
1. Basic Concept and Essential Materials 
 

Perdition's Teeth is a dark fantasy game set during the American Dust Bowl. It uses a mixture of 
the Powered by the Apocalypse game system with elements of Fate: Accelerated Edition mixed 
in. It requires at least three people and can go as large as the MC is comfortable. 
 
One player is, as mentioned, the MC or Master of Ceremonies, who narrate the action, portray 
side characters, and resolve disputes. Everyone else is just called a Player and portrays a 
single character. 
 
Only players roll dice, and a successful roll allows them to briefly wrest narrative control from the 
MC. 
 
To play, you will need: 

● A copy of this document 
● Two six-sided dice (d6) for each player. 
● A note book for the MC. 
● A note card for each Player. 
● A pencil for each player. 

The basic mechanic is for the player to roll a pair of six-sided dice and add an appropriate 
modifier. On the average move, rolling less than a 6 (a 6-) compels the MC to create a 
complication for the player, close off an option, or hurt their character. On a roll above a ten (a 
10+) allows the player to succeed with no strings attached. On a roll of 7, 8, or 9 (a 7-9,) the 
player gets what they want, but with strings attached, defined by the MC. 
 
The players roll in two situations: when they make a Move or when the MC puts them through 
an Ordeal. 
 
 

2. Player Actions 
 

Moves 
Players, at root, have three moves: Chisel, Dig, and Plug. It is important to note that players 
never declare “I want to Chisel” or “I want to Dig” – they describe what they're trying to do, and 
the MC decides whether they need to roll or whether they just succeed. 
 
Chisel: When a player tries to work an angle, create an advantage, or manipulate something 
with a chance of failure, they roll+Method. On a 10+, they succeed. On a 7-9, the MC picks one 
of the following: 



● There is an unforeseen cost. 
● The result is close but not the same as what the player intended. 
● The result is delayed. 
● This draws unwanted attention. 

Dig: When a player tries to understand something, they roll+Method. On a 10+, the player can 
ask three of these questions. On a 7-9, the player can ask one of these question. For both of 
these, the MC must answer truthfully. On a 6-, the player asks three of these questions, but the 
MC is free to lie on any or all of them (as well as to simply tell the truth.) The Questions are as 
follows: 

● What's the biggest danger here? 
● What is useful here? 
● What can I tell about [person]? 
● What can I tell about [object]? 
● What is strange here? 
● What am I missing? 

Plug: When a player character attacks an NPC or a monster, they roll+Method. On a hit – a 7-9 
or a 10+, the player and their opponent both deal damage equivalent to their weapons to one 
another. On a 10+, the player can pick one of the following options: 

● The player character deals more damage (double damage.) 
● The player character takes less damage (either -1 or halved, whichever would lead 

to a lower result.) 
● The enemy is put right where the PC wants them. 

Ordeals 
In an Ordeal, the PC is going through an extended test of skill, ability, or resolve. Generally 
speaking, these take the form of a series of rolls. The MC describes what happens between 
each roll, and the player always has the option to roll again, but each one carries with it a risk: 
Whenever a player rolls 6- on any one roll, it's considered a Crushing Defeat. 
 
On the third and subsequent rolls, the MC should introduce a cost to continue. 
 
When the player decides not to continue, tally up the total.  The general spread is something 
like this: 

● 9-: Crushing Defeat. A roll of below a 9 is a failure with no upside. The MC makes the 
hardest of all possible moves. 

● 10 – 15: Near Miss.  A roll of 10-15 would be a failure, but the PC can generally pick 
one mitigating factor. 

● 16 – 21: Precarious Success.  A roll of 16-21 is a success, butthe MC can pick one 
cost associated with it. 

● 22 – 24: Solid Success.  The PC succeeds. 



● 25 – 27: Gangbusters. The PC succeeds, and the MC has to give an additional effect. 

 
There are three basic kinds of Ordeals: Hit the Road, Keep Your Head Down, and Tough it Out. 
 
Hit the Road: When the characters are traveling, whoever is driving or navigating needs to 
Roll+Method. The following assumes travel by car, but travel by rail or foot is also a possibility. 

● Crushing Defeat: the car breaks down, and the MC makes a hard move, and the 
character need to take time to fix their vehicle. 

● Near Miss: the car runs out of gas en route, and the MC places the characters in 
danger. 

● Precarious Success: the characters arrive, but the car is out of gas or needs new tires, 
or something similar. 

● Solid Success: the characters arrive at their next destination. 
● Gangbusters: the characters make good time, find a shortcut, or arrive at a 

surreptitious moment. 

 
Keep Your Head Down: When a character is trying to avoid danger – sneaking past a rail yard 
bull, trying to maintain a lie under scrutiny, or outrunning an otherworldly monster, they need to 
Roll+Method. 

● Crushing Defeat: the character is unable to escape, and the MC can make a Hard Move. 
● Near Miss: the MC can make a hard move, but the character can continue to try to 

escape.  
● Precarious Success: the character escapes or avoids danger, but loses something, 

misses something, or leaves evidence. 
● Solid Success: the character avoids danger. 
● Gangbusters: the character avoids danger, and is given an opportunity to exploit the 

situation to their benefit. 

