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What is ACE? 
ACE is an international agency that operates in environments both openly hostile and clandestine. ACE is a third party spy 

network with elite operatives and a web of connections spanning the entire world. Basically if a problem is large enough to 

force the inclusion of ACE, it is on an apocalyptic scale. 

ACE Agents are international players in the field of espionage. Allied with no country, their work benefits the entire world 

rather than a single nation. Acting as allies with other intelligence agencies, ACE agents focus on areas that require the help of 

a third party rather than problems that can be solved internally. However the case for new and young recruits is often 

different, with them being tossed into less world-shattering problems so that they may become more venerable. 

Perhaps due to their status as non-government and non-affiliated making ACE Agents seem expendable to outside agencies, 

or perhaps because of the reputation of ACE Agents capabilities, agencies that work with ACE have a tendency to put any ACE 

Agents into the worst situations. Generally this equals a very low survivability rate. This has cultivated a “golden rule” among 

ACE Agents. 

Hope for the best, expect the worst. 

Agent Attributes 
There are five basic attributes that each ACE Agent uses; Agility, Conditioning, Intelligence, Perception, and Rank. Each is listed 

again below along with their primary uses. When you’re faced with a challenge or test of ability it will tie in with one of your 

attributes. The higher your attribute score, the larger die you’ll get to use for the challenge. 

Agility (AGI) 

 Hand-eye coordination and melee combat. 

 Reflexes. 

 Running speed. 

 Simple vehicle operation. (Civilian vehicles like cars, motorcycles, etc) 

Conditioning (CON) 

 Long marches or tests of endurance. 

 Feats of strength and melee combat. 

 How much equipment can be carried. 

 How many health nodes you have. (More on Health and Damage on pg. 5) 

Intelligence (INT) 

 Knowledge checks and gear usage. 

 Computer hacking and general use. 

 Advanced vehicle operation (aircraft, tanks, etc) 

 Lockpicking and security breaking. 

Perception (PER) 

 Firearm accuracy and usage. 
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 Spotting traps, ambushes, items, etc 

 Searching an area for a person or object. 

 All senses like smell, hearing, sight, or touch are covered. 

Rank (RNK) 

 Unlocks access to better equipment. 

 Allows you to train your own team. 

 Leadership and morale checks. 

 Requesting support from command. 

Attribute Tiers 
Your attribute is gauged by tiers with higher tiers resulting in a stronger attribute. Your tier reflects the size of die you’ll roll 

when that attribute comes into play. 

Your Conditioning Tier will cover how much you can carry according to the table below weight is simply measured in Units. For 

reference, consider one unit to be about 3lbs or 1.5kg. Conditioning will also represent the amount of Damage Nodes you can 

have. 

Tier Level Die used Carrying 
Capacity (CON) 

Damage Nodes 
(CON) 

Title (RNK) 

Tier 1 1d4 10 Units 6 Nodes Recruit 

Tier 2 1d6 15 Units 7 Nodes Attendant 

Tier 3 1d8 20 Units 8 Nodes Operative 

Tier 4 1d10 25 Units 9 Nodes Agent 

Tier 5 1d12 30 Units 10 Nodes Specialist 

 

Character Creation & Progression 
Character creation is simple. Choose one attribute to start at tier 3. Two attributes to start at tier 2. The others begin at tier 1. 

Progression should usually only be improving one attribute by one tier, and only occur after a mission or campaign. Basically 

whenever the GM decides progression is deserved and fair.  

A tip for GMs, if you intend for the players to progress quickly or slowly, or even at different rates based on their performance, 

you should let them know ahead of time so they can plan for the in/frequency.  

Checks & Challenges 
There are three types of challenges which will require a roll of the dice. Opposed Checks, Metered Checks and Pass or Fail 

Checks. 

