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1: GO
Unknown Armies is an occult game about broken 
people conspiring to fix the world. 

It’s a game about people who want things very, 
very badly. Social justice, a fair shake, redemption 
for their myriad sins, or just a bigger slice of the 
pie, they want it. But no one is just going to hand 
it to them. No one else, frankly, gives a shit. Shits 
only begin to be given when their pursuit of their 
agenda inconveniences somebody — the folks 
benefitting from injustice and unfair shakes, or the 
people who were on the receiving end of those 
myriad sins, or the pie-eaters who placidly argue 
that sharing is for bitches and poor people.

Like every roleplaying game (or RPG), Unknown 
Armies takes the form of a moderated conversa-
tion between a collection of players. One player, 
usually one who has stronger evil mastermind 
tendencies, takes on the role of gamemaster, or 
GM. Instead of playing one lone person with lofty 
dreams, she portrays the whole world of lowly 
reality. She comes up with all the antagonism 
and entrenched inertia that keeps the characters’ 
desires from simply falling into their laps like 
ripe fruit.

Players need to set an objective, a collective 
goal that they chase down, step by step, until they 
either fail resoundingly, abandon their quest when 
the price is too high, or achieve it. 

Every one of these outcomes is acceptable. 
Every one can produce a spectacular story, 
because Unknown Armies is not about what gets 
done. It’s about the people who do it. It focuses 
on character. But characters who aren’t driven 
to achieve anything? They’re not really worth the 
focus, are they?

There are a lot of games out there which 
feature heroes, saviors, champions… people 
who right wrongs, defend the weak, and slay 
the monster. Those games are great. This one’s 
different. Instead of stopping the cultists or killing 
the beast or protecting the status quo, you are the 
cultist, the beast, the threat to tradition.

Without you, the world ticks on as it always has. 
Your job is to create a character for whom that 
is intolerable.

WHAT YOU NEED TO PLAY
Unknown Armies is a roleplaying game with rules 
that require dice. The dice are percentile dice, or 
a set of two ten-sided dice rolled together and 
read as a tens digit and a ones digit (00 is read 
as one hundred). You can get these dice from 
hobby shops, the internet, your cousin who’s been 
playing other RPGs that use them, your own dice 
bag, wherever.

Unknown Armies is a roleplaying game for a 
group of people. We don’t recommend playing 
alone, so try to get at least one other person, or, 
even better, three to four other people.

Unknown Armies is a roleplaying game that 
can be played at a table, or sitting around in 
chairs in a living room, or at a game store, or 
online using chat apps or hangouts. You just 
need to all be able to communicate with one 
another, roll dice somehow, and keep track 
of your character sheet and notes. We also  
recommend snacks, drinks, and a general  
agreement on whether it’s cool or obnoxious to 
check your phone when it’s not your turn.

You know 
that I 
will never 
go. And I 
know that 
you will 
never stop.

WHO IS THIS BOOK FOR?
The bulk of this book, Book One: Play, is 
suggestions for GMs and players, to show them 
what kinds of stories this game does well, along 
with rules that support and reinforce the way 
play tends to go in the setting.

Book Two: Run contains a great deal of GM 
material and GM-facing rules that are most 
useful for bringing strange, twisted, and horri-
fying ideas to the table. It also includes the rules 
for creating characters. Character and setting 
creation is a collaborative process. 

Book Three: Reveal is an encyclopedic compen-
dium of occult weirdness that may or may not 
prove to be true facts in any given Unknown 
Armies game, but which should be the source 
of many, many story hooks to entertain and 
delight the players.
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only one letter away from strangling you

