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Welcome

Here it is, the Glowing Portal Role-playing Game System. This is an attempt to take many
years of experience with other role-playing game systems and mold it into the best mechanics 1
could -- then we threw that out and wrote this. GP strives to strike a balance between
streamlined simplicity and slow, complicated, realism. I can’t promise these rules will work for
any environment or every GM, but I think they’ll work for me. Systems like this can’t cover
every foreseeable situation, use common sense when the rules break down.

The Basics

e Important notes that we think you might want to pay especial attention to are in bold.
Probably didn’t need to say that.

e Most examples of things (like strange and complex rules) will be #alicized for your reading
inconvenience.

e You'll need three six-sided dice, one of which needs to look different than the other two, this is
called the Incursion Die. It’s only named that because I think it sounds cool. You'll also want
pen and paper or some sort of digital replacement for pen and paper, or hell use an easel and
paint, whatever, we don’t judge.

e For the purposes of this manual the person who runs the game is called the GM (Game
Master). Once you’ve found your gaming group, may we suggest you call *your* GM “Ego
McMuffin.”

e If you have to round out a number, round down unless the remainder is = 0.5, without
exception, like they taught you in school. So a 7.4 rounds to 7, while a 7.5 rounds to 8. Also, "Please
Excuse My Dear Aunt Sally."

e Rolls will usually involve adding skills to attributes, or attributes to attributes, and who knows
what other madness. To avoid confusion the final, combined value is called the... wait for it...
“combined value” (CV).

e We've added quite a few little rules here and there (mostly there) in an attempt to make things
more realistic. Plenty of these rules might just seem extraneous; feel free to ignore them (like off-
hand rules). You might want to revisit those rules after you’ve been playing a while, once you’re
more comfortable with the basics.

¢ 1D6 means one six-sided die. 31D6 means three six-sided dice, simple.

e Examples are assumed to be male, it’s just easier that way.

¢ You’re looking good today!



Varied Rolling System

The Varied Rolling System (VRS) is used for just about any roll that represents something
done in very little time (driving over a ravine, making a three pointer, fighting, disarming a bomb
in ten seconds). Its purpose is to allow for more random results, it’s used in combat.

The basic concept is that you roll 3D6 and add the total of all 3 dice to your Combined Value
(CV). When using this rolling system, the Incursion Die doesn’t do anything special. The chart
below shows you what chance you have of rolling the number you’re looking for on 3D6...

Rolling a 3 is always an automatic failure. Rolling an 18 is always a success (if not, the GM
really had no reason to have you roll at all, kick him in the shins).

If the GM feels like things should be a bit more dicey (hah!) he can decide that a roll of a 3 is
a bit more serious than simple failure, he can make it a botch. Botches are the GM’s chance to
enact hilarious, hilarious revenge on the players for all the times they did whatever to whomever,
whenever. Jerks!

Consistent Rolling System

The Consistent Rolling System (CRS) is used when results aren’t usually expected to be too
chaotic. The nature of the work is that certain actions usually lead to faitly reliable results, there
is less of a chance of catastopic failure, or even just messing up; results are more dependable and
generally better than those made with the Varied Rolling System

Roll 3D6. Add the total up, pretending that the Incursion Die rolled a 6. The only reason to
roll the Incursion Die in this case is because if you manage to roll all 1’s the roll is a failure, if you
manage to roll all 6’s the roll succeeds as well as possible.



If the character has a good deal of time (and it makes sense), even a 3 may not necessarily
indicate failure. Should to GM so choose he may allow the character a followup recovery roll to
deal with the complication caused by the roll of a 3. In the case of the appendectomy (for
example) the patient may need more time to recover from the surgery due to complications, but
that’s probably more likely (I hope) than death-by-appendectomy (DBA).



Costs

Character Points

Characters have a character point (CP) value. Attributes, skills, powers, pretty much
everything a character has costs character points. A player will be given a certain number of
points to purchase attributes, a certain number of points for skills, a certain number of points for
advantages, and a certain number of points for powers. Following is the cost for various levels of
these things. When a character is first generated the GM tells each player how many CPs he has
to build his character with.

If a GM loves his players he will eventually award them more CPs (call them experience
points if you like) and let them buy new things and/or increase the things they already have.
Alternately he may elect not to, if this is the case we suggest furrowed brows and hurt glances.

Some GMs will want to let the players spend points as they earn them, some will want them
to save them up and then spend them during certain advancement periods or time compressions.
Others may want to invent some sort of time-spent-training rules to govern CP expenditure. Do
what feels right for the game.

Character creation is the most lengthy and complicated part of GLOWING PORTAL. Some
large numbers and weird formulas get thrown around but it’s all in the name of balance and the
ability to tweak a character until you think it’s just right. Once the character is finished things
become fairly simple.

As an optional rule a GM may allow players to move points from one section to another (e.g.,
move some CPs from powers to skills, attributes to advantages, etc). Every 3 CPs spent this way
becomes 2 Float Character Point that may then be spent in any other sections. GMs should feel
free to change that ratio, even make it 1:1 if they like). The exception is Advantages; we suggest
that you allow characters to purchase advantages with points from any other section with no loss
of points. Letting players move points around can get confusing, trust me, consider skipping it.

Dr. Shmoo doesn’t want so many powers, he feels they’re a crutch for someone as awesome as he. Dr. Shmoo
decides he needs 8 more points to purchase more science skills; it'll cost hine 12 points from his powers section to do
this with the usual 3:2 ratio.

Attributes

There are three types of attributes (cost-wise): cheap, moderate, and expensive. Each point
purchased of that attribute costs the amount listed...
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Here is a quick-reference example of total costs spent to reach levels 1 to 10.

)* +’ +’ +’ +’ +’ +’ +’ +’ +’ +,
!
Cheap 5 10 15 | 20 | 25 | 30 35 | 40 | 45 50
§ !
Expensive 15 30 45 60 75 90 | 105 | 120 | 135 | 150

Skills

There are four types of skills (cost-wise): cheap, moderate, expensive, and bulk. Cheap
skills are generally only purchased for role-playing purposes and may rarely get used. When the
same skill is purchased many times (e.g., sciences, languages) a bulk rate is applied. When buying
one of these skills, the first one costs the moderate amount. The second costs as much as a
cheap skill. Any that follow will cost the bulk rate. None of the skills you paid a bulk price for
can be higher than the skill you paid a cheap price for, which in turn cannot be higher than the
skill you paid a moderate cost for.

If Dr Shmoo purchases biology first, he’ll buy it at a moderate price. If his biology score is 7, then when be
decides to buy chemistry he’ll pay the cheap price for it, though it cannot be higher than 7. If e only buys bis
chemistry score up to 5, subsequent sciences he purchases (which he’ll only pay the bulk price for) cannot be higher
than 5 (at least until he raises chemistry).

It’s important to understand that which skills are unimportant enough to be considered bulk
depend completely on the particular game, biochemistry could be incredibly important in one
game and utterly useless in another. As always the GM is the final authority on what skills are
bulk (or cheap or moderate for that matter).
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Here is a quick-reference example of total costs spent to reach levels 1 to 10.
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Bulk 1 2 3 4 5 6 7 8 9 10
Cheap 2 4 6 8 10 1 14 16 18 | 20
$ ! !
Expensive | 6 12 18 | 24 30 36 | 42 | 48 54 60




Attributes

Ranges

Human attribute values range from 0 to 10. A 0 represents someone who is crippled
completely (e.g., paralyzed, or a horribly disfigure). An average human value for an attribute is 3,
a 1 or a 2 represents someone who’s a little slow, or weak in that area. A human with a 6 in an
attribute is exceptional, a character with a 6 appearance could be a successful model, a 6
endurance is usually reserved for professional athletes or marathon runners. While 10 is
technically human maximum, a value that high would usually leave someone’s name in the record
books for generations or more.

Attribute Rolls

Most times attributes are combined with an associated skill when being used (or compared
against someone else’s), this is called the combined value (CV). Sometimes attributes are rolled
by themselves (if no skill readily applies). Some are rolled by themselves more often than others:
Endurance, Perception, Will, Discipline, Strength, although any can be rolled this way if the GM
thinks it makes sense at the time. A good example of this would be perception rolls, or for an
arm wrestling contest. Unless you actually expect your players to purchase Arm Wrestling as a
skill, in which case 1987 called and wants to wish you well with your “Over The Top” game.

When an attribute roll is made, just double it to calculate the CV rather than adding a skill to
it. If a character’s strength is 4, his CV for an arm wrestling roll off would be 8.
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Appearance is simply a basic rating of physical attractiveness. This is really rated from a human
point of view. A cute animal could have a very high Appearance, but it would generally represent
cuteness rather than sex appeal (except on certain web sites).

Courage is usually used sparingly, unless you’re running a horrors-from-beyond game I guess.
We recommend letting players decide when their character should run away, usually.

Discipline represents how much “mundane” willpower a character has. Can Shmoo resist the
chocolate? Can Shmoo stop himself from hitting that snooze button an eighth time? Discipline
should be used sparingly, we recommend letting players decide what their characters decide to
do, usually.

Endurance is a measure of how much exertion a character can withstand before being winded,
or how long he can stay awake. Endurance is also used to determine how well he can take a
punch.

Intelligence is used with a great many skills, including things like memory and sciences.
Intelligence governs memory and affects initiative as well.

Numina measures how much a character can use powers and spells (if applicable in your game)
before he is drained of his power / magic reserves (humans have no Numina).

Perception is used with skills such as empathy and tracking. It’s probably the attribute most
often rolled by itself (for standard perception / Awareness rolls).

Precision measure how steady a character’s hands are, how good his or her aim is. This is one
of the main skills used in combat (e.g. firearms, melee).

Presence is a measure of how naturally adept the character is in social situations. It covers how
forceful and intimidating a character is as well as everything from charm, to pouting, to gaining
pity.

Reflexes represents raw reaction time. Everything from dodging, initiative, and catching falls
under this attribute.

Strength simply measures how physically strong a character is. Strength measures muscles,
lifting ability, how hard a character can punch, etc. Strength usually also indicates how the
character looks (bulk and such).

Will measures how powerful or resistant to psychic/magical influence a character is. Willpower
is not rolled to resist the urge to punch someone (that’s discipline). Willpower isn’t usually pulled
out unless you’re talking mental or magical things or in combination with Endurance.



" ) #3548 § 8 4 #,0 6
Dampening Factor (28) (2 Endurance) - 1 1 4
Evasive Value ( 9) (passive) (Reflexes + Skill) * 0 5 2 10
Evasive Value ( 9) (full) Reflexes + Skill (Evade, Melee, 5 21

etc) +1

Initiative (3 1$) Reflexes + Intelligence 6 20
MPH ( (:) (Reflexes + Athletics) + 6 mph 10 mph 26

mph
Movement ( , ) (MPH * 5,280) / 600 88’/ 229’/
Numina Reserve () Numina * 10 0 100
Offensive Value close ( 9 ) Precision + Skill (Brawl, Melee) +3 7 23
Offensive Value ranged ( 9 ) | Precision + Skill (Firearms, Throw) 4 20
Psychic Resilience (( ) Y2 Will 2 5
Stay Conscious SDmg (" ") Endurance * 2 6 20
Stay Conscious PDmg (" *) Will * 2 6 20
Will Reserve (WR) (2 Will) - 1 1 4

Dampening Factor represents how much superficial damage a character can shrug off before
he is wounded.

Evasive Value is part of what determines how difficult a character is to hit.

Initiative is used in determining what order characters act in combat.

Movement represents how many feet a character may move in a turn, just in case you were
curious. This number is independent of how many actions he takes in a turn, if he moves the full
distance in his first action then he won’t be going anywhere on his second or third actions (if his
initiative score was high enough to grant extra actions).

MPH is simply how many miles per hour this character can sprint.

Numina Reserve is depleted when certain powers are used.

Offensive Value is the numeric representation of how accurate a character is with any given
attack. The OV changes depending on what skill or weapon is being used.

