


SUSTEM

Publisher: Danicl Scott Palter = Associate Publisher/Treasurer. Denise Palter = Associate Publisher: Richard Hawran
Senjor Editor: Greg Farshtey » Editors: Peter Schweighofer, Bill Smith, George Strayton, Paul Sudlow, Fric Trantmann
Art Director: Stephen Crane » Graphic Artists: Tim Bobko, Tom ONeill, Brian Schomburyg * Sales Manager: Jeff Kent
Sales Assistant. Carl Klinger = Licensing Manager: Ron Seiden * Warehouse Manager: Ed Hill
Accounting: Karen Bayly. Wendy Lord » Billing: Amy Giacobbe

WEST END GAMES ¢ RR 3 BOX 2345 « HONESDALE, PA 18431
51005




For those of you who have already played roleplaying
games, you may want to skip ahead to Chapter One
“The Plaver's Section.” For the newcomers, the re
mainder of this introductory ct
pts of roleplaying, characte
Get h

"J't'(l ] |

apter explains the con-
s, and adver

up—you re going o

vour imagination fired

SO, WHAT IS
ROLEPLAYING?

You've read novels: you've MOVIes; you ve
watched television. What is it about these things 1

: T8 6t] v ® % Acwr ti 2 and o« t

SO comp< Is people 1o sit aown me and again (o

spend some of our precious free moments?

JtOries

We love to watch characters fail into conflict, and
we cannot wait to see how things turn out. Does the
inept but lovable protagonist get the girl? Does the
secret agent make it out of the villain's lair before the

whole place explodes? Does the noble hero sacrifice
himsell to save his kingdom?

l'he genre doesn’t matter. Believable, conflict-ori-
ented stories engage our senses so deeply that we
often find ourselves hypnotized by the events unfold-

ing belore us
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SO ALY 1o W i e char b

th
a

n this day of virtual reality and interactive televi-

can now become involved in these stories

S10N, we

that so grip us. We become characters in tales of our
stories propelled forward by our actions

ever ¢

own design

and reactions and moving loser to
1 n

table concl
Think of roleplaying then as interactive storvteliing.

You and a group of friends cr o alter egos and

he world of vour ir ns. expionng r
ed only by vour creativity. One person assumes
t role of releree—or gamemaster—informing th

{ their charact

» words and actions ol

ose characters not controll

. § T T
wizard, lor exan and the resulls ol

for example)
the plavers’ characters’ activ

With a roleplaying game vou can thrust yourself
into the heart of adventure, becoming characters in
worlds of your own Imagination or of your favorite

LIeS

novel, or television show, like Srar Wars, Dr.
Whao, James Bond, Babylon 5, Space: Above and Be-
vond, Hercules: The Legendary Journeys, or The X-Files,
to name just a few.®

Let's stop a moment and look in on a typical game
session. Judy, Mike, Chris, and Tim have gotten to-
gether on a Friday evening to continue their fantasy

mowvie,

ires—like indi-
vidual books in a novel series). Tim. the gamemaster
(GM), has just begun to summarize the events of the

last adventure (for now don't worry

inked series of advent

campengn (a

about the game

mechanics—the dice rolling. character attribute and

The dia

L 11 4
skill names, et cetera 11~

cates that the plaver is

her character

Tim: Your characters escaped

but yvour skyship suflered

.
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e engag
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Judy (playing Captain Walker) alk to the prow and
use my .\‘_.}_‘-‘.lﬂl‘-* 1o ook lor a gooc i'=f.;('r_‘ to anchor
the ship

Tim: About a quarter of a mi

plain dotted with several smallisi

make out much more than ti

ver orders’
Judy: “Head for that clearing
Mike: “Ave, ( aptain.”

- . . y : i
Tim: Chris, where's your character at this poir

Chris (plaving Crewman Fahrer): In the crow’s nest

Tim: Okay, make a Perception check
Chris: (Rolis some dice, ) L rolled a 14

Tim: A fourteen? Okay, that’s pretty good. You notice
a plume of grayish-white smoke twisting upward into
the sky from a wooded hill to the northeast.

Chris: “Captain, look: a fire to the northeast.”
Judy: Do | see the smoke?

Tim: Yes, it's about a half-mile fron
sition

.ll.ld_\'f "Stensson, what do ve

» fire lirst or head to

Chris: Do | think the ship ca
then back to th I 3
,.

Tm- M 2 iy wiby
Tim: Make a shipwright roll

Chris: ( Rolls some dice

Tim: Well. it’s hard for vou to tell. A lot of the damage

on the lower hull, which vou can’t see verv well

* deck. Mike, make a Perception roll.

Mike: Okay. (Rolls. ) | ¢
Tim: That's good. Something tells vou to look behind
vou. When yvou turn yvou see a glint ol light in the sky.
It onlv takes vou a cou » of seconds to realize that
it's the Armada
Mike: “Look! It's the Armada
Chris: I'm climbing down from the crow’s nest
Judy: “Get to your battle stations while I turn us
around. We can’t outrun them, so we're going to have
to fight
Tim: All right, we're getting into combat rounds now.
Everyone make Reflexes rolls

I'he night continues with an exciting confrontation
between the Armada and the plavers characters
Luckily. the pirate allies of the characters show up to
help out — of course, they wait until the very last

moment to arrive!

GETTING READY TO PLAY
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IR’S SECTION

PLAYI]

Participating in a roleplaying game ta

amount of knowledge about how the game works

Maost of the time you can rely on the gamemaster to
coach vou through, but it makes life a lot easier if all
the players know at least the basics

The details of the areas covered here :

rest of the book. (Plavers, vou don't n )
about those chapters: onlvthe g x to know
the fine points.) Once you've read this section, vou'll
be armed and ready to become a part of a roleplaving
adventure. The D6 Systemis d ed sothat vou can
play in any genre ( sci

Victorian, pulp., horror

1tasy, cvberpt

learn a new set of
Now let's begin vour forav into the exciting world

of roleplaying games.

CHARACTERS

To play the game vou'll need a character. A character
is an alter ego whose part you assume for the dura-
tion of a gaming session. Think of it as improvisational
acting: vou know the abilities and personality of vour
character and vou decide how that character reacts
to the situations presented to him. Unlike most tradi
tional games, which follow set procedures for each
player’'s turn, roleplaying games leave all options
open. lf someone shoots at yvour character, for ex-
ample, vou can decide to leap out of the way. or re
turn fire, or catch the bullet in vour teeth

(kay. that last option sounds pretty outla
what if vour character is a superhero? And ther
what if he isn’t?

S0, we need a way to quantify the character’s abili-
tiecs—his aptitudes, skills, special powers (magical
psvchic, super), et cetera. The D6 System represents
vour character’s leveil of ab in each area with a
die code, a number of sixsided di us a number o
“pips.” For example, a die code o -1 means three

six-sided dice plus one pip (don't worry about what

you do with these die codes for now; we'll cover that
a little later in the section titled Waking Dice Rolis
All vou need to know right now is that the more dice
and the more pips, the better the character’'s exper-
tise in the particular aptitude or skill.

CREATING A CHARACTER

Make a photocopy of a character sheet.

Distribute attribute dice

Select skills and distribute skill dice.

Roll for body points (if applicable).

Determine personal information (name,
species, gender, height, weight,
appearance ).

Choose Advantages and Disadvantages

Record or select special al
(spells, psychic powers, ¢
Create background and personality
Determine starting money and
purchase equipment.

ATTRIBUTES
Attributes represent a character's basic aptitudes—
her inherent levels of ability in various areas, from
physical strength to logical reasoning Your
gamemaster will provide vou with either a character
template (a partially created charac
customize to use as vour own) or a lis attributes
that will be used for his game world (so you can cre-

ate a character from scratch)

Example: Space Opera Game Attributes
Strength
;n"_'_\ sical conditioning
Reflexes: reaction hime
Coordination’ aim and balance
Perception: observation and sixth-sense

et ¥ ] j Foe 5 Fyat
ind problem-solving

(lormal or trrlorima

(Characters begin with a total number of dice dic-
| by the gamemaster, usually three dice per :

1 OUr exar » then, a starting character

You decide

should be ¢ among the

character s attributes. If vou want to creale a space
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acters usually begin with 7D in skill dice. Di-
» dice among the skills the character pos-
icter template or selected

smuggler, for example
your available dice on

flexes. and Perception at

ned by thechar

from the skill list provided by the gamemaster) just
e number of skill diceis

.
|
he base attribute. For example, if the char-

important to someone

Example: Space Smuggler Character—IS HXE MENDIES, ExCes

Total Dice

Strength: 41

added tot
1 a Coordination of 2D+ 1 and vou spent 1D of
on), he would
3D-1 (2D-1 -

» on blaster (a futuristic wea

Reflexes: 4D have a total blaster die code ol
i

;‘,' ]

Coordination

Yerception: 4D Example: Space Smuggler Character—7
Reasoning: 2D Total Skill Dice
Knowledoe: 20 Strength: 40

i Doaociet o toy A »
You might have noticed that none of these die codes Resist damage 40+2

have pips. Well, vou can bre
smaller units (just like vou can break ten into ten Dodoe 40+ 2, starship piloting 50
ones). Each die code has three levels of pips: (0, 1.
and 2. The progression looks like this: 0, +1. +2, 1040,
1D+1, 1D+2, 2D+0, 2D+ 1, 2D+2, 3D+0, 3D+1, 3D+2, 4D -},

et cetera. Since any number plus zero equals that

k up these dice into Reflexes: 30)+2

Coordination: 2D+ 1
Blaster 30+ 1
Perception: 4D
number, we can drop the «0 pips, leaving us with: -1 Con 50+ 1, search 4D+2
+2 1D, 1D+1, 1Ds2, 2D, 2D+1. et cetera. We can then

divide one die (1D)) in
« and a -Z. Just rei

Reasoning 2D

Knowledege: 20

Starnarts '.','r.l

one die(1D=+3). (Don’t 1

as it seems

Example: Revised Space Smuggler Charac-
ter—I18 Total Dice

Strength: 4D
B
Reflexes: 30+2
Coordination: 2D- 1
Perceprion: 40D
Reasoning: 2D
Knowledge: 20D

Let’s check our math. First we'll add the dice
4D+3D+2D+4D+2D+2D=17D) and then the pips
2.1=3=1D) for a total of 18D (17D-1D=18D).

Attributes typically have a lower limit of 2D and an
upper limit of 4D, with 3D the average. Special cir-
cumstances can change those boundaries—ask your
gamemaster about them if you're interested (or read
the Characters chapter of the Gamemaster Section)

Still with us?
gression is the most difficult part of the game. Once

Good. Don’t worry. the die code pro-

yvou've got that, evervthing else is simple

SKILLS

At this point vou ve quantilied the charac ter's basic

Lhe speciic an

1at about

aptitudes. B

either studied acticed, or been

SOme way tor resent ihese ace

Well, let's think abou

vou want vour charact

pertise in pisto

in hand-eve coordi

practicing this particular sk
above that poim

So, we've established that the level of expertise in
a particular skill is based on the attribute that gov-

erns it—in our example, pistol is based on Coordina-

tion

Tom O\



R’S SECTION
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Time to check the math. 2 pips on the
image skill, 1D on
1D on blaster, 1D+ 1
1D

resist de fuf.:;‘x' n starship pi

1
CiH

Add

loting on

and on \,l-,l'rlfr\
D=5D

and we g 1 total of 71

Note that the standard limit on

skill for
emas

dice vou can

acld to ar
Again. the

butshe |l

IV One
f{l’"

| te

acter is 2D
requirement S

You can also change the number of s
lecting Advantages and Disadvantages for your char-
acter.

| 4 wpo W -}
CHARACTER POINTS
Characters usually begin play wz’th five Character
Points (unless the gamemaster decides otherwise)
I'he role Character Points play in the game will be-
come apparent in the upcoming sections Making Dice

Rolls and Evolving Characters.

plate that

many attribute

You can find a
Chapter Two.

THE CHARACTER CREATION TEMPILATE

The gamemaster may provide vou with a Character Creation Tem-
defines the various aspects of characters in her game
world—which attributes they
and skill dice
cetera. From this template you can create v
down the appropriate information onto a blank piece of paper (with
enough room to fill
character creation process :.['.iu]i'.t'.l attribute dice, sele
and distributing skilldice, et cetera)
to the types of characters you can p
blank COpV (

have, which skills are available, how
they start with, allowed species, et
your character. Just copy

he normal
cling ‘iki”\
‘hink of the template as a guide
for a particular game world.

f the Character Creation Template in

in your die codes) and then follow

lay

‘aAnnmn AT .

FATE POINTS

Characters can begin with any number of Fate Points,
from none 1o five, as determined by the gamemaster
but in most games, characters start \uth one

ROLEPLAYING NOTES
So far we've spent all of our time rec
able information abou! our character \m.\ we come

tothe less ¢

wrding quantifi-

oncrete aspects: psvchology and sociol-

11:_!\
Where did 1l re o
Where did this character grow
any annoving habits? {'= es i:v hav
other close family members? How did
his skills” What is his goal in life?

It's time to answer
complete our character . Some of
be dictated by the gamem
the case). And

following questions. Just pick the ones

these and o

ister

yOou don’t have ta

important to vour character

HISTORY/SOCIOLOGY

Decide the basics of vour character’s background by

answering questions like:

What kind of nation/kingdom/planet did this char-

Define vour characters cur
i

DV Comiu [\\.\l.:.lf:\\\'

 Ost | npor
life?
What
What are
What is his normal demeanor?
What does he hate?
What does he like?

What was his most embarassing moment?

i keg
Is his goal in lite

his immediate aims?

anv habits or quirks?

GOALS

wish to select one «

Does e have

You may or may not M more '_!l'.l:.‘-

for yvour character. He may want to conquer the worid

(an extremely dangerous goal) or track down a vil-
lain who wronged him, or collect vast stores of trea-
sure, or extend the t ries of th
Empire, or order as n .'.":_\ fifierent drinks
nanv d f tave as |
Having a goal helps vou
acter will react in a given sity
course take him closer or lart
Can he make a deal to .".—-sgl someone els h her
goal in return for assistance in achieving his goal?
QUIRKS
You may want to choose some quirks from the fol-

lowing list. These quirks do not affect your character’s
scores (like Advantages and Disadvantages can—see
below), but instead serve to add depth to his person-
ality.

telches

Condescending

Constantly Quotes Cliches
racks Knuckles

Lurses

Dry Sense of Humor

Enormous \f ‘lr tite
Extremelv Organized
Favorite Drink

Growls

K."l':l'\< lournal
'.i.\'j;
1

Loves Funs

Loves Tragedy

fag

Mumbles

Must Always Have the Last Wo r(‘ in a Conversatior
Must Buy a Souvenir from Every Place Vi
Nervous Twitch

Noisy Eater

(Obhsessively Clean

Optimistic




)
Pessimistic

Picks Teeth

Practical
|
;

refersat’ icular Color(s)
Reluses t

Responds only to Full Name and Title

1 '} 13 ¥ { ™
belore combat, alter combat. belore sleep

and so lorth

acratches Constantly

Serate .‘:_\' Voice

shouts

Shy Around the Opposite Sex
Snores

Speaks in a Whisper

Spedaks in Monotone

Spits

Stutters

superstitious

Sweats Profusely

Fakes Insults Poorly

lakes Cr
Talks to Hersell
Thick Accent

Uses Flowery L

cism Poorly

Utterly Unorganized
Yerbose

Whines

Wit

ADVANTAGES AND DISADVANTAGES

it vou would like to further flesh out vour character,

vyou can choose 1o take

tages. Eac

Advantages and Disadvan-

h entry on the list in Chapter Three includes

the name of the Advantage or Disadvantage. it:

scription. and a die code, which may be positi
negative. When you select one of these items, writ
on your character template or sheet and record the
die code on a separate piece of paper. When vou've
finished, add up the die codes (the result may be
positive or negative). The resulting die code tells you
how many skill dice you must either take away or add
to your characters starting skill dice (a positive die
code result means add while a negative die code re-
sult means subtract
Your gamemaste | tell you wheth

tages listed

Advantages or Disa

|

P
do not

mnf

iK1 Or are [

apply to his g

Example: Space Smuggler—Advantages
and Disadvantages

Advantage/Disadvantage Die Code

r

Toral:
..! '.‘I ST

Jofdl was

ADVENTURING

Congratulations! You've completed the character cre-
ation process. So now what do vou do with all of this

niormat

Your charact participate in adventures—se-
ries of | ol events that lead to a climactic scene. lf
t for a fantasy world. vour char-

» involved in a qu locate and

isman of Tomanda. Or vour CIA

* iInlorma-

Or your space smuggler may decide

jest t

gl

orders to help sno
n out of Irag
to make to the dangerous Outer Rim Territo-
ries
Ihe gamemaster provides the setup—he tells vou
the goal of the adventure (most of the time). From
that point on, the players direct the flow and pace of
the adventure, informing the gamemaster of their
characters’ activities at each step along the way. For
example, your knight and his companions (an inept
wizard and a voung squire, plaved by two of yvour
friends) undertake the king's request to find the Great
nfortunately, vou know nothi ibout the
its history, so vou ask the king for

Talisman

magical tem or
hatever information he might have
ells vou that an

gdom is run

b4

ular talis

HOWeVer. you run
ld
ty?

1 the rest
wh 1 P — g
tnereby leading

whatever that n t be. You

the players decide how to

next encounter

y tollow a set progression of events—it

Il depends on what yvour characters do Two differ-

ent groups of characters running through the same

adventure won't take the same actions, so the out-

come of each adventure will probably be different—

the Talisman is found, or the Talisman is not found,

or the characters die Hghting the ll!‘l:h{l n who owns

the Talisman, or the characters and the dragon be-
come allies against a greater evil. el cetera

So how do you win? Well, technically. there’s no

| as winning in a roleplaying game. The clos-

on would include the sur-

to a win condit
i and the accomplishment of

acler

t the beginning of the adventure. Along

NoOWEeVer. you ma up ¢ | COIns. Or

or impor-

rewards for ing out how

Ms presente haracter.

MAKING DICE ROLLS

eSl1on NOW Ded

omes: how does the informa

1 vour character sheet atl

ne play?
Enever your ¢

haracter wants to pertorm an ac-

v have to make a die roll, Some tasks
ng, looking, opening an unlocked door,

4) do not require a roll because of their sim-




1er leats (jumping, shooting. speak
ecalling informatio
he way of a laser bolt, et cetera) are

more diflicult, so there is a ch t vour charac-

ter may iail

to accomplish his g

- - = > |3
7 1S at a certain skill,

he will succeed in pe s why vou
concentrated your a ite and skill dice on the at-
tributes and skil } most aj VOour
character’s line or work

Don’t worry about when you need to make a die
roll; vour gamemaster will let you know. He'll tell you
to make a skill or attribute roll and give vou a basic
idea of the level of difficulty of the task vou are about
to attempt. For example, if your private detective
character is tryving to leap out of the way of a bullet,
the gamemaster will tell you to make a dodge roll. You
then find your dodge die code on your character tem-
plate (or sheet) and roll a number of six-sided dice
(the kind you can steal from a Monopoly or Yahtzee
game) equal to the number before theletter D. If vour
the private detective has a dodge skill of 3D+1., vou
add them together

y the total for a
final value, which vou then tell t} memas The

"
1Ootal you generat

would roll three six-sided dice an

..;'.','il'.'

I your ch
"Don't worry
means that h

di

area of le. Instead

hasic Re iie code to gener-

Just remember. i \&rz r doesn't have

vk i

1 Skill, use the die code of the attribute under whict

that skill falls

THE WILD DIE

Whenever vou make a skill or attribute roll, make sure
one of the dice is of a different color than the rest
'his die is called the Wild Die, and it can either help

or harm you, depending on the value it turns up
Il you roll a one on the Wild Die, it means you've
macdle a critical error in your skill attempt. If yvour char-
acter was trying to dodge a bullet, it may mean that
he tripped and smashed his head into a nearby wall

and still got hit by the projectile

it means vou've
1elpful to your attempt
an roll the Wild Die
If vou roll a six

and then roll a

done somet

After vou adc
ain and ad

'
again on the Wilc

1dd it value to

\ | Die, vou ¢
third time, and so forth. No or the initial roll
for the skill attempt. rolling a one on the Wild Die does

not indicate a critical error

Example: The Wild Die

Your private detective leaps to get
wav ol a bullet. The samema

T tells voi

a dodge roll, and looking at your character sheet
vou find that vou must roll 3D-1. You roll three
dice (lwo white and one red ( the Wild Die
the fallowing results

) with
{ (white), 2 (white ). and ¢
(red). You add up the dice rolls (4-2-6=12) and
then add yvour pips (12-1=13) for a total of 13

1 the Wild Dhe, vou «

another ¢

raodied a !

But since vou

haracler i
s hulle

ICR On your feet |

wirich vou were able to accomplish i

generalted such a high oral

Note: The Wild Die applies to every
skill, attribute, or damage roll you
ever make!

CHARACTER POINTS
Character Points come in handy when vou attempt a
skill and wind up generating a low total. If the failure
of this action could spell the death of vour character
or the failure of your overall goal, you may choose to
spend a Character Point to roll another die and add
that to vour total. The gamemaster will not

1}
il

Il vou
e eftects of your skill attempt until after vou've ei-
nt vour Cl !
spend
Your |
nat change vour 1
Note: You can d
after you've made vour roll (unlike Fate Poi
below). You can spend no more than two (i
Points on a particular skill attempt

Character Points can only be spent on skill
or attribute rolls

You cannot spend more than two Character
Points on any skill or attribute attempt.

Example; Character Points

Lers say yvour private detective wound up with
a (otal dodge rofl of 6. Since you don t think thar
that total s high enough to avoid the bullet, and

there 1s a hgh percentage chance that vour char-

spend a Character You subtract one fr

!
the number of Character Points listed on )

wrracter rempiate and rofl one additior

s roll a 4, and add that to your initial ot

for a tatal of 10 (6-4=10)

1 enough
nvthing about
the elfects of the roll vet: he's waiting until
finish spending Characier Poinis ). so you sper
Character Point and roll a 3. fora fin

of 13 €10.3-13)

another
toltal Mnce vou cannotl sper
reached the

tell the gamemaster
vour final total and hope it's enough

another Character Point ( vour
pont spending limit), vou




. - %
POINTS
increasi

skill

Note: All die code adjustments
nuses) are applied after doubling the s

ace

To use a Fate Point, you must declare it be-
fore making your roll

You may spend only one Fate Point on any
skill attempt

Only one die counts as the Wild Die, not two.

Example: Fate Poinlts

{ §F 2
e OF o1
18 SRill afte
'] ] [ -
Fods Fedd
I ,If_;lgL. 7} 1th a 1ola

pretry darn good!

