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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 mid-
firefight? 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 8.-.9 Charisma 10 Charisma

Base Price x 1.5 Base Price x 1.4 Base Price x 1.3 Base Price x 1.2 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 10 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 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.

8  



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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AGILITY
Agility regards how quick and on-your-feet you are. Agility gives bonuses against your

chance to be hit by enemies, governs how far you can move per turn, how fast you
can reload, and how quickly you can respond to combat being initiated.

________________________________________________________________

 ♦ Initiative: When combat is begun, turn order is dictated by Initiative. To make an 
Initiative check, you make an Agility check. This determines where in the turn order 
you are placed. The higher roll you get, the sooner you get to go.

 ♦Movement Speed: Some characters are faster or slower than others, as dictated by 
the table below. A character's movement speed is how many feet character can move 
in a Movement Action.

1 – 4 Agility 5 – 7 Agility 8 – 10 Agility

20 feet of movement per Move Action 30 feet of movement per Move Action 40 feet of movement per Move Action

 ♦Chance to be Hit (CTBH): CTBH is how difficult it is for enemies to land attacks on 
you. Agility gives either a bonus or penalty to CTBH, as dictated by the table below. 

1 Agility 2 Agility 3 – 4 Agility 5 Agility 6 – 7 Agility 8 Agility 9 Agility 10 Agility

-3 CTBH -2 CTBH -1 CTBH +-0 CTBH +-1 CTBH +-2 CTBH +-3 CTBH +-4 CTBH

 ♦Reloading: Normally, reloading takes a Normal Action. With an Agility of 3 or less, it 
requires two.

 ♦Opportune Actions: In order to take an Opportune Action, you must make at least a 
15 on an Agility check.
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Luck
Luck governs every little thing in a small way, for better or worse. Lucky Mercenaries are gifted

with the power of getting what they want too many times to be normal, and of surviving situations
that would maim the ordinary soldier. Luck affects your Critical Hit chance, chance to be hit by
enemies, Starting Health, and even more unseen elements, upon the Gamemaster's discretion.

________________________________________________________________
(Note for Gamemasters: You should often make the players roll Luck rolls whenever something
regarding chance or unfavorable circumstance occurs. Even if there is not anything circumstantial
occurring,  it is still a good idea to have the players roll Luck rolls for various things often anyway.

It is a large responsibility of the Gamemaster to make the Luck SPECIAL a useful and needed
attribute. Don't have players roll for only positive things to happen either, have then sometimes

fight against unfavorable odds, perhaps even lethal odds against their favor. A lack of Luck should
have a consequence, as should having high Luck.)

________________________________________________________________
 ♦Chance to be Hit (CTBH): CTBH is how difficult it is for enemies to land attacks on you. Luck 

gives either a bonus or penalty to CTBH, as dictated by the table below.

1 Luck 2 Luck 3 – 4 Luck 5 Luck 6 – 7 Luck 8 Luck 9 Luck 10 Luck

-3 CTBH -2 CTBH -1 CTBH +-0 CTBH +-1 CTBH +-2 CTBH +-3 CTBH +-4 CTBH

 ♦Gambling: A Luck check can be used to gamble. Gambling checks are opposed by either 
Intelligence or Luck. 

 ♦Critical Hit Chance: When you hit the number shown on the table below on a d20 during an attack
(Naturally, as in that is literally what you rolled, not what is added up after modifiers), make an 
additional attack roll against the enemy's CTBH. (Don't deal damage, though, this is just to confirm 
a critical hit.) If the second attack hits CTBH, you critical hit, dealing double the normal damage 
with that attack.

1 – 3 Luck 4 – 5 Luck 6 – 7 Luck 8 – 9 Luck 10 Luck

20 19 - 20 18 – 20 17 – 20 16 - 20

 ♦Extra Starting Health: Your Luck 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 Luck is 5, he 
would start with 55 Health. Luck only gives Extra Starting Health at level 1; for every subsequent 
level after, you do not gain any more Health.
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________________________________________________________________

3. Generate your mercenary's skills

In order to generate your starting skills at level 1, you take the SPECIAL score related to the skill
and multiply it by 2. For example, lets say that Billy the Medic has 6 Perception. This means that

his Guns skill, a skill derived from Perception, would start at 12.

In addition, every character starts at level 1 with three Proficiency Points, indicated by the empty
checkbox near the skill. Starting with a Proficiency Point in a skill makes you start the game better
at it, and will help shape the role you will play. You may put a maximum of two Proficiency Points
into a single skill. A Proficiency Point adds 15 Skill Points to a skill. Skills cap out at 100; after a
skill has gained 100 points, you cannot put any more points into it. The table below shows what

modifiers your skills get based on the number of Skill Points in that skill.

Skill Modifier
 

1 – 9 10;-;19 20;-;29 30;-;39 40;-;49 50;-;59 60;-;69 70;-;79 80;-;89 90;-;99 100

-5 -4 -3 -2 -1 +;0 +;1 +;2 +;3 +;4 +;5

 To make a Skill Check, add the modifier given by the amount of points put into a skill
to the SPECIAL modifier to related skills. Because it is relevant, that table has been

brought to this section as well.

SPECIAL Modifier to related Skills
 

1 2 3 4 5 6 7 8 9 10

-4 -3 -2 -1 0 +-1 +-2 +-3 +-4 +-5

When making a check based on a Special stat alone, such as a Strength check, you take the true
value and add it to your d20 roll. For instance, if you need to make a Strength check and you have

5 Strength, you would roll 1d20+5, you would NOT use the SPECIAL modifier to related skills,
because the modifier listed above only affects skills. For instance, if you have 6 Perception, that
would give you a +1 to Guns Checks as per the table in addition to what the skill gives because

Guns is a skill modified by Perception, and thus gets a bonus because of that. An example of this
taking place in-game would be if, say, Billy the Medic, a character that has 12 Guns skill and 6

Perception, tried to make a Guns check to shoot at a Chinese Soldier. For each attack his weapon
has, he would roll 1d20-4+1, or 1d20-3. The -4 comes from the skill, and the +1 comes from the

relevant SPECIAL, in this case Perception.
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Skill descriptions

Computer Use: Computer Use, a skill derived from the Intelligence attribute, is your proficiency with technological software and 
hardware. It allows you to make satellite air strikes, hack enemy networks, and use the technological world to your advantage. Those 
skilled in Computer Use may also find more information from searching on the internet (Building Plans, Black Market contacts, etc.).

Deception: Deception, a skill derived from the Charisma attribute, is used to bluff and lie to others. Deception is opposed by Sense 
Motive. You aren’t the one who killed those 3 civilians? Then who did? 

Engineering: Engineering, a skill derived from the Intelligence attribute, is your proficiency at creating and repairing things. An expert 
engineer will be able to make custom vehicles, repair armor and weapons, fix broken machinery, apply weapon modifications, and fortify
ruined buildings for use as bases of operation. 

Explosives: Explosives, a skill derived from Perception, is a skill regarding the operation and usage of explosive weaponry, such as 
mines, bombs, rocket launchers, air strikes, and atomic nuclear weaponry.

Guns: Guns, a skill derived from Perception, is a skill regarding the usage of conventional weapons such as the .44 Revolver or the .50 
Caliber sniper rifle.

Heavy Weapons: Heavy Weapons, a skill derived from Strength, is your proficiency with high-caliber weaponry such as the Minigun.

Hobby: Hobby is a skill that is, essentially, something your character likes to do in his free time. A Hobby Skill can be filled in yourself, 
and it could be something like: Hobby (Guitar Player) or Hobby (Anime Expert) or Hobby (Basketweaving). Hobbies are differentiated from 
Professions in that Hobbies are done casually, without much interest in making money at it.

Intimidate: Intimidate, a skill derived from Strength, is a skill regarding the use of brute force, threats, and coercion to make someone 
submit to your will. Scare off a band of pirates who thought they could mess with you, or rob a shopkeeper by scaring the shit out of 
him. Intimidate is opposed by Sense Motive or Strength.

Lockpick: Lockpick, a skill derived from Perception, is a skill that allows you to pick locks. 

Martial Arts: Martial Arts, a skill derived from Agility, is the skill that dictates how good you are at unarmed combat, punching and 
kicking things. Masters of the fist and foot can disarm opponents, punch them in the face, kick them in that place too, and knock 
people out with their superior unarmed skill. Martial Arts allows two attacks per Normal Action, and the damage dealt is your strength 
score + 3. Unarmed can be either lethal or nonlethal damage, at your leisure.

Medic: Medic, a skill derived from Intelligence, regards your medical know-how, and how well you can heal yourself and others. Your 
Medic stat is how many points you heal yourself or others when you use a medkit (Using a medkit takes two General Actions).

Melee Weapons: Melee Weapons, a skill derived from Strength, is a skill regarding your effective usage of close-range weapons such as
the Knife. Damage dealt with a melee weapon is the weapon's damage + Strength score.

Pilot: Pilot, a skill derived from Perception, is a skill used to pilot vehicles such as cars, helicopters, boats, and airplanes effectively. 

Profession: Profession is similar to Hobby in that it can be filled in by the player based on the character you are roleplaying. However, a 
Profession is something that could be used to make serious money on the side, such as Drug Manufacturer, Shop Owner, etc. One thing 
to note is that some Professions are already core skills and thus do not need to be labeled under Profession, such as how Engineering 
can be used by Mechanics and Medic can be used by Doctors.

Sense Motive: Sense Motive, a skill derived from Perception, governs your ability to discern lies from truth and attempt to discern the 
intentions of others. Sense Motive is opposed by Bluff. 

Sneak: Sneak, a skill derived from Agility, allows you to remain undetected, whether it be to sneak past enemies, hide from detection or
pickpocket an unsuspecting soldier.

Speech: Speech, a skill derived from Charisma, is the skill that dictates how well you speak to people. Those with a silver tongue are 
more likable, and will get more out of interactions with contacts. Speech can be used to talk one’s way out of a bad situation in a hurry,
or to haggle with a stubborn merchant. 

Survivalist: Survivalist, a skill derived from Endurance, is your survival know-how. Survivalists know what plants are good to eat, where 
to find food and water, and how to hunt wildlife. Survivalist can be used to stay alive in unsavory conditions, and to operate military 
equipment such as parachutes.
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4. Pick your merc perk

A Merc. Perk is a constant special ability your Mercenary gains at level 1 that stays with him for the rest of
the game. The Merc. Perk is a vital part of combat, and can also be integrated into roleplay (For example, a
Vicious Mercenary might be roleplayed as a cold-blooded killer who is, well, Vicious). Only Mercenaries and
Military Combatants may take Merc. Perks at level 1, civilians instead start with 20 extra Skill Points to

spend.
________________________________________________________________

Accurate Mercenary

An Accurate Mercenary gains a +1 bonus to all attacks against enemy CTBH.

Dependable Mercenary

A Dependable Mercenary begins the game with a +1 bonus to Deception, Intimidate, and
Speech checks made against characters above level 25 (Such as faction leaders and

veteran soldiers), in addition to getting a +2 bonus to damage any time he deals damage to
a character above level 25.

Diehard Mercenary

A Diehard Mercenary does not suffer from crippled limbs unless the crippling blow would
sever a limb. In addition, the amount of damage a Diehard Mercenary can take before he

dies is doubled (For instance, if you have a -20 death threat range because of a 10
Endurance score, it instead becomes -40).

Dishonorable Mercenary

A Dishonorable Mercenary gets a +5 bonus to damage any time he deals damage to
someone that considers him an ally (Such as factions that have a Faction Reputation of
Accepted or higher with the Private Military Company, any noncombatant civilians, and

companions of the Dishonorable Mercenary).

expedient Mercenary

An Expedient Mercenary gains 25% more Experience (Experience Gained x 1.25 = Total
Experience Gained after Perk) whenever Experience is gained (However, of course, this Perk
will serve no use once the Mercenary is level 30, as that is the level cap). If the Experience

Point Total after the calculation is not a whole number, round down to the nearest point.
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Hardened Mercenary

A Hardened Mercenary only needs to eat, sleep, and drink half as much, and gets a +4
bonus to Survivalist checks intended to improvise food, shelter and water (Such as by

hunting).

legendary Mercenary

A Legendary Mercenary begins the game with a +1 bonus to every check made (SPECIAL
Attribute Checks, checks made to avoid dying, Critical Confirmation checks, everything) and

a +1 bonus to damage any time damage is dealt. However, a Legendary Mercenary gains
50% less Experience (Experience Gained x .50 = Total Experience Gained after Perk)

whenever Experience is gained (However, of course, the penalty of this Perk will disappear
once the Mercenary is level 30, as that is the level cap). 

(Note: A Mercenary Player Character starting the game at a level greater than level 10 may
not take this perk as if they had taken it at level 1..)

  Paid Mercenary

A Paid Mercenary is personally paid an additional 10% bonus whenever he is paid for a
contract by a faction (Assuming that each Mercenary in the Private Military Company is paid
individually and equally. If this is not the case, such as if the group is paid as a whole and
the sum is divided after, the mercenary instead gets a tip of extra money from the faction

equal to an arbitrary number based on the Gamemaster's discretion, so as to make sure that
the perk is not abused to generate more money than it should). Finally, the Paid Mercenary

gets a +10 bonus to damage any time damage is dealt to a character that welched on paying
the Mercenary (As in, contracting the Mercenary to a job and never paying up for that job

after it's completion). 

Quick Mercenary

A Quick Mercenary begins the game with an additional 5 feet of movement per Move Action.
In addition, a Quick Mercenary may draw his weapons as a Swift Action instead of a Normal

Action.
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renowned Mercenary

A Renowned Mercenary is treated as one Reputation step up when encountered by other
factions (For instance, the Renowned Mercenary would be treated as Hated Instead of

Vilified to a faction that Vilifies the Private Military Company, and the Renowned Mercenary
would be treated as Accepted instead of Neutral to a faction that has a Neutral standing

with the Private Military Company).

Skilled Mercenary

A Skilled Mercenary begins the game with 20 additional skill points to spend. 

Spec. ops Mercenary

A Spec. Ops Mercenary gets a +2 bonus to CTBH when in cover. In addition, a Spec. Ops
Mercenary may take Full Cover any time during a turn, not just the beginning of the turn. 

Strong Mercenary

A Strong Mercenary begins the game with 30 additional health. 

Stylish Mercenary

A Stylish Mercenary's Critical Threat range is increased by 1 (For instance, if you have an
18-20 Critical Hit Chance, it would become 17-20). In addition, a Stylish Mercenary gets a +1

bonus to confirming a Critical Hit against enemy CTBH, and a +5 bonus to damage on
attacks that Critically Hit (This 5 damage is not multiplied by 2, it is added after the damage

is multiplied).

Support Mercenary

A Support Mercenary gets a +1 bonus to all Skill Checks that do not have to do with combat
(For instance, a Support Mercenary would not get a bonus to shooting at enemies, but he
would get a bonus to making Intimidate and Speech checks against enemies. Pilot is an
exception, Pilot checks made to attack enemies such as by ramming them still gain the

bonus from Support Mercenary). 

Tactical Mercenary

A Tactical Mercenary begins the game with 60 additional Carry Weight.

16  



Trained Mercenary

A Trained Mercenary begins the game with a +5 bonus to all Initiative checks.

Tough Mercenary

A Tough Mercenary begins the game with 3 Misc. Damage Reduction. This Damage
Reduction stacks with all other forms of Damage Reduction.

Veteran Mercenary

A Veteran Mercenary begins the game with 5 more Starting Health, a +1 bonus to all
Initiative checks, a +2 to confirming Opportune Actions, and 15 additional Carry Weight.

Vicious Mercenary

A Vicious Mercenary begins the game with a +3 bonus to damage any time damage is dealt.

________________________________________________________________

5. Final character overview

After creating a backstory, personality, and biography for the character, a level 1
character starts with 1000 U.S.D. to spend on starting equipment from Page 35

(However, no more than 500 U.S.D. Can be spent on any one item during this period).
After that, the character should be ready for combat! Good luck... You'll need it, Merc.
________________________________________________________________
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Review - To make a character, you must: 

 ♦Fill out the Merc's Character Bio.

 Generate the Merc's SPECIAL Attributes (He gets 40 points, with a minimum of 1 and a maximum of 10 in each♦
SPECIAL Attribute).

 Put in Carry Weight, which is Strength Score x 25 (So if Billy the Medic has 5 Strength, he has 125 Carry Weight).♦

 Put in extra Damage Reduction garnered by having high Strengh and/or Endurance (These stack, so someone with♦
10 Strength and Endurance would have a total of +6 Damage Reduction).

8 Strength/Endurance +-1 Damage Reduction

9 Strength/Endurance +-2 Damage Reduction

10 Strength/Endurance +-3 Damage Reduction

 Generate Starting Health (Endurance x 10 + Strength Score + Luck Score).♦

 Use 3 Proficiency Points (2 may go into a single skill, and each Proficiency Point gives 15 Skill Points). ♦

 Generate Starting Skills (Every Skill starts at a number equal to twice the Related Attribute + Any Proficiency♦
Points. For example, if Billy the Medic has 10 Intelligence, any skills that use Intelligence as a Related Attribute, such

as Medic, start at 20. If he were to put 2 Proficiency Points into Medic, it would start at 50).

