Dice M echanics

Dicerolls use twelve sided dice (generating numbers fréonil2). When making a roll, the player
Is attempting to gneate a number from 9 to 12. Any die that comes up a 9 or higher is called a
successand any die that comes up as 12 generatesuegesses

Theprimary type of roll is a Skill Roll, which means the jgayolls a numbeof dice equato the
appropriate Attbute plus the apppriate Skill. This igalled a Die Pool.

Difficulty
A Difficulty is a negative modifier on a roll, which removes dioen your die pool.Regardless of
how high the Difficulty is, however, the charactelt always be able to roll at least one die.

Thenormal Difficulty for an action péormed againsanother charder is the tamgf’s resistance
traits. Thethree resistance traits ddefenceResolveandResistanceWhen performing aaction
which does not involve another character, the Difficulty is determinduwhard the task wodl
be to perform.

Easy Oto2 A simple, straightforward aan.

Average 3to4 An action with slight complications.

Hard 5to 6 An action which is difficult, or has a few complications.

Very Hard 7t08 An action which is very difficult, or has many cqdications.
Impossible 9to 10 An action which is nearly impossibley dias very many comnijations.

A character can géionuses by using the corréabls, or by hang favourale conditions. Thes
usuallygrant a number of bondéce, which can be used to offset the DifficulBroper equipment,
a facility, or helping handwill all grant bomises.

M odifiers

Working Together

If more than one person is involved in an action, one chataaiBosen as the ‘leader’. All other
characterspend one Action and gitiee leader a bonus. The leasahe last person to roll. Each
assistantolls against the Difficulty, and the leader gains a nurableonus dice from the assistant
equalto the successes maaiethe roll, plus one. &haracter gaonly have aumber of assistés
equalto their Mental Attibute. Each individal who is asisting musthave the means to offer
assistancgfor a spell, the person must have Sorceoy, & miracle, the person must have a
complimentary faith, etc).

Spending Essence

A character qaalways sp&d Essence tioelp augment aalroll. Five Essace grantshe character
anadditionalthree dice fothe charaar’s next de roll. If the characters does not &ve enough
dice, they still gt to rolla minimum of 3d12. Adrnatively a characteram spend 5 Essento
increaséhe Difficultyof an action agjnst them bywo. This benefitan only b&lone once perlio



Opposition
Whenrolling againssomeone else, and not using their Resistaraig the lower of the opponent’s
Attribute or their Skill sets the Difficulty for the action.

Multiple Opponents

Whenperforming an action against mulgpbpponers, the character rolls with a Difficulty of 2.
Thesuccesseare compared tine defensive it of the targets, and successes are removed equal
to the target Hit, to determinedw successful thaction was.

Special Successes

Additional Successes

A character may gaadditional successeaghen making roll. These indicate that when a character
rolls a success, theyill gain more sucesses tn the numberaually roled. The charaer still
must gain at lea®ne success ondge roll to gain th benefit of addional successes

Foreach successlled, the chaier gains onadditional sucas,up to the maximumumber of
additional successethe charactes allowed to gain Thus, the maximum nurabof sucesss a
character may gain from this benefit is twice the nurobsuccesses rolled.

Minimum Successes

An incredibly rareform of bonus, a character who ggminimum successesan not fail when
performingan action.For each minimum success the charagaéms on a roll, tbwever, theyose
onedie from the actl roll itself — the @ isautomatically considered a success. The maximum
numberof minimum successascharactecan have is equto the number of de they wold roll.

Reduced Successes

A charactemay suffereduced successwvhen making a tb These indicatéhat when a character
makes aoll, a number of successes are removed from the roll, increasing the chiailcee. If
this reduces the character tmagtive number of successes, the character suffesitaatrophic
failure — the kindf botches which ake legends.

Active and Passive Effects

Thereare two types of effects — active, and passive &ffethe person who makes the roll is the
activeparticipant, and his effect is thetive effect, while therecipient § thepassiveparticipant.

If the active charactés responding to an ongoing action performed by tksiypa charactethan
the passive character is said to hayeaasiveeffect. If both characters are in direct cotitjz,
both characters may becoedive

Example

A character is attempting to find someone who is hiding. This is considefetiaeffect. The
charactewho is hiding hasnade a Stealth Roll prioiThat roll wasActive but the results now are
aPassiveeffect(as the character does not need to roll again). The successes fRassiie Effect
now becomes a Diffiglty for the Active character. The ‘defending’ (hidingpcactemay spend
5 Essence to add their Skill to the Difficulty (as per the Stealth Skill).



