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1. Introduction

This document describes the Simple Generic Role Playing System, or SIMGHERESwrpose of SIMGENS is to
provide a simple, flexible, and generic franoek for imaginatve mle play in ay desired genre and settingl.ve
designed the system with the following principles in mind:

1. Simple rules The rules are extremely simple, to maximize the amount of imaggnddély and minimize the
amount of “rule-crunching” required to play thange. Thisintentionally isnt war gaming; its make-beliee
with just enough rules to makhings go. This should makday very fast. Itshould also create avdbarrier
to entry for n&v players: for @ample, it should be easy enough to whip up a setting, an adventure, and some
characters that one could do aeréng’s gay with a group who had wer played the game before.

2. Yau fill in the details The rules are generic and should apply tp ganre and settingThis means that a lot
of the genre-specific details are left out and willht be nvented by the players and/or game master (GM)
in designing specific settings, adventures, and characters. Alongheaffer some suggestions onwdo
fill in the details; | also intend to provide avfexample settings with more concrete suggestions. This kind of
simple rule system works well foaify tales and other narredi forms (such aStar Wars, Lord of the Rings
and the originabtar Tek), where atmosphere and story are most important, and preciselyings work is
vague and sometimes/@ inconsistent. Theystem does not work as well if highly detailed, precise, and
consistent simulations are important to the participants.

3. The playes ¢et to help Because things are soet&ty, and so man of the details hee t be nade up by the
participants, it is essential that the players, and not just the GM, fill in the dé&ailexample, in a typical
RPG, a player creating a character chooses from agashard of skills and equipment, with dozens e
hundreds of choices laid out in rule books and supplemé@ihiat's not how things work here. The GM may
provide a fav basic choices common in the settingt the player alays has the option to makomething
up, subject to the GM’'gproval. For example, if the player wants a certain weapon or spell, he or she should
describe it to the GM, possibly based on real-world knowledge or something seen in a bosgleorltioe
suggestion is reasonable, the GM and player should work outithe gttrilntes. 11l have nore to say on
how to do this in the appropriate sectionhe intent of this approach is twofold: (1) to free the game designer
from having to irent hundreds of items and options, most of which averneed; and (2) to get the players
more irvolved in the create pocess of designing andaoping the setting, instead of just picking things
out of a book.

4. Thee ae no rules, just sugestions As should already be cleahe “rules” presented here are really a frame-
work for making up your wn settings and rules. Except for the general principlesyting should be con-
strued as a suggestion, not a hard astl fule. Anything and gerything can and maybe should be done dif-
ferently, based on personal taste. But hopefully these rulee Bame good ideas and will provide a good
starting place to get you going with some famgs! lalso hope this system will sikahat you dort need a
lot of complicated rules to kiea a in RPG. The original D&D game was extremely simple (armdchk); but
then the complexity andvel of technical detail exploded, as the gameeltged and more and more rules
were added. If you li& dl that compleity, you can play agme such as Third Edition D&D, which boasts an
impressie st of detailed and complegyet well-structured and playable ruleSIMGENS is for gamers who
are more interested in imaginagirole play than in “rule play

Obviously SIMGENS requires a lot of creatiinput from its participantsin order for it to work, at least the GM
and ideally some of the players mustéa god idea of hev to run a successfulagne. Ifyou hare reve played
one of thesea@mes before, it might be a good idea to learn a bit about them before using SIMBBNSer, this
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is not difficult:

» The basic concept of a role playing game is quite simple. Therevaralgerticipants calleglayersand one
participant called thgame masteor GM. Each of the players plays one or more characters in a story or
adwenture. TheGM provides the adventure by describing what the characters experience (including playing
all the supporting roles, @on-player charactersiot played by the players) and adjudicating the action.

The form is ery open-ended: within the limits of the “reality” of the fictional setting, as established by the
rules and the GM' judgment, the players mayveatheir characters do anything theish. Usuallydice are

used to preide an element of randomness, and this adds to the fun: often a range of outcomes is possible,
some &vaable and some not, and the precise result depends on one or more dice throws.

Historically, role playing games emerged fromotiorms of play: (1) war gaming (i.e., combat simulation,
often involving complex rules about troop strength and morale, weapon ranges and capabilities, etc.); and (2)
immersve make-beliee (.e., making up a story). SIMGENS emphasizes the makevbqiset.

Typically the players and GM gather around a table or sitting area to play; but remote play is also possible
using a voice or chat connectiohparticularly like gaying over chat because it provides a written record of

the game, and | find that reading the descriptions on the screen helps me imagine the sitkeng@ding a

book or play).

« As an eample, the following web sites eachvhdightly edited transcripts of chaames | hae mun using
other game systems:

http://rob-bocchino.net/FASA_Starek/Campaign%20Chronicles.html
http://rob-bocchino.net/AD&DR/Adventure%20Logs.html

Reading wer those should ge you a good sense of what those games were about. The rules were slightly
more complg than SIMGENS, but the spirit of immevsi make-beli@e tat | am striving for here wasery

much alve in those @mes. Infact, my goal with SIMGENS is just to support that kind of plaith even

more flexibility to irvent nev scenarios and operate in different genres.

« Finally, even if you have reve played a “role playing @me” per se you probably role played as a kid (play-
ing cavboys and Indians, or doll house, or whatnot), and you're probabijli&r with adventure stories from
books, movies, T\tc.; so you will instinctrely know what to do.

In fact, the only really necessary ingredient here is aweaintiagination. Theveriding idea behind SIMGENS is
that with a good imagination and someganizational skills and common sense, you alreadse fegerything you
need to run a goodagne! Thisdocument is just here to help you along.

The rest of the material is divided into the following sections:

The Art of Game Mastering: This section gies sme notes on the art of running an RPG. Some of the notes are
adapted from my Advanced Dungeons & Dragonsisel (AD&DR) rules. They are equally applicable to SIM-
GENS. Thissection also explains and justifies Rele of €n, which is the fundamental principle on which all the
rules of the system are based.

Abilities and Skills: This section rplains the numerical scores that define what a chataztardo in the gme,
and hav to use those scores to do things. In a fantasy setting, this section encompasses both mundane and magical
functions (e.g., spell casting).

Equipment and Treasure: This section explains the tools that the characters use during the course of teir adv
tures, and possibly the goodiesytlrellect as thg go, if that is important to the game (it usually isamtasynot so
much in other settings). In a fantasy setting, this sectivere®oth mundane and magical items.

Movement and Combat: This section explains the specialized use of abilities and skills in tactical situafioiss.
kind of activity is very important in adventure stories (andadmgs based on adventure stories), so it getsvits o
section. Hwovever, as moted abwe, SMGENS is not about war gaming or detailed combat simulation.

Filling in the Details: Some notes on designing settings, adventures, and characters using these rules.
And thats it! Therest is up to you, the participants in the game, weldp.

LIn these rules, “character” meangdiving being, whether protagonist, opponent,\@nemonster Following corventional usage, a charac-
ter controlled by a player is a “player character” or PC, agdtrer character is a “non-player character” or NPC.
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2. TheArt of Game Mastering
The first two subsections bels are adapted from my Advanced Dungeons & Dragons Revised (AD&DR) rules:

http://rob-bocchino.net/AD&DR/AD%26DR.html

AD&DR is my attempt to preseevthe spirit of the original AD&D game by Gary Gygax, while making the rules
much simpler and more uniform — in fact making them more 3MGENS. Thethird section briefly explains the
rationale for the Rule of Ten that | use in these rules (and that you can usestomyaldr own rules).