 Put in Movement Speed based on Agility Score (1-4 Agility: 20 Ft. per Move Action | 5-7 Agility: 30 Ft. per Move♦
Action | 8-10 Agility: 40 Ft. per Move Action).

 Generate your CTBH based on your Agility and Luck attributes. ♦

1 Agility/Luck 2 Agility/Luck 3 – 4 Agility/Luck 5 Agility/Luck 6 – 7 Agility/Luck 8 Agility/Luck 9 Agility/Luck 10 Agility/Luck

-3 CTBH -2 CTBH -1 CTBH +-0 CTBH +-1 CTBH +-2 CTBH +-3 CTBH +-4 CTBH

 Generate your Critical Hit Chance based on your Luck.♦

1 – 3 Luck 4 – 5 Luck 6 – 7 Luck 8 – 9 Luck 10 Luck

20 19 - 20 18 – 20 17 – 20 16 - 20

 Pick 1000 U.S.D. worth of starting equipment (No one item may be more than 500 U.S.D.), finish backstory, have the♦
Gamemaster Review. (Note for Gamemasters: This page is the most convenient way to create level 1 NPCs.)
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A character starts Mercenaries: Blood Money with zero experience points. As they continue to progress through the
warzone, training themselves by a trial-by-fire, they gain experience points. Enemies during combat give experience
for defeating them (Typically, this is the enemy's level multiplied by 25, but the Gamemaster may handwave this for

their own experience-per-kill). Everyone in the party gains these points as long as they were in the battle (Each party
member gains full Experience Points for an enemy killed as long as they were at the battle, it is not divided among

the party members). In addition, characters receive an arbitrary amount of experience for completing contracts based
on the difficulty of the quest, the level of the Mercenaries in the Private Military Company, and how fast the

Gamemaster wishes the party to level (The Gamemaster ultimately decides how many Experience Points are given by
contracts, though I suggest granting 50 x Party Level in Experience for an Easy Contract, 100 x Party Level in

Experience for a Challenging Contract, and 150 x Party Level in Experience for a Difficult Contract).

________________________________________________________________

  

 
   

_______________________________________________________________________________________
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money in Mercenaries: Blood money

At a minimum, a single character should get about 200 U.S.D. per level, in addition to 
equipment looted off of dead enemies. However, that doesn't give nearly enough for 
some of the fun toys such as tanks, rocket launchers, air strikes, et cetera. 

Remember Gamemasters, you must give enough money per level for the ENTIRE party, 
not just the average for one. They can distribute it evenly, or however they please. If 
you wish to start the Mercenaries: Blood Money game at a level higher than one, use 
the equation below: 

1000 U.S.D. + 200 U.S.D. per level gained beyond level 1. With that in mind, no item 
greater than half of your starting sum can be purchased.

For example, if Billy the Medic is set to start at level 5, he should start with 1800 
U.S.D. worth of starting equipment, due to the fact that he starts level 1 with 1000 
U.S.D. and gained 200 U.S.D. each additional level.
________________________________________________________________
(Note for Gamemasters: The amounts given are for a balanced, gritty, hardcore 
game of Mercenaries, i.e. not the least bit fun at all. The creator of this very game 
URGES you to ignore the sane economy stats above in lieu of your own arbitrary, fun, 
situational ones. Be sure to splurge on the Mercs, allowing them the capability to 
hijack powerful, expensive vehicles such as Tanks and Helicopters, or at least to buy 
them. Be sure to give worthwhile amounts of cash after contracts are completed, as 
nothing says “Merry Christmas” like a new Nuclear Weapon hung up in the living room.
Of course, the high-end weaponry would traditionally be rare and hard-to-come-by in 
a balanced game of Mercenaries, but again, that's no fun. It is entirely to your 
discretion how hard or easy the game will be, and how bountiful the rewards for 
contracts will be. Mercenaries have to eat, y'know?)
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Leveling up

 ♦When you level up, you first gain Skill Points. You gain 10 + Intelligence Score in 
Skill Points.

 ♦You then gain your Endurance Score in Health every even-numbered level. This 
increases your Maximum Health, not your current Health. You do not heal to full when
you level unless you happened to be at full Health when you leveled up, in which case 
you continue to be at full Health.
________________________________________________________________

Remember: Gaining Experience is NOT a reason to explore and kill enemies. It is not at all a good 
motivation to fight. If you want to level, make sure your characters have real motives for why they 
are putting their lives in danger. NEVER use "gaining experience" as an excuse to wander the world 
slaughtering folk; Mercenaries: Blood Money is a roleplaying game. The combat should be half of 
the gameplay, not all of it. Mercenaries are in it for the cash, bloodshed is just a fun accessory. 
The other half of the gameplay should be dedicated to roleplaying, interacting with the characters 
of the world, and immersing yourself into the dynamic war-torn world of Mercenaries.

________________________________________________________________
Starting at a level higher than 1

If for any reason a character must be created that has gained some experience and
battlefield prowess, thus not starting at level 1, use the guide below to determine their

stats:

 ♦First, use the Quick Character Creation guide to make a level 1 Mercenary, filling out
everything except Equipment. Then generate the character's equipment beyond level 1. 
The equation for starting equipment is 1000 U.S.D. + 200 U.S.D. per level beyond 1 
gained. That means that for every level other than one, the character will have gained
200 U.S.D. (To give an example, Billy the Medic decides he will start at level 29 
because he wants to kick the ass. That means that he gains 1000 U.S.D. for level 1 
and 5800 U.S.D. for every other level for a total of 6800 U.S.D. to spend on starting 
items). 

 ♦Then, use the Leveling Up rules above, and repeat them for every level gained 
beyond 1. Be sure to update the character's current Experience to the correct number.
________________________________________________________________
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how to play mercenaries: blood money
________________________________________________________________
Mercenaries: Blood Money is a roleplaying game intended to immerse you in the Mercenaries world,

while also allowing you to commit actions not normally possible in the games, giving a more
organic experience within the world. A normal Blood Money game, when run right, should be half
combat and half roleplaying, differing between the two evenly (Though other variants of the game

can be made, perhaps like a fully-combat total-war esque battlefield game based somewhere in the
world, or perhaps a roleplay-only politics game involving commanding other Mercenaries armchair
general style. There are loads of possibilities, but the normal Mercenaries game is a snug mix of

Combat and Roleplaying).
________________________________________________________________
In order to play, you must first create a character with the character creation rules. Be sure to 
check with your Gamemaster if he has a different way to play the game or create the character 
(For example, you could instead roll 7d10 to generate your SPECIAL scores, or perhaps the 
Gamemaster wants to give you more starting money, or give you a pre-set portion of gear because 
of a certain starting parameter).

After that is done, you play the game. The Gamemaster describes the setting and what is 
happening around you, in addition to the repercussions of your actions, the dialogue of non-player 
characters, and general tasks of immersing you into the world. Most actions a character can make 
do not require a check to be made, but in circumstances where there is a chance of failure (For 
example, an Agility check to avoid a tank barrel fixing to hit you), you must make a check. To make
a check, you roll 1d20 + Any Modifiers to the D20 roll (A d20 is a twenty sided dice, the only dice 
that is required to play this game). How high or low you roll determines your degree of success or 
failure. Unless it is specified within this manual, the Gamemaster decides how high a roll needs to 
be to succeed (Though for a reference, a 3 Rolled is a Very Easy check, a 5 Rolled is an Easy 
check, a 10 Rolled is an Average check, a 15 Rolled is a Hard check, and a 20 rolled is a Very Hard 
check. Feel free to modify these as you see fit or discard them entirely for your own system of 
dictating difficulty). Finally, a 1 rolled is an instant failure, and a 20 rolled is an instant success.
________________________________________________________________
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________________________________________________________________
There are two primary types of Checks: SPECIAL Score Checks and Skill Checks.

 ♦SPECIAL Score checks are Checks made against your primary attributes, Strength Perception, 
etc., and are made by rolling 1d20 + Score. Billy the Medic, as an example, would roll 1d20 + 5 to 
make a Luck check if his Luck was 5. SPECIAL Checks are very common, and can be used for a 
variety of things. One could use Strength to lift a ruined door up for his comrades, or use 
Perception to scout out an area for
enemies.

 ♦Skill Checks are Checks made against your Skills, such as Guns, Intimidate, etc. and make up 
much of your character's role in a party. To make a Skill check, you roll 1d20 + Skill Modifier + 
Special Score modifier (Details on Skill Modifiers and Special Score Modifiers can be found on page
12). To take the rules from that page, let us say that Billy the Medic needs to make a Guns check to
shoot some poor bastard. He has 6 Perception and 40 Guns. Okay, he rolls 1d20-1+1 or 1d20+0. The 
-1 comes from the Skill Modifier, and the +1 comes from the SPECIAL modifier to skills. Combining 
the two modifiers and adding them to the d20 is how you
make a skill check.
________________________________________________________________

Speaking of Guns, combat attacks are usually initiated by using skills related to weapons. To 
attack an enemy a number of times based on your weapon's Attacks per Normal Action, you make 
a Skill check related to the weapon you are attacking with (If you attack with a Gun, you use Guns,
etc.). If the skill check hits or exceeds the enemy's CTBH, the enemy is hit by the attack. If the 
attack misses the enemy's CTBH, the attack misses or fails to deal damage to the enemy. The 
Gamemaster should describe what happens on a success or failure of an attack, bringing depth and
dynamic gameplay to the game. Making these Special Score Checks and Skill Checks is the 
primary basis of gameplay in Blood Money, both in roleplay and in combat. Other than that, it is up 
to the players to control their characters, doing what they will in the hellish reality of the warzone.
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Combat in Blood Money is done in a dynamic turn-order fashion where characters do fight in turn-
based combat, but they can sometimes take actions out of turn and cover can be used effectively. 
If you want, you can take two Move Actions to run and an Opportune Action to shoot anyway, or 
use two Normal actions to shoot twice and use the Opportune Action to take cover afterwords, etc.

The system was designed to have fluid combat, without it feeling so much like a "turn-based" game.
A single combat round lasts about 6 seconds in-game time, give or take. During a round, you may 
take up to two General Actions and up to Two Swift Actions. To determine your place in the turn 
order, you roll for Initiative once combat has begun. Initiative is an Agility check. Those who got 
the same number check first look to see whose Agility is higher. The Mercenary with the higher 
Agility wins. If that doesn't determine it (Due to a tie in Agility Score), the character of the higher 
level wins. If a tie is reached and the characters have the same Agility and Level, flip a coin to 
decide who wins over the other.
________________________________________________________________
General Actions: During your turn, you may make a Move Action and a Normal Action. A Move Action is moving your
Movement Speed in spaces, while a Normal Action is doing something that takes a small but not minuscule amount 
of time, such as reloading or firing your gun several times. You may convert your actions, as well. You can 
take two move actions to “Run”, which allows you to move your Movement Speed in spaces twice, but you won't be 
able to take a Normal Action to shoot, since you used your Normal Action to move more spaces in that round. To 
move the next turn, you must succeed an Endurance check of 15. As well, you can take two Normal Actions to
attack twice in your turn, however you will be unable to move unless you take a 5-foot step.

Swift Actions: Swift actions are actions that take a minuscule amount of time to accomplish, such as dropping a
weapon or going prone. You get up to two Swift Actions in a round. Swift Actions are faster than every other 
type of Action except Opportune Actions, which can interrupt Swift Actions.

5-foot Step: During your turn, you may take a 5-foot Step, which you can use anywhere before, after, or in 
between your actions during your turn. This 5-foot Step can be used to move 1 space in any direction. When 
fighting from cover, you cannot take 5-foot Steps, as that Action is being used to pop up from cover. A 5-foot 
Step is considered a Swift Action, and you can only take 1 per round. You cannot 5-foot Step in the same round 
that you take a Move Action, though you can take two Normal Actions in the same round that you 5-foot step. As 
well, you can Fight From Cover and take Full Cover in the same round that you take a 5-foot Step.

Reloading: Many weapons need to be Reloaded after their clips have been discharged. Doing so takes a Normal 
Action, or two Normal Actions if your Agility is 3 or lower. Reloading while Dual-Wielding requires an 
additional Normal Action.
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Fight From Cover: During your turn, if there is appropriate cover, you can “Fight From Cover,” which decreases 
your chance to be hit (Adding +5 as a misc. stat to CTBH) while still allowing you to shoot during your turns. 
You must have appropriate cover to fight from cover. The Move Action is spent hiding, the 5-foot step Action is
spent peeking from cover to fire, and the Normal Action is used to fire your weapon. While fighting from cover,
you cannot take movement actions or 5-foot step actions, and you only get 1 Normal Action per round. If you use
a Move Action to go to Fight from Cover, it is a Swift Action to take cover and get the +5 Misc. bonus to CTBH.
Finally, 5-foot stepping into cover after taking two normal actions to fire at enemies will give you Fight from
cover at the beginning of your next turn, NOT the turn you go into cover.

Full Cover: At the beginning of your turn, you may hide behind cover, forsaking all actions, 5-ft step, and 
movement that you can’t do behind cover (Example, you can throw grenades over your cover). Being behind full 
cover offers +6 Misc. CTBH for the sake of weapons or circumstances that can ignore full cover, such as a Frag 
Grenade. Normal attacks such as firing a Gun cannot normally be used to attack someone in Full Cover at all.

Opportune Action: Say your enemy is hiding behind cover, and every time he pops out to shoot, you can’t 
retaliate before he hides again. Instead of dealing with this nonsense, you can opt to take an “Action of 
Opportunity” which allows you to take 1 Action of your choosing (Move or Normal) DURING an enemy or other 
ally’s turn. You must succeed an Agility check of 15 to take an Opportune Action. This in turn will sacrifice 
the appropriate Action during your next upcoming turn, leaving you with a single Normal or Move Action. You can
take an Opportune Action only once before your next turn, and you can take it on your turn as well as others' 
turns. Opportune Actions can interrupt even 5ft step actions due to their swiftness, and can thus negate extra 
CTBH from Fight from cover. If you attempt to make an Opportune Action and fail, you still use up an Action 
from your next round, making the option to take Opportune Actions a tactical one. If multiple characters wish 
to take Opportune Actions at the same time, they go in order from highest roll to take an Opportune Action to 
lowest roll (Granted that they also made a 15).

Power Attack: If you are using a Melee weapon or you are fighting with Martial Arts, you may substitute 
accuracy for damage, causing tremendous extra damage but a reduced chance to hit. You take a -1 to your 
accuracy in order to deal +2 extra damage. You can do this any number of times during a single attack, but be 
sure you can still hit! You can only Power Attack as much penalty to hit as is your strength score, no more 
(For example, if you have 5 Strength you could power attack -5 to gain 10 extra damage, should you hit). Any 
extra damage will be lost.

Drawing a Weapon: Drawing your weapon takes a General Action. You can draw two weapons (Dual wielding) as a 
General Action as well. Sheathing your weapons takes a General Action.
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General Rules
________________________________________________________________

Hunger, Thirst, and Tiredness
________________________________________________________________
Survival is key on the battlefield. You must routinely eat, sleep, and drink water to stay healthy and alive. 
The rate at which you must eat, drink, and sleep is determined by your Gamemaster, but remember: People 
traditionally die of Starvation in about 3 weeks time, they die of Dehydration in about 5 days, and they 
typically pass out from Sleep Deprivation in 8 days. Use this as a rudimentary scale to determine when 
characters are hungry, thirsty, or sleepy (Penalties to SPECIAL Scores are temporary, and do not decrease 
health, languages, or skill points. All other effects of your SPECIAL scores decreasing still apply, such as 
movement speed reduction and decrease in CTBH).
________________________________________________________________

STARVATION

Minor
Starvation

Advanced
Starvation

Critical
Starvation

Deadly
Starvation

Fatal Starvation

-1 Strength -2 Strength, -1
Charisma

-3 Strength, -1
Perception, -2

Charisma

-4 Strength, -1
Perception, -2
Charisma, -1
Endurance

Death

________________________________________________________________
DEHYDRATION

Minor
Dehydration

Advanced
Dehydration

Critical
Dehydration

Deadly
Dehydration

Fatal
Dehydration

-1 Endurance -1 Perception, -2
Endurance

-2 Perception,
-3 Endurance, -1

Intelligence

-3 Perception,
-6 Endurance,
-2 Intelligence

Death

________________________________________________________________
SLEEP DEPRIVATION

Minor
Deprivation

Advanced
Deprivation

Critical
Deprivation

Deadly
Deprivation

Fatal
Deprivation

-1 Agility -1 Perception,
-1 Endurance, -1
Intelligence, -2

Agility

-2 Perception,
-2 Endurance, -1
Intelligence, -3

Agility

-3 Perception,
-3 Endurance,
-2 Intelligence,

-4 Agility

You pass out
instantly, and go
comatose for 20
hours minus your
base endurance.
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Stances
________________________________________________________________
Crouched: Being crouched allows a character the ability to make Sneak Checks and 
Sneak Attacks (Granted that they are hidden). To Sneak past an enemy, you must 
make a Sneak check opposed by the enemy's Perception. If the enemy is not facing 
the person Sneaking, they get a +2 bonus to the Sneak check. If the person sneaking 
is able to conceal themselves in darkness as they are sneaking/hiding, they get a +2 
bonus to the Sneak check that does not stack with the bonus for the enemy facing 
the other direction. In addition, the person crouched gets a +1 to attacks made against
enemy CTBH with ranged weapons. However, you cannot run while crouched (Running 
being taking two Move Actions during the same round). Other modifiers, such as line 
of sight, distance, audibility and visibility can give bonuses or penalties to Sneaking 
or the Perception Checks made against Sneaking at the Gamemaster's own discretion.