Example: The fanatical warlord Kal

about to drop the sacred Phoenix Stone into the
vortex to the Fire Universe. If the artifact is de-
stroved, it could doom the planet to conguest by
the epil Zan. Your archer character has one
chance to knock the artifact out of Zan’s hands
before he drops it  mare about disarming an op
ponent appears in Chapter Eight) You therefore
decide to spend a Fate Point and de wehle the num
ber of dice vou can roll for the archery atie

r has an archerv skill of

We've been talking about these die roll

DIFFICULTY NUMBERS

whether thev indicate the success
skill attempt. How do vou Know wi
need to beat Well |

gamemaster s job

The gamemaster
to the task vou want to accomplish or rar ve
te r based on a die code. For

' the lock to ti

vou fired at her. however, vou succeed by

her blaster total than she rolled a dodge

h is called an opposed skill roll}
amemaster will give you an indi
iculty level of a particular task, based
1 the table below
If vou want to infiltrate a computer

gamemaster might tell vou that vour character thinks
it will be an Easy task since the computer doesn't
seem Lo have any readily apparent security teatures
or encoding algorithms currently in operation. You
know from this information, then, that you need to
roll something between a six and a ten (from the chart
above), <1.’.|1rlllj_:ll you don’t know the exact number.
Of course, the gamemaster tells you how difficult the
ittempt will be based on your characters perception

/

1clors gopermn the lask s ease or

TASK DIFFICULTY TABLE

Level of Difficulty Number Range

Verv Easy

Sy
Moderate
Difficult
Very Difficult
Heroic
Herolc+

EVOLVING CHARACTERS
At the end of an adventure, the aster rewards
surviving characters with Character Points and Fate
Points, based on their performance throughout the
scenario, Add tl

points on your cl ter template (sheet), and you're

ese values to the

eady for the next adventure. Also, add the number
l y vour Veteran Points total (this
GM to keej I
naracter I
no other game use
nake sense that vour character may

he course of t
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CHARACTER NAME:

TYPE:

GENDER/SPECIES:

AGE: HEIGHT: WEIGHT:
PHYSICAL DESCRIPTION:

LA R A AR A ENEENREEREREEREREERE RN ERNERERNEN,]

ATTRIBUTE: ATTRIBUTE:

EQUIPMENT:

ATTRIBUTE: ATTRIBUTE:

BACKGROUND:

ATTRIBUTE: ATTRIBUTE:

‘ PERSON TY -
ATTRIBUTE: R PERSONALITY:

OBJECTIVES:

SPECIAL ABILITIES

Fate Points A QUOTE:
Character Points
Move

Body Points
WOUND STATUS
1 Wound

- 2 Wounds

- 3 Wounds

J 4 Wounds

25 Wounds

CONNECTION WITH CHARACTERS:

daabon 1n Beewdiy grantad piesine gy This pege for perscnal uss
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INCREASING YOUR SKILL
PROFICIENCY
To represent this gradual learning/training, plavers
may spend Character Points to increase their skill die
codes. To increase a skill by one

Pip Ccosis a number

of Character Points equal to the skill's current die
code. For example, il you want to raise vour
character s dodge skill lrom 3D-1 to 3D-2, you must

' 4
spend three Character Points (because the number
in front of the D is 3). To increase further, from 3D-2
to 4D (the next step in the die code progression)

would cost another three Character Points. To move

up to 4D-1 from 4D, however, would cost four Ci
acter Points
You
¥

o _q 1
skills especiallyv those wi

v also choose to give vour character r

rich he mav hav

during an adventure without prior practice, For ex-

ample, if vour character didn’t have the lockpicking

skill and vet managed to open three locks

her Coordination attribute’s die code, yvou may de-

cided that she should spend the Character Points to
buy the skill. To do so, use the same formula for in-
creasing the skill, but use the die code of the attibute
to determine its initial cost. For example, if the char-
acter had a Coordination of 2D- 1. it would cost two
Character Points to get the lockpicking skill at 2D+2

GET READY TO HAVE FUN
That’s all you need to know to play a D6 System game.
Don’t worry if you didn’t understand anything ex-
plained above: vour gamemaster should be able to
help vou out during the game. And vou don't have to
Most ol the information you’ll
need during an adventure appears on the character

template or sheet vou'll be using

memorize anvth

If you want to learn more about the game's me

wit the different options beyond the
basics listed above, refer to the the chapters that

ollow. Otherwise. put the book down and get ready
o have some fun!
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GAMI

The D6 System provides a framework upon which to
base any genre of .'(m'p.“\:{:'_: game vou want to play
[antasy Space opera, hard science fiction 8l s t-holo-
caust, cyberpunk, horror, or other exotica. Although it
may sound like just another ¢ ric rules system, it
isn’t. The D6 Svstem allows
an entire gi system—not
One poten | problem with

h world

now the rules work
n, with one uniiving aspect
the rolling ol sixsided dice

Une example of a D6 game system is The Star Wars
Roleplaying Game. Each area of the rules (character
creation, combat, special powers, et cetera) works in
a particular way—but each could work differently. If
you warnted to make the combat rules more intric:
and detailed, for example. you could swap in one of
the combat option packages provided in this book
or even develop one of your own. Or what if vou
wanted to use body points rather than wound levels
for damage? No problem. The entire game—and all
D6 games—are completely customizable

{ '.‘-IH},’ the D6 System you can also devele P your own
rules from scratch. You choose the attributes, skills
method of combat resolution, magic or special power
rules, plus all other areas of game ;'-..1\ so that the
fimshed systi matches the tone
game world

The D6 System also allows vou to incorpor
various options at anv time. lf vou play in your game
world for several months and ffz-u_‘l
add the * combat speed option, y
and you're ready to go. You dox
character statistics or otherwise man
rules in any way. You can e
sir I‘r e "‘.\".'IJ.’]T"..' r.‘.||r!!;-:_‘| an adve
vour group spends five game session
an alien creature that has escaped its confines and
been wreaking havoc at every turn. When the charac-
ters finally reach the creature, you don't want the com-
bat to be over in just a few minute .T':.H should be the
climactic, slow-motion finale to the whole campaign

S0, you tell the players that you're

most detalled combat options so t

characters make becomes extremely important t
outc » battle. You've spent a great deal of time

and elfort to get to this point: vou want to savor the

vour plavers

gy pt & .

WHAT DOES THE

¥y Ak 4
sAMEM \S'I‘I‘R l)()"

I 1 4

GAMEM.: 4 .
e gamemaster {ulfills | th reieree (o
ume world ¢reator—an h:’ case of the Db Sys-
tem. even game rules designer. Some GMs m: vchoose
play only one or two ol these roles, and others
may choose to play all of them. Your level of involve-
ment and time expenditure remaing entirely up tovou

DIRECTOR

\s the gamemaster, you set the stage [l-. the players
You tell them about their characters’ current sur-
roundings, from the time of day to the number and
identities of the gamemaster characters (those char-
acters not controlled by the ".>|.'.j.'r rs

ever a plavers charact

er undertakes
niorm her ol the results ol
o m

ke this part of the

s L1CE 7 nlav
L0 Use props: maps, player
simulate the darkness of

Or ¢exat |illr' )

else that makes se

CHARACTER ACTOR

The g aster takes on the roles of all t
gamemaster characters, speaking in their voices wi
they converse and deciding how hey react to the

characters’ actions. For example, the characters en-

"
L
L
i

counter a merchant trying to unload some illegal
goods. You n ight start out i)_\' saving (in a scralc n_\.




whispered voice)

merchandise? Have |

Prsrr-»;u-::'--- e voice
role ol

r character arrives, say a

s fole as well, pernaps saving

» One you used

tions aré g

on the phvsics of the game world, If ¢

acters wantsto fire a blaster through a concrete wa
for example, you judge whether or not such an ac-
tion could accur based on your knowledge of the ele-
ments involved. Roleplaying games don't provide you
with an encyclopedia full of possible circumstances
so that vou can look them up whenever a particular
situation develops. You are instead called upon to use
your judgment and imagination to extrapolate on the
information vou are given
Also in vour role as referce vou dete
!':('1'.“} of the tasks the |,|!..\<".\- character
undert i a character wants t«
» as to
nas no foot-

at Difficult

nemaster dech

WORLD CREATOR

As world « develop the mi-
} )

HeU In wihicnh

reator you
vour playvers characters will adventure
You are resu msible lor deter nining every E:‘-'\i')l‘('-' of
this world, from its physical nature to its politics to
its populace, Does magic exist? If it does, is it treated
like a science or like a superstition? Who really con-
trols the world? Are there vampires or cyborgs or di-
nosaurs running amok? Do Kleecops from the planet
Bobeen constantly take human form and parade

around like insane monkeys?
Of course, you always have the option of using an
established setting, either from a book, a television
wovie yvou love, or from one of West End’s

= (like Star Wars, [or exan _'.rlr'

GAME DESIGNER

'rules works
book providesvou w

DUt vo Are

THE REST OF THIS
SECTION

he chapters in the Gamemaster Section

The rest of

take vou through each aspect of roleplaving games,

starting with characters, and moving on to skills,
magic and other powers systems, equipment, adven-
tures, combat, vehicle combat, and healing and ve-
hicle repair, with a sample game system at the end of
the book. At each step you learn the options avail-
ible and how each works. so that you can decide
which vou want 1o use for vour game world’s rules

system

THE D6 SYSTEM
- » L . -
i A i A .
TEMPLATES
44 4d ak
| record the basic struc-
from character template
Think
S 10 play In vour g4I
as your structure for
5 0f these templates so that as you

s book. you can start desig

g
vour first game svstem! Just record the options y

choose on the sheet and you're ready to go!
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CHARACTER
CREATION
TEMPLATE

Game World Name:

CHARACTER INFORMATION

Species:

Age Requirements:
Groups:

Game Designer

DAMAGE SYSTEM
- Wounds #: _
< Body Points Formula:

ADVANTAGES AXD DISADVANTAGES

Starting Attribute Dice:

Starting Skill Dice

Starting Money

ATTRIBUTES AND SKILLS




GAME
SYSTEM
TEMPILATE

Technologv Level

POWERS SECTION
TYPE(S)

- Magic

- Psionic

- Super

- Other

LIMITATIONS & RESTRICTIONS

POWER SKILL NAMES

COMBAT SECTION
DAMAGE SYSTEM
- WO (s #

- Body Points Formula

ROUND STRUCTURE
- Simultaneous
 Initiative round
Jd Continuous

OPTIONS
-] Hit location
o Speed
_I Wound Tvpe

MISCELLANEOUS NOTES
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DEVELOPING A
CHARACTER CREATION
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TEMPIATE

1ce characters stand

* Vol star! designi

1€ particular che
{ H“”h-
gende
(dodoe, ar
be represented
.?Ihl\"['\ can create their own draciers and vou can
nvent all of the gamemaster characters (GMCs)
Iink of the Character Creatio » as a model
lor the sentient beings in yvour game world. You're
<‘n.~t'til:d!i_\' lrl‘\"i"i_llh'l..‘\ a dossier with spaces 1o wrild
nformation about a particular character—name
race, protession, likes. dislikes. peculiarities, apti-
tudes, skills, mystical powers, et cetera—and with the
options available for each entry—species (elfling
mountain-man, goblin, and so on)., gender (female
male, neuter, none), profession (gangster, ClA agent
arena mage, and so forth). When vou create a new
character. vou just go down the list and fill in the ap-
die codes,

i
he D6 System Charac

propriate words, numbers, ane
First, make a photocopy of t

ter Creation Template and gr AS VOU pro-

ceed through the remainder
on the template the ormatior
leave out sections vou haven't
always go back )
shou [
trust me
ing 1o need a new piece of

Don't | rege s
ame system. If vou ¢
ered in this chapter (or
ng it use it, Ik m t feel
presented here. The constraints of
prevent us from covering everything in :
tail as we would like. As gamemaster you're in chary
more about which we'll talk later in Chapter Seven)
don’t skip a good idea just because vou haven't seen
it before (these are usually the best ideas of all)

PERSONAL
INFORMATION

How would vou go about describing one ol vi
t indicate his gender, hit

body form

basics of his pe

come to

trated anv

a picture or pro
When designi 1€ characters. vou

have the " 1 of 4] ¢ -nce of that char-

( and quz

himup) to any degree vou prefer. from a sketchy out-

line to a detailed character treatment. Remember that

as you read the rest of the chapter. For example, you

may decide to lista character's age as 25, or as twenly-

ish, or not at all, Just make sure that the Character

Creation Template contains enough information for

plavers 1o create their own characters

SPECIES
N - ok

Characters in lantasy and science
Irom various species, from elves., dv es i trolls
impires, androids 1 M AN not lorget

s

Ures w

lversaries o
As vou design ir game world, Keep a list

species i o the players. Next t

down Hormation t s that species apart
from every other species. Ask vourst IS con-
sidered a different species in the first place. Does it
have a different appearance? Does it have different
sensual organs? Does it breed differently? Does it have

particular areas of skills or aptitudes for which it has




1 . ey ' =y = ..
inherent prowess? Does it have any physical weak-
nesses?

If vou want to create a standard record for each of
vour species. use the format below.

You can change this information for every game
world you create, For example, if you want vour hu-
man characters to all have the ability to look like a
muscular barbarian type you could give them a maxi-
mum Strength die code of 6D rather than the stan-
dard human die code of 4D,

GENDER
You don’t have too many choeices in this area. Most
species will have two genders: male and female. You
might also devise a gender-less race or a race whose
members can spontaneously change between male
and female. Again, if vou come up with a new choice,
don’t hesitate to use it.

HEIGHT AND WEIGHT
Choose a maximum and minimum height and weight

for each species. lf you're using normal humans, you
can just tell your plavers to use their judgment. You

may also opt to have players give only a general de-
scription, like overweight, tall, short, and so forth.

AGE

In a roleplaving game, characters can be of almost
any age, from a kid of 10 to an old man of 100. Some-
times, however, it doesn’t make sense to allow cer-
tain age groups as player characters. For example, in
a game set in the real world you couldn’t have an 11-
vear-old boy in the FBL Give your players an idea of
what ages are allowed, and if it doesn’t really matter
anyway, you can have them just give a basic idea, like
young, thirties, middle-aged, old. and s¢ on.

rE B gy T )
AFFILIATIONS
You may create organizations in your world towhich
the characters may belong. Examples include: anti-
terrorist groups, religious cults, adventuring bands,
town militias, secret societies, wizard guilds, et cetera.

Species Template:

Name:

Height Minimum/Maximum:

Weight Minimum/Maximum:

Phyvsical Description:

Attribute

Minimum/Maximum Die Code

Strengths:

Weaknesses:
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ReeD a re

provicle

ord of these groups for your own use an

1

tudes vou would

e characters i world O quar

1 attributes

will determine whether or not a cha

at a particular task during

s

1 adve

Attributes can represent any a

m physical
You
determine which of these attributes applies to vour

world, and how complex yvou would like vour charac-

strength to mental prowess to magical control

ters to be. For example, YOU may design a science

tiction universe where magic doesn't exist, and there-
fore, YOU don'tinclude Magic as a character attribute
Or YOLU! could create a fantasy world in which the
characters will
through dungeons and battline monsters. I
YOU don't really need any attributes other than Co-
Reflexes

aptitudes—

:‘-]):‘!I.tll all of their time crawling

ordination, Endurance and Strength—the

cadid

purely physical

» the plavers won i

care about their

‘naracters

or remember the average airspeed of an Afy
.

10w {or was that buropean’

You car

Endurance)

THE “NO ATTRIBUTES” OPTION

oregot
ters with skill die codes only. Treat all skills as if they had a base
attribute equal to the species m

for humans, use the standard 2D). Players then select the skills
they wish to increase (following the normal rules for distribution
of starting skill dice)

Example: Your human barbarian character has 15D in start
| ing sRill dice. You decide 1o apply 5D of that to lifting, giving
him a lotal of 70 in lifting (the base of 2D plus the 50 YOU
spent ), 40 to brawling greing a wral of 60 in brawling (the
base of 2D plus the 4D YOU spent), and the remaining 6D to
sword, giving a total sword skill of 8D (2D + 6D)

The recommended starting skill dice with the “No Attributes”
option is 15D, Increase or decrease this die code depending on
the tone of vour game world. Also, you may allow plavers to ig-
nore the 2D spending limit per skill (as done in this example)

You can treat the attributes (Coordination. Reflexes, and so
on) as skills since you'll need them for certain cases (like Endur-
ance for resisting damage), or you could create specialized skills
that cover those areas (like the resist damage skill rather than

This option works extremely well for dimension-hopping. time-
faring, or genre-crossing games. If a character arrives at a place
(or time, or whatever) where a skills exists, he can learn it and
the player can add it to his skill list. You don't have to worry
which attribute the skill falls under. You can therefore pick up
any game and just use the skill names without having to spend
time determining the attributes that govern each—in fact, you
don’t have to worry about the attributes used in the game at all.
To determine the skill die code of any gamemaster character from
that game, just add use the skill value listed (e.g. parachuting
4D+1) and treat all other skills (skills that would normally rely on
an attribute die code) as having the minimum species dice

1e use ol artributes and instead create charac-

nimum of a particular character

Plavers w ith a list and cdescrnption ol the ones

118 Case

1her of
12T Of

aittributes x 3 = # of attribute

example, it YOU choose seven attributes for the char-
acters inthis particular game world
beginwith atotalof (7 x 3

they would each
21) attribute dice. These
can by split among a character’s attributes as detailed
in the Attributes section of Chapter One

The following list of attributes includes an Alter
nate Names entry. You can opt to use one of these
names il you think it more closely matches the tone

and leel of the particular game

world for which vou

g
wre creating this game system. For example. rather
} i T 1 e o = " T R 3
han using the name Knowledge in my fantasy game
instead call it Lore

17 & 1 ] ik
HYOU wWani 1o incorporate (e 1

ar ability, but don't want to add another at-
to yvour game, vou can always decree that the

Is covered by one of the atributes vou ve al-

I want to use the drii

the Mechanics at

ecled }'r'\.ll'.i',-,l VOl

( talls underneatt

ut vou already have seven attributes and

t want to

aon

ve 1o add another. So, YOU de-

s under Reflexes (anattribute
ve already recorded on my Chars

plate). Chapter Four lists both the standard attribute

e thal driving now

n Tem
TCHML L E10-

ipon which a skill is based as well as alternate at-

tributes it could fall beneath

CORE ATTRIBUTES
When creating a D6 System game, begin with the four
core attributes. These are the aptitudes required for
the combat encounters referred to throughout the
rest of the book (if you plan not to have any battles
vou don't nead these abilities)

COORDINATION
Alternate Names: Aim, Dexterity

oordination represents a charact

er’s ability 10 per-

lorm leats that require manual dexter tyor hand-eve

cooperation, L.e., hine molor skills. Such tasks inclt

or gun, picking a lock. and throwing :
ar Wars, the Dext t encon

Coordination and Kellexes.

ENDURANCE
Alternate Names: Constitution. Stamir

Endurance

ol a character's bodily resis-

well his body stands

S o MMmeasure

ance, 1.e 1OW 1p to attack

whether lrom direct injury or more insidious sources

like poison, disease, or magical sickness.
Note: [n Star Wars, the Strength attribute encompasses
both Strength and Endurance



REFLEX

Iternate Names:

dodging an

] * weapon (a sword
Ce 1), and balancing on a tight rope
Note: In Siar Wars, the Dexterity at-

tribute encompasses both

tion and Reflexes

AU A n v Al Al

TRENGTH
Alternate Names: Athletics, Physique
Strength represents a character's physi-
cal power—his ability to lift heavy ob-
jects and to inflict damage with a hand
held weapon (like a sword or a knils
Note: In Star Wars, the Strengt
encompasses hoth Streng

alick

OPTIONAL ATTRIBUTES

in designing a game sysiem, you mus

ute in charact
ers to rely on their oy
vOou ve sel vour
layers lake
to then
nowledge ;

Choose those aptitudes that vou woulc
have reflected by die codes, i.e., abilities tl
quire a die roll to determine their success or I
ure. If, for example. characters in your game world
can use psionic powers consistently with no po-
tential for fallure. then don’t include the Psionic
Power attribute, just tell the players that they have
the ability and may use it without 2

! KO
whatever other restraints vou have imposed (

Tim Baok

per day, only during a full moon, and so torth

Example: You ve
ornnes lanfasy u

hnolog

INTELLECT

Alternate Names:

1 Hus oam

[ the game, at least
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KNOWLEDGE
Alternate Names: Lore, Wisdom. &
The Knowled:

ry and

systems. Any

* game world

vouse air
dose silent

MAGIC

Alternate Names: Dweomercraft, Mysticism, Witch
craft

The Magic attribute gauges a character’s affinity for
the use of mystical forces. Most skills based on this
attribute are spells, though others do exist, for ex
ample, the ability to determine what incantation an-
other character is attempting to perform, See Cl
ters Six and Eleven for more information «

systems and their game mechanics

MECHANICAL

Alternate Names: Mechanics. Sensory
Svmbiotic Attack -
Mechanics represents a ¢

machinery. vehicles, weapons

s0 on. It can also measure ;

quire a combination of Reflexes d Knowledge
shield operation, riding
t how Lo operate tl

rely on quickness to use the device to its potel

PERCEPTION
Alternate Names: Awareness, Cognition, Observation
Qense
Sometimes a character may have the opportunity to
notice something in his surroundings that might pro
vide an important piece of information. For example
acharacter might spot a bulging pocket on an adver-
sary, which may indicate the presence of a4 concealed
weapon. The Perception attribute covers such in-
stances as well as those skills that require the ability
to read the emotions or logical reasoning of another
like bargaining, commandi

CONFIDENCE
Alternate Names: Charm, Presence
This attribute represents a

L On others

| grooming

PSIONIC POWER

Like Magic, thisa s Only in game world
where this pheno ) xists, and represen

character’s ability to wield i).-'-\L‘:’ * powers, from dan
der sense o ])_\Tis'l't'h!? CS 1O te | » (Cha >

ters Six and Eleven for more information on psionics

TECHNICAL
Alternate Names: Tech
1 1 bs 1 1

WILLPOWER
Alternate Names: Vi Fortitud

A character’s Willpowi 1is abilitv to with-

stand mental attacks, whether thev come from situ-

ational pressures, like stress, or direct assault, like

al or psychic phenomena

SKILLS

Chapter Four contains a comprehensive, though non-
exhaustive, list of skills and the attributes upon which
they are based, Characters begin play with 7D (the

GM may alter this value for a particular game world)

MOVE

itrv represen

die rolls. and 2 increase chara
(as mentione

begin with flive Character P

. - i 1  p— - e _—
Chapter Une). Normallv, characters
- but feel free to se
lect another starting value if it would better fit in with

vyOour game world

< Arggs Y M
FATE POINTS

Fate Points can vastly influence an encounter and

should therefore not be distributed casually, The num-

ber of Fate Points you assign to starting characters is

up to yvou (though giving one point is the recom-

mended standard)

adventures
\ 1 P nta
1 Foints ol
'rs taking part in an
s |
cdea of how difficult vou s
thev 1

lormation on adjusting adventures based on charac-

ler experence )
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rs always begin with zero Veteran ‘oints. metabolic rates. therebv reducing the character’'s at-

tribute scores by 1 for each dayv she goes without (on

DAMAGE SYSTEMS R Al 8 300 ot 0 )

= Ore or le ' the GM figcretion
The D6 System has two standard ways to represent  ° : r less at the GM's discretion),
her addiction

the amount of damage

coincides with tl

Lhis parti ar choice relies more

ence than anvthing else). And

i svstemson | ADVANTAGES AND DISADVANTAGES
g Name Starting Skill Dice Modifier
WOUNDS Addiction +3D

Argumentative +1D
With this damage system, characters can take up to %

five wounds before dying. You can increase or de- Blackouts +2D
crease that number to make vour game world more (Center of Conversation +1D
orless lethal. Whenever a character suffers a wound
he also receives a penalty to all of his skill and at- z )
tribute rolls until he heals. See the Damage section ol Curse ~3D
Chapter Eight {or more information Debt +1D to +3D,
depending on the

BODY POINTS size of the debt

LLOVHVHD

Compulsive Tendencies +3D

lav with a numbe i box DOInts Delusions of Grandeur 1D

r
4
9

Extraordinary Hearing

Extraordinary Memory

SH

Extraordinary Sight
Extremely Competitive
Falliback Plan

TN &
" rdnd

L

Example:

Hallucinations

Hides Emotions

|+ 20) Infravision -3D
Low Self-esteem +2D

l{“lalZl)]u“rIN(; Manic Depressive +3D

Aside from determining a character's physical and Medical Problem +3D
mental capabilities, a player may or may not wish to Migraine Headaches +2D

define that character's personality s history, his .
lefine that character’'s personality—his history, his Motion Sickness .1D

family, his beliefs. his quirks, et cetera. One option is

to allow players to select Advantages and Disadvan- Nightmares 1D
tages (as defined in Chapter One). Skim the Noble Birth -1D
low and determine [irst, whether you want t

No Self-confidence +2D

=%, and second

Advantages and Disadva

R R Obsessive Tendencies =2D
:T:.T-.!- LAl niries \
(record this on the mpl Paranoia 3D
To sum up the use of Advantages and Disadvan- Pathological Liar 1D
LS .l ;..lnl St an Rem, write it \‘- :. 'I\ ...-.Il.fd\_ :."'. ."\."-_'{‘- L ph“hi;‘ 'ID
1 AsSSOCa e codes (wWiich Is in parern-
theses). add up the codes (w Ci Physically Impaired «3D
positive or a negative numl M d ds¢ Poor Memory -1D
IRy EXIra Or IaWer 5K cetha : Procrastination -1D
(positive vaiu exira, negative valle h d p
Quick Draw 2D
. R .
\l“ AN “l ES ‘\" Released Convict +1D
DISADVANTAGES Sixth Sense -2D
Addiction (+3D): The character cannot go more than Skeleton in the Closet +2D or more
one dav without drinking. gambling, etc.. Le., satisiy- Sworn Enemy +1D (creature), +3D {_species‘_i

| ] . ssi b 3F LAasir ']
ing his addiction. Failure to do so results in lowered

Targeted for
- g Assassination +3D

)\" ? o - Ultravision -3D
}"‘Yﬂ-w?xf" Wanted for a Crime +2D
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C

Argumentative (+1D):

plavs the devil's advocate

Pl itable situation arises

times agrees with her adver ’
Comes 4 game, a strategic conlest
Blackouts (+2D): |

character has a ten

sation. And wh

to sav—alt least, that's : thind

Compulsive Tendencies (+3D): At any time, the cha
acter may decide to do or say something that she
would not normally do or sav under the circum
I

stances. For example, during a conversation wit

head of state » character

wile is much

Curse (+3D):

brought upor

Lask

Debt (+ 1D to +3D, depending on the size of the debt):

his character either inherited this debt or borrowed

d .\iifl_\-.n’! al amount of money. She has a time limit

tor repaving ti

[}f-lu\mnsuf i.nm(lt-ur (= l[)l he best th

Extraordinary Hearing (-2D): The construction of this
character’s sound collectors {(ears. usuallyv), has in-
creased his ability to distinguish between similar
sounds, determine the direction of the source of those
sounds, and pick up whispers from a distance

Extraordinary Memory (-1D): This character can re

long ago events or esoternce tact

s with ease, In
terms, she gains + 1D to any Knowledge-based

skill roll

call

Extraordinary Sight (-2D): Th

]].;-. \..‘, S ”,_{'I ;ru‘x-‘,,'-'

48 a4 NOTMN.

the

‘l-'l"‘.“'"" 1Al invone else, and slosh down

drinks. She cannot turn down a challenge

Fallback Plan (+2D): Ti

unless she has devised a |
Lts hersell

Irom combat 1

0 reldil

Fanatic (+3D): This char

il always defend

preservation

lldliurmd!mns (+3D): Al random times, this charac-

ns having delusions. He cannot tell whes
ruly occurring or just a hgment ol s

he GM has full control over this Disad-

haracters born '.\'iri'. this enhanced

red spectrum

lnh\(lf-cs!vt'm[—-nj his cl has a low opir

lon of hersell. She constantly berates

ualities

Manic Dcpn‘x.s:u-{ 3D): This char
lepressions. He doe t care about
th » times. The player may decide
when the character falls into depression and when
he extricates himsell from it. If the player never lets
his character lapse into this state. the GM should take
the initiative

Me dl( ‘ll Problem (+3D): This character suffers from
TTIl- requires she take medicine every dav
I'he plaver and GM should work

\'h}..rdll'lt' Headaches (+2D): The character has a.
on a roll of 11)) chance per day to suffer the un
1@ pain ol a severe migraine headache, In game
1@ character receives a —1D penalty to all of
wutes tor the remainder of that dav.