Psychic Resilience is a measure of how much psychic damage a character can shrug off
before being wounded.

Stay Conscious SDmg is used to stay conscious after suffering Superficial Damage.

Stay Conscious PDmg is used to stay conscious after suffering Psychic Damage.

Willpower Reserve is used rarely, when a character really needs to overcome.

Rerolling

While Glowing Portal has done the best job it could to reduce wild randomness to a
minimum, sometimes you just have a bad streak. To help with this a reroll system has been
created. This is another optional rule, feel free to ignore it.

The better a character is at something the less likely it is he’ll screw it up. The level of an
attribute determines how many rerolls a character has per game session for that particular
attribute. If an inordinate amount of time passes within one session the GM may always feel free
to replenish reroll chips for the game.
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Any time an attribute is rolled with a skill (or by itself), the character may choose to roll again.
He may do so at the cost of 1 of his designated rerolls per game with that associated attribute
(keep the better of the two rolls). A character with a reflexes of 9 has 2 rerolls per day. He could nse the
first early in the game after a bad (reflexes + athletics) roll, and use his second later on after a crucial (reflexes +
drive) failure. Unused rolls do nof carry over to subsequent game sessions. These rerolls may apply
to either rolling system (CRS or VRS). Numina is the attribute used when rerolling power rolls
otherwise unassociated with an attribute, should the situation atise. When this is done, the best
result is used.

If the character finds himself in an opposed roll, he may instead cause his opponent to reroll
instead. In this case the opponent’s lowest roll is the one that’s used. The charactet’s opponent
may of course use any of his own reroll chips as well.

You may find poker chips helpful, maybe write the attribute on the chip with a marker and
give the appropriate amount to each player. If you’re playing with botches, them you may wish
to disallow rerolls when one happens, heehee.



Skills

The Basics

Skills are generally paired with a single associated attribute (e.g., reflexes + evade).

Unskilled Rolls

As good as a character is with an attribute, with little or no skill there are still limits. If a
character wishes to do something without the associated skill the GM will need to decide if he’ll
allow it at all, if he allows it it’s called an Unskilled Roll. It may make sense to penalize the roll
as well.

Special Cases

If for some reason you want your character to be good with a particular skill but not the
associated attribute(s) then this is the place for you. A skill may, where appropriate, be purchased
twice. Both versions of the skill must always be the same score, and when a CV is called for
simply add both versions of the skill to each other (instead of to an attribute).

This won’t usually be cost effective, and it’s a pretty special case. Usually if someone’s good at
math, or at playing a piano, it’s because their Int or Prec (respectively) are high as well.

Dr Shmoo’s little brother Wee Jimmy may not be so bright, but he’s reeeally good at math. Wee Jimmy’s Int
25 only 2, but that'’s OK because he’s purchased the Mathematics skill twice, each of which are at 9. When asked
to make a Mathematics roll, Wee Jimmy’s CV is 16.

Ranges

Skill values range from O to 10. A value of 0 in a skill means the character knows nothing
whatsoever about it. Often a skill roll can’t be made at all without at least some training (e.g.,
quantum mechanics), though that’s not always the case (throw).

A value of 1 is considered a novice, 3 would include some higher learning or a good deal of
training, a value of 5 is professional. 6 to 7 would be pretty senior, the local go to guy (or gitl).
With a score of 8 characters may be known by others in their field, and at 9 their genius and
contributions live on after them.

What The Rolls Mean

OK so now you have a good idea of what the ranges mean. We went with the following
assumption: if a normally skilled doctor (Intelligence of say 5, surgery skill of 5 as well) wants to
perform a standard operation (say an appendectomy), he shouldn’t normally screw it up (we



hope). With that in mind we only want him to have to screw it up if something weird is going on
(which might give him a subtraction to his result).

If Dr. Shmoo is operating on little Tinmy to remove his tonsils then Dr. Shmoo (with an intelligence of 5, and
a Surgery of 5) needs to score a 16 (professional level task difficulty) to properly remove those tonsils.
Normally Dr. Shmoo has plenty of time for a surgery, he'd be using the CRS. Little Tinmy is going to be fine.

Now let’s pretend that Dr. Shmoo’s girlfriend just called to say that she’s pregnant. Furthermore this is his
frst solo tonsillectomy, and the last one he helped with went so badly he’s been having The Nightmares again. For
these reasons let’s say the GM has given Dr. Shmoo a -4 penalty to his roll.

Surgery is usually rolled with the Consistent Rolling System: (CRS), unfortunately he rolls a 9, which would
usually result in a 19, but with the 4 that comes out to 15. Oops, more nightmares for Dr. Shmoo!

Normally when characters are doing something they do a lot, they’re good at, and if they have
ample time then making them roll isn’t really even necessary. Now if for some reason this child’s
tonsils are crucial to saving the universe, sure go ahead and have Dr. Shmoo roll. But with a
result that barely fails (as in the above example), it could just mean that due to complications the
process took longer than usual, straight up failure isn’t necessary if the GM doesn’t feel it needs
to be. A failed surgery roll on a rushed battlefield could certainly be a full-blown, even lethal
failure. If a character can afford to take extra time and be very careful, a bonus may even be in
order.

Following is a task difficulty chart, you’ll usually be using it with the CRS (at least outside of
combat). After rolling, the character’s result must equal or exceed The Target given by the GM,
using this table as a guide.

- W% 9) 0%
Fairly basic task 8
Mediocre task 13
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Difficult task 20
Very difficult task 22
Extremely difficult (needs a 25
real expert)
Few humans could pull this off 28
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Bulk Skills

Characters may wish to purchase a skill many times when appropriate. A scientist might
know many sciences, a linguist might know a lot of languages. The highest science or language
(or whatever) is paid for at the normal, listed price. The next highest skill of the same category is
one stage cheaper (expensive becomes normal, normal becomes cheap, cheap becomes bulk).
No skill can be cheaper than “bulk.”



Skill List

And without further ado here is the actual list of skills. Actually there is a tad more ado.
These aren’t really so much skills as skill categories. The Sub-kill is the specific example chosen
(e.g., not “science,” but “Biology”). If a character wants both Physics and Biochemistry he
should purchase the science skill twice (once for each). If a Skill you want isn’t listed, find a place
it might fit (Academics, Science, Build/Repair). If it won’t fit somewhere, just add it anyway and
let the GM tell you how much it costs. The general rule for Sub-skills is that the broader the
scope the weaker the skill (if you really want a general “science” skill you’ll be the proverbial
master of none).

After each skill is listed, the attribute(s) usually associated with it is listed as well. If multiple
attributes are listed it’s because they’re all commonly combined with that skill, many times it
makes sense to allow the character to choose which Attribute he’s going to use with a Skill.

Any time it makes more sense in a situation to use a different Attribute than one listed, do so
(GM’s decision)

Many people have some sort of Professional Skill. This skill may be completely useless or
pretty damn useful within the context of a game. The GM should tell the player how expensive
that charactet’s professional skill is, assuming he has one. Professional skills can be used in place
of other skills when it makes sense.

Cheap skills are marked with a ¥, moderate are marked with a e, expensive skills with a A.
Should you wish to use a symbol somewhere to represent your bulk skills, we suggest ;.
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¥ | Academics Int area knowledge, current events, literature, mythology,
occult, Russian history, theology

¥ | Animal Handling Pres

A | Athletics Ref

o Basic Education Int

¥ | Boating Prec, Int | motored, ocean liners, sail

A | Brawl Prec

V | Break-fall Ref

o Build / Repair Int appliances, computers, electronics, firearms,
mechanics, warp cores

o Carousing Pres

¥ | Climbing Ref, End

. Computers Int networking, security, software

o Demolitions Int

. Driving Prec bikes, cargo trucks, cars, military

A | Empathy Per, Pres

A | Evade Ref

A | Firearms Prec assault weapons, artillery, bows/crossbows, common
firearms

v Hobby ? acting, art history, crafts, dance, gymnastics, riddles, RPGs

o Intimidation Pres




A | Investigation Int crime scenes, general, research

V¥ | Languages Int Cuneiform, English, Gaelic, Japanese, Latin, Russian

v Law Int criminal, International, Russian, U.S.

. Leadership Pres

o Lock Picking Prec

. Medicine Int cardiology, forensics, general, surgery

. Meditation Dis

A | Melee Prec common (bats, lamps, knives), eastern martial arts, pole
arms, shields, swords

¥ | Navigation Per

A | Power ? see below...

v Piloting Int, Ref | commercial, fighter, propeller, zeppelin

? Professional Skill ? jJust about anything

o Riding Ref camel, horse / donkey, dire capybara

V¥ | Science Int archeology, artificial intelligence, astrophysics, biology,
chemistry, cryptology, economics, mathematics,
microbiology, paleontology, physics, political,
psychology, quantum physics, sociology, virology, ETC.!

e | Security Int

o Seduction App, Pres

o Sleight of Hand Prec

o | Stealth Ref

A | Strategy Int

o Streetwise Int

o Subterfuge Pres

¥ | Survival Int desert, forest, urban

¥ | Swimming End, Str

e | Throw Prec standard (baseballs, footballs, grenades), uncommon
(boomerang, throwing stars)

¥ | Tracking Per

e | Wrestling Str




Skills Descriptions
Here are brief descriptions of the individual skills, with rules when needed.

Academics (Int) (area knowledge, current events, literature, mythology, occult, Russian
history, theology):
This Skill covers familiarity with a given category of knowledge.

Animal handling (Pres):

This covers everything from making your dog fetch to teaching your elephant to walk while
holding another elephant’s tail. This would also be your Skill if you’re trying to calm down an
angry dog. This Skill doesn’t include much in the way of veterinary knowhow.

Athletics (Ref):

When a character needs to make a tricky jump, catch the falling crystal ball, or grab a tree limb
while falling, consult Athletics! Athletics also determines (in part) how quickly a character runs.
Anyone who’s grown up playing outside and dealing with gym class should have at least a point.

Basic Education (Int)

Basic Education covers all the common knowledge people learn growing up in their society,
completing high-school, basic driving, riding a bike, how well they know their first language,
basic computer and Internet use, and if high enough an Associate’s degree. Raising this Skill to a
professional level will definitely cover all of this.

The higher the skill the more the character absorbed growing up and going through school,
anything over a Professional Level indicates a wide general knowledge probably gained from a lot
of personal reading and possibly embarrassing after school activities.

Boating (Prec, Int) (motored, ocean liners, sail):

Boating covers the basics from getting out of dock to racing into first place. With speedboats
it’s really just a measure of how well you can control the boat, and how quickly you can go
without flipping over. Ocean liners are completely different, it’s really more a measure of
knowing how far from shore to start slowing down, how not to spill your oil on all the little
otters, stuff like that.

Brawl (Prec):

Simply put, brawl describes how well a hand-to-hand combatant a character is, both placing
blows and blocking them. If a character’s grown up sparring with friends and has been in a fight
ot two, a brawl of 1 or 2 would probably be fitting.

Breakfall (Ref):
This skill measures a character’s ability to fall “correctly” to prevent as much damage as
possible.



Build/Repair (Int) (appliances, computers, electronics, firearms, mechanics, warp
cores):

Definitely a catchall sort of skill, this covers building, repairing, and fundamentally
understanding most sorts of things you can think of (not covered in other skills). Note that with
computers (and warp cores for that matter) while you can operate and repair them, and even
know how to build them you don’t actually understand the science that goes into creating them,
that’s what science and computer skills are for. One of the biggest differences between this Skill
and Science is that this one costs more.

Carousing (Pres):
Carousing represents a character’s ability to comfortably fit in with a crowd, to excel socially.
The higher the Carousing, the better an impression is made.

Climbing (Ref, End):

Athletics can be used to govern how well a character might scramble over a wall or climb a
tree. This skill can handle that as well, but also measures how well trained a character is using
climbing equipment (safely) to do more difficult things like scaling a cliff and using climbing
equipment.