Prone: Prone gets all the abilities that Crouched gets, in addition to increasing the 
bonus to ranged weapons against enemy CTBH to +3. Being prone also gives a +1 
bonus to Sneak Checks that stacks with all other bonuses to Sneak Checks. 
However, being Prone limits you to one General Action per round (For instance, you 
can only take 1 normal action or 1 Move action, not both). 5-ft steps are changed into 
5-ft rolls, but are otherwise not changed for the sake of rules.
________________________________________________________________
Being either crouched or prone behind cover does *not* allow you to fight from cover, 
however you can go into full cover while being crouched or prone (You can crouch to 
get behind cover, yes, but you do not get the bonuses of Crouching while Fighting 
From Cover). It takes a Swift Action to go from standing to crouching or crouching to 
standing. It takes a Move Action to stand from Prone. It takes only a Swift Action to 
go Prone. 

Standing to Crouching | Swift Action    
Crouching to Standing | Swift Action    

Prone to Crouching | Move Action  
  Prone to Standing | Move Action   
  Standing to Prone | Swift Action  
Crouching to Prone | Swift Action 
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Unarmed Combat Actions
________________________________________________________________
Unarmed Attack: The traditional Martial Arts strike consists of two attacks per 
Normal Action. Martial Arts strikes must be made against enemies that are at least 5 
feet away or less from you. A Martial Arts attack deals your Strength Score + 3 in 
damage, and it can be considered lethal or nonlethal. Nonlethal deals damage as 
normal, however what would normally bring an enemy's health to 0 instead brings it to
1 and knocks the enemy unconscious. The damage that an enemy sustains from 
nonlethal damage is temporary, and dissipates within an hour. However, if a mix of 
lethal and nonlethal damage is dealt to an enemy, the hit that would bring the enemy's
Health to 0 or lower decides whether it was lethal or non-lethal.
________________________________________________________________
Grappling: Grappling is the action of fighting and wrestling with an enemy, fighting 
their might against your might. It is a Normal Action. To grapple an enemy, they must 
be at least 5 feet away from you. A Grapple check is a Martial Arts check. The enemy
rolls a counter Martial Arts check or Agility check. If you fail the Martial Arts check 
against them, the enemy is not Grappled. If they fail, however, they are grappled.
Grappling can be done if you have either one or two hands free. If you only have one 
hand free, however, you get a -2 penalty to the Martial Arts check to attempt a 
Grapple. Once someone is grappled, they can only take opportune actions, not any 
other types of actions. However, a person Grappled can attempt to break the Grapple 
once a round on their round by making another Grapple check against the Grappler at 
a -4 penalty. Alternatively, the person being Grappled can make an Agility check at a 
-4 penalty against the Grappler's Grapple check. If the person being grappled 
succeeds, they can break the Grapple, and can take a single General Action. Finally, 
while Grappling someone, you get a +4 bonus to attempts to Disarm them, and you 
can make Point Blank Shots against them. You need not make an attack roll to Point 
Blank Shot.
________________________________________________________________
Disarm: To Disarm an enemy's weapon, you must make an Martial Arts check against 
the enemy's Strength. For each hand the person Disarming the enemy has free, they 
get a +1 to their Martial Arts check to Disarm, to a maximum of +2. When you Disarm 
an enemy, you can choose to make an optional Agility check or Luck check. If you get
at least a 15 on this check, you can choose to equip the weapon that you Disarmed 
from the enemy if you want. Otherwise, it flies off in a random direction.
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Health, Limbs and Dying
________________________________________________________________
Keeping your Mercenary healthy and safe on the battlefield is important to 
maintaining a long, full life beyond the ripe old age of twenty. Alternatively, you could 
end up dead in a ditch in some foreign country far from your family with a knife in 
your back.
________________________________________________________________
Death/Dying: If you are hurt so badly that your health goes to 0 or under 0, you are 
dying. When you are dying, you lose 1 Health a turn, and you are prone. Your Health 
can be reduced into the negatives, but has a maximum of your current endurance 
multiplied by 2. If you have 10 Endurance, you die at -20 Health. If you have 5, you die 
at -10 Health. If you take so much damage that the damage alone forces you to go 
past your negative Health threshold, you die instantly. You must beat an Endurance 
check of 10 to stay conscious while you are dying. A Medkit will be enough to stop 
your “dying”, but it will not restore any Health at this stage. You will need to be 
operated on by a doctor with a Doctor’s Bag, or within a place with abundant medical 
tools. If you are stabilized with a Medkit whilist dying, you have your Endurance score
in hours to live, and you must be operated on before that window is up. If you wish to 
do actions while you are dying, you must succeed an endurance check of 15. This 
includes getting up, shooting your weapon, using a Medkit, etc. Failure will cause you 
to be unable to do the action, in addition to falling prone again if you are standing.
________________________________________________________________
Healing while Sleeping: Sleeping a natural night’s sleep heals you, and is more cost 
effective than using Medpacks. When you get a full night's rest, you gain back your 
Endurance Score x 3 in Health. Sleeping will never heal crippled limbs, only damage to
Health.
________________________________________________________________
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Crippled Limbs: Your arms, legs, and head are venerable parts of your body, and can 
become crippled. Bladed Melee Weapons and Explosives can sever limbs if the 
damage they deal is substantial. If your head is crippled, you suffer -4 to Perception 
(This reduces your ranged attack rolls by 4 temporarily). If your torso is crippled, you 
get -2 to Endurance (This reduces your Maximum Health temporarily). If your arms are
crippled, you get a -2 to any Attack Rolls and Skill Checks that require the use of that
arm and -1 Strength (This reduces your Carry Weight by 25 temporarily), in addition to 
dropping any weapons you are carrying with that arm for that round. If one of your 
legs is crippled, you suffer -3 agility for each leg crippled (This can reduce your 
Movement Speed temporarily). Half of your Maximum Health equals the amount of 
damage you can take in a specific limb before it is crippled (This is damage in a single
attack roll, consecutive attacks lower than half the target's health do not cripple 
limbs. However, if the damage is multiplied as per Critical or Sneak Attack rules, the 
modified damage in a single roll counts towards crippling limbs). If your limbs become 
severed,you must have medical attention immediately. A Medic check of 15 can be 
made by you or an ally to take care of the wound left by the severed limb, and a 
Doctor’s Bag and two hours of surgery by an extraordinary doctor can possibly repair 
the severed limb. If you choose not to seek medical attention, you have your 
Endurance score x 2 in turns to live before you bleed out, in addition to taking 10 
damage each turn. Even a mediocre Medic check can stabilize the wound, but getting 
the limb repaired is much more difficult. If the head is severed, you die instantly.
________________________________________________________________
Targeted Shots: Attacking the torso is the normal place a combatant will attempt to 
hit a target. However, you can choose to place your attacks more accurately to hit 
vital parts of a character. If you attempt to hit the arms, legs, or head of a character, 
you take a -4 penalty to hit CTBH. This is reduced to -2 for characters attacking with 
a Melee Weapon or Unarmed. Hitting the head of a character doubles the damage 
dealt to them. This multiplies damage after any other multipliers are added. Hitting an 
arm or leg deals half the normal damage to Health after any multipliers, though they 
are still crippled at the full damage, not half damage (In other words, you first check 
to see if a limb is crippled at the full damage that would have been dealt, then halve 
the damage and deal that Health damage to the character).
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Damage Multipliers
________________________________________________________________

Chance is a cruel mistress, who whores herself out only to those who are lucky.
There are certain variables that can occur that grant extra multipliers on damage,

changing damage dealt by multiplying it.
________________________________________________________________

Critical Hit: x2
Sneak Attack: x2

Sneak Attack Critical: x3
Point Blank Shot: x4

Point Blank Shot Sneak Attack: x5
________________________________________________________________
Critical Hit: When you hit a number shown on your Critical Hit Chance on a d20 during an 
attack, make an additional attack roll against the enemy's CTBH. (Don't deal damage, 
though.) If the second attack hits CTBH, you critical hit, dealing double the normal damage.

Sneak Attack: Making a Sneak Attack requires the person Sneaking to be crouched and 
hidden from the enemy that they are Sneak Attacking. Enemies can be aware of the person 
sneaking's presence (Perhaps having seen the person sneaking earlier, and attempting to 
find them) but they can't be aware of the character's location. A Sneak Attack multiplies the
first attack done against an enemy in a round, but not subsequent attacks during that 
round. If, after that round, the enemy is still unaware of where you are, you may make 
another Sneak Attack.

Point Blank Shot: When you have a weapon up to someone’s head, that pretty much means 
that they’re dead. If you manage to get close enough to a target to make a Point Blank 
Shot, you will deal x4 the normal damage. A Point Blank Shot can only be made against a 
noncombatant, an Unconscious or Dying character, a willing character, a helpless character,
an unaware character, or someone that is Grappled. Any type of attack can Point Blank 
shot, Including Melee Weapons and Unarmed attacks. If you are in a position to Point Blank 
Shot an enemy, you do not need to make an attack roll against that enemy. You 
automatically hit. (Remember: Attacks against the Legs, Arms and Head deal damage differently 
than normal Torso hits, for example a headshot multiplying the damage by 2. Do not confuse that 
effect with the modifiers here. The effect to damage given by attacking specific parts of the body 
is given AFTER the damage goes through any multipliers. To give an example, let us say that Billy 
the Medic Sneak Attacks a poor, unsuspecting civilian, shooting him in the head. That civilian is 
dealt x2 the normal damage, then afterwords the multiplied damage is doubled again by the fact 
that it was a shot to the head. You must combine all of the previous modifiers first before you 
multiply it again for a Head Shot, or divide it for a Arm/Leg shot.)
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Ranged Combat
________________________________________________________________
More often than not, firefights will take place with a minor distance between the opposing 
parties: 10-99 feet or so. But sometimes, that “normal” window of distance is not available. 
This is what happens when fights get too close or too far.
________________________________________________________________

Close Distance Fighting: Fighting adjacent to an enemy (5 feet away from your target or less)
will give a +3 to hit, and will automatically critical hit the target if the attack is successful. 
This is only for ranged weapons, Melee Weapons and Martial Artist attackers do not share 
this benefit.

Point Blank Shot: When you have a weapon up to someone’s head, that pretty much means 
that they’re dead. If you manage to get close enough to a target to make a Point Blank 
Shot, you will deal x4 the normal damage. A Point Blank Shot can only be made against a 
noncombatant, an Unconscious or Dying character, a willing character, a helpless character,
an unaware character, or someone that is Grappled. Any type of attack can Point Blank 
shot, Including Melee Weapons and Unarmed attacks. If you are in a position to Point Blank 
Shot an enemy, you do not need to make an attack roll against that enemy. You 
automatically hit.

Long Distance Fighting: Normally, combat takes place between at least 1-99 feet of distance
between characters. However, sometimes that range is not possible, and combat will take 
place at a longer range. To attack someone that is between 100-199 feet away, you take a 
-5 to hit them. However, the "Sniping" mechanic can be used to negate the -5. Enemies that 
are 200 feet away or more cannot be attacked without sniping them.

Sniping: Sometimes, Sniping the enemy from afar is the best approach. Sniping can be used 
to attack enemies that are from 100-7000 Feet away without a -5 penalty. In order to 
snipe, you must have a weapon that is suited for long-ranged combat, such as a Sniper Rifle
(It is to your Gamemaster's discretion what weapons are suited for long-ranged combat). 
You must succeed a Perception check of 20 to get a good shot on them before you can 
attack. If you fail the preliminary Perception roll, you miss the shot anyway (You still have to
make an attack against enemy CTBH after the Perception roll). You get a +6 to the success 
of this check if your weapon has a scope on it. Bonuses for stance also give a bonus to the
Perception roll; Crouching gives a +1 to attack rolls and the Perception roll to snipe an 
enemy, and Prone gives a +3 to attack rolls and the Perception roll to snipe an enemy.
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Armor and Damage Reduction
________________________________________________________________

You may wear armor to protect yourself on the battlefield (And it is a very good idea 
to do so). Armor gives two things: CTBH and Damage Reduction. The type of armor 
you wear modifies your CTBH, while the specific armor you select modifies your 
Damage Reduction.

Light Armor | +2 to CTBH, -5 Feet of Movement Speed
Medium Armor | +3 to CTBH, -10 Feet of Movement Speed   

Heavy Armor | +4 to CTBH, -15 Feet of Movement Speed 

Armor can break, in which case the CTBH and Damage Reduction that the Armor gives
is negated until it is repaired with the Engineering skill. It is up to the Gamemaster's 
discretion when your armor breaks, and from how much force or impact.
________________________________________________________________

Damage Reduction
________________________________________________________________
Damage Reduction is how much damage is reduced from the damage you take. There 
are three types of Damage Reduction: Head Damage Reduction, Body Damage 
Reduction, and General Damage Reduction. Head and Body Damage Reduction reduce 
damage taken in those specific parts of your body, while General Damage Reduction 
reduces damage taken to both (General Damage Reduction stacks with the other two 
types, so if you have both Torso Damage Reduction and General Damage Reduction 
you add them together to find your total amount of Damage Reduction to your Torso).
Damage Reduction removes damage from that taken during each attack made against
it, so low-powered weapons may not be able to punch through particularly tough 
armor as effectively. No matter what, all attacks deal at least 1 damage, even if it 
would otherwise be negated.
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Dual-Wielding Weapons
________________________________________________________________
In Blood Money you can Dual-Wield one-handed weapons, holding one in each hand. During a
Normal Action, you attack with both weapons' separate "Attacks per Normal Action", 
essentially doubling your damage output for that action. However, you take a -4 to the 
accuracy of every attack. Martial Arts attacks are not considered Dual-Wielding, and do not
take this penalty, even if you have a Pistol in one hand and make a Martial Arts attack with 
another. For each one-handed weapon you wield, you lose a Martial Arts attack. If you are 
wielding a two-handed weapon, you cannot make Martial Arts attacks.

You do not have to Dual-Wield weapons of the same type, either. For example, you can wield
a 9mm Pistol in one hand whilst using a Combat Knife in the other. Dual-Wielding ranged 
weapons changes the amount of time required to reload them into two General Actions. 
Even if you only have a single ranged weapon in one hand and a Melee Weapon in the other 
you must still take the same amount of time to reload while Dual-Wielding.
Of course, actions that normally require the use of one or two hands will be hampered while
holding weapons. It is in the Gamemaster's discretion as to what you can and cannot do 
while wielding weapons.
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Items in Mercenaries: Blood Money are an essential part of survival in the warzone; 
so much so that a Level 1 character with a Missile Launcher and Juggernaut Armor 
would always beat a level 30 character that had no equipment. Intellect and strength 
are only half the battle when high-tier military equipment is floating around. Weapons,
Armor, Aid items and Miscellaneous helpful tools can all increase your lifespan, 
putting you a step up above the other Mercs.
________________________________________________________________

weapons
________________________________________________________________
The Weapons in Blood Money can be categorized into a few specific types:  Explosives, Guns, Heavy Weapons, and 
Melee Weapons.

Explosive Weapons are the rarest form of weapon, but boast more direct damage than any other at the cost of a 
slower fire rate. They are best used when dealing with crowds or large buildings, or in situations where precision is 
not a high priority and heavy damage is.

Guns are the most common ranged weapons. They are numerous and varied and ammunition is relatively easy to 
acquire in the warzone. Anyone who can survive more than five minutes on the battlefield most likely can because 
they have a Gun at their hip. 

Heavy Weapons are large, powerful military-grade guns that are usually seen in heavy combat zones.

