
Embark on a caper that captures the action and 
outlandishness of  classic buddy cops like Hot Fuzz, 
Tango & Cash, and Lethal Weapon.

Create Characters
First, players must decide on a difference that they 
share in real-life. Examples of  differences include:
•	 Gender or sex
•	 Sexual orientation
•	 Ethnicity
•	 Politics
•	 Social group
•	 Cultural background
•	 Age

With at least one difference in mind, your PCs 
(Player Characters) will also be different in this way. 
But players will swap differences. The GM (Game 
Master) can request multiple differences.
				Next,	flesh	out	your	PC.	An	ex-cop	thirsty	for	
vengeance? A vigilante with a heart of  gold? A gov-
ernment agent? A psychic dog? The sky’s the limit. 
    If  your character isn’t a cop, why are they involved 
with the caper?

Picking a Stat
Players must decide together which PC will special-
ize in GUTS (action, strength, irrational decisions, 
etc.) and FINESSE (sharpshooting, focus, diplo-
macy, rational decisions, etc.)
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Trait
Lastly, pick a trait for your PC. Whenever a PC per-
forms a skill check, the GM can decide if  that action 
corresponds to the PC’s trait. 

Regardless of  whether the skill check passes or 
fails, the player will receive a bullet point for using 
their trait. Bullet points can be spent to change the 
tides of  fate.
    The GM is encouraged to invent their own traits 
for players, but here are some starters:
•	 Itchy Trigger Finger
•	 By the Book
•	 Love-Struck
•	 MacGyver
•	 Underground Connections
•	 Wheelman
•	 Too Old for this Sh*t
•	 Narc

Bullet Points
During a skill check, the player can choose to spend 
a bullet point to reroll their die. This can only be 
done once per roll--after a player has spent the 
point, they have to keep the result (including appli-
cable bonuses and penalties).

Rolling the Dice
Whenever a player needs to perform an action with 
a	chance	of 	failure--firing	a	gun,	picking	a	lock	un-
der time pressure, seducing a colleague--the GM will 
tell the player which corresponding stat will be used, 
GUTS or FINESSE. The player will roll a six-sided 
die (d6). The number rolled will determine an analog 
level of  success:

Roll Result
6 Yes, and... something else
5 Yes...
4 Yes, but... at a cost
3 No, but... something else
2 No...
1 No, and... at a cost

If  a player is rolling for the attribute which they 
don’t have, they take a -1 penalty to their roll.
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Player Assistance and “Showing Off”
Players don’t assist each other, but rather “show 
off ”. When “showing off ”, the player receives a +1 
bonus to their roll. If  the player fails the roll, they 
will no longer have the bonus.

Investigations
In Badges of  Steel, players will automatically find	
clues that are pertinent to the case. GM, give your 
players some extra info should they get good investi-
gation rolls (GUTS or FINESSE will depend on the 
situation). 
    Let players use their heads, and work together 
to	figure	out	the	meaning	of 	the	clues	to	solve	the	
mystery.

Combat
Combat moves on a turn-by-turn basis. At the be-
ginning of  combat, all aware combatants will roll d6 
to determine turn order (reroll to solve ties). When a 
combatant attacks, the player announces their action, 
and rolls the appropriate GUTS/FINESSE check. 
    If  the GM decides that a character has taken 
enough damage, they might impose a penalty for 
rolls for that character. Healing, and the amount of  
time needed to recover from roll penalties, is also up 
to the GM’s discretion. 

The Police
If  the PCs are part of  the police force (and on good 
terms with the force), they’ll have access to police 
firearms,	vehicles,	and	potential	police	backup,	as	
well	as	a	badge	to	flash	around.	If 	the	PCs	are	not	
part of  the force, they may even have to contend 
with the police.
    Players don’t have to create characters that are on 
the force, or the GM may decide that the Chief  has 
had enough. GM, it’s better to chastise players for 
losing a lead, or the destruction of  public property, 
than to chastise players for acting violent or not 
cooperating. After all, that’s the point!

Player Upgrades
Badges of  Steel is best enjoyed for single capers, but 
you can easily have your PCs return for another 
adventure. Try switching your PC’s keys or swapping 
GUTS and FINESSE, to show how they’ve grown 
as characters. Has your PC’s goal changed?

Playing With More Than a Few Bud-
dies
Although buddy cops traditionally work in pairs, 
there’s nothing wrong with having extra players join 
in. The additional players can freely choose their 
GUTS/FINESSE	stat,	then	find	a	personal	differ-
ence they share with another player from the oppos-
ing stat. 

“Switch” system shamelessly stolen from Breaking the Ice 
by Emily Care Boss

Dice system shamelessly stolen from Freeform Universal by 
Nathan Russel
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GM Tips
The players are supposed to win, not you. But only 
if  they play smart. Encourage your players to use 
their keys and show off  during rolls. Their plans 
should never go according to plan, so don’t be afraid 
to improvise both action and plot. 
    Like in the movies, you want players to bicker 
with each other, but set aside their difference and 
come out stronger than before. Don’t be afraid to 
split your players up. Show how weak they are when 
separate, and how strong they are when together.

Contact the designer of  Badges of  Steel, Ian 
Colquhoun, at rasterradio.tumblr.com
Version 1.0 Beta released April 25th, 2018.