*

terms, t
ttrit

is at

Motion si(‘kﬂt&*"- | I)}i Whenever this ¢ racter rides
a creature or a vehicle, she :::l,xt make an Endurance
check against an Easv (10 culty or immediately

I Et:r,s—lllpt-"..s:.\ 10

all actions unclertaken while still riding.

to shake and vomit, giving

Nightmares (+1D): Almost every night. this charac-
ter suffers from horrible nightmares, usually related
to an unsatisfied issue in his life, though not neces-
sarilv. As a result, the character needs 10 hours of
sleep per day, Failure to get the required amount ol
rest results in a 1D penalty to all skill and attribute
rolls for that day

Noble Birth (-1D): This character fell into luxurv—
yawealthy, ips noble, family. She wanted

o the best schools. « yrdering ser-

lt‘ﬁ:;’('t': The

> amount of

g characters

-haracter has no con-

* in himsell \.\hr"'- wer he has to 'N'T!- WM an

I task (making : curate shot, negotiat-
ing with a hostage, et cetera), hv hasa30% (I-3ona
roll of 1) chance of losing confidence. If he fails this

roll, e reduces his chance ol success in the current

endeavor by 2D
Obsessive Tendencies (+2D): Whenever this charac-
] m a course of action, she cannot help
» totally locused on that action. ignoring
issues in her life
Paranoia (+3D): Evervone wants to destrov this char-
acter. At least. that's what she believes. She must




1stantly look over her shoulder, check
environmeni
knows whet

acqu She never

strike

Pathological Liar (+1D): This ¢l

himself from lving constantl
ation, he

lie
Phobia (+1D):

s depending or

$ No prob-
lem deali hen the time cor Al

i B e Il savay meall . s ¥ 1
character will never put ation w

twith It w -3D.

he has to cope with his lear. If he does wind up in
such a situation, he
until the

freezes and remains unmoving
Fears include
heights, water, certain creatures, darkness. open
spaces, cramped spaces. magic, thunder, lightning,
and so on

object of his lear subsides

Physically Impaired (+3D): The
from a probler He may

mute (Or any other impatrment \

1 Of the hodly

Poor Memory (+1D): Chara
have trouble remen 1

th
LIk

herinoe
ICTIHS

characier nas [0 recall
lormation, her chian 5 ol

anv Knowledve-based sk

Procrastination («1D) This

evervinmnmu oll, Even wiher

g int

Quick Draw (:2D): The ch

wWeapon (SWord, riii
ately. i.e

1 CGOoes N
Note that tl

H vou

bat ron
weapon type " 1o be able

to quick draw a sword ar » must take this

factor twice (for a cumulative =41 penalty

Released Convict (+1D): Sometime during this
character’s life he was convicted of a crime (which
he may or may not have committec). Alter serving a
jall sentence |||' was released and now must battle

the stigma against ex-convicts

Sixth Sense (-2D):
ger sense. Fifty per
time an alarm goes ofl |
within a lew secomnds
GM rolls this check

witen it 1s successii

Skeleton in the Closet (+2D or more):

‘ ¥ [ 1
s 2m s O IS

cies (
ever e C«

mediately at

this character s

inie € asSas:

and could strike at anvtime

Ultravision (-3D): Being

1 Willl abnormal s

spectr

Wanted for a Crin

PROFESSION

« 1

dbFh l

You may want to provide plavers with a list of pos-
ist of
careers they cannot use) based on the environment

sible professions thev can choose from (or a

of vour game world. Below you'll find an assortment
of character occupations, but create your own as you

» professions do not ofter any
they are intended merely to give an idea

pes of skills such a character would most

ALCHEMIST
Usual Skills: Fire Knowledo
Identufv Substanci

Vichemical Concoction

Concaoct Identify Poison

Finite Mathemat-

Paison

(J';-'r.’.'.'.l'- Alchemy, Inorgarme Alchemnmy

1cs, Thermuodyniamics

Role: The alchemist serves many purposes thre mg_;!i—

out the lands. She creates chemical compounds used

for evervthing from food preservatives, to potions
rfical chaos, to explosive devices.
wemist frequently places herself in

I
r Work.

I NG I 'l

Sect Kneweledlo

1/ ‘;J.

Usual Skills:

f . f
<len reips

Role: Wealthy

naries i

or nobles often hire skilled

merce
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CORPOREALIST/BIOLOGIST

Usual Skills: [dentifv Spe s Healino Library |

§ 15 )

CARDSHARPER
Skills: Sneak. Assumne Identih

f mhlir
M iy

Usual
Role:
trickery or s
involve simpl
the nam
'

schemes that req

cert
plete \ )
carporealist aiso devot

CARTOGRAPHER to the categorization of the various species that re-

\ i Ty , " side throughout the universe—aned some have even
Usual Skills: Chart Constellation, Cartography, Archi " [

tecture, <Crealive Abilitv> (Drawing ), Urban Geogra
ply v -

L I hat J RPN 1 i never Delore seen hy
Role: The cartodraphe DT 1o« :

begun the classilication ol creatures rom bevond

sad s s | T | = ’
Iting and exploraltory

maps. These maps serve a variety of functions-
floor plans. directions to secret caches of treasur DEMON HUNTER

Or as poitical boundaryv marge . ) ,
Usual Skills: < Weapons, Sneak, Unilock

wottld pay well for suc

snher [T
rapners oil¢ O exped

EVOCATOR
1al Skills: « Weapon s, Fire Knowle
Military Tactics, Arcane Lore

Role: Evocators pore over h
power t

cause onflagrations or devasta n, Tl ey per

saonify the most volatile of wizards, s mes cast

ing their greates! magic on awhim. They believe their

power prevents their untimely death, and as & resu

have earned reputations as learless warriors who can
»with the loosing of a

¢ evocators hole

none 5

EXPLORER

Usual Skills: < Weapor

HEALER/APOTHECRI
Usual Skills: First Aid, Healing, Anatomy,
son, Diagnose Malaise, Organic Alchern
Role: Healers, also known as .:|'"11f.!_“.'l"|‘.-"'r-i in some




»world, ded

can aiways hind work wiers \
INFILTRATOR
Usual Skills: < Weapaor Listen, R

IviDass

lsworkasas
double for a Iiltrators u illy can t
way into anything, from the fidence of th

the secret underchamber of a wealthy merchant
INVESTIGATOR
Usual Skills: - Weapon -, < Weaponiess Fighting Style>

Sneak. Listen, Unlock, Assume [dentity, nformation
Gathering, Corttacts, Tail

o Tracking, Scaling, Urban
Geography, Crirninalogy

Role: The investigator, unlike

private citizens in need ol a numbs

tracking to spyi 0 the solving ol mysteries

e of various resources

s and inends il

KNIGHT

Usual Skills:

who deviate

silenced. In reality, knights a I {
on the perspective of the beholder—those who as-
cribe to the knight's beliefs find them noble and just,
while others find them either strange, pempous. or a

barrier to freedom of thought

MERCENARY
Usual Skills: - Weapon Weaponless Fi
) Military Tacthcs, Mi y
Role: The mercenary usu:

hting Style

ohest bidder, She takes jobs ranging from guard
SOl Ihose possessing skills in ic offer gre

NECROLOGIST
Skills: /ai

nvoives L
morc
iew this work as an abomin
ve banned the practice olnecrology,

these researchers into D

OUTRIDER

Usual Skills: <Weapon> Read/Write <Language=,

} -  “herrt 1 «f 22300 ¥ o oA §ewr
Speak <Languags hart Constellation, Riding <Crea-

Role: Onlv those daring souis who risk

DErfous excursions across the untamed w

PERFORMER
Usual Skills: Sneak. Juggling. Amimal Training, Theat-
rics, Il ory M 1821¢
Role: Though performers come In many tvpes. they
all have one goal—to entertain any who care to watch.
lhev travel the land earning a living through their

efforts
PILOT

Usual Skills: Balance. Chart Constellation, Cartogra-
Yarvigahon, Pilot <Vessels, Trade Koutes Terruin
A sSale journey
T Out then intended rov
as well as knowled
hances ol

I ot

Usual Skills: Snieal
/ 3 modvnanm
Role: Saboteurs hire themselves
to various governments and or
lave experience in ey _ ]
nistrv ) and use these skills to carry out their

assignments of sabotage

SCHOLAR

Usual Skills: Read/Write «<Languages= History of

Area~. History of <Speciess, History of <Nationality=,
Librarv Use. <Dimension» Knowledge, Astral Theory,
Fractals. Corpus Juris, Engineering, Plant Physiology,
Ecology, Organic Alchemy, Inorganic Alchemy Finite
Mathemoatics, Thermodynamics, Cellular Knou ledge
Role: The scholar has spent | or life st

rts and sciences and has committ

teaching those subjects she

b

SHERIFT
Usual Skills: onless Fighting Stvle=

sten, Informalni ] rin fci Lontacts, Lorpus

| apprehension. SOt
grow tired with the type of criminal el-

and seek employment in a town or

LIOVHY llﬁ) |

r
b
-

S
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CHARACTI

SMUGGLE

Usual Skills: Sneak, Assume Ider

Vessels, Navigation. Appraising
facts, Forgery, Hapgling
Role: Smugglers generally come into t
suave, fast-talker and the shifty sneak
chants™ usually deal in goods of an il

1 agrict

O danderous m IC 1O poweriu
SPELLJACKER
Usual Skills: < Weapon s, Sneak, Li '
Balance, Lib {
Realmiiore
Role: The spelliacker tracks and steals all manner
enchanted objects, [rom weapons tospellgems to lost
artifacts. These wizards study various aspects of
magic as well as the subtle nuances of infiltration and
theft. They employ many skills in their quest to cap-

1 aster s) desire

ems of their (or thei

SPELISLINGER

Usual Skills: - Weapanless Fightin

<Languages

Spelisil

¢ for excit

in a well-rounded base of knowleds

stvles to th to the intricacies of mag

SPY
Usual Skills: weapon Weapanless ff;

Sneak, Listen, Unlock, Balance, Informatior
Assume Identity. Tailing, Scalin

Role: Spies i 1gerous lives, sne;
*turning

tions, city-states

a penalty of death, and as a resuit, lew spies survive

for very long—although those that do are
good or very high on the enemy’s hit-list
THEURIST
Usual Skills: Read/Whnite < Languages=, Sect Knowled
Library Use, Astral Theory, Fractals. Arcane Lore. Fi
nite Mathei
Role: The theurist, uni
learns no skills other
mnaerstandan
verse, Not
1085 it

seeks Oou

TRACKER/BOUNTY HUNTER
Usual Skills: |

snear, Lasten, fr rnation Gather Kn

il ; ' L err Fratitine e
Weapaon wWeapornless rginng M

lerrain, fracring

Role: The tracker seeks out an itures anvone or

anvthing that will bring her a gr price (or even a

not-so-2 price, depending 1 nér ¢

Cial status
WANDERER
Usual Skills: - Weapon > Cooking. Fi
an
Role: Wanderers m
valaxvy witl «stination. They take odd jobs lor
short periods of time to earn enough for food and
shelter, but soon grow bored with the area and move
on., Some wanderers have chosen this life for their
love of adventure, vowing to see every dgreat wonder
world, Others simply cannot stand the seden-

nd enjoy wandering 1or its own sake

WARLOCK

Skills: Meditation. <Dimension> Knowledo

’ \ . 1 \ P »1 11 I
e 1 ] I (nNercrediure

:_'.,'I‘.
Role: 11
devole therr lives [0 the acquisition «
\ | IV Summon demonic
1 as sources ol inlormation. protectors
tvpically have dark, somber per-

g themselves to yratores

I Skills:

y |
id vooican

Role; The weapon master devotes n

learning the secrets of steel, wood, or flesh, discov-

b
of her lile to
ering their latent energies and harnessing them to
become virtually invincible in combat. Some weapon
masters prefer a single tvpe of weapon, while others
believe diversity will always triumph

FINANCES

1 wit F
IPp Wil =

) gold coins or S1IN). ; then modils

- depending on a particul iracter’'s
| (nebles recelve more, peasants less




b At bt gt e B JALLING FOR SKILL

ety ol genres
¢ et on . -
- ." L « 1l | LiL 4 Le g R i P
new sk 1S the need ari and 'r existing skills
to suit vour game world |
Record the skills vou wish to use for a particular thing i 1 de w her
game world beneath their appropriate attributes on ¢ Just yUge vOour CoOmimon sSense
the Character Creation Template (if vou don't have I I fatlur 1sK the player t

I may want towr

Il that is based

tain soveral possitie attriates. ust use the onethat  SETTING DIFFICULTIES

makes t

associated d
hetter e |
petter D st roll equ
by all mean:

feel oblicated 10 blindlv ac ce|

No inflexible game system can fit every conceival examples given beneath the sl
game world, so at one point or another you re going make one up fl

an ks b i ¥ 1 I g Tal r
to have to adjust the information provided. Some tasks do not require a skill roll, and therefore

do not have a difficulty number. This includes every-
gl(ll l ’l“fl)l:q thing from talking and walking to eating
LN 484 Ak % .
g, Someti : e 12
g
are bracketed by
This notation indicates th
name | o] is actually a skill tvpe (for example 1 Lot ince it ability does not come
guage>). You must choose a specific skill naturally to h e must make a skill
general type, e, don’

lee weapon= on your chi ter sheel. Instead Ls I ng a difficulty number

L just write <language= or e 1 t he succeeds

should write “Russian™ o

1art below and see that

You decide on the number
1OWever, 1 1 wr “speak <languag El hen tell the playver make his search roll. |
warvish. 1 I, Giar 1.7 and “<melee weapon asks how difficult his character thinks thetask n

1KS 11s Y




."1('_’: i

You can think of it t

Easy ['.I\I\ el Cetera)

1DS YVOU (
ber to choose and gives the
hard a task is without giving away
he needs. Using information, t
cide whether he wants his cl
Character or Fate Points on t
cially when It could determine
adventuri

This system calls for vou to guess, You di
to look up obscure situational modifiers and add ti
together to figure out a difficulty number. Just
vour decision on your gut | As a result, t|

* keeps yvour p

mpt
}

rolls JIi_‘_lht‘f. ne

WHICH SKILL DO YOU USE?

Lhoosing

2 Wi a particular situ <

IS LUSuUdlly easy ;
the playver makes a dodge roll

vou to be more Hed

a character is dod an attack. so

> than t—but juires

you Lo rely on you naginat gimernt

Whenever vou decide that an act calls for a skill

roll, you may allow the player to determine which of
his character’s skills might apply to the current sit
tion. For example, a bounty | ‘hases a
bandit to the edge of a rooftop. The bandit leaps across
a lifteen-foot gap to the next roof, leaving the bounty
hunter behind. Normally, to jump ACTOSS :
space would require a ju RPN 1 ol (y

ter has at 3D), but this character a

the acrobatics skill (at 4D-1). The pla;

! leap across

here

¢ ¢an use his character's acrobatics to

{Since e has a 1

e

have a better chance make You have three
choices in this case: 1. vou tell him he must use jurip
ing; 2. you allow him to use acrobatics; o1

VYOuU Mmake

give him an extra 1D for his ;
himtoa
codes). If you want to keep the game simple (but less

realisti

T

tics capabilities (or tell rage the two die

vOu can r.-p{ to [oliow the first rule (e, use

the sKiil L maost ap

AS vOu

your game more complex (w h you may decide t

do the more you play), vou can shift your rulings into
the second (use whatever skill seems apy
third (average the skills or sive bo

Again, as gamemastier you make

CRITICAL FAILURES
¥ ol g al ‘ _'I,.
ner i Il a8S «
1ave something extremely bad haj
I VOU « il tl
id Die and

L

fil
like

I ¢ AlNS ana |
round) or to have Mike le

TAKING IT SLOWLY

t takes to perfor ticular

» task easier to accom (1, 1 his 1s
mechanics by givi » char-
a general

for extra

i€ 11 normally takes

seconds, 1 hour

iorth
u decide it should

n don't

hey get witho
| A stan

character s native language, You can eitl

their starting skill dice

Character automatic success when speaxin
guage or give him a 10D or 12D die code in his speak
language- skill. You could just as well decide that all
characters can cast the warp magic spell because all
children in vour game world learn this incantation

during elementary school

SPECIALIZATIONS

some characters may have specialized knowledge or
ability with a given skill. For exam
» with racecars. His ab

cars s theretore greater than his abilityv to drive any

other type ol car rowess is represented

Example: A cha

iwl f 41
code ul 40

Hion (OCR

lockpicking roll 1o open a combination

J ,lrl 1\”_,.:‘.\ for a ol . “' s 1




PLAYING FAST AND LOOSE

Each of the skills below has associated rules, but rather
‘than referencing them in the middle of an adventure. you
can use your imagination and judgment to adjudicate a par-
ticular feat. Just follow the rule higher is better. For example,
"2 plaver character wants to fly his skyskimmer through a
! light canyon just wide enough to accomodate the airship.

| Rather than looking up the piloting skill to figure out the
& 2ppropriate difficulty. you can just make an educated guess.

To give youa starting point for determining difficulty num
bers, the table below provides the percentage chance for an
average (3D) skill attempt to fail and its equivalent (approxi-
mate) difficulty. (Note: this table does not incorporate the
Wild Die random element. The Wild Die serves to simulate all
l the factors that cannot normally be quantified.)

Chance of Failure Difficulty
0% .
2%
59

1
1

vou should determine which attribute will be
iIsed Delore plavers creale their characters:

» plavers should not select which at-
tribute in the list they would prefer a particu-

ar skill to lall under)

Time Required: Unless otherwise indicated, a
character can complete a skill within five sec-
onds (or one combat round — see Chapter
This does not mean that a character
than one skill during that
see “Performing Multiple Actions™ in

) '

iapler gt

An overview of the types of ac-

Description:
tions or knowledge which the skill covers.

Most skills have examples afterward that
give vou an idea ol how to set the dihiculty
level of a particular skill attempt. These diffi-
culties are rough estimates; you'll have to take
into account any situational modifiers that
apply during a specific attempt

DIFFICULTY CHART

Name Value
Very Easy 1-5

Easy 610
Moderate

Difficult

Very Difficult

Heroic

Herobe «

ACROBATICS

Based On: Reflexes

' 1D

A speclalization costs five Character Points or 1
of starting skill dice. A character may have no more
than one specialization in anv given skill. For example,
a character takes a Macintosh specialization in com
puter operations. He cannot then take any other spe-
cializations in that skill (mainframes. Windows, and

S0 €111 )

NON-PROFICIENCY PENALTIES
OPTION

You can opt to increase the difficulty of any

given skill attempt by 5 or 10 if the character
does not have any training in that skill (i.e.. the
skill is not listed with a higher die code than its
base attribute)

SKILLS

The skill list below proy e tion vou need
to incorporate a particular skill into vour D6 game
:r.l'.