Opposed

If two character are in direct qmsition, and tk Active character is iuestion, consideéoth
charactergo be Active. Botlcharacters th and the success from the rollra appliel asa
Difficulty to the nexbpposed roll madeThis can continuentil one or the othidails completely.
Freshrolls are madeaeh round, witlhe previous round’s results countiagthe Difficulty for the
current round.

Example

Two characters are arm wrestling. One has &iPaly4, Athletics 3. The othéias a Phsical 4,
Athletics5. The first character rolls with a penalty of 4 (Opponent’sieal4), while his opponent
rolls with a penalty of 3 (OpponentAthletics of3). The first character gains 2 successes, and the
secondcharacter gains 3. On the followiraund, the firstitaracter fags a +3 Difficuly tohis roll,

while the second chacter suffers +2 Difficulty. This continues until one of the two characters
does not succeethile the other des.



Combat
This section outlines how to do combat, and the steps invelWiaccombat. Combat is ssntially
quickandeasy, as each action is resolved weingle die roll. Tie longest parhicombat is simply
determini ng Diffi culty.

Time

Certainpowers anabilities are time-dependarh most cases, thienebeing used is MUCK-based,
built into the scene hay described, i in some casespal-worldtime must be used for longer
periods.

Instant An instantis less than a second, and isactiveterm, meaning something that
operates immediely, in reponseto a stimulus. Arnnstanteffect does not takan
action.

Action OneSecond. An Action is normally used prctigely, rather than in rg@nse to

activity around the character. A character gains one ActioR@end for everylO
points they have in Initiative.

Round 10 Seconds. A round coveaasseries of actits and movement. Aund isalmost
neveron par with real time during combat, but outside of loatytime is 1:1,
meaning 10 seconds in game is equal to 10 seconds out of game.

Scene A Scene is a perioof time which is flgible in nature. Essdially, a Scene runs
from one significant ‘event’ to anotheWhen a charaatenters a newaa within
intentto RP there, it is considered a new ‘scenethiat characte In most case
effects which last a Scene last for about a half an hour real time.

Initiative

To begh combat, egryone involved rolls one die and adds it to tHeitiative Trait This
determinesheorder of actions duringach Round of combat, and how many actions eachctdiara
involved ges each Round. Characters do not re-roll Initiative each Round, keeping their sco
Combatbegins with thdnighest Initiative going first, working dowtn the lowest Initiative. In the
case of a tie, thgerson with the higest base Itiative Trait ges first.

For everyl0 full initiative pants over 1 the chiacter has, tlyegainan additional action. Thus, a
charactegains an additional action at Initiative 11, 31,41, and so forth. &haracter péorms
all their actionstahe same time, alldng for quick {f not completelyrealistic) combia

If a character does nidte their Initiative total, they can spend an Action tabewed to re-rlbit
at the beginning of the following Round.



Attacks

To make an tiack, theacting chareter rollsAttribute + Skillagainst the target’s Defence (if the
attackis a physical attackiResolve (if the attack is a mental or social attack), or Resistance (if the
attackis a magical attk). One sucas is allthat isneeded for the attack to be a success. The
Attribute or Skill used for the attack deperats the form of action being performed, awitiat the
character is attempting to accomplish.

Melee Melee Attacksinvolve the character’'s Physical Attribute, and are resistdtidy
target’s Deface Trait.

Mental Mental Attacks involve the character's Mental Attribute, and are resistetieby
target's Resok Trait.

Ranged RangedAttacks involve the laracter’'s Mental Attribute, and are resisted by the
target'sSize. The attacker adds the Size of the targ#tidw dice pool (with a
negative Size being harder to hit).

Social Social Attacks involve the character’'s Social Attribute, and are resistettieby
target’s Resok Trait.

Ranged Attacks

All ranged weapons have a list of ranges, such@2Q/B0). These ranges are in yards, and
representhort Medium andLong Range. As long as an opponent is within range, thactaar
can attack theiopponent. The Citulty is adusted by theange to the tget.

Short Range: Difficulty +2
Medium Range: Difficulty +4
Long Range: Difficulty +6

The other mgor factor involves whether or not the character is ut@rer A character taking
coverincreases the Difficulty dhe attackoll. A character undgrartial coverhas roughly half of
their body covered. Aharacter undeull coverhas most of their body covered (if not all), or
requires an indirect attack to hit the target (such as arcing fire).

Partial Cover: +2 Difficulty
Full Cover: +4 Difficulty

A character who is in melee and is being fired upon increases the Diftitthity attaclkoy one per
personin melee with them. If the character is missed, a number of dice are pligdt@ the
numberof peoplein the combat. If any success is rolled, then somdeadasehit (determined at
random).