Computers (Int) (networking, security, software):

This Skill really has three main categories, networking, security, and software. Networking
includes knowing how to keep networks running, troubleshooting, and expanding them.
Software covers programming, debugging, and system administration as well. Note that to
actually construct your own computer you should consult the Build/Repair skill instead.

Security is used for hacking (and preventing it). Opposed rolls between hackie and hacker are
a good way to adjudicate that sort of thing. Super-basic operation of a home PC is usually
covered by the Basic Education Skill, though for more advanced but general rolls use Software.

Demolitions (Int):

With this Skill characters can propetly build, arm, and disarm explosives. He knows how to
safely handle them, and where to place them for maximum (possibly confined) effect. Here we
have another skill that can often lead to opposed rolls, for example between mad-bomber and
mad-demolitions team.

Driving (Prec) (bikes, cargo trucks, cars, military):

This Skill covers doing anything tricky (like avoiding an accident) as well as knowledge of
basic vehicular operation. The exception is that the skill Basic Education grants characters the
most rudimentary ability to drive a car and ride a bike (though not necessarily well).

Empathy (Per, Pres):

Empathy measures how well a character is able to perceive another’s emotional state, even if
they are attempting to hide it. Empathy is often used directly against Subterfuge. Empathy can
also be used if a character is trying to persuade someone to do something, though if they’re trying
to trick them Subterfuge is probably the better Skill to use.



Evade (Ref):

This skill measures how well a character can dodge, everything from bullets to swords. If a
character’s got any experience at all fighting or playing sports growing up, a value of 1 would be
justifiable.

Firearms (Prec) (assault weapons, artillery, bows/crossbows, common firearms):
The Firearms Skill covers the whole gamut of projectiles. It describes how good a shot the
character is with a given weapon class.

Hobby (?) (acting, art history, crafts, dance, gymnastics, riddles, RPGs):

This is another catchall Skill (everything listed above and whatever else you can think of), its
associated attribute depends on the particular hobby. These skills are rarely useful for defeating
foes or progressing the plot but may be helpful in rare situations and to help flesh out a character.

Intimidation (Pres):

This Skill is simply a measure of how well a character can utilize his own Presence to
intimidate others. Intimidate them into fleeing, following commands, give up information, do
the Chicken Dance, whatever. A target’s Courage could come into play for resisting
Intimidation.

Investigation (Int) (crime scenes, general, research):

Investigation is usually a Skill that takes some time. It’s more than simply being perceptive
(that would be covered by an Awareness roll). This skill can cover training in crime scene
forensics (dusting for prints, blood spatter, witness interviews, etc). This Skill can also cover an
aptitude for doing research more thoroughly and with more rapidity, be it in libraries, on the
Internet, or making cold calls with a phone book. The general version just covers a general skill
in looking for “clues” in an area.

Languages (Int) (Cuneiform, English, Gaelic, Japanese, Latin, Russian):

At 1 point you can count and know the alphabet. At 2 points you can mostly read a language
and pick up some of what people are saying in it. By the time you reach 5 you’re able to read,
write, and speak fluently with good grammar and a decent vocabulary, your pronunciation is
pretty good, people understand you well. Because it’s not your first language you’ll need a 6 to
be qualified as an editor, at this point language based humor doesn’t go over your head.

This Skill doesn’t cover masking your accent, that’s covered with a hobby in acting.

Law (Int) (criminal, International, Russian, U.S.):
This is simply a knowledge of how the law works in a chosen field or country.

Leadership (Pres):

This Skill reflects a character’s ability to sway others (not always to greatness). This isn’t a
magical power, the impossible isn’t available, but if you need a way to win a group (or even a
single person) to your side or to whip them into shape, look no further.



Lock picking (Prec):

This covers everything from picking a lock to cracking a safe. The higher the Skill the faster
the work will go and the more complex the target lock may be. Note that this doesn’t necessarily
include being “stealthy” about it, or getting past a room full of motion sensors, that sorta thing
would fall under Security (or maybe Stealth, depending).

Medicine (Int) (cardiology, forensics, general, surgery, etc):

With the general Sub-skill assume the character knows first aid, could be a family PCP, and
just knows a bit about all of it (of course the level of Skill is the real gauge). Surgery is a separate
Sub-skill, forensics covers autopsy specialties, etc.

Meditation (Dis):

If the character has a few Turns to close his eyes and try to shut everything else out, he may
make Meditation roll (modified as the GM sees fit, Consistent Rolling System). The success of
this roll may affect other rolls, for instance allowing for Courage or Discipline rolls to be
bolstered, or attempted again if recently failed. Anything that a little extra calm and focus could
justifiably affect is in play here, again, as the GM sees fit.

Melee (Prec) (common (bats, lamps, knives), eastern martial arts, pole arms, shields,
swords, etc):

The Melee Skill covers the whole gamut of melee weapons, including improvised ones. It
describes how good the character is with a given weapon class, both placing strikes and blocking
them.

Navigation (Per):

This Skill simply describes how good a character is at getting around, be it in a car, through
the woods, the city, with or without a map and compass, or if good enough even at sea navigating
by stars.

Piloting (Int, Ref) (commercial, fighter, propeller, zeppelin):

Reflex based piloting would cover small planes and boats and such. When you move up to
zeppelins or B-2’s knowledge of what you’re doing becomes more important than Reflexes and
Intelligence take the helm (heh, little joke there).

Power (?):

Power Skills cover categories of Powers, they are only used by characters with powers.
During character creation Power Skills are paid for with points spent on Powers as opposed to
Attributes.



Professional Skill (?) (just about anything):

Many people have a professional skill. This represents whatever specific bundle of skills and
knowledges go into someone’s career; the cost varies wildly. The manager of a restaurant’s skill
set may not be very useful in a game and would almost certainly be purchased at the cheap Skill
cost. A police officet’s job on the other hand includes everything from streetwise, to law, to
investigation; this Professional Skill would almost certainly be purchased at the expensive Skill
cost. If a single Professional Skill (like the aforementioned police officer’s) is deemed too good
to be purchased for the mere price of a single Skill, a GM may wish to force the player to
purchase all those Skills individually (and of course reduce the purchase of the officer’s
Professional Skill back down to cheap). Another good option is to allow the police officer to use
his Professional Skill for just about anything applicable, but treat it as “less powerful” than if he’d
actually paid for the Skills individually.

Riding (Ref) (camel, horse/donkey, dire capybara (is it really just me?)):

This measures how well you can ride an animal in your chosen category. At higher levels
you’d also know what commands are standard and how to use them (assuming they’re already
trained and that you’re speaking the right language). This Skill doesn’t grant the ability to care for
ot train them - that’s the domain of Animal Handling.

Science (Int) (archeology, artificial intelligence, astrophysics, biology, chemistry,
cryptology, economics, mathematics, micro biology, paleontology, physics, political,
psychology, quantum physics, sociology, virology, ETC!):

This is a definite catch-all Skill. You should assume that your character isn’t going to discover
any new elements or finally (dis)prove String Theory without at least 9 levels in your chosen
field(s). Science skills are usually the stuff of theories and explanations, actual application would
usually take longer than characters have in a game, unless you’re mixing chocolatey space with
peanut buttery opera.

Security (Int):

This Skill covers everything from knowing how to use a glasscutter (quietly) to full-blown
Mission-Impossible style activities. It’s also used to propetly wire/set up those impenetrable
fortresses that any good arch-villain needs. If the majority of the work requires computer
knowledge then this Skill won’t really hack it. Hee.

Seduction (App, Pres):
Usually only rolled against NPC’s, I think the uses here are pretty obvious.

Sleight of hand (Prec):

With this Skill a character may hide knives in his sleeve, pull a rabbit from a hat, or a wallet
from a pocket (yes this is also the pick-pocket Skill). This Skill is often rolled in opposition to
Perception.

Stealth (Ref):

Stealth is rolled pretty much any time a player says, “I'm trying to be quiet,” or “I don’t want
them to see me.” Stealth is usually rolled against Awareness rolls, close calls could mean that
someone “thought he heard something.” Stealth can also be used to clandestinely shadow
someone, even in a car.



Strategy (Int):

This Skill really covers both strategy and tactics. This is used in Chess, Risk, and planning
your final assault on the Death Star. It’s used when planning how best to blockade a city and
supply your troops. Just how much actually player planning may be obviated simply by rolling
this Skill is entirely up to the GM, who may not allow its use much at all (which should probably
lower its cost to moderate). Strategy is often opposed by someone else’s Strategy roll.

Streetwise (int):

Streetwise is used when you need to sell your baby, fence a handgun, or procure some drugs.
Streetwise isn’t easily used to find automatic weapons (or mortars for that matter) unless you’re
really good - and even then it needs to be justifiable at least a little bit. A failed roll (gets easier
and easier when you want the really crazy stuff) could result in buying grenades from police
officers, but usually just leads to failure.

Subterfuge (Pres):

Subterfuge represents a character’s ability to lie believably. Early on it’s the tone in your voice
and keeping that twitch to a minimum. At the later levels you know well how to mask those tiny-
little details - and you’ve spent so much time practicing you could beat a lie detector test with
your tongue tied behind your back. The Empathy skill is your enemy. Subterfuge also covers a
character’s ability to control his visible reaction to sights, sounds, good and bad news, etc.

Survival (Int) (desert, forest, urban):

This Skill allows a character to know which berries are poisonous, what diamond shaped eyes
mean, or if you should hang your food in a tree, and not to wipe with *those* leaves. It covers
foraging for supplies and staying alive in your chosen terrain(s). In the case of urban it includes
knowing where the cops won’t kick you out of and how to get your story just right so that people
give you that extra dollar.

Swimming (End, Str):

Use Strength if you really need to have swimming races, use Endurance to swim for distance
ot to avoid being the first to drown when the plane goes down because the arch-villain planted a
bomb on your engine and rigged it to explode once you activated the comm. system because he
sent you a false distress signal from a faux shipwreck that he knew you’d investigate because the
team’s second in command was mentally controlled after he touched the mind-bauble of +3
mental control that was purportedly worth 30,000 experience points and 50,000 gold pieces.

Throw (Prec) (standard (baseballs, footballs, grenades), uncommon (boomerang,
throwing stars)):

This Skill mostly indicates how accurately characters can throw things, distance might be
improved as well with higher levels, though for the most part distance is governed by Strength.
When throwing a weapon the Throw skill is added to Precision to calculate a character’s OV, just
like any other offensive Skill.



Tracking (Per):

Tracking allows a character to track other things’” movement after they’ve gone. The longer
it’s been and the less cooperative the area (e.g., a city street vs. a flat field of mud) the more
difficult things could get. When attempting to mask your tracks, this skill is used as well
(generally an opposed roll). Note that dogs don’t have this skill, they can simply follow scent
trails (it’s just something they do - dogs do 707 usually look for broken twigs or scraps of
clothing).

Wrestling (Str):

Once one character manages to grab another one (probably using brawl), combat then
switches over to Wrestling rules. The quick, scrawny characters don’t usually wanna wind up
having to use this skill.



Advantages

The Basics

Character may have abilities that set them apart from most other people that don’t qualify as
powers. Someone may be ambidextrous for instance; it’s rare as well as advantageous but
certainly within the realm of human abilities. As many or as few advantages may be purchased
for a character as desired and allowed by the GM.
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Ambidextrous 20 20
Contacts 15 100+
Dual Wield 40 80
Eidetic Memory 30 30
Fame 15 50
Wealth 35 200

Advantage Descriptions

Here are brief descriptions of the advantages; feel free to come up with more or to modify
these in any way you see fit...

e Ambidextrous: This character can use any hand (leg, paw, whatever) he wants to without
penalties; he doesn’t need to choose his “off hand.” He won’t suffer from off-hand penalties,
that doesn’t mean he can attack simultaneously with two weapons at once without suffering
penalties; he’d need to buy the Dual Wield skill to help with that.

e Contacts: The character has useful friends somewhere, maybe a thug or two in a local gang,
maybe a district attorney or a congressman. Cops, media, ninjas, Ari Gold, whatever. This can
cover a single contact or a more amorphously defined group. Someone or some group is willing
to help you out, using their particular brand of influence.