Opposed Checks are checks involving two or more people. All involved will roll the designated ability and whoever gets the 

highest result wins the opposed check and is awarded with their desired effect. In some cases, Opposed Checks may require 

multiple wins, or be “first to # wins.” Usually this is used in combat against important NPCs. Note that the ability used does 

not have to be the same for each participant. 

Examples of opposed checks; 
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 Multiple people reaching for an object about the same distance away may be an opposed Agility check. 

 Melee combat against an important enemy may be an opposed Conditioning check requiring multiple wins for either 

party. 

 Hacking through an actively monitored computer would be an Intelligence check for both the hacker and the person 

monitoring the system. 

 A marksman trying to shoot a target before they dive into cover may incite a Perception vs. Agility check. The 

Marksman rolls perception, and the target would roll agility. 

 Trying to convince a demoralized allied squad to work with you and press on through a firefight may be cause for an 

opposed Rank check where you attempt to convince the other squad leader to advance rather than retreat. 

Metered Checks are rolls made to add a number to a running score in order to achieve something. For example, the goal to 

open a stuck door may be 10. On your turn, you would roll a CON check to try to force the door open. If you rolled a 3, the 

score to get the door open would then be 7. Depending on the circumstances, anyone may be able to contribute to a metered 

check. The door example being one that anyone could try to kick it open on their turns. Metered Checks should only be used 

when there’s a time limit or other action currently going on, since the nature of Metered Checks are things that could be 

accomplished given enough time rather than a win / lose or pass / fail situation, the time constraint is what makes them 

dramatic. Alternatively you could impose a penalty each time the score is not met, making meeting the goal an important task. 

Something like boiling water filling a chamber while you attempt to open the door dealing damage each turn you don’t meet 

the goal. 

Examples of Metered Checks 

 Piecing together a compartmental firearm before your enemies walk through the door may be a metered Agility 

check. 

 A long march through a desert where each turn the goal is not met inflicts slight damage, may be a metered 

Conditioning check. 

 Breaking into a secure network before the security team manages to detect the intrusion or a firewall is activated, 

may be a metered Intelligence check. 

 A firefight against untrained, basic enemies could be done via metered Perception check with any low rolls resulting 

in getting shot by  the enemies, high rolls resulting in hits against them, and hitting the goal resulting in them 

surrendering or fleeing the fight. 

 A metered Rank check could be performed to try and convince command to rush you additional field support. 

Pass or Fail checks are perhaps the simplest of the three. A goal is set, often a high and difficult one, and if your roll does not 

meet or exceed the goal, then you fail the check. These are often reserved for one time attempts at something significant or 

difficult that couldn’t be immediately, or ever, repeated.  

 Reflex checks against traps or ambushes could be pass or fail Agility checks. 

 Attempting to lift something heavy, by yourself, could be pass or fail for Conditioning. With others assisting you, it’d 

be more along the lines of a metered check. 

 Knowledge checks are pass or fail Intelligence checks. Either your character knows something, or they don’t. 

 Spotting traps and ambushes should be pass or fail for Perception. If you miss it the first time, you might not get 

another chance before the trap / ambush is sprung. 

 Using Rank to try and get equipment that command doesn’t think you need for the mission might be a pass or fail 

check. Either you’ll convince them, or you’ll annoy them. 
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Combat Damage 
When dealing combat damage consider what weapons were used and whether the combatants are going for a kill or not. If 

the intention is to harm or incapacitate an enemy rather than kill them, consider that the attack might be dealing less damage. 

Melee (Close-Quarters Combat or CQC) weapons should fall in the range of 1-3 damage nodes reasonably. Firearms would be 

a bit more at 3-5 or even 6-8 for more powerful shots or weaponry. Consider adding more damage for firearms and CQC 

weapons of higher quality. 