Based On: )

th

An entryv with multiple ihutes indicate

may D¢ 1eCl DY al I the attributes listed

lime Rl‘(lllil’(‘d: 5 seconds
Description: Characters with this skill ¢:

umpbie, ieap

to avoid (alling damage, to en-

and roll
tertain an audience, or to surprise an opponent in
combat. The difficulty required to accomplish a given
feat varies with each situation. Use the {ollowing table

as a guideline

Action Difficulty
Roll to surprise an opponent
(gives « 1D to attack roll with

meec weapon

p ACTOSS a gaj less than twi

jdracier s ne1gnt in le

O alleviale damage
» weapon (gives -2 to

Endurance roll vs. damage)

ALCHEMICAL/CHEMICAL CONCOCTION

Based On: Intellect, Endurance
Time Required: Varies
Description: This skill allows characters o create

explosive or incendiary substances out of various

materials including herbs and other chemicals. Ex-
losives inflict up to half of their skill dice (rounded
up) in damage (e.g., a character with a chemical con-
oction skill ol 7D-2 could create a substance that

ould cause 4D). Incendiary fluids inflict stancdard fire




wishes |
AT Blgs b - ¥ ¥ s J
D€ anie 1O cast Lhe o

1at DOwWer

Creation Difficulty

Explosives ndlerate
Acids/Glue

Magic:

Herami
Ol

ANATOMY

Based On: Intellect
Time Required: 5 seconds
Description: Charact

12 main inCirodl

based on

Diagnose

ARCANE LORE
Based On: Intellect, Kr Lariine

lime Required
Description: 1

B v ling

lime Required

mawmaeal

Histories of SpPeciii

very Difficult

wchanted items

ASSUME IDENTITY
Based On: Presence, Intellect
lime Required: 10 minutes to
Difficulty ymplexity of disguise
Description: This ski

others by changing his clothes and using

allows a character t

iRl

Action Difficulty

W v

BALANCE

Based On: Perceptior

flexes

lme Required: 5 seconds

Description: This skill helps a

character maintain her bal-

ance, whether on a tightrope
ing tripped by an oppo-

in combat

BLINDFIGHTING

Based On: Pe

tlexes

I'ime Required: 5 seconds
Description: A chara

blindfiol




Difficulty

e 3 ot
YOO eEraie

CARTOGRAPHY
Based On: Intellect, Perception
Time Required: Varies
Description: )

b [
grapnical 1o poilt)

Action Difficulty

Read maps and identily symbols  Very Easy

Create small-scale maps Easy
Create terrain maps Moderate
Create world maps Ditficult

Create dimesional/space maps Very Difficult
COMPUTER OPERATIONS
Based On: Intellect, Knowledge. Technical
Time Required: 5 second
Description: Compuler

L racter s proluciency wil

Situation
Simple system
X sSyslel

CONTACTS
Based On: Perception, Presence

Time Required: 10} minutes to 1 hour
Description: Characters must often rely on 1
ity to locate individuals to form a network ol infor- Orneriness >
1ant ho can ofter vario tvpes ol information T
mants wii an offer various types ol iniormatio beast lﬂ(!lllﬂ h_\ Result

about people, places, or events in the area they in-
i i by least stons and
habit (cities, :a|;|.nl'!:., s¢eClors, Yalaxies), or wiio can Beast S1OPSs 4nd
;n|!| some strings lor characters in need Ix “l_}"‘b'\ to ”!"\"‘
lor o seconds
Action Difficulty

Beast stops and
Find contact very Lasy refuses to move

tor 10 seconds

Beast bolts 11

randorn

<CREATIVE ABILITY>
Based On: Spirit own off
D e arves ve ability skill covers every.  CUSTOMS OF <REGION OR CULTURES>

SRR IO SIaw to sin to poctry to dancing Based On: Intellect, Perceptio
lNme Required: 5 se

SEREASURER AR Description: This skil o

Based On: Mechanical, Reflexes f knowledge about :
Time Required: 5 seconds t
Description: This skill measure




Type of Knowledge

Difficulty

EASy

Maoderate

General traditions
Meanings of traditions
Full knowledge of

esoteric custom Very Difficu

DIAGNOSE MALADY

Based On: Intellect. Perception
Time Required: Varies

Description: Characters with ¢
and potentially cure

diseases
Difficulty
Determine Easy
existence ol

disease

Action Time Required

3 seconds

Determine type Moderate

of disease

| minute

Determine Difficult 5 seconds

medicine needed
o purge diseasq
Determine Very | week

1 dav lo

Diicult

ETIQUETTE

" biirt Do
Inteliect, Ferc

specific cause

Based On: Know|
Time Required: 5 seconds
Description: Etiguel .

edge of the forms

sdlge,

ter’s knowl
. el o~ i . i
ers, and ceremonies consid-

ered acceptable by society

Area of Knowledge

Proper table manners and

Difficalty
introductions of homelan Easy
Specific forms of conduction

nagiven s aAlion

in homeland Moderat:
Knowledge of ceremonies

of homeland Nflicult

Increase the difficulty by one level or more for so-
ieties with which the character has no prior experi-

ence

FORGERY

Based On: Knowledge, Coordination, Mechanical
Time Required: Varies

Description: A forger labricates docur

tures. The level of di 1
creation and the knowledge of t
The forgery sk covers both th

as the identifi

t of torging as well

ation ol lorgeries

Forger's Chart
Item Forged Difficulty

Easy

Time Required

Unofficial note
or C"‘!']"'.'.‘i[)“iidl'l'l\'l'

Depends on
length of
documen
Signature loderate

Official document Difficuit Depends on
length of

document

Inspector’s Chart
Familiarity with
Document or

Signature Difficulty

Easy 2 5ec

Time Required

sy familiar s

Intimate
Muodlerate

Moderatel

HiCult
. way
GAMBLING
Based On: Perception. Presence

lime Required: Length of a game

Description: A gambler knows how to play various
games of chance, understands odds and spreads, and
(somelimes) has the ability to influence a
pecially those involving cards, dice, or wheels (or

alne, es-

amount ol ski

vther elements that involve some
A character who successfully cheats at a game

the favor of anvone involv

cheate

dame s outcome
Action Difficulty
Know game rule Easy
Moderate
HAGGLING
Based On: Presence
lime Required: Varies depending on local hag

Perception

customs

Description: Thrifty characters often employ haggling
to lower the price ol goods they purchase or raise
the price of merchandise they wish to sell

Alter Price By Difficulty

) Very Easy

HEALING

Based On: Knowledge
T'ime Required: Varies
Description: Doctors, m

cally trained personnel

Intellect. Perception, Reflexes

nurses, and othe
use various techniques

cines, and drugs to help cure the sick or injt
their ailments
A character

ment

may atte heal another based on
wound e f the injured person. Only
one healing skill attempt may be made per day on a

particular individual. A successful rall indicates that




the injured or sick character heals one wo

¥

to 4 wounds to 5 wounds

(5 wound ! wount

is
soon)if using the wound svstem. or 2l
1S

points il the Dody p 3

| - | mns

Current Wound
Level of Victim

1 wound/T3-100

of DOAY POINES ren

2 wounds/H50=74

of body points remaining Lasy

} wounds/25-50
of body points remaining Moderate
P wounds/1=25

of body points remaining Difficult

5 wouncds/() |'un‘.l\. points '\.{‘I'_\ Difficuit

HERALDRY

Based On: Knowladge
Time Required:
Description: A character with the her
recognize the

Intellect, Perception

Yy seconds

banners. crests, and

b F—_— A el
clans -I.r~l,'., al groups, and ¢

Action Difficulty

I tifes B r y
identity he Cry s

Hillation Fasy

ldentity cderivation

] L | 4 .
( slory ol neralary Moderate
identiiy @s ol
[ 1y r "me \ » )
| it L W e is L L2

l Increase the dithicaity for heraldry recogniion e
‘[ pending on a character s prior experience 1 d ZlIve

s land, planet, group, or

y g

HISTORY OF <

Based On: Knowledge, Intellect

Time Required: 5 seconds

I Description: A character who possesses this skil

' knows the history of a particular area, whether it be
lardge 4as an entire world.

AREA>

govern

as small as a city or as

Area of Knowledge Difficulty

lNmeline of major events Very Easy

Nations, leaders, and wars Moderate

Legends and myths Difficult

\ncient occurences

Verv Diff

it

[ il

t the size ofthe

Increase the ditficulty « epending upon
area involved

Increase

Size of Area Difficulty By

eClor ¢ IEVEIS
IDENTIFY POISON

Based On: Knowledee, Intellect
Time Required: Varies

erceplion

Description: This skill allows a character to determine

10t a substance is lethal to his species (in-

ifficulty by two levels for other species).
Difficulty Time Required
whether
ceis
POLISONOUS FASY m

£ 1 Moderate y m

Determine name

of poison Difticult 10 minutes

Determine

1 hour

anticdote

INFORMATION GATHERING
Based On: Perception. Presence
Time Required: Varies
Description: /nformation gathering measures a
character's ability to pick up rumors, street talk, and

current underworld events from various informants.

Difficulty

Very Difficult

I'vpe of Information

UTHOTS LASYy

Moderate

iderground” populace
<INSTRUMENT>
Based On: Perception, Pr
Time Required:
Description: (1
from among any instrument native to ti
JUMPING

Sirer

wence, Rellexes
sh oof

}epends on length of song

311 . 4
h this skill can

1elr universe

‘s Wi

Based On: Reflexes
Time Required: 5 seconds

Description: The jurmping skill covers leaps in hori-
zontal and/or vertica The difficulty is
determined by the distance jumped: «5 for each meter
horizontally and + 10 for each meter vertically. If, for
example, a character wanted to leap two meters for-

gth

directions

ward and one meter upward, the total difficulty would
be 20 (5+5+10=20)

LAW

Based On: Intellect, Knowledge
Time Required: 5 seconds
Description: Knowle

Por

ne law can be

1 VEI'Y -

t Ccomes Lo Customs,

skill, especia when

rration. agreements, and treaties

Difficulty

Very Lasy

Easy

Moderate

dpeciic disciplin
real estate, tort
enfertainment, el cetera Difficult

STINS




r 1 v
LIBRARY USE/DATABAS
Based On: Knowleds
Time Required: Varies
Description: Libraries and da
stores of intormation t
relevant to a character’s goals
attempt depends on the com
the information so
racy of the library/databast
culty of zero)
Complexity
of Subject
General knowledye
Introductory theories
Advanced/state-of-the-art
» information

cutting-edge

lge
Obscurity of Subject
Commeon
Uncomm
Esoteric
Library
Cataloged, large
Cataloged, small
Not cataloged. large
Not catalo small

Example: A char

regarding the replication of

heated conditions. In this game we
is considered uncommon (+5
(+«10) and the character onlv has access
small The total diffi
culty for his attempt, therefore, is 20 (5+10+5=2(1)

LOCKPICKI!
Based On: Coordination
Time Required: Varies
Description: A character with lockpicking can release
the tumblers on a lock without the key or combina-
tion. Note that this skill applies only to mechanical

oged database (+3)

locks (electronic, optical, and similar security mea-
sures fall under the security skiil)

Type of Lock Difficulty
Simple key-lock Easy
Complex key-lock Moderate
Difficult

Very Difficult

Combination lock
Microchip kev-lock
MEDITATION
Based On: Spirit. Willpower
Time Required: 10 n
Description: As many
chiatrists have learned,

5

s, philosophers. and psy-
1e focusing
release formidable power within a person. This skill

sf the mind can

allows a character to temporarily increase any one
skill die code for a number of minutes equal t

nalD

roll. The difficulty is determined by the amount of

Example:

f11 lodoes ¢kl 1
NS dogee skl |

1N ¥

» the wontus. The 12 however

enoush o beat the next lowest bonus level
haracters doe
pips ror 1D munures. He rolls 1D and 2eis a4 9

pips ). sothe ¢ INCredses o

the bornus lasts for iive mimutes
<MELEE WEAPON>

Based On: Reflexes

Time Required: 5 seconds

Description: Characters who engage in close-quarters
may wish to have the ability to wield a
weapon rather than ."*:'._\'iii'_-_'; )-'-rllt.'E} on a \.‘\'r_'(}j'"'Hlxtf.‘-."
AS a

proficient in the use of a partic

combat

acter becon

lar weapon she

ting style (see helow)

increases her accuracy—either in striking or in pin-
pointing the mos! vulnerable area of her opponent
Since each type of weapon requires ditfe

ge and muscle control, a ¢
experience in
e, acharacter i
die code
edge ol axes
experience in club
3ID+2)
<MISSILE WEAPON>
Based On: Coordination
lme Required: 5 seconds
Description: Characters who engage in long-range
combat may wish to increase their proliciency with
missile weapons (bows, blowguns. pistols, rifles
blasters, flame-throwers, and so on),

Like the <melee weapon=skill. each type of weapon
requires different knowledge and muscle control, and
therefore a character cannot apply her experience i
one weapon to another. For example. a character
highly skilled in the use of a rifle (die code of 8D+ 1)
may have only a limited knowledge of pistols (die code
of 53D+2) and absolutely no experience in
n die code of 4D)

NAVIGATION
Based On: Knowledge, Intellect
Time Required: 5 seconds to 4 hours
Description: Navigation measures a characte

default to Coordinat

iF s abil-

itv to plot a safe course through a body of water or
: Failure means '

vessel must mak g skill ¢ :

culty one level higher than the difficuity of the area.

Success means the pilot need not make a roll (unless

rough space

he performs an unexpected maneuver); the vessel
arrives safely




Danger Level of Area Difficulty

Completely sale

igable lanes marked

Relatively safe

few obstacles

Narrow safe-lane
ybstructions

Many moving obstructions
asteroids)

PUBLIC SPEAKING
Based On: Presence
Time Required: Length of speech
Description: Public speaking representsa
skill at oration, his ability to speak it
crowds and to convince them of his belie

Difficulty

e

Action

Speak with little fear

and stammering Easy
Speak confidently
and with emotion Moderate
Convince crowd1 Difficult

the demeanor of the crowd as a whole. Friendly

ting crowds will be easier (o convice

Lrll" o

tile crowds will be more ¢

READ/WRITE

Time Required: Depends
Description:
i

prehend and

iangauge

Action Difficulty

Create and read simple
sentences using a

small vocabulary Lasy

Create and read
documents of medium
difficulty Moderate

Create and read novels
SCALING
Based On: Reflexes, Strength
Time Required: Depends on h
Description: Climbing h
quires a set of skills sin
that needed for rock clim

M PYTamidas

ers evervihing i

Action

( suriace wit

dit

MG 1OOLE

\
very thihicul

1 [ront of large

s,

Increase or decrease this difficulty dependi

Very Difficult

1DETS.

<SCIEXNCE>
Based On: Knowledge
Iime Required: 5 secor
Description: A skil

ielect

ds

a science discipline ( physics,

rv, biologv, geologv, thermodynamics, artifi-

emis

. . i . P s RreContc o *
al elhige g . 4) represents a characier

-]

knowledge of tha

Type of Knowledge

Difficulty

YOIy LAasy
Fasy
iplex concepts Moderate

Very Difficult
M - e il
SECRET SOCIETI
Based On: Knowledge, Intellect, Perception
lime Required: 5 seconds
Description: This skill covers knowledge of groups
that act in secrecy

utting-edge topics

&)
.

characters -

Type of Knowledge
Nan

Difficulty
es and rurmaors

Easy
Moderate

Dif

Very Difficul

i

hile hos- rsonage Heroi

SHADOWING
Based On: Perception
Time Required: Varic
Description: 1

o

acCler s abiiiny 1Ol a given lar

Action Difficulty

Follow tarpet
open area Very Easy
y

Follow target

in small town Easy

Follow target
in small city Moderate
Follow target

Very Difficult

in large, congested city
SNEAK
Based On; Rel stion
Time Required: 5 seconds
Description: This skill

IS

Perceg

lexes

enables characte

their movemet from the

= L eyt
E Sl COV-

perceive the

Perception

SPEAK <LANGUAGE>
Based On: Knowledge, |
lime Required: Depend
Description: The ¢l t

Inteliect, Perception

on length ol conversation

er may converse with any

creature who speaks the specified langauge.

levels of proficiency the skill indicate a great

luding accent, Intonation, and connota-




iling a skill check results in some forn ni Difficulty
ication, the extent of h is determined o At Kiaas

Vv Easy
int bv which the ch y

ncle t 3t
(ersiand

Lonverse casually wit

native speaker loderate TRAPS

Based On: Perception, Reflexes
lime Required: Depends or
Capture accent, intonation Description: The rraps skill represents a characters

and connotation of proficiency in setting. locating, and disabling traps

Convey and understand
;

complex thoughts

native speakers

Irap Set Locate Difficulty
SWIMMING I'ype Difficulty  Difficulty Disable

Based On: Endurance t Very Easy a8 Easy
Time Required: 5 seconds \ Mode >  Easy
Description: Those who dare to tread

Very Easy
walters of lakes, rivers, and oceans mu ;

swirnmung skill or will risk drowning

Action

38 e ey URBAN GEOGRAPHY

Based On: knowledg: itellect. Perceptior
Time Required: 5 sec
Description:

» another drowning character Very Diffiq seorgraphy car

SWIM N rougn waves

i

Swim during a heavy storm

4

]

-
—
—
—
e

Based On: Perception
Time Required: Depends 1 forman check mea
D&'S‘.‘ﬁpﬁﬂll: T'his skill measures a charac his destinat
to fool others into believing he is some sise. The without
theatrics skill total generated for a given npt be-  cannot locate |
comes the dilficulty needed for another char: lost
see through the performance (usually 2 »
roll) - per : I'vpe of Knowledge Difficulty
(4] | ”
Generie city lavoul Very Easy

g - T Al *a 5

'NEURGY Location of specific buildings

" M v n i tr Hire = e

Based On: Knowledge. Intellect, Spirit and structures Easy
Time Rc'quirmlz 5 seconds CGiood and bad sections Moderate
Description: The theurgy skill represents a characler Street/subwav navigation Difficult
knowledge of magical inc s and items Sewer navigation Very Difficult

Action Difficulty Modifv the difficulty i

difficulty based on the congestedness

Knowledge of common spell e u f civil engineering in a particular citv

Knowledge of uncommon spel : : <YESSEIL> PILOTING

Knowledge ol rare spell .
. s y ' Based On: Per

lime Required: :
Description: A

tecd items wheneve

TRACKING
Based On: Perception
Time Required: 5 seconds
Description: Tracking allows a character to [ollow the
markings left by a person or creature. The difficult
depends on the terrain and the amo of time tl
has passed since the quarry made its tracks.




B R Fr
<WEAPONLESS FIGHTING STYLE>

Based On: Reflexes

Time Rl'qllirl‘(]: 5 seconds

Description: Three

]

standard forms ol weaponless

iting exist in the known world: martial arts. wres-
tling, and brawling

Martial arts, the
lersona person s ini
in such a way as to create greal power in
Character’s practicing a martial art employ a variety
of moves. from frontal strikes dire

plexus to spinning, high kicks tot

Wrestling has arisen out of a desire to disable an
opponent without causing too much physical harm.
I'hough some have strayed away from this ideal, most
who practice wrestling focus on grappling their ad-
versary and physically inhibiting his movements

B

awling, the least formulaic of the three, includes
the typical tavern-fight tactics—irom wild hayvmaker
] [

hes to kicks targeted at an opponent's shins (or
other Most characters that

more [ragile areas)

choose a weaponless fighting style will usually learn

prawling, the easiest ol the three to master




Characters need equipment 1« ] ; nd Jll{l‘l()l{

succeed in thelr goals during adve
are avallable depends : rld. bu rmor provides characters with added defense
below W w'll find a 't attacks. The Defense Bonus 2 lies to Endur-
how to create your own ance rolls when

ombat,” for more

Type

\1\:;‘

below depe

NFI

"
4
o

the laws Hov

of your gam

WEAPONS
Weapons have an accompanying st of statsties 2t ADVENTURING GEAR

determine how mux

_—
=
-
&=

=
=
—
ol
=
-

1
{
4

can go, how much ammuniti TGy cant S ik (Characters often employ other paraphernalia when
{ast they can be wielded. Refer to Chapter Eight, “Com- part inan dvernuse. Be) »wyou'll find asample
¥ 1 e i i ‘e A=l ALK » ! ! Ll OC L}
ar © I i "IN 1S1NE those values . i S :
bat.” for more information on using those values. st of types of equipment that might come in handy

\ll‘iﬁ]" I" “’l-‘;\l'()\*ﬁ at some point during a character’s adventuring ca-
& [ Y i v ANy reer

Weapon Range Speed Damage You cancreate g

purpose or that has its own set of statistics For ex-

ar Lthat serves no particular game

2 calibre pistol 10,25/50 : =
. aalile A : ample, a medkit might heal two wounds if a success-
! Sryectial 3
'?:.. JPOWER p : tul friealing check s le, or soft, padded shoes m
¥ \1.:‘_1‘,1i|,';' o4 i

i : - ful healing
Blowgun

iy

" -

Crossbow 10,20/4 1D D=1 . A

PUSE RSN y i 10 DOY naracters down

mg Bow 19/30/o 1is-1 : . %
Long B e hem cai i impossible amount el
M16 293 Ass i . b

Throwing k

Wheelock Pisto

MELEE WEAPONS

Weapon Range Speed Damage

1l Bat } SR B
el "

Baseb

Battle-axe — -1D-1 STR

Brass Knuckles —
Electro-k

Fist

Knife

Sword

War Hammer

&



Briefcase
Bug Detector
Bullets

L4 i'.‘.;\!- Sive

Cook ng Lear
Crowbar
Cvbernetic Implant
1‘h'f<|r|,t!:|[

Dice

Fake ID

Field Radio
Fishing Gear
Flashlight

Flint and Steel
Freeze-dried Food
Gas Mask

Gloves

Glue

Gowules

appling Hook

infrared Goggles

bt e b
Invisible Ink
Iron Spikes an Piton

Laptop Lomputer

Leather salche
Lile Jacket

Lighter

Lockpicking Tools («1D to

lockpicking rolls)
Maps
Marbles
Matches
Mechanic's Toolkit

Medical Kit (<1 D to healing

skill rolls)

Night-vision Gogules

Paner
d ]
Parachute

i'.:-qw Wort

Pe

Penc

Plaving Cards

Port LN ISirv A
o

haiver

=

P

D 1 .
rRoCkel Fack

Rope

DCISSOrs

Shovel

Shaving Kit

ri g
1di?
Tape Recorder

wone, cell

lelescope

Tent

Torch

Tracking Device
Watch

Wire Cutters
Wire Tap
Litensils
Vehicle License

Video Recorder
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VEHICLES

4 e M
Again, depending on your game world, you may wish
to include vehicles of various tvpes. from carts and
wagons to luxury liners and spacecraft. Refer to the
Vehicle Combat section of Chapter Eight. “Combat,”
for more information on creating statistics for ve

hicles

A 3 3 ~ o U 0
DISPENSING EQUIPMENIT
As characters proceed through an adventure (see
Chapter Seven, "Adventures™), you might want to pro-
vide them with additional gear that will help them
during subsequent scenes, Items that provide heal-
ing often work best, but weapons (especially those
of a magical nature—if appropriate) and special de-
vices (homing beacons, for example) give the play-
ers another "toy™ to play with. You could even sprinkie
an entire scenario with seemingly useless items that
together can allow the plaver characters to solve the
adventure’'s main conflict.

In many situations, especially when the characters
undertake a mission for some form of authority, the

agency may offer items required for the success of

the adventure. If the ters are supposed to bug
a hotel room

example, the

ment to the characters on loan. At
venture, the characters should
thev've borrowed (excs

ther used up or left purposely. of course).

Make sure to give the characters opportunities to

in a while. They'll

ever they ve used during their adventures. Sometimes
you might want to limit the characters’ ability to pro-
cure items as an added complication to a scenario.
For example, their plane might have gone down in
the middle of a jungle, and the characters have only
enough supplies to last a few days. If they don’'t make
it to civilization in time, people may start dying.
The amount of equipment the characters have ac-
cess to varies with the game world and the locations
within that setting. Use this aspect of the game to

help set the > of the milieu.
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Many vame worlds include magic, psionics, mysti
- = o -

cism, Or other supernat ral powers This chapter

gives yvou a basic overview ol such systems and |
vides an example ol each that yvou can incorporate

Into vour game rij

MAGIC SYSTEMS

1 VOU waril

vour game world will deterr

system vou create. You can

in several wavs

e |.imit vour :.'|.:',-.':' :h.:r‘ltf-'!'.‘-». exposure Lo
spellbooks and experienced wizards so that they can-

not learn spells easily

* Incorporate the use ol spell components, foreing
characters to constantly restock since the compo-
nents are destroved when casting an incantation. In
addition, if you make the more p« werful spells require
expensive or extremely rare « aracters

will have to rely on the

-\!'i:iju.rr-
less power

DOIES

wore powerh

3 n 4
O€ senscd an

think about the theory behind its use

Savs

SOURCE OF MAGIC

When vou design your magic system, you must also

For exampie,

vou can decide not to worry about theory and just

works wizard Rothaz appears

nowhere, levitating in n
turns vou all into wa

‘Ma

Now, do vou still

* el » ol 2 ' he
tO power i source o! the

SOWET Is relv on

[
cor X m lematical equation 1en com-

1 Components causes Live reorgani-

n of quarks in a given by producing

the desired eflect

GAME MECHANICS
The game mechanics of a magic system determine
how spells are learned. cast, dispelled, and otherwise
manipulated. You can treat spells as skills that fall
under the Magic attribute or as special powers that
do not require any roll whatsoeever. Of course, yvou
can alwavs develop your own system as wel

4 majority

amount ol m

Yyou m

plaver charact el too poweriu
w o spelicasters 10 INnvVoxe any 1nca

i b

Y anotl

er spellcaster.

ivie aspect ol this system

ards encountered by the characters
wrefore, dangerous. If a

new spell, he'll
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nother method cen

't . ATy A
itationsona gl

s WOrld. Spelis 1

in atongue

NUances 1

ICulty of castin
Attributes”™ below). If the charact
difficulty. he may cast it from t
ever, he may try again, but each successive al

increases the difficulty by 5

MEMORIZING SPELLS
There are three main ways to cast spells:
1. On the Fly: The character may cast any

,;-.;;}l_"--\':- wsly learned ) at any

time, as ma
» wants, without nmitation
Memory

r Ol

again until he takes
way to avoid this limit
multiple times. lf 4 characte
(spending an hour and th 5 studving) f
the same spell, he can cast that spell three ti
fore he needs to memorize it n
‘hrough Objects: Another method for
spellcasting relies on concrete ohjects like sc
wands, potions, and the
energies. Characters have
or control over
=1l sKkills a
locatin
» control o
poweri

0TS WEeEAK (

maost con

.
SVSI1

creat

wants to cast a spe Il

eans that either 1) the
lost it from his memaory,

» caster retains it

om Memory”™

r or not a spell
posed roll

FOr exampic, a speil
power” would require
a Willpower roll

nes the difficulty for the successful cast-

e speed value only comes into play if you
the Speed combat option (see Chapter
ength of time it takes to cast

spell, ranging from a lew seconds to days or months

If the value appears without a time measurement
A
1

instead of 4 seconds) it indicates that the spell
e cast within 5 seconds (one combat round)
just like

s Reflexes

ats the spell

1 weapon

Area of Effect: Th

dl d 5]

area of effect of five meters, therefore, would affect
anvthing within five meters ol the target point.
Some incantations do not affect an overall area. but
-ather a number of targets within the spell’s range. A
ellcaster can choose a number of targets up to the
designated value, For examj a spell with an area of
effect of three characters can target one, two, or three

characters within the spell's range

Duration: A spell's duration indicates the length of
I : I I le. it a wizard

nutes) to

time the In ta

ieCt wears

v points, Character Points, Fate Poinls, <

Life Drain: 1 ntry lists the amount of

s spellcasti

STWIMNOI




Magical Pulse: This dual value
culty tor another characte
to sense the

make 1\1-1'.;.1

CEesSS mocans

writhi (= et v
withiin oU meters

‘l AGIC OPTION: Sll«ll‘l\(- SPELLS ON

THE FLY

You can treat magical spells as static e
the same way

flects, i.e., all
spells always work exactly no matter
the
could allow characters to manipulate inca
the fly

I'he mechanics for this technique are not as com-
plicated as tl illy, the difficulty
ol casting a spell increases depending on the amount
» the Spel

circumstances surrounding the casting. Or. vou

ntations on

1ey might seem. Essentia

ol alteration from its standard version. See

Shaping elow

SPELL SHAPING TABLE

Spell Attribute

able b

Difficuity Increase

Per ume

Au ]!T refers to the measi
lar spell. For example, a

12 feet -uul-! be e < contracted ¢

oot e range o nine te

.111':1Tf:|:'|.'r-\ h\ three. I

ti-_( or contract r-nl

ge from -_-uls'.
e difficulty by

v 1 per
ncrease
ol eight vards could be ext
rate of «1 per vard. To increase its rar
yards to 12 yards, then, would raise th
HOur

Special considerations:

Speed: The time required to cast can be reduced
or expanded by the time unit given. If thespeed v

is a numberwith no time measurement qualifier, then
the difficulty i per one .g:n-;r

from the designated value: a f nine, ther

.|h<‘l‘

ncreases at a rate of
v __;'-

jore

could be reduced to a speed of seven with adifficulty

nocrecase ol

Area of Hi{‘(‘ 1:

ber ol targe

two

. s
increas

the area of «
difficulty at

DISRU I’Tl (G SPELLCASTING
perichss

ing him from suc

You mav choose
while thev are being
tempts to cast a \i},.“'
ing about another charac
ceeding.

waorry

‘ler prevent

If vou would like to add an extra level of complex-

Ity LO vOour ¢

game (and assuming vou select either the

combat rounds or simult:

racter

I iiwncnca

ber) s then added 1o
IIII.

the first value (the Reflexes total) and

value (the Reflexes total plus the spell’s s

Hlt 1!.||

any [mm' t;»-.\.m n

character suffers damage at
the second
peed), the
caster loses the S 1l

the Wizard has engaged a

(In this combat round

Varlter

Example:
groupn of baridits i battle

Walter
which

ruffians with a fire-

The

ians o destroy e

las i speed ol S ) _!',f'u\..‘r rur

_rn",_,_f_z,-;,'

“EIonn

HOW MANY SPELLS bO
BEGINNING CHARACTERS
GET?