2.1. Randomintervals, or “It' sa to meet you!”

| remember as a neope GM reading the AD&DDungeon Mastes Guide (hereafter referred to as DMG) and
being daunted by all the &fent places where it says, in a very authovigatiay, “in this situation rollxdy + z.”
It's very hard to remember all those numbers in the heat of pfayaven harder to knav where those dice ranges
come from, or ha to generate your own.

In fact, most times | use a simple trick:
1. Figureout the set of possible outcomes.
2. Assigna rough probability distribution to those outcomes.
3. Rolldice.

| call this trickrandom intervalsbecause the idea is towan the space of possible outcomes with ranges (or-inter
vals) of dice rolls.

Its amazing ha well this simple trick works. For core mechanics (forxample, hit points and damage in D&D),

you'll probably want to stick to the dice rangesegi Butfor other things, lik encounter distance andesn mon-

ster morale, searching for a precise rule can just waste time and bog thimgsFdo ecxample, in the case of mon-

ster morale, i8 much easier to form a rough idea in your mind o/ hi&xely those monsters are to runag, and roll

against that, than it is to go thumbing through the DMG (p. 67) for the complicated rules on morale there, let alone
apply them in real time{Before | knev any better | used to do morale calculations on a pocket calculator ane dri

my poor players crazy In fact, | think it's not an exaggeration to say thmaastering the art ofandom intervals is
essential to being a good GM in any game

Fortunately this is easy! Examples of common random intervals include the following:

* When you need a meperson for the PCs to meet, roll d2. On a %, d'man, and on a 2, g'awoman. You
can roll for age, appearance, etc. thes/wwoo. Figure out a plausible age range or set of appearances, assign
probabilities, and rollIt's that simple. Theres no reed to fuss with complicated NPC charts or tablesttik
ones provided at pp. 100-02 of the DMG (though those @megood for more detailed NPC generatiofr of
line, of course).

* When you need to locate something in physical space, figure out the setsimfapintervals (lile feet or
squares) it could possibly ocgupCount them and distribute the probabilitiee@y. The same trick wrks
in two or three dimensions.

« If you're trying to figure out what an NPC will do, first determine the set of things he or she could plausibly
do, given his or her background and personalthen assign rough probabilities and roll. Here you mamgtw
to weight the probabilities so more likely outcomes get getaintenal. For example, if a guard sees an
armed group of PCs approaching, you might decide8d%o likely hell stand and fight, 35% likely he’ll run
to warn his masteend 5% likely he’ll pee his pants and surrender.

When designing a scenario for plays dten useful to decide beforehand on some of the random dtgethat are
likely to come up a lotFor example, you can write down a set of appearances or likely reactions from people that
the PCs are likely to meet in a particular area, such as a town.

| think my favarite example of random intervals occurs in cheuramaepisode where Gary Gygax (playing him-
self) says “Hello, i8 a —" then rolls dice, reads them, and says, [(}easureto meet you!” It's a unry joke, of
course, but i8 dso a perfect example of wthese games are played.
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2.2. Making Things Up: A GM’s Best Friend

The spirit of SIMGENS is not to offer yet more detailed rules,tb provide a frameork and suggestions fonak-

ing things up Making things up is one of the most fun andamling parts of ap RPG. Asnoted abwe, this is
especially true in SIMGENS, whergeeyone has to makup a bt of stuf to keep the gme going. In my opinion,
this kind of freewheeling improvisation is the part of the game that has the life crushed out of it whamehe g
becomes too detailed and attempts teehm ple for everything. Inmary respects, the SIMGENS approach tesnk
back to the very first version of D&D, which presented ety set of rules and guidelines around which players
and DMs could iment their own games.

Regardless of the game systemsitot too much of anwersimplification to say that the art of being a good GM is
the art ofmaking things up on the spd®reparation is important, of course, but improvisation is much more impor
tant. Thisis true &en in a game with copious rules (though too mpanles can mak improvisation harderas he
players may legitimately object and ask, “Where does it say that in the rule boAkdnhd improviser will be able

to mask holes in his design, while a poor inyser will be hard pressed to run a good gamen aith the most
careful preparationA well-run RPG is a lot lik a mlly in tennis or ping pong, with the players responding to what
the DM has already created, and the DM responding to the players’ actions to cre#lténgs that the players
respond to, etc.

As a corollarythe dice ae there to relp you mak things up A good rule of thumb is, if the playersant do do
something and you kmowhat will happen, just say it. If you ddrknow, make up a andom interal and roll for it.
In fact, that is not a bad summary of the art of GMing.

2.3. TheRule of Ten

Throughout the rules that follp mary classifications are based on a scale of 1-116all this theRule of €n
While there is nothing hard and fast about this rule, | find it veryendent. Ourhuman brains are used to process-
ing the base ten number system, and we are adept at classifying things on thifAsszdke of 1-100 (as in
RuneQuest, FASA Star Trek, Lejendary Adventure, etc.) also works well, andidgeden times as mamgrada-
tions of probability Howeve, the goal here is to keep things very simple.

The Rule of Ten makes it easy to assign numbers to degeriptlities (like ailities or skills, discussed in thexxte
section) or sets of possible outcomes (such as iadiatiweapon use). In fact, the Rule of Ten is just a special case
of a random interval, where wevitle the space of possible descriptions or outcomadyeinto 10 incrementsOf
course more complicated distributions are possible, but in mythigy tend to obscure the “reason behind the fule.

It is worth stressing again that SIMGENS is a freuor designed to help you malup ules, unlile a bt of RPGs

that ask you to apply compleules without telling you he to make up your own.

Armed with just the Rule of Ten, some basic mechanics for resolving conflicts, and a rich imagination, the GM
should be able to run @ry good @me. Infact, thats how | designed most of these ruleBor each attribute, func-

tion, or situation that typically comes up in role playing, | thoughtwHo | apply the Rule of Ten to this?You

can do the same, either tavént new things not ceered here, or as a replacement for something from this document
that you dort'like. Thinkof all the rest of the rules and discussions in this text as embellishments of this basic prin-
ciple, and treat them as examples or suggestions if you wish.

3. Abilities and Skills

This section ceers the generation and use of the numeric scores that indicate a chewagpiilities. Thescores
primarily related to nate gtitude are calleabilities, while the scores related to learned capabilities are called
skills.

3.1. Abilities

Like mary other games, SIMGENS uses numeric scores caliddies to represent a charact®rative apacities,

as opposed to learned skills. All charactergehdl the abilities, but for NPCs it may notwadys be necessary to
record them all. According to the Rule oérl; abilities range from 1 (worst) to 10 (human best), with 4-5 being
around humanwerage. Nonhumauwreatures can exceed 10. There are six abilities in all, three physical and three
mental.

The physical abilities are as follows:
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1. Strength.How much muscular force the character caere
2. Coordination. Eye-hand coordination, balance, quickness of reaction amndnmnemnt.

3. Fitness. How physically fit the character is, includingwamuch punishment he or she canddiefore being
incapacitated.

The mental abilities are as follows:
4. Reasoning.Rational thought and logical reasoning.
5. Intuition. Ability to grasp the situation intuitely; non-logical thought and understanding.
6. Empathy. Awareness of what others are thinking and feeling.

Nothing says that these six abilities are written in stone; bytsthem like good ones to me. Depending on the set-
ting, and your personal taste, you can easily alter or replace the abHitreexample, in aStar Wars setting, you
could hae a Face ability If a system closer to D&D is desired, then treat Coordination agelyy, Fitness as
Constitution, Reasoning as Intelligence, Intuition as Wisdom, and Eyngsttharisma.

