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INTRODUCTION

For those of you who have already played roleplaying
games, you may want to skip ahead to Chapter One,
“The Player’s Section.” For the newcomers, the re-
mainder of this introductory chapter explains the con-
cepts of roleplaying, characters, and adventures.

Get your imagination fired up—you're going to
need it!

SO, WHAT IS
ROLEPLAYING?

You've read novels; you've seen movies; you've
watched television. What is it about these things that
so compels people to sit down time and again to
spend some of our precious free moments?

Stories.

We love to watch characters fa!l 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
himself to save his kingdom?

The 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 before us.

In this day of virtual reality and interactive televi-
sion, we can now become involved in these stories
that so grip us. We become characters in tales of our
own design, stories propelled forward by our actions
and reactions and moving ever closer to the inevi-
table conclusion.

Think of roleplaying then as interactive storytelling.
You and a group of friends create alter egos and en-
ter the world of your imaginations, exploring realms
limited only by your creativity. One person assumes
the role of referee—or gamemaster—informing the
players of their characters’ situations—the environ-
ment, the words and actions of the other characters
present (those characters not controlled by the play-
ers; an evil wizard, for example), and the results of
the players’ characters’ activities.

With a roleplaying game you can thrust yourself
into the heart of adventure, becoming characters in
worlds of your own imagination or of your favorite
novel, movie, or television show, like Star Wars, Dr.
Who, 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
campaign (a linked series of adventures—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 about the game
mechanics—the dice rolling, character attribute and
skill names, et cetera). The dialogue in quotes indi-
cates that the player is speaking in the voice of his or
her character.

Tim: Your characters escaped the Vizier's Flying Ar-
mada, but your skyship suffered severe damage dur-
ing the engagement. You're going to have to make
repairs soon.

* All copyrights and trademarks are the property of their
respective owners.
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Judy (playing Captain Walker): 1 walk to the prow and
use my spyglass to look for a good place to anchor
the ship.

Tim: About a quarter of a mile to the north is a large
plain dotted with several smallish buildings. You can't
make out much more than that from this distance.

Mike (playing First Mate Stensson ): “Captain, what're
yer orders?”

Judy: “Head for that clearing.” (points)

Mike: “Aye, Captain.”

Tim: Chris, where’s your character at this point?
Chris (playing Crewman Fahrer): In the crow’s nest.
Tim: Okay, make a Perception check.

Chris: (Rolls some dice. ) 1 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 from your current po-
sition.

Judy: “Stensson, what do you think? Should we check
out the fire first or head to the village?”

Chris: Do I think the ship can make it to the hill and
then back to the village?

Tim: Make a shipwright roll.

Chris: (Rolls some dice. ) Uh-oh. I only rolled a three.

Tim: Well, it’s hard for you to tell. A lot of the damage
is on the lower hull, which you can’t see very well
from the deck. Mike, make a Perception roll.

Mike: Okay. (Rolls.) I got a 9.

Tim: That's good. Something tells you to look behind
you. When you turn you see a glint of light in the sky.
It only takes you a couple of seconds to realize that
it's the Armada’s lead ship.

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...

The night continues with an exciting confrontation
between the Armada and the players’ 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
Think of roleplaying as a combination of interactive
storytelling, acting improvisation, and dice-rolling.
You and your friends are writing your own stories,
filling them with exotic locales, interesting characters,
and evocative scenes. All you need is some paper, a
pencil, dice, and your imagination!

NOLL)NAOWINI
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Participating in a roleplaying game takes a slight
amount of knowledge about how the game works.
Most of the time you can rely on the gamemaster to
coach you through, but it makes life a lot easier if all
the players know at least the basics.

The details of the areas covered here appear in the
rest of the book. (Players, you don't need to worry
about those chapters; only the gamemaster has to know
the fine points.) Once you've read this section, you'll
be armed and ready to become a part of a roleplaying
adventure. The D6 System is designed so that you can
play in any genre (science fiction, fantasy, cyberpunk,
Victorian, pulp, horror, et cetera) without having to
learn a new set of rules for each one!

Now let’s begin your foray into the exciting world
of roleplaying games...

CHARACTERS

To play the game you'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: you know the abilities and personality of your
character and you 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. If someone shoots at your character. for ex-
ample, you can decide to leap out of the way, or re-
turn fire, or catch the bullet in your teeth...

Okay, that last option sounds pretty outlandish, but
what if your character is a superhero? And then again,
what if he isn't?

So, we need a way to quantify the character’s abili-
ties—his aptitudes, skills, special powers (magical.
psychic, super), et cetera. The D6 System represents
your character’s level of ability in each area with a
die code. a number of six-sided dice plus a number of
“pips.” For example, a die code of 3D+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 Making Dice Rolls).
All you 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.

JON

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 abilities
(spells, psychic powers, et cetera).

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 you with either a character
template (a partially created character that you can
customize to use as your own) or a list of attributes
that will be used for his game world (so you can cre-
ate a character from scratch).

Example: Space Opera Game Attributes

Strength: overall strength and level of

physical conditioning

Reflexes: reaction time

Coordination: aim and balance

Perception: observation and sixth-sense

Reasoning: deduction and problen-solving

Knowledge: education (formal or informal)

Characters begin with a total number of dice dic-

tated by the gamemaster, usually three dice per at-
tribute. In our example then, a starting character
would have a total of eighteen dice (18D). You decide
how those dice should be divided among the
character’s attributes. If you want to create a space
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E smuggler, for example, you'll probably concentrate
Il vour available dice on the character’s Strength, Re-
: flexes, and Perception attributes, the aptitudes most

important to someone with that career.

Example: Space Smuggler Character—I8
Total Dice

Strength: 4D
Reflexes: 4D
Coordination: 2D
Perception: 4D
Reasoning: 2D
Knowledge: 2D

You might have noticed that none of these die codes
have pips. Well, you can break up these dice into
smaller units (just like you can break ten into ten
ones). Each die code has three levels of pips: 0, 1,
and 2. The progression looks like this: 0, +1, +2, 1D+0,
1D+1,1D+2,2D+0, 2D+1, 2D+2, 3D+0, 3D+1, 3D+2, 4D+0,
et cetera. Since any number plus zero equals that
number, we can drop the +0 pips, leaving us with: +1,
+2, 1D, 1D+1, 1D+2, 2D, 2D+1, et cetera. We can then
divide one die (1D) into sub-units of three +1's, or a
+1 and a +2. Just remember that three pips equals
one die (1D=+3). (Don't worry, it's not as complicated
as it seems.)

Example: Revised Space Smuggler Charac-
ter—18 Total Dice
Strength: 4D
Reflexes: 3D+2
Coordination: 2D+1
Perception: 4D
Reasoning: 2D
Knowledge: 2D
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? Good. Don't worry, the die code pro-
gression is the most difficult part of the game. Once
you've got that, everything else is simple.

SKILLS

At this point you've quantified the character’s basic
aptitudes. But what about the specific areas he has
either studied, practiced, or been trained in? We need
some way to represent these acquired skills.

Well, let's think about this for a minute. Suppose
you want your character to have a high level of ex-
pertise in pistol. If he starts off with a high aptitude
in hand-eye coordination, it stands to reason then that
practicing this particular skill will raise his ability level
above that point.

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.

Characters usually begin with 7D in skill dice. Di-
vide these dice among the skills the character pos-
sesses (defined by the character template or selected
from the skill list provided by the gamemaster) just
like attributes, except that the number of skill dice is
added to the base attribute. For example, if the char-
acter had a Coordination of 2D+1 and you spent 1D of
skill dice on blaster (a futuristic weapon), he would
have a total blaster die code of 3D+1 (2D+1 +
1D=3D+1).

Example: Space Smuggler Character—7
Total Skill Dice

Strength: 4D

Resist damage 4D+2
Reflexes: 3D+2

Dodge 4D+2, starship piloting 5D
Coordination: 2D+1

Blaster 3D+1
Perception. 4D

Con 5D+1, search 4D+2
Reasoning: 2D
Knowledge: 2D

Starports 3D
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Time to check the math. We spent 2 pips on the
resist damage skill, 1D on dodge, 1D+1 on starship pi-
loting, 1D on blaster, 1D+1 on con, 2 pips on search,
and 1D on starports. Add up the dice
(1D+1D+1D+1D+1D=5D) and the pips (2+1+1+2=6=2D)
and we get a total of 7D (5D+2D=7D).

Note that the standard limit on the number of skill
dice you can add to any one skill for a starting char-
acter is 2D. Again, the gamemaster may change this
requirement, but she’'ll tell you if that's the case.

You can also change the number of skil dice by se-
lecting Advantages and Disadvantages for your char-
acter.

CHARACTER POINTS
Characters usually begin play with five Character
Points (unless the gamemaster decides otherwise).
The role Character Points play in the game will be-
come apparent in the upcoming sections Making Dice
Rolls and Evolving Characters.

THE CHARACTER CREATION TEMPILATE

The gamemaster may provide you with a Character Creation Tem-
plate that defines the various aspects of characters in her game
world—which attributes they have, which skills are available, how
many attribute and skill dice they start with, allowed species, et
cetera. From this template you can create your character. Just copy
down the appropriate information onto a blank piece of paper (with
enough room to fill in your die codes) and then follow the normal
character creation process (alloting attribute dice, selecting skills
and distributing skill dice, et cetera). Think of the template as a guide
to the types of characters you can play for a particular game world.

You can find a blank copy of the Character Creation Template in

Chapter Two.

FATE POINTS
Characters can begin with any number of Fate Points,

from none to five, as determined by the gamemaster,
but in most games, characters start with one.

ROLEPLAYING NOTES
So far we've spent all of our time recording quantifi-

able information about our character. Now we come
to the less concrete aspects: psychology and sociol-

any annoying habits? Does he have any siblings or
other close family members? How did he learn all of
his skills? What is his goal in life?

It's time to answer these and other questions to
complete our character. Some of this information may
be dictated by the gamemaster (she’ll tell you if that's
the case). And you don't have to answer all of the
following questions. Just pick the ones that seem most
important to your character.

HISTORY/SOCIOLOGY

Decide the basics of your character’s background by
answering questions like:

What kind of nation/kingdom/planet did this char-
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acter grow up on?
What are his parents like?

How many siblings does he have, and what are
they like?

What moral code does his family ascribe to?

PERSONALITY/PSYCHOLOGY
Define your character’s current psychological state
by coming up with answers to guestions like:

What's the most important thing in the character’s
life?

What is his goal in life?

What are his immediate aims?

What is his normal demeanor?

What does he hate?

What does he like?

What was his most embarassing moment?

Does he have any habits or quirks?

GOALS

You may or may not wish to select one or more goals
for your character. He may want to conquer the world
(an extremely dangerous goal) or track down a vil-
lain who wronged him, or collect vast stores of trea-
sure, or extend the boundaries of the Great Galactic
Empire, or order as many different drinks from as
many different taverns as possible.

Having a goal helps you determine how your char-
acter will react in a given situation. Does a particular
course take him closer or farther away from his goal?
Can he make a deal to help someone else with 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.

Belches

Condescending

Constantly Quotes Cliches

Cracks Knuckles

Curses

Dry Sense of Humor

Enormous Appetite

Extremely Organized

Favorite Drink

Growls

Keeps a Journal

Lisp

Loves Puns

Loves Tragedy

Mumbles

Must Always Have the Last Word in a Conversation
Must Buy a Souvenir from Every Place Visited
Nervous Twitch
Noisy Eater
Obsessively Clean
Optimistic




Pessimistic

Picks Teeth

Practical Joker

Prefers a Particular Color(s)
Refuses to Bathe

Responds only to Full Name and Title
Ritual (before combat, after combat, before sleep. first
thing in the morning, etc.)
Sarcastic

Saying (“Tally ho!” or *You got a problem with that?”
and so forth)

Scratches Constantly
Scratchy Voice

Shouts

Shy Around the Opposite Sex
Snores

Speaks in a Whisper

Speaks in Monotone

Spits

Stutters

Superstitious

Sweats Profusely

Takes Insults Poorly

Takes Criticism Poorly

Talks to Herself

Thick Accent

Uses Flowery Langauge
Utterly Unorganized

Verbose

Whines

Witty

Yawns Constantly

ADVANTAGES AND DISADVANTAGES

If you would like to further flesh out your character,
you can choose to take Advantages and Disadvan-
tages. Each entry on the list in Chapter Three includes
the name of the Advantage or Disadvantage, its de-

scription, and a die code, which may be positive or

negative. When you select one of these items, write it
on vour character template or sheet and record the
die code on a separate piece of paper. When you'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 character’s starting skill dice (a positive die
code result means add while a negative die code re-
sult means subtract).

Your gamemaster will tell you whether any of the
Advantages or Disadvantages listed in Chapter Three
do not apply to his game world or are not allowed.

Example: Space Smuggler—Advantages
and Disadvantages

Advantage/Disadvantage

Debt

Quick Draw

Released Convict +1D

Total: +1D

The smuggler gains an additional 1D (since the
total was +10) in starting skill dice.

Die Code
+20
-2D

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

information?

Your character will participate in adventures—se-
ries of linked events that lead to a climactic scene. If
you've created a knight for a fantasy world, your char-
acter might become involved in a quest to locate and
retrieve the Great Talisman of Tomanda. Or your CIA
agent may receive orders to help smuggle informa-
tion out of Iraqg. Or your space smuggler may decide
to make a run into the dangerous Outer Rim Territo-
ries.

The gamemaster provides the setup—he tells you
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 young squire, played by two of your
friends) undertake the king's request to find the Great
Talisman. Unfortunately, you know nothing about the
magical item or its history, so you ask the king for
whatever information he might have. The king gives
vou the basics, but tells you that an old hermit-wiz-
ard in the Outlands west of the kingdom is rumored
to know everything about this particular talisman.
You and your companions then decide to head into
the Outlands to find the hermit so that you can get
on with the quest. On your way, however, you run
into a group of bandits who demand all of your gold
and possessions. What are you going to do? Comply?
Parley? Fight? Run?

During each of these encounters, you and the rest
of the players decide how to react, thereby leading
to the next encounter, whatever that might be. You
don’t have to follow a set progression of events—it
all depends on what your 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 fighting the dragon who owns
the Talisman, or the characters and the dragon be-
come allies against a greater evil, et cetera.

So how do you win? Well, technically, there's no
such thing as winning in a roleplaying game. The clos-
est result to a win condition would include the sur-
vival of your character and the accomplishment of
the goal set at the beginning of the adventure. Along
the way, however, you may pick up gold coins, or
magical elixirs, or an abandoned starship, or impor-
tant information—your rewards for figuring out how
to solve the problems presented to your character.

MAKING DICE ROLLS

The question now becomes: how does the informa-
tion on your character sheet affect game play?
Whenever your character wants to perform an ac-
tion, you may have to make a die roll. Some tasks
(walking, talking, looking, opening an unlocked door,
et cetera) do not require a roll because of their sim-




plicity. Other feats (jumping, shooting, speaking an-
other language, recalling information about a starport,
dodging out of the way of a laser bolt, et cetera) are
more difficult, so there is a chance that your charac-
ter may fail to accomplish his goal. The better your
character is at a certain skill, however, the more likely
he will succeed in performing it, and that’s why you
concentrated your attribute and skill dice on the at-
tributes and skills that most applied to your
character’s line or work.

Don’t worry about when you need to make a die
roll; your gamemaster will let you know. He'll tell you
to make a skill or attribute roll and give you a basic
idea of the level of difficulty of the task you are about
to attempt. For example, if your private detective
character is trying 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 the letter D. If your
the private detective has a dodge skill of 3D+1, you
would roll three six-sided dice and add them together,
Last, you add the number of pips to the total for a
final value, which you then tell the gamemaster. The
total you generated determines your success or fail-
ure in dodging the bullet.

But what if your character doesn't have the dodge
skill? Don’t worry, it doesn’t mean he can't dodge. It
just means that he doesn’t have any particular ex-
pertise in that area of the Reflexes aptitude. Instead,
he must rely on his basic Reflexes die code to gener-
ate a total. Just remember, if a character doesn’t have
a skill, use the die code of the attribute under which
that skill falls.

THE WILD DIE

Whenever you make a skill or attribute roll, make sure
one of the dice is of a different color than the rest.
This die is called the Wild Die, and it can either help
or harm you, depending on the value it turns up.

If you roll a one on the Wild Die, it means you've
made a critical error in your skill attempt. If your 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.

If you roll a six on the Wild Die, it means vou've
done something especially helpful to your attempt.
After you add up your dice, you can roll the Wild Die
again and add that value to the total. If you roll a six
again on the Wild Die, you add that and then roll a
third time, and so forth. Note that after 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 out of the
way of a bullet. The gamemaster tells you to make
a dodge roll, and looking at your character sheet,
you find that you must roll 3D+1. You roll three
dice (two white and one red (the Wild Die)) with
the following resuits: 4 (white), 2 (white), and 6
(red). You add up the dice rolls (4+2+6=12) and
then add your pips (12+1=13) for a total of 13.

But since you rolled a 6 on the Wild Die, you get
to roll it again. You roll another 6, so you add
that to your total (13+6=19) and roll again. This
time you roll a one and add it to total (19+1=20),
giving a final roll of 20. Your gamemaster informs
you that your character managed to successfully
Jjump out of the bullet’s path, tumbling a full turn
and landing back on your feet (a spectacular feat,
which you were able to accomplish because you
generated such a high total ).

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

CHARACTER POINTS

Character Points come in handy when you attempt a
skill and wind up generating a low total. If the failure
of this action could spell the death of your character
or the failure of your overall goal, you may choose to
spend a Character Point to roll another die and add
that to your total. The gamemaster will not tell you
the effects of your skill attempt until after you've ei-
ther spent your Character Points or decide you're not
going to spend any on this attempt (think of it like
chess: no move is final until you take your hand off
your piece; once you've removed your hand, you can-
not change your mind).

Note: You can decide to spend Character Points
after you've made your roll (unlike Fate Points—see
below). You can spend no more than two Character
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

Let’s say your private detective wound up with
a total dodge roll of 6. Since you don't think that
that total is high enough to avoid the bullet, and
there is a high percentage chance that your char-
acter won 't survive such an injury, you decide to
spend a Character Poinl. You subtract one from
the number of Character Points listed on vour
character template and roll one additional die.
You roll a 4, and add that to your initial total of 6
for a total of 10 (6+4=10).

Still, the total doesn 't seem high enough (note:
the gamemaster still hasn't said anything about
the effects of the roll yet; he’s waiting until you
finish spending Character Points), so you spend
another Character Point and roll a 3, for a final
total of 13 (10+3=13). Since you cannot spend
another Character Point (you 've reached the two
point spending limit), you tell the gamemaster
vour final total and hope it’s enough




FATE POINTS
You have one other option for increasing the chances
of succeeding at a particular skill roll: Fate Points.
Before making the roll, you can inform the
gamemaster that you will spend a Fate Point (you
cannot decide to spend a Fate Point after you've made
your skill roll). Subtract one from the Fate Point list-
ing on your character template, but rather than add-
ing one extra die to your roll like you did when you
spend a Character Point, you double the number of
skill dice and pips.

Note: All die code adjustments (penalties or bo-
nuses) are applied after doubling the skill or attribute
dice.

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 Points

Your private detective has managed to dodge
the bullet fired by the gangster chasing him, but
he realizes he needs (o stop the assailant from
shooting again—uwithout hurting him! Quite a feat.
You decide to spend one of your precious few Fate
Points, subtracting one from your Fate Point lotal
and doubling the number of brawling skill dice
vou get to roll. Since the detective has a brawl-
ing die code of 2D+ 1, it temporarily becomes 4D+2
for this skill attempt. You roll four dice for a total
of 16 (4+3+4+5=16) to which you add the 2 pips,
ending with a total brawling roll of 1§—which is
pretty darn good!

Example: The fanatical warlord Kalim Zan is
about to drop the sacred Phoenix Stone into the
vortex to the Fire Universe. If the artifact is de-
stroyed, it could doom the planet to conquest by
the evil Zan. Your archer character has one
chance to knock the artifact out of Zan's hands
before he drops it (more about disarming an op-
ponent appears in Chapter Eight). You therefore
decide to spend a Fate Point and double the nurn-
ber of dice you can roll for the archery attemnpt.
Since the character has an archery skill of 5D+2,
you get to roll 10D+4!

You generate a total of 37! The gamemaster
tells you that not only did you knock the artifact
from Zan’s hands, but you managed to put him
off balance. If he fails a balance roll, he's going
to fall into the vortex!

DIFFICULTY NUMBERS
We've been talking about these die roll totals and
whether they indicate the success or the failure of a
skill attempt. How do you know what number you
need to beat? Well, you don't—that’s the
gamemaster’s job.

The gamemaster either assigns a difficulty number
to the task you want to accomplish or randomly gen-
erates a difficulty number based on a die code. For
example, picking the lock to the back door of a man-
sion may have a set difficulty number, like 7. If an-
other character opposes your skill attempt by dodg-
ing a bullet you fired at her, however, you succeed by
rolling a higher blaster total than she rolled a dodge
total (which is called an opposed skill roll).

Most times, the gamemaster will give you an indi-
-ation of the difficulty level of a particular task, based
on the table below.

If you want to infiltrate a computer system, the
gamemaster might tell you that your character thinks
it will be an Easy task since the computer doesn’t
seem to have any readily apparent security features
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), although you don’t know the exact number.
Of course, the gamemaster tells you how difficult the
attempt will be based on your character’s perception
of the extenuating factors governing the task's ease or
difficulty. There may be other determinants that your
character would have no way of knowing—which may
increase or decrease the difficulty.

Essentially, the gamemaster gives you a general idea
of the difficulty level; just remember you can't always
rely on the validity of the information.

TASK DIFFICULTY TABLE
Level of Difficulty
Very Easy

Easy

Moderate

Difficult

Very Difficult
Heroic

Number Range
1-5
6-10
11-15
16-20
21-25
26-30

Heroic+ 31+

EVOLVING CHARACTERS

At the end of an adventure, the gamemaster rewards
surviving characters with Character Points and Fate
Points, based on their performance throughout the
scenario. Add these values to the current number of
points on your character template (sheet), and you're
ready for the next adventure. Also, add the number
of Character Points to your Veteran Points total (this
is a way for the GM to keep track of the overall ability
level of your character relative to all other charac-
ters; they have no other game use).

But wouldn’t it make sense that your character may
have improved in some areas over the course of the
adventure? If she's been picking locks at every op-
portunity, wouldn't she get better at it?
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EQUIPMENT:

BACKGROUND:

PERSONALITY:

OBJECTIVES:

A QUOTE:

CONNECTION WITH CHARACTERS:
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INCREASING YOUR SKILL

PROFICIENCY
To represent this gradual learning/training, players
may spend Character Points to increase their skill die
codes. To increase a skill by one pip costs a number
of Character Points equal to the skill's current die
code. For example, if you want to raise your
character’s dodge skill from 3D+1 to 3D+2, you must
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 Char-
acter Points.

You may also choose to give your character new
skills, especially those which he may have attempted
during an adventure without prior practice. For ex-
ample, if your character didn’t have the lockpicking
skill and vet managed to open three locks using only
her Coordination attribute’s die code, you may de-

- b - -

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.

gy » rEl - -
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; your gamemaster should be able to
help vou out during the game. And you don’t have to
memorize anything. Most of the information you'll
need during an adventure appears on the character
template or sheet you'll be using.

If you want to learn more about the game’'s me-
chanics, or about the different options beyond the
basics listed above, refer to the the chapters that
follow. Otherwise, put the book down and get ready
to have some fun!
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GAMEMASTI

The D6 System provides a framework upon which to
base any genre of roleplaying game you want to play:
fantasy, space opera, hard science fiction, post-holo-
caust, cyberpunk, horror, or other exotica. Although it
may sound like just another generic rules system, it
isn’t. The D6 System allows gamemasters to develop
an entire game system—not game world, game system.

One potential problem with generic rules systems
is that they force each world to fit into the confines
defined by the rules themselves, rather than allow-
ing the world to mold the rules. With D6, you decide
how the rules work in each world you develop or play
in, with one unifying aspect: all rules are based on
the rolling of six-sided dice.

One 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 wanted to make the combat rules more intricate
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 you
wanted to use body points rather than wound levels
for damage? No problem. The entire game—and all
D6 games—are completely customizable.

Using the D6 System you can also develop 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 play, so that the
finished system matches the tone and feel of your
game world.

The D6 System also allows you to incorporate the
various options at any time. If you play in your game
world for several months and decide you would like to
add the combat speed option, you just tell the players
and you're ready to go. You don’t have to change any
character statistics or otherwise manipulate the game
rules in any way. You can even add in options for a
single encounter during an adventure! For example,
your group spends five game sessions chasing down
an alien creature that has escaped its confines and has
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 minutes. This should be the
climactic, slow-motion finale to the whole campaign.

So, you tell the players that you're going to use the
most detailed combat options so that every move the
characters make becomes extremely important to the
outcome of the battle. You've spent a great deal of time
and effort to get to this point; you want to savor the
moment, not get it over with.

