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Foreword
What is 2d6?
2d6 is a set of rules that will allow you, the player, to experience adventures beyond your wildest
dreams – probably. Okay, to be fair it takes a bit of work to really make any good roleplaying
game come alive, but this system is designed to simplify the often complex rules that seem to
plague the RPG scene these days, while still giving enough of a bare-bones framework to
provide balance to the game.
I first began to develop 2d6 a few years ago with Micah Brandt and Mark Ishman in pretty much
direct response to the release of a new set of rules for a very popular RPG. I’m sure most of you
can guess which one. My friends and I were tired of the needlessly elaborate rules governing
things that could easily be resolved by a minute’s reasonable discussion.
Over time, it grew to be a system aimed at streamlining and simplifying the entire concept of an
RPG. The hope is that it’ll appeal to newer gamers who are often scared away at the sight of the
arcane scribblings that cover most character sheets, as well as casual gamers who are looking to
play an RPG where character creation doesn’t take two hours.
2d6 is fully universal, meaning it works just as well for traditional swords and sorcery as it does
for a space opera or murder mystery.
These rules, along with a growing library of free content are also available online at
http://2d6game.wordpress.com.

So in the spirit of simplicity, let’s get right down to the basics:

The Basics
In a nutshell, 2d6 is a way to tell an interactive story where the results of each participant’s
action are, to a degree, randomized. This randomization is meant to represent the chaotic nature
of life. For instance, a master pole-vaulter might be the Olympic gold medal winner for ten years
running, but that 11th year, perhaps the conditions of the ground are too wet, or the pole has a
flaw in it. No matter how good a person is at something, there’s a certain amount of random
chance in every action.
Many Role-Playing Games (RPGs) use die-rolls to represent this randomness, 2d6 included. In
fact, the name 2d6 refers to the shorthand notation often used by gamers to represent two sixsided die. This means every time your character tries to do something where there’s the
possibility of failure – climb a wall, woo a potential bedmate, eat a particularly large turkey in a
short amount of time – you roll 2d6 and add some modifiers (bonuses or penalties – this will be
covered more in-depth later on) to determine whether or not your character succeeds. This is
called a check. All the action is narrated by…wait for it… the Narrator!
And that’s the most important thing about playing any RPG – you. Have you ever played a video
game and been frustrated when you found a door painted on a wall that led nowhere? How about
when you get an Item that’s only useful in one spot, or the worst: the completely onedimensional characters that say the same thing every time you talk to them.
Pencil-and-paper RPGs eliminate all those problems by using a human brain as the game engine.
One brave soul among you plays the part of the Narrator, creating the game that the players act
in. This means that they write the plot, build the environment, create the Non-Player Characters
(NPCs) that the players interact with, and narrate the action of the game. There’s more on
narrating later on, but for now, suffice it to say that while the job is difficult, it can actually be a
very rewarding process and a great outlet for creativity.
Now, the first thing you’ll need to know to play is how to create your character. Your character
is an extension of yourself. You make them up out of whole cloth, forging them from the fires of
your mind. Through them you can live the lives of doctors, warriors, journalists, and wizards.
You can be a hunter-gatherer roaming the plains of Africa when the world was young or a proud
spaceship captain, fighting fierce battles with alien warlords and exploring uncharted nebulae.
You can do anything, anything at all – the only limit is your mind.
To create your character there are some things you need to know. These things relegate the
bonuses and penalties mentioned earlier, and can be found on the next page!

Character Creation
The first and most important part of any RPG is character creation. This is where you build your
character from the ground up to suit your needs. Maybe you want to play a detective, or a brave
warrior. Perhaps magic is more your style. 2d6 is designed to be as open as possible, allowing for
creation of characters in any setting you can imagine.
Every character has three basic aspects that define them: their STATS, their SKILLS, and their
TALENTS.
STATS
Stats (short for Statistics) are the basic representation of your characters physical and mental
aptitude. There are seven Stats, which are discussed on the following page. Each Stat gives a
bonus or a penalty (depending on how you distribute them) to every roll you make. Different
Stats modify different Skills. Stats are modified by what race or culture a character is as well,
depending on the game being played. There’s more on Races and Cultures later on.
SKILLS
Skills are the things your character is good at. Depending on what kind of game you’re playing,
different Skills may be available. For instance, in a Fantasy game, Enchantment (a kind of
magic) is a completely reasonable Skill to have. However, if you’re playing a film-noir detective
mystery, magic would be a bit out of place. Your Narrator will let you know which Skills are
available for the game you’re playing. There’s more on Skills later.
TALENTS
Talents are subtle differences between your character and the other members of their profession.
They add a level of depth by giving your character abilities or traits that others do not possess.
While they don’t give you a numeric bonus on rolls, they give your character special qualities.
In addition to these three things, you may have to pick out your character’s starting Items – the
possessions that they have accrued thus far in life. While they don’t define your character,
they’re pretty important. More on Items later.
Finally, there’s your character’s back-story and personality. Who are they? Why do they do what
they do? Where do they come from and what kind of temperament do they have? Do they have
friends? Enemies? A family? A business? You decide. The more back-story your character has,
the more you’ll step into their shoes and enjoy the game. Starting out, you may want to play a
character similar to yourself, but as you grow more experienced, try on a new pair of shoes!

Stats
Physical
Brawn – Brawn is a measure of strength used for some melee attacks and Brawn checks.
Agility – Agility is a measure of speed and grace. It is used for some melee attacks, Combat
Initiative, and a number of physical Skills, many of which can be used for defense.
Dexterity – Dexterity is how much control over a character’s own body they have. It’s used for
ranged attacks and a number of fine motor Skills.
Toughness – Toughness is a measure of how durable your character is. It’s used for Toughness
checks against poison, disease, unconsciousness, and death and it determines the number of
wounds your character has.

Mental
Brains – Brains are a measure of intelligence used for knowledge checks and certain magic rolls
as well as any checks dealing with technology or crafting.
Will – The combined force of a character’s personality and their desire to live, Will checks are
used to determine certain magic and most social rolls, as well as Will checks to resist death.
Attention – Attention is a representation of a character’s senses and the energy they put into
analyzing them. It governs Notice checks, combat Initiative and aiming to gain a bonus on
various rolls.
- All Stats start at a -1, meaning that they take 1 away from the value of any roll they modify.
- Players have 7 Stat points to distribute among their Stats at a 1:1 ratio however they want,
though no Stat can be raised past a +1 bonus naturally.
- Once this distribution is complete, players add in racial Stat modifiers and any modifiers from
Talents.

Narrator Tip: This means that no Stat can be permanently raised above a +3 bonus.

