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KILL THE TARGET
























Characters in R/K can

take almost any form, Character Sheets. Players
but in general, they use character sheets to keep
f track of abilities, items,

are skilled malcontents
driven by their desire
to change the past and
help humanity flourish.

conditions, and facts
about their character. The
following section is a step-
by-step guide to filling

Characters in R/K are out a character sheet and
always a part of a close- creating a character.
Union of . knit Strike Team.
kConcerned Assassins = —
A better world. One bastard at a time. * 3
UCA-0212-96
Profile
call Sign: Fatal Flaw: o 0 . 1 Y R =
Fangs Clumsy A : )
Undesirable: 6 -
[Jpunk [ JHippie [ |Commie D Activist |:| E‘/ @30
Mental: Ultra Charges: C H A R A C E R
15+3=18 ]| _ | I
Physical: Condition:
S5+2=7 [[JBruised: +2 to all rolls.
Social: [|Bleeding: +4 to all rolls. M
[ ]Beaten: Roll twice and take the lower roll. WHO ARE YOU?
10+ 3 =13 DBroken: Can only use Special Actions. Answer the following

questions:

Mental: Physical: Social:

D Adapt D Big @ Act X

[Janalyze [ Brawl X Blend * What is your Call
@Create ’Z]Cybernetic DCalm Sl n? e. . Stln ra

@ Hack Drugged D Con g ( g . g Yr
[] Know [ Fast (ot Spikes, Dave Wilson).
[Joccult [ shoot [JLead e What do you look like?
B e e o + What makes you an
[Jrrap [Jrall “Undesirable”?

% % e Why did you join the
| ] Union of Concerned

O O

Assassins?

e What is your fatal
flaw? (e.g. Hot-headed,
laser-focused.)

Items Ultra

Description: Retroplant: Plant an item in time.
- | ViémFuugr-Biter through Once your inventory is full, you
1 angthing can no longer Retroplant.

Ultra: Use three times before Need a
needing to recharge. Roll twice ,
and use the lower roll. In combat, Download a free prlntable

Act: d20 - skill/item + _2 HB X )
— — on a hit. .
( —_/ OM. Fails if higher than version at:

stat. Pause: When not in danger, you

| l Aid: Role 1d4. One player freeze time temporarily and roll www.retrokill.com
7

character sheet?

subtracts result. +1d4 if| | O° the Pause table.
2+ aiding.

CREATING A CHARACTER STEP ONE 8



2. YOUR

ABILITIES

3. YOUR TOOLS

STATISTICS

Three overarching
statistics (stats)
determine a character’s
level of proficiency:

e Mental
e Physical
e Social

Choose one stat that
they are highly trained
in, one that they are
moderately trained in,
and one they have no
training in.

EXAMPLE SKILLS

The high stat starts at
15, the moderate stat
starts at 10, and the low
stat starts at 5.

SKILLS

Theoretically, there are
an infinite number of
skills that a character
could have. Players
should feel free to
create skills that fit
their desired character
and their assumptions
about their mission.

Mental Skills Physical Skills Social Skills
e Adapt e Big e Act

* Analyze e Brawl e Blend

e Create e Cybernetic e Calm

* Hack * Drugged e Con

* Know ¢ Fast ¢ Hot

e Occult * Shoot e Lead

* Outsmart e Strong * Suave

* Prepare * Tough e Vibe

* Trap e Tall * Scare

Choose eight skills. For
each skill you choose,
add +1 to its associated
stat skill.

If a skill can be used

to overcome an obstacle,
roll an additional d4 and
subtract the result.

STEP TWO

ITEMS

When a character attempts
to overcome an obstacle,
they can use an item to
help them. Each item has
a die associated with it.
When choosing an item,
assign a die value of
either d4, do6, d8, or dlo0
to that item and make a
note of the die value. To
use an item, roll this
die and subtract the
result from an Act Roll.

Each item takes up a
number of inventory
spaces equal to the
item’s associated die.
For example, if a knife
allows a player to
subtract a d4 from their
roll, it also takes up
four spaces in their
character’s inventory.

Certain obstacles

may require items to
overcome; For instance,
picking a lock or hacking
a computer require
specialized tools.

Items with extremely

limited use (such as a
ball or hat) or files

STEP THREE

EXAMPLE ITEMS

Bulletproof
Vest | d6

Spy
Drone | d4

o

- Ball | -1

Personal
Railgun |-d8

Hologram
Projector

| d10
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that provide limited

information to a character

only take up a single
space and grant a -1
modifier to an Act roll
when used.

Wait to pick items. As
situations arise that
require specific tools,
characters can use their
Retroplant special action
or they can pick up items
from the world. Once a
character’s inventory is
full, they can no longer
Retroplant but they can
drop items and pick up
new ones from the world.

Occasionally, an item from

the environment might not
have a die or modifier
associated with it. In

that case, the GM can rule

that it can be carried
without taking up an
inventory slot.

