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Welcome to Minions, Inc. 
#21: Are you the bully of your school? Or the even the victim of bullying? Do you 
watch movies about costumed heroes and think, "Wow, that guy's a pussy. I sure hope 
a much cooler bad guy kicks his ass."? 
#24: (unconvincingly) Wow, it's like you were reading my mind. 
#21: I am not a mind reader, stranger. You, like so many others, are drawn to this 
sexy, action-packed lifestyle of the professional henchman. 
#24: But I could never be a henchman. I am just a normal guy who is between the age 
of 18 and 30. A loner and lacks ties to friends and family. 
#21: You, stranger, are the perfect candidate for costumed aggression. 

--Venture Bros. "Hate Floats" 
 
Thank you for choosing Minions, Inc.  As a placement firm for individuals looking for 
something a little different we match people with a flexible moral code to employers who 
are looking to provide more than just a job.  Welcome to the first day of the rest of your 
life.  It will never be the same. 

 
Ok, here’s the deal.  That normal looking text is just marketing material.  If you 
want the real deal, then you need to listen to me. 
 

Let’s be honest.  You didn’t decide to become a minion because you were looking to play 
it safe.  It takes a special kind of person to make it in this field.  Being a minion is a little 
being a military contractor, but without the moral ambiguity.  The stakes are high, but 
the rewards are worth it.  

 
Joining the ranks of “costumed aggression” is a great gig as long as you learn the 
rules and keep your wits about you.  Remember, you are working for 
yourself.  "Employers" come and go, but the job remains the same.  Stay 
alive.  Earn a living.  Have fun.  Everything else is bonus. 
 

In the world of costumed aggression, there are people with the drive and the desire to be 
Villains.  They have a vision or a burning need to accomplish some grandiose plan.  They 
need people to make it happen.  That would be you. 

 
While you’re not a "good guy", letting your Employer succeed at destroying the 
world is generally a bad idea.  Where else are you going to keep all of your stuff? 
 

This may be a dangerous profession, but let me ask you this:  Have you fired a giant 
laser?  Have you ever piloted a robot ninja?  Do you want to?  That’s what I thought. 
 

Dangerous. No kidding.  Job #1 is don't die.  You will learn to duck blame, pass 
along failure, and even fake your own death.  You are basically meat behind a 
mask.  If you can avoid being killed  “on screen”, then you will probably be ok. 
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Your New Co-Workers 
The Employer  
At the top of the food chain is your actual employer.  This individual will have a strong 
sense of who they are and what they are trying to accomplish.  These are remarkable 
individuals who possess something that makes them stand apart.  Your job is to keep 
them happy by assisting them in any way possible.  Keep them happy and you will enjoy 
a long and prosperous career.  Fail them and … well … don’t fail them.    
 

Let’s not sugar coat this.  You are working for the Villain.  They are usually 
sociopaths and they are too smart, too rich, or too powerful for their own 
good.  The good news is that they are distracted easily and they usually feel better 
once they kill someone.  Unfortunately they usually try to kill the closest person 
(rather than the right person) and that, more times than not, is you. 

The Body Guard 
Do you see that hulking brute of a man(?) standing behind your Employer?  That is his 
personal bodyguard.  He is completely loyal and your Employer’s personal safety is his 
sole concern.  The only thing that keeps this beast in check is his total devotion to your 
Employer and an utter lack of ambition. 
 

Oh man.  This guy gives me the creeps.  There is just something so wrong with 
him.  A single act of kindness from the Villain years ago and now he has this … 
thing … watching his back.  Well, … at least until the Villain betrays him … 

The Personal Guard 
Whether your Employer has abilities of his own, he usually has a cadre of highly trained 
personal guards.  They enforce his will without question and they rarely stray far from 
his side.  They are completely loyal to him.  You can identify them by their 
uniforms.  They look like yours, but much, much cooler. 
 

These guys take their job very seriously and they don’t like you.  Woe to the 
minion who is sent on a mission with them.  The up side is that their loyalty will 
immediately switch to the new Villain if there is ever an abrupt shift in power. 

The Trusted Advisors / Lieutenants 
The Trusted Advisor may be the Employer’s Vizier, General, Spouse, Advising Spirit 
from the Nether Realm or the architect of the Employer’s vision for world 
domination.  What you need to know is that when they speak, you should act like it is 
coming from on high.  These individuals are quite talented, but, for whatever reason, 
they have not chosen to become an Employer… yet.   
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You’ve got to watch out for these guys.  They are just one step away from being a 
Villain themselves.  Keep on their good side, but remember, when you fail, you 
may be able to get them to take the fall.  Oh, and don’t forget.  One of them is 
almost guaranteed to betray your “employer.”  You’ve been warned. 

The Elite 
These are hired guns with very specific skill sets.  This group typically includes 
individuals of some renown.  They includes infamous cat burglars, vicious mercs, 
mysterious assassins, and the like.  These individuals are quite expensive to hire and they 
tend to attract the notice of the various “enforcement” agencies fairly quickly.  If you 
have to go toe to toe with a “Adversary”, you better have one of the Elite on your side or 
it is going to be a short and bloody fight. 
 

These are the hatchet men.  They can go toe to toe with “the hero” and not be 
killed out of hand.  They do the “real work” and see you as fodder.  They don’t 
make friends and they don’t make good allies.   

Henchmen 
These are the most able bodied of the Employer’s minions.  They are given specific tasks 
to achieve or they are responsible for important duties around the lair.  Henchmen are 
affordable, competent, and expendable.  If you can succeed as a Henchman, then you 
look forward to a long a profitable career. 
 

If you are lucky, this is you.  This is the sweet spot of costumed aggression.  You 
get the most paycheck for the least risk.  You know what you are doing and you 
are not willing to die for your Employer’s cause.  Enjoy it. 

Grunts, Mooks, Drones, Goons, etc … 
These are the poor schmucks that keep everything up and running.  They support the 
henchmen in the field.  They keep the lair up and  running.  They are the backbone of the 
entire operation.   
 

These poor fuckers don’t have any idea what they’re in for.  They are little better 
than trained monkey meat shields.  But hey, someone has to clean up the corpses. 

The Adversary 
This is the primary barrier between your Employer and his Master Plan.  Watch out for 
him.  He’s dangerous and he’s out to stop your Employer.  It is your job to stop him. 
 

Pffffttt.  Yeah right.  If you face him, your best bet is to get the hell out of the way.  
He will kill you in “self-defense” and there is little you can do about it.  The good 
news is that if you ever want a new Employer, you can sic the Adversary on him. 
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Your Henchmates and You 
This is an exciting time to be a henchmen.  You get to part of the pilot for our new 
H.I.T.S. program.  H.I.T.S. stands for Henching is (a) Team Sport!  Each of you was 
chosen for this HITS team because of your unique skill set.  We are sure that you are 
going to love working with your new teammates.  
 
Your HITS team will be given tasks by your Employer and you are to carry out their 
wishes.  Get to know your fellow HITS members because it is up to each of you to ensure 
that you all stay on your Employer’s good side. 
 

You are such lucky bastards.  When I started henching, getting anything done 
was almost impossible.  You never knew who was going to use you as a meat 
shield or who was going to throw you under the bus.  By going into this together, 
you know that there are others who will get screwed if they let you get fucked.  
Don’t overlook the value of mutually assured fuckedness. 

 
Before you are assigned to your employer, you will want to look at your team’s skill set 
and then determine what your team’s specialty is.  Whether your Employer decides to 
employ you in this way is up to him.   
 

The only thing you can be sure of is that he is going to use you like Kleenex.  If 
you are lucky, he will only use you to blow his … nose. 

 
Great!  Now that you have decided on your specialty, it is time to figure out who you are 
going to work for.  Now remember, you will be working for him until he either lets you 
go or he is no longer able to carry out his master plan.  If you should find yourself 
suddenly unemployed, just come on back to us and we will find you a new employer. 
 

When did they institute this?  Man, I hate you guys.  Back in my day, once you 
signed up, they handed you a costume and told you who you were working for.  
Do you think I would have chosen to dress up like a fucking butterfly?  God, what 
I wouldn’t have given to work for Professor Sleepytime.  While he’s scarier than 
he sounds, all of his henchmen get to wear pajamas.   
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Let’s Learn about your Employer (Game Setup) 
Print off several of these so that everyone can read along.  It will go faster that way. 

By default your Employer: 
• is ambitious, unstable, and has unrealistic expectations of his minions. 
• has a good sized organization (Starting Minion Pool:  35/10/5)  
• does small time heists, illegal smuggling, simple genetic manipulation, etc …   

Salary 1.  Want:  Respect 
• owns a lair that is either defensible or inconspicuous.  Want:  Security 
• has his minions under constant surveillance.  Want: Privacy 
• has a lair that is powered by an unusual or difficult to attain power source.  

Want:  Unusual Power Source. 
• flies into a murderous rage when you fail him. (+Murderous) 

Your Employer is:  (Choose 1) 
• an [Evil] Overlord (+Monarch, +Delusions of Grandeur, Want: Power) 
• a [Mad] Scientist/Magician/Doctor (+Prodigy, +Obsessed, Want: Sanity) 
• a [Criminal] Mastermind (+Strategist Supreme, +Paranoid, Want: It All)   
• an [Evil] Genius (+Genius, +Overconfident, Want: What I can’t have) 
• an [Evil] Avatar of a god/force/idea (+Powerful, +Inhuman, Want: Your Soul) 

Your Employer has a single dominant FX: (Choose 1) 
• Super Science : Technology far beyond the boundaries of science or physics. 
• Genetic :  Mutation, enhanced biology, etc … 
• Magic :  Sorcery, spirits, controlling of mystic forces. 
• Psychic :  The powers of the mind! 
• Chosen :  Granted by a “higher” power/being/god, etc…  
• Alien :  From another world, universe, plane, or timeline. 
• HyperNatural :  Human maximum (i.e. Olympic athlete.)  (The “wild” FX) 

Your Employer: (Choose 3)  
• has vast wealth or influence.  Minions earn +1 Salary for jobs. 
• has a great theme, with cool uniforms.  Double the Minion Pool, but Minions 

earn -1 Salary due to the high demand for their positions. 
• is respected or feared.  Minions gain +Respected when dealing with Minions 

from other Employers.  Replace want: Respect with want: No Interruptions 
• has an awe-inspiring or impressive lair.  Choose +1 Lair option.   
• has reasonable expectations of what his minions can do.  +Reasonable and 

when henchmen fail a mission, they still recruit new grunts. 
• does not fly into a murderous rage when you fail him.  -Murderous 
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Your Employer has the following Lieutenants: (Choose 3) 
• The Intelligence Officer  (Resides in the Communications Rooms) 
• The General   (Resides in the War Room or the Armory) 
• The Voice  (Resides in the Summoning Chamber) 
• The Scientist   (Resides in the Laboratory or the Surgical Suite) 
• The Monstrosity   (Resides in the Kitchens or the Dungeon) 
• The Lawyer   (Resides in the Library or the Corporate HQ) 
• The <Player’s Choice> (Resides in …) 

Your Employer’s Lair: (Choose 3) 
• is a nice to play to live.  Salary +1 
• is not a ridiculously dangerous place to live.  Lair moves inflict -1 injury. 
• is hidden or hard to penetrate.  +Defenses and Remove want: Security. 
• is mobile or provides convenient modes of transportation.  +Mobile 
• has a thriving Black Market. May buy items with any FX tag for +2 barter. 
• is not overflowing with surveillance devices.  Lair moves give +1 barter.  
• has an easily attainable power source.  Remove Want:  Unstable Energy Source. 