If you would like to just start playing a D6 game
without having to create your own system, don't
worry. In Chapter Eleven you'll find a complete game
system already developed, plus a few character tem-
plates for your players.

WHAT DOES THE
GAMEMASTER DO?

The gamemaster fulfills many roles, from referee to
game world creator—and in the case of the D6 Sys-
tem, even game rules designer. Some GMs may choose
to play only one or two of these roles, and others
may choose to play all of them. Your level of involve-
ment and time expenditure remains entirely up to you.

DIRECTOR

As the gamemaster, you set the stage for 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 players) present. When-
ever a player’s character undertakes an action, you
inform her of the results of that action.

To make this part of the job easier, you may wish
to use props: maps, player handouts, dim lighting (to
simulate the darkness of an underground complex,
for example), music (for theatrical effect), or anything
else that makes sense in the adventure.

CHARACTER ACTOR

The gamemaster takes on the roles of all the
gamemaster characters, speaking in their voices when
they converse and deciding how they react to the
characters’ actions. For example, the characters en-
counter a merchant trying to unload some illegal
goods. You might start out by saying (in a scratchy,
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whispered voice), “Hey, you interested in some great
merchandise? Have | got a deal for you.” As the play-
ers respond in the voice of their characters, you con-
tinue to play the role of the merchant. If another
gamemaster character arrives, say a police officer,
you assume his role as well, perhaps saying (in a voice
different from the one you used for the merchant),
“What's going on here?”

REFEREE

As referee you decide what actions are possible based
on the physics of the game world. If one of the char-
acters wants to fire a blaster through a concrete wall,
for example, you judge whether or not such an ac-
tion could occur based on your knowledge of the ele-
ments involved. Roleplaying games don't provide you
with an encyclopedia full of possible circumstances
so that you 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 you are given.

Also in your role as referee you determine the dif-
ficulty of the tasks the players’ characters wish to
undertake. If a character wants to climb a wall, for
example, you decide the difficulty number he has to
beat to accomplish that feat. If the wall has no foot-
or hand-holds, you may set the difficulty at Difficult
(17). If instead it was a brick structure with strong
vines winding up to the roof, you might set the diffi-
culty at Easy (8).

(Don't worry about the numbers or the difficulty
qualifiers for now. Those will be explained later in
the Gamemaster Section.)

WORLD CREATOR

As world creator you design and develop the mi-
lieu in which your players’ characters will adventure.
You are responsible for determining every aspect 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
show, or a movie you love, or from one of West End’s
other game lines (like Star Wars, for example).

GAME DESIGNER
Last, you may take on the role of game designer, de-
ciding how each aspect of the rules works, from char-
acter creation to combat. This book provides you with
several options for each area, but you are more than
encouraged to come up with your own ideas.

THE REST OF THIS
SECTION

The rest of the chapters in the Gamemaster Section
take you through each aspect of roleplaying 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-
able and how each works, so that you can decide
which you want to use for your game world’s rules
system.

THE D6 SYSTEM
TEMPLATES

On the following sheets you'll record the basic struc-
ture of your game system, from character template
information to combat options to magic rules. Think
of the Character Creation Template as the players’
guide to designing characters to play in your game
world, and the Game Template as your structure for
the game system itself.

Make photocopies of these templates so that as you
proceed through this book, you can start designing
your first game system! Just record the options you
choose on the sheet and you're ready to go!




CHARACTER
SUSTEM CREATION
TEMPILIATE

Game World Name: Game Designer:

CHARACTER INFORMATION
Species: DAMAGE SYSTEM
- Wounds #: __
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Age Requirements: < Body Points Formula:

Groups: ADVANTAGES AND DISADVANTAGES

MASTI

Starting Attribute Dice:
Starting Skill Dice:
Starting Money:
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GAMI

ATTRIBUTES AND SKILLS




GAME
SYSTEM
TEMPILATE

Game Name:

Game Designer:

Genre:

World Overview:

Technology Level:

POWERS SECTION
TYPE(S)

< Magic

2 Psionic

- Super

d Other:

LIMITATIONS & RESTRICTIONS

POWER SKILL NAMES

COMBAT SECTION
DAMAGE SYSTEM

- Wounds #: __

1 Body Points Formula:

ROUND STRUCTURE
< Simultaneous
< Initiative rounds
- Continuous
OPTIONS
- Hit location
 Speed
J Wound Type

MISCELLANEOUS NOTES
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CHARACTER CREATION
TEMPLATE

Since characters stand at the center of any roleplaying
game, you start designing a game system by deciding
on the particular character ability values (Strength,
Coordination, et cetera), personal qualities (species,
gender, political affiliations, and so on), and skills
(dodge, archery, chemistry, and so forth) that need to
be represented in your game. From this information,
players can create their own characters and you can
invent all of the gamemaster characters (GMCs).
Think of the Character Creation Template as a model
for the sentient beings in your game world. You're
essentially developing a dossier with spaces to write
information about a particular character—name,
race, profession, 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, CIA agent,
arena mage, and so forth). When vou create a new
character, you just go down the list and fill in the ap-
propriate words, numbers, and die codes.

First, make a photocopy of the D6 System Charac-
ter Creation Template and grab a pencil. As you pro-
ceed through the remainder of the chapter, indicate
on the template the information for each section—or
leave out sections you haven't decided upon. You can
always go back and make changes (which is why you
should use a pencil—don't use those erasable pens:
trust me, by the time you erase one letter you're go-
ing to need a new piece of paper).

Don't forget that you have complete control of your
game system. If you come up with an idea not cov-
ered in this chapter (or in any of the chapters follow-
ing it), use it. Don't feel limited by the information
presented here, The constraints of time and space
prevent us from covering everything in as much de-
tail as we would like. As gamemaster you're in charge
(more about which we'll talk later in Chapter Seven);
don’t skip a good idea just because you haven't seen
it before (these are usually the best ideas of all).

N
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PERSONAL
INFORMATION

How would you go about describing one of your
friends to another? You might indicate his gender, his
eye and hair color, his basic body form (tall, short,
thin, et cetera), his age, and the basics of his person-
ality. Though you think you've provided enough in-
formation about him, your other friend may still have
a completely different picture of the person you've
attempted to describe. So you might then start add-
ing other defining features or qualities until you've
come to a point where this person cannot be illus-
trated any further (of course, you could always draw
a picture or provide a photo as well).

When designing roleplaying game characters, you
have the option of defining the essence of that char-
acter (all of the qualities and quantities that make
him up) to any degree you 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 tolist a character’s age as 25, or as twenty-
ish, or not at all. Just make sure that the Character
Creation Template contains enough information for
players to create their own characters.

SPECIES

Characters in fantasy and science fiction often come
from various species, from elves, dwarves, and trolls
to vampires, androids, and Martians—not to forget
humans, of course. As gamemaster, you decide which
species the players may use for their characters.
Though your world might have vampires, you may
want to restrict their use as player characters because
these creatures will play a major role as villains (the
adversaries of the characters).

As you design your game world, keep a list of the
species available to the players. Next to each, write
down any information that sets that species apart
from every other species. Ask yourself why it 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




inherent prowess? Does it have any physical weak-
nesses’?

If yvou want to create a standard record for each of
your species, use the format below.

You can change this information for every game
world you create. For example, if you want yvour 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 choices 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 you 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. If you're using normal humans, you
can just tell your players 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 roleplaying 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-
year-old boy in the FBI. 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 so on.

Ty rgy T
AFFILIATIONS
You may create organizations in your world to which
the characters may belong. Examples include: anti-
terrorist groups, religious cults, adventuring bands,
town militias, secret societies, wizard guilds, et cetera.

Species Template:

Name:

Weight Minimum/Maximum:

Height Minimum/Maximum:

Physical Description:

Attribute

Minimum/Maximum Die Code

Strengths:

Weaknesses:
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Keep a record of these groups for your own use and
provide players with a list and description of the ones
of which they can become members.

N
ATTRIBUTES
Now you have to decide which aptitudes you would
like the characters in your game world to quantify,
i.e., which attributes will be assigned die codes that
will determine whether or not a character succeeds
at a particular task during an adventure.

Attributes can represent any ability from physical
strength to mental prowess to magical control. You
determine which of these attributes applies to vour
world, and how complex you would like your charac-
ters to be. For example, YOU may design a science
fiction universe where magic doesn’t exist, and there-
fore, YOU don’t include Magic as a character attribute.
Or YOU could create a fantasy world in which the
characters will spend all of their time crawling
through dungeons and battling monsters. In this case
YOU don’t really need any attributes other than Co-
ordination, Endurance, Reflexes, and Strength—the
purely physical aptitudes—since the players won't
care about their characters’ ability to charm people
or remember the average airspeed of an African swal-
low (or was that European?).

Endurance).

THE “NO ATTRIBUTES” OPTION
You can forego the use of attributes and instead create charac-
ters with skill die codes only. Treat all skills as if they had a base
attribute equal to the species minimum of a particular character
(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 skill dice. You decide to apply 5D of that to lifting, giving
him a total of 7D in lifting (the base of 2D plus the 5D YOU
spent), 4D to brawling, giving a total of 6D 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 your game world. Also, you may allow players 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.

.. e T s o v o e

As mentioned in Chapter One, all of the skills in D6
System games rely upon base attributes. A character
can perform any skill that falls under a particular skill
by using the die code of the attribute itself. For ex-
ample, even though my aristocrat doesn’t have any
skill dice in dodge, he can still attempt to leap out of
the way (using his Reflexes dice, since that's the at-
tribute dodge falls beneath). It just means that he
doesn’t have any particular expertise above and be-
vond his basic aptitude.

Characters normally begin play with a number of
attribute dice equal to the number of attributes times
three (# of attributes x 3 = # of attribute dice). For
example, if YOU choose seven attributes for the char-
acters in this particular game world, they would each
begin with a total of (7 x 3 = 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 if you think it more closely matches the tone
and feel of the particular game world for which you
are creating this game system. For example, rather
than using the name Knowledge in my fantasy game,
you may instead call it Lore.

If you want to incorporate the game mechanic of a
particular ability, but don't want to add another at-
tribute to your game, you can always decree that the
ability is covered by one of the attributes you've al-
ready selected. For example, you want to use the driv-
ing skill which falls underneath the Mechanics at-
tribute, but you already have seven attributes and
YOU don’t want to have to add another. So, YOU de-
cide that driving now falls under Reflexes (an attribute
I've already recorded on my Character Creation Tem-
plate). Chapter Four lists both the standard attribute
upon 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,
you don’t need these abilities).

COORDINATION

Alternate Names: Aim, Dexterity

Coordination represents a character’s ability to per-

form feats that require manual dexterity or hand-eye

cooperation, i.e., fine motor skills. Such tasks include

firing a bow or gun, picking a lock, and throwing a

grenade.

Note: In Star Wars, the Dexterity attribute encom-

passes both Coordination and Reflexes.
ENDURANCE

Alternate Names: Constitution, Stamina

Endurance is a measure of a character’s bodily resis-

tance, i.e., how well his body stands up to attack,

whether from direct injury or more insidious sources

like poison, disease, or magical sickness.

Note: In Star Wars, the Strength attribute encompasses

both Strength and Endurance.
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KNOWLEDGE

Alternate Names: Lore, Wisdom, Science

The Knowledge attribute represents a character’'s
level of education in various fields, from scientific
pursuits like physics to philosophical concepts, from
history and languages to magical lore and planetary
systems. Any information a character could know in
the game world could fall underneath this attribute.
Again, if you're playing in a universe where combat
rules the day and thinking takes a far second, then
youse ain't gonna care 'bout Kh-no-ligee (I's hates
dose silent letters—now where's my big gun?).

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 Chap-
ters Six and Eleven for more information on magic
systems and their game mechanics.
MECHANICAL
Alternate Names: Mechanics, Sensory Extension,
Symbiotic Attachment
Mechanics represents a character’s ability to repair
machinery, vehicles, weapons, armor, androids, and
so on. It can also measure ability in skills which re-
quire a combination of Reflexes and Knowledge, like
shield operation, riding, and driving (you must first
learn how to operate the device, but then you must
rely on quickness to use the device to its potential).
PERCEPTION
Alternate Names: Awareness, Cognition, Observation,
Sense
Sometimes a character may have the opportunity to
notice something in his surroundings that might pro-
vide an important piece of information. For example,
a character might spot a bulging pocket on an adver-
sary, which may indicate the presence of a 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, commanding, or persuading.

CONFIDENCE
Alternate Names: Charm, Presence
This attribute represents a character’s personal ef-

fect on others. It includes such skills as oration, act-
ing, and grooming.
PSIONIC POWER

Alternate Names: Psychic Ability

Like Magic, this attribute applies only in game worlds
where this phenomenon exists, and represents a
character’s ability to wield psychic powers, from dan-
ger sense to pyrotechnics to telekinesis. See Chap-
ters Six and Eleven for more information on psionics.

TECHNICAL
Alternate Names: Technology
The Technical attribute measures a character’s apti-
tude for technological equipment, from computers to
electronic listening devices to electronic security, as
well as those skills that require a combination of Knowl-
edge and Coordination, like first aid and forgery.

WILLPOWER
Alternate Names: Mental Fortitude, Mind, Spirit
A character's Willpower represents his ability to with-
stand mental attacks, whether they come from situ-
ational pressures, like stress, or direct assault, like
magical 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

The move entry represents the distance a character
of a certain species can travel in meters every five
seconds (one combat round). Humans normally have
a move of 10.

CHARACTER POINTS

Characters Points have two purposes: 1. to increase
die rolls, and 2. to increase character skill die codes
(as mentioned in Chapter One). Normally, characters
begin with five Character Points, but feel free to se-
lect another starting value if it would better fit in with
your game world.
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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 vou (though giving one point is the recom-
mended standard).

IRy e
VETERAN POINTS
Veteran Points have no impact on game play or char-
acter advancement whatsoever (refer to Chapter
One). They allow you as gamemaster to quickly de-
termine the overall ability level and experience of a
character. For example, if one character has 30 Vet-
eran Points and another has only 15, you can imme-
diately see that the first character has participated
in more and/or harder adventures.

Also, you can add up the Veteran Points of all player
characters taking part in an adventure to get a good
idea of how difficult you should make the obstacles
they must overcome (see Chapter Seven for more in-
formation on adjusting adventures based on charac-
ter experience).




v
» o 7 by v g% gy -y " AIr ..

Characters always begin with zero Veteran Points.

DAMAGE SYSTEMS

The D6 System has two standard ways to represent
the amount of damage a character can suffer (whether
from physical assault, magical spells, poison, et
cetera) before dying. Choose the system that most
coincides with the nature or your universe (though
this particular choice relies more on personal prefer-
ence than anything else). And don't forget to record
on the Character Creation Template which system you
choose.
WOUNDS

With this damage system, characters can take up to
five wounds before dying. You can increase or de-
crease that number to make your game world more
or less lethal. Whenever a character suffers a wound,
he also receives a penalty to all of his skill and at-
tribute rolls until he heals. See the Damage section of
Chapter Eight for more information.

BODY POINTS

Characters begin play with a number of body points
equal to 20 plus an Endurance roll. As with the wounds
system, increase or decrease the base value of 20 to
alter the lethality of your game world. When a char-
acter falls to zero or less body points, he dies. See
the Damage section of Chapter Eight for more infor-
mation.

Example: My CIA agent character has an En-
durance die code of 3D+ 1. To determine his body
points you make an Endurance roll (I rolled an
11) and add it to the base of 20, for a total of 31
(11 + 20).

ROLEPLAYING

Aside from determining a character’s physical and
mental capabilities, a player may or may not wish to
define that character’s personality—his history, his
family, his beliefs, his quirks, et cetera. One option is
to allow players to select Advantages and Disadvan-
tages (as defined in Chapter One). Skim the list be-
low and determine first, whether you want to use
Advantages and Disadvantages, and second, which
particular entries you want to include or exclude
(record this on the Character Creation Template).
To sum up the use of Advantages and Disadvan-
tages: choose an item, write it on the character sheet,
record the associated die codes (which is in paren-
theses), add up the die codes (which can result in a
positive or a negative number), and determine how
many extra or fewer skill dice that character receives
(positive value = extra, negative value = fewer).

ADVANTAGES AND
DISADVANTAGES

Addiction (+3D): The character cannot go more than
one day without drinking, gambling, etc.. i.e., satisfy-
ing his addiction. Failure to do so results in lowered

.

metabolic rates, thereby reducing the character’s at-
tribute scores by 1 for each day she goes without (on
the first day, an attribute of 4D would fall to 3D+2; on
the second it would fall to 3D+1, and so on). After
one week (more or less at the GM's discretion), the
character has defeated her addiction. If she ever par-
takes of the formerly addictive activity in the future,
she has a 50% (1-3 on a roll of 1D) chance of becom-
ing addicted again.

Name

Addiction
Argumentative
Blackouts

Center of Conversation
Compulsive Tendencies
Curse

Debt

+3D
+1D
+2D
+1D
+3D
+3D
+1D to +3D,

depending on the
size of the debt

+1D
-2D
-1D
-2D
«1D
+2D
+3D
+3D
+2D
-3D

Delusions of Grandeur
Extraordinary Hearing
Extraordinary Memory
Extraordinary Sight
Extremely Competitive
Fallback Plan

Fanatic

Hallucinations

Hides Emotions
Infravision

Low Self-esteem
Manic Depressive
Medical Problem
Migraine Headaches
Motion Sickness
Nightmares

Noble Birth

No Seli-confidence
Obsessive Tendencies
Paranoia

Pathological Liar
Phobia

Physically Impaired
Poor Memory
Procrastination

Quick Draw

Released Convict
Sixth Sense

Skeleton in the Closet
Sworn Enemy

Targeted for
Assassination

Ultravision
Wanted for a Crime

+1D

+2D or more

+3D
=3D

ADVANTAGES AND DISADVANTAGES
Starting Skill Dice Modifier

+1D (creature)/+3D (species)




Argumentative (+1D): This character constantly
plays the devil's advocate. She rejoices when an ex-
ploitable situation arises, arguing though she some-
times agrees with her adversary. The argument be-
comes a game, a strategic contest of wills.

Blackouts (+2D): During high pressure situations, this
character has a tendency to blackout for several min-
utes. She has no recollection of this lost time. In game
terms, the character blacks out whenever she rolls a
1 on the Wild Die for 1D minutes.

Center of Conversation (+1D): This character feels
the need to always be in the middle of every conver-
sation. And why not. He always knows exactly what
to say—at least, that's what he thinks.

Compulsive Tendencies (+3D): At any time, the char-
acter may decide to do or say something that she
would not normally do or say under the circum-
stances. For example, during a conversation with a
head of state, the character might blurt out, “Your
wife is much uglier than | expected.”

Curse (+3D): This character either inherited or
brought upon herself a curse. The player must de-
cide the specifics of the hex, but known curses in-
clude uncontrollable shape-changing, a violent reac-
tion to something the character loves, and constant
failure at a given task.

Debt (+1D to +3D, depending on the size of the debt):
This character either inherited this debt or borrowed
a substantial amount of money. She has a time limit
for repaying the loan.

Delusions of Grandeur (+1D): The best thing to ever
happen to the world. That's how characters with thi
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Disadvantage view themselves. No one can surpass
their prowess—they shouldn’t even bother trying.

Extraordinary Hearing (-2D): The construction of this
character’s sound collectors (ears. usually), 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-
call long ago events or esoteric facts with ease. In
game terms, she gains +1D to any Knowledge-based
skill roll.

Extraordinary Sight (-2D): The shape and genetic
makeup of this character’s eyes enable her to see
three times as far as a normal member of her spe-
cies.

Extremely Competitive (+1D): To this character ev-
erything is a competition. She always wants to race
the other characters to the battle, put herself in more
danger than anyone else, and slosh down the most
drinks. She cannot turn down a challenge.

Fallback Plan (+2D): This character cannot function
unless she has devised a backup plan for every situa-
tion she puts herself into. This applies to everything
from combat to relationships.

Fanatic (+3D): This character holds to a philosophi-
cal ideal, the source of which may be a sect, a na-
tion, or a person. She will always defend this ideal,
even trading her life for its preservation.

Hallucinations (+3D): At random times, this charac-
ter begins having delusions. He cannot tell when
something is truly occurring or just a figment of his
imagination. The GM has full control over this Disad-
vantage.

Infravision (-3D): Characters born with this enhanced
visual acuity can see into the infrared spectrum,
thereby sensing heat patterns.

Low Self-esteem (+2D): This character has a low opin-
ion of herself. She constantly berates herself, harp-
ing on her bad qualities.

Manic Depressive (+3D): This character slips into
deep, long-lasting depressions. He doesn’t care about
anything during these times. The player may decide
when the character falls into depression and when
he extricates himself from it. If the player never lets
his character lapse into this state, the GM should take
the initiative.

Medical Problem (+3D): This character suffers from
an ailment that requires she take medicine every day
to treat the illness. The player and GM should work
together to develop the specifics of the problem, the
appropriate medicine, and the ramifications of fail-
ing to take the medicine.

Migraine Headaches (+2D): The character has a 33%
(1-2 on a roll of 1D) chance per day to suffer the un-
relenting pain of a severe migraine headache. In game
terms, the character receives a —1D penalty to all of
his attributes for the remainder of that day.

Motion Sickness (+1D): Whenever this character rides
a creature or a vehicle, she must make an Endurance
check against an Easy (10) difficulty or immediately
begin to shake and vomit, giving her a-1D penalty to
all actions undertaken while still riding.

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

Noble Birth (-1D): This character fell into luxury—
born into a wealthy, perhaps noble, family. She wanted
for nothing, attending the best schools, ordering ser-
vants around, and having everything she desired. The
character begins play with double the amount of
funds normally given to starting characters.

No Self-confidence (+2D): The character has no con-
fidence in himself. Whenever he has to perform an
important task (making an accurate shot, negotiat-
ing with a hostage, et cetera), he has a 50% (1-3 on a
roll of 1D) chance of losing confidence. If he fails this
roll, he reduces his chance of success in the current
endeavor by 2D.

Obsessive Tendencies (+2D): Whenever this charac-
ter decides on a course of action, she cannot help
but become totally focused on that action, ignoring
all other issues in her life.

Paranoia (+3D): Everyone wants to destroy this char-
acter. At least, that's what she believes. She must




constantly look over her shoulder, check every inch
of her sleeping environment, and scrutinize every
acquaintance. She never knows when her enemies will
strike.

Pathological Liar (+1D): This character cannot stop
himself from lying constantly. No matter what the situ-
ation, he is compelled to exaggerate, fib, and outright
lie.

Phobia (+1D): The die code of this Disadvantage var-
ies depending on the level of the character’s fear (with
amaximum of +3D). At +1D, the character avoids the
object of his fear as often as possible, but has no prob-
lem dealing with it when the time comes. At +3D, the
character will never put himself in a situation where
he has to cope with his fear. If he does wind up in
such a situation, he freezes and remains unmoving
until the object of his fear subsides. Fears include
heights, water, certain creatures, darkness, open
spaces, cramped spaces, magic, thunder, lightning,
and so on.

Physically Impaired (+3D): The character suffers
from a problem of the body. He may be blind. deaf, or
mute (or any other impairment you can devise).

Poor Memory (+1D): Characters with this problem
have trouble remembering. In game terms, whenever
the character has to recall an important piece of in-
formation, her chances of doing so drop by 2D (for
any Knowledge-based skill roll).

Procrastination (+1D): This character always puts
everything off. Even when something cannot wait, he
still lets it go until it's too late.

Quick Draw (-2D): The character may draw a type of
weapon (sword, rifle, blaster, and so forth) immedi-
ately, i.e., it does not count as an action during a com-
bat round. Note that this factor applies only to a single
weapon type. If you want your character to be able
to quick draw a sword and a knife, he must take this
factor twice (for a cumulative —4D penalty).

Released Convict (+1D): Sometime during this
character’s life he was convicted of a crime (which
he may or may not have committed). After serving a
jail sentence, he was released and now must battle
the stigma against ex-convicts.

Sixth Sense (-2D): This character has an innate dan-
ger sense. Fifty percent (1-3 on a roll of 1D) of the
time an alarm goes off in her head when she comes
within a few seconds of a dangerous situation. The
GM rolls this check secretly and alerts the player
when it is successful.

Skeleton in the Closet (+2D or more): This charac-
ter has elements of his past that he does not want
anyone to unearth. The player should choose a spe-
cific “skeleton™ and tie it in with the character’s his-
tory. No matter what, he must never reveal this se-
cret. It will bring harm to either him or those he loves.
Sworn Enemy: This character has for some reason
targeted a specific person or creature (+1D) or a spe-
cies (+3D) of creatures as her direct adversary. When-
ever he comes in contact with such a being, he im-
mediately attacks.

Targeted for Assassination (+3D): Someone has put
out a contract on this character’s life. The assassin
could be anyone and could strike at anytime.

Ultravision (-3D): Beings of many species have been
born with abnormal sight organs. Those characters
with ultravision have the ability to see into the ultra-
violet spectrum.

