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This book is dedicated to all those who have
found themselves in dark times and have risen to
fight back the shadow and bring forth the light.
May you shine ever brighter, bring hope to those

that have lost it.



PREFACE

I usually never take part in these Game Design competitions. I don’t
want to make games based on someone else’s themes and terms. I
have a big list of games, settings, and other materials I want to write,
and I just stick to them, on my terms.

But NaGaDeMon (National Game Design Month) seemed a little bit
more attractive. I just had a time limitation and I could do anything I
wanted. Since I had a bunch of gaming ideas begging to be put on
paper, I bit the bait and here I am.

My first published % me, Sharp Swords & Sinister Spells, was written
in less than a month, so I am here to try this feat again, now with a
little more experience and a modern take on pulpy modern horror
adventures.

Beware, because in these dark streets, darker secrets are hidden.

Diogo Nogueira - February, 2019 -}
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l: INTRODUCTION

The streets of the city were always dangerous, as far as Sarah could
remember. But now, after discovering the sinister truth behind reality,
even her own shadow could give her the creeps.

Dark Streets & Darker Secrets is a Street & Sorcery Rules Light Role-
Playing Game with an Old School spirit, just like its predecessors:
Sharp Swords & Sinister Spells and Solar Blades § Cosmic Spells.

It’s a game about modern adventures in the world we live today, only
with a layer of sugernatural weirdness and horror. Characters are
people who have found out about the mysteries and horrors that exist
in the world and have decided to do something about it, be it battle it,
join it, or simply explore its possibilities in any way they see fit. They
will battle evil cultists, corrupted ghosts, bloodsucking vampires, and
frenzied werewolves, or maybe they will be the horrors of others.

This edition of the game assumes the reader knows the principles of
what role-playing games are and how they are played. In the future,
an expanded edition of Dark Streets & Darker Secrets might be

published, but this one is a complete game, containing everything you -

need to play sword and sorcery adventures in the streets of a
corrupted city of a fantastical and horrific version of our own world.

WHAT IS8 IN THIS BOOK?

Dark Streets & Darker Secrets is presented in a direct and
conversational manner in 8 chapters and a few appendices
containing not only all the rules you need to play, but also a series of
tools to facilitate gameplay and help the Referee in creating content
for their adventures.

Chapter 1: Introduction is the one you are reading right now. It briefly
explains what this book is and what it contains.

Chapter 2: Character Creation contains all the essential information
and rules necessary to create modern-day adventurers in a dark world
of horrors.

Chapter 3: Gear presents information and a few rules regarding the
use and possession of equipment, weapons, armor, including details
on Encumbrance and Money.

Chapter 4: Rules of the City brings the core rules of the game, such as
l&ow tlo resolve actions, use Luck, activate Complications and other
etails.

Chapter 5: Combat further details the rules to resolve violent conflicts,
death, healing, as well as other things that might harm player
characters.

ONAOMINT 2T
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- Chapter 6: Sorcery and Psychic Powers has everything it’s needed to

“know about the use of supernatural powers such as Sorcery and
-Psycfhic Powers. It also contains information regarding Arcane

- Artifacts.

Chapter 7: Running the Game presents information, advices, and tools
o help the Referee in the arduous but gratifying duty of running the
game, including a full Adventure Generator.

Chapter 8: Monsters in the Shadows contains details regarding NPCs
" and monsters, as well as a generator of terrifying creatures.

- Appendix I: Inspirational Materials has a list of recommended
fictional material to inspire your games of Dark Streets & Darker
Secrets, as well as a list of games that inspired this work.

- Appendix O: Optional Rules presents some optional rules to customize
your experience, making the game more tailored to particular tastes.

) Finally, in Appendix S: Simple Scenario Structure the book brings
- guidelines to ease the job of the Referee, making game preparations
quicker and more flexible, ideal for urban games.
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2t CHARACTER CREATION

A few months ago, thex were all ordinary peOﬁJle, with ordinary
problems. Now, after the events of the last full moon, their lives were
forever changed, and they are forced to face the hordes of the Abyss.

To embark on a life of daring adventures in the world of Dark Streets
& Darker Secrets, the players need to create their alter egos in this
world of darkness and weird terrors. These individuals have
discovered the truth about our world, and know that behind the
shadows even darker monsters hide.

To do so, they need only to follow these simple steps.

ROLL FOR ATTRIBUTES

There are four Attributes in this game: Physique, Agility, Intellect, and
Willpower. They determine the character’s potential in their areas
and are used in the core rules to resolve actions.

Physique represents
strength and
constitution. Agility
measures coordination
and reflexes. Intellect is
a representation of the
character’s awareness
and memory. Lastly,
Willpower determines
the character’s force of -
will and determination. 5

To generate each score,
roll 2d6+3, which will
result in numbers
ranging from 5 to 15.
The maximum score of
a human being is 18, ,
and this method A
ensures no character ¥ B 3
will begin the game
with a value that makes ,
them too weak nor too o =
Eowerful. Players will

ave a chance to
increase these scores as
they play (see
Character
Advancement in
Chapter 4: Rules of the
City).




CREATE A CHARACTER CONCEPT

X

:.:;Player Characters are more than numbers on a piece of paper. They
" have personalities, careers, goals, flaws, and talents that are hard to
codify in digits. Thus, every character has a Concept.

- A Concept is a small sentence that summarizes who the character is. It
; maybe as simple as “Private Investigator”, “College Professor”, or

~ “Street Punk” or more complex and detailed like “Foolhardy
Policeman”, “Naive Student of Dark Arts”, or “Superficial Monster

- Hunter”.

OVHYVHD

This will establish details about these individuals, and it will be used
to determine what their skills are, what they know, and in what
- situations they would have the upper hand or in which they would be
- hindered. More details about this in Using the Character’s Concept in
-~ Chapter 4: Rules of the City.

!

CHOOSE AN ARCHETYPE

: Archectlypes represent broad categories of characters, separating them
in fields of expertise and different approaches in the game.

. - In Dark Streets & Darker Secrets there are four main Archetypes: The
L. Tough, The Nimble, The Smart, and The Gifted. Each of these denotes a
¢ specific style of character and grants Special Abilities that fit those

. .- roles better.

~ Combining these Archetypes with the characters’ Concepts, players
* have a wide range of possibilities without the need for complex
“systems and rules.

+ Each Archetype entry presents the following details:

Prime Attributes: This indicates which Attributes are the most
important for these characters and which they more easily
increase when leveling up.

e Recovery Roll: The roll a player makes when resting and
recovering breath.

e Special Abilities: This entry presents the rules for the iconic
abilities and powers of the Archetype.




THE TOUGH

You are the strongest and most
resilient person you know. Well, at §
least that’s what you want everyone ¥
to believe. You taﬁe pride in your
physical prowess and usually prefer
melee combat over ranged
weapons. You may say it is because
of some honor code, but the truth is
you're just much better with your
ﬁ_sﬁs or a baseball bat than with a
rifle.

The Tough is a character focused on % j&
physical strength and constitution.
They are excellent combatants and
soldiers, being able to sustain
punishment strong enough to bring
down many others. They excel in
close combat, physical effort, and
rapid recovery, making them ideal
warriors and defenders of any
adventuring party.

Prime Attributes: Physique and
Agility

Recovery Roll: 1d6+2
Special Abilities

* Too Tough to Die: Once per
adventure, upon reaching 0
Vitality, The Tough immediately
regains 1d6+Level Vitality
points. This represents the
character’s strong resilience
and unfaltering determination.
This Archetype also gets an extra Vitality point per Level
(effectively giving them 2 additional points per Level)

e Feel the Pain: No one strikes as hard as The Tough. All melee
damage inflicted by the character is increased by 1 (so if the
weapon’s normal damage is 1d6, The Tough would cause 1d6+1
points of damage when using that weapon).

e I Can Take 'Em All: The Tough knows how to take advantage of
their superior combat prowess. The character can automatically
inflict 1d6 points of damage to any Opponent in close range for
each Level they have above the highest HD Opponent in close
distance of them.

e That’s My Favorite: The Tough chooses one particular type of melee
weapon as their favorite. When using weapons of that type, the
character rolls a Positive Die when attacking.



‘THE NIMBLE

_You're the fastest and most agile person you know, and anyone who
*sees you in action believes that, too. If someone needs a skillful
~infiltrator, they call you. If they need a sharpshooting sniper, that’s
you, too. In reality, any job for a fast, flexible, precise, and nimble
person is perfect for you, and you know that. So you charge
accordingly.

The Nimble is a

~ character focused on
quick reflexes,
precision, and
nimbleness. They
favor tasks where
their trained reflexes
can shine, be it
* entering a secure
. location stealthily,

tealing a valuable
“relic from the
hideout of a death
cult, or rescuing
prisoners from the
£+ dungeons of the
~ Vampire Prince. In
combat, they prefer
using ranged
. weapons and are
L hard targets to hit.

Prime Attributes: Agility and Intellect
* Recovery Roll: 1d6+1
', Special Abilities

You Can’t Hit Me: The Nimble’s main ability in combat is avoiding
getting hit. The character can impose a number of Negative Dice
on attacks against them per combat equal to their Level.

That’s an Easy Target: Precision is a trademark of this Archety%e.
Instead of needing a full combat round to aim a shot, The Nimble
can forego their Movement in a round to get the same benefit as
someone aiming for a full round (see Aiming in Chapter 5: Combat).

e Luckis on My Side: For some reason, luck always favors The
Nimble. Well, almost always. Characters from this Archetype can
reroll a number of Luck Rolls per adventure equal to their Level.

e I Know How to Do This: Having a very flexible career (and
sometimes even more flexible morals), The Nimble learns many
trades and skills. Because of this, they learn an additional
“profession” each odd Level, beginning at first. These professions
can be used just like Concepts, granting and imposing Positive or
Negative Dice.



THE SMART

If someone needs to find out the truth
about something or wants to discover
what is known about a particular subject
or even supernatural creature, it's you
they turn to. You spent years hunched
over books, inside laboratories, and
collecting tomes of a multitude of
subjects; now this will be your weapon in
the dark war to come.

The Smart is a character focused on the
use of knowledge and information. They
make great assets to any group since, in
a world shrouded by secrets and sinister
mysteries, information is literally
power. Sometimes, the only thing that
will save them from the forces o
darkness is the knowledge these
individuals possess.

Prime Attributes: Intellect and Agility
Recovery Roll: 1d6
Special Abilities

e A Repository of Knowledge: The Smart
has access to a great database of
information and facts, be it a
gig}:;mtic library, a network of deep
web websites, or a great number of
scholarly contacts. In game terms, they may make Luck Roll and, if
lucky, ask a number of “yes or no” questions to the Referee equal
to the number rolled on the dice. This can be used a number of
times per session equal to the character’s Level.

e Ritualistic Magic: Although unable to fully learn the intrinsically
complicated arcane arts, The Smart can cast spells in a ritualized
fashion. They can cast spells to which they have the complete
formula writing in some fashion (in a book, scroll, or somewhere
else), spending Vitality points equal to the Power Level of the spell, -
spending a number of turns equal to the same number, and
making a Willpower test with Difficulty determined the same way.

e A Link with the Shadows: The supernatural is hard to understand,
but The Smart have a better chance to understand it. When trying
to understand how a supernatural event occurred, the character
halves the Difficulty value of any Attribute Test.

e I've Read About This: The Smart also specializes in various fields of
knowledge, from engineering to xenology, and many other
subjects in between. Starting at first Level, and again at each odd
Level after that, they choose a field of study. These fields grant a
Positive Die when making Attribute Tests relating to them.

L2



-THE GIFTED

_'Not everything in this world respects the laws of reality. You've

* discovered this truth and now reality bends to your will. Branding
'sorcerous or mental powers, you are capable of astonishing feats that
not even technology or science can accomplish. But that also comes
with a price. These powers are not meant to be used by mortals, so
they corrupt and destroy everything they touch.

The Gifted is a character that focuses on special powers that can do

- almost anything. But these powers are not simple to use, beinivery

- taxing to the user and, sometimes, to others around them. Although

Boorly trained for combat, their powers can make a difference in most
attles, ezpecially when combating the sorcery of the Forces of the

Abyss and other supernatural threats.

- Prime Attributes: Intellect and Willpower
- Recovery Roll: 1d6
: Special Abilities

I Sense a Disturbance: The Gifted can sense supernatural activities

and effects in their vicinity. Making an Intellect test with a

Difficulty equal to the HD of the creature or the Power Level (PL) of

the effect, the character can detect supernatural effects up to
medium range.

e ] Make My Own Reality:
Through their innate
connection to the
supernatural, The Gifted is
able to manifest
astonishing powers. They
begin gameplay with 3
known powers and can
learn a new one each Level
thereafter. To use these
powers, The Gifted makes a
Willpower test with
Difficulty equal to its PL.
More details on the use of
powers can be found in
Chapter 6: Sorcery and
Psionics.

e There is Power in Blood:
Using these supernatural
powers is really taxing for
The Gifted’s body and
mind. To improve their
chances to use their
powers, the character may
sacrifice points of
Physique or Agility to add
the same amount to their




d10 Supernatural Heritage

10

Willpower for a single Attribute Test. After the check, these points
are lost and need to be recovered normally (see Chapter 5: Combat *
for more details on Recovery and Healing).

Supernatural Heritage: Mortals usually do not have the capacity to
channel these supernatural powers The Gifted possesses. Thus,
every character of this Archetype has a supernatural ancestry that
allows them to dabble in these strange powers while also granting
them other minor talents. To determine one'’s ancestry, roll on the .
table below. These talents can be used a number of times per
adventure equal to the character’s Level.

Vampire: Can recover the maximum amount of their Recovery
Roll if they consume 1 HD of human blood while resting.

Lycanthrope: Can communicate with a type of animal if they
concentrate to do so.

Shadow: Can become invisible in shadowy areas with a Willpower ;
test.

Alien: Can communicate telepathically with a single individual
for 1 turn.

Witch: They have a small animal such as a bat, cat or mouse as a
familiar, who can communicate telepathically with the character
for a whole Scene.

Daemon: They have an aura of fear, forcin% anyone with a HD
equal to or below their Level to make a Willpower test or flee for a
turn.

Celestial: They possess an aura of tranquility, which makes
an¥one with a HD equal to or below their Level to make a
Willpower test or cease all hostilities for a turn.

Aberration: Can cause temporary madness in an individual they
look at, forcing the victim to make an Intellect test or suffer a
Negative Die for all actions for 1d6+Level rounds.

Atlantean: They have supernatural longevity and health, only
aging half as much as other humans and receiving a Positive Die
on Physique tests to resist diseases and poisons.

Serpent-man: Can assume another appearance for an hour. To
assume a specific person’s appearance, the character needs to
m;}ke an Intellect test with a Difficulty determined by the
Referee.




CREATE A COMPLICATION

+The next step is creating an interesting Complication for the

. - their own.

isro

11

12

* 13

~character. Everyone has one, something that makes their life more
difficult and exciting.

Some characters have huge debts to crime bosses. Others owe loyalty
, to organizations that can put them against their current goals. Some
can be addicted to rare drugs or even pure adrenaline. There are many
different Complications, and players are encouraged to come up with

This not only helps players establish their characters within the
fiction of the game, but also gives the Referee a tool they can use to
make the game more personal.

If need be, players can use the following table to generate their
Complications or to inspire them to create others. All they need to do

a d66 and consult the results below.

d66 Complication

Owes something to a corrupt
politician.

Owes something to a wealthy
businessman (or
businesswoman).

Owes something to a sinister
sorcerer.

Owes something to a crime
boss.

Owes something to a corrupt
cop.

Owes something to a
supernatural entity.
Addicted to drugs.

Addicted to sorcery.

Addicted to pleasure.
Addicted to adrenaline.
Addicted to gambling.
Addicted to stealing.
Hunted by terrorists.
Hunted by evil cultists.
Hunted by a criminal
organization.

Hunted by the police.

Hunted by an evil sorcerer.

Hunted by a supernatural
entity.

d66 Complication

41

46
51
52

53
54
55
56
61
62

63

64

65

66

Enemies with an obsessed
rival.

