
Traits 

 
Traits are your inborn capabilities that determine how well they perform tasks on a broad 
sense. There are ten Traits that all characters and creatures possess: 
 

 Cognition (perception, awareness, and general acuteness of senses) 

 Deftness (hand-eye coordination, aim, and manual dexterity) 

 Knowledge (education, memory, technical savvy, and book learnin’) 

 Mien (presence, charisma, and influence over others) 

 Nimbleness (physical agility, grace, balance, and flexibility)  

 Quickness (reaction, reflexes, speed, staying calm in stressful situations) 

 Smarts (mental acuity, wits, reason, and deduction skills) 

 Spirit (psyche, dedication, grit, and spiritual attunement) 

 Strength (raw muscle, brawn, body mass, and using it all well) 

 Vigor (endurance, constitution, healthiness, and pain threshold) 

When you create a hero, you’ll assign a different type of die to each Trait. The bigger the die 
type assigned to the Trait, the better chance of succeeding when using that Trait. Assign the 
following to your Traits: 
 

 One Amazing Traits (Assign this a d10) 
 Three Good Traits (Assign these a d8) 
 Five Average Traits (Assign these a d6) 
 Remaining Sorry Trait (Assign this a d4) 

 

Aptitudes  

 

Aptitudes are specific skills that determine how well you perform in a more-narrow sense. 
Here is the standard list of Aptitudes: 
 

 Athletics 
 Awareness 
 Blastin’ 
 Deception 
 Demolitions 
 Disguise 
 Drivin' 
 Fightin’ 
 Intimidation 
 Leadership 
 Lockpickin' 
 Medicine 
 Negotiation 
 Persuasion 
 Pilferin’ 
 Science 
 Scroungin' 
 Scrutinize 
 Shootin’ 
 Sneakin’ 
 Survival 
 Tale-Telling 
 Tinkerin’ 
 Trackin' 

 
By default, each Aptitude is rated at a sorry d4. When you create a hero, you get to assign 
some better dice to a few Aptitudes that you excel at. Assign the following to your Traits: 
 

 One Amazing Aptitude (Assign this a d10) 
 Three Good Aptitudes (Assign these a d8) 
 Three Average Traits (Assign these a d6)  



Sample character 

 
Name:  Ebenezer MacDonald 
Career: Gunslinger 
 
TRAITS 

 Cognition (d8) 

 Deftness (d10) 

 Knowledge (d6)  

 Mien (d4) 

 Nimbleness (d8) 

 Quickness (d8)  

 Smarts (d6) 

 Spirit (d6) 

 Strength (d6) 

 Vigor (d6) 

TRAITS 
 Athletics (d6) 

 Awareness (d6) 

 Drivin’ (d6) 

 Fightin’ (d8) 

 Negotiation (d8) 

 Shootin’ (d10) 

 Trackin’ (d8) 

 All Others (d4) 

Rolling the dice 

 
Whenever you try something risky, you must roll the dice. You’ll roll one Trait die and one 
Aptitude die. Figure out which Trait and which Aptitude makes the most sense for the action 
you’re taking. Don’t add them together - look at each die separately. 
 
Roll dice… 

 If two dice show a 4+, you do it, no sweat. 
 If at least one die shows a 4+, you do it, but there is some kind of problem. 
 If no dice roll a 4+, you fail. There will be consequences. 