In a modern, urban game costs might look something like this: for 15 points a local, petty
thief with some relatively harmless skills and loose values is willing to steal a car, unlock a door,
or maybe tail someone for a little while. For 20 points you know a few guys who aren’t above
roughing someone up for you, ransacking someone’s place, maybe hide the occasional weapon.
For 50 points (in the right city) maybe some evidence goes missing or a fairly anonymous case
gets dropped, if possible. For 75 points maybe someone goes missing or some “evidence” is
found on someone’s person.

Your contact(s) aren’t always available, sometimes people are busy with other things,
especially if the risk is higher than usual. An additional 25 points could see that someone’s always
around ready to answer your calls. Different contacts with different fields of influence require
multiple purchases of this advantage, and point costs should certainly change to reflect a
particular game world or GM whims.



® Dual Wield: When a character tries to make multiple attacks simultaneously he suffers
penalties to his attack Skill. For 40 points those penalties are reduced only to -1. For another 40
points he may attack different targets.

e Eidetic Memory: In GLOWING PORTAL an eidetic memory simply means perfect
memory, in all things, for 30 points. The GM is still the final arbiter of course.

e Fame: This advantage assumes a modern game -- different time periods or settings should
greatly vary the cost. Atlevel 1 (15 points) the character is very well-known in a certain area
(usually within a city), or fairly well-known (in a larger area, like a state). At this level most people
have vaguely positive feelings toward them. At level 2 (30 points) the charactet’s name and/or
face is known by certain people all over the country (fans of the genre, sport, etc) — again most
people are favorable towards the him. Atlevel 3 (50 points) the character is barely able to go
anywhere without running into fans; while this level costs the most it may be unworkable in some
games (or just not advantageous).

e Wealth: This advantage varies greatly in price depending on the setting and time period.
These costs listed here assume a modern (non-superhero) game, this advantage should be much
more expensive the farther back in time a game goes. A superhero game (even if in modernish
times) should probably reduce the cost of this advantage (everyone seems to be rich anyway, and
people can fly so what’s a personal jet for other than fun?).

The 1" level assumes the charactet’s got enough moolah coming in to pay his utilities, his rent,
eat out from time to time, and that he owns a mediocre car (35 points). 2™ level and the
character has a high-middle-class income with appropriate possessions (55 points). Level 3
makes a character fairly well off, a few cars, a giant house, jealous friends, and appropriate
possessions (75 points). If a character wishes to be able to maintain his wealth without keeping
his job (for the first 3 levels), add another 25 points.

At level 4 the character is a millionaire, and may feel free to retire at any time (200 points).



Disadvantages

The Basics

Characters are often pretty powerful and they can exert their special status over others.
Normal people are easy pickings, and many enemies aren’t terribly prepared for the full brunt of
a character’s powers either. Meanwhile the GM wants to have a little fun too, and so he makes
the characters have weaknesses than he can exploit. Damn skippy.

The GM will tell you how many points worth of disadvantages that each character needs to
take, or maybe he won’t, depending on your GM. The following are examples only, feel free to
make up your own (players should be encouraged to do so as well). Should a character be unable
to pick enough points worth of disads he should suffer appropriately. Feel free to subtract
leftover disad points from the character’s CP value. Buwahahaha.

Most of these have several options and versions. If a particular combination yields an
obviously ridiculous amount, the GM is encouraged to wag his finger and shake his head, “no.”
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Addiction 10 110
Allergy 15 65
Aura 15 50
Code of Honor 5 125
Compulsion 5 100
Curiosity 25 90
Dark secret 30 75
Deformity 15 30
Driving Goal 15 50
Enemy 50 100
Hard of Hearing 30 60
Hatred 15 55
Nightmares 15 30
Phobia 15 65
Poor Vision 10 25
Shy 15 50
Temper 10 80

Disadvantage descriptions
Here are brief descriptions of the disadvantages; feel free to add more or to modify them in
any way you see fit...



e Addiction: The character is addicted to some substance. This could be due to being an alien
species on a planet where his natural clorphlacti-noricyaline isn’t found in the air. Maybe he’s
done it to himself, maybe a psychological addiction. When the character is unable to consume
the substance (in whatever manner is “norma;”) he’ll begin to have problems.

The rarer (or more costly, or more illegal) the substance is the more points this disad is worth.
Cigarettes are about as easy to acquire as possible (5 points), Uranium is less so (35 points), the
GM should choose a number in between those two. Also take into account time spent and
danger presented.

The more often he needs it (twice daily, once daily, weekly, etc) the more its worth. Monthly
provides a scant 5 points, weekly is 10, daily 15, while constant (like humans with Oxygen) would
yield 25. A human, living on Oxygen rich Earth receives nothing for his Oxygen addition, sorry.

It’s up to the GM to decide just how the character is affected when he’s missed one or more
doses, it should depend on whether or not his need is mild (5 points), moderate (20 points), or
high (50 points). Mild might mean the character has some mild penalties to his rolls, moderate
would be a good deal worse, bigger penalties and he’d be fairly unhappy doing anything other
than working on remedying his situation. A high addiction, left unfed for long could kill a
character.

e Allergy: When a certain substance is brought within a certain range of the character bad things
happen. Anything from sneezing and puffy eyes to a loss of superpowers and eventual death is
possible.

If the character must swallow it to be affected it’s not worth any extra points, skin contact is
worth 5 points, if he need only be in its presence it’s worth 15 points.

If the effect lasts for a few minutes it’s worth 5 more points, if the effect lasts for a few hours
add 10 points, and for a day add 20 points.

If the effect is milder (-1 to rolls / values) add 10 points, if it’s more powerful (-2 to
everything) add 20 points, if it’s more extreme (loss of powers, bigger penalties) add 30 points.

e Aura: This effect means there is “something” about the character that others will sense. It can
be anything from a sense of creepiness to plants dying around him. Really anything that makes it
hard for the character to sneak around or be easily forgotten. The only upside to an Aura is that
it can be difficult for witnesses to describe to others.

For 15 points the aura (whatever it is) will assure the characters is noticed if he gets too close,
this can make stealth slightly more difficult. For 30 points people will stop what they’re saying
for a second and stare (or resist the urge), stealth is more difficult. For 50 points people will be
absolutely unable to ignore the character if in the same area, no amount of large robes and hoods
will help. At this level stealth is basically impossible verse anyone nearby.

¢ Code of Honor: The character has some sort of honor code he tries to live by. Most people
could probably be said to have some sort of honor code, this one’s more constraining. It comes
up more often, and it’s more limiting than most people’s. The specific code need not be
traditional, just so long as it’s internally consistent, following are only examples.

For 5 points the character refuses to eat meat, wear leather, or something similarly easy to
avoid. For 50 points the character refuses to harm other sentient beings. For 75 points the
character refuses to use technology (including cars).

The character will lose a point of WR any time he breaks his code. For 25 points the
character will never willingly break his code unless he is positive that in doing so his friends, family,



or kittens will die. For 50 points the character would rather die and see his family laid waste then
break his code of honor (GMs may wish to consider if they want this extreme a restriction in
their game).

e Compulsion: This character is not in full control of himself, he constantly feels the need to
have something specific with him or to be doing something in particular.

For 10 points the character must always lock and unlock a door 10 times after closing it, or
wash his hands 6 times every couple of hours, or isn’t happy unless he’s constantly yo-yoing. For
25 points the character is constantly spouting words against his will. For 50 points he needs to
have his security blanket with him, all the time.

The character is noticeably jittery when unable to follow his compulsion, he may have trouble
concentrating as well, if that’s the entirety of the effect subtract 5 points from the compulsion’s
value. For an additional 10 points the character is very distracted and unable to easily concentrate
on much else, giving him minor penalties to just about everything. For 50 points the character
cutls up into a little ball and cries, or runs off to go do what he needs to do no matter what the
hell’s going on if it’s been too long. If you want to be kind to this character, allowing for a
Discipline roll (that obviously gets harder and harder) in these circumstances could be
appropriate.

e Curiosity: This character isn’t able to resist investigating things, often to everyone’s detriment.

For 25 points the character tends to find something really interesting at least once a game
session that he’d really like to go look at, even if you are already running late. For 40 points the
character has a knack for finding these neat and curious things at rea//y bad times. The GM needs
to help facilitate the timing here.

The character need only make a professional Discipline roll to avoid running off, but each
time this happens the roll gets harder until he finally gives in. For 25 points the task starts at very
difficult and escalates more quickly. And for 50 points he pretty much just goes, period (GMs
may wish to consider if they want this extreme a compulsion in their game though).

If the character legitimately comes to believe that the subject of his interest isn’t actually
interesting at all it turns out, he’ll lose his need to check it out.

e Dark Secret: A dark secret is something that you and the GM need to work together to
design. The player may not even realize how or why the secret is so bad, or he may not know its
details at all. The GM needs to be as positive as possible that at least one or two of the other
PCs may vote you off the island, should that secret come to light. Or hell, maybe they’ll kill you
for it, depending on the game. This won’t be an appropriate disad for all games.

For 35 points the character did something awful (whatever it was) and at the very least other
PCs will lose trust in him. For 75 points character A maybe ran over character B's favorite
brother with a car and didn't tell anyone, as a random example in no way based on my own
gaming experience. This version may simply not work in a small group of otherwise harmonious
characters, choose wisely.

¢ Deformity: Huge nose, missing eye (and unwilling or unable to use a glass one), hunchbacked,
or maybe just butt ugly. For 15 points people will remember the deformity but it could be
concealed with a little work, feel free to lower the charactet’s appearance down a point or two as
well (more points!). For 30 points the character cannot conceal his deformity (no amount of



makeup will make the ugly go away), and your visage is seared into the psyches of your visual
victims. Don’t. Uh. Don’t Seduction.

¢ Driving Goal: Part compulsion and part curiosity, this character just needs to save his friends’
souls, rescue that princess he saw once, or prevent climate change and gosh darnit no amount of
angry turtles or empty or castles is going to dissuade him!

For 15 points the character is often occupied with his driving goal, to the point of neglecting
his math studying to do web searches on eco-terrorist groups he could join, or what have you.
His friends are probably used to rolling their eyes. For 50 points the character (when presented
with something he thinks might help with his goal) needs to make a professional level task roll
(Discipline) to avoid pursuing it. The more helpful the offer or situation, the more difficult the
task of resisting it might be.

¢ Enemy: All PCs have enemies (or probably get them) — but this is special. For 50 points the
character has a particularly nasty enemy that isn’t easy to get rid of. This enemy’s periodic
meddling should annoy the other players as well. For 100 points the enemy is fairly powerful and
could bring real danger to the entire group from time to time. In this case the other players
should be tempted to just hand him over, at least kind of a little. For 300 points the enemy will
kill the character in the third game session.

e Hard of Hearing: What? Huh? For 30 points the character mishears things sometimes, or
just doesn’t hear them at all (particularly short utterances yelled in combat). He can feel free to
get a hearing aid, but I'm sure he’ll lose it every so often. For 60 points the problem is actual
neurological (or something) and can’t be helped with a hearing aid, though this might get
annoying fast.

e Hatred: For 15 points the charactert’s hatred is fairly uncommon (owls, roofers, breadboxes).
For 30 points the character’s hatreds are more common, like vans, dogs, or waiting in lines.