Enemies with a crime boss.

Enemies with a former lover.

Enemies with an influential
politician.

Enemies with a former
master.

Enemies with a supernatural
entity.

Hides a secret of treason.
Hides that they’'ve made a
sinister pact.

Hides a crime in their past.
Hides a secret obsession.
Hides a secret identity.
Hides a forbidden knowledge.
Has duties with their family.
Has duties with the military.
Has duties with a criminal
organization.

Has duties with a religious
order.

Has duties with a former
master.

Has duties with a secret
society.



DETERMINING EQUIPMENT

Afterwards, players decide what gear their characters carry around
with them. Players can choose all the mundane equiEment they want,
making sure they follow the Encumbrance rules in the next chapter.

Every character also starts the game with one weird item determined
randomly in the Weird Items table in Chapter 3: Gear.

Players should remember to choose at least one weapon, maybe some
armor, and survival equipment (such as backpacks, manacles,
binoculars, cell phone, flashlights, and similar items).

FINAL DETAILS

The last step in creating a character is to fill in certain statistics on the-
character sheet as described below. :

VITALITY

This statistic is derived from the character’s Physique score. It
determines the amount of physical punishment they can sustain, and
when it reaches zero, the character runs the risk of dying. Each
character’s total Vitality is equal to their Physique plus 1 point Fer
Level. The Tough, however, gets an extra Vitality point per Leve
(effectively giving them 2 additional points per Level).




MAIOVHVHD

SANITY

" This represents the mental stability and the grasp of reality the

- character possesses. When witnessing horrible scenes and events,

characters may suffer traumas and lose their Sanity points. All

characters begin with a Sanity score equal to their Intellect. This

. statistic does not usually increase, but it can be recovered under

i sgecial circumstances (see Sanity and Madness in Chapter 4: Rules of
e City).

E. LUCK

. The universe conspires in favor of some individuals, or at least that's
¢ what those lucky bastards say! Be it just plain luck, the favor of

- powerful supernatural entities, or a strong connection to the
supernatural forces that are spreading throughout the world, the
Luck stat can make a big difference in the character’s destiny. All
haracters begin the game with a Luck score of 3 (for more
nformation regarding Luck, see Chapter 4: Rules of the Game).

"MONEY

Nothing is free in a world ruled bf] greedy politicians and corrupt
companies. Weapons, armor, fuel, and even food can cost almost

- everything a person has, depending on the circumstances and

. temperament of the merchant they are dealing with. Because of this
.volatile nature of commerce throughout the world of Dark Streets &
~ Darker Secrets (and the design intent of focusing on adventuring



Eameplay instead of
ookkeeping), Money is an
abstract score that represents
the available resources a
character can make use of. The
default starting score for s 2
Money is 2, meaning characters

are usually down on their luck @
and in need of resources to get
by (for more information ,
regarding Money and itsuse in | #
the game, see Chapter 3: Gear).

NAME

What's the name of the
adventurers of the story being
created? The world of Dark
Streets & Darker Secrets is just
as vast and diverse as our own, |
allowing players great freedom
to create the names of their
characters. However, some
caution must be taken.
Although names have no
mechanical impact on
gameplay, players should avoid
choosm silly and funny
names for their characters, as
this may break down the
suspension of disbelief of
others in the game. It's just
common courtesy to choose
names appropriate to the spirit
of the game.

OTHER DETAILS

Many other details regarding a
character can be defined by a
player. Where are they from?
How old are they? What do the
look like? What is their
personality? All of this can be
1mportant to play and should
be thought about by the
players, but they can be made up as the game is played as well.
Alt ough these details have no mechanical impact, they help define
the character's place in the universe and ma%glve the other players
eno1 fh information to help them immerse themselves in the game
wor
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3: GEAR

Natasha had picked up everything she could remember. A pistol, a
wooden stake, alcohol, a lighter, garlic, silver bullets, and even a crucifix.
But that didn'’t help her feel any safer.

The world of Dark Streets & Darker Secrets is very similar to our own.
A character can have almost anything we have in our own lives. g
Cellphones, car, a modest house (probably a rental), a computer, a

weapon, or anything similar and in accordance with their Concept.

MUNDANE GEAR

Initially, a character can begin the game with as much mundane gear
they want, as long as it makes sense according to their Concept.

ACQUIRING MORE MUNDANE GEAR

After gameplay has started, acquisition of mundane items (other than -
most day to day supplies)
should require a Money Roll.
The Referee can apply a
modifier of up to +5 to
reflect the scarcity or
difficulty to find and
purchase such items. See
the Money section below for
details.

DURABILITY AND
AMMUNITION

Mundane gear usually has a
Durability score of 3. This is
applied to armor, weapons,
ammunition for weapons,
and other items. The
Referee, however, can
decide some specific item
has a lower Durability score
or even is a single-use item,
like a grenade. For more
information on Durability
Rolls, see Chapter 4: Rules of
the City.




MELEE WEAPONS

. Swords, axes, spears, and many other melee weapons are still in use in
- the world of Dark Streets & Darker Secrets, especially since some
supernatural entities are only vulnerable to specific metals and

acred relic weapons. And, ofy course, kicking and punching is always
an option.

Instead of defining statistics for every single weapon imaginable, this

ame 1glroups weapons in large categories for ease of play. First we

ave the basic Unarmed category, which means a character is using
their own body as a weapon (punching, kicking). This does 1d3 points
- of damage and has no other effect. Then we have the Small category,
comprising weapons with a length up to the size of a forearm (brass
knuckles, knives, short swords, hand axes). They inflict 1d6-1 points of
damage, but they give a Positive Die when someone tries to hide them.
- Next we have the Medium category, composed of weapons up to the

size of a person’s full arm (axes, long swords, maces, warhammers,
“short spears). These weapons cause 1d6 points of damage but offer no
. other benefit. Finally, there is the Large category, which includes

weapons larFer than a person’s arm (claymores, battle axes, halberds,
spears, mauls). They do 1d6+1 points of damage when used, but
provide a Negative Die when someone tries to hide them, and need
£+ two hands to be wielded. The table below summarizes this

. information.

Weapon

‘@ Category
Unarmed  1d3 -

Small 1d6-1 Provides Positive Die to hide weapon.

Medium 1d6 -

: Imposes Negative Die when hiding weapon.
rt_Large 1d6+1 Must be used with both hands.

A successful attack always does at least 1 point of damage.

Damage* Notes

. SPECIAL MATERIALS

" Some weapons may be crafted with special materials in order to be
wielded against supernatural beings. A character might want a silver
katana to fight against werewolves. Another might want to forge an
axe with the metallic meteorite that has fallen in the desolate desert.
- These weapons, however, should be harder to acquire, requiring even
*a sidequest adventure to do so. Their effects on supernatural entities
_vary according to the fiction and the judgment of the Referee.







RANGED WEAPONS

Ranged weapons are probably the
most common weapons in use in
the world of Dark Streets &
Darker Secrets. Law enforcement
officers, the military, criminals,
and even common citizens
sometimes carry a pistol on their
waist. After all, this is a dangerous
world. As with melee weapons, we
separate ranﬁed weapons into
categories. The Small category is
comprised of easy to carry ranged
weapons that can be fired with
just one hand (revolvers, pistols,
and crossbows) and usually can't
fire on targets that are too far
away. They inflict 1d6-1 points of
damage, fire normally up to
Y medium range, and provide a
Positive Die to be hidden. The
Medium category includes
weapons that can be used with
one hand but work better when
used with both hands (heavy
gistols, semi-automatic weapons,
ows, crossbows) and have a fairl
good range. They do 1d6 points o
{ damage, fire normally up to long
range, but impose a Negative Die
if fired with just one hand. Next,
the Large category is composed of
ranged weapons that need both
hands to operate (rifles, shot§uns,
machine guns, longbows) an
usually have a very good range.
They cause 1d6+1 points of
damage, fire normally up to
distant range, but impose a
Negative Die to be fired into short
range and to be hidden. They also
can only be used with both hands.
The table below summarizes this
information.

@ Weapon

B Category PEVGETL Notes

Small 1d6-1 Provides Positive Die to hide weapon.
: Imposes a Negative Die if used with just
Medium 1d6 -
Imposes a Negative Die when hiding
- Large 1d6+1 weapon and when ﬁrin%into short range.
. Must be used with both hands.

A successful attack always does at least 1 point of damage.



SPECIAL AMMUNITION

The stats above assume the use of standard ammunition. However,
some ingenious combatants may want to use special ammunition
such as explosive bullets or electrified projectiles. The use of such
sgecial ammunition adds 1 point of damage to the attack. However,
they are hard to find, cost a lot more than normal bullets, and have a
Durability score of 2.

DIFFERENT WEAPONS

The rules above make the use of most weapons quite easy and flexible
in the game. However, some specific weapons might not be properly
portrayed by them. A shotgun, for example, could do 1d6+1 points of
damage but would have an ideal short range. A flame thrower would
hit everyone in a 90 degree arc up to short range for 1d6 points of
damage per round, but couldn't be fired into longer distances.
Referees and glayers are encouraged to come up with different
variations and special weapons.

With so man%f1 dangers in the world, everyone needs some kind of
rotection. This is where armors come in. They protect the wearer
rom damage, but they can also slow them down if they are too bulky.

That's why most people only wear the lightest of them. As with

weapons, this game recognizes 3 general categories of armor. First

there is the Light category, composed of heanl clothing and leather
garments and coats. These reduce all physical damage by 1 point.

Then there is the Medium category, comprising more tactical armors,

especially those worn by law enforcers, mercenaries, and mobile

forces. They reduce physical damage by 2 points but limit the ;
effective Agility score to a maximum of 13, due to their hard parts and

bulkiness. The Heavy category includes military grade armor that .

covers almost the entire body and is quite bulky to use. It reduces

physical damage taken by 3 points; however, it limits the wearer’s

Agility to 13 and imposes a Negative Die on all actions regarding

movement or reflexes. The table below summarizes this information.

Armor *

Category DR Notes

Light 1 -

Medium 2 Limits effective Agility to 13.

Limits effective Agility to 13, and imposes a
Heavy 3 Negative Die on actions involving
movement and reflexes.

*This Damage Reduction applies only to physical damage.



BSHIELDS

. It’s very rare to find someone using shields nowadays, especially
-since they are ineffective against firearms and most of the
supernatural powers of the monsters that hide in the shadows of
-this world. However, since sometimes you may use some help to
defend yourself against the sharp claws of a monster and the
- flaming blades of daemons, a shield might still be useful. In game
terms, shield bearers can opt to make a Physique test against
¢ physical attacks made against them. This test is influenced by all

" normal rules, including the Powerful Opponent rule. If they succeed,
the attack is negated. The number of times a character can do that
"depends on the shield size category. Small shields can attempt to
block 1 attack per round, and allow the character to use an item in
their shield hand if they forgo their block attempt. Medium shields
allow 2 block attempts per round, but the user cannot equip other
items in their shield hand. Finally, Large shields allow 3 block
attempts per round, but they impose a Negative Die to actions
"related to movement and attacks, unless the bearer stands still.
Shields usually cannot block firearms attacks.

fShield Blocks /

Category Round* Notes
Allow the use of shield hand when not

Small 1 blocking attacks.

Medium 2 Wielder can’t hold other items in shield
: hand.

Imposes a Negative Die to actions related to

Large 3 movement and attacks, unless the bearer

stands still.

*This Damage Reduction applies only to physical damage.

EXPLOSIVES

Sometimes a sword or a shotgun
won't be enough, and you need to
bring the big guns! Explosives and
grenades can inflict a lot of damage but
are not so safe to use. These weapons do
full damage to everyone in close range and
half as much to creatures within short
range. Those who have a place to dive for
cover may make an Agility test with a
Difficulty equal to the total number of
damage dice the item inflicts to halve the
damage taken.




Explosive Damage Special
4d6 -

Grenade
Targets suffer additional 1d6 points of

Incendiary
2d6 damage per round unless they pass a
Grenade Difficulty 2 Agility test.
Sonic Targets need to make a Difficulty 2
2d6 Agility test to avoid becoming deaf for

Grenade 1d6 turns

TarFets need to make a Difficulty 2
Flash Grenade - Agility test to cover eyes and avoid being

blinded for 1d6 turns.

Every target within short range needs to
make a Difficulty 2 Agility test or be
stuck in place for 1d6 turns. A Difficulty
2 Physique test can be made to escape.

Glue Grenade

A smoke cloud covers everything up to
short range. Any action relying on vision
receives a Negative Die, and unprotected
victims inside the cloud need to make a
Smoke Bomb - Difﬁcultﬁr 2 Physique test ever¥ round to
avoid inhaling the smoke and losin
their action cougl_}lling (they can stil
move, though). The smoke cloud lasts for
1d6 turns.

Imposes a Negative Die to be thrown.
Dynamite 8d6 User can set a timer with an Intellect
test.

Each unit occupies an Encumbrance slot.

Black Powder 2d6 per unit User can stack units to increase damage.

Each unit occupies an Encumbrance slot.
User can stack units to increase damage.
This can be easily affixed to most
surfaces.

Plastic Bomb 3d6 per unit

GEAR

What else could an individual hunting monsters, aliens, or even the
undead could want to carry? The possibilities are endless, and so
would be the list of equipment here. So we are leaving it open. We all
live in the world of todai/, right? If a character wants to carry a
flashlight, a rope, a bottle of vodka, a pack of cigarettes and a lighter,
they can. Why not? Anything that exists in our world exists in Dark
Streets & Darker Secrets. If it is hard to get our hands on an RPG
(rocket-propelled grenade), it will also be hard to do so for the
characters. The Referee is encouraged to turn these situations into
adventure opportunities, and they can request difficult Money Rolls to
buy these unorthodox items.



IWEIRD ITEMS

Each character begins the game with a
weird item that seems ordinary but
hides some extraordinary property.
‘What this strange power might be is up
to the player and the Referee. Referees
should allow and reward creative and
fun ideas, but their usability should still
be limited. In order to work, a player
must make a Luck Roll to make use of
the strange property of these Weird
Items.

Below is a random table of items. What
they actually do we will only find
out during the game. A rusty
dagger might vibrate when ghosts
are nearby. A broken watch might
.freeze time for 1d6 rounds. A
broken mirror might allow the
user to see in the Shadow World.

0 N0y L W N R

d100 Weird Item d100 Weird Item
Melted amulet 26 Dented cuirass
Ancient arrowhead 27  Split golden cup
Beaten backpack 28  Rusty bronze dagger
Discolored bag 29 lustrated deck of cards
Small metallic ball 30 Setof polyhedral dice
Smelly bandana 31  Polished dirk
Blood-stained bedroll 32  Faceless porcelain doll
Dented beer mug 33  Miniature iron door
9 Petrified bone 34  Blank old sketchbook
10 Handbound book 35  Stained drums
11  Dirt-covered boots 36  Exotic earrings
12  Decorated ivory box 37 Large petrified egg
13  Leather bracelet 38  Colorful feather
14  Ash-covered brazier 39 Wooden flute
/15  Small silver cage 40 Opaque gem
16  Deep scarlet candle 41  Silky gloves
17  Blood-colored chalk 42  Rusty grappling hook
18  Rusted chisel 43  Large stone hammer
19  Ragged grey cloak 44  Out of tune harp
20 Coalstatue 45 Blood-stained harpoon
21  Scratched coin 46 Fancy hat
22  Dusty wood comb 47  Bone hatchet
23  Miniature crib 48  Rusty hook
Spartan iron crown 49  Crystal hourglass

25 Rune-inscribed cube 50 Shrunken human head



51
52
53
54
55
56
57
58
59
60
61
62
63
64
65
66
67
68
69
70
71
72
73
74

Foul-smelling incense
Vial of ink

Painted jar

Ancient jewel

Large bronze key
Bright-colored kite

Bone knife

Broken ladder

Old oil lamp
Malfunctioning flashlight
Sturdy lock

Old iron manacles
Painted mask

Broken mirror

Oil tainted mitten

Beaten musical instrument
Snapped necklace

Sharp needle

Silver net

Iridescent oil

Discolored painting
Ragged pair of jeans
Uncomfortable old pillow
Metal pin

Worn off pocket knife

76
77
78
79
80
81
82
83
84

86
87
88
89
90
91
92
93
94
95
96
97
98
59
100

Vial of poison
Sweat-stained pouch
Preserved organ
Small stone pyramid
Shattered quartz
Flea-ridden quilt
Torned ribbon

Worn off iron ring
Perfumed robe
Sea-smelling rope
Broken saber

Leather satchel
Forbidden scabbard
Silver scythe

Great seashell
Ancient bronze shield
Polished leather shoes
Rusty shovel
Perfumed soap
Colored glass sphere
Golden spoon

Stone sundial
Wooden totem
Unknown machinery
Silver whistle
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DRUGS AND OTHER

SUBSTANCES

Pharmaceuticals can be a blessing or a bane
depending on the situation. Mercenaries,
soldiers, and pretty much everyone make
use of some of them occasionally, as they
can temporarily increase a person’s
metabolism, attention span, strength, and
even offer a boost of stamina. However,
abuse of these substances can hinder the
user and make them addicted. In game
terms, using these substances grants
temporary advantages (lasting 1d6 turns)
while also imposing certain side effects
(lasting 1d6 hours). Repeated use (more
than once per week) can cause dependency.
When using more than once within a week,
the Elayer must make a Willpower test with
a Difficulty equal to the number of doses
used in this period. If they fail, their
character suffers a Negative Die to all tests
for a whole month if not under the effects
of the drug. After one month they can
make a Willpower test to overcome this

| addiction. A failure means the player needs
| towaitaweek to try again.