I'he number of spells (or other powers) that
characters receive during character creation
depends on the game world. The recommended
number is four. In a world with little magic, how-
ever, characters may start with only one spell
Or in a world over
ers may start with

or even with none at all
flowing with magic, charact
eight or even ten spells.

ARTIFAC

wdes and cr

Iy falls into one

some artifacts simply duplicate t

using the values designated by the inez

entry, With magical items, however, aroll a

Sqailne
J.un:-'d. 1.1:-




spell's diff it 1S nol re It 1. 1he ¢ 1 occurs at
the wielder s command (which may require a com

mand word \bra cadabra”™) resture (rubbi

lamp

ENHANCED POWER OR PROWESS

sSell. conveyl a + toy Stre I
\II item could, on the other hand. have ar
power that sets it apart from other items of
lar form
damage, dispels

hnis sword skill

UNIQU I* EFFECT

aiso create artifac inave L[l”"}'l[‘(\-!\
Fore xample, a spellgem (a h: ml! sized plece of crys-
tal imbued with magic) could store incantations from
which spellcasters can learn new spells. Or an o

| sate Trte ther
orb could open a gate into another « 1Sion

I number ol uses
i * the option

y DeCome [Orever useless or
recharged by a specified procedure. Perhaps

1 a spell into the device m it rejuvenate it. Ur

i:m} have to dip the artifact into the
f N: :| Durra on the far side of the conti-

on i iCh Item could be ditfer-
make tor an unlimited supply of

S lor the plave naracters

PERMANENT ITEMS

be rare

witoever I
game to become unbalanced. One side has a distinct
advantage that prevents them from losin
any situation

Be careflul when ::.:mluw out |u'l manent artifa

almaost

SAMPLE MAGIC SYSTEM
SOURCE OF MAGIC

Magical energy comes from randomly m 1L 18y Hnes

alled chaos stre ) in the earth. When a wizard
i *taps int

stream and draws out the power required to create

the desired elfect. Since the lev lines constantlv move
however, the wizard never knows whether he will be

able to control 'l;t* [nr\\-'r e releases, which some-

chaos stream, creati L hrough which pure
chaos energy flows into the caster's body. lf the “chaos
hinder” loses control of 'u-r spell while casting, she
unleashes chaos eneray directly into her environment

with unknown results
GAME MECHANICS

system uses the following spell attributes:
i speed. range, area of effect, and duration.
Characters have the a Htll.\ to alter their spells on Hlt'

yiaccoraingt he ruies giver 1 above

CASTING Cll AOS BINDINGS

nlimited number of spells

per day, but the : to cast any -p<-‘| is increased

by a value & 1 tO ti 1M ol | the wizard

has cast that dav so far (note that this only counts

spells that were successfully cast; any failed attempts

ire not Huded ), Oniv a full eight hours of \-il'l'p can

remove the added difficulty. For example, a charac-

who ha ! given day

| of the next
This slow difficulty

cast

\LEASHED CHAOS TABLE
Effect
A random spell memorized by the

-aster goes off rather than intended

 caster vanishes and reappears 5D feet
nany direction from his current location
All spellcasters in a S0-fool radius centered
on Tf‘.f.' caster automat li'.l“_\' gain a +3D bo-

15 to any cast any spell for the next 1D min-

» another dimension suddenly ap-
n (1D x 10) feet of the spellcaster
A direct chaotic backlash occurs Inflicting
{1 damage on the caster
After the caster unleashes her spell. she be-
ymes mesmerized by a random creature i

f sight for 1D minutes

EIT

r
}
4

TVHALVNY
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SPELLS

CAST CHAOS
Difficulty: Specia
‘*p('l‘d' Special
Range: Speci:

Area of Hfﬂ‘t Specia
Duration: Specia

The caster

and automatic:

rolls on the |

the difficulty roll,

Unleashed Chaos I.in' y :

Just as It it had been cast normally (using its speed

range, area of effect, and duration).

CHAOS BURST
Difficulty: 15
Speed: -

Range: 30 meters
Area of Effect: One «
Duration: Inst

At the cast

ergy eruj

ward one

lor each

CHAOS WEB
Difficulty: 17
Speed
Range: !
Area of Effect: 5 meters
Duration: 30 minutes

This chaos binding creates hundre

20 Ilu"*‘i.\-

rands ol
chaotic fiber that interweave !L:ﬂ]‘ nto a web
olmagical energy. The spell user nchor the web
between at least two objects

web with bare flesh al
(once per contact ) and causes ac

the Unleashed Chaos T.

and lade away

the casteris n

CONTAIN CHAOS

Difficulty: 20

Speed: -5

Range: 40 meters

Area of Effect: —

Duration: Instant

If cast within 10 seconds after a chaotic backlash. the

DRAIN
Difficulty:

Speed: -

Range: Touch
Area of Effect: —
Duration: Insta

mncrease her
2D bonus to

rainst its diffic |.','T\ Note that the
bonus applies only to the next spell cast by the spell
incantation feels a dull pain in
his chest when the Character Point is sucked away, If

Aast Ner

her spell skill roll
user. The victim of the

t has no Character Points, he still feels the
ache, but the caster does not gain any benefit.

the targe

FLASH
Difficulty: 1
Speed: -1
Range: | mets
Area of E ﬂm t:
l)umtum

HESITATE

Difficulty: 5

Speed: -

Range: Touch

Area of Effect: One character

Duration: Instant

Fhrough this incantation, the caster injects a tiny
amount of chaos energy into to his victim’s body, caus-
ing the target's muscles to ‘~'i asm momentarily. As a
result, the target suffers a -5 penalty on his next Re-
flexes roll for initiative

NETHERDART
Difficulty: 20

Speed: -6

Range: 20 my¢

Area of Effect: Specia
Duration: 20 seconds

nagi
Or Separ:;
te action). The caster may ch

mce (incurring th

) Or one at a time. A successful
he victim as black mote bur-
within, the dark
energy begins to suck away the victim's will (subtract

one pip of a mental attribute and one pip of Endur-

rows into the target’s body




PROPEL
Difficulty: 10

Speed: | minute

Range: 15 meters

Area of Effect: Une object
Duration: 1) minute

g

is spell builds up a wave of cha

the « IS

aster e an invisibls ¢ force close

At the cor

binder commands

15

DYy ipletion of the incantation, the chaos
the wave Lo pus

gl ‘
yHecls or cred-

tures in any direction. The wave o

late a target of no less than | ME
than 100 kilograms at a movement rate of up to 10
(twice as fast as a walking human). While directing
the wave, the caster may not undertake other activi-
ties, but must concentrate on the energy to keep it

from dispersing

SENSE RESIDUAL MAGIC
Difficulty: 10

Speed: 5 minutes
Range: —
Area of Effect: | kilometers

Duration: J hou

aster has leit the area

he spellcaster may then cast sense residual m

1 pi k up the trail where it left off. {

limit of its area, and

SHROUD
Difficulty: 5
Speed:
Range: —

Area of Effect: The caster
Duration: 4 hou

J minute

WARP MAGIC
Difficulty: |15
Speed: |
Range: 35 n
Area of Effect: One spell
Duration: Instant

The

1eters

caster may prevent a spell from occurring (just

T

Range: —
Arca of Effect: The

Duration: & hours

Lisin

magical attacks that physically harm the target)

} Lhis In

&l 1y i
ing a Donus ol

roll to resist

r
a

Icaster unleashes an incantation),

«alil
EVIinto s boady

e
dalioy

ted

(811

ZED'ORIC’S DEFENSE
Difficulty: !
Speed: 5

tl

-.:‘_;H. 1

t has already

he chaos field absorbs any

1€ charac

been cast.

caster weaves chaos en-

physi-
(including

qv-

tar
LET

toan Endurance or mental attribute

amage

PSYCHIC POWER
SYSTEMS

PSIONIC,

The n

es the

1ain diflerence lie

e

b ]

ffects. M:

powers share many similarities

in the source of

often relies on

another dimension
t M v 1$ components, artil:
pPsionics es onthe power of then
' I\\
v
# ¥ r
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LEARNING PSYCHIC POWERS

Characters car

ent wavys

Innate Ability: A character

herent ;J\\i'i‘i!a power as a re I

tion (in a society where 99.9% ol the populati
no psychic ability at all). As he gets older h

to control and harness that ability.

Learned Ability: In a particular game world all char
acters may have the potential to become psychically
active. Various training programs (in a world where
such ability is encouraged) or banned documents
concerning the use ol psychic powers (in a world
witere PSI10ONICS Are |'II?E.‘i|ll‘l‘r"‘

character’s basic aptitude

Inflicted Ability: Son

blessed (or cursed

» game world’s society

allow him
tensive brain
all its lorce,
creales a new
use psionics
TR v g . e o
USING PSYCHIC POWERS
Most literary and film sources depicting psychic pow-
ers show psionically active characters us g their
abilities whenever and as often as they like. Unlike
spells, therefore. psychic powers do not have to be
memorized. Once a character has learmmed to use a
power he has unlimited use of it. Since this lack of
limitation could disturb game balance. it is recom-
mended that you incorporate the life drain optional
attribute (see Magic Game Mechanics above)
L W & - g g TR LY
PSYCHIC POWER ATTRIBUTES
Psychic powers have the same ¢ ik 5 A5 S

i
difficulty, speed, range. area
the optional attributes comp
magical (in this case, psychic
tion contains a sample psvchic power svstem b

on these attributes

SAMPLE PSYCHIC POWERS
BACKGROUND

of human beings have failed horribl

ol malformed monsters, most of whom have been
locked away forever in the deep basements of th
world’s most advanced research labs

GAME MECHANICS

LMW Y I
manyv of the powers car
tively, you can treat ‘»\;','-a.;'.\'-'r.

mental attri :, like Mind, for instance.
POWERS

ESP

Difficulty: Target's Willpower
Speed: 0

Range: 100 meters

Area of Effect: (One ¢
Duration: 5 minu

A charact:

mina ol

MIND ASSAULT
Difficulty: Target's W
Speed: -2
Range: 5 meters
Area of Effect: One «
Duration: Instant

ment s min

cells. A

irance

MIND WORM

Difficulty: Target's Willpower
Speed: 10

Range: 1) meters

Area of Effect: One character
Duration: 20 minutes

With this power a character c:
thought in his victim 1l
capturing the im

i1
nat oci

TELEKINE!
Difficulty:
Speed: -5
Range: 25 meters
Area of Effect; —
Duration: |5 mi
.rfli‘ MYW T

speedd
second (approximate lv the speed of a wal

\ } [ . o T b hime th
\ characler can even move hmsell in tr




and psychic powers, Each super

ASSOC]H itations and game mechanics (which
are described within the e WET'S e iHry)

superheroes usually begin play alreadv possessing
their abilities, but you could run a ¢ which
the characters discover their latent
denly receive powers through an experiment gone
awry, an extreme dose ol radiation, or contact with
extraterrestrial beings

lhe simplest method for allowing playvers to select
super powers [or their characters is to assign each
power a point cost and each character a point allow-
ance, For example, for a low-power campaign, vou
might give each character 100 points to spend on
super powers. while for a high-power campaign you
might give 500 points. Below vou'll find some .a‘.;m‘.p'.f-
powers and their assoclated point costs in parenthe-

ses after the power name

SAMPLE POWERS
Body Weaponry (10 per die of damage): A charac-

ter with ti

ability can use a part of his body to at-

i -ahares b
12Z0r-siarp an

kK. whether it is a natural fe

'rnails. langs ) OF a1 imbs.
*S. S[MKES )
anvwhere from 1D to 8D depend

re and mposition ol the body part

Energy Generation (10 per die of damage): This

power allows a character to create bolts of electric-

ity or other energy lorm that cause anywhere f

'.[-\ to 8D damagi .l'.}-' character uses his Coordina-
tion attribute or energy weapon skill in combat to
determine whether or not he hit his target (as per

the normal combat rules)

Enhanced Attribute (5 per bonus pip): The charac-
ter has an automatic bonus (ranging from +5 to <20)
inone attribute. All skills based on that attribute also
gain the bonus value

Enhanced Senses (75): This power includes any en-
hanced or additional sensing ability, from heightened
visual accuity to X-ray vision to a sixth sense that

warns ol impending danger

Enhanced Skill (2 per bonus pip): The hero has an

automatic bonus (ranging from -a to +20) for a given

Flight (100): A character with this ability can fly at

speed ranging from one to 40 meters per secq nd

Invulernability to <Damage Form> (10 per die of
resistance bonus/150 for complete immunity): A
character with this ability either has a bonus in the
range of 1D to 4D to Endurance when resisting dam-
age of the indicated type or takes no damage from
that type whatsoever, Damage forms include radia-
tion, lightning, acid, aging, and so forth

Lightning Speed (75): This character has a ground
movement of [our times his species’ normal. A hu-
man hero with this ability would have a movement
value of 40 (10 x 4 = 40)

Matter Generation (100): A character with this abil-
ity can create and launch a specilic substance, from
acid to steel to water
Metamorphosis (200): A character
can change o0 an alternate lorm, whether i

}

other person, an element (like water

1S power also covers the al

ENnaning a chidars

Rapid Healing (100 per healing multiplier): A char-
acler his power heals at up to |
rate (see Chapter 10 "Healing

0t

imes his spe-
g and Ve-

I0r more infermation)
Shield (50 per die of dodge bonus): This power al-
ter 1o dellect energy or missile weap-

ons. he shield could be .1::_\1|.ili_‘.{l from a b[_}L‘L'i-i“_\'

lOws & charac

constructed aluminum alloy to a natural force-field-
like barrier. The character gains a 1D to 53D bonus to
dodging these weapons,’
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We've talked about chq agic and equip-
ment—but so far we haven't discussed t “game.’
What do you do when vou pl:

In an adventure
obstacles
Adver

Here is where vou'll find

saries, the alien locales, ane e fant tiC tec hnok

all threaded together to form an engaging plot lorthe

main characters (the players).
lhis chapter covers

1bout

! VOU neeq
preparing and
1ay seem like a |
il the |
1V one rule 1
eryone has fun
groups of players will
v, S0 not all of what follows
ation.

As vou run vour adventures vou'll

feel for what excites and ent} 1 players, anc
then vou'll be able to structure your subsequent sce-
narios to incorporate those elements

The chapteris divided into four main sections: Cre-
ating Adventures, Preparing Adventur
Adventures, and Ending

Running
Al T EL 1
Adveniures. 1Tou l:ht_\ warl

as viou t

to reread these sections once in a2 while
vour gamemastering career. but there's n
to memorize or to reference dur

Instead you'll find tips and

vou Ccreate |

hours ol e1

as well as yoursell

CREATING ADVENTURES

Like most games. vou must overcome a series of ob-

tacles to reach a final goal. B roleplaving, those
indrances can take a variety ¢

to evil wizards to

ms. Iroin monsiers

acid storms to covert g«

Wernment

agents, depe gontl
cumsiances ol t

ing through. Sometimes ti

convince someone to give up mtort DOSSESS
or to sneak into a fortress witl 1 ale g its guards

Or they might even have to lower themselves into the

heart of a volcano to retrieve a hidden treasure

.‘ W\*\m\‘*‘»‘

» hurdles the characters must deal with are dic-

- GM

racters with

>e provicdes a '_lr}x'.i
a series ol

ns leap out: ge 1 across the border.

ing the enemy’s stronghold. breaking n the

computer’s security measures, locating the needed

of the stronghold and back
these obst »¢ has several

} More p

MISSIOn may con

alternative based on the particular proficiencies their

characters possess. The results of this encounter af-
fect all the others that come after it. If the enemy spots
their ship and alerts the stronghold, it's goingto be a
lot harder getting into the base, and therefore, com-
pleting the goal
An adventure is a series of scenes or encounters,
each of which has a specific purpose in the context
i the GM. When vou design

its of mov-

throughout the storv to 1EY IMAaY
anything from a group of
paranormal

guards. Sometimes the

g to a secret code, from

phenomena to suspicious security
acters mav even become
n ground

or space bat

*types of ¢l

Adventure: Operation Firestorm

bout the Zaratee Empire’s
defense [orces in Pelloc Sector

Goal: Retrieve informatior




Encounter e Crossing the Border

Encounter Two: Infiltrating the

ee: Downloacd

r ¥ . D 114 T
. Encounter Four: Returnin:

In the first
Vise some me

der with

ers have un ed options (one of

ences between roleplaying games and oti

the GM must know as much information as necessary
to be able to cover all the possibilities. How many
enemy ships patrol the area? Do they have orc |
shoot on sight and ask questions later?

As GM, you must try to predict what the players
will do—of course, they'll often surprise you, soyou'll
have to be able to extrapolate from the information
vou have decided upon. Let’s return to our example
adventure and come up with evervthing we might
need to know for the first encounter

A. Encounter One: Crossing the Border

(z0al: Slip across enemy lines undetected

s The enemy maintains a force of 5( rships along
the two-parsec barder between it 1 th
characters

* Because all-out war is imminer
e } ] . ¥
vessels have orders to apprel

ships within their patrol area

iree permanent border statior
pass through. The officers n
tions are required 10 INSpect vessels ¢

the occupants’ identification

You might even create game stats |

P, and Its crew, as well as or
guards. With luck you'll be reads
tion that comes up when vour pl:
the border

lelow vou'll find a non-exhaustive list of adventure
types, all ol which could fall under any genre. You
can use these sample¢ ideas as outlines for adventures
vou c¢reate or you can develop your own “schemat-
ics” from scratch, For more adventure outlines, just
pay attention to the stories portrayed in movies. nov-
els, and television shows, They provide a
potential scenario structures that
think of on your own n; the valiant warrior rescuing th incess. But

Following that vou'll find a sample list of scene w lhese scenari \ 5> Canl WOrK

types. Usi S¢ two sections vou she
to 1:‘r-\.|-._§.‘ an adventu

TYPES OF ADVENTURES
THE QUEST

Goal: Locate and retrieve an object

pehest ol another

Gisapj

[his tvpe ol adventure is typically associz wit 1ual Festival «

the fantasy § re: King Arthur searchis t marches thro

Grail; the brave warrior hunting down the r side—starts in ti




u

characterst

attain ti
The

the scer

siest way to fle
irio is to de
e

VoL Wi

plishing tl

o about

information

Symbol look like? Why did the
underling eal it? Where
would he go with il so
forth. You have to create the
answers to these questions
by expanding the story

1al has

CAUGHTIN A
TIGHT SPOT
Goal: Esc: i
that ¢ some 1
harm to the characters or
their allies

In this type of adventure the

emselves up avainst a wall.

=

'rOFr a more met: P

le, the characters
the Fire
hor

sponds t
team. W

Iy measure

other agent
impo

Or,
remo
Theyn
species the
ferociously and more skillful

AVORS
Wi a literal . . )
Goal: A friend or |

turn for gra

acl

a favor

une

tude «

The plaver characters :
wer it be to slay
ing avillageorto s biol

ne

I wavs

scores of miles (or hunc

e just |
trv to wi

ht happen upon a vill
fins. Or they might ¢

appointed location of the compe

tyears)

tion

£ COn-




a fnend who needs

adventure into a combin.