1: G
O

2: C
H

A
R

A
C

TER
3: C

O
N

FLIC
T

4: W
EIR

D
N

ESS
5: AVATA

R
S

6: A
D

EPTS



INDEX
ability 8
 Connect 8, 29, 40
 Dodge 8, 32, 40, 62
 downbeat abilities 32, 34
 Fitness 8, 30, 40
 Knowledge 8, 30, 40
 Lie 8, 33, 40
 Notice  8, 31, 40
 Pursuit 9, 33, 40
 Secrecy 9, 34, 40
 Status 8, 30, 40
 Struggle 9, 35, 40
 upbeat abilities 29
adept 9, 12, 48, 124, 125, 172
 Ω 128
 Agrimancy 139
 Cameraturgy 143
 Cinemancy 147
 domain 129
 Fulminaturgy 151
 gutter magick 12, 44, 172, 178
 laws of magick 125
 major effects 137
 minor effects 131
 Motumancy 155
 paradox 130
 schools of magick 125, 128
 significant effects 135
 Sociomancy 159
 Vestimancy 163
 Viaturgy 167
adept identity 125
Agrimancy 139
archetype 11, 78, 92, 93, 96
 ascension 10, 95, 96
 avatar 11, 48, 92, 94, 95 
 Captain, The 97
 Explorer, The 100
 Firebrand, The 101
 Fool, The 103
 Guide, The 105
 Hacker, The 106
 Messenger, The 107
 Mother, The 108
 Naked Goddess, The 109
 Opportunist, The 111
 Solid Citizen, The 112
 Star, The 113
 Survivor, The 115
 True King, The 116
 Unsung Champion, The 118
 Warrior, The 120

artifacts 85
 Basilisk Portrait, The 88
 constructed artifacts 171
 Corsican Rings, The 87
 Glorious Pumpkin, The 86
 Grandma’s Diary 87
 Just What I Needed 87
 Knob, The 88
 Lucky Flick 86
 Magic Bullet 86
 Minerva’s Eyes 87
 Nightingale Watch, The 88
 Optimist’s Card, The 86
avatar identity 94

booze and pills 27
burned out 29

Cameraturgy 143
Captain, The 97
car crashes 71
character, GMC 37
character, player character 6
charge 10, 43, 126, 128
charger 10
checker 10
Cinemancy 147
coercion 37, 43, 56
combat 59
 aiming 65
 armor 62
 combat round 60
 damage 62
 damage cap 64
 disarms 65
 dodging 62
 full auto 66
 guns 64
 knockdowns 65
 melee weapons 63
 moving 62
 multiple shots 66
 suppressive fire 66
conflagration 72
Connect 8, 29
cosmology, atheism 79
cosmology, cosmology 78
cosmology, theism 79
creating characters 53

Dodge 8, 32, 62
domain 129
downbeat ability 32
drowning 72

electricity 72
Explorer, The 100

failed notch 7, 18, 19, 25, 29
falling objects 72
feature 43
 casts rituals 43
 coerces a meter 43
 evaluates a meter 43
 influence 48
 medical 43
 provides firearm attacks 43
 provides initiative 44
 provides wound threshold 44
 resists shocks to a meter 44
 specific harm 47
 specific information 46
 specific protection 46
 substitutes for 41
 therapeutic 44
 unique 44
 use gutter magick 44
 vague harm 47
 vague information 45
 vague protection 46
 versatility 48
Firebrand, The 101
Fitness 8, 30
flip-flop 13, 133
focus shift 61 
Fool, The 103
frenzy 18, 25
Fulminaturgy 151

gamemaster (GM) 5
getting sick 73
godwalker 11, 94, 95
grappling 67
gridiron 68
 chase scene 70
 compressed 69
 open-ended 69
 see it my way 71
 trial 70
Guide, The 105
gutter magick 12, 44,  178



Hacker, The 106
hardened notch 7, 18, 19, 25, 29
Helplessness 7, 18, 22, 40, 57
hunch roll 14

identity 9, 41
 adept identity 125
 avatar identity 94
 improving identities 45
 new identities 45
 of course I can 9, 41
 supernatural identities 45
Invisible Clergy 78, 93
Isolation 7, 18, 23, 40, 57

Knowledge 8, 30

laws of magick 125
Lie 8, 33

medicine 43, 74
Messenger, The 107
milestone 6
Mother, The 108
Motumancy 155
mulligan 69