In the following table we present some
sample drugs and other substances with
their effects and side effects. Acquiring
them should not be as simple as getting other items, making their
“ acquisition a matter of adventuring or, at least, engaging in
nteresting encounters.

ubstance Effect Side Effect
User gains a Positive Die to
all melee attacks and

inflicts an additional point . :

of damage with melee P Seﬁ iuf{eljs a l}Te'gatlve Die

weapons. They need to 0 au LSS Ivoing
actions that require

attack the nearest enemy :
: ; concentration and a calm
in the most violent way state of mind.

they can each round. A
Willpower test can be
made to avoid this effect.

Fury Shot

User feels the need to
User may move twicein = move every round and
the same round, taking can'’t stay still for more
half as much time to reach than a few minutes. The
~ Lightning Pill distant places. Theyare  Referee may ask for a
also considered to have an Willpower test if the player
additional 1d6 Levels to takes too long to act, and if
determine Initiative. they fail, the character
acts recklessly.



Focusing
Drops

Determinatio
n Shot

Liquid Muscle

Lifeina

Needle

Good Night
Pill

Adrenaline
Pill

Liquid
Courage

Med Stick

User is able to focus their
mind sharply, granting a
Positive Die to Intellect
tests for actions involving
concentration.

User becomes more self-
confident and receives a
Positive Die on all
Willpower tests.

User can exert strength
beyond their normal
limits, granting a Positive
Die on all tests regarding
raw physical prowess.

User feels a surge of life
and becomes exhilarated.
They receive 2d6
temporary Vitality points.

User feels relaxed and
sleeps well for 8 hours
straight. They regain the
full amount of their
Recovery Roll.

User has their metabolism
accelerated to a state
where they can perform 2
Actions per round.

User is immune to fear
and doesn’t need to make
Sanity Rolls.

User must define which
task they are
concentrating on. They
will suffer a Negative Die
on all tests regarding other
tasks.

User becomes arrogant
and dismissive of other
people’s ideas. They need
to pass a Willpower test to
abandon their own ideas
in favor of someone else’s.

Immediately after the
initial effect ends, the user
receives a Negative Die for
all physical actions.

If after the effect ends the
character reaches zero
Vitality, they are in shock
and may die, unless they
pass a Luck Roll.

User needs to pass a
Difficulty 3 Willpower test

to wake up before the full 8 2

hours have passed. They
will also need to pass a
Willpower test to sleep on
the next day.

Right after the initial
effect ends, the user
suffers 1d6+1 points of
damage and receives a
Negative Die to all physical
actions.

User will not choose their
actions carefully. Every
time there is an
opportunity for a reckless
action, the user will take it,
unless they succeed at a
Willpower test.

User will need to consume
twice as much food and

User immediately recovers water that day, otherwise

1d6+1 Vitality points.

they will receive a
Negative Die for all actions
the next day.




services.

Messenger

Fence

< Spy

ERVICES

- Sometimes, characters in
" Dark Streets & Darker
Secrets will require all
sorts of services to be
" done for them. After all,
£ . they have much more
~ important things to do
with their time than to
repaint their car to get
~ the authorities behind
* their back, or to fix their
computer while
investigating their latest
. lead. It may also be
: necessary to hire some
bodyguards, messengers,
assassins, and all sort of
rofessionals. What
ollows is a sample of
- possible services and
. professionals to hire. The
. Referee will usually
‘require a Money Roll and
" some research in case of
- more obscure and illegal

Professional Service

Deliver messagles directly to the recipient in a safe
way. Money Roll modifiers vary according to distance,
importance of message, and the people trying to
intercept it.

Intermediate deals between sellers and buyers of
illegal goods and other uncommon items. This will
usually increase the modifier on Money Rolls to
acquire said items or reduce the number of Money
Points characters receive when selling something.

Fix something that is broken. Money Roll modifiers
vary with how complex the item to be fixed is, how
available the spare parts are, how urgent the fix is, and
other factors.

Infiltrate some place or organization and then provide
information regarding the place or orFanization. This
service will require weekly Money Rolls, and the
modifier varies according to how secretive and
dangerous the location or group is.

Kill a designated target. Money Roll modifier varies
according to the method, whether it will be done
stealthily or not, if the target is well-defended or is a
prominent person. The attempt, however, might not
work every time (make a Luck Roll).



Driver

Scientist

Mercenary

Medic

Forger

Lawyer

Informant

Guide

Face

Drive a vehicle to some location, carrying passengers .
and/or cargo. Money Roll modifier depends on whether -
the driver will use their own vehicle or one provided by
their clients, how far the journey is, how dangerous it
is, if it includes a return ticket, and other factors.

Provide information and data regarding a specific
scientific subject. Money Roll modifier varies based on
the obscurity of the matter and how fast the client
wants the information.

Perform military duties for money. Mercenaries can
provide security, additional attack forces, and perform -.
patrols. A Money Roll is needed weekly and varies
according the the level of experience and expected
lethality of the job.

Treat wounded people, perform surgeries, perform
unauthorized autopsies. Money Roll modifiers will
vary with complexity of treatments, necessary
medical equipment, and risks involved.

Produce false but believable forgeries of documents,
artwork, and other items. Money Roll modifiers vary
according to the level of detail and complexity of the
forgery.

Perform legal procedures and give legal advice. Money
Roll modifier varies with the complexity of each case
and obscurity of the legislation.

Provide information regarding familiar subjects,
prominent people, and current events. Money Roll
modifier will vary with the obscurity of the
information, how perilous it is to share, and how
desperate people are for the information.

Guide clients through unknown terrain, difficult
paths, dangerous cities, and other exotic IE)laces. Money
Roll modifier varies according to how well the guide

knows the place, how dangerous it is, and it needs to
be made weekly for extended services.

Provide public relations services for people and
organizations. Money Roll modifier varies according to
the issue being negotiated, legality of the matter,
values involved, and other factors.
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ILLEGAL

Sometimes, players will
want to acquire items
that are not commonly
available, especially
when these items are
illegal. They may need
to find the proper
supplier, leading to
tense encounters with
criminals, smugglers,
and potentially law
enforcers. The Referee
should take the
opportunity to
introduce MR
complications and r W= S
ossible adventure
ooks. Sometimes this
can lead to dangerous situations, job propositions, and other
interesting events (look at Chapter 8: Running the Game for ideas of
interesting NPCs, their motivations, desires, and possible job offers).

ENCUMBRANGE

Characters will need all sorts of equipment and gear, so the
temptation of carrying as many items as one physically can is
understandable. However, the ability to run when danger approaches
and to jump out of incoming fire is a must in the perilous worlds of
this game. That's when the Encumbrance rules come in. Characters

carrying too much gear won’t be as fast as those carryin%l ust the
essentials or those that choose carefully what to take with them.

In game terms, each character has an Encumbrance limit equal to
their Physique score. This is the number of items with roughly the size
of a medium weapon the character may carry. Most objects are
assumed to count as one item for this Encumbrance limit (unless the
Referee rules otherwisez(. Clothes and armor do not count against this
limit, as they already take into account their effect on the user’s
movement. Backpacks and other items used to carry equipment do
not count against the limit either in fact, they can increase said limit
by a few units.

When carrying more than their Encumbrance limit but less than
twice this number, a character receives a Negative Die to all tests
regarding movement, reflexes, and strength, while also needing to
choose between moving or acting in each round. Their overland speed
is halved for all purposes. When carrying more than twice the
Encumbrance limit, a character may only move a few meters before
having to stop and rest. They can’t take actions in this situation.



:‘-Everything has a price in the perilous worlds of Dark Streets &
- Darker Secrets. However, this game chooses a more abstract

" standard value of
. it being 2), and

. when they are
purchasing

' something, be it
anitemora
service, they
make a Money

- Roll. This consists
of rolling a d6
-and trying to roll
~equal to or under
" their current
Money score. A
success means

. the purchase was
- made without

* much problem. A
failure, however,
means the buyer
k. didn’t have
enough
esources, and
now their Mone
score is reduce

'-_bﬁ/ one point until | 4 : f”j;
',-t H

%. ]
“theendofthe e 7 A—)
adventure. This X P € AN .t
- sounds simple, kgt el
. but things can ko ==

* get more
_complicated.

.PRICE MODIFIERS

- When an item is more valuable, a modifier might be added to the

- Money Roll, making it more difficult to purchase. These modifiers are

‘ determined by the Referee and are based on the rarity, quality, and
legality of the item, and the general disposition of the seller toward

their clients. A quick way to determine the Money Roll modifier for

~each purchase is looking at each of these elements and putting them

_into scale. When tryingl to purchase a flame thrower, the Referee

-would impose a +3 modifier to the roll (+1 each for rarity, legality, and

-disposition, as it's somewhat rare, illegal, and the seller has no

- relation to the characters).



MONEY POINTS

During their adventures, characters will acquire money and goods
that are translated into Money Points by the system. This allows the
Referee to present players with all sorts of goods and currencies,
representing the many ways trade is made in the world without the
bookkeeping of actually calculating the exact value of each item. All
they need to do is assign an abstract Money Points value. Usually,
mundane goods will have between 1 and 5 Money Points, while more
sophisticated and rare items could range from 6 to 20 or more points!
The Referee can use the same criteria used for calculating the Money
Roll modifier to evaluate the item’s worth. '

SPENDING MONEY POINTS

Before making a Money Roll, a buyer may opt to spend Money Points
to add the amount spent to their Money score. This represents an
influx in monetary power coming from sales and negotiations with
the items represented by those Money Points spent. Then, the§l/ make
the Money Roll applying all the normal modifiers. A successful roll
means the goods and credits were exchanged, but a failure results in
not only not getting the item, but discovering the merchandise the
buyer had to spend for the purchase wasn’t worth what they believed
it was. The Money Points spent are lost, unless the player chooses to
make a Luck Roll to save half of the points spent.

| 0n1nFS



WHERE DID MY MONEY GO7

Money comes and go in Dark Streets & Darker Secrets. Characters

are common peoqle, with financial problems or debts, and sometimes
~they just want to live a little. After all, it looks like they will die soon
anyways. Better spend now while they can.

This is reflected in the game by the automatic reduction of Money
*Points between adventures. Before the start of each adventure, every
- character loses 1d6 Money Points due to various reasons. Players are
encouraged to come up with their own reasoning for this reduction
ossibly adding ideas and adventure hooks the Referee can use
uring the campaign) or they can roll on the following table.

d20 Where did my Money go?

You threw an enormous party, indulging yourself with booze,
drugs, and other vices and Eleasures. However, upon waking up,
you find a letter written in blood, and you are pretty sure it’s
your blood. What's written in it?

You gambled your money at an illegal gambling den and now
2 have a debt with the crime boss of the place. They have a
proposition to settle the matter. What is it?

Criminals beat you up and stole your wallet, but not before
3  giving away the fact that they knew your name and where you
were going. Someone set you up. Why?

Corrupt policemen caught you with illegal goods, but they made
4  adeal you couldn’t refuse to escape with your life. Now ;rou are
working for them, temporarily. What do you need to do?

Tricked by a con artist, you gave away your money. Now you seek
revenge. How did they trick you?

Celebrating Jour latest accomplishments in a seedy bar, you are
6 drulgged and pass out. When you wake u%, you find out your

wallet is gone, along with an important object you were
carrying. What was it?

Betting on yourself in a competition you were sure you couldn’t
be bested at, you lose to someone you never thought could defeat
you. Who did that? Did they cheat?



10

11

12

13

14

Accused of cheatin%in a game of chance in an illegal casino, you
had your goods confiscated and got banned. You think someone
set you up. Who did this?

A bounty hunter found you, but you negotiated your freedom
for your money. Who is hunting you? And why?

The Death Squad of the local Death Cult found you, and you had
to abandon your possessions. Why are they after you?

You paid for a good time in a seedy establishment, but it turned
out your money was fake. Now you've got someone very angry
with you and a debt to pay. What are they going to do to you if
they catch you?

After a night of drugs and rock ‘n’ roll you wake up in a bizarre
building. Apparently, you hired someone to take you there to
investigate some strange happenings. What is going on?

During a party on a seedy nightclub you accidentally accepted a
business proposal. To get out of this mess, you had to get a big
present for your “partner”. However, they didn’t for%we you,
and now they seek revenge. What will they do to you?

A strange alien with a peaceful voice convinced you to purchase
an ancient artifact. However, after a few days, it vanished.
Where did it go?

You show up to a meeting with a potential business opgortunity :
but discover it is just a distraction. Returning to your place, you
find it ransacked. Who did this?

You are not sure how this happened, but you joined a secret
society and had to give them a lot of money. What are they up
to?

You received a message from an old rival. They are blackmailing
you. They know your darkest secret. What is it?

A distant relative shows up askinlg1 for money, and they know
gxa7ctly how to get it from you. What do they need the money
or?

While traveling through the dark streets, a storm hits you and
you lose a good part o your possessions. Apparently, the storm
was created by something or someone. Who is behind this?

You spend your last few bills to acquire a map that su?posedly
leads to a relic of an old civilization. What is this relic?







4: RuLEs OoF THE CITY

There are many rules in this corrupt city. You may know a few of them.
Those laws the rich and powerful paid the politicians to approve so they
could control us more easily. But there are others. And these you must
find out in the worst ways.

Dark Places § Darker Secrets is a role-playing game and, as such, has
rules to determine the outcome of situations where the consequences -
aren’t obvious, and where both failure and success can result in
interesting scenes.

This cha?ter presents the core rules of the game, those that govern
almost all situations, and it also gives advice on when to roll dice and
how to resolve social encounters and intellectual challenges. It also
covers the rules regarding the actions of NPCs, the measurement of
time and distance, the effects of losing Sanity, and the advancement
of characters.

Combat rules will be explained in Chapter 5: Combat.

CORE RULES

These are the rules that establish the
foundation for all others, and with
which the Referee will usually
resolve any unpredicted situation in
the game.

ATTRIBUTE TEST

Every time a situation arises in
which the efforts of a character
have a say in how well it goes, their
player makes an Attribute Test.
This consists of rolling a d20
against the appropriate Attribute.
Success happens when the result
is equal to or lower than the
Attribute score, but higher than
the Difficulty. NPCs and
Opponents have to roll higher
than the appropriate player
character’s Attribute and use the
Powerful Opponent rule, or they
are considered to have an
Attribute score of 10 plus their HD
(for more information regarding
NPCs in Action, see below).



