
Unknown Armies Rules – Solving Fake Problems with Real Dice 

The system is percentile based, so you need two D10s.  

Any roll you can make is either stressed or unstressed. Unstressed rolls are under normal 

circumstances with plenty of time and reduced pressure. Stressed rolls are under dangerous 

circumstances with limited time and serious consequences to failure.  

1) For an unstressed roll, roll the governing stat which the skill falls under. For example, you 

might have Struggle of 25% under your Body of 50. In a casual sparring match at the gym, 

you have a 50% chance of success. If you get under your actual skill, you have done 

particularly well.  

2) For a stressed roll, you have to get under the skill. You’re struggling with a mugger in an 

alley, so you have a 25% chance of success.  

3) If you get a result with both dice the same (ie. 11, 22, 33), it is a match. Matched successes 

are particularly good, matched failures particularly bad.  

4) If you get an 01, you Open A Can of Whoop-Ass (OACOWA – pronounces Uh-Wack-uh-wa). A 

00, is Bend Over, Here It Comes Again (BOHICA – pronounced, BO-HICA). This are the best 

and worst results you can get. Kill an enemy with a perfect head shot. Get your thumb 

caught in the slide mechanism of your pistol, tearing it open.  

5) If you do not have a particular skill (like wanting to shoot a gun with no training), you roll 

under your stat if unstressed or under 15% if stressed. 

Wounds and Damage 

The DM keeps track of your Wound Points. You have as many as your body skill, but the DM just 

describes your condition. After all, if someone hits you with a lead pipe, you think “Ow! That really 

fucking hurt!” not “He can still hit me three more times before I die”.  

Damage is hand to hand or firearms-style. Hand-to-hand damage means you add the dice you rolled 

to attack together to determine the damage (eg. I roll 17 under by 25% struggle to punch the 

mugger. He takes 1+7=8 damage). Firearms means you just deal the damage rolled (My 17 to hit 

converts to 17 damage). People kill people, but guns really help. 

A weapon adds plus +3 to damage per damage-causing characteristic: it can be heavy, large or 

sharp. A kitchen knife is sharp (+3). A sword is large and sharp (+6). A chainsaw (BOO-YA!) is heavy, 

large and sharp (+9).  

Special Rules 

Focus shifts: You can take a bonus of up to 30% if you declare a focus shift when attacking someone 

in combat. However, anyone attacking you in the same round gets the same bonus to hit you. This 

allows regular people to be more effective in dangerous situations, but at greater risk to themselves.  

I might have stolen a cop’s gun, but have no idea how to use it. His partner hasn’t seen me yet, so I 

risk a focus shift, taking my time and aiming at his back. However, someone shouts a warning to him, 

and now I am just as vulnerable (more so – given the cop is a competent shot with a +30 bonus, and 

I am an amateur with the same bonus – hope I pull the trigger first!)  



 

Madness Checks 

If you encounter something distressing, it causes a madness check – you roll mind. If you succeed, 

you gain a hardened notch. If you fail, you gain a failed notch. Success allows you to rationalise the 

event, failure causes you to temporarily freak out in an appropriate fashion. The more hardened 

notches you have, the less you need to make stress checks. There are five madness gauges: violence, 

helplessness, unnatural, self and isolation.  

Checks are declared with a rank – for example, I might be asked to make a violence check rank 2 

upon finding a dead body. My character is a hardened cop with violence hardened 4 so I don’t care. 

My librarian wife with 0 hardened needs to make a check.  

Example checks and ranks are included on the next sheets.  