Naked Goddess, The 109
notch, failed 7, 18, 19, 25, 29
notch, hardened 7, 18, 19, 25, 29
notch, open 7, 8, 29
Notice  8, 31

objective 5, 6, 45, 136, 179
 path 7, 45
obsession 9, 13
ongoing madness 26
open notch 7, 8, 29
Opportunist, The 111

panic 18, 25
paradox 125, 130
paralysis 18, 25
passion 9, 13, 29
 fear 9, 29
 noble 9, 29
 rage 9, 29
percentile roll 13
pony 10
Pursuit 9, 33

rank 18
relationships 36
 favorite 38
 guru 38
 mentor 39
 protégé  39
 responsibility 39
result 13 
 crit 13
 fumble 13
 matched failure 13
 matched success 13
 simple failure 13
 simple success 13
ritual 12, 43, 88, 128, 176
 blessing 179
 bond 179
 boon 179
 curse 179
 minor rituals 176
 proxies 180
 significant rituals 176
 whammy 179

schools of magick 125, 128
scope, cosmic 6
scope, local 6
scope, weighty 6
Secrecy 9, 34
see a penny 88
Self 7, 18, 24, 40, 57
shock gauge 7, 18
shock meter 7, 9, 40
 Helplessness 7, 18, 22, 40, 57
 Isolation 7, 18, 23, 40, 57
 Self 7, 18, 24, 40, 57
 Unnatural 7, 18, 21, 40, 58
 Violence 7, 18, 20, 40, 58
Sociomancy 159
Solid Citizen, The 112
Star, The 113
Statosphere 78, 178, 181
Status 8, 30
stress check 7, 13, 18, 25, 44
Struggle 9, 35
Survivor, The 115

therapy 75
True King, The 116
turn see combat round

Unnatural 7, 18, 21, 40, 58
unnatural phenomena 80
Unsung Champion, The 118
upbeat ability 29

Vestimancy 163
Viaturgy 167
Violence 7, 18, 20, 40, 58

Warrior, The 120
wound threshold 44, 62
wounds 62, 74


	1: Go
	What You Need to Play
	It’s About Characters
	What You Want: Objectives
	What You’ve Seen: Shocks
	What You Do: Abilities
	Connect
	Fitness
	Knowledge
	Notice
	Status
	Dodge
	Lie
	Pursuit
	Secrecy
	Struggle

	What Drives You: Passion and Obsession
	Who You Are: Identity

	The World
	Creepy Weirdos
	The Secret Masters of the Universe
	Avatars
	Adepts
	Gutter Magick
	What the…?

	The Rules
	Percentile Rolls
	Results
	The Fumble (00)
	Matched Failure 
	Simple Failure
	Simple Success
	Matched Success
	The Crit (01)

	Flip-Flops
	Hunch Rolls


	2: Character
	Your Shock Gauge
	Stress Checks
	The Violence Stress
	The Unnatural Stress
	The Helplessness Stress
	The Isolation Stress
	The Self Stress

	Getting In Deep

	Mental Trauma
	Failing a Stress Check
	Ongoing Madness
	Booze and Pills
	Something to Think About: Missing Madness


	Getting Callous
	Abilities
	Upbeat Abilities
	Connect
	Knowledge
	Fitness
	Notice
	Status

	Downbeat Abilities
	Dodge
	Lie
	Pursuit
	Secrecy
	Struggle


	Relationships
	What Do You Do with Relationships?
	Coercion
	Substitution
	Of Course My Relationship…

	…And Sometimes, the Relationship Rolls You
	The Five Most Important Connections
	Favorite
	Guru
	Mentor
	Responsibility
	Protégé

	Relationships, 
Gained and Lost
	shock gauges, coRrespondences, and you
	Helplessness
	attack this shock gauge with violence
	linked relationship: protÉgÉ

	fitness
	isolation
	attack this shock gauge with helplessness
	linked relationship: favorite

	status
	self
	attack this shock gauge with the unnatural
	linked relationship: responsibility

	knowledge
	Unnatural
	attack this shock gauge with self
	linked relationship: guru

	notice
	Violence
	attack this shock gauge with isolation
	linked relationship: mentor

	conNect
	dodge
	pursuit
	lie
	secrecy
	struggle

	Identities
	Of Course I Can _______, I’m ________!
	Sometimes, Sucking Is Fun
	Features
	Casts Rituals
	Coerces a Meter
	Evaluates a Meter
	Medical
	Provides Firearm Attacks
	Provides Wound Threshold
	Provides Initiative
	Resists Shocks to a Meter
	Therapeutic
	Unique
	Use Gutter Magick

