'NATHAN RUSSELL

- Trouble around every corner,\

a secret ‘on_every |Ip, a gun .
.in every pocket... dagger
is never far auy in the



NATHAN RUSSELL

Trouble around every cormér,
a secret on every lip, a®gun
in every pocket.. dangeF
is never far away in the

HARD

CITY

&

20
=

mm
wn<

R

acd



OSPREY GAMES

Bloomsbury Publishing Plc

Kemp House, Chawley Park, Cumnor Hill, Oxford OX2 9PH, UK
29 Earlsfort Terrace, Dublin 2, Ireland

1385 Broadway, 5th Floor, New York, NY 10018, USA

E-mail: info@ospreygames.co.uk

www.ospreygames.co.uk

OSPREY GAMES is a trademark of Osprey Publishing Ltd
First published in Great Britain in 2022 ‘

This electronic edition published in 2022 by Bloomsbury Publishing Plc

© Nathan Russell, 2022

Nathan Russell has asserted his rights under the Copyright, Designs and Paten 1988, to be

identified as Author of this work.

A catalogue record for this book is available from

ISBN: HB 9781472849526; eBook 9781

Originated by PDQ Digital

, UK

e Woodland Trust, the UK’s leading woodland conservation charity.

our authors and books visit www.ospreypublishing.com. Here you will
erviews, details of forthcoming events and the option to sign up for our

nd textures from iStock



HARD CITY

CONTENTS

WELCOME TO THE CITY

NOIR
Mood
Cynical Heroes

Dangerous Dames and
Devious Dilettantes

The Living City
INSPIRATION

Films
Television Shows
Novels

THE BASICS

WHAT YOU NEED
WHAT YOU DO
Players

Game Master

HOW YOU DO IT

Fiction First

Fictional Pasitioning
Playing in the'Moment
Tags

Playing Safe

CHARACTERS

WHO THE HELL ARE YOU?
TRADEMARKS

Past

Present
Perk

7
8
8
9

8
9

10
10
10
11

3
14
14
14

13
15
15
16
17
17

19

20
21
22
26
29

EDGES

FLAWS

DRIVES

TIES

MOXIE

GRIT
BELONGINGS
STARTING BONUS
ROUND OUT

CHARACTER CREATION
EXAMPLE: SUSAN EMBER

GETTING INTO TROUBLE

CHECKS

Making the Check

Check Results

Modifiers

Automatic and Impossible Actions
One Attempt

Extended Checks

CONSEQUENCES

Soft and Hard Consequences
Boons

Botches

CONDITIONS

INJURIES

Severity

The Big Sleep
Recovery and Healing
Traumas

MOXIE

Refreshing Moxie

35
37
40

42

43
43
44

46

49
50
50
51
52
52
52

53
53
54
56

56
57
57
58
59
59
60
61



HITTING THE

MEAN STREETS 63
CASES AND SCENES 63
Scenes 63
TURNS 64
Quick Actions 64
Changing Actions 65
Getting the Drop 66
DISTANCE AND MOVEMENT 67
Movement 67
Distance and Scale 67
INVESTIGATING 68
CHASING 69
INTERROGATING 70
ARGUING 7
SHOOTING 72
FIGHTING 73
TAKE DOWNS
AVOIDING INJURY
DOWNTIME

CONTENTS
THE CITY 83
A LITTLE HISTORY 84
LIFE IN ‘46 84
Cost of Living and Belongings 85
GETTING AROUND 8
LAW AND ORDER
CRIME AND CRIMINAL 9
The Syndicate 1

Organised Crime

PERSONALITI THE 92

Movers and Shakers 2
Troublemakers 93
THE S LING CITY 94
Dow St
Brid 96
97

98

89

tledge Park 100
ond the City Limits 101
CASES 103
VESTIGATIONS 103
Planning the Perfect Crime 104
Revealing the Clues 107
CAPERS 108
CASE GENERATOR 110
Twists m
MacGuffins 12
CAMPAIGN FRAMES 12
Wrong Time, Wrong Place "3
Private Eyes 14
Operatives 14

Special Division 115



HARD CITY

GAME MASTER ADVICE

CHARACTER CREATION

RUNNING THE GAME

Bring the World to Life

Be a Fan

Ask Questions

Do What the Fiction Demands

GETTING THE MOST
OUT OF SCENES

Enter Late, Exit Early

Give Players Something To Do
Think Cinematically
Someone Enters With a Gun

MASTERING
INVESTIGATIONS

Rolling for Deduction
MASTERING COMBATS
How Many Threats?

MASTERING CHECKS
Check Difficulty

117

1174
118

118
19
19
19

120
120
120
120
121

1
{22
122
122

123
123

5
THREATS 125
ATTITUDES AND REACTIONS 126
HARM 126
Mooks 126
Tough Guys 127
Masterminds 127
EXAMPLE THREATS 128
People 128
Environments 133
Organisations 135
CASE:

ENGAGEMENT

WITH DEATH 136
CASE:

INAT THE DEEP END 148
GLOSSARY 156
CHARACTER SHEET 157
ACKNOWLEDGEMENTS 158
CREDITS 158






HARD CITY

WELCOME TO
THE CITY

Hey pal, welcome to the city. Its a place full of crime and danger anddrouble at everpturn.

