
1 | Specialty: Divination.
\ /

Gain +1 Defense for the
first sequence of any fight your
opponents start unexpectedly.

TOUGHNESS

Spend 3 Magic and 3 shots: on
a Sorcery success against a

supernatural creature’s Defense, it
Cheeses It. On a failure, you regain MAGIC

|
s\
<f/ the Magic points spent.
Specialty: Summoning.

Spend 1shot to
automatically stop an enemy
| B from Cheesing It.

o

i

ADDITIONAL SCHTICKS & GEAR

INFO: OCCULT 13

POLICE 12 COLT DETECTIVE

SPECIAL /5

REMINGTON 870 | 13/5/4
POLICE —

——

: ' :
MARKS OF DEATH ey —

ol EATH




MARTIAL ARTIST

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM THE FOLLOWING
OPTIONS:

Add one schtick from any of these Martial Arts
paths (provided you have its prerequisite, if
any): Banisher, Death Punch, Dragon, Drunken
Master, Flame, Fox, Healer, Hundred Names,
Montage, Outlaw, Ninja, Nunchaku, Sword,
Tiger, Weapon Master, Welcoming Sky,
Willow, Wing Chun, Wushu.

Add a skill you do not have
from this list, at a rating of 9:
Deceit, Detective, Driving,
Fix-1t, Gambling, Info (any),
Intimidation, Intrusion,
Sabotage, Seduction.

Increase a skill value from
less than 12 to 12.

Increase a skill value of 12+
by 1.




MARTIAL

ARTIST

CHARACTER CONCEPT

MELODRAMATIC HOOK

+X Martial Arts vs. opponents
whose Defense values, bonuses
included, exceed your current
Defense. X = the difference between
Defense values.

Spend 1 Chi as you make a Martial
Arts nunchaku attack. If you hit,
this and all of your nunchaku
attacks for the rest of the fight
1 | have a Damage Value of 14.

DIM MAK @
Any time after the 6th shot

of the 2nd sequence, spend 3

Chi and make a Martial Arts punch
attack against a featured foe. If
successful, ignore normal Damage
determination; the foe’s Wound

Point total is now 34 for a
3 \
\

featured foe or 49 for a boss. If
ADDITIONAL SCHTICKS & GEAR

unsuccessful, regain 2 Chi.

LIGHTNING FIST

When you hit an opponent with
a Martial Arts punch attack,
spend 1 Chi and 1 shot as an interrupt.
For this attack, and until next

keyframe, your target’s
zn

Toughness is halved
(round fractions up).
BLUR OF RAGE
Spend 1 Chi as you make a Martial
Arts nunchaku attack against a
mook. Until next keyframe, roll a die

whenever a mook attacks you.
1 \
\

On an even result, the mook

drops before it can attack.
INFO: EASTERN PHILOSOPHY 11
LEADERSHIP 1

|

|

MARKS OF DEATH

MARTIAL ARTS

BACKUP ATTACK

DEFENSE

TOUGHNESS

NUNCHAKU

——
——

——

WEALTH



MASKED AVENGER

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM THE FOLLOWING OPTIONS:

Add any one of these Guns schticks (provided you have its
prerequisite, if any): Bag Full of Guns I-IV, Bank Shot, Battle
Scavenge I-lll, Blam Blam Epigram, Both Guns Blazing |-V,
Click Click Toss I-lll, Covering Fire, Disarming Shot, Draw a
Bead, Fast Draw |-V, Flesh Wound, Hair-Trigger Neck Hairs,
Lightning Reload I-1V, Lone Wolf, Opportunistic Fire, Signature
Weapon, Scattering Fire, Stop Right There!, Soul of the Sniper,
Take the Shot, The Way the Wind Blows, Wild Grenade.

Add one schtick from any of these Martial Arts paths
(provided you have its prerequisite, if any): Death Punch,
Hundred Names, Montage, Outlaw, Ninja, Wing Chun, Wushu.

Increase a skill value from less than 12 to 12.
Increase a skill value of 12+ by 1.

Increase your backup attack to your main attack minus 1.




MASKED

CHARACTER CONCEPT

MELODRAMATIC HOOK

When you attack a single mook
and drop it, 4 other mooks Cheese It.
If your positive die exploded, a total
of 6 mooks Cheese It.

Do SR | After spending Fortune on a
ADDITIONAL SCHTICKS & GEAR boost, roll a die. On an even result,
POLICE SHELL ARMOR 5/25/0 yollget the Fortline back:

ONCE PER SEQUENCE, ADD +5 TO YOUR
TOUGHNESS AS AN INTERRUPT AFTER A GUNS
HIT. BONUS APPLIES ONLY TO THIS HIT.

GUNS

BACKUP ATTACK
MARTIAL ARTS 12

DEFENSE

Add +X to the shot cost of a

ONCE PER SESSION, WHEN YOU TAKE A Guns attack to gain +X Guns for that
GUNS HIT THAT WOULD OTHERWISE TAKE attack X cannot exceed 3

TOUGHNESS

YOU ABOVE 25 WOUND POINTS, SPEND
1 FORTUNE AND 3 SHOTS TO REDUCE

PAMAGE FROM THATHITTO O —— S

DETECTIVE 15
INTIMIDATION 12

VS. MOOKS AND STREET-LEVEL CRIMINALS 15
INFO: SCIENCE 15
FIX-IT 1

COLT 1911 10/2/4

——
——

——

MARKS OF DEATH

WEALTH




MAVERICK COP

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM THE FOLLOWING OPTIONS:

Add any one of these Guns schticks (provided you have its
prerequisite, if any): Bag Full of Guns I-1V, Bank Shot, Battle
Scavenge I-lll, Bloody but Unbowed I-Ill, Both Guns Blazing I-V,
Carnival of Carnage I-1V, Click Click Toss I-Ill, Covering Fire,
Disarming Shot, Draw a Bead, Fast Draw I-1V, Flesh Wound,
Hair-Trigger Neck Hairs, Lightning Reload I-1V, Lone Wolf,
Opportunistic Fire, Scattering Fire, Stop Right There!, Soul of the
Sniper, Take the Shot, The Way the Wind Blows, Wild Grenade.

Add any one of these Driving schticks (provided you have its
prerequisite, if any): A Ride is a Ride, Counterslam, Custom Ride,
Dazed and Contused, Floor It I-lll, Hold on Tight I-Ill, Laying
Rubber, Lightning Speed, Objects in the Mirror, Obstacle Course,

Oh No You Don’t, Ramming Speed I-Ill, Swerve I-lll, Takes a
Licking, Tarmac Warrior, Tight Roll lI-1ll, Tools of the Trade,
Vroom!

Add a skill you do not have from this list, at a rating of 9: Deceit,
Fix-1t, Gambling, Info (any), Intimidation, Intrusion, Leadership,
Sabotage, Seduction.

Increase a skill value from less than 12 to 12.
Increase a skill value of 12+ by 1.

Increase your backup attack to your main attack minus 1.




CHARACTER CONCEPT

MELODRAMATIC HOOK

Your favorite Smith & Wesson
Model 29 deals 3 more damage than
the norm.

Add 1to the shot cost of any
Guns attack and make a pithy quip
before or after shooting. The Damage
Value of your weapon increases

by 2 against a non-Impaired
opponent, by 8 against an
Impaired opponent.

ADDITIONAL SCHTICKS & GEAR

1981 CHEVROLET IMPALA:
ACCELERATION 8 - HANDLING 9
(SQUEAL 10) - FRAME 6 (CRUNCH 8)

Add +2 Guns vs. any target you
know to be a murderer, torturer, or
felony sex offender.

Spend 1 Fortune to get +2
Driving until next keyframe
when you are the pursuer in a
1 | vehicle chase.

When a vehicle you’re driving
crashes, you and all occupants
gain +2 Toughness against crash
damage.

i

DRIVING 13
POLICE 15
INFO: DIVE BARS 15

*THIS INCLUDES YOUR SIGNATURE WEAPON BONUS.

MARKS OF DEATH

MAVERICK:

COP

GUNS

BACKUP ATTACK
MARTIAL ARTS 12

DEFENSE

TOUGHNESS

FORTUNE

SMITH & WESSON
MODEL 29* 1473/5
COLT DETECTIVE
SPECIAL /5
WINCHESTER
MODEL 70 | ©¥/5/5

g

WEALTH
WORKING STIFF




NINJA

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM THE FOLLOWING
OPTIONS:

Add one schtick from any of these Martial Arts
paths (provided you have its prerequisite, if
any): Banisher, Death Punch, Dragon, Drunken
Master, Flame, Fox, Healer, Montage, Outlaw,
Ninja, Nunchaku, Tiger, Weapon Master,
Welcoming Sky, Willow, Wing Chun, Wushu

Add any one of these Guns schticks (provided
you have its prerequisite, if any): Bank Shot,
Battle Scavenge I-lll, Bloody but Unbowed I-1ll,
Both Guns Blazing |-V, Carnival of Carnage |V,
Click Click Toss I-Ill, Covering Fire, Disarming
Shot, Draw a Bead, Fast Draw I-IV, Flesh Wound,
Hair-Trigger Neck Hairs, Lightning Reload I-1V,
Lone Wolf, Opportunistic Fire, Scattering Fire,
Smoke Arrow, Stop Right There!, Soul of the
Sniper, Take the Shot, The Way the Wind Blows.

Add a skill you do not have from this list, at
a rating of 10: Detective, Driving, Gambling,
Info (any), Intimidation, Leadership, Sabotage,
Seduction.

Increase a skill value from less than 12 to 12.
Increase a skill value of 12+ by 1.

Increase your backup attack to your main
attack minus 1.




CHARACTER CONCEPT

MELODRAMATIC HOOK

Add +2 Martial Arts if the

current fight takes place in a location
you have ever covertly entered using
Intrusion, including at the beginning
of this fight.

When attacking an opponent for

the first time in the current fight,
treat the opponent’s Toughness as 4.
This is inapplicable if the opponent’s
Toughness is less than 4.

DARK'S SOFT WHISPER

Make any attack silently and @
without attracting notice. On a

Guns attack, describe yourself using

a silencer.

ADDITIONAL SCHTICKS & GEAR

l

i

PANTHER POUNCE @
If you are the only PC in a scene

and you encounter a single GMC,
spend O Chi (for a mook) or 2 Chi (for
a named character) to knock out, daze,
or otherwise render the target helpless

and unable to interfere with you. Lasts
for five minutes, or until you try

to harm the character, whichever
0/2 | comes first.
\

When you give an ally a Defense
boost, you also gain the benefit
of the boost.

DECEIT 12
INTRUSION 15
FIX-IT n
INFO: ARCHITECTURE 15

| (UNSKILLED CHECKS USE ARATING OF 7 _ |
MARKS OF DEATH

MARTIAL ARTS

BACKUP ATTACK
GUNS 12

DEFENSE

TOUGHNESS

CHI

STILETTO 9/1/-
TONFA 8/3/-
THROWING
STARS >/0/-
COMBAT KNIFE | &/0/-

g

WEALTH
WORKING STIFF



OLD MASTER

AWESOMING UP

WHEN YOU GAIN AN
ADVANCEMENT,
YOU MAY SELECT FROM
THE FOLLOWING OPTIONS:

Add one schtick from any of these
Martial Arts paths (provided you have
its prerequisite, if any): Banisher, Death
Punch, Dragon, Drunken Master, Flame,
Fox, Healer, Montage, Outlaw, Ninja,
Nunchaku, Sword, Tiger, Weapon Master,
Welcoming Sky, Willow, Wing Chun,
Wushu.




OLD

MASTER

CHARACTER CONCEPT

MELODRAMATIC HOOK

Your base damage with a punch or Spend 4 shots to make a Martial Arts

kick is 10, not 7. kick attack. If the attack hits, you MARTIAL ARTS

may make another kick attack on the same
opponent at O shot cost. You may
continue doing this until an attack
fails, or until you land a third hit. BACKUP ATTACK

Spend 1 shot to make a horizontal,
vertical, or diagonal leap
of up to 28 m. Also costs 1 Chi, if
your current Chi is less than 2.

DEFENSE

In a fight under the adverse condition
Torrential Rain, spend 1 Chi and O
shots to gain a +2 Immunity
bonus until end of fight or end
of condition.

Spend 1 Chi and 1 shot to gain +2
Defense against non-
Martial Arts attacks until next
keyframe.

TOUGHNESS

Make a Difficulty 7 Constitution Check
@ whenever you take damage during a

fight. Each time you fail, your Defense drops
When an enemy misses you with by 1, and stays that way until end of fight.
a Martial Arts attack, spend 1 shot
to fly up to 14 m backwards, away
from your enemy. Regain 1 spent
1 Chi.

|

OMINGUS FLUTTER @ INFO: CHINESE PHILOSOPHY 15
Spend 1 Chi. Until the end of the fight, INFO: CALLIGRAPHY 15
any attack you immediately LEADERSHIP 1
precede with a Prodigious Leap gets
a +1 bonus.
\

ADDITIONAL SCHTICKS & GEAR

MARKS OF DEATH

WEALTH




PRIVATE INVESTIGATOR

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM THE FOLLOWING
OPTIONS:

Add any one of these Guns schticks (provided you
have its prerequisite, if any): Bag Full of Guns I-1V, Bank
Shot, Battle Scavenge I-Ill, Blam Blam Epigram, Bloody
but Unbowed I-lIl, Both Guns Blazing I-V, Carnival of
Carnage I-1V, Click Click Toss I-lll, Covering Fire, Draw
a Bead, Fast Draw I-1V, Flesh Wound, Hair-Trigger Neck
Hairs, Lightning Reload I-1V, Lone Wolf, Opportunistic
Fire, Signature Weapon, Scattering Fire, Stop Right
There!, Take the Shot, The Way the Wind Blows, Wild
Grenade.

Add a skill you do not have from this list, at a rating of 11:
Deceit, Driving, Fix-It, Gambling, Info (any), Intimidation,
Leadership, Sabotage, Seduction.

Increase a skill value from less than 12 to 12.

Increase a skill value of 12+ by 1.

Increase your backup attack to your main attack minus
1.




PRIVATE

CHARACTER CONCEPT

MELODRAMATIC HOOK

Add +2 to attacks against
characters you spoke with in the
previous scene.

NEEDLING REMARK

When exchanging barbs with
a character in a non-combat scene,
spend 1 Fortune. Until the end of the

adventure, that character gets
1

+1 to attack you; you get +2 to
ADDITIONAL SCHTICKS & GEAR

©

attack that character.

CUT THE BULL ’f@
When you and the other PCs

are speculating as to the best course
of action, or as to the motivations of
a given character, you can spend a
Fortune point to have the GM tell you
whether your speculation is correct or
DISARMING SHOT

incorrect.
|
{:)_
W
Take a -1 penalty to your attack
roll against a foe carrying a weapon.
If your attack hits, the foe drops the
weapon. The shot cost of their next
attack increases by +3. After this
attack the foe is considered to have
their weapon back. Against bosses,
take a -3 penalty to your attack to
use this ability.