Conditional Bonuses and Penalties 
Consider any conditional bonuses and penalties that you may be able to apply. If in an opposed check two people are diving 

for the same object, if one of them is closer, you may be justified in giving that person a +1 or +2 bonus to their roll to win the 

opposed check. This logic can be applied to any check so long as it makes sense. Some items come with built in bonuses like 

higher rank weapons and lockpicking kits, but don’t be afraid to add your own circumstance bonuses when things are tilted in, 

or out, of the favor of the player characters. 

Damage Nodes 
Damage is measured on a track of nodes. When you suffer damage, you fill in one of the nodes. When the damage is healed, 

erase the mark you made. There are three types of damage you will have to keep track of, Non-lethal Damage, Lethal Damage, 

and Wounds.  

Non-Lethal Damage 
Non-lethal Damage is anything insignificant or non-lethal like punches or scratches and scrapes from being thrown off a short 

fall. Non-lethal damage usually only takes up half a damage node, however it can take up more if the GM decides you’ve 

suffered a significant amount. If a node is filled from Non-lethal Damage, the agent suffering the damage makes a Pass or Fail 

CON check. The goal to beat is 2x the current amount of damaged nodes. Failure will leave the agent unconscious until all the 

current non-lethal damage is healed. The damaged nodes considered for the CON check will be from any source, lethal, non-

lethal, or wound damage. (E.G. if you have 2 damaged nodes and another is filled in from non-lethal damage giving you 3 

damaged nodes total, your CON check will have to pass 6 or you will be knocked out.) 

Lethal Damage 
Lethal Damage covers higher grades of damage. Gunshot wounds, stabbings and slashings, and all the other unfortunate 

things that may happen to you. Lethal damage can take up any number of nodes, and usually does take multiple, but is 

otherwise healed normally. 

Wounds 
Wounds are any more serious damage done to a person. They represent serious and internal injuries, basically anything that 

might not be easy to mend in the field. Broken bones, deep gashes, removed fingers or eyes or whatever else. The difference 

between wounds and lethal damage, is that wounds cannot be healed the same way and require a more advanced kit (a 

doctors bag at least.) When a wound is healed, the effects do not take place until the agent rests at least one night.  
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Healing 
Using first aid is the quickest method of restoring damaged nodes. Each health restoration item will have a number of damage 

nodes it can restore. When you use the item you choose how many you want to restore with that use. Any that you don’t use 

will be left in the kit for future uses.  

Healing Wounds works the almost same as using first aid, but requires that either a Doctors Bag or Trauma Kit be used. Each 

Wound costs twice as much as normal damage to heal, and wounds can only be healed in full, not partly. For example, if you 

have a wound that is taking up 2 damage nodes, you’ll need to spend 4 from a Doctors Bag or Trauma Kit to remove the 

wound entirely. 

Healing wounds without using first aid can be done by resting in a safe place. It will restore all non-lethal damage and 1d4 

regular damage nodes per day spent out of the field and somewhere comfortable. This can be used to give players a spin at 

playing overlord for missions, working cameras or satellite footage to help the other agents in the field, it does not mean they 

have to be excluded from the game.  

Wounds left unattended while resting will not heal, and if the GM decides they’re severe enough, may actually get worse 

before they get better. The proper treatment for bleeding to death is not to “walk it off.” 

Equipment by Rank 
Equipment is sorted by rank. Whatever your current rank is denotes the grade of equipment you can take with you into the 

field. Bear in mind your Carrying Capacity may limit you. 

If there’s anything you might need that isn’t listed here, discuss the item with your GM and see if you can get it, or something 

similar, at your current rank. 

Sharing Equipment 
A higher rank agent is welcome to share his gear / squad with the other players in the game, but each other member is limited 

to only one piece of equipment higher than their rank. ACE higher ups would consider it irresponsible to place excessive gear 

in the hands of untrained agents, and would consider it suspicious if a high rank Agent raided an armory with enough of ACEs 

most expensive gear to fund a small army. 