	Improving Identities
	New Identities
	Supernatural Identities
	Vague Information
	Specific Information
	Vague Protection
	Specific Protection
	Vague Harm
	Specific Harm
	Influence
	Versatility

	Identities A-Z
	Acrobat
	Blues Musician
	Caring
	Dog Trainer
	Electrician
	Freemason
	Gym Rat
	Hot
	Irritable
	Jujutsu Instructor
	Karate Instructor
	Lifeguard
	Muslim
	Nature Lover
	Occultist
	Police Officer
	Quiet
	Receptionist
	Social Worker
	Trucker
	Undertaker
	Veteran
	Weather Forecaster
	X-Ray Technician
	Yardbird
	Zookeeper

	Creating Characters: 
The Lonely Singles Club Version


	3: Conflict
	Coercion
	Is It Worth It?
	When You Can Coerce
	Helplessness
	Isolation
	Self
	Violence
	Unnatural


	Combat
	Six Ways to Stop a Fight
	Oh Well

	The So-Called Combat Round
	Attacking
	Drawing a Weapon
	Bonuses and Penalties
	Going All-In

	Running Around
	Not Getting Hurt
	Dodging
	Armor

	Damage
	Fists and Feet
	Melee Weapons
	Guns
	Nonlethal Weapons

	Extreme Tactics
	Aiming
	Throwing the Furniture
	Knockdowns
	Disarms
	Multiple Gunshots
	Full Auto
	Shooting the Leg Or Head
	Suppressive Fire
	Pointblanking

	Grappling
	Starting The Grapple
	The Grapple Gridiron
	Outside Factors


	Assorted Hassles
	Mulligan
	Necessary Progress
	Binary Challenge
	The Gridiron: Extended Contests
	Chase Scene
	Trial
	See It My Way

	Miscellaneous Harm
	Car Crashes
	Electricity
	Falling Objects
	Becoming A Falling Object
	Drowning and Smothering
	Getting Sick

	Medicine
	Golden Hour Treatment
	Hospital Stays
	Outpatient Convalescence

	Therapy
	Immediate Assistance
	Helping the Disturbed
	Healing Through Bed Rest


	4: The Weirdness
	of the World
	Cosmology
	Atheism, Dismissed
	Theism, Corrected
	Now What?

	Unnatural Phenomena
	What They Signify
	Minor Phenomena
	The Almost-Seen
	Audio Miscue
	Dizziness
	Electronic Voice Phenomena
	The Haunted House Routine
	Owls
	Spontaneous Motion
	Technology Fail
	Temporal Stuttering
	The Wrong Vomit

	Significant Phenomena
	Blight
	Lost Time
	Relocation
	Spatial Distortion
	Spontaneous Order

	Major Phenomena
	Forteana
	The Game
	Labyrinth
	Someone Dies

	How to Exploit Unnatural Phenomena

	Artifacts
	Natural Artifacts
	Constructed Artifacts

	Sample Artifacts
	The Glorious Pumpkin
	The Optimist’s Card
	Magic Bullet
	Lucky Flick
	Minerva’s Eyes
	Grandma’s Diary
	The Corsican Rings
	Just What I Needed
	The Knob
	The Basilisk Portrait
	The Nightingale Watch

	See a Penny…
	How To Exploit Artifacts


	5: Avatars and
	Archetypes
	The Forest of the Mind
	Archetypes
	Avatars
	Becoming an Avatar
	Ascension
	Assumption

	Archetypes
	The Captain
	Attributes
	Captains and Their Crews
	“O Captain! My Captain!” (GMC and PC Crew)
	Taboos
	Symbols
	Suspected Avatars in History
	Masks
	Channels

