Dice rpg olo game

[ntroduction

Thig game ig designed to allow a golo player to play a fantagy type adventure that
they have no prior knowledge of. Everything ie randomly created in the players world
using specialiet d6 though you can uge normal d6 if you wigh.

The number and type of dice faces are included <o if you wish to buy blank d6 and
print and tick on the faceg of thoge dice to make the game more enjoyable all the
better.

The only sheet that relay needs to be printed ie the game play-sheet , this again is at
the end of the document.

Characters do not have gpecific clagses bit you will need to think about how you play
your character.

Character creation

Firstly a character mugt be created , thig is done by adding pointg to the bage abilitie
which all start at !, you have 3 points to spend on the following abilities “Strength
Dexterity , Congtitution , ntelligence , Wigdom , Charigma”.

Each of these abilities will be used in an encounter in a gpecific way ag detailed below
Strength :- thig ig uged in melee combat (only at cloge range)

Dexterity :- thig ig uged in ranged combat (only at medium or long range)
Contitution:- thig ig used to determine your phygical hit points

[ntelligence:- thig ie used in magical combat (only at medium or long range)
Wigdom:-thig ig uged to determine your mental hit points

Charigma:- thig i uged in gocial combat (only at cloge range)

Character Hit points



Your character will have a number of phygical hit points equal to [d6 + their
congtitution gcore.

Your character will have a number of mental hit pointe equal to [d6 + their wigdom
seore.

Character equipment

Characters will normally have a weapon , armour and other equipment the effecte of
thig equipment ig included in the bage character abilities , however you may find during
your adventuring better or magical equipment. Thig takes the form of a bonus dice of
a different colour and ig agsigned to an ability when it ie equipped which will increage
the bage acore by the item strength. Thig item gtrength will normally be a +{ but may
be higher ag you adventure in your world.

Once aggigned to an ability that [tem may not be reasgigned to any other ability.

You may only have one item dice ageigned to a gingle ability.

Character Healing

At the end of a adventure all characters will heal to their full hit pointe , if you wish to
heal during the adventure the character performing the heal may only do this between
queste by rolling a social combat . any positive roll will heal the character Ihp to
phygical damage , mental damage ig fully healed at the end of a quest. Only [ roll gig
allowed on each character per quest.

Henchmen
A charactere may hire a henchman before an adventure , these henchmen cannot have

their abilities raiged higher than the quest level -l with a minimum of | point per ability.

They may use ltemg but thege itemg etay with the henchmen once they are agsigned.



Henchmen do not gain experience but will alwayg have their ability level get at | level
lower than the current adventure.

Character experience

When your character hag completed their adventure they will gain a level, thig will
cogt a number of quest points equal to the level they wish to advance to , thig wil
allow them to increage one of their abilitie by | point at the cost of ! quest point and
to permanently assign one of their [tem dice to that ability,thig item dice is then
digcarded , the ability which the item wag agssigned ig then increased by ! point no
matter what the strength of the item wag.

Character levels

Characterg will normally start at level [ and increage by a level after each adventure
but if you wigh you can start at any level you wigh ag the game will increage in
difficulty ag you progresg in levelg.

Quests
once you have created you character you will need a quest to go on.
Thig ig determined by rolling the quest dice. Thig dice hag the following faces on it.

Social encounters minor
Social encounterg major
Wildernege encounterg minor
Wildernese encounters major
Dungeon encounters minor
Dungeon encounterg major

Roll the quest dice to determine the type of quest you have , completing a major quest
will earn you | quest point , a minor quest will only reward you with come treagure.
You will need a number of quest points equal to your level plug an additional 1d6



pointe .The dice for these extra quest points will be rolled after you have completed the
nurmber of quests equal to your level and in addition you will need to roll a 6 on that
dice to finigh the quest. You may if you wish add any extra quest points to the roll at
the rate of [ quest point = +| to the dice however you will not be able to uge thoge
quest points to exchange your temporary ltem for a permanent ability increage when
you level.

If you die or fail to complete a quest all your quest pointe will be discarded , you are
allowed to keep any [temg you find that have been agsigned to your ability score but
any extra ltemg will be digcarded.

Quegt Dice Regulte

Dungeon dice

Door :-You may uge your wigdom ability to find out what ie behind the door , a
positive result will allow you to chooge to enter the encounter after you have rolled the
encounter dice or re-roll the dungeon dice again.

Tunnel - Pogaible random encounter

Junction :- You may pick which side you like on the dungeon dice

Small Room :- roll the encounter dice once

Large Room :- roll the encounter dice twice

Dead End :- the quest hag ended you did not receive a quest point and no treagure
wag found , you return immediately to the chose a quest part of the game.

Wildernese dice

Clear :- Uge your Wisdom ability , a negative reqult will produce a random encounter
Forest :- random encounter

River :- use your strength ability to crogs the river , failure will cost you a physical hp
Farm :- Uge your charigma , a positive regult will heal you a phygical [ hp , a negative
will cogt you a physical | hp

Rocke :- Ambughed! | Roll an Encounter Dice



Castle -If you decide to enter continue on uging a dungeon dice and treat ag a minor
dungeon quest.

