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NARRATIVE GAME SYSTEM 
 

WHAT IS IN THIS PACKET? 
This packet represents a simplified draft version of 
the Narrative Game System. The information 
presented here, along with the accompanying 
adventure, will allow you to play the Narrative Game 
System and understand why we are so excited.  
 This system represents a rules-light, story-
driven approach to role-playing. The characters and 
the story are the most important aspect of any RPG 
and this packet provides you with simple mechanics 
that empower you tell that story. This packet will 
allow you to see just how much fun you can have 
when you and your GM begin engaging in true 
collaborative story-telling. Herein you will find all the 
basic information you will need to generate 
characters, as well as play those characters in our 
sample adventure (or a story your GM creates). 

This is only a small sample of the information 
in the book, but all of the basic information, 
processes, and mechanics are here.  
 

WHAT IS NOT IN THIS PACKET 
The full book will contain a great deal of additional 
information beyond what is presented here in the 
Quick Start Guide. The finished book will have full 
color art, lots of examples to guide you every step of 
the way, as well as robust Player, GM and 
background information. One of the largest elements 
we incorporated into the book itself was a frank and 
honest conversation with you as to why we made the 
design choices we did. This is done so that when you 
want to change something for your own game, you 
are empowered to understand what consequences 
that will have and how to make the game your own 
with confidence.  
 The full book will also contain detailed 
information for the GM on setting and world 
building, as well as additional Narrative Abilities and 
player resources to help everyone craft an amazing 
story, every time.  
 
 
 
 
 
 

 
 
 
 

BASIC PRINCIPLES 
The Narrative Game system follows these 3 simple 
core principles. These guided every aspect of our 
design and the choices we made.  

 Collaboration: This game is about narrative 
collaboration at every single stage. From 
character creation, to the story itself, and 
even the awarding of experience, the GM 
and the players will work together. The story 
is everyone’s responsibility, not just the 
GM’s.  

 Narrative: The story, and the characters 
taking part in that story are paramount. The 
advancement of that story in a fun, engaging, 
and dynamic way is the most important goal. 
If rules ever conflict with the evolution of a 
fun, engaging, and dynamic story, then the 
rules are wrong and the story is right.   

 Empowerment: The game itself offers simple 
directions for the creation of your narrative 
and your characters, but it’s a tool set, not a 
text book. You are as much the designer 
every time you sit down at the table as we 
are and we want to empower you in that 
role.    

 
  



 
 

 33  

CREDITS 
 
Lead Design 
Vincent Venturella 
 
Additional Design 
Ryan Dickerson, T.A. Lambert  
 
Lead Developer 
Thomas Lyons 
 
Editing 
T.A. Lambert, Hydy Cates, Cathy Venturella 
 
Playtesters 
Matthew Armitage, Hydy Cates, Rich Cates, Ryan 
Dickerson, Daniel “Merv” Eldridge, Thomas Lyons, 
Angel Smith. 
 
Website 
www.venturelandgames.com 
 
Special Thanks 
To all my friends, who listen to me telling the same 
stories, but pretend they’re new each time.   
 
 

Table of Contents 
NARRATIVE GAME SYSTEM ...................................... 2 

WHAT IS IN THIS PACKET? ............................................. 2 

WHAT IS NOT IN THIS PACKET ....................................... 2 

BASIC PRINCIPLES .......................................................... 2 

ONE PAGE PLAYER GUIDE.............................................. 4 

CHARACTER CREATION (Pg. 6) ............................................... 4 

NARRATIVE ABILITIES (Pg. 10 & 21)....................................... 4 

MECHANICAL ABILITIES (Pg. 12) ............................................ 4 

EXPERIENCE (Pg. 18) ............................................................... 4 

ONE PAGE GM GUIDE .................................................... 5 

RESOLUTION SYSTEM (Pg. 14) ............................................... 5 

DEATH AND DYING (Pg. 17) ................................................... 5 

NPC CREATION ........................................................................ 5 

AWARDS & EXPERIENCE (Pg. 18) ........................................... 5 

CHARACTER CREATION .................................................. 6 

CHARACTER CREATION METHODS ................................ 6 

COOPERATIVE ......................................................................... 6 

MOTIVATION, GOALS & FLAWS ............................................. 7 

NARRATIVE ABILITIES .................................................. 10 

SELECTING ABILITIES............................................................. 10 

NARRATIVE ABILITY SOURCE................................................ 10 

USING NARRATIVE ABILITIES................................................ 11 

MECHANICAL PRIORITIES ............................................ 12 

ASSIGNING PRIORITY ............................................................ 13 

RESOLUTION SYSTEM .................................................. 13 

OPPOSED VS. ENVIRONMENT .............................................. 14 

FAVORABLE CONDITIONS..................................................... 14 

COMBAT AND OPPOSED CHECKS ........................................ 16 

ADVANCEMENT & EXPERIENCE ................................... 18 

INTRODUCTION..................................................................... 18 

ADVANCEMENT .................................................................... 18 

EXPERIENCE ........................................................................... 18 

NARRATIVE ACCOLADES ....................................................... 19 

NARRATIVE ABILITIES .................................................. 21 

INTRODUCTION..................................................................... 21 

 
 
  



 
 

 44  

ONE PAGE PLAYER GUIDE 
The instructions below contain a high level overview 
of everything you need to know to play the Narrative 
Game System (NGS).  
 

CHARACTER CREATION (Pg. 6) 
The Narrative Game System offers three methods to 
create your character.  The cooperative method is 
presented here for the Quick Start Guide. 

COOPERATIVE 
1. 100 Words 
2. Adlib Eulogy 
3. Integration 
4. Motivation, Goals and Flaws 
5. Choose Narrative Abilities 
6. Assign Mechanical Priorities 
 

NARRATIVE ABILITIES (Pg. 10 & 21) 
Narrative Abilities are traits your characters have 
that represent the unique qualities which set them 
aside from other creatures, groups, or individuals in 
the world. Some of these might be shared by others 
of the same race or who have similar training; others 
could be completely unique, granted by powerful 
items or as boons from potent beings. 
 Your character will likely have between 2 and 10 

narrative abilities, depending on your setting.  
 Narrative abilities have broad descriptions of 

what they allow you to do, but this is not set in 
stone. What exactly your Narrative Abilities do is 
a function of you and your GM coming to 
agreement given the ability, the situation, and 
the setting.  

 Using A Narrative Ability 
o Declare the ability you are using and how.  
o The GM tells you if the ability can be used 

and whether it simply works in the proposed 
way.  

o If the ability does not automatically work, 
then the GM instructs you which Mechanical 
Ability to make a check with.  

 

MECHANICAL ABILITIES (Pg. 12) 
There are 4 Mechanical Abilities, physicality, 
intellect, personality and extraordinary. All checks 
you are required to make are made using one of 
these four abilities.  
 Upon character creation, you assign a priority: A, 

B, C or D to each Mechanical Ability above.  

 This equals a bonus of +4, +3, +2 and +1 
respectively.  

 The base die rolled for all checks is 1d6 and the 
bonus for that Mechanical Ability is added to this 
roll and compared to either a flat DC 
(environment check) or an enemy die roll 
(opposed, such as an attack).  

 

RESOLUTION SYSTEM (Pg. 14) 
1. You describe the action you are going to take, 

including any Narrative Abilities and what you 
are hoping to achieve.  

2. The GM will inform you if the action simply 
succeeds, and if not, which Mechanical Ability to 
check on. 

3. You will make your check. 
4. The GM makes any opposed checks 
5. The GM states the effects of the roll 
 

EXPERIENCE (Pg. 18) 
You can be awarded experience from 3 separate 
sources. 1) Your GM at the end of a play session. 2) 
Another player any time they give you a Narrative 
Cookie. 3) Expressing your Flaw in action.  
 Experience is spent on a single Mechanical Ability 

(i.e. physicality), and once spent, is gone. It 
increases the die to the next size.  

 Upgrading a die costs an amount of experience 
equal to the die you are upgrading to (e.g. raising 
a d6 to a d8 costs 8 experience).  

 

NARRATIVE ACCOLADES (Pg. 19) 
 Each player starts the game with 2 Narrative 

Accolades to award. One to award during play, 
and one to award at the end of the night.  

 An accolade can be given any time a player does 
something cool, something that player enjoys 
and thinks was a great moment.  
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ONE PAGE GM GUIDE 
The instructions below contain a high level overview 
of everything you need to know to GM the Narrative 
Game System (NGS).  

RESOLUTION SYSTEM (Pg. 14) 
1. The PC describes the action they are going to 

take, including any Narrative Abilities and what 
they are hoping to achieve. Encourage them to 
be as detailed as possible, listing exactly how 
they would like to affect the current narrative.  

2. You will then decide if the item or Narrative 
Ability can be used. If it’s not grossly out of place, 
in general, you should let it at least be 
attempted. You will also decide if the power 
simply works or if it needs a check. In general, if 
the check isn’t opposed or outrageous 
circumstances, just let it work.  

3. The PC will make their check. 
4. You will make any opposed checks. 
5. You describe the effects of the roll. Remember to 

be as detailed as you can here. Don’t be afraid to 
let the action succeed, but also incur new 
problems that now have to be dealt with as a 
result of those actions.  

 

DEATH AND DYING (Pg. 17) 
The average being in the world has between 1 and 4 
damage instances. When a PC reaches 0 damage 
instances, they may be dead, or they may be 
unconscious/out of the fight. It depends on the level 
of danger in your setting and the narrative at that 
moment in the story.  

 In general, henchmen and other faceless goons 
that stand in the PC’s way should have 1 or 2 
damage instances.  

 Named foes and NPCs that are developed parts 
of the story should have 4 damage instances.  

 PCs will have 4 damage instances.  

 Primary Antagonists have at least 4 damage 
instances, but no more than 8.  

 
The table below summarizes damage in NGS. The 
base amount of damage dealt on a successful attack 
is 1. Damage increases based on the difference 
between the attacker’s and defender’s mechanical 
die (e.g. an attacker with a 1d8 in physicality 
attacking a defender with 1d6 will deal 2 damage 
instances on a successful attack.  
 

AAttttaacckk  
DDiiee  

DDeeffeennssee  
dd1122  

DDeeffeennssee  
dd1100  

DDeeffeennssee  
dd88  

DDeeffeennssee  
dd66  

DD1122  11  22  33  44  

DD1100  11  11  22  33  
DD88  11  11  11  22  

DD66  11  11  11  11  

NPC CREATION 
1. 3 Sentence back story 
2. Goals & Flaws 
3. Choose Narrative Abilities 
4. Rough Mechanical Priorities 
 
The table below provides the base Mechanical 
Priorities to be used when creating NPCs. Unlike PCs, 
NPCs are not limited to one of each selection (e.g. an 
NPC could have 2 ‘A’s and 2 ‘D’s or all ‘B’s, etc.) All 
NPCs in the sample adventure were designed 
according to this process.  
 

