ANTI-POOL VARIATION

by Mark Whithers

    Your Character

    Write a story about the character that you’re going to play. The level of detail is entirely up to you, whether it’s a paragraph or a novel doesn’t matter, only that it provides a starting point for play.

    Living in the City can be hard; loving, fighting and dying in this boiling pot of a society. Titus has grown up on stories and epic poems, and as well as being a talented creative poet in his own right, he harbours a deep lust for adventure and only truly feels alive with a sword in his hand and a verse on his lips. He wants to be a Hero, which his rather older and wiser friend Carris has always told him, means the same as wishing to be Dead. Titus says he would sooner be dead than boring.

    From your story, you will generate a list of 3 or 4 traits, which give you more opportunity to describe your character and influence the direction of the story by taking over the narrative during play.

    Titus is a talented poet

    He wants to be a Hero

    Enthusiastic and talented amateur swordsman

    Titus’s player can add an extra dice to any conflict roll that is connected to one of these traits.

    Finally, take six normal dice. These are referred to as your dice pool.

    The Referee

    One player will be the referee; he doesn’t get to play one of the games main characters, but his job is a very important one.

    He has two roles; the first is to provide the cast of characters that the players will meet, and the other is to narrate what happens when a player fails a conflict roll. The referee is NOT the final authority on everything. The gravest sin in role-playing is the referee taking over the game and favouring his image of the story above everyone else’s. The game is a collaborative effort. Everyone works together.

    The referee can point out when player’s actions are not in the best interests of other people’s enjoyment, or don’t conform to the themes of the game. Then again, any player can and should point out when this is happening.

    Conflict Rolls

    The majority of game play consists of acting out what your character says and describing what he does.

    However, if everything went your character’s way, the story would quickly stagnate. Therefore, we use a system of dice rolling to add a little random chance to your character’s life. We call these moments of fate conflict rolls and they take place, appropriately enough, when a character wants to initiate or resolve some kind of conflict, action, or drama to forward plot and characterization.

    Players have a pool of dice that represents their ability to influence events. The more they have, the more chance they have of contributing with their ideas for how the story should progress.

    Rolling

    You can risk as many dice as you choose from your pool on a conflict roll. Remember, you get an extra dice to roll if you intend to narrate you characters success as happening because of the positive influence of one of their traits.

    If any of the dice rolled come up as a 5 or a 6, then you get to narrate what happens, and the dice you risked are removed from your pool.

    When you narrate; you can describe what your character does, as well as the actions of others, and any additions of colour, atmosphere etc… that you desire.

    This narrative power comes with responsibility. It is important that you stick to the established tone and theme of the genre and setting, and do not make any irreversible changes to another one of the main characters. (The referee’s characters are fair game!) Keep your narrative reasonably short. Don’t stray too far beyond resolving the conflict at hand. As for your prose, don’t go over the top, your narration is a chance to have fun and entertain the other players, not to bore them!

    Failing

    If you get no 5’s or 6’s then all has not gone as planned. Your character has either been beaten outright, or has only succeeded at a cost. Maybe some additional complications have come up. The referee narrates the exact outcome of your failure.

    On the positive side, you get any dice you risked back, and an extra one for your troubles.

    Between Games

    If you wish to continue playing with the same characters, it's important that they change and grow. At the end the session, you may add a few sentences to your characters ongoing story, and, if you wish, one additional trait. Any traits that no longer apply may also be removed, and replaced on a one for one basis with new ones.

    At the start of each session, your pool is replenished (or reduced!) to six dice.
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