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The Player’s Agenda
Active Participation - The world of the ‘77 is filled with 
kung-fu fighting schoolmistress nuns, bionic glam rockers 
and fast-driving race-car drivers who keep pet chimpanzees 
in their passenger seat. You owe it to yourself to explore this 
high octane world, using your character’s motivations and 
goals as a basis for action. Things only get done when you 
actively do them, so always try to participate in every Scene.
Go Big or Go Home -  Some games encourage a subtle 
touch, with nuanced levels of intrigue that require careful 
consideration and delicate maneuverings…. but we think 
that’s for sissies. Spirit of  77 is a game to be played at 
maximum volume at all times. When faced with a choice of 
a behind-the-scenes feint with slight reward but low risk, 
versus bold what-the-hell actions that could fail spectacularly 
but would be amazing if they work out… go for the gusto. If 
you fail, you get XP. If you succeed, you’re a Big Damn Hero. 
Share The Mike - Chances are you’re playing in a group of 
two or more (otherwise you’re like that one lonely guy at 
the bus station at 2am.) In the heat of the moment, it’s easy 
to get caught up in a personal narrative or go off on a wild 
tangent. However, as a player you also have a commitment to 
the group narrative which should involve your fellow play-
ers whenever possible. Caught up in chasing your long-term 
nemesis in a foot race through the subway? Use your fellow 
players to cut him off at the pass. Interviewing a person that 
may know the whereabouts of your long-lost sister? Bring 
them along and play good-cop, bad-cop. Always try to con-
tribute to everyone’s fun.
Stick it to The Man  - Well, this goes without saying.

Attributes
• Might = [Strength]  - Uh! Take it! You got the strength to
make it happen? You got the stones to outlast your opponent? 
Then you got the Might! Alllllright!

• Hustle = [Agility] Whether its bopping your way through
a Rumble or showing your stuff on the dance floor, Hustle 
makes it happen.

• Smooth = [Charisma] Wanna know if you’re easy on the eyes?
Or if you’re cooler than school? That’s how Smooth you are.

• Brains = [Intelligence] Don’t be the fool, take them to
school! Show them how smart you are in knowledge, wisdom 
and street smarts by showing you’ve got the Brains.

• Soul = [Spirituality] You won’t get anywhere if you don’t
have the spirituality behind what you do to give meaning to 
how you do it. There’s peace, there’s love, and then there’s Soul.

The Basic Rule
Describe what you are doing and then roll two six-sided (d6) 
dice and add the results.

• If the result is 10 or higher (10+) it is considered a full suc-
cess your character does exactly what you described.
• If the result is above six but lower than ten (7-9) it is con-
sidered a partial success, you either partially succeed in your 
task or you succeed with a cost.
• If the result is a six or lower (6-) it is considered a failure,
you fail at the task and the DJ can make a move against you.

Experience and Advancement
Gaining Experience

Experience (XP) is what allows you to develop your character, 
as you gain experience and level up you will gain new traits, 
new moves and even new thangs.

You gain experience in the following situations:

• 1 XP is gained whenever you roll a 6- on a move (a failure.)
• 1 XP is gained at the end of any session where you Main-
tained Your Buzz.
• 1 XP is gained at the end of any session where you resolved
a Hook and gained a new one.
• XP is gained any time a Move specifies so.

Advancement

When you acquire an amount of experience equal to your 
level+5 (every character starts at level 1) you level up. Your 
XP is set back to zero and at the end of the session you can 
choose one item on this list to add to your character:

At the end of the session when you gain a new level you can 
chose one of these items:

• Gain a new move from your Role or Story
• Gain a new Thang
• Increase any attribute from 0 to +1
Once you have reached level 5 you can alternately choose one 
of these items:

• Choose a new move from a Role or Story other than your
own that you meet the requirements for and that has not 
already been taken by another active character.
• Take on a completely new Role
• Retire your character safely





State Department of Corrections
FORM 613-AA Basic Moves

Basic Moves
Deliver a Beatdown
When you swing at somebody with the intent of physically hurting 
them, roll +Might. 
On a 10+, you deal your damage to the enemy AND choose one:
On a 7–9, you deal your damage to the target OR choose one:

• You avoid any counter-attack
• Deal great harm (+1 harm)
• Deal 1 stun harm
• Disarm your target
• Blind, hold or otherwise disable your target (they deal -1
harm)
• Give or take something your target is holding or wearing
• Push, pull or otherwise move your target where you want them

On a 6 or less you deal no damage - they can counter-attack and/or 
the DJ can make a move of his choice.
Smoke His Ass
When you take aim and shoot at an enemy at range, roll+Hustle. 
On a 10+ you have a clear shot—deal your damage. 
On a 7–9, choose one:

• You have to move to get the shot exposing someone (often
yourself ) to danger deal your damage.
• You have to take what you can get: deal 1 harm damage

Take a Hit or Get Outta the Way
There are two ways of handling that urge in other people - either 
by Taking the Hit, or Getting Out of the Way. Taking the Hit 
means you shrug off the damage from a wound, requiring you to roll 
+Might. Or you might want to Get Out of the Way by trying to 
dodge a source of danger, which instead requires you to roll +Hustle. 
Either way, on a 10+ you will avoid the harm completely. 
On a 7-9 you take half the harm (minimum 1) or you take no harm 
but the DJ can pick one:

• You’re knocked down
• You drop what you’re holding or have to pick up something else
• Somebody else takes the hit

On a 6 or less, you suffer the full effects of the danger. Hope you’ve 
got some armor.
Keep Your Cool
When you act despite an imminent threat or work under pressure, 
say how you deal with it and roll. If you do it…

• …by powering through, +Might
• …by getting out of the way or acting fast, +Hustle
• …with quick thinking, +Brains
• …through mental fortitude or serenity, +Soul
• …using charm and social grace, +Smooth

On a 10+, you do what you set out to, the threat doesn’t come to bear. 
On a 7–9, you stumble, hesitate, or flinch: the DJ will offer you a 
worse outcome, hard bargain, or ugly choice.
Help a Brother Out
When you directly assist someone you have Hooks with, 
Roll+Hooks with them. 
On a 10+ they roll with Something Extra. 
On a 7-9 you also expose yourself to danger or have to pay a cost.

Get In Their Face
When you attempt to get someone to act through violence or 
threat of violence, roll+Might.
On a 10+ you choose two and then the DJ chooses one:
On a 7-9 you choose one and then the DJ chooses one:

• They don’t force you to carry out your threat
• They give you what you want (or what they think you want)
• They don’t try to deceive you
• You deal them 1 harm
• They flee or otherwise get out of the way
• They offer you an alternative
• You avoid any repercussions

Getting What You Want
When you have leverage and try to seduce or manipulate someone, 
tell them what you want and roll+Smooth.
On a 10+ they do what you want and pick two:
On a 7-9 they do what you want and pick one:

• They act immediately
• They do not demand immediate payment
• They perform especially well
• They are happy with the bargain

Notes: Leverage is anything that has value to the target. This might be 
something simple like cash, information or a quick romp in the sheets, or 
something more complex like future favors owed or past favors redeemed. 
The key is that you can offer something of value to the target.
Free Your Mind
When you relax through meditation or pharmaceutical assistance 
and open up your mind to contemplate the current situation, ask 
the DJ a question and roll+Soul. 
On a 10+ the DJ will give you a truthful and mostly clear. 
On a 7-9, the DJ will give you a truthful but cryptic answer. 
Scope Out a Scene
After investigating the current Scene, roll +Brains. 
On a 10+, ask 3 questions to the DJ. 
On a 7-9 ask 1.
When investigating the current Scene:

• What’s the fastest escape route out of here?
• Is there anything hidden here?
• Who’s in charge around here?
• Who’s the toughest person in the room?
• Who’s the most vulnerable person in the room?
• Who knows more than they’re letting on?

Some moves may allow you to ask additional or different questions.
Give Someone the Third Degree
When you analyze a person’s responses while interacting with them 
roll+Brains. 
On a 10+ hold 3
On a 7-9 hold 1. 
While you are interacting with them, spend one hold to ask the 
player or DJ one question.

• Is your character telling the truth?
• What does your character intend to do?
• What does your character want me to do?
• How could I get your character to do _____ ?

Some moves may allow you to ask additional or different questions.