Your Employer is a member of: (Choose 1) 
• Guild of Calamitous Intent (Global) – “Hate you can Trust” 
• Order of Disorder (Asia) – “Can you Feel it?” 
• Chaos Consortium (Changes) – “Pure Chaos” 
• Global League of Villainous Enterprises (Global) – “Do Unto Others” 
• The Peril Partnership (Europe) – “Nothing Works Better Than Peril” 
• Fraternity of Torment (Canada) – “I bet that hurts, Eh!” 
• The Black Hands Gaming Society (Muncie) – “Just kill it!” 
• No Membership  (+Unsanctioned) 

If the Employer's Master Plan succeeds then (Choose 3) … 
• It will bring forth the coming Apocalypse. 
• It will kill, maim, or transform most of his minions. 
• It will not enrich or empower his minions. 
• It will harm the minion’s friends and family in a profound way. 
• It will further destabilize the world’s defenders.  Choose 1 additional Master 

Plan Option from now on. 

The Employer's Adversary: (Choose 2) 
• is competent and well organized.  Fill in 1 box of the Thwart Countdown. 
• is personally guarding a component that your Employer needs.  
• has a strict moral code or follows strict regulations.  +Predictable 
• tries to arrest minions rather than kill them outright.  +Lawful 
• does not employ any truly formidable agents. Quality 5 maximum.
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The Basics 
The Dice 
Minions, Inc. uses the following die types:  d4, d6, d8, d10, d12.   

• Each PC has a Quality.  PCs start as Henchmen with a d6 Quality. 
• Each Skill is assigned a die type.  
• When directed to roll, you roll your Quality and the die assigned to the Skill. 

o roll+<skill> is shorthand for roll your Quality and Skill dice. 
• To Roll:  take the directed dice, roll them, and sum the result. 
• Dice have the following hierarchy:  d4 → d6 → d8 → d10 → d12. 
• +1 DS means increase one of your dice to the next higher die size.   

o You may not increase a die size past d12. 
• -1 DS means decrease one of your dice to the next lower die size. 

o You may not decrease a die size past d4. 
• +1 or -1 means that you add or subtract one from the final result. 

The Skills 
 

In the world of costumed aggression, no one cares what type of person you are.  
They only care about what you can do and what you can do for them.  The worst 
thing you can do is to outlive your usefulness or to prove that you are “more 
trouble than you are worth.”  Being good at least some of these things will help to 
keep you alive in this minion eat minion profession. 
 

Each Minion has the following basic Skills.   
• Evade unpleasantness through trickery or just getting out of the way.  

o Moves: Save your Skin and Get Away With it 
• Break that which opposes you or gets in your way. 

o Moves: Take what you want and Threaten or Intimidate 
• Persuade others to do what you want, whether they want to or not. 

o Move: Cower or Beg 
• Analyze the information you have and figure out how to respond. 

o Moves: Read a Sitch and Remove an Obstacle 
• Improvise as you go. 

o Moves: Act under Pressure, Plan for the Worst 
 
Minions may learn a bunch of tricks, but ultimately how well you succeed comes down to 
how well you learn these life skills. 
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Traits 
Being a henchmen isn’t all groupies and secret lairs.  It can be really dangerous 
out there.  There is a reason why it is called ‘costumed aggression.’  You are 
protected against most of it, but the worst of it is out there and looking for a 
snack.  This stuff here will help you avoid becoming that snack. 

 
Each Minion also has a number of other traits: 
• Quality – Where a character lies in the overall Hierarchy of Toughness. 
• Gang Size – This is the number of people in the gang.   

Rating Die Type Quality Gang Size 
1 D2 Civilian Individual (1-4) 
2 D4 Grunt Small (5-10) 
3 D6 Henchman Medium (11-25) 
4 D8 Elite Large (26-50) 
5 D10 Lt. / Advisor Huge (51-100) 
6 D12 Adversary Enormous (100+) 

• Harm – The amount of injury you can inflict (determined by your weapon).  It is 
also a generic term that encompasses all 3 types of harm. 

o Wounds – Harm that only inflicts wounds upon your body. 
o Suspicion – Harm that only inflicts suspicion upon your standing. 
o Nightmares – Harm that only inflicts nightmares upon your mind. 

• Armor – The amount of protection that you have from Harm.  It is also a generic 
term that encompasses all 3 types of armor. 

o Defense – Armor that only protects against wounds. 
o Alibi – Armor that only protects against suspicion. 
o Cool – Armor that only protects against nightmares. 

• Injury – Harm that is not blocked by Armor will inflict Injury.   
• Barter – A minion’s personal wealth.  Barter can be spent as needed. 
• Reputation (with the Grunts) – How much influence you have over the grunts 

who work for your Employer.  You can spend Reputation in a number of very useful 
ways (see Everyday Life for more information.) 

• Debt (Dx) is owed to you.   
o Debt can be spent, traded, or accrued like Barter (3 Dx = 1 Barter). 
o Moves:  Help or Interfere.  Playbook specific Debt Moves. 
o Once someone owes you 4 Dx, you can force them to pay you 1 Barter or 

you can choose mark the experience box.  Then reset their Dx to 1. 
 

It doesn’t matter how tough you are, how smart you are, or how lucky you are.  
You need people to owe you and you need people to owe.  If someone starts 
cashing out your debt, you better start looking over your shoulder. 
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Save Your Skin 
When you try to save your skin or escape from danger, roll +evade.  On a hit, you escape 
your current situation.  On a 10+, gain 3 hold.  On a 7-9, gain 1 hold.  Spend your hold 
1:1 from this list. 

• Your new situation is better. 
• You are not harmed as you escape. 
• Spend 1 Dx to call in their marker.  That character must assist you (if possible) 

or you gain +1Dx from them. 
• You mark the experience box. 

Get Away With It 
When you try to get away with it, roll +evade.  On a hit, you do.  On a 10+, Choose 3.  
On a 7-9, Choose 1. 

• You didn’t miss anything. 
• You are not a suspect. 
• You are not exposed to danger. 
• You mark the experience box. 

This move is purposely vague.  This move is about covering your tracks and avoiding the 
blame.  For example, if you stole confidential information, this move wouldn’t cover 
sneaking in or opening the safe.  Instead it could mean that: all of the information that 
you were looking for was in the safe, they don’t suspect you stole it, or that just knowing 
the information isn’t inherently dangerous.   

Take What You Want 
When you try to take what you want or keep what you have, roll +break.  On a hit you 
and your enemy trade harm.  On a 10+, Choose 3.  On a 7-9, Choose 2. 

• You take definite hold of it. 
• You inflict terrible harm (+1 quality for the purpose of inflicting harm). 
• You suffer less harm (+1 quality for the purpose of taking harm). 
• You impress, dismay, or frighten them (or their grunts.) 
• You mark the experience box. 

Threaten or Intimidate 
When you try to get your way through force or threats, roll +break.  On a hit, they can do 
as you say or they can refuse.  If they refuse then:  On a 10+, they choose 3.  On a 7-9, 
they choose 2.  I refers to the target.  You refers to aggressor. 

• I’ll take the harm. 
• I’ll give you something else that you want. 
• I’ll leave myself exposed.  (You get +1 DS on your next move against me.) 

You mark the experience box if I can choose one less. 
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Cower or Beg 
When you try to cower or beg, roll +persuade.  On a hit they pause what they’re doing 
long enough to hear your pleas. On a 10+, they choose 1.  On a 7-9, they choose 2.  I 
refers to the target.  You refers to the one begging. 

• I’ll take you prisoner (counts as surrender from the harm move.) 
• I’m disgusted by your weakness (and you suffer less harm). 
• I’ll offer you a way to change your fate. 

You mark the experience box if you owe them for their kindness.  Give them +1Dx. 

Remove an Obstacle 
When you try to remove an obstacle or figure out a way around it, roll +analyze. 
On a hit you remove the obstacle.  On a 10+, Choose 3.  On a 7-9, Choose 2. 

• You do it quickly. 
• You conserve your resources. 
• You do it with little trouble / are not exposed to danger / are not directly harmed. 
• You mark the experience box. 

Read a Sitch 
When you try to read a charged situation, roll +analyze.  On a hit, ask the MC 
questions about what is going down.  When you act on one of the MC’s answers, take +1 
DS.  On a 10+, choose 3.  On a 7-9, choose 1: 
• What’s my best way out/in/or past? 
• Who is the biggest threat to me? 
• What should I be on the lookout for? 
• What is my enemy’s true position? 

• Who’s in control here? 
• What does your character plan to do? 
• What does you character wish I’d do? 
• Is your character telling the truth? 

You mark the experience box if you grant them 1 read hold on you. 

Act under Pressure 
When you don’t have the time, expertise, or tools to do it right, roll +improvise.  On a 
hit, you do it, but it is weak, crap or unstable.  On a 10+, choose 3.  On a 7-9, choose 1. 

• You do it perfectly.  It isn’t weak, crap, or unstable). 
• There are no unforeseen complications. 
• There are no unforeseen repercussions. 
• You mark the experience box. 

Plan for the Worst 
When you try to plan for the worst and hope to think of everything, roll+improvise.  On 
a 10+, hold 3. On a 7-9, hold 1. While outlining your plan, spend your hold 1:1 to 
introduce an opportunity or advantage. When someone follows through on it during the 
execution of the plan, they take +1 DS.  Spend one hold to mark the experience box. 
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Character Creation 
minion (’min-yən)- a servile dependent, follower, or underling 

 
There are lots of jobs to fill in the arena of costumed aggression.  No matter your skill set, 
we can find a match for you.  There is one important thing to remember.  This is 
costumed aggression.  As such, your outfits will all be variation’s on a theme.  A classic 
example are the outfits worn by the minions of the Monarch.  His minions were dressed 
as butterflies, but those minions with special roles had variations on the theme.  The 
mechanics had yellow coveralls with wings and mask.  The Chef had an apron with wings 
and mask.  Anyhow, you get the idea.  The costume is very important.  This is how 
normal people know to stay the fuck away from you in case shit goes down. 
 
Each PC chooses one of the following playbooks (no duplicates allowed) 
Choose your Role and take the associated playbook. 

Create your Henchmen 
1. Choose a Character Type and take the associated playbook (no duplicates allowed.) 

• The Brute  (Key Skill: Break) 
• The Fist  (Key Skill: Break) 
• The Fixer  (Key Skill: Improvise) 
• The Mad Lab Assistant (Key Skill: Analyze) 
• The Professional (Key Skill: Analyze) 
• The Shadow  (Key Skill: Evade) 
• The Taskmaster (Key Skill: Persuade) 
• The Toady  (Key Skill: Persuade) 
• The Zealot  (Key Skill: Improvise) 

2. Choose your Number. 
3. Assign your Skills.   Choose 1 Set: 

• d10, d8, d8, d6, d4 
• d10, d10, d6, d4, d4 
• d10, d8, d6, d6, d6 

4. Assign a d10 to your Key Skill and assign the others as you see fit. 
5. Note your Traits on your character sheet. 
6. Choose Moves as instructed. 
7. Choose Gear as instructed. 
8. Assign Dx as instructed. 

a. You have 6 Dx to distribute among the people you tell (max +3, min +1) 
b. Your Employer will take 2Dx from you. 
c. If you report to a Trusted Advisor take 1Dx with them and they will take 

1Dx from you. 
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Experience and Improvement 
Marking Experience 
Each move has an experience box.  In order to place a mark in that experience box, you 
have to try to make the move.  Then: 

• If you miss, you mark the experience box. 
• If you hit, only mark the experience box if you are directed to by the move. 

