
Alertness
Not much gets by this hero. He’s very observant and perceptive, and adds +2 to his Notice rolls to hear,
see, or otherwise sense the world around him.

Connections
Your heroine is connected to people or organizations who can help her when the chips are down. It
might be the mob, the Feds, a union, or even other adventurers.

Iron Jaw
The hero can shrug off even extreme blows. He adds +2 to Soak rolls and Vigor rolls to avoid Knockout
Blows

Martial Artist
The fighter has trained in basic martial arts. Her fists and feet are weapons so she’s always
considered armed. She adds +1 when striking with them and causes Strength+d4 damage.

No Mercy
When this killer spends a Benny to reroll damage, he adds +2 to his final total.



Attractive
It’s no secret people are more willing to help those they find physically attractive. Your character adds +1
to Performance and Persuasion rolls if the target is attracted to his general type (gender, sex, species,
etc.).

Charismatic
Your hero is likable for some reason. She may be trustworthy or kind, or might just exude confidence
and goodwill. You get one free reroll on Persuasion rolls.

Double Tap
Experienced firearms experts fire two shots in rapid succession without spoiling their aim. Double Tap
can only be used with weapons that have a Rate of Fire of 1 and can fire two shots without needing to
manually reload. It adds +1 to hit and damage at the cost of one extra bullet. This is per action, so a
shooter can Double Tap more than once if she performs a Multi-Action.

Face in the Crowd
Your Street Wolf either has a face that makes them unremarkable or has practiced through tradecraft,
disguises, or acting to achieve the same result. This operative can melt into a crowd allowing easier
escapes and thwarting attempts to locate them due to a +2 Tradecraft bonus when avoiding a tail while
on foot, as long as there is a crowd to blend in with.
This bonus also applies when enemies are trying to recognize them using a photo or description.
In addition, the hero receives a +2 Stealth bonus if they’re being tracked by an opponent, even if it’s
after the fact and the pursuers are viewing recorded video or talking to witnesses.

Reliable
People know they can depend on your hero when they need assistance. He gets a free reroll on any
Support roll.



Bolster
Belittling or humiliating an enemy can also boost your ally’s spirits. When this character successfully
Tests a foe, he may also remove the Distracted or Vulnerable state from one of his allies.

Fashionista
The Fashionista has an eye for design, keeps their finger on the pulse of fashion trends, and closely
follows the world of high fashion couture.
Before any social interaction where fashion choices could make a difference, you can make a Common
Knowledge check. Success results in knowing the optimal clothing for the situation.
If they wear the appropriate ensemble, they don’t receive penalties or social stigma. They also receive a
+2 to Persuade or Performance (Acting) check during the duration of the event (as long as combat
doesn’t break out).
You can instruct the rest of their team what to wear, also negating any possible social repercussion
penalties; however, the bonuses to Persuade and Performance only apply to the Fashionista.

Grifter
A Grifter knows all the tricks to get goods and services for a “deep discount” or “free.”
When making a purchase, you must state the scam your grifter is running (forged check, stolen credit
card, switching price tags, etc.).To perform the grift, make a Persuade check with +2 bonus. A
successful check reduces the cost of the item by 50%, a Raise nets a 100% price reduction. If failed, the
purchase doesn’t go through, and the seller is seriously suspicious and acts accordingly.With a Critical
Failure, the seller immediately contacts security or police, the black market deal goes sour resulting in a
shootout, or whatever the GM determines is the logical outcome for the situation.

Streetwise
Streetwise characters know how to find the local black market, fence stolen goods, avoid the local law
(or criminal element!), lay low when the heat’s on, obtain illegal weapons, or similar shady activities.
+2 to Intimidation or Persuasion rolls made to Network with shady or criminal elements. +2 to Common
Knowledge rolls pertaining to the types of disreputable activities listed above.