MYSTERIES

Goal: The playver chara

daiscover (he 1

about a

DETrSol

. At
e evelll OC-

rs attention—

» arrest ol an Innodce

and so forth » plavers then spend the

adventure trving to find out what rea
lies bet

what | the vell of secrecy)and thentry

prove that truth to the powers that be

A mystery does not have to center around a crime.
For example, the characters’ ship starts t
strange difficulties and the characters must figure out

what's going on before the vessel is destroyed,

TYPES OF SCENES

» yvou've determined the tvpe

create, v must divide

hunks called scenes, Olten a scen

Iver characters rivalata g

IWEVET, 4 sCene

* S0 hal vou cal

| scnenes capture t
THE SETUP
4 & - 4
adventure with a setup scene

them

about their mission (if they should choose to accept

Often vou'll
‘he characters receive a cassette tape that tel

it). Or the king calls in his greatest heroes and begs

» characters a smuggling deal, explaining the

ns and conditions of payment
The seti ene s you to convey several
rmation to tl | away: v

Bt =P
ybhout
Dou pi

DEDUCTION/LOGIC
PUZZLES

ROLEPLAYING

A roleplaying scene can be anvthing

rom a parley wi a group of bz

a lacestn=l; » nons-violent confronta-

¥ y wrt ) T - =
ion with a nes the

£ sCenes can cover :
iy nd of non-combat encount

volving GM characters




INFORMATION GATHERING

Me IS 1O Ais-

cover some [‘.!Ial-_’?.‘;l‘.' piece of information, whether

i
i

be evidence, the answer to a riddle, or a piece of a
map that will lead them to the rebel outpost in Ulim
['o find this knowledge the characters might
have to visit a library, search th a murder

lent, or tear apart the ancient temple

seclor

victim's apar
of an evil goddess

lust make sur
seek Is attainable and

ward the u

THRILL SCENES
scenes involve a tense moment ir
ters worry abou

o JITIage Ct

continues to harass
it might try to kill them at any

o help simulate a drar

one character ‘1||i):~ WEr

inother characters attempts to catch him before he
plummets to his death—you can employ the follow-
ing technique, the goal of which is to get the plavers
(the actual persons plaving the game) hearts racing
T'ell the players they have a certain number of sec-
onds (somewhere between 10 and 15 seems to work
best). During that time they have to roll a certain
number of sixes on six-sided dice. Each playver may
only roll a number of dice equal to his die code inthe
appropriate skill at a time (a plaver with a character
who has 2D+ 1 in Reflexes, therefore. would get to roll
two dice at a time when the character attempts to
falling companion). The plavers roll the dice

as many times as possible during that short period

save nis

itil either they roll enough sixes to accompli

task or time runs out

Example: A

genls sneaks into a fragi consulate in New York

plaver character team of secret
A FEEY,

nus! now do
ogical weaponry f
ngs onfo the computer wi
provided bv her superior, the

m hkicks in. requ

ry password—uwhit
iave—in the rrext 15 seconds. She must

) eltrmenate, bypass, or in some way sat

Isfv e securilyv measiire ‘?&JH tell the fr)"l(]’}"’f that
she must roll five sixes in the next 15 seconds

Since the character has 4D+ 2 in computer opera-




hons, the player gels

go ahead

been able

that much more difli

line, a character with

two or three sixes in 10 seconds tairly

(depending upon how last the ;IIs.L}'t‘r can

dice). You may want to Increase r:."u'l‘}')t;"' ol sixes
needed as the player characters advance ‘ht‘lr skills
and get to roll eight or even 10 dice at a time

chase scene

rom a GM ¢l

Let's look at

ust pursue a g

through ai ferground cavern compiex

Round One: Both groups begin in a large cave
boasts a small hovercraft do« L]I-*‘ tacility. I\.\'u
nels lead off into the rest of the complex. The i!:
choose the one on the right, All characters ]mhI
hoverbike pitoting checks against an Easy (7) diff
to avoid hitting the f !

they enter. Anyone whi

age to himsell and 5D d

'I'unm-l Exit: When the two groups
sxit, they lind
1 immediately curves downws -rci
‘|'rj.| t .'.'.I.';-.'-
ciitnicuity T

Round Five:

oneolt

| explodes. All |

piloting rolls

Failure means they
er 8D damage

ment to INCorp l!'..-r'l

coins)
tances between the various ch

taking part in the chase

COMBAT

Sometimes the characters will become involved in a
situation that erupts into violence. The game mechar
ics needed to run battles appear In the next chapter
“Combat

ADVERSARIES

wdventures plaver characters encounter
ilies. enemies. and neutrals who serve to
storv, establishing the setting or h
ters at critical m
mucl

13I8

(8)}

vsterious re-

lar ¢harac-

Don't panic You don't havetocreate en -1.'_‘.h char-
universe ':'u'.; should carefully

choose which -.\1 characters play most pivotal
role invour adventure and design !h- min detail. Then
select the less important characters and determine
most of their background and personality, and so on
until vou come down to the nameless characters who
need nothing more than a brief mention. You can cat-
egorize these characters into lead, supporting, and

extra characters

LEAD CHARACTERS

ire would mean-

o real focus. Lead

ersaries of
15 OF even

fth
{ e

* lIvVes

hackground and § P

b
nawv

{ i
su're done vou should

haracter’s strengths

-
=

THLIN!

r
4
[

&
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SUPPORTING
CHARACTERS

Supporting characters usualiy \
to lead characters, assisting them in their efforts to
achieve their goal. You don't have to spend as mucl

play a roie as seconds

time creating supporting characters as you do with
lead characters. You may want to record their at-

tributes and skills in paragraph sta e sidebar

and append a few sentences about vackgrounds

and personalities, but you don't h:
much detail. Just make sure vou h: !
mation to run the character during the adventure

:XTRAS

Extras are the nameless, and sometimes [aceless,

characters who navigate ce barges, tend bar at local
taverns, or battle against enemies in large-scale con
frontations. The motives, backgrounds, and person-
alities ol these characters matter little (if at all) in

§

the context of the adventure

role, and may serve to help or hinder

acters, but otherwise they have no b

overall conflict

You can easily sum up these ci
graph stats like this:
10 Guards. All stats 2D except: Coordination 3D
blaster 3D-1, Strength 3D-1. Move 10. Heavy laser
pistol (4D+2)

sometimes, however, vou may wish to give these

otherwise non-descript characters some particular

» ability to set them apart from ! M-

5
¥
!

tent ings wandering your game

-

world. Such flourishe< make an extra memorable, even

he player characters didn't get his

NTURI

MISDIRECTING THE PLAYERS
Don’t be afraid to “disguise” vour villains every once
in a while—when your players are experienced, this is
especially important. Instead of putting vour major vil-
lain right out there where everyone can see (and per-
haps shoot at) him, make him more mysterious. For
example, through an entire series of adventures the
player characters might think that the villain causing
all their problems is a wizard named Zaja Lirin, but,
when they finally confront Lirin, they find out he was
actually being manipulated by someone else even more
powerful—like another spelicaster, or the king of a
nearby land, or someone else whose identity remains
a mystery!

>
4

ADVI]

e i

ASSIGNING SKILLS AND SPECIAL
ABILITIES

Once you've come up with the overall concept for
the character, you should decide on his game st:
tics. Most of the time, you need only determine a
character’s attributes and major skills, although m
jor characters often require additional work

74

) T
When it comes to assigning ski d
use these guidelines below
Die
Description Code
Below human average for an attribute. 1D

In a city or
geogr ¢ area. About 1 in 100,000
pe training to this skill level. 6D

Among the best on a continent. About

1 in 1O000,000 people will have training

to this skill level. D
Among the best on a world. About

1 in 104,000,000 people will have training

to this skill level 8D
One ol the best in several svstems. About

in a billion people have a skall

at this level 1)
CUne of the best in a sector 10D
Ine of the best in a region 11D
Among the best in a galaxy 12D

SPECIAL ABILITIES
Many characters have special abilities. such as su-

per powers or inherent alien capabilities. Assign these

as seem reasonable for a character. Don't overlook

out-oi-the-ordinary charac

teristics like cybernetic

implants and medical (or inexplicable) alterations in

otherwise normal members of a given species. M

abilities could surprise the player ch

actlyv the wrong moment!
CHARACTER POINTS AND FATE
POINTS

Cannon-fodder villains, such as army troops, hench-
men, and merchants typically have no Character
Points or Fate Points. Minor villains, whose survival
ent upon the adventure’s plot may have
'r Points and (usually) no Fate Points

LAINS, S1)

h as those wh

Contir

lor several adventures orwho are subo

in villa

iwve 4-10 Character

the GM's discretion, one or two Fate Poi

Major villains who mis

of & campaign and are integral to an adventure should

have at least Character Points (some characters

may have well over 50 Character Points) and manv
will have at leas! three Fate Points.

CREATURES

Creatures can either be non-thinking amir

NE

s (like

sharks) or sentient beasts in some way immeasur-

ably different from plaver characters (like dragons
You can use the following template for recording in-
formation about most creatures. If a creature requires

:



? -

additional information, you might wish to instead
use a full character sheet

I'he creature's orneriness die

code represents its resistance to contact with other
creatures or characters. See the

<Creqture> riding si
in the Skills chapter lor more information.
I

PREPARING
ADVENTURES
First, vou're going to need an adventure. You can buy

one from West End Games. create one yvoursell. or

make one up as you go along (as shown above).

; READING THE ADVENTURE

)__-‘i'i Make sure Vi il re thor \l:[.[‘.[\ familiar with the adven-
L

) ) ture before vou start playing, The plavers may not

e

hrough the unters in the
:

W oappear. so i i "—_‘gd NN

happens next
You don’t have to memorize every
detail either, just know the basic
:\lu:;;:u' and structure of the story. If
the players do something unexpected.
like killing a major villain who's sup-
posed to participate in the finale of
the adventure, you'll need to know
what you can do to alter the remain-
der of the story so that it still comes to a satis-

fving conclusion

CHARACTER CARDS
One way to quicken game play is to create GM char-
acter cards. You can either photocopy the section

defaling each Cha

racter or you can write

information on an index card. As the plaver charac-

o various GM characters,

yvou can pull

vou have all of their
t vour fingertips. Ir

vou won t 1l through pages ol [he 3

ture looki a particular charac ter's stats

cially if that character participates in more than ¢

encounter

I'his technique works especially well for campaigns
were many characters play a recurring role, Also, il
you wind up creating new characters on thetly (when

the characters momentarily wander away from the




NTURE

-
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o

ADV]

scripted adventure), vou can quickly jot down their
information on an index card so that Vvou have it for
later. You never know when the plavers may decide
to return to speak with a particular character. lf you
haven't kept a record of his game information. you
may have to guess—and you could
shattering the players’ suspension of disbe

this guy have blue skin the last time we t:

him?

e wrono. the -r-pl 3

STOCK ENCOUNTERS

Another way to save time during an adventure—and
to save you from looking ill-prepared—is to create
several "stock” encounters. These short scenes could
be anything from a bar brawl to a char meeting
with a squad of stormtroopers checking 1Ds. When
vour players decide to go somewhere or do some-
thing that you hadn’t foreseen—and therefore hadn't
written out beforehand—you can use one of your
stock encounters ta fill in the space while you figure
out a way to get the characters back on track with
the adventure

Iry to develop ten or more stock encounters that
¢over a \.;;r!l-!_\ of environments. The more you cre-

ate, the less likely yvou'll be to get stuck in an adven-
ture because the playe
went somewhere unexpected

r characters did something or

STARTING THE

correction to t

tor—and then su ciz-!:.x »:nr].et ‘|m_t:'_ txplnce:- at tht
back of the ship. You begin to tose attitude control
and start plummeting toward the surface! What are
yvou going to do?

Such las! starts put the players immediately on
their toes, thrusting them into the middle of the game
hefore theveven know it. Once theyv've dealt with their

iate problem, they're thoroughly enmeshed in
he story

Again, be carelul with this technique, Some play-
ers may not like it, some may love it. Choose the one
that works best for your group. And above all, vary
vour adventure beginnings. Nothing puts plavers to
sleep more quickly than an introduction that exactly
mirrors the last five

RUNNING ADVENTURES

You've successfully brought the player characters
into the adventure. Now you have to keep them fo-
cused and enthralled with the plot. If vou see their
eves start to wander, or they fall into a conversation
about the last game (or worse, what the watched on

elevision last night), vou know something’s gone
wrong. This section should help you maintain an in-

volving story and a sense of "really being there.”

ADY F\’l URE

.'IIIJ[ have sever: 0] ions for '-.T;-_]".".".:_';
an adventure .| he most common is where
the mission briefing introduction (es-
pecially if the characters are agents
of some kind of organization, govern-
ment-sponsored or otherwise). The
characters, who may or may not know
each other, have been assembled by

upcoming assignment. The superior
gives them an objective, provides
them with the resources they’'ll need
to accomplish that goal, and answers
whatever questions he can

While this standard starting format

PLAYING QUICK AND LOOSE

The D6 System relies on fast-paced, cinematic adventures
action often takes center stage. Your job as GM is to
fluctuate the pace of the scenario—speeding up during the
exciting parts and slowing down afterward to give the charac-
ters (and the players!) some time to breath. Don’t get bogged
downin details (unless you and your group want to, of course);
sacrificing some realism allows you to keep the game moving
(and thereby, keep vour players’interest focused on their char-
their superior for a meeting on their acters' situation).

If during an adventure, the players do something unexpected
(which you should expect!), don’t let them know it. Just make
up the part of the story that you haven't yet created. You have
to rely on vour judgement and imagination to continue the
game without ruining the players’ “suspension of disbelief.”

works in most situations, it can also
get boring, especially since not much happens dur-
ing this encounter. The characters just sit around dis-
cussing the mission. Nothing really starts to happen
until they get on their way.

IN MEDIA RES
Another way to throw characters into the midst of
theaction istostart the game in m .2'{ :n 5. The player
character ll.t.Trl]l} :)-_j__{... p ay in th

34 = . -~
idle of an ex-

plosive or suspenseful event \Ea_\ 1eir ship expe-
riences a technical problem and ~haracters have
to fix ':T before it careers into a planet. Such an adven-
ture could start thusly:

Gam('ma.ster. "‘Okay, everyone ready to play?”

The Group: "Sure.”

Gamemaster: “All right. You make your last course

gy Ty P i %) B TR
SETTING THE SCENE

Your first job is to vividly depict the scene uniolding

before the plaver characters. \'- here are they? Who

else is there? What's happening? These are the ques-
Pi 5

tions vou must answer immediately.
DESCRIPTION
Most published adventures contain “read aloud sec-
tions™ at the beginning of each encounter. To set up
the scene you can just read out loud or paraphrase
the text. At that point the players us: 1al-k either ask
vou questions about their surroundings ("How many
dragons dowe see?") or tell you their reaction to the
situation ("] blast "em with my stave of fire!”).
I'he key here is to engage the players’ senses, just
like a good movie, novel, or television show. Try to
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use evocative v

vivid view o

e suct
the scene in vour mind
10 conmvey thatl same scene 1
incorpora
£ laped, |
noprary

naps and h.u.., d
DOOKS. Or evel

oursell. Sound effects CDs

he stage for the characters
Just remember that vour players have five senses
lv on the

ters hear, smell, touc

exampl

Don’t just re Yescribe what
your charac

taste. The following

sense '.".
,and (sometimes)

eeng

ades several senses

Gamemaster: “The ship's landing ramp touches down
on the soggy ¢ground with a .\qm.\h_ and the thick
musty smell of the swamp-forest 1m.’1w{liah-<t_\' SWeeps
up and into the access corridor yvou're standing in
From outside chirps ol

local cre

you can hear the screeching

atures as well as a strange, slow slurping
inst vour skin like :
head down the ramp. The

about the

sound. The
blanket
gangly gray tre
upws wrd

humidity settles ag
of moisture as vou
s scattered in
ship reach into the mist, and vou get the dis

linct feeling that something up t 12 down

on you

BELIEV \BI.I CHARACTERS

encounter other

appear re:
ries, personaliti
"\Iut:-\wl"’lk'...u,. ]
players would probably just stare

n |‘=:.:It- as the game cor

officer sudde
¢ around, the

you lor a nes crashing to a
halt

Play each character to the ability. Make
sure he does evervthing in his power to achieve his
goals, whether he's trying to thwart the player char-
acters orearn a load of gold coins. This does not mean
that every GM character should act overtly. Part of
his goal may be to achieve his objective undetected
or to make it look like someone else was responsible
Rather, the at the GM thi'.radc-:'
all of his resources—nhis skills, allies. finances, et¢c.—
|3

to accomplish his immediate as well as his long-term

best of his

dea is tl should use

EXCITING LOCALES

hat evoke a se

r.- You could

unity situated amid dozens ol cascades

Se settings
£ acomi

ind waterfalls. or fortress suspen
above the gre
spaceport

iNyons

!IFI\ to make each place
seem different t
make these sig
players.

' r -
Callons ar

bv a certal ng somewl
.:’\.."..:In-i\"'r‘ I
plavers know the ¥ ,.i_‘
their s-h.-»mu_ they don’t waste

ibout the game world, wh

nate dimension c; th

When the

time O ac

a limited
mplish
:||1u-tinul..-|l--.-||1;. ichis usu-
ally when they et bored with the adventure. You can
time deadline. You give the char-
acters tour hours ol real (as opposed to game) time
to achieve their goal. Then, throughout the adven-
ture, you Keep reminding them about the time con-
7 clock in the middle
t themselves). When vou

en enforce a real-

straint (or vou could even put a hig

of the table so they can see |

t down to the last hour, just wat

7 in the

ch them do every-
move the story along

PERSONAL STAKE

e the

r power to help vou

est wavs Lo e ]li(:\t‘f:\ 15 1

with persona
the adventure. Mavbe
romancer

after then

miste -hl"'.':\. {

¢ characters need to deal with

the whole

adven -:‘.m—-t‘. not focus on that

storyline, While the characters pe

example, ti
ward that the pilot’s father hm~ been taken in
tioning on his home world. Between accomplishing
their mission and returning to base, the characters

yply run
for their benelactor, {or Y Cl ?l:i(i receive

tor ques-

could travel to the pilot’s planet to find out what's
going on and to extricate his father from the (appar-
ently) unwarranted incarceration.

Every once in while you should ask to see the play-
ers character sheets. Look for background informa-
tion and personality traits that might lend themselves
to a personal stake. I a plaver has written that his
character is extremely com 31»-'|It\ e. for example. vou
could create a riva
'réu\"l" Cl ACT
evervthin

fo 'rL.'I..n”n
. The plavers will do
ke sure their charac-

ind more guickly the

¢TOu
every

power O ma

ers at
n their

ters succeed more often an the

newcomers

GIVING OPTIONS

ntly force vour
}

tollow .l'-m-’
nay have
Cess not covered

by the scenario, and vou shouldn’t penalize them {or

Don’t consta :P:.v\‘r'f.‘-’» ?ll
the prescribed path ol the adventure. They'r

devised an alternate scheme for suc

their creativity. Instead you'll have to use vour juc
remainder of the adventure

al they never have a ¢
that you have predetermined what their characters

will do and sayv—and therefore, how the adventure

ment to run the

the plavers feel th hoice




U . . . - -

not have any interest

will turn out—they're
in playing. Part of the un ol a rolepie

going to

oo
e

almost unlimited possible reactions to any

-;‘-5-;\ _\.'-r:: ve lost

that and

n. Take
reason for participating in this type ol

ew

characters will have or

t least

mes the iy a
and
in the context ol

o and doesn | seem |.\t <.;.i;:;t'[if:.)f_ h} you

obvious ¢

£ !"il'rd‘t"\—nlf - | few hoices

that's fine if it makes logical sense

th

the scenar

as the GM to dictate their characters’ paths

Reward creativity. Give the players a reason to ex-
their The iom they believe
't'l."\' have. the m »ft".l."la“."H enjoy the adventure. When
their characters make a mistake, they have no one
else to blame it on, and when their characters suc-
ceed, they feel a genuine sense of accomplishment

THE SUBTLE ART OF
MISDIRECTION

If the players can correctly guess the conclusion ol
an adventure while they're progressing !!:ru-; gh the
first encounter, the ensuing encounters won't prm.ui

ercise brains more [ree

as much excitement as they should

This is where the subtle art of misdirection comes

in. The goal here is to keep the plavers (: their
characters) guessing and revising ti

through the whole adventure

wavs: make die rolls, smile for

don't say anyvthing about have

Perception checks, ask for thei

plaver for detailed

continue with the encou ask a

formation on how her character is going to close a
door (“Which hand are vou using”” "Do you have a
weapon in your hand™), but then have the portal close

uneventiully

L also have the option of throwing in major red
herrings. If a GM character starts tracking the char-
acters, the playvers will immediately attempt to mesh
this new person’s presence with the rest of the ad-
venture. In reality, however, he’s just a common thiel
looking for an easy mark, or he thinks that one of the
characters looks lamiliar but doesn’t want to say any-
charac-

O

thing until he's sure he’s not mistaking that
ter for someone else,

\ plaver character a death threat
from a large criming ll organization operating in the
sector. Unfortunately, the was del
.m:l the ¢

could receive

message red to

the wrong person rimelord has no mterest
9

in him or his companions. Of course, you won't let

them know that

Lﬂ.‘llllNG 'l'llE DICE

The most important part (

story. Don’t !lf the rules -_{!":

die roll would normally HCE

dies a lew minutes into t

Say he just barelv escaped. For this reason vou should
try to make all of vour rolls behind a GM screen or

hidden from the plavers by some other object (like
your hancs)
i the plavers make a roll that would destroy the

scenario, or would make it less exciting, you can fudge
the difficulty For !‘\;.”il:)iu_ vou ve set up a

—"“”4\-—" w.‘

situation where the characters must pursue a fleeing
bounty out onto enormous struts \i"‘ilrt"lf‘ | 1.“.:;_{!1

Y.

above a concrete floor. One player decides that her
character will just turn off the lights and wait for their

that pos

1 . . ]
adventure {or 1

quarry to fall. You f:m] ¥t thought of

when vou designed yOour
dressed in the adventure vou bought
character cant attempt ~;ut'.“. a .-t*.'ﬁ

y make a security (or other appropriate s
computer lockout on the ligl

and even th

reason 1t

tel

| her &

roll to byj

yass the

She rolls high ugh it's l:mu..,n

1at her charac-

system

to accomplish the task, you tell her ti
ter just missed it. Now the player character will have
to risk their lives balancing on the struts to appre-
hend the bounty.

Don't go overboard with this technique. I the play-
ers suspect that vou've been altering die rolls and

difficulties, they'll start to lose interest because it will
seem that their free will has been taken away. You
should fudge rules only at critical moments and vou
should always be fair, giving the benefit sometimes
to the GM characters and sometimes to the player

characters

The MasterBook deck of 1
influence play. You ¢
modification (ignoring the bottom hq

Using the MasterBook/D6 conversion in the:
convert any card that gives a bonus
(MasterBook value)/3 = quotient and remainder;
by »

comes the die code and the nainder the
a -b bonus

rules
an use these ¢

incorporates a
art

1S In

of all cards)

o ar Lid

et
example, the Double Cross card gives
that direct
+6 becomes a +2D (6/3 = 2 remainder 0)

Ground card allows a character to establish =

acter Points. The word

oul.

character to add +2 to any action or damage roll.

use any card at any time

next scenario.

USING THE MASTERDECK™

0S5 cards tl

*ndix

I.t quotient
number of g
to

vy r;.-n.-:;-.-a the rest of the party. Using the formula

JU le\il- NT CALLS

During an adventure you're in charge. Dor
an elaborate discussion about the nuand !
game rules or ol one ol yvour decisions You can

ways discuss rules questions or ‘.r'.:'mw.':t-. with t

players after the game (see the "Getting F *:ﬂhdt]\

mal

section below)
While general guideline provides you with a

great deal of power, it also hefts on you the respons

Lhis

bility of using that power wisely. You have to be fair.

a D6 game with minor

you
(iformuia
be-
mps) E'nr
any acihion
the

Plot cards can 1n used as normal. For example, the Common
common ground”
with an otherwise alien or unknown being or group.

Treat any Life Points as Fate Points and any Skill Points
hand” replaces the word “pool” through-

as Char-

lgnore the text on the Seize Initiative card; instead it allows the
character to act first in a combat round. The Effect card allows a

At the beginning of every adventure, hand out three to five
cards (depending on how much card-use you want) to each player
and double that amount to yourself. You or any player may then
Cards not used by the end of the adven-
ture are discarded and new ones are dealt out at the start of the




ers have a good
should try
b

il 3 Yol

to provide th
shouldn ttrvto d
adventure

Then again, if the

shouldn’t coddle them

players do something stupic
The first time they mal
particular mistake vou mayv want to alert '.'1-_-
reduce the damage it would have caused, but
on¢l time you should adjudicate the
I'read carefully on this aspect of :..i::}l:-.'nl.'zh!rt‘[Ii'._;
r. Just remember
that vou're all plaving this game to h:1\~ fun

KEEPING THE GAME GOING
The player \-'

Expect it

vour time to ;u’-".a-‘n-‘ e sce

> error fairly

It's easy to fall one way or the othe

aracters will stray fror

t don't worry :

1 abhove

0 as

vou shouldn’t problem geiti ings back on

hout al
way ol
In fac

to run the game or

proceed

2O0(

better vou'l
When the

plot.gainth he plavers are heading. Start

making up thi I‘L‘*«. off the top of vt head. throwing

flash around \

\ -'nn;‘nr-n' minutes to ligure out how to g

players back into the story, call for a break.

from the

lirection t

as much ‘H| an

The ability to improvise is extremely important

because it allows vou to maintain the players illu-
sion of free will. They have to believe that they can
choose their own path, instead of being forced to do
exactlywhat the GM wants them ln(ln—!lm isagame
and in games plavers gel to make choices about thelr
actions. Players hate being forced to do something!
are always free to throw complica-
If they have chosen 1«
unexpected direction, you ca

card

spur of the moment

LY course, you

tions at the plavers 20 in an
or a stock encounter
) and let 1
ation while vou figure out how
into the plot

sometimes, through n plavers or your
own, the adventure dies. The rs don’t know
how to proceec I
terest. The best way

make something

and the players com

to handle such :
happen ]
nearby OM character gets

ruffians. or the lights sudde
character expe

that will send it into the closest star, anc
the players excited. Put their characters’ lives in dan-
ger. Make them worry about how
turn out

s ship suddenliy wction

SO O0on ‘I:l'f

the encounter will

\hr x...:.

acters will lose

th with each defe the charac-
. They may
to approach a situation, Hf f‘[""‘\
.wt helpthem

take perseverance and dedi-
cation, but learning from mistakes will eventually lead

lavers) should learn someth
learn a better way
may stumble upon a tool or gadget that
in the future. It should

Lo SUCCess

ENDING ADVEN

Advent

ral game sessions. At the

'URES

Ires can last a single Span Sev-

nario (or the
end ol the game session

i to distribute

newaris

or their

tivities 3
GM chas

ure adventur

S AISO receive Lharact

"oint

:
Lo Inerease ‘-«r\lll'\u' can fu

As a general rule, a characte
Character Points anc 1=2

ture

r s.:m;ld rr-ce-ivc =15
Fate Points for
I'he award depends upon several factors:

* Did the Player Accomplish the Adventure Goal?
Give characters one Fate Point for ::;Lh_'tﬂl'-dil'l_ﬂ_ in their

each adven-

MMUss1on

* How Well The Characters (and Players) Did. This
reward ri presents how the group did as a whole If
the plavers solved puzzle

solutions, and

§, came up with ingenious
e everyone i [1\fl|\<_'t_! had fun
give them six t«
did poorly. give

Points

* How Well Each Individual Player Did.

playvers were

certain
very clever or went

make the

. \\ hether

» her as

he plavers worked

They Cooperated. it

1 two to four extra

« Did They

+}

Play In Character? If a player roleplay

his character well. give him three or four Character

« Did All Of You Have Fun? If all of vou (ves, this
inclucle 1 GM) had a good time., give the players
as many as three or four extra Character Points.