 
Once you have marked 5 experience boxes, mark an Improvement.  Then erase the 
marks from all of your experience boxes. 
 

Henchmen that specialize and never leave their comfort zone are usually really 
good at what they do.  They just don’t learn anything new.   
This is a problem because no one ever seems to respect your comfort zone. 
 

Approved Improvement List for all Henchmen 
□ Raise a Skill from d10 to d12. 
□ Raise a Skill from d8 to d10. 
□ Raise a Skill from d6 to d8. 
□ Raise a Skill from d4 to d6. 
□ Get a new move from your playbook. 
□ Get a new move from your playbook. 
□ Get a new move from another playbook. 
□ Get a new move from another playbook. 

The Future of Henching 
You can keep choosing from the Approved Improvement List for all Henchmen for as 
long as you like, or until they run out. Starting with your 6th improvement, though, you 
can choose from these options too: 

□ Get +1 DS to any Skill, to a maximum of d12. 
□ Change your number.  You may choose a single digit number. 
□ Retire your character (to safety), and create a new character to play. 
□ Create a second character to play, so now you’re playing two. 
□ Change your character to a new type.  You now count as a character who has 

earned 0 improvements. 
□ Choose 3 basic moves and advance them. 
□ Advance the other 4 basic moves. 
□ (costs 2 Improvements) Get Quality +1. 
□ (Requires Quality 5)  Embrace Villainy and become the next Employer. 
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Introducing 

The Brute 
Knuckles need to be cracked to make them understand.  Skulls need to 
be cracked when they still don’t understand.  The Employer means 
business and he always needs help making people understand.  By 
using hard words, hard stares, or hard fists, they will understand.  
They’ll learn to listen to that little voice inside their head that says, 
“don’t fuck with the Brute.”  
 

NUMBER 
Choose a two digit number that ends in a 1.  This is now your number. 
Choose a code name appropriate to your employer’s organization. 
 

STARTING TRAITS 
Quality  3 (Henchmen) Key Trait Break 
Reputation 3 Barter 1 
Harm   Armor Rating  

Wounds 3 Defense 2 
Suspicion  3 Alibi 1 
Nightmares 3 Cool 0 

 

BRUTE MOVES 
You get this one: 
On Alert – When you throw your weight around to prevent harm, you may move grunts 
from the On Assignment Pool to the Scrapyard.  If you do this, then each Grunt spent, 
prevents 2 harm instead of just 1. 
 
Choose 2 of these: 
Bad Mutha … :  when you meet someone important (your call), roll+break. On a hit, 
they’ve heard of you, and you say what they’ve heard; the MC will have them respond 
accordingly. On a 10+, you take +1DS forward for dealing with them as well. On a miss, 
they’ve heard of you, but the MC decides what they’ve heard.  You mark the experience 
box if you owe them 1Dx (detail why). 
 
Hey Kool-aid:  when you try to save your skin, roll +break instead of +evade. 
 
Hulking Brute:  Advance break to next die size. (d12 for the Brute, max d10 for anyone 
else.) 
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Body Guard:  designate another character as being under your protection.  When you 
try to save your skin, you get +1 Hold and you may now spend your hold on either 
yourself or on the character under your protection.  You must spend your hold evenly 
between yourself and the character you are protecting. 
 
Swedish Death Machine:  Whenever you inflict or receive harm, get Quality +1. 
 
In the Nick of Time: at the beginning of the session, roll+evade. On a 10+ hold 1 and 
you have +1DS when you spend it. On a 7–9 hold 1. At any time, you or the MC can 
spend your hold to have you at the scene of a battle (a real battle, not intimate violence 
between a couple people). On a miss, the MC holds 1, and can spend it to have you there 
and pinned down.  You mark the experience box if you had to step on some toes to get 
there.  Give the MC 1Dx that he can allocate to an appropriate NPC of his choice. 
 

GEAR 
You get: 
• A standard issue dart gun (s-harm close/far). 

  
Choose 1 Enforcer Weapon 
• A brace of automatic pistols (2-wound, Close, Loud, Autofire) 
• Claws (3-wound, Hand/Intimate-AP2, Implanted) 
• Big fuck-off hand weapon (3-wound, hand, area) 
• Pain Batons (s-harm, Hand/Close, Area/1-Alibi) 
• Create  something cool and get MC approval 
 

DX 
• Tell them that you protected them from a terrible fate. 
• Tell them who you killed or what you destroyed for them. 
• Tell them that they just fucking owe you. 
 
Debt Move:  You can spend a point of Dx to force them to take the rap for you.  Transfer 
1 point of Suspicion from yourself to the person who owes you.  You may only use this 
move if they have at least 1 empty box on their suspicion track. 
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Introducing 

The Fist 
You are a leader among men.  A leader among henchmen.  As a 
leader of grunts you are a force to be reckoned with.  There is always 
fighting to be done in the world of henching and you are the one who 
gets his hands dirty.  Grunts won’t lead themselves, and your 
Employer is usually too busy monologuing or taunting hapless victims 
to do it himself.  You are there to lead the grunts when your Employer 
screams “Minions!  Attack!”  But you are also there to direct your 
grunts to stay down when things get too hairy.  Your grunts are 
important to you and will not allow them to wasted foolishly. 
 

NUMBER 
Choose a two digit number that ends in a 3.  This is now your number. 
Choose a code name appropriate to your employer’s organization. 
 

STARTING TRAITS 
Quality  3 (Henchmen) Key Trait Break 
Reputation 3 Barter 1 
Harm   Armor Rating  

Wounds 3 Defense 2 
Suspicion  3 Alibi 1 
Nightmares 3 Cool 0 

 

FIST MOVES 
You get this one: 
Rally the Troops:  When you throw your weight around to gather grunts into a gang, 
choose 1: 

• Move 1 Grunt to On Assignment and increase your gang size by 2 (instead of 1) 
• This gang will last until you disband them or they are defeated. 
 

Choose 2 of these: 
Tactician:  When you lead a gang into battle, it counts as one size larger.  You cannot use 
this ability with a gang whose size is greater than your quality. 
 
Overwhelming Firepower:  When you plan for the worst, you roll +break instead of 
+improvise. 
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Fists of Fury:  When you are surrounded by enemies, roll +break.  On a 10+, choose 2, 
on a 7-9, choose 1 

• Deal 1-harm (type determined by your weapon) to every enemy present. 
• Deal your full harm to any one enemy (as established). 
• Deal s-harm to any one enemy. 

You mark the experience box if the attack exhausts you, (you take s-harm.) 
 
Tactical Retreat:  Name your escape route and roll+break.  On a hit you escape, but it 
will cost you (you leave something behind or take something with you.)  On a 10+, 
choose 2. On a 7–9,  choose 1. 

• You can take others with you (your gang, other PCs, etc …) 
• It isn’t going to cost you. 
• You mark the experience box. 

On a miss, you’re caught vulnerable, half in and half out.   
 
Prepared for the inevitable: you have a well-stocked and high quality first aid kit.  It 
counts as a fixer kit with a capacity of 2-stock.   
 

GEAR 
You get: 

• A standard issue dart gun (s-harm close/far) 
 
Choose 2 Bad-ass weapons 

• Ornate long blade (3-wound, hand, valuable, retractable(drawn)) 
• Spiked Chain (3-wound or s-harm, hand, area) 
• Twin silenced 9mm (3-wound, close, +1 Alibi) 
• Flurry of knives (2-wound, hand, close, area, infinite) 
• Legal Accumen (2-suspicion, close/far, area, loud) 
• Gloves of Destruction (2-nightmare, hand, area, worn) 
• Create  something cool and get MC approval 

 

DX 
• Tell them that you have pulled their ass out of the fire. 
• Tell them that you provided them support for an unsanctioned operation. 
• Tell them that they owe you and they are going to like it. 

 
Debt Move:  You can spend a point of Dx to force them to listen to your “war stories”.  
Transfer 1 point of nightmares from yourself to the person who owes you.  You may only 
use this move if they have at least 1 empty box on their nightmare track. 
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Introducing 

The Fixer 
When someone gets themselves into a mess and they can’t get 
themselves out of it, they need you.  You clean it up when they can’t.  
Your greatest asset is your versatility.  You always come prepared but 
that is never quite enough.  Go with the flow, find a solution, and 
make sure that they know that they owe you.    
 

NUMBER 
Choose a two digit number that ends in a 4.  This is now your number. 
Choose a code name appropriate to your employer’s organization. 
 

STARTING TRAITS 
Quality  3 (Henchmen) Key Trait Improvise 
Reputation 3 Barter 1 
Harm   Armor Rating  

Wounds 3 Defense 1 
Suspicion  3 Alibi 1 
Nightmares 3 Cool 1 

 

FIXER MOVES 
You get this one: 
Helping Hands:  When you throw your weight around  add the following choice: 

• Move 1 Grunt to On Assignment in order to choose 1 more.  
 
Choose 2 of these: 
You rang?:  When someone needs your skills and you need to get to them fast, roll 
+improvise.  On a hit, you get to them, with or without any clear explanation as to how.  
On a 10+, choose 3.  On a 7-9, choose 1.  Choose from: 

• You have the right tools for the job (+1 DS to fix the problem.) 
• You don’t attract notice getting there. 
• You get there before the situation gets worse. 
• You mark the experience box. 

On a miss, the situation has either gotten much, much worse, or you get pinned, caught 
or trapped on your way there. 
 
A Regular MacGyver:  Advance improvise to next die size. (d12  for the Fixer, max d10 
for anyone else.) 
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Other People’s Problems:  When you try to get away with it, you roll +improvise 
instead of +evade.  In addition, you may use this move to help them to get away with it.  
If you do so, add the following choice: 

• You keep something incriminating for yourself (MC will detail.) 
 
Breaker:  When you try make a machine work against its intended function, roll 
+analyze.  On a hit you get your hooks into the machine.  On a 10+, hold 3.  On a 7-9, 
hold 1.  Spend your hold to: 

• Shut it down temporarily. 
• Force the machine to take an action that is against its programming. 
• Use the machine to act at a distance (as appropriate). 

You mark the Experience Box if you leave evidence of your tampering. 
 
Mr. Fix-it:  When you have time and physical intimacy with Grunts from the Scrapyard, 
roll +improvise.  On a hit, move Grunts equal to your Quality from the Scrapyard to On 
Duty.  On a 10+, choose 2, on a 7-9, choose 1.  You may not use this move if the 
Scrapyard is empty.  This is a lair move. 

• Gain +1 Reputation. 
• Discard 1 Grunt from the Scrapyard.  Gain 2 stock. 
• You do not take 1-injury.   
• You mark the experience box. 

On a miss discard Grunts equal to your Quality and get -1 Reputation. 
 

GEAR 
You get: 

• A standard issue dart gun (s-harm close/far) and a Fixer Kit 
 

FIXER KIT 
A fixer kit is a bag of tricks that can be used to heal any sort of injury.  It begins play 
holding 6-stock.  To use it, roll+stock spent.  On a 10+, heal 2 Injuries.  On a 7-9, heal 1 
Injury.  On a miss, they take 1-injury instead.  Additional stock may be purchased for 1 
Dx each.  Remember to charge your patients in Dx or in Barter. 
 

