










order to ý gure this out, simply compare the draws 
of the two characters involved, or the character and 
difý culty draw in the case of a Static Challenge.  The 
difference between the two draws is the Margin of 
Success, as applied to he person succeeding in the 
challenge, or the Margin of Failure for the character 
that failed the check.
 A Margin of Success of one or two points 
shows a minor victory, just overcoming a conþ ict.  
A Margin of Success of three or four shows a true 
success, but nothing fancy.  A margin of success of 
ý ve or six represents an action that is spectacularly 
successful.  Any Margins of Success over six show a 
truly fantastic level of accomplishment.

Tied Draws
The winner of a tied draw is the one with the single 
highest card in their draw.  Thus, while two players 
may have both drawn a 17, the one with a Jack in their 
hand will beat the one that only has a 9 as their highest 
card.

Static vs. Opposed
There are two types of conþ ict: Static and Opposed.  
Static Conþ icts are conþ icts that have no direct 
opposition to the character involved and simply 
involve a certain amount of difý culty in the attempting 
of the task.  Trying to pick a lock or hotwire a car are 
both Static conþ icts.

Opposed conþ icts are those in which two 
characters directly oppose each other with their 
actions.  Examples of Opposed conþ icts are: A person 
trying to hit another person or two characters trying 
to outdo each other in a push-up contest are both 
involved in.
 Whenever involved in an Opposed conþ ict 
both characters will derive their drawing from their 
traits like normal and compare their draws, the higher 
of which that doesnôt go over 21 succeeding.  In static 
conþ icts the Director draws a number of cards in 
comparison to how difý cult the action being attempted 
is.

Drama Points and Dramatic Shifts
Protagonists also have one more thing that put them 
ahead of the pack: Drama Points.  Drama Points, 
or DPs, can be used in a number of ways.  Most 
frequently a player will use their DPs to advance their 
character, spending the DPs to buy new ranks in Traits 
or to purchase brand new Traits.  
 Drama Points can also be used to modify 
the direction of the game, allowing players to have 
a certain amount of narrative impact over the game.  
These uses of DPs are called Dramatic Shifts.  The 
effect that the player is attempting to achieve will 
impact the number of DPs spent to create the outcome.  
DPs can be used to insert a back-up pistol for your 
character into the game, create a contact in the police 
force or to even save you from a rather unpleasant 
demise.  
 In order to activate a Dramatic Shift in game 
play a character must reserve a Collapse.  A Collapse 
is when a character succumbs to his or her Vice and 
tumbles headlong into it.  Players should keep track 
of the kinds of Drama Shifts that they have created in 
game as these correlate to the severity of the Collapse 
that the character will suffer from later.  

Players may elect to undergo a Collapse at 
anytime they wish in order to eat up some of their 
accrued Collapses.  Directors may also elect to force 
a Protagonist into a Collapse at any time.  Collapses 
forced by the Director cannot be delayed through the 
use of Drama Points.

Gaining Drama Points
Drama points are accrued by a player in two ways.  
Firstly, a player can earn drama points by simply role-
playing their character well and making the game 
interesting for the other players involved.  The director 
awards these drama points at the end of every session.
 The other way to earn drama points is by 
betting them on the outcome of a Conþ ict that you are 
involved in.  A player may bet as many drama points 
as he has face up cards in their hand.  If the action is 
successful, you gain back as many drama points as 
you bet plus an additional half over.  If the player bets 

use of Drama Points.

Gaining Drama Points

Drama Shifts 
Game Effect    DP Cost
Minor (creating a minor item) 5 DP
Serious (creating an important contact) 10 
DP
Major  (uncovering a major secret) 20 DP

Static Conþ ict Difý culty Chart
Difý culty  Draw
Simple  1 up, 1 down
Average  1 up, 2 down
Difý cult  1 up, 3 down
Arduous  1 up, 4 down
Intimidating  1 up, 5 down









3. Fighting, of the Dirty Variety
Combat in Criminal Element
There is a certain brutal beauty in combat.  Fighting is 
savage and kinetic and can be entrancing.

Telling Time
Combat is always broken down into rounds.  Each 
round is approximately ten seconds in length.

Initiative
Getting into a ý ght is a dangerous thing and a split 
second can be the difference between walking home 
and going home in a cofý n.  To determine the speed 
that a character reacts at during combat you have to 
determine Initiative.
 At the beginning of a combat all characters 
make a draw tied to a Trait involving speed or 
remaining calm under pressure.  All of these cards are 
played face up.  

At the beginning of every round the Director 
will start counting down from the top ranking card 
in a standard deck of playing cards, from King down 
through Ace, ignoring suits.  Every card called for is 
referred to as a segment and represents a point in time 
during the round when a character can act.  Every 
character gets the chance to act once per round, acting 
on any segment that matches a card from his initiative 
pool.  

When a character elects to act, he declares his 
intent and, at the end of the action, discards the card 
for that segment from his initiative draw back into his 
deck and draws a new card to replace it.  All unused 
cards are kept in your initiative pool until used or the 
end of the combat.

Attacking and Defending
Attempting to hit someone is a rather simply resolved 
Conþ ict.  All attacks are Opposed Conþ icts, the 
attacker using a draw based upon any Traits that relate 
to the type of attack that he plans on using.
 In opposition to this draw, defenders use a 
draw based upon a Trait that could be used in a way 
to defend the character.  The person who succeeds in 
the conþ ict determines the outcome, whether it be the 
damaging of the opponent or the appropriate defense 
for an attack.

Dealing Damage
Whenever a character successfully attacks another 

character he causes damage.  Damage is calculated 
based upon the way in which you attack.  To ý gure out 
how much damage has been done to a character the 
attacker draws a number of cards from their deck equal 
to the damage rating of their attack plus the Margin 
of Success from their attack draw.  For every card 
drawn that has a red suit, (either Diamonds or Hearts) 
one point of damage is suffered by the character 
being attacked.  This draw is normally referred to as 
ñDrawing Bloodò.

Whenever all of a characterôs Wound Levels 
have been checked off they die.  

Attack Forms and Weapon Damages
Attack or Weapon   Damage
Punch/ Kick    1
Knife     2
Sword     3
Pistol     4
Shotgun    6