4
N\

i

DETECTIVE 15
INFO: LAW n
INTRUSION n

MARKS OF DEATH

GUNS

BACKUP ATTACK
MARTIAL ARTS 12

DEFENSE

TOUGHNESS

FORTUNE

ROSSI

MODEL 515 8/2/4

——
——

g

WEALTH
WORKING STIFF



REDEEMED PIRATE

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM
THE FOLLOWING OPTIONS:

Add one schtick from any of these Martial Arts
paths (provided you have its prerequisite, if
any): Banisher, Death Punch, Dragon, Drunken
Master, Flame, Fox, Healer, Hundred Names,
Montage, Outlaw, Ninja, Nunchaku, Sword,
Tiger, Weapon Master, Welcoming Sky, Willow,
Wing Chun, Wushu.

Add a skill you do not have from this list, at
a rating of 10: Deceit, Detective, Driving, Fix-
It, Info (any), Intrusion, Leadership, Sabotage,
Seduction.

Increase a skill value from less than 12 to 12.
Increase a skill value of 12+ by 1.

Increase your backup attack to your main
attack minus 1.




PIRATE

CHARACTER CONCEPT

MELODRAMATIC HOOK

After performing a stunt that After taking Wound Points from

has you swinging on a rope or a boss, add a free Fortune die to your MARTIAL ARTS
otherwise evoking classic pirate next check.
action, gain +2 to attacks until end of
sequence. P BACKUP ATTACK
@

(-\ When for the first time in a fight GUNS 12
IRON GUT @ you take 10 or more Wound Points,
Add +3 to Constitution spend 1 shot as an interrupt to reduce DEFENSE
Checks to resist the effects of Wound Points taken to 1.

overindulgence in food and alcohol,

and against poisons of all kinds.
PRODIGIOUS LEAP Q@ TOUGHNESS
ADDITIONAL SCHTICKS & GEAR Sfeciel el Uo ile e

horizontal, vertical, or diagonal

leap of up to 14 m. This also costs 1

Chi, if your current Chi is less than

2. After you gain two or more other
schticks in the Welcoming

Sky path, leap increases
1* to 28 m.

RILLS —

GAMBLING 1 BLACK POWDER [

3/6
INFO: SEAFARING AND PIRACY 15 \ PISTOL o ¢
INTIMIDATION 12 CUTLASS s

——

: ' :
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SCRAPPY KID

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM THE FOLLOWING
OPTIONS:

Add one schtick from any of these Martial Arts
paths (provided you have its prerequisite, if any):
Banisher, Death Punch, Dragon, Flame, Fox, Healer,
Montage, Outlaw, Ninja, Nunchaku, Tiger, Weapon
Master, Welcoming Sky, Willow, Wing Chun, Wushu.

Add a skill you do not have from this list, at a
rating of 9: Deceit, Driving, Fix-It, Gambling, Info
(any), Intimidation, Intrusion, Leadership, Sabotage,
Seduction.

Increase a skill value from less than 12 to 12.

Increase a skill value of 12+ by 1.




SCRAPPY

KID

CHARACTER CONCEPT

MELODRAMATIC HOOK

DISTRACTION ‘
Describe a distracting non- Spend 1 Chi. Until next

lethal assault against your target. keyframe, Dodges increase
Instead of damage, on a successful 1 your Defense by +4.
Martial Arts attack, the target suffers
3 Impairment for a number of shots
equal to your Outcome. You can’t

BACKUP ATTACK
further distract an already distracted . @
opponent. Y Pay 2 Chi to reduce

Wound Points dealt to you

2 | by an attack to 3. DEFENSE

MARTIAL ARTS

N\

Roll a die when you are attacked FORCEFUL DART @
while benefiting from a Defense

boost. On an even result the boost
continues until end of next shot.

TOUGHNESS

Spend 1 Chi to give your
thrown darts or throwing
stars a Damage Value of X - 1 until
next keyframe. X = the highest

base Damage Value of any weapon
A RIDE IS A RIDE @ currently being wielded by
Ignore Unfamiliar Vehicle an ally (ignoring any special
penalties. damage bonuses the ally gets).
\

N /
DD TIONAL GCHTICKe & GEAR B ——

DECEIT 10

THROWING
DRIVING 1 STARS* 5/0/-
INFO: KID CULTURE 15

——

: ( :
MARKS OF DEATH

WEALTH
*YOU CAN DESCRIBE THIS AS SOMETHING ELSE
APPROPRIATE, LIKE A YO-YO ATTACK. IF DESIRED.
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SIFU

AWESOMING UP

WHEN YOU GAIN AN
ADVANCEMENT,
YOU MAY SELECT FROM
THE FOLLOWING OPTIONS:

Add one schtick from any of these
Martial Arts paths (provided you have
its prerequisite, if any): Banisher, Death
Punch, Dragon, Fox, Healer, Montage,
Tiger, Weapon Master, Welcoming Sky,
Willow, Wing Chun, Wushu.

Add a skill you do not have from this
list, at a rating of 10: Detective, Fix-It,
Info (any), Leadership.

Increase a skill value from less than 12 to
12.

Increase a skill value of 12+ by 1.




CHARACTER CONCEPT

MELODRAMATIC HOOK

After making a successful Martial

Arts Check, spend 3 Chi and 1 shot

to prevent your opponent from taking

actions until next keyframe, or until
opponent takes 3 or more
Wound Points, whichever

3 comes first.
\

When an opponent misses you
with a hand-to-hand attack, spend
1 Chi as an interrupt to give opponent a
-1 attack penalty until end of fight.
Not usable if opponent is already
1 Pressure Blocked.

Spend 1 shot; touch a subject who
is unable to act due to the effect of
the Point Blockage fu power. Subject is
released from effect and takes an
action during the following shot.
I Subject gets +2 to next check.

Spend 3 shots and 1 Chi to reduce
a character’'s Wound
Point total by the result of
your Martial Arts Check.

ADDITIONAL SCHTICKS & GEAR

*YOUR UMBRELLA IS DAMAGE 7 WHEN
WIELDED BY ANYONE BUT YOU.

Allies may spend 1shot and 1
Fortune to give you 1 Chi.

THE POWER OF LOVE @
Cradle an (apparently) dead comrade

in your arms, weeping and wailing

until your tears spatter his or her face.
Spend 1 Chi when an ally who is close
enough for you to touch fails a Death Check.
Your ally lapses into immediate,
death-like unconsciousness but gets
1 | to make a new Death Check.

RILLS —

-

INFO: CALLIGRAPHY 15
INFO: CHINESE PHILOSOPHY 14
MEDICINE 15

UNSKILLED CHECKS USE A RATING OF 7

MARKS OF DEATH

MARTIAL ARTS

BACKUP ATTACK

UMBRELLA

g

WEALTH
WORKING STIFF



SORCERER

AWESOMING UP

WHEN YOU GAIN AN
ADVANCEMENT,
YOU MAY SELECT FROM THE
FOLLOWING OPTIONS:

Add one schtick from any of these
Sorcery specialties: Blast, Divination,
Fertility, Heal, Movement, Summoning.

Add a skill you do not have from this
list, at a rating of 10: Deceit, Detective,
Driving, Fix-It, Gambling, Info (any),
Intimidation, Intrusion, Leadership,
Sabotage, Seduction.

Increase a skill value from less than 12
to 12.

Increase a skill value of 12+ by 1.




CHARACTER CONCEPT

MELODRAMATIC HOOK

As a standard 3-shot action, direct a
ranged attack of raw magical energy

at a combatant of your choice, using your
Sorcery attack value, Damage 9.

Specialty: Blast.

MAGNETIC BLAST

When you hit a vehicle with a Chi Blast,
it takes +3 Condition Points.

Specialty: Blast.

FIGHT FINDER

Spend 1 Magic to know the location
of the nearest group of people who
want to kill you. You do not know which
group. If no one wants to kill you, it must
be early in the series. You get the Magic

point back.
1 Specialty: Divination.
\
Fly through the air, moving up to 5 m per
shot.

Specialty: Movement.
N /

ADDITIONAL SCHTICKS & GEAR

See the flow of chi in an area, noting
how strong or weak it is and if it

is corrupted or impinged upon by some
unnatural force. Immediately identify feng
shui sites. Tell whether an individual you can
see in person is attuned to at least one feng
shui site.

Specialty: Divination.

Spend 4 shots and 1 Magic to reduce a
character’s Wound Point total by the

:n result of your Sorcery Check.
1

Specialty: Heal.

Spend 2 Magic to gain any Sorcery
schtick you don’t have, provided you have
at least one schtick within that specialty,
until end of session. Takes 3 shots if used

in combat (6 shots if you're
looking at the rulebook when

your shot comes up).

2 B

INFO: HISTORY

i

MARKS OF DEATH

EEEEDE)

SORCERY

BACKUP ATTACK

DEFENSE

WEALTH




AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM THE FOLLOWING OPTIONS:

Add any one of these Guns schticks (provided you have its
prerequisite, if any): Bag Full of Guns I-1V, Bank Shot, Battle
Scavenge I-lll, Blam Blam Epigram, Bloody but Unbowed I-llI,
Both Guns Blazing |-V, Carnival of Carnage I-1V, Click Click
Toss I-lll, Covering Fire, Disarming Shot, Draw a Bead, Fast
Draw -1V, Flesh Wound, Hair-Trigger Neck Hairs, Lightning
Reload I-1V, Lone Wolf, Opportunistic Fire, Signature Weapon,
Scattering Fire, Stop Right There!, Soul of the Sniper, Take the
Shot, The Way the Wind Blows, Wild Grenade.

Add any one of these Driving schticks (provided you have its
prerequisite, if any): A Ride is a Ride, Counterslam, Dazed and
Contused, Floor It I-1ll, Hightailing It, Hold on Tight I-lll, Laying
Rubber, Lightning Speed, Objects in the Mirror, Obstacle Course,
Oh No You Don’t, Ramming Speed I-lll, Swerve I-lll, Tight Roll I-11,
Tools of the Trade, Vroom!

Add a skill you do not have from this list, at a rating of
11: Detective, Driving, Info (any), Intimidation, Leadership,
Sabotage.

Increase a skill value from less than 12 to 12.
Increase a skill value of 12+ by 1.

Increase backup attack to match main attack.



CHARACTER NAME

CHARACTER CONCEPT

MELODRAMATIC HOOK

ADDITIONAL SCHTICKS & GEAR

Add +1 to Guns if your previous
attack used Martial Arts. Add +1 to
Martial Arts if your previous attack
used Guns.

Add +1 to Guns, Martial Arts,
and Defense vs. characters you
have exchanged dialogue with at a
previous time or location.

i

DECEIT 15
FIX-IT n
GAMBLING 12
INFO: FASHION 12
INFO: FOOD AND DRINK 14
INFO: GEOPOLITICS 12
INTRUSION 12
SEDUCTION 13

MARKS OF DEATH

GUNS

BACKUP ATTACK
MARTIAL ARTS 13

DEFENSE

TOUGHNESS

WALTHER PPK

——
——

WEALTH




SUPERNATURAL CREATURE

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM THE FOLLOWING
OPTIONS:

Add any one of the following Creature Powers
(provided you have its prerequisite, if any):
Arcane Battery, Blast, Blood Drain, Born in a Cage,
Corded Musculature, Death Resistance I-lll, Flight,
Foul Spew, Fur, Goldenheart Monster, Inevitable
Comeback, Memory Drain, Mimicry, Night Dweller,
Regeneration II-1V, Steel Hide, Transformation I-Il,
Venom Sac.

Increase a skill value from less than 12 to 12.

Increase a skill value of 12+ by 1.




CREATURE

CHARACTER CONCEPT

MELODRAMATIC HOOK

You gain +2 to Creature Powers

if at least one of your allies has
accrued 25 or more Wound Points, or
+3 to Creature Powers if any of them
are down.

NATURAL WEAPON

(1)

Your Creature Powers attacks
occur at close range, striking
your opponent with spines, claws,
jagged teeth, or another monstrous
body part of your choice, dealing 13
Damage.

You can easily move, breathe,
and fight underwater.

(1)

Your Wound Point total
decreases by 2 at the beginning
of each sequence.

ADDITIONAL SCHTICKS & GEAR

TRANSFORMATION I
You may change back and forth “»

from your true form to that of

an ordinary-looking human being.
Describe the single human form you
can assume. While in this form you
can’t access your other Creature
Powers. In combat, it takes you 3 shots
to transform. In any other scene, it
takes about 20 seconds.

When in monstrous form, you
gain the Intimidate skill at an
Action Value of 12.

INHUMAN PHYSIOLOGY

The Medicine skill works to heal
you only if the doctor using it
was trained in the Ancient Juncture
or Netherworld.

N\

N\

UNSKILLED CHECKS USE A RATING OF 7

MARKS OF DEATH

| |

CREATURE POWERS

BACKUP ATTACK

DEFENSE

TOUGHNESS

MAGIC

WEALTH




SYWORD MASTER

AWESOMING UP

WHEN YOU GAIN AN
ADVANCEMENT,
YOU MAY SELECT FROM THE
FOLLOWING OPTIONS:

Add one schtick from
any of these Martial Arts
paths (provided you have
its prerequisite, if any): Fox,
Healer, Hundred Names, Montage,
Outlaw, Sword, Tiger, Weapon Master,
Welcoming Sky, Willow, Wing Chun,
Wushu.

Add a skill you do not have from
this list, at a rating of 10: Deceit,
Detective, Driving, Fix-It, Info
(any), Leadership, Medicine,
Sabotage, Seduction.

Increase a skill value from less
than 12 to 12.

Increase a skill value of
12+ by 1.




SWORD

‘ \ MASTER

CHARACTER CONCEPT

MELODRAMATIC HOOK

Spend 1 Chi and 2 shots to gain

When you hit a named foe,
+2 Martial Arts vs. multiple spend 1 Chi as an interrupt
opponents until end of and roll a die. Odd: drop 1

sequence. 1 mook. Even: drop 2 mooks.

MARTIAL ARTS

BACKUP ATTACK

Add +1 to Damage Value with When you are missed by a
swords for each mook you drop. named foe’s ranged attack while DEFENSE
The bonus is reduced by half (round Dodging, drop 1 mook.
up) each time you hit a named foe

and lasts until the end of the fight.
WATER SWORD @
When you hit a named foe, a
ADDITIONAL SCHTICKS & GEAR number of named foes equal to

your Swerve lose 1 shot each, if your
Swerve is more than 1.

UL ——

TOUGHNESS

GAMBLING n
INFO: SMITHING & METALLURGY 14
INTRUSION 13

MARKS OF DEATH

WEALTH




THIEF

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM THE FOLLOWING OPTIONS:

Add any one of these Driving schticks (provided you have its
prerequisite, if any): A Ride is a Ride, Counterslam, Floor It I-Ill,
Laying Rubber, Lightning Speed, Objects in the Mirror, Obstacle
Course, Oh No You Don’t, Swerve I-lll, Tight Roll I-IIl, Vroom!

