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WHAT IS QAGS?
QAGS (pronounced "kwags") is the Quick Ass Game 
System, published by Hex Games.  Unlike role-
playing games that attempt to simulate reality, AGS 
is a cinematic system that recreates the feel of fiction. 
QAGS players and Game Masters work together to 
create entertaining stories, using the innovative 
candy-based mechanic called Yum Yums. You can 
puchase QAGS 2nd Edition  and other fine Hex 
products, or download the free Qik Start rules, at 
www.hexgames.com.  
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 INTRODUCTION 
The Gygax-Jackson Act of 1985 requires that every 
role-playing game include a section that compares 
RPGs to the imagination games played by children. 
Cops and robbers is frequently given as an example 
of this type of imagination game, and with good 
reason. Because the continuing battle of wits, guts, 
and bullets between good guys and bad guys is so 
pervasive in popular culture, it's a safe bet that nearly 
every kid in the world has played a variation on cops 
and robbers at some point. When we're young, crime 
stories are very basic and the line between good guys 
and bad guys is clearly defined: the cops are good, 
the robbers are bad. As we get older, the stories 
become more morally ambiguous: police abuse their 
power, criminals are discovered to have 
understandable (if not justifiable) reasons for 

committing their crimes, and other shades of gray are 
introduced. Because crime stories at their most basic 
are about the difference between Right and Wrong, the 
genre is rife with role-playing possibilities.  

The Cops and Robbers Cinemechanix Guide provides 
GMs and players with basic information about the 
crime fiction genre: types of stories, common character 
archetypes, genre tropes, and QAGS mechanics for 
handling common situations. The book is not intended 
to be a nuts-and-bolts guide to criminal activity or 
police work. If you want more information about 
investigative techniques, organized crime, or criminal 
law, visit the True Crime section of your local library 
or pop in a DVD of your favorite cop show.
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THEY’RE COPS 

One of the most common action story formulas is the 
buddy cop movie. In these films, the heroes are odd-
couple partners, usually a loose cannon with nothing 
to lose and a by-the-book cop who prefers to play it 
safe. The main problem with trying to use this set-up 
in a role-playing game is, of course, that most 
gaming groups have more than two players. 
Fortunately, it's not unusual for various bystanders--
informants, potential victims, even other cops--to get 
caught up in the action and taken along for the ride. 
If the group is relatively small (and the players 
agree), it may be possible to run a buddy cop game 
with the non-hero players taking on the roles of 
different innocent bystanders or "special guest stars" 
for each new case. These players can also handle the 
role-playing for recurring minor characters such as 
superior officers, informants, and lab guys

TYPES OF COPS & ROBBERS STORIES 
While there are many different kinds of crime stories, 
for role-playing purposes they can be divided into four 
broad groups: action stories, capers, crime dramas, and 
police procedurals. Action stories and crime dramas 
can focus on either the police or the criminals. Caper 
stories and police procedurals, on the other hand, are 
often two sides of the same coin. If the story focuses 
on the robbers trying to commit a crime, it's usually a 
caper; if it focuses on the cops trying to prevent or 
solve the crime, it often turns into a police procedural.

Action Stories
Action stories, as the name implies, focus on action: 
car chases, shootouts, stunts, and explosions. The less 
exciting aspects of police work and criminal activity--
taking witness statements, tracking down untraceable 
guns and cars, and the like--are either handled off-
screen or ignored entirely. The heroes of action stories 
(whether they're lawmen or law breakers) tend to be 
extremely competent, especially when it comes to 
physical abilities and coming up with witty one-liners. 
Action movies often begin with a simple crime such as 
murder or robbery, but the investigation (or 
commission, for criminal characters) of the crime 
inevitably causes the heroes to get caught up in a vast 
web of vice, corruption, and violence.

Capers
Caper stories involve a group of criminals attempting 
to pull off a crime. In this type of story, the focus is 

usually on the crime itself, with most of the story 
revolving around the planning and preparation for the 
job. The climax of the story comes when it's time to 
actually execute the plan, at which point the criminals 
inevitably run into unexpected complications. Most 
caper stories can be divided into two general 
categories: the heist (the criminals are attempting to 
steal something) and the con (the criminals are trying 
to convince someone to give them something 
voluntarily).