3.2. Skills

Again like aher games, SIMGENS uses numeric scores cakild to represent a characteféarned skills.Again,

we use the Rule ofeh. Ascore of 0 in a skill means that the character is totally untrained in and hgsenierce

with that skill. If the character hasyalevd of training or experience, then the score ranges from 1 (most rudimen-
tary skill) to 10 (supeexpert). Ascore of 3 corresponds to a skilled amateur; 4 or 5 is professivdablied 6 and
above represents highly qualified professional to expert.

Determining the skills. What the skills are depends on the settifig. determine what skills are allowed in the
game, you can do three things:

1. Whendesigning the setting, the GM writes out a list of common skillest RPGs imolve some sort of com-
bat, so combat skills should be included, including a different skill for each different type of weapon or armor
For a fantasy setting, the list would also include thinge likagic, wilderness survaél, negotiation and trade,
seamanship, stealth, etEor a <ience fiction setting, the list would include thingelikience and engineer
ing, starship n&gation, etc. See 8§ 6 for some more suggestions anttialo his. Skillscan be created on
demand (see items 2 and 3 below), so this initial list need not be compvehensi

2. Whendesigning a charactea dayer should be allowed to contribute reasonable sKillee GM should look
at the charactes’background and decide whether the skill makes sense in thakicolftié does, it should be
allowed.

3. Whenthe GM is designing an adventure, he or she can create reasonable skills for the NPCs and opponents.

Correlated ability. When creating a skill, pick eorrelated abilityfor it. This is the ability that is most refant to

using the skill. For example, acrobatics skill might use Coordination, while swimming might use FitAess.
described belw, the skill and its correlated ability are often used together in determining the outcome of attempted
actions.

3.3. GeneratingAbilities and Skills

PCs. For PCs, generate abilities and skills inyamay that seems appropriate for the setting. One good way is to
start with 31+ (2d10/2)points and alle the player to spread them across the abilities ynveay desired. This
method gies a pread with an\gerage of 36 total points. This equates to six abilities with score 6 each, which is
slightly abave average (PCs are generally aleoaverage people!). Something similar could be done for skills.
Assume a typical starting character williveawo very good skills (eerage score 7), far medium skills (zerage
score 4), and fy marginal skills (average score 2), for a total of 44 points merage. Sagive 33+ 2d10 points to

the player to assign to askills desired.

NPCs. For human and/or intelligent NPCs, do something simitarjust assign abilities and skills based on the
charactes background and the needs of the stdfgr nonhuman and/or monster NPCs, the GM should work out
the abilities and skills based on the concept of the monster and its desired capa®dei&s6 for more suggestions
about this.
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3.4. UsingAbilities and Skills

When a character attempts to do something, the players and the GM use the chavditkes’ and skills to deter
mine the leel of success. Théollowing simple procedure gerns all actions in SIMGENS, where “action” means
an attempt by a character to acki®me result:

1. Ifit is clear that the character is able to do the action, then the character can do it; no further determination is
required. Usuallythis means that the character has thevaateability or skill, and the attempted action is
very easy Optionally, you may vant to require a roll if the charactegbility or skill is low (1 or 2) even for
routine actions (i.e., actions that would be routine for a character of competent skill).

2. Ifthere is ap doubt whether the charactettempt will be a success, then do the following:

a. Determinghe competency ieel of the character attempting the actidfor actions irvolving primarily
or exclusively native ailities (e.g., attempting to reason out a puzzle, or holdingsdneath), the com-
peteng levd is the rel@ant ability (e.g., Reasoning or Fitnes$jor actions irvolving skills, the compe-
teng/ levd is the average of the most relent skill and its correlated abilityounding down.

b. Determine thalifficulty level of the action. If the acting character is being opposed by another character
(as in combat), then the difficultyve is just the competegdevd of the opponent. Otherwise, accord-
ing to the Rule of Ten, the GM must assign a degree of difficulty for the action from 1 to 10, with 1
being very easy and 10 being nearly impossible for an untrained character.

c. Rolld10 twice, once for the character and once for the creature or circumstance opposing what the char
acter is trying to do. The first roll is called tagempt oll, and the second roll is called tlopposing
roll. Add the competenclevd to the attempt roll and the difficulty el to the opposing roll.If the
adjusted attempt roll equals otceeds the adjusted opposing roll, then the action is a success; otherwise
it is a failure.

This procedure is called making apposed roll

Note that if a character is untrained in a skill (i.e., has skill 0), then the compkteaevill generally be half of the
correlated ability (i.e., thevarage of 0 and the correlated abilityJhis gives most characters a chance to attempt
most things thewant to do. The GM may rule that certain actions are impossible without seehefleraining in
the releant skill.

Optionally, you can hee degiees of succedsastead of just a binary state (success or failure) for the result of an
opposed roll. There are at leasbtways to do this:

1. Lookat the difference between the attempt roll and the opposingTiod. magnitude of the difference indi-
cates the Mgl of success (if the rolls are equal or the attempt roll is greater) or failure (if the opposing roll is
greater). Thinlof this magnitude as a 1-10 scale, with 0—1 being bare success or failure, and 10 being spec-
tacular success oaifure. Thiskind of scale wn't make ®nse for all actions, but in some cases it may be
useful.

2. If the attempting character rolled a 10 (and succeeded) the success is very good; while if the character rolled a
1 (and failed) the failure is very badigain, what “very good” and “very bad” mean depend on the particular
circumstances, so you will /o use your imagination and judgment.

Also optionally if the attempt and opposing rolls are equal, then you can say the attempt neither succeeded nor
failed; what this means (and indeed whether it makes sense) must depend on the particular circumstances.

All determinations and rolls should be done by the GMept when a player character igdlved; in that case the
player should makthe roll (either the attempt roll or the opposing roll, depending on whether the player is attempt-
ing an action or trying to pvent an opponend’ action). TheGM always has the option to makhe other roll in
secret, so that the playerveeknows exactly what is going onfFor example, if a PC is in a crucial situation, such
that failure would be disastrous for the game (e.g., it would end the whole story right there), the GMec#e mak
opposing roll in secretThen the GM can ®alays say “you barely succe&eyven if the dice indicate otherwise

good GM neer lets the dice control his game, and secret rolls are one useful way to maintain this kind of flexibility.

3.5. CommonFunctions

Here are some concrete guidelines for common actions in a typical fantasy sewimg{ikor RuneQuest).See
§ 6 for guidance on hw to devdop skills for other setting types.
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Opening doors, bending bars, etcUse an opposed roll amst Strength. A normal door has difficulty 3-4; bars
and gates he dfficulty 5-6; and locked, barred, or magically held doongehdificulty 7 and up.

Secret doors. To detect secret doors (e.g., by tapping onal wo find a hollev spot, or simply by noticing a
strange crack in theall), you could use a skill for detecting or noticing, with Intuition as the correlated afiity
figure out hav to trigger a secret dopyou could use a skill for escape artistry or mechanical devices, with Coordi-
nation as its correlated ability.

Surprise and initiative. Surprise comes into play when (1) one party is trying tousimtanotheror (2) one party

detects the other while the other is still wage. Sometimest will be obvious when surprise occurs — e.g., one
party is lying in ambush or making aricef not to be detected, while the other is making a lot of noise, casting light
around, not paying attention, etc. Otherwise, it is a simple matter to use skills (e.g., detection and stealth skills) with
opposed rolls to makthese determinationsSee § 5.4 for suggestions about initiatj.e., order of action when nei-

ther side is surprised).

Weapon use. Provide a separate skill for each type of weapdine correlated ability for striking weapons is
Strength, and for missile weapons it is Coordination. Reduce the skil(éeg., by half) if the character is using an
unfamiliar weapon that is similar to a familiar ongee § 5 for more suggestions onvio goply weapon skills in a
combat situation.

