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Leandria--what do you do?"

Leanndria: I want to use Medicine to make sure 
everyone stays hydrated in the desert heat. Oh can I 
remove that setback die since my species is resistant to 
heat?"

GM: "Absolutely!"

Leanndria: *rolls* "Looks like one uncanceled success 
and that is it." 
GM:  "Hey that is still a success." *Writes down 2 Total 
Success.* "Okay Nolwynn-what are you going to do?"
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Optional Rules: Adversary and Talents
: The Opponent has Turns. Just like in a 

Skill Adventure with PCs the NPC gets to make 
appropriate rolls opposed by the skill of the PC. 
Essentially the GM runs two Skill Adventures. One for 
the PC and one for the NPC. Whoever reaches the 
appropriate number of TS before reaching the 
needed number of TF is victorious.

Be careful of this as it could  steal the 
thunder from the PC. Alternatively you could allow 
each Total Success that the NPC makes to count 
instead as a Total Failure for the PC. This makes the 
encounter still focused on the PC and builds tension.

: Because this Skill Adventure is so combat 
focused it is best to discuss with the player what 
talents should be . If a PC has built up 
talents that are 































































































Mechanics: If a bomb is used instead of a ranged
weapon—consider using this instead where  
is utilized.

The final attack roll is originally a 
Formidable Check (� � � � � ). Each Total Success 
decreases the difficulty of the check by 1, to a minimum of 
Easy (� ). Each Total Failure Upgrades the check by one. 

The party succeeds on an Easy Skill Adventure but 
 2 Total Failures. The final result of the fateful shot 

would be d� . 5 Total Successes reduces the difficulty to a 
minimum of Easy (� ) then upgraded twice for the two Total  
Failures.

If the GM desires, they may not 
want to worry about keeping track of Total 

Failures and their affects on the 
final shot. Instead they may simply set a final difficulty of the 
fateful sho









The party is able to get the goods through customs and they now just have to meet their contact to get paid.

e game is up. The scanner crew finds the illicit goods and one of three things typically occurs:

A combat encounter: A tough combat encounter occurs where the PCs must try to shoot their way out. This should be an extremely 
hard encounter as the boarding party has numerous support channels and may be expect









The GM feels that these are probably enough Complications 
for his Skill Adventure and so he tries to think of his next and 
final step--Consequences. 

Consequences
The party are traveling through the Beastmen Mountains 
trying to secure a magical ring from the power of an evil 
wizard. 

The party has managed to leave the safety of Riverdale, a high 
elf city, and crossed through a number of Skill Adventures 
and combat encounters since the start of the campaign. 

Now, the party must cross the Beastmen Mountains and 
continue on Mount Gloom where the magical ring can be 
destroyed. 

Because the GM knows the particular situation of his game 
table and game world has an idea of what the Consequences 
should be.  

Success: Beyond the mountain range is a friendly wood elf 
city. The GM determines that if the PCs are able to succeed 
on their Skill Adventure then they are able to make it passed 
the mountain range after a few weeks of travel and to the 
safety of the next civilized town.

Failure: The GM determines that the party is unable to 
navigate over the mountain, and must therefore try to pass 
under it through the dwarf holds. 

Alternatively the GM may decide that failure represents an 
extended amount of time is taking up as they wander the 
passes in vain before finally emerging at the foothills of a 
forest. 

Or failure leads to a combat encounter of which the PCs are 
ambushed by foul smelling Beastmen.

And so the GM has done it. He has created a Skill Adventure! 
But the GM is busy planning his next move and decides that 
he wants the PCs to partake on a Big Game Hunt in  

different campaign he is running. That one will 
take a bit more finesse than just a simply reskin of a  
Skill Adv











Interlude Inspiration

Coming up with a good Interlude may not be the easiest 
thing for many Players. Consider some of the topics 
below to be ideas to build off of. 
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