DX 
• Tell them that the only reason they aren’t dead is because of you. 
• Tell them that the problem you fixed doesn’t have to stay fixed. 
• Tell them that they owe you because they are problem that could be fixed. 
 
Debt Move:  You may spend 1 Dx to bring a person to you as if they had used you rang?  
with a 10+.  You automatically choose the first 3.  



 

21 
 

Introducing 

The Mad Lab Assistant 
There is more to this world than meets the eye and you are responsible 
for finding out what secrets lie beyond the veil.  There is just so much 
to learn.  You are just an assistant.  While you won’t get any of the 
credit, you ultimatley won’t get any of the blame either.  Considering 
how much is probably going to go wrong you prefer it that way.  In 
pursuit of your vision everyone and everything must be your test 
subject and no matter what, your work must continue. 
 

NUMBER 
Choose a two digit number that ends in a 5.  This is now your number. 
Choose a code name appropriate to your employer’s organization. 
 

STARTING TRAITS 
Quality  3 (Henchmen) Key Trait Analyze 
Reputation 3 Barter 1 
Harm   Armor Rating  

Wounds 3 Defense 0 
Suspicion  3 Alibi 1 
Nightmares 3 Cool 2 

 

MAD LAB ASSISTANT MOVES 
You get this one: 
Experiments:  You have a laboratory in which you do experiments.  At the beginning of 
the session and when you have some downtime, roll+experiment. On a 10+, they 
produce surplus. On a 7–9, they produce surplus, but also 1 want.  On a miss, they are 
fully in want.  Spend hold gained from having surplus 1:1 on the following:  

• Upgrade an existing tag on an item to the next level up. (+1 harm, +1 Armor, or 
expand the range.)  Also add the unstable tag. 

• Add a standard tag to an item.  The item cannot already have a tag of that type.  
Your employer’s FX counts as a standard tag.  Also add the unstable tag. 

• Replace a standard tag on an item with the unstable tag. 
• Transfer an FX tag from one item to another.  If you do not count that FX as a 

standard tag, then also add the unstable tag. 
• You mark the experience box. 

You may not spend hold on an item that currently has the unstable tag. 
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Choose 2 of these: 
Calculate the Problem Outcome:  When you try to get away with it,  you roll +analyze 
instead of +evade.   
 
Tinkerer:  When you have time and physical intimacy with Grunts from the Scrapyard, 
roll +analyze.  On a hit, move Grunts equal to your Quality from the Scrapyard to On 
Duty.  On a 10+, choose 2, on a 7-9, choose 1.  You may not use this move if the 
Scrapyard is empty.  This is a lair move. 

• Gain +1 Reputation. 
• Discard 1 Grunt from the Scrapyard.  Gain 1 experiment hold. 
• You do not take 1-injury. 
• You mark the experience box. 

On a miss discard Grunts equal to your Quality and you get -1 Reputation (min 0). 
 
I’ve got just the thing:  When you spend a day working in your lab, roll+analyze.  On a 
hit hold 1.  On a 10+, you also take +1DS forward.  Spend your hold to have just the 
thing that you need for this situation.  You mark the experience box if the thing is also 
unstable.  On a miss, you end up having exactly the wrong thing or something goes 
terribly wrong.  The MC will decide what it is and when it happens. 
 
Scientific Know-how:  When you try to use something unstable,  you roll +analyze 
instead of +improvise.   
 
Reverse Engineering: Whenever you have time and intimacy with something, you may 
roll+analyze. On a hit, you can ask the MC questions. On a 10+, ask 3. On a 7–9, ask 1: 

• who handled this last before me? 
• who made this? 
• how can I access its secrets? 
• what is this thing’s intended purpose? 
• what has been done most recently with this, or to this? 
• what’s wrong with this, and how might I fix it? 

On a miss you’re acting under pressure with consequences for you or the thing at stake.  
 

GEAR 
You get: 

• A standard issue dart gun (s-harm close/far) 
 
Chose 1 Experimental Device: 

• Battle Drone - Add the remote and unstable tags to a weapon or a piece of 
armor.  With time and intimacy, you may switch the drones equipment. 
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• Instant Exo-Suit (2-defense exo retractable unstable reload) 
• Pain Grenade (1-Nightmare AP area loud reload) 
• Replicating Nano-bots (hand unstable) – For the purposes of Mad Lab 

Assistant moves, mere skin contact counts as time and intimacy. 
• Create something cool and get MC approval 

 

LABORATORY 
You work in a laboratory with equipment themed to match your employer’s FX.  Detail 
your laboratory.  Here you are responsible for a number of highly unstable experiments.  
(experiment +1, surplus: hold 1, want: catastrophe)  Your Laboratory is a Workspace. 
 
Characterize your experiments.  What are you trying to achieve?  Who or what are you 
test subjects?  What constitutes a field test?   
Choose 2: 

• You are good at your job and a diligent researcher.  experiment +1. 
• Your experiments produce excellent results.  Surplus: hold +1. 
• You dabble outside your employer’s chosen field.  Select an FX.  That FX now 

counts as a standard tag for the experiments move. 
• You sell your results on the black market.  Surplus: +1 Barter, want: discovered. 
• You are breeding a better grunt.  Add +alive and +mobile as a single choice to 

the standard tag list for the experiments move. 
• Your experiments are relatively safe and stable.  If you are responsible for 

adding the unstable tag, and someone tries to use it anyway, they choose +1. 
Choose 1: 

• You need test subjects for your experiments.  want: escape 
• You are not good at your job or you are easily distracted.  experiments -1. 
• Your experiments are often lethal.   When someone uses an unstable item that 

you created and they choose to take an injury, they take +1-injury. 
• Your boss is always looking over your shoulder.  Want:  Privacy. 
• Your experiments are expensive to produce.  Surplus: -1 Dx.  If you cannot or 

will pay this, then your Experiments are fully in want. 
 

DX 
• Tell them that you were happy to turn that problem of theirs into an experiment. 
• Tell them that you rigged up something special for them, at their request. 
• Tell them that they owe you or they’re going to find a nasty surprise in their bed. 

 
Debt Move:  You can spend a point of Dx to force them to be one of your test subjects.  
You may now spend a point of Experiment on them as if they were an item.  If they 
remove the unstable tag, then they also lose the tag that you added to them.
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Introducing 

The Professional 
This is a world full of problems that need to be solved.  Solve them 
from a mile away or up close and person.  Either way you make sure 
that it stays solved.  You don’t send a warning.  You don’t leave a 
message.  You just solve the problem … permanently.  Don’t be clever.  
Don’t gloat.  Do the job.  Collect the paycheck.  The best Professionals 
don’t care about the problem, only the resolution.   
 

NUMBER 
Choose a two digit number that ends in a 2.  This is now your number. 
Choose a code name appropriate to your employer’s organization. 
 

STARTING TRAITS 
Quality  3 (Henchmen) Key Trait Analyze 
Reputation 3 Barter 1 
Harm   Armor Rating  

Wounds 3 Defense 1 
Suspicion  3 Alibi 1 
Nightmares 3 Cool 1 

 

PROFESSIONAL MOVES 
You get this one: 
Coordinated Attack – When you throw your weight around to inflict harm, you may 
move grunts from the On Assignment Pool to the Scrapyard.  If you do this, then each 
Grunt spent, inflicts +2 harm instead of +1 harm. 
 
Choose 2 of these: 
Assassin:  If your target is unaware of your presence and you are using your signature 
weapon, then before you remove an obstacle, you may immediately read a sitch.  On a 
miss (to read the sitch) you make your remove an obstacle move at -1DS.  In addition, on 
a hit, you must replace “you remove the obstacle” with “you inflict your harm (as 
detailed).” 
 
Stare of Death:  When you try to “cower or beg”  you roll +analyze instead of 
+persuade.  You don’t need to actually cower or beg when making this move. 
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Bigger they Are:  When you try to harm a target who has a higher Quality than yours:  If 
the target is unaware of your presence then increase your Quality so that it is equal to 
theirs.  If your target is aware of your presence, you are Quality +1. 
 
Death from Above: when you try to get into position, roll +evade.  On a hit, you do so: 
On a 10+, Hold 3.  On a 7-9, Hold 1.  Spend your Hold 1:1: 

• Your target is unaware of your presence.   
• Your escape route is secure. 
• You are not exposed to danger. 
• You mark the experience box. 

 
Calculating Mind:  Advance analyze to next die size. (d12 for the Professional, max d10 
for anyone else.) 
 

GEAR 
You get: 
• A standard issue dart gun (s-harm close/far). 
 
Choose 1 Signature Distance Weapon 
• Silenced sniper rifle (3-wound far 1-AP) 
• Slanderous/Libelous Revelations (3-suspicion Remote Messy) 
• Soul Crusher (3-nightmare close/far exo) 
• Explosives (4-wound AP area remote messy loud refill) 
• Create  something cool and get MC approval 
 
Choose 1 Signature Hand weapon 
• Claws (3-wound hand retractable implanted) 
• Soul Knife and Shield (2-nightmare hand 1-defense 1-cool) 
• Spiked Chain (3-wound hand area) 
• Damning Evidence (3-suspicion intimate refill) 
• Create  something cool and get MC approval 

 

DX 
• Tell them that you solved a problem for them. 
• Tell them that it’s not their fault they got in your way, but they did. 
• Tell them that they owe you or they will become the next problem you solve. 
 
Debt Move:    You can spend a point of Dx to use the peripheral move, investigate a 
person against them with a 10+. 
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Introducing 

The Shadow 
Get in, get out, don’t get caught.  Cat burglar, master of disguise, or 
world class hacker, the results are the same.  There is nothing that can 
stand in the way of you getting what you want.  You could steal riches 
or secrets for yourself, but you’ve been there.  Done that.  You love the 
challenges that your Employer puts before you.  While he may know 
what he needs in order to rule the world, he still doesn’t know how to 
get the door open.  That is why he needs you.  The best part is that he 
won’t even realize that you’ve kept a little bit for yourself, just in case.   
 

NUMBER 
Choose a two digit number that ends in 7.  This is now your number. 
Choose a code name appropriate to your employer’s organization. 
 

STARTING TRAITS 
Quality  3 (Henchmen) Key Trait Evade 
Reputation 3 Barter 1 
Harm   Armor Rating  

Wounds 3 Defense 1 
Suspicion  3 Alibi 2 
Nightmares 3 Cool 0 

 

SHADOW MOVES 
You get this one: 
Case the Joint:  When you have time to study your target, you may roll +evade to read a 
sitch, instead of +analyze.  In addition, you get +1 choice and you add the following to 
your list of choices: 
 

• What special tools / codes / equipment do I need?   
• What is my target’s true position? 
• Who is in charge of security? 

 
You mark the experience box if you accidentally tip them off so they know that you are 
coming.  Consider this the same as the MC announcing future badness.   
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Choose 2 of these: 
Plant Evidence:  when you try to get away with it, on a hit you choose +1.  You also add 
this to the list of choices: 

• You make it look like someone else is responsible (inflict Suspicion+1 as detailed 
by the weapon you are using.) 

 
Bag of Tricks: when you act under pressure, roll +evade instead of +improvise. 
 
Breaking and Entering:  when you try to infiltrate (or escape from) a secure location roll 
+evade.  On a hit you do.  On a 10+ choose 3.  On a 7-9 choose 1. 

• You are not noticed. 
• You leave no trace. 
• You can bring others with you. 
• You mark the experience box. 

 
Silent as a …:  Advance evade to next die size. (d12 for the Shadow, max d10 for anyone 
else.) 
 