AVOIDANCE ROLLS

Most of the time, players will make Attribute Tests to accomplish
something their characters want to do. Sometimes they will need to
make these tests to avoid harmful effects. The Referee will decide
what Attribute should be used for each Avoidance Roll, using the
following guidelines:

e Physique: Tested to avoid the harmful effects that attack the
physical constitution of the character, such as poisons, diseases,
petrification, and other similar effects.

e Agility: Tested to avoid threats that could be dodged or avoided by
sharp reflexes, such as jumping out of a blast radius, dodging a
blade trap about to slice you in half, and other such daring
maneuvers.

e Intellect: Tested to resist mind-boggling effects that will try to
trick and confuse the character, such as illusions, disorienting
spells, and other such effects.

e Willpower: Tested to resist effects that will try to rob the character
of their free will, such as the seductive powers of a Daemon of
Seduction, the mind domination powers of Vampires, and other
such effects.

POSITIVE AND NEGATIVE DICE

,, Some situations may make tasks easier or more difficult. Climbing a
ladder when it’s pouring is a lot more challenging than when it’s
sunny. Firing at an enemy from higher ground gives a distinct




advantage. That's what Positive and
Negative Dice are for. When a test is
made with a Positive Die, the player
rolls 2d20s and chooses the one they
prefer for the result (normally the one
that results in a higher number but
still within the success interval). On
the other hand, when a Negative Die
is imposed on a test, the player rolls
2d20s, and the Referee chooses the
one to use as the result (usually the
one that complicates the
adventurer’s life the most). The
Referee has the final word on
whether a Positive or Negative Die
is applied to a test, even though
the rules have many situations
where the use of them are
suggested.

DIFFICULTY

Some tasks are harder than
others. Trying to jump over a
1 meter long gap in the

bridge is simple enough, but
jumping over the infamous
Hell's Mouth with its 10 meter
long distance, even with a running
start, can be quite challenging. That'’s
what Difficulty is for. The Referee can
assign a Difficulty to any test they
deem more challenging than usual.
Normally, this will be a number
between 1 to 5, but it can go higher,
depending on the situation. The
Difficulty number can be determined
by other factors, too, like by the
Powerful Opponent rule below or the Power Level of the spell or mind
power being used.

POWERFUL OPPONENT

Some enemies are tougher, more agile, more resilient, or simply more
savage than others. In game terms, enemies with higher HD are

tougher to defeat than those with lower HD. Actions against ;
Opponents and NPCs have a Difficulty equal to the difference between :
the enemy’s HD and the Level of the character attempting the action.
Similarly, if an Opponent is makin% a test against the character, they
add that difference to their d20 roll (see NPCs in Action below).




FAILURE AND ITS
MEANING

When a player rolls above their
Attribute score or equal to or
below the Difficulty, they fail
the Attribute Test, but these
failures may have different
meanings. In game terms, when
a player rolls above their
Attribute score, the task may
very well be beyond their
capabilities. That’s the common
failure we are all accustomed to
(the lock is beyond their lock-
picking skills, the language in
which the scriptures are
written is beyond their
linguistic skills, that rock that
fell over their companions is too
heavy for them to Eft, their
mind is not stron%lenough to
resist the lure of the Pleasure
Daemons).

However, when the player rolls
under the Difficulty, the action
usually is within their
capabilities, but the challenges
inherent to the task made them
fail somehow. This could have
various consequences,
depending on the situation and
the judgement of the Referee
(the lock was almost opened,
but the lock-pick broke inside;
they translated the scriptures,
. changing the real meaning of

: . . what was written; the heav

h S rock that fell on your friends
\ slipped throu%h your fingers

¥ and crushed their bones; the
( lure of the Pleasure Daemons is
so strong that, although you
: could resist for a few seconds,
Eart of your soul just gave inf. Another option is allowing a “Yes, but”
ind of result when the result is within the Difficulty (you manage to
pick the lock, but you suddenly hear the alarm sounding in the
- distance; you correctly translated the old scriptures, but the truth
behind it shattered your mind, making you lose 1d3 Sanity points;
you've made a great effort and managed to lift the rock and release
your companions, but in doing so you sprained your muscles taking
1d3 points of damage to your Physique; you closed your eyes and ran
away from the Pleasure Daemons, but their image will haunt you for
weeks, and you will need another Willpower test to sleep every night).




RESISTED TESTS

When two characters are attempting opposing actions, like one is
trying to pass unnoticed by another, trying to win a race against
another, or something similar, we make a Resisted Test. When this
happens, both players make their tests regularly, applying all the
normal rules, and the one who succeeds with the highest roll wins.
Normally, Resisted Tests are only used when player characters are
opposing each other, because when the opposition is an NPC or
Opponent, a Flayer just makes the test normally using the Powerful
Opponent rule. However, should the Referee deem it important, an
Opponent may be considered to have an Attribute score of 10 plus
their HD for the purposes of an Attribute Tests, receiving Positive or
Negative Dice according to their nature (more details on NPCs in
Action below).

PUSHING THE ROLL

Normally, if an Attribute Test results in a failure, the task is beyond
the character’s capabilities or something happens that makes it
harder to try again. However, the player may try to Push the Roll. In
game terms, the player describes how their character is putting extra -
effort into the task, and they may try the Attribute Test again, but if
they fail, dire consequences will ensue, and the Referee has all the
right to complicate the character’s situation even further.

CRITICAL SUCCESS AND FUMBLE

Sometimes, things go extremely well. Other times, all hell breaks
loose. When making an Attribute Test, there are special results called
Critical Successes and Fumbles.

A Critical Success occurs when a player rolls the exact score of the
Attribute tested on the d20, or when NPCs and Opponents roll a
natural “20”. This means the task attempted is accomplished
extremely well, and further benefits may be gained, according to the
Referee’s judgment.

A Fumble happens on a roll of natural “20” for players and on a roll of
“1” for NPCs and Opponents, and it represents a catastrophic failure.
Not only is the task unsuccessful, but the situation is aggravated, and
complications arise in consequence of the action. Again, the Referee
should use their judgement when deciding what happens.

i —




- nothing lasts forever. Swords can break, pistols may run out of ammo,
armors can be reduced to mere pieces, and cell phone batteries can be
quickly out of power. Hence, every item has a Durability score,
symbolizing how deteriorated an object is. This rating varies from 0 to
.5, 0 being a destroyed or completely drained item and 5 being a very
sound and durable item that has been barely used. The usual score for
* most items is around 3. This Durability score can be used for almost
any resource that can be used, like items, fuel, food, and even favors
with people and factions.
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To keep track of the deterioration, we use Durability Rolls, which
consist of rolling a d6 and comparing the result to the Durability

- score. A result equal to or lower than this number means the item has
not lost its durability, charges, or whatever represents their resources.
- However, a result higher than the score means the resource has been
*.diminished and Durability is reduced by 1. The frequency of the

- Durability Rolls depends on how unforgiving the Referee wants their
setting to be, varying from once every encounter when the item is
used to once every adventure.
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. As this score decreases, the resource runs the risk of being destroyed
or completely depleted. Players can and should try to repair them,
either paying someone to fix it, getting more ammunition, buying

- more fuel, or whatever needs to be done (and the Referee should make
i sure that some of them may require appropriate deeds, such as the

~. Durability of favors with an organization, for examples). Once the
Durability score reaches zero, the resource is depleted, the item is
destroyed, there is no more ammunition or charges, or the item is

: otherwise rendered unusable.

dLUCK ROLL

They say our luck is written in the stars, but stars can actually die.
Every player character has a Luck score, representing their inherent
ability to be in the right place at the right time, the favor of the
“universe, or simply plain luck. Thus, whenever a situation arises in
~which the capability of the character has no influence, and the

Referee still wants to decide it by chance, they can call for a Luck Roll.

. This consists of rolling a d6 and comparing it to the character’s Luck
score. If the result is equal to or lower than the Luck score, the
situation develops in favor of the character. They were lucky. On the
other hand, rolling above that score means things go south for them,
- and their Luck score is reduced by 1 until the end of the adventure.

- They were unlucky. What that means will vary from situation to

“ situation, and is determined by the Referee. Once the Luck score

- reaches zero, the character fails all subsequent Luck Rolls.



WHEN TO USE A LUCK ROLL?

The Luck Roll can be used by the Referee as a tool for determining
whether a previously undefined fact about the environment or scene
is true or not, especially when this affects the interest of the player
characters. Is there a patrol passing through at that moment? Are
there any cars parked around fast enough to outrun the bloodthirsty
werewolves that are approaching? Is there food or water in the ruins
found at the Shadow World? All of this can be decided by a Luck Roll.

It's important to notice that Luck Rolls can be the result of both the
players’ questions about the scene (“So, are there any barrels of oil
inside the workshop?”) or the desire of the Referee to find out about
something (“As you remove the skull from the pedestal, the whole
complex starts to shake, and rocks start falling from the ceiling. Make
a Luck Roll to see if any one of them falls on you!”).

REFUSING A LUCKY ROLL

A }ilayer may want to preserve their Luck for later and refuse a Luck
Roll. This makes the scene develop as if they had failed the roll but
doesn’t reduce their Luck score as an actual failure does. Thus, the
Referee should try to at least imply the possible consequences of each
Lucl}: Roll, so players can make informed decisions about risking their
Luck.

REFRESHING LUCK

At the beginning of each adventure, the character’s Luck score is
refreshed to its original value, unless something in the current events
of the campaign dictates otherwise (like a curse, a daemon that
drained the favors of the Three Fates, or something similar). Luck
comes and goes in the world of Dark Streets & Darker Secrets, and as
in the fiction that inspires the game, adventures are usually episodic,
with some amount of time between them. This allows for the stars to
realign and set destinies back on their tracks.







USING THE CHARACTER’'S CONCEPT

Every characteristic in a character Conce&Jt can possibly affect actions
during the game and both the players and the Referee may announce
their effects in the game or propose a setback as described below.

CLAIMING ADVANTAGE

Whenever an action should benefit from a detail in the character’s
Concept, the player may claim an advantage and receive a Positive Die
on tests related to that action. The Referee has the final say in whether
the character’s Concept applies in the situation, but they should work
on the applicability with the player.

DETERMINING
DISADVANTAGE

When an action should be harder for a
character because of something
established by their Concept, the
Referee can determine they are at a
disadvantage, and impose a
Negative Die on tests regarding
that action.

ACCEPTING A
SETBACK

If the consequences of a failure in
some action seem interesting
enough, the Referee can offer a
Setback to the player. In game
terms, the character fails the test
or performs an action that will
lead them to a dangerous situation
but, in exchange, they gain a
temporary bonus of 1 point to
their Luck score (that can be
used as normal, but will go
away at the end of the
adventure). A player can also
suggest their own Setbacks to
the Referee, but the latter still
has the final say in the
proposition.




fUSING A CHARACTER'S COMPLICATION

During character creation, every player establishes a Complication for
their characters. This not only helps develop a stronger foundation for
the character in the Eaming universe and provides the Referee with
_possible hooks, but the player can use the Complication to insert even
more trouble in the adventure. But why would they do that?

To get a temporary point of Luck. By activating their Complication,
the player gives the Referee the permission to insert the character’s
Complication at any moment they deem appropriate for the
immediate benefit of a temporary point ofP Luck (that will go away at
the end of the adventure if not lost before that). That means the
Complication doesn’t have to come into play immediately, and the
Referee can use it later, in a more dramatic moment, to make the lives
of the players’ characters more excitin%! This can be done once per
adventure, and the Luck score can’t go higher than 5.

A0 SH
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(HEN TO ROLL DICE

Some actions are so mundane they don’t require an Attribute Test,
like cooking a meal, driving a car through a calm street, or using the
f radio to send a message to an ally. Unless something else is happening
- to make these actions more interesting and dangerous, making the
. outcome of both success and failure important. Trying to cook an
£+ extravagant meal to impress a foreign diplomat, driving a car when
. meteors are falling from the sky, and using the radio to transmit a
message through a secret channel, however, might warrant an
-Attribute Test.
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SOCIAL AND INTELLECTUAL CHALLENGES

There are rules governing many
aspects of the game, but for
some of them, we left blanks
(such is the way of Old School
gaming). You roll dice to see if
you hit %/our enemy with your
pistol, if you managed to dodge
the asteroids on your path, or to
see if you find the files on the
evil corporation’s mainframe,
but we suggest you don’t roll
dice for every challenge,
especially social and
intellectual ones.

When the player characters
decide to interact with
someone, the Referee asks them |
what they are saying. Whatare =
they hoping to get out this ===
interaction? How are they :
trying to accomplish this? If they are making a proposition, what is it .
and why do they think the other party will agree to it? If they are
threatening someone, what is the threat? Players don’t need to make
theatrical performances (although speaking in character and
gesturing like they would can be a lot of fun for everyone at the table).
Using creativity and ingenuity to solve social challenges instead of
just rolling dice can be one of the best parts of a game session.

The Referee will take that information and will make a judgment call
based on the NPC’s motivation, personality, and overallldisposition.
The% should, however, kee}) in mind that in an Old School game, we
are opinﬁ to encourage players’ creativity and problem solving, so if
they see the players making an effort to come up with a solution, they
should give it a chance to work.

Similarly, an intellectual challenge, like a puzzle, a riddle, or even a
maze, can be presented during the game for the players to solve,
instead of their characters. It’s part of the Old School style to
challenge the players instead of their characters. The Intellect
Attribute in Dark Streets & Darker Secrets represents the knowledge
and perception of the character, but not their reasoning and
ingenuity. That’s where the pla%er comes in. It’s part of the fun of the %
game to solve this situation with other resources instead of simply die
rolling. Figure out the puzzle, think about what the riddle means,
trace a path to escape the maze.

In the end, however, this is up to the Referee and the group of players.
How do they want to tackle these situations? If they prefer to resolve
everything with a die roll, it’s their game now. But I strongly suggest
1gqivin the method described above a try. Different challenges can

ave different ways to resolve them. As they say: “Variation is the
spice of life” (and, why not, games).



ACTION AND SCENE RESOLUTION

. Most of the time, we roll dice to find out the outcome of an action.
- When you fire iour pistol against the criminals trying to cut your
. throat, you make an Attribute Test. When you try to jump over the

i chasm when the werewolves are behind you, you make another test. A
i, test represents the attempt of an action, and that usually takes a few
seconds in the game world.

However, some tests can represent more than one action. When a
character spends hours browsing through the old records in the ruins
of a library, the player makes just one Attribute Test, instead of
hundreds of them for each book they searched through. To properly
file the right forms to get the cargo liberated b%the bureaucrats of the
Customs Department, you only make one Attribute Test, even though
you had to fill dozens of forms and go to their office six times.

Ultimately, it's up to the Referee to decide how a task will be resolved,
using tests for single actions or to represent a whole endeavor or
scene in the ongoing story.

NPCS IN ACTION
Most of the tests in this game are focused on the player characters’
capabilities, as they are the main characters of the story being
created. It's also much easier for the Referee to rely on the character’s
statistics than to create detailed statistics for every NPC and
Opponent the players might run into.



Thus, if an NPC is attempting an action against a player character,

they roll a d20 and need to obtain a result higher than the pertinent
Attribute score of said character. Note that the Powerful Opponent .
rule applies here, adding the difference between the NPC’s HD and the :
character’s Level to the die roll. :

However, there may be times when the Referee wants to highlight the
ability or proficiency of some NPCs and Opponents, and it is
important to assign an Attribute score to them. A practical way to do
this is to assume they have an Attribute score of 10 plus their HD, and
give them a Positive Die for tasks they should be good at or a Negative
Die on tests they shouldn’t be very good at.

Finally, when an NPC acts against another NPC, they both roll a d20
and add their HD, comparing the results. The one with the higher
result wins and gets to do what they want.

MEASURING DISTANCE

During a scary and action-packed adventure of Dark Streets & Darker .
Secrets, the last thing you would want to do is count squares, feet, ]
meters, or whatever measuring unit you are accustomed to using.

That’s why this game opts for an abstract way of handling distances.

There are 5 broad distance categories: close, short, medium, long, and
distant. Close encompasses everything within a couple of steps away.
Short distance wouldp be up to what a person could normally walk in
about 10 seconds. Medium would be up to the distance someone could .
run in the same 10 seconds. Long range would be up to the distance a
person could run in a minute. The distant category would then
encompass the distance a person could run in 10 minutes.