PPrriioorriittyy  BBoonnuuss  

AA  ++44  
BB  ++33  
CC  ++22  

DD  ++11  

AWARDS & EXPERIENCE (Pg. 18) 
Experience should be awarded at the end of each 
play session. Experience is awarded based on your 
players’ participation in the narrative. It is not based 
on success or failure, but simply their willingness to 
engage in and drive the story presented. Experience 
is also awarded when a character steers into their 
flaw, making a sub-optimal choice the player might 
know to be bad because the player is staying true to 
their character.  
 You may award up to 3 story experience in a 

single play session.  

 Up to once per session, a character may receive 
1 Narrative Accolade when they steer into or 
otherwise play into their flaw.  

 Instead of using their awarded Narrative 
Accolades for experience, PCs may choose to 
spend them for a Narrative Point. This allows 
them to automatically succeed when using one 
Narrative Ability for what would otherwise be a 
roll. They can succeed even if the check would 
normally be outside of their range, as long as it’s 
not impossible. Again, it’s good to err on the side 
of generosity with this.  
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CHARACTER CREATION 
Character creation in the Narrative Game System is 
split into three distinct sections, Story, Narrative 
Abilities, and Mechanics, in that order.  The first 
section, your character’s story, is the most 
important. This is where you define who you are and 
what character you will be playing. The second step, 
Narrative Abilities, contains the bulk of your choice 
points. This section gives you the sort of abilities that 
characters use in fiction, myth and legend to 
overcome great challenges. These are abilities that 
are big, memorable and unique, but they aren’t 
mechanical, they are narrative. There are no 
numbers to compare, only suggestions on how you 
might apply those abilities in your world.  Finally, you 
as the player will make one simple mechanical 
assignment that will determine your skill at various 
tasks and challenges.  
 

CHARACTER CREATION METHODS 
The Narrative Game System will provide three 
different methods for character creation, for the 
Quick Start Guide, we have included Method 1, 
Cooperative Character Generation. 
 

COOPERATIVE 
The first method for creating a character within the 
Narrative Game System is the cooperative method of 
creation. This may be quite different than previous 
methods you have used to generate characters in 
other games, but it can be a rewarding experience 
that brings a cohesive narrative flow to the entire 
group from inception. To utilize this character 
creation method, you and your group will all follow 
the steps below together. You should complete steps 
1-3 for a single player before moving onto the next 
player so as to maximize everyone’s familiarity with 
the character and the story being created.  
 

1. 100 Words: In this method, you will begin 
with 100 words, which will be a brief 
description or a summary of your character 
in total. This will include a few sentences on 
the past, as well as the character’s current 
disposition. This is then read aloud to the 
entire group. Alternatively, your group may 
find it useful to have everyone pre-write 
these 100 words alone and then send them 
to the group for a pre-read. This can help as 

some people may not be as creative when 
placed on the spot.  

2. Adlib Eulogy:  The rest of the group, 
including the GM, will then deliver an 
impromptu eulogy. Each member of your 
group will speak a few sentences in turn (up 
to a paragraph) about that character as 
though he or she had just passed away and 
was being remembered during a funeral. 
They will talk about whom you were, family 
and friends, and your failings and 
accomplishments. Each player is free to say 
new things, or to build on threads that 
surfaced during the previous speeches. One 
important aspect of this is that if a previous 
person wants to add a little more after 
someone else has gone, they should feel free 
to say more. Don’t be gratuitous with the 
time it takes, but this is meant to a fun and 
fluid process. The final thing any player 
should do when delivering the eulogy is 
deliver a one word or short phrase sum up of 
what they thought the person was all about. 
This can be used by the player to help select 
their motivation.  

3. Integration: You, as the player, will make 
notes during this eulogy, and when all 
players have finished delivering their 
speeches, you will integrate any items from 
that story that you like into your own 
narrative, increasing your original 100 words 
with the additional ideas suggested by the 
other players.  

4. Choose Motivation, Goals & Flaws: You will 
select at least one Motivation, two Goals 
(one short-term, one long-term) and one 
Flaw. See page 7 for the full information on 
selecting these items. When selecting these 
items, though they are not necessarily 
chosen cooperatively, you and your group 
should feel free to discuss them and you 
should solicit ideas from other players who 
may have additional insights based on what 
they have heard so far.  

5. Choose Narrative Abilities: Now that you 
know what your character did, who they are, 
and where they want to go, you will want to 
choose your Narrative Abilities. There are 
many tools available to you to assist in 
choosing appropriate Narrative Abilities from 
the large number of those available. Your 
GM may provide you with several 
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prefabricated packages based on certain 
collections of Narrative Abilities that match 
items in his world (i.e. Elf, Force Recon 
Marine, or Gunslinger). Each of these 
packages has recommendations that you 
may or may not (GM’s discretion) be able to 
trade for other abilities of your choosing. The 
Narrative Abilities chapter will provide you 
with the necessary details on these abilities 
and suggestions on how they are used during 
play. Once you have selected your Narrative 
Abilities, you will then place them under a 
Source on your character sheet. This is 
simply how you determine where your 
powers came from, did this ability arise from 
your race, training, an item, etc. Though this 
has no mechanical effect, it says a great deal 
about who your character is. 

6. Assign Mechanical Priorities: The final step 
of creating your character is to assign your 
Mechanical Priorities. There are four 
Mechanical Abilities: physicality, intellect, 
personality and extraordinary. You will be 
assigned a simple bonus by your priority 
choice and you will use this to resolve any 
necessary checks during play. 

7. Final Touches: The final step is to complete 
any small touches you did not already 
answer so far, items like height, weight, etc., 
as well as any Basic Skills and Hobbies. You 
will also write down whatever gear would be 
appropriate for your character to have based 
on the setting and that character’s role in the 
narrative.  

 

MOTIVATION, GOALS & FLAWS 
There are three aspects which should emerge from 
your narrative, regardless of the method used; 
Motivation, Goals, and Flaws. Each of these is very 
important and will act as a driving force for your 
character throughout the story.  
 

GM NOTE 
The next three sections include important 
information that will be crucial to have at your 
disposal as a GM. Knowing your players’ Motivations, 
Goals, and Flaws, and building them into your 
narrative will increase engagement and enhance the 
overall story. It can also make things a great deal 
easier for you, as when players list their Goals, they 
are probably giving you 2-3 adventure ideas each. 

Take plenty of notes on this information and have 
them handy at all times. 
 

MOTIVATION 
When detailing your character’s present state during 
character creation, you are saying something about 
who your character is at the moment you begin 
playing the game. Motivation is important, because it 
determines nearly every action you take on a daily 
basis.  
 Consider your own life; if you are a student 
in college, then your Motivation might be something 
like “get a good education to get a good job.” That is 
one of the largest driving forces in what you do. Do 
you go out and party, or do you study for that mid-
term? If you are serious about that Motivation, then 
you study (or at least you study first). Motivation is 
important because it determines the actions you 
take in both the short term (immediate) and the 
long-term.  
 When you create your character, you should 
also set your Motivation. This should be something 
short and high-concept. We include some sample 
Motivations below, but you should of course feel 
free to make up your own Motivations, as well. This 
can be something as simple as the word ‘Revenge’ or 
a sentence like “Revenge on the orcs that destroyed 
my village.” 
 It is important to note that it is likely, as time 
goes by and the narrative develops, that your 
character’s Motivation will change. This could 
happen because your character realizes other things 
are more important and wants to change Motivation, 
or it could happen because that Motivation is 
fulfilled. Consider again yourself in college, if all goes 
according to plan, you will eventually graduate and 
get a job. In this case, you have fulfilled your 
previous Motivation, meaning you will have to find a 
new Motivation. It might then shift to “advancing in 
your company” or “finding someone to settle down 
with.” What is relevant is that your Motivation is a 
living thing and can change as your story (life) 
progresses.  
 From your Motivation, you will draw your 
short and long term Goals.  
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Table 1.1 Motivations 

MMoottiivvaattiioonn  WWoorrdd  SSeenntteennccee  

FFeeaarr  ““OOnn  tthhee  rruunn  ffrroomm  ddeebbttoorrss””  

SSuurrvviivvaall  ““EEvveerryytthhiinngg  iiss  ggoonnee,,  II  jjuusstt  wwaanntt  ttoo  
lliivvee””  

WWeeaalltthh  ““II  wwiillll  bbuuyy  aanndd  sseellll  eevveerryyoonnee  oonnee  

ddaayy””  

SSaallvvaattiioonn  ““II  wwiillll  ssaavvee  mmyy  ddaauugghhtteerr  ffrroomm  tthhee  

RRoonniinn””  

DDeessttrruuccttiioonn  ““TThhee  OOrrccss  wwiillll  bbee  wwiippeedd  oouutt””  

JJuussttiiccee  ““FFiiffttyy  tthhoouussaanndd  iiss  wwhhaatt  tthheeyy  ssttoollee,,  

ffiiffttyy  tthhoouussaanndd  iiss  wwhhaatt  II  wwiillll  ggeett  
bbaacckk””  

RReevveennggee  ““TThhoossee  llooww--ddoowwnn,,  bbaacckk--ssttaabbbbiinngg  
ddooggss  wwiillll  ppaayy,,  ttoo  tthhee  llaasstt  mmaann””  

EExxpplloorraattiioonn  ““II  wwaanntt  ttoo  sseeee  eevveerryytthhiinngg  ffrroomm  
oocceeaann  ttoo  oocceeaann””  

AAddvveennttuurree  ““AAnnyywwhheerree  iiss  ffiinnee,,  aass  lloonngg  aass  iitt’’ss  aa  
nneeww  ppllaaccee  oonn  tthhee  nneeww  ddaayy  wwiitthh  nneeww  

ppeeooppllee””  

RReessoolluuttiioonn  ““II  wwiillll  eenndd  tthhee  ccuurrssee  oonn  mmyy  ffaammiillyy  
lliinnee””  

 
It is important to note that you are not obligated to 
choose a single Motivation, your character should be 
a three-dimensional person, and that person might 
have a single all consuming passion, or be spread 
among several different Motivations.  
 You should also note that these Motivations, 
Goals and Flaws are here to guide you, helping you to 
role-play and experience your character. These are 
not a dictum and should not be seen as chains that 
bind your decisions and choices. If ever in your life 
someone has said to you that a person made an 
“unusual choice” or “something against character,” 
then you have experienced first-hand that humans 
are not completely consistent logic machines, and 
nor are your characters. It is perfectly okay to act as 
you think your character would in a given situation, 
even if that goes against his general Motivations and 
Goals.  
 

GOALS 
Directly from your Motivation, you will draw Goals. 
Your Goals should be real and concrete items you 
hope to accomplish. You should set a minimum of 
one short term Goal and one long term Goal.  
 If we return again to our previous example, 
your collegiate Motivation was to graduate and get a 
good job. That is an amorphous concept; your Goals 
should be real and concrete things. Perhaps your 
short term Goal is to get an ‘A’ in a particular class, 
and your long-term Goal is to land a job with a 
particular firm.  