Found: when you put your tendrils out into the world to find something or someone, 
roll +analyze.  On a hit, you find it and you generally know how difficult it will be to get 
to.  On a 10+, you have +1DS forward on acquiring or reaching the objective.  You mark 
the Experience Box to have an Advesary Quality NPC know that you are looking for this 
particular thing/person. 
 
On a miss, the MC will ask you 3 questions; answer them truthfully.  The target (and the 
target’s security) knows your answers to these questions.   
 
Right Place, Right Time: at the beginning of the session, roll+evade. On a hit hold 1.  
On a 10+, you get +1DS when you spend that hold.  At any time, either you or the MC 
can spend your hold to have you already be there, with the proper tools and knowledge, 
with or without any clear explanation why.  You mark the experience box if you had to 
place yourself in someone’s debt to get there.  The MC may give 1 Dx to an appropriate 
NPC of his choice. 
 
On a miss, the MC holds 1, and can spend it to have you already be there, but somehow 
pinned, caught or trapped. 
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GEAR 
You get: 

• A standard issue dart gun (s-harm close/far). 
 
Choose 2 pieces of Infiltration Gear: 

• Hacking Gear – Make moves remotely against a computer or use the system 
remotely once you have gained access to the system. 

• Burglar Tools – You always have what you need for routine operations.  With 
a successful case the joint, you have any specialized tools that you need. 

• Ninja Smoke Bombs (s-harm close area reload messy) – When used you and 
any allies you designate may immediately make the save your skin move. 

• Ace up your sleeve – (Refill) When you are under someone else’s control or 
they have you dead to rights, you may make a single move. 

• Hidden Knives – (2-wound close infinite) 
• Grapple Gun – It’s a grapple gun.  What more do you want? 
• Disguise Kit – When you have some time, you can make yourself look like 

someone else.  Choose +1 when you use your disguise to act under pressure.  
With a successful act under pressure, NPCs will also treat you accordingly. 

• Create  something cool and get MC approval 
 

DX 
• Tell them that you stole for them. 
• Tell them that you rescued them from somewhere really bad. 
• Tell them that they owe you or you will tell everyone their secret. 

 
Debt Move:  Spend a Dx to use Investigate a Person against them with 10+.
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introducing 

The Taskmaster 
A good Employer doesn’t micro manage those stupid and happily 
idiotic grunts.  He leaves that task to guys like you.   Grunts need to be 
managed and directed in order to get the job done.  Patrolling the 
grounds with a pack of mutant wolf raptors  is not that much different 
from leading an argument of lawyers in a hostile takeover.  Someone 
needs to hold the leash.  Get the job done and keep the grunts on task.  
 

NUMBER 
Choose a two digit number that ends in 8.  This is now your number. 
Choose a code name appropriate to your employer’s organization. 
 

STARTING TRAITS 
Quality  3 (Henchmen) Key Trait Persuade 
Reputation 3 Barter 1 
Harm   Armor Rating  

Wounds 3 Defense 1 
Suspicion  3 Alibi 2 
Nightmares 3 Cool 0 

 

TASKMASTER MOVES 
You get this one: 
Pack Discipline:  At the beginning of each session and when you try to motivate your 
pack, roll+persuade. On a 10+, gain 2 hold.  On a 7-9 gain 1 hold.  Spend pack discipline 
hold 1:1 to activate one of your pack’s traits or to mark the experience box.  On a miss 
the pack is spent and cannot be roused without an expenditure of the MCs devising. 
 
Then choose 2 of these: 
Not so veiled threats:  When you threaten or intimidate, roll+persuade instead of 
+break. 
 
Kennel:  You have a place that is specifically designed to house, train, and keep your 
pack .  Treat this area as a limited workspace.  In addition, when you use Pack Discipline, 
you can spend 1 hold to change one of your pack’s traits or advantages.  Deatil the 
Kennel’s location and description. 
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Zoo Keeper:  If you already have a pack, then you can create another pack.  You may 
only have one pack with you at a time, but you can set a pack to a task and then come 
back to them later (usually.) 
 
Back to work you dogs!: When you have time to search out Grunts who are on 
Assignment, roll +persuade.  On a hit, move Grunts equal to your Quality from On 
Assignment to On Duty.  On a 10+, choose 2, on a 7-9, choose 1.  You may not use this 
move if the On Assignment pool is empty.  This is a lair move. 

• Make an example of someone.  Move 1 Grunt from On Assignment to the 
Scrapyard.  Gain 1 Pack Discipline hold. 

• You do not take 1-injury. 
• You mark the experience box. 

On a miss move Grunts equal to your Quality to the Scrapyard and get -1 Reputation. 
 
Easily Replaced:  Your pack is basically disposable.  If your pack is killed, dispersed, or 
you are just tired of them, then you can get a new pack.  Discard your old pack and create 
a new pack.  This takes some downtime and it may require you to explain yourself to 
your Employer.   
 

GEAR 
You get: 

• A standard issue dart gun (s-harm close/far) 
• whip (s-harm hand autofire / 2-nightmare intimate loud) 

 
Choose 2 no-nonsense weapons: 

• magnum (3-wound close reload loud) 
• smg (2-wound close area loud) 
• sawed-off (3-wound close reload messy) 
• crowbar (2-wound hand messy) 
• machete (3-wound hand messy) 
• Create  something cool and get MC approval 
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PACK 
By default you have a pack of individuals that can be sent out into the field to act on your 
behalf or who can assist you directly.  You have trained these grunts yourself and they are 
loyal to you.  They can be hard to motivate and hard to control, but they are yours. 
 
Choose your pack’s traits.  They are (Choose 2): 

• menacing: +1DS when you save your skin or threaten or intimidate. 
• reckless: +1DS when you take what you want or use it anyway. 
• perceptive: +1DS when you read a sitch or plan for the worst. 
• deceitful: +1DS when you get away with it or cower or beg. 
• resourceful: +1DS when you remove an obstacle or act under pressure. 
• thuggish: 2-wound, 1-defense, savage, gang size 2 (small) 
• sneaky: 2-suspicion, 1-alibi, savage, gang size 2 (small) 
• frightening:  2-nightmares, 1-Cool, savage, gang size 2 (small) 

 
Your pack has the following advantages (Choose 2): 

• Your pack is versatile – choose another trait from the list above. 
• Your pack is specialized – increase a numerical bonus/trait by +1. 
• Your pack is independent – you may send the pack on a mission, allowing you 

act at a distance with the related moves. 
• Add a FX to the pack’s harm. 
• Add a FX to the pack’s armor. 
• Your pack is well trained.  You get +1 hold with pack discipline. 

 
Your pack has the following weakness (choose 1): 

• Your pack is expensive to maintain.  You must spend 1 barter to use pack 
discipline more than once a session. 

• Your pack is unstable.  This trait returns at the start of each session. 
• Your pack unruly.  You gain -1 hold from pack discipline if you use it more 

than once per session.  May not be taken if pack is well trained. 
 

DX 
• Tell them that you brought your pack to their rescue. 
• Tell them that they tried to sacrifice your pack for their own ends. 
• Tell them the they owe you or you are going to feed them to your pack. 

 
Debt Move:  You can spend a point of Dx to take their grunts off of their hands.  If they 
are leading a gang, reduce their gang size by 1, then increase your gang size by 1.
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Introducing 
The Toady 

An Employer cannot be expected to take care of those pesky day to 
day tasks.  That is why he has toadies.  A great Toady may even get to 
attend to him personally, but often they are treated little better than 
servants.  You never know what to expect from one day to the next.  
One day you’re getting his dry cleaning, but the next day you acting as 
his Voice when you deliver demands to an uncooperative scientist.   
 

NUMBER 
Choose a two digit number that ends in 9.  This is now your number. 
Choose a code name appropriate to your employer’s organization. 
 

STARTING TRAITS 
Quality  3 (Henchmen) Key Trait Persuade 
Reputation 3 Barter 1 
Harm   Armor Rating  

Wounds 3 Defense 0 
Suspicion  3 Alibi 1 
Nightmares 3 Cool 2 

 

TOADY MOVES 
You get this 1: 
Clever Positioning:  When you throw your weight around to gain +1DS, you may move 
grunts from the On Assignment Pool to the Scrapyard.  If you do this, then each Grunt 
spent, grants you +2DS instead of just +1DS. 
 
Choose 2 of these: 
Whining Mewl:  when you try to save your skin, roll +persuade instead of +evade. 
 
I know what you did last summer:  You make it a point to know things about everyone.  
When you meet someone important (your call), roll+persuade. On a hit, you have come 
across information that could be damaging to them.  On a 10+, hold 3.  On a 7-9, hold 1.  
Spend your hold 1 for 1: 

• You can reveal their secrets: 1-Suspicion AP. 
• You can threaten or intimidate them with a 10+, using your hold as the weapon. 
• Mark the experience box. 

On a miss, your information is wrong and you are caught out, vulnerable.  Consider this 
the same as the MC announcing future badness.   
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Deceptively Charming:  Advance persuade to next die size. (d12 for the Toady, max 
d10 for anyone else.) 
 
It’s for the Master:  put out the word that you want a thing — could be a person, could 
be somethin somethin, could even be just a thing — and roll+persuade. On a 10+, it 
either shows up for you, like magic.  On a 7-9, the MC chooses one of the following: 

• It shows up, but it is unstable (crap, experimental, untested). 
• Its close.  At least the minions made an effort. 
• It shows up, but your Employer knows that you used his name to get something 

for yourself.   
On a miss, all 3.  You mark the experience box if you now owe someone.  Give the MC 2 
Dx if you know who the Dx is being given to or give the MC 1 Dx if you don’t. 
 
Nosy Little Fuck: when you want to know something about someone important (your 
call), roll+persaude. On a hit, you can ask the MC questions. On a 10+, ask 3. On a 7-9, 
ask 1: 

• What is their job?  What was their most recent task? 
• Who do they owe the most Dx to? 
• Where should they be when ______ is happening? 
• How could I get them to _________? 
• What or who do they love best? 

You mark the experience box if they know that you’ve been nosing around.   
 

GEAR 
You get: 

• A standard issue dart gun (s-harm close/far) 
• 2 pieces of domestic gear. 

 

DX 
• Tell them what fate was planned for them until you got involved. 
• Tell them what you were able to procure for them. 
• Tell them that they owe you or else the Employer will hear bad things about them. 
 
Debt Move:  Spend 1 Dx to use nosy little fuck with a 10+ against them.
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Introducing 

The Zealot 
An Employer’s vision is so magnificent that many must work 
together to bring that vision to the world.  You will make them 
believe and then recruit them to the cause.  In the field, life is full of 
parties and secret ceremonies.  There you must convince them and 
leverage them for the cause.  No one is immune to your calls for 
them to see the vision.  Spread the word to bring in new recruits.  
Most of all, make sure to enjoy yourself while you’re doing it.   
 

NUMBER 
Choose a two digit number that ends in 0.  This is now your number. 
Choose a code name appropriate to your employer’s organization. 
 

STARTING TRAITS 
Quality  3 (Henchmen) Key Trait Improvise 
Reputation 3 Barter 1 
Harm   Armor Rating  

Wounds 3 Defense 2 
Suspicion  3 Alibi 0 
Nightmares 3 Cool 1 

 

ZEALOT MOVES 
You get this one: 
Invoke Dark Forces:  At the beginning of the session and when you and The Faithful 
have some time, you may roll +improvise.  On a hit the dark forces begin to materialize.  
On a 10+ you hold 3.  On a 7-9, you hold 1.  Spend your hold 1:1 to: 

• Add your Employer’s FX to an item for one scene.  (i.e. Inflict FX Harm for one 
scene, or have FX Armor for one scene.) 