Melee Weapons are extremely deadly and do not require ammunition, but at the penalty that you are much more out 
in the open and available for attack. Most Melee Weapons are silent as well, making them excellent stealth weapons.
_______________________________________________________________________________________
Ammunition Types are varied, and you can only use a specific weapon if you have the ammunition to use it (For 
instance, loading a .44 Magnum Revolver with .357 Magnum shells is a dumb idea). “Attacks per Normal Action” is 
the maximum amount of attacks you can make in a single Normal Action during a combat round (Note that even if 
you shoot only once, you still use up the entire Normal Action). You do not have to choose the same target for each 
attack. For example, say there are three Level 1 American AN Soldiers: Billy, Filly, and Jobe. They want a piece of you,
but you aren't offering anything but lead. You have a Pistol that has 3 Attacks per Normal Action, and choose to 
shoot them all in the head. If the stats line out right, you could very well kill all three of them in that one normal 
action, not to mention the fact that you could use another Normal Action should you choose to give up your Move 
Action. Ammunition weighs 5 Units per 10 Bullets you have, unless the ammunition type specifies that the ammunition
weighs differently.
_______________________________________________________________________________________
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PISTOLS

________________________________________________________________

.32 snub nose revolver
________________________________________________________________

________________________________________________________________
One Handed

Ammunition: .32 Caliber
Damage: 16
Weight: 2

Max Attacks per normal action: 3
Clip Size: 5
Value: $100

________________________________________________________________
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________________________________________________________________

.357 Magnum revolver
________________________________________________________________

________________________________________________________________
One Handed

Ammunition: .357 Magnum
Damage: 32
Weight: 2

Max Attacks per normal action: 3
Clip Size: 6
Value: $260

________________________________________________________________

37  



________________________________________________________________

.44 Magnum revolver
________________________________________________________________

________________________________________________________________
Two Handed, Mercenaries with 7 strength can use One Handed at a -4 penalty

Ammunition: .44 magnum
Damage: 42
Weight: 4

Max Attacks per normal action: 3
Clip Size: 6
Value: $340

________________________________________________________________
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________________________________________________________________

10mm glock-20
________________________________________________________________

________________________________________________________________
One Handed

Ammunition: 10mm
Damage: 21
Weight: 3

Max Attacks per normal action: 3
Clip Size: 12
Value: $225

________________________________________________________________
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________________________________________________________________

Chinese QSZ-92
________________________________________________________________

________________________________________________________________
One Handed

Ammunition: 10mm
Damage: 15
Weight: 2

Max Attacks per normal action: 4
Clip Size: 12
Value: $225

________________________________________________________________
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________________________________________________________________

Colt m1911
________________________________________________________________

________________________________________________________________
One Handed

Ammunition: .45 auto
Damage: 34
Weight: 2

Max Attacks per normal action: 3
Clip Size: 6
Value: $270

________________________________________________________________
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________________________________________________________________

desert eagle
________________________________________________________________

________________________________________________________________
Two Handed, Mercenaries with 7 strength can use One Handed at a -4 penalty

Ammunition: .50 AE
Damage: 45
Weight: 6

Max Attacks per normal action: 3
Clip Size: 9
Value: $500

Horrid Recoil: -1 to hit
________________________________________________________________
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________________________________________________________________

fn-five seven
________________________________________________________________

________________________________________________________________
One Handed

Ammunition: 5.7mm (Armor Piercing, ignores 5 Damage Reduction from armor)
Damage: 24
Weight: 2

Max Attacks per normal action: 4
Clip Size: 8
Value: $300

________________________________________________________________
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________________________________________________________________

taser
________________________________________________________________

________________________________________________________________
One Handed

Ammunition: Taser Cartridges
===============================================================================

Damage: Incapacitates an enemy a maximum of 15 feet away who fails a 20 Endurance
Check. If they do not make a 10, they fall prone. Hitting them again makes them roll another
check, so if the enemy succeeds the check at first, it is no guarantee that they succeed the
second one. You can do stealth knockouts with it with your Melee Weapons skill if you are
5 feet away from them, which have no chance to do lethal damage and are not required to

hit the enemy in the head.
===============================================================================

Weight: 1
Clip Size: 1
Value: $25

________________________________________________________________
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sniper rifles

________________________________________________________________

anti-materiel rifle

________________________________________________________________
Two Handed

Ammunition: .50 MG
Damage: 105
Weight: 20

Max Attacks per normal action: 2
Clip Size: 8
Value: $900

Scoped by default
________________________________________________________________

Hidden message: This gun fucking ROCKS. This is the creator of Blood Money's favorite
gun.
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________________________________________________________________

dsr-1 Sniper rifle

________________________________________________________________
Two Handed

Ammunition: 7.62mm
Damage: 45
Weight: 15

Max Attacks per normal action: 1
Clip Size: 5
Value: $460

Scoped by default
________________________________________________________________
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shotguns

________________________________________________________________

Benelli M4 Super 90 Pump

________________________________________________________________
Two Handed

Ammunition: 12 ga
Damage: 35
Weight: 5

Max Attacks per normal action: 2
Clip Size: 7
Value: $300

For every 10 feet beyond 20 feet away (30, 40, etc.), add -3 to the hit chance.
________________________________________________________________
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________________________________________________________________

double-barreled shotgun

________________________________________________________________
Two Handed

Ammunition: 12 ga
Damage: 45
Weight: 6

Max Attacks per normal action: 1
Clip Size: 2
Value: $200

For every 10 feet beyond 20 feet away (30, 40, etc.), add -3 to the hit chance.
You can unload both shots at the same time if you take a -3 to accuracy for both shots.

________________________________________________________________

48  



________________________________________________________________

kushnapup shotgun

________________________________________________________________
Two Handed

Ammunition: 12 ga
Damage: 30
Weight: 7

Max Attacks per normal action: 3
Clip Size: 12
Value: $500

For every 10 feet beyond 20 feet away (30, 40, etc.), add -3 to the hit chance.
________________________________________________________________
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submachine guns

________________________________________________________________

Micro uzi

________________________________________________________________
One Handed

Ammunition: 9mm
Damage: 6
Weight: 4

Max attacks per normal action: 12
Clip Size: 24
Value: $460

For every 10 feet beyond 20 feet away (30, 40, etc.), add -3 to the hit chance.
Horrid Recoil: -2 to hit

________________________________________________________________
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________________________________________________________________

Mp5

________________________________________________________________
Two Handed

Ammunition: 9mm
Damage: 8
Weight: 11

Max attacks per normal action: 6
Clip Size: 18
Value: $450

________________________________________________________________
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________________________________________________________________

tdi vector

________________________________________________________________
Two Handed

Ammunition: .45 Auto
Damage: 10
Weight: 11

Max attacks per normal action: 10
Clip Size: 30
Value: $470

________________________________________________________________
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assault rifles

________________________________________________________________

ak-47

________________________________________________________________
Two Handed

Ammunition: 7.62mm
Damage: 26
Weight: 10

Max attacks per normal action: 5
Clip Size: 30
Value: $700

________________________________________________________________
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________________________________________________________________

hk g36

________________________________________________________________
Two Handed

Ammunition: 5.56mm
Damage: 24
Weight: 6

Max attacks per normal action: 6
Clip Size: 30
Value: $665

________________________________________________________________
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________________________________________________________________

magpul pdr

________________________________________________________________
Name: Magpul PDR

Two Handed
Ammunition: 5.56mm

Damage: 18
Weight: 7

Max attacks per normal action: 5
Clip Size: 20
Value: $500

________________________________________________________________
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________________________________________________________________

xm8

________________________________________________________________
Two Handed

Ammunition: 5.7mm (Armor Piercing, ignores 5 damage reduction from armor)
Damage: 18
Weight: 8

Max attacks per normal action: 5
Clip Size: 30
Value: $640

________________________________________________________________
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heavy weapons

________________________________________________________________

DShK 1938 Emplaced Turret

________________________________________________________________
Turret Mounted (Too heavy to use by infantry non-mounted)

Ammunition: 12.7mm
Damage: 10

Weight: 45 (Cannot be put into inventory)
Max attacks per normal action: 25

Clip Size: 200
Value: $490

________________________________________________________________
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________________________________________________________________

flamethrower

________________________________________________________________
Two Handed

Ammunition: 1/2 Gallon of Fuel per shot
Damage: 42 (Spray, Flamer: Fires in a maximum of 3x3 space area in front of the user,
which means it can attack up to 9 people in its radius, but very close ranged, with a

maximum distance of 15 feet. The same attack qualifies for EVERY attack made that turn to
hit the other 2-9 people)

Weight: 15
Max attacks per normal action: 1

Clip Size: 5 gallons of Fuel
Value: $500

________________________________________________________________
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________________________________________________________________

m2 emplaced turret

________________________________________________________________
Turret Mounted (Too heavy to use by infantry non-mounted)

Ammunition: .50 MG
Damage: 30

Weight: 45 (Cannot be put into inventory)
Max attacks per normal action: 20

Clip Size: 100
Value: $920

________________________________________________________________
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________________________________________________________________

m249 light machine gun

________________________________________________________________
Two Handed

Ammunition:5.56mm
Damage: 15
Weight: 14

Max attacks per normal action: 20
Clip Size: 200
Value: $490

Horrid Recoil: -2 to hit
________________________________________________________________
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________________________________________________________________

minigun

________________________________________________________________
Two handed

Ammunition: 5mm
Damage: 25
Weight: 20

Max attacks per normal action: 40
Clip Size: 240
Value: $1000

________________________________________________________________
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explosives

________________________________________________________________

Anti-Air Stinger Missile Launcher

________________________________________________________________
Two Handed

Ammunition: Rocket
Damage: 100, deals 140 to aircraft

Weight: 20
Max attacks per normal action: 1

Clip Size: 1
Value: $700

Heat Seeking Stinger: You get a +7 to hit an if you can succeed an opposed Heavy Weapons
check against the enemy pilot's Pilot skill. If you succeed, you continue the attack as per

normal with the +7. If not, you still continue the attack. You must take two General Actions
to do this, as you are locking onto an enemy aircraft.

Explosive: An attack from this weapon has a 10% chance to sever limbs upon damaging
enemies.

________________________________________________________________
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________________________________________________________________

Anti-Aircraft SAM Rocket System

________________________________________________________________
An anti-aircraft SAM is essentially 2 Anti-Air Stinger Missile Launchers combined into one
fireable but stationary SAM rocket system. It fires as if it were firing two separate Anti-Air

Stinger Missile launchers in the same turn, during the same action (Treat it as a Turret-
Mounted Anti-Air Stinger Missile Launcher with 2 Maximum Attacks per Normal Action with
an insane amount of weight). Reloading takes twice as long due to the twin-barrel nature of

the missile system. In order for this beast to be mobile, it must be mounted onto an APC.
Value: $7000

Explosive: An attack from this weapon has a 10% chance to sever limbs upon damaging
enemies.

________________________________________________________________
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________________________________________________________________

c-4 plastic explosive

________________________________________________________________
Damage: 250

Weight: 1
Value: $150

Required Explosives to set: 15
Required Explosives to disarm: 50

(This explosive does not use the Explosives skill when attacking an enemy, whether it hits
or not is based on the current location of the enemy in conjunction with the C-4)

Explosive: An attack from this weapon has a 10% chance to sever limbs upon damaging
enemies.

________________________________________________________________
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________________________________________________________________

claymore mine

________________________________________________________________
Damage: 200, deals damage in a 180 degree cone in a single direction 15 feet out.

Required Explosives to set: 25
Required Explosives to disarm: 40

Weight: 5
Value: $120

(This explosive does not use the Explosives skill when attacking an enemy, whether it hits
or not is based on the current location of the enemy in conjunction with the Claymore)
Explosive: An attack from this weapon has a 10% chance to sever limbs upon damaging

enemies.
________________________________________________________________
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________________________________________________________________

flash bang grenade

________________________________________________________________
One Handed

Damage: 50 Nonlethal. No real damage, but if the 50 damage would bring an enemy's health
total to 0, it becomes 1 and he goes unconscious instead. The flash bang blinds anyone
within a 20x20 foot radius who fails a perception check of 10 for a single round (This

effectively renders enemies unable to see, and they get a -15 to Perception checks and
skills that have Perception as a related Attribute). If they succeed the check, they still take

-4 to Perception for the round.
Grenade: Because Grenades are fairly simplistic and easy-to-use, anyone using a Grenade

gets a +10 bonus to their Explosives check made to use it. As well, a grenade has a
maximum throw distance of 100 feet.

Weight: 1
Value: $40

________________________________________________________________
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________________________________________________________________

m67 fragmentation grenade

________________________________________________________________
One Handed
Damage: 101

Weight: 1
Value: $50

Grenade: Because Grenades are fairly simplistic and easy-to-use, anyone using a Grenade
gets a +10 bonus to their Explosives check made to use it. As well, a grenade has a

maximum throw distance of 100 feet.
Explosive: An attack from this weapon has a 10% chance to sever limbs upon damaging

enemies.
________________________________________________________________
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________________________________________________________________

Grenade machinegun emplaced turret

________________________________________________________________
Turret Mounted (Too heavy to use by infantry non-mounted)

Ammunition: Grenades
Damage: The grenade's damage. Ignores the grenade's usual restriction of 100 feet.

Weight: 60
Max attacks per normal action: 3

Clip Size: 10
Value: $450

Grenade: Because Grenades are fairly simplistic and easy-to-use, anyone using a Grenade
gets a +10 bonus to their Explosives check made to use it.

Explosive: An attack from this weapon has a 10% chance to sever limbs upon damaging
enemies.

________________________________________________________________
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________________________________________________________________

high-explosive detonated portable bomb

________________________________________________________________
Damage: 1000 damage, destroys the area as if a Bombing Run hit it. A time of detonation on
a big red, impending clock can be set if you wish, otherwise it is exploded by a detonator.

Required Explosives to set: 50
Required Explosives to disarm: 70 - You may also try a luck check to beat 25. If you do, the

bomb is disarmed. ...If it is failed, the bomb instantly explodes.
Weight: 30

Value: $10,000
(This explosive does not use the Explosives skill when attacking an enemy, whether it hits

or not is based on the current location of the enemy in conjunction with the bomb)
Explosive: An attack from this weapon has a 10% chance to sever limbs upon damaging

enemies.
________________________________________________________________
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________________________________________________________________

MGL-140 grenade launcter

________________________________________________________________
Ammunition: Grenades

Damage: The grenade's damage. Ignores the grenade's usual restriction of 100 feet.
Weight: 20

Max attacks per normal action: 2
Clip Size: 10
Value: $500

Grenade: Because Grenades are fairly simplistic and easy-to-use, anyone using a Grenade
gets a +10 bonus to their Explosives check made to use it.

Explosive: An attack from this weapon has a 10% chance to sever limbs upon damaging
enemies.

________________________________________________________________
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________________________________________________________________

rpg-7

________________________________________________________________
Name: RPG-7
Two Handed

Ammunition: Rocket
Damage: 150
Weight: 20

Max Attacks per normal action: 1
Clip Size: 1
Value: $800

Explosive: An attack from this weapon has a 10% chance to sever limbs upon damaging
enemies.

________________________________________________________________

71  



airstrikes
________________________________________________________________

Artillery Strike - $150,000 Targeting method: Radio and Visual
Confirmation. Fuel Cost: 200 Gallons. Firing Method: Emplaced Artillery.
Covering a sizable area, very large howitzer shells rain down in quick
succession around the target, killing and destroying everything (except

bunkers) in the radius. The only drawback is that fast moving targets such
as those vehicles are nearly impossible to hit, and there is a high chance
for collateral damage. This airstrike should be used outside of cities,

towns, and villages to maximize its effectiveness whilist also minimizing
civilian casualties.

________________________________________________________________
Atomic Nuclear Bunker Buster - $2,000,000 Targeting method: Satellite and
Radio. Fuel Cost: 500 Gallons. Firing Method: Airplane. Launch your very
own mini-WMD at the target, annihilating it, its grandma, and any memory
of it! The Nuclear Bunker Buster is a low-yield nuclear weapon that will
irradiate an area in a 3-mile radius, and obliterate everything in that

radius. 

________________________________________________________________
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Bombing Run - $75,000 Targeting method: Satellite, Visual Confirmation
and Radio. Fuel Cost: 140 Gallons. Firing Method: Airplane. The Bombing
Run is simple yet effective. Two mark-82 bombs are dropped by plane,
exploding upon impact on the target zone. It is probably the most cost

efficient airstrike, being sold at $75k. While this is good against small
structures and groups of enemies, it is fairly inaccurate. The blast

radius of this strike is tiny compared to others, fortunately it causes
high damage and will destroy any target building aside from fortified

bunkers and buildings. 

________________________________________________________________
Bunker Buster - $300,000 Targeting method: Laser Designator and Radio.

Fuel Cost: 300 Gallons. Firing Method: Airplane. A massively powerful GBU-
28 strike is made,  capable of taking out conventional bunkers and any

structure. It has a small radius but very high power, able to destroy all
but the most hardened of fortified bases. 

________________________________________________________________

73  



________________________________________________________________
Laser Guided Bomb - $200,000 Targeting method: Laser Designator. Fuel
Cost: 460 Gallons. Firing Method: Plane. A plane will drop a single,

powerful Mark-84 bomb on target. This airstrike uses laser guidance, the
longer the designator is pointed at the target, the more precise the

impact will be. This airstrike is relatively low powered and has a small
radius, but it will still destroy most targets in a single hit. It is

extremely accurate, and well used for precise bombings to avoid collateral
damage.

________________________________________________________________
MOAB - $500,000 Targeting method: Laser Designator and Radio. Fuel Cost:
400 Gallons. Firing Method: Plane. A GBU-43/B Massive Ordnance Air Blast
bomb, one of the most powerful non-nuclear weapons ever designed and put
into military use, is launched by plane at the target zone, annihilating
anything in its vicinity. It is incredibly accurate, destructive, and

effective, however it lacks the capability to penetrate hardened bunkers.

________________________________________________________________
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Melee Weapons

________________________________________________________________

combat knives

Combat knives are any military-grade knife that is ready for use in combat. Examples:
Bowie Knife, Switchblade, etc. 

________________________________________________________________
One handed

Damage: 10 + Strength Score
Weight: 1

Max attacks per normal action: 3
Value: $50

________________________________________________________________
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________________________________________________________________

personal knives

Personal Knives are knives that are not combat-ready. These include Kitchen Knives, Pocket
Knives, etc. 