ULTRAS

An Ultra 1i1s a mutation,

evolution, or implant that

can be used to overcome
an obstacle. Choose what
your Ultra is called and
write a quick description
of its use. Ultras can be
used three times before
needing to be recharged.
Using an Ultra decreases
the difficulty of an
obstacle by one level.
When used offensively,

successful attacks with an
Ultra decrease enemy HB by

two instead of one.

11

Lock Pick | l =
| d4 = e b

Handgun | d6

|

Grappling
Hook | d6

Personal
Forcefield
| d8

Leather
Jacket | d4

EXAMPLE ULTRA

Phantom Arm. Can pass
through solid objects.

Ultra Skilled. Characters
are automatically considered
experts in the use of their
Ultra but do not gain a
bonus to any stat Dbecause

of this skill.

STEP THREE

RETRO/KILL is a quick, action-oriented game meant

to be played in a single session. The following
suggestions are intended to help the GM moderate the
game and prepare exciting missions.

To ensure that everyone
has fun at the table,

it is wise to establish
some boundaries before
starting to play. Some
players may not be
comfortable with certain
themes or scenarios such
as racism, child abuse,
torture, sexual assault,
spiders, snakes, or
anything else that would
take them out of the

joy of the game. Allow
players to communicate
what they are not
comfortable experiencing
in the game and ensure
that those themes or
scenarios do not arise.

Some themes, like sexual
intercourse or graphic

RUNNING THE GAME / SAFE

violence, might
be okay to
mention, but
not to describe
in detail.
Allow players
to communicate
those boundaries
and gently gently fade
to black whenever those
themes or scenarios
arise.

Not everything can be
communicated before play
begins. Encourage players
to raise their hands if
they are uncomfortable.
If a player raises their
hand, stop the game and
privately talk to the
player to make sure

they are comfortable and
having fun.

For more advice on
ensuring safe play visit:

slyflourish.com/safety
tools.html

FUN 12



https://slyflourish.com/safety_tools.html 
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PLANNING 1S GOOD

BUT KEEP IT SIMPLE.
30 MINUTES IS FINE.

MISSION EXAMPLE:

RING #1

The characters are told
that they must infiltrate
the Royal Palace of
Brussels. They form a
plan and enter in any way
they can think of.

RING #2

As they near the king’s
office, the characters
must convince an
attendant that they have
a meeting, sneak through,
or blackmail a guard into
granting them access.

RING #3

While navigating the
Royal Offices, they must
distract the Overwatch
Sentries that stalk the
halls or disable the BHP
Sergeant that protects
the king’s office.

RING #4
The characters make
their way to the office,

unlocking the MasterBolt8k
installed by the BHP

Group or disabling and
interrogating Henri
Avaert, and learn of the
secret nuclear weapon
beneath the palace.

RING #5

As they enter the office,
Leopold drops into the
secret bunker where he is
protected by a heavily
irradiated BHP Major and
a group of BHP Soldiers.
Leopold hides behind his
desk whimpering.

Ring #6:

The characters complete
their mission and escape.
Or they are killed as the
dead man’s switch tied

to Leopold’s black heart
triggers the nuclear
weapon installed beneath
the palace and Brussels
is destroyed.

Gm Tip: Feeling stuck? Try starting at
the 6th ring and working backwards!

21

SMALL SANDBOXES

There are many enemies
that the characters

could encounter during a
mission. Below are a few
examples of enemies a
character could encounter
while on a mission:

The

Note to GMs: Enemies in R/K
have intentionally vague
abilities. The game 1is not
meant to be a tactical war
game where the player’s
success or failure 1is a
result of carefully planned
and executed strategies. It
is supposed to be a wacky
sci-fi martial arts action
movie with a kick ass
soundtrack. Have fun with it.

Legacy Foundation

The Legacy Foundation is
a cult disguised as a
think tank. Established
by the philosophical
descendants of Hitler and
his ilk, the Foundation
acquired the ability to
time travel (along with
many other fell powers)
by dealing with a foul,
extra-real entity known
only as “Zhig’Naroth,
The Tainting Idea”. The
Foundation is believed
to be nurturing a
creature—the offspring

of Zhig’Naroth and
Hitler—inside the evil
dictator’s stomach.

LEGACY FOUNDATION
ENEMIES:

Eye of Zhig’Naroth
OM: O HB: []
Ultra: Visage causes
difficulty telling
reality from dreams.
Flaw: Hive mind.

ENEMIES /| LEGACY FOUNDATION 22
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Voice of Outer Madness
OM: 5 HB: OO
Ultra: Summons tentacles
from the Void.

Flaw: Cannot summon if
unable to speak.

WHAT 1S UNPERNEATHT

al

Gloam Trooper
OM: 5 HB: OO
Ultra: Enhanced
resistance to pain.
Flaw: Cannot act without
their commander.
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Hermann Goring

OM: 10 HB: OO0
Ultra: Can consume a
human-sized creature that
dies after a short time
in his body.