Skills
Skills are the actual numeric bonuses your character gets on specific rolls made to perform
checks. A character begins play with a number of Skill points set by the Narrator. Each Skill can
be raised to a maximum rank of 5. For each rank in a Skill, your character receives a +1 bonus on
related rolls. To gain ranks in a Skill, you must buy them with the aforementioned Skill points.
Each rank of a Skill costs a number of Skill points equal to its bonus. See the chart below for a
more visual explanation.

Rank

Point cost for
that rank.

Total point cost to get to that rank.

1

1 point

1 point (1)

2

2 points

3 points (1+2)

3

3 points

6 points (1+2+3)

4

4 points

10 points (1+2+3+4)

5

5 points

15 points (1+2+3+4+5)

Each Skill is also modified by a particular Stat. Some Skills can be taken multiple times, each
time applying to a new variation (a new school of magic, field of knowledge, or martial
discipline etc.) - these are marked on the list below with an asterisk.

Some sample Skills and the Stats that modify them:
Acrobatics

Agility

Acrobatics covers jumping, tumbling, balancing, and short-term climbing (a tall fence or
building). Characters can use acrobatics to flip over a wall, hold themselves on a ceiling, balance
on a narrow ledge or roll through an enemy’s legs.
Athletics

Brawn

Athletics includes running, swimming, climbing and jumping. Most of the time these are used
for more long-distance checks than acrobatics, though they can also be used for short-distance

checks as well. Perhaps a character needs to climb a cliff face or chase someone down on foot.
These are both examples of Athletics checks.

Notice

Attention

Notice is one of the most important Skills in the game. It represents a character’s perception.
Notice rolls are used for everything from realizing a character is being followed to searching a
room. Anything that involves processing information taken in by one of the characters senses
relies on notice. There are two kinds of notice: active and passive. Passive checks are ones that
the Narrator tells you to make, to see if you notice a particular situation. Active notice checks are
the one you, as a player, initiate. Most of the time these are to search for something or to try and
discern details. It is highly recommended that new gamers take at least one rank of notice.
Stealth

Agility

Stealth is fairly self explanatory. It measures how good your character is at remaining physically
undetected. This could be in the form silence, camouflage, or even a strong smell like perfume or
rotten meat to throw off animals with keen noses. Stealth is useful in combat, since it gives you a
surprise attack (see COMBAT for more details). It is up to the Narrator when it is possible to use
stealth, and when it would simply be impossible. The Skill used to detect stealth is notice.
*Shoot/Throw

Dexterity (different weapon category each time)

Shooting or throwing is just that. Maybe your character is a rifleman, in which case they would
take shoot (rifle). Perhaps they’re a circus performer who might take throw (knives). Whatever
the case, each time this Skill is taken it applies to a new class of weapon or object. Talk to your
Narrator for more specific guidelines and what kinds of things are available in the game you’re
playing. Ranged combat comes with a bonus and a penalty:
No skill can be used to defend against ranged combat. Instead, an Agility check (2d6 + Agility)
is rolled against the attacker’s Shoot/Throw roll. The trade-off for this is that the Shoot/Throw
skill cannot be used to defend.
*Drive/Ride

Dexterity (different vehicle type each time)

Whether it’s a horse, a car, or a plane, each time you take the Drive or Ride Skill, it applies to a
new mode of transportation. It could even be a skateboard or a bike. As with all the other Skills,
check with your Narrator. They’ll tell you what kinds of vehicles are available in your setting.
*Melee

Brawn or Agility (different weapon/martial art each time)

Melee is a staple of the RPG scene. It relegates how good your character is at a particular style of
close combat. Depending on what type of fighting you choose, the Stat that modifies it will be

different (Brawn for (Brawling) or (Claymore), Agility for (Fencing) or (Aikido)). The Narrator
has the final say on what Stat modifies the fighting style you pick.
Intimidate

Will or Brawn (Narrator’s discretion)

Intimidation can take two forms – social or physical. Say your character is trying to get past a
security guard. A more social character, like a spy, would roll an intimidate check and add their
Will, to represent their force of personality in trying to convince the guard that they’ve got
friends in high places, and that angering them could lose him his career. However, a more
physical character like a bodyguard, might just flex their muscles and bear down on the guard.
To the latter check, the player would add their character’s Brawn to represent the sheer weight of
the characters hulking form.
Appraise

Attention

Appraise is used to gauge the quality of Items, determine if something is a fake, or figure out the
rough market value of an object. Appraise opposes forgery.
Computers

Brains

Not all settings allow for computers, but for those that do, this Skill can be a valuable one. This
modifies pretty much any check that has to do with computers. Most of the time this takes the
form of hacking, or possibly research, but there are lots of other things you can do with it as well.
A computer check can be used to forge electronic documents, as well as physical documents if
the right materials are procured to print on.
*Magic

Brains/Will/Attention

Like computers, magic is only appropriate for certain settings. Also, the type of magic can vary
wildly from setting to setting. A gritty occult superhero game might make use of hedge magic or
divination, while a traditional fantasy game might focus more on abjuration or evocation (if you
have no idea what these mean, don’t worry, your Narrator can tell you, or at least look it up in
the Narrator section). Just like with melee, the kind of magic your character uses determines the
Skill that modifies it. Magic is something that should be heavily discussed with your Narrator
before you try it out. Each school of magic will have a list of what things your character can do
with it. Once again, your Narrator will have this information.
*Mechanics Brains
It’s just what it sounds like. Mechanics is used to build, maintain, and fix machines of all sorts.
This could be anything from a computer to a spaceship, and each time you take it, you must pick
a field to specialize in.
*Knowledge Brains

Knowledge can be anything. Really. You could have something as vague as Knowledge (history)
or as specialized as Knowledge (cake decorating). It all depends on your setting and character.
Most characters benefit from having at least one knowledge Skill relevant to what they do or
who they are.
*Perform

Depends on type of performance

Performance takes many forms. It could be dancing, music, storytelling, gymnastics, firedancing,
magic (fake or real), or anything else that could feasibly entertain a crowd of people. The type of
performance determines the Stat that modifies it. I’m sure I’m beginning to sound like a broken
record by now, but talk to your Narrator. They know their stuff and they have the last word.
*Craft

Brains

When a character takes craft, they must choose a specific discipline, like carpentry, smithing or
weaving. They can then turn raw materials (which they must acquire like any other character)
into a finished product that can be used or sold. Cooking is considered a craft.
Speech

Will

Speech governs a character’s ability to socialize. This could be lying, wooing someone, calming
someone down, riling someone up, or even tricking someone into revealing information. Any
situation involving wordplay or charm is grounds for a speech check. Speech, like notice, is a
very valuable Skill, the benefits of which should be considered before passing it up.
Forgery

Attention

Forgery is the Skill of creating false documents, money, art, or any other object that needs to
closely resemble something else. A Skill favored by thieves and con artists, forgery is opposed
by appraise.
Heal

Brains

Heal can do several things. On a successful heal check, and with the right materials, a character
can double the normal rate of recovery for their own or another player’s wounds. They can also
add a bonus to, or in some cases completely negate and Toughness checks made to resist poison
or disease (this requires proper medicine). Healing can also reawaken unconscious characters
and immediately restore a wound to a character with 0 wounds on a successful check. (Healing
magic works the same way, though a sufficiently high check – around DC 11 – can actually heal
wounds directly with magic).

