
The Plan:

When you scrape together resources, 
roll+Grift.
On a 10+, take 3 resource points to spend this 
job. On a 7-9, take 2 resource points.
On a miss, take 1 resource point.

When you gather intel, establish what intel 
you’re gathering and roll+Brains.
On a 10+, you get good intel. On a 7-9, pay a 
higher price (spend 1 resource point) or the 
intel may be faulty or incomplete.
On a miss, if you want anything, you can pay a 
higher price for intel that’s faulty or 
incomplete. Otherwise you get nothing.

The Action:

When you make a dedicated effort to hurt 
someone, inflict harm.

When you expose yourself to fire, suffer harm.

Until something unexpected happens, take +1 
ongoing while following the plan.

When you act against a clock, add your 
efficiency to any rolls you make.

When you take a hit, mark off wounds, one less 
than the amount of harm you take (no wounds if 
you only take 1 harm).

When you reach 6 harm, choose 1:
-You’re out of action, dying but still alive
(you’ll be fine if someone saves you).
-You go out in a blaze of glory (do one final
action, then you die).

When you are stunned or in crippling pain, 
any serious action is tricky, unless you're 
committed to a fight and let your adrenaline 
carry you through (spend a hold).

211 – Player Reference

Commit to a fight
When you commit to a fight, roll+hard.
On a 10+, hold 3. On a 7-9, hold 1.
Throughout the engagement, spend your hold 1-
for-1 to:

-Inflict greater harm (+1 harm).
-Suffer less harm (-1 harm).
-Lay down suppressing fire.
-Fight through the pain (or stun).
-Force your way (as in past an obstacle), or 
seize an opportunity.

On a miss, the violence overwhelms you.
Advanced: On a 12+, hold 5.

Do something tricky
When you do something tricky, roll+skill.
On a 10+, you get it done and it’s fine. On a 7-9, 
you get it done, but there’s complications.
On a miss, it all goes wrong.
Advanced: On a 12+, you excel and take +1 
forward.

Run a con
When you run a con, set up your scheme and 
roll+grift.
On a 10+, the con's solid and they'll go along 
with it. On a 7-9, their confidence is not 
assured; going through with it will mean a hard 
choice and you might not make off with the 
entire take.
On a miss, the con’s a bust.
Advanced: On a 12+, they give you more than you 
expected to take.

Scope the scene
When you scope the scene and the status of 
the plan, roll+brains.
On a 10+, you get a clear view of the situation 
and a couple followup questions. On a 7-9, you 
get a basic view of the situation.
Then, on a hit, you may modify, confirm or re-
establish the plan.
On a miss, the plan goes to hell, the plan stalls, 
or you just can’t get a good read.
Advanced: On a 12+, full view of the scene with 
detailed answers to a few followup questions, 
and take +1 forward to follow the plan.

Crowd control
When you control a crowd (or a person), roll.

-If you have a gun, take +1.
-If you have a high caliber weapon, take +1.
-If they’re at your mercy, take +1.
-If you’ve shown you’re serious, take +1.
-If you don’t have enough coverage, take -1.
-If they don’t understand you, take -1.
-If they’re in a panic, take -1.

On a 10+, they’re under control and do what you 
want. On a 7-9, without further convincing 
they’re hesitant, don’t all listen, or don’t quite
do what you want.
On a miss, they’re out of control.
Advanced: On a 12+, they're controlled, 
cooperative and will remain docile.

Support/fuck over your buddy
When you support or fuck over your buddy, 
roll.

-If they trust you, take +1.
-If you’re influential, take +1.
-If you’re better at what they’re doing, 
take +1.

On a hit, you give them +1 or -2 to their roll 
(they can only get this bonus or penalty once per
move, even if multiple people help or 
interfere). On a 7-9, you’re also exposed to 
danger, retribution or cost.
On a miss, you’re exposed to danger, retribution
or cost without helping or interfering.
Advanced: On a 12+, your buddy gets an 
automatic hit (12+), or miss.

The Wrap Up:

After the job, mark experience:
-1-to-1 for the rating of the job, if the job 
was successful.
-If you made off with the entire take.
-If you made off with extra.
-For each complication you faced.
-If you were betrayed (by a player 
character).