 A character with a Motivation of ‘Revenge’ 
might have the short term Goal of training with a 
particular warrior to learn a new fighting style, and 
his long term Goal could be to wipe the tribe of orcs 
that killed his wife from the face of the world. Both 
of these Goals are concrete things that could be 
achieved. You will have to work with your GM to 
determine what concrete tasks are going to be 
available in your setting and story.  
 Just as with your Motivation, your Goals 
could be changed. In fact, if and when your 
Motivation changes, this is usually a good signal that 
it is also time to change your Goals.  
 

FLAWS 
Interesting characters have Flaws. Flaws are the 
challenges, both personal and otherwise that a 
character must overcome. The best characters from 
movies, fiction and myth were not perfect, but rather 
had a drawback (perhaps even many) they had to 
overcome, adapt to, or simply accept to succeed in 
their story. Flaws make your character three-
dimensional and make them more like real human 
beings (or whatever they happen to be).  
 When you make your character you will 
select at least one Flaw. This chapter contains a list 
of suggestions, but just as with Motivation, this is not 
meant to be an exhaustive list, but rather simply 
something to spur your own imagination.  
 You may select multiple Flaws, as some 
characters will have more to overcome, more 
challenges, than others. You should be careful 
however that you do not select so many as to water 
down the concept. Too many Flaws become 
overwhelming and it is hard or even impossible to 
bring them to the fore and give each Flaw the time in 
the spotlight it deserves to become a fully realized 
part of your character. A good rule of thumb is never 
having more Flaws than Motivations.  
 Your Flaw(s), much like your Motivation 
should be a single word or simple sentence. For 
example, ‘Greedy’ or “overwhelming love of exotic 
magic.” Your Flaw(s) should be something that you 
will be challenged with during play. It may not come 
up all of the time, but it should be something that 
will challenge you throughout your character’s 
development. It should be an active thing, something 
that your character can act upon during play.  
 The Narrative Game System has incentives 
for when you as a player make a choice to have your 
character fall into one of his Flaws and make a choice 
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that even though you as a player might know it to be 
a bad one; you do anyways, because it fits your 
character’s Flaw(s).  
 Information on how the additional 
experience for playing into one of your Flaws can be 
found on page 9.  Beyond this mechanical incentive 
however, you are encouraged to think seriously 
about your Flaws and make sure that you bring them 
to the fore in your role-playing and the way you 
interact with the narrative. You will find the 
experience of playing your character to be far more 
rewarding if your character has to overcome not just 
the swords and laser blasts of your enemies, but his 
own personal demons, as well.  
 
Table 1.2 Flaws 

FFllaawwss  SSeenntteennccee  
NNaaiivveettéé  ““II  aamm  ssuurree,,  hhee’’ss  ttrruussttwwoorrtthhyy,,  wwhhyy  

wwoorrrryy??””  

RRaacciissmm  ““HHee  iiss  aann  eellff,,  aanndd  nnoo  ggoooodd  hhaass  eevveerr  

ccoommee  ffrroomm  aann  eellff””  

PPhhoobbiiaa  ““NNoo  hheeiigghhttss,,  ssppiiddeerrss,,  bbooaattss,,  cclloosseedd  

ssppaacceess  oorr  mmiillkk””  

DDaarrkk  PPaasstt  ““II  aamm  nnoott  ssuurree  wwee  eevveerr  rreeaallllyy  

cchhaannggee””  

RReeffoorrmmeedd  KKiilllleerr  ““II  hhaavvee  kkiilllleedd  mmaannyy,,  aanndd  II  aamm  nnoott  

ssuurree  II  aamm  ddoonnee  yyeett..””  

GGaammbblliinngg  ““TThhiiss  oonnee  iiss  aa  wwiinnnneerr,,  II  sswweeaarr!!””  

CCuurriioossiittyy  ““II  wwoonnddeerr  wwhhaatt’’ss  aatt  tthhee  bboottttoomm  ooff  
tthhiiss  ppiitt??””  

LLuusstt  ffoorr  ppoowweerr  ““TThhaatt  sscceepptteerr  iiss  mmiinnee,,  yyoouu  aarree  nnoott  
wwoorrtthhyy!!””  

LLoovvee  ssiicckk  ““HHooww  wwaass  II  ssuuppppoosseedd  ttoo  kknnooww  sshhee  
wwaass  aa  pprriinncceessss??””  

IInneexxppeerriieenncceedd  ““YYAAYY,,  AAddvveennttuurree!!””  

 
  



 
 

 1100  

NARRATIVE ABILITIES 
Narrative Abilities are the main choice point and 
method of defining your character within the 
Narrative Game System. At first blush, these may 
resemble abilities you have chosen in other games 
before (e.g. create darkness, immortality and 
necromancy); however, these are very different in 
their effect. Narrative Abilities are not defined 
mechanically and there is no mention of exactly what 
can be done. Rather, it speaks in broad strokes about 
the actions your character will be capable of in the 
world. These abilities are used by your character to 
advance the story, achieve their Goals and overcome 
challenges within the story. Some of these Narrative 
Abilities are small, simple, and/or passive items (such 
as an ability to see in the dark). Some of these 
abilities may be quite large and active, such as the 
ability to summon, shape and manipulate fire and 
heat in all its forms.  
 Narrative Abilities are traits your characters 
have that represent the unique qualities which set 
them aside from other creatures, groups, and 
individuals in the world. Some of these might be 
shared by others of the same race or with the same 
training; others could be completely unique, granted 
by powerful items, or as boons from potent beings.  
 

SELECTING ABILITIES 
The first step, before you choose any Narrative 
Abilities is to determine how many Narrative Abilities 
you will receive. The number of Narrative Abilities 
you receive is based on the power level of the game 
your GM has chosen. Characters of all worlds are not 
created equal. Characters in a pulp noir game may be 
completely devoid of supernatural or powerful 
abilities, and instead rely on intuition and fists to 
solve their problems. Meanwhile, characters of a 
powerful superhero universe might have the ability 
to fly, lift mountains, or be mostly immune to 
damage. For this reason, your GM, in designing their 
setting, will set the power level of the game so that it 
matches the creative agenda of that world and the 
story he wants to pursue. The table below offers a 
simple reference of 4 guideposts your GM might use 
to create a setting. Keep in mind, this is only a 
recommendation, the actual number of chosen 
abilities may vary widely and is completely 
determined by the milieu.  
 
 
 

Table 1.3 Setting Power Level 

SSaammppllee  GGaammee  

SSeettttiinngg  
PPoowweerr  

LLeevveell  
MMaajjoorr  

AAbbiilliittiieess  
MMiinnoorr  

AAbbiilliittiieess  

PPuullpp  NNooiirr  II  00  33  
CCllaassssiicc  
FFaannttaassyy  

IIII  22  66  

SSppaaccee  OOppeerraa  IIIIII  44  88  
SSuuppeerr--HHeerrooeess  IIVV  66  1100  

 
One important thing to note is that even within an 
individual game, it may be the case that a particular 
character concept does not adhere to the 
preselected number of major and minor abilities 
based on the story and description offered by the 
time you come to choosing them. For example, you 
are making a character in a game where everyone 
receives 2 major Narrative Abilities and 6 minor 
Narrative Abilities. As you create your character, you 
really only find 1 major that fits, but you can find at 
least 8 minors that are appropriate. The right answer 
here is to deviate from the basic numbers offered. 
You will need to work with your GM before making 
such a decision, but the right answer is to be more of 
the character you have already defined, not to try to 
stretch abilities that don’t fit into place.  
 

NARRATIVE ABILITY SOURCE 
All Narrative Abilities also have a source. The source 
is where the Narrative Ability originates from. This is 
more easily explained by example. Consider a 
mythological figure like Hercules. Certainly he has 
many abilities (Super Strength, etc.). Where do these 
abilities come from? They come from himself 
because he is a demi-god. Compare this to Tony Stark 
from the Iron Man movies. Where do his abilities 
come from? Exempting his genius, they come from 
his suit, an external item. You may have played a 
fantasy game at some point where you received a 
magical item that granted you a fantastic new ability 
to fly or run at incredible speeds. In that case, the 
source of your new power was that magic item. Once 
you have chosen all of your Narrative Abilities, it is 
important to assign each of them a source, even if 
they all simply manifest directly from you. A 
character that has super-strength naturally from 
being the son of a god is much different than a 
character with super-strength from a drug they have 
ingested or a suit they wear.  
 This also leads to the next point, that sources 
are very setting dependent. You will want to work 
with your GM to determine what sources are 
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available in your setting (i.e. are there magic items, 
suits of power armor, drugs that make you psychic, 
etc.?)  
 Below is a list of sources that your world 
might include. This is not an exhaustive list and the 
places Narrative Abilities may be sourced to is 
myriad.  
 

SOURCE LIST 
 

 Race: This is something innate about you 
based on the type of being you are.  

 Class or Training: This is something you have 
learned in your life, either as part of a formal 
education, or through experience.  

 Method: Your ability comes from a unique 
process you employ.  

 Friends/Contacts: You have all the right 
friends in all the right places.  

 Enemies: The measure of a character is often 
defined by the enemies that they have made.  

 Destiny: You have something to achieve, a 
great purpose in life.  

 Flaws: That which limits us, also often aids 
us.  

 Bloodline/Infection (Vampire, Werewolf, 
etc.): You weren’t born with this ability, but 
attained it during your life and its now as 
much a part of you as your left arm.  

 Item (Magic or Technical): Anything from 
magical swords to power armor can grant 
abilities far beyond those of mere mortals.  

 Legacy/Gift: Such abilities are granted by 
more powerful beings for mortals to achieve 
great ends.  

 Innate (Talent): This is just an ability you 
have, it might not be common to all 
members of your race, but you were born 
with it and you stand out because of it.  

 Reputation: A powerful reputation precedes 
far before you.  

 Position/Authority: A position you have 
achieved (political, social, military, etc.) has 
granted you special rights and consideration 
which you can bring to bear.  

 

USING NARRATIVE ABILITIES 
You will quickly see that Narrative Abilities are very 
different in their application than the abilities you 
often select in role-playing games. These Narrative 

Abilities are meant to inform and inspire you, but not 
absolutely define the outer limits of what you can 
accomplish when utilizing the ability. It would be 
impossible to ever fully outline everything you can do 
with certain abilities and even if we tried, we would 
only be reducing the fun.  The reason for this is two-
fold. First, powers such as Necromancy or Fire 
Shaping are so large; it’s hard to begin to define 
everything they might do, especially when you 
consider how those powers will act in situations. For 
example, the fire shaper can obviously shape and 
control fire, but what happens when he meets a 
creature made completely of flame? How about if he 
travels to hell and is trapped in a lake of fire? What if 
his spaceship is careening toward the sun? What if all 
the people of his village are being affected by a 
disease that lights their mind on fire? Can our Fire 
Shaper do anything in these myriad situations? If we 
attempted to completely define the Narrative Ability, 
chances are, in many of these unusual situations, the 
answer would be no. What is fun, exciting and 
memorable in an RPG is when you the player, 
through your character, act creatively and solve a 
problem or create a scene in an unorthodox way. If 
you think about movies, literature, and even myth, 
this is often exactly the climactic moment of the 
story. The protagonist has been captured, beaten, or 
nearly failed using all of his normal tactics, in a last 
desperate gambit, he changes his approach and tries 
something new.  One example of this might be Star 
Wars Episode IV: A New Hope, when Luke uses the 
force instead of relying on the targeting computer.  
 Because these Narrative Abilities are open 
and have room for interpretation and creativity, 
there is a simple decision you and your GM will 
utilize when you want to bring one of your Narrative 
Abilities to bear in a scene.  