Add one schtick from any of these Martial Arts paths
(provided you have its prerequisite, if any): Banisher, Fox,
Hundred Names, Willow, Wing Chun, Wushu.

Add a skill you do not have from this list, at a rating of 9:
Detective, Fix-It, Gambling, Info (any), Intimidation, Leadership,
Sabotage, Seduction.

Increase a skill value from less than 12 to 12.

Increase a skill value of 12+ by 1.

Increase your backup attack to your main attack minus 1.




CHARACTER NAME

CHARACTER CONCEPT

MELODRAMATIC HOOK

If you get hit while Dodging,
you regain any Fortune spent on the
Dodge, and your next attack action
costs only 1 shot.

ADDITIONAL SCHTICKS & GEAR

1956 AUSTIN-HEALEY 100:
ACCELERATION 9 - HANDLING 7
(SQUEAL 9) - FRAME 6 (CRUNCH 8)

|

Add +1 Defense against any
opponent who has already hit you
during the current sequence.

HIGHTAILING IT
Spend 1 Fortune to get +2

Driving until next keyframe
1 |

&

when you are the evader in a
vehicle chase.

/
N\

i

DRIVING 12
DECEIT 12
INFO: ARTS AND ANTIQUES 15
INFO: GEMS AND JEWELS 15
INTRUSION 15

UNSKILLED CHECKS USE A RATING OF 7

MARKS OF DEATH

MARTIAL ARTS

BACKUP ATTACK
GUNS 12

DEFENSE

TOUGHNESS

FORTUNE

TELESCOPING
BATON

——
——

WEALTH




TRANSFORMED CRAB

AWESOMING UP

WHEN YOU GAIN AN
ADVANCEMENT,
YOU MAY SELECT FROM
THE FOLLOWING OPTIONS:

Add one Transformed Animal schtick
from the crab or omni packages
(provided you have its prerequisite, if
any).

Add one schtick from any of these
Martial Arts paths (provided you have
its prerequisite, if any): Death Punch,
Hundred Names, Montage, Sword,
Weapon Master, Willow, Wing Chun,
Wushu.

Add a skill you do not have from

this list, at a rating of 9: Deceit,
Detective, Driving, Gambling, Info
(any), Intrusion, Leadership, Sabotage,
Seduction.

Increase a skill value from less than 12
to 12.

Increase a skill value of 12+ by 1.

Increase your backup attack to your
main attack minus 1.




CHARACTER CONCEPT

MELODRAMATIC HOOK

Add +2 Defense before your
first shot in a sequence.

On a successful bare-handed

Martial Arts attack, you deal 1
damage and the shot cost of target’s
next attack increases by +1. The latter
effect is not cumulative with previous
Pincer attacks.

Add +2 to Martial Arts vs.
featured foes and bosses, if

your previous attack was against a
different featured foe or boss than

the one you’re attacking now.

MARTIAL ARTS

BACKUP ATTACK

Add +2 to Martial Arts and +1 to
Defense when defending a feng
shui site from attack.

GUNS 10
DEFENSE

Spend 1 Chi and 3 @
shots; gain +2 Toughness
1 until next keyframe.

KNUCKLE DEPENDENT

Subtract -2 Damage from Martial
Arts attacks you make with
weapons.

TOUGHNESS

CHI

ADDITIONAL SCHTICKS & GEAR

FIX-IT
INTIMIDATE

UNSKILLED CHECKS USE A RATING OF 7

n
13

MARKS OF DEATH ey —

ol EATH



TRANSFORMED DRAGON

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM THE FOLLOWING
OPTIONS:

Add a Transformed Animal schtick from any package
including the omni package (provided you have its
prerequisite, if any). Note: You can’t take both Extremely
Strong and Very Strong.

Add one schtick from any of these Martial Arts paths
(provided you have its prerequisite, if any): Banisher,
Death Punch, Dragon, Drunken Master, Flame, Fox, Healer,
Montage, Outlaw, Ninja, Nunchaku, Sword, Tiger, Weapon
Master, Welcoming Sky, Willow, Wing Chun, Wushu.

Add a skill you do not have from this list, at a rating of
10: Deceit, Detective, Driving, Fix-It, Gambling, Info (any),
Intimidation, Intrusion, Leadership, Medicine, Sabotage,
Seduction.

Increase a skill value from less than 12 to 12.

Increase a skill value of 12+ by 1.

Increase your backup attack to your main attack minus 1.




DRAGON

CHARACTER CONCEPT

MELODRAMATIC HOOK

Your unarmed Martial Arts
Damage is equal to the Damage
Value of the foe you’re attacking +1.

OMNICOMPETENT

‘\'
If no other PC present for the
current session has a value of 13

or more in a given skill, spend 1
Chi to gain a value of 15 in that
1 | skill until end of session.
ADDITIONAL SCHTICKS & GEAR
PORSCHE 918 SPYDER:
ACCELERATION 9 - HANDLING 7
(SQUEAL 9) - FRAME 6 (CRUNCH 8)

Spend 1 Chi to gain a schtick @

possessed by a PC whose player
is absent. When using this schtick,
you can spend your Chi in place of
any other Fortune subtype.

Each time you use a Sorcery or
Creature Powers schtick that requires

a check or expenditure, you gain
1 1 Reversion Point.

FATAL REVERSION

Your dragon form can only
survive in magical environments.

If you are reverted to dragon form in
a magic-hostile juncture, you die.

MARKS OF DEATH

MARTIAL ARTS

BACKUP ATTACK
GUNS 12

DEFENSE

TOUGHNESS

WEALTH



TWO-FISTED ARCHAEOLOGIST

AWESOMING UP

WHEN YOU GAIN AN ADVANCEMENT,
YOU MAY SELECT FROM THE FOLLOWING OPTIONS:

Add any one of these Guns schticks (provided
you have its prerequisite, if any): Bank Shot, Battle
Scavenge I-lll, Click Click Toss I-lll, Covering Fire,
Disarming Shot, Draw a Bead, Fast Draw I-1V, Flesh
Wound, Hair-Trigger Neck Hairs, Lightning Reload
-1V, Lone Wolf, Signature Weapon, Scattering Fire,
The Way the Wind Blows, Wild Grenade.

Add any one of these Driving schticks (provided

you have its prerequisite, if any): A Ride is a Ride,
Counterslam, Dazed and Contused, Floor It I-Ill,
Hightailing It, Hot Pursuit, Laying Rubber, Lightning
Speed, Objects in the Mirror, Obstacle Course, Oh No
You Don’t, Ramming Speed I-Ill, Swerve I-1ll, Tight Roll
I-1ll, Vroom!

Add a skill you do not have from this list, at a
rating of 10: Deceit, Driving, Fix-It, Gambling, Info
(any), Intimidation, Intrusion, Leadership, Sabotage,
Seduction.

Increase a skill value from less than 12 to 12.
Increase a skill value of 12+ by 1.

Increase your backup attack to your main attack
minus 1.




TWO-FISTED

ARCHAEOLOGIST

CHARACTER CONCEPT

MELODRAMATIC HOOK

Add +1 to Martial Arts

when fighting at a historic or
archaeological site, or for possession
of a historical artifact.

Spend 1 Fortune and 3 shots to
add +3 to all Difficulties for a specified
Sorcery schtick, Creature
Power, or magical relic, until
end of the fight.

MARTIAL ARTS

BACKUP ATTACK

DOGGED —
Gain a bonus to Toughness WHIP MASTER 1

equal to your Impairment. At the beginning of a sequence,
if you are fighting with a whip,

choose to gain either +1 Martial Arts

ADDITIONAL SCHTICKS & GEAR or +1 Defense until end of sequence.

Martial Arts bonus increases to +2 TOUGHNESS

for stunts. You lose the bonus if you
switch to another weapon.

@

DEFENSE

O — FORTUNE
DETECTIVE n
INFO: HISTORY 15

WHIP 10*/3/-

SMITH &
WESSON Mi917 | 107276

——

: ' :
MARKS OF DEATH ey —

*IN ANYONE ELSE'S HANDS WEALTH
YOUR WHIP ONLY DOES 8 DAMAGE. WORKING STIFF




BUTT. KICKING OF

FAST AND FURIOUS

?8\



WHEN INSPIRATION FLAGS

Feng Shui 1 suggested imposing a penalty on players who can't think of cool descriptions for their attacks and
just say “I hit him” again and again. In actual play, almost everyone quickly learns to dream up striking narrative
snippets, and almost everyone occasionally runs out of ideas. It’s better to keep the fight moving than to put a
player on the spot. “I blast him,” sometimes suffices perfectly, especially as a fight enters its third or later sequence.

GMs can help players struggling with the game’s narrative demands by taking over some of the narration for
them, especially in the case of high (4+) Outcomes.




NAMED CHARACTERS

PCs, supporting characters, bosses, and featured
foes are collectively called named characters. We
use this term when detailing rules that apply to all
of them but not to mooks.

RUNNING FIGHTS




In the wildly unlikely event that
ﬂ somebody complains that this
gives an advantage to players
who habitually sit on one side of
the room, use die rolls to assign

seating order randomly at the beginning of
each session.

SAMPLE 3-SHOT ACTIONS

In three shots you can:

* Try to hit an opponent using any attack ability.
* Pick up an object.
* Reload an submachine gun.

* Run full-out, traveling twice your Speed in meters.

ARRIVING MID-SEQUENCE

If your character is not close enough to the fight to take part in it right away, but is likely to arrive soon, check
Initiative anyway. The GM assesses you a shot penalty. Subtract this from your result to get your starting shot.

GMs, assess penalties with a generosity more cinematic than realistic. Sure, the characters are several floors

away from the fight, but it’s less fun if they can’t take part, and the PCs who are present are getting pasted
because they’re outnumbered.

A delay of 6 shots feels like they’re arriving late without being unduly punitive.




.oll—
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17 (15

THE SHOT COUNTER: Te shot counter is a terrific aid for tracking the action sequence in your Feng
Shui 2 game. Both heroes and their opposition track simply put their tokens on their starting shot from the
Initiative check (see page 100), then count down the shot cost of their actions. Keyframes can be marked with
appropriate tokens as well. You can find a large version of this Shot Counter on page 348.

Without this wrinkle, everyone
JE‘L. would get free Dodges (see
below) during the last 3 shots of

a sequence. Thus we eliminate an

exploit that made everyone feel
weird in Feng Shui 1, even as they milked it
for all it was worth.




HITTING YOUR
OPPONENT













MARKS OF DEATH
BETWEEN FIGHTS

Once you pass a Death Check, you lose all Marks
of Death.

In a few odd cases, mostly connected to foe abilities,
you might gain a Mark of Death outside of combat.
These Marks remain with you until your next Death
Check, even when you reduce your Wound Points
to 0 in the meantime.

If such a Mark of Death later causes you to bite it,
describe an old injury horribly reasserting itself and
bringing about your sad demise.




WEAPON DAMAGE

DAMAGE

ATTACK/WEAPON TYPE VALUE

Martial Arts

Unarmed (includes

judo-style throws)

Knife, tonfa, nunchaku,

blackjack, pistol butt

O

Staff, club, machete

Spear, sword, absurdly large
improvised weapont

[EN
o

Throwing star/shuriken

Thrown dagger

Thrown found object

(@)

‘Thrown found object, heavy
Guns

Arrow, crossbow bolt

AS S O RT E D Small handgun (.22)
FIGHTI NG RU LES Medium handgun (.38)

Big handgun (9 mm/.45) 10
Really big handgun (.357/.44) 11
BFG (.50) 12

Hunting shotgun 10
Combat shotgun 13 1=
Medium rifle (5.56 mm) 139
Heavy rifle (7.62 mm) 1322

=== Damage Value is 14 for pump action shotguns

if you spend a shot to dramatically go “KA-CHINK!”
+1 to attacks vs. mooks. M +2 to attacks vs. mooks.

T Must have the schticks Strong or Very Strong to wield.




OTHER SOURCE OF INJURY

INJURIOUS SITUATION DAMAGE CHECK TO AVOID
Hit by a cruising Chevette Defense
Hit by a cab Defense
Hit by a speeding bus Defense

Falling one story Defense

Falling two stories Defense

Falling four stories Defense

Falling five stories Defense

Falling ten stories Defense

Falling twenty stories Defense

Falling forty stories Defense

Bumpy crash landing in plane, copter, etc. Defense

In completely destroyed plane, copter etc. when it crashes Defense

Inside car, truck or other ground vehicle when it crashes

(outside of a chase) Defense

Soaked in gasoline and set on fire Defense

Drowning Defense

Having a crate dropped on you Defense

Having a support beam fall on you Defense

Having stone temple ceiling fall on you Defense

Being thrown through a plate glass window Defense

Thrown from a speeding vehicle Defense

Hit by helicopter rotors Defense

Grenade/dynamite stick, point blank range Defense

Grenade/dynamite stick, close by Defense

In middle of big explosion Defense

Less than 3 m from center of big explosion Defense

More than 3 m away from big explosion Defense

Mild poison Constitution

Strong poison Constitution

Extremely toxic poison Constitution

* Damage is inflicted each sequence for as long as the condition lasts. ** Damage doubles each sequence for as long as the condition lasts.

RANGE DIFFICULTY TABLE

DIFFICULTY

DESCRIPTION  RANGE MODIFIER

Short
Medium
Long

Extreme










3
@

ARMOR

TYPE THUNK POP-BACK INITIATIVE PENALTY APPLIES TO
Light vest 35 -1 Guns
Heavy vest 35 -2 Guns

Police shell 25 Guns
Military shell Guns/Martial Arts

ADVERSE CONDITIONS

Darkness/Smoke/
Obscured Vision

High Winds +1

Snow +1

+2

Extreme Heat +2
Confined Space +2

Torrential Rain +2

Toxic Fumes +2

ADVERSE CONDITION IMMUNITY BONUS




SKILLS TO PAY THE BILLS

SKILLS
GAMBLING n

INFO: SMITHING & METALLURGY 14
INTRUSION 13

INTERPRETING SKILLS




SKILL COMPONENTS

CONTACT BASE DIFFICULTY

CONTACT'S LIKELY
USEFULNESS

Background color only 10

DIFFICULTY

Helps move the story along* 7

Provides some other significant

benefit

*If the contact is the only way to move the story forward,
no check is required. The character succeeds in reaching her.

11-13




ATTACKS AS SKILLS

Although they aren’t skills, you can use your attacks as if zhey were skills to call on a body of knowledge and a
list of contacts.

*  Guns: You can spout information about guns all the livelong day. This includes their specifications, history,
and the business profiles of their manufacturers. You can call on gun dealers, trainers, hobbyists, lobbyists,
firing range owners, and journalists who work for firearms magazines.