Wanted for a Crime (+2D): A nation, city-state, or
culture has declared this character a criminal. The
character may or may not have committed the crime
he has been charged with, but nevertheless, the au-
thorities have begun their search for him.
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PROFESSIONS
You may want to provide players with a list of pos-
sible professions they can choose from (or a list of
careers they cannot use) based on the environment
of your game world. Below you’ll find an assortment
of character occupations, but create your own as you
see fit. Note that these professions do not offer any
game benefit, they are intended merely to give an idea
for what types of skills such a character would most
likely have.
Skills written within greater-than and less-than signs
represent a generic type of skill which should be sub-
stituted with an actual skill.

Example: A character has a profession that
includes <language=> as a Usual Skill. The player
decides to select Russian as the particular lan-
guage his character knows. He could have just as

well picked English, Spanish, Japanese, or any
other language.

ALCHEMIST

Usual Skills: Fire Knowledge, Alchemical Concoction,
Identify Substance, Concoct Poison, Identify Poison,
Organic Alchemy, Inorganic Alchemy, Finite Mathemat-
ics, Thermodynamics

Role: The alchemist serves many purposes through-
out the lands. She creates chemical compounds used
for everything from food preservatives, to potions
infused with magical chaos, to explosive devices.
Though the alchemist frequently places herself in
danger, she may reap huge rewards from her work.

ARCHAEOLOGIST

Usual Skills: Swimming, Unlock, Read/Write <Lan-
guages=>, Traps, Sect Knowledge, Chart Constellation,
Heraldry, Cartography, History of <Area=, History of
<Species>, History of <Nationality-, Library Use, Cus-
tomns of <Region, People=, Astronomical Events, Archi-
tecture, Identify Species, Identify Plant

Role: The archaeologist bears much in common with
the explorer, though with a greater interest in intel-
lectual discovery than in treasure recovery.

BODYGUARD
Usual Skills: < Weapon>, <Weaponless Fighting Style>,
Listen, Traps, Assume Identity, Blindfighting
Role: Wealthy merchants or nobles often hire skilled
mercenaries for protection. These bodyguards typi-
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cally possess skills in at least one weapon plus (in
game worlds that have magic) some knowledge of the
arcane arts,

CARDSHARPER

Usual Skills: Sneak, Assume Identity, Appraising, Con-
tacts, Gambling, Urban Geography
Role: The shady cardsharper will cheat anyone out
of anything they might possess, usually through out-
right trickery or subtle deceit. Many of these cons
involve simple gaming (especially with cards. hence
the name), while others revolve around elaborate
schemes that require large amounts of time to com-
plete.

CARTOGRAPHER
Usual Skills: Chart Constellation, Cartography, Archi-
tecture, <Creative Ability> (Drawing), Urban Geogra-
phy
Role: The cartographer has one purpose—to draw
maps. These maps serve a variety of functions—as
floor plans. directions to secret caches of treasure,
or as political boundary markers. Many frontiersmen
would pay well for such maps, and therefore, cartog-
raphers often join expeditions into unknown territory.

Rom Kulp
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CORPOREALIST/BIOLOGIST
Usual Skills: /dentify Species, Healing, Library Use. Iden-
tify Poison, Diagnose Malaise, Anatomy, Ordanic Al-
chemy, Cellular Knowledge
Role: Corporealists share the awe of anatomy that
necrologists possess. But, unlike their counterparts,
they believe in the sanctity of all life, regardless of
kingdom, class, or species.

Corporealists study the inner-workings of living
beings, learning their strengths as well as their weak-
nesses, They act as a resource to healers, providing
them with detailed descriptions of the known effects
of certain substances on living tissues. The
corporealist also devotes a large amount of her time
to the categorization of the various species that re-
side throughout the universe—and some have even
begun the classification of creatures from beyond.
To this end they join scouting and exploratory
groups that delve into regions never before seen by
humanity.

DEMON HUNTER

Usual Skills: <Weapon=, Sneak. Unlock, Read/Write
<Languages>, Information Gathering. Astral Events,
Netherlore, Identify Nethercreature
Role: The demon hunter abhors demonic creatures
(any creatures not of this dimension who threaten to
eradicate life) and those who would have dealings
with these dark fiends. They seek out netherwordly
occurrences, always searching for their source in
hopes of eventually eliminating it.

EVOCATOR
Usual Skills: < Weapon-, Fire Knowledge, Blindfighting,
Military Tactics, Arcane Lore
Role: Evocators pore over hundreds of spells in their
lifetimes, selecting only those that have the power to
cause great conflagrations or devastation. They per-
sonify the most volatile of wizards, sometimes cast-
ing their greatest magic on a whim. They believe their
power prevents their untimely death, and as a result,
have earned reputations as fearless warriors who can
easily turn the tide of battle with the loosing of a single
spell upon the enemy. Since evocators hold power as
the pinnacle of life achievement, they typically mas-
ter several weapons, providing them with another
means to surprise their opponents.

EXPLORER
Usual Skills: <Weapon=, Swimming, Cooking, Fire
Knowledge, Listen, Traps, Chart Constellation, Cartog-
raphy, First Aid, Navigation, Pilot <Vessel>, Terrain,
Rock Climbing
Role: Those hearty souls who dare to become explor-
ers spend years in the wilderness. either on sea, land,
other star systems, or in different dimensions. When
they do reach civilized areas. they devote much of
their time to library research, searching for the next
great conquest.

HEALER/APOTHECRIST/DOCTOR

Usual Skills: First Aid, Healing, Anatomy, Identify Pot-
son, Diagnose Malaise, Organic Alchemy
Role: Healers, also known as apothecrists in some
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areas of the world, dedicate themselves to the curing
of various maladies, from diseases to lacerations.
They possess an intimate knowledge of anatomy and
can always find work wherever they travel.
INFILTRATOR
Usual Skills: <Weapon>, Listen, Read/Write <Lan-
guages>, Speak <Languages>, Assume Identity, Sect
Knowledge, Etiquette, Customs of <Region, People>,
Forgery, Theatrics
Role: The infiltrator has the ability to assume the iden-
tity of any person. She often finds work as a spy or as
double for a noble. Infiltrators usually can talk their
way into anything, from the confidence of the king to
the secret underchamber of a wealthy merchant.
INVESTIGATOR
Usual Skills: < Weapon=, <Weaponless Fighting Style>,
Sneak, Listen, Unlock, Assume Identity. Information
Gathering, Contacts, Tailing, Tracking, Scaling, Urban
Geography, Criminology
Role: The investigator, unlike the sheriff, works for
private citizens in need of a number of services. From
tracking to spying to the solving of mysteries, these
individuals take advantage of various resources, in-
cluding shady contacts and friends in high places.
KNIGHT
Usual Skills: <Weapon=, Heraldry, Ride <Creature=,
Military Tactics, Military Command
Role: The knight belongs to a group of people who
hold the same objectives, morals, or code. Typically,
any knight who betrays the code of her order will
endure harsh punishment—from dishonor to exile to
death. Many consider knights creatures of noble
thought. Rather, they are creatures of order and logic
— but only that logic proscribed by the group. Those
who deviate from the “true” voice of logic must be
silenced. In reality, knights appear noble depending
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, pompous, or a
barrier to freedom of thought.

MERCENARY
Usual Skills: < Weapon>, <Weaponless Fighting Style=,
Swimming, Military Tactics, Military Command
Role: The mercenary usually sells her services to the
highest bidder. She takes jobs ranging from guard to
soldier. Those possessing skills in magic offer greater
power, though they charge higher fees

NECROLOGIST

Usual Skills: /dentify Species, Tracking, Anatomy, Ge-
netics, Organic Alchemy. Cellular Knowledge

Role: The necrologist spends most of her time dissect-
ing the bodies of any and all living beings, in an attempt
to discover the inner workings of the tissues and flu-
ids found in almost all creatures. More advanced re-
search of the necrologist involves the genetic alteration
of species to create new, more powerful creatures.
Many view this work as an abomination of nature and
most states have banned the practice of necrology, forc-
ing these researchers into hiding.

OUTRIDER
Usual Skills: <Weapon>, Read/Write <Language>,
Speak <Language>, Chart Constellation, Riding <Crea-
ture>, Terrain
Role: Only those daring souls who risk their lives on
perilous excursions across the untamed wilderness
may call themselves true outriders. These loners of-
fer many invaluable services to the people of the lands
including message and small object delivery.
PERFORMER
Usual Skills: Sneak, Juggling, Animal Training, Theat-
rics, Hlusory Magic
Role: Though performers come in many types. they
all have one goal—to entertain any who care to watch.
They travel the land earning a living through their
efforts.
PILOT
Usual Skills: Balance, Chart Constellation, Cartogra-
phy, Navigation, Pilot <Vessel>, Trade Routes, Terrain
(Sea)
Role: To secure a safe journey, pilots spend a great
deal of time mapping out their intended routes. Skills
in navigation and cartography as well as knowledge
of the constellations improve their chances of suc-
cess in these endeavors. The pilot may choose which
type of the vessel—seafaring, ice-faring, sky-faring,
space-faring, or time-faring.
SABOTEUR
Usual Skills: Sneak, Listen, Unlock, Traps, Assume Iden-
tity, Alchemical Concoction, Engineering, Scaling, Me-
chanics, Thermodynamics
Role: Saboteurs hire themselves out as special agents
to various governments and organizations. They typi-
cally have experience in engineering and alchemy
(chemistry) and use these skills to carry out their
assignments of sabotage.

SCHOLAR

Usual Skills: Read/Write <Languages>, History of
<Area>, History of <Species=, History of <Nationality=,
Library Use, <Dimension> Knowledge, Astral Theory,
Fractals, Corpus Juris, Engineering, Plant Physiology,
Ecology, Organic Alchemy, Inorganic Alchemy, Finite
Mathematics, Thermodynamics, Cellular Knowledge
Role: The scholar has spent her life studying the vari-
ous aspects of arts and sciences and has committed
the remainder to teaching those subjects she has
grown to love.

SHERIFF
Usual Skills: < Weapon>, <Weaponless Fighting Style>,
Listen, Information Gathering, Tail, Contacts, Corpus
Juris, Secret Societies, Urban Geography, Criminology
Role: The sheriff enforces the law in the area over
which he holds jurisdiction. His talents range from
deductive detecting to criminal apprehension. Some-
times sheriffs grow tired with the type of criminal el-
ement in the area and seek employment in a town or
city of contrasting atmosphere.
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SMUGGLER

Usual Skills: Sneak, Assume Identity, Bartering, Pilot
<Vessel>, Navigation, Appraising, Trade Routes, Con-
tacts, Forgery, Haggling
Role: Smugglers generally come into two types: the
suave, fast-talker and the shifty sneak. These “mer-
chants” usually deal in goods of an illegal sort, from
non-tariffed agricultural products to banned weap-
onry to dangerous magic to powerful drugs.

SPELLJACKER
Usual Skills: <Weapon=, Sneak, Listen, Unlock, Traps,
Balance, Library Use, Information Gathering, Tailing.
Realmlore, Arcane Lore, Scaling
Role: The spelljacker tracks and steals all manner of
enchanted objects, from weapons to spellgems 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-
ture the items of their (or their master’s) desire.

SPELLSLINGER
Usual Skills: < Weaponless Fighting Style>, Read/Write
<Languages=>, Speak <Languages>, Blindfighting, Gam-
bling, Dancing
Role: The spellslinger travels the lands, usually
searching for excitement and adventure. She believes
in a well-rounded base of knowledge, from fighting
styles to the arts to the intricacies of magic.
SPY
Usual Skills: < Weapon-, <Weaponless Fighting Style=,
Sneak, Listen, Unlock, Balance, Information Gathering,
Assume Identity, Tailing. Scaling
Role: Spies lead truly dangerous lives, sneaking into
enemy territory, gathering valuable information, and
returning to their patrons undetected. In most na-
tions, city-states, and star systems, espionage carries
a penalty of death, and as a result, few spies survive
for very long—although those that do are either very
good or very high on the enemy’s hit-list.
THEURIST
Usual Skills: Read/Write <Languages>, Sect Knowledge,
Library Use, Astral Theory, Fractals, Arcane Lore, Fi-
nite Mathematics
Role: The theurist, unlike other spellcasters, typically
learns no skills other than spells. She devotes her life
to the understanding of magic and the mystical forces
of the universe. Not one spell will pass before her eyes
that she does not immediately learn and master. She
constantly seeks out those incantations that have
eluded her, collecting an arsenal of spells and en-
chanted items. Late in their careers, theurists usu-
ally begin to craft their own magical devices.
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TRACKER/BOUNTY HUNTER

Usual Skills: <Weapon=, <Weaponless Fighting Style>,
Sneak. Listen, Information Gathering, Knots, Tailing,
Terrain, TracRing

Role: The tracker seeks out and captures anyone or
anything that will bring her a great price (or even a
not-so-great price, depending on her current finan-
cial status).

WANDERER

Usual Skills: < Weapon=, Cooking, Fire Knowledge, Ter-
rain

Role: Wanderers meander through the world (or the
galaxy) with no destination. They take odd jobs for
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 great wonder
of the world. Others simply cannot stand the seden-
tary life and enjoy wandering for its own sake.

WARLOCK

Usual Skills: Meditation, <Dimension> Knowledge,
Astral Theory, Netherlore, Identify Nethercreature, Ar-
cane Lore
Role: The few warlocks that still exist in the world
devote their lives to the acquisition of magical knowl-
edge. They frequently summon demonic creatures,
using them as sources of information, protectors, or
lackeys. Warlocks typically have dark, somber per-
sonalities, shackling themselves to their laboratories
for centuries.

WEAPON MASTER
Usual Skills: <-Weapon=, Meditation, Balance,
Blindfighting, <Weaponless Fighting Styles>,
Blacksmithing, Woodcarving
Role: The weapon master devotes much of her life to
learning the secrets of steel, wood, or flesh, discov-
ering their latent energies and harnessing them to
become virtually invincible in combat. Some weapon
masters prefer a single type of weapon, while others
believe diversity will always triumph.

3 10
FINANCES
Characters need money to purchase equipment. No
general guideline exists for determining starting
funds—it depends on your game world and how well
equipped you'd like your character to be.

You may want to come up with a standard starting
amount, like 100 gold coins or $100, and then modify
that number depending on a particular character’s
background (nobles receive more, peasants less).
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This chapter contains a list of skills usable in a vari-
ety of genres. As with everything else in the D6 Sys-
tem, this catalog gives you a starting point; create
new skills as the need arises, and alter existing skills
to suit your game world.

Record the skills you wish to use for a particular
game world beneath their appropriate attributes on
the Character Creation Template (if you don’t have
enough room, you may want to write them on a sepa-
rate piece of paper).

Note that some skills can fall under different at-
tributes. Since the D6 System allows you to select
which attributes work with your game world, vou may
want to use a skill that is based on an attribute you're
not using. To alleviate this problem, some entries con-
tain several possible attributes. Just use the one that
makes the most sense. If you find a skill that would fit
better beneath an attribute not listed in its entry, then
by all means put it where you think it belongs. Don't
feel obligated to blindly accept what you find here.
No inflexible game system can fit every conceivable
game world, so at one point or another you're going
to have to adjust the information provided.
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SKILL TYPES
Some skills are bracketed by less-than and greater-
than signs (<>). This notation indicates that the skill
name listed is actually a skill type (for example, </an-
guage>). You must choose a specific skill from this
general type, i.e., don't just write <language> or <me-
lee weapon=> on your character sheet. Instead you
should write “Russian” or “sword,” respectively.

You may wish to record the possible foci for these
skill types when you list them on the Character Cre-
ation Template. For example, in a 20th-century spy
game you might write “speak <language> (any cur-
rently spoken language),” and “<missile weapon- (pis-
tol. rifle, machinegun, grenade).” In a fantasy game,
however, you might write “speak <language- (Elfin,
Dwarvish, Troll, Giantish,” and “<melee weapon-
(each weapon has its own skill: blowgun, bow. cross-
bow, and so forth).”

JALLING FOR ¢
ROLLS

Whenever a player wants her character to do some-
thing, you must decide whether or not to call for a
skill roll. Just use your common sense. If a feat has a
chance of failure, ask the player to make a roll. She
then simply rolls her dice (after taking into account
any modifiers, like spent Fate Points or target range)
and tells you the total she generated for that skill at-
tempt. From there, just follow the simple rule higher
is better.

SETTING DIFFICULTIES
Each feat in a roleplaying game has an associated dif-
ficulty number—the value the player must roll equal
to or higher than to succeed in that attempt. To de-
termine the difficulty of a skill attempt, you can refer
to the examples given beneath the skill or you can
make one up on the fly.

Some tasks do not require a skill roll, and therefore
do not have a difficulty number. This includes every-
thing from talking and walking to eating and sleep-
ing. Sometimes even these tasks can require a diffi-
culty, however. For example, a character may want
to speak to another character in a language other than
his native tongue. Since that ability does not come
naturally to him, he must make a skill roll to see
whether or not he succeeds.

Determining a difficulty number is simple. Just de-
cide how difficult you think a task is (from Very Easy
to Heroic+; see below) and then select a number
within the associated range. For example, a player
character wants to search for a concealed door. Since
you feel the door would be very difficult to find, you
look up Very Difficult on the chart below and see that
it has a range of 21 to 25. You decide on the number
24, then tell the player to make his search roll. If he
asks how difficult his character thinks the task might
be. you can tell him that he thinks it's very difficult.

CILL
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Difficulty
Very Easy 1-5
Easy 6-10
Moderate 11-15
Difficult 16-20
Very Difficult 21-25
Heroic 26-30
Heroic+ 31-

Number Range

You can think of it this way: the difficulty label (Very
Easy, Easy, et cetera) helps you determine what num-
ber to choose and gives the player an idea of how
hard a task is without giving away the exact number
he needs. Using that information, the player can de-
cide whether he wants his character to spend any
Character or Fate Points on the skill attempt, espe-
cially when it could determine the outcome of the
adventure.

This system calls for you to guess. You don’t have
to look up obscure situational modifiers and add them
together to figure out a difficulty number. Just base
your decision on your gut instinct. As a result, the D6
System runs quickly and therefore keeps your play-
ers hooked.

Other than a fixed value, a difficulty number could
be represented by a skill or attribute roll. For example,
in combat a character makes a weapon skill roll in an
attempt to defeat his target’s dodge roll. If the attacker
rolls higher, he hits; if the defender rolls higher, the
attacker misses (see Chapter Eight, “Combat.” for
more on combat resolution). Such head-to-head tests
are called opposed rolls.

WHICH SKILL DO YOU USE?

Choosing which skill to use for a particular situation
is usually easy: a character is dodging an attack, so
the player makes a dodge roll. The D6 System allows
you to be more flexible than that—but it also requires
you to rely on your imagination and judgment.

Whenever you decide that an action calls for a skill
roll, you may allow the player to determine which of
his character’s skills might apply to the current situa-
tion. For example, a bounty hunter character chases a
bandit to the edge of a rooftop. The bandit leaps across
a fifteen-foot gap to the next roof, leaving the bounty
hunter behind. Normally, to jump across the empty
space would require a jumping roll (which this charac-
ter has at 3D), but this character also happens to have
the acrobatics skill (at 4D+1). The player asks whether
he can use his character’s acrobatics to leap across
(since he has a higher die code and would therefore
have a better chance to make it). You have three
choices in this case: 1. you tell him he must use jump-
ing; 2. you allow him to use acrobatics: or. 3. you make
him use jumping but give him an extra 1D for his acro-
batics capabilities (or tell him to average the two die
codes). If you want to keep the game simple (but less
realistic), you can opt to follow the first rule (i.e.. use
the skill that most applies to the feat). As you make
your game more complex (which you may decide to
do the more you play), you can shift your rulings into
the second (use whatever skill seems appropriate) and
third (average the skills or give bonuses) options.
Again, as gamemaster you make the call.
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CRITICAL FAILURES

When a player rolls a 1 on the Wild Die, vou have
two options, you can either treat it as a critical fail-
ure and have something extremely bad happen to that
character, or you can instead tell the player to leave
out the Wild Die and the highest die.

Example: Mike's character, Secret Agent Tomlin,
wants to shoot the fleeing enemy agent. He makes a
pistol roll and gets the following: 1 (Wild Die), 4. 5. 3,
3. The GM can decide to have a critical failure occur
(Tomlin’s gun jams and he cannot fire it for another
round) or to have Mike leave out the Wild Die and
highest value (in this case the 5) for a total of 10 (4+3+3
- 10).

TAKING IT SLOWLY
Increasing the time it takes to perform a particular
feat can make the task easier to accomplish. This is
represented in game mechanics by giving the char-
acter extra dice for his skill attempt. As a general
guideline, a character gets an additional die for extra
time period he takes to perform the skill. One time
period is equal to the amount of time it normally takes
to accomplish the task (i.e., 5 seconds, 1 hour, 1
month, and so on). If he doubles the time period,
therefore, he receives one extra die: if he triples the
time, he gets an extra 2D; and so forth.

Be careful with this rule. If you decide it shouldn't
apply in a certain situation, then don't let the player
do it.

“FREE” SKILLS

You may decide to give beginning characters some
“free” skills, i.e., skills they get without buying them
with their starting skill dice. A standard example is a
character’s native language. You can either give the
character automatic success when speaking his lan-
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 your game world learn this incantation
during elementary school.
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SPECIALIZATIONS
Some characters may have specialized knowledge or
ability with a given skill. For example, a character with
the car piloting skill (driving) may have particular
experience with race-cars. His ability to drive race-
cars is therefore greater than his ability to drive any
other type of car. This added prowess is represented
in the game by specializations.
A specialization in a particular skill gives a 1D bo-
nus to all rolls involving the specialization.

Example: A character with a lockpicki ng die
code of 4D+1 has a specialization in combina-
tion locks. Whenever he has to make a
lockpicking roll to open a combination lock, he
gets a 1D bonus, for a total of 5D+1. When he
altempts to pick any other tvpe of lock, however.
he rolls 4D+ 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,
player character wants to fly his skyskimmer through a
tight canyon just wide enough to accomodate the airship.
| Rather than looking up the piloting skill to figure out the
appropriate difficulty, you can just make an educated guess.
To give you a 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

the factors that cannot normally be quantified.)

Chance of Failure Difficulty

% 3
2% 4
5% 5
10% 6
15% 7
25% 8
40% g
50% 10
62% 11
5% 12
85% 13
90% 14
95% 15
98% 16
99% 17
99.9%

(vou should determine which attribute will be
used before players create their characters;
i.e., the players should not select which at-
tribute in the list they would prefer a particu-
lar skill to fall under).

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

Description: An overview of the types of ac-
tions or knowledge which the skill covers.

Most skills have examples afterward that
give you an idea of how to set the difficulty
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 6-10
Moderate 11-15
Difficult 16-20
Very Difficult 21-25
Heroic 26-30
Heroic+ 31+

ACROBATICS

Based On: Reflexes

A specialization costs five Character Points or 1D
of starting skill dice. A character may have no more
than one specialization in any 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 On).

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 provides the information you need
to incorporate a particular skill into your D6 game.
Each entry is divided into three parts:

Based On: The attribute under which the skill falls.

An entry with multiple attributes indicate that the skill
may be governed by any one of the attributes listed

Time Required: 5 seconds
Description: Characters with this skill can
tumble, leap, and roll to avoid falling damage, to en-
tertain an audience, or to surprise an opponent in
combat. The difficulty required to accomplish a given
feat varies with each situation. Use the following table
as a guideline.
Action Difficulty
Roll to surprise an opponent
(gives +1D to attack roll with
melee weapon) Easy
Leap across a gap less than twice

the character’s height in length Moderate

Tumble to alleviate damage from a
melee weapon (gives +2D to
Endurance roll vs. damage) Difficult

ALCHEMICAL/CHEMICAL CONCOCTION

Based On: Intellect, Endurance

Time Required: Varies

Description: This skill allows characters to create
explosive or incendiary substances out of various
materials including herbs and other chemicals. Ex-
plosives inflict up to half of their skill dice (rounded
up) in damage (e.g., a character with a chemical con-
coction skill of TD+2 could create a substance that
could cause 4D). Incendiary fluids inflict standard fire

STIINS




damage (see Chapter Eight), and the flames last a
number of seconds equal to the roll made when cre-
ating the substance.

If a character has the theurgy skill (and therefore
exists in a world with magic) and makes a Heroic al-
chemical concoction roll, she may create magical flu-
ids, though she must also have access to the spell
she wishes to transfer into the liquid (i.e., she must
be able to cast the banish spell to imbue a potion with
that power).

Creation Difficulty
Moderate
Difficult

Heroic

ANATOMY
Based On: Intellect
Time Required: 5 seconds
Description: Characters with this skill have studied
the main functions of the bodies of those species in
the animal kingdom.

