
Many of the answers to the Frequently 
Asked Questions compiled by Liam (a.k.a. 
nerfherder) I’ve reintegrated back into this 
Rules document, but there’s a number of 
things I’d like to address specifically:

I’ve come to really appreciate the degree of 
randomness in leaving the difficulty of a 
situation (or a magical effect) “up to the 
dice” so to speak, though I will bend it with 
a modifier if I want to affect the result one 
way or the other.

That being said there’s nothing wrong with 
setting target numbers if that’s how you 
want to do it.

That’s between you and your DM. I will 
usually let someone reroll if their negatives 
outweigh their positives. That being said, 
I’ve been known to give Awesome Points 
right off the bat for willingness to play a 
disadvantaged character (and working off 
of that).

I like to remind people that Attributes affect 
your combat prowess only very indirectly.

Sometimes my bad guys “just happen” to 
have Ranged Weapons. Sometimes they call 
in aerial reinforcements. Sometimes they 
are clever and come up with a way to change 
to situation (start a cave-in, summon a 
storm, chop supports, etc.)

Sometimes the players are clever and 
deserve a safe zone.

I discourage it, but not to the point of saying 
so explicitly.

The rules are explicit. Whenever anyone 
does something you think is awesome, you 
should give them an Awesome Point for it. 
No exceptions.

When making an unopposed Attribute 
Check, does the DM roll a d12 or come 
up with a static number?

I haven’t worred about shopping 
lists too much because the 
currency system maps just fine to 
most other Fantasy Gaming Item 
Cost Charts.

But my friend Luke (Nareau) 
came up with a wonderfully loose 
price list which I’ll include some
of here, full credit going to him.

Has there been any discussion regarding mundane items/services? Every class 
starts with some coinage so, where and what do they spend it on?

I heard that at one point there was a 
Mulligan rule for when you rolled 
super-crappy Attributes.

What do you do if one of your players 
narrates a seemingly impossible to 
reach (except by them) Arena?

Can you affect a roll with Awesome 
Points more than once?

If you spend Awesome Points to do 
something awesome, can you then get 
Awesome Points for it?

I think that’s fine, though hopefully the DM 
remembers to broadcast the monster’s 
intention to charge.

If you’re feeling samurai-ish, let both 
parties get an attack as they move past each 
other, and make sure to make a 

I’ve had a couple times where the 
monsters were in one arena, and the 
players were in another, and everyone 
readied Move actions. They wound up 
switching arenas. Can whoever loses 
the initiative (and thus moves second) 
opt to abandon their action?

Doing so makes it unclear who’s actually 
spending it and thus who would get the 
Advancement check, so I would say no. 
Instead, people should encourage (and 
suggest ways) to do something as 
awesomely as possible (even if to fail), and 
be ready to reward.

Can you spend Awesome Points on 
another player’s character?

“PA-CHREEEEEENG!” sound effect as they 
do.

Cheap Adventuring Stuff: rope, 10’ pole, 
fishing gear, torches, rations, staves, 
slings, a meal, an ale, a night at the tavern.

Basic Stuff: thieves tools, lanterns, tents, 
carts, donkeys, swords, axes, a night at the 
brothel, a night of drinking.

Cool Stuff: horses, most light armor, elven 
wine, holy water, spyglass, bribing a 
crooked guard.

Expensive: warhorses, most heavy armor, 
an exotic animal, a carriage.

The nature of the Awesome Point feedback mechanic can certainly drive the tenor 
of an Old School Hack game towards over-the-top and sometimes even a silly 
sort of playstyle. This can be fun. This can also sometimes not really be the kind of 
game that people were hoping to play.

Old School Hack is very much a game that I built in order to satisfy a personal 
need for off-the-cuff and unprepared gamemastering that still fits firmly-
satisfyingly-into the classic fantasy gaming genre - so much so that it is easiest to 
run it with an embracing attitude of those very cliches. The fact that OSH games 
have tended to end up a little on the “let’s not take this seriously” side really was a 
natural side-effect of this goal, not necessarily the originator of it.

It’s up to every group to find their own particular recipe of fun, and I think there’s 
a reasonably wide range of light-heartedness that can be achieved with this system. 
My only advice is that if seriousness is a concern, address it beforehand and 
hopefully gameplay will be tempered to meet everyone’s expectations.

I would also caution DMs excited about running Old School Hack to note that 
the system does not really work as a tunnel-by-tunnel mapping/exploration game, 
and dungeon delving is best done in terms of describing and roleplaying the 
exploration one degree of abstraction up, so to speak. That being said, I’ve had 
some wonderfully exciting dungeoncrawling sessions with OSH, though largely by 
glossing over the nitty-gritty details and decision-making and getting right to some 
big exciting multi-environmental encounter.

on awesomeness

on dungeoncrawling

THANKS FOR PLAYING!
Please visit the forums and tell us about your Old School Hack games!

forums.oldschoolhack.net
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Your Daring vs.
their Cunning

- or -

or

- or -

- or -

You can counter-attack 
every successful attack 
made against you this 
round.

Get a +2 
bonus to 

your AC for 
this round.

Pick a friend 
in your 

arena, all 
attacks 

targeting 
him attack 

you instead.

Begin using 
a Focus 
Talent.

Your Focused Effect goes off.

Attempt to 
Impede 

someone’s 
movement.

Your target is 
Cornered and cannot 

move next round.

also you
either

}{

Use a Ranged Weapon to 
make an attack on someone in 

this arena or one adjacent.

Make an Attack or an 
attack-like action on anyone in 

your arena!

You can attempt to Move into an 
adjacent Arena. Sometimes this 

requires an Attribute test.

Attempt to Push one or more opponents 
into another Arena with you.

If someone successfully Impeded 
you, your move fails, but you get 
to counter-attack your blocker.

OPTION: You can “hold and 
aim” your attack until later in the 

round, so as to interrupt 
someone’s focus or to just wait 

for the right moment.

{ }
TIP: No adjacent arena? Try 

suggesting one!{ }

Your Cunning vs. their Commit-
ment, if any beat you, everyone 

stays put.{ }

Your Brawn vs. their 
Awareness or Commitment,

their choice of which.{ }

Roll Initiative if needed.{ }

if you reach
Turn 7 undamaged

Attempt to Throw a single opponent 
into another Arena.
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SUPER COOL
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(this side underneath)
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The effects w
ill occur on 

Turn Seven.
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Use a Ranged Weapon to make 
an attack on someone in this arena 

or one adjacent

OPTION: You can “hold and aim” your 
attack until later in the round, so as to 

interrupt someone’s focus or to just wait for 
the right moment.

ACTION

{ }



Cut the two Hex sections out without cutting 
the Hexes apart from each other.

Assemble the two sections together, prefer-
ably on a nice strong cardstock or foamcore.

Cut that out and voila, a Rel-Patented 
Hex-based Turn Tracker™ to be used with an 
extra set of character and bad guy tokens!
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ACTION

- or -

Attempt to Push one or 
more opponents into 
another Arena with you.

Attempt to Throw a single 
opponent into another 
Arena.

Your Brawn vs. their 
Awareness or Commitment,

their choice which.

Your Cunning vs. their 
Commitment, if any beat 
you, everyone stays put.{ }

{ }