The character needs to make a mediocre Discipline roll to avoid being rude, annoying, and
generally making an ass of himself when in presence of the source of his hatred. For 15 points
he’ll need to make a difficult Discipline roll to avoid forcing the subject of his wrath from leaving
the room. For 25 points he needs to make a very difficult Discipline roll to avoid forcing the
subject of his wrath from leaving the room. And a difficult Discipline roll to avoid physically
assaulting it.

e Nightmares: For 15 points the character has bad nightmares once a week or so, depriving
him of sleep and having all the usual and minor little effects on the next day (like the need to take
annoying, time wasting naps). For 30 points in particularly bad days he’ll suffer through a -1 to
just about everything he does.

e Phobia: For 15 points the character’s phobia is fairly uncommon (being underground, or
flying). For 40 points the charactet’s fears are more common, like spiders, or cats, or fire
extinguishers.

The character needs to make a mediocre Courage roll to avoid hiding behind another
character and generally making an ass of himself when in presence of the source of his fear, and a
professional task to get very close. For 15 points he’ll need to make a difficult courage roll to
avold getting the hell out, and an very difficult roll to get too close. For 25 points he needs to



make an extremely difficult courage roll to avoid getting away, and nothing short of a minor
miracle would help him get close enough to touch.

® Poor Vision: This character has trouble seeing. He might have other senses that will keep him
alive and well (sonar, good nose, whatever) but that won’t help him get that driver’s license!

For 10 points the character needs contacts or glasses, or is half useless seeing anything not
right in front of his face. For 25 points the character is basically blind without glasses and has
trouble wearing contacts. Neither level is a candidate for laser surgery or the like.

e Shy: This character is shy. Feel free to lower your character’s Presence as well. For 15 points
he’d pee in his pants if he had to make a speech in front of a group. He’s quiet around people he
doesn’t know well and isn’t great with first impressions. For 50 points he’ll get all pale and
sweaty if he’s put on the spot socially, and wouldn’t ever address a large group of people. He’ll
probably be unable to say anything witty or intelligent due to his nervousness while in front of
people he doesn’t know.

e Temper: These characters have a temper, sometimes it can get them in real trouble. The
character gets angry when certain circumstances, types of people, objects, jar full of baby bunnies,
or whatever are in his presence. For 5 points the object of his anger is fairly uncommon (horses,
offers for extended warrantees). For 15 points, pick things or events that are more common,
something they might run into at least once or twice a week (running out of milk, cut off in
traffic). For 50 points the character must deal with his anger daily, this could even be “easily
angered by nearly anything that goes wrong”. Regardless of the roll, characters are encouraged to
role-play their angers.

For 5 points the character needs only equal a mediocre task (Discipline) to avoid yelling or
something along those lines (risking a fight or being kicked out). For 15 points a professional
task must be made or the character will need to leave immediately (or start screaming). For 30
points) the character needs to make a very difficult task to avoid attacking the source of his anger.



Alternate ‘Vantage Options

The Why

The following methods offer you ways to add a degree of randomness to your game, there’s
fun to be had in that alone. They also offer you a way to create historical links between your
characters without the players necessarily knowing about them ahead of time. Done with a little
forethought these can yield interesting results, not to mention story hooks.

Auctions

The truth of it is that character auctions are a lot of fun. They can be tense, they can be
stressful, and they can lead to fun stories that people rehash years later. Trust me on this. So,
you may ask, what the hell?

A simple example (and probably my suggestion if this is your first time) would be an auction
for an Advantage, or even two advantages. Before your players have spent any points on their
characters, get them all together (do it remotely if you must) and tell them there is a “special
advantage” available to one character. Tell them that if someone wants it they can have it for
(however many) points. When they ask you what it is, tell them they’ll have to pay to find out
(and that whomever wins it obviously needn’t share that information). You should probably be
prepared for the possibility that no one is going to want it, especially if you have a well-known
history of messing with your players.

Once someone’s offered to pay your price, count aloud to three and if someone speaks up
with a higher offer acknowledge that they’re now in the lead and start counting again. Eventually
someone will have foolishly agreed to pay too much. Soak in your fiendish machinations at
work.

You might enjoy offering up more than just one Advantage (or multiples, but a limited
quantity of the first item). Obviously this doesn’t actually have to be an Advantage, you could
auction off a Power, or whatever.

You may wish to stop the auction when someone’s bid hits your secret but pre-determined
ceiling (maybe the auctioned item simply isn’t worth more than 10 points). Alternately you could
modify the power level or worth of the auctioned item to be commensurate with the amount
spent by the winner.

Reverse Auctions

You may also (or instead) wish to abuse your players with a reverse auction. Tell them that
one of them is going to be getting “something bad.” Follow the above auction rules, but
whomever spends the least gets stuck with whatever hilarious Disadvantage you have in mind.
You could also give the Disad to the two or three who offered to spend the least of course.

Unlike with a normal auction, everyone (other than the losers) who offered to pay their way
out of the mystery Disadvantage does, in fact, have to pay the amount they said they would.



Silent Bids

If getting your players together ahead of time is a problem, or if you’re interested in mitigating
the damage a reverse auction might cause you may wish to hold a silent bid. Get in touch with
everyone individually, tell them that you’re offering them special Advantages and/or tormenting
them with frightening and mysterious Disadvantages and record their bids. Once you’ve spoken
to everyone go over the numbers and see where the chips lay.

Make sure you contact everyone in a small span of time, lest you risk them secretly
communicating with each other in direct opposition to your cruel fun!

The Bowl of Pain

In addition to or instead of the above methods for acquiring Advantages and Disadvantages
you may also wish to consider the ever-popular Bowl of Pain. It’s pretty simply, write down a
bunch of Advantages and put them in a bowl. Alternately write down a bunch of Disadvantages
and put them in a bowl. Alternately alternately put advantages in one bowl, and disadvantages in
a different bowl. Bowl(s) in hand, make each of your players choose one of the folded pieces of
hilarity. Cackle as they don their doe-eyed horror faces.



Other Rules

Healing

Superficial Damage (SDmg), Mortal Damage (MDmg), and Psychic Damage (PDmg).
Three different types of damage, these are their rules...

SDmg and PDmg

These types of damage heal 1 point every 30 seconds, though a GM may always alter that rate
depending on circumstances or a bad mood.

MDmg

MDmg heals much more slowly than the other types. If a character has suffered 5 or more
MDmg he must have medical attention before the healing begins.

Mortal Damage may represent different wounds, depending on how they were received. If
bones are broken then appropriate penalties should be applied when the character uses that limb
(or does his best to avoid using the limb). Use common sense.
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1-4 2 days

5 1 week

7 2 weeks (bed rest)
-9 1 month (in hospital)
10 2 months (coma and/or
permanent damage is possible

Awareness

An awareness roll is made when a GM wants to know if someone’s noticed something. A

character’s CV in an Awareness roll is his (Perception * 2). The GM decides how high characters
need to roll to detect something.

Will Reserve

Aside from being used for mental defense, the reserves of willpower can be used on occasion
to reach deep, deep down inside and find that last bit of strength to help overcome adversity.
When in need (often right before a roll) a player may announce that he’s expending a point of



Will Reserve. This should be a fairly rare thing, not taken lightly (getting this stuff back ain’t
easy).

WR cannot physically turn your skin to iron; it cannot do things that aren’t possible (within
the confines of your game); the GM is obviously the final arbiter on this. It might be able to
increase damage done, but only if the character is doing it. A character couldn’t magically make
his bullets punch through a vault door because he’s really incensed, though it could help him
make difficult shot.

WR is gained back only through exzended rest and relaxation (and sitting around being
miserable won’t cut it). This is usually at least a month or two per point, or if something really
good happens -- not any old enemy defeat either -- gotta be a big bad. Up to the GM.

Once the intent to expend a point is announced, a character assigns a goal (kill that guy, get us
to safety, rescue the princess, get to the bank before it closes). Once announced, all Attributes
and Skills that could justifiably be affected are increased by 2 for up to a full day. This doesn’t
actually raise Skills or powers the character is just doing more with what they have. If a higher
powered game, a GM might consider raising that bonus of 2 to 3, or even 4 (though that should
affect everyone, NPCs included).

In this state, the character is less aware of other things going on around him. He’s focused on
his goal to the point of ignoring possible consequences; characters may later come to regret their
actions at the time. If a character’s goal is “save that gir]” then his EV is raised so long as he’s
working on getting to the girl (or killing the guy who’s about to push the “kill-that-girl” button.
If he stops to shoot someone attacking a friend, his OV will not necessarily be increased
(depending on what his friend is doing). In fact to stop and do anything that doesn’t directly help
with the stated goal, a Discipline roll should be made against an appropriate target (depending on
how unrelated it is and how long it’'ll delay things).

Finally a character may spend a WR to completely refresh his Numina Reserve or to remove
all of his SDmg.

Usually once the day has ended (or the goal is accomplished), the character is mentally
exhausted (often physically as well). He might seem distant for a time, even in shock. There is
no side effect to being out of WR.

A note to GMs, though these rules apply to NPCs as well as PCs you should try to be realistic
about it. If an NPCs had an incredibly stressful time lately, it might make sense that he’s already
spent some or all of his WR, just like the players.

Regaining Numina

Numina comes back to a character naturally. Though it’s not directly linked to physical
exertion, the character does regain Numina more quickly while at rest. While chillin’ a character
regains 1 Numina per minute, so yes the more powerful characters may need more time to
rejuvenate their vast energies. While not resting a character regains 1 Numina every six minutes
(AKA 10 an hour).

Some powers will require the Investment of Numina Reserve (INR). What this really means is
that the Numina is spent and cannot be recovered while powering this ability. Once the
associated ability (for instance summoning a creature into being) is ceased half the Numina
Reserve comes back immediately (the rest comes back normally).



Numina Reserve doesn’t come back at all if the character is actively paying for other powers
(e.g., if you’re invisible, or powering a force field, etc) though Invested Numina doesn’t have this
effect.



Things Characters Do
(or Things That Happen to Them)

Now and then characters like to do things with their Attributes and Abilities because in real
life they might not be able to fly away from danger or walk through walls. GLOWING
PORTAL has a few rules worked out for some of these things; feel free to ignore them.

Falling Damage

When characters fall they take 1 MDmg for the first story, 2 for the second, 3 for the third,
etc. Each story’s worth of damage accumulates with previous levels (i.e., 1, 3, 6, 10, splat). Feel
free to modify this as appropriate to the scene (lots of wind) or your whim.

If a character has the Break Fall skill, he should roll it now (VRS). For every 5 points he
scores, reduce the number of stories he’s fallen by 1 for the purposes of calculating damage.

Inanimate Objects

When inanimate objects take damage, they just might break. The following chart will describe
how much damage certain items or materials take before breaking. You don’t necessarily need
these rules, nothing wrong with just running a scene the way it makes sense, but if you’re looking
for some rules then here they are.

If the value is in Mortal Damage then generally no amount of Superficial Damage will hurt it
(most people can’t punch a car into submission). Keep in mind that a wood board will break a
lot sooner than 5 wood boards, so take thickness into account (yes, yes, ha, ha). As always the
GM has the final word. Assume that the amount of damage a large object (like a car) can take
usually applies to a specific location. If you break the side or front of a car, the rear would still be
intact.

Some objects have armor. Try to keep it realistic, if a character is thrusting his short sword at
a wall, he might rack up 6 MDmg quickly, but he’s only going to be putting sword slices into it.
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Car 2 3 MDmg
Door - 9 SDmg
Lamp - 3 SDmg
Shield: (iron) 3 20 MDmg
Shield (wood) 1 10 MDmg
Tire - 2 MDmg
Tree 4 10 MDmg
Wall (dry wall) - 6 MDmg
Wall (steel) 8 20 MDmg
Window - 2 SDmg




Lifting Things

Listed are the deadlift weights that a character can lift (with a /o7 of effort), half of which can
be lifted over his head. These weights assume barbells, the more oddly shaped an object the
more difficult it is to lift.
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50 pounds
100 pounds
150 pounds
250 pounds
350 pounds
450 pounds
550 pounds
700 pounds
850 pounds
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11 1,500 pounds
12 2,500 pounds
13 4,000 pounds (2 tons)
14 6,000 pounds (3 tons)
15 8,000 pounds (4 tons)

Jumping

How far a character may jump (horizontally) with a run equals his (Reflexes + Athletics + 5).
This comes out to a human average of 9’ and a max of 25’. This value is halved without a
running start.