________________________________________________________________
One handed

Damage: 5 + Strength Score
Weight: -

Max attacks per normal action: 3
Value: $5

________________________________________________________________
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________________________________________________________________

short blunt weapon

Short Blunt Weapons include weapons such as Crowbars, Batons, Baseball Bats, Putters,
Lamps, etc. 

________________________________________________________________
One handed

Damage: 20 + Strength Score
Weight: 1

Max attacks per normal action: 2
Value: $70

________________________________________________________________

77  



________________________________________________________________

short bladed weapon

Short Blunt Bladed weapons include weapons such as Machetes, Tantos, etc.
________________________________________________________________

One handed
Damage: 30 + Strength Score

Weight: 2
Max attacks per normal action: 2

Value: $110
_______________________________________________________________
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________________________________________________________________

large blunt weapon

Large Blunt Weapons include weapons such as Shovels, Sledgehammers, Pool Cues, Driver
Irons, etc.

________________________________________________________________
Two Handed

Damage: 60 + Strength Score
Weight: 10

Max attacks per normal action: 1
Value: $140

________________________________________________________________
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________________________________________________________________

large bladed weapon

Large Bladed Weapons include weapons such as Medieval Broadswords, Katanas, etc.
________________________________________________________________

Two Handed
Damage: 80 + Strength Score

Weight: 10
Max attacks per normal action: 1

Value: $400
________________________________________________________________
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ammunition
 

12ga: $1 per shell
.32 Caliber: $1 per bullet

.357 Magnum: Value: $1 per bullet
.44 Magnum: $3 per bullet

.45 Auto: $1 per bullet
.50 MG: $6 per bullet
.50 AE: $6 per bullet
5mm: $1 per bullet

5.56mm: $1 per bullet
5.7mm: $4 per bullet
7.62mm: $1 per bullet

9mm: $1 per bullet
10mm: $1 per bullet

12.7mm: $3 per bullet
Taser Cartridge: $5 per cartridge

Tank Shell: Weight: 30 Value: $100
Rocket: Weight: 5 Value: $200

Gallon of Fuel: Weight: 8 Value: $6

________________________________________________________________

ranged weapon mods

Extended Magazine (Cannot be used on Revolvers or Explosive Weapons): Value: $300 | Effect: +3 clip size)

Flashlight: Value: $50 | Effect: You gain the ability to use a flashlight attached to your gun.

Improved Sights (Cannot be used on Sniper Rifles): Value: $600 | Effect: +1 to hit. The sights must match the gun.

Light Frame: Value: $200  |  Effect: Weight of weapon is reduced by 1. The frame must match the gun.

Long Barrel (Cannot be used on Explosive Weapons): Value: $700  |  Effect: +3 Damage, can only be used on a weapon that 
matches its caliber (For example, a .357 Magnum Long Barrel only works on weapons that use the .357 Magnum ammunition 
type).

Recoil Stabilizer (Can only be used on a weapon that has the Horrid Recoil trait): Value: $500  |  Effect: Horrid Recoil penalties are
reduced by 1.

Silencer (Cannot be used on Revolvers, Heavy Weapons, Explosive Weapons, or Shotguns, excluding the Kushnapup shotgun): 
Value: $100  |  Effect: Silences Weapon, can only be used on a weapon that matches its caliber (For example, a 10mm silencer 
only works on weapons that use the 10mm ammunition type).

Sniper Rifle Enhanced Scope (Can only be used on Sniper Rifles): Value: $800  |  Effect: +1 to hit, +1 to Sniping Perception checks. 
The Scope must match the gun.
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apparel
________________________________________________________________

Clothing
________________________________________________________________

Business Clothing (Formal Shirt and Dress Pants, etc.): Weight: 10  |  Value: $100

Casual Clothing (Blue Jeans and T-Shirt, Hoodie, Hawaiian shirt and khakis, etc.): Weight: 10  |  Value: $50

Expensive Apparel (Diamond Rings, Golden Earrings, Fancy Sunglasses, etc.): Value: $200

Expensive Clothing (Fine suit, expensive watch, etc.): Weight: 10  |  Value: $350 

Generalized Apparel (Piercings, Earrings, Sunglasses, Rings, etc.): Value: $5

Ghillie Suit: Weight: 20  |  Value: $80  |  Effect: +3 to Sneak Checks while Crouching or Prone within brush
that corresponds to the camouflage type

Mercenary Combat Clothing (Leather vest, Tattered Pants, Combat Boots, Bandoleer, Leather Gloves, Old
Jackets, etc.): Weight: 10  |  Value: $50

Military Uniform: Weight: 10  |  Value: $50  |  Note: Many Factions have a Military Uniform corresponding to
their faction. If you steal their clothing, you may be able to fool them into thinking you are one of them for

a short time.

Spy Clothes (Black Clothing, Dark Shades, Turtleneck, etc.): Weight: 10 | Value: $100 | Effect: +1 to Sneak
checks made dark places, such as in shadows or at nighttime.

Unusual Outfit (Costumes, Crocodile Hunter wear, Jedi Robes, Lingerie and Sexy Outfits, etc.): Weight: 10  |
Value: $70

(Note that the above prices for clothing are an average; many clothing types may vary from this range.
Notably, this is a guideline that may be used by players to generate starting items, and otherwise a basis

of the price of clothing for your Game Master.)

82  
 

________________________________________________________________



Armor
________________________________________________________________

Light Armor

Bulletproof Vest: Weight: 15 | Value: $100 | Effect: Damage Reduction +8 (Body), can be
stacked under non-armor clothing.

Light Combat Armor: Weight: 20 | Value: $350 | Effect: Damage Reduction +12 (Body)

Light Combat Helmet: Weight: 3 | Value: $150 | Effect: Damage Reduction +5 (Head)
________________________________________________________________

Medium Armor

Flak Jacket w/ Combat Gear: Weight: 25 | Value: $500 | Effect: Damage Reduction +14
(Body)

Medium Combat Armor: Weight: 27 | Value: $670 | Effect: Damage Reduction +18 (Body)

Medium Combat Helmet: Weight: 5 | Value: $300 | Effect: Damage Reduction +8 (Head)
________________________________________________________________

Heavy Armor

Riot Armor: Weight: 30 | Value: $900 | Effect: Damage Reduction +23, -1 Perception
(Does not bring Perception below 1),  (Head and Body)

Riot Shield: Weight: 15 |  Value: $100 |  Effect: allows fight from cover behind Riot
Shield, potential to take full cover behind Riot Shield, reduces movement speed to 15
feet or less per movement action, uses one hand. Requires 5 Strength or more to use
without a -2 penalty to any weapon used in the other hand. (One handed weapon slot)

Juggernaut Armor: Weight: 40 | Value: $2000 | Effect: Damage Reduction +30, -2
Perception (Does not bring Perception below 1), -10 feet of Movement Speed per Move

Action, immunity to Critical Hits and Crippled Limbs. (Head and Body)
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aid items
________________________________________________________________

Medical Equipment
________________________________________________________________

Doctor's Bag: Weight 20 | Value: $500 | Effect: When used by a Medic, this well-stocked bag of
medical equipment can be used to conduct surgery and other routine doctoring actions that can

otherwise not be completed with a Medkit. In order to heal a crippled limb or to stop someone from
dying, a Doctor's Bag must be used. Using a Doctor's Bag takes 4 General Actions when stopping
someone from dying, and 2 hours when healing crippled limbs. In addition, a Doctor's Bag may be

used to heal. It heals as much health as is the healer's Medic Skill x 4 (So, for instance, if Billy the
Medic had 100 points in the Medic skill, he could heal others 400 points). This procedure takes 4

General Actions. The Doctor's Bag can only be used for these various purposes if the healer makes
a 10 on a Medic Check. Failure of the Medic check may result in further injury (If healing Health or
Crippled Limbs) or Death if used to stop someone from Dying (One thing to note is that beginning
the operation to stop somene from dying by using a Doctor's Bag delays the dying process, so if
someone has only an hour left to live, a Doctor's Bag can be used at that point successfully- the

two hours needed to operate will not end in the patient dying mid-procedure). 

First Aid Medkit: Weight: 5 | Value: $250 | Effect: When used by a Medic, this pack of advanced
medical equipment can be used to heal others. The First Aid Medkit heals as much Health as is the

healer's Medic Skill x 2 (So, for instance, if Billy the Medic had 100 points in the Medic skill, he
could heal others 200 points). The First Aid Medkit can only be used if the healer makes a 5 on a
Medic check, and using the First Aid Medkit takes two General Actions of time (Though these two

rounds can be delayed over, say, two turns, moving to the injured person with a Move Action,
beginning the procedure with a Normal Action, then finishing the procedure on the beginning of your
next turn with a Normal Action. As well, an Opportune Action can be used to speed up the process,

taking care of one of the two actions needed to heal someone).

Medkit: Weight: 5 | Value: $100 | Effect: When used by a Medic, this pack of medical equipment can
be used to heal others. The Medkit heals as much Health as is the healer's Medic Skill (So, for

instance, if Billy the Medic had 100 points in the Medic skill, he could heal others 100 points). The
Medkit can only be used if the healer makes a 5 on a Medic check, and using the Medkit takes two
General Actions of time (Though these two rounds can be delayed over, say, two turns, moving to

the injured person with a Move Action, beginning the procedure with a Normal Action, then finishing
the procedure on the beginning of your next turn with a Normal Action. As well, an Opportune

Action can be used to speed up the process, taking care of one of the two actions needed to heal
someone).
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________________________________________________________________
Skill Check Items

________________________________________________________________

Battlefield Survival Guide: Weight: - | Value: $50 | Effect: Gives a +1 bonus to all
Survivalist checks made while using it.

Bobby Pin Set: Weight: - | Value: $2 | Effect: Allows the use of the Lockpicking skill. 

Binoculars: Weight: 2 | Value: $50 | Effect: Binoculars give a +4 bonus to Perception
checks made to see things far in the distance, and may allow you to see things that

you otherwise could not with the naked eye (Sniper Rifle Scopes are treated as
Binoculars in this regard).

Burglar's Kit: Weight: 15 | Value: $350 | Effect: Gives a +1 bonus to all Lockpicking
checks (This stacks with the Lockpick Set bonus).

Computer Mainframe: Weight: 200 (Cannot be put into inventory) | Value: $1000 |
Effect: Gives a +1 bonus to all Computer Use checks made with a computer attached
to this mainframe (This stacks with the Hacker's Home Computer bonus). Only Home

Computers may be attached to a mainframe.

Engineering Garage: Weight: - (Cannot be put into inventory) | Value: $500 | Effect: The
Engineering Garage is a twin-car sized garage filled with handy tools to craft and

repair any sort of equipment. Paying the value of the Engineering Garage is equivalent
to getting all the necessary materials to make it yourself out of a pre-existing room.

Gives a +1 bonus to all Engineering checks made within (Or nearby), in addition to
allowing the use of the Engineering skill (This bonus stacks with the Workbench

bonus).

Field Survival Kit: Weight: 20 | Value: $100 | Effect: Gives a +1 bonus to all Survivalist
checks made while using it (This stacks with the Battlefield Survival Guide's Bonus).

Hacker's Home Computer: Weight: 40 (Cannot be put into inventory) | Value: $500 |
Effect: Gives a +1 bonus to all Computer Use checks made while using it, in addition to
allowing the use of the Computer Use skill. Can be used for remote communication, as

well as satellite imaging for bombing runs and a digital map of the area.
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Hacking Laptop: Weight: 15 | Value: $500 | Effect: Gives a +1 bonus to all Computer Use
checks made while using it, in addition to allowing the use of the Computer Use skill.
Can be used for remote communication, as well as satellite imaging for bombing runs

and a digital map of the area.

Home Computer: Weight: 40 (Cannot be put into inventory) | Value: $150 | Effect: Allows
the use of the Computer Use skill. Can be used for remote communication, as well as

satellite imaging for bombing runs and a digital map of the area.

Laptop: Weight: 15 | Value: $150 | Effect: Allows the use of the Computer Use skill. Can
be used for remote communication, as well as satellite imaging for bombing runs and

a digital map of the area.

Lockpick Set: Weight: 5 | Value: $50 | Effect: Gives a +1 bonus to all Lockpicking
checks made while using it, in addition to allowing the use of the Lockpicking skill.

Medbay: Weight: - (Cannot be put into inventory) | Value: $500 | Effect: The Medbay is
an office-sized doctor's lab. Paying the value of the Medbay is equivalent to getting all

the necessary materials to make it yourself out of a pre-existing room. Gives a +1
bonus to all Medic checks made within (This bonus stacks with the Paramedic's

Emergency Kit bonus).

Paramedic's Emergency Kit: Weight: 5 | Value: $100 | Effect: Gives a +1 bonus to all
Medic checks made while using it.

PDA: Weight: - | Value: $150 | Effect: The PDA is a tech-savvy Mercenary's lifeline. The
PDA can be used as a radio, satellite imaging for bombing runs, and as a digital map
of the area, having all the basic functions of a Laptop without the bulkiness. Most

well-off Mercenary companies come with it as standard issue.

Toolbox : Weight: 4 | Value: $50 | Effect: Allows the use of the Engineering skill.

Workbench : Weight: 40 (Cannot be put into inventory) | Value: $150 | Effect: Gives a +1
bonus to all Engineering checks made while using it, in addition to allowing the use of

the Engineering skill.
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miscellaneous items

(Note: One thing that should be noted is that items not on this list are priced arbitrarily. For
instance, a video-game crazed Mercenary entering the battlefield with a Playstation 2 in his

backpack would obviously need a price for a Playstation 2 in order to start with one, but this list of
Miscellaneous items would never have a Playstation 2 as a starting item, because it is a combat

game. The price for items not listed here is completely arbitrary and based on Gamemaster
discretion. If you wish to start with, say, a lava lamp in your inventory, ask your Gamemaster for
the price of that item to start with one. Items that are worth a negligable amount of money (Such

as Photographs) do not need to be priced..)
________________________________________________________________

Alarm System: Weight: - (Cannot be put into inventory | Value: $1000 | Effect: Secures a facility with
moderate protection, including security cameras connected to a computer and spotlights.

Fortified Alarm System: Weight: - (Cannot be put into inventory | Value: $1000 | Effect: Secures a facility
with high protection, including security cameras connected to a computer, retina and fingerprint scanners,

laser grid for sensitive areas, and spotlights.

Backpack: Weight: - | Value: $40 | Effect: Gives a Mercenary 40 extra Carry Weight, at the expense of -5
feet of Movement Speed per Move Action. This penalty is 

increased to -10 if the Mercenary is actively using the Backpack slot to carry goods.

Communicator Radio: Weight: 5 | Value: $50 | Effect: A Communicator Radio allows radio transmissions to be
sent and received along various frequencies.

Detonator: Weight: 1 | Value: $20 | Effect: A Detonator can be used with various types of explosives. A
Detonator must be set to the explosive's frequency.

Diazepam: Weight: - | Value: $20 | Effect: Gives a +2 bonus to Perception checks made to Snipe enemies.
May lead to an addiction.

Dog Tag: Weight: - | Value: $30 | Effect: A Dog Tag is useful for finding a combatant's personal information
easier once he is deceased.

Drone: Weight: 40 (Cannot be put into inventory) | Value: $1000 | Effect: A Drone is a portable flying robot
that can be used to scout out enemy territory via camera.

Low Quality Drugs: Weight: 5 | Value: $500 | Effect: Drugs are valued highly in the criminal underworld. 

Medium Quality Drugs: Weight: 5 |  Value: $2000 | Effect: Drugs are valued highly in the criminal underworld.

High Quality Drugs: Weight: 5 |  Value: $10,000 | Effect: Drugs are valued highly in the criminal underworld.
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Flare: Weight: 3 | Value: $10

Flashlight: Weight: 1 | Value: $4 | Effect: Reduces any penalties to vision-based Perception checks due to
darkness.

Fast Food: Weight: 2 | Value: $10 | Effect: Cures Starvation. Not very good for you.

Moderate Quality Food: Weight: 5 | Value: $30 | Effect: Cures Starvation. This food is commonly found at
Grocery Stores. 

High Quality Food: Weight: 5 | Value: $50 | Effect: Cures Starvation. This food is equivalent to restaurant-
quality food. 

Exquisite Quality Food: Weight: 5 | Value: $80 | Effect: Cures Starvation. This food is equivalent to a fine
meal at a 5-star restaurant.

Ramen Noodles: Weight: - | Value: 0.12 | Effect: Cures Starvation, but an Endurance check of 5 must be
made to eat Ramen Noodles consecutively. Each consecutive time, this check increases by 5 (For instance,

if Billy the Medic had an all-ramen diet, he must make a 5, then 10, then a 15, then a 20). If the check is
failed, the character is sick of Ramen Noodles, and refuses to eat any more.

Grappling Hook: Weight: 1 | Value: $100 | Effect: Allows rapelling up and down buildings, as well as the ability
to hijack enemy helicopters within a 50-foot range.

Handcuffs: Weight: - | Value: $30 | Effect: Handcuffs allow ease in capturing enemy targets alive. Comes
equipped with keys matching the cuffs.

Laser Designator: Weight: - | Value: $20 | Effect: A Laser Designator allows certain Air Strikes to be made.

