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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.

STRANGER

someone you don’t know
more peculiar
only one letter away from strangling you

5

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 (0o 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.

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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car crashes 71
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character, player character 6
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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 panic 18, 25 schools of magick 125,128
hardened notch 9, 25,29 paradox 125,130 scope, cosmic 6
Helplessness 2,40,57 paralysis 18,25 scope, local 6
hunch roll 14 passion 9,13,29 scope, weighty 6
fear 9,29 Secrecy 9,34
identity 9,41 noble 9,29 see a penny 88
adept identity 125 rage 9,29 Self 7,18, 24, 40,57
avatar identity 94 percentile roll 13 shock gauge 7,18
improving identities 45 pony 10 shock meter 7,9, 40
new identities 45 Pursuit 9,33 Helplessness 7,18,22,40,57
of course | can 9,41 Isolation 7,18, 23,40,57
supernatural identities 45 rank 18 Self 7,18, 24, 40,57
Invisible Clergy 78,93 relationships 36 Unnatural 7,18,21,40, 58
Isolation 7,18, 23,40,57 favorite 38 Violence 7,18, 20, 40, 58
guru 38 Sociomancy 159
Knowledge 8, 30 mentor 39 Solid Citizen, The 112
protégé 39 Star, The 113
laws of magick 125 responsibility 39 Statosphere 78,178,181
Lie 8,33 result 13 Status 8, 30
crit 13 stress check 7,13,18, 25,44
medicine 43,74 fumble 13 Struggle 9,35
Messenger, The 107 matched failure 13 Survivor, The 115
milestone 6 matched success 13
Mother, The 108 simple failure 13 therapy 75
Motumancy 155 simple success 13 True King, The 116
mulligan 69 ritual 12,43,88,128,176 turn see combat round
blessing 179
Naked Goddess, The 109 bond 179 Unnatural 7,18,21,40,58
notch, failed 7,18, 19, 25,29 boon 179 unnatural phenomena 80
notch, hardened 7,18,19, 25,29 curse 179 Unsung Champion, The 118
notch, open 7,8,29 minor rituals 176 upbeat ability 29
Notice 8,31 proxies 180
significant rituals 176 Vestimancy 163
objective 5, 6,45,136,179 whammy 179 Viaturgy 167
path 7,45 Violence 7,18, 20, 40, 58
obsession 9,13
ongoing madness 26 Warrior, The 120
open notch 7,8,29 wound threshold 44,62
Opportunist, The 111 wounds 62,74
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