Time Required

Explosives 1D hours

Acids/Glues/Grease 3D hours

Magical Elixirs 1D months

Action Difficulty

Guess main functions of

a creature's visible features Easy
Discover creature’s
weaknesses based on its
appearance Moderate
Alter healing procedures
based on specific anatomyT Very Difficult
Diagnose infections and viruses  Heroic

T Adding his anatomy die code as a bonus to his heal-
ing skill).
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ARCANE LORE
Based On: Intellect, Knowledge
Time Required: 5 seconds
Description: Those possessing this skill know the
rumors, tales, and legends of magic (the GM should
increase the difficulty for each attempt by the length
of time since the occurence at a rate of +1 for every
century).

Lore Difficulty

Famous wizards Very Easy

Enchanted item types Easy
Individual spells and their effect Moderate
Precise locations of supposedly
magical areas Difficult
Histories of specific

enchanted items Very Difficult
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ASSUME IDENTITY
Based On: Presence, Intellect
Time Required: 10 minutes to 1 hour depending on
complexity of disguise
Description: This skill allows a character to imitate
others by changing his clothes and using crude
makeup.
Action Difficulty
Fool others for a short amount of
time at a short distance away Moderate
Disguise his facial features Difficult
Alter bodily appearance
(shorter, taller, slimmer,

different species) Very Difficult

BALANCE

Based On: Perception, Re-
flexes

Time Required: 5 seconds
Description: This skill helps a
character maintain her bal-
ance, whether on a tightrope
or being tripped by an oppo-
nent in combat.

BLINDFIGHTING

Based On: Perception. Re-
flexes

Time Required: 5 seconds
Description: A character with
blindfighting can operate or
battle in dark or otherwise re-
duced-sight conditions (bliz-
zards, blindfolded, and so
forth). (Character in combat
normally suffer a =2D penalty
during full darkness condi-
tions. See Chapter Eight: Com-
bat for more information.) The
character must make a
blindfighting roll every 5 sec-
onds to continue to enjoy the
skill's effect.




Effect
eliminate
blindness
penalty

Difficulty
Moderate

Ability

Sense location
of being
Locate inanimate - Difficult
objects

CARTOGRAPHY
Based On: Intellect, Perception, Coordination
Time Required: Varies
Description: The cartography skill allows characters
to read and create maps of various types, from topo-
graphical to political.

Action Difficulty

Read maps and identify symbols Very Easy
Create small-scale maps Easy
Moderate
Difficult

Very Difficult
COMPUTER OPERATIONS

Based On: Intellect, Knowledge, Technical

Time Required: 5 seconds

Description: Computer operations represents a

character’s proficiency with computer programming

and application use.

Create terrain maps
Create world maps

Create dimesional/space maps

Situation Difficulty
Simple system

Complex system

Very Easy
Moderate

Encoded system Very Difficult

CONTACTS
Based On: Perception, Presence
Time Required: 10 minutes to 1 hour
Description: Characters must often rely on their abil-
ity to locate individuals to form a network of infor-
mants who can offer various types of information
about people, places, or events in the area they in-
habit (cities, planets, sectors, galaxies), or who can
pull some strings for characters in need.

Action Difficulty

I'im Bobko

toride a living creature, whether it be a horse, a giant
lizard, or even a dragon. Ridable mounts have an
oneriness code that represents their level of resis-
tance to being ridden. When a character first slips
into the saddle as well as during events that may
frighten the mount, she must make an opposed <crea-
ture> riding vs. orneriness roll (the gamemaster
makes the orneriness roll for the beast). If the char-
acter rolls the same or higher value, he maintains
control of his mount. Refer to the following table to
determine the result if the creature generates the
higher total.
Orneriness >
beast riding by Result

1-5 Beast stops and
refuses to move
for 5 seconds.

Beast stops and

Find contact

Very Easy

refuses to move

: : ¢ -3
General rumors Easy for 10 seconds. = ot
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Secrets of the streets Moderate

Specific information about
harmless individual or event Difficult
Specific information about

dangerous individual or event Very Difficult

<CREATIVE ABILITY>

Based On: Spirit, Perception

Time Required: Varies

Description: The creative ability skill covers every-
thing from drawing to singing to poetry to dancing.

<CREATURE> RIDING
Based On: Mechanical, Reflexes
Time Required: 5 seconds
Description: This skill measures a character’s ability

Beast bolts in a
random direction
for 1D rounds.
Beast bucksrider.
Rider must make an
Easy (10) Reflexes
roll to avoid being
thrown off.
CUSTOMS OF <REGION OR CULTURES>
Based On: Intellect, Perception
Time Required: 5 seconds
Description: This skill measures a character’s level
of knowledge about a given region’s or culture's cus-
toms.




Typ
General traditions
Meanings of traditions

Full knowledge of
esoteric custom

e of Knowledge Difficulty
Easy

Moderate

Very Difficult
DIAGNOSE MALADY

Based On: Intellect, Perception
Time Required: Varies
Description: Characters with this skill can diagnose
and potentially cure diseases.
Difficulty
Easy

Action
Determine
existence of
disease
Determine type
of disease
Determine
medicine needed
to purge disease
Determine
specific cause

Time Required
5 seconds

Moderate 1 minute

Difficult

5 seconds

Very
Difficult
ETIQUETTE
Based On: Knowledge, Intellect, Perception
Time Required: 5 seconds
Description: Etiquette measures a character’s knowl-
edge of the forms, manners, and ceremonies consid-
ered acceptable by society.

1 day to 1 week

Area of Knowledge
Proper table manners and
introductions of homeland

Difficulty

Easy
Specific forms of conduction
in a given situation

in homeland Moderate

Knowledge of ceremonies

of homeland Difficult

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

FORGERY
Based On: Knowledge, Coordination, Mechanical
Time Required: Varies
Description: A forger fabricates documents or signa-
tures. The level of difficulty depends on the type of
creation and the knowledge of the person viewing it.
The forgery skill covers both the act of forging as well
as the identification of forgeries.
Forger’s Chart

Item Forged Difficulty

Easy

Time Required

Unofficial note
or correspondence

Depends on
length of
document

Moderate 5 mintues

Difficult

Signature

Official document Depends on
length of

document

Inspector’s Chart
Familiarity with
Document or

Signature Difficulty

Easy

Time Required
Intimately familiar 5 seconds

Moderately familiar Moderate 5 seconds
Unfamiliar
Completely
unfamiliar

5
Difficult 5 seconds

Very 5 seconds

Difficult
GAMBLING

Based On: Perception, Presence

Time Required: Length of a game

Description: A gambler knows how to play various
games of chance, understands odds and spreads, and
(sometimes) has the ability to influence a game. es-
pecially those involving cards, dice, or wheels (or
other elements that involve some amount of skill to
win). A character who successfully cheats at a game
can alter the outcome in the favor of anyone involved,
including (and especially) himself.

If a character attempts to cheat (no matter whether
he is successful or not). allow all others involved in
the game to make Perception rolls. Anyone who rolls
higher than the character’s gambling total (the one
he made to determine whether he successfully
cheated) notices the character’s efforts to alter the
game’s outcome.

Action Difficulty

Know game rules Easy
Familiar with game
prebabilities and statistics
Influence game (cheat)

HAGGLING
Based On: Presence, Perception
Time Required: Varies depending on local haggling
customs
Description: Thrifty characters often employ haggling
to lower the price of goods they purchase or raise
the price of merchandise they wish to sell.
Alter Price By Difficulty
10% Very Easy
20%
30%
40%
50%
60%

Moderate
Difficult

Easy
Moderate
Difficult

Very Difficult
Heroic

HEALING

Based On: Knowledge, Intellect, Perception, Reflexes
Time Required: Varies

Description: Doctors, medics. nurses, and other medi-
cally trained personnel use various techniques, medi-
cines, and drugs to help cure the sick or injured of
their ailments.

A character may attempt to heal another based on
the current wound level of the injured person. Only
one healing skill attempt may be made per day on a
particular individual. A successful roll indicates that




the injured or sick character heals one wound level
(5 wounds to 4 wounds, 4 wounds to 3 wounds, and
so on) if using the wound damage system, or 2D body
points if using the body point damage system.

Current Wound

Level of Victim Difficulty

1 wound/75-100%

of body points remaining Very Easy
2 wounds/50-74%

of body points remaining Easy
3 wounds/25-50%

of body points remaining Moderate

4 wounds/1-25%
of body points remaining Difficult

5 wounds/() body points Very Difficult

HERALDRY

Based On: Knowledge, Intellect, Perception

Time Required: 5 seconds

Description: A character with the heraldry skill can
recognize the banners, crests, and sigils of various
clans, political groups, and goverments.

Action Difficulty
Identify heraldry’s
affiliation Easy
Identify derivation

whether or not a substance is lethal to his species (in-
crease the difficulty by two levels for other species).

Action Difficulty

Time Required

Determine whether
a substance is
poisonous

Easy 1 minute

Determine type
of poison (sleep,
sickness,

death, etc.)
Determine name
of poison

Moderate 5 minutes

Difficult 10 minutes

Determine

antidote Very Difficult 1 hour

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

Easy

Type of Information
Rumors
General feeling of

“underground” populace
Specific incidents

Moderate
Difficult

and history of heraldry

Moderate

Identify meanings of
heraldric elements Very Difficult
Increase the difficulty for heraldry recognition de-
pending on a character’s prior experience with a given
land, planet, group, or government.

HISTORY OF <AREA>

Based On: Knowledge, Intellect

Time Required: 5 seconds

Description: A character who possesses this skill
knows the history of a particular area, whether it be
as small as a city or as large as an entire world.

Area of Knowledge
Timeline of major events
Nations, leaders, and wars
Legends and myths
Ancient occurences

Difficulty
Very Easy
Moderate
Difficult

Very Difficult

Increase the difficulty depending upon the size of the

area involved.

Size of Area
City
Sub-continent
Continent
World

Sector

Increase
Difficulty By
1 level

2 levels

3 levels

1 levels

<INSTRUMENT>

Based On: Perception, Presence, Reflexes

Time Required: Depends on length of song
Description: Characters with this skill can choose
from among any instrument native to their universe.

JUMPING

Based On: Reflexes, Strength

Time Required: 5 seconds

Description: The jumping skill covers leaps in hori-
zontal and/or vertical directions. 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-
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: Knowledge of the law can be a very im-
portant skill, especially when it comes to customs,
incarceration, agreements, and treaties.
Difficulty

Very Easy

Area of Knowledge

Basic tenets of generic law
Homeland (city) laws Easy
Laws of other lands
(city-states) Moderate
Specific discipline

IDENTIFY POISON
Based On: Knowledge, Intellect, Perception
Time Required: Varies
Description: This skill allows a character to determine

(real estate, tort,
entertainment, et cetera)

Difficult




, & i b - P

LIBRARY USE/DATABASE USE

Based On: Knowledge, Intellect, Perception
Time Required: Varies
Description: Libraries and databases contains vast
stores of information that may prove helpful or at least
relevant to a character’s goals. The difficulty of a skill
attempt depends on the complexity and obscurity of
the information sought as well as the size and accu-
racy of the library/database (beginning with a diffi-
culty of zero).

Complexity

of Subject Difficulty Modifier

General knowledge -0
Introductory theories +D
Advanced/state-of-the-art

cutting-edge information 10
Obscurity of Subject Difficulty Modifier

Common -0
Uncommon <D
Esoteric +10
Library Difficulty Modifier
Cataloged, large +0
Cataloged, small -5
+10

Not cataloged, small +15

Not cataloged. large

Example: A character wants to find informa-
tion regarding the replication of cells in super-
heated conditions. In this game world, this topic
is considered uncommon (+5) and cutting edge
(+10) and the character only has access to a
small, cataloged database (+5). The total diffi-
culty for his attempt, therefore, is 20 (5+10+5=20)

LOCKPICKING

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

Difficulty
Easy
Moderate

Type of Lock
Simple key-lock
Complex key-lock
Combination lock Difficult
Microchip key-lock Very Difficult
MEDITATION
Based On: Spirit, Willpower
Time Required: 10 minutes
Description: As many sages. philosophers, and psy-
chiatrists have learned, the focusing of the mind can
release formidable power within a person. This skill
allows a character to temporarily increase any one
skill die code for a number of minutes equal to a 1D
roll. The difficulty is determined by the amount of

increase at the rate of +5 for each pip. For example, a
character who wants to raise his dodge skill by 1D
has a difficulty of 15 (5+5+5=15. since 1D=3 pips). If
the character fails the roll, he gets the bonus indi-
cated by his die roll.

Example: A character needs a 15 to increase
his dodge skill by ID. He makes a meditation
roll and generates a total of 12, not enough o
receive the 1D bonus. The 12, however, is high
enough to beat the next lowest bonus level (+2
pips ), so the character’s dodge increases by two
pips for 1D minutes. He rolls 1D and gets a 5. so
the bonus lasts for five minutes.

<MELEE WEAPON>

Based On: Reflexes
Time Required: 5 seconds
Description: Characters who engage in close-quarters
combat may wish to have the ability to wield a
weapon, rather than relying solely on a weaponless
fishting style (see below). As a character becomes
more proficient in the use of a particular weapon, she
increases her accuracy—either in striking or in pin-
pointing the most vulnerable area of her opponent.
Since each type of weapon requires different knowl-
edge and muscle control, a character cannot apply
her experience in one weapon to another. For ex-
ample, a character highly skilled in the use of a sword
(die code of 7TD+2) may have only a limited knowl-
edge of axes (die code of 4D+1) and absolutely no
experience in club (default to Reflexes die code of
3D+2).

<MISSILE WEAPON>
Based On: Coordination
Time Required: 5 seconds
Description: Characters who engage in long-range
combat may wish to increase their proficiency 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 in
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 5D+2) and absolutely no experience in blowgun
(default to Coordination die code of 4D).

NAVIGATION

Based On: Knowledge, Intellect

Time Required: 5 seconds to 4 hours

Description: Navigation measures a character’s abil-
ity to plot a safe course through a body of water or
through space. Failure means that the pilot of the
vessel must make a piloting skill check against a diffi-
culty one level higher than the difficulty of the area.
Success means the pilot need not make a roll (unless
he performs an unexpected maneuver); the vessel
arrives safely.
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Difficulty

Danger Level of Area
Completely safe;
navigable lanes marked
Relatively safe;
few obstacles
Narrow safe-lane
Many obstructions
Many moving obstructions
(e.g. asteroids) Very Difficult
PUBLIC SPEAKING
Based On: Presence
Time Required: Length of speech
Description: Public speaking represents a character’s
skill at oration, his ability to speak in front of large
crowds and to convince them of his beliefs.

Difficulty

Very Easy

Easy
Moderate
Difficult

Action

Speak with little fear
and stammering
Speak confidently
and with emotion
Convince crowdf

Easy

Moderate

Difficult

T Increase or decrease this difficulty depending on

the demeanor of the crowd as a whole. Friendly, ac-

cepting crowds will be easier to convice, while hos-

tile crowds will be more difficult to convince.
READ/WRITE <LANGUAGE>

Based On: Knowledge, Intellect, Perception

Time Required: Depends on length of document

Description: This skill enables a character to com-

prehend and use the written form of the specified

langauge.

Action Difficulty

Create and read simple
sentences using a
small vocabulary Easy
Create and read
documents of medium
difficulty Moderate
Very Difficult
SCALING

Based On: Reflexes, Strength

Time Required: Depends on height of structure
Description: Climbing human-made structures re-
quires a set of skills similar to but not exactly like
that needed for rock climbing. The scaling skill cov-
ers everything from pyramids to skyscrapers.

Difficulty

Create and read novels

Action

Scale surface with many

hand- and footholds Moderate

Scale surface with few

hand- and footholds Difficult

Scale surface with no
hand- or footholds Very Difficult

Stop a fall Heroic

<SCIENCE>
Based On: Knowledge, Intellect
Time Required: 5 seconds
Description: A skill in a science discipline (physics,
chemistry, biology, geology, thermodynamics, artifi-
cial intelligence, et cetera) represents a character’s
knowledge of that area.

Type of Knowledge Difficulty

Very Easy
Easy
Moderate
Very Difficult

Basic knowledge
Theories
Complex concepts
Cutting-edge topics
SECRET SOCIETIES

Based On: Knowledge, Intellect, Perception

Time Required: 5 seconds

Description: This skill covers knowledge of groups

that act in secrecy.
Type of Knowledge

Names and rumors
of group

Difficulty

Easy
Moderate
Difficult
Very Difficult
Heroic

SHADOWING
Based On: Perception
Time Required: Varies
Description: The shadowing skill represents a
character’s ability to follow a given target.

Difficulty

Locations of operation
Philosophies
Activities

Personages

Action
Follow target
in open area Very Easy
Follow target
in small town Easy
Follow target
in small city Moderate
Follow target

in large, congested city Very Difficult

Based On: Reflexes, Perception

Time Required: 5 seconds

Description: This skill enables characters to shroud
their movements from the sight and hearing of oth-
ers, including everything from hand gestures to their
entire bodies. The sneak roll total becomes the diffi-
culty required for another character to perceive the
sneaking character (usually through a Perception
roll).

SPEAK <LANGUAGE>

Based On: Knowledge, Intellect, Perception

Time Required: Depends on length of conversation
Description: The character may converse with any
other creature who speaks the specified langauge.
High levels of proficiency in the skill indicate a great
fluency, including accent, intonation, and connota-




tion. Failing a skill check results in some form of mis-
communication, the extent of which is determined
by the amount by which the character misses the
difficulty.

Action Difficulty

Convey and understand
simple thoughts Easy
Converse casually with
native speaker Moderate
Convey and understand
complex thoughts Difficult
Capture accent, intonation,

and connotation of

native speakers

SWIMMING

Based On: Endurance

Time Required: 5 seconds

Description: Those who dare to tread in the deep
waters of lakes, rivers, and oceans must have the
swimming skill or will risk drowning.

Very Difficult

Action Difficulty

Swim in clear, calm water Very Easy
Swim in choppy water Easy
Moderate
Difficult

Very Difficult

Swim in rough waves

Swim during a heavy storm

Save another drowning character

THEATRICS

Based On: Perception, Presence
Time Required: Depends on length of performance
Description: This skill measures a character's ability
to fool others into believing he is someone else. The
theatrics skill total generated for a given attempt be-
comes the difficulty needed for another character to
see through the performance (usually a Perception
roll).

THEURGY

Based On: Knowledge, Intellect, Spirit

Time Required: 5 seconds

Description: The theurgy skill represents a character’s
knowledge of magical incantations and items.

Action Difficulty

Knowledge of common spell Easy
Moderate

Difficult

Knowledge of uncommon spell
Knowledge of rare spell
Identify spell as it is cast by
another character

Identify enchanted items

TRACKING

Based On: Perception

Time Required: 5 seconds

Description: Tracking allows a character to follow the
markings left by a person or creature. The difficulty
depends on the terrain and the amount of time that
has passed since the quarry made its tracks.

Very Difficult
Heroic

Difficulty

Very Easy
Easy
Moderate
Difficult

Very Difficult

Terrain Type
Soft dirt
Grassland
Forest
Rain forest
Desert
Increase the difficulty by one level for each day
since the person or creature passed through the area.
gy h
TRAPS
Based On: Perception, Reflexes
Time Required: Depends on complexity of trap
Description: The traps skill represents a character’s
proficiency in setting, locating, and disabling traps.
Set Difficulty
Difficulty Disable
Pit Very Easy Easy
Snare

Trap
Type

Locate
Difficulty
Easy
Moderate
Difficult
Difficult
Very
Difficult
URBAN GEOGRAPHY
Based On: Knowledge, Intellect, Perception
Time Required: 5 seconds
Description: A character who knows urban
georgraphy can locate public transportation, govern-
mental buildings, and other specific structures. Prow-
ess in this skill allows him to navigate grid streets,
subways, and city sewer systems. A successful skill
check means that the character can find his way to
his destination in half the normal amount of time and
without getting lost. Failure means he either simply
cannot locate his destination or he becomes utterly
lost.

Easy Easy

Tripwire Easy
Difficult
Very
Difficult

Very Easy
Difficult
Very
Difficult

Lock needle
Wall dart

Type of Knowledge Difficulty

Generic city layout Very Easy
Location of specific buildings
and structures Easy
Moderate
Difficult
Very Difficult

Good and bad sections
Street/subway navigation
Sewer navigation

Modify the difficulty based on the congestedness

and use of civil engineering in a particular city.
<VESSEL> PILOTING

Based On: Perception
Time Required: 5 seconds
Description: A character must make a piloting roll
whenever he attempts to perform a stunt (see the
“Vehicle Combat™ chapter). Piloting a vehicle under
normal circumstances does not require a roll. Types
of vessels include starships, boats, hovercraft, and
cars, trucks, and motorcycles (in which case the skill
can be called driving).
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<WEAPONLESS FIGHTING STYLE>
Based On: Reflexes
Time Required: 5 seconds
Description: Three standard forms of weaponless
fighting exist in the known world: martial arts, wres-
tling, and brawling.

Martial arts, the fighting art of the ancients, cen-
ters on a person’s innate ability to control her muscles
in such a way as to create great power in her strikes.
Character’s practicing a martial art employ a variety
of moves, from frontal strikes directed at the solar

plexus to spinning, high kicks to the head.

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

Brawling, the least formulaic of the three, includes
the typical tavern-fight tactics—from wild haymaker
punches to kicks targeted at an opponent’s shins (or
other, more fragile areas). Most characters that
choose a weaponless fighting style will usually learn
brawling, the easiest of the three to master.
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Characters need equipment to help them survive and
succeed in their goals during adventures. Which items
are available depends entirely on the game world, but
below you'll find a basic list to give you an idea of
how to create your own.

N anld A
COS1
You must determine the costs of the various items
below depending on the scarcity of the equipment,
the laws governing its sale, and the trade agreements
of your game world.

WEAPONS
Weapons have an accompanying list of statistics that
determine how much damage they cause, how far they
can go, how much ammunition they can hold, and how
fast they can be wielded. Refer to Chapter Eight, “Com-
bat,” for more information on using those values.

MISSILE WEAPONS

Weapon Range Speed Damage
.22 calibre pistol /25/50 0 3D
.38 Special 5/30/70 0 3D+2
.357 Magnum 2/25/60 ¢1 4D
Blowgun <2 2D-+1
Crossbow 10/20/40 +1D 4D+1
Long Bow 15/30/50 +2  STR+1D
M16 .223 Assault Rifle 20/40/55  +2 6D
Throwing knife 5/10/15 0 STR+2
Wheelock Pistol 4/8/12 1D 3D

MELEE WEAPONS
Weapon Range Speed Damage
Baseball Bat — +2 STR+1D
Battle-axe == -1D+1 STR+2D
Brass Knuckles — 0 STR-+1
Electro-knife 1 STR+1D
Fist 2 STR
Knife ' STR+2
Sword STR+1D+1
War Hammer STR+1D+2

ARMOR

Armor provides characters with added defense
against attacks. The Defense Bonus applies to Endur-
ance rolls when resisting damage (see Chapter Eight,
“Combat,” for more information).
Type Defense Bonus
Heavy Padding +1
Leather Armor +1D
Chain Link Armor +2D
Light Kevlar +2D+1
Flak Jacket +3D
Plate Armor +3D+2
Kevlar Ceramic +3D+2

" 3
ADVENTURING GEAR
Characters often employ other paraphernalia when
taking part in an adventure. Below you'll find a sample
list of types of equipment that might come in handy
at some point during a character’s adventuring ca-

reer.

You can create gear that serves no particular game
purpose or that has its own set of statistics. For ex-
ample, a medkit might heal two wounds if a success-
ful healing check is made, or soft, padded shoes might
give a -1D bonus to all sneak rolls.

Devise equipment as vou see fit, but be careful not
to bog the characters down in items, and don't let
them carry an impossible amount either. If a charac-
ter is carrying around a canoe on his back. he can't
hold anything else. As with anything else in a D6 game,
play fair and yet fast—as long as the everyone is hav-
ing fun, don't worry too much about the rules.

Archaeologist’s Kit

Arrows

Astrolabe

Backpack

Bandolier

Batteries

Belt

Binoculars

Blanket




Briefcase

Bug Detector

Bullets

C-4 Explosive

Camera

Canoe

Canteen

Cloak

Compass

Computer Diskettes

Cooking Gear

Crowbar

Cybernetic Implant

Detonator

Dice

Fake ID

Field Radio

Fishing Gear

Flashlight

Flint and Steel

Freeze-dried Food

Gas Mask

Gloves

Glue

Goggles

Grappling Hook

Gun Powder

Handcuffs

Hang Glider

Hat

Heavy Boots

Holster

Infrared Goggles

Invisible Ink

Iron Spikes and Piton

Lantern

Laptop Computer

Leather Satchel

Life Jacket

Lighter

Lockpicking Tools (+1D to
lockpicking rolls)

Maps

Marbles

Matches

Mechanic’s Toolkit

Medical Kit (+1D to healing
skill rolls)

Night-vision Goggles

Paper

Parachute

Passport

Pen

Pencil

Playing Cards

Portable Chemistry Kit

Pouch

Quiver

Radar Detector

Radio

Radio Jammer

Raft

Rocket Pack
Rope
Scissors
Shovel
Shaving Kit
Silencer
Sleeping Roll

Tape

Tape Recorder
Telephone, cellular
Telescope

Tent

Torch

Tracking Device
Watch

Wire Cutters

Wire Tap

Utensils

Vehicle License
Video Recorder

:
.
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'EHICLES
VEHICLES

Again, depending on your game world, you may wish
to include vehicles of various types, 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.