	The Explorer
	Attributes
	Taboos
	Symbols
	Suspected Avatars in History
	Masks
	Channels

	The Firebrand
	Attributes
	Movement
	Taboos
	Symbols
	Suspected Avatars in History
	MASKS
	Channels

	The Fool
	Attributes
	Taboos
	Symbols
	Suspected Avatars in History
	Masks
	Channels

	The Guide
	Attributes
	Taboos
	Symbols
	Suspected Avatars in History
	Masks
	Channels

	The Hacker
	Attributes
	Taboos
	Symbols
	Suspected Avatars in History
	Masks
	Channels

	The Messenger
	Attributes
	Taboos
	Symbols
	Suspected avatars in History
	Masks
	Channels

	The Mother
	Attributes
	Taboos
	Symbols
	Suspected Avatars in History
	Masks
	Channels

	The Naked Goddess
	Attributes
	Taboos
	Symbols
	Suspected Avatars in History
	Masks
	Channels

	The Opportunist
	Attributes
	Taboos
	Symbols
	Suspected Avatars in History
	Masks
	Channels

	The Solid Citizen
	Attributes
	Taboos
	Symbols
	Suspected Avatars in History
	Masks
	Channels

	The Star
	Attributes
	Taboos
	Symbols
	suspected Avatars in History
	Masks
	Channels

	The Survivor
	Attributes
	Taboos
	Symbols
	Suspected Avatars in History
	Masks
	Channels

	The True King
	Attributes
	Taboos
	Symbols
	Suspected Avatars in History
	Masks
	Realm Components
	Channels

	The Unsung Champion
	Attributes
	Role
	Taboos
	Symbols
	Suspected Avatars in History
	Masks
	Channels

	The Warrior
	Attributes
	Taboos
	Symbols
	Suspected Avatars in History
	Masks
	Channels

	How to Exploit Avatars and Archetypes


	6: Adepts
	What Adepts Are
	The Laws of Magick
	Symbolic Tension
	Transaction
	Obedience

	Starting Out
	Lesser Magi; Or, “I Do Magick. It’s Cool, I Guess.”
	Quitting Magick

	How Schools of Magick Work
	Calculating Ω
	Domain
	Paradox
	Effects and Costs
	Range and Duration
	Minor Effects
	Significant Effects

	MAJOR CHARGES

	Agrimancy
	AKA landbreakers, tamers, sodbusters
	Stats
	Agrimancy Minor Formula Spells
	Barn Raising
	Breaking the Predator’s Fang
	Consult the Stars
	Fertility
	Oracular Feast
	Raise From Stones
	What the Dirt Saw

	Agrimancy Significant Formula Spells
	Act of God
	Bounty’s Rejection
	Crop Labyrinth
	Domesticate
	Toil
	Vital Beast
	Wholesome

	Major Charge Effects

	Cameraturgy
	AKA lensers, imagicians, paparazzi
	Stats
	Cameraturgy Minor Formula Spells
	Aura Snapshot
	Frozen Moments
	Jiffy Print
	Photo ID
	The Ex Treatment
	Timing Error
	X-Ray Film

	Cameraturgy Significant Formula Spells
	Aura Portrait
	Empathy
	The Great Divorce
	Photo Omen
	Soul Theft
	Spirit Photography
	Timeless Image

	Major Charge Effects

	Cinemancy
	aka auteurs, clichÉs, tropers
	Stats
	Cinemancy Minor Formula Spells
	The Banana Peel Gag
	Stock Wardrobe
	Does This Smell Like Chloroform?
	I’m the Guy with the Gun
	What Could Go Wrong
	Talking and Driving

	Cinemancy Significant Formula Spells
	Ain’t Got Time to Bleed
	Stormtrooper Combat Training
	Right Turn, Clyde
	I’ll Just Hack In
	He’s Right Behind Me, Isn’t He?
	Musical Montage