Flaw: Weak to poisons.
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Joseph Goebbels

OM: 10 HB: 0[O
Ultra: Can summon
eldritch entities to aid
him in battle.

Flaw: Flammable.

OO

ENEMIES / LEGACY FOUNDATION

The New Reagan Association
(NRA) is a fanatical
transtemporal militia
funded by wealthy
business moguls
from the 20th and
21st centuries.
The militia uses
stolen technology
to enhance its
soldiers into
cybernetic, drug-
fueled berserkers
singularly focused
on protecting
Reagan and ensuring
that his policies
succeed everywhere they
are implemented. The NRA
provides the president with
technology far beyond the reach of the 1980s, even
going so far as transforming his closest advisors and

cronies into cybernetic monsters.

NRA ENEMIES:

STOLEN MOPULAR

eEN
DRONE FACTORY HAS &
REPORTED IN ORIT OF TITAN.

Personal Defense Drone
OM: 5 HB: []
Ultra: Heat detection
sensors. Alarm systems.

24th-Century Hunter Drone
OM: 0 HB: []

Ultra: Heat detection
sensors. Alarm systems.
Flaw: Cloud connectivity.

MODIFIED COMMERCIAL PRONEST?

ENEMIES /| LEGACY FOUNDATION / NRA

Flaw: Cloud connectivity.

24



'CREDITS

CREATED BY Jack Cahan

EDITING BY Maisa Nammari
& Ginny Loveday

DESIGN REVIEW BY
Isaac Minarik

ADDITIONAL ART BY
Dyson Logos, Masterl1305

PLAYTESTERS

Eric Beppler, Matt
Ballinger, Seth Lindblom,
Andrew Reisdorph, Maisa
Nammari, Issac Minarik,
Jillian Montoya, Nirali
Patel, Adam Kelley, Joseph
Raidt, Jason Ritchie, Zac,
Rafael Belchior, Dorothy,
Faithless Lehane, James
Langham, Casey Butt,
Lughnasadh, Ian Jarett,
neckleaper, QCumbpr, Harry
Marquis/DTB, Matthew
Barnes, Jeremy Willhoit,
Ivy, Billi Tackett,

Sadie Saar, A Wolk, Tony
Jacobs, Alexia Grind, @
jzebedee, Bossegg, Fionn
Cameron, Xanderous,
Badriel, Benedict Geddes,
RomeoWood, Julia Alvarez,
Boado, Fafnir, Kel Armen,
Fallenstarz Lila, Glorbo
Catmanson, Dark Potio,

Ian Smithpeter, and
Bailey Blankenship

79

SPECIAL THANKS

Troy Hewitt, Jack Panic,
Alex Beisel and Nichlas
Ross, Zach Havenlok,
Marshall Short, Isaac
Minarik, Susie Sahim,
Anna Meyer, Kel Armen,
Eric Beppler, Matt
Ballinger, Seth Lindblom,
Andrew Reisdorph, Bailey
Blankenship, Jillian
Montoya, Nirali Patel,
Adam Kelley and especially
Maisa Nammari.

ACKNOWLEDGMENTS
Games that inspired
ideas, envy, and fun.

e Stars Without Number
by Kevin Crawford

e Blades in the Dark by
John Harper

e CBR+PNK by Emanoel Melo

e Mausritter by Isaac
Williams

* Dreadnought by Alex
Beisel and Nicholas

Ross

e PIRATE BORG by Luke
Stratton

e Eat the Reich by Grant
Howitt

RETRO/KILL

The text for The Olivia
Hill Rule (No Fascists)
is licensed under

a Creative Commons
Attribution Share-Alike
4.0 license. Credit to
Machine Age Productions.

ORC NOTICE

This product is licensed
under the ORC License
held in the Library of
Congress at TX 9-307-
067 and available online
at various locations
including www.azoralaw.
com/orclicense and
others. All warranties
are disclaimed as set
forth therein.

ATTRIBUTION

If you use our Licensed
Material in your own
published work, please
credit us in your product
as follows:

RETRO/KILL, © Lorelock
Ltd., Created by Jack
Cahan.

Reserved Material

Reserved Material
elements in this product
include, but may not be
limited to: The Lorelock
name and brand elements,
Mecha-issinger, and all
elements designated as
Reserved Material under
the ORC License.

RETRO/KILL

EXPRESSLY
DESIGNATED
LICENSED
MATERIAL

The following
elements are
owned by the
Licensor and
would otherwise
constitute
Reserved
Material and
are hereby
designated

as Licensed
Material:

The Union of
Concerned
Assassins,

New Reagan
Association,
Legacy
Foundation,
Ambrosia
Project, and
all enemies and
items found in
this book.

Copyright 2025,
Lorelock Ltd.
All rights
reserved.
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