• Make a basic move at a distance.  All normal rules apply. 
• Gain the effects of a threaten or intimidate with a 7-9 result using The Faithful 

as your weapon.  You may spend 3 hold to get a 10+ result.  
 
You mark the experience box if The Faithful fall into want once you spend your last hold.  
On a miss, the dark forces materialize, but instead of helping you, they demand payment 
for past services rendered. 
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Then choose 2: 
Creative Thinker:  Advance improvise to next die size. (d12 for the Zealot, max d10 for 
anyone else.) 
 
Soul Read:  When you make eye contact with a person you can roll +improvise to 
investigate a person.  In addition, add the following to your list of questions: 

• is your character telling the truth? 
• what is your character really feeling? 

 
Strangely Resilient:  You have an extra tier 2 injury box.  You can assign this injury box 
to wounds, suspicion, or nightmares.  With a little bit of time and help from The Faithful, 
you can change the type of this injury box.  If the box is currently filled when you 
reassign this injury box, the injury goes with it. 
 
Zealous Healing:  when you put your hands skin-to-skin on a person’s head and speak 
soothing words to them, roll +persuade.  On a 10+, heal 1 injury box.  On a 7–9, heal 1 
injury box, but you’re acting under pressure from the injury itself.  On a miss: first, you 
don’t heal them. Second, this move becomes unstable.  If this move is already unstable, 
the MC may make an additional move.  You may mark the experience box if you grant 
the person you heal 2 investigate a person hold on you. 
 
Talented Zealots:  Choose 1 more for The Faithful. 
 
Inventive:  When you use your workspace, you can take what the MC says at face value 
or you can roll +improvise.  On a 10+, Choose 2.  On a 7-9, Choose 1. 

• No one will figure out what you are doing as you work on it. 
• A key component is not well guarded, unstable, or dangerous. 
• Someone in your debt (Dx) has something that you need for this. 
• You mark the experience box. 
 

GEAR 
You get: 

• A standard issue dart gun (s-harm close/far) 
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THE FAITHFUL 
You have small group of like-minded followers.  When you act as a group you are able to 
break the laws of physics and achieve effects that would otherwise seem impossible.   
 
By default, The Faithful are a 2-harm (your choice) 0 armor small gang.  The Faithful will 
not fight as gang for you normally.  You must invoke dark forces to utilize them in this 
way.  They count as a Workspace.  They have the same FX as your Employer.   
 
Characterize them: your cult, your family, your students, your scene, your staff, your 
court. Where do you meet?  How do you recruit?  What special rites do you have. 
 
Choose 2: 

• The Faithful are exceptionally weird.  Choose another FX.  The Faithful may 
now invoke this FX as well as your employer’s. 

• The Faithful act quickly.  You do not need time to invoke dark forces. 
• The Faithful are frightening.  When they threaten or intimidate with a 10+, you 

only need to spend 2 hold. 
• The Faithful are willing to fight for you.  They count as a medium gang, but 

you may not reduce their size to soak harm. 
• The Faithful are protected by zeal.  The have 2-armor. 
• The Faithful can bring forth wealth.  When you invoke dark forces, add the 

following choice: “Gain 1 barter.” 
• The Faithful are insightful.  They have the Insight move. 

 
Choose 2: 

• The Faithful aren’t really yours, more like you’re theirs.  Want: +judgment. 
• The Faithful rely entirely on you for their lives and needs.  You must spend 1 

barter if you wish to invoke dark forces more than once a session.  You may not 
take this if they can bring forth wealth. 

• The Faithful are drug-fixated.  Want: +stupor. 
• The Faithful desire fashion, luxury and pampering. Want: +lazy. 
• The Faithful disdain law, peace, reason and society.  Want: +violence. 
• The Faithful are decadent and perverse. Want: +savagery. 

 

DX 
• Tell them that you were happy to do that woogie thing for them. 
• Tell them that you they enjoyed the ecstasy The Faithful brought them. 
• Tell them that they owe you or they will be your next sacrifice. 
 
Debt Move:  Spend 1 Dx to use soul read against them with a 10+. 
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Everyday Life 
The Minion Pool 
Each Employer has a vast array of minions, robots, zombies, experimental technology, 
etc …  All of these resources are abstracted into the Minion Pool.  The Minion Pool 
represents all of the resources the PCs can draw upon to get things done.  The Minion 
Pool’s unit of measurement is the Grunt.  There are 3 sections to the Minion Pool: 
 

• On Duty – These grunts are just doing their jobs and hoping to just punch out 
after an uneventful day and collect their paychecks.  They will do what they are 
told without question and they never offer to help. 

 
A grunt on Duty is a grunt at risk.  They live their lives and do their jobs just 
hoping that they don’t get noticed.  “Hey!  Henchmen!  Leave that Grunt alone!” 

 
• On Assignment – A grunt that gets ordered to do something will just keep on 

doing it until they are told otherwise.  This is a very useful survival tactic since 
the higher ups often forget about them.  This leaves them on Assignment until 
someone thinks to order them to do something else.   
 
“Hey Bob.  How long have you been watching that building?” 
“Hrm.   I think it’s going on 3 months now.  Get this!  Not only doesn’t she live 
there anymore, there is pizza place that will deliver to the van.” 

 
• The Scrapyard – When grunts die or equipment gets broken, the remains are 

sent off to the Scrapyard.   
 

Just because a grunt is killed doesn’t mean that he isn’t still useful.  Zombies 
don’t raise themselves and Mad Scientists need spare parts. 

 
When a grunt is removed from the Minion Pool entirely it cannot be recovered.  I 
recommend using the colored beads or plastic figures to track your grunts. 

Spending Grunts 
As Henchmen, the PCs have access to their Employer’s resources, but convincing the 
grunts to do what you tell them is challenging.  The more influence you have with the 
Grunts, the more help you can expect.  A PC’s Reputation represents this influence.  
 
As a PC goes about his day, the ever present eyes of the Grunts are always watching him.  
Each PC can gain or lose Reputation in many ways. 
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Gain or Lose Reputation  
Once per Scene, you get +1 Reputation when …  

• an NPC with a higher quality spends debt to interfere with you. 
• an NPC with a higher quality forces you to make the Harm Move. 
• you help an NPC minion with a lower quality than you. 
• you succeed at doing “your” thing. 
• you are forced to use something unstable by an NPC with a higher quality. 
• it is deemed appropriate by the MC. 

 
Once per Scene, you get -1 Reputation when …  

• you make the Harm Move and you do not surrender or end up out of action. 
• you spend Dx to interfere with a minion who has a lower quality. 
• you start a fight with an NPC who has a higher quality than you. 
• you volunteer to use something that is unstable. 
• it is deemed appropriate by the MC. 

Throw your Weight Around 
When you want to force the grunts to help you out, describe how you are calling upon 
the ever present grunts for help.  Spend your Reputation 1:1.  By default you may only 
move grunts from the On Duty pool.  If the pool is empty, you may not use this move. 

• Before a die roll, move 1 Grunt to On Assignment to gain +1DS. 
• After a die roll, move 1 Grunt to On Assignment to add +1 to the result. 
• Move 1 Grunt to the Scrapyard to prevent 1-harm inflicted on you. 
• Move 1 Grunt to the Scrapyard to inflict +1-harm on your target. 
• Gather Grunts into a gang.  Increase your size by 1.  Move 1 Grunt to On 

Assignment.  This gang will only last through one major fight or mission. 

Ask Around 
When you reach out in search of someone, roll+Dx (for someone you know) or 
roll+persuade (for someone you don’t know).  On a hit you find them and either you 
reduce your Dx with them by 1 or they increase their Dx with you by 1.  On a 10+, you 
find who you are looking for and gain +1 Reputation.  On a 7-9, the MC chooses one: 

• You find someone, you know, pretty close. 
• You find them, but you incur danger, retribution, cost or enmity (i.e. owe 

someone 2 Dx or another MC chosen fate). 
 

On a miss, MC, remember you can inflict harm! 1-Suspicion is often appropriate.  This is 
a Lair move.
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Harm, Healing and Injury 
Harm 
This is the process for inflicting and taking harm. 
1. Harm inflicted = your quality + gang size + your weapon’s harm. 

• You may throw your weight around at this point to inflict more harm. 
2. Harm taken  = harm inflicted – your quality – your gang size – your armor. 

• You may throw your weight around at this point to reduce the harm taken. 
3. Determine the further effects of quality: 

• If the attacker’s quality is higher, then the defender multiplies the amount 
of harm taken by 1 + attacker’s quality  – defender’s quality. 

• If the defender’s quality is higher, then the defender divides the amount of 
harm taken by 1 + defender’s quality – attacker’s quality (rounding down). 

4. You can now further reduce the amount of harm taken by: 
• If you are leading a gang, you may spend your gang’s size to reduce the 

amount of harm taken 1:1.  If you used Reputation to collect this gang, also 
move 1 Grunt from on Assignment to the Scrapyard. 

• If you have armor, you may permanently spend your armor’s rating to reduce 
the amount of harm taken 1:1.   

5. If the defender has taken any harm, then they must now make the Harm Move.   
 

If a move directs you to mark an Injury, it is not harm.   
As such, you can not prevent yourself from taking it. 

Injury Types 
When a PC takes harm, it comes in one of 3 forms: 

• Wounds are the result of being beaten up, shot, stabbed, etc … 
• Suspicion is the result of doing something unlawful or untrustworthy. 
• Nightmares comes from seeing ‘too much’ or doing the ‘unthinkable’. 

 
When harm gets through your armor, it inflicts Injury.  Each PC has 3 Injury tracks (1 
for each type of harm).  Each Injury track as 3 tiers.  A starting PC has 9 total injury 
boxes (3 Injury tracks, each with 1 injury box per tier.) 

Injury Tiers 
• A Tier 1 injury will heal on its own. 
• A Tier 2 injury will not get better or worse on its own. 
• A Tier 3 injury will get worse on its own, leading to death, prison, or insanity. 

 
In general, if a PC can find someone who can heal their injuries, it will cost them either 1 
barter or 2 Dx per level healed.  Remember that not all NPCs accept Dx as payment.
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Peripheral Moves 
The Harm Move 
When you take harm, choose 1: 

• mark 1 injury per harm taken on your sheet (as directed*.) 
• do not mark an injury, but you are out of action.  Mark the experience box. 
• mark 1 injury and then surrender.  Mark the experience box. 
•  “retire” your character or die “off-screen”.  For PCs: Describe your 

“retirement” (due to death, incarceration, insanity, etc…)  Make a new 
character with half as many improvements as your newly “retired” character. 

*If the harm type is specified (i.e. wound) then you must mark that type of injury.  If it is 
not specified, then you may mark the injury in any harm track. 
 
If the PC is put out of action, then the PC is out of the fight.  If they were leading a gang, 
the gang is immediately routed.  If there is at least one other PC still in the fight and they 
ultimately achieve victory then the out of action PC(s) “wake up” with any other 
minions that were out of action, none the worse for wear.   
 
If there are no more PCs in the fight then the MC may now immediately make his move.  
If the PC surrendered, then he is fully under his captor’s control, but he may attempt to 
effect the situation.  If the PC is out of action when the NPC wins, then the MC will tell 
you where (and when) you end up.   
 

