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________________________________________________________________________________

You are a Mercenary.

A soldier of fortune.

Thrust into foreign war-torn contries with your sights aimed at profit, you fight for the highest bidder. Your

weapon is your lifeline, and your comrades are your family. Each Merc has his own role to play: Do you

want to be the Gunman, tearing down your foes with a relentless hail of bullets? Do you want to be the

Explosives Expert, destroying high-priority targets with a storm of unholy vengeance? Do you want to be

the Negotiator, getting your way with a silver tongue instead of a menagerie of death? Or, do you simply

want to be a jack-of-all-trades, able to fire a gun, talk smoothly and medicate injured comrades midfirefight? In Blood Money, the sky is the limit.

No... the only thing holding you back is the power of the dollar. In Blood Money the dollar means the

difference between marching unprepared into an unwinnable battle with nothing but a meager sum of

equipment, and riding into battle piloting an Annihilator Attack Helicopter, reigning death and destruction on

your miserable foes. So go out there, shoot some people, make some explosions, and bring back some cash

so we can eat tonight.



________________________________________________________________________________

The Mercenaries franchise of video games was a goal at one thing: To make a game where you could

destroy, without any limits. Any building you could see had the possibility to be blown to smithereens, any

vehicle the ability to be hijacked. Mercenaries and Mercenaries 2 were the epitome of fast-paced freelance

combat, with a plethora of weapons, vehicles, and bombs that can be used against your foes. This tabletop

game roleplaying game wishes to capture that rich feeling, while also borrowing from the soldier of fortune

subculture brought on by many movies, games and TV shows such as Blood Diamond, Black Lagoon, and

others such as the Mercenaries franchise of games.

________________________________________________________________________________
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Your character in Mercenaries: Blood Money represents the soldier-of-fourtune you

play. It is important to give this person character and depth beyond their stats and

written abilities. If possible, write a backstory for the character that fits in the

setting that the Gamemaster has provided for you, including things such as your

character's goals, personality, etc.

(Note for Gamemasters: This guide can be used to make any character

including enemies, it isn't only useful in making player characters.)

________________________________________________________________

(Note: The character sheet used to make a Mercenary may be found at the very end

of this operations manual.)

________________________________________________________________

1. Fill Out your Mercenary Bio, Dossier, and Physical Description

Remember, in tabletop roleplaying games such as Mercenaries: Blood Money, the

character's personality and interactions come before the stats: the stats represent

the character, not the other way around. Be sure to do this section first, detailing

your character before you worry about how much he kicks ass in combat. Roleplaying

is vital to even the most combat-heavy games, and it is key to game immersion.

________________________________________________________________

2. Generate your Primary Attributes

The primary attributes in Blood Money, called SPECIAL for Strength, Perception,

Endurance, Charisma, Intelligence, Agility, and Luck, are the most important stats in

the game. They dictate what your merc can accomplish, and how. When you start

Mercenaries: Blood Money, you get 40 points to spend on your SPECIAL scores. You

must have a minimum of 1 and a maximum of 10 in each SPECIAL stat- the average is

5 (Your scores can never go under 1 or over 10). These attributes on their own will be

very important to you, but they also affect your skills. The table below shows how

your SPECIAL affects your skill rolls. Any skill check you make is modified by the

"SPECIAL Modifier to related skills" chart. For example, because Intimidate is a

Strength skill, it would be modified by the Strength score.

________________________________________________________________
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STRENGTH

Strength regards your physical prowess. Are you a string bean or do you have

muscles on your muscles? Strength affects your carry weight, physical capabilities,

Martial Arts damage, and bonus Melee Weapon damage. A Martial Arts attack uses

your Strength + 3 for damage, while a Melee Weapons attack simply adds your

Strength to the damage dealt.

________________________________________________________________

♦ Melee Weapon Damage: Your Strength score is added to the damage your Melee



Weapon does whenever you attack and successfully hit with a Melee weapon.



♦ Martial Arts Attack Damage: A Martial Arts attack deals your Strength score + 3 in



damage to enemies.



♦ Carry Weight: Your Carry Weight is 25 x Strength Score

♦ Grapple Checks: A Grapple check against an enemy is a Strength check.

♦ Extra Damage Reduction: The table below dictates how much miscellaneous Damage



Reduction you gain by having a high Strength score.