*  Martial Arts: You know the lore of your own martial arts school as if it was mercilessly drilled into you as
a young trainee... which it was. You've heard of any other prominent school and the great practitioners of
the past and present. Your contact list may consist merely of stray scraps of paper, but you can reach out to
sifus, students, match organizers, and the sportswriters who cover their events.

* Sorcery: You can reel off the minutiae of your own magical tradition. Later research has perhaps given you
a nodding acquaintance with other ways of wielding occult power. You know other magicians and their
students, along with various hangers-on drawn to the clandestine sorcerous scene. When you need to buy
a magical ingredient, implement or tome, you can find someone to sell it to you.

 Creature: You know the supernatural rules that govern your existence, and can identify other common and
not-so-common types of magical entity. You can find the lairs of certain other creatures, friendly and not.
You are familiar with the reputations and careers of famous monsters. Similarly, you are aware of legends
and rumors surrounding notorious magic cops and exorcist monks. Though you don’t have all of the
creature powers, you have heard of them, along with other schticks that hose you and your kind. You
know the locations of haunted places and other locations amenable to supernatural creatures. You know a
number of sorcerers, some of whom you hate bitterly for summoning and controlling you. Over the years
you have encountered other supernatural creatures and ghosts, some of whom you can locate, in a pinch.

e Mutant: Knowledge has gone to hell in the Future Juncture, and people haven't figured much out about
mutations yet. So maybe you're behind the curve on the knowledge side. But you've met a number of other
mutants and can find their last locations, at least, in the post-catastrophic badlands.

To access any of these advantages, make a check with your relevant Attack as your Action Value.




SKILL LIST

DECEIT
PHYSICAL ABILITY

KNOWLEDGE

CONTACTS

SENSING DECEIT

You can sense when someone is trying to pull the wool over
your eyes by making Detective or Police Checks with a
Difficulty based on character type, as per this table:

TYPE DIFFICULTY

Mook 7
Supporting Character 7
Featured Foe 9
Boss 10
Other hero w/o Deceit skill 10
Other hero with Deceit skill Deceit AV
Uber-Boss 12

The GM can assign foes different Difficulty ratings when
story logic demands it. GMs, keep this a rare intervention.

Generally you can only tell that the character is not being
straight with you. On a boxcars success you get a strong,
reliable hunch as to the real truth.

Some people are terrible liars. If the GM plays a
character as blatantly shifty, you don’t need to make a check
to interpret that.

DETECTIVE

PHYSICAL ABILITY

KNOWLEDGE

CONTACTS

DRIVING
PHYSICAL ABILITY




KNOWLEDGE

CONTACTS

FIX-IT

PHYSICAL ABILITY
KNOWLEDGE




CONTACTS

KNOWLEDGE

GAMBLING
PHYSICAL ABILITY

CONTACTS

INFO




TYPE DIFFICULTY
Mook Special
Supporting Character

Featured Foe
Boss

Uber-Boss

KNOWLEDGE
CONTACTS
KNOWLEDGE
CONTACTS
INTIMIDATION INTRUSION

PHYSICAL ABILITY PHYSICAL ABILITY




KNOWLEDGE

CONTACTS

LEADERSHIP
PHYSICAL ABILITY

KNOWLEDGE

CONTACTS

MEDICINE
PHYSICAL ABILITY

KNOWLEDGE

CONTACTS

POLICE
PHYSICAL ABILITY




KNOWLEDGE

CONTACTS

SABOTAGE
PHYSICAL ABILITY

KNOWLEDGE

CONTACTS

SEDUCTION
PHYSICAL ABILITY

KNOWLEDGE

CONTACTS




GUNS, GUNS,
AND ALSO, GUNS

BUT BEFORE WE START




GUN SCHTICKS

BACK FOR SECONDS

BAG FULL OF GUNS I

BAG FULL OF GUNS II

BAG FULL OF GUNS III

BAG FULL OF GUNS IV

BANK SHOT

BATTLE SCAVENGE I

BATTLE SCAVENGE II

BATTLE SCAVENGE III




BLAM BLAM EPIGRAM

BLOODY BUT UNBOWED

BLOODY BUT UNBOWED II

BLOODY BUT UNBOWED III

BOTH GUNS BLAZING I

BOTH GUNS BLAZING II

BOTH GUNS BLAZING III

+X IS A POSITIVE THINKER

If a schtick does not specify what the value of X is,
the user of the schtick gets to choose.

X must always exceed 0.

Math geeks may enjoy figuring out why we had to
specify this.

BOTH GUNS BLAZING IV

BOTH GUNS BLAZING V

BULLET TIME

CARNIVAL OF CARNAGE I

CARNIVAL OF CARNAGE II

CARNIVAL OF CARNAGE III

CARNIVAL OF CARNAGE IV

CLICK CLICK TOSS 1

CLICK CLICK TOSS II




CLICK CLICK TOSS III

COVERING FIRE

DISARMING SHOT

EAGLE EYE

FAST DRAW I

FAST DRAW II

FAST DRAW III

FAST DRAW 1V

FIRM GRIP

FLESH WOUND

FOR THE SQUAD

HAIR-TRIGGER NECK HAIRS

LIGHTNING RELOAD I

LIGHTNING RELOAD II

LIGHTNING RELOAD III

LIGHTNING RELOAD 1V

LONE WOLF

MOCKING ARROW

REACTIVE FIRE

SIGNATURE WEAPON

SCATTERING FIRE

SHAKE IT OFF

SHOWY ARROW I




SHOWY ARROW II

SHOWY ARROW III

SMOKE ARROW

STOP RIGHT THERE!

SOUL OF THE SNIPER

TAKE THE SHOT

TIME-TESTED TECH I

TIME-TESTED TECH II

TIME-TESTED TECH III

TIME-TESTED TECH IV

TRICK ARROW
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THE WAY THE WIND BLOWS WEAPON DAMAGE ,\
ATTACK/WEAPON TYPE D\é‘mféE (07

VENGEFUL ARROW Arrow, crossbow bolt

Small handgun (.22)
Medium handgun (.38)

Big handgun (9 mm/.45)
Really big handgun (.357/.44)
BFG (.50) 12

N}

o

WILD GRENADE

Hunting shotgun 10
Combat shotgun 13 1=
Medium rifle (5.56 mm) 3%

GUN STATISTICS Heavy rifle (7.62 mm) 1322

+1 to attacks vs. mooks. w +2 to attacks vs. mooks.
T Must have the schticks Strong or Very Strong to wield.

CONCEALMENT VALUES

CONCEALMENT

RATING ITEM TYPE

Any pistol or revolver
under 12 cm barrel length
and 680 g weight, any clip

for an autoloading pistol

Concealment: 1

Any pistol or revolver
under 15 cm barrel length
and 1.1 kg weight, any
clip for a machine pistol,
any magazine for a rifle or
machine gun

Concealment: 2

Any gun under 38 cm
Concealment: 3 overall length (stock

folded) and 3 kg weight

Any other rifle, shotgun,

Concealment: 5 .
submachine gun

RELOAD VALUES

CAPACITY

(IN ROUNDS) RELOAD




FIREARMS RELOAD COSTS

COST

FIREARM TYPE
Autoloader handgun
Rifle, submachinegun

Revolver

Shotgun

Past Juncture firearms




HIDING WEAPONS
TYPE DIFFICULTY

Mook
Supporting Character

Featured Foe

Boss
Uber-boss
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FOR THE GUNS




ANCIENT
BOW AND ARROW 7/5/-
PAST
BLACK POWDER PISTOL 7/3/6
CROSSBOW 7/4/6
MUSKET 8/5/6
MODERN

AUTOLOADER HANDGUNS

AMERICAN DERRINGER
MINI-COP n/7e

AMT AUTOMAG V 12/3/5

AUTO-ORDNANCE PIT BULL  10/1/4

BERETTA 92FS CENTURION 10/2/3

BERETTA MODEL 21 BOBCAT 8/1/4

BERETTA MODEL

950BS JET FIRE 8/1/4
BERETTA M9 10/2/3
BROWNING HI-POWER 10/2/3

COLT DELTA ELITE
MKIV SERIES 80 1/2/4

COLT 380 GOV'T POCKETLITE 8/1/4

COLT 191A 10/2/4

CL75B 10/1/3

DESERT EAGLE .357 MAGNUM 11/3/3




AUTOLOADERS

REVOLVERS

SUBMACHINE GUNS

SHOTGUNS

RIFLES




DESERT EAGLE .S0AE 12/3/4

E.T. "SERIES ONE LASERAIM"  11/3/3

GLOCK 17 10/1/3
GLOCK 18 10/1/3; 10/21
GRENDEL P-12 YAVES
GRENDEL P-30 8/1/1
HECKLER & KOCH P7 10/2/4

HECKLER & KOCH HK45C 10/2/3

KAHR K9 10/1/4

INTRATEC TEC-9

INTRATEC TEC-22

KIMBER SOLO CARRY

LLAMA LARGE FRAME

MAKAROV

NORINCO TYPE M1911

NORINCO TOKAREV

RUGER P89

SIG-SAUER P-220

10/3/1

8/2/1

10/1/6

10/2/4

10/2/4

10/3/4

10/2/4

10/2/3

10/2/4




SMITH & WESSON
2213 SPORTSMAN

SMITH & WESSON 3566

SMITH & WESSON SIGMA

WALTHER P-5 COMPACT

WALTHER PPK

REVOLVERS

CHIAPPA RHINO

COLT DETECTIVE SPECIAL

COLT KING COBRA

8/1/4

1/3/3

10/1/3

10/1/4

9/1/5

12/3/5

YAVE

11/3/5

ROSSI MODEL 515 8/2/4

ROSSI MODEL 851 9/2/5

S&W MODEL 19
COMBAT MAGNUM 1/2/5

SMITH & WESSON
MODEL 500 12/3/5

TAURUS MODEL 85 9/2/5

TARGET PISTOL

THOMPSON CENTER
ARMS CONTENDER 12/3/6




SUBMACHINE GUNS

BERETTA M12

FN P90

COLT Mb6351

HECHLER & KOCH MP5S

HECKLER & KOCH MP5 K

10/5/6

13/5/6

10/5/1

10/5/1

10/3/1

HECKLER & KOCH
MPS POLICE

HECKLER & KOCH MP7

HECKLER & KOCH UMP

MP40

M3

MINI UZI

RUGER MP9

TDI VECTOR

THOMPSON MI1A1

11751

12/5/1

11/51

10/5/1

10/5/1

10/3/1

10/3/1

11/5/2

10/5/1




U1l

10741

SHOTGUNS

AMSEL STRIKER

BENELLI 121

BENELLI 90 M3

BERETTA 1201 RIOT

BERNADELLI

13/4/3

13/5/4 ==

13/5/4 ==

13/5/5

13/5/3 =

FRANCHI SPAS-12 13/5/4 ==

MOSSBERG SPECIAL
PURPOSE 13/5/4 N

REMINGTON 870 POLICE 13/5/4 ==

RUGER RED LABEL 10/5/6

WINCHESTER MODEL
1300 MARINE 13/5/4 1=

RIFLES

AK-47 13/5/1 22

AK-74 13/5/1 @
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K2 13/4/1 @
®
WINCHESTER MODEL 70 12/5/5 e
FN F2000 13/5/1 @
M16 13/5/1 @
M14 13/5/2 2
SVD DRAGUNOV 13/5/3
FUTURE WEAPONS
UNIDENTIFIABLE WEAPON STATISTICS
Autoloader 10/2/4
TAVOR TAR-21 13/5/1 2 Revolver 9/2/5

Submachine Gun 10/5/1

Shotgun 13/5/3 1=
Rifle 13/5/1




THE MYSTICAL PROFUNDITY
OF FIST IN FACE

FU PATHS




OTHER SCHOOLS, OTHER BRUISES

If you've played Feng Shui 2 before, as a Martial Artist or Old Master, and want to mess with your favorite
archetype now that you're playing it again, you might swap out the path given with the type for another
provided here. Clear your choices with your GM. Your character won’t be as roadtested as the mainline
archetype and may require adjustment on the fly to make it as much fun to play as the core versions.

PATH OF THE BANISHER
BLUNT THE CRANE'S BEAK

STAVE OFF MONKEY

SLOW THE TIGER

CHOP THE WILLOW

THWART THE DRAGON

PATH OF THE DEATH PUNCH
HANDS WITHOUT SHADOW

LIGHTNING FIST

DIM MAK

PATH OF THE DRAGON
BITE OF THE DRAGON

BREATH OF THE DRAGON

CLAW OF THE DRAGON

5




BEARD OF THE DRAGON

SPASMODIC LEAP
TAIL OF THE DRAGON

PATH OF FLAME

PATH OF FIRE STRIKE
THE DRUNKEN MASTER

DRUNKEN STANCE

STOKE THE FIRE BONUS
THE ESOTERIC ART SONUS
OF SPEED-DRINKING FIRE STANCE
DRUNKEN MASTER BONUS
FIRE FIST
DRUNKEN FIST
FIRE CLOAK

WILY STUPOR

ABERRANT SPASM




HUNGRY FIRE

PATH OF THE FOX
THE FOX'S RETREAT

EYES OF THE FOX

LAUGHTER OF THE FOX

VENGEANCE OF THE FOX

LUCK OF THE FOX

CONTRACT OF THE FOX

PATH OF THE HEALER
CORNERS OF THE MOUTH

FLOW RESTORATION BONUS

HEALING CHI

HEALING PETALS

THE POWER OF LOVE

PRESSURE BLOCK

POINT BLOCKAGE




|

PATH OF PATH OF THE MONTAGE
THE HUNDRED NAMES FLESH WOUND

BLOODY BUT UNBOWED I

BLOODY BUT UNBOWED II
LONE WOLF

BLOODY BUT UNBOWED III
TRAINING SEQUENCE I

HUMBLE FURY TRAINING SEQUENCE II

UNDERDOG TRIUMPHANT

PATH OF THE NINJA
FRIEND OF DARKNESS

RISE IN SLOW MOTION



DARK'S SOFT WHISPER

CATLIKE TREAD

PANTHER POUNCE

BLADE OF DARKNESS

GATHERING THE DARKNESS

STRIKE FROM DARKNESS

SHELTER OF DARKNESS

BONUS

PATH OF THE NUNCHAKU
WHIRL OF FURY

BLUR OF RAGE

CYCLONE OF WOOD AND CHAIN

RAIN OF PAIN

NUNCHAKU NUNCHAKU NUNCHAKU

PATH OF THE OUTLAW
RISE OF THE DOWNTRODDEN

NO-O-0-0-0O!!