Mental Attacks

While not an entirely accurate term, mental attacksratmderstanding of tactiesd positoning,
allowingthe character to gatlvantages during the combat. Essentially, such tactics inicldohef
better groundrad elevation, orgrforming suctactions such as aift attempt.

A character can attempt to find better positioning in combat, usitartdéerrain to heir advanage
or getting elevation against an opponent. This requires an Action dedtal + Athleticsroll
againstthe target's Resolvand if the charactesucceeds, theyain a +1 Defece per Success
againstheir opponent for the combat. The defender aammaction, off-sethis by makingheir
ownroll against the character, reducing the bonus.sfingesses beyotitk target’'s Defence bonus
becomes Defence bonus for tlaeting character. These bonuses are not cumulatbeyracter
can not perform multiple actions to accumulate a Defence bonus. Instead tlesbléis used.

Attemptingto perform a feint creates an opgg in an opponent’s Defence that the character can
exploit. Thecharacter spends an Action and mak&eatal + Skill roll against the opponent’s
Resolve,with the appopriate Weapm Skl . For eveay success rolled, theatget's Deface is
reduced by one for the characsemext attack.

Social Attacks

Social attacks are attempts to psychebadly damage or confuse an opponent. This includes
intimidatinga target, or taunting the target so thekenafoolish mistake, oreven turnig atarget
againsttheir allies if done correctly. All shcActions useSocial + Persuasionto roll, and are
resistedby the targt's Restve. The benefiof Social Attacks is that they can be performed on a
group. The highest Reolve is usal asthe base peralty to the rdl, plus ore for evely personthe
character wists to affect.

Intimidation causes the target to be less inclined to attack. For suepgss on the rollhe
characteincreases the Difficulty of an attack aga themby one for the comlba This benefit is
lost if the opponerdgucceeds in injurg the targe

Tauntingan opponent causes them to be more inclined to attack, and leave theoysiveSor

evay successiothe roll, the target gains a +1 die bonus on their attack rolls against the taunting
character.The target also has a Defence of 0,cardnoParry or Dodgeattacks. This beifit lasts

for the Scene or until someone else calms the target down.

Other Attacks
Thereare other forms of attack that a character wiah to perform. This sectiatoverssome of
these in detail, pviding more optios for playes who like to be diérent.

Charge Attacks

A character caattempt to charge an opponent, which can be done by ledpang at the target or
running towards them. Theharacter expends an Actiand rolls Physical + Athletics (as per the
rulesof running or leaping). For evesyccess on the roll, the Damage ofdttack is increaseuy
one. When the targesiwithin rangedven if it is duringhe same Actionthe characteamakes a
normal attack roll with +2 Difficulty.



Grapple Attacks

A character can attempt a grapple attack, eitheudnyg theUnarmed Skill or be using an
Entanglingweapon.This is made as a normal attack, with a +2 Difficultysulfcessful, the target
is grappled anduffers a Defnce of 0 agasst any further #acks. Atemptingto breakfree of a
grappleusesPhysical+ Unarmed+ Size The base penalty is the attacker'sditgl Attribute or
Skill, with a Difficulty equal to the Successes of the roll plus the attacRees Damage inflicted
by a giapde ignores Invulnerabil ity.

Stun Attacks

When attacking someone with a Defence of O, the character céormpea stun attack. The
Difficulty of the attack is 5, and for every success on the die roliatbet suffes a —1 penaltfo
Speedand Initiative for the Round, as well as a +1 Difficulty to alices for the Round.If the
targetis reduced to a Speeatt Initiative of 0, they can take no actions that rourfidhd attack
inflicts more than 5 successes, the tangett make annadjustedPhysicak Sizeroll or be knocked
out cold.

Surprise Attacks

A charactecanattempt to attackosneone who is unawe of their préence. Doing simitiates a
freeRound of actions for theharacter, and the defenders has a Defence aiifilsathefirst attack
against them in the surprise Round. Initiative is not rolled during the Surprise Round.

Aiming
A character gaattempt to aim, gaing a +1 die bams on their attx roll for every Action spent
aiming. The maximum bonus this can grant is equal to tlaeadter’'s Skillbeing used for the
attack.



Active Defence

Thereare varioughings which can adjust the Defence of a target in combat. Theciehara
Defencecan be adjusted by heawyreur, which redees Defence if the character is not strong
enoughto u it, or by Shields which inaease the chracter’'s Deface withou actually ushg an
Action. For each attack on an opponent, their Defence is reducett fgr the Round.