MRE: Weight: 2 | Value: $20 | Effect: Cures Starvation, and has an incredibly long keep time before it spoils.

Night Vision Goggles: Weight: 5 | Value: $400 | Effect: Negates any penalties given to vision-based
Perception checks due to darkness.

Painkillers: Weight: - | Value: $15 | Effect: Gives a +1 Misc. bonus to Damage Reduction at a -1 penalty to
CTBH for 6 hours. May lead to an addiction. 

Parachute: Weight: 40 | Value: $500 | Effect: Allows falling from a distance of 1000 Feet or higher without
serious injury. A Survivalist check of 0 or higher must be made to successfully use a Parachute without
risk of death. A check made less than that results in a malfunction of some kind based on incompetence

(For instance, forgetting to arm the Parachute, forgetting a strap, etc.).

Trafficked Human: Weight: Varied | Value: $1000 | Effect: Trafficked Humans are valued highly in the criminal
underworld. 

Water (Per Bottle): Weight: 1 | Value: $1 | Effect: Cures Dehydration.

Water (Per Gallon): Weight: 10 | Value: $8 | Effect: Cures Dehydration.
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VEHICLES
________________________________________________________________
The Pilot skill is the skill used to drive vehicles. Pilot checks may be made to try and start a car that just 
won't start, fly a plane, or even just avoid crashing into a pole because of a shitty Luck score roll. Pilot can 
also be used to ram enemy vehicles and soldiers, as well as outrunning enemy vehicles in car chases.
________________________________________________________________
Average Speed: All vehicles have an average speed that they can go comfortably. Going at this speed will rarely (But 
still sometimes) require Pilot checks. You're just taking it easy.

Average Speed MPG: How many miles you can travel on a single gallon of fuel at Average Speed.

Maximum Speed: When you're in a tight spot, putting the pedal to the metal might just be the best idea. Driving your 
vehicle's top speed forces you to make Pilot checks often, and requires you to sometimes quickly and deftly 
maneuver past obstacles that you would not need to worry about if you were going the Average Speed. Maximum 
Speed is best when you need to get away from a bad situation or reach a location more quickly.

Maximum Speed MPG: How many miles you can travel on a single gallon of fuel at the vehicle's Maximum Speed.

Health: This is how much damage the Vehicle can take before being destroyed. If the vehicle is simply brought to 0, it 
is rendered out of commission. If a ruined vehicle is brought to -30 Health, however, it explodes, dealing 250 damage 
to anyone within 10 feet (or 500 damage to those inside the vehicle).

Damage Reduction: Vehicles have their own Damage Reduction, and stronger vehicles can take more of a beating 
before being destroyed.

Vehicle CTBH: This is how easy it is for enemies to hit the vehicle.

Ram: Almost all vehicles have the ability to Ram opponents. This attack is made by making a Pilot check opposed by 
enemy CTBH. For example, lets say Billy the Medic is standing in the middle of the road. If a Ram attack hits, the 
vehicle deals Ram damage. Ram damage has the special quality of ignoring 10 Damage Reduction of any enemy or 
vehicle it hits.

Cover: Some vehicles allow you to take Full Cover within them, allowing you to duck if combat gets a little too 
dangerous. In addition, vehicles that allow Cover can be fought out of with Fight from Cover. Vehicles that give Cover 
allow the Driver to take Full Cover or Fight From Cover while driving, giving a -4 to Pilot checks. If fighting from cover,
the driver must have at least one hand on the wheel. If in Full Cover, the driver must move at Average Speed or must 
make a 15 Pilot check every round until they can move at Average Speed or stop being in Full Cover. If they fail one of
the checks, they get into an accident (Somehow they lose control of the vehicle, whether it be running into something
in a car, plummeting in an airborne vehicle, or some similar circumstance).

Occupant Cover Bonus: Vehicles that give Cover also give a CTBH bonus to the occupants inside. This bonus adds to 
CTBH no matter if they are in Full Cover, Fight from Cover, or no cover at all, stacking with other CTBH bonuses.

Move Bonus: All vehicles give a small bonus to CTBH while moving, as it is hard to hit a moving target. The CTBH 
bonus given while moving is applied to the vehicle as well as the occupants.

Occupancy: Occupancy is how many can occupy the vehicle. To Hijack a nearby vehicle (And thus replace one of the 
occupancy slots with yourself), you make a Strength check opposed by a Strength check.

Storage: How much weight the vehicle can carry in items. Occupancy Spaces can be used to garner extra space: 1 
Occupancy equals 25 Carry Weight. However, Occupancy Spaces that are used to hold equipment cannot also be 
used by Mercenaries. A vehicle must have at least 1 Occupancy for the driver to pilot the vehicle.
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Name: Ambulance
Average Speed: 60 Miles per Hour

Average Speed MPG: 17
Maximum Speed: 100 Miles per Hour

Maximum Speed MPG: 15
Health: 80

Damage Reduction: 6
Vehicle CTBH: 2

Fuel Tank Max: 40 Gallons
Ram: 40 Damage (Bypasses 10 Damage Reduction) (Deals 5 damage to itself every ram, ignoring DR.)

Cover: Yes
Occupant Cover Bonus: +3 CTBH

Move Bonus: +2 CTBH
Occupancy: 2 in front, 6 in back

Storage: 200, 5 in Glovebox
Value: $90,000

Type of Movement: Land

________________________________________________________________

Name: Austin Semi Truck
Average Speed: 40 Miles per Hour

Average Speed MPG: 6
Maximum Speed: 70 Miles per Hour

Maximum Speed MPG: 4
Health: 120

Damage Reduction: 6
Vehicle CTBH: 2

Fuel Tank Max: 250 Gallons
Ram: 60 Damage (Bypasses 10 Damage Reduction) (Deals 5 damage to itself every ram, ignoring DR.)

Cover: Yes
Occupant Cover Bonus: +3 CTBH

Move Bonus: +2 CTBH
Occupancy: 2 in front, 15 in back if cargo container is attached

Storage: 100, 20,100 if cargo container is attached, 5 in Glovebox
Value: $60,000

Type of Movement: Land

________________________________________________________________
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Name: Belmont
Average Speed: 50 Miles per Hour

Average Speed MPG: 24
Maximum Speed: 80 Miles per Hour

Maximum Speed MPG: 22
Health: 70

Damage Reduction: 2
Vehicle CTBH: 3

Fuel Tank Max: 16 Gallons
Ram: 30 Damage (Bypasses 10 Damage Reduction) (Deals 5 damage to itself every ram, ignoring DR.)

Cover: Yes
Occupant Cover Bonus: +1 CTBH

Move Bonus: +2 CTBH
Occupancy: 2 in front

Storage: 50 in trunk, 5 in Glovebox
Value: $60,000

Type of Movement: Land

________________________________________________________________

Name: Carbyne GT
Average Speed: 80 Miles per Hour

Average Speed MPG: 4
Maximum Speed: 120 Miles per Hour

Maximum Speed MPG: 2
Health: 40

Damage Reduction: 0
Vehicle CTBH: 3

Fuel Tank Max: 10 Gallons
Ram: 30 Damage (Bypasses 10 Damage Reduction) (Deals 5 damage to itself every ram, ignoring DR.)

Cover: Yes
Occupant Cover Bonus: +1 CTBH

Move Bonus: +5 CTBH
Occupancy: 2

Storage: 50 in trunk, 5 in glovebox
Value: $870,000

Type of Movement: Land

________________________________________________________________
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Name: Cargo Boat
Average Speed: 15 Miles per Hour

Average Speed MPG: 30
Health: 300

Damage Reduction: 6
Vehicle CTBH: -1

Fuel Tank Max: 60 Gallons
Ram: 30 Damage (Bypasses 10 Damage Reduction) (Deals 5 damage to itself every ram, ignoring DR.)

Cover: Yes
Occupant Cover Bonus: +5 CTBH (Can go below deck for full cover)

Move Bonus: +1 CTBH
Occupancy: 20
Storage: 500

Value: $20,000
Type of Movement: Water

________________________________________________________________

Name: Chopper Motorcycle
Average Speed: 60 Miles per Hour

Average Speed MPG: 30
Maximum Speed: 90 Miles per Hour

Maximum Speed MPG: 28
Health: 40

Damage Reduction: 0
Vehicle CTBH: 3

Fuel Tank Max: 4 Gallons
Ram: 20 Damage (Bypasses 10 Damage Reduction) (Deals 25 damage to itself every ram, ignoring DR.)

Cover: No
Occupant Cover Bonus: +0 CTBH

Move Bonus: +3 CTBH
Occupancy: 2

Storage: 50 in saddlebags
Value: $7,000

Type of Movement: Land

________________________________________________________________
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Name: City Bus
Average Speed: 20 Miles per Hour

Average Speed MPG: 14
Maximum Speed: 40 Miles per Hour

Maximum Speed MPG: 12
Health: 150

Damage Reduction: 6
Vehicle CTBH: 1

Fuel Tank Max: 250 Gallons
Ram: 80 Damage (Bypasses 10 Damage Reduction) (Deals 5 damage to itself every ram, ignoring DR.)

Cover: Yes
Occupant Cover Bonus: +5 CTBH

Move Bonus: +1 CTBH
Occupancy: 24

Storage: 1000, 5 in Glovebox
Value: $20,000

Type of Movement: Land

________________________________________________________________
 

Name: Dragonfly Helicopter
Average Speed: 100 Miles per Hour

Average Speed MPG: 5
Health: 60

Damage Reduction: 8
Vehicle CTBH: 3

Fuel Tank Max: 600 Gallons
Ram: 500 Damage (Bypasses 10 Damage Reduction) (Deals 90 damage to itself every ram, ignoring DR.)

Cover: Yes
Occupant Cover Bonus: +2 CTBH

Move Bonus: +10 CTBH
Occupancy: 6

Storage: 50, 5 in Glovebox
Value: $200,000

Type of Movement: Fly (Requires 50 points in the Pilot skill to use)
Weapons: Two Miniguns (Treat as if dual wielding two Miniguns, but with no Dual Wielding penalty. The Miniguns can be fired by
either the pilot or the secondary passenger.) and one Anti-Air Stinger Missile Launcher (Also able to be fired by the pilot or the

secondary passenger). These weapons can be fired as two Normal Actions per turn as per normal, though this causes the
Helicopter to hover in place, unable to move that round. Reloading is autonomous and takes a Swift Action, but once the

ammunition capacity (1000 Bullets and 6 Missiles) have been depleted, the helicopter is required to land in order to load more
shells, as the weapons are mounted on the outside of the helicopter).

________________________________________________________________
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________________________________________________________________

Name: Fighter Jet
Average Speed: 480 Miles per Hour

Average Speed MPG: 10
Health: 90

Damage Resistance: 5
Vehicle CTBH: 4

Fuel Tank Max: 550 Gallons
Cover: Yes

Occupant Cover Bonus: Always Full Cover
Move Bonus: +12 CTBH

Occupancy: 2
Storage: 50

Value: $300,000
Type of Movement: Fly (Requires 50 points in the Pilot skill to use)

Ram: 500 Damage (Bypasses 10 Damage Reduction) (Deals 120 damage to itself every ram, ignoring DR.)
Extra Weapons: 6 Gun Pod-equivalent HK G36 guns in the nose, each of which can be used by the Pilot or the secondary
passenger. (Treat it as if you were dual-wielding, but if you were able to dual-wield 6 HK G36 Rifles with no dual-wielding

penalty. These weapons can be fired as two Normal Actions per turn, but if this is done the airplane must continue in a straight
line that round because a move action was unable to be made. Reloading is autonomous and takes a Swift Action, but once the
ammunition capacity (400 Bullets) has been depleted, the plane is required to land in order to load more shells, as the weapons

are mounted on the outside of the plane). As well, the plane comes equipped with two Anti-Air Stinger Missile Launchers, with an
ammunition supply of 6 missiles each. These also may be fired by the Pilot or the secondary passenger.

In addition, a payload of 1 airstrike of any kind (Bombing Run, Atomic Nuclear Bunker Buster, etc.) can be dropped from the Jet via
an Explosives check (The CTBH is arbitrary depending on the situation). Failure of the check results in a miss of the target. This
drop can be made in two Normal Actions. You must actually own the airstrike in order to drop it from the plane, it does not come

equipped with an airstrike.

________________________________________________________________
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Name: Impact
Average Speed: 40 Miles per Hour

Average Speed MPG: 6
Maximum Speed: 70 Miles per Hour

Maximum Speed MPG: 4
Health: 70

Damage Reduction: 2
Vehicle CTBH: 2

Fuel Tank Max: 32 Gallons
Ram: 40 Damage (Bypasses 10 Damage Reduction) (Deals 5 damage to itself every ram, ignoring DR.)

Cover: Yes
Occupant Cover Bonus: +2 CTBH

Move Bonus: +2 CTBH
Occupancy: 5

Storage: 50 in rear compartment (Can also instead be 2 Occupancy, tight fit) 5 in Glovebox
Value: $80,000

Type of Movement: Land

________________________________________________________________

Name: Inferno
Average Speed: 60 Miles per Hour

Average Speed MPG: 18
Maximum Speed: 85 Miles per Hour

Maximum Speed MPG: 16
Health: 50

Damage Reduction: 1
Vehicle CTBH: 3

Fuel Tank Max: 24 Gallons
Ram: 35 Damage (Bypasses 10 Damage Reduction) (Deals 5 damage to itself every ram, ignoring DR.)

Cover: Yes
Occupant Cover Bonus: +1 CTBH

Move Bonus: +3 CTBH
Occupancy: 2 in front

Storage: 50 in trunk, 5 in Glovebox
Value: $60,000

Type of Movement: Land

________________________________________________________________
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Name: Jaju
Average Speed: 30 Miles per Hour

Average Speed MPG: 30
Maximum Speed: 65 Miles per Hour

Maximum Speed MPG: 28
Health: 30

Damage Reduction: 0
Vehicle CTBH: 3

Fuel Tank Max: 36 Gallons
Ram: 25 Damage (Bypasses 10 Damage Reduction) (Deals 5 damage to itself every ram, ignoring DR.)

Cover: Yes
Occupant Cover Bonus: +1 CTBH

Move Bonus: +2 CTBH
Occupancy: 5

Storage: 50 in trunk, 5 in Glovebox
Value: $4,000

Type of Movement: Land

________________________________________________________________

Name: Jet Ski
Average Speed: 30 Miles per Hour

Average Speed MPG: 6
Health: 20

Damage Reduction: 1
Vehicle CTBH: 4

Fuel Tank Max: 12 Gallons
Ram: 100 Damage (Bypasses 10 Damage Reduction) (Deals 50 damage to itself every ram, ignoring DR.)

Cover: Yes
Occupant Cover Bonus: +0 CTBH

Move Bonus: +3 CTBH
Occupancy: 2

Storage: None, and Occupancy cannot usually be converted into storage unless you want your stuff flying out into the water.
Value: $800

Type of Movement: Water

________________________________________________________________
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Name: Luxury Car
Average Speed: 30 Miles per Hour

Average Speed MPG: 30
Maximum Speed: 65 Miles per Hour

Maximum Speed MPG: 28
Health: 40

Damage Reduction: 5
Vehicle CTBH: 3

Fuel Tank Max: 36 Gallons
Ram: 35 Damage (Bypasses 10 Damage Reduction) (Deals 5 damage to itself every ram, ignoring DR.)

Cover: Yes
Occupant Cover Bonus: +2 CTBH

Move Bonus: +2 CTBH
Occupancy: 6

Storage: 50 in trunk, 5 in Glovebox
Value: $100,000

Type of Movement: Land
Extra Weapons: This luxury car comes equipped with a minibar, $500 dollar surround speakers, a mini theater, full air

conditioning, and a rave lights mode. This car increases your Mercenary's happiness meter by 50. (What?! There's no Happiness
meter? Drat, my dastardly plan to get the players to roleplay has been foiled!)

________________________________________________________________

Name: Motor Boat
Average Speed: 20 Miles per Hour

Average Speed MPG: 50
Health: 10

Damage Reduction: 0
Vehicle CTBH: 4

Fuel Tank Max: 6 Gallons
Ram: 10 (Bypasses 10 Damage Reduction) (Deals 5 damage to itself every ram, ignoring DR.)

Cover: No
Occupant Cover Bonus: +0 CTBH

Move Bonus: +3 CTBH
Occupancy: 6
Storage: 40
Value: $200

Type of Movement: Water

________________________________________________________________
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Name: Motorcycle
Average Speed: 50 Miles per Hour

Average Speed MPG: 36
Maximum Speed: 80 Miles per Hour

Maximum Speed MPG: 34
Health: 50

Damage Reduction: 1
Vehicle CTBH: 3

Fuel Tank Max: 8 Gallons
Ram: 20 Damage (Bypasses 10 Damage Reduction) (Deals 25 damage to itself every ram, ignoring DR.)

Cover: No
Occupant Cover Bonus: +0 CTBH

Move Bonus: +3 CTBH
Occupancy: 2

Storage: 50 in saddlebags
Value: $7,000

Type of Movement: Land

________________________________________________________________

Name: Off-Road Bike
Average Speed: 30 Miles per Hour

Average Speed MPG: 30
Maximum Speed: 50 Miles per Hour

Maximum Speed MPG: 28
Health: 40

Damage Reduction: 1
Vehicle CTBH: 3

Fuel Tank Max: 3 Gallons
Ram: 20 Damage (Bypasses 10 Damage Reduction) (Deals 20 damage to itself every ram, ignoring DR.)

