Glossary
Ability: One of Agility, Brawn, or Mind. Each has
a numerical ability score, and an ability modifier,
which is derived from the score by subtracting 10
from it. ............................................................ 10, 20
Advance: One of a choice of options to improve
your character. Divided into minor, medium, and
major advances. ....................................................15
Advancement: The means by which your
character improves. Based on the total number of
Wonder spent by the party as a whole. Each
multiple of 10 gains each PC an advance. .......... 14
Advantage: When you roll with advantage, roll
2d20 and take the highest number.....................20
Affinity: The value of any affinity is subtracted
from the damage to the ability score it applies to.
................................................................................20
Agility: A measure of a character’s speed,
precision, and dexterity................................. 10, 20
Alien: A character archetype that is completely
unlike the traditional humanoid. ................. 30–35
Archetype: One of 6 general categories of
creature types you can play. .....................10, 28–65
Armor: Subtract its value from physical damage
your character receives where it makes sense that
armor would help. Do this before subtracting any
applicable affinity........................................... 24, 78
Attack of Opportunity: A free attack against a
character caused by an action that leaves them
temporarily vulnerable. ....................................... 23

Cosm: A world, plane, dimension, or universe of
its own.

Mind: A measure of a character’s cunning, force of
will, and education......................................... 10, 20

Critical: A natural 1 on a d20 roll is a critical
failure and may engender interesting
complications, whereas a natural 20 is a critical
success and deals maximum damage or has
another beneficial effect...................................... 21

Natural Language Rule: A rule whose wording
should not be overly scrutinized, but rather
interpreted in a way that makes it the most fun
for all involved. ...................................................... 7

Damage: Tracked on a per-ability basis. When it
equals or exceeds a given ability score plus its
buffer, roll for trauma. Excess damage spills over
to the next ability. The second time, roll for
critical trauma instead. ....................................... 24
Defense: The target number opponents roll
against to hit a character. Comprised of the
character’s Agility score, plus the value of a
wielded shield, plus any applicable bonuses from
spells, powers, or items..................................20, 22
Disadvantage: When you roll with disadvantage,
roll 2d20 and take the lowest number. ...............20
Distance: One of close (within melee distance),
short (takes 1 action to cross), or long (takes 2
actions to cross).................................................... 21
Drive: A roleplaying cue explaining a character’s
goals and why they risk life and limb (where
appropriate) for it. At character creation it
imparts a starting item................................... 12–13
Encumbrance: The measure of how much easily
accessible stuff a character can carry before they
are slowed down, and likely unable to outrun
their comrades................................................ 10, 78

NPC: Non-player character. Refers to any
creature, person, or other entity controlled by the
GM. ........................................................................89
Opposed Roll: A d20 roll whose target number to
achieve success is equal to a designated ability
score of the opponent. .........................................20
PC: Player character.
Physical Damage: Damage to Brawn or Agility.
Often reduced by armor and an applicable
affinity................................................................... 24
Power: A special faculty that sets a character
apart from their kin. Divided into archetype
powers (can only be taken by characters of that
archetype), starting powers (archetype powers
automatically gained at character creation), and
cosm powers (available to all characters). Rated
as minor, medium, or major. ..................................
... 10, 33–35, 39–41, 45–47, 51–53, 57–59, 63–65, 68–74
Psychic Damage: Applies to the Mind ability and
bypasses armor. Magical armor might have other
ideas, on a case by case basis............................... 24
Raypunk: A sub-genre of retro-futurism with
mysterious, weird, cosmic, and cheesy aesthetics.