Armor and shield use. You can hae a #ngle skill for armor and shield; or if you want more detailyéha dfferent
skill for each kind of armor and shield’he correlated ability is Coordination. See 8§ 5 for further discussion of
armor and shield use.

3.6. Improving Abilities and Skills

Player characters shouldveathe opportunity to impnee their abilities and skills through playor NPCs, this usu-
ally won't be recessarythough recurring NPCs could see their abilities and skills changeAtoibties reflect the

charactess mative abilities, but thg can be impreed through training. Skills are impved through a combination of
training and practice.

Any reasonable system can be used to imgbilities and skills. Here is one system that | use in my games: At
the end of an adventure, for each player charatieiGM identifies sgeral skills or abilities that the character put
to good use. The precise number depends on the length of #@@ey and also kofast the GM wants the play-
ers to progresskor each skill or ability the character makes an attempt roll with difficultyeleequal to the skill or
ability score, and competentevd equal to ten minus the skill or ability scoré. successful roll impraees the skill

or ability one point.Optionally, the GM can require training for the skill or ability to impepin this case the player
must both find a trainer and pay a fee.

Learning ner skills can be done in a similaray. For example, you could require that a character find a trgagr
a fee, and spend time to learn avnskill. Or you could simply ward a certain fund of points for weskills after
evay adventure, without worrying about the details ofvhibe skills were acquired.

3.7. Magic

In SIMGENS, magic is just another skill, so in principle d@riss the same way as anything elstwever, magic is

a bit special, because while other skills generallyehaell-defined functions and real-world counterparts, spells can
literally do anything you can imagine. So there has to be some way of (1) deciding what spells cart docruhn’
(2) keeping things in balance.

Of course the GM can handle spellsyamay he wants, as appropriate for his settiktpwever, one suggested
approach is the following:

1. At PC creation time, the player and GM togeth@rkvout what spells the character wso Theplayer
describes to the GM what he or shants the spells to do. Based on the description, the GM uses the Rule of
Ten to assign a difficulty lgel to each spell, where 1 is a basic cantrieldeaning a small apartment, and 10
is an incredibly difficult and reality-altering spelldilganting a wish. If the charactermagic skill equals or
exceeds the difficulty kel of the skill, then the player can kmdhe spell; otherwise he or she must learn the
spell latey when his or her skill imprees. A character could start with say dtQ0 levels of spells. Option-
ally the GM could prepare a list of common spells in the setting, and the player could pick from those for
some or all of his or her starting spells.
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2. For NPCs, the same procedure applies, except that the GM designs or picks all the spells.

3. Charactertearn n&v spells by interacting with others skilled in magic and/or magical Ibtere one of tw
things can happen: (1) the GM can desigw geells, and the PCs can encounter them, either by\aisiag
lore or learning from a master; or (2) the players can design spells with treegiivival, and then seek lore
or spell masters from whom thean learn the ne spells. TheGM can also gie dayerdesigned spells to
NPCs andeen opponents, so that a player might see his or her own spell being @sest &gs or her charac-
ter! Of course, once the opponent is defeated, then the Haymaracter would hae a dance to learn the
spell from the opponetlore.

4. Charactersse spells by succeeding at an opposed roll with difficulty spelldad competencskill level. A
successful roll means the spell has the intendedtefAnunsuccessful roll has nofett. Optionally a really
bad roll has an unintended bad effect!

Spell skills could use either Reasoning or Intuition (or if yos,lierhaps some genre-specific abilitg IMagic) as

their correlated abilitydepending on the setting and the type of spell. As a rule of thumb fémsoé Pells, gve

one dificulty level to a pell for every normal human it can incapacitate (or confuse, in the case of an illusion), and
two levds for every normal human it can kill. Subtract oneékif t he spell allows @aving thow, i.e., an opposed

roll that reduces or getes damage if successful. One way to dovéngathraw is to let the difficulty be the spell

level (or the aerage of the spell il and the correlated ability of the caster) and let the compgteneme ability

of the defender.g., Coordination or Fitness for physical attacks, and Reasoning or Intuition for mental gf@cks.
defensie Pells, gie me level for every level of offensie gell that it could neutralize.

There should also be a limit onvaanuch spell casting a character can do; the game would become quite tiresome,
not to mention ridiculous, if a character could cast tens of spells beforedsttainesimple way to do this is to

say that eery day the character can cast only as mdiificulty levels as spells he or she kme. Oryou can use

some fraction of that (li half) if you want spell casters to be less powerful.

3.8. Superhepes and Nonhuman Characters

The rules described ab® ae geared to “ordinary people” whoveazbove-average talents and skillsSThat’s fine for
mary forms of playsuch as fairy talesahtasy sci-fi, etc., where the protagonists are basically ordinary people, per
haps with exceptional abilityHoweve, sometimes you may want to play “superherbdsor example, imagine a
game that included Captain America, Spider-Man, or Superman as player character dhaoeb. a case you v

to decide whether the 1-10 scale for abilities is geangdrds ordinary people (in which case the main characters’
abilities would be dfthe charts) or to superheroes.

Probably the best thing is teép 1-10 for the ordinary human scale, anderfakper” strength equal to ordinary
strength+10. For example, Cap might be a 12 or 13 ¢hg#rong but not that strong compared to powerhouses lik
Superman), Spider-Man might be a 16 or 17, and Superroald wiearly be a 20To aeate a n& superhero, gen-
erate the abilities in the sameayvas for a normal man, but add 10 to the “super” abilities. The same system w
well for nonhuman characters in a fantasy settifg. example, a cee troll might have Srength 12 and Fitness 15.
To goply the Rule of Ten to abilities and skillsdikhis (e.g., to assign difficultyvels), just think about ha difficult

a task would be for a character in th&0 catgory. The same procedure can scale up to higher categes (
etc.).

Possibly this system could support the concept of “higd-fday” found in some gmes. Br example, 20th-iel
characters from a traditional D&D campaign are essentially superhefogday characters li& that, you could

give them super-heroic abilities (Strength 20, Fitness 30, or what yoai). Hawever, acquisition of wealth and
power (“leveling the character”) is not a focus of SIMGENS in the same way that it is, for example, in D&D.
Instead, the focus is on imaginatirole play Wealth and power may be acquired, of course, but this happens natu-
rally during the course of imaginedi day, and not in a mechanical way (e.g.,véing” by earning “eperience
points”).

4. Equipmentand Treasure

As in other RPGs, players in SIMGENS need tools with which to fight, explore, etc.; this is usuallyegalfed
ment In some settings, such aantasy adventurers may also accumulate valuable and possiety reagic items,
i.e.,treasure This section establishes some basic parameters for such objects.
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4.1. Value Points

In this game, unlik D&D and some other games, we dombrry about the precise accounting of a monetary system
like gold pieces.(Truth be told, this accounting procesasaaays one of my leastf/aite parts of playing D&D

— | just wanted to role play and get in ahtures!) Insteadye use a system based on abstvatiie points The
system works as follows:

1. Accordingto the Rule of Ten,wery item in the game (of gnworth) has a score from from 1 to 10 represent-
ing its worth, where 1 is a mundane itenreli& $iovel, a pair of boots, or a lantern; 2 is an item thaesak
some fine craftsmanship, élkan adinary sword; 3 is a larger crafted itemdil siit of armor; 4-5 is a simple
magic item (lile a kealing potion); 6—7 is a magic item of moderate powee @ik nvisibility ring); 8-9 is a
magic item of great power (kka wand of energy blast or transmutation, or somedew that brings inani-
mate things to life); and 10 is arteemely powerful magical aratt. Ofcourse these ranges are just sugges-
tions, and you can adjust them to suit your taf. example, in a D&D-lile stting, where magic isafrly
common, you could adjust the cost of magic itemsrdeard (e.g., a suit of plate armor costs much more than
a healing potion).