N

DISPENSING EQUIPMENT
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 sprinkle
an entire scenario with seemingly useless items that
together can allow the player 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 characters are supposed to bug
a hotel room where two enemy agents will meet, for
example, they'll need electronic listening devices. In
these cases, you should provide the necessary equip-
ment to the characters on loan. At the end of the ad-
venture, the characters should turn in whatever
they've borrowed (except those items that were ei-
ther used up or left purposely, of course).

Make sure to give the characters opportunities to
purchase equipment every once in a while, They'll
often need to stock up on supplies. replenishing what-
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 tone of the milieu.
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Many game worlds include magic, psionics, mysti-
cism, or other supernatural powers. This chapter
gives you a basic overview of such systems and pro-
vides an example of each that you can incorporate
into your game right away.

MAGIC SYSTEMS

Magic plays a large role in many fantasy settings. In
some, magic pervades the world, while in others it
lies hidden in millennia-old ruins, lost to all but a few
reclusive wizards and witches. But don't rule out
other genres: you could create a new atmosphere in
an old setting by including magic. For example, the
Wild West, science fiction, espionage, etc.

The extent to which you want magic to be used in
your game world will determine what type of magic
system you create. You can restrict the use of magic
in several ways:

e Limit your player characters’ exposure to
spellbooks and experienced wizards so that they can-
not learn spells easily.

* Incorporate the use of spell components, forcing
characters to constantly restock since the compo-
nents are destroyed when casting an incantation. In
addition, if vou make the more powerful spells require
expensive or extremely rare components, characters
will have to rely on the less powerful spells.

* Have spells drain life force (wounds, body points,
Character Points, or Fate Points) from the caster.

» Allow other characters to sense the use of magic.
The more powerful the spell being cast, the more eas-
ily it can be sensed and located.

* Have the governments in your game world outlaw
the use of magic.

* Give magic a random element that makes it unreli-
able.

* Require knowledge of certain low-power spells for
casting high-power spells.

SOURCE OF MAGIC

When you design your magic system, you must also
think about the theory behind its use. For example,
you can decide not to worry about theory and just
says it works (“The mighty wizard Rothaz appears
out of nowhere, levitating in mid-air. With a wave of
his hand he turns you all into wart hogs.” “Hey, how'd
he do that?” “Magic. Now, do you still want to go into
the tavern?™). Or you could have a dimension of pure
power that spellcasters can tap into to cast their
spells. Or you could say that all things in the universe
have an innate power which spellusers can drain away
to power their incantations, leaving the source of the
power injured or dead. Or perhaps all spells rely on
complex mathematical equations that when com-
bined with certain components causes the reorgani-
zation of quarks in a given area, thereby producing
the desired effect.

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 whatsoever. Of course, you
can always develop your own system as well.
LEARNING SPELLS

Acquiring and learning incantations usually occupies
a majority of a spellcaster’s time. Depending on the
amount of magic use you want for a particular game
world, you must decide the difficulty of locating and
comprehending spells.

The simplest method, and the one most likely to
cause your player characters to get too powerful too
quickly, is to allow spellcasters to invoke any incan-
tation they have seen used by another spellcaster.
One way to defeat the negative aspect of this system
is to make all wizards encountered by the characters
extremely proficient, and therefore, dangerous. If a
character wants to learn a new spell, he'll have to
face this deadly wizard in battle.
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Another method centers around the recording of
incantations on a given medium. Most often, incanta-
tions are written into spellbooks or on loose parch-
ment paper, but you could encode the formula for a
spell on stone, in a computer, in a spellgem (see “Ar-
tifacts” below), or anywhere else that makes sense
for your game world. Spells may be written in a stan-
dard language or in a tongue specially created to cap-
ture the vocal nuances necessary for spellcasting.

Once a character finds the written form of a spell,
he has to learn how to cast it. This can happen auto-
matically or could require a Magic attribute roll
against the difficulty of casting the spell (see “Spell
Attributes™ below). If the character beats the spell’s
difficulty, he may cast it from then on. If he fails, how-
ever, he may try again, but each successive attempt
increases the difficulty by 5.

MEMORIZING SPELLS

There are three main ways to cast spells:

1. On the Fly: The character may cast any spell (that
he has previously learned) at any time, as many times
as he wants, without limitation.

2. From Memory: The character can memorize a
given number of spells up to a maximum number de-
termined by his Magic attribute (one spell per pip: a
character with a Magic attribute of 3D+2 could have
a total of 11 spells memorized at one time (each die
is equal to 3 pips, s03X 3 =9, + 2 pips = 11)) and may
cast those when he chooses.

Under this system a character must spend a half
hour to inscribe the magical formula of a spell into
his memory. To memorize 11 spells would therefore
take five and a half hours. Whenever a “memory slot™
opens, i.e., the character casts a spell, he can then
memorize another spell in that slot.

Once a character has cast a spell, he cannot cast it
again until he takes the time to re-memorize it. One
way to avoid this limit is to memorize a given spell
multiple times. If a character uses three memory slots
(spending an hour and thirty minutes studying) for
the same spell, he can cast that spell three times be-
fore he needs to memorize it again.

3. Through Objects: Another method for
spellcasting relies on concrete objects like scrolls,
wands, potions, and the like for releasing magical
energies. Characters have no inherent aptitude for
or control over magic (i.e., the Magic attribute and
spell skills are not used). They must instead spend
time locating such objects if they wish to have any
magic at their disposal. This method gives the GM
complete control over all magic used in the game. He
can limit powerful magics, instead giving the player
characters weak or temporary items (a wand that has
only three charges left before its magic is depleted).

SPELL ATTRIBUTES
An incantation has several values that govern its use.

The most common (and the ones used for the sample
magic system in this chapter) are:

Difficulty: This value, used only when spells are treated
as skills that fall under the Magic attribute, represents
the difficulty of creating the effect. When a character
wants to cast a spell, the player must make a skill roll

against the difficulty. Failure means that either 1) the
spell didn't work and the caster lost it from his memory,
2) the spell didn’t work and the caster retains it in his
memory, 3) the spell didn’t work but some other effect
occurred, or 4) the spell worked and another effect oc-
curred as well (note: if not using the “From Memory”
option, ignore the question of whether or not a spell
remains in the caster’s memory).

The difficulty may also be listed as an opposed roll
rather than a numerical value. For example, a spell
with a difficulty of “Target’s Willpower” would require
the target of the incantation to make a Willpower roll,
which becomes the difficulty for the successful cast-
ing of the spell.

Speed: The speed value only comes into play if you
are using the Speed combat option (see Chapter
Eight). It represents the length of time it takes to cast
a spell, ranging from a few seconds to days or months.

If the value appears without a time measurement
(e.g., 4 instead of 4 seconds) it indicates that the spell
can be cast within 5 seconds (one combat round).
The caster then treats the spell’s speed value just like
the speed value of a weapon, adding it to his Reflexes
roll for initiative. Higher values represent the need
for longer periods of time, so a spell with a speed of 5
takes less time to cast than a spell with a speed of -2.

Range: The range gives the maximum distance from
the caster that the spell can reach. For example, an
incantation with a range of 10 meters could not di-
rectly affect a character standing 12 meters away from
the spellcaster. The wizard can target a spell anywhere
within the designated range.

Area of Effect: This value determines the total area
that a spell can affect. Treat the number given as the
radius of a circle centered on the point the caster tar-
geted (which is limited by the spell's range). Anything
within that area becomes affected by the spell. An
area of effect of five meters, therefore, would affect
anything within five meters of the target point.

Some incantations do not affect an overall area, but
rather a number of targets within the spell’s range. A
spellcaster can choose a number of targets up to the
designated value. For example, 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
time the incantation lasts. For example, if a wizard
uses the paralyze spell (duration of 10 minutes) to
incapacitate his victim, the paralyzation effect wears
off ten minutes after he cast the spell.

Optional values include:

Components: As mentioned above, you can create a
magic system that requires the use of spell compo-
nents. List here the specific types and amounts (if
applicable) of each component. Examples include: a
keyword or phrase, a physical movement or a ges-
ture, a certain amount of an element, or part of a dead
creature, and so forth.

Life Drain: This entry lists the amount of wounds,
body points, Character Points, Fate Points, or a com-
bination that is drained from the spellcaster when he
releases the incantation.
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Magical Pulse: This dual value represents the diffi-
culty for another character in the designated range
to sense the use of magic. The sensing character must
make a Magic attribute roll against the difficulty; suc-
cess means he notices the casting of the spell and
the general direction of the caster. For example, a
magical pulse of “10/50 meters” means that anvone
within 50 meters who beats a difficulty of 10 on a
Magic roll notices the release of the spell.
MAGIC OPTION: SHAPING SPELLS ON
THE FLY

You can treat magical spells as static effects, i.e., all
spells always work exactly the same way no matter
the circumstances surrounding the casting. Or, you
could allow characters to manipulate incantations on
the fly.

The mechanics for this technique are not as com-
plicated as they might seem. Essentially, the difficulty
of casting a spell increases depending on the amount
of alteration from its standard version. See the Spell
Shaping Table below.

SPELL SHAPING TABLE
Spell Attribute
Speed change
Range change
Area of Effect

Difficulty Increase

+1 per time-unit

+1 per distance-unit

+1 per radius-unit or
number-of-targets
change

Duration change +1 per time-unit

A unit refers to the measure used for that particu-
lar spell. For example, an incantation with a range of
12 feet could be extended or contracted at the rate of
+1 per foot. To limit the range to nine feet, then, would
increase the difficulty by three. A spell with a range
of eight yards could be extended or contracted at the
rate of +1 per yard. To increase its range from eight
vards to 12 yards, then, would raise the difficulty by
four.

Special considerations:

Speed: The time required to cast can be reduced
or expanded by the time unit given. If the speed value
is a number with no time measurement qualifier, then
the difficulty increases at a rate of +1 per one step
from the designated value; a speed of nine, therefore,
could be reduced to a speed of seven with a difficulty
increase of two.

Area of Effect: Increasing or decreasing the num-
ber of targets of the spell (for those spells that give
the area of effect as a number of targerts) raises the
difficulty at the rate of +1 per additional target.

DISRUPTING SPELLCASTING

You may choose to disallow the disruption of spells
while they are being cast. Whenever a character at-
tempts to cast a spell, he may do so without worry-
ing about another character preventing him from suc-
ceeding.

If you would like to add an extra level of complex-
ity to your game (and assuming you select either the

combat rounds or simultaneous combat options (see
Chapter Eight "Combat™)) you may wish to use the
following option: a character who suffers damage
while casting a spell automatically loses that spell.
For example, a character casting a spell with a speed
of one minute would lose the incantation if he took
damage at any time during that minute.

Those incantations that require less than one round
(five seconds) to cast work a little differently. A char-
acter rolls his Reflexes dice to determine when he
acts during the combat round. The resulting total rep-
resents the time the character begins to cast his spell.
The speed of the spell (which can be a negative num-
ber) is then added to the total to give a new value. If
the character suffers damage at any point between
the first value (the Reflexes total) and the second

ralue (the Reflexes total plus the spell's speed), the
caster loses the spell.

Example: Walter the Wizard has engaged a
group of bandits in battle. On this combat round,
Walter plans to destroy the ruffians with a fire-
ball (which has a speed of =8). The player run-
ning Walter makes a Reflexes roll lo determine
when his character gets to take an action. He
generates a 15. The bandits (as a group) roll a
total of 11. Since Walter generated the higher
value, he goes first. He starts casting at 15 and
will continue to cast until time value seven (15
( Walter's Reflexes roll) — 8 (the fireball's speed)
= 7). Every character who may take an action
during that time period (which in this case does
include the bandits, who rolled an 11) has a
chance to inflict damage on Walter and thereby
cause him to lose his fireball.

HOW MANY SPELLS DO
BEGINNING CHARACTERS
GET?

The 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 even with none at all. Or in a world over-
flowing with magic, characters may start with
eight or even ten spells.

ARTIFACTS

Many fantasy adventures—novels, movies, and
roleplaying games—revolve around the quest for a
sacred or magical treasure. Such devices can come
in a variety of forms, from wands and potions to en-
chanted blades and crystal balls. The magic of these
items usually falls into one of the following catego-
ries.

SPELL SIMULATION
Some artifacts simply duplicate the effects of a spell,
using the same values designated by the incantation’s
entry. With magical items, however, aroll against the




spell’s difficulty is not required: the effect occurs at
the wielder's command (which may require a com-
mand word (*Abra cadabra™ or gesture (rubbing the
lamp)).

INHANCED POWER OR PROWESS
Other artifacts serve to increase the power of a char-
acter in some way. Sometimes the item affects the
character himself, conveying a +1D to Strength, for
example. An item could, on the other hand. have an
inherent power that sets it apart from other items of
a similar form, e.g, a sword that causes additional
damage, dispels enchantments, or gives the wielder
a +2D in his sword skill.

UNIQUE EFFECT
You can also create artifacts that have unique effects.
For example, a spellgem (a hand-sized piece of crys-
tal imbued with magic) could store incantations from
which spellcasters can learn new spells. Or an onyx
orb could open a gate into another dimension. You
can create any kind of magical device that fits within
your game world.
CHARGED ITEM
Some artifacts might have a limited number of uses
before their magic is expended. You have the option
of allowing these items to become forever useless or
to be recharged by a specified procedure. Perhaps
casting a spell into the device might rejuvenate it. Or
the character may have to dip the artifact into the
magical lake of Nal Durra on the far side of the conti-
nent. The restoration for each item could be differ-
ent—which could make for an unlimited supply of
potential adventures for the player characters.
PERMANENT ITEMS

Many artifacts have unlimited magical energy and will
never lose their abilities. Such enchantments should
be rare in worlds where magic is scarce; otherwise,
whoever holds such a device could easily cause your
game to become unbalanced. One side has a distinct
advantage that prevents them from losing in almost
any situation.

Be careful when handing out permanent artifacts.
The more you give to the players, the harder you'll
find it to create adventures that challenge them.

SAMPLE MAGIC SYSTEM
SOURCE OF MAGIC

Magical energy comes from randomly moving ley lines
(called chaos streams) in the earth. When a wizard
attempts to cast a spell, he taps into the nearest chaos
stream and draws out the power required to create
the desired effect. Since the ley lines constantly move,
however, the wizard never knows whether he will be
able to control the power he releases, which some-
times results in random magical effects.

When a character wishes to bind a spell, she must
visualize the effect in her mind by concentrating on
the pattern of chaos energy that defines the incanta-
tion. A gesture or phrase (or both) taps into a nearby

chaos stream, creating a conduit through which pure
chaos energy flows into the caster’s body. If the “chaos
binder” loses control of her spell while casting, she
unleashes chaos energy directly into her environment
with unknown results.

GAME MECHANICS
This magic system uses the following spell attributes:
difficulty, speed, range, area of effect, and duration.

Characters have the ability to alter their spells on the
fly (according to the spell shaping rules given above).

ASTING CHAOS BINDINGS

Characters can cast an unlimited number of spells
per day, but the difficulty to cast any spellis increased
by a value equal to the number of spells the wizard
has cast that day so far (note that this only counts
spells that were successfully cast; any failed attempts
are not included). Only a full eight hours of sleep can
remove the added difficulty. For example, a charac-
ter who has already cast five spells on a given day
would have a +5 penalty to the difficulty of the next
spell he attempted to cast. This slow difficulty in-
Crease represents the growing fatigue spellcasters
experience when they allow chaos energy to flow
through their bodies.

In game terms, whenever a character fails the diffi-
culty roll to cast a spell, the GM must roll 2D and con-
sult the Unleashed Chaos Table.

UNLEASHED CHAOS TABLE

Roll Effect
2 A random spell memorized by the
spellcaster goes off rather than the intended
spell
A random spell occurs (not limited to the
caster’s currently memorized incantations)

Arandom spell or enchanted item ceases to
function for 2D minutes

The caster vanishes and reappears 5D feet
in any direction from his current location

All spellcasters in a 50-foot radius centered
on the caster automatically gain a +3D bo-
nus to any cast any spell for the next 1D min-
utes

All magic in 50-foot radius, centered on the
caster, goes dead for 1D minutes

The spell effect occurs 1D minutes after the
completion of the incantation

A gate to another dimension suddenly ap-
pears within (1D x 10) feet of the spellcaster
A direct chaotic backlash occurs inflicting
4D damage on the caster

After the caster unleashes her spell, she be-
comes mesmerized by a random creature in
her line of sight for 1D minutes

The enchantment produces the opposite of
the intended effect (as determined by the
GM)
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SPELLS

CAST CHAOS

Difficulty: Special

Speed: Special

Range: Special

Area of Effect: Special

Duration: Special

The caster can unleash pure chaotic energy in an at-
tempt to simulate a spell. The incantation is cast at a
difficulty of 10 plus the simulated spell’s difficulty,
and automatically triggers a chaotic backlash (the GM
rolls on the Unleashed Chaos Table). If the caster fails
the difficulty roll, the GM rolls a second time on the
Unleashed Chaos Table. The simulated spell is treated
just as if it had been cast normally (using its speed,
range, area of effect, and duration).

CHAOS BURST

Difficulty: 15

Speed: -4

Range: 30 meters

Area of Effect: One character

Duration: Instant

At the casting of this spell, three bolts of swirling en-
ergy erupt from the caster’s fingertips and streak to-
ward one target. The spell user must make an attack
roll for each bolt, but it is treated as a single action.
Each bolt causes 4D damage. The caster then rolls
once on the Unleashed Chaos Table, regardless of his
success in hitting his target.

CHAOS WEB

Difficulty: 17

Speed: -4

Range: 20 meters

Area of Effect: 5 meters

Duration: 30 minutes

This chaos binding creates hundreds of strands of
chaotic fiber that interweave themselves into a web
of magical energy. The spell user must anchor the web
between at least two objects. Anyone touching the
web with bare flesh automatically takes 3D damage
(once per contact) and causes a chaotic backlash (roll
once on the Unleashed Chaos Table). Any attack on
the web results in an additional chaotic backlash.
When the spell ends, the fibers quickly break down
and fade away. their innate chaos expunged. Note that
the caster is not immune to the effects of the web.

CONTAIN CHAOS

Difficulty: 20

Speed: -5

Range: 40 meters

Area of Effect: —

Duration: Instant

If cast within 10 seconds after a chaotic backlash, the

spell user may capture the energy created by the tem-
porary flux in the chaos stream. The spellcaster may
then recast the enchantment that caused the back-
lash, even if he did not originally cast it.

DRAIN

Difficulty: 18

Speed: -7

Range: Touch

Area of Effect: —

Duration: Instant

The caster may steal a Character Point from her tar-
get and use the power to temporarily increase her
ability to cast her next spell (receiving a 2D bonus to
her spell skill roll against its difficulty). Note that the
bonus applies only to the next spell cast by the spell
user. The victim of the incantation feels a dull pain in
his chest when the Character Point is sucked away. If
the target has no Character Points, he still feels the
ache, but the caster does not gain any benefit.

FLASH

Difficulty: 10

Speed: -4

Range: 1 meter

Area of Effect: 10 meters

Duration: Instant

This quick enchanment creates a painful burst of light
that affects all creatures within the spell’s area of ef-
fect. Those affected (i.e., looking in the direction of
the light) go blind for 10 seconds (thereby suffering a
-2D penalty to all actions during that time; see Chap-
ter Eight, "Combat,” for more information on blind-
ness penalties).

HESITATE

Difficulty: 5

Speed: -5

Range: Touch

Area of Effect: One character

Duration: Instant

Through this incantation, the caster injects a tiny
amount of chaos energy into to his victim's body, caus-
ing the target's muscles to spasm 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 meters

Area of Effect: Special

Duration: 20 seconds

Upon the casting of this spell, five dark motes of en-
ergy coalesce in the caster’s hand. The chaos binder
may hurl the deadly magic one mote at a time (speed
of +1) at the same or separate targets (each attack is
treated as a separate action). The caster may choose
to throw them all at once (incurring the applicable
multi-action penalties) or one at a time. A successful
attack causes 3D in the victim as the black mote bur-
rows into the target's body. Once within, the dark
energy begins to suck away the victim's will (subtract
one pip of a mental attribute and one pip of Endur-
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ance for every 10 seconds the spell remains in effect;
the lost pips return at the same rate they were lost).

PROPEL

Difficulty: 10

Speed: 1 minute

Range: 25 meters

Area of Effect: One object

Duration: 10 minutes

This spell builds up a wave of chaotic energy which
the caster feels as an invisible, pulsing force close
by. At the completion of the incantation, the chaos
binder commands the wave to push objects or crea-
tures in any direction. The wave of force can manipu-
late a target of no less than 1 kilogram and no more
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: 1 kilometer

Duration: 3 hours

Magic leaves telltale signs of its use in the form of
shimmering paths of residual chaos invisible to the
naked eye. With this spell, the user attunes her sight
to the range of chaos waves, enabling her to see these
stringy paths and follow them to their source. The
caster may trail a particular path up to the spell’s
area of effect at which point it gradually fades. If the
original caster has left the area, the trail ends in mid-
air. The spellcaster may then cast sense residual magic
again and pick up the trail where it left off, following
up the limit of its area, and so on.

SHROUD

Difficulty: 5

Speed: 5 minutes

Range: —

Area of Effect: The caster
Duration: 4 hours

When this enchantment is cast, a swirling, blotchy,
gray-and-black film encases the spellcaster’s body,
completely concealing her features.

WARP MAGIC
Difficulty: 15
Speed: 0

Range: 35 meters

Area of Effect: One spell

Duration: Instant

The caster may prevent a spell from occurring (just

as another spellcaster unleashes an incantation), or
may eradicate a spell that has already been cast.

ZED’ORIC’S DEFENSE

Difficulty: 12

Speed: 5 minutes

Range: —

Area of Effect: The caster

Duration: 8 hours

Using this incantation, the caster weaves chaos en-
ergy into his body. The chaos field absorbs any physi-
cal damage inflicted upon the character (including
magical attacks that physically harm the target), giv-
ing a bonus of 1D to an Endurance or mental attribute
roll to resist damage.

SYCHIC POWE
PSYCHIC POWER
3 rquﬂu 1 q
SYSTEMS
Psychic, or psionic, powers share many similarities
with magic. The main difference lies in the source of
power that creates the effects. Magic often relies on
outside elements—another dimension, the combina-
tion of various components, artifacts—whereas
psionics hinges on the power of the mind.

Ron Kulp




GAME MECHANICS
Psychic powers use many of the same game rules as
magical spells. Rather than the Magic attribute, how-
ever, characters use the Psychic Ability attribute as
the basis for their aptitude for such powers. All
psionic skills, then, fall under Psychic Ability.

LEARNING PSYCHIC POWERS

Characters can learn to use psionics in many differ-
ent ways.

Innate Ability: A character may be born with an in-
herent psychic power as a result of a genetic muta-
tion (in a society where 99.9% of the population has
no psychic ability at all). As he gets older he can learn
to controi 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 of psychic powers (in a world
where psionics are considered evil) can enhance a
character’s basic aptitude.

Inflicted Ability: Sometimes a character may be
blessed (or cursed. depending on the sentiments of
the game world’s society) with a psychic ability dur-
ing a traumatic or injurious event. For example, a
character may be subjected to enormous amounts of
radiation that somehow alter his brain structure to
allow him to produce psychic effects. Or during in-
tensive brainwashing, a character’s mind rebels with
all its force, releasing its energy in such a way that it
creates a new synaptic pathway that allows him to
use psionics.
USING PSYCHIC POWERS

Most literary and film sources depicting psychic pow-
ers show psionically active characters using their
abilities whenever and as often as they like. Unlike
spells, therefore, psychic powers do not have to be
memorized. Once a character has learned 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).

PSYCHIC POWER ATTRIBUTES
Psychic powers have the same attributes as spells:
difficulty, speed, range, area of effect, duration, plus
the optional attributes components, life drain, and
magical (in this case, psychic) pulse. The next sec-
tion contains a sample psychic power system based
on these attributes.

SAMPLE PSYCHIC POWERS
BACKGROUND

In the late 21st century, genetic manipulation has been
banned. Previous attempts to control the structure
of human beings have failed horribly, creating a race
of malformed monsters, most of whom have been
locked away forever in the deep basements of the
world’s most advanced research labs.

But a few children of these tests managed to con-
trol their powers and escape the notice of the teams
sent to hunt them down. As they turn into adults, they
gain complete use of their powers, but must take care
to conceal them from the everyday populace, who
would report them immediately, so scared are they
of what the government continues to call “monsters.”

GAME MECHANICS

This system uses difficulty, speed, range, area of ef-
fect, and duration. It is recommended that the at-
tribute Willpower be used in this game system since
many of the powers can be resisted by it. Alterna-
tively, you can treat willpower as a skill under another
mental attribute, like Mind, for instance.