8 Strength



+ 1 Damage Reduction



9 Strength



+ 2 Damage Reduction



10 Strength



+ 3 Damage Reduction



-



-



-



♦ Extra Starting Health: Your Strength score is added to the Health you start with at



at level 1. For instance, if Billy the Medic's Health is 50 before adding Extra Starting

Health, and his Strength is 5, he would start with 55 Health. Strength only gives Extra

Starting Health at level 1; for every subsequent level after, you do not gain any more

Health.
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PERCEPTION

Perception regards your 5 senses: Listening, Taste, Smell, Sight, and Touch. Are you

deaf and dumb, or are you as apt as an eagle with a telescope? Those who are highly

perceptive will be able to find hidden objects, see danger coming before others, hear

conversations not meant to be heard, and tell when something is amiss.

Perception is generally used for things like Listening, Smelling, Spotting, Searching,

and anything that uses the senses. One could make a Perception check to try and

determine if someone is holding a concealed weapon, or to spot something far off in

the distance. Gunmen and snipers find high value in Perception, as it affects accuracy

with most ranged weapons.

________________________________________________________________

♦ Sneaking: Sneak skill checks are opposed by Perception. If you try to sneak by an



enemy, you must beat that enemy's Perception. Likewise, in order to detect an enemy

using Stealth, you must beat their Sneak skill with a Perception check.

♦ Sniping: In order to shoot an enemy from far away, such as with a scoped sniper



rifle, you must succeed a Perception check first.
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ENDURANCE

Endurance regards how tough you are. Mercs with a large amount of Endurance can

survive in the harsh, deadly atmosphere of the battlefield with ease, go longer without

sustenance, and can take more of a beating. Endurance governs your starting Health

and Health gained per level.

________________________________________________________________

♦ Starting Health: To generate your starting Health, you multiply your Endurance score



by 10. For example, if Billy the Medic has 5 Endurance, he would start with 50 Health.

(Be sure to note that Strength and Luck also affect starting Health.)

♦ Health per Level: Every even-numbered level, you gain your Endurance score in



Health.



♦ Extra Damage Reduction: The table below dictates how much miscellaneous Damage



Reduction you gain by having a high Endurance score.

8 Endurance



+ 1 Damage Reduction



9 Endurance



+ 2 Damage Reduction



10 Endurance



+ 3 Damage Reduction



-



-



-



♦ Continued Running: To continue movement on the next round after a Run Action, you



must succeed an Endurance check of 15. If the check is failed, you may only take a

single Normal Action that round.
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CHARISMA

Charisma regards how well you talk to people. Charismatic Mercenaries can talk

themselves out of certain death, and make people accept them more freely.

Charismatic Mercs are often negotiators, bartering for more money on a contract in

the morning and dealing with a hostage situation by nightfall. Charisma is only used

to modify the skills related to it, it otherwise has little other functions. Having more

Charisma makes you a better speaker and a better liar.

________________________________________________________________

♦ Barter: Charismatic characters get slightly better deals on items, bombs, and



vehicles based on their Charisma, as per the table below. Multiply the normal price of

an item by the number provided to see how much you can buy or sell from a

merchant.

Buying price based on charisma score

1 Charisma



2.-.3 Charisma



4.-.5 Charisma



6.-.7 Charisma



Base Price x 1.5 Base Price x 1.4 Base Price x 1.3 Base Price x 1.2



8.-.9 Charisma



10 Charisma



Base Price x 1.1



Base Price



Selling price based on charisma score

1 Charisma



2.-.3 Charisma



4.-.5 Charisma



6.-.7 Charisma



8.-.9 Charisma



Base Price x 0.5 Base Price x 0.4 Base Price x 0.3 Base Price x 0.2 Base Price x 0.1



10 Charisma

Base Price



♦ Handling Animals: When attempting to train and handle animals (Such as using a



squad of attack dogs) you may make a Handle Animal check, which is a Charisma

check. Handle Animal is used to train animals, and control them once trained.
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INTELLIGENCE

Intelligence regards how smart and wise you are. Intelligent people can problem-solve

much better, and can use technology much better than someone without the proper

know-how. Intelligence governs how many Skill Points you gain each level.

________________________________________________________________

♦ Skill Points: Every time you level up, you gain your Intelligence + 5 in Skill Points.



These skill points are distributed into your various skills.



♦ Gambling: An Intelligence check can be used to gamble. Gambling checks are



opposed by either Intelligence or Luck.



♦ Languages: Every character starts level 1 knowing a language. They gain a number of



bonus languages based on their Intelligence, as per the table below. Knowing a

language means that the character also knows every dialect under that language (For

instance, a Merc that knows Chinese knows Madarin, Yue, Wu, Minbei, and every

other sublanguage of that language.)

1-5 Intelligence



6-8 Intelligence



9-10 Intelligence



1 Bonus Language



2 Bonus Languages



3 Bonus Languages
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