This is not a list of every Skill that can be taken. These are just some common examples to be
referenced for quick ideas. There are a litany of Skills to be taken, and as with everything else,
remember to ask your Narrator which Skills are available in the game you’re playing.

The mechanics of Skill checks:
A Skill check is made by a roll of 2d6. To this you add the relevant Stat, and any bonus your
character gets from an Item they may be using (more on Items in a bit). For the more visual
learners among you:

2d6 + (Skill bonus + relevant Stat modifier + Item bonus) = Skill check result
The total bonus you receive from your Skill bonus, your Stat bonus, and your Item bonus
can never exceed 7. This means that if you have 5 ranks in a Skill, a +2 Stat modifier to that
Skill, and an Item that gives you a +1 to that Skill, you only get a +7 bonus (instead of +8).
This is done in the interest of balance. (The only exceptions to this rule are situational
modifiers given out by the Narrator and plot-related Items like a giant robot suit or a
battleship’s canons).
The Narrator sets a number beforehand that the player must roll to achieve success. This number
is called the difficulty class, or DC for short. Rough estimates of DCs are as follows:
DC 5 = very easy task
DC 7 = average task
DC 9 = difficult task
DC 11 = extreme task
DC 15 = superhuman task
DC17 = truly, this is madness
A player can attempt to give another player a +1 bonus on a Skill check by making their own
“aid another” check with the same Skill. The DC for this check is half the DC for the first
player’s check (rounded down).
Narrator Tip: for things like magic, the more powerful the spell is, the higher you should
make the DC. Things like time to cast a spell, number of creatures affected by the spell,
spell duration, and spell power should all be considered when deciding the DC. Also, When
dealing with any sort of strenuous Skill – be it fighting, magic or athletics, remember to
keep raising the DC the more a player uses it to represent them getting tired.

Talents
Each character begins play with a number of Talents set by the Narrator (Plus a number of
the “Polyglot” Talent equal to their Brains modifier, minimum 1). Talents are the attributes
that separate your character from everyone else’s. Some sample Talents have been listed below:

Altered State/Alternate form
This allows a character access to a particular shape (like a werewolf form) or an altered State (a
barbarian’s rage). When in the new State/form, a character receives a +1 bonus to one Stat and a
-1 penalty to another. Each time you take this Talent, add another +1 bonus and -1 penalty to
whatever Stats you desire. A Stat can still only be pushed to a maximum of +3 using this Talent.
Extra Wound
Your character is tougher than most, and has an extra wound to show for it. This Talent can only
be taken once.
Stat Boost
Your character is stronger, faster or smarter than the average person. This Talent gives a +1
bonus to any Stat, and can only be taken once per Stat.
Overcome
Your character has learned to overcome one of the biological necessities of life. Whether it’s
eating, drinking, sleeping, a high tolerance for pain, or immunity to fire (this one would probably
come with a weakness to cold, since it’s more powerful, again: Narrator discretion is key!), it
gives them a competitive edge over their opponents.
Rich
Your character has twice the normal amount of starting money if you’re using the slow method
for Items. If you’re using the fast method, you get twice as many special Items (6), and each of
yours Item slot can be expended for twice as much money. This Talent can only be taken once,
during character creation.

Extra Sense/Organ
Most of the time (Narrator’s discretion) this Talent can only be taken at first level, though it can
be taken multiple times and applies to a different sense/organ each time. Your character has an
extra sense (heat vision, night vision, echolocation, internal compass, life sense etc.) or an extra
organ (tail, extra pair of arms, thumbs on feet, wings etc.), more than others of their race.
Connections/Sidekick
Your character has some prior connection to a particular NPC that will help your character
(usually based on a social roll, side-quest, or flat out asking price). This could be anything from a
cab driver who gives free rides because a certain hero saved their life, to a politician who can get
characters out of legal trouble, or even a loyal crewmember for a ship (mechanic, gunner,
security officer). Each time this Talent is taken, a character gains another contact or sidekick. A
sidekick is treated as having 6 Skill points and 3 Talents, and can never gain experience.
Credentials
Your character belongs to some sort of organization that gives them benefits. Whether this is a
cop’s ability to carry a gun and enter crime scenes, or a merchant’s discount on wholesale goods
depends on which organization your character is a part of. Each time this Talent is taken it
applies to a new organization.
Improvisation
Your character is able to work just as well with improvised materials, and takes no penalty for
using them for a Skill check (normally a -2).
Polyglot
Your character knows one additional language by heart, needing no translation books or
interpreters, and without possibility of mistranslation.
Vicious Parry
If your character rolls double an attacker’s roll (or rolls a critical success) while defending, they
may choose to trip, disarm, or shove the attacker a short distance for free.
Skill Swap
This Talent allows a character to apply a different Stat to modify a particular Skill. For instance,
someone who was an attentive character with poor Dexterity might take this to add their
Attention to their shooting rolls instead of their Dexterity to represent that they are an attentive
shot.

Multiattack
A character with the multiattack Talent can make two attacks in a round instead of the normal
one, but only one of these attacks can be used to deal a wound. This means the other attack can
be used to trip, grapple, throw, knock unconscious or disarm another character, similar to the
Vicious Parry Talent. In addition, this Talent may only be used with combat styles modified by
Agility (Fast styles like martial arts or fencing).
Dual Wield
Your character is proficient at using two Items at once. Each time you take this Talent, pick a
Skill. That Skill can now be modified by two Items at once instead of just one (two weapon
fighting, bells and clothing for performance, good equiptment and a reference book for chemistry
etc.) The maximum bonus to any Skill is still +7

NOTE: In the interest of balance, a Talent cannot give you a direct bonus on a Skill. Ever.

Race/Culture
Each character has a specific race or culture (race is generally used in fantasy or sci-fi games,
while culture is used in realistic historical or modern games), and each race or culture has its
benefits and weak points. The template for a given race/culture is as follows:

Each race/culture receives +1 to one Stat, -1 to a different Stat
Each race also gets a:
Racial power (usually a +1 on a particular Skill, though you can get creative with this)
And a:
Racial detriment (usually a -1 on a particular Skill, though feel free to get inventive)

Half-breeds

If a character wishes to play a halfbreed of two existing races or cultures, the alterations are
rather simple:

+1 Stat from one parent, -1 Stat from the other
Power from one parent, Detriment from the other

Narrator Tip: To make your games that much more interesting and immersive,
try to add as much background and richness to the races or cultures
that you use as possible. Things like diet, sleep cycle, extra senses, cultural enemies
historical figures, reproduction, and even a simple description really help
bring the races you use alive!