Adventures can have greatly vary
award guidelines are for ar

nts ol

quick adver "es. Vou Shouid decrease
ol ( racter Point the
ODther rewards

other material objects
Again, trv not to be too la

our characters need something to work for le 1
.t!u‘ movies, rewards of friendship, honor, and cama-
raderie were more important than money or eguip-
ment. Of course, a cash advance now and then doesn't
hurt

CLIFFHANGERS

[ an adventy

sions Yyou

» exchange, a doze
from hidde
)

submachi ins at

misguided ag turns and savs.
h.-lik\ti.'.\ll|llll:.;" and the session ends
Don't even let the plavers ask anvq
tions about the scene. Just tell

they'll have to wait until next time

GETTING FEEDBACK
Sometimes an adventure doesn't
the players like you expected

1o when vou were lirst reading
realing ] run a sce-

nario vou should pay at

the plavers
arious scenes. Did they stand
.'..' once

i they go

cached

COoun

Wi« I:,
sleep

Yi

their

calis ar

S

S

‘\i}.ill

Make sure you
ner you or your
up and find some-

during those precious

moments




OMBAT

]
4

sometimes characters get into situations where they
have no choice bul to engage in combat with their
adversaries. Since the {ate of the characters on both
sides of the conflict lies in the balance during these
Kinds of encounters, it's important to have a wellde-
fined system for determining the effects of attacks

Characters mav attempt ar
from firing run (as le

his opponent over t

may die

game session

nto con twarry about
the dice rolls for now; the rest ofthis chapter explains
all combat-related mechanics

GM: Okay, we're in combat rounds now, Evervone
make a Reflexes roll. (All ]}|-'1}'..‘,r5 and the GM roll their
dice.) Anyone roll higher than 20?

Brian: Yeah, | rolled a 23!

GM: All right, what do vou want to do

Brian: Ah, that depends. What're the mercs doing?

GM: Two of them are running across the docking bay

toward you and the other two are setting up some
kind of large. tripod-mounted weapon near the en-
trance, which is about fifteen meters away from you

Brian: Hmmm. _.I'll fire myv blaster at one of the two
with the heavy weapon. (Checks the range of his
blaster and then rolls his character’s blaster dice)

Let's see, | got an 11
GM

Brian: (Checks his blaster's damage die code and then

be flas T wralle
rols .\"h!\t‘-[!si.rl.

GM: (Rolls

toresist. so the damage was higher than the trooper’s

fice for themerc.) lrolleda 12

durance (
Encdurance roll but less than double, which translates
to one wound. Your blaster shot hits the merc

shoulder, but other than a black mark on his plasteel
he seems all right. Okay, anyvone= make a Reflexes roll

of 15 or hicher?

im & Tom (simultaneousiv): | did!

Tim:l got a 16

lom: | rolled a 15

GM: Okay. Tim rolled higher, so he goes first.

Fim: I'm going to take two shots, one at each of t

mMercs r ng toward us

GM: You're going lose 1D from each shot since

vou re taking more th ne action

I'im: No problem got TD=1 in blaster anvway. How

lar away are they at this point
GM: About 1) meters

I'im: (Checks his blaster’s range and rolls his dice.)
f

Hmmm...well, | only rolled a 6 on my first shot.
GM: That's a miss

Iim: | figured. Okay, on mv second shot | rolled a 13

G Hit! Rell damage

lim: (Checks blaster's damage dice and rolls.) That's
atotal of.., 19

(:M: (Rolls mere's Endurance.) | rolled a 4. Your dam
age rollis three times higher than his Endurance roll!
I'hat's three wounds! You blast him square in the
chest and he goes flving backward about two meters
Okay. Tom, it's vour turn

lom: Is that heavy weapon almost mounted?
GM: Yeah, and it looks like they're about to fire it

Tom: Okay, then I'm going to take two actions. First
I'm going to shoot at one of the troopers with my

blaster rifle, and them I'm going to dodge ou

Wiy
GM: Dkay. vou lose 11D from each action since you're
taking two

Tom: (Checks his ran:

Py

and rolls his blaster dice
rolled a 6 on the wild die! (Rolls the wild die again

All right, that's a total of 21!

GM: You nailed him! Roll damage

Tom: (Rolls his blaster rifle’s damage dice.) | rolled
an 18




GM: (Rolls the merc’s Endurance dice.) Whoops! |
rolled a 1 on the wild die. That leaves a total of 2
Well, you rolled ten times higher, so that's ten wounds

¥

Your blaster bolt catches h he helmet and

he’s thrown backward into the wall. Okav. now make

vour dodge roll

Tom: (Rolls his dodge dice.)

something tell’'sme that s not g
so I'm going to spend a Charac

GM: Okay

roll another die and add it

{Rolls one more die.) | rolled a 5. so that's a to-
I'll stick with that

Tom
tal of 18

GM: You don't want to spend another Character Point?
Tom: Why? Do you think | should?

GM: (laughing) No, no. | was just making sure. Okay,
the mercs rolled a 12 for Reflexes, so they get to go
now. The one rushing toward you fires his blaster rille
{Checks range and then rolls the merc’s blaster dice.)
He rolled a 12, so he hits Dobos (Tim's character.)
Fim, make your Endurance roll

Tim: Okay

Rolls damage. )

(Rolls his Endurance dice,) | got al
GM: [ rolled a 14 damage, so that's higher than vour

roll. but less than two himes higner That means i’}l_l.':lcl:-

takes one wound

th, man! That's two wound

r anino t et LK |
t going to last m 11

GM: Okay, the trooper with tl heavy blaster fiu

Mek (Tom's character Checks range

iwdice.) That's a 17

Tom: | rolled an I8 for my dodge this round. Good
t that Character Point!

t's right, so the merc's blaster boit la

'

toward vou and Vou just

warelv manage to
it of the way. Okav, so evervone has taken thei
Round two begins now. Every-

ellexes rolls

*ons for this round
Hons | i

Now vou have a basic feel for the way combat works
'he battle we just witnessed
combai

rounds sequence (which we'll discuss momentariiv)

a roleplaying game
1sed the wound damage svstem and the
The next sections cover the mechanics for running
game battles and provide some solitaire simulations
s0 vou can get the hang of it by actually working
through some short combat scenes,

WAYS TO RUN COMBAT

Most roleplaying games break down time during com-
bat encounters into smaller units, tvpically minutes
since the timing ol every traded blow

The D6

1
W SEeCOns

=vsilem ollers three wavs (O

h use seconds as the main um

SIMULTANEOUS

IW@os somelimes 20 nana-in-nar d. Ev-

el it's hard to tel

neous combat method

Bash: Hit an opponent with a blunt weapon.

Cast A Spell: Initiate an incantation.

Charge: Rush at an opponent. The attacker gains
a bonus of +1D 1o damage when using a melee
weapon (sword, club, fist, et cetera).

Disarm: Remove an object from an opponent’s
hand. This action is treated as a called shot.

Dodge: Evade an attack.

Grab: Latch onto an opponent.

Grapple: Overcome your opponent by attacking
him with your body. Once grappled, the opponent
can do nothing other than attempt to break the
attacker's grip. (Both make Strength rolls, which
count as actions. If the defender wins, he escapes
the hold.)

Headbutt: Slam vour forehead into your oppo-
nent.

Kick: Thrust your leg forward and...well, this one
should be self-explanatory.

Leap: Jump over an opponent or onto a table
or any such maneuver.

Lunge: Stab forward with a pointed weapon, like
a sword or a knife

Move: Maneuver around the area up to the
character’s move value.

Parry: Block an opponent’s blow with a similar
weapon (flesh vs. flesh, sword vs. sword, et cetera)

WHAT YOU CAN DO ON YOUR TURN

Pin. Pin an opponent by either holding him to
the ground or "tacking™ a piece of his clothingto a
wall or other nearby object. This action is treated
as a called shot

Punch: This is another sell-explanatory one

Push: Forcibly move an opponent. The opponent
loses 2D from his next Reflexes (or Reflexes-based
skill) roll, but takes no damage

Ready a Weapon: Draw a gun
sword. reload a rifle, et cetera

Shoot: Fire a weapon like a pistol, rifle. blowgun,
bow, blaster, et cetera

Slash: Swing an edged weapon (like a sword or
a knile)

Trip: Send an opponent head over heels by
quickly forcing one or both legs upward. This ac-
tion is treated as a called shot. The opponent loses
2D from his next Reflexes (or Reflexes-based skill)
roll must spend one action to stand up again.

Use a Skill: Perform an action related to a skill
your character possesses, like starting a fire, pick-
ing a lock, climbing a rope, et cetera

Vehicle Maneuver: Perform a stunt in a moving
vehicle

unsheathe a

Note: Each entry (other than movement—see
below) counts as one action.




COMBA1

captures this feel of actions occuring

Evervone involved in the b:
mines the eflects of their ; b ad
tions perfor ¢ bv ot} the
(hopefully ) § ready to
HMmuitaneous combals wor s
ol Is. Each round. all the ers
battle mav take ~—

12. This is

for running a combat encounter, prim

including doing

requires less dice rolling and less accuracy In gen
éral
When playver or

combat, switch to the five-second round

gamemaster characters n

structure
You and one of the players each roll 1D. The side with
the highest die roll goes first (re-roll any ties); each
character on the winning side makes all of his actions
belore the losing side gets to take its turn. If vou (as
gamemaster) r Wl the !I]'_’.:H'r' score, all I.l‘n," gamemaster
characters take their actions before anv ol the play-
ers (in whatever order vou would like)

When the plaver characters get their turn, allow
each player to take an action, and t move Lo the
next player. Try to vary the order in which the play-
ers get to do something so that no one is always last

Note that each character’s act

1e<s ol sther or

acter dies beloret!

nis dice rolls, he

ne end ol t

engage in

cation of healin

SIMULTANEOUS COMBAT
ROUND SEQUENCE

1. One plaver and the gamemaster roll 1D

2_Allcharacters on the side with the higher roll
to take their actions

3. All characters on the side with the lower roll
to take their actions

CHARACTER ACTION SEQUENCE

1. Determine the number of actions you will take
2. Subtract dice for multiple actions

3. Roll all attacks and resolve damage suffered (see

4. Move

SIMULTANEOUS COMBAT:

Attack and Defense sidebars)

=
INITIATIVE ROUNDS

The onlv difference between simuitaneous combat

and initiative rounds is the order in

ters take their actions. Rather than all characters on

one side going at once, followed by all the characters

this method

which charac-

on the other side. lows playver and
gamemaster characters to alternate actions depend-

ing on individual dice rolis.

Lince 1As D
Ve o .
Ki Rt % @ ;
W VM
< P r ¥ At
L 1 iIrs t
est roll then takes r 1 he r
< \ vil th st yracter is actio il
¥ i thé o ICis and a ew 01 Zins
t player character and gamemaster charac-
OnNSs are inter nglecd. adding maore realism to
amiat
Characters killed during a round cannot take any
actions for that round if they have not done so al-

ready (as opposed to the simultaneous combal de-

scribed above)

INITIATIVE ROUNDS:
ROUND SEQUENCE

1. All gamemaster and player characters make
a Reflexes roll

Z. The character with the

first
3. The character with the next highest value

oS next il < ry
goes next, and so on

- INITIATIVE ROUNDS:

1. Make a Reflexes roll

3. Subtract dice for multiple actions

in order
5 Move

Note: Steps 4 and 5 may be reversed.

CHARACTER ACTION SEQUENCE

iber of actions you will take

1. Roll attack and resolve damage for each attacker

CONTINUOUS COMBAT

- -

By far the most detailed of the three, continuous com-

bat allows vou to run m niricate. more accurate

and n fortunately. to do so

ning during the combat se-
plavers

wis. contin

’ % o [ — st hrash
combat uses intervals ol one seco . although one

complete combat round consists of five seconds. Like
when running initiative rounds, all character
z =
nd gamemaster) make Rellexes rolls

ning of each round. This time, howev

Continuous Combat Initiative Dete in to deter-
mine on which second (out of t *second round)

each character takes his action

Now call out the first second of the round by sav-
ing "one,” At this point every character may make
one-fifth of his movement (his total movement divided
by five), and any characters who are allowed to make




T oiret U R -
PERFORMING MULTIPLE
ACTION

Un your turs IS pilaver or gameniaster) you may

r action on the first

t
ther do something or hold

second

Unce all the characte

L
Zb or better perform their
4

to take their ac The more vou

call out the next second | d concentra-

ters mavw

maove one

any characters wh

22> may take their actions (as well as any

| in game me

who rolled a 26 or better bu ipts Lor «

*aCl

ction bevond

tinue this sequence until you complete example, i vou wanted your space smuggler charac-

Line
31 over. ter to cross lour lanes ol tratlic (a vehicle maneuver)

ond of the livesecond round, and then start

it more than one n'}l.:T'-'u"u-r takes an action at the while shooting his blaster out the window (an Et'.{.';l(_‘lﬁj,

same combat second). treat the he would lose 1D (for taking one extra action) from his
exchange like a simultaneous combat. Both may take  skill dice for both actions when rolling for success.
their actions regardless of whether one or the other
is killed. A character who dies, however, may not take
any actions after this second

same time (in t

Example: Brian Williams, an undercover CIA
agent, spots his target leaping across to a neigh-
boring rooftop. Realizing he doesn't have much

hime, Brnian decices he has to draw his pistol and *
fire immediatelvy—and he tlinks he'd be better 5
L " " alf shooting tieiee. tust in e Ptepbrrne .
CONTINUOUS COMBAT: oV shtooling twice, Jus fenng W
Inree aclfions (drawing e
. T al
ROUND SEQUENCE i
1. All gamemaster and player characters make a Re- iy, drawin
flexes roll rodl anywa
2. The gamemaster calls out the current second of ITIATRSY
the round (starting al one) . |
3. All characters may move one-fifth of their move-
ment
i. Characters who may take an act in this second
do sO now
1 2. Add one to the current second and then go back to Charactersn wa ntotl ¢ value in meters
step 2 (after five seconds, the round ends) every rou or i with a move
ol 12 can walk 12 meters in any direction
{

t round. T

daurmg a nive-second comob

CONTINUOUS COMBAT any faster requires a Reflexes roll against a
- INITIATIVE DETERMINATION | difficulty determined by the number of ex-

tra "movements” (one movement is equal
Reflexes Roll Action Taken on Second... to the character's move value: two move-
26+ : ments is equal to two times the character's

» move

)

. 21-25 9 move; and so on). Each r\"lr;x movement -
= ; adds 10 to the difficulty. For example, a -
11=15 3 g
: bounty hunter chararacter wants to capture i
610 9 a bandit before the thief leaps onto a mov- bt
: ; =3
=5 5 ing train in a few seconds, Since the bandit —
is about 25 meters away and the bounty =
is 10. t - b

CONTINUOUS COMBAT: B csipdhonond sl Bostibto hons oo
CHARACTER ACTION SEQUENCE The |

oncs r therefore decides to have the

bounty ake 1 hall extra moves.

‘l,. Md‘]“- - Rt‘fk",\'tl':- roll - Ll The first 10 met it's a normal move, not

2. Rﬂ.cl: tu‘lhe Continuous L.mﬁbm ]n‘!L:at:v(} De- anextraone). but the n 15-meter distance vields

termination chart to determine which second s total difficutty of 20 oF the HEst extia move of

’ the ".h"'ra"t,pr may take an action . 10 meters and another 10 for the second extra move

3. Move one-fifth of movement during each sec- of fiv ators). ¥ the bis or's move had
ond of the round pohn Any o o | S s

make only one
|
al

4. Determine the number of actions vou will take ve had a tota
C liall a ial

ey - : exira move

3. Subtract dice for multiple actions difficulty ol 1

N Pvrh::rm :-:ctmn(s‘i on lhe.s.ec_ona :nd.lcated_b_\' Vour mav also wish to Incredss fiovemmeiit dill
the Continuous Combat Initiative Determination

chart

therelore woulic

‘ulty

A eeharardes i
t ‘rrain. A character run-

lenending on the tvbe o
depending on the type il

ning through a warehouse crowded with stacks of
boxes would have more trouble than if he were run-

ning across an open plain

Note: Step 3 occurs during every second of the
round, while steps 4 through 6 occur only on the
second designated by the character’s Reflexes roll

-



extra moves also

1 oo
LL} per extra maous

n penalty of

fails his Reflexes mll for his extra

moves only hisn

nuoals

1ake thetr movement re

¥

round so that ‘.'IU| VErs Know Niow 1a

er can move dur

ATTACKING AND
DEFENDING

At the heart of anv combat are simple attacks and

defenses, Using anvthing from a to a

machine gun. one character attempts to injure an-

other in an effort to knock out or kill him
We need two rolls lor each attack. one to determine

whether the attacker succeeds in hitting his target

2

and another to determine how much damage the de

lending character suffers

ATTACK PROCEDURE

Add or subtract Offense Modifiers y

(EFTRTR L TR

2. Roll attack dice
Compare to attack difficulty

{. I hit, roll damage

npare damage roll to defender’s Endur-

TETRTRTET W . T o
DEFENSE PROCEDURE DEFENDING !
'
1. Declare dodge, parry. or no def “;‘UNST |
2 Il dodge, add Dodge Modifiers ..
3. Roll dodge or parry dice ATTACK
4. Compare attack difficulty to attacker’s weapon skill The other way to change the value needed to hit a
roll character involves the use of dodges and parries. )
5. If hit, roll Endurance —
6. Subtract Endurance total from attacker's damage roll DODGES
1. Record damage on character sheet If a character dodges (which counts as an action), he
rolls his dodge skill dice. The generated value replaces
| the 10 as the base attack difficulty, A defender can

WHAT YOU NEED TO ROLL TO dodge any tvpe of weapon (melee or missile)
“ IT ‘ C“ﬂﬂj‘(j’l‘lﬂ{ Example: A space pirate decides to dodge out

of the wav of the mercs return fire He rolls his
dodge skill of 30+2 and generates a 16, which
becaomes the new anack difficufty the merc must

bect o score a successful hit on the space prrate

OMBAT

F'o put it simply. an attacker must generate a skill to

C

tal of at least 10 to successfully hit a defending char-
acter. Just roll vour brawling. sword, or archery (o1

the appropriate skill for whatever weapon you're us-

ng) dice, add them up. and see whether vou rolled a Example: Later in the combai. the space pi-

10 or more rate dodges again, but winds up with a lotal

wige roll of onlv 7 Since the value > BOTIET-

Example: A spuce pirate with a laser pistol dog h A J , ; r“. - 7 .«l-} Py g o

Lith of 4130 ] 1 - AP i = Ty ated 1§ less than 10 (the base difficulty ). the at-

. : e : s fack dithiculty is lower than it would have been if

(% e tol di P ™ 3 il i i iC A i [ { € T
HA JASET Disio) dice and geis a (4 - 4 }

fre had nint dodged af all (hence the risk mmcolved

mip ), which is greater than 10, indie 1l hi == :
. ; o 4 p iny trving to aniicipate an oppenent s attacks)
succeeded i athing e official
It may seem unrealistic to allow a character to
Somelimes the situation dictates 1 Oor re-

dodge out of the way of a bullet traveling at mach

duced ditficulty to succeed in the s ; : = tpesten
speed or a laser bolt traveling at the speed of light.

Lo the

(Miense and Defense Options sidebars for examples
As gamemaster. however, vou always make the fina
decision on what numerical effects a given situatior
INCurrs

Do not think abaut a dod ige this wav. A character who

is dodging is anticipating the location of his attacker’s
aim (before the attack is macde). and is doing all he

638



can to maneuver himseli out of that area. Sometimes
however, the defender guesses inco vand there-
fore becomes easier to hit represe;

by making a dodge roll that is less than

value needed for a successful attack)

1t millisecor

he leaps out of the way s¢
3

opponeént launches an attack

=
PARRIES

OUnly melee weapons (fist, clubs, swords. et cetera)

can be parried

|;|1l‘-'\‘,,'un darts, et cetera) cannot (unless otherwise

missile weapons (guns. arrows.

indicated by the specific game world). To parry (also
treated as an action), the defender rolls his dice in
whichever skill (which must be a melee weapon skill)
he uses to defend the blow (e.g.. attacker's brawling
vs, delender's brawling, or attacker’s sword vs.
defender’s knife), If the attacker generates the higher
number, he slips past the defender’s parry and scores
asuccessiul hit. If the defender generates the hi
total, he manages to block the blow launched by the
attacker. Note that like dodges, the parry becomes
the new attack difficulty regardless of the total gen-
erated, even if it is less than 10 (the base difficulty 1o
hit a character)

Example: tth, an enormous barbarion from
s

the Northern Regions, stvings his clut Gar

Valarian. Gavin parnies the blow

using fus fencing sk

rodl

deflecting the club before it sm

HIT LOCATION OPTION

l'o determine the location where a character was

hit. consult the lollowing chart =
- . -
— “‘
3 Y~
o ¢ /
—~
— - i - .

