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Goal 

The year:  1873. The Civil War has been over for some time, but the country is still reconstructing itself. 

But who really cares about all that? It’s your time to become a big shot. Leave your dull life for an 

exciting one full of danger and adventure! Honestly, though, no one’s going to take you seriously in 

those clothes… 

 

Characters 

 All characters begin at level 1 with 3 actions per turn. Actions can be used to attack, utilize a 

skill/ability, and move. Attacking a target, using a skill/ability, and moving 20ft (4 squares) each cost one 

action. When a character is out of actions, his/her turn is over. 

 

 Characters at level 1 do not have any dominant skills or special abilities. For information on 

skills and abilities, see section Skills/Abilities below. 

 

 All players should begin by filling out a character sheet. All characters should have a name and a 

past profession. Further description is optional. A list of available past professions is listed below: 

 

• Miner (Physicality) 

• Farmer (Physicality) 

• Blacksmith (Physicality) 

  

 

• Madam (Persuasiveness) 

• Gambler (Persuasiveness) 

• Conman (Persuasiveness) 

 

  

• Gunslinger (Perception) 

• Outlaw (Perception) 

• Hunter/Trapper (Perception)

 Each listed profession has a trait listed after it. That trait is the dominant trait of characters with 

that past profession.  

 

 To determine trait scores, all players roll 5 six-sided dice (d6) and record the values. They 

choose the top three values out of the five and assign one of the three values to each trait as they see 

fit. For example, Kevin rolls his 5 d6’s and gets the values 6, 6, 4, 4, and 1. For his traits, he chooses the 

top three values: 6, 6, and 4. He has chosen Gunslinger as his past profession, making Perception his 

dominant trait, so he chooses to put one of the sixes into Perception. He may then choose to put the 

other six into Physicality or Persuasiveness, and the four would go into whichever trait the six doesn’t 

get put into. 

 

 A roll of 5 or higher grants the player a +1 modifier to the trait the value is placed in. For 

example, since Kevin rolled two 6’s and placed them in Perception and Persuasiveness, each of those 

traits receives a +1 modifier. 
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 Movement 

Movement is measured in feet. When playing on a square gridded battle map, each 

square represents 5 feet. Characters may spend one action during his/her turn to move up to 20 

feet (4 squares). For a game utilizing a battle map or other physical map, players may use any 

token desired to represent his/her character as long as it fits within the confines of one square 

on a gridded map or within the confines of the play area and is not excessively large. These 

tokens are not included with the ruleset. 

 

 Leveling 

All characters start as level 1. As players obtain and equip items they will begin to gain 

experience that will allow them to level up their characters.  

 

Level Experience Needed 

2 8xp 

3 20xp 

   

 When a character gains a level, the player rolls a d6 for each trait and adds the value to 

the current score. For any six rolled, the player gets a +1 modifier to place in the trait of his/her 

choice. 

 

 In addition to adding to trait scores, players also gain one action per turn (cannot have 

more than six actions per turn) and a +1 modifier to his/her character’s dominant trait. 

 

Skills/Abilities 

 Characters do not start with any skills. Skills are gained through gameplay. 

  

 There are two kinds of skills: dominant trait skills and special abilities. 

 

 Characters gain dominant trait skills when they level up. These skills are based upon the 

character’s dominant trait. 

 

 When a character gains a level, the player must pick one dominant trait skill from the list below: 

 

Physicality 

• Climb 

• Acrobatics 

• Brute Force 

• Use Rope 

 

Persuasiveness 

• Bluff 

• Diplomacy 

• Intimidate 

• Charm 

 

Perception 

• Escape Artist 

• Gather Information 

• Track 

• Search 



P a g e  | 4 

 

Nicole Maiorano 
GAT212-A 
13 March 2012 

All content © 2011 DigiPen (USA) Corporation, all rights reserved. 

 

 When using a dominant trait skill, the player rolls 2d6’s and adds all modifiers for the character’s 

dominant trait. If the total roll is ten or higher, the skill is used successfully, but if the total roll is under 

ten, the use of the skill fails. 

 

 If the player rolls double ones on a skill check, it is considered a critical failure, and the results 

are left up to the GM. When determining the results of a critical failure, always aim for humor. 