 Rank 1 : Recruit Equipment  
Item Name Weight Units Description 

Barricades 3 A wooden latch panel for 
covering doors and windows. It 
won’t stop bullets, but it will 
break line of sight and take some 
effort to tear down. 

Basic CQC Weapons 1-2 Basic batons and knives which 
add +2 damage to CQC. 

Breaching Charges 2 Blasts a hole about 5 x 3ft (1.5 x 
1m) into a surface wall or door 
for entry. The hole can be 
stepped through without issue. 

Bump Key 0 A simple infiltration tool that 
allows you to break any simple 
lock. The bump key will shatter 
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the lock leaving a very visible 
indication that someone broke in. 

Clearwire Audio Recording 0 A nearly invisible wire that wraps 
behind the ear recording 
anything that the wearer is 
hearing. 

Defusal Kit 1 A bomb defusal kit for high grade 
explosives. 

Flares 1 Simple flares of varying colors for 
signaling or as a light source in 
the darkness. 
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ICE Kit 1 A compact medical aid kit, ICE 
Kits (In-Case of Emergency) are 
carried by all field agents even 
after they gain access to more 
potent health restoration simply 
because their compact size 
makes them valuable anywhere. 
ICE Kits can restore 2 nodes. 

Rations (M.R.E.) 1 A meal ready to eat, Rations will 
keep you fed and nourished for at 
least one full day. Pack as many 
rations for as many days you’ll 
need. 

RFID Scanner 2 Handheld scanner used to detect 
all electronics and electronic 
signatures. 

Roller Drone 1 A drone on two wheels with a 
central camera capable of 
recording and transmitting visual 
feeds. The drone has a hard time 
with stairs and other obstacles, 
but is capable of leaping up to 3ft 
(1m) vertically. 

Survival Kit 3 Firestarting equipment, a days 
rations, and a bedroll for sleeping 
in. Allows you to use natural 
healing while out in a wild 
environment. 

White Smoke 1 A basic smoke grenade used to 
provide concealment and cover 
to an area. White smoke will 
cover a 15x15ft (4.5m) area. 

 

Rank 2 : Attendant Equipment 
Item Name Weight Units Description 

C4 Packets 1+1 Explosive packets capable of 
being thrown or planted on a 
surface. The packets each weigh 
1 unit and the detonator weighs 
another 1 unit. 

Ceramic Armor 4 Armor plate inserts that add +1 
damage node of protection. The 
armor is damaged first before 
health. 

Colored Smoke 1 Similar to white smoke, colored 
smoke can be used to signal 
airstrikes and other support 
drops. 

CQC +1 Weaponry 1-2 A higher grade of CQC weapons 
providing +1 damage over basic 
weapons. 
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Directional Microphone 2 A microphone with a folding cone 
and earbuds allowing the wearer 
to listen through walls. 

Emergency Battery 3 An improvised electric device 
used to provide a charge to 
anything electronic. Dead vehicle 
batteries, floodlights, etc. 

Extended Clips 0 Adds +2 shots to your firearm of 
choice. 

First Aid Kit 2 A standard choice for most, the 
First Aid kit allows the restoration 
of 4 damage nodes. 

Flashbangs 1 A flash grenade that blinds and 
deafens all targets within 10ft of 
its detonation. The effects are 
temporary and last for only one 
turn. 

Hack Wire 0 Allows access into server hubs. 

ID Generator 3 A small press kit with online 
access to a name database 
allowing you to generate a ‘real’ 
driver’s license or passport. 

Lockpick Kit 2 A reusable kit for opening analog 
locks. Provides a +1 circumstance 
bonus when used. 

Mute Charge 2 A box about the size of a laptop 
that scrambles any audio 
recording technology used within 
100ft. 

RFID Jammer 1 A small handheld device which, 
when activated, disables any 
electronics within 15ft for about 
6 seconds. It needs a about one 
minute to recharge. 

Riot Shield 4 A thick shield that can be carried 
one handed to provide cover 
from weapons fire while letting 
you wield a pistol in the other 
hand. 

