≤10 in ≤10 minutes. Roll 2D10;

2 = always success. Damage rolls do half the damage they would do by calculation.

20 = always a failure. Damage rolls do twice the damage they would do by calculation.

The players have stats;

Speed; The speed of your reactions.  MOV (1/2 SP) ; metres per action you can move in a run, half for walk.

Skill; the accuracy of your movements. HAND; hurting with your hands, SHOOT; shooting people, throwing things.

Strength; the power behind your movements.

Toughness; how well put together you are. STUN; how much blunt damage you can take.

Body; how much of you there is to soak up lethal damage.

IQ; your ability to problem solve and notice things. EMO INT PER; not important in ≤10 minutes. Players make IQ rolls to NOTICE things.

Knowledge: your ability to remember things and how much you know. COM OBS MUN;  not important. Players make KN rolls to remember or know things.

Power; How well your brain copes with crisis. PAIN HORROR WILL; obvious, no?

Players make PW rolls to keep it together under stress.

All of these range from 1 - 20 for humans. Average equals 10.

In most cases you roll 2D10, if its equal to or less than your stat, its a success.

Very hard tasks are rolled at -5, very easy ones at +5.

Skills that players have give a modifier to their roll. most skills go from -5 to +5.

Skills in <10 are very broad, so it’s up to the player to make a case for their application. Doctors have a skill called “be a doctor”. It’s up to the keeper when it applies and doesn’t.

When a player or extra tries to do something to another player or extra then a Versus roll is made. you add the "Attacker" Stat to 10 and subtract the "defender" stat to 10 to derive a number the "Attacker" must roll.

For example, when I try to hit someone, it's my SK Vs. their SP. My SK is 14, their SP is 13, I must roll 11 or less to hit them. ( 14 + 10 = 24. 24 – 13 = 11)

Damage from stuff: Things that hit you have an ST. If it was a person who hit you then its the ST of that person. If its a bullet or similar it has its own ST.

The Damage done is equal to the attackers ST (for swords knives etc) or the weapons ST (for guns, lasers). The victim makes a TN roll. The amount they pass by is subtracted from the Damage done, but if they fail the amount they failed by is added to the Damage done.

I have ST 15. They have TN 13,  they roll and pass by 3. 3 is subtracted from my ST 15 to do 12 Damage. If they had failed their roll by 5, I’d do 20 damage.

If the person rolling TN rolls a 20 the attack does TWICE the damage it would do. 

If the person rolling TN rolls a 2 the attack does HALF the damage it would do, rounded down.

If it was a BLUNT hit it goes through your STUN first ( Extra HP = to TN). If you have no STUN left every 2 points of Overflow does I point of BODY Damage.

When you take damage roll a 2D10 to see which Stat is affected ( side of character sheet ). The damage boxes are broken up into 4 bits each, They have neg mods above them. I have 12 Stun, I take 8 blunt damage, my ST is at - 2. I take a further 3 blunt damage bumping me into the last quarter, I roll and my speed is affected, but only for -1, because the other -2 is affecting ST. ( The modifiers represent totals). BD modifiers and STUN modifiers add to each other, so its possible to get a Stat down to -9 if its always the same one that gets hit.

When IQ takes damage, all your stats take the affect, and you make a further TN vs. the damage done test to go unconscious, and double the damage done for the purpose of the test if it was a blunt hit. Amount failed by equals rounds (seconds) that will pass before you can test to wake up (regular TN roll).

When you go under zero BD the amount you are under by equals your chance of dying. You roll once when you go under. If you don't die you don’t have to roll again until you lose more BD. Bleeding makes you lose one BD per turn. chance of bleeding equals the damage done with the pointy thing rolled on a 2D10. At less than zero BD you are a bloody mess and cant do anything. Example; I am at -4 BD, if I roll 1-4 on a 2D10 I am dead.

Random Roll; Roll 2 differently coloured D10's at the same time and call the colour of one. If that colour is lower fate smiles on you. The degree of success or failure can be used as an indicator (like how MANY pens you find, or how MANY leeches stick to you.)

Karma; is rewarded for doing really in character/cinematic stuff ( Max 5 points per session). It can be spent to alter dice rolls at 1 for 1. Prex is not important in ≤10 minutes.