Beast: A character archetype representing a wild,
animalistic humanoid.....................................36–41

Equipment Slot: Carried gear takes up slots—
most items take up 1, tiny ones may be bundled
into one, and bulky ones (like armor) might take
up more. A character has a number of equipment
slots equal to their Brawn score.......................... 78

Revenant: A character archetype including all
manner of creatures returned to some form of
life from death. ............................................... 48–53

Buffer: Value added to the relevant ability score
to calculate the threshold at which accumulated
damage triggers a roll on the trauma tables.
Damage over the threshold spills over to the next
ability..................................................................... 24

Exhausting: Heavy weapons and heavy armor
are exhausting to wield or wear. A character
wielding or wearing one of them, takes 1d4
damage whenever they attack and miss, or 2d4 if
they wield and wear both..................................... 79

RPG: Role-playing game.

Brawn: A measure of a character’s physical
toughness, endurance, and strength............ 10, 20

GM: Games Machinator, Game Mistress, Games
Manager—whatever you like to call the person
running this game.

Attack Roll: A [d20 + relevant ability modifier]
roll against an opponent’s Defense. ...................22

Cleaving: Damage dealt to an opponent that
exceeds their hit points (hp) automatically carries
over to a close opponent that would also have
been bit by the attack roll, and to any others if
there is more of damage and close opponents
left.......................................................................... 23
Construct: A character archetype that is a
sentient creature in an often inorganic body that
was created rather than born........................ 42–47

Hypertellurian: An important specimen, a cut
above the average earthling or inhabitant of the
world of protagonists from a given cosm.
HP: Hit points. Only used for GM-run creatures to
indicate how much damage they can take before
being defeated. .....................................................89
Level: A value for GM-run creatures that forms
the baseline for their scores. ...............................89

Royal: A character archetype representing a
member of a ruling class. ..............................54–59
Shield: A shield adds 1–3 points to the Defense
score of the character wielding it, depending on
its size.............................................................. 24, 78

Tome: A book (or other repository) containing the
instructions for a spell or ritual. A spell tome
generally contains 1 spell and takes up 1
equipment slot. The tome must be wielded to cast
the spell. Anyone who can read the tome may
attempt to cast it, but it might require a check
and ability damage......................................7, 92–95
Trauma: One of physical, mental, or critical
trauma. To be rolled on the relevant table when
damage to an ability equals or exceeds the ability
score plus its buffer........................................ 25–27
Ultracosm: The totality of all possible worlds or
cosms..................................................................7, 12
Ultranaut: A character archetype representing
the protagonist from raypunk or retro-futuristic
stories. For example Buck Rogers, Wilma
Deering, or Flash Gordon. But easily expanded to
other, slightly anachronistic or heroic concepts. ..
.......................................................................... 60–65
Weakness: A character trait that acts as a
roleplaying cue, and as a hint to the GM about the
kinds of fun trouble this player would like their
character to get into..............................................11
Wonder: A reward unit handed out to the party
as a whole upon discovering or otherwise
witnessing something amazing. Can be spent on
wondrous actions. The total amount the party
has spent determines advancement.......................
..........................................................14, 20–21, 64, 65
Wondrous Action: An action above and beyond
the regular, providing mechanical gains from the
small to the truly amazing, at a variable cost of
Wonder. ................................................................ 21
X Card: One of a range of tools to ensure safe and
enjoyable games. Any player uncomfortable with
an in-game situation for any reason, taps a card
or other object (or digital or oral version thereof)
representing the X card, and the GM will rewind
the situation and have it play out a different way.
See mottokrosh.com/safety for more
information.