Social dice

Towngfolk :- Protect the town from bandits you attack a goldier and gain a minor
treagure dice if you succeed

Bartender - you may heal fully for the cost of a quest point and continue the quest
Militia :-Use your charigma ability , roll a combat dice a negative regult will have the
militia attack you , they are minorg only.

Noble :-Uge your charigma ability , roll a combat dice, a negative regult will have the
noble attack you who ig a boge , you will receive a quest point if you succeed
Merchant -Uge your charigma ability , roll a combat dice , a pogitive regult will grant
you a minor treagure dice roll

Bandite :- Ambughed! , Roll an Encounter Dice

Mongter creation

There are 3 types of mongters miniong , soldiers and boggeg

Mongters do not have abilities but they do have mental and physical hit pointe equal to
your level + a level dice plug an additional 1d6 for a goldier and +2d6 for a bogs.

[f the quest ie major one add an additional [d6 hit points to all monsters.

You will need to create each monster ag you meet them.

Mongter attacke
Monsterg will attack one of your abilitieg which ig rolled for randomly uging the ability
dice. Combat ig explained in a later chapter

Monster treagure
Once the mongter hag been defeated you may roll the minor or major treagure dice
depending on the type of quest you are on of which more later.



Trap creation

Trapg are gimilar to monsterg but they do not have hit points , they have a difficulty
rating which you must defeat , if you fail then the trap will cauge you to loge an ability
point permanently but thie will not force you to drop below a |.

The trap will have a difficulty equal to your level + [ level dice
The trap will “attack” one of your abilities determined by the ability dice.

Defeating a trap

In order for you to defeat a trap and continue your quest you will need to beat the
traps difficulty rating , thig may be done in any number of rolls but each fail will cauge
a logg of 1 point of the traps effect. A trap is defeated by using your Wisdom ability
and any positive regulte will drop the difficulty rating by the number of pogitive resulte
rolled. Once the trapg difficulty hag reached O the trap hag been defeated. any
negative regulte rolled will regult in a failure and the trap +ill cauge damage to the
ability that wag previougly rolled for.

Random encounterg

Each area explored could reqult in a random encounter , on aroll of a 6 of ald6 a
random encounter oceurg , thie encounter will only have miniong and will not have any
treagure or quest point.

More party members

i you wigh to adventure with additional party members then you will need to acquire
additional quest pointe if you wigh to level thoge party members , you will not need to
get additional quest pointe to complete the quest though.

All treasure that is found by the party may be shared out and allocated to any
character ability.



The number of mongters encountered will equal the number of party members + a
level dice.

Encounterg
Once you have your quest you will roll the gpecific encounter dice , the reqults of
which may require you to roll more dice to ee the effect of this encounter.

Combat Range
After all monsterg have been created you will roll a encounter range dice to gee at
what range the encounter starts at. it takeg | move to change the range band | level.

Ohysical Combat

Characters will celect the gpecific ability to match the combat they wich to perform,
roll that many combat dice and the total positive effect will be deducted from the
mongterg physical ecore , once that score ie O the mongter ie dead.

Mongters will roll their level in combat dice , the character ig allowed to defend againet
thig attack uging a number of combat dice that the ability being attacked hag , any
positive score ig deducted from the monsterg positive ecore , if there ig etill a pogitive
number then thoge pointe are deducted from the characters phygical hit pointe

Once a character reacheg O hit points the character is out of the combat and can
only be healed by another character , if you are adventuring alone you are congidered
dead ag there ig no-one there to help you.

Mental Combat
Thig ie much the game ag phygical combat but the end regult is that the character or
mongter i ofill alive after the encounter, All mental attacke will uge the targete metal



hip pointe for damage and when the target gets to O mental hit pointe the target ig
congidered knocked out.
You will receive a treagure roll or quest point if you were victorioug in the encounter.

Social Combat

Social combat ie alwayg performed at short range.

Thig ig performed in much the game way but the end result ig a failure and no quest
point or treagure ig found , everyone ig gtill alive and well. [f the gocial combat ig a
failure you could turn thig into a combat encounter to regain that quest point or
treagure roll

Treagure

Once an encounter ig completed and you are victorioug , you will gain a roll of
treagure dice |, if the encounter wag with a minion then no roll ig allowed | if the
encounter wag a goldier roll a minor treagure dice and an ability dice to determine the
treagure type and the ability it is aggigned to , if the encounter wag a bose you may if
you wigh roll either a major treasure dice and ability dice or a minor treagure but you
may pick which ability this is aggigned to.

Play cheet <gample play sheet>
Dice faces

The following i¢ a ligt of what appears on the sideg of the dice used in the game , the
gquareg are |6mm acrose

Dungeon dice

Srnall Large

Room Room Dead End

Door Tunnel Junction

Wildernese dice



Clar | Foest | Rier | Fam | Rocke | Castle
Social dice
Townsok | Barman | Mifia | Noble | Merchant | Bandis
Encounter dice
None | Tiap | Miion | Mrion | Solder | Bose
Quest dice
Dungeon | Dungeon | Wideress | Widemmess | Social |  Socia
major minor major minor major minor
Range dice
Shot | Sort | Medum | Medum | Long | Long
Level dice
+ |+ -1 | -l
Ability dice
STR | DEX | CON | INT WIS | CHA
Treagure dice minor
+ |+l
Treagure dice major
+ | +H | +2
Combat dice
-{ +H | +2