Example Race: Human
+1 Will, -1 Attention
Power: Will to Live – Once per day, a Human may reroll a failed Will check against death.
Detriment: Bigoted – Humans take a -1 penalty on all social rolls with other races.
Base Language: Human
Omnivorous
Diurnal
Sexual

Example Culture: American
+1 Will, -1 Brains
Power: First World – Americans get the “Rich” Talent for free during character creation.
Detriment: Sheltered – Americans take a -1 on all survival checks.
Base Language: American English

Character Growth
Each character begins with zero dots worth of experience. Each time a character does something
awesome, defeats a major antagonist, reveals some plot, or develops their character through
relationships with the game world, the Narrator awards a dot (at their discretion). The dot
progression follows a 10-dot cycle, which goes as follows:

Dot #
1
2
3
4
5
6
7
8
9
10

Achievement
Cinematic
Skill Point
Skill Point
New Talent
Skill Point
Skill Point
New Talent
Skill Point
Skill Point
New Talent

Whenever a character gets their first dot of the cycle, they get a Cinematic. This is basically a
one-time ability to take the Narrator’s place and direct the action of the game. Cinematics can be
used to fix any failed situation, or to enhance an already awesome one. How this plays out is
largely up to the Narrator and the players. Generally, the player tells the Narrator what they want
to do, and the Narrator describes how well it works – no rolls, just awesomeness.
Here’s an example:
Rikrok the Orc Shaman is adventuring with his friends one day when they come upon a
particularly large snaketurkey! Rikrok tries calling on the spirits of his ancestors to buff his
strength for the fight, but he rolled a 3, so his ancestors are busy playing spirit-pong, leaving
him to die in the clutches of the dreaded reptile-fowl. The fight beings and most of Rikrok’s
companions are laid low or incapacitated by the deadly monster. As the snaketurkey bears down
on Rikrok, he uses his cinematic to dive toward its feathery jaws and tear its head off with his
bare hands, pleasing his ancestors, who revive his fallen companions with their spirit-juju.

There are two important things to remember regarding Cinematics: they don’t roll over (If you
don’t use your cinematic by the time you get a new one, the old one is lost – no hoarding), and
whenever you use one, it must be in a badass manner that furthers the plot. Remember, the
Narrator has the final say on whether or not a cinematic works.
This means that they can refuse to let you use your cinematic if they think it cheapens the story;
using it to immediately kill a major antagonist is lame, and will not be tolerated. However, using
it when you’re down to one wound and the antagonist is cackling above you as you hang from a
ledge is perfectly appropriate. Feel free to argue your case, but if you aren’t winning, sometimes
it’s better to just move on and let the game progress instead of forcing the issue. Cinematics that
are vetoed by the Narrator are not expended.
The only other time a Narrator can refuse your use of a cinematic is if they know you’d be
wasting it. This is usually done as a kindness to players. For instance:
Grukgruk the Orc warrior is locked in combat with the captain of the city watch. The captain
framed Grukgruk for murder, so Grukgruk had no choice but to accept the verdict of trial by
combat. After all, his mother always said that if he had to die then, “Grukgruk not die on
knees.”Grukgruk is horribly outmatched and is losing the fight. He decides to spend his
cinematic to save himself and defeat the corrupt officer, but the Narrator vetoes it. This is
because the Narrator knows that just as the captain is about to strike the killing blow, a town
crier will run into the arena shouting, “The real murderer’s been caught, the real murderer’s
been caught!”disrupting the fight.
Cinematics are the most open, flexible part of the game. This also makes them very difficult to
work with. Try to be patient both as a Narrator, and as players, when using Cinematics. After all,
reasonable discussion is the heart and soul of 2d6’s mechanics.

Combat
Combat is simple. All combat is made of opposed Skill checks. This means that an attacker rolls
an offensive roll, like a brawling check while the defender rolls a defensive roll, like knifefighting. The Narrator decides which Skills can be used for combat in particular situations.
Should the defender win, nothing happens (unless a character has the Vicious Parry Talent).
The attack is rebuffed, and combat moves on.
Should the attacker win, they have several choices of what they can do. They must declare their
intention before the rolls are made, not afterwards. Choices include, but are not limited to:
- Deal the defender a wound
- Trip the defender
- Shove the defender a short distance
- Disarm the defender
- Distract the defender (they lose a half-round action and can’t attack on their next turn)
- Try to knock the defender unconscious (the defender must make a DC 7 Toughness
check)
- A variety of options may be at the disposal of magic users (transformation, teleportation)
Should an attacker double the defender’s roll, they may perform any 2 of these actions (including
dealing two wounds), or they may instead wish to incapacitate a limb. If the character uses an
unarmed or bludgeoning style, the limb can be broken, if the player uses a slashing weapon, the
limb can be cut off. If the player uses a ranged weapon, the tendons can be severed, rendering the
limb useless. Depending on the setting there may be different options available to heal this
incapacitated limb. It is up to the narrator if it can be healed and how long it takes if it can.
Some combat rolls are non-physical. For example, if an enchanter is trying to charm a major
antagonist, instead of the Narrator simply setting a DC to beat, they would roll against the
character’s Will. This would be a roll of 2d6 plus the characters Will bonus. If the character had
any kind of Skill that enabled them to defend against this kind of mental assault, they could make
an opposed Skill check using that Skill instead. What Skills are able to defend against this would
be up to the Narrator to decide.

WOUNDS
Each player has a number of wounds equal to 3 + their Toughness modifier, though one extra can
be gained by taking the “Extra Wound” Talent.
When a player is reduced to 2 wounds, they must make a Toughness or Will Save (choose one
before rolling) against a DC 5 (roll 2d6 and add your Brawn Bonus) to avoid passing out from
blood loss or pain. When a player is reduced to 1 wound, the DC increases to 10.
When a player is reduced to 0 wounds, they automatically fall unconscious, and must make a DC
5 Toughness or Will Save against death (choose one before rolling). If they succeed, they are
unconscious but stable, if they fail, they die.
An unconscious character who suffers any wounds immediately dies. In addition, while
unconscious, any melee attacks made against a character are automatically successful, and any
ranged attacks get a bonus to hit determined by the Narrator based on the distance of the shot.
It should be noted that it is very easy to die with 2d6. The combat system and the low number of
wounds are designed to be more realistic. One of the things that always annoyed me about
popular RPGs is the inordinate amount of health characters had compared to the NPCs. In 2d6,
you better watch what you say to the cocktail waitress and treat all those peasants with respect,
because chances are they could give you a run for your money in a fight under the right
conditions. In a real fight, no matter who the opponents are, there’s always a chance that
something unexpected could happen. This means that while it’s unlikely, it is still possible for a
child to beat a warrior if, say, they sneak up on them - which brings us to:
STEALTH
If a character successfully sneaks up on another character, they get one free round to act, and all
attacks made against the unsuspecting victim get a bonus equal to the character’s ranks in stealth
(in addition to whatever bonus they normally get for their attack, though this cannot push their
total bonus above +7)
HEALING
A character’s wounds will heal naturally at a rate of 1 per 24 hours as long as the character rests
at least 8 hours each day. In addition, if someone with medical training succeeds on a heal check
they can double this rate. If you care less about realism you can have wounds heal when food is
eaten or certain drugs are used (medpack-style healing). Some settings may have healing magic
as well. How healing works is up to the Narrator to decide when creating the game.
ROUNDS AND ACTION
Combat is turn-based. A round of combat represents roughly 6 seconds of real time. Each action
a character performs can be categorized as one of three kinds of actions:

Quick Action:
A quick action is something that takes little to no time to do. Handing an adjacent character an
object, yelling a short phrase, drawing a weapon, or making a passive Notice check are all
examples of quick actions. A character gets 2 quick actions each round
Half-Round Action:
A half-round action takes a bit more time. Having a brief exchange with another character,
moving 20 feet, attacking, getting back to your feet from a prone position, or performing most
Skill checks are all examples of half-round actions (it’s up to the Narrator to decide on Skill
checks depending on the task attempted). A character can also spend a half-round action to take a
defensive stance, granting them a +1 on any defensive rolls made until their next turn. A
character gets two half-round actions or one full-round action per round. The only exception to
this rule is attacking; a player can only make one attack per turn, even though it counts as a
half-round action (unless they take the multiattack Talent).
Full Round Actions:
Full-round actions are lengthy. Casting a particularly powerful spell, running 50 feet, retrieving
an Item from a backpack, or having a conversation are all examples of full-round actions.
Actions happen simultaneously, so if a character wants to run ten feet to an enemy, attack them,
and run ten feet back, this is allowed, since it only uses the two half round actions. Some actions
may not be done in conjunction, like casting a spell and talking (if the spell requires speech).
Additionally, spells only count as attacks if they are rolled as such, so a wizard could cast a
shield spell that gives them +1 on defensive rolls for a round, and lob a fireball at their enemy,
all in the same round.
INITIATIVE
The order of who goes on which turn is determined by Initiative. Initiative is a roll of 2d6 + a
character’s Agility and Attention bonuses. These are meant to represent a character’s quickness
of action and Attention to their surroundings. The person with the highest Initiative goes first,
and so on. Characters that roll the same Initiative reroll against each other to see who goes first.
AIMING
On any roll that involves aim (shooting/throwing, certain magic rolls, jumping etc.) a character
may take a half-round action to add their Attention bonus to the roll. This represents them taking
the time to line up the shot, jump, toss, etc.
HOLDING ACTION

If you wish, you can hold your actions, and take your turn when you feel the moment is right (in
between two other players’ turns), though this permanently changes your place in the Initiative
order.
GRAPPLING
Grappling is made by rolling opposed unarmed combat Skill checks (martial arts, brawling etc.).
If a character doesn’t have any unarmed combat Skills, they may add either their Brawn or their
Agility to the roll, whichever is higher.
The results of a Grapple are largely up to the Narrator. Depending on how the grapple is
initiated, the positioning of the characters involved, and the environment, a number of options
may be possible, all of which should be decided upon by the Narrator.
CRITICAL SUCCESS/FAILURE
On any roll in the game (though it is particularly important in combat) a roll of natural 11
(meaning that the dice themselves display an 11) is considered a critical success. This means that
whatever you were trying to do succeeds, somehow. If it was a particularly difficult task, then
this may have nothing to do with your character’s actions, but random happenstance. Whatever
the cause, the Narrator will come up with an appropriate description of your awesomeness. There
are reasonable limitations however. A character with no knowledge of the arcane can’t suddenly
cast an antigravity spell. It’s up to the Narrator to decide which tasks are reasonable and which
are simply beyond the realm of possibility.
Likewise, on a roll of a natural 2 (snakeyes), you perform a critical failure. No amount of
bonuses can lift the shame from your character. You have utterly bungled whatever you are
trying to do.
In combat, if a character rolls a critical success or failure, they automatically win or lose the
combat, respectively, unless the other character also rolls the same thing. If two characters roll a
critical success or critical failure, then they are both dealt a wound automatically, and are both
knocked back 5 feet. If one character rolls a critical success and the other rolls a critical failure,
however, the one who rolled the failure must make a DC 5 save against instant death, and is
automatically knocked unconscious even if it succeeds.
Narrator Tip: even though the results are the same if two players roll critical success or
failure in the same combat, the flavor text (your description of the events) should be wildly
different. Two critical successes should read like an epic battle that ends in a fierce clash
and an explosion of power, whereas two critical failures should read more like: “one
character trips over their own shoelaces and stumbles through a plate glass window while
the other slips on a napkin and hits their head on a table.”

Items
The slow way:
The slow way is the traditional method of setting a starting amount of money for the players and
letting them spend it based on a premade Items list. If you want an Item that’s not on the list it
should be haggled out with the Narrator. Lists and prices should be made up according to what
setting you’re playing in (A gun today might cost 300 dollars, in a Victorian-era steampunk
setting it might be closer to 15 dollars, in a medieval fantasy setting it might not be available).
The fast way works like this:
Each character begins play with three special and ten mundane Item slots. Any mundane Item
slots can instead be used to procure a specific amount of money per Item slot expended (set by
the Narrator) during character creation. Other than this, characters using the fast method start
with no money.
- A mundane Item is something that can be found or purchased easily. Mundane Items are
common objects you could find in a home or store without a problem. They give no bonus on
Skill checks, but allow certain Skills to be used without a -2 penalty for improvised tools (you
can make an omelet without a frying pan, but it’s not gonna be easy)
- A special Item is something relatively rare. It could be well-made, expensive, or just difficult to
find. In a setting with magic, any kind of significantly magical Item would count as a special
Item (this doesn’t include minor objects like a pen that never runs out of ink or a color-changing
cloak, which would be simply mundane in a high-magic setting). Special Items give a +1 bonus
on a particular Skill.
Only one Item can modify a particular Skill at once (Unless the Dual Wield Talent is
taken). The only time an Item can give a bonus above +1 is if it has something to do with
the plot (giant death-ray has +5 to hit, magical ship gives a +3 to sailing, that sort of thing).

Narrator Tip: Special Items are
one of the biggest things that a Narrator has to moderate,
since the powers they have could be anything. Use your better judgement.
If something seems like it would unbalance the game or be unfair
to the other players, don’t allow it.