The first step to utilizing a Narrative Ability as 
a player, is for you to announce your intention to use 
it and how you want to do so. You are encouraged to 
be descriptive in what you would do and how you 
think it will affect the scene and the narrative. The 
GM will then tell you whether or not that power 
could apply in this situation. For example, if a raging 
forest fire were coming toward a town and your 
character had Fire Shaping, you would announce to 
the GM you would like to use your ability and how. In 
this case, there is a good alignment and it’s easy to 
see, so the GM would simply answer yes; you can use 
this ability to influence the narrative. One point to 
emphasize here is that the GM is NOT telling you 
whether or not your power can be used at all, merely 
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if using the power in the way you are describing has 
a chance to alter the narrative of the scene.  If, in the 
forest fire situation above, a player had announced 
they wanted to use Create Darkness, chances are the 
GM would inform them that won’t have any 
narrative effect on the scene, and that the player 
should select a different ability or try something new.  
 In the next step, the GM will tell you if the 
ability simply works. Sometimes, abilities just 
perfectly line up with what is going on in a scene or 
the description the PC gives is so perfect for the 
forward progress of the story, that the ability will just 
work. For example, if the forest fire problem above 
were to be met by a character who had Water 
Shaping and the scene was taking place near a large 
cool lake, the ability might simply work to put out the 
fire, depending on the size of the fire and other 
elements of that particular scene.  If that same 
character didn’t have said lake, then the GM might 
rule the power can be used, but doesn’t 
automatically succeed so we proceed to the next 
step.  
 Finally, the GM will call for a check. Again, 
exactly what die you utilize to make that check and 
how you succeed will be more fully explained on 
Page 14, but if you score a higher result than your 
opponent or if you equal/exceed the target DC, then 
you have succeeded.  Success means you have 
achieved your end and you have moved the narrative 
forward. It is rare that you will need to make multiple 
checks to move the narrative, but that doesn’t mean 
that one check will resolve the scene in your favor, 
nor that one check will solve the problem presented 
in the world. To continue with our example above of 
the Water Shaper and the forest fire, if there is no 
body of water near-by, the GM rules a check is 
necessary. The player makes a check using the 
appropriate die and succeeds, beating the target 
number. The player had described that he wanted to 
rip some water from a near-by well and bring it up 
through the earth to douse the fire. This succeeds 
and the fire goes out. However, the player pulled so 
much water from the water table, that now the earth 
around the town has become unstable and a massive 
crack is tearing its way through the earth, 
threatening to open into a massive maw that will 
swallow the town whole. The narrative has 
advanced, the scene has changed, but there is still 
more work to be done for the scene to resolve.  

MECHANICAL PRIORITIES 
As directed in Character Creation, once you have 
selected your Narrative Abilities, the final step is to 
assign your Mechanical Priorities. All checks in the 
Narrative Game System are resolved by checking in 
one of four Mechanical Abilities; physicality, intellect, 
personality and extraordinary.  
 During character creation, you will assign a 
priority to each of these Abilities. These priorities will 
then translate into a bonus when making checks 
based on that ability. These priorities should be 
assigned based on everything else you have said 
about your character thus far. What is your character 
good at? What is he or she bad at? What is your 
character’s current motivation? When your character 
met challenges in your story, how did he attempt to 
resolve them? Did he resort to physical prowess, 
think his way out, talk his way out or rely on external 
abilities? These items are guideposts to help you 
easily assign your Mechanical Priorities.  
 

PHYSICALITY 
This represents physical prowess, speed, toughness, 
etc. You will use the physicality ability whenever you 
are making a physical attack, e.g. attempting to strike 
an enemy with a sword or a laser gun. You will also 
use this ability to defend yourself against similar 
physical attacks. This ability is used whenever you 
are utilizing a Narrative Ability that has direct 
physical consequences. For example, if you wanted 
to utilize super-strength to hold up a collapsing 
bridge, your GM might require you to make a 
physicality check.  
 

INTELLECT 
This represents mental prowess and knowledge. You 
will use the intellect ability whenever you are 
engaging in a mental task or a mental game of wits, 
for example if you were engaged in a riddle contest 
with an opponent, you might make opposed intellect 
checks. This ability is also used when you are utilizing 
a Narrative Ability that relies on the mind or has 
direct mental consequences. For example, if you 
wanted to utilize your Engineering ability to stop the 
nuclear core of a spaceship from exploding, your GM 
might require you to make an intellect check.  
 

PERSONALITY 
This represents charisma and charm, your persona 
and ego. You will use the personality ability 
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whenever you are engaging in a task that relies on 
your ability to cajole or convince others. If you are 
trying to run a con on a group of art thieves or sell off 
some forgeries as real goods, you might make 
opposed personality checks. This ability is also used 
when you are utilizing a Narrative Ability that relies 
on attraction and appeal, turning people from 
enemies to friends, or at least bringing them closer 
to your position. For example, if you wanted to utilize 
your Mind Control ability to take control of the 
enemy commander of a nuclear sub about to launch, 
your GM might require you to make a personality 
check.  
 

EXTRAORDINARY 
This represents any external power, such as magic, 
psionics, or even sufficiently advanced technology. 
You will use the extraordinary ability whenever you 
are engaging in a task where you are summoning this 
power to solve a problem or attack an enemy. This 
ability is used most often directly with Narrative 
Abilities, as unlike the other three abilities, it is not 
pointing directly to something all people have (i.e. 
their body, mind and personality), but rather is 
pointing to an external or special feature. The 
exception to this is as a defense, you will often be 
called to utilize this ability defensively, even if you do 
not actively have any extraordinary abilities. This 
ability can be used with many Narrative Abilities that 
rely on an external force (such as magic) to affect 
something about the world, as opposed to directly 
influencing another being. For example, if you were 
utilizing the Plant Control ability to cause a forest to 
become overgrown and hinder those trailing you, 
your GM might require you to make an extraordinary 
check.  
 
What is important to note, is that although basic 
game actions may always default to a particular 
Mechanical Ability in lieu of a Narrative Ability (such 
as climbing always being physicality), your Narrative 
Abilities have no such default. For example, the 
Hacking Narrative Ability may frequently lean on 
intellect, if you are trying to hack an enemy 
computer system, take over an enemy spaceship or 
take control of a computer operated trap, all of those 
might most commonly be intellect checks. Let us 
imagine however that you are talking to the 
commander of the enemy ship, and you are trying to 
intimidate him into surrendering. To do this, you 
would like to take control of all his propulsion drives 

simultaneously and move his ship. Though there 
might be an intellect check to take control of the 
systems, the GM might instead (or in addition) call 
for a personality check, as you are trying to use your 
technical prowess and Hacking ability to intimidate 
the enemy.  
 

ASSIGNING PRIORITY 
When you create your character, you will assign 1 of 
4 priorities to each ability; A, B, C, and D. When you 
assign a priority, you then receive a bonus on checks 
of that type, between +4 and +1 as per the table 
below. You may only assign each priority once (one 
A, one B, etc.).  
 
Table 1.4 Priority 

PPrriioorriittyy  BBoonnuuss  

AA  ++44  
BB  ++33  
CC  ++22  

DD  ++11  

 
This bonus is then added to a d6 whenever you need 
to make a check in a particular ability. For example, if 
you had assigned your Priority A to physicality and 
you then tried to punch a cattle-rustler in a shady 
saloon, you would roll 1d6+4. Your opponent would 
roll the same physicality score to defend themselves, 
assuming they were not utilizing a Narrative Ability 
to do so.  
 Though you begin with a d6, this is not where 
you will end. As you progress through the game, you 
will have the chance to improve your die by ability, 
increasing the die to a d8, d10 and finally d12. Each 
of these advancements is ability specific. Full details 
on advancement are found in the complete rules.  
 Now that we understand the scores we get 
and the abilities we assign them to, the next question 
becomes how you actually utilize this system to 
resolve a conflict or succeed on a check. That is what 
we are going to deal with in the next section.  
 

RESOLUTION SYSTEM 
 
It is sometimes necessary within the Narrative Game 
System to resolve actions with die rolls. The most 
common application of this is when you are 
attempting to do something against active 
opposition. For example, when making an attack 
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against a creature, it is fair to assume that the 
creature does not want to be struck, and so actively 
tries to avoid the blow. In this case, the Resolution 
System is used to determine the success of the 
attack. This system can also be used when interacting 
with the environment in either a complex or basic 
way.  A complex interaction might be trying to utilize 
a Narrative Ability against an environmental 
challenge, such as our forest fire example in the 
Narrative Ability chapter. A more simple interaction 
might be trying to do something basic with the 
environment when your character does not have a 
Narrative Ability to immediately solve the problem. 
For example, if you need to scale a wall, but lack any 
ability such as flight, perhaps you decide to just climb 
it. Climbing is a basic action that any character can 
attempt if they can overcome the DC of the surface 
they are attempting to scale.  
 No matter the case, any resolution requiring 
a roll is done through this simple system. Remember, 
resolution by dice when using a Narrative Ability is 
always the final step. First, your GM will tell you if 
the ability simply works, barring that, you will 
compare your roll against the DC.  For opposed 
checks, you always will need to make a roll against 
the party (or parties) opposing you.  
 To utilize this Resolution System, you will 
need your character’s Mechanical Abilities. All 
starting characters make checks by rolling 1d6 and 
then adding the bonus based on the appropriate 
Mechanical Ability in question.  As you advance in 
your particular Mechanical Abilities, you will increase 
this die from a d6 to a d8, d10, and finally a d12.  
 

RESOLUTION STEPS 
To utilize the resolution mechanic, you will follow the 
simple steps below; this assumes that you have 
already gotten to the point where a roll is necessary 
(e.g. you have not used a Narrative Ability that 
simply succeeds).  
 

1. You describe the action you are going to 
take and what you are hoping to achieve.  

2. The GM will inform you which Mechanical 
Ability to check on. 

3. You will make your check. 
4. The GM makes any opposed checks 
5. The GM states the effects of the roll 

 
This is the mechanical system in a nutshell. Most 
checks will probably utilize these five steps. There 

are however some additional items to consider when 
making checks.  
 