MEASURING TIME

As with the measurement of distance, this game measures time in
two abstract units we call rounds and turns.

A round takes as much time as is usually needed for a character to
take an Action and make a Movement in an action scene or combat.
This usually means a round lasts around 10 seconds or so, but that can
vary according to the Referee’s judgment. '

On the other hand, a turn usually lasts until a scene is resolved (see
Action and Scene Resolution above). Sometimes this involves the
resolution of a series of rounds, but other times a whole scene can be
resolved in one test and this takes a turn. Most of the time, this means
a turn lasts for about 10 minutes. However, the Referee may judge
that a turn may take more time, such as a day, a week, or even a
month (for when the characters are traveling for a long time, making
extensive research, or something similar).



S‘AN\ITY AND MADNESS

. Some things are not meant to be seen by mortal eyes. Others are way
- beyond the comprehension of the simple minds humankind, and this
can shatter their grip on reality.

n game terms, every character has a Sanity score equal to their
. Intellect. This represents their grip on reality and their ability to
rationalize what they have witnessed to preserve their minds.

- When a character witnesses something that can affect their fragile
minds, the Referee will ask for a Willpower test with a Difficulty
appropriate to the gravity of the event (usually varying from 0 to 5). A
success means the character had the mental fortitude to preserve
their sanity and create a reasonable
explanation for what they have seen,
even if it’s just to preserve their sense
of reality.
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When a character fails, however, they
lose some of this mental resolve. The
number of Sanity points lost varies

| with how disturbing each experience
is. Weird encounters might inflict just
1d3 points of Sanity damage. Bizarre
encounters make the character lose
1d6-1 points of Sanity. Terrible
experiences will make the character
lose 1d6 points of Sanity. Finally,
mind-shattering ones will reduce the
character’s Sanity by 2d6 points.
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ACQUIRING MADNESS

* Once a character’s Sanity is reduced to zero, they acquire a Madness,
- and their Sanity score is restored to the initial value. The Madness

" should be related to what made them lose the Sanity points. This can
only happen 3 times though, as explained below.

-The first time this happens the Madness acquired manifests just as a
. minor quirk, being quite manageable. The character is nervous
‘around situations that remind them of their madness, but there is no
- mechanical effect yet. By the second time, the Madness becomes

. stronger and can affect the character in critical situations. Once per
 adventure, the Referee may impose a Negative Die to the character’s
actions for a full scene if they fail a Willpower test. By the third time
the Madness is acquired, it becomes a constant disturbance in the
character’s life. Once every session (or twice in a single-session

- adventure), the Referee may impose a Negative Die to the character’s
- actions for a full scene if they fail a Difficulty 3 Willpower test. If the
* character’s Sanity score is reduced to zero a fourth time, the Madness
- takes over their mind completely, and they no longer can be played.
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NCHARACTER ADVANGEMENT

« During their exploits Next Level Adventures Required

throughout the dark alleys

of the city, characters will 2nd 2
g it (e ;
will get better at what they
‘mplE - do. They will also become 4th 4
ry more resilient and capable 5th 5
%f) . of greater deeds. 6th 6
¢ To represent this in the 7th 8
@ .game, characters have 8th 10
+ - Levels of advancement. 9th 12
e Everyone starts at first
Level, and as they gain 10th* 14
=3 more experience through a
:ﬁ number of adventures, * Each subsequent Level requires the same
_they get to advance to the number of adventures required for the previous
=i next Level. As characters Level plus 2 more.

become more experienced,
leveling up takes more time.

To advance to the next Level, each character is required to participate

in a number of adventures determined by the table below. The

adventure does not need to be successful, and an adventure is
anything the characters set out to accomplish.

LEVEL ADVANCEMENT BENEFITS
Leveling up provides a number of benefits:

‘e Character Level is one higher, making it easier to face Powerful
Opponents.

Many of the Archetype’s Special Abilities improve as the character
advances through Levels.

The character gains 1 additional point of Vitality (The Tough gains
2 points).

e The character makes Improvement Rolls for a chosen Attribute
first, and then for their Archetype’s two Prime Attributes. An
Improvement Roll consists of rolling a d20 and comparing it to the
Attribute score in question. If the roll results in a number higher
than the Attribute score, the Attribute is improved by one point
(to the maximum natural score of 18). If the result is equal to or
lower than the Attribute score, it's not improved. An Attribute can
only be improved once per Level, even if the player chooses to roll
for one of their Prime Attributes as their chosen Attribute’s
Improvement Roll.



LEARNING NEW ABILITIES

Even though characters can learn a lot and improve many of their
capabilities when leveling up, some things they just learn the hard
way, through their own efforts in adventures!

To acquire new abilities, sgecial powers, or new skills not %rovided by
their Archetypes, player characters will have to accomplis daring
feats to earn them during play. There isn’t a set in stone formula for
this, however. The suggested procedure is to have the player inform
the Referee of what their character would like to learn. Then, they and
the Referee will come up with how this ability will work in game
terms, with the Referee%laving the final word. After that, the Referee
will start offering hooks and rumors regarding ways in which the
character can accomplish some deed to learn the Special Ability in
play. They will probalg)ly have to go into a crazy adventure to do that,
and that’s part of the fun!







5¢ COMBAT

Sarah saw the corpses sprawling on the floor. The creature had
disfigured them all with its claws and fangs. It was getting closer now.
She readied her gun and her silver sword. One of them was going to die
under the moon.

For good or bad (mostly bad), many situations in the cities of Dark
Streets & Darker Secrets are settled with violence. The previous
chapter presented the core rules of the game, which are applicable to
combat, but this chapter will detail and specify rules to use during the
exchange of bullets and sword swings.

THE ROLE OF COMBAT

Even though the world of Dark Streets & Darker Secrets is dangerous
and violent, the Referee should try to offer a diverse selection o
challenges for the players. Combat should never be the only option or
the only possible obstacle between the characters and their objectives.’

However, once combat ensues, anything goes. Don’t pull punches,or |
the excitement of these encounters will be lost. Victory will feel cheap. -2
Also, unbeatable enemies should give some opportunities for the :
players to escape, and their deadliness shoulc{) Ee telegraphed before
the characters find them (corpses found near its location, rumors of
their cruelty, watching an NPC being annihilated in front of them).

In the end, combat should be just one way to handle a situation, and
usually not the best way.




COMBAT PROCEDURES

Once combat begins, the rules of the game become a little more
structured to prevent doubts and confusion as to what is reall
ha{)pening. Time starts to be measured in rounds, and the Referee
follows these simple steps.

1. Assess Surprise situation.

2. Determine Initiative.

3. Combatants act in order of Initiative each round.
4

At the end of every round, the Referee assesses the situation.

1. ASSESS SURPRISE SITUATION

Sometimes a group of combatants gets the drop on their opponents,
bein%1 able to act before they can react properly. In game terms, that'’s
called Surprise. The Referee will adjudicate if the current situation
warrants Surprise or not, often asking for Attribute Tests to prevent
or guarantee this advantage.

When this happens, the party that surprised the other has a full round
of actions before their opposition can act. This can possibly tip the
.. 0odds strongly in their favor.



2. DETERMINE INITIATIVE

To determine the order in which the combatants act after the round
of Surprise, the player characters make an Agility test. If they succeed
and roll a number higher than an Opponent’s HD, they act before that
Opponent. If they succeed but roll a number equal to or lower than the
Opponent’s HD, the Op}ionent acts first. Usually, if the character fails
the roll, they act after all Opgonents. Opponents act in order of HD.
Characters can act in the order they want as long as they respect the
aforementioned rules.

3. COMBATANTS ACT IN ORDER OF
INITIATIVE EACH ROUND

In order of Initiative, each combatant can make a Movement and
perform an Action. Note that some rules and Special Abilities allow
characters and Opponents to move or act more than once per round.

4. AT THE END OF EVERY ROUND., THE
REFEREE ASSESSES THE SITUATION

After everyone has acted in the round, the Referee will assess the
situation. If combatants are still alive and want to keep fighting,
another round be§ins, using the same Initiative order. Just repeat
steps 3 and 4 until something changes.

However, if one side of the combatants has been defeated, wants to
surrender, flees, or has been captured, the combat may have ended.
Other actions may also end the conflict, possibly leading the game to
another kind of challenge, such as a chase, a negotiation, or
something else, as the Referee deems appropriate.

MOVEMENT

Combatants are always movin§l around during combat. They try to
dodge attacks, move to reach their enemies with their swords,
position themselves for more effective attacks and so on. Ever
combatant can perform a Movement each round (unless state
otherwise).

As Dark Streets § Darker Secrets uses an abstract way to measure
distance (explained in the previous chapter under Measuring
Distance), an unencumbered character may move up to a short
distance and still perform an Action, or move up to a medium
distance if they forgo their Action. Encumbered characters have to
choose between 1performing a Movement or an Action every round.
Moving within close distance can be part of an Action.




NACTIONS

+Alot can hapgen in a round of combat. Firearms are shot, swords are
~swung, punches are thrown, obstacles are jumped. In reality, an
Action can be attempted during combat, so it would be impossible to
list and explain how to proceed with each one. Instead we present
guidelines for the most common Actions combatants take in battles.
The Referee, using the simple rules presented in the previous chapter,
" shouldn’t have any problem resolving other unpredicted Actions.

"MELEE ATTACKS

Swinging an axe, slashing with a sword, thrusting with a blessed
spear, all of these are melee attacks. When performing a melee attack,
characters need to make a Physique test with a Difficulty determined
"according to the Powerful Opponent rule. If they roll eciual to or below
-their Attribute score while also overcoming the Difficulty, they hit
and inflict damage according to the weapon used. Rolling higher than
their Physique means the character misses the attack, while rolling
equal to or below the Difficulty means the opponent did something
that prevents them from being wounded (they dodged, parried,
“blocked, their skin is too thick§. On the other hand, opponents just
need to roll over the character’s Agility, using the Powerful Opponent
rule, to hit them and inflict damage.

" UNARMED ATTACKS

A character may also make melee attacks using their body as a
weapon. This may not be as effective as using actual weapons, but it
allows the combatant to make the test against either their Physique or
Agility. These attacks encompass many forms of martial arts and, for
simplicity’s sake, all of them inflict 1d3 points of damage, which can

e Lethal or Non Lethal, as the combatant chooses.

GRAPPLING

. Instead of hitting an enemy with their elbow, a character may decide
“they want to grapple their Opponent. They may want to immobilize
“the target, pin them to the ground, get something from them (like an
item in their possession), or something similar. To do so, they must

- still make a normal unarmed melee attack successfully, but the
Opponent may resist by trying to roll higher than the character’s
Physique using the Powerful Opponent rule. If the Opponent fails, the
character managed to do what they wanted. If the victim succeeds,
they break away from the grapple. Every round, the character doesn’t
need to do anything to keep grappling their target, but the Opponent
- may make another test against the character’s Physique to break

" away. The grappler, if they want, can make a Physique test to inflict

. 1d3 points of damage as an unarmed attack.
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RANGED ATTACKS

Although considered illegal to carry in many cities of the world, the
use of pistols, rifles, and shotguns is widespread. Attacks made with
these weapons follow the same rules from attacks with melee
weapons, but the test is made af%ainst the combatant’s Agility. The
player makes the test with a Difficulty determined by the Powerful
Opponent rule. If they roll equal to or below their Attribute while also
overcoming the Difficulty, they hit and inflict damage according to
the weapon used. Rolling higher than their Agility means the
character misses the attack, while rolling equal to or below the
Difficulty means the O%ponent did something that prevents them
from being wounded (they dodged, blocked, the attack hit their cover,
their skin is too thick). On the other hand, opponents just need to roll
over the character’s Agility, using the Powerful Opponent rule, to hit
them and inflict damage.

WEAPON’S RANGE

Ranged weapons also have a standard range used to determine up to
what distance the weapon can be fired without a penalty. Weapons
can be fired against opponents up to one distance category further
away, but the attacker suffers a Negative Die to their attack roll.

AIMING

Characters can spend some time aiming at enemies to improve their
chances of hitting them. By spending a full round aiming a shot, the
attacker my benefit from a Positive Die on their next attack with the
same weapon and the same target.




"CRITICAL HITS AND FUMBLES

~Hitting the tar%et in the bullseye or striking a vital organ of an enemy
are examples of Critical Hits. When a character rolls their exact
Attribute score when making an attack, and they succeed at hitting
‘the target, they have obtained a Critical Hit. The player, then, must
hoose between inflicting the full weapon damage plus the normal
damage roll for that weapon (if the weaé)on inflicts 1d6+1 points of
amage normally, the Critical Hit would inflict 7 plus 1d6+1); or either
enefiting from a Positive Die on actions against the target for 1d6
- rounds or imposing a Negative Die for all actions that opponent
.attempts for 1d6 rounds, while still inflicting normal damage.
Opponents achieve a Critical Hit on a natural 20 on their attack roll.

On the other hand, sometimes the sword hilt slips from the hand, you
- drop your guard momentarily, or trip over loose wires on the floor.
That’s what happens on a Fumble during combat. If a player rolls a
natural 20 on their attack, or if an Opponent rolls a natural 1, their
attack turns into a Fumble. The combatant will have to choose
between either inflicting the normal damage from their weapon on
 themself or an ally; suffering a Negative Die to all their actions for 1d6
- rounds; or granting a Positive Die to an Opponent for all actions

" against them for 1d6 rounds.



COVER,
MODIFIERS

It may sound simple, but in actual combat, participants will do what
they can to tip the conflict to their favor. They will seek higher ground
to have an advantage over their foes. In game terms, whenever a
situation provides some form of advantage, the one benefiting from it
enjoys a Positive Die for their actions that would be affected by the
advantage. Similarly, when someone finds themself in a situation that
hinders their chances of success, they should receive a Negative Die to

actions related to that hindrance.

The following table

provide Positive and Negative Dice, but t
assess other situations quite easily, especially with these examples in

mind.

Positive Die Negative Die

Attacking from higher ground.
Attacking from a concealed
position.

Grappling an opponent half your
size.

Attacking an unaware target.

Attacking a prone target with a
melee weapon.

Attacking an immobilized target.

BLOCKING

Shields, some other devices, and even spells might allow combatants
to block attacks completely. As explained in Chapter 3: Equipment and
Credits, a shield bearer may opt to make an Attribute test to avoid an
attack, effectively blocking the attack. This test uses all the normal
rules, including the Powerful Opponent rule. For normal shields, the
user rolls against Physique, but in other cases a different Attribute

might be specified.

CONCEALMENT,

resents a few exam%les of situations that might

AND OTHER

e Referee should be able to

Trying to outmaneuver someone
on higher ground.

Trying to fire against someone
you cannot see.

Trying to pin down an opponent
twice your size.

Firing at an opponent with cover.

Attacking a prone target with a
ranged weapon.

Shooting at a running target.




‘MANEUVERS

i ‘Plafrer characters will try all sort of crazy things, such as trying to

+ collapse a wall to bury enemies under rubble, swinging on a fancy
~antique chandelier to get to the other side of the corrupt politician’s
hall, doing a backflip jump in an attempt to confuse an opponent, or
any other outrageous thing they can think of.

- Referees should exercise their creativity in these situations, while also
encouraging player ingenuity. Usually, a maneuver will require an

- Attribute Test, often with a Difficulty determined using the Powerful

- Opponent rule, and will provide some sort of advantage (giving a

Positive Die on their next action), or will allow an action that wasn’t

possible before. Below we present a few examples:

e Disarming: Make a normal attack against the target, and if you hit,
you need to make a Physique test to disarm them.

e Outmaneuvering: Make an Intellect or Agility test, depending on
how the character approaches the maneuver. If successful, they
gain a Positive Die on their next attack.

» Pushing: Make a Physique test to push an Opponent up to a short
distance. You receive a Negative Die if the target is twice as big or
more than you.

Defending: Make an Agility test against an Opponent to defend an
ally from their attacks. If successful, that Opponent has to attack
you instead of the protected ally.