Armor
Armor bears special mention, since it doesn’t behave like other Items. Rather than give your
character a bonus on a Skill check, armor works to soak up a certain number of wounds per day,
though it gives a penalty on movement related checks including, but not limited to:
-athletics, acrobatics, sleight of hand, magic, unarmed or light fighting styles (martial arts,
brawling, knife-fighting etc.), craft, heal, perform, drive/ride, stealth, and throwing weapons.
There are three types of armor:

Light Armor
Light armor is usually easy to put on or take off, and shouldn’t take more than a round to do so
(Narrator’s discretion). It can soak a single extra wound per day, and imparts a -1 penalty on all
the checks listed above. Examples of light armor are: Leather armor, flexible carbon nanotube
suit, leather jacket, oilskin greatcoat.

Medium Armor
Medium armor is more complex, taking a number of rounds to put on or take off (determined by
the Narrator). It can soak two additional wounds per day and imparts a -2 penalty to all the Skills
listed above. Examples of medium armor are: chainmail, a bulletproof vest, samurai armor, or a
magic amulet that provides medium defense (technically the amulet could count as light, medium
or heavy armor, I’m just using the medium version as an example).

Heavy Armor
Heavy armor is cumbersome and complex, and takes a few minutes to put on (Narrator’s
discretion). Often a character needs the help of another character to put it on or remove it. It
allows a character to soak up to 3 additional wounds per day, and imparts a -3 penalty to all the
checks listed above. Examples of heavy armor include: plate mail, plasma armor, a robotic
power suit, or pots-and-pans robot armor.

All armor counts as a mundane Item unless it has special qualities.

Narrating
This section is for those brave souls, those happy few, that band of Brothers (and Sisters) that go
above and beyond to run the games we all love. Some do it out of necessity, some as a labor of
love or as a creative outlet. Regardless of motivation, there are a few essential details you have to
know before stepping up to fill the role of Narrator:
The Chart!
Part of the reason that 2d6 are used for this system is that whenever you roll two dice instead of
one, the probabilities of certain outcomes are skewed towards an average. Not into math?
Perhaps the chart can explain it better:
+

1

2

3

4

5

6

1

2

3

4

5

6

7

2

3

4

5

6

7

8

3

4

5

6

7

8

9

4

5

6

7

8

9

10

5

6

7

8

9

10

11

6

7

8

9

10

11

12

This means that 7 is more likely to come up than any other number, because there are six
different ways to “make” a 7, while 2 is comparatively rare, since only one out of the thirty-six
possible combination of die rolls can lead to a 2. When you only roll one die, the probability of
any number coming up is 1 out of however many faces the die has. When you use multiple dice,
this probability becomes skewed towards the center. This skew results in a lot of average rolls
with a few extremes – just like life.

The difficulty class (DC) is the goal that a player has to make on a roll to complete a particular
task. The DCs for various levels of tasks are as follows:
DC 5 easy task
An easy task is something that takes little to no effort to accomplish. Hopping a small fence,
lifting a television set, or putting on armor without training are examples of an easy task. These
rolls are usually only rolled if the task is easy, but failure – though rare – would prove penalizing
(falling from the fence, breaking the tv, having your armor fall off later). For knowledge checks,
an easy task would be remembering a basic food recipe, or maybe knowing a quote from a
popular movie.
DC 7 average task
An average task would take some effort to accomplish, though it is relatively reasonable for the
average person. Baking a pie, reading the license plate of the car in front of you (while driving),
climbing a knotted rope, or knowing the name of the actor who played the main character in a
popular movie are average tasks.
DC 9 difficult task
A difficult task would be one that requires considerable effort. Making a good omelet, tracking
an animal over rocky ground, climbing a drainpipe, moving slowly enough to fool a motion
detector, or knowing another movie the actor who played the main character in a popular movie
was in are examples of difficult tasks.
DC 11 extreme task
An extreme task is one that only professionals can expect regular success at. Painting a realistic
portrait, cooking a soufflé, growing an orchid, diving through a small window without getting
hurt, or knowing the favorite color of the aforementioned movie actor are all extreme tasks.
DC 13 superhuman task
A superhuman task is just that: superhuman. A normal person with no bonus to the Skill has
almost no chance of ever succeeding (though on the rare natural 11 they find a way). Extreme
tasks include: lifting up the back end of a car, jumping a bicycle over an opening bridge, hitting a
moving target a quarter mile away (with a rifle), or knowing the current whereabouts of that zany
movie actor off the top of your head are all superhuman tasks.
DC 15 truly, this is madness
As the name implies, this is a check that is all but impossible for anyone but the most Skilled in
their fields. Making a gourmet dinner out of the contents of a vending machine, climbing a ten-

story cobblestone tower covered in slick seaweed while being attacks by laughing gulls, or
knowing the maiden name of that actor’s second cousin’s roommate are all madness.

As the Narrator it’s your responsibility to assign modifiers to specific rolls as the situation
permits. For instance, if someone is climbing a ten foot wall, it’s a DC 7 check, but if that wall is
covered in slippery seaweed, it might be DC 8, or even 9. Likewise, if it has handholds carved
into it (and no seaweed), it might be DC 6.
Conditional modifiers like these can make or break a game. It’s tough at first to remember to
assign them, but after a while it becomes a force of habit.
It’s up to you to make the final ruling on any situation. I’ll say that again:
It’s up to YOU to make the final ruling on any situation. This means you decide if a different
ability modifier is appropriate for a particular Skill check, what to do in a situation without
formal rules, or which checks are simply impossible. Sometimes, in the interest of the plot or just
to preserve realism, you may have to tell a player flat out that they cannot accomplish a task.
Make sure you have a good justification for this though. Don’t just say “because I said so!” The
best adventures are the most believable. By making your game believable you allow the players
to immerse themselves in it, and let’s be honest, that’s really why anyone bothers to play RPGs.
Players want to put themselves in another place or another person’s shoes for a while. Whether
it’s for escapism or simply curiosity, your job is to facilitate the players’ immersion in the world
you’ve created.