2. Corvert the worth score to value points using aaldtihmic scale: an item of worth 1 represents 1 value point,
an item of worth 2 represents 10 value points, etc.

3. Ewry beginning character startd wfith say 5+ d10/2value points of possessions. The character can choose
starting equipment equal to that rgaralue points.

4. Whentreasure is disa@red, describe in general terms what it is (a pile of gold, some art objects and gems,
etc.) but dort' worry too much about the details. Assign a number of value points to the tre@iber&ea-
sure can then be cested to equialent items (compact items such as gems, useful equipment, magic items,
etc.) of comparable value points, subject toghaing, corversion fees, etc., all of which should be role
played.

This system nicely handles all the typical game functioresdikcovering valuable treasures and procuring neces-
sary items for adventuring, without all the hassles of tallying up gp totalsemmink track of who spenkactly
what and when. It is totally independent of the monetary system, so you\@marhagstem you lile — gold
pieces, copper pieces, or whage When the adventurers W& to a nrew locale, if thg haveto change to a dirent
monetary system, you can just say that a certain fraction of their value points in store are/égtsdtiae cower-

sion process, without worrying about the details. If yanttto worry about the encumbrance effects of heavy trea-
sure like min, just assign a weight ratio, éilone pound foreery 10 value points.

4.2. Mundaneltems

Basic equipment and tools.Common equipment li&kweapons, armoetanterns, backpacks, rope, animalagans,
tack and harness, etc., should all be freghflable in an urban setting. In a more out-of-theywsetting, assign a
probability of aailability using a random interval and roll for itYou can also add to the price for rare cwotc
items, or ordinary items in a remote place.

Weapons. Standard weapons should beitable, subject to the same restrictions as stated WBagc equipment
and tools The players and GM need to work out precisely what the weapons arevaticehavork. Every strik-
ing weapon should la the following attributes: speed, degree ofidifity, and damage amount. Missile weapons
have these attributes plus a range, i.e., a distangerokwhich thg will not be efective. For more information on
how these attributes are used in the game, andtbevork out the attributes for specific weapons, see § 5.

Armor and shields. To dmulate different armor types, divide aNadable armor into cloth, leatheand metal.
Further divide metal armor into chain, half plate, and full plate if yau likrmorabsorbs 1-4 points of damage for
evay blow, depending on he strong it is (say cloth=1, leather=2, metal=3-4).suit of armor adds 15 pounds of
encumbrance (accounting for both weight and bulk) ¥eryepoint of damage it absorbs, except that full plate has
the same weight as half plate (but is very expehsiShieldsare used for parrying, as discussed in § 5.5.

Damage and wear of items.Sometimes i8 interesting to simulate the fact that things wear out and brieak.
mundane items li& dothes and lanterns, danvorry about it. For items like amor, shield, and swrds that come
under heavy punishment during adventuring, you can do the following:

1. If an attacker (with a sword) or defender (with shield or armor) makes a very bad roll (1 on the d10 roll), then
require an opposed roll against difficulty Balure means the item is damaged and must be repaired to be
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effective ayan.

2. After evay adventure, assume a cumulatil0% chance that grhigh-stress item (sword, shield, armor) that
was wsed in the adventure needs repairs.

4.3. Magicltems

In SIMGENS, magic items are Bkmagic spells. As part of the setting, the GM can prepare a listidlsle magic
items; or the GM and the players can just eniakip as hey go. A magic item normally has an associated degree of
difficulty, just like a magic spell. So you can think of using a magic item as pretty mueltditing an equalent
spell, except that it doegréount against the total difficulty Vel of spells that can be kmm. Someitems can be
used by persons unskilled in magic; in this case, use an abilgyRgisoning) as the competgnimstead of magic
skill.

4.4. Moneyand Treasure

Most settings will hae me form of mong For a fantasy setting, valuables in the form of gemseljs, art

objects, etc. will also exist, and naturally one of tiveards of adventuring will be to collect such goodi&xactly

what items are in a cache of treasure may or may not be important to the setting or adventure; the GM must decide,
based on his taste and the needs of the players.ylevamt, the value points system describedvabdstracts the

“value” of the treasure from “what the treasuréde,that as much or as little detail as desired can WngiThe

GM can do anything from saying “you find a pile of gold” to giving a precigantory.

5. Movement and Combat
This section ceers some basic game mechanics fovaneent and combat.

5.1. Time and Movement

As in most RPGs, timexests at various scales in SIMGENS. At the largest scale, time proceeds in years, months,
weeks, and daysThe precise length of a week, month, or year depends on the s&ingkample, in a game set

on Mars, the number of hours per gdgys per yeattc. would be different than on Earth. Of course othersitins

of time than weeks, months, etc. can be used, but it is usually easiest to stay closevisidhs that the partici-

pants are familiar with from theiveryday lives.

Lar ge scale.Typically an adventure will takane or more days, and a string of adventures wi# taéeks, months,
or years. Sometimes an adventure cae takger than a f& days, @en up to nonths or years, particularly if long-
distance treel is invdved. Inary event, at this scale, it is not usually important torlwout the details of speed and
distance; you just need a rough idea of/fiast long-distance tval is. For example, anverage human walks at 4
mph, while an gerage horse trots at 8—-10 mph (this information is easdyadble via google).Over long distances,
figure that about 1 hour irvery 4 will be spent resting, so reduce tiverage speed by 3/Difficult terrain and/or
weather also reduces theseage speed.

Medium scale. At a medium scale, it is easiest teelp track of time in hoursAgain, precise detail is not needed.
You just need a rough idea ofadhe day is progressing. It is usually best to divide thesdayivities into morn-

ing, afternoon, wening, and night. As the characters do things in the adventeep, tkack of roughly where in the

day the are, using common sense and experience to estimatddmy their activities tak Thisprocedure also
helps keep track of meal and rest times and when the characters will be hungrhéviireot eaten, or tired if tlye

have ot rested.Again, if travel is invdved, use speed of tre to keep track of time. Lack of food and/or rest will
reduce the characters’fective Coordination and Fitness (to simulate physical effects) as well as Reasoning and
Intuition (to simulate mental ffcts). Assumea 0-2 point reduction (d3 1) for each half-day without food and/or
rest, or use another system you wish.

Tactical scale. The smallest time scale is the tactical scale. Only at this scale is it really important to keep track of
exactly what is happening when, because it may be important tg, kooexample, whether a character can cross

the room to aid a friend before an enesrge dops. Theunit of tactical time in SIMGENS is the secorfgor tac-

tical situations, it is usually enough to imagine the actions in your mind; but if more precision is desired, or as an aid
to visualization, you can use a square grid of 1/2” on a side, where each square represente d&detuoifit 1/2

meters (depending on whether you prefer English or metric units). Assume thexrageshuman can me me

square in one second in a tactical situation. This is a little slower than normal walking, but in a tactical situation one
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is remaining alert and on the defemsi

5.2. Encumbranceand Movement Rates

A heavily encumbered character mes nmore slowly than an unencumbered orfessume that ery point of
Strength represents 10 pounds (or 5 kilos) that the character can carry comféiatdsery 10 pounds ab@ the
comfortable lgel, add an extra second tovehone square Adjust the meement rates accordingly for p@r-scale
movement. Optionallyfor every 10 pounds ah@ te comfortable legl, also reduce the characteCoordination
and Fitness by one.