Help or Interfere 
When you try to help or interfere with someone who’s making a roll, roll 2d6+Dx. On a 
hit, if you are helping, they take +1 DS.  On a hit, if you are interfering, they take -2 DS.  
On a 7–9, you also expose yourself to fire, danger, retribution or cost. 
 
Special:  After they roll, you may spend 1 Dx to get the effects of a 7-9 or 2 Dx to get the 
effects of a 10+.  NPCs may spend Dx in this way.   
 

Use it Anyway 
When you try to use a thing that is unstable (experimental, or crap), roll+improvise.  
On a hit, it does what it was supposed to.  On a 10+, Choose 3.  On a 7-9, Choose 1. 

• There are no side effects (counts as the MC announcing future badness.) 
• It does not inflict 1-injury to you. 
• It continues to work properly.   
• Remove the unstable tag. 
• You mark the experience box. 

On a miss, the item suffers a catastrophic breakdown.  Have fun, cause your fucked. 
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Investigate a Person 
When you try to Investigate a Person, roll +persuade.  On a hit you gain hold on a PC 
or NPC.  On a 10+, hold 3. On a 7–9, hold 1. You get +1DS (one use) when you act the 
information you have learned.  Spend your hold 1:1 to ask a question: 

• Was your character telling the truth when they said ______? 
• Who do you owe the most Debt (Dx) to? 
• Did your character _______?  (Name a specific action) 
• Who does your character _______ the most?  (Name an emotion) 
• What secret project is your character currently working on? 
• Who ordered your character to do _______? (Name a specific action) 
• What does your character intend to do? 
• What does your character wish I’d do? 

You mark the experience box if your target gets wind that you are investigating them.  If 
it’s a NPC, then consider this the same as the MC announcing future badness. 

Insight 
When you seek insight, ask your followers what they think your best course is, and the 
MC will tell you.  If you pursue that course, take +1 DS to any rolls you make in the 
pursuit of it. If you pursue that course, but don’t accomplish your ends, you mark the 
experience box. 

Use a Workspace 
When you go into a workspace and dedicate yourself to making a thing or to getting to 
the bottom of some shit, decide what and tell the MC. The MC will tell you “sure, no 
problem, but…” and then 1 to 4 of the following: 

• it’s going to take hours/days/weeks/months of work; 
• first you’ll have to get/build/fix/figure out ___; 
• you’re going to need ___ to help you with it; 
• it’s going to cost you a fuckton of jingle; 
• the best you’ll be able to do is to make it crap, unstable, or experimental. 
• it’s going to mean exposing yourself (and colleagues) to danger; 
• you’re going to have to add ___ to your workspace first; 
• it’s going to take several/dozens/hundreds of tries; 
• you’re going to have to take ___ apart to do it. 

The MC will probably connect them all with “and,” or might throw in a merciful “or.”   
 
Once you’ve accomplished the necessaries, you can go ahead and accomplish the thing 
itself. The MC will Skill it up, or spill, or whatever it calls for. 
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Special Effects Tags (FX) 
These tags describe an underlying source and/or special effect.  

• Super Science (FX, constraint, cue): Technology that goes far beyond the 
boundaries of rational science (or physics for that matter.) 

• Genetic (FX, constraint, cue):  Mutation, enhanced biology, etc … 
• Magic (FX, constraint, cue):  Sorcery, spirits, controlling of mystic forces. 
• Psychic (FX, constraint, cue):  The powers of the mind! 
• Chosen (FX, constraint, cue):  Granted by a “higher” power/being/god, etc…  
• Alien (FX, constraint, cue):  From another world, universe, plane, or timeline. 
• HyperNatural (FX, constraint, cue):  Human maximum (i.e. Olympic athlete.)   

When your employer has this tag, and you are directed to use your Employer’s FX, 
you may choose to any other FX instead. 
 

Special rules for items with FX tags 
• FX harm is considered to be AP unless the target has armor with the FX tag. 
• FX armor ignores the AP tag, unless the harm has the FX tag. 
• FX AP harm trumps FX armor.   

Special Tags 
These tags can only be assigned by the MC. 

• Intangible –mechanical, cue) Has no body.  Is immune to wound Harm. 
• Teflon – (mechanical, cue) Has no status.  Is immune to suspicion Harm. 
• Mindless (mechanical, cue):  Has no mind.  Is immune to nightmare harm.   

Standard Tags 
• n-armor (1-armor, 2-armor etc.) (mechanical): reduces incoming harm by  

n-much.  Protects against all types of incoming harm. 
o n-defense – armor that only protects against wounds. 
o n-alibi – armor that only protects against suspicion. 
o n-sanity – armor that only protects against nightmares. 

• n-harm (1-harm, 2-harm etc.) (mechanical): inflicts n-much harm. 
o n-wounds – harm that can only effect the wound track. 
o n-suspicion – harm that can only effect the suspicion track. 
o n-nightmare – harm that can only effect the nightmare track. 

• +n <> (mechanical): adds n to the thing it is listed with. 
• +bonus (+1Evade forward, +1 to cower or beg etc.) (mechanical): adds to a particular 

stat or a particular move’s roll, under the specified conditions. 
• Alive (cue): it’s a living creature. 
• n-AP (mechanical):  it ignores the first n points of the target’s armor.  
• Applied (constraint): it takes intimacy and uninterrupted time for the character to 

use it. You’d better have a willing subject, or restrained. 
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• Area (mechanical, constraint): its target or subject is an area, not a person; it fully 
affects everyone and everything there. An area weapon used against a gang inflicts its 
full harm, provided that the gang is fully within the blast area. 

• Autofire (mechanical, cue, constraint): at the character’s option, the weapon makes 
an area attack, but must immediately reload. 

• Close (constraint, a range): she needs to be pretty close to her target or subject. If 
they could have a shouted conversation, then they’re close enough. 

• Exo (constraint):  To use it, the character has to be strapped in.  The character counts 
as being implanted into the thing.  Contrast worn or implanted. 

• Far (constraint, a range): she needs to be pretty far from her target or subject.  
• Hand (constraint, a range): she can bring it to bear only when she’s within arm’s 

reach of her target or subject. 
• Implanted (constraint): it’s permanently implanted in its user’s body. Contrast worn. 
• Infinite (constraint): throw one away, the character has another one, and another, 

and another; she has as many as she needs. 
• Intimate (constraint, a range): she can bring it to bear only when she’s very close to 

her target or subject, close enough to hold him. Arm’s reach isn’t close enough. 
• Loud (cue): everyone nearby hears it, and can potentially identify what made the 

noise. It wakes up sleeping people, startles people who aren’t expecting it, makes 
small children cry, and is generally distinctive and unignorable. 

• Messy (cue): it’s loud. Furthermore, it might hit every person in its area but might 
miss any given person in its area; and it leaves a mess behind — cosmetic property 
damage, blood and gore or some other kind of mess as appropriate. 

• Retractable (constraint, cue, mechanical):  The suspicious bit can be hidden.  The 
character must take a specific action to reveal the hidden part.  The first attack with a 
retractable weapon is typically 1-AP. 

• Refill (mechanical): using it uses it up. You need a refill to use again. 
• Reload (constraint): using it means the character has to take specific action to reload 

or reset it before she can use it again. 
• Remote (constraint): the character can use it at a distance by remote control, or 

maybe it can operate at a distance autonomously. 
• Robotic (cue):  It’s a robotic creature. Contrast alive. 
• s-harm (cue): it disables its target without causing any harm. Use it on a PC, and 

doing anything at all means doing it under fire; the fire is “you’re stunned.” 
• Tag (constraint): the character has to touch her target to use it, but only an instant of 

time, and there’s no need for the subject or target to cooperate. Contrast applied. 
• Time (constraint): the character needs some time. 
• Unstable (constraint, cue):  It’s crap, unstable, untested or experimental.  Before you 

may use this item, you must first attempt to use it anyway. 
• Valuable (constraint, cue): it’s worth more than 1-barter.  
• Worn (constraint): to use it, the character has to be wearing it. 
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Build a Custom Thing 
Sometimes you just want to build items or gangs to your exact specifications.   
Here are a couple of things to keep in mind: 

• Be reasonable and get MC approval. 
• A thing can’t cost less than 1 barter. 
• You can invest in a thing to build it over time. 
• Remember to specify the type of harm that it does or prevents (if applicable. ) 
• Make sure that the item makes sense.  Why does your gun inflict 2-suspicion?!? 

 
Base Items (1 barter) 

• Hand Weapon (2-harm hand) 
• Ranged Weapon (2-harm) + (close or far) + (loud or messy or reload) 
• Dart Gun (s-harm close/far) 
• Personal Armor (+1 Defense or +1 Alibi or +1 Cool) 
• Gang (individual 1-harm) + descriptor (alive/robotic/undead/etc) 

 
Advantageous Tags (+1 Barter) 

• Add another range (hand, close, far, remote) 
• Add +1 harm (choose type) 
• Add +1 armor (choose type) 
• Add +1DS bonus (choose move) (max +1DS per move) 
• Area, Autofire, Infinite, Retractable, Valuable, +1-AP 

 
Special Tags (+2 Barter) 

• Add an FX (when allowed) 
• +1 Gang Size  
• AP (choose type) 

 
Detrimental Tags (-1 Barter) 

• Replace all existing ranges with Intimate 
• Applied, Exo, Implanted, Intimate, Loud, Messy, Refill, Reload, Tag, Time, 

Unstable, Worn 
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MC Minions, Inc. 
Agenda 
• Make Minions seem real. 
• Make the players’ characters’ lives not boring. 
• Play to find out what happens. 
 

Principles 
• Bring forth the world of Costumed Aggression. 
• Address yourself to the characters, not the players. 
• Make your move, but misdirect. 
• Make your move, but never speak its name. 
• Look through crosshairs. 
• Name everyone, make everyone human. 
• Ask provocative questions and build on the answers. 
• Respond with fuckery and intermittent rewards. 
• Be a fan of the players’ characters. 

 

The MC’s MOVES 
• Give them a mission. 
• Make them choose who to trust. 
• Send in the Adversary, the Employer, or a Trusted Advisor. 
• Treat them like minions. 
• Fly into a Murderous Rage (not limited to Employers). 
• Infiltrate the Lair or blow it up. 
• Capture someone. 
• Put someone in a spot. 
• Trade harm for harm (as established). 
• Announce off-screen badness. 
• Announce future badness. 
• Inflict harm (as established).  Remember that there 3 types of harm. 
• Take away their stuff. 
• Make them buy. 
• Activate their stuff’s downside. 
• Tell them the possible consequences and ask. 
• Offer an opportunity, with or without a cost. 
• Turn their move back on them. 
• Make a threat move (from one of your fronts). 
• After every move: “what do you do?” 
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Creating Fronts 
To Create a Front: 

• Choose a Driving Force 
• Create 3 or 4 Threats 
• Writes its agenda / dark future. 
• Write 2-4 stakes questions. 
• List the front’s cast. 
• Create the front’s overall countdowns. 

 
There’s also the lair front: 

• No fundamental driving force. 
• No agenda / dark future. 
• No overall countdowns. 
• All the otherwise front-less NPCs listed as threats. 
• General custom moves, not attached to any threat. 
• Additional stakes questions as you need them. 

 

Driving Force 
Every Front has a single driving force. 