OPPOSED VS. ENVIRONMENT 
There are two different types of checks you will be 
making in the Narrative Game System and if you 
have played role-playing games before, you will 
already be familiar with them. The first type of check 
is an opposed roll. This is where you are making a 
check against an opposed force, intelligence, or 
animus that is operating directly against you. In this 
case, each party rolls one check using the 
appropriate Mechanical Ability and compares the 
result. The higher result wins. If there is a tie, the 
higher Priority (and hence bonus) wins. If both 
parties have the same bonus, then both parties 
simply roll a d6, until one party has a higher result 
and is the winner.  
 The second situation is a check against the 
environment. A simple example of this is a person 
trying to climb a difficult wall with few handholds. It 
is a tough task, but it has a set DC to accomplish it. 
There is no intelligence opposing the player, the wall 
itself is not changing its surface and trying to throw 
the PC off (most of the time). In this case, the player 
is simply trying to achieve a certain DC using a 
particular Mechanical Ability. The final word for the 
DC you as a player need to achieve success is always 
the purview of your GM and your GM alone.  
 

FAVORABLE CONDITIONS 
It is easy to imagine that certain factors can create 
favorable conditions for someone attempting a task, 
or for one side of an opposed engagement. The 
history of warfare is the history of battles that were 
won when the smaller force that seemed destined to 
lose gained some fortuitous favorable condition (a 
small mountain pass, high ground, an outbreak of 
disease in the enemy camp, etc.) and was able to 
achieve victory by capitalizing on these conditions. At 
the same time, it is easy to imagine that such 
favorable conditions (or unfavorable conditions), can 
greatly increase the difficulty of simple tasks. 
Consider the difference between driving your car on 
an empty road on a warm summer’s day and driving 
your car in rush hour during a blizzard.  
 In the Narrative Game System, favorable 
(and unfavorable) conditions have a very simple 
effect, based on whether this is an opposed check or 
a check against the environment and a static DC.  
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 In an opposed check, if one side has 
favorable conditions, then they gain a bonus on all 
rolls of between +1 and +4. Only one side of an 
opposed check may ever receive this bonus at a time. 
If both sides have some favorable conditions, and 
those are roughly equal, then the status quo is 
maintained and both sides effectively receive +0. For 
example, let us imagine a brave group of adventures 
has tracked a mighty flame dragon back to his lair. 
They make their way in only to find the dragon is 
waiting for them and ready. The dragon has spread 
his coins around the room and he has superheated 
them with his breath. So now, any character that 
charges the dragon must wade through knee-deep, 
scalding hot gold coins. This is a favorable situation 
for the dragon, and quite a pickle for the players. The 
GM decides to award the dragon a +3 bonus to all of 
its rolls for favorable conditions until the players do 
something to alter the situation.  
 In an environmental check, the rules are 
slightly different, but have the same effect. If the 
benefit is in the player’s favor, they gain a bonus of 
+1 to +4, just as with opposed checks. However, if 
the conditions are against them, the DC is adjusted 
by the GM. This change is NOT limited to a swing of 
4, but can move in whatever way the GM believes is 
appropriate for the narrative. What might be 
normally considered a simple task could become 
monumentally hard based on the conditions. For 
example, scaling a craggy wall with good hand-holds 
might be a relatively low check normally (DC 8), 
however, that same wall during an ice storm, when it 
has 2 inches of ice coating it and massive stones of 
hail and ice are beating down from the heavens on 
anyone exposed and trying to climb might double the 
check to 16 or be all together impossible (DC 21+). 
 What is important to note about favorable 
conditions is that they are not static. They are 
resultant from the situation at that particular 
moment, and they can and should change in the 
course of the scene. The players are encouraged to 
bring their narrative abilities to bear to try to create 
favorable conditions and/or erase the favorable 
conditions of their foes. To continue with the above 
example, let us imagine that one of the players is a 
shape shifter and turns into a massive elephant, 
charging through the mound of coins and clearing a 
path for his allies who can now run along the solid 
ground when charging the dragon of flame.  This 
might reduce or eliminate the dragon’s favorable 
conditions. In response to this, the dragon might 
then fly up in the air and attempt to beat his wings to 

blow thousands of the still searing coins directly at 
the PCs like a wall of fiery gold.  This then becomes a 
new challenge for the PCs to overcome and you can 
see how the dance of Narrative Abilities can begin as 
each side attempts to gain favorable conditions over 
the other.  
 One important addendum here is that the 
PCs might try to create favorable conditions by aiding 
one another. Each player that spends their turn 
aiding another player with their action describes how 
they want to assist. If the GM agrees that this 
assistance would be beneficial, then the GM grants 
that player +1 of the favorable condition bonus (or 
lowers the enemy’s favorable condition bonus by 1). 
This is not a separate bonus, but merely the players 
helping each other to create a favorable condition by 
working as a team.  This might initially seem like a 
small bonus, but such small bonuses can have huge 
effects on your chances of success. 
 

DETERMINING ORDER OF ACTIONS 
If it ever becomes important to determine order of 
action during opposed contests (such as in combat), 
there are several different methods to define the 
order. Any of the methods described below may be 
appropriate for your game.  
 

NARRATIVE DETERMINATION 
The first and most direct way to determine actions is 
for all players and the GM to state their actions and 
simply determine which order they would like to go 
in based on the narrative situation or the actions that 
players want to take.  
 For example if one person was angry and 
raring to go, they might naturally act first. If the 
villains had surprised the players and exploded from 
a hidden position, perhaps they would act first. 
Perhaps a player wants to react to something the 
enemy is going to do, in which case they will let the 
enemy go first.  
 This method requires very mature players 
and a mature GM, as people will often have to make 
choices against their own interest (e.g. letting a 
villain go first and attempt to kill their PC for solely 
narrative reasons).  
 

PHASED DETERMINATION 
The second option is Phased Determination. If your 
group prefers a more structured approach to 
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determining the order of actions, then this may be 
the option for you.  
 At the start of the scene, each player notes 
their disposition in the scene according to the list 
below.  
 
Table 1.5 Phased Determination 

DDiissppoossiittiioonn  OOrrddeerr  NNootteess  
EEnnrraaggeedd  11sstt  NNoo  DDeeffeennssiivvee  

AAbbiilliittiieess  
AAggggrreessssiivvee  22nndd    

NNeeuuttrraall  33rrdd    

CCaauuttiioouuss  44tthh    
FFrriigghhtteenneedd  55tthh  NNoo  OOffffeennssiivvee  

AAbbiilliittiieess  

 
Note that characters that go first and last have 
special circumstances they must operate under as 
well, based on the narrative of what they would be 
doing in such a disposition.  
 

RANDOM DETERMINATION 
The final method is the most simple. All players and 
enemies will roll a d12. Turns are taken in the order 
from the highest to lowest roll. If any two players tie, 
they may act simultaneously, if a player and enemy 
achieve a tie, they simply roll off until a winner is 
determined.  
 

COMBAT AND OPPOSED CHECKS 
Obviously fighting may occur and when it does, you 
will utilize the same Narrative Abilities and 
mechanics as when resolving any other check in the 
system.  
 

ACTIONS DURING A TURN 
Once the order has been determined each player can 
then take their turn. During a player’s turn, he may 
describe one action he will take as well as any basic 
movement he would like to achieve within the scene, 
within reason.  
 For example, the player could describe 
running across the bridge of the starship they are on 
and seizing control of the ship by utilizing their Pilot 
Narrative Ability. You will then utilize the five basic 
Resolution Steps at the beginning of this chapter to 
determine your success in your stated actions.  
 If you are attacking an enemy, you will begin 
your turn by describing what action(s) you are going 

to take on your turn, including any Narrative Ability 
you would like to use. The GM will then tell you if 
you can use that ability and assuming you can, you 
will made an opposed roll with your foe(s). The 
Mechanical Ability you utilize to attack is based on 
what you are doing. If you are simply attacking with a 
weapon, then you are utilizing physicality, if you are 
calling on an extraordinary ability to turn the 
landscape against your enemies that might be an 
extraordinary check. Your opponent will then make a 
defensive check by either utilizing a Narrative Ability 
or simply rolling the appropriate Mechanical Ability 
(for example physicality to resist a basic physical 
attack). 
 

DAMAGE  
 If you are successful as the attacker, then 
you have hit your enemy and deal damage. The 
amount of damage dealt is 1 plus an additional 1 for 
each die step of difference between the attacker‘s 
Mechanical Ability and the defender’s Mechanical 
Ability.  For example, if someone with a d12 attack 
hits someone utilizing a d6 defense, then 4 damage is 
dealt. The table below summarizes this.  
 
Table 1.6 Damage 

AAttttaacckk  

DDiiee  
DDeeffeennssee  

dd1122  
DDeeffeennssee  

dd1100  
DDeeffeennssee  

dd88  
DDeeffeennssee  

dd66  

DD1122  11  22  33  44  

DD1100  11  11  22  33  

DD88  11  11  11  22  
DD66  11  11  11  11  

 

COMBAT STEPS 
The steps of combat can be summed up as follows.  

1. Attacker declares the Narrative Ability or 
method of attack and what they are doing.  

2. GM decides the Mechanical Ability of attack 
and defense if not obvious 

3. Attacker rolls the appropriate ability 
4. Defender rolls the appropriate ability 
5. Rolls are compared and outcome 

determined by the GM(damage, conditions, 
etc.) 

 
You will notice that this is much the same as the five 
steps in any opposed action in the game, and that is 
because combat is no different in its resolution than 
spying at a fancy dinner party, fixing a spaceship 
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careening toward the sun, or developing a 
nanomachine to fix a ravaging disease.  
 

HEALTH 
All roughly humanoid or humanoid equivalents have 
between 1 and 4 damage instances. This means they 
can suffer between 1 and 4 points of damage before 
being rendered unable to fight. All players will have 4 
damage instances and can suffer that much damage 
before they are removed from the fight. Reaching 
zero damage instances does not necessarily equal 
death (though it can). The final effects of being 
reduced to 0 damage instances are determined by 
the narrative and your GM in concert with the 
setting.  
 Exactly what effect that damage has, and 
how easy it is to recover is based on both the 
Narrative Abilities of the party and also, most 
importantly, the setting which the PCs inhabit, as 
defined by your GM. Additional information on 
setting the effects of damage can be found in the 
complete book.  
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ADVANCEMENT & EXPERIENCE 
 

INTRODUCTION 
Most role playing games feature some form of 
advancement and/or experience. Often, these two 
concepts are either the same or derivative of one 
another. The Narrative Game System splits these two 
concepts out to better focus on the nature of 
advancement and what that can and should mean to 
your character.  
 During Character Creation, you as a player 
identified a Motivation, Goals, and at least one Flaw. 
Each of those will come back into play as your 
character progresses through the game and the 
story. When we talk about advancement in this 
game, we mean your personal advancement in these 
three categories, your growth as an individual as you 
advance toward your Goals, or even as you stumble 
along the way.  
 This is the fulfillment of both your personal 
narrative and the way you as a character change as 
you progress through the story.  
 When we say experience, we mean a purely 
mechanical concept and your method for advancing 
your character in a mechanical way. Experience 
allows you to advance your skill at certain tasks, but 
it does not necessarily say anything larger about who 
you are and what you current Goals are.  
 