Cover: No
Occupant Cover Bonus: +0 CTBH

Move Bonus: +3 CTBH
Occupancy: 2

Storage: 50 in saddlebags
Value: $1,000

Type of Movement: Land

________________________________________________________________
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Name: Pickup Truck
Average Speed: 40 Miles per Hour

Average Speed MPG: 30
Maximum Speed: 60 Miles per Hour

Maximum Speed MPG: 28
Health: 40

Damage Reduction: 2
Vehicle CTBH: 2

Fuel Tank Max: 38 Gallons
Ram: 40 Damage (Bypasses 10 Damage Reduction) (Deals 5 damage to itself every ram, ignoring DR.)

Cover: Yes
Occupant Cover Bonus: +2 CTBH

Move Bonus: +2 CTBH
Occupancy: 13 (The bed is usually converted into storage, the front can only hold 3 passengers.)

Storage: 5 in Glovebox
Value: $2,500

Type of Movement: Land

________________________________________________________________

Name: Spectrum
Average Speed: 55 Miles per Hour

Average Speed MPG: 22
Maximum Speed: 75 Miles per Hour

Maximum Speed MPG: 20
Health: 60

Damage Reduction: 2
Vehicle CTBH: 3

Fuel Tank Max: 30 Gallons
Ram: 30 Damage (Bypasses 10 Damage Reduction) (Deals 5 damage to itself every ram, ignoring DR.)

Cover: Yes
Occupant Cover Bonus: +2 CTBH

Move Bonus: +3 CTBH
Occupancy: 2 in front

Storage: 50 in trunk, 5 in Glovebox
Value: $40,000

Type of Movement: Land

________________________________________________________________
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________________________________________________________________

Name: Summit SUV
Average Speed: 40 Miles per Hour

Average Speed MPG: 30
Maximum Speed: 60 Miles per Hour

Maximum Speed MPG: 28
Health: 40

Damage Reduction: 2
Vehicle CTBH: 2

Fuel Tank Max: 38 Gallons
Ram: 30 Damage (Bypasses 10 Damage Reduction) (Deals 5 damage to itself every ram, ignoring DR.)

Cover: Yes
Occupant Cover Bonus: +3 CTBH

Move Bonus: +2 CTBH
Occupancy: 6

Storage: 5 in Glovebox
Value: $2,000

Type of Movement: Land

________________________________________________________________
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________________________________________________________________

Name: Military Aircraft Carrier
Average Speed: 34 Miles per Hour

Health: 10,000
Damage Reduction: 40

Vehicle CTBH: -20
Fuel Tank Max: Military Aircraft Carriers are nuclear powered, and require refueling once every 20 years.

Ram: 30 Damage (Bypasses 10 Damage Reduction) (Deals 5 damage to itself every ram, ignoring DR.)
Cover: Yes

Occupant Cover Bonus: +0 CTBH (Can go below deck for full cover)
Move Bonus: +3 CTBH

Occupancy: 6000
Storage: Can hold up to 80 Fighter Jets, 2 Helicopters, and a very large amount of personal storage.

Value: $24,000,000,000
Type of Movement: Water

________________________________________________________________
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________________________________________________________________

Name: Military APC
Average Speed: 5 Miles per Hour

Average Speed MPG: 4
Maximum Speed: 15 Miles per Hour

Maximum Speed MPG: 2
Health: 130

Damage Reduction: 15
Vehicle CTBH: 0

Fuel Tank Max: 96 Gallons
Cover: Yes

Occupant Cover Bonus: Full Cover
Move Bonus: +0 CTBH

Occupancy: 6
Storage: 300

Value: $500,000
Type of Movement: Land (Requires 15 points in the Pilot skill to use)

Crunch: Instead of Ram, APCs get Crunch. Crunch is an APC attack that does not require a Pilot check to commence (If the APC
could run over whatever it is hitting in real life, it can here). Crunch deals 150 damage to anything it runs over. This deals the

APC 5 damage that ignores Damage Reduction, and any vehicle that would normally explode by reaching a health total of -30 is
instead flattened, and does not explode.

Top-mounted machine gun: A single DShK 1938 Emplaced Turret that gives +5 CTBH to the user is emplaced on the top of the APC
for use by a secondary gunner, though it does not have full cover, and denies your Agility bonus to CTBH. It can be pivoted in 360

degrees. A gunner in this position does not use up an occupancy slot.

________________________________________________________________
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Name: Military Infantry Jeep
Average Speed: 40 Miles per Hour

Average Speed MPG: 30
Maximum Speed: 60 Miles per Hour

Maximum Speed MPG: 28
Health: 60

Damage Reduction: 8
Vehicle CTBH: 2

Fuel Tank Max: 38 Gallons
Ram: 30 Damage (Bypasses 10 Damage Reduction) (Deals 5 damage to itself every ram, ignoring DR.)

Cover: Yes
Occupant Cover Bonus: +0 CTBH

Move Bonus: +3 CTBH
Occupancy: 2

Storage: 5 in Glovebox
Value: $4,000

Type of Movement: Land
A single DShK 1938 Emplaced Turret that gives +5 CTBH to the user is emplaced on the back of the Jeep for use by a secondary
gunner, though it does not have full cover, and denies your Agility bonus to CTBH. It can be pivoted in 180 degrees. A gunner in

this position does not use up an occupancy slot.

________________________________________________________________

Name: Military Patrol Boat
Average Speed: 40 Miles per Hour

Average Speed MPG: 8
Health: 350

Damage Reduction: 15
Vehicle CTBH: 2

Fuel Tank Max: 80 Gallons
Ram: 40 Damage (Bypasses 10 Damage Reduction) (Deals 5 damage to itself every ram, ignoring DR.)

Cover: Yes
Occupant Cover Bonus: +1 CTBH

Move Bonus: +3 CTBH
Occupancy: 12

Storage: 300, 5 in Glovebox
Value: $10,000

Type of Movement: Water
Four DShK 1938 Emplaced Turrets that give +5 CTBH to their users are emplaced on the back of the boat for use by support

gunners, though they do not have full cover. The turrets deny your Agility bonus to CTBH, and can be pivoted in 180 degrees. A
gunner in this position does not use up an occupancy slot. Also, it has one frontal external minigun. This Minigun can pivot 360

degrees, and can be fired by either the pilot or the secondary passenger within the boat. This weapon can be fired as two Normal
Actions per turn, but doing so causes the boat to slow and/or stop, as no Move Action was able to be made. . Reloading is

autonomous and takes a Swift Action, but once the ammunition capacity (400 Bullets) has been depleted, the Minigun must be
loaded manually, taking four Normal Actions.

________________________________________________________________
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________________________________________________________________

Name: Military Light Tank
Average Speed: 5 Miles per Hour

Average Speed MPG: 2
Maximum Speed: 15 Miles per Hour

Maximum Speed MPG: 1
Health: 130

Damage Reduction: 15
Vehicle CTBH: 0

Fuel Tank Max: 500 Gallons
Cover: Yes

Occupant Cover Bonus: Full Cover
Move Bonus: +0 CTBH

Occupancy: 6
Storage: 300

Value: $900,000
Type of Movement: Land (Requires 15 points in the Pilot skill to use)

Crunch: Instead of Ram, Tanks get Crunch. Crunch is an Tank attack that does not require a Pilot check to commence (If the
Tank could run over whatever it is hitting in real life, it can here). Crunch deals 150 damage to anything it runs over. This deals
the Tank 5 damage that ignores Damage Reduction, and any vehicle that would normally explode by reaching a health total of

-30 is instead flattened, and does not explode.

Tank Shell: A tank shell that deals 300 damage can be launched at the enemy from the main gun. It is considered an Explosives
weapon. It can be fired by the pilot or an independent shooter from within the tank once per turn (This takes two General

Actions). It takes a normal action to reload, and the main gun can be turned 360 degrees in most
circumstances during the same turn that the gun is fired.

Top-mounted machine gun: A single DShK 1938 Emplaced Turret that gives +5 CTBH to the user is emplaced on the top of the
Tank for use by a secondary gunner, though it does not have full cover, and denies your Agility bonus to CTBH. It can be pivoted

in 360 degrees. A gunner in this position does not use up an occupancy slot.

________________________________________________________________
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________________________________________________________________

Name: Military Heavy Tank
Average Speed: 4 Miles per Hour

Average Speed MPG: 2
Maximum Speed: 10 Miles per Hour

Maximum Speed MPG: 1
Health: 200

Damage Reduction: 25
Vehicle CTBH: 0

Fuel Tank Max: 500 Gallons
Cover: Yes

Occupant Cover Bonus: Full Cover
Move Bonus: +0 CTBH

Occupancy: 6
Storage: 300

Value: $1,500,000
Type of Movement: Land (Requires 15 points in the Pilot skill to use)

Crunch: Instead of Ram, Tanks get Crunch. Crunch is an Tank attack that does not require a Pilot check to commence (If the
Tank could run over whatever it is hitting in real life, it can here). Crunch deals 150 damage to anything it runs over. This deals
the Tank 5 damage that ignores Damage Reduction, and any vehicle that would normally explode by reaching a health total of

-30 is instead flattened, and does not explode.

Tank Shell: A tank shell that deals 300 damage can be launched at the enemy from the main gun. It is considered an Explosives
weapon. It can be fired by the pilot or an independent shooter from within the tank once per turn (This takes two General

Actions). It takes a normal action to reload, and the main gun can be turned 360 degrees in most
circumstances during the same turn that the gun is fired.

Top-mounted machine gun: A single M2 Emplaced Turret that gives +5 CTBH to the user is emplaced on the top of the Tank for
use by a secondary gunner, though it does not have full cover, and denies your Agility bonus to CTBH. It can be pivoted in 360

degrees. A gunner in this position does not use up an occupancy slot.

________________________________________________________________
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________________________________________________________________

Name: Military Transport Truck
Average Speed: 40 Miles per Hour

Average Speed MPG: 30
Maximum Speed: 60 Miles per Hour

Maximum Speed MPG: 28
Health: 80

Damage Reduction: 5
Vehicle CTBH: 2

Fuel Tank Max: 38 Gallons
Ram: 40 Damage (Bypasses 10 Damage Reduction) (Deals 5 damage to itself every ram, ignoring DR.)

Cover: Yes
Occupant Cover Bonus: +3 CTBH

Move Bonus: +2 CTBH
Occupancy: 12

Storage: 100, 5 in Glovebox
Value: $40,000

Type of Movement: Land
Top-mounted machine guns: A single M2 Emplaced Turret that gives +5 CTBH to the user is emplaced on the rear side of the

transport for use by a secondary gunner, though it does not have full cover, and denies your Agility bonus to CTBH. On the front
of the transport, there is a Grenade Machinegun Emplaced Turret with the same cover bonus and CTBH bonus. They can both be

pivoted in 360 degrees. Gunners in these positions do not use up an occupancy slot.

________________________________________________________________
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Name: Speed Boat
Average Speed: 50 Miles per Hour

Average Speed MPG: 20
Health: 60

Damage Reduction: 2
Vehicle CTBH: 2

Fuel Tank Max: 40 Gallons
Ram: 30 Damage (Bypasses 10 Damage Reduction) (Deals 5 damage to itself every ram, ignoring DR.)

Cover: Yes
Occupant Cover Bonus: +2 CTBH

Move Bonus: +3 CTBH
Occupancy: 6

Storage: 50, 5 in glovebox
Value: $6,000

Type of Movement: Water

________________________________________________________________

Name: Taxi
Average Speed: 30 Miles per Hour

Average Speed MPG: 30
Maximum Speed: 65 Miles per Hour

Maximum Speed MPG: 28
Health: 30

Damage Reduction: 0
Vehicle CTBH: 3

Fuel Tank Max: 36 Gallons
Ram: 25 Damage (Bypasses 10 Damage Reduction) (Deals 5 damage to itself every ram, ignoring DR.)

Cover: Yes
Occupant Cover Bonus: +1 CTBH

Move Bonus: +2 CTBH
Occupancy: 5

Storage: 50 in trunk, 5 in Glovebox
Value: $4,000

Type of Movement: Land

________________________________________________________________
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________________________________________________________________

 

Name: The Annihilator
Average Speed: 200 Miles per Hour

Average Speed MPG: 1
Health: 300

Damage Reduction: 20
Vehicle CTBH: 3

Fuel Tank Max: 800 Gallons
Ram: 600 Damage (Bypasses 10 Damage Reduction) (Deals 330 damage to itself every ram, ignoring DR.)

Cover: Yes
Occupant Cover Bonus: +8 CTBH

Move Bonus: +14 CTBH
Occupancy: 2

Storage: 5 in Glovebox
Value: $52,000,000

Type of Movement: Fly (Requires 50 points in the Pilot skill to use)
Weapons: One Minigun and 8 Anti-Air Stinger Missile Launchers. Both can be fired by either the pilot or the secondary passenger.
These weapons can be fired as if you were dual wielding, without the penalty. Essentially, you can fire every weapon at the same

time, firing the minigun and 8 missiles. These weapons can be fired as two Normal Actions per turn as per normal, though this
causes the Helicopter to hover in place, unable to move that round. Reloading is autonomous and takes a Swift Action, but once
the ammunition capacity (2000 Bullets and 24 Missiles) have been depleted, the helicopter is required to land in order to load

more shells, as the weapons are mounted on the outside of the helicopter).

________________________________________________________________
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________________________________________________________________

Name: Transport Helicopter
Average Speed: 150 Miles per Hour

Average Speed MPG: 2
Health: 120

Damage Reduction: 15
Vehicle CTBH: 3

Fuel Tank Max: 400 Gallons
Ram: 600 Damage (Bypasses 10 Damage Reduction) (Deals 330 damage to itself every ram, ignoring DR.)

Cover: Yes
Occupant Cover Bonus: +8 CTBH

Move Bonus: +14 CTBH
Occupancy: 20

Storage: 300, 5 in Glovebox
Value: $120,000

Type of Movement: Fly (Requires 50 points in the Pilot skill to use)

________________________________________________________________
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Name: Transport Plane
Average Speed: 600 Miles per Hour

Average Speed MPG: 100
Health: 50

Damage Resistance: 10
Vehicle CTBH: 2

Fuel Tank Max: 2800 Gallons
Cover: Yes

Occupant Cover Bonus: Always Full Cover
Move Bonus: +16 CTBH

Occupancy: 38
Storage: 50

Value: $1,000,000
Type of Movement: Fly (Requires 50 points in the Pilot skill to use)

________________________________________________________________

Name: Valorous
Average Speed: 50 Miles per Hour

Average Speed MPG: 30
Maximum Speed: 80 Miles per Hour

Maximum Speed MPG: 28
Health: 70

Damage Reduction: 2
Vehicle CTBH: 3

Fuel Tank Max: 22 Gallons
Ram: 30 Damage (Bypasses 10 Damage Reduction) (Deals 5 damage to itself every ram, ignoring DR.)

Cover: Yes
Occupant Cover Bonus: +1 CTBH

Move Bonus: +2 CTBH
Occupancy: 2 in front

Storage: 50 in trunk, 5 in Glovebox
Value: $70,000

Type of Movement: Land

________________________________________________________________
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Name: Van
Average Speed: 40 Miles per Hour

Average Speed MPG: 16
Maximum Speed: 70 Miles per Hour

Maximum Speed MPG: 14
Health: 80

Damage Reduction: 5
Vehicle CTBH: 3

Fuel Tank Max: 25 Gallons
Ram: 40 Damage (Bypasses 10 Damage Reduction) (Deals 5 damage to itself every ram, ignoring DR.)

Cover: Yes
Occupant Cover Bonus: +5 CTBH

Move Bonus: +3 CTBH
Occupancy: 8

Storage: 200, 5 in Glovebox
Value: $20,000

Type of Movement: Land

________________________________________________________________

Name: Veloce GT
Average Speed: 120 Miles per Hour

Average Speed MPG: 3
Maximum Speed: 200 Miles per Hour

Maximum Speed MPG: 1
Health: 40

Damage Reduction: 0
Vehicle CTBH: 3

Fuel Tank Max: 30 Gallons
Ram: 35 Damage (Bypasses 10 Damage Reduction) (Deals 5 damage to itself every ram, ignoring DR.)