Dodge

A character camattempt tododge an attzk by usingAcrobaics or UnarmedSkill. By expending
anAction, the chacter adds the8kill to their Defencdrait for the RoundAcrobaticscan be used

to dodge ranged attack$his benefit remains until the beginning of their action on the following
Round.

Parry

A character caattempt toparry an attack by usirtheir weapon or shield skill. By spending an
Action, the characteadds their Skill to their Defence Trait until their actoomthe following Round.
Shieldscan be used farotect against ranged attacks, using their normal Delberes to provide
Defence, and adding the character’s Shield Skill when used to actefelyd.

Penalties

Blind: A character attempting to attack an opponent while blindf thre opponent is
invisible, suffes a +6 Difficultyto all attack rolls

Damage

Attackslist damage using Damage (#), whiiie the amant of damagehe attack will inflict. The
Damageas multiplied by the number sluccesses on the attack roll, whaeh then used todicate
howmany wounds the target will suffer. Thus, a Dan{@yyereapon will inflict3 wounds foevery
succes®f the attack.The Sizeof a character’s weapon is added to the total potential wounds the
target will suffer.

Thedefendemay be abl¢o reduce the number of wounds an attack will inflict. This is listed as
Soak(#), where the # indicates hawany wounds are taken off the total damage that was idflicte
Any left over wounds are subtracted from the deféadtralth.

Healing and Dying

Heal(#) isused to indicate a method for recovering Health. Like Danthg? indicates how much
Healthis restored peuscessn the healing attempfThis is often seen in spells and the like, more
than anywhere else.

A charactecan attenpt to treat an injured person by makinlylantal + Chirurgeonroll. The
Difficulty is 3 for most wounds, biftthe target islying then the Difficlty becomes 5. For every
success on the roll, the target heals one Health.



Critical Wounds

A charactewho is reducetb 0 Health igritically wounded The character must immediately make
anunadjustedPhysical roll. If the character seeals, they amying, and if they fail, they amead

A dyingcharacter can survive a number of Rounds unattesglead to the number of successes they
rolled. After that time has passed, the character dies at the end of the Round.

Experience

All charactersgn 1 XP per month. dditionally,they mayote for other phkgersusing the vat
<person> command. Ahe end of each week, all players gidigonal experience depending on
how many people had votéar them, houghit is weighed aginst how manypeople had actlg
beenacive online during the month. Additionally, people will run public plots, allowing otheis
join in. Exceptional plots, or staff-run plots, will grant XP as a reward.

Charactersnay gain DP for exceptional service to MECK. Creating fan-pages ftine MUCK
with character outlines, assisting nplayers, helpinghe MUCK overall, and showing exceptional
maturity can give the @dracter DP. ModDP rewards wilbe from the 2o 3 range, though for
exceptionally impressive assistance, a charactegetayp to 5.



Hazards
Crushing
A character may be crush&¥dm a heavy weight being applied to them. bhee damage diis
forceis equal to how marpointsof Size the force is greater thidne charactenr per point of Bulk
surpassingour weight allowance, whichevsrgreater. The character makd2hysical + Athletics
roll against this force, indicating how many rounds the charaan resist it before taking damage.
The Difficulty is equal to the base Size or Bulk of the target (minimum 0). Whetintleehas
elapsed, the character takizsnageand then rolls agn to determinedw many rouds will pass
before damage is applied again. Each time the charaliteithe Difficulty is increased by one.

Example: Being slowlystepped on by giant. Beindgrapped inran avalancheBeing buried in a
collapsed mine. Eating something which rapidly becomegbigg

Environmental

A character exposed to extreme levels of environment suffers wowritlsshe game master
choosingrom 1to 10 Wounds, depending on the severitthefweather conditions. The character
makesa Physical + Survival roll to determine hovany minutes the charactam go without taking
damage.Onee the time has expired, the character rdls Physcal + Survival once again, using the

resut to reduce the Wounds taken, and to determine how many more minutes pass before the
character takes damage again. Each time thaatkarolls, the Difficulty is increased bype.

Example: A snowstorm in Aregon may inflict 3 Wounds. TAmeansie Desert mawflict up to 6
Wounds. The Southern Wilds caimflict up to 8 Wounds. The rains within the Drachenkeep
Mountains maynflict 2 Wounds.

Falling

A charater rolls 1 de for every 5 feet thelyave fallen. The Damage of the fall is equal to the
Hardnessf the object landedn (or the Physical Attribute of someone fallen drfje character can
attemptto make a Physical + Athletics roll to reduce the amount of dice that will be tmflede

per success.