POWERS

ESP

Difficulty: Target's Willpower

Speed: 0

Range: 100 meters

Area of Effect: One character

Duration: 5 minutes

A character with this power can secretly enter the
mind of her target and listen to his thoughts.

MIND ASSAULT

Difficulty: Target's Willpower+10

Speed: -2

Range: 5 meters

Area of Effect: One character

Duration: Instant

This power allows a character to directly attack an
opponent's mind, tearing apart synpases and killing
brain cells. A successful attack causes 6D damage,
which is resisted by the victim's Willpower rather
than his Endurance.

MIND WORM

Difficulty: Target's Willpower

Speed: -10

Range: 10 meters

Area of Effect: One character

Duration: 20 minutes

With this power a character can plant a foreign
thought in his victim that prevents his memory from
capturing the images, sounds, and other perceptions
that occur around him for the duration of the power.
When the power wears off. the target cannot remem-
ber anything during that period.

TELEKINESIS
Difficulty: +1 per 10 kilograms
Speed: -5
Range: 25 meters
Area of Effect: —
Duration: 15 minutes

his power allows a character to move an object
within his range anywhere within that range. The stan-
dard speed of object movement is two meters per
second (approximately the speed of a walking man).
A character can even move himself in this fashion.
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SUPER POWER SYSTEMS
Because comic book characters have many varied and
sometimes unique abilities, super power systems
work differently than the more standardized spells
and psychic powers. Each super power has its own
associated limitations and game mechanics (which

are described within the power’s entry)

Superheroes usually begin play already possessing
their abilities, but you could run a campaign in which
the characters discover their latent talents or sud-
denly receive powers through an experiment gone
awry, an extreme dose of radiation, or contact with
extraterrestrial beings.

The simplest method for allowing players to select
super powers for their characters is to assign each
power a point cost and each character a point allow-
ance. For example, for a low-power campaign, you
might give each character 100 points to spend on
super powers, while for a high-power campaign you
might give 500 points. Below you'll find some sample
powers and their associated point costs in parenthe-
ses after the power name.

SAMPLE POWERS
Body Weaponry (10 per die of damage): A charac-
ter with this ability can use a part of his body to at-
tack, whether it is a natural feature (razor-sharp fin-
gernails, fangs, tongue) or an extra appendage (limbs,
blades, spikes). The damage from such a weapon can
range anywhere from 1D to 8D depending on the na-
ture and composition of the body part.

Energy Generation (10 per die of damage): This
power allows a character to create bolts of electric-
ity or other energy form that cause anywhere from
1D to 8D damage. The 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)
in one 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 of impending danger.

Enhanced Skill (2 per bonus pip): The hero has an
automatic bonus (ranging from +5 to +20) for a given
skill (e.g. brawling).

Flight (100): A character with this ability can fly at a
speed ranging from one to 40 meters per second.

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 four 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 specific substance, from
acid to steel to water.

Metamorphosis (200): A character with this power
can change into an alternate form, whether it be an-
other person, an element (like water or flame), or
energy. This power also covers the ability to phase in
space-time, enabling a character to pass through solid
objects.

Rapid Healing (100 per healing multiplier): A char-
acter with this power heals at up to 10 times his spe-
cies’ normal rate (see Chapter 10 “Healing and Ve-
hicle Repair” for more information).

Shield (50 per die of dodge bonus): This power al-
lows a character to deflect energy or missile weap-
ons. The shield could be anything from a specially
constructed aluminum alloy to a natural force-field-
like barrier. The character gains a 1D to 5D bonus to
dodging these weapons.”
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We've talked about characters and magic and equip-
ment—but so far we haven’t discussed the “game.”
What do you do when you play a roleplaying game?

In an adventure, characters confront a series of
obstacles as they attempt to reach an ultimate goal.
Adventures, then, are the heart of roleplaying games.
Here is where you'll find the story—the evil adver-
saries, the alien locales, and the fantastic technology,
all threaded together to form an engaging plot for the
main characters (the players).

This chapter covers everything you need to know
about preparing and running adventures. Right now
it may seem like a lot to assimilate; but don’t worry,
you’ll get the hang of it in no time. Actually, there's
only one rule you need to remember: make sure ev-
eryone has fun!

Certain groups of players will prefer a certain style
of play, so not all of what follows applies in every situ-
ation. As you run your adventures you'll develop a
feel for what excites and enthralls your players, and
then you’ll be able to structure your subsequent sce-
narios to incorporate those elements.

The chapter is divided into four main sections: Cre-
ating Adventures, Preparing Adventures, Running
Adventures, and Ending Adventures. You may want
to reread these sections once in a while as you begin
yvour gamemastering career, but there’s nothing here
to memorize or to reference during a game session.
Instead you'll find tips and suggestions that will help
you create hours of entertainment for your friends
as well as yourself.

CREATING ADVENTURES

Like most games, you must overcome a series of ob-
stacles to reach a final goal. But in roleplaying, those
hindrances can take a variety of forms, from monsters
to evil wizards to acid storms to covert government
agents, depending on the genre and the particular cir-
cumstances of the adventure your characters are work-
ing through. Sometimes the characters might have to
convince someone to give up information they possess,
or to sneak into a fortress without alerting its guards.
Or they might even have to lower themselves into the
heart of a volcano to retrieve a hidden treasure.

The hurdles the characters must deal with are dic-
tated by the GM. She provides a goal and then pre-
sents the characters with a series of problems that
prevents them from reaching that objective. For ex-
ample, the characters must cross into enemy terri-
tory and steal information about the defense forces
for an enemy sector. Immediately, several possible
problems leap out: getting across the border, infiltrat-
ing the enemy's stronghold, breaking through the
computer’s security measures, locating the needed
information, getting out of the stronghold and back
to safe territory. Each of these obstacles has several
possible solutions and even more possible outcomes,
To get across the border, for example, the characters
may employ starship stealth techniques to slip
through undetected. Or they may instead attempt to
con the border officials into believing that they are
actually intelligence officers returning from a covert
mission. Or the players may come up with another
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 going to 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
of the goal presented by the GM. When you design
your own adeventures, think about the plots of mov-
ies, television shows, novels, or even comic books.
The characters begin at Point A and must struggle
throughout the story to get to Point B. They may face
anything from a group of thugs to a secret code, from
paranormal phenomena to suspicious security
guards. Sometimes the characters may even become
involved in ground, air, or space battles. There’s no
limit to the types of challenges they could encounter.

Roleplaying games work in a similar manner, ex-
cept that the players get to decide how their charac-
ters react to the given obstacle. Let’s look at an out-
line of a sample scenario.

Adventure: Operation Firestorm

Goal: Retrieve information about the Zaratee Empire’s
defense forces in Pelloc Sector.




A. Encounter One: Crossing the Border

B. Encounter Two: Infiltrating the Base
C. Encounter Three: Downloading the Information
D. Encounter Four: Returning Home

In the first encounter, the player characters must
devise some method for penetrating the enemy bor-
der without giving themselves away. Since the play-
ers have unlimited options (one of the main differ-
ences between roleplaying games and other games),
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 orders to
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, so vou'll
have to be able to extrapolate from the information
you have decided upon. Let’s return to our example
adventure and come up with everything we might
need to know for the first encounter.

A. Encounter One: Crossing the Border

Goal: Slip across enemy lines undetected.

* The enemy maintains a force of 50 starships along
the two-parsec border between its territory and the
characters’.

* Because all-out war is imminent, the captains of the
vessels have orders to apprehend all unidentified
ships within their patrol area, but not to destroy them.

* Three permanent border stations allow official traf-
fic to pass through. The officers manning these sta-
tions are required to inspect vessels and make cop-
ies of the occupants’ identification.

You might even create game stats for a captain, a
ship, and its crew, as well as for the border station
guards. With luck you'll be ready to handle any situa-
tion that comes up when your players try to cross
the border.

Below you'll find a non-exhaustive list of adventure
types, all of which could fall under any genre. You
can use these sample ideas as outlines for adventures
you create 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 wealth of
potential scenario structures that you might never
think of on your own.

Following that you’'ll find a sample list of scene
types. Using these two sections you should be able
to design an adventure quickly and easily, so get a
pen and paper for notes and read on.

TYPES OF ADVENTURES
THE QUEST

Goal: Locate and retrieve an object or person at the
behest of another.

This type of adventure is typically associated with
the fantasy genre: King Arthur searching for the Holy
Grail; the brave warrior hunting down the nefarious

dragon; the valiant warrior rescuing the princess. But
to show you how these scenario outlines can work
with any genre, let's use an example set in the far fu-
ture.

The Great Overlord of the Gurji System has lost pos-
session of the Symbol of Command, the ancient arti-
fact that represents his authority over the populace;
without it, he loses his monarchical status. It turns
out that the Symbol was, in fact, stolen by an under-
ling. The Overlord needs the characters to locate and
obtain the Symbol—and the person who absconded
with it—without alerting the population at large about
its disappearance. To make matters worse, the an-
nual Festival of the Stars—during which the Overlord
marches through the streets with the Symbol at his
side—starts in three days.
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a friend who needs the monetary award (turning the
adventure into a combination of contest and favor).

TETR'RY n Al
MYSTERIES
Goal: The player characters must discover the truth
about a person, thing, or event.

You can think of this adventure type as a mystery
novel, movie, or television program. Some event oc-
curs to bring the mystery to the characters’ attention—
amurder, a death threat, the arrest of an innocent party;,
and so forth. The players then spend the rest of the
adventure trying to find out what really happened (or
what lies behind the veil of secrecy) and then trying to
prove that truth to the powers that be.,

A mystery does not have to center around a crime.
For example, the characters’ ship starts to suffer
strange difficulties and the characters must figure out
what’s going on before the vessel is destroyed.

TYPES OF SCENES
I'YPES OF SCENES
Once you've determined the type of adventure you
want to create, you must divide it up into smaller
chunks called scenes. Often a scene is triggered by
the player characters’ arrival at a given location. For

example, when they reach the dragon pit they must
confront the terrible beast that lives therein. Other
times, however, a scene could be set off based on a
time element (e.g. the bomb explodes at noon). For
the sake of clarity, we’ll call location-based scenes
encounters, and time-based scenes events.

Below you'll find several types of scenes, each of
which could be set up either as an encounter or an
event. When you first start playing with a new group
you might want to create an adventure that includes
one of each type so that you can quickly determine
which kinds of scnenes capture their imagination.

THE SETUP

Often you'll begin an adventure with a setup scene.
The characters receive a cassette tape that tells them
about their mission (if they should choose to accept
it). Or the king calls in his greatest heroes and begs
their help in finding his lost son. Or a crimelord of-
fers the characters a smuggling deal, explaining the
terms and conditions of payment.

The setup scene allows you to convey several
pieces of information to the players right away: what
the adventure is about, where it will take place, who
will be involved, and what constitutes success. The
characters often (but not always) have the opportu-

nity to ask questions of the person who
is directing them to the adventure (the
king or the crimelord, from the above
examples).

DEDUCTION/LOGIC

PUZZLES

Scenes of this nature can include any-
thing from a secret door to a riddle.
Often the characters receive clues to
solve the puzzle, but must make some
sort of deductive leap to discover the
answer. Once they bypass the obstacle,
they move one step closer to the goal
of the adventure.

ROLEPLAYING

A roleplaying scene can be anything
from a parley with a group of bandits
to a face-to-face non-violent confronta-
tion with a traitor. In such scenes the
player characters converse with GM
characters in an attempt to persuade
them to do something. For example, the
characters might have to con their way
past guards and into the heart of FBI
headquarters. Or, they might have to
play a game of chance against an ad-
versary to win the key to the Great Vault
of Thome. Or, they might have to con-
vince an old hermit to tell them where
Tim lives.

Roleplaying scenes can cover almost
any kind of non-combat encounter in-
volving GM characters.

lllustrations by Tim Bobka
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INFORMATION GATHERING

The characters’ goal in this type of scene is to dis-
cover some important piece of information, whether
it be evidence, the answer to a riddle, or a piece of a
map that will lead them to the rebel outpost in Ulim
sector. To find this knowledge the characters might
have to visit a library, search through a murder
victim's apartment, or tear apart the ancient temple
of an evil goddess.

Just make sure that the information the characters
seek is attainable and in some way helps them to-
ward the ultimate goal of the adventure. That doesn’t
mean you shouldn’t throw in a red herring once in a
while, Just be careful not to force the player charac-
ters to go through an enormous amount of trouble
based on clues and hints you've given them only to
find that their efforts were wasted.

THRILL SCENES
Thrill scenes involve a tense moment in which the
characters worry about an imminent occurrence. For
example, a carriage containing the king's daughter
races toward a cliff’s edge, or the characters are at-
tempting to sneak past a half-dozen security measures
to steal a precious painting, or a ghost-like presence
continues to harass the characters and they suspect

it might try to kill them at any moment.
To help simulate a dramatic moment—Ilike when
one character slips over the edge of a rooftop and

another 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 players’
(the actual persons playing the game) hearts racing.
Tell 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 player may
only roll a number of dice equal to his die code in the
appropriate skill at a time (a player with a character
who has 2D+1 in Reflexes, therefore, would get to roll
two dice at a time when the character attempts to
save his falling companion). The players roll the dice
as many times as possible during that short period
until either they roll enough sixes to accomplish the
task or time runs out.

Example: A plaver character team of secret
agents sneaks into a [raqi consulate in New York
City. The computer specialist must now download
information on biological weaponry from the
main terminal. As she logs onto the computer with
the stolen password provided by her superior, the
computer security system kicks in, requiring her
to enter the secondary password—uwhich she
doesn't have—in the next 15 seconds. She must
now try to eliminate, bypass, or in some way sal-
isfy the security measure. You tell the player that
she must roll five sixes in the next 15 seconds.
Since the character has 4D+2 in computer opera-




tions, the player gets to roll four dice at a time.
You give her the go ahead fo start rolling while
vou watch the seconds. Frantically, she starts toss-
ing the dice four at a time. Every five seconds
vou let her know how much time she has left. If
she rolls the five sixes before the 15 seconds are
up, she succeeds in bypassing the second pass-
word. If not, the computer automatically sets off
the consulate's alarms.

If the character in the above example had had a 2D
in computer operations, the player would have only
been able to roll two dice at a time, thereby making it
that much more difficult to get fives sixes. As a guide-
line, a character with an average skill of 3D can roll
two or three sixes in 10 seconds fairly consistently
(depending upon how fast the player can roll the
dice). You may want to increase the number of sixes
needed as the player characters advance their skills
and get to roll eight or even 10 dice at a time.

CHASES
In a chase scene, the characters either pursue or flee
from a GM character (like the black knight), a crea-
ture (like a tyrannosaurus rex), or an object (like a
huge, rolling boulder). Above all, make sure these
encounters play out dramatically by loading them
with near misses and exciting events.

The simplest way to set up a chase scene is to cre-
ate a list of the various obstacles the characters must
overcome, especially if you can couple it with a map
of the area. Just like scenes, you can have location-
based and time-based events. List each occurrence
by either when it occurs (in combat rounds—peri-
ods of five seconds; see Chapter Eight, “Combat,” for
more information on rounds) or where it occurs.

Let's look at an example in which the player char-
acters must pursue a group of thieves on hoverbikes
through an underground cavern complex.

Round One: Both groups begin in a large cave that
boasts a small hovercraft docking facility. Two tun-
nels lead off into the rest of the complex. The thieves
choose the one on the right. All characters must make
hoverbike piloting checks against an Easy (7) difficulty
to avoid hitting the sides of the tunnel's mouth as
they enter. Anyone who fails the roll suffers 2D dam-
age to himself and 5D damage to his hoverbike.

Tunnel Exit: When the two groups reach the first
tunnel’s exit, they find that it opens into another tun-
nel which immediately curves downward. Everyone
must make hoverbike piloting checks against a Mod-
erate (12) difficulty to avoid smashing into the far wall.
Those who fail the roll take 4D damage and their bikes
take 6D damage, and they must immediately make
Reflexes rolls against an Easy (10) difficulty to stay
mounted. Failure means that they plummet 30 meters
to the tunnel floor and take 10D damage (the bikes
are destroyed in the collision).

Round Five: Wherever the characters are at this
point, one of the thieves’ hoverbikes suddenly over-
heats and explodes. All player characters must make
hoverbike piloting rolls against a Difficult (17) diffi-

3

e 4

culty. Failure means they crash into the fiery shrap-
nel and suffer 8D damage.

The only other element to incorporate into a chase
is the distance between the characters involved so
that you can determine range (see Chapter Eight,
“Combat™). See the Movement section of Chapter
Eight for information on how far characters can move
in a given time period. You may want to use a one-
inch square sheet of graph paper and 25mm minia-
tures (or even just coins) to keep track of the dis-
tances between the various characters and vehicles
taking part in the chase.

COMBAT

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

ADVERSARIES

During their adventures player characters encounter
various allies, enemies, and neutrals who serve to
shape the story, establishing the setting or helping
or hindering the characters at critical moments. With-
out these characters, nothing much would happen.

As the GM, you create the game world's popula-
tion, designing friends, foes, and casual acquaintan-
ces for the player characters to meet. GM characters
include everyone from major villains to annoying big
robots, from stalwart companions to mysterious re-
cluses. And don't forget the less-spectacular charac-
ters—the shop owners, bartenders, tavern patrons,
spaceport citizens, government officials, and so forth.
They're just as important to the story as everyone
else.

Don't panic. You don’t have to create enough char-
acters to fill the entire universe. You should carefully
choose which GM characters play the most pivotal
role in your adventure and design them in detail. Then
select the less important characters and determine
most of their background and personality, and so on
until you 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

Without lead characters, an adventure would mean-
der about your game world with no real focus. Lead
characters make things happen, but they don’t nec-
essarily have to be adversaries of the player charac-
ters—they could be allies or even casual acquaintan-
ces who can greatly affect the lives of the characters.

Since these characters play such an important role
in your adventure or campaign, you should fill out a
character template or sheet, listing skills, assigning
die codes, and recording background and personal-
ity notes. When you're done you should have a defi-
nite grasp of this character’s strengths, weaknesses,
and ambitions.
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SUPPORTING
CHARACTERS

Supporting characters usually play a role as seconds
to lead characters, assisting them in their efforts to
achieve their goal. You don't have to spend as much
time creating supporting characters as you do with
lead characters. You may want to record their at-
tributes and skills in paragraph stats (see sidebar))
and append a few sentences about their backgrounds
and personalities, but you don’t have to go into as
much detail. Just make sure you have enough infor-
mation to run the character during the adventure.

EXTRAS

Extras are the nameless, and sometimes faceless,
characters who navigate ice barges, tend bar at local
taverns, or battle against enemies in large-scale con-
frontations. The motives, backgrounds, and person-
alities of these characters matter little (if at all) in
the context of the adventure. They have a specific
role, and may serve to help or hinder the player char-
acters, but otherwise they have no bearing on the
overall conflict.

You can easily sum up these characters in para-
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, you may wish to give these
otherwise non-descript characters some particular
quirk or unique ability to set them apart from the po-
tentially billions of other beings wandering your game
world. Such flourishes make an extra memorable, even
if the player characters didn't get his name.

MISDIRECTING THE PLAYERS

Don't be afraid to “disguise” your villains every once
in a while—when your players are experienced, this is
especially important. Instead of putting your 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 spellcaster. or the king of a
nearby land, or someone else whose identity remains
a mystery!

ASSIGNING SKILLS AND SPECIAL
ABILITIES

Once you've come up with the overall concept for

the character, you should decide on his game statis-

tics. Most of the time, you need only determine a

character’s attributes and major skills. although ma-

jor characters often require additional work.
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When it comes to assigning skills and attributes,
use these guidelines below:
Die

Description Code
Below human average for an attribute. 1D
Untrained human average for an

attribute and many skills. 2D
Average level of training for a human. 3D
Professional level of training for a human. 4D
Above average expertise. 5D
Considered about the best in a city or

geographic area. About 1 in 100,000

people will have training to this skill level. 6D
Among the best on a continent. About

1 in 10,000,000 people will have training

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

1 in 100,000,000 people will have training

to this skill level.
One of the best in several systems. About

1 in a billion people have a skill

at this level.
One of the best in a sector. 10D
One 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-of-the-ordinary characteristics like cybernetic
implants and medical (or inexplicable) alterations in
otherwise normal members of a given species. Such
abilities could surprise the player characters at ex-
actly 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
isn't dependent upon the adventure’s plot may have
1-3 Character Points and (usually) no Fate Points.
Continuing villains, such as those who may be used
for several adventures or who are subordinate to the
main villain may have 4-10 Character Points, and at
the GM’s discretion, one or two Fate Points.

Major villains who might be used over the course
of a campaign and are integral to an adventure should
have at least 11 Character Points (some characters
may have well over 50 Character Points) and many
will have at least three Fate Points.

CREATURES
Creatures can either be non-thinking animals (like
sharks) or sentient beasts in some way immeasur-
ably different from player characters (like dragons).
You can use the following template for recording in-
formation about most creatures. If a creature requires
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{ additional information, you might wish to instead

use a full character sheet.

(REATU RE NAME:

Type or SU ecies:
COORDINATION

_—

The creature’s orneriness die
code represents its resistance to contact with other
creatures or characters. See the <creature> riding skill
in the Skills chapter for more information.

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

one from West End Games, create one yourself, or
make one up as you go along (as shown above).

READING THE ADVENTURE
Make sure you're thoroughly familiar with the adven-
ture before you start playing, The players may not

Ron Kulp

proceed through the encounters in the
order they appear, so if you read only
the first half of the scenario, you could
find yourself vigorously flipping
through pages trying to figure out what
happens next.
You don't have to memorize every
detail either, just know the basic
plotline 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-
fying conclusion.

CHARACTER CARDS

One way to quicken game play is to create GM char-
acter cards. You can either photocopy the section
detailing each character or you can write their game
information on an index card. As the player charac-
ter encounter various GM characters, you can pull
out their character cards so that you have all of their
important information at your fingertips. In this way,
you won't have to flip through pages of the adven-
ture looking for a particular character’s stats, espe-
cially if that character participates in more than one
encounter.

This technique works especially well for campaigns
were many characters play a recurring role. Also, if
you wind up creating new characters on the fly (when
the characters momentarily wander away from the

—
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scripted adventure), you can quickly jot down their
information on an index card so that you have it for
later. You never know when the players may decide
to return to speak with a particular character. If you
haven't kept a record of his game information, you
may have to guess—and you could be wrong, thereby
shattering the players’ suspension of disbelief (*Didn’t
this guy have blue skin the last time we talked with
him?").

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 chance meeting
with a squad of stormtroopers checking IDs. When
your 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 to fill in the space while you figure
out a way to get the characters back on track with
the adventure.

Try to develop ten or more stock encounters that
cover a variety of environments. The more you cre-
ate, the less likely you'll be to get stuck in an adven-
ture because the player characters did something or
went somewhere unexpected.

STARTING THE

correction to bring the starship into a landing vec-
tor—and then suddenly something explodes at the
back of the ship. You begin to lose attitude control
and start plummeting toward the surface! What are
vou going to do?”

Such fast starts put the players immediately on
their toes, thrusting them into the middle of the game
before they even know it. Once they've dealt with their
immediate problem, they're thoroughly enmeshed in
the story.

Again, be careful 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
yvour 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 you see their
eyes start to wander, or they fall into a conversation
about the last game (or worse, what the watched on
television last night), you know something’s gone
wrong. This section should help you maintain an in-
volving story and a sense of “really being there.”

ADVENTURE
You have several options for starting
an adventure. The most common is
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
their superior for a meeting on their
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
where 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
down in 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-
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 your 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
the action is to start the game in media res. The player
character literally begin play in the middle of an ex-
plosive or suspenseful event. Maybe their ship expe-
riences a technical problem and the characters have
to fix it before it careers into a planet. Such an adven-
ture could start thusly:

Gamemaster: “Okay, everyone ready to play?”

The Group: “Sure.”

Gamemaster: “All right. You make your last course

SETTING THE SCENE

Your first job is to vividly depict the scene unfolding
before the plaver characters. Where are they? Who
else is there? What's happening? These are the ques-
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 usually either ask
you questions about their surroundings (*"How many
dragons do we see?”) or tell you their reaction to the
situation (*I blast 'em with my stave of fire!™).

The 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 words to give the players a clear and
vivid view of their characters’ environment. The best
way to learn how to provide such lifelike descriptions
is to picture the scene in your mind and do whatever
you can to convey that same scene to vour players.
You may incorporate movie or televisionfootage
you've taped, maps and diagrams you copied out of
library books, or even illustrations you've drawn
yvourself. Sound effects CDs especially can help you
set the stage for the characters.

Just remember that your players have five senses.
Don’t just rely on the sense of sight. Describe what
vour characters hear, smell, touch, and (sometimes)
taste. The following example engages several senses.