Now then, some tips about creating your game:
There are two basic styles of game: adventure and sandbox.
Adventure
Adventure games are the traditional “slay the dragon, save the love interest, get lots of loot” style
games where the player characters (PCs) are on a specific mission. This mission could have been
given to them by the gods, an old man sitting in the corner of a bar, or by a particularly
informative acid trip. Get creative. Sometimes the PCs know each other beforehand, and
sometimes they’re a motley crew assembled for the greater good (or evil, remember, sometimes
people like to play villains too). Generally the toughest challenge when running an adventure
game is to keep from railroading the PCs into a set series of actions. It’s best to try and give them
as much freedom of choice within the story you’ve prepared as possible. While this does mean
you have to think on your feet often, you can make it a lot easier on yourself by generating some
“floating” NPCs, special Items, or locations that can be put into the plot at any point and make

sense. These will give you wiggle room without making the players feel confined. Not sure what
I mean? Here’s an example:
You are running a game where the PCs are trying to catch a local cat burglar in the act. When the
PCs go to catch the burglar, she escapes, leaving only a small diamond behind. They know from
gathering information about the case that the diamond is a clue as to where she’ll strike next, but
they’re not sure what it means. It could be that she’s going to rob the local diamond merchant, or
possibly steal the crown jewels from the royal lockup, or even that she’s going to try to steal the
famous painting of the diamond salamander that’s on display at the local museum. You, as a
narrator, should make up floorplans and some basic scenarios for all three of these, and then
whichever one the PCs pick – bingo! They chose right and found the thief’s next target! While
this may seem like a lot of work for two locations that go unused, try to remember that you can
always recycle an unused location later in the story or even in another game!
Sandbox Games
Sandbox games, while more difficult to run, are often more rewarding. The term sandbox comes
from the fact that the players are basically dropped in an area and have free reign to do whatever
they want within the boundaries of the game world. They may choose to start a business, form a
crime syndicate, become vigilantes, apprentice with a powerful wizard, try their hand a racing a
starship, or any number of other possibilities. The trick here is to be able to think on the fly.
Again, floating locations like a general floor plan for a store or a generic “guard” NPC are
extremely helpful. Often if the PCs are feeling uninspired you can throw them a small plothook,
a love interest, a moral dilemma, or an obstacle. Perhaps their coin purse got stolen while they
were in the market. It’s up to them to decide if they want to try and get it back or go seek out a
new source of money. Sandbox games have no definitive end, and this can be one of their best
qualities. Sandbox games can also be sort of episodic, with lots of small one-shots taking place
among the same group of characters. Some sandbox games can even last for years!

Building the world
When you make your own game-world, especially if you’re going to be running a long-term
campaign, there are some major things you need to consider:
- what time period does the game take place in, if any (medieval, stone age, future, modern etc.)
- is there magic?
- what level of technology is there and is it powered by magic or actual science?
- what sorts of major political bodies are there, and how do they interact?
- is there more than one sentient race in your game world, and if so is there racism?

- how big is your game world? One continent? A planet? A galaxy?
- what sorts of creatures live in the world you’ve created?
- what languages are there (language barriers are a great obstacle for players to overcome)
- what resources are common and what are scarce (food, medical supplies, drugs, lumber etc.)
Running the game
While running a game there are a number of small but relevant things that many Narrators forget.
It’s these little things that really make or break a game’s realism:
- PCs must remember to eat and drink regularly, as well as sleep and go to the bathroom
- NPCs have their own motivation for why they act the way they do. If helping a PC stops being
worth it, they may pack their bags and leave
- weather isn’t always sunny
- sight and sound aren’t the only senses a character has. Engage the players’ sense of smell too!
- drugs (this includes alcohol and tobacco) are a major part of many cultures
- fear – most people will be afraid of situations that involve gore or danger (try using Will checks
to see if people have the guts to perform a dangerous or gory action, though usually keeping
these to a low DC of 5 or 7 is a good idea)
- sunburn for characters that can get it, diseases, and broken bones (Narrator’s discretion on how
long it takes to heal, what sort of penalties it imparts etc.)

METAGAMING
Metagaming is something you as a Narrator have to be on the lookout for. It’s an all-toocommon phenomenon where players discuss situations that their characters couldn’t. Some
examples:
- players stopping to talk about what the best decision a particular character could make is in the
middle of combat
- players who are in different locations discussing a plan before deciding a character’s actions
- players acting with knowledge that their character doesn’t have (being careful around a gun if
their character has never seen one before, acting with the knowledge that an NPC is lying even if
they failed the perception check to guess the NPCs intentions, that kind of thing)

Try to keep the matagaming to a minimum if you can. It’s inevitably going to happen, and a little
bit isn’t going to kill the campaign, but some players tend to do it more than others. It’s a good
idea to call people out on it if it really gets bad.

Creating Non-Player Characters (NPCs)
There are two basic kinds of NPCs – temporary and permanent.
Temporary NPCs – these are usually NPCs that have little effect on the plot. Guards, innkeepers,
merchants, co-workers, and the nameless rabble of the masses are all temporary NPCs. Their role
in the story is short, and you don’t need to fully Stat them out. Usually you can just come up with
a low bonus to a couple of Skills, give them two or three wounds and call it a day. This way, if
the PCs decide to ask them for help, or to attack them, you have a basis from which to work.
Permanent NPCs are those whose lives affect the game. Travelling companions, antagonists,
love interests, and mentors are all good examples of permanent NPCs. You should Stat them out
the way you would normally Stat out a character, though as a general rule, a normal, everyday
NPC has a 3-Talent, 6-Skillpoint build. You may want to raise this (especially in the case of
antagonists or mentors).
In some cases, a temporary NPC may end up becoming permanent. Say the PCs decide they like
the bartender at their local club and keep interacting with him over and over, building an in-game
relationship. You may have initially had him as a temporary NPC, but if he starts to play a major
role in the story, you should consider upgrading him to a permanent NPC.

Killing Characters
One of the most difficult parts of running a game is killing PCs. Sometimes there’s nothing
anyone can do, and a death is necessary. Some good guidelines to follow when killing off a
character:
- Don’t sound like you’re happy to do it. Treat the occasion with a bit of seriousness. The player
probably invested a lot of time in their character, and will be sad to see them go.
- Try to give characters good deaths. Don’t just say, “You die, give me your character sheet.”
Try coming up with either a good description of the death, something that gives the PC closure:
“You launch yourself furiously at the dragon, axe held high and hurtle into its gaping maw
screaming your war chant as its jaws snap shut on you forever.” Or, if the death is more low-key:
“You look down at the rapier protruding from your chest, a scarlet stain beginning to spread
across your shirt. You see your entire life flash before your eyes as you drop to your knees,

feeling cold. The last thing you hear is the cries of your fellow patriots as they rush your killer
and then everything goes black.”
- Sometimes you can tell if a person has become tired of their character and wants to kill them
off to make a new one, if so, try to be open to this. A death can serve as a major plot point in
most any game.
- In some settings, death may not be the end for your character. Many fantasy r supernatural
settings have methods for raising the dead, playing as a ghost, or even starting a new campaign
in the spirit realm.
- If more than half of the party dies, it might be best to just kill them all and start fresh. Having
lots of old characters mixed with new ones can sometimes lead to party conflict “Well if suchand-such was here, she’d know what to do! Etc.”
Description
Description is important. Too little or too much can ruin a game. You want to give your players a
good, rich picture of the world without going overboard. First off, make sure you engage all of
the characters’ senses. Many people focus only on sight and sound, but the smell of gunpowder
or the wet chill of fog can add a massive amount of realism to a game with just a sentence or
two.
That said, many people get much too focused on the descritions, especially on clothing and
characters. Give your players a general description of the NPCs:
Not Enough: “You see a guy in a suit.”
Just Right: “Before you stands a tall, balding man of forty. What hair he has is white, in stark
contrast to his dark pinstripe suit and red tie. He smiles crookedly, a cigarette smoldering
between his lips.”
Too Much: The man in front of you is about six feet tall. He’s balding, but what hair he does
have is white and neatly groomed. His black pinstripe suit is cut loose and hangs about his
wrinkled frame like a fancy old trashbag. The red paisley tie that hangs from his neck is worn
with age and covered in nicotine stains. He takes a drag off the small unfiltered cigarette clasped
between his lips and exhales blue-grey smoke through his nostrils. You are assaulted with the
smell of stale tobacco and old people. (Note: this kind of description is great for a book, where
you have a captive audience that are there to hear YOUR story, but in a game, you need only to
describe an NPC enough to give the players a general idea. Their actions during the game will
provide all the detail their character needs.