Scope 1 – When mounted on your 
firearm, a Scope will not add 
weight. 

A top-rail mounted scope 
allowing you to line up shots 
more accurately with your 
firearm. 

Silencer 1 – When mounted on your 
firearm, a Silencer will not add 
weight. 

A silencer for your firearms to 
allow you to remain undetected 
after firing.  
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Spider Drone 0 An upgrade to the Roller Drone 
that gives it spider-like legs 
allowing the drone to crawl up 
obstacles like stairs or walls. The 
Spider Drone also features a 
small taser which can be used to 
knock out an enemy. The taser 
can only be fired once before the 
drone needs reloaded. 

Throwing Hatchet 1 A hatchet which can be thrown 
up to 15ft. Inflicts heavy damage 
in melee and at range. The blade 
is prone to breaking on a missed 
target or overuse. 

Wall Reinforcement 4 A thick iron reinforcement kit 
that unfolds from the shape of a 
toolbox. Placed at the base of a 
wall and extended upwards, it 
will puncture and secure weak 
walls reinforcing them with 
strong iron. The reinforcement 
cannot be breached through 
normal explosives. 

 

Rank 3 : Operative Equipment 
Item Name Weight Units Description 

Advanced Armor Plating 5 An improvement over the 
Ceramic Armor Plating. Adds +2 
damage nodes to be taken away 
first before health is lost. 

Aerial Drone 3 A remote controlled tri-rotor 
drone. Capable of spotting 
enemies and uses an RFID 
scanner to detect electronics. 

Armor Panel 2 An improvement on the wooden 
barricades that makes them 
impossible to shoot through and 
must be detonated to break. 

Beacon 1 A small tracking beacon. 
Stealthier than using a large 
colored smoke cloud to signal 
support. 

Claymore Traps 1 A claymore trap with a tripwire 
laser that triggers when touched. 
The detonation is powerful, 
dealing 6-8 Damage Nodes when 
tripped. 

Concussive Grenades 1 A non-lethal grenade that blinds 
and stuns enemies similar to a 
flashbang, however the effect 
lasts for 2 turns. 
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CQC +2 Weaponry 1-2 A higher grade of CQC weapons 
providing +2 damage over basic 
weapons. 

Culture Tutor Access A training session rather than a 
tangible item. 

Gives you language, local lingo, 
and backstory guides allowing 
you to blend into deep cover 
flawlessly. 

Electronic Lock Disabler 2 +3 to unlocking analog locks, but 
also allows you to disable 
electronic and keycard based 
locks. 

Emergency Response Kit 3 A kit used by most medical 
professionals world round. 
Restores 6 nodes. 

EMP Grenade 1 A throwable grenade that 
disables electronics of all kinds 
within 15ft. 

Filter Sight 1 – When mounted on your 
firearm, a Filter Sight will not add 
weight. 

Highlights all living persons within 
the field of view and grants a +3 
accuracy to hit with firearms. 

Photophobic Scrambler 0 A device about the size of a pen 
that scrambles any video 
recording within 5ft of it. 

Supervising Officer A notification of permission 
rather than a tangible item. 

You have ACE permission to take 
and train your own team of up to 
4 recruits. The recruits must be 
lower rank than you, and can only 
be up to half your total level. 

Reverb Microphone 2 A reverb microphone that can be 
aimed at any wall or surface to 
“hear” the sounds coming from 
within by picking up on the 
reverberations of the sound 
hitting the walls and obstacles. 

Snap Gun 1 A Snap or Lockpick gun. Allows an 
almost automatic unlocking of 
any analog lock in mere seconds. 

Stimshots An ammo mod for firearms that 
does not add weight. It can be 
exchanged for a real clip by 
reloading the firearm. 

A stimshot ammo mod that 
causes shots to heal allies. Each 
stimshot will only restore 1 
damage node. 