Gamemaster: “The ship’s landing ramp touches down
on the soggy ground with a squish, and the thick,
musty smell of the swamp-forest immediately sweeps
up and into the access corridor you're standing in.
From outside you can hear the screeching chirps of
local creatures as well as a strange, slow slurping
sound. The humidity settles against your skin like a
blanket of moisture as you head down the ramp. The
gangly gray trees scattered in small stands about the
ship reach upward into the mist, and you get the dis-
tinct feeling that something up there is looking down
on you.”
BELIEVABLE CHARACTERS

Other than the setting, the player characters will also
encounter other people who live in the game world.
Your job is to make sure that these GM characters
appear real to the players. Their words and actions
must seem appropriate in the context of their histo-
ries, personalities, and ambitions. If a stoic military
officer suddenly took off his helmet and started jok-
ing around, the players would probably just stare at
you for a minute as the game comes crashing to a
halt.

Play each character to the best of his ability. Make
sure he does everything in his power to achieve his
goals, whether he’s trying to thwart the player char-
acters or earn 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 idea is that the GM character should use
all of his resources—his skills, allies, finances, etc.—
to accomplish his immediate as well as his long-term
goals.

EXCITING LOCALES
Use settings that evoke a sense of wonder. You could
create a community situated amid dozens of cascades
and waterfalls, or a crimelord’s fortress suspended
above the ground by massive antigrav engines, or a
spaceport built into the cliffs of an ancient series of
canyons.

Try to make each place the player characters visit
seem different than the others. By doing this, you can
make these sights engaging and memorable for the
players.

DEADLINES

Another way to keep the players enraptured in the
story is to give them a deadline. They have only four
hours to rescue slaves headed for an unknown loca-
tion in the dangerous Jungles of Zhadoom. Or maybe
the CIA needs to warn a remote outpost before the
Russians arrive to destroy it, but satellite communi-
cations are down. Or one of the player characters may
have contracted a fatal disease that can only be cured
by a certain shaman living somewhere in the alter-
nate dimension called Khaja-Ree, the Timeless Sea.

When the players know they have only a limited
time to accomplish their objective, they don’t waste
time meandering about the game world, which is usu-
ally when they get bored with the adventure. You can
even enforce a real-time deadline. You give the char-
acters four hours of real (as opposed to game) time
to achieve their goal. Then, throughout the adven-
ture, you keep reminding them about the time con-
straint (or you could even put a big clock in the middle
of the table so they can see it themselves). When you
get down to the last hour, just watch them do every-
thing in their power to help you move the story along!

PERSONAL STAKE

One of the best ways to engage the players is to pro-
vide them with a personal stake in the outcome of
the adventure. Maybe one of their siblings has been
captured by a necromancer, or a crimelord has sent
bounty hunters after them, or their homeland’s gov-
ernment mistakenly believes they have become trai-
tors.

The characters need to deal with these situations,
although the whole adventure need not focus on that
storyline. While the characters perform a supply run
for their benefactor, for example, they could receive
word that the pilot’s father has been taken in for ques-
tioning on his home world. Between accomplishing
their mission and returning to base, the characters
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. If a player has written that his
character is extremely competitive, for example, you
could create a rival group that seeks to outdo the
player characters at every turn. The players will do
everything in their power to make sure their charac-
ters succeed more often and more quickly than the
newcomers.

GIVING OPTIONS

Don’t constantly force your players to follow along
the prescribed path of the adventure. They may have
devised an alternate scheme for success not covered
by the scenario, and you shouldn’t penalize them for
their creativity. Instead you'll have to use your judg-
ment to run the remainder of the adventure.

If the players feel that they never have a choice,
that you have predetermined what their characters
will do and say—and therefore, how the adventure
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will turn out—they're not going to have any interest
in playing. Part of the fun of a roleplaying game is the
almost unlimited possible reactions to any given situ-
ation. Take that away and you've lost much of the
reason for participating in this type of game.
Sometimes the characters will have only a few

choices—or at least, a few obvious choices—and
that’s fine if it makes logical sense in the context of
the scenario and doesn't seem like an attempt by you
as the GM to dictate their characters’ paths.

Reward creativity. Give the players a reason to ex-
ercise their brains. The more freedom they believe
they have, the more they'll 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 of
an adventure while they're progressing through the
first encounter, the ensuing encounters won't provide
as much excitement as they should.

This is where the subtle art of misdirection comes
in. The goal here is to keep the players (and their
characters) guessing and revising those guesses
through the whole adventure. You can do this in small
ways: make die rolls, smile for a moment, and then
don’t say anything about it; have the characters roll
Perception checks, ask for their totals, and then just
continue with the encounter; ask a player for detailed
information on how her character is going to close a
door (*Which hand are you using?” “Do you have a
weapon in your hand™), but then have the portal close
uneventfully.

You also have the option of throwing in major red
herrings. If a GM character starts tracking the char-
acters, the players 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 thief
looking for an easy mark, or he thinks that one of the
characters looks familiar but doesn’t want to say any-
thing until he's sure he’s not mistaking that charac-
ter for someone else.

A player character could receive a death threat
from a large criminal organization operating in the
sector. Unfortunately, the message was delivered to
the wrong person, and the crimelord has no interest
in him or his companions. Of course, you won't let
them know that.

LOADING THE DICE

The most important part of a roleplaying game is the
story. Don't let the rules get in the way. If a flubbed
die roll would normally indicate that the main villain
dies a few minutes into the adventure, fudge the roll.
Say he just barely escaped. For this reason you should
try to make all of your rolls behind a GM screen or
hidden from the players by some other object (like
your hands).

If the players make a roll that would destroy the
scenario, or would make it less exciting. you can fudge
the difficulty number. For example, you've set up a

situation where the characters must pursue a fleeing
bounty out onto enormous struts suspended high
above a concrete floor. One player decides that her
character will just turn off the lights and wait for their
quarry to fall. You hadn’t thought of that possibility
when you designed your adventure (or it wasn't ad-
dressed in the adventure you bought), and there’s no
reason the character can't attempt such a feat. You
tell her to make a security (or other appropriate skill)
roll to bypass the computer lockout on the lighting
system. She rolls high, and even though it's enough
to accomplish the task, you tell her that her charac-
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. If the play-
ers suspect that you'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 you
should always be fair, giving the benefit sometimes
to the GM characters and sometimes to the player
characters.

USING THE MASTERDECK"™

The MasterBook™ rules incorporates a deck of 108 cards that
influence play. You can use these cards in a D6 game with minor
modification (ignoring the bottom half of all cards).

Using the MasterBook/D6 conversion in the appendix, you can
convert any card that gives a bonus to an action (formula:
(MasterBook value)/3 = quotient and remainder; the quotient be-
comes the die code and the remainder the number of pips). For
example, the Double Cross card gives a +6 bonus to any action
that directly betrays the rest of the party. Using the formula, the
+6 becomes a +2D (6/3 = 2 remainder 0).

Plot cards can be used as normal. For example, the Common
Ground card allows a character to establish “common ground”
with an otherwise alien or unknown being or group.

Treat any Life Points as Fate Points and any Skill Points as Char-
acter Points. The word “hand” replaces the word “pool” through-
out.

Ignore the text on the Seize Initiative card; instead it allows the
character to act first in a combat round. The Effect card allows a
character to add +2 to any action or damage roll.

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
use any card at any time. Cards not used by the end of the adven-
ture are discarded and new ones are dealt out at the start of the
next scenario.

JUDGMENT CALLS

During an adventure you're in charge. Don’t get into
an elaborate discussion about the nuances of the
game rules or of one of your decisions. You can al-
ways discuss rules questions or arguments with the
players after the game (see the “Getting Feedback™
section below).

While this general guideline provides you with a
great deal of power, it also hefts on you the responsi-
bility of using that power wisely. You have to be fair.




If a referee in a ball game started randomly penaliz-
ing one team, the other team would get extremely frus-
trated and eventually quit once it becomes obvious
that there's no point in continuing.

While you take the role of the villains in the adven-
tures you run, do not think of vourself as the oppo-
nent of the players. Your job is to make sure the play-
ers have a good time, not to beat them. While you
should try to provide the players’ characters with a
challenge, you shouldn’t try to devise an unbeatable
adventure.

Then again, if the players do something stupid, you
shouldn’t coddle them. The first time they make a
particular mistake you may want to alert them and
reduce the damage it would have caused, but the sec-
ond time you should adjudicate the error fairly.

Tread carefully on this aspect of gamemastering.
It's easy to fall one way or the other. Just remember
that you're all playing this game to have fun.

KEEPING THE GAME GOING
The player characters will stray from your adventure.
Expect it—but don’t worry about it. If you've taken
your time to prepare the scenario as indicated above,
you shouldn’t have a problem getting things back on
track without alerting the players to their roundabout
way of proceeding through the adventure.

In fact, some GMs come to enjoy the opportunity
to run the game on the fly. You need a good imagina-
tion and a good understanding of the adventure to
improvise encounters, but the more you do it, the
better you'll get.

When the character first meander away from the
plot, go in the direction the players are heading. Start
making up things off the top of your head, throwing
as much color and flash around as you can. If you
need a couple of minutes to figure out how to get the
players back into the story, call for a break.

The ability to improvise is extremely important
because it allows you 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
exactly what the GM wants them to do—this is a game,
and in games players get to make choices about their
actions. Players hate being forced to do something!

Of course, you are always free to throw complica-
tions at the players. If they have chosen to go in an
unexpected direction, you can pull out a character
card or a stock encounter (or make one up on the
spur of the moment) and let them deal with that situ-
ation while you figure out how to bring them back
into the plot.

Sometimes, through no fault of the players or your
own, the adventure dies. The characters don't know
how to proceed and the players completely lose in-
terest. The best way to handle such a situation is to
make something happen. A brawl breaks out, or a
nearby GM character gets dragged off by a band of
ruffians, or the lights suddenly go out, or the
character's ship suddenly experiences a malfunction
that will send it into the closest star. and so on. Get
the players excited. Put their characters' lives in dan-
ger. Make them worry about how the encounter will
turn out.

Above all, stay relaxed. This is a game, not a test of
how well you can gamemaster. Everyone is playing
to have fun. so just do your best and enjoy yourself.

ALLOWING THE CHARACTERS TO
FAIL

Sometimes characters need to fail. If they roll poorly,
or are simply outclassed, or most importantly, if they
play poorly, their characters will lose.

On the other hand, with each defeat, the charac-
ters (and players) should learn something. They may
learn a better way to approach a situation, or they
may stumble upon a tool or gadget that will help them
in the future. It should take perseverance and dedi-
cation, but learning from mistakes will eventually lead
to success.

ENDING ADVENTURES

Adventures can last a single night or can span sev-
eral game sessions. At the end of a scenario (or the
end of the game session), you may wish to distribute
rewards.

REWARDS

Make sure that what the characters receive for their
actions matches what they went through during the
adventure.

Characters may be awarded money, equipment, and
weapons for their activities. They may also make con-
tacts with an important GM character—someone who
can help them in a future adventure.

Characters also receive Character Points and Fate
Points at the end of adventures, which can be used
to increase skills or can be saved for later adventures.

As a general rule, a character should receive 3-15
Character Points and 1-2 Fate Points for each adven-
ture. The award depends upon several factors:

+ Did the Player Accomplish the Adventure Goal?
Give characters one Fate Point for succeeding in their
mission.

* How Well The Characters (and Players) Did. This
reward represents how the group did as a whole. If
the players solved puzzles, came up with ingenious
solutions, and made sure everyone involved had fun,
give them six to eight Character Points: if the players
did poorly, give them only three or four Character
Points.

» How Well Each Individual Player Did. If certain
players were very clever or went out of their way to
make the game fun, give her an extra Fate Point.

* Whether They Cooperated. If the players worked
well as a team, give each of them two to four extra
Character Points.

» Did They Play In Character? If a player roleplayed
his character well, give him three or four Character
Points.

* Did All Of You Have Fun? If all of you (yes, this
includes the GM) had a good time, give the players
as many as three or four extra Character Points.




Adventures can have greatly varying length. These
award guidelines are for an average adventure span-
ning two nights of gaming, or four or five fairly long
episodes. If an adventure runs over several sessions,
the GM may want to give partial awards during the
adventure so the players don’t go too long without
getting anything to show for their efforts. Final Char-
acter and Fate Point awards should be correspond-
ingly increased to reflect the length of the adventure.
On the other hand, if playing one- or two-episode
quick adventures, you should decrease the numbers
of Character Point the characters receive.

Other rewards, such as money, magical items, or
other material objects, are given at your discretion.
Again, try not to be too lavish in giving out “stuff"—
your characters need something to work for later. In
the movies, rewards of friendship, honor, and cama-
raderie were more important than money or equip-
ment. Of course, a cash advance now and then doesn’t
hurt...

CLIFFHANGERS
If an adventure will continue over a few game ses-
sions you may want to end each night on a
cliffhanger so that the players will look forward to
the next part of the scenario. At first they may
resist such a tactic, but after a few cliffhangers
they'll come to enjoy and expect it. Think of it
as throwing up a “to be continued” line at the
end of the night’s episode.

For example, the player characters race
across the country to stop a rogue agent from
betraying the CIA. Just as they rush into the
room where the traitor is supposed to make
the exchange, a dozen enemy soldiers ap-
pear from hidden alcoves and point
submachineguns at the characters. The
misguided agent turns and says, “What
took vou so long?” and the session ends.

Don’t even let the players ask any ques-
tions about the scene. Just tell them
they’ll have to wait until next time.

GETTING FEEDBACK
Sometimes an adventure doesn't
thrill the players like you expected
it to when you were first reading
or creating it. As you run a sce-
nario you should pay attention to
the players’ reactions to the
various scenes. Did they stand
up and all try to talk at once
during the chase? Did they go
comatose when they reached
the puzzle-solving encoun-
ter? The players words and
actions can convey a great
deal of information about
which parts of the adven-
ture they enjoved and
which parts put them to
sleep.

You also have to gauge
their reactions to your judgment

calls and improvisation. Don't take any negative re-
sponses as criticism. It's takes a lot of work to plan
and run a game, and you can't always please every-
one no matter what you do. Instead, view player re-
actions and comments as hints as to what you can
do in the next adventure that will keep them on the
edge of their seats.

The best way to confront such a problem is to ask
the players what they did and didn't like. You could
even have them write vou an anonymous note with a
list of their favorite and least favorite scenes. Just
don’t forget to listen to what your players have to
say. They may want to take the game in a different
direction than you do. Compromise. Make sure you
and your players have fun. If not, either you or your

players will eventually give up and find some-
thing else to do during those precious
spare moments.




Sometimes characters get into situations where they
have no choice but to engage in combat with their
adversaries. Since the fate of the characters on both
sides of the conflict lies in the balance during these
kinds of encounters, it's important to have a well-de-
fined system for determining the effects of attacks.

Characters may attempt any action during a battle,
from firing a gun (as long as he has one) to knocking
his opponent over to running away. The combatants
may die in such encounters, depending on how much
damage they give and receive.

Read through the following transcript of a typical
game session where the characters have just come
into conflict with their adversaries. Don’t worry about
the dice rolls for now; the rest of this chapter explains
all combat-related mechanics in detail.

GM: Okay, we're in combat rounds now. Everyone
make a Reflexes roll. (All players and the GM roll their
dice.) Anyone roll higher than 207

Brian: Yeah, | rolled a 23!
GM: All right, what do you 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 my 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, l got an 11.

GM: That's a hit! Okay, roll damage.

Brian: (Checks his blaster's damage die code and then
rolls five dice.) 1 rolled a total of 16,

GM: (Rolls Endurance dice for the merc.) lrolled a 12
to resist, so the damage was higher than the trooper’s
Endurance roll but less than double, which translates
to one wound. Your blaster shot hits the merc in the
shoulder, but other than a black mark on his plasteel,
he seems all right. Okay, anyvone make a Reflexes roll
of 15 or higher?

Tim & Tom (simultaneously): I did!

Tim: [ got a 16.

Tom: I rolled a 15.

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

Tim: I'm going to take two shots, one at each of the
mercs running toward us.

GM: You're going to lose 1D from each shot since
you're taking more than one action.

Tim: No problem. I've got 7TD+1 in blaster anyway. How
far away are they at this point?

GM: About 10 meters.

Tim: (Checks his blaster's range and rolls his dice.)
Hmmm...well, I only rolled a 6 on my first shot.

GM: That’s a miss.

Tim: I figured. Okay, on my second shot I rolled a 13.
GM: Hit! Roll damage.

Tim: (Checks blaster’s damage dice and rolls.) That's
a total of...19.

GM: (Rolls merc’'s Endurance.) | rolled a 4. Your dam-
age roll is three times higher than his Endurance roll!
That's three wounds! You blast him square in the
chest and he goes flying backward about two meters.
Okay. Tom, it's your turn.

Tom: 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 out of the
way.

GM: Okay, you lose 1D from each action since you're
taking two.

Tom: (Checks his range 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.
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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 him right in the helmet and
he’s thrown backward into the wall. Okay, now make
your dodge roll.

Tom: (Rolls his dodge dice.) Well. | rolled a 13, but
something tell’s me that’s not going to be high enough,
so I'm going to spend a Character Point.

GM: Okay, roll another die and add it.

Tom: (Rolls one more die.) | rolled a 5, so that's a to-
tal of 18. I'll stick with that.

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 rifle.
(Checks range and then rolls the merc’s blaster dice.)
He rolled a 12, so he hits Dobos (Tim's character.)
Tim, make your Endurance roll. (Rolls damage.)

Tim: Okay. (Rolls his Endurance dice.) | got a 9.

GM: I rolled a 14 damage, so that's higher than your
roll, but less than two times higher. That means Dobos
takes one wound.

Tim: Oh, man! That's two wounds ['ve taken so far!
I'm not going to last much longer.

GM: Okay, the trooper with the heavy blaster fires at
Mek (Tom’s character). (Checks range and rolls

wdice.) That's a 17.
Tom: | rolled an 18 for my dodge this round. Good
thing [ spent that Character Point!

GM: That's right, so the merc’s blaster bolt lances
straight toward you and you just barely manage to
jump out of the way. Okay, so everyone has taken their
actions for this round. Round two begins now. Every-
one make Reflexes rolls...

Now you have a basic feel for the way combat works
in a roleplaying game. The battle we just witnessed
used the wound damage system and the combat
rounds sequence (which we'll discuss momentarily).
The next sections cover the mechanics for running
game battles and provide some solitaire simulations
so you 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, typically minutes
or seconds, since the timing of every traded blow
counts. The D6 System offers three ways to run
battles, all of which use seconds as the main unit of
time.

SIMULTANEOUS

Combat and chaos sometimes go hand-in-hand. Ev-
erything is happening at once, and it's hard to tell
what’s going on. The simultaneous 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 to 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 your 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 clothing to a
wall or other nearby object. This action is treated
as a called shot.

Punch: This is another self-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, unsheathe a
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 knife).

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.

Note: Each entry (other than movement—see
below) counts as one action.
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captures this feel of actions occuring at the same time.
Everyone involved in the battle acts at once, deter-
mines the effects of their actions, discovers what ac-
tions performed by others affected them, and then
(hopefully) gets ready to act again.

Simultaneous combats work on five-second units
of time called rounds. Each round, all the characters
involved in the battle may take one or more actions—
including doing nothing. This is the simplest method
for running a combat encounter, primarily because it
requires less dice rolling and less accuracy in gen-
eral.

When player or gamemaster characters initiate a
combat, switch to the five-second round 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
before the losing side gets to take its turn. If you (as
gamemaster) roll the higher score, all the gamemaster
characters take their actions before any of the play-
ers (in whatever order you would like).

When the player characters get their turn, allow
each player to take an action, and then move to 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 action occurs regard-
less of whether or not he survives the round. If a char-
acter dies before the player controlling him has made
his dice rolls, he still gets to perform his actions. At
the end of the round. however, he dies and cannot
engage in the next combat round (barring the appli-
cation of healing techniques).

SIMULTANEOUS COMBAT:
ROUND SEQUENCE
1. One player and the gamemaster roll 1D

2. Ali characters 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

SIMULTANEOUS COMBAT:
CHARACTER ACTION SEQUENCE

1. Determine the number of actions you will take

COMBAT

2. Subtract dice for multiple actions

3. Roll all attacks and resolve damage suffered (see
Attack and Defense sidebars)

4. Move

INITIATIVE ROUNDS
The only difference between simultaneous combat
and initiative rounds is the order in which charac-
ters take their actions. Rather than all characters on
one side going at once, followed by all the characters
on the other side, this method allows player and
gamemaster characters to alternate actions depend-
ing on individual dice rolls.
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Once combat has been declared (i.e.. one charac-
ter assaults another). every character involved must
make a Reflexes roll (the gamemaster may make one
roll for each type of gamemaster character, e.g., one
roll for all the mercs and another roll for all the pi-
lots). The character with the highest roll may take
his action first. The character with the second high-
est roll then takes her action, and then the third, and
so on, until the last character performs his action, at
which point the round ends and a new one begins.
Note that player character and gamemaster charac-
ter actions are intermingled, adding more realism to
the combat.

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 combat de-
scribed above).

INITIATIVE ROUNDS:
ROUND SEQUENCE

1. All gamemaster and player characters make
a Reflexes roll

2. The character with the highest value goes
first

3. The character with the next highest value
goes next, and so on ...

INITIATIVE ROUNDS:
1. Make a Reflexes roll

. Subtract dice for multiple actions

£ L

in order

. Move

o

Note: Steps 4 and 5 may be reversed.

CHARACTER ACTION SEQUENCE
2. Determine the number of actions you will take

. Roll attack and resolve damage for each attacker

CONTINUOUS COMBAT

By far the most detailed of the three, continuous com-
bat allows you to run more intricate, more accurate,
and more realistic battles. Unfortunately, to do so
requires more record-keeping during the combat se-
quence on the part of you and the players.

Unlike the previous combat methods, continuous
combat uses intervals of one second, although one
complete combat round consists of five seconds. Like
when running initiative rounds, all characters (player
and gamemaster) make Reflexes rolls at the begin-
ning of each round. This time. however, refer to the
Continuous Combat Initiative Determination to deter-
mine on which second (out of the five-second round)
each character takes his action.

Now call out the first second of the round by say-
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

:
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their action on the first second of the round may ei-
ther do something or hold their actions until the next
second.

Once all the characters whose Reflexes rolls were
26 or better perform their actions (i.e., those allowed
to take their actions in the first second of the round),
call out the next second by saying “two.” All charac-
ters may move one-fifth of their movement again, and
any characters who generated a Reflexes roll of 21-
25 may take their actions (as well as any characters
who rolled a 26 or better but held their action). Con-
tinue this sequence until you complete the fifth sec-
ond of the five-second round, and then start over.

If more than one character takes an action at the
same time (in the same combat second), treat the
exchange like a simultaneous combat. Both may take
their actions regardless of whether one or the other
is killed. A character who dies, however, may not take
any actions after this second.

CONTINUOUS COMBAT:
ROUND SEQUENCE

1. All gamemaster and player characters make a Re-
flexes roll

2. The gamemaster calls out the current second of
the round (starting at one)

3. All characters may move one-fifth of their move-
ment

4. Characters who may take an action in this second
do so now

2. Add one to the current second and then go back to
step 2 (after five seconds, the round ends).

"PERFORMING MULTIPLE
ACTIONS

On your turn (as player or gamemaster) you may
choose to take more than one action. The more you
attempt to do, however, the less care and concentra-
tion you can apply to each action, making it harder for
you to succeed at all of them. This increased difficulty
is reflected in game mechanics by subtracting 1D from
all skill attempts for each action beyond the first. For
example, if you wanted your space smuggler charac-
ter to cross four lanes of traffic (a vehicle maneuver)
while shooting his blaster out the window (an attack),
he would lose 1D (for taking one extra action) from his
skill dice for both actions when rolling for success.