" Tumbling: Make an Agility test to pass through an Opponent in

combat without letting them hit you. On a success you can make
your normal move, and the Opponent has to chase you down if
they want to attack you.

" MULTIPLE ATTACKS

* Some combatants prefer to make a whirlwind of wild attacks instead of
. more focused and precise blows. A player may decide to make
additional attacks per round, but each extra attack increases the
Difficulty of all Physique tests to make them by 2. An Opponent making
additional attacks receives a -2 penalty on all d20 rolls per extra attack.

"RAPID FIRE

Some Weagons are allowed to fire more than once in a single round.
However, doing so means sacrificing precision for more chances of
~damaging opponents. In game terms, the Referee may authorize some
- combatants to fire more than once per round depending on the

. firearms used, but each additional shot increases the overall Difficulty
-of all the Agility tests by 2. An Opponent making additional attacks

~ receives a -2 penalty on all d20 rolls per extra attack.






"AUTOFIRE

_'Some of the more modern and larger weapons have the option to fire
*dozens if not hundreds of bullets in a few seconds. In game terms,
~some Medium and Large ranged weapons, like submachine guns and
assault rifles, can be used to Iglre a rain of bullets in an area of up to
hort distance within the weapon’s range. Doing so reduces the
weapon'’s Durability score by 1 automatically and allows the attacker
. to make an attack against everyone in the area affected.

FLEEING

Sometimes, the best option in a conflict is to flee. That way, you can
fight again in another opEortunity. However, turning away to run can
* open yourself up to attacks. A character running away may forgo their
. Action to escape, moving up to a medium distance, but doing so will
. give the opportunity to every enemy within close range to make an
-attack against them if the Opponents forgo their Action that round. If
the fleeing character opts for a safer escape, they can forgo their
Action an% move up to a short distance, and this won't allow
immediate attacks against them.

. MANIFESTING SPELLS AND PSYCHIGC
POWERS

Some characters possess the ability to manifest spells and psychic

.. powers. They have been tainted by the influences of the supernatural
.world and can tap into this power source to alter the reality around

- them. Detailed rules about the use of these Special Abilities are

. presented in Chapter 6: Sorcery and Psionics. However, they usually
take an Action to be used and require a Willpower test to manifest.

. Normally, OF%onents use these powers as if making any other attack,
- having to roll higher than a character’s Attribute, using the Powerful
- Opponent rule.




OTHER ACTIONS

One of the greatest strengths of RPGs is the infinite possibilities they
provide. Although we described many possible actions in this chapter
already, players will always think of something else they want to do in
combat. That’s perfectly normal, and even desired. Creative players
that think beyond the obvious choices make the game more exciting
for everyone. Thankfully, Dark Streets & Darker Secrets is a very
flexible and simple game, and all the Referee has to do is determine if
an Attribute Test is necessary, and assign a Difficulty to it, either
using the Powerful Opponent rule (if the action is directed against an
Opponent) or plain common sense. -

Being cut by a sword, shot by a rifle, crushed by a stone, all of these
hurt a lot, and in game terms, cause damage. Damage reduces Vitality
points, which if reduced to zero can lead to death. Besides attacks,
many other things may cause characters and NPCs or creatures to lose
Vitality points, such as falling from a cliff, burning in a building on
fire, starving in a horrible dungeon, and any other thing that could
wound, hurt, or rob the character of their health.

LETHAL AND NONLETHAL
DAMAGE

Usually, when we talk about damage, we are
talking about lethal damage. So if we say that
the bite of the Hellish Hound does 2d6
damage, we can imagine these animals to be
very dangerous and their bite deadly.
However, some attacks and effects can inflict
nonlethal damage, which can lead to
unconsciousness instead of death. Hitting
someone with the blunt side of a sword, with
the butt of a gun, or firing at them with a
taser gun does nonlethal damage.

In game terms, both lethal and nonlethal
damage reduce Vitality points, but if a
character’s Vitality is reduced to zero and the
total of lethal points is below the Vitality
score, the character is unconscious. They will
wake up after an hour if conditions are good
enough (and they are not suffering further
damage).

Normally, if the reason the character took the
nonlethal damage is no longer affecting
them, nonlethal damage goes away after 1
hour of rest.



This is a perilous world, and death
awaits at every corner. Normally, all
NPCs and Opponents die once their
Vitality reaches zero. However, fplayer
characters are another breed o
individuals. Their destin%may be
greater than the rest of the people
around them.

Once a character’s Vitality reaches
zero, they are knocked down and are
dying. If someone heals them within
a number of rounds equal to their
Level, they may regain Vitality points
normally. After this time, they will
rely on their destiny. If someone tries
J) to help them before 1 hour has
passed, they may make a Luck Roll,
and if lucky, they have survived their
wounds, but the%{l permanently lose 1
point of either Physique or Agility, as
they choose, and receive a Negative
Die on all actions for 1 hour. On the
other hand, if unlucky, or more than
é hO&lI‘ has passed, the character is
ead.

HEALING AND RESTING

Characters will be injured in a variety
of ways, but with proper care and
some rest, theﬁ can get well again. In
game terms, characters can take

ither short rests or long rests.

hort rests can be taken after a combat or action scene in which
_characters have taken damage. Resting for 10 minutes (a turn), in
-which the character catches their breath, drinks from their canteen,
~and binds their wounds, allows the player to make a Physique test
~with a Difficulty equal to the total number of short rests taken in that
day. If successf%l, the character recovers a number of Vitality points
determined by their Recovery Roll. Failure means the character didn’t
. have the constitution to recover any of their health.

On a long rest, the character rests in a comfortable and safe place for
about 8 hours. If these conditions are fulfilled, they automatically
recover an amount of Vitality points determined by their Recovery
Roll and 1 point of a damaged Attribute. Alternatively, if the character
“ receives proper medical care in this period, they recover 2 Recovery
.'Rolls’ worth of Vitality points and 2 points of a damaged Attribute.



HAZARDS AND OTHER DANGERS

Although deadly enough, characters face many other dangers besides
swords and firearms across the city. Falling from high altitudes, being
exposed to high levels of radiation, being burned in an incendiary
attack, bein% electrified by a security trap, etc. All of these and more
can end the life of a player character, so we took the time to prepare a
quick guide on how to handle these situations in game.

ACID

Acid and other corrosive substances can damage not only the
equipment, vehicles, and objects the characters carry, but if it reaches
their skin, it can cause grave wounds. Acid damage varies according
to how big the area exposed to it is, and happens every round, unless
the acid is removed or cleaned from the individual. Small areas
exposed to acid would suffer only 1d3 of damage per round. Medium
areas could suffer 1d6 points of gamage. Large areas exposed to acid
could suffer 2d6 Foints of damage per round, and a body fully covered.
by acid would suffer 3d6 points of damage every round.

DARKNESS

The most common way people perceive the world around them is
through vision. When something prevents a character from fully
orientmglthemselves to the environment, due to either utter darkness
or even blindness, they receive a Negative Die to all actions that rely
on their vision. The same principle may be applied to situations
regarding other senses as well.




‘Most creatures have breakable bones, especially humans, and can
+suffer a lot when they fall from high places. In game terms, we
categorize falling distances similarly to other measurements, such

that allinf from short heights (about 5 meters or so) causes 1d6

.points of damage; falling from medium heights (about 10 to 15

meters) causes 2d6 points of damage; falling from a long (somewhere
~between 20 to 30 meters) fall causes 5d6 points of damage; and a
distant fall (up to 50 meters or so) causes 10d6 points of damage. A fall
higher than this is a deadly fall and will simply kill the character.

With the permission of the Referee and a description of a daring and
creative action, the character may revert their fall to the previous
“category (from deadlﬁ[ to distant, distant to long, and so on) with an
Agility test and a Difficulty determined by the Referee according to
the circumstances and the action taken.

FIRE

The all consumin%lraging fire. Player characters can face this
relentless foe all the time, and when doing so, they should take all
‘necessary precautions. Being exposed to fire without proper
protection causes an amount of damage every round according to the
size of the fire. Small fires (like those from a primitive torch) cause
only 1d3 points of damage per round; medium sized fires (like from a
3 campﬁre?cause 1d6 points of damage per round; large fires (such as
¢ from a small room on ﬁreﬁcause 3d6 points of damage per round; and
. finally, gigantic fires (such as from a whole building in flames) cause
.5d6 points of damage per round. Proper gear can mitigate this
damage, usually reducing the damage as if the fire was of one or two
~.categories smaller.

RADIATION

Just like with fire, the exposure to
radiation can prove deadly to
characters. In game terms, each round
of unprotected exposure causes an
amount of dama%e varying accordin

to the intensity of said radiation. Light
4 radiation only causes 1 point of damage
per round. Medium radiation would
inflict 1d3 points of damage per round.
Heavy radiation inflicts 1d6 points of
damage per round. Finally, extreme
radiation causes 2d6 points of damage
per round to unprotected creatures. As
with fire, adequate gear may reduce the
damage to a category lower than what

| itreallyis.




TRAPS

TechnologK has allowed the greedy to implement a variety of deadly
devices to keep their possessions secure from the masses of thieves
and opportunists. In game terms, these devices are often installed in
doors, safes, corridors, and walls that are near a place that someone
intends to keep secured. They are often hidden and are not obviously
detected by interlopers, so player characters might be Surprised by
them if they are not diligent. When activated, the players often have a -
chance to avoid them, or at least mitigate the damage, with an :
Attribute Test (normally Agility). Surprised characters will receive a
N(}gative Die on these tests, though. Failure means they suffer the full .
effects of the traﬁ. Success might mean they completely avoid it or '
they suffer only half the normal damage (it’s usually the case when a
large area is blasted with fire or some other harmful effect).

Below we present some sample traps. Referees should use them as ;
1nsq1rat10n and come up with their own devious devices to protect the
vaults of the many foes that will cross paths with the characters.

Electrified Floor: The floor around a valuable object is trapped in such
a way that it will electrify anyone who steps on it if it’s not
deactivated properly. It normally causes 2d6 points of damage, but
there are deadlier versions that can cause up to 5d6 points of damage.
An Agility test may let a character jump off the electrified floor,
avoiding damage completely.

Flame Breath Statues: Usually installed in highly decorated places
with many statues and ornaments, this trap is a favorite of the elite
(they like burning their guest when not pleased). The trap can be
activated by command or triggered by a pressure plate or other
device. Once triggered, statues cover an area up to short range with
raging flames capable of melting the flesh and carbonizing bones. :
Normally, anyone in the area suffers 5d6 points of damage. An Agility
test allows characters to jump away from the affected area, but they
still suffer half damage from the intense heat.

Electric Cage: Usually built around a valuable possession that, once
taken from its rightful place without the appropriate measures,
activates an electric barrier which imprisons the burglars. Being
made of electric enerﬁ , this barrier appears very quickly, requirin
an Agility test with a high Difficulty value to avoid. Failure means that
the character is stuck inside the cage and a failure within the
Difficulty interval means not only that, but also that the character
touched the barrier. It inflicts 1d6 points of damage to anyone
touching it, each round. Some sadistic trap makers program the
electric cage to shrink a little every few minutes, and this version is
popular amongst the cruelest crime bosses.

Automated Guns: Guns hidden in the walls and linked to automated
targeting units fire bullets at intruders not identified by the security
sensors. This is usually activated when a place is entered without
using the proper access codes and keys. The guns spring from their
hiding Flaces and get a Surprise round of attacks if the characters fail
an Intellect test to notice their presence. They make attacks as a
creature of 3 HD, but more advanced targeting units do exist, allowing **
the trap to fire as a creature of higher HD. The guns cause 1d6 points
of damage.




‘POISON

'0ld as time, the use of poison is still quite popular in the universe of

* Dark Streets & Darker Secrets. Poisons vary greatly, but for ease of

" use, they all have an intensity score (which determines the Difficulty

in an Attribute Test to resist its effects) and an effect. Most common

poisons inflict a d6 of damage per intensity point, but some rarer

substances can make the victim fall asleep for a number of hours

. equal to their intensity value, paralyze the victim for a number of
turns equal to their intensity, and so on. Referees can exercise their

- cruel imaginations and come up with a varying array of poisons with

t . strange and sadistic effects. Below we provide a few examples

Dying Powder (intensity 3): A dust that can be added to food or drink
without leaving any taste or smell. It will make its victims die slow
deaths, losing 1 point of Vitality ger week. The damage suffered from
this poison cannot be healed, and only a special antidote can stop

* further loss of Vitality and allow the recovery of the lost points. This is
. avery popular poison among crime lords, as they use it to poison

- those who owe them money and then send the poor bastards on a
“mission in exchange for the antidote.

Worm'’s Saliva (intensity 5): Taken from the gigantic worms of a

. layer in hell, this liquid once injected in a victim will make them see

t.' things that are not there, while also making them very susceptible to

- questions and suggestions. A victim poisoned must succeed on a
Difficulty 5 Willpower test to lie when a question is asked of them, and
needs to succeed on a normal Willpower test to avoid doing what is

.. suggested to them.

Petrifying Serum (intensity 3): This serum is obtained by drainin

he fluids of a rare serpent deep within the Amazon forest. If a bladed
~weapon is covered in it and some of it makes contact with the victim's
* skin, they will need to make a Physique test to avoid becoming
“paralyzed for 1d6 turns after 1d6 rounds have elapsed.




DISEASE

Everywhere you go in the world, you will see danger on every corner.
But there are also the dangers you cannot see. Diseases and other
maladies kill more than guns, and spread like wildfire in crowded
corrupt cities. In game terms, when a character has come into contact
with a vector of these diseases, they need to make a Physique test with
a Difficulty based on how contagious the disease is. A failure means
the character is infected, and after the incubation period they will :
start suffering the effects of the malady. A character can be cured of a
disease with rest and appropriate care, as well as another Physique
test (they can try once every 1d6 days after the effects begin). As with

oisons, the Referee is encouraged to come up with a varying array of .

ifferent and strange diseases to reflect the many illnesses that exist
in this sinister world. Below we give just a few possible examples.

Burning Fever of Hell: Originally, this disease was contained to a
small village in South America, but it has since spread to almost all
hot, humid, and jungle-covered regions. Mosquitoes are the main
vector of this illness, and if characters are traveling through such
places without proper gear to protect themselves against these pests,
they need to make a Luck Roll to avoid being bitten. Failure means the
victim will need to make a Difficulty 3 Physique test or contract the
disease. It manifests 1d6 days later with a burning fever and red dots
all over the host’s body. They will lose 1d3 Physique points per day, or
only 1 point if they stay in bed. Proper care aYlows for another
Physique test to fight off the virus.

White Rot: This terrible disease is rumored to have been fabricated by "
the Vampiric Council during the Dark Wars, but it has run out of their -
control. Infected individuals begin to rot on the places they have
touched other hosts, and the rotting area grows each day. Whenever a
character touches or is touched by someone with the disease, they
need to make a Physique test to avoid being infected. Failure means
they start losing 1 point of Physique every day until they die. There is
no known cure for the disease, but some manage to survive by
immediately severing the infected limb as soon as the disease is
diagnosed. It's rumored that if the disease runs its course, the host
becomes a zombie under the control of the Vampire Council.

Mind Worms: These parasites are actually sentient beings, and once
they infect a host, they control the host’s mind and body. They infect
their victims through spores that are released by another host’s
sneezes. A character in contact with a host must make a Luck Roll to
see if the host sneezes or not. Failure means they are sneezed at and
need to make a Physique test to avoid being infected. If infected, the
new host has 1d6 weeks to find a cure before the worms grow and
burrow into their brain, dominating their mind.




EXTREME TEMPERATURES

‘Both extremely hot or cold environments can be deadly for
characters, especially ill-prepared ones. In game terms, the Referee
may ask for a Physique test every day, or even every hour or turn
sEent in such environments, to avoid accruing 1d3 points of damage.
The hotter or colder the planet, the more frequent the tests. Thermal
- clothing, temperature regulated locations, and other details might
make the test called for less frequently, from turns to hours, hours to
days, and so on.

