
 

 

Bottlecaps 

There are three kinds of Caps – white, red, and blue. Each kind of cap can be used for different things, though 
better chips can also be spent to act like the lower ones. The order goes White < Red < Blue. Each session, you 
start with three Caps drawn randomly from the pot and modified by appropriate Edges and Hindrances. You can also 
get more through good role-playing and doing impressive or entertaining things.  

The GM gets one each session for each PC, plus 2 specific to any Wild Card NPCs he controls.  

When you spend a cap, it goes back in the pot. Caps are reset at the beginning of each session – you can’t save 
them up between sessions, and you don’t get anything from caps you still have at the end of the session. So spend 
them! 

White 

 Reroll any Trait roll (Reroll an Attribute or Skill check. You reroll all dice for the check, including the 
Wild Die, and take the better result. You can’t reroll a roll that you’ve spent a blue cap on for Extra Effort. 
You can’t reroll a damage roll in this way, unless you have the No Mercy Edge.) 

 Recover from being Shaken (you immediately recover from being Shaken without an action or a roll) 
 Soak Damage (make a Vigor check, reduce damage by one Wound per success and raise. If you negate 

all the Wounds, you’re also not Shaken, even if you were before you got hit.) 

Red 

 Moment of Greatness (Spend during your turn to gain the benefits of a Combat Edge that you meet the 
prerequisites for. This lasts for one round, until the beginning of your next turn. You can only have one 
Moment of Greatness at a time, so you can’t spend two Red Caps to get two Combat Edges.) 

 Reroll a damage roll (You can reroll a single damage roll and take the better result. If you have the No 
Mercy edge, reroll the damage roll, take the better one, and then add your Rank to the total damage roll.) 

 Use as a white cap 

Blue 

 Extra Effort (add 1d6 to the result of any Ability or Skill roll, but not a damage roll) 
 Use as a red or white cap 