Tough It Out: When a character is deprived of resources, caught in a black blizzard, or 
suffering from a wound that debilitates them, they need to Roll+Method. 

● Crushing Defeat: the character is unable to act, and cannot proceed without 
assistance.  

● Near Miss: the character fails now, but can try again on their own. 
● Precarious Success: the player can choose to succeed at cost or fail with the chance to

retry.  
● Solid Success: the character manages the task. 
● Gangbusters: the character succeeds, and can either take someone else through the 

difficulty with them, recover from whatever injury they have, or find a cache of usable 
resources. 

3. The Anatomy of a Character 
 



Each character has Six Methods which determine how they handle whatever situation they're 
going in to. Not all Methods are applicable to all situations – the MC calls for a particular Method 
based on how the player describes how the character approaches it. 
 
The Methods are: 

● Clever:  The Clever method is focused on using mental acuity – if you do something 
through careful study or quick thinking, it uses the clever approach. 

● Fast: The Fast method is useful for dodging, moving quickly, and using dexterity to 
solve an issue. 

● Hard: The Hard method is useful for solving problems with brute force, violence and 
blunt words. 

● Slick: The Slick method is useful for lying, misdirecting and manipulating people.  
● Soft: The Soft method is gentle and careful. Anything that requires a light touch works 

with the soft method. 
● Stylish: The Stylish method is flashy and overbearing. It draws attention and demands 

attention. 

 
All characters have one method at a +2, two at +1, two at 0, and one at -1. Each character also 
has a Mission. When a character has the opportunity to push their mission forward, they receive 
+1 to their roll when they pursue their mission, and a -1 to their roll when they ignore their 
mission. If a character's Mission is ever made impossible, they take -1 to all rolls until they find a 
new Mission. 
 
The central characters of the podcast have the following spreads: 
 
Everett: 

● Mission: Pursue the man in the Black Duesenberg. 
● Clever: +2 
● Fast: +1 
● Hard:   0 
● Slick:   0 
● Soft: +1 
● Stylish: -1 

Seeger: 

● Mission: Deliver evidence to the San Francisco Office of the Pinkerton 
agency. 

● Clever: 0 
● Fast: +1 
● Hard: +2 
● Slick: +1 
● Soft:  -1 
● Stylish:   0 



Ruth: 

● Mission: rejoin her comrades from the IWW. 
● Clever:  0 
● Fast:  -1 
● Hard: +1 
● Slick: +1 
● Soft:  0 
● Stylish: +2 

 
When a character fails a normal roll, or succeeds a roll pursuing their mission, they write a 
check mark on their note card – when they reach 5 check marks, the character can increase 
one Method by +1, to a maximum of +3. 
 
When a character takes damage, they write an X on their notecard. When next they attempt a 
move, the player can decide to fail in the worst possible way and erase it, or turn it into an 
asterisk (*) instead. A character with five Asterisks on their notecard passes from play – either 
by death, selling their soul, settling down, or leaving the group. 
 
If a character takes no strenuous action (doesn't roll a move) for a day, they can erase an X. 
Asterisks never go away. 
 

4. Equipment, Weapons, Enemies and Conflict 
 

The MC should let everyone have one thing that is useful to them at the beginning of the story – 
a gun, a car, a wallet full of money, a phone number that they can call for advice. Talk this over, 
and write it on the card. 
 
Weapons are all linear in damage. A character's fists by default do 1 damage. A knife, a pick or 
crowbar can do 2 damage. A pistol can do 3 damage. A Rifle can do 4 damage to one target, as 
can a speeding car. Dynamite can do 4 damage to a group of people. Enemies deal the same 
amount of damage as player characters. 
 
Your average enemy – a strikebreaker, a Klansman, a robber, or similar – will be knocked out of 
the fight at three damage, either by fleeing, dying, or similar. 
 
Supernatural enemies – devils, ghosts, and the like – do damage based on what they are most 
similar to in scale, but the first point of damage from them is automatically an Asterisk. They rip 
away at the character's soul. 
 
Character can also have armor from various sources that protects them. 1 Armor ignores one 
point (one X) worth of damage, but an automatic Asterisk of damage will bypass this. 
Supernatural enemies often have automatic armor. 
 



5. Deals with the Devil 
 

A character can make a deal with a supernatural force, where they trade away their soul or part 
of it for some boon. Mechanically, this means that the character writes one, two, or three 
Asterisks on their note card and a statement like “always has a $100 bill” or “cannot be harmed 
by bullets.” The more overtly supernatural a boon is, the more it should cost. 
 
*: “I always have at least $100.” 
**: “I cannot be harmed by bullets.” 
***: “I can be in two places at once.” 
 
To make one of these deals, the characters must, of course, find something with which to make 
a deal. If a character ever puts their last asterisk on the sheet due to this deal, they become a 
powerful minion of evil. 
 
Ideally, these should be powerful but of limited scope. They mean a character is always closer 
to being removed from play. But it can be exciting to push one's limits, can't it? 
 