Tower Shield 5 A one-handed shield that can be 
extended to provide cover to the 
entire body. While extended, the 
shield requires the use of both 
hands. 

Tranquilizer Rounds An ammo mod for firearms that 
does not add weight. It can be 
exchanged for a real clip by 
reloading the firearm. 

An ammo modification that 
allows your firearms to launch 
tranquilizer darts. These darts will 
deal non-lethal damage equal to 
the normal damage of the 
firearm. 
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Trophy System 3 A deployable sensor that tracks 
incoming projectiles and disarms 
all explosives. Explosive ammo 
becomes normal ammo, 
grenades will not go off, and 
rockets will burnout without 
detonating. The Trophy System 
can only protect in a 10x10ft (3m) 
area. 

 

Rank 4 : Agent Equipment 
Item Name Weight Units Description 

Ballistic Armor Plating 5 An improvement over the 
Advanced Armor Plating. Adds +3 
damage nodes to be taken away 
first before health is lost. 

Black Hat 2 Wireless hack wire that works up 
to 20ft away.  

Cardiac Sensor 2 Wrist mounted heartbeat sensor, 
reveals all life within the 20ft 
(6m) its radius. 

Chaff Grenade 1 A grenade that litters the air with 
electric ribbons that scramble all 
active electronics in a 20ft (6m) 
area.  

Commanding Officer  A notification of permission 
rather than a tangible item. 

You have ACE permission to take 
on a group of specialists. The 
Specialists can be 2 levels lower 
than you in any category. 

CQC +3 Weaponry 1-2 A higher grade of CQC weapons 
providing +3 damage over basic 
weapons. 

Dampner Charge 4 The Dampner Charge completely 
negates all sound made within a 
30ft (9m) area. 

Doctors Bag 3 A kit used by most medical 
specialists and containing 
advanced healing materials. A 
doctors bag can heal up to 8 
nodes and can even restore 
wounds. 

Exothermic Drill 6 A large unfolding drill used for 
breaching through vault doors 
and reinforced walls. It takes a 
few seconds to set up and a 
couple of minutes depending on 
wall thickness to pierce through. 
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Flash Shield 4 A ballistic shield with a flash 
surface on the front of it. The 
flash can be used to provide the 
effects of a flashbang grenade in 
front of the shield. While it does 
not extend like the Tower Shield, 
it does work similarly to a Riot 
Shield. 

Hornet Drone 3 A tri-rotor drone with a mounted 
silenced sniper rifle. Used for 
aerial recon and assassination. 

Laser Designator 1 Despite their small size, even 
targeting beacons can be located. 
The Laser Designator can be used 
to designate a target for support 
or orbital strikes. 

Memory Burn Rounds An ammo mod for firearms that 
does not add weight. It can be 
exchanged for a real clip by 
reloading the firearm. 

Tranquilizer rounds improvement 
that causes the target to forget 
they had been tranquilized if they 
get knocked out. 

Night Vision Goggles 1 A pair of NVGs which can also be 
switched to thermal imaging 
allowing the tracking of heat 
signatures or operations in 
complete darkness. 

Painkillers 1 A method of healing, painkillers 
will immediate remove non-lethal 
damage. 

Snake Cam 1 A tunnel camera that can be fed 
under doors or through vents to 
see into rooms on the other side 
without alerting the targets 
within. 

Trophy Pack 2 A backpack with a trophy system 
antenna allowing you to operate 
without concern for explosives. 

 

Rank 5 : Specialist Equipment 
Item Name Weight Units Description 

Adrenaline Shot 1 An injection shot to temporarily 
increase all stats except Rank by 
+2. 

Ballista Sniper Rifle 5 A heavy caliber sniper rifle, 
capable of piercing most armors 
and metals, completely 
destroying anything it makes 
contact with. 

