Matt Lloyd’s Basic Skirmish System (Designed with Fantasy Dungeon Hacks in Mind)

TO BE ADJUSTED FOLLOWING PLAYTESTING.
To be played on a table with either a hex grid imprinted, a square grid imprinted, or using a ruler/tape measure to measure distances for movement purposes.  The hex grid or square grid should have spaces at least 1” wide so that figures fit in them.  

Players:2+  1 Player (at least) controls the monsters/evil things and handles the game events and encounters.  The other players control individual heroes.

The categories of creatures in the game are as follows:

Mooks – Goblins, skeletons, zombies, evil guards, etc.  These are often many in number but weak.

Monsters – Big ugly things like Minotaurs and so forth. These are individuals.

Heroes – the good guys.  Also individuals.

Mooks and Monsters have the following stats:

Action points:  How many actions the creature may spend.

Skill Level:  How many dice they throw for an action and is also the initiative score.

Difficulty/Toughness:  How hard it is to kill one of these creatures.

Heroes have the following stats:

Action points: How many actions the creature may spend.

Fighting:  How many dice the hero throws in combat

Shooting:  How many dice the hero throws when shooting/throwing/firing a ranged weapon.

Spell Craft: How many dice the hero throws when casting a spell

Initiative:  Score for telling who goes first during each turn.  

Toughness:  Healthiness of hero and difficulty to kill.  

The dice used in this game are standard 6 sided dice.  You should not need more than 10 of these at any one time.

Basic Outline of Play:

Creatures act in initative order.  The creature or group (in the case of Mooks) with the highest initiative goes first, followed by the rest in descending order.  A Hero can choose to wait until a later stage of the round to move.  If they choose to do so then simply state it and the hero then may have an initiative value of his/her choosing for the remainder of the round which must be less than their original value.

Heroes move before Mooks and Monsters if they share the same initiative score, unless they desire not to.  

You must complete all actions with one figure before moving onto the next.

When a creature acts it spends action points which may be used to do the following:

1. Move 1 square,hex,inch in any direction in any facing.  Movement is not permitted through other creatures. 

2. Shoot at any creature with any ranged weapon that it has that is within 6 squares/hexes/inches that it has a clear line of sight to.  Intervening creatures of any height block line of sight to all creatures behind it. 

3. Strike any creature/s that are in base to base contact/1 hex away/1 square away.

4.
Cast a spell.

Shooting is worked out as follows:

1. Select a target, range may be measured beforehand – you only need to have line of sight and be within 6 squares/hexes/inches.

2. Roll a number of dice equal to your shooting skill.

3. Your score is equal to the highest individual dice roll.  If you roll more than one 6 then add an additional 1 point to your score for each additional 6 beyond the first.

4. If your opponent was a mook and you scored higher than its toughness then it is dead.

5. If your opponent was a hero or monster and you scored higher than its toughness then it reduces its toughness by 1.  If its toughness reaches zero then it is dead.

Close Combat is worked out as follows:

1. Roll as many dice as you have skill points in Fighting.

2. Your score is equal to the highest individual dice roll.  If you roll more than one 6 then add an additional 1 point to your score for each additional 6 beyond the first.

3. If your opponent was a mook and you scored higher than its toughness then it is dead.

4. If your opponent was a hero or monster and you scored higher than its toughness then it reduces its toughness by 1.  If its toughness reaches zero then it is dead.

5. Against mooks you may allocate, after rolling, individual dice to more than one mook.  Example:  You roll 4 dice and are facing 5 mooks of tougness 3.  Your roll is 6,5,3,2.  You may kill 2 mooks, the first with the die score of 6, the second with the die score of 5, the 3 and 2 are not high enough to kill these particular mooks.

Special Rules regarding Close Combat:

1. The score needed to beat a creature’s toughness is reduced by 1 per friendly model in contact with the creature being attacked.  

2. Roll an extra die for each friendly creature also in contact with the target creature.

Special Rules regarding high toughness opponents in close combat and shooting :

If your opponent/target has a toughness higher than 6 then:

1. For each 6 rolled in combat or shooting against a creature the target creature must roll a die.  If it was shot at then on each score of 1 its toughness is reduced by 1.  If it was struck at then on each score of 1 or 2 its toughness is reduced by 1.  This is called a luck roll.