 

 Special abilities are obtained from collecting certain items. Such items will allow the player to 

gain abilities that can be used throughout the adventure. Special abilities may include such things as: 

Belch, Divide by Zero, and Flummox. 

 

 To use a special ability, the player rolls a single d6 and adds the modifier granted by the item 

that gave the character the ability. If the total roll is 6 or higher, the ability is used successfully. If the die 

roll is a one, it is considered a critical failure, the results of which are left up to the GM. 

 

Items 

 Items are obtained throughout the adventure. Some items are special and will grant the player a 

special ability. For more information on special abilities, see Skills/Abilities above. 

 

 When a player gains an item, he/she should roll up to 4d6’s (player may choose the number or 

dice rolled) and add the values together. The value should be recorded and the process repeated two 

more times. The player should end up with three numbers, each between one and twenty-four.  The GM 

then grants the player an item based upon the numbers rolled. Each item has a + value and a dominant 

trait. The dominant trait receives the bonus from the + value listed. 

 

 All items give level 1 characters 1xp and give level 2 characters 2xp. 

 

 Cards may be traded as long as they are not equipped. Items may be equipped and unequipped 

at any time that a player is not involved in combat. An item that is received through trading does not 

grant any experience to the player. Unequipped items can be stored in the character’s inventory.  

 

If an item gives a bonus to a character’s dominant trait, the bonus is increased by one. 

 

Combat 

 Players may engage in combat with an NPC at any point. In order to do so, a player must declare 

that he/she wishes to attack and state which NPC will be his/her target. Once a target has been chosen, 

everyone who wishes to participate in the combat needs to roll for speed, and this includes any NPCs 

who are part of the combat. Speed determines the turn order of combat. To roll for speed, everyone 

must roll a single d6 and add his/her perception mod. Turn order will progress from the character with 

the highest speed to the character with the lowest speed. 
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When it is a player’s turn to attack, he/she must choose an attack type: Melee, Ranged, or 

Manipulation, each of which uses a different main trait. 

 

 Melee attacks use Physicality as their main trait, Ranged attacks use Perception as their main 

trait, and Manipulation attacks use Persuasiveness as their main trait.  

 

 Melee attacks involve anything that requires the character to be within close range to the 

target. Such attacks may include actions anywhere from slapping the target to undressing the target to 

hugging the target. 

 

 Raged attacks involve anything that either requires the character to be a distance away from the 

target or that requires the character to use the environment to attack the target. Such attacks may 

include throwing a shoe, cutting a rope that’s holding a piano above the target’s head, or even shooting 

at the target. 

 

 Manipulation attacks involve anything that requires the character to convince the target in any 

way of something. Such attacks may include intimidation, charm, or even hypnotizing. 

 

 To use a Melee attack, the player must be within 5ft (one square) of his/her target. For a 

Manipulation attack, the player must be within 10ft (two squares) of his/her target. To use a Ranged 

attack, the player must be between 15ft (three squares) and 40ft (eight squares) away. 

 

 Targets will always defend with the main trait of the attacker’s chosen attack type. For instance, 

if Beth chooses to attack an NPC with a Melee attack, the NPC will defend with its Physicality, the main 

trait of a Melee attack. 

 

 The attacker rolls # of d6’s where # is equal to his/her current level. Any modifiers (mods) for 

the main trait are added to the roll.  

 

 If the total roll is higher than the defender’s score, the target is defeated. 

 

 If the total roll is equal to the defender’s score, the target is wounded and must be hit again to 

be defeated. 

 

 If the total roll is lower than the defender’s score, the attacker misses. 

 

 Being Attacked 

Being attacked by an NPC works in the same way as stated above. Players must defend 

with the main trait of the NPC’s attack type. If a player is defeated, he/she loses a piece of 

clothing. If he/she has no clothing to lose, he/she is knocked unconscious. 
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 Being Unconscious 

Players that have been knocked unconscious can be taken to the doctor to be revived. 

Being revived will cost two actions. 

 

Role-Playing 

 This game is intended to be humorous. When role-playing your character, you are encouraged 

to be over the top with descriptions and with actions. Have fun with your character! 