Vertical jumps are figured by ((Reflexes + Athletics + 1) / 2) in feet (66% of that score
without a running start). That comes out to a human average of 3’ and a max of 11°.

Holding Your Breath

Characters may hold their breath for a number of seconds equal to their (Endurance +
Athletics) * 10.

Throwing Stuff

Characters may throw something along the lines of a baseball a number of yards equal to his
(Strength + Throw) * 10 yards. What’s being thrown certainly impacts this, thrown lamps won’t
go as far as footballs. Human average then is 32 yards, max is 160 yards.



Combat

Initiative

When combat begins it is necessary to know who goes when, this is when we use the initiative
rules. Each character rolls 3D6 and adds his or her Initiative score to it.

Once everyone’s rolled the character who’s Initiative result was highest acts first (be they PC
or NPC). That character takes one action, then the character who’s Initiative score was the next
highest takes one action, and so on. If two characters’ Initiative scores are the same they act
simultaneously unless one of them elects to delay their action. If multiple characters are
simultaneously taking mutually exclusive actions (i.e. grabbing the same gun) they each make an
appropriate roll but only the winner gets it, still each of those character’s action is spent.

Any time a character’s turn has come he may choose to delay his action and act later in the
turn, on a lower Initiative score. When he chooses to act (for instance as if he’d scored a 13
rather than his actual result of 17) he acts simultaneously with anyone else who scored a 13. If a
turn ends and a character who’s been delaying his action hasn’t acted, it’s lost.

Any character that rolled a 20 or higher gets a second action that turn, any character
scoring a 30 or higher gets a third as well. Once everyone’s taken their first action, the process
starts again at the top score and those who have a second action may take it, all the same rules
apply. Once everyone’s second actions are taken, those with a third follow the same process a
final time.

Once all actions have been taken everyone rolls Initiative again and a new turn begins. Each
turn takes six seconds, therefore there are ten actions in a minute. Exactly how much you can
do in six seconds depends on the GM, the general idea (being that it’s rules for combat) is that a
character can make one good attack, or open a car door, hop in, and close it, or run about 88’, or
whatever else sounds like about six seconds’” worth. If you can alllllmost just get what it is you
want to do done in that time but not quite the GM may simply make you roll (maybe a Precision
roll, or a Reflexes roll) to make sure, or maybe add a penalty to the roll you’re already making. If
that’s not good enough he may just tell you it’s going to take you two turns (AKA two actions)
rather than one.

The Post-Turn Phase

After each turn a phase called the Post-Turn Phase is entered. A few special rules do a few
special things in this phase but for the most part if no one needs to roll to stay conscious then
you can safely skip right past it.

If any characters have enough damage that they need to roll to Stay Conscious, and if they
haven’t already done so this turn then they should do it now. If it matters, rolls to Stay
Conscious are the last thing handled in this phase.



Rolling to Hit

Find your character’s OV (e.g., Prec + Brawl) and roll 3D6, consult the Varied Rolling
System. To hit, your Result must equal or exceed your target’s Defensive Value (DV). If
successful you may do a small jig and perhaps utter a short rhyme about being awesome.

Called Shot rules are handled later.
Hitting an Immobile Target

Your target’s size is the first thing you need to know when determining its Defensive Value

(DV).
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Side of a barn 8
Car 9
4
Child 14
Lamp 16
Human head 19
Beer can 20
Baseball 24
Insect 28

Range Modifiers

Standard range is between 6 and 50 feet for a ranged attack. Shooting at a target outside that
standard range will modify your target’s DV. These ranges cannot perfectly reflect real life and
are intended to be simple and easy for game play. Feel free to change them as you like.

24" $ ( )
3’ or less +3
4 -10 +2
< 7 @=
51’ -100’ -3
101’ - 300’ -7

Scopes on weapons reduce range penalties to standard range (assuming the scope is powerful
enough). If the scope isn’t powerful enough then knock off an appropriate chunk of the penalty.
Using a scope to fire requires an action be spent aiming.



Brawling

In hand to hand combat range is limited and quarters are close. Because of this, the difficulty
of any attack made is affected by the limb being used. Punching someone in the leg isn’t going to
be easy, but punching him in the face is a good deal more accessible. Kicking someone’s shin
isn’t difficult, though kicking him in the neck certainly will be. Where appropriate modify the
difficulty to hit specific targets (e.g., the face, or crotch) by 1.

Dodging

Sometimes it might just be better to concentrate on not getting hit. Hopefully you have
friends who can do some butt kicking while you’re making your tactical retreat. So long as you’re
aware of an attack you’re more difficult to hit, 50% of your Evasive Value (EV) is automatically
added to your DV (the overall number your attacker needs to equal or exceed to hit you). This is
called your Passive Dodge. If you’re specifically not moving, your EV will not apply.

If Dr. Shmoo is trying to shoot at you (and you're human sized) from 40° away then his DV (if you were
standing still) would be 13, not a terribly difficult shot. However if you're aware that he’s shooting at you, chances
are you may be moving. 1f your EV” (Reflexes + Evade) is 6 then 50% of that is 3, which makes your total
D17 16. Shmoo’s a terrible shot, you'll be fine.

At the beginning of a Turn (after Initiative is determined but before any actions are taken) any
character may elect to spend the rest of the Turn (all of it, all of his Actions) dodging attacks and
doing nothing other than moving, AKA a Full Dodge. Until the charactet’s next Initiative roll
(next Turn) the character’s full EV is added to his DV rather than just the passive amount. A
character who’s fully dodging may still move his full Movement (running and weaving and
dodging frantically), though he must decide where he’s running and do so on his first Action, no
matter his Initiative score he may not act while people are taking second and third Actions.

Finally, a rule for the character that ends up with more attention than he was expecting (having
neglected to announce he was Full Dodging after Initiative was rolled). If a big metal robot’s
turned into a gun and is about to shoot him, he may elect to make an O.S.H.T. dodge (Oncoming
Smack Highly Tenderizing). Because it’s a last minute thing (and he may already have acted once or
even twice this Turn) his final DV is reduced by 2. If he’s sufficiently poor at dodging an OSHT
dodge may not even help.

Superficial Damage (SDmg)

SDmg is used to represent how stunned a character is. This type of damage will hurt and
quickly cause the target to suffer penalties and eventually knock him unconscious. Superficial
damage is healed quickly, it leaves no permanent wounds.

When SDmg is inflicted the target’s Dampening Factor is subtracted from the damage total,
anything left is SDmg that the character accumulates. Once he has a total of 10 he must
immediately roll to Stay Conscious SDmg (use the VRS). He need only score a 16, if successful
he’s OK for now. Once he’s accumulated a total of 20 SDmg he’ll need to roll immediately
again, his new target is 19. At 30 SDmg he’s shooting for 22, then 25, then 28, 31, and so on.

Each time a character’s SDmg accrued equals (or exceeds) a multiple of 10 (10, 20, 30, etc) he
earns a free point MDmg that cannot be mitigated in any way.
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Once combat is finished any character rolling to Stay Conscious needs to make one last roll
(as the last Turn wraps up in its PTP). If he fails the roll then as the adrenaline begins to wane he
passes out, if successful he needn’t roll again for a number of minutes equal to his Endurance
(and if he’s healed enough SDmg by then he won’t need to roll anymore).

Mortal Damage (MDmg)

Mortal damage represents real damage to a character that can cause scars, break bones,
bleeding, and eventually death. This type of damage heals much more slowly and is obviously
much more serious. Humans are unable to shrug off this type of damage regardless of how buff
they are. Armor (e.g., plate mail, Kevlar vest) is needed to dampen MDmg.

Any time a character actually suffers MDmg (if it gets through any armor) he takes at least
that many points of SDmg as well. If the attack is already inflicting that much or more SDmg
then the MDmg doesn’t cause any extra. This SDmg will not heal until the MDmg does.

If Dr. Shmoo’s been shot for 2 points of SDmg, and 4 points of MDmg, he'll actually take 4 points of each
(the minimum amount of SDmg must equal the MDmg done). If Dr. Shmoo takes 5 points of SDmg, and 4
points of MDmyg, there would be no change.

As MDmyg is accrued things get progressively worse. Once a character has 6 or more total
he’ll need some sort of medical attention or risk healing wrong, infections, and bleeding out.
First aid can help stabilize someone long enough to get them real help but death is assured
without some intervention (even with intervention at 9 or 10 points they may die anyway).
Here’s a small chart to determine your fate!
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1-5 sprains, fractures, cracks, scars, not fun
broken bones, bleeding (first aid)
bleeding, death in a matter of hours
bleeding, death within an hour
bleeding, half an hour max
immediate medical attention or else
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Once a character hits 11 MDmg and is dead, he may spend one permanent point of Will to
heal all his wounds and stand up good as new. No I'm kidding, he’s screwed.



Psychic Damage (PDmg)

PDmg is similar to Superficial Damage. Psychic Damage causes targets to get sleepy,
confused, and then eventually unconscious. It’s healed quickly, it leaves no permanent wounds.

When PDmg is inflicted the target’s Psychic Resilience (PR) is subtracted from the damage
total, anything left is PDmg that the character accumulates. Once he has a total of 10 he must
immediately roll to Stay Conscious PDmg (use the VRS). He need only score a 16, if successful
he’s OK for now. Once he’s accumulated a total of 20 PDmg he’ll need to roll immediately
again, his new target is 19. At 30 PDmg he’s shooting for 22, then 25, then 28, 31, and so on.
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For every 10 points of Psychic Damage a character accumulates he receives one point of
Mortal Damage (armor cannot prevent this).

Once combat is finished any character rolling to Stay Conscious needs to make one last roll
(as the last Turn wraps up in its PTP). If he fails the roll then as the adrenaline begins to wane he
passes out, if successful he needn’t roll again for a number of minutes equal to his Will (and if
he’s healed enough PDmg by then he won’t need to roll anymore).

Waking Up

Once a character has passed out he may roll again every minute to wake back up using the
standard Stay Conscious rules. As he’s “resting” he’ll be healing his SDmg and/or PDmg, so this
roll should get easier until he eventually wakes up. Unless of course he’s bled to death, or

someone’s kicking him while he’s down. Jerks.

Movement

A character may move a number of feet in a turn equal to his Movement. If he has multiple
actions in a turn it’s up to him to decide how to split it up among those actions. If a character
wants to move and attack (or move and do something time consuming) in any single action he
may not move more than half of his Movement during that action, and it has to come before the
attack does.