	Major charge Effects
	No TV shows

	Fulminaturgy
	aka armigers, gunsels, sloppy seconds
	Stats
	“A Gun Mage Doesn’t Shoot Anybody?!?”
	Fulminaturgy Minor Formula Spells
	Stand Alone
	Serious Demeanor
	Steady Hand, Steady Heart
	Gimlet Eye
	A Round in the Air
	Bullseye Vision
	Practical Marksman

	Fulminaturgy Significant Formula Spells
	.45 Caliber Exorcism
	There Are Many Like It
	Winchester’s Perfume
	Firm Of Purpose
	Bulletproof
	Mao’s Garden
	Now I’m a Gun

	Major Charge Effects

	Motumancy
	AKA flag-burners, anarchs
	Stats
	Motumancy Charging Tips
	Motumancy Minor Formula Spells
	Label
	Plowshares to Swords
	Draw a Crowd
	I Don’t Even Know These Creeps
	Hashtag’s Lingering Curse
	take the red pill

	Motumancy Significant Formula Spells
	Call-Out Culture
	We’ve Always Been at War With Eastasia
	Fake Geek Boy
	Community Organizer

	Major Charge Effects

	Sociomancy
	AKA fanboys/Fangirls, Groupies, Otaku
	Stats
	Minor Sociomancy Formula Spells
	Brother, Can You Spare a Dime?
	Nothing to See Here
	A Face in the Crowd
	The Team Takes One For Me
	Pariah
	Crowd Source
	Show Me How to Do That Again

	Significant Sociomancy Formula Spells
	Trading Places
	Social Magnet
	Summon Egregore
	Blasphemous Rumors
	Herd Mentality

	Major Charge Effects

	Vestimancy
	AKA tailors, fig leaves, empty suits
	Stats
	Vestimancy Minor Formula Spells
	Camolevlar
	Dead Man’s Shoes
	Dress for the Job You Want
	Garment Tag
	Glad Rags
	So Last Season
	Walk a Mile in their Moccasins

	Vestimancy Significant Formula Spells
	A Very Fancy Hat
	Dress For Success
	Dress The Part
	Gyges’ Cloak
	Loup Garou Couture
	Medea’s Shroud
	Swan Maiden Wings

	Major Charge Effects

	Viaturgy
	AKA broken heroes, wheelers, ramblers
	Stats
	Viaturgy Minor Formula Spells
	Get Outta My Dreams
	I Feel Safest of All
	Lifetime Piling Up
	Red Light
	Tire Marks
	Green Light
	Ghost Roads

	Viaturgy Significant Formula Spells
	Crosstown Traffic
	I Am the Highway
	Ramble On
	Jesus Built My Hot Rod
	Via Libris
	Rolling Throne
	Unchained

	Major Charge Effects

	Constructed Artifacts
	Making Artifacts
	Single-Use Artifacts
	Limited-Use Artifacts
	Eternal Artifacts


	Ritual
	The Hard Way: Rituals
	How to Cast Minor Rituals

	Charges?
	Some Minor Rituals
	Blessings of Passion
	The Green Phone
	Maddening Invader
	Neptune’s Awakening
	Old Mirror
	Recall in Truth
	The Pass-Out Game
	Unveil the Inner Eye
	Wicked Salt
	How to Cast Significant Rituals

	Some Significant Rituals
	Dryad Abidance
	The Elevator Trick
	Feline Ghostbreaker
	The Hell’s Heart Bullet
	Trains

	The Soft Way: Gutter Magick
	Learning Gutter Magick
	Making Up Rituals

	What Happens
	Blessing
	Bonds
	Boons
	Whammies
	Curse
	Proxies

	Rolling to Bruise Reality
	How to Use and Exploit Rituals

	Kickstarter Backers
	Digital Pony
	Digital Sparkle Pony
	Real Live Pony
	Real Live Random Pony
	Super Digital Sparkle Pony
	Checker
	Checker With Stones
	Stacked Checker
	Charger
	Stacked Checker With Stones
	Charger with Stones
	Stacked Charger
	Stacked Charger With Stones
	Charger Adept
	Charger Avatar
	Patron Charger
	Medium Well Done
	Merchant
	Charged Merchant
	Ascended Merchant

	Index