SHIELD OF THE UNDERDOG

RALLY THE SHATTERED

TURN THE TABLES

PATH OF THE SWORD
BLOODED BLADE

BACKSLASH

BULLET DEFLECTION

HOLD THEM AT BAY

WATER SWORD

FLASHING KATANA

LETHAL STRIKE

PATH OF THE TIGER
CLAW OF THE TIGER

TIGER STANCE

UNYIELDING TIGER STANCE

VENGEANCE OF THE TIGER

LEAP OF THE TIGER

PATH OF THE
WEAPON MASTER
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CONCEALING MARTIAL ARTS WEAPONS

Perhaps oddly, situations where martial artists endure weapons checks occur less often than for gun-wielding

heroes. When it matters, Concealment values for handheld weapons are as follows: Staft 7, Spear 6, Sword 5,
Machete 4, Nunchaku 3, Knife 1, Throwing Star 0, Dart 0.

SIGNATURE WEAPON AERIAL PUSHAWAY

OMINOUS FLUTTER

VERSATILE MASTER
FLYING WINDMILL KICK

SPEAR PUSH

SHADOWEFIST
FORCEFUL DART

MESMERIZING DART

PATH OF THE
WELCOMING SKY

PRODIGIOUS LEAP PATH OF THE WILLOW
WILLOW STEP




KING ON THE WATER BONUS

WALK OF A THOUSAND STEPS

RUSTLING LEAVES

ENFORCED TRANQUILITY

NATURAL ORDER

PATH OF WING CHUN
HAMMER PUNCH

ONE-INCH PUNCH BONUS

BACK LEG KICK

TARGET THE CORE

TRAPPING HANDS

FLOWING STRIKES

PATH OF WUSHU
HORSE STANCE

CRANE STANCE

THE FOUR-SIX STANCE

UNICORN STANCE

MANTIS STANCE




NO CLEAN GETAWAYS

Car nuts among you should note that the game takes the same liberties with vehicles as it
f& does with guns. Feng Shui models the way movies depict cars, simplifies stuff, uses terms like
“acceleration” kinda imprecisely and hey look over there, is that the new Alfa Romeo?

VEHICLE CHASES



















DRIVING SCHTICKS

ARMOR PLATED

COUNTERSLAM 1

COUNTERSLAM 1I




COUNTERSLAM III

CUSTOM RIDE

DAZED AND CONTUSED

FLOORIT I

FLOORIT II

FLOOR IT III

HIGHTAILING IT

HOLD ON TIGHT I

HOLD ON TIGHT II

HOLD ON TIGHT III

HOT PURSUIT

I JUST PAINTED THAT

LAYING RUBBER

LIGHTNING SPEED

OBJECTS IN THE MIRROR

OBSTACLE COURSE

OH NO YOU DON'T

A RIDE IS A RIDE

RAM SPEED I

RAM SPEED II

RAM SPEED III

SWERVE 1

SWERVE II

SWERVE III

TAKES A LICKING




TARMAC WARRIOR

TIGHT ROLL 1 GROUND VEHICLES

MOTORCYCLE
ACCELERATION ~ HANDLING FRAME

@

TIGHT ROLL II

TIGHT ROLL III

SNOWMOBILE
TOOLS OF THE TRADE ACCELERATION  HANDLING FRAME
VROOM! HORSE

ACCELERATION  HANDLING FRAME

®
FOOT PURSUIT

VEHICLE STATS

FAMILY SEDAN
ACCELERATION ~ HANDLING FRAME

@




COMPACT CAR SPORT COMPACT (AKA HOT HATCH)
ACCELERATION ~ HANDLING FRAME ACCELERATION ~ HANDLING FRAME

VEHICLE TABLE

VEHICLE ACCELERATION HANDLING SQUEAL FRAME CRUNCH
Personal Land Vehicles
Motorcycle

Snowmobile

Horse
Ground Vehicles
Family Sedan

Compact Car

Sport Utility Vehicle, Civilian

Sport Utility Vehicle, Security
Pickup Truck

Luxury Sedan

Cop Car

Muscle Car

Sports Car

Jeep, Civilian

Jeep, Military

Armored Army Vehicle
Armored Jalopy

Panel Van

Panel Truck

Eighteen Wheeler
Junker Car

Junker Pickup Truck
Vintage Van

Tank

N (V[N ©O| 0| 0|00 ([NVN|IN|ON| NN | N[NV

Winjnnjfnnjnnicn|vn|vV|VN V|V || |||V
LLQiunnunaocjlnninfvnfVN VNNV [N || X IN|N N[NNI |

—_
[\S)

Water Vehicles
Personal Watercraft

Cigarette Boat

Powerboat

Coast Guard Interceptor
Aircraft

Jammerpack

Light Sport Aircraft
Small Plane
Cropduster

Helicopter

Assault Helicopter
Fighter Jet




PICKUP TRUCK

ACCELERATION HANDLING FRAME
SPORTS CAR
ACCELERATION HANDLING FRAME
LUXURY SEDAN
ACCELERATION HANDLING FRAME
JEEP
ACCELERATION HANDLING FRAME
COP CAR
ACCELERATION HANDLING FRAME ARMORED ARMY VEHICLE
ACCELERATION HANDLING FRAME
ARMORED JALOPY
SPORT UTILITY VEHICLE, CIVILIAN ACCELERATION  HANDLING FRAME
ACCELERATION HANDLING FRAME

PANEL VAN
SPORTS UTILITY VEHICLE, SECURITY ACCELERATION  HANDLING FRAME
ACCELERATION HANDLING FRAME

PANEL TRUCK

ACCELERATION HANDLING FRAME
MUSCLE CAR
ACCELERATION HANDLING FRAME ElGHTEEN-WHEELER

ACCELERATION HANDLING FRAME




JUNKER CAR
ACCELERATION ~ HANDLING FRAME

POWERBOAT
ACCELERATION  HANDLING FRAME

JUNKER PICKUP TRUCK

ACCELERATION  HANDLING FRAME
COAST GUARD INTERCEPTOR
ACCELERATION  HANDLING FRAME
VINTAGE VAN
ACCELERATION  HANDLING FRAME
AIRCRAFT
JAMMERPACK
ACCELERATION  HANDLING FRAME
TANK
ACCELERATION  HANDLING FRAME @

LIGHT SPORT AIRCRAFT
ACCELERATION  HANDLING FRAME
WATER VEHICLES
PERSONAL WATERCRAFT
ACCELERATION  HANDLING FRAME

SMALL PLANE
@ ACCELERATION ~ HANDLING FRAME

CIGARETTE BOAT
ACCELERATION  HANDLING FRAME
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CROPDUSTER
ACCELERATION HANDLING FRAME
Wondering  if  their higher
HELICOPTER Acceleration means that assault
ACCELERATION  HANDLING FRAME 'él helicopters are faster than fighter
ﬂg jets in Feng Shui? Fear not. It
means that assault helicopters
usually show up at the top of a
fight scene, or during a big shift within a
fight in progress. This is what we in the game
design business call a crucial distinction.
ASSAULT HELICOPTER FIGHTER JET
ACCELERATION HANDLING FRAME ACCELERATION HANDLING FRAME
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SORCERY-NOT JUST FO
UNUCHS ANYMOR
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DESCRIBING SPELLCASTING

BASIC SORCERY RULES




SORCEROUS TINKERING

If you've played Feng Shui 2 before, as a sorcerer, and
want to mess with the archetype now that you’re
playing one again, you might swap out some of the
starting schticks with those given below. You can't
swap out your Chi Blast attack, but may swap other
schticks for one or more additional blasts. Clear
your choices with your GM. Your character won't
be as roadtested as the mainline archetype and may
require adjustment on the fly to make it as much
fun to play as the core version.

JUNCTURES & MAGIC FLOW
JUNCTURE  DISPOSITION TO MAGIC




CONJURED BLADE

DISINTEGRATION

SCHTICKS

BLAST

CHI BLAST

W,

SN

FOGGY TENDRIL




FLYING WEAPON

ICE BLAST

(R

LIGHTNING BLAST

DIVINATION

ALLEGIANCE

ASSESSMENT

ZNC

Y

BULLSEYE

W,

N

5

ELEVATED SENSES

S

=,

=
=

K

s

EXPOSURE

FIGHT FINDER

PN

%
(R

GHOST SENSE




PREDICTION

REVELATION

=,

TRUTHSEEK

WARNING

FERTILITY

BEND FATE




DOOM BOON SUPERIOR EVASION

YIN TO YANG

WIDEN THE CIRCLE

QUID TO QUO

RADIANT GRANT




BREW ANTIDOTE HEAL VEHICLE

a\m}%

AN

i
s

s

SHARED BOUNTY

HEALING OBJECTS
OBJECT DIFFICULTY VITAMIN S

Book or paper document

=
o

Computing device
Door

Gun

Hut

Martial arts weapon

I

—_
o

INFLUENCE

[\
o

Office tower

—_
9,1

Small house

BONUS SCHTICK: IMMORTALITY

'The quest for immortality occupies a central position in Chinese magical lore.

Spend 5 Magic to reverse a year’s worth of aging in any target. If spent in the second half of a game
session, your Magic does not reset at the beginning of the next session.

Most often used as an inducement to get powerful, elderly people — sometimes kept alive only by such magics
— to aid you.

Bonus: Chinese mythology inextricably associates sorcery with the pursuit of immortality. Boss sorcerers’ evil
Y 234 Y y p

schemes may revolve around cracking its secrets. It’s not much use to action movie heroes, though. Accordingly,

you get this schtick for free the first time you acquire another Heal schtick while Awesoming Up.




ILLUSION

BRAIN FORTRESS

PN
%

MIND CONTROL

Wy,

GREED POTION

SN

OVERRIDE WILL




SPATIAL CONFUSION

SR

o

MOVEMENT

ALTRUISTIC SWITCHEROO

FLIGHT

MUSCULAR INFUSION

AW
r(;'; P i ))
(({“'

REMOTE MANIPULATION

«\}))
((Q\\v-

SLOWDOWN

AN

SR

=
b

SUMMONING

BANISHMENT

.

=
D

AN

CORRUPTION

.

e
>

AN

DEMON SPOOR EXTRACT

SR

=
b

AN

ECHOES OF THE PAST

o

W,

=
e




EXORCISM PURIFICATION

SUSTAINED DOMINATION

QUICK DOMINATION




LEST BEASTS WE BECOM

BASIC CREATURE STUFF
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JUNCTURES & MAGIC FLOW

DISPOSITION

JUNCTURE 7O MAGIC

Ancient Friendly

Past Hostile
Contemporary Hostile
Future Neutral
Netherworld Friendly

BLOOD DRAIN

BORN IN A CAGE

CORDED MUSCULATURE

CREATURE SCHTICKS

COURTIER OF THE YAMA KINGS

ARCANE BATTERY
DEATH RESISTANCE I

AMPHIBIAN DEATH RESISTANCE 1I
BLAST DEATH RESISTANCE III

DEMON PUNCH




DESERTER FROM
THE HELL OF FLAYING

EMIT SMOKESCREEN

EMPATHIC RAGE

EXILE FROM THE HELL
OF DISMEMBERMENT

FLASHBACK FROM
THE HELL OF KNIVES

FLIGHT

FOUL SPEW

GOLDENHEART MONSTER

INEVITABLE COMEBACK

INSUBSTANTIAL




MEMORY DRAIN

MIMICRY

MONSTROUS FOOT STOMP

NATURAL WEAPON

NIGHT DWELLER

RAGE AGAINST MACHINES

REGENERATION 1

REGENERATION II

REGENERATION III

REGENERATION 1V

SCHOOLED IN
THE HELL OF PIERCING

STEEL HIDE

TRANSFORMATION I

TRANSFORMATION II

VENOM SAC




FORMER ANIMALS
ANONYMOUS

FORM DETERMINES FUNCTION







As youve seen, the Reversion
4.%(‘ system is pretty forgiving. Reversion
remains something you have to
worry about in the back of your
mind, and are periodically reminded

of, rather than a factor likely to end your hero’s
career after a brief few sessions.

OMNI SCHTICKS

HIDE KINSHIP

HUMAN ESSENCE

KINSHIP

MAGIC DRAIN

MANTLE OF RULE

SPEAR OF ASCENSION

SPIRIT SHIELD

SUBMIT TO THE HUNT

TEAR OF DESTINY

TURN OF THE WHEEL

TWIST OF THE CLAW

VENGEANCE OF THE WHEEL




FORM-SPECIFIC
SCHTICKS

BEAR
APEX PREDATOR

BELLOW

CLAW

DETERMINATION

FORTITUDE

IRON GUT

PERSEVERANCE

RAGE

SLAP

VERY STRONG

CRAB
CRUSTY DEFENDER

FAST

PINCER I

PINCER II

PROSPERITY OF THE CRAB

SCUTTLE

SHELL I

SHELL II

SHELL III

STALKY EYES

STUBBORN




ofpg 1

@ MINI-ARCHETYPES

Schticks for animal forms other than the dragon and crab appear in this book because the Transformed
Dragon can use them.

Full-fledged archetypes for other animal types may follow later. Note: we accept bribes.

In the meantime, use the statistics in the accompanying table to cobble together quick ‘n dirty transformed
animal mini-archetypes. Each starts play with 5 schticks, which can be drawn from:

* omni transformed animal schticks, above (maximum 4).
* their animal type schticks, below (maximum 5, minimum 2).
* gun schticks (maximum 1).

* fu schticks from the paths Healer, Outlaw, Montage, Nunchaku, Weapon Master, Wing Chun, Wushu

(maximum 1).

Each gets the primary skill listed in the chart at 13, the specified Info skill at 13, and a skill of the player’s
choice at 12.

Player decides whether the hero’s primary attack is Guns or Martial Arts. (Most schticks augment Martial
Arts, making that the best bet.) The character gets the other of those attacks as a backup attack, with an AV
one less than the main attack.

Start play with any two weapons.

Be aware that you're taking a character that hasn't been tested and fine-tuned to make it as much fun to play
as the core archetypes. You might need to bring extra descriptive bravura to the table to compensate for a lack
of mechanical flair.