• Greed  Take it all for yourself. 
• Power  Impose yourself on everyone else. 
• Revenge  Make them all pay. 
• Despair  Bring misery to their lives. 
• Madness  You can never hope to understand why. 
• Evil  Pure and unadulterated selfishness. 
• Pride  Proof beyond all doubt of their truth. 

Threats 
There are 5 categories of threat.  When you create a threat, choose 1. 

• Protagonists Stands in opposition to the PC’s Employer. 
• Powers  The Threat is defined by the power it wields. 
• Facilities  Locations of interest. 
• Underlings They are a group with or without a leader. 
• Master Plans The Employers ultimate goal. 
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Protagonists 
• Defender of Justice   (impulse: Protect and defend) 
• Angry Cool Guy  (impulse: Defeat and overthrow) 
• Vixen    (impulse: Entice and seduce) 
• Silent Loner    (impulse: Hunt and capture) 
• The Sidekick    (impulse: Annoy and distract) 
• Wise Mentor   (impulse: Advise and support) 
• Unlikely Hero   (impulse: Make a cunning attack) 

Powers 
• Supreme Might (impulse: to take what another loves) 
• Cunning Intelligence (impulse: to learn another’s weakness) 
• Amazing Toughness (impulse: to provoke attack) 
• Unbreakable Will (impulse: to gather and consume) 
• Superior Firepower (impulse: to destroy and promote violence) 
• Impossible Charisma (impulse: to dominate people’s choices and actions) 
• Endless Resources (impulse: to impoverish people) 

Facilities 
• Prison   (impulse: to contain, to deny egress) 
• HQ   (impulse: to generate badness) 
• Deathtrap  (impulse: to consume and destroy) 
• Brothel   (impulse: to entice and betray people) 
• Maze  (impulse: to trap, to frustrate passage) 
• Vault  (impulse: to deny access) 

Underlings 
• Mercs  (impulse: to victimize anyone vulnerable) 
• Groupies   (impulse: to consume someone’s resources) 
• Enforcers   (impulse: to victimize anyone who stands out) 
• Cultists  (impulse: to victimize & incorporate people) 
• Beasts  (impulse: to riot, burn, kill scapegoats) 
• Family   (impulse: to close ranks, protect their own) 

Master Plans 
• World Domination (impulse: craves power and control) 
• Destroy the Earth  (impulse: craves overthrow, chaos, destruction) 
• Criminal Empire (impulse: craves excess and gluttony) 
• Revenge!!!  (impulse: craves restitution, recompense) 
• Widespread Misery (impulse: craves pain, its own or others) 
• Soul Accumulation (impulse: craves the lives of others) 
• Irrefutable Proof (impulse: craves mastery) 
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Minion Mission Builder 
When you need to send the minions on a mission and you don’t have something in 
mind.  Roll for Method, then roll on one of the Plan Target lists.   

Plan Method (D12) 
1. kidnap 
2. assassinate 
3. blackmail 

4. seduce 
5. expose 
6. clone 

7. seize control  
8. destroy 
9. steal 

10. contaminate 
11. desecrate 
12. sabotage

Plan Target
Important Person 

1. Rich and powerful CEO 
2. Wealthy heir/heiress 
3. Brilliant scientist 
4. Powerful Political Figure 
5. Religious Leader 
6. Military General 
7. World Defender 
8. Pop Culture Icon 

 
Seemingly Regular Person 

1. police chief 
2. diplomat 
3. news reporter 
4. town mascot 
5. high school student 
6. local researcher 
7. environmentalist 
8. museum curator 

Places 
1. Historic Landmark 
2. R&D Facility 
3. Political Building 
4. Private Mansion 
5. Financial Institution 
6. Religious Center 
7. Public Utility 
8. Ancient Burial Ground 

 
Things 

1. Ancient Artifact 
2. Cutting Edge Research 
3. Top Secret Documents 
4. Money / Riches 
5. Powerful Prototype 
6. “Useless” Geegaw 
7. Religious Symbol 
8. Volatile Compound 

Mission Rewards 
If the henchmen actually succeed at their mission, then a couple of things happen: 

• Each henchmen earns barter equal to their Employer’s Salary. 
• Each henchmen gets some downtime. 
• The Employer recruits some new grunts.  The PCs (collectively) can choose 

whether to: 
o Roll a d6 and add that many tokens to On Duty. 
o Roll 2d6 and move that many tokens up one level in the Minion Pool. 

• The Employer is that much closer to bringing about the apocalypse. 
 
If the henchmen fail, then the Employer will (typically) fly into a murderous rage and 
then (if they survive) decide on the proper course of action to fix the mess they made.
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Custom Moves 
 
Going up against the Employer’s adversary should be a difficult and daunting prospect 
for the PCs.  They should learn to fear the Adversary (hero) as well their Employer 
(villain).  As henchmen, the PCs should be awesome in situations that pit them vs the 
world-at-large.  This is why heroes and super top secret agencies exist.  The world needs 
these guys to show up and take care of the henchmen.  Don’t be afraid to push these 
moves to both extremes.  Create custom moves that let the PCs be awesome and give 
them big rewards (psst … big rewards are fleeting.)  Create custom moves that push the 
PCs to their limits (psst … remember that you can’t kill them.)  Be creative. 
 
For example, to reflect the plot invulnerability that most Adversary quality NPCs have, I 
recommend the following custom moves: 
 
Plot Arc Effectiveness:  When the PCs first encounter an Adversary, treat them as if 
they are quality 4 (Elite).  If the Adversary gets staggered in an encounter with the PCs, 
then increase their quality by 1 the next time they meet.  Max  of quality 6 (Adversary). 
 
Staggered: When an Adversary quality NPC is out of injury boxes, they are not defeated.  
Instead, they are staggered.  When a staggered NPC is forced to make the Harm Move, 
the attacker gets to choose from the following list instead: 

• I force them to flee. 
• I capture them and bring them back to the lair. 
• I kill them, but they die off-screen. 

 

Bring Forth the Minion Tropes 
 
One of the goals of Minions, Inc. is to look at the tropes that deal with minions, evil 
overlords, and the like and then come up with plausible reasons for why things always 
seem to happen that way.  For example, the harm move answers the question: “why is it 
that large groups of minions are so easy to defeat?”  Here are some of the most common 
tropes that you can tackle for yourself: 

• Why do minions wear faceless masks? 
• Why can dozens of minions shoot at the hero and yet they all miss? 
• Are minions truly ‘too dumb to live’? 
• Why are minions so easily fooled by a captured hero? 
• Why is it so easy for a hero to escape from deathtraps, cells, etc … 
• Why does the Villain always tell the Hero his plan? 

 
For more ideas visit tvtropes.org and search for minions, mooks, villains, overlord, etc … 
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The Employer Countdowns 
 
In Minions, Inc. there are several special countdowns for the Employer.  You may keep 
these countdowns private or you may place them in public for everyone to see.  They are: 

• Enact the Master Plan – When the countdown reaches midnight, the Villain 
will begin to enact his Master Plan.   

• Thwart the Villain – When the countdown reaches midnight, the Adversary is 
ready to thwart the Villain’s Master Plan. 

• Defeat the Villain (optional) – When the countdown reaches midnight, the 
Villain will soon be killed, captured, or consumed by his own creation. 

 
There are no hard and fast rules for running these countdowns, but here are some 
general guidelines: 

• When the PCs succeed at a mission, advance Enact the Master Plan. 
• When the PCs fail at a mission, advance Thwart the Villain and/or reduce 

Enact the Master Plan. 
• When the Hero is captured, is brought to the lair and then escapes, advance 

Defeat the Villain. 
• When one of the trusted advisors betrays him, advance Defeat the Villain. 

 
You get the idea.  Never pass up an opportunity to point out to the PCs that what they 
are doing will effect one or more of these countdowns.   
 
Here are a couple of other things to keep in mind: 

• If the Villain is thwarted, and his lair is blown up, then where does everyone go 
in the mean time? 

• If the Villain succeeds in enacting his Master Plan, how does this affect the 
world and how does this affect his minions (and their loved ones)? 

 

Beyond the Veil 
One of the (currently undeveloped) ideas that I have for this game, is that Minions, Inc. 
takes place “just before” the apocalypse that creates Apocalypse World.  I imagine that 
the thing that becomes the Psychic Maelstrom lies “Beyond the Veil.”  I see a world 
where the PCs and NPCs can pierce the Veil and interact with it in much the way that 
they can interact with it in Apocalypse World.  But I leave all of that to you. 
 
Go forth and bring about the apocalypse … world. 
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Special Thanks to Vincent Baker for making Apocalypse World so awesome. 
 

 Ludography 
 
Television 
• Venture Bros. 
• The Tick 
• Kim Possible 
• Leverage 
• Jackie Chan Adventures 
• Batman:  The Animated Series 

 
Movies 
• The Incredibles 
• Austin Powers 
• James Bond 

 

Books and Graphic Novels  
• Soon I Will be Invincible 
• Evil Genius 
• H.I.V.E. (Higher Institute for 

Villainous Education) 
• Wanted 
• How to Be a Villain 
• The Villain’s Guide to Better Living 

RPGs  
• Apocalypse World 
• Heralds of Hell 
• Rogue Trader Apocalypse 
• Knife and Candle 
• Witless Minions 
• Poison’d 

 
Websites 
• How to Succeed in Evil  
• The Evil Overlord List 
• TvTropes.com 

 
Board and Video Games 
• Evil Genius 
• City of Heroes / City of Villains 
• Mwahahaha! 
• Heroes Incorporated 
• Marvel Super Heroes 
• Team Fortress 2 
 
 

PLAYTESTERS
Thanks to all of my playtesters at Go Play NW 2010!  If you played Minions, Inc. there and 
you are not on this list, Please let me know. 
 
Ben Robbins, Doug Bartlett, Tony Dowler, Phillip LaRose, John Harper, Ryan Dunleavy 
and all of my other Go Play NW 2010 Playtesters. 
 

COLOPHON
Fonts used:  Minion Pro Med, Garamond, and Cheap Fire.   
Images liberally borrowed from Evil Genius and Team Fortress 2 primarily.   
I have no idea who my “cover models” are, but if you are them, please let me know. 



 

 

Employer Profile 
Name:  
Type:   
Special Effect (FX):   
Affiliation:   
Advantages: 
Wants: 
Lair Traits: 
 
Master Plan: 
 
 
Adversary: 
 
 

Trusted Advisors / Lieutenants 
Name  
Type  

Residence  

Lair Move 
 

Debt Owed 
to them 

 



 

 

The Minion Pool  
 



LOOK

IMPROVEMENT

EMPLOYER

CODE NAME

NUMBER

Save your skin
Get away with it
Take what you want
Threaten or intimidate
Cower or beg

Remove an obstacle
Read a sitch
Act under pressure
Plan for the worst

Evade

Break

Persuade

Analyze

Improvise

Skill

ROLE

MovesSkill XP DxDebt Owned XP

Raise a Skill from d10 to d12.
Raise a Skill from d8 to d10.
Raise a Skill from d6 to d8.
Raise a Skill from d4 to d6.
Get a move from your playbook.
Get a move from your playbook.
Get a move from another playbook.
Get a move from another playbook.
Get +1 DS to any Skill (Max d12)
Change your number.  
Retire your character (to safety).
Create a second character to play.
Change your PC to a new type.
Expand 3 basic moves.
Get Quality +1.  (costs 2)
(Req: Quality 5)  Embrace Villainy.

QUALITY

Basic Moves XP

WOUNDSDEFENSE

SUSPICIONALIBI

NIGHTMARESCOOL

HOLD

GEAR