You'll see what I mean soon enough. Just take a look downtown. Littean a yéat.look. Past the
skyscrapers, neon signs, polished cars, and brightly lit mom-and-pep stores. Seexthe hollow
stare of the doorman who’s in too deep with the Syndicate, or the seuffed-up pumpsion the
dame who’s too proud to admit she should run back home to Daddy. Life,in the city aint
what anybody expects. Chumps make their way to town with a dollar in theirspocket and a
big idea in their head, thinking theyll make it big. Well, let me tell you, the only thing that
makes it big in the city is trouble. Grifters and dishénest cab drivers, no-good crooks and to-
die-for dolls, crime bosses and crooked cops, nosy réporters,dind down-on-their-luck gamblers.
Theyve all got a story to tell just like you.

Watch the dark alleys and the shadowy corners, too- Thatsabhere hoods and gangsters and
the truly desperate lie in wait for someone to swindle, shake down, or worse. It doesnt take
much to get caught in a web ofidanger herein thecity. If you're not careful you'll soon find
yourself facing the smoking efid\of a gun, wearing a pair of cement shoes, or taking a one-way
trip to the big house. And thatSifyou're lucky, pal. There are a lotta people here willing to do
some dirty things todrade places withyouseven just for a moment.

Sure, you mean.well, yourémot looking for trouble. But it doesnt matter why you're here,
maybe yourejust another enforceror privatedick, or a scrappy reporter looking to expose the
corruption\at City Hall, Think you're gonna make a difference in the city. Succeed where all
those brokenbums that came before you failed. Let me tell you, the city don’t care about your
goodbintentions, wour big heart, or your burning need for justice. The citys gonna chew you
up and eventually you'll look for escape at the bottom of a bottle or in the arms of the wrong
person, or yowllend up as one of the problems you thought you were gonna stop.

Auw, helly don’t look so glum pal. What do I know? Perhaps you're different. Perhaps you'll
last adlittle longer than those other guys. I dunno. What I do know is, if you wanna survive
the hard city, you gotta be hard yourself. Keep your eyes open, think for yourself, and don’t
take nothin’ at face value. Dig for answers, never trust a friendly smile, and be prepared
to shoot from the hip, literally or metaphorically. It doesn’t matter how you choose to make
your way, think hard, act hard, be hard. Don’t take no guff from scrappy kids, wise-cracking
hoods, or lippy dolls. Stand tall and project a shadow as long as the skyscrapers are tall.
Be prepared to fight for every answer you search for. If things come easy in the city, youre
probably in the sights of someone bigger, meaner, and harder than you. Keep your head
down, your eyes open, and your chin up. Maybe you'll last long enough to do whatever it is

you came here to do.



8 WELCOME TO THE CITY

Hard City is a roleplaying game of hardboiled action and noir mystery. Set in a city
that never sleeps, it’s a game about hard drinking PI.s, dangerous dames, tough cops,
and burly enforcers who stalk the shadowy streets and smoky bars of a world inspired
by film noir and hardboiled detective fiction. It is a game set firmly in the classic
black-and-grey era of fedoras and pistols, neon street-signs, and chrome fittings,
where death lies around every corner and getting double-crossed is as common as a
ten-cent shoeshine. It’s a world of dark shadows and hard edges, all accompanied by
a steamy crime jazz soundtrack.

The stories Hard City is designed to tell draw inspiration fromgthe crime fiction
and hardboiled detective stories of the 1930s, 40s, and 50s, bub the seyle and tone
also lean heavily on the noir films and detective television shows that werépopulat
at the time. You take on the role of the investigators, detectives, and hired gungiwho
seek to stop criminal acts, or solve crimes perpetrated by desperate and dangerous
individuals. This doesnt mean your characters are virtuous heroes in white hats,
swooping in to save the innocent out of the goodness of their hearts, though. No,
every hardboiled hero has their vices, and will hayé'to grapple with tough decisions
and moral quandaries before they can hang up their hag@nd call it a day.

NOIR

Film noir grew to prominence in‘the 1940s and 50s, identifiable by its distinctive use
of lighting and deep shadows, disconéestifig camera angles and increasingly risqué
and convoluted plots. The core features.ofinoir are found in all manner of movies of
the period, including dramas (Citizen Kane)and comedies (Sunsetr Boulevard), but
are most closely associatedhwith crime and detective stories. 7he Big Sleep, Double
Indemnity, and The Maltese Falcon are iconic examples of film noir. These films are
filled witghntough guys and gals fighting a losing battle with their personal demons or
walking a thimline between right and wrong in the pursuit of justice. It is here that
the dark filmic'stylefmatches so well with the cynical characters and plots.

Mood

Noir films are visually and thematically dark, with a pervading sense of melancholy,
paranoia, and corruption. They invite the audience to consider themes such as the
meaninglessness of life, the inevitability of betrayal, and the corrupting nature of
power. In doing so, they convey the fears and tensions of the period in which they
were created and hold a dark mirror up to society. In noir, the line between right and
wrong is blurred and situations often seem hopeless with no good way out. You can
never be certain who the bad guy is, where the next threat will come from, or how
things will turn out.