Ballistic Knife 1 An almost basic combat knife 
with a sneaky trick allowing the 
knife blade to be launched with 
the press of a button. 
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Breaching Hammer 3 A regulation sledgehammer with 
an impact resonator installed 
allowing it to be used to breach 
walls in a single strike. 

Briefcase Turret 2 A simple turret that unfolds out 
of a briefcase and targets any 
hostiles within its 25ft cone of 
vision. 

Chameleon Suit 2 – A suit which, when worn, will 
not add weight. 

A suit that changes color when 
the wearer stands completely 
still, blending in with its 
surroundings. 

Compartmental Weaponry 0 – Each piece is small enough to 
be essentially weightless. 

Compliments your firearms with 
a compartmental aspect allowing 
you to smuggle them in places 
easily in separate pieces, only 
taking a minute or so to connect 
to parts into a functional firearm. 

Electric Smoke 1 A white smoke grenade that 
conceals and completely shuts 
down electronic devices. The 
electric field also deals damage to 
any enemy caught within it. 

Executive Officer A notification of permission 
rather than a tangible item. 

Your recruits can match your 
level and your squad expands to 
6 members. 

Falcon Missile Nest 3 A shoulder mounted missile nest 
with a gauntlet wire attached. 
The missiles are fired using hand 
gestures from the gauntlet wire. 

Intravenous Aid 0 Health restoration items can be 
used without stopping and 
pausing to actually perform first 
aid. Wounds cannot be restored 
this way. 

Mockingbird 1 A rotor drone that orbits the user 
disarming incoming explosives 
like a trophy system. 

Mute Suit 2 – A suit which, when worn, will 
not add weight. 

A sneaking suit with a pocket 
sized Dampner Charge, 
completely removing all sound 
emitted from the wearer. Radios 
and communications will still 
work. 

Nerve Gas 1 A dangerous gas grenade that 
causes lingering damage to 
anyone who breathes it in. 

Predator Drone 4 An orbital drone that drops 
missiles on targets you designate. 

Sleeve Gun 1 Allows you to spring a gun from 
under your sleeves. The sleeve 
gun is well hidden from patdowns 
and visible checks. 
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Tracker Sight 1 – When mounted on your 
firearm, a Tracker Sight will not 
add weight. 

A sight mounted on your firearms 
which highlights heat trails  

Trauma Kit 3 An amazing medical kit prepared 
with every possible contingency. 
The Trauma kit can heal wounds 
and has a 10 node limit making it 
the most effective healing tool 
available. 

Wedge Block 1 A basic seeming  

Zero Visor 1 A visor that highlights enemies 
and teammates, provides a 
waypoint and timer system, and 
other HUD elements while 
providing soundless comms 
between you and your allies. 

 

Firearm Properties by Rank 
The world is littered with thousands of firearms with varying degrees of minutia that would be essentially impossible to 

translate all of their relevant differences into game rules. So for simplicities sake, the guidelines will consider 5 types of 

firearms. Pistols, Submachine Guns, Assault Rifles, Shotguns, and Marksman Rifles. 

Each firearm consists of three attributes; shots, accuracy, and damage. Shots measures how many times you can fire the 

weapon before needing to reload. Accuracy represents any bonuses or penalties taken to rolls made when attacking with the 

weapon. Damage indicates how many damage nodes the weapon drains when it lands a hit. 

The suggested base weapon stats are listed below. At each improved rank add +1 to each of the three stats to reflect access to 

a more improved armory. Bear in mind the list below are suggestions for how these certain weapon types should work within 

their ranks. Feel free to adjust it as fits your needs or seems fair. 

Base Firearm Suggestions 
FIREARM TYPE WEIGHT UNITS SHOTS ACCURACY DAMAGE 

PISTOL 1 4 +0 2 
SMG 2 6 +0 2 
ASSAULT RIFLE 3 6 +0 4 
SHOTGUN 4 2 +0 6 
MARKSMAN RIFLE 4 1 +2 6 

 


