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Game system

Athletics: Athletic skills, running, swimming, climbing, defense, close combat...
Intelligence: Knowing or seeking information, avoiding being deceived, hiding...
@ Charisma: Seducing, deceiving, giving orders, convincing, negotiating...

Ability: Doing things with hands, opening locks, operating mechanisms, riding,
hiding, ranged combat...

Perception: Sense danger, see, hear, look for...

I I Attributes

—

Attribute Actions:
How an Action is Performed and Points Achieved in.an Action:
o Roll as many dice as d6 have the Attribute.

o One point is added for each d6 that equals or exceeds the diﬁiculty@.
o One point is subtracted for each d6 that rolls a 1.

W Normal Action (NA): The action has a challenge*‘ (1, easy; 3, difficult; 4 or more,
very difficult) to be matched or surpassed by the points scored in the attribute action.

X‘Confronted action (CA): wins whoever scores more points (the points scored by
the opponent are the ’8), if there is a draw, the action is replayed. (example: chase)
4wAssociated action: ¥ or‘v‘of the leader, others adds d6 & subtract 1 point each.
Result: =or> ’8: Success.//=or > *‘ *‘: Critical success.// < 0 points: Flumbe.

@ Vs @: Going unnoticed. // @vs @: Impersonating someone.

@ 'S : Surprise( ? ) an enemy (only if he hasn't seen you), pick pockets.
7 Stealth

Combat:

>
Initiative: “¥* Athletics [E (the order goes from highest to lowest score).
If an action is delayed, the new initiative is applied for the rest of the combat.

Turn: ~10 seconds, et X, » and even 00 can be done.
XCombat Action (any of the following)
i Move: 9 m /3 m (Walking / Swimming, climbing, crawling).

# Close Combat: ¥ Athletics LI vs Opponent's.Combat Defense .

PiRanged Combat; ¥ Ability@vs the Opponent’s . .(can be av, rain of arrows)
- bt

7 Grablholdirelease: “¥ Athletics ]E Vs [E

Defend: ¥ AthIetics[E. Allows the points scored to be added to the . until the next
turn begins.

\J

é’ Magic Power (see Execution): ¥ IntelligenceA vs Magic Defense 2 of the
target (non-volunteer), or vs ¥ equal to 1+*( personal T target or object 5\»).
» Quick action:

Unsheathe / drink potion/s‘toop/rise/step L (3m/1m).

% Fast attack (only with R Wall): Allows to attack as a P> wwhoever moves farther

away from the “Wall's
) Free action (FA):

L
Speak or activate a combat power &
Result of an Attack:

o Success: Hit, opponent loses 1 HP. // Critical success: Critical Hit, loses 2 HP.
o Flumbe: Weapon falls to the ground and the remaining actions of the turn are lost.

step L. (Reaction l , can be done out of turn).

Powers:
The Powers, whether magical ($), general ( & ).or combat ( i), allow the hero to

do extraordinary things. Each power has several levels, each with its cost in power
points (*) and a effect (described in the tables using symbols).

To use a Power Level the hero spends the* indicated by the level (basic costs 0)
and the time required (Execution). Then, if itis a A ( & or i do not require action

for its activation), it is required an ¥ of A vs %+ of the target (or vs & 1+ik
) and, if successful, the-effect lasts the Duration (success/Critical success). The

"Magical" classes have a training at'L1 which gives them My A for usingA
when the hero carries the symbol or animal (the" it is controlled ‘&' by the Druid).

. 8 e
Equipment # ( Resources Actions):
To get any item (weapon, armor, animal or vehicle) you have to go to the right place and

achieve a successful result in a ¥ ofw, with critical success you can achieve
something better than what you were looking for.

The Savings ( $ ) are extra points that can be spent and added (after rolling) to any
Waction. They are obtained when the character is created, as payment orin treasures.

The challenge (*‘) of this action is the Cost. The standard cost of any regular item
is 2. For an animal (or. vehicle) the standard cost is 3 per passenger it can carry. In

return, using it lowers the difficulty @ of the actions for which it is used by 1 (»)).
Magical o high quality ®: Each +4d6 (™ ) multplies the Cost x2. Adding another
can only be done once and multiplies the Cost x10.

Potions can replicate some magical powers A and its Cost will be ZX(* +1).
Weapons:

The normal weapons, in addition to lowering the @ of the combat action by 1:
)
o Small arms: +4d6 to the attack. ( ®to {orw) (Standard cost 2)

o Heavy weapons: +1 point to the attack. (eto P'e or\zj) (Standard cost 2)

Armor:
e Light:+1'to '/ No penalty. ( == /-) (Standard cost 2)

o Heavy: +3 to ./ -2d6 Athletics. ( -2d6 ]E) (Standard cost 4)
Some .armors; magical or especially well made, have no penalties (Cost x4) or add

more v to their wearer (Cost x3 each .).

Movie Resources (MR Points %)
These tokens can be used at any time during-the session to get a cinematic resource
to help the hero with some action. For example, a conveniently open door, a horse
ready under the window...

Level up: Each game session gives 1 PX, plus another one if the GF considers it
appropriate. To jump one level, you must spend as many PX as the new level (from
N1 to N2, 2 PX; from N2 to N3, another 3 PX; ...from N4 to N5, another 5 PX..)

In addition to what is indicated in the Heroes tables (Development, Races, Classes)

(inside the triptych), with each new level, the hero gains one maximum - .

Recovery and death:
HP are recovered by magical healing, potions or by resting the amount of time'(which
depends on what is left) indicated in the table of the character sheet.

A Disabled Hero makes a ¥ of@ 'S *‘ (- HP) very hour or loses 1 HP. With a
success stops losing HP and with a critical success recovers 1 HP.

ﬁ are recovering at a rate of 1 every hour.

B are recovered at each session or as a reward for a memorable action.

seteCreative
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HEROES OF FIRE & STEEL |

Player:
Hero: Level: PX:
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d6 @
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Condition Current Health Actions
Excited ~ [ H2IIP =1 C‘J/
V orlh @ Ve §Q/ O
" @Slimulawd §_v\ +11TP +2d6
61 )
. orot Normal K/ +ONS
) or 1k Wounded -IHP -2d6
_\_) or&h Badly hurt 2Hp <1 @&
o "
Ao darke nicbled aHr 2@
y 2
v Dead -6HP @ Savings:

1. Set, initially, 2 d6 and difficulty @ 6 to all Attributes.
2. Distribute 24 d6 among the Attributes.

3. Distribute 4 points to lower the difﬁculty@ of the Attributes.
o The minimum difficulty (with these points) is 4.

4. Calculate your Combat Defense  J and your Magic Defense =3
o .: 1 per 4d6 in Athletics @
o 1 for each 4d6 in Inteligence A&\

. Choose Class and record the Power of your class for Level 1. (Hero Tables)
. Choose Race and add the Race's upgrade or Power for Level 1. (Hero Tables)

. Write down 2 power points (33 ) (this is also your maximum power).
. Choose your starter equipment using your savings as if you were in the

o ~N oo

department store: (You have your d6 in Resources as savings $ )
@
o Add the bonuses of &¥ to your .

9. Collect 3 Movie Resources Tokens (W").
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