
STATS MOVES

COOL

HARD

SHARP

WEIRD

Act under fire
Reason with 

someone

 » Xp

Attack someone
Do battle

 » Xp

Read a person
Read a situation

 » Xp

Open your brain to 
the world’s psychic 
maelstrom

 » Xp

Hx

EFFECTS

Back someone’s play
Interrupt someone–

ARMOR

WEAPON

SCAVENGE

HARM
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 Stabilized

Countdown

When life becomes untenable:
	 Return to play with -1Hard.
	 Return to play with +1Weird.
	 Return to play with a new 

playbook.
	 Die.

BARTER

AGGRO

Confront someone
Try something 

challenging

 » Xp
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Choose 1:
	 You and your pack decline 

to commit violence for pay, 
reserving your violence for 
when you feel it necessary. You 
have Barter+0.

	 You and your pack are willing to sell yourselves 
as bodyguards, skirmishers, armed couriers, 
mercenaries, and/or a war-band. You have 
Barter+2.

IMPROVEMENT
Mark 6 Xp »  » Improve:
	 Get +1Aggro (max Aggro+3).
	 Get +1Cool (max Cool+3).
	 Get +1Hard (max Hard+3).
	 Get +1Weird (max Weird+3).
	 Get a new Harrier move.
	 Get a new Harrier move.
	 Get a garage (workspace: vehicles) and tinkering.
	 Get a holding and wealth.
	 Get a move from an unused playbook.
	 Get a move from an unused playbook.

	 Get +1 to any stat (max stat+3).
	 Change your character to another playbook.
	 Unlock the advanced moves.
	 Unlock a gamechanger.
	 Create an additional character to play.
	 Retire your character to safety.
	 Get with the MC for a custom improvement.

Live day to day
Drop jingle

NAME: 

PRONOUNS:

1st IMPRESSION

	 Chaotic presence†: When you and your gang enter into a nonviolent situation, roll+Hard. 
On a 10+, choose 1 or 2. On a 7–9, the MC chooses 1 for you, and you chan choose another 
if you like:

•	 Someone in your gang picks a fight with someone here. Ask the MC who and what it’s about.
•	 Someone here owes something to someone in your gang. Ask the MC who and how serious it is.
•	 Someone in your gang wants to help or save someone here. Ask the MC who and how far they’ll go.
•	 Someone here has a loyalty-testing connection with someone in your gang. Ask the MC who and 

how they act on it.
•	 Someone here is so afraid of someone in your gang that they abruptly leave. Ask the MC who.
•	 Someone here makes a huge show of welcome to someone in your gang. Ask the MC who and 

whether it’s sincere.
On a miss, ask the MC what [your most dumbass] does.

	 Battle-skilled: When you attack or do battle, on any hit, you get +1choice.

	 Hunter-killers†: Your gang carries portable rocket tubes instead (4-harm, close/far, 
concentrated fire, braced, total ammo: ).

	 Scavengers & Thieves†: When something’s hard to come by, even impossible to come 
by, or not available in any convenient market, have your gang search its panniers and 
saddlebags. Roll+Hard. On a 10+, you’ve got just the thing, or better. On a 7–9, you’ve got 
just the thing, more or less. On a miss, somebody robbed you, or someone in your gang is 
holding out.

	 Skirmishers†: Your gang has the experience, discipline, and mobility to take on a much 
larger gang. When you’re outnumbered in battle, count your gang as twice its number.

OTHER MOVES
	 Behind the wheel	
	 Leadership + alpha

*	 This is a highly interruptible move.
	 †	 This move requires you to have an angel kit.

THE HARRIER
We are the fire in the ashes of the world. 
We are the claws that rake the earth. We are the 
screaming machines that tear the roads to ruts 
and shake the ruined buildings. We are the furious 
horde of the not yet dead.

HARRIER MOVES

SEE   —»  

REVERSE



YOUR PACK
You lead a pack of violent nogoods. They’re your gang. You get leadership + alpha.

Your pack are like (choose 1): 
	 A tight-knit, squabbling family (impulse: close ranks, protect their own).
	 Bullying enforcers, always demanding obedience & deference (impulse: victimize whoever 

stands out).
	 A weird, aggressive cult, always hazing new converts (impulse: victimize & incorporate 

people).
	 A hunting pack, predatory & lazy (impulse: victimize whoever’s vulnerable).

They number (check 1):  10 /  12 /  15 /  20. 