5.3. Initiating and Breaking Off Combat

Combat typically starts in one of swways: (1) tvo groups encounter each other and a fight breaks out on more or
less equal terms; or (2) one group sets a successful ambush or otherwise has a tactical adecatatfeco (as
discussed in § 3.5). In the first case, no complicated rules for encounter distance or position are needed; just figure
out where the partiesauld likely be when thefirst notice each othgoased on terrain, visibilifyetc. If necessary,

use a random interval (see § 2.1) to determine distance and posititine second case, use a similar rule for
encounter distance and additionallyegthe side with the advantage a free turn.

Combat typically continues until one side is defeated, surrenders, or flees. Players should generally decide when
their characters surrender or fldeor NPCs, the GM can reason out what the character would do based on-its char
acteristics and mat#tion (for example, a fiercely loyal underling who bed® in Hs mastels cause might fight to

the death, while a poorly paid mercenary would be moedylito surrender orven switch sides if faced with immi-

nent defeat). Again, if necessary use a random interval.

In a flight situation, the non-fleeing side may elect to pursue. In this case, the faster side generally wins, unless
issues such as obstacles, visibilidy concealment are ralant. If the two sdes are equallyast, then pursuit contin-

ues until one side tires or decides teegip. You can easily simulate tiring by using an opposed roll based on Coor
dination. Thdoser tires first.

5.4. CombatSequence

The basic unit of time in combat situations is tine (call it a round if you prefer the D&D terminologyA turn
consists of three seconds of time.

What each character can do in a tun. In one turn, each character can do either (1) a total number of things equal
to or less than three seconds (e.g.yeng to three squares) or (2) one thing totaling more than three secbnds.
the latter case, the activity &k a whole number of turns equal to the number of seconds taken by vitg acti
divided by three and rounded upor example, a four-second activity takesotull turns.

The GM has to determine the length of time (in seconds)yop@assible activity a character could éakUsecom-
mon sense and experience herkw long would the activity takin real life? Here are some concrete suggestions
for attack actions:

1. For weapon attacks, you can divide weapons into three categories: fast, mediumyanffak attack (e.g.,
punch or dagger) takes one and one-half seconds; a medium attack (e.g., sword)otédkdisrée seconds;
and a slw attack (e.g., pole arm) takes four to six seconds. Note this means thakhgger attacks or
punches are possible in a turn, on@hattack is possible in a turn, and one pole arm attack is possihte e
two turns.

2. For missile attacks, consider what isatved in making the attack. Slings andasoare probably fast, while
crossbwvs are likely medium (thehaveto be wund). Aheary crossbar might be slev (but do nore dam-
age). Aweapon that requires rearing back to #hyriike a pvdin or spearis probably medium.

To dmulate the fact that some creatures are very fast and others are weryosi@ould adjust these times by half
or double (or more) for various creaturdr example, a giant troll might takthree full seconds to thnoa punch,
allowing a man to get in twice as nygounches as the lumbering troll (but watch out if that troll connects!).

If you are unsure exactly twolong a particular action should gkyou can alays use the following simple trick.
First, forget about the problem “Moong does action X take?” and focus instead on the problem “Can the charac-
ters do what thewant, in the time thewant to do it?” That's the problem that really matters,yavay. Then assign
competeny and difficulty levels, as discussed in § 3.4, and use an opposed roll to determine the outcome.
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Order of actions within a turn. Many games use an “initiate oll” (or something similar) to determine order of
actions. Irthis game, no initiatie roll is usually required. Just use the following procedure:

1. Atthe start of each combat turn, all combatants announce whair¢éhdoing.

2. Assumehat everyones actions start at the same time, and use the durations of the actions to figure out what
happens whenFor example, if combatant A is runningvay as @mbatant B throws a dagger at him, assume
that As running and Bs throwing start simultaneouslyThen A gets in one and one-half seconds ofemznt
before Bs dagger throv arrives.

Notice that this system neatly handles the interleaving of differemts (hand-to-hand attacks, missile attacks,
movement, etc.) that can occur during combatso, it is perfectly acceptable for énactions to occur at the same
time, for example if thestart simultaneously and Y@ equal duration.In particulay if an atacker and defender are
using weapons of similar length and speed, then as discussed in § 5.5, typicallyblottatiack simultaneously
(but at most one would succeed). So order of action is usually nedieie such cases.

In some cases you might want to raakceptions to this rule:

1. Weapon length can come into playor example, you could say that upon firstaggment a pole arm attacks
first against a sword or daggéecause of the longer lengthlowever, once the combatants are engaged the
weapon speeds would function normalijhis assumes, of course, that there is sufficient time to get the pole
arm into position in the first place. Thabwd probably be true if the combatants engaged each other on
equal terms, but not (for example) if the pole arm-wielder were caugiveresa(§ 3.5).

2. Similarly the size or “reach” of an attacker carvéa $milar effect to weapon lengthFor example, you
might decide that upon first engagement a giant attacks first against a man trying to lamdoachiose of
the giants longer reach.

3. Sometimeshe order does matter for otherwise simultaeous actibasexample, suppose person A is inca-
pacitated and lying on the groundfou might want to determine whether A can unholster a pistol and fire
before B can bring down an @x Theresolution of such cases is simple: just use an opposed roll based on
Coordination, or another releant skill or ability.

5.5. Attacking and Defending

There are three basic types of attacks in SIMGENS: weapon-on-weapon attacks; aftimstsaatpfending oppo-
nent; and attacks amst an opponent that is not defending (e.g., because it is incapacitatedyareuoiathe
attack).

Weapon-on-weapon attacks.This is the procedure to use wherotanaracters are brawling or fighting with strik-

ing weapons of roughly equal length and speed (e.g., to eeadraight fist fight or sword fight). If one character

is fighting seeral others, then typically one of the interactions would be weapon-on-weapon (the outhnumbered char
acter gets to choose which opponent he is attacking), while the others would be defended.

Make an gposed roll, using the characters’ skills with the weaponsdteeusing. The winner has breached the
opponent defense: if desired, he can then attempt to do damage by making an attack that treats the opponent as
undefended, as described belasing the roll already made as the initial attempt ralternatively, the winner can

opt to deflect the opponestitack without doing andamage (effectiely a “weapon parry”).

Attacks against a defending opponent.This is the procedure to use when one character attacks another and the
second character isvare of the attack and defending, but not using a weapon to defend the &tashkples
include the folleving: (1) the defender is defending againstessl attackers at once; (2) the attacker and defender
are using weapons of differing lengths or speeds; or (3) the defensaristagissile fire; or (4) the defender is
using a shield (see below).

The attacker makes an attempt roll, with weapon compeigec, the aerage of weapon skill and correlated abil-
ity) as the competegdevd. The defender makes an opposing roll with Coordination as the difficulé). I1¢f the
attempt roll succeeds, then the attacker canensak &tack that treats the opponent as undefended, as described
below.

A defender can generally only defendhamst attacks from the front or flank, i.e., rear attacks are undefefitied.
defender gets to choosevhamary opponents he is defending agst. Fr each opponent after the first, the
defenders dfective Coordination score for all attackers is reduced by 2. (So the maximum number of opponents the
defender can defend against is Coordination / 2.)
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Attacks against an undefended opponent.Use this procedure when the attacker has alreagycame the
defenders defense, as stated algo(e.g., in a swrd-on-svord fight, the winner of an opposed roll gets one of these
attacks); or there are too myaatackers for the defender to defendaatst all of them; or the attacker is surprised,
ambushed, or otherwise wae of the attack.