STARVATION

Almost all living
beings in the world
need to ingest
nutrients to maintain
their health on a daily
basis. In game terms,
characters can survive
3 days without food,
but every day after
that initial period they
need to make a
Physique test with a
Difficulty equal to the
number of days they
haven't eaten. Failure
means they suffer 1d3
points of damage.
Once the character
eats again, the loss of
Vitality points ceases,
and the%can start to
regain their Vitality
points again following
the normal rules
described in Healing
and Resting above.

DEHYDRATION

As with the necessity of food, living beings usually need to keeE
hydrated. In game terms, characters can go 1 day without drinking
liquids, but will start to suffer on the next day, having to make
Physique tests with a Difficulty equal to double the number of days
without hydration. Failure means 1d6 points of damage. As with
starvation, the consumption of liquids will cease further Vitality loss,
and will allow the healing process to begin normally.



DROWNING

If the lack of liquids can kill someone, so can the excess, or at least
when it's so much that it floods the person’s lungs. To tread calm
waters, no Attribute Test is usually necessary, but if the waters are
aﬁitated, or there are other dangers involved in the situation, a
Physique or Agility test may be necessary to stay afloat and cover
1gjround. A failure within the Difficulty only means the character

asn’t been able to move at all. However, a failure above the
character’s Attribute means the character has gone under the waves
and may start to drown. Characters can hold their breath for a
number of rounds equal to their Physique score if they know they will
need to do that. In combat or in a stressful situation, they can only
hold their breath for half that number of rounds. After that, they will
need to make a Physique test with a Difficulty equal to the number of
rounds they’ve lost their breath or suffer 1d3 points of damage.
Whenever to character spends a full round above the water regaining
their breath, they stop suffering further damage. If the character _
rests for a full turn, they regain 1d6 Vitality points, and an additional
1d6 points for each additional turn spent resting.

SUFFOCATION

Gas chambers, dense smoke, lack of oxygen, all of this, in addition to
hands strangling someone’s neck, can cause suffocation damaFe. In
ame terms, this functions very similarly to drowning. If unable to

reathe, characters can hold their breath for a number of rounds
equal to their Physique score if they know they will need to do that. In
combat or in a stressful situation, they can only hold their breath for
half that number of rounds. After that, they will need to make
Physique tests, with a Difficulty equal to the number of rounds
they’ve lost their breath or suffer 1d3 points of damage. Whenever a
character spends a full round regaining their breath, they stop
suffering further damage. If the character rests for a full turn, they
regain 1d6 Vitality points, and an additional 1d6 points for each
additional turn spent resting.
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6: SORCERY AND PSIONICS

Sarah wouldn’t be able to hold off the ?éairits of Hunger much longer.

*9

Giulius would be wise to hurry up and finish the banishment ritual, or
all of them would fall under the control of the Abyssal forces.

There are strange and sinister powers at work in the world of Dark
Streets & Darker Secrets. Sorcery is real, and it can corrupt the

noblest of souls. The Gifted is the only player character Archetype who -
can use sorcery or psychic powers, but this comes at great costs. Not
only will they be hunted down by supernatural entities if they find out*
about their powers, but the very use of these abilities is extremel ;
taxing. As these powers come from the Abyss, their use drains life

energy from the user and, sometimes, from everything around them.
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This chapter will detail the rules regarding sorcery and mind powers,
including the price their users have to make and a list of sample
powers characters can learn. Additionally, we present a small section
regarding Arcane Artifacts, the use of True Names, and ways of
learning new powers.

SORCERY OR PSIONICS?

Whether a character makes use of sorcery or psychic powers is up to
the player. It's an important narrative choice, but in game terms,
there is little impact beyond different Backlash and Corruption tables.

SOINOISd aNv

Story wise, however, each one has a different feel and meaning. .
Sorcery is an art form very few manage to learn. We are not sure if it's
because of its inherent difficulty or because many perish before
masterin% its use. The fact is that it makes sorcerers very powerful,
while at the same time it corrupts them and drains their life energy.
Those who wield it are considered mad at best and daemon-possessed
at worst. The life force drained by its users is transformed into spells *
that defy the laws of existence.

Those possessing psychic powers are usually called mentalists. Their
abilities are not Iearned, at least not in the same way as sorcerg, but
something they are born with. Some say they were blessed to fight
against the influences of the Abyss and the sorcery of the witches and
warlocks, but the majority do not really see a difference between
them and sorcerers, and
just assume they are
inherently tainted by
the supernatural.
Regardless, the use of
psychic powers is equally
taxing, as most sentient
species were not born to
exercise their mental
capabilities to such a
degree.



BUSING POWERS

. The Gifted begins the game with 3 known powers, and
-every time they wish to use them, a Willpower test is
necessary, as well as an expenditure of life energy.
_The energy used for each power must come from
somewhere, and the most immediate source is the
~user themself.

Thus, to use a power, The Gifted spends an

. amount of Vitality points equal to the difference
between the Power Level (PL) of the power and the
character’s Level, and makes a Willpower test with a

‘Difficulty equal to the same PL.

The Power Level defines how strong the spell is, and it is
defined by The Gifted at the time of manifestation.
They can, for example, cast the same spell with a lower
PL one time, and with a higher PL on a different occasion.

A success on the Willpower test means the character manifests the
power as intended, at the PL chosen. Note, however, that some powers
may allow targets to make a test to resist their effects (see Resisting
-Powers below).

On the other hand, a failure means the power didn’t manifest, or at

least didn’t manifest as the user intended. A failure in which the

.. character rolls above their Willpower score means the character, for

| one reason or another, cannot manifest this power for the day. Maybe

. .- they aren’t properly aligned with the ether currents that channel that

" power, or that they simply are not in the state of mind necessary for
doing so.

SOINOISJ aNV

~A failure within the Difficulty range means something else. The
character is able to channel the energy but something goes wrong in
the process, and now they must make a choice. They either lose the
power for the rest of the day, or they suffer a Backlash (which means

he energy channeled manifests in a way that is detrimental to the
character, possibly harming them or their allies).

Additionally, a roll of a natural 20 (a Fumble) means even more
_problems for the user. When this haEpens, they lose the power for the
“day, suffer a Backlash, and must make a Luck Roll to avoid automatic
..Corruption. If they are unlucky, they suffer a Corruption. This means
that their corrupting powers have affected the character in a lasting
form, possibly deforming their body, shattering their mind, and
-consuming their soul.




BACKLASH

When The Gifted channels the energy necessary to manifest a power
but fails to control it, it turns against them and their allies. That's
called a Backlash.

In game terms, the Referee has the freedom to determine what
exactly happens, and they can base their decision on the power being
used, its PL, the character’s Concept, and the situation at hand.
Uncontrollably manifestin% a fire-based power on a rocky desert and
on a dry field covered with leaves and sticks might have drastically
different consequences. Generally, the higher the PL used for the
power, the direr the consequences.

Powers that damage enemies may damage the sorcerer or their allies
for 1 point per PL. Powers that confuse the senses may fool the user or
their allies that something is true while it actually isn’t for half the
duration of the intended power.

If necessary, the Referee can roll on the following tables to determine
more generic Backlash effects when they cannot immediately think of
an appropriate one. To determine the result, the player rolls 1d6 and
adds the PL of the power they were trying to manifest.

"
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11
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12

13

14

15

16+

d6+PL Sorcery Backlash

Energy from the Abyss is not properly released, and the
sorcerer has the Difficulty of their next Willpower test to cast
a spell increased by 1.

The currents of energy are altered, and the Difficulty to cast
spells is increased by 2 for 1d3 turns.

The ether currents have changed, and it will take some time to
adaﬁt to them. The sorcerer receives a Negative Die to cast the
spell that provoked the Backlash for 1d3 hours.

The sorcerer becomes blind as they only see the infinite
darkness of the Abyss for 1d6 rounds.

The energies channeled turn against the sorcerer and cause 1
point of damage per PL used.

Darkness originating from the Abyss blurs the senses of the
sorcerer and their allies up to short distance, imposing a
Negative Die to all actions that rely on vision and other senses.
This lasts for 1 round per PL.

The sorcerer is blocked from the ether currents and cannot
cast spells for PL turns.

The horrors of the Abyss assault the sorcerer’s soul, and they
fall unconscious for PL turns.

The accumulated energy from the Abyss interferes with the
casting of the next PL spells, increasing their Difficulty by 5.

Crackling entropic energy from the Abyss blasts the sorcerer
and their companions within short distance for 1d6 points of
damage per PL of the sFell. This damaﬁe may be divided among
the caster and their allies as they wish.

The connection between the sorcerer and the Abyss is
compromised, and they now need to sacrifice an additional
1d6 Vitality points for every spell they cast for a full day.

The energies from the Abyss become unstable, and the
sorcerer receives a Negative Die to cast spells for a full day.

Every time the sorcerer casts a spell, the Abyss demands more
and more energy, making the allies of the caster within short
distance pay the same amount of Vitality points as the caster.

The Abyss drains the life energy of the caster and their allies
within short range to power its forces. Everyone affected
suffers 1d6 points of damage distributed between their
Physique or Agility.

The sorcerer accidentally summons an entity from the Abyss,
possessing PL HD and 1d6 Special Abilities as explained in
Chapter 8: Monsters in the Shadows. The entity is determined
to devour the sorcerer and their allies.




1d6+PL Psychic Backlash

The mentalist’s mind is not focused, and the next time
2 someone resists one of their psychic powers, they receive a
Positive Die to do so.

Voices from the Shadow World enter the mentalist’s mind
3  and break their concentration. The Difficulty to manifest
their powers is increased by 1 for 1d3 hours.

The mentalist’s psychic energy is released uncontrollably,
4  confusing allies within short range, who receive a Negative
Die on their next Action.

The mentalist’s mind is invaded by the consciousness of an

5 entity from the Abyss, imposing a Negative Die on all actions
requiring concentration for the next turn (including
manifesting powers).

¢ Theclosest nearby ally of the mentalist suffers PL points of
damage as a psychic blast hits them.

The mentalist creates a link between them and all their allies’

7 minds, but they can’t control it. Their thoughts get in the way
of each other, making them receive a Negative Die for all
Actions for 1d6 rounds.

The mentalist accidentally broadcasts their intentions for 1d6
8 rounds the next time they face any foe this day, giving those
opponents a Positive Die to act against them.

9 The character’s psychic waves knock a nearby ally
unconscious for PL turns.

The mentalist’s brain has lost its synchronization with the
10 Abyss, and now all tests to manifest psychic powers have
their Difficulty increased by 1d6 for a full day.

The mentalist’s body suddenly becomes more vulnerable to

qq  the harmful energies of the Abyss, and every power used
consumes 1 point of either Ph?rsique or Agility. This damage
can be healed through normal resting.

1p Astrong and uncontrolled psychic blast hits the mentalist
and everyone within short range of them for PL damage.

The energies from the Abyss are interfering with the

13 mentalist’s brain waves, making all Willpower tests to
manifest psychic powers twice as hard, doubling their
Difficulty.

Manifesting powers becomes painful and taxing not only to

14 the mentalist but to their allies, too. Every time they manifest
a power, their allies will have to sacrifice the same number of
Vitality points, which can be divided amongst them.

The mentalist’s mind is taken by an entity from the Abyss

15 that attacks everyone within short distance for 1d6 rounds.
Every target needs to make a Willpower test with a Difficulty
equal to PL or suffer 1d6 points of damage.

A psychic copy of the mentalist and 1d6 of their allies appear

16+ from out of the Shadow World and attack in the hopes o
taking over their bodies. They have the same statistics as their
originators.

4A0H0G

X

SOINOISd aNv



"CORRUPTION

‘These supernatural powers can be not only unpredictable, causing
*strange effects and harmful experiences, but can also deeply corrupt
“the ones meddling with its energies, changing those individuals

forever. When The Gifted rolls a natural 20 on the Willpower test to
-manifest a power, besides the other effects described above, they may
suffer a Corruption.

When this happens, the player needs to decide if they want to make a
-~ Luck Roll to avoid the Corruption. If they don’t do it, or they are
= unlucky, they are corrupted in some way, as determined by the
Referee, usinEl the same principles as the ones used for creating a
.Backlash, with the difference that a Corruption is permanent.

A fpower that inspires fear in a target may corrupt the user in the form
of a Madness (as in Sanity and Madness in Chapter 4: Rules of the
City). A damage inflicting power milght permanently damage a
character’s Attribute. A power that lets the character travel through
“the Shadow World might leave them stuck there.

Similarly, we created tables to generate all purpose Corruption for
both sorcery and psychic powers for when the Referee needs
inspiration. In such cases, the player rolls 1d6 and adds the PL of the
-power which caused the Corruption.

e
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1d6+PL Sorcery Corruption

10

11

12

13

14

15

16+

Strange and terrible symbols of Hell appear on the sorcerer’s .

body in a place they can hide.

Part of the sorcerer’s body is deformed, making it clear they

are connected to the practice of sorcery (scaly arms, strange
eﬁes growin§ over their chest, eyes that emanate a purple
shimmering light).

One of the sorcerer’s limbs is transformed into something

else, like a tentacle, crab pincer, or a spider leg.
Abyssal energies blast the sorcerer and they acquire a

ruesome wound that never heals completely, making them ..

ose 1d3 points of Vitality.

The sorcerer’s face is deformed in such a way that it’s
impossible to hide their connection to the Abyss (their skin
falls off, they gain dozens of spikes and red eyes, they assume
a daemonic visage). Interactions become a lot more
complicated.

The Abyss drained so much of the sorcerer’s life essence they

lose a point of Physique or Agility.

The entities from the Abyss sap the sorcerer’s resolve, 4§

draining 1 point of Willpower.

The shadows from the Abyss cloud the sorcerer’s mind and

senses, reducing their Intellect by 1d3 points.
Terrible nightmares, featuring horrors from the Abyss, haunt

the sorcerer’s dreams. Every night, the sorcerer must make a °

Willpower test or lose 1d3 Sanity points.

Energies from the Abyss emanate from the sorcerer, making
anyone near them feel a strong discomfort, and anyone -
touching them directly suffers 1 point of necrotic damage per .

round.

The rot from the Abyss infects the sorcerer, and they begin to
lose their life energy as time goes by. At beginning of every
adventure they must make a Willpower test or lose 1 point of
Physique or Agility.

The sorcerer acquires a Madness related to the situation that
caused the acquisition of this Corruption, or the gravity of an
already obtained Madness is increased.

The embryo of a hellish entity is put inside the sorcerer’s body %

and grows with time. If at any time their Luck score drops to
zero, the embryo is born and the sorcerer dies.

Somewhere a extradimensional portal opens, and a clone of
the sorcerer steps out of it, determined to take their place, -
with the help of Abyssal forces. This counts as a new

Complication.

A portal to the Abyss agpears and sucks the sorcerer and *
istance of them into this hellish:

everyone within short
dimension.
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14

15

16+

Discreet but visible visual effects a}zpear whenever the
mentalist uses psychic powers, making it possible for others
to realize they are a mentalist.

The mentalist is constantly manifesting visual signs of their
brain waves and thoughts. This immediately identifies them
as a mentalist to anyone who observes the mentalist for a few
minutes.

The mentalist’s bod¥ becomes stretched, giving them a
strange and ungainly appearance, with long, skinny legs and
elongated fingers.

The mentalist is so focused on their mental capabilities their
body suffers. They regain 1 less point of Vitality every time
they roll their Recovery Roll.

Once per adventure the mentalist might project their
thoughts out loud, foiling their plans to surprise their
enemies. Once per adventure the Referee may ask for a Luck
Roll. Failure means the enemy affected will receive the
information they need to prevent such plans.

The use of such strong mental powers is very taxing to the
mentalist’s body and it starts to weaken. The mentalist loses
either 1 point of Physique or Agility.

Slowly but inevitably, a sentient entity from the Abyss starts
to penetrate the mentalist’s mind. Every adventure, they
must make a Willpower test to avoid losing 1 point of
Willpower.

Memories from other times and places start taking over the
mentalist’s mind, and whenever they have to make an
Intellect test to remember something from their home
dimension, they receive a Negative Die.

A terrible visage of the Abyss manifests in front of the
mentalist, and they immediately lose 1d6 Sanity points.