Statistics: The numerical values that define a
character. ......................................................... 10, 11
Tag: A feature of a weapon, armor, spell, or other
element, which attaches specific qualities and
mechanics to it. .............................................. 78–79
Target Number: The number to equal or beat on
a d20 roll for un-opposed checks. Set by the GM
depending on the task attempted.......................20
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Alien
0: Level Playing Field..............33
0: Phase ...................................33
1: Acid Blood............................33
1: Manifest the Bifrost............33
1: Probe ................................... 34
1: Sleep Spores ....................... 34
1: Spore Communication ...... 34
1: Zap....................................... 34
2: Displace .............................. 34
2: Inclusive Phase .................. 34
2: Mimic ..................................35
2: Procreate .............................35
2: Spitting Cobra ....................35
3: One with the Spores ...........35
3: Xenomorph .........................35
Beast
0: Feral Mind.......................... 39
0: Natural Born Killer............ 39
1: Fall with Grace ................... 39
1: Feral and Furious ............... 39
1: Funneled Feral Mind ......... 39
1: Killer Evolved ..................... 39
1: Killer Limbs ........................ 39
1: Sensefull ............................. 40
1: Terrify ................................. 40
2: Exploit Terminal Velocity . 40
2: Fast and Furious ................ 40
2: Host a Spirit....................... 40
2: Huffing and Puffing.......... 40
3: Metamorphosis...................41
3: Perfect Rage ........................41
3: Spirit Walker.......................41
Construct
0: Battery Powered ................ 45
0: Sudden Discharge............. 45
1: Capture the Moment ......... 45
1: Improved Batteries............ 45
1: Insight................................. 45
1: Kinship................................ 46
1: Lifelike ................................ 46
1: Loaded................................. 46
1: Part of the Whole ............... 46
1: Piercing Insight ................. 46
1: Shaky Projection ................ 46
2: Blaze of Glory..................... 47
2: Illusionary Loop................. 47
2: Save the Scene ................... 47
2: Sudden Ranged Discharge 47
2: Unexpected Part of the Whole 47
2: Violent Part of the Whole . 47
3: Discharge Lethality............ 47
3: Kantian Manifestation...... 47

Revenant
0: Drawn..................................51
0: Unliving ..............................51
1: Death Becomes You ............51
1: Desecrate .............................51
1: Ghul Touch ..........................51
1: Pestilent ...............................51
1: Pestilence Expanded...........51
1: Profane Semblance of Life 52
1: Projectile Pestilence........... 52
1: The Thing at the Doorstep 52
1: Unholy Sustenance ............ 52
2: Disassemble ....................... 52
2: Gift Unlife .......................... 52
2: Mesmerize.......................... 52
2: The Quick and the Dead ....53
2: Whelming Gaze ..................53
3: Ghost....................................53
3: Indomitable.........................53
3: Pestilence Incarnate...........53
Royal
0: Grace ...................................57
0: Rallying Speech ..................57
1: Bestow Favor .......................57
1: Bulwark I .............................57
1: Cunning Idea ......................57
1: Lead the Charge ..................57
1: Melt Hearts..........................57
1: Satin Lover.......................... 58
1: Signature Weapon............. 58
1: Silken Sway......................... 58
1: Spoken Like You Mean It .. 58
2: Brutal Break ....................... 58
2: Bulwark II .......................... 58
2: Fateful Decision................. 58
2: Forward-Thinking Strategist 58
2: Heartbreaker ..................... 59
2: Noblesse Oblige ................. 59
3: Bulwark III ......................... 59
3: Enchanted .......................... 59
3: Terrible Midas Touch ........ 59
Ultranaut
0: Favored............................... 63
0: Know Things...................... 63
1: Beloved................................ 63
1: Improved Ray Emitter....... 63
1: Ray Emitter ........................ 63
1: Rock It................................. 63
1: The Stars are Right ............ 64
1: Ultrasuit.............................. 64
1: Wonders Never Cease ....... 64
2: Discover Wonder............... 65
2: Obliterator ......................... 65
2: Solve It with Science ......... 65
2: Take Me to Your Leader .... 65
3: Coda .................................... 65
3: Rocket ................................. 65