Cover: Yes
Occupant Cover Bonus: +2 CTBH

Move Bonus: +12 CTBH
Occupancy: 2

Storage: 50 in trunk, 5 in glovebox
Value: $5,000,000

Type of Movement: Land

________________________________________________________________
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Vehicles in combat move on initiative just like people do. Unlike on foot, Vehicles cannot double 
move. They can, however, go at Maximum Speed. However, this does not take more than a single 
Move Action made by the Pilot. Normal Actions include ramming into enemies, drawing a weapon, 
firing a weapon, using fight from cover as a  Pilot, etc. For vehicles such as The Annihilator, Normal
Actions can be used to fire the onboard weapons. If no Move Action is taken (Hovering in the case 
of Helicopters, flying in a straight line in the case of airplanes, slowing or stopping in the case of 
land vehicles and boats) the onboard weapons can be fired as two Normal Actions, just like ground 
combat. 
___________________________________________________________________________________________________________________________________________________________________________________________________________

For a Pilot to roll initiative against other opponents, he rolls a Pilot check.
___________________________________________________________________________________________________________________________________________________________________________________________________________

To take an Opportune Action in a vehicle, the Pilot makes a Pilot check.
___________________________________________________________________________________________________________________________________________________________________________________________________________

Due to the complexities of vehicle combat, vehicles can trail behind other vehicles if they are 
traveling at least within 30 MPH of how fast the opponent they are tailing is going. This takes into 
account speeding up, slowing down, and avoiding obstacles and other vehicles. To trail an enemy 
that wishes to get away, you make a Pilot check opposed by their Pilot check. If you fail, they are 
able to get away within the course of an hour. If you succeed, you are able to continue following 
them for that hour, and time afterwords. Another trailing check can be made after the last one if 
the enemy is still trying to escape after that hour has passed.
___________________________________________________________________________________________________________________________________________________________________________________________________________

Finally, the table below shows the conversion of MPH to Combat Rounds. Move Action Equivalent 
Movement Conversion.

  1-9 MPH | 15 Feet per Move Action
10-19 MPH | 85 Feet per Move Action
 20-29 MPH | 180 Feet per Move Action
 30-39 MPH | 265 Feet per Move Action
 40-49 MPH | 360 Feet per Move Action
 50-59 MPH | 440 Feet per Move Action
 60-69 MPH | 520 Feet per Move Action
 70-79 MPH | 600 Feet per Move Action
 80-89 MPH | 720 Feet per Move Action
90-100 MPH | 840 Feet per Move Action
101-150 MPH | 1200 Feet per Move Action
151-200 MPH | 1440 Feet per Move Action
201-300 MPH | 2200 Feet per Move Action
301-400 MPH | 3000 Feet per Move Action
401-500 MPH | 3960 Feet per Move Action
501-600 MPH | 4800 Feet per Move Action
   600+ MPH | 5500 Feet per Move Action
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gamemaster section
 

The following section is a helpful guide for Gamemasters running Mercenaries: Blood
Money. It is no way a “forbidden zone” for players, but it is information that will only

be valuable to Gamemasters. 
________________________________________________________________

REPUTATION
________________________________________________________________
Factions play a vital role in Mercenaries: Blood Money, and as such they have a Faction Reputation towards
the Mercenaries. This indicates their status towards them. Most of the time, even at Vilified, Factions can

eventually be brought to Friendly. There are exceptions, but for the most part Faction Reputation is a
malleable status, one that can be changed quite frequently depending on the situation. Factions rarely

change their reputation with other factions, but because the Mercenaries are a small group, Reputation can
change considerably and frequently. Remember, it takes a lot more time for the Mercenaries to come to be
Trusted, Liked, and eventually Friendly with a Faction than it does to become Untrusted, Hated, and Vilified

by a faction.

Friendly The faction will give the Mercenaries a 10% discount on all items purchased
from them, in addition to giving the Mercenaries free reign to explore areas

normally off-limits to the Mercenaries. As well, combatants of the faction will
actively work to maintain the well-being of the Mercenaries, working with them

as much as possible.

Liked Factions that like the Mercenaries will grant them the ability to speak with the
faction leader, allowing the Mercenaries to work with him/her directly on

contracts of vital importance. In addition, shopkeepers of the Faction will give
the Mercenaries a 5% discount on all of their wares.

Trusted Factions that trust the Mercenaries will open trade with them, offering
equipment to aid them in their contracts. As well, the faction will open up many

of their high-importance bases to them, and allow them to speak to high-tier
officers for more important contracts. However, the Faction Leader's home

base is still off limits to the Mercenaries. 

Neutral Neutral factions will not sell equipment to the Mercenaries, however they will
allow the Mercenaries access to lower-tier officers of the Faction for

contracts, as a chance to prove themselves trustworthy to the faction. High-
importance bases are still off-limits to the Mercenaries.

Untrusted Factions that do not trust the Mercenaries do not offer contracts to them,
however they accept bribes and attacks on their enemies as atonement.

Factions that do not trust the Mercenaries are at a teetering point between
wanting to kill the Mercenary and not wanting to kill them. 

Hated Factions that hate the Mercenaries attack them on sight, however they do not
see it necessary to hunt and actively attempt to eradicate the Mercenaries.
Factions that hate the Mercenaries do not see them as a burden as large as

their other enemy factions.

Vilified Factions that vilify the Mercenaries despise them with a burning passion, and
actively see to their demise. Factions that do not have the resources to hunt
the Mercenaries do not waste them to fruitlessly war with them, but if they

can, they wage a war against them.
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Factions typically consist of a Faction Leader (Usually Level 30), 12 or so high-tier officers (Usually Level 25), 36 low-
tier officers (Usually Level 20), about 100,000 commanding officers (Usually Level 15) and anywhere from  500,000 to
1,000,000 infantry (Levels 1-14) at the warzone. Criminal Organizations employ considerably less combatants, and 
situations are varied between faction-to-faction. It is entirely your discretion how large the factions that the 
Mercenaries encounter are.

________________________________________________________________
It is important to note that, in order to create a conflict worthy of a Mercenaries: Blood Money game, there should be
at least one faction that is opposed to all others in the region (Usually the problem child, the one that starts the war 
and the primary threat to all other factions). This way, factions that vilify each other have a common enemy, and 
there is tension beyond two factions hating each other. The Mercenaries will be in their element when in a situation 
where there are multiple factions that wish for help against a singular primary threat. 

________________________________________________________________
Factions use the Reputation table that the Mercenaries do, viewing other factions a certain way and acting on that 
Reputation level. Rarely will large factions change opinions with each other; these feelings are much less malleable 
than the reputation of the Mercenaries to these factions. 

________________________________________________________________
You may find factions that already exist in the Mercenaries world here. These should be taken into consideration 
when creating a campaign. One thing of note is that the Allied Nations (This world's version of the United Nations; in 
Mercenaries, they represent the interests of the United States) and the People's Liberation Army of China have 
appeared in both games, making them prominent factions that should be taken into account often. These two 
factions have had opposing interests in both Mercenaries and Mercenaries 2, even going so far as to fight against 
each other in Mercenaries 2. While you are free to make your own factions and relations within your game, the 
factions included in Mercenaries are usually either a. Criminal factions such as Modern Pirates and The Mafia (Who 
act as great trade factions, as they deal in wartime wares), b. Invading Military Factions looking to secure their own 
interests in the country (In both games this has been the Allied Nations and China), or c. A radicalist third party 
faction that opposes all others. While it is not necessary to follow this formula, it is a good idea. 

________________________________________________________________
To give you an idea on how you might want to structure your game's faction base, here is a diagram showing the 
faction relations of Mercenaries 2. Notice how the Mercenaries have a large amount of choices when it comes to 
allies and enemies, the only initial clear-cut enemy being the Venezuelan Army. As the Mercenaries begin to favor 
some factions over the other, they can begin to make more enemies. In both games, there is a neutral party criminal 
organization that has a lot of connections with the underworld, which makes for great trade outside of the faction 
reputation area, as they are against all factions. This setup ensures that the Mercenaries always have a faction that 
they can fight against, and it ensures that there is a third-party faction that offers an outside perspective. 

________________________________________________________________
What also may be a good idea is to include more than one criminal faction, so that there is some variety and choice 
in the matter when dealing with third-party factions (And, also, so the Mercenaries have something to fight at lower 
levels, since criminals are typically easier to fight than militarized soldiers with attack helicopters. This way, there is 
more incentive to fight some of the criminals since there are two factions comprised of them that are opposed to 
each other). 

________________________________________________________________
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________________________________________________________________
character templates

________________________________________________________________
A good idea to take away a bit of the difficulty of building a world from the ground up is to use pre-made enemies

that are already balanced to the game. Here are some low-level characters that   the Mercenaries may find
throughout the warzone.

________________________________________________________________

Civilian

Level: 1

Attributes: 
S: 1  P: 10  E: 1  C: 10  I: 10  A: 6  L: 2

Health: 13

Carry Weight: 25

Movement Speed: 30 Feet

Critical Hit Chance: 20

CTBH: 8

Merc. Perk: Civilians don't get Merc. Perks; instead, they get 20 extra Skill Points at level 1. 

Damage Reduction: 0 Body, 0 Head

Skills: Computer Use: 20(+2) | Deception: 20(+2) | Engineering: 20(+2) | Explosives: 20(+2) |
Guns: 20(+2) |Heavy Weapons: 2 (-9) |*Hobby: 35(+3) | Lockpick: 20(+2) | Martial Arts: 2(-9) | 
Melee Weapons: 2(-9) | Medic: 20(+2) | Pilot: 20(+2) |**Profession: 50 (+5) | Sense Motive: 
20(+2) | Speech: 20(+2) | Sneak: 12(-3) | Survivalist: 2(-9) |

(* = Proficiency Point)

Items: Varied between person to person. 
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Military grunt (Any militarized faction)

Level: 1

Attributes: 
S: 8  P: 5  E: 3  C: 6  I: 8  A: 5  L: 5

Health: 43

Carry Weight: 200

Movement Speed: 25 (30 Feet – 5 Feet because of Armor Type)

Critical Hit Chance: 19-20

CTBH: 11 (9 + 2 because of Armor Type)

Perk: Vicious (+3 bonus to damage any time damage is dealt.)

Damage Reduction: 12 Body, 5 Head (Light Combat Armor, Light Combat Helmet)

Skills: Computer Use: 16 (-1) | Deception: 12 (-3) | Engineering: 16 (-1) | Explosives: 10 (-4) | 
*Guns: 25 (-3) | *Heavy Weapons: 31 (+1) | Lockpick: 10 (-4) | Martial Arts: 6 (-7) | *Melee 
Weapons: 31 (+1) | Medic: 16 (-1) | Pilot: 10 (-4) | Sense Motive: 10 (-4) | Speech: 12 (-3) | Sneak:
10 (-4) | Survivalist: 6 (-7) |

(* = Proficiency Point)

Items: Light Combat Armor, Light Combat Helmet, Combat Knife, 10mm Glock 20 Pistol, 
Magpul PDR Assault Rifle with Flashlight Mod, ___ 10mm Rounds, ___ 5.56mm Rounds, Dog 
Tags, Binoculars, varied other equipment (Money, pictures of family, Flares, etc.).
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thug (Any criminal faction)

Level: 1

Attributes: 
S: 8  P: 5  E: 2  C: 10  I: 10  A: 4  L: 1

Health: 29

Carry Weight: 200

Movement Speed: 25 (30 Feet – 5 Feet because of Armor Type)

Critical Hit Chance: 19-20 (20 + Stylish Perk)

CTBH: 11 (9 + 2 because of Armor Type)

Perk: Stylish (Critical Threat range is increased by 1. In addition, the thug gets a +1 bonus to 
confirming a Critical Hit against enemy CTBH, and a +5 bonus to damage on attacks that 
Critically Hit. This 5 damage is not multiplied by 2, it is added after the damage is 
multiplied.)

Damage Reduction: 9 Body, 1 Head (+1 Excessive Endurance, Bulletproof Vest)

Skills: Computer Use: 20 (+2) |*Deception: 35 (+3) | Engineering: 20 (+2) | Explosives: 10 (-4) | 
*Guns: 25 (-3) | Heavy Weapons: 16 (-1) |*Lockpick: 25 (-2) (-3+1 from Lockpick Set) | Martial 
Arts: 4 (-8) | Melee Weapons: 16 (-1) | Medic: 20 (+2) | Pilot: 10 (-4) | Sense Motive: 10 (-4) | 
Speech: 20 (+2) | Sneak: 8 (-6) | Survivalist: 4 (-8) |

(* = Proficiency Point)

Items: Bulletproof Vest, Business Clothing, Lockpick Set, Low Quality Drugs, MP5 
Submachine Gun with Long Barrel mod, ____ Random Weapon Mod, _____ 9mm Rounds, 
Switchblade (Combat Knife), varied other equipment (Money, pictures of family, alcohol, etc.).

Active Effects: +3 Damage with MP5 (Long Barrel)
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military infantry (any militarized faction)

Level: 5

Attributes: 
S: 5  P: 8  E: 7  C: 4  I: 3  A: 8  L: 5

Health: 94

Carry Weight: 125

Movement Speed: 30 (40 Feet – 10 Feet because of Armor Type)

Critical Hit Chance: 19-20

CTBH: 14 (11 + 3 because of Armor Type)

Perk: Accurate (+1 bonus to all attacks against enemy CTBH.)

Damage Reduction: 18 Body, 8 Head (Medium Combat Armor, Medium Combat Helmet)

Skills: Computer Use: 6 (-7) | Deception: 8 (-6) | Engineering: 6 (-7) | Explosives: 16 (-1) | 
**Guns: 50 (+3) | Heavy Weapons: 32 (-2) | Lockpick: 16 (-1) | Martial Arts: 14 (-2) | *Melee 
Weapons: 51 (+0) | Medic: 6 (-7) | Pilot: 16 (-1) | Sense Motive: 16 (-1) | Speech: 8 (-6) | Sneak: 
16 (-1) | Survivalist: 14 (-2) |

(* = Proficiency Point)

Items: Medium Combat Armor, Medium Combat Helmet, Combat Knife, Colt M1911 Pistol, HK 
G36 Assault Rifle with Flashlight Mod, ___ .45 Auto Rounds, ___ 5.56mm Rounds, Dog 
Tags, Binoculars, varied other equipment (Money, pictures of family, Flares, etc.).
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gangster (Any criminal faction)

Level: 5

Attributes: 
S: 3  P: 9  E: 4  C: 8  I: 1  A: 5  L: 10

Health: 61

Carry Weight: 75

Movement Speed: 25 (30 Feet – 5 Feet because of Armor Type)

Critical Hit Chance: 15-20 (16-20 + Stylish Perk)

CTBH: 15 (13 + 2 because of Armor Type)

Perk: Stylish (Critical Threat range is increased by 1. In addition, the gangster gets a +1 
bonus to confirming a Critical Hit against enemy CTBH, and a +5 bonus to damage on 
attacks that Critically Hit. This 5 damage is not multiplied by 2, it is added after the damage
is multiplied.)

Damage Reduction: 8 Body, 0 Head (Bulletproof Vest)

Skills: Computer Use: 2 (-9) |*Deception: 31 (+1) | Engineering: 2 (-9) | Explosives: 18 (+0) | 
*Guns: 77 (+2)(+6-4 from Dual Wielding) | Heavy Weapons: 6 (-7) |*Lockpick: 33 (+3) (+2+1 from 
Lockpick Set) | Martial Arts: 8 (-6) | Melee Weapons: 6 (-7) | Medic: 2 (-9) | Pilot: 18 (+0) | 
Sense Motive: 18 (+0) | Speech: 16 (-1) | Sneak: 10 (-4) | Survivalist: 8 (-6) |

(* = Proficiency Point)

Items: Bulletproof Vest, Expensive Clothing, Lockpick Set, Medium Quality Drugs, 2 Micro Uzi
Submachine Guns, ____ Random Weapon Mod, ____ 9mm Rounds, Switchblade (Combat 
Knife), varied other equipment (Money, pictures of family, alcohol, etc.).
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character sheet

(Note: You COULD print off the previous page to make character sheets. Or, alternatively, you

could just download it from here. However, when the world erupts into a violent World War
III that destroys most of mankind, there will be no internet. Maybe one day, you could

roleplay being Mercenaries after a long day of being a Mercenary. Who knows.)

Final notes
________________________________________________________________

Credits: This game's rules are based off of Fallout: A Post-Nuclear Roleplaying Game and Dungeons and
Dragons 3.5. The weapons in Mercenaries: Blood Money are based off of real world weapons or concepts of
weapons, each owned by various weapons manufacturers. A large majority of the concepts, art, factions,
vehicles, and rules are based off of Mercenaries: Playground of Destruction and Mercenaries 2: World in
Flames. Some of the art pieces are owned by various other games, however this game is a non-profit fan
game that does not need to endlessly cite every single picture source. They're mainly there to make the

rulebook look pretty. 
________________________________________________________________

FREQUENTLY ASKED QUESTIONS
[Note: All of the Frequently asked Questions have never actually been asked. They are assumptions of

questions that people may have]

FAQ: Why make a game about Mercenaries? No one even played those games!

A: Because I like them. 

FAQ: Why is the game so damn hard? 

A: Because I like to challenge players, and make them feel mortal. You lose some of the rich feeling in
roleplaying games when there are no stakes. 

FAQ: Why is your game so simple?

A: Because player death is frequent due to the lethality of this game, and an easy-to-use character
creation system helps ease the pain in the ass it is to make a new character. As well, once I made the

system, it really didn't need to be any more complicated. One thing I notice with some systems
(CoughCoughD&D3.5Cough) is that there is a plethora of rules that could simply be handled by Gamemaster
fiat and arbitrary on-the-spot rulings. A simple game leaves room for expansion by the Gamemaster. As the

fictional Pirate Captain Barbossa once said: “They aren't so much rules as...guidelines.” So is true here. 

FAQ: How do I contact the creator of this to tell them how much this sucks?

A:  You can contact me at MercenariesBloodMoney@Gmail.com
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