ARCHETYPE ATTACK DEFENSE TOUGHNESS CHI SPEED PRIMARY SKILL INFO SKILL

Bear 14 13 8 6 7 Intimidation Food
Elephant 14 13 8 7 6 Leadership Travel
Fox 13 14 6 7 8 Deceit Music
Monkey 13 14 6 7 8 Deceit Sports
Snake 14 13 7 6 8 Seduction Fashion
Scorpion 14 13 7 7 7 Sabotage Toxicology
Spider 14 13 7 6 8 Fix-It Architecture
Tortoise 13 13 8 8 6 Medicine Philosophy

DRAGON
BORDERLINE PSYCHOPATH
LUCK OF THE DRAGON

INNATE SUPERIORITY
OMNICOMPETENT

LIGHTNING RESPONSE

PRETERNATURALLY AWARE




QUICK STUDY

ROBUST HEALTH

SELF-SURE

VERY STRONG

ELEPHANT
ELEPHANT WALK

EXTREMELY STRONG

HERD INSTINCT

HOLD THEM OFF

NEVER FORGET

SHOULDER THE BRUNT

TOUGH HIDE

TRAMPLE

TRUMPET

WIDE FRAME

FOX
ADAPTIVE

ELUSIVE

EMBEZZLE

FLEET

FORTUNE OF THE FOX

HENHOUSE PROWL

SCAMPER

TRICKSY




VERY CLEVER

LIGZAG

MONKEY
BOUNCE

DIVERSION

FAST

LIME IN THE COCONUT

LUCK OF THE MONKEY

MONKEY KING

SCAMPER

TRICKSY

THROW

YOU SCRATCH MY BACK

SNAKE
COILED STRIKE

CONSTRICT

FAST

RATTLE

RIVETING GAZE

SERPENT'S TOOTH

SHED SKIN I

SHED SKIN II




SCORPION
HARDY

HYPNOTIC SIDLING

POISON SAC

SCUTTLE

STILLNESS

SLOWING STRIKE

STING

SUDDEN JAB




SURPRISE

SPIDER
CHI WEAVER

HOUSE PROUD

LAIR DWELLER

LEAP

POUNCE

SCUTTLE

TOXIC STRIKE

TINGLE

WEB

TORTOISE
REBUKE

REFLECT

SLOW BUT STEADY

SHELL I

SHELL II

SHELL III

WAIT FOR AN OPENING

WISDOM




DNA = DAMN NEAR ANYTHING

FREAKING OUT




FREAKOUT ILL EFFECTS BRAIN BLEED

DIE ROLL ILL EFFECT

False Target. As a 0-shot interrupt,
make your best ranged attack
against the distant ally with the
highest Wound Point total. In the
event of a Wound Point tie, or a lack
of distant allies, choose the hero to
be targeted.

Healing Pulse. The foe with the BERSERK RAGE
highest Wound Point total heals 7
Wound Points.

I11 Opportunity. The next foe in the
shot order makes an attack against BLINKSHIFTER
one of your allies, as chosen by the

GM, at a shot cost of 0.

Muscle Spasm. As a 0-shot
interrupt, make your best close
attack against the nearby ally with
the highest Wound Point total. In
the event of a Wound Point tie, or
lack of close allies, choose between

candidates yourself. CAMOUFLAGE

Rage Stimulant. An enemy of
the GM’s choice makes an attack
against you, at a shot cost of 0.

Stunning Pulse. The next ally in the
shot order loses 3 shots.

CAUSAL LEAKAGE

CHANNEL PAIN

CHRONOFUXOR

MUTANT SCHTICKS

ACID BLOOD
EMPATHY

ADAPTIVE ENZYMES ENDOCRINE PULSE




EYES ON THE BACK OF YOUR HEAD PAIN EATER

FEAR SHIFT
PRECOGNITIVE RESCUE

FORCE SHIELD
PROBABILITY WAVE

GENE LINK
PSYCHIC VAMPIRE

GO CARTILAGINOUS

PUSH
HOW MAGNETS WORK

IMPOSSIBILIST RADIOACTIVE EXUDATION

MJOLNIRIFICATION
RECUPERATE

NANOPORTAL RESOURCE SNIFF

SHARED SIGHT
NOCTILUCENT




SILVER LINING

VESTIGIAL TWIN

SKULKY

WIGGLY AIR
SLOW BURN

WHY I OUGHTTA..!
SOME DAMN THING

WITH PLAYING CARDS

TELEREAD

ULTRAGLOAT

UNSPLODE

VERY FAST

VERY STRONG




MAN AND MACHINE

SCROUNGETECH SCHTICKS

ko

ADRENAL BOY-HOWDY

T

AGONY GRENADE

BLOW UP REAL GOOD

k-
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BUZZSAW HAND

T

CORTISOL FIELD GENERATOR

FORCE BLADE

FLUID SPILL

k-

GRAV PLATE
HELIX RETHREADER

HELIX RIPPER

HOT HOT HOTSPOT

HYPERADRENALINE PATCH

IMPROBABILITY CAPACITOR

INTERNAL LOCKBOX

T

INTRA-REALITY GOGGLES

INTERCEPTOR DRONE

KINETIC DISTRIBUTOR

LASER GOGGLES

LUMBAR SCORPION

ONBOARD FLAMETHROWER

T




MOLECULAR DISTURBER

SEEKER MISSILE

NEURAL STIMULATOR

SHOWER OF SPARKS
PAIN UPTAKE INHIBITOR ﬁa

SMOKIN?'!
PERSONAL COPTER RIG

SUBATOMIC TRANSFUSER

SUBDERMAL PLATING
PLASMA TUBULES

% g

TITANIUM CLAWS

PULSE GRENADE nﬁ

TRACKER PIN
QUANTUM MANIPULATOR

VAMPIRE ROUNDS
REFLEX RAMPER

k-

ROBOT ARM YOWCH!

L %

SCHRODINGER CIRCUIT




ENEMIES

MEMORABLE OPPONENTS, DISTINCTIVE FIGHTS




GMC WILL CHECKS
TYPE DIFFICULTY
Mook
Supporting Player
Featured Foe

Boss

Uber-Boss

FOE CATEGORIES

A schtick that affects named foes affects Featured
Foes, Bosses, and Uber-Bosses.

One that affects Bosses affects Bosses and Uber-
Bosses.

One that specifically affects Featured Foes affects
only Featured Foes, not Bosses or Uber-Bosses.
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BASIC ENEMY
STATISTICS

MOOKS

MOOKS
ATTACK DEFENSE SPEED




SUB-MOOKS

On occasion you might want to describe a mob of
mooks the heroes can impressively chew through
without any threat of harm whatsoever. Here they
become essentially scenery, a matter of description
rather than rules. For an example, see Maggie
Cheug and Tony Leung Chiu Wai laying waste
to the entire Qin army in Heros green flashback
sequence. Always warn the players that they’re
fighting sub-mooks before letting them expend
Fortune or other resources.







FEATURED FOES

FEATURED FOE
ATTACK DEF TOU SPEED

ENFORCER
FEATURED FOE

MARTIAL ARTS

/7 GUNS DEF TOU SPEED




HITMAN
FEATURED FOE

GUNS /

MARTIAL ARTS DEF TOU SPEED

BAD BUSINESSMAN
FEATURED FOE

GUNS /

MARTIAL ARTs  DFF TOU SPEED

SECURITY HONCHO
FEATURED FOE

GUNS /

MARTIAL ARTS DEF TOU SPEED

GIANG HU WARRIOR
FEATURED FOE

MARTIAL ARTS DEF TOU SPEED

SINISTER BODYGUARD
FEATURED FOE

GUNS /

MARTIAL ARTS DEF TOU SPEED

MARTIAL ARTIST
FEATURED FOE

MARTIAL ARTS DEF TOU SPEED




OFFICER
FEATURED FOE

ATTACK DEF TOU

INSURGENT
FEATURED FOE
ATTACK DEF TOoU

WHEELMAN
FEATURED FOE

ATTACK DEF TOU

SPEED

SPEED

SPEED

SORCEROUS VASSAL
FEATURED FOE

SORCERY DEF TOU

$10,000 MAN
FEATURED FOE

SCROUNGETECH

/ GUNS DEF TOU SPEED

HITS AND MISSES

Watch most cinematic fights and you'll see that
heroes and major foes both miss a lot (and when a
mook hits, it’s a surprise for everyone). Or, in hand-
to-hand combat, they make contact a lot but to no
great effect, which amounts to the same thing. This
choice extends the fight choreography to a satisfying
length. The Defense stats given here aim for that same
effect, for the same reason.

Some roleplayers dislike a so-called “whiff factor,” on
the grounds that failing to hit is a null result. I'd argue
that a failed hit is not a lack of result, but an emotional
downbeat. The economy of Feng Shui 2 makes combat
actions a key resource, and you just lost one of them.
These moments remain essential to the roller-coaster
rthythm of a cinematic fight sequence.

If you don't care about this and want fights to end
faster, lower foe Defense ratings by a point apiece.
In a cascade effect common to the house-ruling
process, this may force you to tinker with other system
elements as well; for example, schticks whose eftects
are rationed by sequence or keyframe.




CYBER APE

FEATURED FOE WASTELANDER
FEATURED FOE
SCROUNGETECH o - SPEED
/ MARTIAL ARTS GUNS DEF TOU SPEED
MONSTER
FEATURED FOE
CREATURE DEF TOU SPEED SINISTER SCIENTIST
FEATURED FOE
GUNS DEF TOU SPEED
GLADIATOR
FEATURED FOE KEY JIANGSHI
MARTIAL ARTS DEF TOU SPEED FEATURED FOE
CREATURE DEF TOU SPEED
MUTANT

FEATURED FOE
MARTIAL ARTS DEF TOU SPEED




KEY SNAKE PERSON
FEATURED FOE

ATTACK DEF TOU SPEED

NICE GUY BAD-ASS
FEATURED FOE

ATTACK DEF TOoU SPEED
BOSSES
AUTO RE-ARM

BACK TO THE WALL
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AVERAGE HERO
ATTACK

15
16
17

And so on...

UBER-BOSSES

FOE SCHTICKS

ESCALATING FOE
STATISTICS

ESCALATING FOE STATISTICS

INCREASE FOE AVERAGE HERO
DEFENSES BY DEFENSE

14
15
16

And so on... And so on...

INCREASE FOE
ATTACKS BY

And so on...




BROKEN TRIGRAM

CLEAR AIM
CONTAGION
BASIC FOE SCHTICKS
ABLATIVE LACKEY
ANTI-MYSTICAL
ANTI-TECH
COPY CAT

BACK TO THE WALL
CURSED WEAPON

BARK OF THE UNDERDOG

YCLICAL FL
BONE FISSURE cyctic ow

DEFENSIVE MASTERY




DELAYED DEATH STRIKE

DISARM

DISFIGURING STRIKE

DISRUPT MERIDIAN

DIVERT BLOW

DOMINATION

DON'T TURN YOUR BACK

DREAD RESURRECTION




ENERGY DRAIN

EXPLOSIVE VEST

FENDER BLENDER

FLYING GUILLOTINE

FURIOUS WRATH

GARROTTE OF DESTINY

HEADSHOT

HEAL STEAL

HELIX SHREDDER

HOT METAL

IMPLANT SUGGESTION

INSPIRE FANATICISM

INSPIRE LOYALTY

KNEECAPPER

LAST RALLY




LEVELING STRIKE PEP TALK

MACH SCHNELL!

PROTECTIVE FURY
MEDKIT

MIMIC FORM QUANTUM BASTARD

RADIATION POISONING
MONKEY SEE, MONKEY CROUCH

NOT SO FAST
REINFORCED SKELETON

NUH-UH

REVERSION CURSE

NUMERICAL SUPERIORITY

OFFENDED HONOR

OXYGEN SINK REQUIRES GROUP EFFORT
RETRENCH

PARTING SHOT
ROCK HARD

PAUSE THAT REFRESHES




SCREAMING STEEL

SEVERED LOVE LINE

SHATTERED LOYALTIES

SHOUTED ORDERS

SKULL-MOUNTED
TARGETING GOGGLES

SLIPSTRIKE

SPIN THE CYLINDER

STASIS FIELD

SCENE POWERS

Certain foe powers cause repercussions for the
heroes in later scenes. Foes must trigger them by
meeting particular conditions in combat. This does
not mean that you can’t create a scene unrelated to
the foe in which a hero suffers a curse, setback, or
betrayal invoked by a scene power. Just don't portray
it as a curse performed by a distant foe that the hero
had no chance of stopping.

STUNT STOPPER

SUPERGUN

T IS FOR TARGET

TACTICAL GENIUS

TASKMASTER

TELEPORT

TONGUE GRAB

TOXIC DART

TURNABOUT




VEHICLE HIT

DRIVING-BASED SCHTICKS
ARMOR PLATED

BRACED FOR IMPACT

COUNTERSLAM

DAZED AND CONTUSED

HIGH GEAR

RAM-ALAMA-BAM

REHEARSED GETAWAY

SHIBUYA SLIDE

PEDAL TO THE METAL

WICKED RIDE

WRENCH THE WHEEL




RUNNING FOES

MOOK SHEET
GENERATOR LINK



http://fs2tools.atlas-games.com/mook_sheets/new




s i )

RUNNING THE GAME

GETTING STARTED

respectable email addresses ended in aol.com, gamers accepted slow opening sessions as a matter

of course. Often an entire first session would be given over to character generation, preceded by

a GM description of the setting and rules. The original game strove to speed that up. Since then

newer designs have further streamlined the character creation process. This change in gamer
expectation allows us to get to the chase even faster this time. We can't let those whippersnappers leave us
in the dust. (This is not to say that highly detailed games that reward players for digging into a complex
set of choices no longer entertain, or are on their way out. That’s just not what we’re up to here.)

J/L Back in the first edition Feng Shui days, when woolly mammoths strolled the earth and perfectly







INSPIRATIONAL
MATERIAL

USING
MELODRAMATIC HOOKS
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EXAMPLE ONE: EXAMPLE THREE: RACE CAR DRIVER
THE ORPHANAGE HOOK

EXAMPLE TWO:
CORRUPTION RUMORS







FROM PREMISE TO
ADVENTURE







When this happens, look for a
.é‘ way to tie a surprise player-caused

fight into your storyline, as if it was
7"& meant to be there all along.




CONNECTIVE TISSUE WORKSHEET
HEROES WIN HEROES LOSE

DIRECTION

POTENTIALLY
USEFUL ABILITIES

LEAD-OUT TO NEXT




CONNECTIVE TISSUE WORKSHEET: FROM WELL TO SCHOOL

HEROES WIN
STORY Heroes gain gratitude and cooperation
DIRECTION of otherwise xenophobic locals.
POTENTIALLY Detective, Leadership, and Police skills

aid in getting useful information

USEFUL ABILITIES from the grateful Villagers-

A radio message from the insurgents
warn that, as punishment for
cooperation with foreigners, they’re
going to carry out their existing
threat to blow up the school — and
the kids are inside it now!

LEAD-OUT TO
NEXT FIGHT

HEROES LOSE

Insurgents drag the heroes off as tribute
for their sorcerous masters, who have
instructed them to be on the lookout
for any strange intruders.

Deceit, Intrusion, and Sabotage might
factor into an escape.

As the heroes escape, they overhear
insurgents getting the orders to blow
up the school, while the kids are still
inside it.

CONNECTIVE TISSUE WORKSHEET: FROM SCHOOL TO BASE

HEROES WIN
DIF?E%IBIBN ‘They save the school and the kids.
Detective skills to interrogate
POTENTIALLY captured militants; Sustained

USEFUL ABILITIES Domination to get information

from demons.

LEAD-OUT TO
NEXT FIGHT

HEROES LOSE

'The bad guys destroy the school. For added
melodrama, they succeed in killing a kid, too.

Detective skills / Fix-It to track where the
vehicles went; magical senses to follow trail
of demonic energy.