Crime Dramas
Crime dramas are cops and robbers stories that focus 
on the lives of the characters, with crime or crime-
fighting serving as a backdrop. Crime dramas tend to 
have more realistic characters and often tackle more 
mundane issues than the other types of crime fiction. 
Because crime dramas tend to have very well-
developed characters and supporting casts, this can be 
a great type of story for players who want to explore 
the moral dimensions of the crime genre.

Police Procedurals
Police procedurals are in many ways the flip-side of 
capers. In this type of story, the heroes are the police 
trying to solve (or occasionally prevent) a crime rather 
than the criminals who want to commit the crime. 
Police procedurals focus on details of criminal 
investigation--gathering evidence, questioning 
witnesses and suspects, and analyzing clues. While 
police procedurals traditionally feature cops, stories 
that focus on forensic investigators became common 
with the success of the CSI: Crime Scene Investigation 
TV series. While the police procedural format works 
for any sort of criminal investigation, most focus on 
the investigation of a murder. 
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Doing Cops & Robbers Stuff 
Although some types of crime fiction (especially crime 
dramas and police procedurals) attempt to portray cops 
and robbers in a pseudo-realistic manner, even the 
most "realistic" crime fiction takes liberties with 
reality. Action heroes perform impossible stunts, 
police investigators can do complete DNA testing in a 
matter of hours, and criminals can find a hole in even 
the tightest security measures. The rules in the 
following section, like the plots of most crime stories, 
tend to err on the side of action and drama rather than 
reality. It's up to the group to decide which rules they 
want to use and which they want to ignore.

Chase Scenes
Any crime movie worth its salt will have at least a 
couple of chase scenes. When a chase begins, the GM 
should assign each participant (for vehicle chases, 
passengers are not considered separate participants in 
the chase) a Chase Position between 0 and 20 based on 
starting position (0 for the person who's dead last, 20 
for the person in the lead). If the quarry is trying to get 

to a particular location (for example, the police station) 
and doesn't mind leading the pursuers to the location, 
the GM should also set a goal for the location. When a 
character's Chase Position reaches the goal or higher, 
he has arrived. A cribbage board can be used to make 
keeping track of Chase Positions simpler. Chase 
rounds are divided into two phases: The Chase Phase 
and the Action Phase

The Chase Phase

During the Chase Phase, each participant should make 
the appropriate roll (usually either Body or Job). If the 
roll fails, the Failure Degree is subtracted from the 
participant's Chase Position. If the roll succeeds, the 
participant adds his Success Degree to his Chase 
Position. A participant in the lead who wants to fall 
back (in order to engage in combat, for example) may 
choose to only add part of his Success Degree to his 
Chase Position. Doing so gives him a bonus to his next 
non-chase action (see below) based on how much of 
the Success Degree is added to the Chase Position: +3 

EXTRAS 

In action movies, the heroes and villains frequently find themselves up against armies of nameless extras (often 
called "mooks"). If the PCs are cops, these will include mafia foot soldiers, random gang members, and other hired 
muscle. For robbers games, extras will usually be uniformed police officers. Extras rarely do any real damage to the 
heroes or ruin their plans, but they can make things a bit more difficult.

Whenever the heroes encounter extras (for game purposes, an extra is any character without a name), the group of 
extras acts as a single character with a single Word that describes the group's function ("cop," "hired muscle," or 
"drug smuggler," for example). The extras' Number depends on how many extras there are relative to the number of 
named characters they're opposing, as shown below. At the beginning of each round, the GM should roll for the 
extras. If the extras succeed, all rolls by the extras' enemies this round suffer a -1 penalty  for every 5 points of the 
extras' roll. If the extras fail their roll, decrease their Number by 1. Any group of extras whose Number drops below 
5 must make a successful Word roll each round or run away. On a Lucky Break, the extras actually manage to do 
something harmful to their enemies--for example, if the extras are shooting, a random named character gets hit by a 
mook bullet. On a Bad Break, the extras get in the way of their non-extra allies, who suffer a -2 penalty to all rolls 
for the rest of the round. 

The Number for a group of extras depends on how many extras there are in relation to the group they’re opposing:

• If the extras are outnumbered, their Number is 10 minus the difference between the two groups. 
• If the extras and their opponents are evenly matched, the extras have a Number of 10.  
• If the extras outnumber their opponents by 10 or less, they have a Number equal to 10 plus one half the 

difference between the two groups. 
• If the extras outnumber their opponents by more than 10, treat each group of (10 + number of opponents) extras 

as a single character with a Number of 15. If there is a group left over that does not outnumber the other side by 
10, determine that group’s number using the guidelines above. 

