
HERALDIC WEAPONS
• lance and banner (2-harm hand flag)
• pair of pistols (2-harm close loud)
• rifled carbine (2-harm close loud)
• saber (3-harm hand)
• smg (2-harm close autofire messy)
• sniper rifle (3-harm far loud reload)

THE

Choose one of these profiles:
• Power+2 sight+1 1-armor weakness+2
• Power+2 sight+2 0-armor weakness+2
• Power+1 sight+2 1-armor weakness+2
• Power+2 sight+1 2-armor weakness+3

Choose its type:
  Animal, human, or machine.

Choose its strength or strengths:
  Agile, easily maintained, fast, huge, 
  off-road, quiet, strong, tough,
  uncomplaining, warhorse, willing, 
  workhorse. Choose as many as its power.
Choose its look or looks:
  Blackened, decorated, fiery, filthy, 
  frightening, glowing, magnificent,
  metal plates, painted, prancing, shaggy,  spikes & leather. 
  Choose as many as its sight.
Choose its weaknesses:
  Angry, confused, diseased, envious, gluttonous, greedy, lazy, lusty,
  nervous, picky, proud, sloppy, slothful, slow, stubborn, tempermental,
  treacherous, ugly, vain. Choose as many as its weakness.
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Introducing

�ose seals are broken and the end has come. Seems like we didn't all
get the message, huh? Well, somebody has to break the bad news to the
fools gone deaf. Better be one tough sonofabitch though. �ese
motherfuckers are like to kill the messenger.

The

If you're charging someone wealthy for your services, 1-barter is the going rate 
for one message or valuable delivered; one convoy led through hostile territory; one 
week's agitation of a rival's holding; one month's service as personal herald.

1-barter will cover a month's living expenses, if your tastes aren't too grand.

As a one-time expenditure, and very subject to availability, 1-barter might
count for: any weapon, gear or fashion not valuable or hi-tech; the material costs of 
a crash resuscitation by an angel; repair of a piece of hi-tech gear by a savvyhead; a 
week's hire of the protective companionship of a battlebabe or gunlugger; a year's 
tribute to a warlord; a month's maintenance and repairs for a hi-performance vehicle 
well used; bribes, fees and gifts sufficient to get you into almost anyone's presence.

For better stuff, you should expect to make particular arrangements. You
can't just wander around the commons of some hardhold with oddments
ajangle and expect to find hi-tech or luxe eternal.

THE HORSEMAN

ADDITIONAL RULES
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A Horseman character may never be retired to a place of safety, no matter how 
many advances. Death or redemption, no other choice.

GANGS & HARM
If there’s a size mismatch between gangs, each step the attacker is bigger 

1-harm: a few injuries, one or two serious, no fatalities.
2-harm: many injuries, several serious, a couple of fatalities.
3-harm: widespread injuries, many serious, several fatalities.
4-harm: widespread serious injuries, many fatalities.
5-harm and more: widespread fatalities, few survivors.
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3-harm. If the leader is both weak and 

If a PC is a member of a gang taking harm, how much harm the PC takes 
depends on her role in the gang. If she’s a leader or a prominent, visible 

the gang, or if she’s intentionally protecting herself from harm instead of HORSEMANTHE



HORSEMAN MOVES
       Infernal Steed: when atop your steed…

…if you act under fire, add your steed's sight to your roll.
…if you try to seize something by force, add your steed's power to your roll.
…if you go aggro, add your steed's power to your roll.
…if you open your mind to the psychic maelstrom while mounted, add
your steed's sight to your roll.
…if you help or interfere with someone, add your steed's power to your roll.
…if someone interferes with you, add your steed's weakness to their roll.

      Come and See: when you attack a fortress or a building with people 
in it, you and your steed count as a gang (3-harm gang small).
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 stabilized

 shattered (-1cool)

 crippled (-1hard)

 
 broken (-1sharp)

CREATING A HORSEMAN
To create a horseman, choose name, looks, stats, moves, gear, steed, and Hx.

NAME
Angelica, Caesar, Carter, Castigan, Dakota, 
Duval, Elias, Ezekiel, Hamilton, Kai, 
Lincoln, Marcus, McClusky, Seth, Slade, 
Ursula, or Vickers.