They arrive at the enemy encampment, only to see that they've left for a major
assault. A tactical map drawn in the ground and not entirely stamped out shows
that they can be headed to only one place — the nearest military base.
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GMC NAMES

AUNTIE YEN

LETICIA KWAN

MIKE KUK




HONG KONG FIRST NAMES, MALE

Abe Chris Eric Jerry Mark Shao Wai-keung
Alex Clarence Elvis Jonathan Matt Shawn Wells
Andrew Clement Fung Joe Michael Simon William

Anson Chen George Jin Mok Fung Stephen Wilson
Anthony Corey Gordon Jun Nick Suet Wylie
Arthur Curran Gregory Kam-Tong Patrick Terence Wyman
Billy Daniel Guan-Hong Kenneth Paul Thomas Yonggan
Bo David Hang-Sang Kien-Ping Philip Tian-lin Yue
Bowie Dawei Henry Kinson Quincy Timmy Zhi-Yuan
Bruce Declan Hua Kong Ringo Tony
Charlie Donnie Ivan Leon Ronald Tung Cho
Chi-Leung Eason Jackson Leslie Sai Victor
Chi Ying Edison James Louis Samuel Vincent
Ching Wan Edward Jan-To Marco Samson Wai-Ken

HONG KONG FIRST NAMES, FEMALE

Ada Co Co Leila Meiyan Pi-Ling Wing-na
Amy Crystal Li-zhen Michelle Richie Yang
Angela Diana Lily Miriam Rose Yanzhi

Anna Ella i Lin Monica Sandra Yat Ning
Barbara Ella i Linda Nana Sasha Yee
Betty Ellen Ling Nancy See-Dai Yeuh-Feng
Bibi Fanny Lori Natalie Shirley Yi
Carrie Fifi Lorraine Nicole Shuangshaung Yin Yin
Charlene Fung-Jiau Ma-ha Ning Susan Yingtai
Chau Hee Ching Mabel Oi-Fong Sylvia Yo Yo
Cherie Hei-Yi iki Maggie Olive Tammy Yu
Chi Hsiao-Chi Man-ju Pak Tang Yue-Yee
Ching-ling Hsiao-min May Pan-Han Wendy
Cindy Hsin Meilin Pauline Wing

HONG KONG SURNAMES

MAINLAND FIRST NAMES, MALE

Ailun Fanlong Jinhui Sheng Xiaojun Yutong Zhizhi
Biao Guojian Li Shiming Xiaoxiang Zhaowu Zicheng

Bingtian Haifeng Long Shipeng Xuanxuan Zhaoxu Zilin
Dan Jiahong Peimeng Tianfeng Yanquan Zhen
Ding Jianbo Peng Wei Yi Zhendong
Dongpeng Jianguo Qiang Wen Yuan Zhenye
Fan Jianlian Qingfeng Wenjun Yue Zhilei
Fangyu Jike Qiong Xiang Yun Zhilong




Baiwei

MAINLAND FIRST NAMES, FEMALE

Fujin

Jun Minghui

Xueling

Haijing

Lan

Yan

Cheng
Cui

Hong

Lei

Yang

Cuihua

Hongmei

Liang Ping

Yating

Danna

Huanhuan

Linuo Qi

Yimei

Donglun

Jin

Lu Quiyue

Yue

Fei

Jingbao

Mengying Rui

Yujun

Fengling

Jinling

Miao Shanshan

MAINLAND SURNAMES

Jin Mi

Shi

Yunli

Si

Ni

Song

Qin

Su

Sun

Tang

Teng

Abundant

Tian

WUXIA NAME ADJECTIVE (LYRICAL)

Coruscating

Heavenly

Persevering

Reflecting

Still

Warm

Autumn

Crying

Joytul Placid

Shining

Summer

Winter

Blue

Dancing

Lady Plangent

Silk

Swirling

Bounding

Flashing

Leaping Prince

Silver

Thundering

Bountiful

Flying

Princess

Limpid

Sojourning

Tranquil

Bracing

General

Lord Racing

Soothing

Venerated

Bright

Glittering

Moonlit Radiant

Sorrow

Verdant

Conjoining

Abysmal

Healing

Ol Red

Spring

Vigorous

WUXIA NAME ADJECTIVE (MENACING)

Cannibal

Enveloping Headless

Madness

Sharpened

Yearning

White

Acid

Corrupting

Flesh-Eater Hidden

Maggot

Shrieking

Wretched

Bellowing

Coughing

Furtive

Howling

Night

Skin-Taker

Big Ears

Crusher

General Humbling

Pervading

Slander

Blood

Crushing

Ghost Infiltrating

Pig Sticker

Slithering

Bubbling

Deathsong

Gnawing Lady

Poison

Spider

Buffeting

Demon

Green Limping

Rattling

Swallowing

Burning

Bay

Diminishing

Headhunter Lord

Shackling

WUXIA NAME NOUN

Jug

Tongue

Writhing

Tortoise

Berry

Lake

Well

Blade

Lute

Blossom

Master

Bluff

Meadow

Bowl

Mist

Bridge

Moon

Brook

Mountain

Willow




GENRE STYLE




RUNNING FIGHTS




ASSIGN GMC COUNTERS

CALL OUT THE FIRST SHOT

INITIATIVE CHECKS

CALL OUT THE NEXT SHOT

DETERMINE OVERALL FIRST SHOT

KEEP CALLING SHOTS

FIGHT QUICK REFERENCE

The steps in this shot cost tracking method are:

Assign GMC Counters.

Initiative Checks.

Determine Overall First Shot and Set Counter. NEW SEQUENCE BEGINS
Call Out First Shot.

Call Out the Next Shot.

Keep Calling Shots.

New Sequence Begins.




COMBAT MANAGER
APP LINK

COMBAT-FREE EPISODES

In a long-running Feng Shui series

J/L the odd episode consisting entirely
‘é\ of connective material provides a
ﬂg refreshing change of pace. For
example, the fourth episode of our

alpha playtest game set aside the fighting
as the characters chose to go from place to
place in Hong Kong learning about the Chi
War and finding out how their melodramatic
hooks intersected. This gave them the context
they needed to make the fights of upcoming
sessions meaningful to them. I didn’t plan
for this from the outset, but it’s how the
session took shape organically. As low key
as they were, the events of the session had
the players engaged, and I saw no reason to
mess with that. Combat remains central to
the Feng Shui 2 experience, but even that can

take a breather when a session’s collective
creation goes in another direction.

THE MAP IS NOT
YOUR FRIEND



http://fs2app.atlas-games.com

USING
MELODRAMA CHECKS

TONE
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SELF-REFERENTIALITY

PACING







LANGUAGE

PLAYING THE ROLE




USING THE CHI WAR




SERIES TYPES




BEYOND THE CHI WAR




FENG SHUI SITES

GEOMANCERS







ATTUNEMENT







BURNING SITES




SPECIAL SITES

EXAMPLE FENG
SHUI SITES




FACTIONS

THE ASCENDED







ASCENDED HIERARCHY

THE UNSPOKEN NAME

Head of the Ascended’s council, elected to a six-year term.

THE LODGE
What the Ascended’s pawns know them as: a global conspiracy.

THE PLEDGED

Humans who serve the Lodge in return for power and influence.

ORDER OF THE WHEEL JADE WHEEL SOCIETY

Fraternal organization of Chinese counterpart to the
businessmen and politicians Order of the Wheel.
in service to the Lodge in
Europe and America.
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0 THE DRAGONS

E




EATERS OF THE LOTUS

K




KAR FAI
THE DRAGONS
MISSING HERO

GAO ZHANG

EATERS OF THE
LOTUS

ABSENT MONSTER

FOUR
MONARCHS

DYSFUNCTIONAL
FAMILY

BATTLECHIMP
POTEMKIN

JAMMERS
TRAGIC ANTAGONIST




THE FOUR MONARCHS

1N
<










THE GUIDING HAND







THE CASE OF THE MYSTERIOUSLY
CONSISTENT JUNCTURE

Fans of the original Feng Shui may be shaking their heads as
they note that the Past Juncture remains set at 1850, like it was
back when the Contemporary Juncture was frozen in 1996. If the
Contemporary Juncture has moved ahead by at least nineteen years
(more if you're starting your game after this book’s publication
date), why hasn't time moved on in the 19th century juncture?

I left the Past Juncture at 1850 because that year still promises
the richest store of story ideas, what with the Taiping Rebellion
right around the corner.

How you deal with this depends on your series type.

For the First Timers, Fresh Start, and Reboot series types,
this isn’t a problem at all. You don’t have a previous continuity to
respect, so the previous gaps between the junctures impacts you
not a bit. Ignore the whole question.

In a New Generation or Getting Too Old For This Shit series,
the question remains.

Even so, you can choose not to address it, as the writers would
probably do if launching a TV series that was a sequel to the
previous one.

Oryou can adopt this in-world explanation. Start by calculating
X, the number of years between your present day and 1996.

When the C-bomb went off, the present day in the Past
Juncture was 1847+X. (As of our publication date, that would be
1865. For comprehensibility’s sake, we'll use that number.) The
wave of damaged chi sent backwards through the Netherworld
and into the junctures had an unprecedented effect. It closed the
portals from 1865 to the Netherworld and reopened portals to
1850. Innerwalkers remember living 15 years between 1850 and
1865, but ordinary people don’t. In what is not quite a critical
shift but is nonetheless a disturbing turn of events, births, deaths,
marriages, divorces, and other events they recall from the last
decade and a half now lie in their futures. Innerwalkers look older
to themselves and anyone who has been to the Netherworld.
Ordinary people don't notice the difference, and can't see it even
when it is pointed out. Some characters might consider this a
second chance, to undo old mistakes and prevent upcoming
disasters. Others could regard the prospect of reliving so much
time with horror. Do they stick to the lives they had, or go oft in
an entirely new direction? In other words, you get a compelling, if
slightly convoluted, wellspring of melodramatic hooks.

In yet a third alternative, you can decide that the progression
of time did not shift with the detonation of the C-bomb. The
present day in your Past Juncture is 1850+X. Adapt our source
material as needed.
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THE JAMMERS 0

A4







THE NEW
SIMIAN ARMY







CHI WAR

JUNCTURES




CHANGING HISTORY










17
®

CRITICAL AND
SUPERFICIAL SHIFTS










ERASING THE
BACKSTORY




POP-UP JUNCTURES

Many Feng Shui players hanker for

adventures in which their heroes
a& blast the crap out of stinking Nazis.

Though this speaks to an admirable
impulse, I have always pulled away from the
idea. The setting continuity, which has the
Ascended in control of world affairs during
this period, works fine so long as you don' try
to square this with the real world’s horrors of
the 30s and ‘40s. We don’t want to attribute
the appalling crimes of the Holocaust to
imaginary, not-quite-human conspirators. Any
treatment of Nazism harsher than the book-
burning sequence in Indiana Jones and the Last
Crusade weights the game with a seriousness
heavier than its loopy stylization can really
bear. So if you do use the pop-up juncture
premise to go there, be aware of those tonal
landmines. Indicate that events in Germany,
and Soviet Russia for that matter, have gone
grossly awry for the Ascended, and the ensuing
mass murders result from purely human cruelty.
Better yet, avoid addressing it entirely.




SHANGHAI 1937




WHO YOU FIGHT

WHY YOU GO THERE

WHERE YOU FIGHT




FILM LIBRARY

BARBARIAN
BORDERLANDS

DISTRACTIONS







WHY YOU GO THERE

WHERE YOU FIGHT

WHO YOU FIGHT




DISTRACTIONS

FILM LIBRARY

SAMURAI DAWN




WHO YOU FIGHT

WHY YOU GO THERE




DISTRACTIONS

WHERE YOU FIGHT

FENG MUSKETEERS




WHY YOU GO THERE

WHO YOU FIGHT




WHERE YOU FIGHT




RED RED MARS

DISTRACTIONS

FILM LIBRARY




WHY YOU GO THERE




WHO YOU FIGHT

DISTRACTIONS

WHERE YOU FIGHT




FILM LIBRARY

KAIJU PATROL




WHO YOU FIGHT

WHY YOU GO THERE




WHERE YOU FIGHT

DISTRACTIONS

FILM LIBRARY




ELEVATOR TO THE
NETHERWORLD

GEOGRAPHY




SHAPING

PORTALS




INHABITANTS




PLACES OF NOTE







THE UNDERWORLD

Most cultures recount legends of heroes who go
to the Underworld to perform perilous missions.
Whatever the tradition, getting in is always easier
than leaving.

Classical Chinese scholars attempted over
the centuries to catalog the many hells of the
Underworld, each of them overseen by an ogre-
like Yama King. In these awful chambers souls of
the unworthy suffer transfiguring torments before
going on to their next incarnations. They include
the Hell of Knives, Hell of Flaying, and the Hell
of Dismemberment. Yama Kings title themselves
after the domain: Yama King of Knives, Yama
King of Dismemberment, and so on. Alternately
they might announce themselves as the Knife
King, Dismemberment King, etc.




HONG KONG

UNDER NEW/OLD MANAGEMENT




URBAN LOCATIONS
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HAPPY VALLEY

WAN CHAI

CENTRAL DISTRICT

WESTERN DISTRICT




CHI WARRIORS IN
HONG KONG

TSIMSHATSUI

[V [e]\\[c] (o] ¢

YAUMATEI




MELODRAMATIC TIE-INS

EUSTON CHAU
BOSS

GUNS/MARTIAL ARTS DEF TOU  SPEED




RANCE WINOGRAD
FEATURED FOE

GUNS/MARTIAL ARTS DEF TOU  SPEED

MAJOR GENERAL MING XIAOXANG
FEATURED FOE
MARTIAL ARTS DEF TOoU SPEED







MELODRAMATIC TIE-INS

GRANDMASTER KWAI
BOSS

MARTIAL ARTS DEF TOU SPEED

KWAI LIEUTENANTS
FEATURED FOES

MARTIAL ARTS DEF TOU SPEED




In a Reboot campaign, Sabrina
appears as the young punk rocker

she used to be, though still
,lg estranged from the Battlechimp.

MELODRAMATIC TIE-INS

SABRINA SHING
BOSS

GUNS DEF TOU SPEED







MELODRAMATIC TIE-INS

KUN CHAU PROXY DEMON
BOSS

CREATURE SEFTou ePEED MELODRAMATIC TIE-INS

DEAD HEAD FRED
BOSS
MARTIAL ARTS DEF TOoU SPEED




MELODRAMATIC TIE-INS

MELODRAMATIC TIE-INS

LESLIE LAU
BOSS

GUNS DEF TOU SPEED




HANG CHOI
BOSS

SORCERY DEF TOU SPEED

MELODRAMATIC TIE-INS

MELODRAMATIC TIE-INS

GIDEON TAM
LUCIA HUO SUPPORTING PLAYER
SUPPORTING PLAYER
TOUGHNESS SPEED

TOUGHNESS SPEED




but you need the shooting contest rules in case someone does. And when a player argues
that the rule allowing PCs to always hit inanimate objects in combat must surely mean that
every character in the world is an infallible champion at target shooting.