Common Attacks

Obviously many types of attacks are possible. There’s good ol’ fashioned fisticuffs, firearms,
grenades, brass-knuckles, harsh words. Here’s the quick and dirty:
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Bite (dog) 1+ (V2 Str) 2 - S
Bite (large) 2 + (2 Str) (2 Str) - S
Brass knuckles | 2 + (/2 Str) (2 Str) - S
Claw (2 Str) (2 Str) - S
Kick (equine) 4 + (V2 Str) 2 + (V2 Str) - M
( =Bk - @.c"s/ = "8 < M
Tackle 2 + (V2 Str) 1 - S
Wrestle 1+ (%2 Str) 2 - -
Baseball bat 3 + (/2 Str) (2 Str) - M
Crowbar 2 + (2 Str) (2 Str) - M
Flail 5 + (2 Str) 2 + (V2 Str) - L
Great Maul 7 + (V2 Str) 3+ (V2 Str) - L
Knife 1 2 + (2 Str) - S
Spear (2 Str) 2 + (/2 Str) - L
Sword (thrust) (%2 Str) 3 + (V2 Str) - M
e (slash) 3 + (/2 Str) 2 + (V2 Str) -
Large sword (%2 Str) 3 + (V2 Str) - M
(thrust)
e (slash) 4 + (2 Str) 5+ (V2 Str) -

Bow 1+ (V2 Str) 3 + (V2 Str) 1 -
Crossbow 5 4 - -
Crossbow 7 5 1 -
(large)

Shuriken 1 1 - -
Handgun 5 4 - -
(small)

Handgun 7 4 - -
Handgun 10 6 - -
(large)

Rifle 7 6 1 -
Shotgun 14 5 - -
Assault Rifle 5 4 - -
Grenade (frag) 30 15 - -
Taser * - - -

eTackle / Wrestle: See the Tackling / Grappling and Wrestling rules below.

e Large Sword: Broadswords are very heavy and not easily wielded, a character needs a Strength
of at least 6 to wield one without a -1 penalty to his OV.

e Shotgun: A character firing a shotgun has a +2 bonus to his OV, however damage is reduced
by 1 for every 10 past 100’ the target is (i.e., a target 120" away only takes 13 SDmg and 3
MDmg). Armor piercing ammunition cannot generally be used with shotguns.

e Assault rifle: Sece the section on Automatic Weapons for rules on Assault Rifles (and SMGs,
etc).



e Grenade (frag): Subtract 2 SDmg and 1 MDmg for every yard away from ground zero.
Someone standing 4 yards away from where a grenade detonates would still suffer 22 SDmg and 11 MDumg,.
e Taser: Sce the section on tasers for rules on... tasers.

Penetration

Some ammunition is designed to penetrate armor. The Penetration Value of an attack
reduces the target’s armor before damage is applied. Armor cannot be reduced to less than 0.
Armor piercing ammunition will increase the Penetration value of a weapon by 1.

Called Shots

Where a blow or shot hits a target is the main determiner in how much damage is done (at
least it is in Glowing Portal). Therefore called shots allow an attacker to attempt to increase the
damage they do by hitting sensitive or vital locations. The size of the target is always the first
step in determining the target’s DV, so if a called shot is being declared, use the size of the target
location chosen (i.e., human head).

When an attacker wishes to make a Called Shot, he must announce his intent and specify the
location before rolling. There is a risk to making a called shot, it increases a character’s chance of
missing entirely by raising his target’s DV (the DV on a human head is much higher than the DV
on a full-sized human).

The slightly complicated optional rule here is this, it’s kind of nice to reward characters for
particularly good rolls. If a character’s Result is 5 higher than it would have needed to be to
make a called shot, than he managed to make it even though he didn’t risk it. So, having made a
very lucky roll if Dr. Shmoo’s Result to hit an immobile mannequin was a 26, that being 5 higher than the usual
Result of needed of 21, he’d totally blow that mannequin’s head to bits!

The slightly more complicated optional rule is this, in the example of aiming for someone’s
head, a target’s DV may go from 14 (full sized human) to 21 (human head). That’s effectively a 7
point penalty to hit. If after missing the shot, a character’s Result was within 2 of what he needed
(19 or 20 in this example) then he still manages to hit the target’s center mass (no bonus damage,
but hey at least he hit). The “within 2 points” rule is meant to be fast and easy, GMs should feel
free to alter that number as they see fit (or throw it out entirely).

Use the following table as a guide for how much damage is increased when certain areas are
hit, if unspecified assume the damage done is the standard amount. In the end, use common
sense as the final arbiter (well, and the GM I suppose).

Area of Effect attacks (e.g., grenades) cannot usually be used with called shots.
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Super vital (head, heart, spine, 200% (MDmg * 2)
glowing power supply) 200% (SDMG * 2)
Vital (lungs, throat, secondary 150% (Mdmg = 1.5)
CPU) 150% (SDMG * 1.5)
Sensitive (groin, kneecap) 150% (SDmg * 1.5)




Aside from doing extra damage, when super vital locations are struck they make it more
difficult for a target to remain conscious (as addressed in the Superficial Damage section).

Reloading

Reloading a quick-load firearm (just throw in a new clip, or a speed-load revolver) doesn’t take
up a full action, someone may reload these weapons and still make an attack at CV -2. Reloading
in a way not specifically designed to be as quick as possible takes a full action.

Off-Hand

Most characters are either right or left-handed. If for some reason a character must
fire/attack/write with their off-hand they’re a little screwed. They can only use half of their
Precision for attacking or parrying. If characters are boxing, it doesn’t make sense to really worry
about off-hands, but if a character’s right hand is wounded he may have to wield his sword in his
left — that’s when it’s worth caring about. This rule is totally optional.

Dual Weielding

If a character is holding two guns (but fires one at a time), or two swords (but only uses one at
a time) we need no special rules (though you may want to look at the off-hand rules). If
however, he’s firing both guns at once or going for some sort of cool double-stab, he’s in for
some real penalties.

The attacker cuts his skill (e.g., Melee, Firearms, etc) in half for both attacks. Note that his
off-handed attack will *also* cut his Precision in half for the second attack if you’re using off-
hand rules.

If he’s willing to take these penalties he rolls to hit for each weapon / attack separately. Only
one target may be attacked this way (you cannot attack different targets simultaneously).

Armor

Characters can and likely will don armor. A helmet will not protect a character’s chest, keep
that in mind (say for called shots, or games of Punch Buggy). Armor dampens MDmg exactly
the same way that normal Dampening Factor reduces SDmg. Armor’s effects are not cumulative
with the character’s natural (or other) armor. In these cases only the greater armor’s value is
used.

Rules might not exactly always cover armor’s effects. If a character wearing a helmet falls and
lands on his head, the damage done might not be enough to get through the armor, but logically
the impact will still hurt the wearer somewhat, likely a good deal. Situations like these are left to
the GM to arbitrate.
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leather jacket 1 DF, 1 armor
leather (biker) armor 2 DF, 1 armor
chain mail 3 DF, 2 armor
kevlar vest 5 DF, 4 armor
SWAT team full body 8 DF, 5 armor
armor

Parrying

A character may elect to parry hand to hand / melee attacks rather than dodging them (if it
makes sense). This also allows characters to use their Precision rather than their Reflexes for
defense in certain situations. The character may substitute his usual (Prec + Evade) with his
(Prec + Melee) or (Prec + Brawl) to calculate his EV. It’s that simple! OK, it’s not that simple.
Brawl isn’t going to generally work against a sword though, barring some invulnerable gauntlets
or a seriously large difference between OV and DV.

If the attacker’s strength (assuming this makes sense at the time) is twice as much as the
parrier’s, the defender simply isn’t strong enough to deflect his opponent’s attacks (stick to
evasion). This rule is definitely just a guideline.

This also doesn’t allow for parrying ranged attacks; if a Star Warrior space monk (!) wants to
block laser blasts with some sort of, say, photonic saber he’ll need a special advantage or power.

Shields

If a character is using a shield his DV is increased by 3. A smaller one might only give a
bonus of 2, a larger one maybe a 4. A standard shield requires a Strength of at least 5 to use. Ifa
character is carrying a bulky, heavy shield keep that in mind if they’re doing anything too athletic.

Shields increase the DV needed to hit a character, it doesn’t increase their EV so enacting a
Full Dodge doesn’t increase shield bonuses.

Ganging Up

The more people that are shooting or swinging at someone, the harder it becomes for that
person to remain watertight. Each time a new attacker tries to strike the target (in the same Turn
that someone else has attacked him) the target’s EV is reduced by 1. Each subsequent attacker
(not including the original) can only add one penalty (multiple attacks from a single source don’t
continue to increase the penalty).

Groups can hassle a target with their speedier characters, and then maybe their brick will have
a chance to really nail him by the end of the Turn. At the end of each Turn all EV’s return to
their full value.

If a character is performing a Full Dodge then it takes 2 attackers per -1 EV penalty because
the target isn’t doing anything other than concentrating on running, hiding, and not dying. This
last bit is one of those rules you might want to throw out, if you like.



Weapon Size Modifiers (close combat)

When in brawling or melee combat compare the size of the attacker’s weapon (or lack
thereof) with his target’s. S = small, M = medium, L. = long. If an attacker’s weapon size is 1
step larger than his opponent’s (S vs. M, or M vs. L) he gets a +1 to his OV and his opponent
gets a -1 to his. If an attacker’s weapon size is 2 steps larger than his opponent’s (S vs. L) he gets
a +2 to his OV and his opponent gets a -2 to his.

A GM may wish to cancel, increase, or even reverse those penalties depending on the
situation and weapons. If the combatants are right on top of each other for instance, trying to
use a giant halberd might just make things more difficult.

Aiming

If a character is able to take his time, he may aim before taking a shot (usually only applicable
to ranged attacks). Anyone may spend an action aiming (though he’ll be completely immobile
doing so). After aiming the character will receive a +1 bonus to his OV on his next shot. If he
takes two actions to aim he’ll receive a +2 bonus, that’s usually as well aimed as someone can get.

Grappling / Tackling

First off, if a character is attempting to grapple an opponent holding a melee weapon (who is
facing the attacker) the target is allowed a free swing at the incoming tackler with a +1 to his OV.
This might very well hurt.

Once the defender has had his chance to smack the attacker, the attacker rolls (Precision +
Brawl) OR (Precision + Wrestling), his choice; ignore the defender’s weapon size for this roll.
This would be an embarrassing time to miss, by the way.

If successful the grappler may opt either to really just grapple (wrestling) or, having run up to
his opponent, try to knock him down first (a tackle) and *then* maybe start wrestling.

When trying for the tackle, the attacker and target both make Strength rolls (VRS). If the
attacker’s Result is lower then nothing happens (though you both probably look rather silly). If
the tackler’s Strength Result is equal to or higher then he’s successfully knocked his target down
and may opt either to roll off of him or to remain on top (wrestling time!) As a bonus the tackler
does some damage to his victim; it probably makes sense to modify the tackle’s damage based on
the terrain (granite, dirt, marble, silken Opium pillow den, lava).

As mentioned above, after successfully grappling someone the tackler may elect simply to start
wrestling (sans the tackle). He’s missed out on the tackle damage but didn’t risk messing the
whole thing up with a lost opposed Strength roll.

Wrestling
If a character manages to grapple or tackle another one then they’ve entered into the wrestling

rule zone! Just because a character is good at kicking or throwing punches doesn’t mean he’s got
a prayer once a big slow guy gets his meaty paws on him.



When either character wrestling has an action, he has several options: Break Free, Restrain,
or Harm his opponent.

If he wishes to Break Free, both characters roll (Strength + Wrestling); if the character
attempting to Break Free equals or exceeds his opponent’s then he is free. If he scored
significantly higher than his opponent, we encourage an impressive throw and maybe some
punitive damage to go along with it.

If he wishes to Restrain his opponent both characters roll (Strength + Wrestling); if the
character doing the Restraining exceeds his opponent’s roll he has partially Restrained him. Once
restrained, a character’s next Break Free attempt is at —2. Each time he is further Restrained he
accumulates another -2 penalty to his Break Free roll. Once he’s been Restrained 3 times (Fully
Restrained), he’s out of chances (at least until something happens to persuade the GM otherwise,
or his restrainer has to use the facilities).

A character may squeeze / bend / twist / momma-joke his opponent to do damage once
they’re wrestling. He may also bite him (normally reserved for those with fangs, but hey
whatever). The attacker and defender roll their (Strength + Wrestling). If the attacker’s Result is
higher, damage is applied. If either character is Restrained, he suffers a cumulative -2 to this roll
for each time he’s been Restrained. If he’s been Fully Restrained, damage is automatic (if
defending obviously), and impossible if attacking.

Wrestling opponents are completely unable to dodge, both involved have their EV’s zeroed
out during this for anyone trying to hit them, though anyone missing is going to have a damn
good chance of shooting the wrong target.

If both characters suddenly want out at the same time (say a car’s zooming at them), just go
with it.