• If there are an equal number of extras on both sides, the cancel each other out. IF one group has more extras, 
only the larger side gets to roll. To determine the group’s Number, subtract the smaller group from the larger 
and use the result to determine the larger group’s Number. 
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if nothing is added to the Success Degree; +2 if the 
character applies less than 1/3 of the Success Degree 
to the Chase Position; +1 if 1/3 - 2/3 of the Success 
Degree is added; 0 if the character increases his 
position by more than 2/3 his Success Degree.

If a character gets a Bad Break, Lucky Break, or 
Quirky Success on his chase roll, a Chase 
Complication is encountered. On a Bad Break, the 
opponent whose Chase Position is closest to the 
character gets the advantage. On a Lucky Break, the 
character gains the upper hand. On a Quirky Success, 
something happens to help or hinder both parties. See 
Appendix 2 for random chase complications and 
recommended mechanics for handling them.

If there are multiple people or vehicles fleeing during a 
chase scene, one or more of them may decide to break 
off from the chase. When this happens, all pursuers 
who are behind the person who splits off must decide 
who to follow. If nobody follows the participant who 
split off from the chase, he gets away. If anyone does 
follow him, those cars are now in a separate chase, 
though Chase Positions remain the same. If in 
subsequent rounds two participants in different chases 
end a Chase Round at the same Chase Position, it 
means that the separate chases have met back up and 
become a single chase again.

The Action Phase

Once the new Chase Positions are determined, the 
Action Phase begins. The options open to participants 
depend on their positions relative to others in the 
chase. Each participant may only take one action. Any 
character who rolls a Bad Break during the Action 
Phase of a vehicle chase must make a Crash Check 
(see below).

• Any character may attempt a stunt or a 
bootlegger turn.

• Participants within 10 Chase Positions of one 
another can attempt to make melee or 
vehicular attacks on one another.

• If multiple allied participants are within 10 
positions of an enemy and at least one is 
ahead of the target, they may attempt to force 
him to stop by boxing him in, herding him 
into a blind alley, or otherwise cutting off his 
escape route. To do this, each of the 
participants attempting to force a stop roll 
against the appropriate Word. If fewer than 
two succeed, the maneuver fails. If two or 
more succeed, take the second highest roll 

and add 1 to it for each ally who succeeded. 
The target must beat this number on a Body 
or driving roll in order to avoid being 
surrounded.

• Participants within 20 Chase Positions of one 
another can make ranged attacks on one 
another.

• Fleeing participants who are more than 30 
Chase Positions ahead of the nearest pursuer 
are temporarily out of sight and may attempt 
to hide by making an appropriate roll (usually 
stealth for foot chases, driving for vehicle 
chases) and remain at their current Chase 
Position. Whenever a pursuer passes this 
position, the pursuer makes a Brain roll 
resisted by the quarry's hide roll. If the 
pursuer wins, he spots the quarry.

• Fleeing participants who are more than 40 
Chase Positions ahead of nearest pursuer can 
attempt to take an unexpected route in order 
to lose their pursuers. To do this, the fleeing 
character makes a chase roll. If the roll is 
successful, make a note of the participant's 
current Chase Location and Success Degree. 
The first pursuer to reach the location must 
make a Brain roll resisted by the quarry's 
Success Degree. If the pursuer loses, the 
quarry adds the difference between the rolls 
to his Chase Position.

• A Fleeing participant who is more than 50 
Chase Positions ahead of his nearest pursuer 
escapes and is no longer in the chase.

Chase Scene Actions

Bootlegger Turns: In movie chase scenes, the fleeing 
car frequently makes a sudden turn and heads in the 
opposite direction. If a chase participant decides to use 
this tactic, he must make a driving roll. If the roll fails, 
the character must make a Crash Check. If the roll 
succeeds, all pursuers must make a driving roll with a 
DN equal to the lead driver's Success Degree. Those 
who fail lose a number of Chase Positions equal to 
their Failure Degree and must make a Crash Check. If 
there are multiple cars fleeing during a chase scene, 
anyone who makes a Bootlegger Turn is considered to 
have split off from the chase.

Combat During Chases: All combat rolls made 
during a chase suffer a -2 penalty (-1 for non-
participant passengers in a vehicle chase). If a melee 
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attacker is ahead of his target, he may eliminate this 
penalty by taking a -4 penalty to his next chase roll. A 
ranged attacker may eliminate the penalty by taking a 
-4 to his next chase role regardless of whether he's 
ahead of or behind the target. If a chase participant 
fails a melee attack roll, he is not allowed to make a 
chase roll on the following round.

