
WOIN Rules FAQ (v1.0) 
This document is not errata; it is designed to 
clarify and answer commonly asked rules 
questions regarding the What’s OLD is NEW 
roleplaying game system. To that end, you 
won’t find new rules or corrections here. 
   If you have a question for the WOIN Rules 
FAQ, simply ask it in the forum. If it turns out 
to indeed be a question that is commonly 
asked, it’ll get added to this FAQ! 
   EONS articles are not covered in this FAQ.  
   Keep an eye on the version number to make 
sure you have the latest version of this FAQ. 

Where Can I Find Errata? 
Errata can be found in a sticky thread on the 
official forum. 

Are DEFENSES capped by Maximum 
Dice Pools? 
Yes. A DEFENSE is formed with an ordinary 
dice pool (attribute + skill + equipment) and is 
thus treated as such. Note that derived stats 
like HEALTH are not formed with dice pools 
(although they do involve rolling dice!) so are 
not capped in this manner. 
   Basically, if you are forming a dice pool 
using attribute + skill + equipment, it is subject 
to the normal dice pool capping. 

How Does SOAK Stack? 
If you have different sources for SOAK, you 
use the highest. If you have SOAK bonuses, 
these stack. 
   So, if you have armor which gives SOAK 4 
and you also have natural SOAK 3, your 
SOAK is 4. But if you have armor which gives 
SOAK 4 and a natural exploit which gives 
SOAK +3, your SOAK is 7. The difference is 
the “+” symbol. 

Who Tracks Pinning Down? 
When an attacker is pinning down a target 
with gunfire, it is the attacker’s job to track 
their pinning-down bonus. 
   Pinning down is a “per attacker” bonus, not 
a “per target” bonus. The attacker must be 
actively attacking the target to claim the 
bonus, and the bonus only applies to the  
number of rounds that specific attacker has  

been firing at the target. Pinning bonuses are 
not shared by multiple attackers; each must 
track their own. If the target moves, everybody 
gets reset. 

How Do Ambushes Work? 
The ambush turn is not something which 
comes up often. It’s not the same as a “surprise 
round” in some other games - it’s a deliberate, 
co-ordinated, planned tactic. If two groups of 
enemies run into each other, you just roll 
INITIATIVE as normal. 
   To use an ambush turn, you need to plan to 
do so in advance and make an effort to set that 
up. Generally, that means that one side in a 
conflict already knows about the other, and is 
setting up hiding places, vantage points, and 
so on. However, in some unusual 
circumstances, two groups could be 
attempting to do it to each other. 

How Does An AL10 Navcomp Affect 
A Starship’s Operation Range? 
AL 10 navcomps make space travel a fairly 
trivial matter in terms of time and distance. 
When using such a device, not only does the 
navcomp multiply the ship’s FTL speed by 10 
it also means that operational range is no 
longer a factor. An AL 10 navcomp means a 
ship can cross a galaxy, Star Wars style. 

Can Equipment Bonuses Exceed MDP? 
Not as designed no. Equipment is not 
intended to be a major improvement factor in 
WOIN. Generally speaking, high quality gear 
might compensate for a lower attribute, but it 
doesn’t tend to pile bonuses on top of a 
character which is already optimized in terms 
of attributes and skills. Characters in WOIN 
tend to get by with their wits and skills rather 
than their gear. 
   However, many groups enjoy collecting 
equipment. In Cinematic Mode, you might 
consider allowing equipment bonuses to apply 
after the MDP cap rather than before. This will 
not break the game, though it will change the 
flavor a little, and will also result in larger dice 
pools and an overall power boost.
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