Archer, Bronze, Famine, Four Winds, 
Haggard, Hessian, Lovely, Oxen,
Plague, Reno, Salvia, Sorry, Truth, Walker, 
Western, or Wood Words.

LOOK
Man, woman, androgynous, 
transgressing, or concealed.

Biker wear, cowboy wear, fetish-
bondage wear, leather wear, riot 
gear, scrounge wear, or vintage 
military wear.

Bearded face, earnest face, grim 
face, leering face, noble face, sad 
face, too young face, or weathered 
face.

All-white eyes, blue eyes, eagle 
eyes, imperious eyes, sunken eyes, 
uneven eyes, or weeping eyes.

Cut body, large body, pudgy body, 
rangy body, short body, sickly body,
thick body, or wrinkled body.

STATS
Choose one set:
• Cool+2, Hard+1, Hot-2, Sharp=0, Weird+1
• Cool+1, Hard+1, Hot-1 , Sharp=0, Weird+1
• Cool+1, Hard-1, Hot-1, Sharp+1, Weird+2
• Cool-1, Hard=0, Hot=0, Sharp+2, Weird+1

MOVES
You get all the basic moves.  You get 
infernal steed and then choose one 
horseman move. 

IMPROVEMENT
Whenever you roll a highlighted 
stat, and whenever you reset your 
Hx with someone, mark an 
experience circle. When you mark 
the 5th, improve and erase. 

Each time you improve, choose
one of the options. Check it off; 
you can’t choose it again.

IMPROVEMENT
> >>improveexperience

__ get +1 to any stat (max stat+3)
__ retire your character (to safety)
__ create a second character to play
__ change your character to a new type
__ choose 3 basic moves and advance them.
__ advance the other 4 basic moves.

__ get +1hard (max hard+2)
__ get +1hot (max hot+2)
__ get +1sharp (max sharp+2)
__ get +1weird (max weird+2)
__ get a new horseman move
__ get a new horseman move
__ get a gang (detail) and pack alpha
__ get 2 gigs (detail) and moonlighting
__ get a move from another playbook
__ get a move from another playbook

If you and another character have sex, 
they  hold 1. You can spend their hold by:
• fighting to protect them
• giving them something they want
�ey can spend their hold to have you 
show up where they are. Until their hold
is spent, you can't interfere with them.

GEAR & BARTER

HOLD

HX
Everyone introduces their characters by 
name, look and outlook. Take your turn.

List the other characters’ names.
Go around again for Hx. On your turn, 
choose one or both:
• One of them has ridden your steed, with 
or without you. Tell that player Hx+2.
• Choose the one you like the most. Tell 
that player Hx-1.
Tell everyone else Hx+1. You're not as 
sneaky as you think you are.

On the others' turns:
• Choose the character you think is the 
most vulnerable. Whatever that player 
tells you, ignore it; write Hx+3 next to 
the character's name instead.
• Everyone else, whatever number they 
tell you, write it next to their character's 
name.

At the end, find the character with the 
highest Hx on your sheet. Ask that player 
which of your stats is most interesting, 
and highlight it. �e MC will have you 
highlight a second stat too.

 
OTHER MOVES

      Conquest: when you and your steed lead a gang into battle, it counts 
as one size larger than it is.

 

      Famine: when you manipulate a person to part with possessions or
belongings, roll+weird instead of roll+hot.

 

GEAR
In addition to your steed, you 
get:
• 2 heraldic weapons
• oddments worth 1-barter
• fashion suitable to your look 
worth 1-armor (you detail)

      Hell Follows Close Behind: when you lead a group or convoy across 
the land, roll+hard. On a 10+, hold 3. On a 7-9, hold 1. You can spend 
your hold 1-for-1 to:
• take +1forward with one of them
• make them forget the way back
• add a want of your choice to the group
On a miss, you lead them into disaster, from which you are not exempt.

      Herald of the End Times: When you preach doom to a crowd, 
roll+weird. On a 10+, all 3. On a 7-9, choose 1:
• you put the fear into their hearts (want: +anxiety)
• you put them in a state of want, immediately
• they don't turn on you, regardless of their wants
On a miss, they turn on you, regardless of their nature.

__ get +1cool (max cool+2)
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