Poison

Poisoncauses bong-term effect on thperson subject to iWoundsdetermines how madealth

is lost. Onsetdetermines how td#n the charaet suffers a Iasof Health, andegradedetermines
whenthe amount of Wounds lost is decreased by one. Thus, a character witossbfe sting
suffers2 Wounds every Round for the next Scefeensuffers 1 Wound every Round for the Scene
following.

Whena character irst poisoned, themake a simp Physicaloll. For each swess rokd the
amountof Wounds the characterill suffer is reduced by one. This roll is made owlyen the
characteris first poisoned, ahlasts forthe duration of theharacter’s éing poisoned. f this
reduceghe character's Wounds to 0, ttiearacter sinip resists the effects unless they are poisoned
again.



If a character hdseen exposed to multiple drugs or poisons, the strongest poisotetiogge and
useghe shortegdnset of the twpoison typesDegrade usdhe longest of theoison typesThese
rules also applio drugs.

Type Wounds Onset Degrade Cost Type Wounds Onset Degrade Cost
Bee Sting (One) 2 1 Round 1 Scene 2 Plant Toxinll 4 1 Mirute 1 Day 6
Bee Sting(Seveal) 3 1 Round 1 Day 5 Plant ToxinV 5 1 Round 1 Week 8
Bee Sting(Swarm) 4 1 Round 2 Days 6 Plant Toxin V 6 1 Round 1 Week 9
Corrosive Fumes | 3 1 Scene 1 Scene 3 Poison, Arsenic, Cyate 5 1 Scene 1 Week 8
Corrosive Fues Il 4 1 Mirute 1 Day 6 Poison, Curare 5 1 Round 12 Hours 6
Corrosive Fues IlI 5 1 Round 1 Week 8 Scorpion Venom | 2 1 Scene 1 Day 4
Drugs | 2 1 Scene 12 Hours 3 Scorpion Venort 4 1 Mirute 1 Week 7
Drugs Il 3 1 Scene 1 Day 5 Snake, Black Manba 5 1 Mirute 3 Days 7
Drugs IlI 4 1 Mirute 2 Days 6 Snake, Cobra 5 1 Mirute 3 Days 7
Drugs IV 5 1 Mirute 3 Days 7 Snake, Kait 4 1 Round 4 Days 6
Jellyfish Venom | 3 1 Round 2 Days 5 Snake, Pit Viper 4 1 Mirute 3 Days 6
Jellfish Verom I1 4 1 Round 3 Days 6 Snake, Rattlesnake 3 1 Scene 3 Days 5
Metal (Lead, Mercury) 4 1 Hour 1 Week 7 Spide Bite 2 1 Mirute 1 Day 4
Plant Toxin | 2 1 Scene 12 Hours 3 Stingrg Venom 4 1 Mirute 2 Days 6
Plant Toxirl 3 1 Mirute 1 Day 5 Stonefh Venom 5 1 Mirute 3 Days 7

Suffocation
Oncea character hdailed tohold their breath, they suffer one Wound of damagevienyeaound
in which they can not breathe. This damage is cumulative withpeaeious round. (1, 3, 6, 10...)

Touch of Death

The Southern Wilds isainted by dark magic, which ondyowsstronger as one gets further south.
With the spread of thendead and demsnn the region, #ndark mags of the south has spread
slowly north, envelopingortions of Anansiand Aranous. Aharacter exposego powerful deth
magic,wounded byindead, or whoais an infection ithe region riskgetting a sickesscalled the
‘touch of death’ by those from Anansie.

A charactewho is struck by harmful or debilitating necromafmy5 successes or mow, takes

5 or more wounds froran undeaduns the risk of being infected with the touch of death. A number
of dice is rolled ecal to the number offounds iflicted or the success of the necraamcy roll.
Forevery success, the character loses a point of Esskétiais reduces to theharacter’'s Essence

to 0 or less, thelgegin toshow sign®f disfiguremat, and the remaiimg successeseasplit evenly
amongthe character’s attributes apermanentoss. If this kills thecharacter (oany Attribue is
reduced to 0), they become undead.

To Anaithan and Anansie cultures, a character who has sufferadhis afflicton (who has lost
an actual point in an Attribute) is unclean and dangerous. Thayoarfé for marriage, iad are
usuallysent to fighthe monsteref the South so thatek can digyloriously or confined to gemple
or shrine. The person has a faint aura around them that camelotedéhrough most forms of
magical detection.