ADVANCEMENT 
This is your personal story and its advancement. It is 
the Motivation, Goals, and Flaws that make up your 
character and weave together with what you 
experience to form a narrative that is yours and 
yours alone.  
 When you create your character you will pick 
a Motivation, Goals, and a Flaw. Throughout the 
game, these may change. You could achieve your 
Goals, or decide they are no longer worth pursuing. A 
larger shift would be changing your entire 
Motivation. For example, if you as a college student 
decided it was no longer your Motivation to get a 
good education and a decent job, and instead you 
wanted to follow the Grateful Dead, this would be a 
more significant change than simply deciding you 
wanted to change your major. The first is a change of 
your Motivation and Goals, the second is just 
changing your short or long term Goals.  
 In either case, you are free to change these 
items as long as your GM agrees, and any change 

should be done because your personal narrative has 
demanded the change.  
 A good example would be if your character 
were the sheriff of a small dusty western town. Your 
Motivation is to keep the town, and especially the 
pretty young girl you love, safe from harm. All that is 
turned upside-down one day when a vicious band of 
highwaymen roll into town, rob it blind, and then 
burn it to the ground. You now have cause to change 
your Motivation and your Goals. The town you were 
protecting, and any concrete Goals that would have 
emerged from that, are now gone, and you should 
change your Motivation (most likely to something 
like ‘Revenge’) and your goals (“kill the low-down 
dirty dogs what burnt your town”), accordingly.  
 You should always be working with your GM 
to determine what the best route is for your 
character and what, within the context of the setting 
and game you are participating in, will give you the 
most chance for both fun and personal growth.  
 

EXPERIENCE 
Experience is what is earned by your character for 
your participation in the story. It is not contingent 
upon success in that narrative, and indeed, there 
may be times where you fail spectacularly, but are 
still awarded your full experience. The Narrative 
Game System is not trying to reward winning; rather, 
the Narrative Game System rewards you for your 
participation in creating a compelling story and an 
engaging narrative. That should be full of as many 
failures as successes, as many hardships as triumphs.  
 Experience, once earned, is spent to improve 
your character mechanically. This is explained in 
detail below, but this is meant to represent your 
improvement in your skills, training and other 
ephemeral concepts that push you along toward 
mastery. There are limitations to how much better 
you can become at any one group of tasks, or more 
reasonably, when the diminishing marginal utility of 
advancement becomes such that advancement is 
imperceptibly small.  
 Experience is earned in 3 distinct ways, each 
of which we will cover below. First, your GM will 
award experience at the end of session. Second, you 
will receive Narrative Accolades from your fellow 
players; these can be converted into experience or 
used to advance the story. Finally, you will receive 
experience for playing into one of your Flaws.  
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STORY EXPERIENCE 
The first, and most common, place you will receive 
experience is from your GM. At the end of each game 
session, the GM will award up to 3 experience points 
for your progress through the narrative. Again, this is 
not based on any sort of completion or success, but 
rather your engagement in the narrative and your 
progressing the plot forward (which can sometimes 
mean having your own plans set back).  
 Once earned, this experience is kept until it is 
used to upgrade one of your Mechanical Abilities, 
which we will cover later in this chapter. This 
experience cannot be used for any other purpose.  
 

NARRATIVE ACCOLADES 
At the start of each game session, each player at the 
table will receive 2 Narrative Accolades. This is a new 
concept and can mean a lot of fun for you and your 
group. The idea behind Narrative Accolades is that 
you and your fellow players are responsible for the 
story being fun, engaging, and interesting as much as 
the GM. If this is truly collaborative story-telling, then 
the rewards should be able to be awarded by all 
story-tellers, not just the story-teller in chief.  
 During play, anytime a player does 
something cool, (or exciting, or compelling, or that 
you like in any way), you can elect to give that player 
one of your Narrative Accolades. The only 
requirement to handing out this Narrative Accolade 
is that it has to be after an action, deed, speech, or 
something you thought was genuinely awesome. You 
may hand out ONE of your Narrative Accolades each 
session during play in this fashion. This is called the 
In-Game Narrative Accolade. If, by the time the game 
is over, you have not awarded this Narrative 
Accolade, it is lost. Any single character may receive 
any number of Narrative Accolades during a single 
play session.  
 After play, after your GM has awarded your 
story XP, you may then give your second Narrative 
Accolade out. This is called the After-Game Accolade. 
This has the same criteria as above; it may be 
awarded to any other player based on something you 
thought was cool, exciting, fun, or awesome in any 
way. What is different is that, in this case, you are 
thinking back on the game and should be in the 
mindset of what really stands out from play. It’s okay 
to reflect carefully or look through your notes if you 
keep such, but the requirement is you must actually 
appreciate the action taken to earn the Narrative 

Accolade. It should never be given out “just 
because.” If it is not given away, then it is lost.  
 Once these Narrative Accolades are given to 
you, you may choose to do one of two things with 
them. You may either spend them for experience, or 
you may use them to advance the narrative. Both are 
described below.  
 

FLAWS 
The third place you will earn experience is from your 
Flaws. During character creation you set a Flaw, this 
is meant to be a weakness of your character and 
something that they will have to struggle with and 
learn to either live with or overcome throughout 
their personal story.  
 Many games have Flaws, but one of the 
issues that often arise is that they are chosen during 
creation and the players spend their entire career 
trying to avoid them and the danger they pose. It 
then becomes a burden on the GM to remember his 
entire table’s Flaws and bring them to the fore.  
 In the Narrative Game System, we are relying 
on you, the player, to bring your own Flaws to the 
foreground of play. We call this steering into the 
Flaw, when you, as the player, choose willingly to 
accept a sub-optimal outcome or bring danger onto 
yourself because you are playing into a Flaw of your 
character. 

Up to once per game session, a character 
may receive a reward for steering into their Flaw. If 
your character has a Flaw and willingly makes a 
choice that they know may be sub-optimal, but that 
their character would make, and causes problems, 
that character may receive 1 Narrative Accolade 
from the GM. The GM is the ultimate arbiter of 
whether or not this Narrative Accolade is awarded. 
The key with the Flaw is not to avoid punishment, or 
have the Flaw apply with no real consequences, in 
fact, in this case the GM should NEVER award the 
Narrative Accolade. These incentives should only be 
awarded if by making the choice, the player actually 
creates a problem, causes trouble for the group 
and/or greatly endangers everyone. In other words, 
it is only awarded when steering into the Flaw has 
real consequences and enhances the narrative, 
creating a more compelling, tense, or interesting 
experience for all involved.   
 The goal of this system is to make things 
more interesting, exciting, and to make the 
characters more human and three-dimensional. The 
goal of this system is NOT to allow disruption or real 
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enmity amongst players. If this system ever becomes 
a tool to purposefully hurt or abuse other players in 
any way, the GM will no longer award experience for 
this until all players return to maturity.  
 

SPENDING NARRATIVE ACCOLADES 
Narrative Accolades are earned from other players. 
You receive them for doing things that player 
thought was cool, exciting, or just generally 
awesome. Once you have earned them, there are 
two different ways you can spend them, as 
experience, or as Narrative Points.  
 
Experience 
If you choose to spend your Narrative Accolades as 
experience, then they convert at a 1-to-1 ratio. Each 
Narrative Accolade is one experience point and may 
be spent as such.  
 
Narrative Point 
Instead of converting your Narrative Accolades to 
experience, you may choose to spend them as 
Narrative Points.  
 You may utilize a Narrative Point whenever 
you use a Narrative Ability that the GM has said may 
apply to this situation. When you do so, you 
permanently spend the Narrative Accolade and it 
may no longer become experience. What you have 
purchased with this Narrative Point is the ability to 
make a Narrative Ability work as you have described 
it within the limits of reason. If you do something 
outrageous, destructive to the game itself or abusive 
to other players, the GM has the right to overrule 
you and say the ability still fails. In this case, you lose 
the Narrative Accolade and gain nothing.  
 Barring that situation, your Narrative Ability 
will work as you have described and no roll will be 
necessary. Essentially, you have taken control of the 
Narrative at that moment and may control the story 
completely to shape the outcome of the story. This is 
a great tool for you as a player to become engaged 
and fashion a more collaborative and enjoyable story 
for all. When taking these types of actions, you 
should always be mindful of the other players at the 
table so as not to impede their engagement or 
enjoyment through your actions, but you should also 
be open to unusual twists or turn of events that 
come about as a result of your actions from the GM.  
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NARRATIVE ABILITIES 
 

INTRODUCTION 
The Narrative Abilities offered here are those most 
suited to the Spaceship Roma setting and the 
adventure included with this Quick Start Guide. The 
NGS book contains many more Narrative Abilities for 
use in all settings, as well as full guidelines to design 
any character, in any world, at any time.  
 

ACADEMIC TRAINING 
[Minor] 
Nature: Native 
Pick a single subject of knowledge, such as law, 
biology, archeology, history, meteorology, etc. You 
have an excellent knowledge of this subject, and may 
recount information on the subject ranging from 
trivial to esoteric. You also know the history of 
thought on the subject and may be part of the cohort 
of researchers or thinkers pushing the subject 
forward. This knowledge also grants you the ability 
to understand and use any tools or objects related to 
that subject, such as a biomedical laboratory if you 
choose biology or the tools for an archeological dig 
site if you choose archeology. This knowledge could 
also apply to more supernatural topics (such as 
mysterious fey creatures, vampires, the occult, etc.) 
if your setting encompasses those elements.  
 

ADVANCED MOBILITY 
[Minor, Major] 
Nature: Native/Exceptional 
Minor: You gain a single advanced movement mode. 
You may run very fast, swim quickly and with ease, or 
fly through the air. Whatever the specifics, this mode 
of transportation is efficient and better than the 
average being of your setting. This method of 
movement is still limited by normal restrictions 
(running very fast over uneven ground is tiring and 
you could easily twist your ankle, flying through a 
lightning storm is very dangerous, etc.) and within an 
order of magnitude, as far as speed is concerned, of 
normal travel.   
Major:  As per the minor ability however your 
movement in this form is many orders of magnitude 
beyond the normal possibilities of the beings of your 
world. For example, if you have the ability to run fast, 
you may be able to round the world in minutes or 
even seconds. If you can fly, you can move with such 
speed and alacrity that you can fly through storms 

and around other such dangers with ease. There are 
few beings in your setting who have the same 
capability to move as fast, efficiently, and/or as 
effectively as you do.  
 

