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Synopsis
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Players myst keep track of all items 
their character has in their 
possession If any roll has more than one die that comes up 6, 

that roll is treated as a 7. There are no bonuses for 
more than two sixes. This effects the mechanics of 
the game the least, but still gives the players a 
chance for a critical hit.

For each 6 rolled past the first, add 1 to the roll total. 
Rolling a 4, 6, 6, and 6 results in a 8 on the die. Then 
add modifiers as normal. This means that it is now 
beneficial to put many points into individual skills, 
because more dice can now result in ever-higher 
numbers, unlike the normal system where it’s not very 
useful to put more than 6-7 points in a given Skill.

Add 1 to the roll for each multiple group, i.e. rolling 2, 
2, 3, 3, 4 would result in 6 on the die, +1 for multiple 
2’s, and +1 for multiple 3’s. This limits the possible 
bonus to +6 on the die, no matter how many dice are 
rolled.

When two or more sixes are rolled, roll an extra die. 
The result becomes the result of that die + 6: 1, 3, 6, 6, 
with a reroll of 4 becomes a total die roll of 10. This 
means that players will want more points in individual 
Skills. Be careful with this one, as it means that high 
numbers are achievable even at relatively low levels, 
which can make combat difficult to predict.

No criticals, the default.

Characters heal slowly, regaining only 
as Current Health per day as they 
have Points in Health.

Energy is now used to initiate any kind 
of Stunt, at a rate of one Energy per 
attempt. Players cannot attempt 
Stunts if they have no Energy.

Energy can only be regained through 
prayer or meditation, which takes time 
at an altar, shrine, or temple.

If a character’s Current Health drops 
below 0, they die.