Try to use the right words for the right actions. If someone throws a sword across the floor to a
PC, don’t just say “the sword slides across the floor” instead try “the sword skitters across the
stonework.”
As with description, word choice can be overused too. Don’t go thesaurus crazy, but try to get
creative.

Power
As the Narrator, you are responsible for resolving all disputes with regards to the rules, or the
outcome of a contested situation. This means that you have a lot of power, since you have the
final say in every matter of the game. Balancing this power is one of the trickiest parts of
Narrating. You have to make sure you don’t let players walk all over you, while still remaining
fair and impartial. Each time you make a decision, ask yourself, “what would be in the best
interest of the story?” Ultimately, that’s your goal as the Narrator: to give the players a damn
good story worthy of song and legend.

Magic
Magic is common in many settings, and as the Narrator, it’s your job to relegate and balance it.
Magic can take many forms, and before you include it in your game, you should figure out
several things:
- how powerful do you want the magic to be? (there’s a world of difference between crystal balls
and fireballs)
- how pervasive is it? Is magic commonplace, or does it take years of study to master?
- what kinds of magic are there? Arcane? Divine? Supernatural? Elemental?

Here’s a collection of some of the more common fields of magic along with a description of
each:
Evocation
Evocation is sometimes called Hedge Magic or Pact Magic. Contrary to what many popular
games would have you believe, evocation is a branch of magic that involves calling on spirits.
This often takes the form of elaborate rituals involving magic circles or the burning of incense.
The spirits can be consulted for guidance, give defensive or offensive buffs, negotiate deals for
power, or invoke the forces of nature (calling a single lightning bolt to burn down a building,

hold back flood waters, etc.). Evocation is often powerful but slow or difficult. It also involves
protective circles and runes. Casters who practice Evocation are called Evokers. Don’t ask me
where the K came from, because I don’t get it either. English is a weird bastard child of a
language.
Abjuration
Another branch of magic that is often misrepresented in the RPG scene, abjuration has little to do
with protection, rather it’s a sort of anti-magic. Abjurers are able to negate other magics, or at
least suppress them for a time.
Transmutation
Transmutation is a branch of magic that revolves around change. Often associated with
Alchemy, Transmutation spells include shapeshifting, changing something’s chemical
composition, or drawing energy from one thing into another thing. Practitioners of transmutation
are called…wait for it… Transmutationalists. Whew, that’s a mouthful.
Conjuration
Conjuration has to do with calling physical objects or beings into existence from nothing. It
could be animals or food, precious metals, or even weapons. Conjurers can often make a good
living for themselves by selling the goods they create.
Necromancy
Necromancers are usually the black sheep of the magic world. They deal with death magic. This
could be anything from putting a death curse on someone to raising the dead (either as zombies
or back to full life).
Divination
The magic of sensing, divination covers scrying to find the location or see the actions of another
creature, astral projection, clairvoyance and clairaudience, prophecy and retrosight. It is often
used to discern lies or reveal secrets. Often Divination is opposed to Illusion. Users of divination
are called Diviners (though they don’t necessarily use divine magic).
Illusion/Enchantment
Illusion and enchantment are the magic of lies and trickery. Spells that charm or control are
enchantment, while spells that create false images, smells, sounds, tastes, or feelings are
Illusions. Illusion and Enchantment are often opposed by divination. Practitioners are called
Illusionists or Enchanters.

Psionics
Psionics are the magic of the mind. Psions or Psychics can use their minds to lift objects
(telekinesis), heal themselves, alter their bodies (like transmutation) or read the thoughts of
others. Often closely related to enchantment, Psionic abilities can read minds or fog them,
sometimes even control other people.
Elementalism
Elementalism refers to the four classical elements: Air, Fire, Earth, and Water. This could be
throwing fireballs, healing with water, pulling all the air out of someone’s lungs, or building with
earth. In essence, your character controls the elements. In some settings an Elementalist only has
control over one of these, or at least, must take them as separate Skills.
Artifice
Artifice is the magic of making. While Conjurers can create something out of nothing, Artificers
can make something into anything. Making magical devices, running magical machines, or
destroying artifacts all fall under Artifice.
True Name magic
True Name magic isn’t really it’s own branch of magic, but it bears mention that most other
forms of magic are enhanced by knowing a target’s true name – the name they were born to.
Other things that generally give bonuses on magic include bits of hair, nails or blood from the
target (assuming the spell is offensive).
Healing/Harming
Many magicians are able to heal or harm others with their magic, though these kinds of spells
don’t fit into a particular school.

In addition to the basic schools of magic, there are also a number of paths to magical power:
Divine: faith or belief in a deity or cause (clerics)
Arcane: Study of the arcane arts (wizards)
Blood: the magic was born into your character (sorcerers)
Artifact: an object gives the character magic (invisibility ring)
Symbiosis: A character is bound to a spirit or other entity that gives them their powers

If you get stuck, discouraged or bored, here are some great resources for help and
inspiration:
http://www.giantitp.com the forums here are chocked full of friendly gamers who are more than
happy to give you advice on gaming
http://www.reddit.com/r/rpg the same goes for the frequenters of the reddit rpg board
http://www.rpg.net rpgnet has a number of different forums, and is one of the highest traffic
gaming sites on the net
Some great authors to consider if you want to learn more about good storytelling include, but are
not, by any means, limited to:
J.R.R. Tolkien (rich description)
H.P. Lovecraft (psychological horror)
Frank Herbert (politics/psychology)
Warren Ellis (dialogue/characters)
Terry Pratchett (humor/creativity)
Jack Kerouac (flow)
Ernest Hemmingway (mood)
Max Brooks (tongue-in-cheek humor)
Edgar Allen Poe (fear)
H.G. Wells (rich description)
And of course, you can always find help at http://2d6game.wordpress.com

Thanks for your support, and happy gaming!
- Josh