ADVANCED SENSES 
[Minor, Major] 
Nature: Native/Exceptional 
Minor: Choose a single sense you possess. This sense 
becomes highly advanced and capable of detecting 
items not normally perceptible (e.g. an invisible foe) 
and/or capable of functioning in environments when 
it would normally fail (e.g. seeing in the dark).  
Major:  All of your existing senses are greatly 
enhanced.  You are aware or may become aware of 
almost anything theoretically perceptible by your 
existing senses (e.g. vision, taste, smell, touch and 
hearing) and capable of noticing changes or items 
that would normally require advanced technology or 
alternate solutions (e.g. microscopic vision, 
telescopic vision, smelling pheromones, hearing a 
dog whistle, etc.). 
 

AMBUSH SPECIALIST 
[Minor] 
Nature: Native 
You are trained in the arts of ambush and surprise. 
You easily recognize good ambush spots including 
blind spots, choke points, and kill zones. You excel in 
both constructing them and spotting them (whether 
in wait for you or others). You know how to survive, 
avoid, and even counter them to turn the enemy’s 
strength against them.   
 

ASTRAL PROJECTION 
[Major] 
Nature: Exceptional 
Through meditation, you may project your astral 
body to another location. This is a wispy, incorporeal 
version of your own self, though you may, with 
concentration or practice, change the way your 
projection looks, from changing something as simple 
as apparent clothing, to looking like a completely 
different being. You can see and hear normally 
through your astral form and you may still speak, 
though your voice is thin and otherworldly. You may 
also utilize other Narrative Abilities if they are purely 
mental and would be capable of being used in such a 
form. The astral projection will appear less corporeal 
the further away from your physical body the 
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projection occurs.  This narrative skill may be used 
across dimensions, planes, or other related unique 
distance and spatial barriers. While projecting, your 
physical body is helpless and has no sensory 
connection to the outside world, unaware of 
anything, even physical damage being done to it.  
 

CHARMER 
[Minor] 
Nature: Native/Exceptional 
You are extremely friendly and affable. People seem 
to trust you at first meetings and within a few 
minutes are often talking to you as though they have 
known you for years. You are good at selling ideas, 
even if they are outlandish and even if others suspect 
you are lying, you are generally so charming they 
accept it because they want it to be true. These 
effects are magnified in situations where sexual 
attraction is a factor. 
 

CIPHER 
[Minor] 
Nature: Native/Exceptional 
You understand and easily decrypt codes, ciphers 
and other similar puzzles. This ability grants you 
knowledge of famous ciphers, methods of 
encryption, as well as their most common uses, and 
those who created and cracked them.  
 

COMPUTER MIND 
[Minor] 
Nature: Native/Exceptional 
Your mind is capable of processing information much 
like an advanced computer. You are capable of 
performing intense calculations, algorithms, and 
other such math quickly and on the fly. This ability 
may also allow you to estimate the odds of success 
and other probabilities in situations assuming you 
have enough information to form a proper 
calculation.  
 

CONTROL EMOTION 
[Minor] 
Nature: Native/Exceptional 
You have an ability to control and push the emotions 
of other beings in your immediate vicinity. These 
emotions are not a light switch to be turned on and 
off; rather you can effect subtle changes by slowly 
pushing people and bringing to the surface the 

emotions that are already present to some degree. 
For example, a group of frustrated people could be 
made angry, if you then continued to push, you 
might make them furious and finally enraged, but 
this pushing travels through stages and takes time.  
 

DEMOLITIONS EXPERT 
[Minor] 
Nature: Native 
You are an artist with explosives. You know how to 
set charges for maximum effect, as well as effective 
blast radii, safety precautions, and how to properly 
shape charges. You are also capable of improvising 
explosives, both chemical and otherwise, from 
common materials. The amount of time it takes to 
create, shape, and/or set an explosive varies based 
on the complexity of the demolition attempted. 
 

ENGINEERING 
[Minor] 
Nature: Native 
You are an expert in a field of engineering. Though 
you have a specialty (such as chemical, electrical or 
mechanical), you are well versed in all principles of 
engineering and the building of structures, machines, 
devices, or systems. You have a mastery of the 
scientific method, as well as an ability to understand 
how complex systems work and the expected 
outcome to changes in those systems. You can advise 
and plan complex structures, machines, or systems, 
though your ability to create such items is limited by 
time and materials.   
 

ESCAPE ARTIST 
[Minor, Major] 
Nature: Native/Exceptional 
Minor: You are adept at escaping from traps, prisons, 
and personal restraints. You know how to exploit the 
weaknesses of these items made to restrict you. 
Given enough time, you can escape from any normal 
bonds, prison, or incarceration. You are also familiar 
with the great escape artists of history and how they 
were able to achieve their great escapes.    
Major: There are no prisons or bonds in the world 
that can restrain you. Personal restraints stay on you 
only as long as you wish them to and locks or prisons 
of any complexity or advanced nature can be 
escaped, given the right tools and amount of time. 
Even if you don’t have any tools at all, it is generally 
only a matter of time before you escape your bonds. 
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You know how to invert this knowledge to get into 
the most secure places as well, though this is more 
complicated for you to accomplish.  
 

GRAVITY CONTROL 
[Major] 
Nature: Exceptional 
You control gravity in your immediate area. You can 
reduce or enhance its effect as you would like. The 
greater the area you try to affect and the more 
drastic the change, the more concentration it 
requires and the more difficult and exhausting it 
becomes for you to sustain. Your control does not 
have to be blanket and you may affect different 
objects around you differently. You are capable of a 
crude levitation, though without an effective means 
of propulsion, you cannot fly.   
 

HYPER-SCIENCE CREATION 
[Major] 
Nature: Native/Exceptional 
You are a scientific wunderkind. You are at the 
forefront of understanding and experimentation of 
what is scientifically possible in your setting. You can 
put this knowledge into practice to create wonders 
just beyond the reach of the rest of your world. The 
things you invent are either only believed possible in 
theory or may even go against the grain of scientific 
possibility as understood in your setting. The larger 
and more complex the item you are trying to create, 
the more time it takes. This ability also grants you 
knowledge of other scientific thinkers that push the 
boundaries of their fields and are on the cutting 
edge, as well as their past accomplishments. Finally, 
if you are ever subject to Time Travel into your own 
setting’s future, you can immediately recognize the 
progression of technology from your own time to the 
items you find in that future time and make use of 
them as though you were fully trained with them.  
 

IGNORE PAIN 
[Minor] 
Nature: Native/Exceptional 
You are inured to pain. You have experienced 
countless cuts, bruises, and worse. Most torture is 
simply ineffective on you and you are capable of 
remaining in your right mind despite extreme 
sensory input.   
 

IMMUNITY 
[Minor] 
Nature: Native/Exceptional 
Work with your GM to choose a single high concept 
idea relevant to your setting (such as curses, disease, 
radiation, fire, fear, mind control, or even physical 
damage). You are immune to all negative 
consequences from exposure to this item. Depending 
on the setting, this immunity may have limits and 
intense or repeated exposure may eventually 
overcome this immunity and cause actual damage or 
have other negative consequences.  
 

INCREDIBLE ACCURACY 
[Minor] 
Nature: Native/Exceptional 
You are accurate when throwing items or generally 
trying to strike a target at range. You are often able 
to ignore intervening conditions and terrain, finding 
your mark despite the ambient conditions.  
 

INCREDIBLE WILLPOWER 
[Minor] 
Nature: Native 
Minor: Your will is nearly unbreakable. Mental 
tortures and exertions are little more than a slight 
annoyance and you are capable of remaining in your 
right mind despite such input. Any attempt to 
conquer your will or manipulate you into something 
you have set your mind against almost certainly fails.  
 

INTELLECTUAL TITAN 
[Major] 
Nature: Native/Exceptional 
You are brilliant nearly beyond measure. You can 
recall almost any information or piece of information 
you have seen or read. You are capable of logical 
inferences and deductions that normal minds could 
never make and you can do such things quickly (this 
includes mathematical calculations, factual 
inferences and historical connections). Whatever 
your brain focuses on, you do it faster and to a more 
accurate degree than a normal being. Your mind 
simply works differently than a normal person’s and 
the GM will tell you when your brilliance makes 
connections that normal minds could not make.  
 

INVESTIGATOR 
[Minor, Major] 
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Nature: Native/Exceptional 
Minor: You have been well trained as an investigator 
and are capable of recognizing clues, signs, body 
language, and other small cues from situations that 
normal observers would miss. You have been trained 
in the gathering and collection of evidence, as well as 
any legal rules around crime scene interaction in 
your setting. You also know the formal (and informal) 
processes for questioning witnesses and informants 
to obtain information. This ability also gives you 
knowledge of private investigators and their 
specialties, as well as knowledge of local law 
enforcement and their general capabilities.  
Major: You are an investigator almost without equal. 
You may have an area of focus in which you are 
unequaled (behavioral science, facial cue 
recognition, mathematical modeling, deductive 
observations, etc.), but you are skilled in all methods 
of investigation. Through research, logic, and 
observation you are able to determine truths in 
seconds or minutes that others might take days or 
weeks to arrive at. Any normal mystery or crime can 
be solved by you in a matter of a few glances or 
observations, only the most clever of criminals, and 
hence crimes or mysteries, pose any real and lasting 
challenge for you.   
 

INVISIBILITY 
[Major] 
Nature: Exceptional 
You have the incredible ability to disappear from 
sight. This renders you invisible to the naked eye and, 
barring loud noises, you can be mere inches from 
someone without their knowing of your existence. 
This ability renders you and all items you carry of 
reasonable size invisible. Occasionally, this ability 
also allows items or people touched to be cloaked 
from sight, though usually at a great cost of 
concentration or determination. Though light will 
generally bend around you and so you remain 
cloaked even to ultraviolet or infrared spectrums, 
those with particular forms of advanced senses such 
as sonar or tremorsense may still be able to locate 
you without issue.   
 

LUCK 
[Minor, Major] 
Nature: Exceptional 
Minor: You can sometimes be lucky and have small 
things go in your favor. Unlike other abilities, your 
GM will inform you when this ability functions.    

Major: You are incredibly lucky, seeming to come out 
of terrible situations and disasters with nary a 
scratch. Things go in your favor, even when, by all 
accounts, they should not. Unlike other abilities, your 
GM will inform you when this ability functions.   
 

MACHINE TOUCH 
[Minor] 
Nature: Native/Exceptional 
You can understand how to repair any technology 
that you can operate and/or observe. Assuming you 
have the tools and materials necessary, you can also 
complete such repairs in a fraction of the time that a 
normal mechanic would take. If you are lacking the 
proper tools and or materials, you may still jury-rig 
repairs, but these may not restore full functionality, 
depending on the complexity of the repair. Such jury-
rigged repairs last only a short while before breaking 
and needing to be permanently fixed.   
 