One's Digit

of Attack Roll Body Location

0 Right Hand

Left Hand

(4]
7-8 Chest
Y Head
ff\'(ﬂﬂﬁf!'.‘ \eent Brian Williams rolls his at-

fack dice and ends up with g total of 14. @ suc-
cessful hit. The GM then checks the Hit Location

Chart, looks up the one's digit—in this case a 4—

and determines that Williams hit his opponent in
1 F{.!\JII” foot

RANGE

Each weapon has a listing for its short, medi
long ranges, Anything closer than short range is con-

sidered point-blank and has a -1D) modifier. Short-

attacks incur no penalties, For medium-rz

ittacks, the attacker loses 1D trom his attack roll. 5
tor long-range attacks. he loses 2[)

. g v -

SPEED OPTION

. ¥ 4

T el
NS speed

1 More

bat encounters, apply the speed value of a charact
weapon to his initiative Reflexes roll
Example: A merc with a Reflexes roll of 3D .
decides to fire a blaster rifle ( speed: - 1D) during
a combat round When g

tota! Tor that round, he rmolls

1) fer SN )

( Rellexes aof 3D

50°% Cover

f 75% Cover 15
Moonlight
Full Darkness

Pinned

Note: These mi

parries

DEFENSE OPTIONS

Option Defense Total Modifier
5% Cover 5

ers do not apply to

WY AR AU

OFFENSE OPTIONS
Option Attack Dice Modifier
Aim +1D
Point-Blank Range -1D
Short Range —
Medium Range -1D
Long Range -2D
Called Shot -2D
Blinded

-
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DAMAGE

4 1 1 hinag from =
4 W ‘presents anvthing ron

aceration to a broken arn

DAMAGE TYPE OPTION

wch wound a dracier sullers, mn

Damage Type
Laceration
Gash

Deep Bruise
arape
Puncture
Internal Wound
Broken Bone

Concussion

ARMOR

Lharacters can protect

Ty

wearing gear that either shields them fre

attacks. The armor value of such equ

hemseives from damage

» Charad

E

xample: Sir Gavin |

anan

ter's Endurance when resisting damage

veapon attack) 1o
‘,"..”'--'-'L"-’-' S0
'-".FI. r'}'l_“- mn

the attack

SCALE

All characters and vehicles have a scale code that rep-
resents [ts mass relative to the mass of other objects,

Characters have a scale code of ), but a tank may have

a scale code of 410, and a starship a scale code of 9D

SCALE MODIFIERS TO ATTACK

Whenever objects of a different mass/size attack each

or ansorbs

USING WOUNDS
Damage Condition
I Wound

2 Wounds

Stunned
Injured

3 Wounds  Severely Injured

CHARACTER DEATH

Game Effect

lind the difference between their scale codes.

y tank would have a scale code

he smaller of these two

itterence in scale code dice

!

i the bigger object, while the

1ooer obiect
1gger objeg

m }
maler obed

Example: A siar

t difference to hit ti

~wle oaf 9F)
e o )

fires its blaster cannon ( scale code of 40 )

at a small orbital space station (scale code

of 100 ) First we find the difference in scal

i [

e by subtracting the blaster cannon'’s

=

scale code of 4D (notice we re not using

4 Wounds
5 Wounds  Dead

Mortally Wounded ) to all actions”

the starship s scale code; that i1s used onh
when it s on the defending side of an at-
tack) from the space station’s scale code
ol 100D, The resulting die code of 66 ( 101)-
10} is then added (o the Mlaster cannon'’s

cannot take any
actions

*This penalty does not apply to Endurance rolls to
resist damage

USING BODY POINTS

() Body Points = Death

gunners starship gunnery skill roll (re
member. hitting the broad side of a barn
ts a lot easter than hitting a candle wick
all other factors -'h_'j,"!_*_j f‘t_h'."(.!-"la'

OMBAT

C

DETERMINING DAMAGE

USING THE WOUND DAMAGE SYSTEM

Lower Limit Upper Limit Effect
i Damage Roll <« Endurance Roll —

Damage Roll = Endurance Roll
Damage Roll =

Damage Roll =

1 wound
Z wounds
3 wounds
4 wounds
3 wounds

Damage Roll <2 x Endurance Roll
Z x Endurance Roll
J x Endurance Roll
Damage Roll z 4 x Endurance Roll
Damage Roll =z 5 x Endurance Roll

Damage Roll < 3 x Endurance Roll
Damage Roll < 4 x Endurance Roll
Damage Roll < 5 x Endurance Roll
Damage Roll < 6 x Endurance Roll
USING THE BODY POINT DAMAGE SYSTEM
Damage Sufferedt = Damage Roll - Endurance Roll

T (zero or a negative result indicates no damage)




"ALE MODIFIERS TO DAMAGE

Every weapon (either portable or mounted on a ve-

hicle) has a scale code that represents the le
dan b ‘an cause. For exam ¢
inflicts much more damage than a bullet from a pis-
to l. \hh\u character-sc xllt w .LJJ»JF"- [1: Ve a sc ~ale u:( e
i 0, whereas atank's main gun 1 have a scale code
of 3D (notice that the tank therefore has two scale
codes associated with it: 4D for its mass, and 3D for
n; if it had another gun it could potentially have

three different s

l\‘\ii!".!l.-'.lt"\lll.‘,'li.}'.; 1an * betw | ‘0 obiects of
rent scale codes nce of their scale
codes, Continuing with our characier versus tank
t'.\-lli?':)l" the difference would be 3D (3D-0=3D). The
bigger of the two objects gains that number ol dice
as a bonus to damage and to resist damage caused

by the smaller object

Example: Continuing from our last example
we now need o determine the effects of scale «
the damage inflicted on the space station by the
blaster cannon (we 're assuming the attack was
successiul COUTse The 6D of scale dil

1OD-2D), Tor the last example is added to the
space stanon’s body strength when rolling to re
sist the blaster cannon's damage ( remember

SXMIUS §

WEAPONS
Weapon Damage Range Speed Ammo

]

-1D

EXPLOSIVES
BLAST RADIUS

Lertain weapons (like grenades ) and magical eflects

(like fireballs) affect an entire area rather than just a
single character. Check the blast radius value of the
explosive or incendiary device to determine how lar
the damage spreads outward from the point ol imm-
pact e value is expressed as a series of numbers
separated by slashes (similar 1o the range value)

{.‘.\(llllf’f!-’i grenade (Nast radiys. 274

hin the range determined by

+first value (i.e., they are a number of feet away (e

haracters standing wi

= Imipad to or less than the valus

ooint o 1
| pPoint egua

ull damase of ti
"Ilt!'c.i""f (drealert
less than the secor
terswithun th
the second

value) sufier only one-quarts

Example: A soldwr labs

plodes fora toral damage of 20 One characier

standing within one foot of the impact point, ar

therelore witfun th rendde s first ra

Ty ]

He suffers the full 20 points. The second and third

characters are standing about three feet away (the

range ) and therefore suffer 10 points of

of 20). The fourth character is five
el away und suffers 5 points (one-quarter

and the fifth character who s seven feet auway

.‘1‘.1

(and therelare, oulside third range value

ustains no damage whatsoever

OTHER DAMAGE TYPES
ELECTRICITY

Electrical damage can range anywhere from zero to
10D or more, depending upon the ampheres and volts
L'se vour judgment to determine an appropriate die
ciocle

Electrical Source Damage

AC outlet 1D

power station translormer D

lightning 9D
FIRE

Fire has ; wdard damage code ol 2D per round
Reduce or increase the damage based on the volume

of fire surrounding the characier

FALLING
from falling. Thev do
amage [rom slamming into the ground

10T every (en ieel

Euunph" Tim “the shark™ Demoane
')I.l‘ ‘j‘ll 'f|ll\ Ill‘lI"Jll I" (i i fllllr.\llt i

1D for et

"HARACTER DEATH

‘ 4
(/ 4 AU 4 il
Characters who suffer five wounds (if using the wound
) or who reach zero or less body
he point-based damage system) im-

damage systen

points (il using
mediately lall unconscious

If medical aid cannot be offered immediately (within
10 seconds), the character can never be revived (un-
less otherwise stated—some game worlds may allow
for revivifications ol the magical, miraculous, or tech-

nical sort

~ ~ £ ~ gyt ~
y { BATTLES
I lIlal;‘b(xl‘lJ]; y: ¥l ¥y
I'he basic idea is to create a mechanic that adjudi-
cates actions performed in tandem by several par-
tie 1iehow it's easier to do. but with dim !

n<

HEALING

L S0 pPaonn dau ne a cnaracter s agveniure cange

s body Is going to need mending and his vehicle

This chapter provides the game

1 I3 1 . Y th ¥
ieterminmng tn ...:il-lil
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a
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sthe healing s a character cané

a wounded ci MM PADNION ONCe Der ¢

NATURAL lollowing chart

Characters who refrain from activity he Current Wound Level of Vietim
at the following rates (depending on the

lem used in the game world)

| wound/T5=100"Y of !nu!_\'
points remaining
Wounds: Woundsg heal at rate of one per d 2 wout

Body Points: Body 1 rate five pey points remaini
p - ] "\Ulll'll‘-i =

points re

POINLS rean.

ywounds/ i body pol




Vehicle combat works exactly like normal character
combat, with a few additional game mechanics for vari-
ous “stunts.” In D6, the goal is to keep the game fast
paced and cinematic, and the basic game mechanics
below reflect that ambition. Feel free to incorporate as
many of vour own | stional systems as
vou want. Fu » D6 games > A

mechanics and vehicle oplions where appropriate

VEHICLE TEMPILATE

Like characters, vehicl have an ated set of

P e, soky 1t le s §r3l
game values. Al | I e al St the 1od-

lowing iniormatiorn

VEHRICLE NAME: THE YEHICLE'S
DESIGNATION (“A WHALE OF A TIME,”
“THE LUCKY CAMEL,” THE THIEF'S CAR).
Type: The vehicle's make and model (Alphaclass
cruiser, '92 Chevy Berreta, your standar
Scale: The vehicle's scale die code (2D, 3D+1
see Scale in Chapter Eight, "Combat.”
Size: The vehicle's dimensions (length, width,
height, wingspan)
Piloting Skill: The skill needed to operate the ve-
hicle (starfighter piloting, hoverbike piloting, driv-
ing)
Crew: The number of characters needed to oper-
ate the vehicle
Passengers: The number of additional characters
(other than the crew) tha
Cargo Capacity: The amount of extra w
vehicle can carry (100 kilograms, 10 metric
none
Cover: The die code that represents the amount o
s¢e (added toach

i
©oal

lords its crew a
il
Altitude Range: The »
ground, 100 meters, 8 kilon : )
Maneuverability: The die code repre ting how

well the ship handles (added to the pilot's piloting

skill when perlorming stunts)

Move: The vehicle's standard cruising movement
value/maximum number of moves per round i
mosphere and space (50/2 (atmosphere);

(space)). Usually given in meters per second (for
ease ol use In combat situations )

Hull/Body Strength: The die code that represents
the vehicle’s abilitv 1o resist dams

15}

Hull Hits/Body Points: This dual value dete

how much damag st

s destroved

Weapons: Repea
weapon lype

Ivpe: |

machineguns, one

weapon (1two
hour faser Ci
nons )

Fire Arc’ The direction which the weapon points
(forward, aft, port, starboard, forward starboard.
turret (can turn in any direction))

Crew, Number of characters needed to operate
the weapon (the pllot suffers a multi-action pen-
alty it he pilots the craft and fires a w eapon simul-
taneously)

SNeali | he weapon s ‘st'i:ft‘ die code | See 'Chilp—
ter Eight, “Combat.” for more information on
SCAales )

Skill The skill used to operate the weapon (la-

Annon, machineguns, encrgy wcapons ).
ontrol: The attack bonus die code that rep-
sapon’s inherent accuracy which may

ing from sich
a HILNE i -

» weapon s range values (10/2 L

LT T | ) I

hapter Eight, “Combat,”

nation
y
NI
weapon
Cost:
new ) 125 | 10,000 credits (new), &,000
Isedl)
l)('M‘l‘ipﬁl!n: e basic purpose, look, and i],:-‘-:r:r_\'
of the vehicle type or the particular vehicle.

s
k
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Depending 0N you world, you may
also wish 10 include
vehicle templale:
Consumables: The length of it
yard without having 1o
two days. nine

r game
the following items ina

e a crew can
resup-

remain on b
ply the vehic
months)
Shields: This di¢ code rep
ditional damage resistance
yehicle’'s energy particle shielding
make a successiul shields skill
the shields k'hl‘(‘l‘.\'{"!_\ (

nield die code 10
ull/body

le (four hours,

she 3 1
the aG

resents

L
the

afforded byt
A char-

acler must
roll to use
cessful use
be added to
strength when rolling
The difficulty depends on how mar
the vehicle’s flanks ( forward. aft.

a suc-

allows the s
the vehicl

e's h

against damage)
1y ol

port, star-

VEHICLE NAME:

Type:

Scale:

Size:

Piloting Skill:

Crew:

_Passengers:

Cargo Capacity:

Cover:

Altitude Range:

Maneuverability:

MO - [dtlﬂ - [) (,, Lj (-\

Hul l/BOd\( Strength:

Hull Hits/Bodv Points:

Weapons

Fire Arc.

Crew:

Scale:

Skill:

Fire Control:

Range:

Damage:

Cost:
(new).

(used)

Description:

MBI

"
L
]

HicCLl

-
4
4

Vi

elds will cover.

poard) the shi
h flank Fnrt-'\i.'ﬂ'll.]lic'.h chi

adding -5 foreac
acter placing shields forware

would have to heat a difficulty of 100 -
ye shield die code is eveniy st

todoso. T
between those Two flank
he shiell

and 1D to pori

damage. I i die code s
apply 1D forward
l.ighlspﬂ:d Multiplier: This valu

mines how long it
a given distance (which 1S
time). For exam ple. i
lightspeed multiplie
neighboring st

rof x2
ar svste

toa

Av-

{ and port

5

it

s when resisting
0. he can

e deter-
akesa starship 1o travel
measured in
., ship with 2
7 wants to iravel
m. According




to the standard distance chart, it would take a sh

moving at a lightspeed multiplier of x1 one day
reach that svstem. This ship (with its x2 muit
would take two davs. Higher values indicate slon

lightspeed engines

Sensors: The distance and effectiveness of a vehicle®
sensor system, For example, a value of 603D ir

cates that the sensors Ca can i to bl meters awa

witha 3D bonus to the ¢ acter’'s sensaors skill roll
The difficulty ol sensit object dependsonitssize
energy output, and acceleration, plus other situational

¥
factors like nearby radiation

MOVEMENT

Vehicles follow the same game mechanics as char
ters for movernent purposes. See Movement in Ch
ter Eight, "Combat,” for more information.

STUNTS

Normallv, a character can operate a vehicle without
having to make a skill roll—casual driving. Only when
he wants to perform a stun/ do dice rolls come 1nto

]+
play

The base difficulty to hit a vehicle is 10.

aE
DAMAGE
On a successful hit, the attacker rolls his vehicle's
damage dice and the defender rolls his vehicle’s hull
body strength. Ce it the icle Damage Chart to
ffect occurred

rolls 1D to randomly select the

¢ svstem or part (ma 1:".:\':‘r;a.Ln“:}',

VEHICLE IX

ler piloting a vehicile

JDGE
A charac nici
may attempt to dodge the
craft out of the way of in
coming pnrojectiles
Rather than the dodge
skill, the character uses

s prloting skill (plus

the vehicle's maneu-
verability code) to
evade the attack

The rolled value be-
comes the new at-

tack difficulty

RAMMING

Both wvehicles take ai
amount ol damage equal

smaller vehicle s scale ¢

SAMPLE STUNTS
Stunt Base Difficulty
Ram Easy (10)
15° turn Easy (10)

O0° turn Moderate (15)

1807 turn Very Difficult (25)

VYEHICLE DAMAGE CHART
Situation Effect

Damage Roll =
Hull/Body Strength Roll

Damage Roll = Permanent Effect
Hull/2 x Body Strength Roll  (repair required)

Temporary Effect
(one round)

Damage Roll 2 Permanent Effect
Hull/3 x Body Strength Roll  (part destroved)

Temporary Effect: The damage effect lasts only dur-
ing the round it was incurred and the round immedi-
following
pair required): Characters

s cleil
ne appropriaie sxi

Permanent Effect (part destroyed):
Th ¥aar b

e characters must purchase a new

A1
~ L8

)
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VEHICLE DAMAGE EFFECT
1D Roll Effect
] Maneuverability
2 Random System Damaged

3-6 Hull Damage

] | I e
DAMAGE EFFECTS
Vehicle damage mayv manifest itself in various wavs,
from loss of maneuverability to hull breeches. Below
you'll find explanations of the damage effects listed
on the Vehicle Damage Effect chart

Maneuverability: The vehicle loses 1D of difficulty
Note that the maneuverability code may drop below
zero (=1D, =2D, and so forth), reflecting a vehicle dam-
aged so seriously that the craft more actually inter-
leres with the pilot's ability to handle it.

System Damaged: Randomly select a vehicle's svs-
tem (lightspeed engines, communications, tractor
beam, shields, et cetera). That system becomes in-

aperable (or loses 1D if it has an associated die code

Hull Damage: The ship suffers an amount of damage

as aetermined by the normal combat damage rules

(see Chapter Eight ). For example. in adog

» shoots another. scoring a successful
N T -
wa lDroll on the

Vehicle Damy

aamage of

REPAIRING VEHICLES

tarl .y H

Characters mayv rely on their own teg

I hired mechanics to repair damaged vehicles
The followin } ¢hart shows the difficulty and cost as-
.

sociated with various repairs (the cost is listed as a

percentage of the price of a new vehicle)

Dice Lost Difficulty Cost Time Required

1D Easy 10, 1 hour
2D Muoderate 15% 1 hours
iDor more  Difficult 2 1 day

I'he standard dilfic Hty for repairing one hit or five
body points (s 10, with a tin
All other svstem repairs depend on vour game world
You can decide on difficulties. costs. and required
time whenever chi ters need to fix a vehicle or vou
Ke your own charts when you design vour
game world
Destroyed parts or systems o
lect a difficulty to install and
the intricacy and availabil n

DV Your game world




The Character Creation and Game ']'l’l'llpi.’l?t-'s on the
tollowing pages provide a set of rules for playvers and
gamemasters who want a simple. cinematic system
that can handle many genres. Supernatura

have been excluded from this

dime, b

use any of the samples covered in th
Hand out the Character Creatior

[PHAVErS SO

then re
the Game Template (simul

ample ) in the appropriate chapters
may wish to begin altering the :
tions elther in an effort to better match 2 4 e
world or to make the svstem more detailed and com-
plex. At that point vou should photocopy the blank

templates in Chapter Two, "The Gamem

ster’'s Sec-

tion.” Fill in the sheets (perferably in pencil so that

vou can change them later) and distribute copies of
them to the players so they know what you've added
deleted, or replaced

The D6 Svstem allows vou to select and create rules
to reflect each game world, so you may end up with
several sets of templates [or the various games you
run, Sometimes vou can use the same templates for a
few game worlds, but often you'll find it easier to keep
them separate

Future games from West End will include templates
appropriate for that world. plus any additional op-
tions not discussed in this book. You can also play
any of the MasterBook g

version below; all you need is the Worldl

nes using the simi

€ Con-

3ook for the

game vou want to rur

MASTERBOOK CONVERSION

If you'd like to play a MasterBook game with
the D6 rules, you can use this simple method
for converting between the two

Since D6 allows you to use whichever at-
tributes and skills you deem appropriate for a
particular genre, vou can use the MasrerBook
attributes—Agility. Dexterity. Strength, Endur-

ance, Intellect, Mind, Charisina, and Confidence

(ignoring Toughness)—and the MasterBook
skills as defined by the particular WorldBook
You need only convert the MasterBook values
into D6 die codes using the following formula:
(MasterBook value)/3 = quotient and remainder

The quotient becomes the die code and the re-

mainder the number of pips. For example, a
WasterBook score of 13 would be a D6 die code
of 4D+1 (13/3 = 4 remainder 1)

You can use this quick-and-easy formula to
convert all the attribute and skill values. To
make things even easier, the MasierBook at-
tributes contain the D6 core attributes—Agil-
ity (Reflexes). Dexterity (Coordination).
Strength, and Endurance

Last, Skill Points become Character Points,
and Life Points become Fate Points. Once
vou ve done that, you can start plaving! And vou
don’t have to go through an entire adventure
beforehand and change all the MasterBook val-
ues. You can just do it on the fly. i one
gamemaster character never uses any skill
other than fire combat during an encounter, you
would ve wasted vour time converting his val-
ues. This way you only convert the attributes
or skills you need during playv.
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CHARACTER
CREATION
TEMPIATE

Game World Name: Generic Game Designer

CHARACTER INFORMATION
Species: _Human DAMAGE SYSTEM
.}J ‘\\"i.;l",l.:\ = Er

Age Requirements: _Any - Body Points Formula:

Groups: None ADVANTAGES AND DISADVANTAGES

All except infravision and ultravision

Starting Attribute Dice

Starting Skill Dice

Starting Money

ATTRIBUTES AND SKILLS
COORDINATION ENDURANCE REF STRENGTH

Lockpicking Swimming Acrobs ] Jumping

Pick Pocket

<Missile Weapon> Blindfighting

<Thrown Weapon> Dodge

<Melee Weapeon>

Scaling

Sneak

KNOWLEDGE PERCEFPTION MECHANICAL
tiquette Contacts <Creature> Riding

Forgery <Creative Ability> <Vehicle/Vessel> Piloting

Healing Haaaling

History of <Area> Infermation Gathering

Law Read/Write <Languaae>
Navigation Shadowing

Secret Societies _ Speak <Language>
Urban Geography Traps

yAME

{
!

SAMPLI




GAME
SYSTEM
TEMPILATE

Game Name: _Generic

Game Designer:

Genre: Any

World Overview: This aame works well for any aenre that requires a cinematic style of play. Fast action and

simplicity govern the game’s overall structure. If can be used as a basis for more complex games by adding in

options and a power (magic, psionic, super, or other).

Technology Level: _Varies

POWERS SECTION
TYPE(S)

- Magic

- Psionic

COMBAT SECTION
DAMAGE SYSTEM
4 Wounds # 5

< Body Points Formula:

-l Super
- Other

LIMITATIONS & RESTRICTIONS

ROUND STRUCTURE
4 Simultaneous

< Initiative rounds

None

< Continuous
OPTIONS

< Hit location

< Speed

- Wound Type

POWER SKILL NAMES
None

MISCELLANEOUS NOTES

Include in this area any weapons. adventuring gear. special world considerations. or any other topic that relates to

the structure of the game rules or the setting. This section might also contain an overview of a campaiagn or sample

adventure ideas

,
e
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As part of a team of CIA operatives,
you must infiltrate a remote terrorist
base in the Middle East and recover
stolen bio-warfare files...

The Guardians of Time have asked
you and your companions to leap into
the past to prevent the death of King
Thom before he institutes a peace
treaty with a long-time enemy...
Your elite spacetrooper unit has less

than twenty hours to fly into the heart
of the dangerous Tanni Nebula and dis-
able a strategic sensor outpost before the
first battle of the Grand War begins...

The Tomb of Ulu has finally been found after

five millennia, and only your group is daring

enough to brave its unknown horrors to retrieve the

Sagred Staff of Zasha...
R = ] Tlu D6 System allows vou to play adventures in these
' or any other game setting—from high fantasy to space
vl opera—using the same rules. For each world you can
; create a ip\ccially modified set of mechanics that reflects
the tone and fuLof that genre. Choose a combat resolu-
tion method/create s L'E.imctcr template, or even design

your own.zp‘.f\'chic power system. D6 lets _\,ou do it all!

b ) -

— e, -

~All you need are some oixisided dice
and your imagination!

ONE DIE, INFINT
POSSIBILITIES...
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> OGL

OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open Game Content; (b)"Derivative Material" means
copyrighted material including derivative works and translations (including into other computer languages), potation, modification, correction, addition,
extension, upgrade, improvement, compilation, abridgment or other form in which an existing work may be recast, transformed or adapted; (c) "Distribute”
means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)"Open Game Content" means the game mechanic
and includes the methods, procedures, processes and routines to the extent such content does not embody the Product Identity and is an enhancement over the
prior art and any additional content clearly identified as Open Game Content by the Contributor, and means any work covered by this License, including
translations and derivative works under copyright law, but specifically excludes Product Identity. (¢) "Product Identity" means product and product line names,
logos and identifying marks including trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, language,
artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and other visual or audio representations; names
and descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses and special abilities; places, locations, environments, creatures,
equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs; and any other trademark or registered trademark clearly identified as
Product identity by the owner of the Product Identity, and which specifically excludes the Open Game Content; (f) "Trademark" means the logos, names, mark,
sign, motto, designs that are used by a Contributor to identify itself or its products or the associated products contributed to the Open Game License by the
Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative Material of Open
Game Content. (h) "You" or "Your" means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be Used under and in
terms of this License. You must affix such a notice to any Open Game Content that you Use. No terms may be added to or subtracted from this License except
as described by the License itself. No other terms or conditions may be applied to any Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive
license with the exact terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your Contributions are Your
original creation and/or You have sufficient rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the COPYRIGHT NOTICE of
any Open Game Content You are copying, modifying or distributing, and You must add the title, the copyright date, and the copyright holder's name to the
COPYRIGHT NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed in another,
independent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility or co-adaptability with any Trademark
or Registered Trademark in conjunction with a work containing Open Game Content except as expressly licensed in another, independent Agreement with the
owner of such Trademark or Registered Trademark. The use of any Product Identity in Open Game Content does not constitute a challenge to the ownership of
that Product Identity. The owner of any Product Identity used in Open Game Content shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of this License
to copy, modify and distribute any Open Game Content originally distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have written
permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game Content due
to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days of becoming
aware of the breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to make it
enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.

The D6 System (WEG 51005), Copyright 1996, West End Games

West End Games, WEG, and D6 System are trademarks and properties of Purgatory Publishing Inc.

PRODUCT IDENTIFICATION:

Product Identity: The D6 System; the D6 trademark, the D6 and related logos; OpenD6 and any derivative trademarks; and all cover and interior art and trade
dress are designated as Product Identity (PI) and are properties of Purgatory Publishing Inc. Use of this PI will be subject to the terms set forth in the D6
System/OpenD6 System Trademark License (D6STL).

Open Game Content: All game mechanics and materials not covered under Product Identity (PI) above.
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