0: Starting
1: Minor

Tags

2: Medium
3: Major

Cosm Powers
1: A Midnight Dreary............. 68
1: Amateur Surgery................ 68
1: At Arm’s Dibranchiate Length68
1: Bioluminescent .................. 68
1: Breadth of Ages .................. 68
1: Byronic................................ 68
1: Color Out of Space ............. 68
1: Different Down There ....... 68
1: Forked Tongue ................... 69
1: Hard Knocks....................... 69
1: Hasty Hands....................... 69
1: Indefatigable ...................... 69
1: MagnificentMucusMembrane 69
1: Mighty Launch ................... 70
1: Murder of Crows................ 70
1: Phalanx Fighting................ 70
1: Sidekick .............................. 70
1: Study I................................. 70
1: Tellurian of Unusual Size.. 70
1: Terrible Curse......................71
1: Twinned Twosomes............71
1: Vox Furore Dei ....................71
1: Well Adjusted ......................71
2: Biomechanical Surgery..... 72
2: Bargain ............................... 72
2: Breath of the Mud People . 72
2: Deep Lungs ........................ 72
2: Divorced from Gravity ...... 72
2: Harder Knocks................... 72
2: Hastier Hands ................... 72
2: Life of the Party ................. 72
2: Mightier Launch................ 72
2: Scribe Spellbook .................73
2: Study II................................73
2: Syphon.................................73
2: Vox Dei Magnus .................73
3: Apex Abode......................... 74
3: Hardest Knocks ................. 74
3: Prima Donna...................... 74
3: Study III ............................. 74

Though split into armor and weapon tags, they can also
apply to spells, powers, items, or other situations.

Weapon Tags

Armor tags

Armor piercing: Ignore non-magical armors.

Attached: Super hard to take off safely.

Attached: Cannot be disarmed by regular means.

Bulky: Light or medium armor only—is
exhausting like heavy armor.

Backswing: When you miss with this weapon,
gain advantage on the next attack roll this round.
Blunt: Opponent’s armor counts as 1 point lower.
Brutal: Roll for damage twice, take the best result.
Destructive: On a critical success, renders
opponent’s non-magical shield or armor (defender’s
choice) useless for the remainder of the scene.
Excruciating: If the attack deals damage, the
target loses one of their actions to pain next turn.
Exhausting: Take 1d4 Brawn damage when you
miss with this weapon.
Fated: On a miss, still deal half your attack ability
modifier in damage (rounded up, minimum 1).
Forceful: Add an extra damage die each
additional time you attack with this weapon in
this round. Resets to its starting damage die at
the end of the round.
Long: Whenever an opponent moves to engage
you, you get a free attack of opportunity against
them, unless they also wield a long weapon.
Knockback: On a critical hit, knock the target
prone or back a short distance (your choice), if it
makes physical sense.
Magic: This weapon ignores non-magical armors,
and can affect entities that cannot be harmed by
mundane effects.
One-shot: Once used, this weapon is destroyed.
Ongoing: Inflicts 1 damage (ignoring affinities) at
the beginning of each round, until healed or bandaged.
Parry: Use an action to gain +5 to your Defense
score until the beginning of your next turn.
Precise: +1 to your attack roll.
Ranged: This weapon can be used to shoot at a
target a short or long distance away.
Reload: Once used, an action must be spent to
reload it before it can be used again.
Spread: This weapon’s damage affects all targets
close to the point of impact.
Throwing: Can be used both as melee or ranged
weapon, up to a short distance.
Unreliable: When you miss with an attack with
this weapon, it cannot be used for the remainder
of the scene.

Comfortable: Heavy armor only—does not cause
exhaustion.
Concealable: Can be worn under regular
clothing.
Deflecting: When the damage from an attack or
power would be reduced to 0 because of the
armor, optionally transfer the original damage
onto a close target instead.
Exhausting: Take 1d4 Brawn damage when one
of your melee attacks misses.
Fragile: Once it has prevented 1 or more points of
damage, this armor cannot be used anymore for
the remainder of the scene.
Magic: Reduces damage from magic sources.
Noisy: This armor is particularly noisy.
Reflecting: When the damage from an attack or
power would be reduced to 0 because of the
armor, optionally transfer the original damage
back onto the attacker instead.
Spiked: Can be used as a medium weapon that
deals 1d6 damage. Automatically damages barefisted attackers and the like.