Example: Brian Williams, an undercover CIA
agent, spots his target leaping across to a neigh-
boring rooftop. Realizing he doesn'’t have much
time, Brian decides he has to draw his pistol and
fire immediately—and he thinks he’'d be better
off shooting twice. just in case. Since he's taking
three actions (drawing and then firing twice), he
must subtract 2D from each skill attempt. Luck-
ily, drawing a weapon does not require a skill
roll anyway, so he only loses the 2D from his two
marksmanship rolls. Since his marksmanship die
code is 5D+ 1, he makes both actions at 3D+ 1 (not
counting range and other situational penalties ).

g W IR
MOVEMENI
Characters may walk up to their move value in meters
every round. For example, a character with a move

26+ 1
: 21-25 2
11-15 3
6-10 4
0-5 5

of 12 can walk 12 meters in any direction
during a five-second combat round. To move

CONTINUOUS COMBAT any faster requires a Reflexes roll against a
: INITIATIVE DETERMINATION | difficulty determined by the number of ex-

Reflexes Roll Action Taken on Second...

tra “movements” (one movement is equal
to the character’'s move value; two move-
ments is equal to two times the character’s
move; and so on). Each extra movement
adds 10 to the difficulty. For example, a
bounty hunter chararacter wants to capture
a bandit before the thief leaps onto a mov-
ing train in a few seconds. Since the bandit
is about 25 meters away and the bounty

CONTINUOUS COMBAT:

CHARACTER ACTION SEQUENCE
1. Make a Reflexes roll

2. Refer to the Continuous Combat Initiative De-
termination chart to determine which second
the character may take an action

. Move one-fifth of movement during each sec-
ond of the round

. Determine the number of actions you will take

. Subtract dice for multiple actions

. Perform action(s) on the second indicated by
the Continuous Combat Initiative Determination
chart
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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
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hunter’'s move is 10, there's no way the
bounty hunter can reach his quarry within five sec-
onds. The player therefore decides to have the
bounty hunter make two and a half extra moves.
The first 10 meters is free (it’s a normal move, not
an extra one), but the next 15-meter distance yields
a total difficulty of 20 (10 for the first extra move of
10 meters and another 10 for the second extra move
of five meters). If the bounty hunter's move had
been 20, he would have needed to make only one
extra move and therefore would have had a total
difficulty of 10.
You may also wish to increase movement difficulty
depending on the type of terrain. A character run-
ning through a warehouse crowded with stacks of
boxes would have more trouble than if he were run-
ning across an open plain.
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Note that a character making extra moves also
incurrs a multi-action penalty of 1D per extra move-
ment. If a character fails his Reflexes roll for his extra
movements, he moves only his normal value.

(If using the continuous combat option, characters
make their movement rolls at the beginning of the -
round so that the players know how far each charac-
ter can move during each second).

ATTACKING AND
DEFENDING

At the heart of any combat are simple attacks and
defenses. Using anything from a fist to a knife to a £
machine gun, one character attempts to injure an-
other in an effort to knock out or kill him.

We need two rolls for each attack. one to determine
whether the attacker succeeds in hitting his target,
and another to determine how much damage the de-
fending character suffers.

ATTACK PROCEDURE

1. Add or subtract Offense Modifiers i 4
2. Roll attack dice - ”v.
3. Compare to attack difficulty *
4. If hit, roll damage .
5. Compare damage roll to defender’'s Endur- i -
ance roll ¢
DEFENSE PROCEDURE g ; " DEFENDING
L. ﬁetclgrc d“dd?? parr_\:,worlnio defense o AGAINST
2. If dodge, add Dodge Modifiers . g
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 e
6. Subtract Endurance total from attacker’s damage roll DODGES
7. 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 ROLLTO dodge any type of weapon (melee or missile).
HIT A CHARACTER Example: A space pirate decides to dodge out

of the way of the merc’s return fire. He rolls his
dodge skill of 3D+2 and generates a 16, which
becomes the new attack difficulty the merc must
beat to score a successful hit on the space pirate.

To put it simply, an attacker must generate a skill to-
tal of at least 10 to successfully hit a defending char-
acter. Just roll your brawling, sword, or archery (or
the appropriate skill for whatever weapon you're us-
ing) dice, add them up, and see whether you rolled a Example: Later in the combat, the space pi-
10 or more. rate dodges again, but winds up with a total
dodge roll of only 7. Since the value he gener-
ated is less than 10 (the base difficulty), the at-
tack difficulty is lower than it would have been if
he had not dodged at all (hence the risk involved
n trying to anticipate an oppenent’s attacks ).

Example: A space pirate with a laser pistol
skill of 4D+ 1 fires at a customs official. He rolls
his laser pistol dice and gets a 14 (2, 4. 5, 2, +1
pip), which is greater than 10, indicating that he
succeeded in hitting the official.

It may seem unrealistic to allow a character to
dodge out of the way of a bullet traveling at mach
speed or a laser bolt traveling at the speed of light.
Do not think about a dodge this way. A character who
is dodging is anticipating the location of his attacker’s
aim (before the attack is made), and is doing all he

Sometimes the situation dictates an added or re-
duced difficulty to succeed in the attack. Refer to the
Offense and Defense Options sidebars for examples.
As gamemaster, however, you always make the final
decision on what numerical effects a given situation
incurrs.



can to maneuver himself out of that area. Sometimes,
however, the defender guesses incorrectly, and there-
fore becomes easier to hit (represented in the game
by making a dodge roll that is less than the normal
value needed for a successful attack). But most times,
he leaps out of the way scant milliseconds before his
opponent launches an attack.

PARRIES

Only melee weapons (fist, clubs, swords, et cetera)
can be parried: missile weapons (guns, arrows,
blowgun darts, et cetera) cannot (unless otherwise
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. defender’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
a successful hit. If the defender generates the higher
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 to
hit a character).

Example: Uth, an enormous barbarion from
the Northern Regions, swings his club at Sir Gavin
Valarian. Gavin parries the blow with his sword
using his fencing skill. Uth generates an attack
roll of 12, but Gavin gets a parry total of 1.3, barely
deflecting the club before it smashes into his skull.

HIT LOCATION OPTION
To determine the location where a character was
hit, consult the following chart. -

-
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One’s Digit

of Attack Roll Body Location

Right Hand
Left Hand
Right Leg
Left Leg
Right Foot
Left Foot
6 Abdomen
-8 Chest
9 Head
Example: Agent Brian Williams rolls his at-
tack dice and ends up with a total of 14, a 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
the right foot.

P R = B S

RANGE
Each weapon has a listing for its short, medium, and
long ranges. Anything closer than short range is con-
sidered point-blank and has a +1D modifier. Short-
range attacks incur no penalties. For medium-range
attacks, the attacker loses 1D from his attack roll, and
for long-range attacks, he loses 2D.

SPEED OPTION
Some weapons require more time to use than others.
If you would like to take this speed difference into
account, and thereby add more realism to your com-
bat encounters, apply the speed value of a character’s
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 generating his initiative
total for that round, he rolls 2D rather than 3D
(Reflexes of 3D - 1D for speed).

25% Cover
50% Cover
75% Cover
Moonlight
Full Darkness +15
Pinned -5

parries.

DEFENSE OPTIONS

Option Defense Total Modifier

Note: These modifiers do not apply to

OFFENSE OPTIONS

Aim +1D
Point-Blank Range +1D
Short Range -

Medium Range -1D
Long Range -2D
Called Shot -2D
Blinded -2D

Option Attack Dice Modifier
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])1‘1‘.1“; lg to the character's Endurance when resisting damage.
Example: Sir Gavin Valarian strides into the
battle ring wearing an expensive suit of chain mail
armor (armor value: 1D+ 1 vs. edged and pointed
g W EDET e 7 weapons, -2 vs. blunt weapons ). His opponent
DAMAGE TYPE OPTION hr;.\‘!{;‘: him in the side u'Hh}:; mace for cﬁorrn’ of
For each wound a character suffers, roll 2D and 17 damage. Gavin makes an Endurance roll (his
consult the chart below to determine what type of armor adds +2 for the blunt-weapon attack) to
injury he suffers. resist. In the same round, his opponent also
slashes at him with a large knife. This time, Gavin
adds 1D+1 to his Endurance roll since the attack
came from an edged weapon.

A wound represents anything from a bruise to a deep
laceration to a broken arm.

Die Roll Damage Type

Laceration
Gash
Deep Bruise

Scrape SCALE

Puncture L R ) L )
e All characters and vehicles have a scale code that rep-
Internal Wound o o N P = :
S resents its mass relative to the mass of other objects.
roker mne ¢
2 s Characters have a scale code of U, but a tank may have

a scale code of 4D, and a starship a scale code of 9D.

Wy bl ;l A ;i ;1 B rgrp Al
ARMOR SCALE MODIFIERS TO ATTACK
Whenever objects of a different mass/size attack each
other, find the difference between their scale codes.
A character fighting a tank would have a scale code
difference of 4D (4D-0=4D). The smaller of these two
objects gains that difference in scale code dice

(jﬂAllA(:rlﬂER l)]mrrﬂ as a bonus to hit the bigger object, while the

bigger object loses that difference to hit the

USING WOUNDS smaller object. _
Example: A starship (scale code of 9D )
fires its blaster cannon (scale code of 4D)
1 Wound Stunned - at a small orbital space station (scale code
2Wounds Injured ~1D to all actions® of 10D). First we find the difference in scale
code by subtracting the blaster cannon's
scale code of 4D (notice we're not using
the starship’s scale code; that is used only
5Wounds  Dead cannot take any when it is on the defending side of an at-
actions tack) from the space station'’s scale code
*This penalty does not apply to Endurance rolls to of 10D. The resulting die code of 6D (10D-
resist damage 4D) is then added to the blaster cannon'’s
gunners starship gunnery skill roll (re-
USING BODY POINTS member, hitting the broad side of a barn
0 Bodv Points = Death is a lot easier than hitting a candle wick,
: all other factors being equal).

Concussion

Characters can protect themselves from damage by
wearing gear that either shields them from or absorbs
attacks. The armor value of such equipment is added

Damage Condition Game Effect

3 Wounds  Severely Injured -2D to all actions™
4Wounds  Mortally Wounded -3D to all actions™

DETERMINING DAMAGE

USING THE WOUND DAMAGE SYSTEM

Lower Limit Upper Limit Effect

1 Damage Roll < Endurance Roil —
Damage Roll > Endurance Roll Damage Roll <2 x Endurance Roll 1 wound
Damage Roll = 2 x Endurance Roll Damage Roll < 3 x Endurance Roll 2 wounds
Damage Roll = 3 x Endurance Roll Damage Roll < 4 x Endurance Roll 3 wounds
Damage Roll = 4 x Endurance Roll Damage Roll < 5 x Endurance Roll 4 wounds
Damage Roll = 5 x Endurance Roll Damage Roll < 6 x Endurance Roll 5> wounds

USING THE BODY POINT DAMAGE SYSTEM
Damage SufferedT = Damage Roll — Endurance Roll
T (zero or a negative result indicates no damage)
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SCALE MODIFIERS TO DAMAGE
Every weapon (either portable or mounted on a ve-
hicle) has a scale code that represents the level of
damage it can cause. For example, a shell from a tank
inflicts much more damage than a bullet from a pis-
tol. Most character-scale weapons have a scale code
of 0, whereas a tank’s main gun may 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
it’s gun; if it had another gun it could potentially have
three different scale codes).

When calculating damage between two objects of
different scale codes, find the difference of their scale
codes. Continuing with our character versus tank
example, the difference would be 3D (3D-0=3D). The
bigger of the two objects gains that number of dice
as a bonus to damage and to resist damage caused
by the smaller object.

Example: Continuing from our last example,
we now need to determine the effects of scale on
the damage inflicted on the space station by the
blaster cannon (we're assuming the attack was
successful, of course ). The 6D of scale difference
(10D4D, for the last example) is added to the
space station's body strength when rolling to re-
sist the blaster cannon’s damage (remember. hit-
ting an elephant with a toothpick isn't going to
do much damage ).

WEAPONS
Weapon Damage Range Speed Ammo
Blaster 4D 5/10/40 -2 20
Blaster rifle 5D 10/25/60 -1D 20
Fist Strength — 0 —

XPLOSIVES
BLAST RADIUS

Certain weapons (like grenades) and magical effects
(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 far
the damage spreads outward from the point of im-
pact. The value is expressed as a series of numbers
separated by slashes (similar to the range value).

Example: grenade  blast radius: 2/4/5

Characters standing within the range determined by
the first value (i.e.. they are a number of feet away from
the impact point equal to or less than the value) suffer
the full damage of the weapon. Characters within the
second range (greater than the first value and equal to
or less than the second value) suffer half of the dam-
age, and characters within the third range (greater than
the second value and equal to or less than the third
value) suffer only one-quarter of the damage.

Example: A soldier lobs a grenade into a group
of five enemy commandos. The detonator ex-
plodes for a total damage of 20. One character is
standing within one foot of the impact point, and
is therefore within the grenade s first range value.

He suffers the full 20 points. The second and third
characters are standing about three feet away (the
second range) and therefore suffer 10 points of
damage (half of 20). The fourth character is five
feet away and suffers 5 points (one-quarter of 20)),
and the fifth character, who is seven feet away
(and therefore, outside the third range value)
sustains no damage whatsoever.

OTHER DAMAGE TYPES
ELECTRICITY

Electrical damage can range anywhere from zero to
10D or more, depending upon the ampheres and volts.
Use your judgment to determine an appropriate die
code.

Electrical Source Damage

AC outlet 1D
power station transformer 4D
lightning 9D
FIRE
Fire has a standard damage code of 2D per round.

Reduce or increase the damage based on the volume
of fire surrounding the character.

FALLING

Characters take no damage from falling. They do,
however, take damage from slamming into the ground.
Standard damage is equal to 1D for every ten feet
fallen.

Example: Tim “the shark” Demoane falls 30
feet after losing his grip while scaling the outside
of a bank. The GM rolls 3D damage (1D for ev-
ery ten feet) and generates a total of 14.

CHARACTER DEATH

Characters who suffer five wounds (if using the wound
damage system) or who reach zero or less body
points (if using the point-based damage system) im-
mediately fall 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 of the magical, miraculous, or tech-
nical sort).

FULL-SCALE BATTLES

The basic idea is to create a mechanic that adjudi-
cates actions performed in tandem by several par-
ties. Somehow it's easier to do. but with diminishing
marginal returns.

HEALING

At some point during a character’s adventure career,
his body is going to need mending and his vehicle,
fixing. This chapter provides the game mechanics
necessary for determining the length of time and ex-
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Wounds: Wounds heal at rate of one day.

Body Points: Body points heal at a rate of five per
day.
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MEDICINE
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s that the injured character
one wound from his total or heals 2D
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body points.




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 your own house rules or optional systems as
you want. Future D6 games will provide additional
mechanics and vehicle options where appropriate.

TR b | L A B e
VEHICLE TEMPIATE

Like characters, vehicles have an associated set of
game values. All vehicles should have at least the fol-
lowing information:

VEHICLE NAME: THE VEHICLE’S
DESIGNATION (“A WHALE OF A TIME,”
“THE LUCKY CAMEL,” THE THIEF’S CAR).
Type: The vehicle's make and model (Alpha-class
cruiser, '92 Chevy Berreta, your standard cart).
Scale: The vehicle’s scale die code (2D, 3D+1, 8D)—
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) that the vehicle can hold.
Cargo Capacity: The amount of extra weight the
vehicle can carry (100 kilograms, 10 metric tons,
none).
Cover: The die code that represents the amount of
defense (added to a character’s base defense value)
the vehicle affords its crew and passengers (+3, +10,
Full).
Altitude Range: The vehicle’s altitude limitations
(ground, 100 meters, 8 kilometers, space-capable).
Maneuverability: The die code representing how
well the ship handles (added to the pilot’s piloting
skill when performing stunts).
Move: The vehicle's standard cruising movement
value/maximum number of moves per round in at-
mosphere and space (50/2 (atmosphere); 75/6

(space)). Usually given in meters per second (for
ease of use in combat situations).

Hull/Body Strength: The die code that represents
the vehicle's ability to resist damage (0, +1, 2D+2,
4D).

Hull Hits/Body Points: This dual value determines
how much damage a vehicle can sustain before it
is destroyed (i.e., how many “hits” the vehicle can
take). The first number corresponds to the wounds
character damage system, and the second number
to the body points damage system (see Chapter
Three, “Characters,” and Chapter Eight, “Combat,”
for more information). Choose which option works
best for your game world and your players.
Weapons: Repeat the list of entries below for each
weapon type.

Type: The number and type of weapon (two
machineguns, one missile launcher, four laser can-
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 pilot suffers a multi-action pen-
alty if he pilots the craft and fires a weapon simul-
taneously).

Scale: The weapon's scale die code (see Chap-
ter Eight, "Combat,” for more information on
scales).

Skill: The skill used to operate the weapon (la-
ser cannon, machineguns, energy weapons).

Fire Control: The attack bonus die code that rep-
resents the weapon’s inherent accuracy which may
include anything from sights to targeting software
(0, 1D+1, 4D).

Range: The weapon's range values (10/20/40, 5/
12/20, 150/400/900)—see Chapter Eight, “Combat,”
for more information on range.

Damage: The damage die code caused by the
weapon (1D+2, 3D, 9D+1).

Cost: The cost of the vehicle new or used ($200
(new); $125 (used), 10,000 credits (new), 8,000
(used)).

Description: The basic purpose, look, and history
of the vehicle type or the particular vehicle.
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Depending on your game world, you may
also wish to include the following items in a
vehicle template:

Consumables: The length of time a crew can
remain on board without having to resup-
ply the vehicle (four hours, two days, nine
months).

Shields: This die code represents the ad-
ditional damage resistance afforded by the
vehicle's energy/particle shielding. A char-
acter must make a successful shields skill
roll to use the shields effectively (a suc-
cessful use allows the shield die code to
be added to the vehicle's hull/body
strength when rolling against damage).
The difficulty depends on how many of
the vehicle's flanks (forward, aft,
port, star-

. 2. - CE
VE HICLE N[\Mﬁ:‘ﬂ'le L.as‘b Chan
Type: Duhrlis-class Starfighter
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board) the shields will cover, o}
adding +5 for each flank. For example, a char-
acter placing shields forward and port
would have to beat a difficulty of 10 (5 - 5)

to do so. The shield die code is evenly split
between those two flanks when resisting
damage. If the shield die code is 2D, he can
apply 1D forward and 1D to port.

o

Lightspeed Multiplier: This value deter-
mines how long it takes a starship to travel
a given distance (which is measured in
time). For example, a ship with a
lightspeed multiplier of x2 wants to travel
to a neighboring star system. According




to the standard distance chart, it would take a ship
moving at a lightspeed multiplier of x1 one day to
reach that system. This ship (with its x2 multiplier)
would take two days. Higher values indicate slower
lightspeed engines.

Sensors: The distance and effectiveness of a vehicle's
sensor system. For example, a value of 60/3D indi-
cates that the sensors can scan up to 60 meters away
with a +3D bonus to the character’s sensors skill roll.
The difficulty of sensing an object depends on its size,
energy output, and acceleration, plus other situational
factors like nearby radiation.

MOVEMENT

Vehicles follow the same game mechanics as charac-
ters for movement purposes. See Movement in Chap-
ter Eight, "Combat,” for more information.

gt Tr 1q
STUNTS
Normally, a character can operate a vehicle without
having to make a skill roll—casual driving. Only when
he wants to perform a stunt do dice rolls come into
play.

The base difficulty to hit a vehicle is 10.

VEHICLE DODGE
A character piloting a vehicle
may attempt to dodge the
craft out of the way of in-
coming projectiles.
Rather than the dodge
skill, the character uses
his piloting skill (plus
the vehicle's maneu-
verability code) to
evade the attack.
The rolled value be-
comes the new at-
tack difficulty.

RAMMING

Both vehicles take an
amount of damage equal to the
smaller vehicle’s scale code.

SAMPLE STUNTS
Stunt Base Difficulty
Ram Easy (10)
45° turn Easy (10)
90° turn Moderate (15)

180° turn Very Difficult (25)

-
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DAMAGE
On a successful hit, the attacker rolls his vehicle’s
damage dice and the defender rolls his vehicle’s hull/
body strength. Consult the Vehicle Damage Chart to

determine what type of effect occurred.

The attacker then rolls 1D to randomly select the

affected vehicle system or part (maneuverability,
hull).

VEHICLE DAMAGE CHART
Situation Effect

Damage Roll =
Hull/Body Strength Roll (one round)

Damage Roll 2 Permanent Effect
Hull/2 x Body Strength Roll  (repair required)

Damage Roli > Permanent Effect
Hull/3 x Body Strength Roll  (part destroyed)

Temporary Effect

Temporary Effect: The damage effect lasts only dur-
ing the round it was incurred and the round immedi-
ately following.

Permanent Effect (repair required): Characters may
repair the damage with the appropriate skill rolls or
by hiring a mechanic.

Permanent Effect (part destroyed):
The characters must purchase a new
(or used) part
to replace the
damaged one.
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VEHICLE DAMAGE EFFECT
1D Roll Effect

1 Maneuverability
2 Random System Damaged
3-6 Hull Damage

DAMAGE EFFECTS

Vehicle damage may manifest itself in various ways,
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-
feres with the pilot’s ability to handle it.

System Damaged: Randomly select a vehicle’s sys-
tem (lightspeed engines, communications, tractor
beam, shields, et cetera). That system becomes in-
operable (or loses 1D if it has an associated die code).

Hull Damage: The ship suffers an amount of damage
as determined by the normal combat damage rules
(see Chapter Eight, “Combat™). For example, in a dog-
fight, one plane shoots another, scoring a successful
hit for hull damage (as determined by a 1D roll on the

Vehicle Damage Effect chart). The pilot rolls a total
damage of 19. The defending plane generates a total
hull/body strength of 6. Since 19 is more than three
times higher than 6, the defending plane suffers three
hits (or, if using the body points system, 13 body
points of damage (19-6 = 13)).
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REPAIRING VEHICLES
Characters may rely on their own technical skills or
that of hired mechanics to repair damaged vehicles.
The following chart 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
1D Easy 10%
2D Moderate 15%
Difficult 20%

Time Required

1 hour
4 hours

3D or more 1 day

The standard difficulty for repairing one hit or five
body points is 10, with a time required of four hours.
All other system repairs depend on your game world.
You can decide on difficulties, costs, and required
time whenever characters need to fix a vehicle or you
can make your own charts when you design your
game world.

Destroyed parts or systems must be replaced. Se-
lect a difficulty to install and a cost that accounts for
the intricacy and availability of the part as reflected
by your game world.




The Character Creation and Game Templates on the
following pages provide a set of rules for players and
gamemasters who want a simple, cinematic system
that can handle many genres. Supernatural powers
have been excluded from this game, but feel free to
use any of the samples covered in that chapter.

Hand out the Character Creation Template to the
players so that they can design their characters, and
then read the text detailing the options selected on
the Game Template (simultaneous combat, for ex-
ample) in the appropriate chapters. As you play, you
may wish to begin altering the game by adding op-
tions either in an effort to better match the game
world or to make the system more detailed and com-
plex. At that point you should photocopy the blank
templates in Chapter Two, “The Gamemaster's Sec-
tion.” Fill in the sheets (perferably in pencil so that
you can change them later) and distribute copies of
them to the players so they know what you've added,
deleted, or replaced.

The D6 System allows you to select and create rules
to reflect each game world, so you may end up with
several sets of templates for 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 games using the simple con-
version below; all you need is the WorldBook for the
game you want to run.

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, you can use the MasterBook
attributes—Agility. Dexterity, Strength, Endur-
ance, Intellect, Mind, Charisma, 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
MasterBook 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 MasterBook 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
you've done that, you can start playing! And you
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. If one
gamemaster character never uses any skill
other than fire combat during an encounter, you
would've wasted your time converting his val-
ues. This way you only convert the attributes
or skills you need during play.
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CHARACTER
CREATION
TEMPIATE

Game World Name; _Generic

CHARACTER INFORMATION

Species: Human

Age Requirements: _Any

Groups: _None

Game Designer:

DAMAGE SYSTEM
xl Wounds #: 5
< Body Points Formula:

ADVANTAGES AND DISADVANTAGES

All except infravision and ultravision.

Starting Attribute Dice; _21D

Starting Skill Dice: _7D

Starting Money: _100

ATTRIBUTES AND SKILLS
COORDINATION ENDURANCE

REFLEXES STRENGTH

Lockpicking Swimming

Acrobatics Jumping

Pick Pocket

Balance

<Missile Weapon>

Blindfighting

<Thrown Weapon>

Dodge

<Melee Weapon>

Scaling

Sneak

KNOWLEDGE EERCEPTION

MECHANICAL

Etiquette Contacts

<Creature> Riding

Forgery

<Creative Ability>

<Vehicle/Vessel> Piloting

Healing

Haggling

History of <Area>

Information Gathering

Law

Read/Write <Language>

Navigation

Shadowing

Secret Societies

Speak <Languaage>

Urban Geography

Traps




GAME
SYSTEM
TEMPILATE

Game Name: _Generic

Game Designer:

Genre: Any

World Overview: This game works well for any genre that requires a cinematic style of play. Fast action and
simplicity govern the game’s overall structure. It 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 COMBAT SECTION
TYPE(S) DAMAGE SYSTEM
:I Magic xl Wounds #: 5
4 Psionic  Body Points Formula:
fl Super ROUND STRUCTURE
U Other:
LIMITATIONS & RESTRICTIONS

None

xl Simultaneous

J Initiative rounds

- Continuous
OPTIONS

< Hit location

- Speed

3 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 campaign or sample
adventure ideas.
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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...

]

e oy s T}}e D6 System allows you to play adventures in these
or any *o{her game setting—from high fantasy to space

T opera—using the same rules. For each world you can

{ create a iecially modified set of mechanics that reflects

the tone and feek of that genre. Choose a combat resolu-
tion methoclr create™d c'lxamcter template, or even design
your own{p‘swchlc power system. D6 let’s you do it all!

.‘-\ P .’"
£ 2% "

All you need are some smfmded dice
and your imagination!

ERRTEY FE' TNEENEEED
ONE DIE, INFINITE
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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.