2. Luck rolls are only made by Monsters, Heroes whose toughness is greater than 6.

3. Toughness cannot be reduced to less than 6 as a result of luck rolls.  

Spell casting:

Spells may be cast as an action.  The spell to be cast is determined by the Hero casting and can be anything imaginable.  The player controlling the Mooks and Monsters, or umpire if present,  determines the level of difficulty.  As a guide, if the spell will affect a creature in an undesirable (from the creature’s point of view) fashion then the basic difficulty is the creature’s difficulty/toughness.  The more complicated the spell’s effects then the higher the difficulty should be.  The range at which a creature may be targeted is equal to the spell craft skill in inches.  Line of sight is required.  

Spells may be used to enhance friendly creature’s skills.  To do so roll for your spell craft skill as you would for any other skill roll.  The score achieved is used in place of the selected skill score, if higher than it would be otherwise, beginning at the time the caster casts the spell and ending when it is the caster’s turn again.  If caster dies in that time then it ends immediately.

Special Rule regarding enhancing skills:

If a creature’s initiative is increased above that of the casting creature then the creature whose initiative has been increased may act at any point in the round after the caster has completed their actions.

If a creature’s action points have been increased then the new score counts, for that round, as the number of action points the creature had at the beginning of its turn.

Character Generation and Adventure Creation.

To play the game you will need some heroes. 

The players should agree on a set amount of stat points to spend on 

The base values for all stats are:

Action Points: 2

Fighting: 1

Shooting: 1

Spell Craft: 0

Initiative: 1

Toughness: 4

Each stat may be increased by 1 per stat point spent upon it.  

As a basic guide, a starting amount of stat points to spend for basic heroes is between 12 and 14 points.

The Mooks in the game should generally have skill levels and action points of at most 5, and toughness levels of no higher than 7.  A stat of 8 for toughness makes it very tough for a hero to slay the mook. an 8.  Monsters can really vary depending upon the adventure.  

Against basic characters with 12-14 stat points to spend, mooks with actions/skills of about 3-4 and toughnesses of between 3-5 will provide about average challenge, if accompanied by a good villain (Oxymoron?)

Supernatural equipment:
Magic swords, charmed pendants and the like are common in many fantasy settings and there is no reason not to include them here.  A few sample items are included in this ruleset but this list is by no means exhaustive.  Make up some for your own adventures.  
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Giant Slayer Sword

Monsters Fail Luck Rolls on 1,2 or 3 rather than just 1 or 2 in combat

Magic WEapon

Riddle of Steel

You may Sacrifice toughness points for fighting skill at will.  

Magic Parchment

Charmed Amulet

Ignore the First failed luck roll each turn

Magic amulet

SwiftBlade of Death

Apply Combat Score to All Enemy Creatures In Contact

Magic Weapon

Blessing of Agur

All your combat and shooting dice rolls of 5 now count as 6

Magic Blessing



Full blessed plate

Fail luck rolls on a 1 only

Magic armour

Kinslayer

Add 1 to score in combat, user gains no extra dice from friends in contact with opponent

Magic weapon

Elixir of Vigour

For one round double your action points

Magic potion

Euclid’s telescopic sight 

Sacrifice initiative points before the game for additional inches of range, 1 point per 1 inch

Magic weapon

Health elixir

May boost toughness by 2 once per game 

Magic potion

Cursed arrows

Opponents fail luck rolls on 1 or 2 against your shooting attacks

Magic weapon

Elixir of wonder

Double 1 skill (fighting, shooting, spell craft) for 1 turn

Magic potion



Stormbringer

(Yes I know it is cheesy)

each opponent slain increases any stat of user by 1 point, user’s choice as to which stat.

Magic weapon (must be albino melnibonean emperor to use)

Blade of unluckiness

Opponents make two luck rolls instead of 1 per 6 rolled in combat

Magic weapon

Elixir of false hope

Ignore the first d6 failed luck rolls for the game

Magic potion

Blindingly shiny armour

Opponents roll 1 less dice in combat than normal  against user 

Magic armour

Shield of the everywhere man

User’s toughness does not count as lower when in contact with multiple opponents

Magic armour

Elixir of sneakiness

For an action, swap user’s toughness with toughness of any other creature in contact once per game.

Magic potion