Crash Checks: When a character is required to make 
a Crash Check, he makes a normal driving roll. If the 
roll succeeds, he avoids a collision. If the roll fails, the 
car has crashed and takes damage equal to the Failure 
Degree of the roll (on a Bad Break, the Failure Degree 
is doubled). Each person in the car must also make a 
Body roll resisted by the driver's Failure Degree or 
take damage (treat the Failure Degree as the enemy 
attack roll). Additionally, the GM should roll a d20. If 
the roll is equal to or less than the Failure Degree, the 
vehicle explodes. Nameless characters in exploding 
vehicles die instantly. Named characters manage to get 
out of the car, but still may take damage from the 
explosion (see the Explosions section below for 
details). Whenever a vehicle crashes, all cars within 2 
Chase Positions must also make a Crash Check. If it's 
not immediately clear what the driver crashes into, roll 
on the Car Crashes table in Appendix 2. A crashed 
vehicle loses its next chase roll and cannot rejoin the 
chase until the driver makes a successful driving roll 
during the Action Phase of the chase round.

Stunts: Whenever a character chooses to perform a 
stunt, he should describe the stunt. In some cases, the 
player might have to spend Yum Yums in order to 
make sure that the proper conditions for the stunt are 
in place. For example, if a character wants to do the 
old "jump the drawbridge right as it's opening up" 
trick, he'll probably need to spend Yum Yums to make 
sure that there's a drawbridge nearby that's about to let 
a boat through. Once the stunt is described and the 

appropriate Yum Yums spent, the GM sets a Difficulty 
Number for the stunt and the player makes the 
appropriate roll. If the player succeeds, he gets to add his 
Success Degree to his Chase Position. A character on 
foot who fails a stunt must make a Body Roll against the 
stunt roll's Failure Degree. If the Body roll is successful 
but less than the DN, the character takes damage equal to 
the difference of the rolls. If the Body Roll fails, the 
character takes damage equal to the DN and cannot make 
a Chase Roll in the next round. If the driver of a vehicle 
fails a stunt roll, he must make a Crash Check.

If a stunt succeeds, all characters who are 10 or fewer 
Chase Positions behind the character must decide 
whether they want to attempt the stunt themselves or 
take an alternate route. Anyone who tries an alternate 
route subtracts the stunt's Difficulty Number from his 
Chase Position. Those who attempt to replicate the 
stunt roll against the DN. If the roll succeeds, the 
participant adds his Success Degree to his Chase 
Position. If the roll fails, the character subtracts his 
Failure Degree from his Chase Position and must make 
a Crash Check or Body roll (depending on whether 
he's in a car or on foot).

Vehicle Combat: Most cars are eliminated from 
chases through crashing, usually with help from their 
enemies. Whenever participants in a chase want to try 
to run one another off the road, have each driver make 
a driving roll. The results depend on how well each 
side rolls:

• Both Drivers Fail Their Rolls: No damage is 
done, but each driver must make a Crash 
Check.

• One Driver Fails, One Succeeds: The car that 
failed takes damage normally and the driver 
must make a Crash Check.

• Both Drivers Succeed: Both cars take damage 
equal to the opposing driver's roll and both 
drivers must make a Crash Check.

Damage for vehicles is identical to damage for PCs. A 
typical passenger car has 40 Hull Points, an Armor 
Rating of 4, and a Damage Bonus of +10. For those 
who want more crunch where cars are concerned, see 
Appendix 1: Cars!. If a car is reduced to less than 1/2 
its original HP, the driver must make a Crash Check 
each round to avoid a collision. Groups who would 
like more detail in their vehicular combat should refer 
to the Car Damage Location Table in Appendix 2, 
which also gives guidelines for effects of damage to 
particular parts of the vehicle. 