/”L For example, the characters won't spend a ton of time shooting targets outside of combat,

Apologies to readers hoping this chapter would provide rules on fighting cyborg monkeys
in an icy lunar environment.

THE DROP




HUMAN SHIELDS
STRENGTH CHECKS

COLLATERAL DAMAGE
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LIFTING STUFF SHOOTING CONTESTS

EXAMPLE DIFFICULTY

Average person Always succeeds

I|

Crate full of AK-47s

Extra-heavy person
or creature

ee]

Piano

II

[EN

Compact car
Van

Semi truck

N | =
&~

BREAKING STUFF
EXAMPLE DIFFICULTY

Locked residential door™
Car bumper (modern)

Plate glass window*

Car bumper (classic)

Construction site temporary
fencing®

0]

Drywall

Reinforced or industrial-grade

door SIGNATURE WEAPONS

Wooden catapult 11
Brick wall 1
Steel door 13

*You always break the item, but failure means you did it
only after an embarrassing, failed first attempt.

I|




UNDER THE INFLUENCE

PLAYER-FACING
COMBAT

FOOT PURSUIT




'SHADOW OF THE
FUTURE OF THE APES

SET-UP




COMMUNITY
CENTER FIGHT

COMMUNITY
CENTER OPENER




GUNS

SEQUENCE
1 2 3 4

Sheri Wang 14 13 11
Nails Lee 13 1 8 8
Patti Lok 11 12 11 12

FOE

Ellie You 11 9 9
Fidel Lam 11 1
Rocket Tung 1
Mooks 8

SUPPLIED INITIATIVE

'The Feng Shui 2 adventure format
J%L provides predetermined Initiative
results to speed your fight-running
process. Prefer to take the time

to hand-roll your own artisanal
Initiatives? Don't let us stop you.

COMBAT MANAGER
APP SCENE LINK

NAILS LEE, PATTI LOK, ROCKET TUNG
FEATURED FOES
MARTIAL ARTS DEF TOU SPEED

FIDEL LAM, SHERI WANG, ELLIE YOU
FEATURED FOE
MARTIAL ARTS DEF TOoU SPEED

SLA NUTJOBS
MOOKS
DEFENSE

SPEED



http://fs2app.atlas-games.com/fs2corerbk/shdwapes/comcenfght




INTRODUCTIONS

Either during the Mop-Up or early in Connective
Tissue I, expect a player-directed scene in which the
disparate heroes, united only by their decision to pitch
in against the suddenly manifesting bad guys, introduce
themselves to one another. Depending on backstories
one or more of them may already know of the Chi
War or travel between junctures. For example, someone
originally from another juncture has a story to tell, but
one that sounds insane to comparatively mundane cops,
killers, or martial artists.

Players being players, at least one of them probably
plays hard to get, requiring the others to petition them
to fully join the group. Though realistic, this is also an
emotional power grab that gets old fast. That the PCs
comprise a motley band of heroes comes as part of the
series premise. Either through subtle hinting or an overt
call for buy-in, remind players that it’s part of their job
to motivate their characters to embrace the premise.




CONNECTIVE TISSUE 1

ALTERNATE FIGHT: RACE TO THE HOSPITAL

You probably don't need another action scene so soon, but if you do, you could stage a chase with another
tranche of SLA goons trying to stop the heroes before they get Johnny to the hospital.

'This might work if you had a short first session and want to start the second one with a bang. It could substitute
for the fight at the hospital, or occur in addition to it. In the first instance, repurpose the enemies from the
hospital fight, including their tell-tale scroungetech weapons.




HOSPITAL FIGHT

COMBAT MANAGER
APP SCENE LINK

SEQUENCE
1 2 3 4

FOE
Green Eye*
SLA Nutjobs

Schlenk

Titanium

Hammerhead

APE MASK REPLICANT

SCROUNGETECH/

GUNS DEF TOU SPEED



http://fs2app.atlas-games.com/fs2corerbk/shdwapes/hostfight

OTMAR SCHLENK
FEATURED FOE
GUNS DEF TOoU

BUZZ SMITE-YER
FEATURED FOE
MARTIAL ARTS  DEF TOoU

SPEED
HAMMERHEAD

FEATURED FOE
MARTIAL ARTS  DEF TOU

TITANIUM TU

SPEED FEATURED FOE

MARTIAL ARTS DEF TOU

SPEED

SPEED




GREEN EYE
FEATURED FOE

GUNS DEF TOU

SLA NUTJOBS
MOOKS
GUNS DEFENSE

SPEED

SPEED




ALTERNATE FIGHT:
FACTORY HIDEOUT

COMBAT MANAGER
APP SCENE LINK

CONNECTIVE TISSUE II



http://fs2app.atlas-games.com/fs2corerbk/shdwapes/facthide

ALTERNATE TAKES

As mentioned previously,you might have substituted
another of the doomed Dragons from the first fight
for Johnny.

The heroes might, after that fight, choose to spirit
Johnny to a less public location for healing. If so,
stage the fight with Ape Mask and company in that
new place, switching in action descriptions keyed
to its features. Weirdo scroungetech surveillance
devices can justify them showing up pretty much

anywhere.

Depending on how the fight went, Johnny might
have bitten it. In this case, the group finds the
location of the Dragon hideout among his effects.
This might have been on his person, and thus now
in his hospital room cupboard. Or they could sneak
into his police precinct and find it in his desk.
Heroes who prefer computer snooping could hack
into the technobabble filter on his laptop and access
its whereabouts from there. His scribbled notes in
his police-issue notepad allude to the bullet-pointed
info about the SLA he provides before reaching
Dragon HQ. This precludes follow-up questions,

needless to say.







ALSO ON THAT CORKBOARD...

'The corkboard also contains scraps of tantalizing information suggesting that the Dragons were investigating
matters related to one or more heroes’ melodramatic hooks. These are placed in separate areas of the corkboard,
indicating that they are separate issues from the SLA and Genomic Solutions.

Use these to supply premises for upcoming adventures.




In alpha playtest, one of the two
JEL rich characters was investigating
the recent mysterious assassination
z& of her husband, whose fortune

she inherited. So a photo of him
appeared on the corkboard.

If no one is rich, look for another
melodramatic hook or backstory detail to
connect to this plot element.

* A photo in the brochure depicts a missing
loved one, as a cheerful experimental subject.

* The Sifu might have gone to medical
school with Dr. Koo.

* The aging relative whose operation a
character hopes to fund might have one
of the conditions Genomics’ treatment
purports to cure.
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BOSS

GUNS DEF TOU SPD

ELECTRO-ZOMBIES
FEATURED FOES
MARTIAL ARTS  DEF TOoU SPD

RUIN RUNNERS
MOOKS
GUNS DEFENSE SPEED




When the group ran out of
J‘éL questions for Thrill Kill, our

Maverick Cop blew him away. In

tull view of the proto-intelligent

apes. Who gazed on in silent fury
and determination. I can’t guarantee you
that one of your players will supply you with
such a perfect and immediately apparent
foreshadowing of later disaster. But a GM
can dream, right?

Thrill Kill aside, the heroes might want to
do something about Genomic Solutions, to
prevent its technology from later on falling
into the wrong, furry hands. Given the
promise of her treatments, Dr. Koo resists
this strenuously. Do the heroes risk putting
back the cause of medical science to forestall
an epidemic of super-apes? How far are
they willing to go? They might get this lab
mothballed, but how do they stop Phyllis

from taking her know-how elsewhere?




NEXT FIGHT?
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CHINESE MOVIES BY HISTORICAL PERIOD

DYNASTY
Warring States:
256 — 221 BCE

FILMS

A Battle of Wits » Little Big Soldier « Wheat

Qin: 221 — 206 BCE

Hero » The Last Supper » White Vengeance

Han: 206 BCE — 220 CE

Painted Skin * Red Clff * The Assassins * ‘Ihe Lost Bladesman

Three Kingdoms: 220 — 280

Three Kingdoms: Resurrection of the Dragon

Jin: 265 — 420

The Butterfly Lovers

Southern and Northern
Dynasties: 420 — 589

Mulan: Rise of a Warrior

Tang: 618 — 907

Journey to the West: Conguering the Demons + Chinese Odyssey
Young Detective Dee and the Rise of the Sea Dragon
Detective Dee and the Mystery of the Phantom Flame
House of Flying Daggers

Five Dynasties: 907 - 960

Zen of Sword

Song / Liao: 960 - 1271

Saving General Yang + 'The Eight Diagram Pole Fighter
Ashes of Time « Eagle-Shooting Heroes + The Four (+ sequel)

Yuan: 71271 — 1368

Kung Fu Cult Master

Ming: 1368 — 1644

The Swordsman (+ sequels) * Dragon Inn / Flying Swords of Dragon Gate
Reign of Assassins = Come Drink with Me « A Touch of Zen

Qing: 1644 - 1911

Crouching Tiger, Hidden Dragon < A Chinese Ghost Story * Guillotines
Iron Monkey « Once Upon a Time in China (+ sequels)
Drunken Master (+ sequel) + The Warlords « Tai Chi Zero; Tai Chi Hero

Republic of China:
1912 — 1949

Wu Xia (aka Dragon) * The Woman Knight of Mirror Lake * Gunmen
Shanghai Grand + Once Upon a Time in Shanghai
Lord of the South China Sea * Ip Man (+ sequels)

Fantastic China: date
unspecified

Sorcerer and the White Snake « Green Snake * Curse of the Golden Flower
Tai Chi Master » One-Armed Swordsman
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REFERENCE TABLES

DIFFICULTY  DESCRIPTION

A little tricky

EXAMPLES

Ducking a falling object, sneaking up on an average person, punching
an alert average person

Tricky

Picking a basic lock, repairing a computer, trailing a wary individual

Tough

Picking a sophisticated lock, sneaking up on a trained guard,
outrunning an attack dog

Real tough

Hiding in a brightly-lit area, safely leaping from a speeding car,
intimidating an undead monster

Forget it

Deflecting bullets with a sword, leaping fifteen feet straight up,
defusing a missile while riding it

Two words:
im possible!

ACTION

VALUE DESCRIPTION

Totally incompetent

Worse than most normal people

As good as the average person

Wialking along a trail of bullets to a foe, punching right through one
foe to hit another, leaping the Grand Canyon

DAMAGE

ATTACK/WEAPON TYPE VALUE

Martial Arts

Unarmed (includes
judo-style throws)

Slightly above average

Competent, of professional caliber

Knife, tonfa, nunchaku,
blackjack, pistol butt

Top notch

Staff, club, machete

Totally kick-ass

Spear, sword, absurdly large
improvised weapont

World Class

Throwing star/shuriken

Freaking astounding!

Thrown dagger

Beyond freaking astounding!

IMMUNITY

ADVERSE CONDITION BONUS

Darkness, Smoke, or Obscured

Vision

Thrown found object

Thrown found object, heavy

Arrow, crossbow bolt

Small handgun (.22)

Medium handgun (.38)

High Winds

Big handgun (9 mm/.45)

Snow

Really big handgun (.357/.44)

Extreme Heat

BFG (.50)

Confined space

Hunting shotgun

Torrential Rain

Combat shotgun

Toxic Fumes

Medium rifle (5.56 mm)

Heavy rifle (7.62 mm)




INJURIOUS SITUATION DAMAGE CHECK TO AVOID
Hit by a cruising Chevette Defense
Hit by a cab Defense
Hit by a speeding bus Defense

Falling one story Defense

Falling two stories Defense

Falling four stories Defense

Falling five stories Defense

Falling ten stories Defense

Falling twenty stories Defense

Falling forty stories Defense

Bumpy crash landing in plane, copter, etc. Defense

In completely destroyed plane, copter etc. when it crashes Defense

Inside car, truck or other ground vehicle when it crashes
. Defense
(outside of a chase)

Soaked in gasoline and set on fire Defense

Drowning Defense

Having a crate dropped on you Defense

Having a support beam fall on you Defense

Having stone temple ceiling fall on you Defense

Being thrown through a plate glass window Defense

Thrown from a speeding vehicle Defense

Hit by helicopter rotors Defense

Grenade/dynamite stick, point blank range Defense

Grenade/dynamite stick, close by Defense

In middle of big explosion Defense

Less than 3 m from center of big explosion Defense

More than 3 m away from big explosion Defense

Mild poison Constitution

Strong poison Constitution

Extremely toxic poison Constitution

CONCEALMENT

VALUE TYPE OF WEAPON

Any pistol or revolver under 12 cm barrel length and 680 g weight; any clip for an
autoloading pistol

Any pistol or revolver under 15 c¢m barrel length and 1.1 kg weight; any clip for a
machine pistol; any magazine for a rifle or machine gun

Any gun under 38 cm overall length (stock folded) and 3 kg weight

Any other rifle, shotgun, or submachine gun




DIFFICULTY
Mook

Supporting Character

Featured Foe

CHARACTER
TYPE

Mook Drop when hit

WOUND EFFECTS

Boss

Featured Foes Drop at 35 Wounds

Uber-boss

DIFFICULTY

DESCRIPTION RANGE MODIFIER

Short

Supporting Drop at 35 Wounds
Players

Check d6 at 50 Wounds
and every Smackdown
thereafter: if odd, dropped; if
even, keeps going

Boss/Uber-Boss

Medium

Long

Extreme

FIREARM TYPE
Autoloader Handgun

At 35 Wounds and every
Heroes Smackdown thereafter, beat

an Up Check (Difhiculty 7

Toughness) to keep going

DIFFICULTY
Mook

Supporting Players

Rifle, Submachinegun

Featured Foe

Revolver

Boss

Shotgun

Past Juncture Firearms

CAPACITY (IN ROUNDS) RELOAD

JUNCTURE DISPOSITION TO MAGIC
Ancient Friendly

Past Hostile

Contemporary Hostile*

Future Neutral

Netherworld Friendly

Uber-Boss
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CHARACTER NAME ARCHEIYPE™™

CHARACTER CONCEPT PORTRAIT

MELODRAMATIC HOOK

SCHTICKS & GEAR

MAIN ATTACK

BACKUP ATTACK

DEFENSE

TOUGHNESS

FORTUNE

MARKS OF DEATH
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TASK CHECK BRIEFING

THE DICE

CLOSED AND OPEN ROLLS

DETERMINING SUCCESS OR FAILURE

WAY-AWFUL FAILURE




COMBAT BRIEFING

HOW NOT TO GET HIT

MOOKS

WHEN MOOKS GET HIT

NAMED CHARACTERS

WHEN NAMED CHARACTERS GET HIT




SEQUENCE AND SHOTS BRIEFING

INITIATIVE

SHOT COST OF ACTIONS

RUNNING OUT OF SHOTS

KEYFRAMES

INTERRUPTS

EXTRA-LONG ACTIONS
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ANCIENT SORCERERS. SLICK CONSPIRATORS.
CONTROL FREAK MONKS. CYBORG APES.
ARMED WITH THE SECRETS OF FENG SHUI,
ALL AIM TO CONQUER THE PAST,
PRESENT, AND FUTURE.
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