Make an @posed roll using the attasks competeng vs. the weapos’ dfficulty. A successful roll deals the
weapons camage amount, as discussed in the next section. Armor (see § 4) reduces the total damage done by a suc-
cessful hit. For missile weapons, range (see below) increases the difficuiyf | a successful attack.

Cover and concealment. To handle coer and concealment, estimate the amount ofec@r concealment on a
scale of 1 to 10, with 1 being minimal and 10 being#et@l. Theattacler must ma& an g@posed roll with weapon
skill versus the oger or concealment score. If the attacker fails, his weapon hits tvex, ap he ras failed to see the
concealed opponent. Otherwise, the attacker care makrmal attack as described ako

Shields. A combatant using a shield is a defending opponent (the weapon-on-weapon rules are not used) except that
the shield skill, instead of Coordination, is the difficultyde If the attackr’s dtack fails, then his weapon has hit

the shield. Otherwise, the shield was faefive (it did not go up in time to deflect the blow), and the attacker may
make an d@tack that treats the defender as undefendedliefender may use a shield againsy attacker aginst

which he or she could otherwise defend, as stateceabo

5.6. Weapon Attributes
Here are some suggestions omwttio work out the attributes of weapons in the game.

Speed. As discussed alve, divide weapons intoast (1 1/2 seconds, e.g., dagger or fist), medium (2-3 seconds,
e.g., sword), and slo(4-6 seconds, e.g., pole arm).

Degree of difficulty. Divide weapons into easy (difficulty 1), medium (3), and hard (5) to fesetiedly. Usually
shorter weapons (li&kdaggers) and simpler weapons €litings) are easywhereas weapons that require careful bal-
ance (swords, pole arms) are medium, and weapons that require advanced techniqdediivedbeivs) are hard.

In general, the harder weapons are also more deédiyearm is easy yet deadlgnd that is wly firearms are used
today and longbows are not (in the hands of a skilled adengbav can be just as deadly as a pistohhe difi-

culty can change based on circumstarfea. instance, simply thrusting a pole arm at an onrushing attacker js easy
while close fighting with a pole arm (once the attacker hasvadrthie initial thrust) is medium.

Damage. An easy rule for calculating damage is as follows: (1) determine thevpaogitount by which the attack

roll succeeded, treating 0 as 1 (gdtacks against an undefended opponengbove); (2) multiply that amount by
adeadliness factoirom 1-10 that depends on the weapon; and (3) divide the result by 10 and round up (so the min-
imum damage for gnsuccessful hit is 1).

Under this approach, we justygab assign a deadliness factor (DF) to each weapon, using the Ruda.ofdr fan-
tasy-type weapons of the ordinary sort (sword, dagie) youcan base the DF on the speed of the weapaon.
example, fist might hae DF 1, a nailed fist 2, a dagger (thrown or striking) or ar8, a svord or crossber bolt

4-5, and a pole arm or heavy crosshtmlt 6-7. An etremely deadly weapon, kka frearm, would hee DF 8 and

up. Thesame rules can apply to wla or natural weapons, by comparing them with similar man-made weaopns.
For technologically advanced weapons (such as a digatien ray) or magical weapons, the damage amount can be
even greater of course.

Magic can increase the damage amouidr example, you might hae magic items similar to the+h swords” from
D&D. Oryou might hae a pell like Bladesharp from RuneQuest, which temporarily increases the damage done by
a weapon.

Range (missile weapons only)Determine the éctive range of the weapon (i.e., the longest distance at which it
can be dective). Asa ule of thumb, assume a range of 100 yards forvadnal 100 feet for a thrown weapoff.

more accuracis desired, you can look up thefeftive ranges of common weapons, or use the stats from other
games. Dvide the maximum range into three, and call the increments short, medium, andduhg.to the difi-

culty level at medium range, and add 4 to the difficultydieat long range.

5.7. Injury, Incapacitation, and Death

Damage is subtracted from a charastéithness. Whem characters Ftness reaches 0, he is unconscious, and when
it goes belar 0, he will die unless healing skill or magic is brought to the charactm! For every two points of
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Fitness belw the charactes' rormal maximum, decrease théeetive Coordination and Strength by 1. If Coordina-
tion or Strength go to zero or lowéne character is incapacitated.

Note that in some situations soft blows (e.g., with a bare fat)tlwaveary effect. For example, an attacker punch-
ing at metal armor with bare knuckles would probably just break his hand — unless magic or some other strange
ability is involved (e.g., the monk’gpen-hand combat in AD&D).

5.8. Healing

Magic or adanced technology (e.g., as seenStar Tek) can heal a character quickl¥therwise, it takes a long
time to heal wound damage — sayotdays of complete rest to re@ one point of Fithess.You can hae a
Medicine skill, successful use of which canyerdg a character from dying, or speed healing.

5.9. Large-Scale Battles

Here are some suggested rules for handling engagemenitsrig large-scale forces, i.e., regiments or armies con-
taining tens, hundreds, ovem thousands of individual fighters.

1. If each of the opposing forces can be divided into roughly uniform groups (e.g., all humans, or all monsters of
the same type) that are opposing each pthen you can just scaleesything up. For example, you can say
that for a particular battle, a map square represents 3 meters on a side, and a cougierg @csqpare repre-
sents a regiment of 10 fighters. Then you cae gach regiment attriltes and skills, just l& an ndividual
fighter; when the giments Htness goes to zero, all its membersenbeen incapacitated or killed. At this
scale, a regiment of pikemen do the same amount of damage in nhumerical terms as a single pike; but the dam-
age is scaled up, so that each point represents a point of damage to the gimaetrefor siqge weapons
like aatapults, ballistas, flaming oil, etc., just assigngimental damage amount to them (e.g., amount of
damage to a 10-man regiment) based om tieadly thg are.

2. If the opposing groups are non-uniform, or you wantven empler system, then just use the Rule of Ten to
assign a relate grength to each opposing group. Wher tgroups clash, makan g@posed roll using their
relative drengths after each interval of fighting (say 10 minutes). The fosdative grength goes down by
one for the rest of the battle. Whernyagroup’s drength goes to zero, that group is defeated. The welati
strength score can taknto account terrain, eletion, troop morale and fatigue, etc. If a group finds itself
divided, or fighting on seeral fronts, just divide its total strength accordingbater if it's important to kna
how mary troops were injured or killed on each side, then you carerapka andom interval and roll for it
separately.

6. Filling In the Details

As discussed alve, SMGENS is only a skeleton; most of the details need to be filled in by the players and GM.
Here are some suggestions omvho do hat. Infact, heres a ittle secret: all RPGsyen ones with lots of compli-
cated rules, replace or supplement ynahthe core rules with ne gecial-purpose rules tailored to particular set-
tings or adentures. Did/ou ever notice that? So in fact most RPGs create the illusion of a wedajged rule sys-

tem, but in fact theare a lot lilke this one: you just makit up as yu go along, using the core rules as a fraank.

The benefit of this kind of system (and the reason alllfRPGs do it) is that i§ impossible for aynset of core rules

in the abstract to treat all the situations that can come up in actual play.

6.1. Designinga Setting
Before beginning playhe GM needs to do a little work to establish the setting that will support the game.