The mentalist’s brain waves become harmful to those around
them. Those within close distance of them feel very confused,
while those touching the mentalist for a full round lose 1
point of Intellect per round.

As their mind becomes stronger, the mentalist’s body
weakens and starts to die. At the beginning of every
adventure the mentalist must make a Willpower test to avoid
losing 1d3 points of Vitality.

The mentalist’s sense of reality seems to be fading, and they
lose 1d3 points of Intellect.

An uncontrollable Madness lurks in the mentalist’s
subconscious. It occasionally manifests and makes the
mentalist lose their sense of reality completely. If at any time
their Luck score reaches zero, the Madness takes over forever.

The mentalist acquires a split personality that may manifest
occasionally, probably to foil all their plans. This is a new
Complication for the character.

The mentalist’s consciousness is imprisoned inside their own
brain while an entity from the Abyss assumes total control
over their body.



RESISTING POWERS

*9

The powers wielded by sorcerers and mentalists can be quite
powerful, but some of them can be resisted by strong minds and
resilient bodies.

Whenever a power allows the target a chance to resist it, they can
make a roll to do so and either avoid the power’s effects entirely or
reduce its effectiveness drastically (each individual power will
determine what happens when it is resisted).

4A0H0G

Player characters resisting a power effect make an appropriate
Attribute Test with a Difficulty determined by the Level or HD of the
creature manifesting the power.

X

NPCs and other Opponents trying to resist a power need to make a
d20 roll and obtain a result greater than the character’s Willpower
score, using the Powerful Opponent rule. This means the more

experienced the character is, the harder it is to resist their powers.

MANIFESTING LOST POWERS

With cFreat effort, sorcerers and mentalist may manifest powers they
wouldn'’t be able to due to the result of previously failed tests.

When a power has already been lost for a day (or more), a character
may try to manifest it again by sacrificing 1 point of either Physique -
or Agility to make a new test. This must be done every time they try to
manifest said power until they can regain it through rest. These
Attribute points may be regained normally through long rests.

SOINOISd aNv

REGAINING LOST

POWERS

Sometimes, the energy currents
that allows The Gifted to use
their powers get blocked and
they are unable to manifest
them for a time, usually a full
day.

After this period has passed, a
character must take a long rest
and spend a full turn
concentrating on their form of
craft (according to the character
Concept) to be able to use those
lost powers again.
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LEARNING NEW POWERS

*9

Learning new powers is not easy. The secrets behind the manipulation
of energies from the Abﬁss and the development of psychic powers
are closely guarded by those who know them and the forces of chaos.

At each Level above first, The Gifted may learn a new power. However,
this is not automatic, as the character has to find a way to learn said
power. This can happen through a master who teaches them, through
the voices of supernatural entities that resonate from a sinister
obsidian rock, through the pages of the secret tomes of an evil
sorcerer, or through something else. The Referee should include
opportunities to find ways to learn new powers in the adventures they
prepare.

4A0H0G
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Once a source is found, the character needs to study the power for a
few weeks and make an Intellect test with a Difﬁcuﬁy determined by
the Referee according to how easy it is to learn from the source. If
they succeed, the power is learned. Failure means the character could
not really understand and master the power yet, but may try again
once they achieve a new Level. In the meantime, the character is free
to seek out and try mastering a different power for their current level

TRUE NAME

There is real power in
names. Not the mundane
names used daily to
crudely identify things
and people; those are
only simple labels. The
power lies in the true
name of an individual
and entity.

SOINOISd aNv

If someone knows the true
name of an entity, they hold
power over it. In game terms,
a character may gain a Positive
Die when performing actions
against a creature whose true
name they speak out loud. Doing
so, however, will invariably attract
the fury of said creature, who will
want to protect its true name.

Speaking the true name of a creature
will also make a creature that is
normally immune to certain attacks
temporarily vulnerable to them.



AMPLE POWERS

+ No one really knows how many different powers exist in this sinister
~world. Some even speculate new ones can be created by individuals
with a strong connection to the Abyss.

What follows is a small sample of powers that can be learned by both
. sorcerers and mentalists. They are presented in such a way that they
can be represented in the game in various ways, depending on the
character’s Concept. An Energy Projectile manifested by a mentalist
. could be psychic waves that make the target’s own body open wounds
on their flesh, while a pyromancer sorcerer’s Energy Projectile would
be small bolts of fire that they hurl toward their enemies.

# Power Effect

Up to PL targets touched (which may include
the character manifesting the power) can
make an additional Movement and an

1 Accelerate additional Action for PL rounds each. After
z the effect has expired, everyone affected will
need to make a Difficulty PL Physique test or
fall unconscious for PL turns.

The character can animate up to PL HD in
: undegd creatures they touch. They can |
: sacrifice a HD to give a creature a Specia
2 Animate Dead Ability. Once animated, these undead can
resist being controlled rolling against the
character’s Willpower.

The character or a target touched makes all
Agility tests with a Positive Die for PL turns.

: The character or a target touched makes all
4 Augment Strength Physique tests with a Positive Die for PL
: turns.

A target within long distance receives a

5  Bad Luck Negative Die to all Avoidance Rolls and adds
+1 to all Luck Rolls for PL days. Can be
resisted.

The character can regain up to 1d6 per PL
Cannibalize Vitality points if they devour the flesh of up
to PL HD creatures.

The character can transfer their
consciousness to another body they are

“7 Change Body touching of up to PL HD for PL days. During
this time, their own body is inert. Can be
resisted.

Up to a total of PL HD of creatures become
confused for PL rounds. During this time,
whenever they would act, the Referee rolls a
d6 to resolve their actions. On a 1 they act
normally. On a 2 to a 5 they don’t act at all.
On a 6 they take an action detrimental to
their goal, which may include attacking an
ally. Can be resisted.

3 Augment Reflexes

SOINOISJ aNV
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14

15

Consult Void Entity

Damaging Touch

Death Aura

Death’s Kiss

Disrupt Power

Drain Powers

Energy Blade

Concentrating for PL turns, the user can
make up to PL yes or no questions to a -
supernatural entity. After that, the character -
must make a Difficulty PL Willpower test to
avoid losing 1d3 Sanity points.

Immediately makes a melee attack with a
Positive Die to cause 1d6+1 points of damage
per PL. The user may make it a specific kin
of energy appropriate to their Concept when
manifesting this power.

All beings within medium distance with up
to PL Vitality points left immediately die.
Can be resisted. This power causes an
automatic Corruption every time it’s used.

An enemy touched, which has up to PL HD
and is currently below half its total Vitality,
immediately dies. Can be resisted. This
power causes an automatic Corruption every
time it’s used.

A power effect, up to the same PL as this
power is manifested, that is being
manifested or currently manifested within
medium range is cancelled. The being who
manifested said power can resist this effect.

A target up to PL HD within medium range
cannot manifest powers for PL rounds. Can
be resisted.

The character materializes an energy melee
weapon that causes 1d6+PL points of damage
to anyone hit. The weapon lasts for PL turns.
The user may make it a specific kind of
energy appropriate to their Concept when
manifesting this power.

SOINOISd aNv



‘16 Energy Blast

" 17 Energy Channel

18 Energy Projectile

19 Energy Shield

SOINOISJ aNV

.. 20 False Face

21 False Friendship

Causes an energy explosion within lon
distance. Anyone within short range of the
explosion suffers 1d6 points of dama§e per
PL of the power. Can be resisted to halve the
damage.

The character inscribes a focus rune on an
object or person through which they can
manifest their other powers as if they were
at the location of said rune. This lasts for PL
days. The character may have a number of
active runes equal to their Level.

The character hurls an unfailing energy
rojectile that hits a target within long range
or 1d6 ]ioints of damaﬁe per PL. The user
may make it a specific kind of energy
appropriate to their Concept when
manifesting this power.

The character creates an energy shield
around themself or a target touched that can
absorb 1d6 points of damage by PL. The user
may make it a specific kind of energy
appropriate to their Concept when
manifesting this power.

The character or someone they touch
assumes another appearance for PL hours. If
the character wants to assume the
appearance of a specific individual, they
must have a token of said person, or they
receive a Negative Die to manifest this
power. If a person has reasons to doubt the
1dentity of the user, they can make a test to
resist these effects.

Offering a gift to a target of up to PL HD, the
character can make it think they are friends
for PL hours. Can be resisted.




22

23

24

25

26

27

28

29

30

False Vision

Fearful Phantom

Ferocity

Flight

Gift from the Abyss

Glimpse Future

Hypnosis

Imprison

Invoke Ghosts

The character creates a static illusion in a
location up to long range for PL turns. The
illusion covers an area up to medium
distance, and can be changed if the
character concentrates for a full round. If a
person has reasons to doubt the illusion,
they can make a test to resist its effects.

A target of up to PL HD sees its worst fear in

front of them and flees for PL turns. If forced

to act, they receive a Negative Die to all
actions. Can be resisted.

The character or a target touched receives a
Positive Die to melee attacks, inflicts +1 point
of damage on melee attacks, and ignores 1

oint of damage from all physical sources

or PL minutes. The subject of the power
must attack any target within close range in
the most brutal way they can every round
while under the effect of this power, unless
they pass a Difficulty PL Willpower test.
After the power duration expires, the target
must make a Difficulty PL Physique test or
fall unconscious for PL turns. Can be
resisted.

The character or a target touched can
clumsily fly for PL turns, moving at the same
rate as they would on the ground, but
without the difficulty of traversing rough
terrain.

The character or a target touched gains 1d6
temporary Vitality Eomts per PL that lasts
for PL turns. Once the effect expires, the
Abyss demands a payment of twice that
amount of Vitality points, which the target

will have to provide from themselves or from

creatures they are touching.

B¥ concentrating for a full turn on a course
of action they might take, the character
receives cryptic glimpses of future
happenings. For PL turns, the user gains a
Positive Die when performing actions
related to that course of action.

Targets of up to PL HD that meet the
character’s eye become hypnotized and must
answer yes or no questions truthfully for PL
turns. Can be resisted.

Binds a target creature of up to PL HD in

invisible chains for PL turns. Can be resisted.

Inscribing runes over an area of up to
medium distance radius, the character
creates manifestations that haunt the place
for PL hours. Anyone but the character who
enters the area suffers a Negative Die to all
actions attempted there. Can be resisted.
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Language
Comprehension

Life in the Deep

Mark of the Hunter

Mind Control

Mystic

Compartment

Nauseating Aura

Open Breach

Prismatic Illusion

For up to PL turns, the character or someone
they touch can comprehend a specific code
or language (they can be listening to
someone talk, they can be examining a
scripture).

The character or a target touched gains the
ability to live underwater for PL hours. The

subject of this power can breathe and move
freely under the waves.

A target the character can see (by whatever
means) receives the Mark of the Hunter and
is pursued by a supernatural creature of PL
HD per PL days. The user must possess a
token linked to the target to manifest this
power. The creature summoned to hunt
them will demand some sort of payment and
can have 1d6 Special Abilities.

The character takes control of a target’s
mind for PL minutes, as long as they
concentrate for the whole time. The target
may have up to PL HD and the character
must be able to look into the target’s eyes (by
whatever means).

The character inscribes a Rune of Recall on a
chest, and is able to invoke it to their location
for up to PL years. The chest can hold up to PL
Encumbrance points in items. The character
can only have one Rune of Recall active at a
time.

The character creates a nauseating aura
within long range, affecting everyone within
a short distance radius for PL turns.
Everyone affected suffers a Negative Die to
all actions while in the area. Can be resisted.

The character creates a rift to the depths of
the Abyss, affecting an area up to short
distance radius within long range. The area
affected is treated as vacuum and is under
extreme cold temperatures, causing 1d3
points of damage to anyone inside it. The rift
closes after PL turns.

Targets of up to PL HD within medium range
are mesmerized by the spectacle of lights
and colors created for PL rounds. During this
time, creatures affected automatically fail
tests related to perception and must make a
Difficulty PL Willpower test to act.
Additionally, they suffer a Negative Die to
resist other mind affecting powers while
mesmerized by this effect. Can be resisted.



39

40

41

42

43

Project
Consciousness

Protection from the
Abyss

Protective Shield

Pyrokinesis

Ray of Weakness

The character can project their
consciousness to any place they can see i}lay
whatever means) or to a place of which they
have a token. The character can see, hear,
and smell as if they were there for PL turns.

The character must inscribe runes in an area
up to short distance radius that will be
protected from creatures tainted by the
supernatural of up to PL HD for PL turns. The
Referee decides which creatures are tainted
by the supernatural, but daemons and most
of their servants would qualify. The
creatures cannot enter the protected area.
However, if they resist the power, they can
pass through the runes.

The character materializes a force shield
capable of blocking physical attacks (like a
shield). The character can block up to PL
attacks per round with an Intellect test. The
shield lasts for PL turns.

The character is capable of controlling a
source of fire of up to PL areas of close
distance for PL minutes. The character can
increase or decrease the fire's intensity b
one category (see Fire on Hazards and Other
Dangers on Chapter 5: Combat) each round
by concentrating.

A target at up to long range which has up to
PL HD suffers a Negative Die to all strength
related tests (melee attacks included) for PL
turns.
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Read Thoughts

Rot Matter

Shadow Cloak

Shadow Travel

Sigil of Return

Sinister Pact

Slow Time

Somnolence

Song of Seduction

Song of Serenity

The character can read the mind of a target
they can see (by whatever means) of up to PL
HD for PL turns. Can be resisted.

Rots non-living matter in PL areas of up to
close distance radius within medium range
after 1 turn. Can be resisted if said item is
carried by a creature.

The character or a target touched has their
body covered by the shadows of the Abyss
and can now hide in plain sight with an
Aéility test made with a Positive Die. This
etfect lasts for PL turns.

The character opens a portal to the Shadow
World, and up to PL individuals may enter it
to travel quickly to another portal opened
somewhere else. This power lasts for PL
turns, and each turn traveling through the
Shadow World is equivalent to traveling a
full day in the normal world. However, the
Referee will roll for a Random Encounter
(see Chapter 8: Monsters in the Shadows for
more details) each turn spent inside the
Shadow World.

Inscribing the Sigil of Return on a location
and then uttering a single word causes the
character and other individuals within short
range (up to PL creatures in total) to
instantly return to said location. This power
lasts for PL days, and the user can only have
one Sigil of Return active at a single time.

PL willing targets make a pact to act in
accordance to some Frinm les. Whoever acts
contrary to these suffers 1d6 points of
damage (that cannot be healed) per day,
until they make amends for their actions.
This pact lasts for PL weeks.

A target of up to PL HD within medium
distance has the time around them slowed
for PL rounds. The target must now choose
whether to perform a Movement or an
Action every round, and acts last in the
Initiative order. This effect lasts for PL
rounds. Can be resisted.

Targets in an area of a short distance radius
within long range that have up to PL HD fall
asleep for PL turns. Can be resisted.

A target of up to PL HD that can hear the
character’s voice becomes enamored with
them for up to PL days. Can be resisted.

By singing a song, everyone within listening
distance and up to PL HD is compelled to
cease all hostilities as long as the character
continues to sing. Can be resisted.
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Strangulation

Summoning

Telekinesis

Telepathy

Transfer Life

Unnatural Growth

Ventriloquism

PL targets of up to PL HD within medium e
range start to suffocate, suffering 1d3 points -’
of damage per round and receiving a
Negative Die to all actions for PL rounds. Can
be resisted.

The character summons a creature of up to
PL HD for PL turns, after which it returns to
whence it came. The user must have a token .
linked to said creature (lsuch as a statuette of -
it, a tuft of hair, or a vial of blood), and the
creature can resist the power to avoid being
controlled.

The character can manipulate objects and
even individuals up to long distance as if
they had a Physique of 10+PL. This lasts for
as long as the user concentrates.

The character can create a mental link to
communicate telepathically with up to PL
Individuals who are up to d)i’stant range. This
power lasts for PL turns.

A target touched (make a melee attack made
with a Positive Die) is drained of 1d3 Vitality
points per PL and either the character or
another individual touched regains the same
amount of Vitality points.

The target doubles in size for PL turns,
gaining PL Vitality points and inflicting an
additional 1d6 points of damage.