Work the Room
Your hero’s words don’t just inspire those they’re directed at—they often inspire others
as well. Once per turn, you can use Work the Room to roll an additional skill die when
Supporting with Persuasion or Performance. The additional die Supports any other ally
who can see or hear your hero, and applies to their next action, whatever it may be.



Rapid Fire
The shooter is practiced at taking quick and accurate shots. As long as she’s armed with a fast-firing
ranged weapon of some sort (such as a revolver or semi-automatic) and has enough ammunition to do
so, she may increase her weapon’s Rate of Fire by 1 for any one of her Shooting attacks that turn.

Rock and Roll!
Experienced shooters learn to compensate for the recoil of fully automatic weapons. If a character with
this Edge doesn’t move on his turn, he ignores the Recoil penalty when firing at a Rate of Fire of 2 or
higher.

Trademark Weapon (M60)
The hero knows one unique weapon (Excalibur, Old Betsy, Sting) like the back of his hand. When using
it, he adds +1 to his Athletics (throwing), Fighting, or Shooting rolls, and +1 to Parry when readied (even
if it’s a ranged weapon).



Assassin
Assassins are trained killers who know how to kill even the toughest foes. They add +2 to damage rolls
when their foe is Vulnerable or they have The Drop.

Dodge
The hero can anticipate attacks or move erratically under fire. Unless the victim of a surprise attack and
taken completely unaware, Dodge subtracts 2 from all ranged attacks made against the character.
Dodge does not stack with actual cover, however.

First Strike
Once per round, as long as he’s not Shaken or Stunned, the hero gets a free Fighting attack
against a foe immediately after he moves into Reach.

Martial Artist
The fighter has trained in basic martial arts. Her fists and feet are weapons so she’s always
considered armed. She adds +1 when striking with them and causes Strength+d4 damage.

Brawler
His fists hit like hammers or his talons cut like scythes. His body feels like it’s made of stone. Brawlers
increase their Toughness by 1 and roll Strength +d4 when hitting with their fists or feet (or claws if they
have them). If they already have a damage die from Claws (page 18), the Martial Artist Edge, etc.,
increase the damage die type by one instead. (strength + d6)

Turncoat
Wolfpack recruits former enemies in order to gain their expertise against the faction they’ve betrayed.
Your hero could have had a turn of heart, or it could simply be an “enemy of my enemy” sitch.
Either way, the operative has turned their back on a group they once were dedicated to.
Your operative adds a +2 bonus to Battle, Tradecraft, and Thievery bonuses when in opposition to that
faction, since they know their tricks and secrets.



Getaway Driver
With a squeal of tires and shifting of gears, your Street Wolf expertly weaves their way out of danger, so
they (and their teammates) can live to fight another day.
A Getaway Driver receives a free Driving reroll on Change Position, Evade, and Flee Maneuvers during
a Chase or similar actions in a Dramatic Task if they draw a Diamond or Joker as an Action Card. This
Edge can be combined with other Action Card Edges like Level Headed and Into the Groove.

Into the Groove
Rad tunes give your Street Wolf an edge. And thanks to advances in modern technology, like portable
cassette players and boomboxes, Street Wolves can get into the groove while operating in the field.
If your hero is listening to their favorite beats, you may draw an extra Action Card at the start of a round
and pick which one you’d like to use. This Edge can be combined with other Action Card Edges like
Level Headed.
Unfortunately, while listening to music, all sound-based Notice checks are reduced by -2.

Marksman
The hero is a natural with ranged weapons. If she doesn’t move in a turn and fires no more than a Rate
of Fire of 1 per action, she may ignore up to 2 points of Athletics (throwing) or Shooting penalties from
Called Shots, Cover, Range, Scale, or Speed. This stacks with the Aim maneuver and applies to each
Shooting or throwing action that turn.

Nerves of Steel
Your hero has learned to fight on through the most intense pain. He may ignore 1 point of Wound
penalties.

Quick
Quick characters have lightning-fast reflexes and a cool head. Whenever you are dealt an
Action Card of Five or lower, you may discard it and draw again until you get a card higher than Five