•	 Your lieutenant: 

•	 Your best scout: 

•	 Your best fighter: 

•	 Your most ambitious: 

•	 Your most ruthless: 

•	 Your most dumbass: 

Some NPC names: Kaida, Lamprey, Eaten, Camo, Fosko, Arif, Skink, Tabi, Abondo, Deller, Rack.
You and your pack ride (choose 1):
	4-wheelers. Frame: bike, massive=1, 0-armor. Gang: +bikes.
	Bikes. Frame: bike, massive=0, 0-armor. Gang: +bikes.
	Cutters. Frame: cutter, massive=1, 0-armor. Gang: +hovering.

They’re (check all that apply):  blazing,  bucking,  churning,  crying,  darting,  flashing, 
 grinding,  groaning,  hissing,  howling,  racing,  raging,  roaring,  scorching, 
 screaming,  smoking,  soaring,  swooping,  wallowing,  whispering…

…and wild beasts. (Impulse: defy danger. Defiance: hurt someone).
You get behind the wheel.

GANG SUMMARY

Your pack’s weapons & armor are:
•	 Wicked knives, clubs, chains, hatchets, & hammers (2-harm, hand, brutal)
•	 Light crossbows, spike guns and shrapnel guns (2-harm, close, messy, reload)
•	 A few hunters’ rifles and a carefully hoarded, carefully shared cache of bullets
	 (4-harm, far, loud, total ammo: )
•	 Lightweight layered battle armor (1-armor)

CLOTHING, LIVING SPACE & INCIDENTALS

GEAR	
You get:
•	 Your pack.
•	 The same ride, weapons, and armor your 

pack has.
•	 Clothing you detail.
•	 A prosthesis or aid, if you choose.
•	 Living space and incidentals you 

detail, suitable to your personal needs, 
scavenge, hard zone, and moves.

Hx	
Everyone introduces their characters 
by name, pronouns, 1st impression and 
outlook. Take your turn.

List the other characters’ names.

Go around again for Hx. On your turn, ask 
1, 2 or all 3:

•	 Which of you did me and my pack swoop 
in and save your life? For that character, 
write Hx+2.

•	 Which of you have called upon me and my 
pack to get violent revenge for you? For 
that character, write Hx-1.

•	 Which of you can I consider a genuine 
friend? For those characters, write Hx+2.

For everyone else, or if no one volunteers at 
all, write Hx+0. You tend to leave people to 
their own business.

On the others’ turns, volunteer if you like.

IMPROVEMENT
Try to have goals for your character to 
pursue. Think about this session, the next 
few sessions, and the game overall.

Whenever you roll a stat, mark it. At 4 
marks, get 1Xp and erase.
When your Hx with someone rolls over 
from +3 to +1 or from -2 to -1, get 1Xp.
At the end of each session, judge for 
yourself:

•	 Are you satisfied with the world and your 
place in it? If you’re not, get 1Xp.

•	 Does your scavenge choice still hold true? 
If it does, get 1Xp. If it doesn’t, you have 
the option to change it now.

At 6Xp, choose an improvement and erase.

THE HARRIER
The leader of a dangerous, highly mobile gang.

To create your Harrier, choose name & 
pronouns, 1st impression, stats, effects, hard 
zone, moves, gear, and Hx.

NAME		
Taki, Jun, Stammer, Lac, Fole, Dona, Choi, 
Baker, Paz, Pav.
Moonwitch, Frostbite, Sundog, Wolfhound, 
Grayhound, Mouser, Recluse, Peregrine, 
Jackdaw, Magpie, Fox.
Choose your pronouns.

1st IMPRESSION		
Choose 1 or more, and add your own:
Aloof, brooding, chill, controlled, easygoing, 
generous, grandiose, hair-trigger, jovial, larger-
than-life, lazy, predatory, pugnacious, restless, 
ruthless, seething, studious, tightly wound, 
uncaring, watchful.

STATS		
Choose a set:
Aggro+0, Cool+1, Hard+2, Sharp+1, Weird-1
Aggro-1, Cool+0, Hard+2, Sharp+1, Weird+1
Aggro+1, Cool+1, Hard+2, Sharp+0, Weird-1
Aggro+2, Cool+0, Hard+2, Sharp+1, Weird-2

EFFECTS		
When you create your pack, they give you your 
armor and your weapon, including tags and 
harm.
You have 0-Ψ.
You have barter per your scavenge.

HARD ZONE		
Ask the MC which hard zone is in play, or else 
choose with the other players.
You can adapt your gear to the hard zone as 
necessary.

MOVES		
You get all the basic moves. You get chaotic 
presence, and choose 1 more Harrier move. 
Your ride gives you behind the wheel and your 
pack gives you leadership + alpha.
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