6. Safety Tools 
 
While we don't anticipate this will come up to much, it is best to have some variety of safety tool 
in place so that everyone can cut loose and enjoy the game. Our suggestion is to have an X 
Card on the table. 
 
Simply write a large X on a note card, and whenever current events make someone 
uncomfortable, they reach out and touch the X Card or hold it up. The game briefly stops, and 
you change directions. Best practices would be for the person who touches the card to explain 
what made them uncomfortable and for all players to have a discussion like adults about what 
can happen instead. It is important to realize that the person who touches the X Card is not 
obligated to reveal why they are uncomfortable with the situation – they can if they wish, but it 
may slow down play. 
 
In short, give people a method of signaling that they're uncomfortable, and have a protocol for 
changing directions when that happens. 
 

7. Running the Game 
 
The MC has three general things to keep in mind. They must follow their agenda, obey their 
principles, and they must use their moves to achieve that. 
 



Agenda: 

● Give the PCs something to react to. 
● Make the world hard. 
● Move the story down the highway. 

 
Give the PCs something to react to: If the story stalls, it's your job to get it moving again. Give 
them a threat to respond to, a reward to seek, or a person to help. 
 
Make the World Hard: Life in Perdition's Teeth is hard. The Law is predatory. The Wealthy are 
greedy. The People just want to get by. The Land is dying. Something out there wants your 
soul. Give the player challenges to overcome. 
 
Move the Story Down the Highway: No one settles down in Perdition's Teeth. They shouldn't 
spend more than a session or two in the same location. If they seem to be putting down roots, 
find what ties them to that place and take it away. There is always another town, always another 
danger. 
 

Principles: 

● Address the characters, not the player. When narrating the game, use the character's 
name to keep everyone on the same page. 

● Be fans of the characters.  The characters portrayed by the players are the central 
characters of the narrative. Focus on them. Give them chances to pursue their goals. 
Love them the way a dog loves a squeaky toy. 

● Don't act, react. You make your moves in response to PC failures or when things have 
stalled out. You can never make a move that cuts into the normal flow of things 

without these conditions. 
● Never name your move.  You should only refer to your moves by their effects, not by 

the name that this document gives them. 
● Ask Provocative questions.  Your players will have an idea for how things unfold – ask 

them questions and give them a chance to set or flesh out scenes. 
● Allow events to snowball.  When a situation gets more complicated and less friendly, 

you need to let that happen. Avoid the tendency to pull your punches and soften the 
blow. The world is hard. Let it be hard. 

● ...but give them an out. The player characters should always have the opportunity to 
make an exit. This doesn't mean nothing will follow them down the highway, but it does 
mean that they're free to leave. 

● Make NPCs want. Everyone wants something, and these wants give them a 
direction. Keep these wants in mind when describing what they do. Remember, the 
world is hard, and no one has what they want. Pursuing these wants will allow stories to 
happen.  



● Every now and then, declaim.  Sometimes when it's your turn to take an action, you 
should ask the others what they think. “So what's the worst thing that could happen 
here?” is a perfectly valid question – as would putting the scenario given to you in play. 

● Show a world sick with the natural and unnatural. The west is plagued by black 
blizzards, and people are lighting signal fires for something evil. Industrialization has 
wrecked the world and the land is dying; people are cruel and short sighted. Play up the 
darkest and most gothic aspects of this bygone world. 

● When in doubt, give the characters an opportunity to do terrible things to one or 
more klansmen. If nothing else it will make them feel like heroes. 

 

MC Moves: 

● Dark Clouds on the Horizon.  Show them how things are going to get worse before 
they get better. Even when things are going fine now, there should be the sense that 
it's going to come crashing down around their ears. 

● Take something away. When you have to, you should deprive them of something that 
they have. Deprivation is a major theme of Perdition's Teeth, so deprive. 

● Pull on a string.  Almost nothing the PCs get comes with no strings attached. Remind 
them of this, and make them aware of it.  

● Make it hurt. If a character is in a situation where they might suffer harm, inflict that 
harm on them. 

● Dangle the carrot.  Give them a chance to pursue their mission by doing exactly what 
they shouldn't be doing right now and make them betray their group or betray their 
mission.  

● Run them out of town on a rail.  If everything goes as bad as it could be, have 
everyone turn on the players and force them to run for their lives.  

● Split the Party. Have events unfold in such a way that the group is divided. Maybe one 
character stayed to check the repairs on the car and they get arrested for vagrancy. 
Maybe one saw a chance to pursue their mission and ran off to it. Divide them. 

● Offer a deal. If they're in a tight spot, maybe they could benefit from a bit of help. Maybe 
the mine boss offers a chance to save a loved one from the burning mine, but you've got 
to sell out your companions. Maybe the man in black has just what you need if you sign 
in red on the dotted line. Give your players a chance to stave off something bad now by 
making them accept the worst later. 

● After everything, ask “What do you do?” It's important, when you finish describing 
something or giving options, to put the ball back in the player's court. You do this with 
four little words: “what do you do?” When in doubt, when you're done, when it sounds 
best, ask this question, and let the player push the plot forward. 