Genre. First, pick a genre. This establishes the most basic parameters aftbe fyou are doing a swd-and-
sworcery game, then there probablgnit be ay laser guns wolved (but see Gary Ggg's krilliant Expedition to

the Barrier RRaksadwenture for AD&D). Typically the genre comes from familiar literaturanfasy/airy tale, sci-

fi, mystery etc.; but it can be anything that the participants can imagine and that seems interesting ittocplay
also be a prepared setting from some other RPG, or a setting based on av;Tivicsli, or book iwolving colorful
characters getting in adventurd@$é Dukes of HazzdrNarnia, The Lod of the RingsStar Wars, Star Tek, and the

Oz stories would all makgood choices). One adutage of using SIMGENS s that it should be easy to generate a
setting based on youavaite shav, movie, or book.
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World. Next, have sme idea of what the physical world (and, if it is important, other planetsathrygetc.) is

like. Thisdoesnt haveto be in ag great detail. For example, you could just start adventuring in a,citith some

idea of what the parts of the city are, but little or no idea about the outsitte Whatcan be decloped later Or

you can sit down and design a detaileorld; mapping out continents and oceans, political and geograpiic di
sions, etc. If you use a prepared setting, or a setting from a mowe,sHmok, then much of this evk will have

been done for youJust be careful that you provide enough detail about the area where the PCs are located so that
you can hee a tin adenture. Thas wsually much more important when starting out thanakng what the rest of

the world or the unierse looks lile. Ina <i-fi setting, like Star Tek, Star Wrs, or Doctor Whaq “planet” usually

takes the place of “city” or “localeand “quadrant” or “galaxy” usually takes the place of “world.”

For example, in the she The Dules of Hazzat, we knew details about the Hazzarevin Square, the Boas’ Nest,

the Commissiones’ Office, and the DukFarm. Therest of it was a lot of roads, with creeks and other obstacles to
jump over; how al those roads were laid out wasveeeven very clear (and may not ¥ been consistent from
shav to show). We dso knev there were neighboring counties,dikhickasav. And this meager amount of setting
got them through sen seasons of the sid Soyou could easily do something similar for your stori€, if a
complicated large-scale setting is desired, then find one ar makup. It5 really up to you.

Skills. Before creating adventures and characters, you shoutd ©ime idea of what the core skills are in the

game. Ifyou use a prepared setting, you can look at the skills that are already in that setting or the game system it is
based on; it will be a simple matter to gent them to this system. If your setting is based on a TWshwvie, or

book, think about what the characters routinely do in that setkoginstance, irStar Tek, Mr. Spock is alvays
consulting his sensors, so there should be a sensors skilBuMris alvays struggling to maneuver the ship, so

there should be a helm skill; there should bBeous skills for physical and medical science, efou can dvide

these skills up very finely (se@8As Star Tek game for a nice example of this) or \@athem vague and general.

Again, it's up to you. For a fantasy setting, my AD&DR rules (g.v.) provide avemment set of skill “bundles” that

you can easily adapt for fantasy play using these rules.

Equipment, Treasure, and Magic. As discussed in § 3.2, you can list out some basic items of equipment, treasure,
and magic when starting out, using a prepared setting, your knowledge from bowiks, imwod other games, or just
your imagination. Or you can just m&ak up as yu go along. This could be more fun! Most settings willeha
some notion of “equipment” and “moyjew hich can be used taip equipment and other necessarieg tdod. For
example, the “equipment” iThe Dukes of Hazzarconsists mostly of cars and related tools, and simple weapons
like bow and arrav or dynamite. Mong consists of those green pieces of paper that Boss Hoggagsafondling.

In Star Tek, the equipment consists of star ships and related technology (phasers, transporters, etc.), together with
all the handheld weapons andvides that the characters routinely use (tricqrdedical devices, communicator

etc.). Thecatgories of “treasure” and “magic” are usually applicable only in a fantasy setting, though other settings
could hae fantastic technology or powers that works similarly to magic. (Inyméthe oldStar Tek episodes, the

aliens encountered by the wrbad powers that could be described as magical.)

6.2. Designingan Adventure

Designing an adventure for SIMGENS is the same as fpotrer RPG, except that theme system is probably
much simplerand you may hee o make up pells, monsters, and other game elements as you go, instead of picking
them out of a bookA good adventure usually starts with a good idea for a,dbotyan interesting characteitace,

or situation can also senas an dventure seedMary early RPG adventures (e.g., for D&D and RuneQuest from
the 1970s and 80s) are simple “dungeonvts’ain which the PCs wede some location (typically an undesund
dungeon complex, but also possibly a ruin or other structure) and clear out the bad guys. Thaecampok
adwenture, but there should be something interesting about the location — interesting puzzles iateodsting
characters to meet, or interesting tactical problems — or the whole thing may becormeiaa & killing monsters

and getting treasure, which isthat much fun.

More recent adventures tend to be story-based, leading the PCs through some soriTgpidlaity these aden-

tures hae a gtup or “hook” to get the charactervaived; some middle portion where there may be a good deal of
confusion as to what is going on andywhand finally some resolution. The danger here is that you d@mit to

just lead the players by the nose through a storystidbtiously predetermined. If you do that, then therétle

point to role playing at all; your players may as well be sitting and listening to you tell them.alsstead, you

have o respond to different ways that the story could go depending on what the PCaftéo. find a “lwild as you

go” approach wrks well for this kind of adventure, where you write out in some detail the places, situations, and
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NPCs the characters will meet in the first session oy then build on that for subsequent sessions after seaing ho
the story is playing out. But &'usually best to hae & least a rough outline of the whole stdncluding some idea
about what the major conflicts are anavithey might be resolved.

Existing stories can also makpod adentures. Br example, | hee adapted the storfhe Marvelous Land of Oz

by L. Frank Baum for play using SIMGENS. Similarly one could adapt a story from a book, movie, comic book, or
episode of a TV siva One might &en take “adwenture modules” from a¥aite game (D&D, sayor RuneQuest)

and try playing through them using these rules. Of course some adaptation of the mechanics (character classes,
monsters, magic, etc.) would be required; but that should be straigdntfior@heresult would almost certainly be a

very fast-paced and imaginedi game!

6.3. DesigningCharacters

Designing PCs. As in ary RPG, start with a conception of the charastd®sic background and personality
Develop the abilities first, and then the skillgdping in mind the basic conception of the charagted equipment
and spells (if appropriate) as suggested in the previous sections.

Designing human NPCs.Designing human (or human-like) NPCs is similar to designing P&spethat for all
except major NPCs, only aviekey ills (such as combat skills) need to beegi

Designing non-human characters, including monstersDesigning non-human creaturesdalka little more cre-
ativity. Here you can use for your inspiration, among other things, (1) myths and legends, (2) literatureiesnd mo
and (3) other RPGs (such as D&D) thatvdian these primary source®r, of course, you can just use your imagi-
nation and makup ®mething completely new!

For most monsters, all that really matters in game terms is combat .alifigourse you need a conception ofsha
monster will behee, what it wants, whether it will rgotiate or fight, whether it is protecting its lair or young, etc.;
but none of that needs to be described in terms of game statiBticstandard attributes lik dtack and defense,
you can either (1) gé aeatures standard weapons and armor that human characters use tooyertf)aeatures
natural weapons (claws, teeth, etc.) and armor lifide, etc.) equivalent to the standard ones iarge terms.For
example, claws or teeth might functiondila dagger; fur or hide might function kkdoth or leather armor; etc.
Then you dort'really have © invent ary new gats for the monstes’'weapons and armor.

Of course part of the fun of monsters is thaytten hae wnusual abilities, and you will just ta o work these out
using your imagination and common senbsually this is easy to do, using the skill systefor example, a mon-
ster with tentacles might be able tovelnp a character on a successful hit.that case, the character is immobilized
until he or she makes an opposed Strength ralinsg the tentacle to break out. The beauty of a skill system lik
this one (supported by the Rule adri) is that it5 usually obvious what to do from the conception of a creature or
situation: so as long as the creature or situation itself is well thought out (awveé ymuight through some of the
interesting actions that could occur in the game session), then the rules almosteak themselves.