MIND READING/CONTROL 
[Minor, Major] 
Nature: Exceptional 
Minor: You are capable of reading the surface 
thoughts of sentient beings around you. You are 
always gleaning basic empathic thoughts and feelings 
the way a normal person perceives moods from 
visual cues. You may concentrate and in doing so drill 
down farther into the actual thoughts of the being. 
You must be able to understand the language of that 
person to clearly understand their exact thoughts, 
though you can always get general impressions.   
Major: Your ability is so strong that you may attempt 
to seize direct control of any sentient creature’s 
mind. Doing so is a violent and difficult act that the 
being will resist on a subconscious level even if they 
are unaware of your attempt to gain control. Once 
you are in control, you have access to all of that 
person’s thoughts and memories, though you do not 
learn them all at once. Just as when you evoke 
memories yourself, it takes time to recall and 
understand those memories. You also control the 
body like a marionette, though your control is jerky 
and foreign at first. Others may notice this, but as 
time goes by, your control becomes more refined. 
The being is still inside their body and may still be 
able to communicate with you internally. Depending 
on the will of the creature you have seized control of; 
they may fight you constantly for control and even 
gain it occasionally, breaking through for brief 
seconds.  
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Other Names: Domination, Mental Powers, 
Telepathy.  
 

MILITARY COMMANDER 
[Minor] 
Nature: Native 
You are adept at commanding troops in battle, and 
you may have soldiers under your command. The 
scope and power of your military are appropriate to 
your setting and story. You are adept at military 
strategy; you can recognize strategic positions, know 
how to handle supply lines, know how best to go 
about running a campaign, etc. This ability also 
provides an excellent knowledge of the military 
landscape, the generals of opposing armies, and the 
relative strength of military powers, as well as past 
military campaigns and the tactical theory around 
their success and failure.  
 

ORACLE 
[Minor, Major] 
Nature: Exceptional 
Minor: Through lengthy concentration and 
meditation, you can enter a trance that allows you to 
communicate with the supernatural beings of your 
setting. When in this trance, you can beg questions 
of these wise and powerful forces, though they do 
not always answer. The answers you receive and 
share are often cryptic and require additional 
interpretation. Remaining in this trance causes 
ecstasy, but is also exhausting and anyone remaining 
in such a state for too long risks unconsciousness or 
worse.   
Major: You are a direct conduit to the supernatural 
beings of your world. They have chosen you to be 
their mouthpiece and the communication is two-
way. You can beg questions of them whenever you 
like and they will usually answer, unless the 
information is dangerous to them directly. You will 
also have information given to you unbidden, as they 
simply speak into your mind. In rare cases, very 
powerful beings will take temporary control of you 
directly and speak or act through you. This usually 
occurs if something very important needs to be 
communicated or if you are about to be killed and 
you are favored enough by these forces they would 
not see you destroyed. You are also possessed of the 
skill to interpret and understand cryptic messages 
and riddles more easily given your lengthy 
experience.  
 

PILOT 
[Minor] 
Nature: Native 
You are an amazingly skilled pilot, you most likely 
specialize in a class of vehicles (such as fixed-wing 
aircraft), but you are basically good no matter what 
vehicle you are in. You are capable not only of 
fundamental piloting, but of trick and acrobatic 
piloting. You know the history of those vehicles, the 
various models and their physical and technical 
capabilities and limitations, as well as famous pilots 
who broke new ground in the field. When piloting, 
you can attempt to push the vehicle beyond its 
normal limitations (flipping over in a helicopter, 
pushing a sub below its depth limit) and succeed, but 
even great piloting cannot accomplish the impossible 
and these maneuvers carry great risk.  
 

PRECOGNITION 
[Minor, Major] 
Nature: Native/Exceptional 
Minor: You are able to predict with a high accuracy 
the future a few moments ahead of the present. If 
you attempt to see any farther than this, it becomes 
a hazy vision little better than guessing, though you 
occasionally receive flashes of clarity.   
Major: You can see any distance into the future with 
great clarity. You see a few seconds or moments 
ahead of you at all times without issue, so you 
generally know what people are going to say before 
they say it and similar near-term benefits. You are 
always experiencing visions of the next moments, 
months, and years beyond, so much so that you can 
often seem distracted or absent from the present. 
The visions come without call and not all turn out 
true, as the time stream shifts and changes ahead of 
you. Like any sense, you can focus on it to the 
exclusion of other inputs to increase your clarity 
(focusing your eyes on something far away, or closing 
your eyes to listen deeply to music), but doing this 
unmoors you from the present and makes you 
completely unaware of your surroundings. Only 
strong physical pain or something similar will bring 
you back into the present. Your visions may also 
come uninvited, causing you to have epileptic-like 
symptoms for a period of time.  
 

QUICK WIT 
[Minor] 
Nature: Native 
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You have the gift of gab, the ability to alter social 
situations to your advantage through fast-talk and 
humor.  Clever use of verbal jabs, name-dropping, 
and obscure references help you tip the scales in 
important conversations. You have an answer for 
every question and a question for every silence.    
 

SHAPE ENERGY 
[Minor] 
Nature: Exceptional 
Choose a single type of energy, element or substance 
(e.g. fire, gamma radiation, water). You may create, 
project, and shape that energy. You can control that 
item when you encounter it in the ambient 
environment. You cannot be harmed by this element 
as you naturally shape it unconsciously to defend 
yourself (i.e. if you shape fire, you will never be 
burned by fire). If you are in an environment that 
does not support the item you can create and shape, 
then your ability may be either diminished or 
unavailable. For example, if you were underwater, 
your fire creation would be diminished as it would go 
out only seconds after creation. If you were in space 
or a vacuum, it would be impossible.  
 

SPACE SURVIVOR 
[Minor] 
Nature: Native/Exceptional 
You may survive in the cold vacuum of space. You do 
not suffer damage from the low actual temperature, 
nor from space radiation, gravity fields of planetary 
bodies, and other such expected dangers. If you 
breathe, you must still have some ability to breathe 
(such as a source of oxygen) and you do not have any 
ability to actually travel through the vastness of 
space.   
 

SPATIAL AWARENESS 
[Major] 
Nature: Exceptional 
Family: 
You have an exact and extreme awareness of your 
surroundings and the interaction of the objects 
within that space. This understanding is not 
conscious, but instead you simply intuitively 
understand the presence, interaction and movement 
of items within that space. In much the same way a 
human can calculate where a ball thrown at them is 
going to be and places their hand in that place; you 
can quickly perform far more complex and extreme 

interactions with the objects around you. This ability 
can express itself through an ability to aim with 
incredible precision, perform complex efforts of 
manual dexterity, and realize any small or subtle 
change in your surroundings and the impact of those 
changes.  
 

STEALTHY 
[Minor] 
Nature: Native/Exceptional 
You excel at avoiding detection. You can generally 
avoid being seen and know how to use shadows, 
intervening terrain, and environmental distractions 
to make your way past those that might see you. You 
can also use this ability to disappear or blend into 
crowds or other busy environments, or to shake a tail 
when being followed. You cannot suddenly become 
invisible or disappear from sight and someone 
staring directly at you will see you, barring a 
distraction.    
 

SUPER-AGILITY 
[Minor, Major] 
Nature: Native/Exceptional 
Minor: You possess agility beyond the norm, allowing 
you to complete incredible feats of dexterity, such as 
leaping between moving cars, balancing on swinging 
ropes, or extremely complex acrobatics. You can 
easily evade slow moving projectiles such as an 
enemy fist or falling debris. Your manual dexterity is 
also enhanced so that you can perform simple feats 
of legerdemain or complex manual motions with 
ease.  
Major: Your agility is truly amazing. You can 
accomplish most anything possible to achieve in your 
setting that dexterity can accomplish. You may be 
able to jump from one flying plane to another, or 
even flip safely through the fan blade of a running 
turbine. Your manual dexterity is also greatly 
enhanced, giving you precise aim and the ability to 
easily judge distances and hit marks at impossible 
ranges. 
 

SUPER-STRENGTH 
[Minor, Major] 
Nature: Native/Exceptional 
Minor: You possess strength beyond the norm, 
allowing you to accomplish amazing feats such as 
lifting gates of solid stone or metal, flipping small 
vehicles, or hurling heavy items great distances. You 
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are also able to lift, drag, and carry far more weight 
than a normal being of your setting.  
Major: Your strength is truly amazing. You can 
accomplish most anything possible to achieve in your 
setting that strength can accomplish. You may be 
able to lift mountains, jump hundreds of miles in a 
single bound or punch a small moon from its orbit. 
Your GM will define the upper limits of your strength 
based on the setting.  
 

TECHNOLOGY CONTROL 
[Minor] 
Nature: Exceptional 
You are able to mentally control technology without 
resorting to normal user interfaces or control modes. 
For example, you can start and drive a car you can 
see without actually sitting in it, depressing the 
pedals and utilizing the steering wheel. You cannot 
animate the technology to do anything it cannot 
normally do (e.g. you can make a car move because it 
does normally move, but you can’t make a toaster 
walk, though if it had bread in it, you could make 
toast). You have an instinctive understanding of most 
technology you encounter, however if something is 
completely alien or advanced far beyond your 
experience, you may find it impossible to effectively 
control.  
 

TELEKINESIS 
[Minor, Major] 
Nature: Exceptional 
Minor: You can move and manipulate small objects 
in your immediate vicinity through will alone. These 
objects are not moved with incredible precision or 
dexterity and so fine motor control is impossible 
without extreme concentration. Sharp, blunt thrusts 
are easier and require far less effort (e.g. throwing 
bricks at an enemy).  
Major: You can control massive objects and/or 
multiple objects simultaneously. Your control is fine 
and your ability to control objects is also partially 
unconscious, allowing you to manipulate objects, 
such as incoming projectiles, without conscious 
effort. You can manipulate and control cars, 
battleships, or even small moons depending on the 
limitations of your setting.  
 

TRACKING 
[Minor, Major] 
Nature: Native/Exceptional 

Minor: You can find and follow a trail and make 
predictions on the speed and destination.  You are 
able to conceal your own trail and know the common 
tricks by which trails are concealed, giving you a 
chance to detect a trail concealed by your quarry.  
Your method of tracking could be innate, trained, or 
even supplemented by an animal or device.  You 
possess basic camouflage techniques to allow some 
surveillance and observation.  Performing research 
on your quarry will also increase your abilities to 
anticipate direction and path.  The longer you follow 
your quarry, the more information you gain into the 
terrain, psychology, behavior, and other related 
aspects of your quarry 
Major: You are able to track any being, regardless of 
physical trail, over any distance. Only a being with 
supernatural levels of non-detection has any ability 
to hide itself from you. In general, you will have had 
to see the being, or a rendering of them (photo, etc.), 
or touched an item they have touched and used to 
track them.  
 

XENO-TECHNOLOGIST 
[Minor] 
Nature: Native 
You have a natural affinity and understanding of 
technology no matter how exotic or foreign. You just 
have a sense of tech and how to operate it. You can 
utilize and understand at least the core functionality 
of any technology you are able to touch and examine 
for a few moments, regardless of its origin (place or 
time). 
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