Leg Sweeps

Sometimes bored PCs want to do something more fun than “I punch him” if you must you
must. Leg sweeps are generally limited to brawling or melee combat. The character needs to
succeed on a called shot to the leg. If he scores a hit have the defender roll his (Ref + Athletics).
If the attacker’s to hit exceeds the target’s result then the defender is grounded, otherwise he
probably did something cool looking. Maybe toss a couple points of damage his way to boot.
Boot, heh.

Explosions

Certain attacks explode, especially cars if Hollywood has taught me everything. When an
explosive attack misses it’s important to understand what type of attack it was. If a frag grenade
only misses by a bit it will still do plenty of damage. If an explosive bullet misses the mark on the
other hand, chances are good it won’t explode anywhere near the target.

In the case of thrown explosives assume that for every point the shooter missed his target’s
DV by, the attack was “off” by 2 feet, usually reducing damage. Furthermore, in the case of
timed explosives (grenades) there’s fuse timing to consider.

Grenades don’t go off immediately, fuses tend to hover at around 5 seconds (for frag
grenades anyway). Assume that grenades thrown during a turn detonate at the same time in the
next turn, giving people a chance to put some distance between it and then. A grenade landing



10’ away from someone may go unnoticed, especially in combat, Awareness rolls are probably in
order.
These rules are guidelines, in the end use common sense.

Auto-Fire

Some weapons fire much more quickly than the normal pull a trigger, get a bullet. These
weapons can usually fire single shots, 3-round bursts, or go fully automatic (often illegal).

A Strength of 4 is required to fire a gun with three round bursts without a -1 OV. When a
three round burst hits, if the shooter exceeds his target’s DV by 2 then 2 bullets hit, if he exceeds
his target’s DV by 5 then all three bullets hit (damage is applied separately for each one).

Fully automatic firing is a different story. Calling shots isn’t possible at all. A Strength of 5 is
required to fire a gun on full auto without a -2 OV (though a Str of 4 will give you only a -1).
When you’re just holding down the trigger spraying, your personal speed doesn’t matter, all of
the attacker’s actions in a turn are used up.

Assume a 90 degree cone is swathed in bullets. The attacker rolls his OV. If his result is even
half as high as it needs to be to hit someone, they’re struck with a bullet. If his result exceeds
someone’s DV by 1 then they’re hit twice. If his result exceeds someone’s DV by 3 then they’re
hit three times. If his result exceeds someone’s DV by 5 then they’re hit four times, and if his
result exceeds someone’s DV by 7 then they’re hit five times.

An attacker may also widen the spray to 180 degrees. Use the same rules but the attacker
must exceed his target’s DV by 3 for a second bullet, and 5 for a third bullet (three bullets being
the limit).

Tasers

Tasers fire two small darts at a target that remain connected to the “gun” (by wires).

Currently these darts are propelled by small compressed nitrogen charges. The cartridge
containing the pair of electrodes and the propellant must be replaced after each use.

Maximum range is 35 feet, or less for non law enforcement models (e.g., 15 feet). The design
of the darts will penetrate fairly thick clothing and are often barbed to prevent easy removal.
Some bullet proof vests are still susceptible to tasers.

Once struck the target’s sensory and motor nerves are stimulated to the point of evoking
involuntary muscle contractions. A target must make an Extremely Difficult Endurance check to
avoid collapsing, incapacitated for as long as the shooter keeps the juice on.

As soon as the electricity stops, so does the incapacitation, though victims are generally
disoriented or at least a bit off kilter for a few moments.

Once the electrodes have fired many taser models have a backup “drive stun” mode which
may then be used. The front of the taser forms a small electrical arc that will cause localized pain
in any coming into contact with it; this mode causes no involuntary muscle contractions and is
generally used for “pain compliance.”



Wound Penalties

Characters who have taken too much damage eventually start to feel it. As characters take
more SDmg or PDmg they begin accumulating penalties to most of their actions and values. If a
character’s managed to take both SDmg and PDmg then add those numbers together to see how
badly he’s messed up, he may also wish to consider apologizing.

Most things that could be affected by pain are penalized. This specifically doesn’t include a
character’s Dampening Factor, Armor, rolls to Stay Conscious, or other things the GM says.
Characters suffer a -1 penalty for every 5 points of SDmg or PDmg they have. If a roll is
reduced to less than 0, just assume that it’s 0.

Resisting Wound Penalties

Characters can often find the strength to ignore their pain and get done what needs to get
done (or at least deftly run the hell away). A character may announce his intention to ignore
wound penalties at any time, if successful it lasts until the Post-Turn Phase of that turn. This
being the case it’s generally more effective to make this decision at the beginning of a Turn, but
we obviously can’t always know what the future brings.

A character suffers 3 SDmg when he opts to ignore his pain for the Turn.

Remaining Conscious Anyway

Should a character be desperate he may demand of himself more, that he may continue to
fight (or flee) past when he should have passed out. After failing a Stay Conscious roll a
character may announce that he’s going to try to stay up anyway.

He makes another Stay Conscious roll at +15 to his roll. If he succeeds he’s fine for another
turn. He suffers 1 MDmg each time he does this (this damage cannot be mitigated), he doesn’t
suffer the usual point of SDmg that accompanies a point of MDmg.



Superhuman Attributes

Attributes may exceed 10 in some games. At this point it begins to become pedantic to
require many rolls, at least those made against normal, human difficulties or opposition. Other
rules may be applied as well.

Strength

Characters may substitute their Reflexes for their Strength when determining how far they can
jump.

When a superhumanly strong character hits someone or something with one of his limbs,
damage is figured using damage formulas for a baseball bat, rather than a normal punch or kick.

Presence

A character who’s presence is over 10 should let the GM know the default “feel” that he’s
putting off any time he enters a new room, or comes into someone else’s company. They can
always elect for “none” or “neutral,” but anything else will be known to those nearby.

The character’s mood will affect those in his presence in appropriate, though superhuman
ways. A seductress in a certain mood will distract entire rooms, especially with an appearance to
back it up. Anger will put everyone on edge, and probably scare those prone to it.

The point here is that the GM should constantly be taking that character’s mood into
consideration (unless they’re purposefully masking it).

Appearance

I don’t think I need to explain to you what a preternaturally attractive person’s presence can
have on a room full of people.

The Rest

The other Attributes should manifest similarly, not all of them are equally obvious to others
of course. If someone with a 14 Intelligence is trying to make small talk at a party, they’ll
probably leave quite the impression on anyone they speak with, some of whom won’t wish to
speak with them again. Someone with a Discipline of 12 probably isn’t the life of the party
either, things to keep in mind.



Final Tidbits

Character Sheet

Use the character sheet to keep track of your character. It’s sort of like where your character

lives. ©

Character Summary

Fill this sheet out however you like, it’s meant to be given to the other players as an easy way
to remember what you look like. Probably more helpful early in the game’s life.

Cheat Sheet

This is a handy cheat sheet, which is why it’s called that.
Initiative Tracker

Just a convenient way to help you keep track of initiative, print it out and use it if you like.
Average Human

This is a character sheet for an average human / person. GMs obviously have final say on
this. This is really based on a Western world template, and a fairly well off person at that.

Average Police Officer

Some combat training, physically able, this is a useful example for plenty of situations.
Characters tend to get in trouble in my experience, so you’ll probably need this character
template.

You’ll find that the average police officer’s is worth substantially more points than the average
human. This is not because we consider police officers intrinsically more valuable than other
people, but because their skill sets and attributes tend towards combat. Usefulness in combat is
more expensive in this game system than usefulness in most other areas.

Medium Sized Dog
An example of a medium sized dog.
Glossary

It’s, um, it’s a glossary.
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Glowing Portal
Character Sheet - 2/2

Character: Player:




Glowing Portal Character Summary

Character: Player:
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Weight
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Strength
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Glowing Portal Cheat Sheet -1/2

Character: Player:
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Glowing Portal Cheat Sheet -2/2

Character: Player:
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Glowing Portal — Initiative Tracker
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Glowing Portal - Average Human

Character: Player:
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Glowing Portal - Average Police Officer

Character: Player:
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Glowing Portal — Med. Sized Dog

Character: Player:
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Glossary

Action: Characters take a number of actions every Turn, often corresponding to a single attack.
Advantage: These are positive quirks and benefits possessed by characters.

App: Appearance (this is an Attribute)

Armor: Armor reduces that amount of Mortal Damage suffered.

Att: Attributes represent the most basic measure of a character’s makeup.

Awareness: When a GM wamts to know if someone’s noticed something, this is the roll to use.
Botch: A botch is an optional rule for when a character rolls a 01.

CP: Character Points are used to build characters, they help provide balance.

Combat Powers: This is a loose term meaning powers that are usually used in combat.
Continuous Powers: These powers’ effects continue once activated (invisibility for instance)
and usually costs NR each turn or minute to keep going.

Cour: Courage (this is an Attribute)

CRS: Consistent Rolling System

CV: Combined Value, generally calculated by adding an attribute to a skill or by doubling an
attribute.

Disadvantage: These are negative quirks and weaknesses possessed by characters.

Disc: Discipline (this is an Attribute)

DF: Dampening Factor

DV: Defensive Value is the final number that an attacker must exceed to score a hit after adding
a target’s Evasive Value to his default difficulty to hit based on his size and distance from the
attacker.

Easter Egg: Sce the glossary entry for recursion.

End: Endurance (this is an Attribute)

EV: Evasive Value

Float CP: These Character Points may be spent in any section (Powers, Advantages, Skills, etc).
They are usually gained by pulling extra points from somewhere else at a loss (e.g., 3:2).

Full Dodge: When a character is doing nothing but dodging, he gets to use his full EV.
GLOWING PORTAL: Glowing Portal Role-playing Game System. Hell yeah!

Incursion Die: This is the third, different looking six-sided die that is rolled with two other six-
sided dice in all rolls, its effect is only different in the Consistent Rolling System.

Init: Initiative determines the order in which characters act on any given Turn.

Int: Intelligence (this is an Attribute)

Invest: Some powers require that some amount of Numina Reserve be Invested (become
unusable) for that powert’s use to continue.

MDmg: Mortal Damage

Mentalist: This is a loose term that means a character who has mental powers.

MPH: Miles Per Hour

Move: Movement

Num: Numina, the stuff that makes your power and/or spells go (this is an Attribute).

NR: Numina Reserve

Opposed Roll: Most contests of Attribute or Skill are resolved with a single roll (OV vs. DV for
instance). Sometimes instead two characters both make a roll and compare their Results (like an
arm wrestling contest).

O.S.H.T. Dodge: The last refuge of the poor planner, a dodge for sudden twists of fate.

OV: Offensive Value



Passive Dodge: When a character is aware of an attack but isn’t devoting all of his time to
dodging he only uses 50% of his EV (AKA his Passive Evasive Value).

Post-Turn Phase: This phase happens after every Turn, it is often skipped over. Characters
near passing out must roll to remain conscious.

PDmg: Psychic Damage

Penetration: A number of points of Armor equal to an attack’s Penetration is ignored when
damage is applied.

Per: Perception (this is an Attribute)

PR: Psychic Resilience

Prec: Precision (this is an Attribute)

Pres: Presence (this is an Attribute)

Recursion: See the glossary entry for Easter Egg.

Ref: Reflexes (this is an Attribute)

SCS: Stay Conscious Superficial Damage is used to determine if a character can remain
conscious after suffering too much Superficial Damage.

SCP: Stay Conscious Psychic Damage is used to determine if a character can remain conscious
after suffering too much Psychic Damage.

Result: After a character rolls dice and consults the appropriate rolling system, he modifies his
Combined Value appropriately; the end number is called the Result.

SDmg: Superficial Damage

Skill: Skills represent talents, knowledge, and specific abilities

Str: Strength (this is an Attribute)

Turn: A turn equals 6 seconds.

Unskilled Rolls: When a character rolls Attribute + Skill without actually possessing the skill in
question.

VRS: Varied Rolling System

Will: Will (this is an Attribute)

WR: Willpower Reserve

Copyright 2009 Apocalypse Engine. All rights reserved.