MIXED CHASES 
These chase rules assume that everyone is either on 
foot or in roughly equivalent vehicles. If this is not 
the case, the GM will have to wing it and assign 
modifiers based on the situation and environment of 
the chase. For example, if a character on a skateboard 
is fleeing a patrol car on an open, relatively empty 
road, he'll probably suffer a severe penalty to chase 
rolls. On the other hand, if the same chase is taking 
place in the midst of heavy downtown traffic, the 
skateboard will suffer a much smaller penalty 
because he can maneuver in and out of traffic much 
more easily. 
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Combat
Alternate Damage Rules

Most heroes in action movies are incredibly hard to 
kill, which might be problematic given the often quite 
deadly QAGS damage system. If a GM wants to 
increase the chances of PC survival, she may rule that 
instead of taking normal damage, characters who are 
injured only take damage equal to the Damage Bonus 
of the weapon used against them (unarmed attacks do 
1 point of damage). If the GM would prefer for the 
attack roll to have some bearing on damage, add +1 for 
attack rolls of 5-10, +2 for attack rolls of 11-15, and 
+3 for attack rolls of 16 or higher. It's up to the GM 
whether or not GMCs also benefit from reduced 
damage. For most action movies, a good rule of thumb 
is that most GMCs take normal damage, but villains 
and other major characters take damage according to 
the alternate damage rules. 

Explosions

When something explodes in an action movie, non-
extra characters may make a Body roll to outrun the 
fireball. If the roll succeeds, the character takes no 
damage. If the roll fails, the character takes damage 
equal to the Failure Degree of the roll plus the Damage 

Bombs in action movies always have large LED 
counters displaying a countdown to the explosion 
and can be defused by cutting the proper wire. All 
action heroes know this, but are never quite sure 
which wire to cut. Fortunately, they usually make the 
right decision. Typically, the bomb will only go off if 
the character rolls a 20. This chance goes up if the 
players do anything that betrays narrative trust. 
Modifiers for sloppy cop work are as follows:

• Character fails to wonder aloud (or discuss with 
his partner) which wire to cut: -2

• Character fails to change his mind about which 
wire to cut at the last minute: -1

• Character cuts the wire while the countdown is 
still above 10: -2

• Character points out that the entire situation is 
ludicrous and would never happen this way in the 
real world: -10

Subtract each appropriate modifier from 20 and have 
the player cutting the wire roll a d20. If the roll is 
higher than the modified number, the bomb goes off. 
The character cutting the wire (and any allies who 
were helping him figure out which wire to cut) takes 
double damage from the explosion.

DEFFUSING BOMBS

Bonus of the explosion: +2 for little explosions; +5 for 
medium-sized blasts, and +10 for huge fireballs. If the 
heroes are responsible for an explosion, a successful 
Nerve check allows them to walk away from it looking 
like bad-asses without taking damage.

Mexican Stand-Offs

A common theme in crime movies (especially 
independent ones) is the Mexican Stand-Off, when 
several characters have a spirited conversation with 
guns trained on one another. Eventually, somebody 
fires and lots of people end up with bullet wounds. At 
the beginning of a Mexican Stand-Off, each participant 
chooses a target, says something witty, intimidating, or 
provocative, and makes a Nerve check. If the roll 
succeeds, the Success Degree of the roll becomes the 
character's Drop Number. If the roll fails, the 
character's Drop Number is zero. Characters involved 
in a Mexican Stand-Off act in order of Nerve Number, 
from highest to lowest (if two characters have the same 
Nerve, use a resisted roll to determine who goes first).

When it's a character's turn to act, he may either try to 
increase his Drop Number by saying something cool 
and making a Nerve Check or declare that it's time to 
start shooting. If a GMC makes 3 consecutive Nerve 
rolls, he will start shooting on the 4th round. If a GMC 
rolls a natural "20" on a Nerve check, he will get 
nervous and start shooting on the next round. When 
people start shooting, attacks are resolved in order of 
Drop Number from highest to lowest. As long as a 
character fires on his original target, the target is not 
allowed to dodge. Additionally, each attacker adds his 
Drop Number to the damage of a successful attack 
(whether or not he's firing on his original target). If 
anyone is left standing at the end of the shootout, 
normal combat resumes.

In the movies, the shootout at the end of a Mexican 
Stand-Off is often started by a shot fired by someone 
off screen. If the GM wants to model this during a 
game, she should keep track of the Off-Screen Shooter 
Number, which starts at 5 and increases by 1 each 
round. At the beginning of each round, the GM rolls 
against the Off-Screen Shooter Number. On a success, 
the Off-Screen Shooter fires, setting off the shootout. 
If the roll is odd, the Off-Screen Shooter is an ally of 
the PCs. If the roll is even, he's a bad guy. The Off-
Screen Shooter's attack is handled first, but he does not 
get the benefit of adding a Drop Number to damage.
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