6X - THE ONE PAGE ROLE PLAYING SYSTEM

The 6X—One Fage Role Flaging Sgstem enables gamers new and old tojump right into the action

with a quick and clean rules system that leaves the world bui]c!ing to the P!aycrs. A” you need to start

a camPaign is a six-sided die and some paper. (Good luck!

ﬂaycrs (l - inﬁnity) - 6>< can be Plagcd bg any number of PcoPIc, even

jfj/ljjﬂj—’j‘.jf J’ust one. Flaging alone may not fill your need for social interaction, but it will

keeP you busg at the bus stop. O]C course, 6X worksjust as well with groups.

i Six-siclecl Die -~ (God may not Plag dice with the universe, but you can.
5imp|3 snatch a die out of any standard board game (may I suggest Sorrgl).
Onece you start P|a5ing 6X you’” never miss it.

Fapcr ancl Fcncil - ]t’s alwags good to keeP arecord and 6X actua”g
leaves a paper trail of your gaming cxPcricncc. You can consult the record for
new storytc”ing oPtions, relive the adventure again and again, or convert your

camPaign into prose to share with others.

Narrator- ]t’s the narrator’sjob to conduct the story and Providc the conflict. J’(dl :' -
v —")
6Xis not designed for c{ungeon craw|ing; it's an imProvisational storgte”ing en- -

gine. Evergtl’ling clﬁanges with a roll of the die and narrators should prepare to

alter their Plans to the realitg of the game.

Flaycr~ Jn éX, F|ager5 make all the imPor‘tant choices for their cl'laracters, but

that's onlﬁ the begirming. Throug}ﬁ discussion and debate, Flagers influence
the Possible outcomes of their actions for good orill. 6Xisnt about winning, it's
about tc”ing the best storg and the sgstem allows F|ager5 tobea big Par‘t of

that process.

Forgames O‘F one, a sing|e PCFSOH can P|33 }DOH’I Narrator anc{ Flager. ]:OF

games with more Flaycrs, Narrators canjump in with their own characters.
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6X -~ T he One Fage Role F]aying Sﬂs’cem by Benjamin Jacobson

W9 ruly
I - Narrator and Flagers agree on a wor|d, genre and tone for the adventure. Aclventures can l’lappen angwlﬁere

and in any style: street level crime drama, superhero comed , € ic fantas throwdown, regency romance, m tho-
Y sty P 9 °p Y gency Y

logical War of the (Gods or arecreation of the lives of 3ourlcavoritc sitcom characters.

2-Fach Flagcr should write up a short clescriPtior\ of a character, noting any Pertir\ent details to the genre: the
powers of the suPerl’lero, the Persor\ahtg of the sitcomedian, the weapons of the barbarian, the Familg of the ro-

mance heroine. Avoid too much detail as the character will be fleshed out }33 the story and their choices.

Worlcl Dcscription E_xamplc- ATo”«tinesquc 3 - T]’?C Narrator sets the scene and controls any char-

Far\tasg world with a dark criminal unclerl:)e”g actersggiyrun bg the F|agers. The F|agers make deci-

where no one can be trusted sions for their characters until confronted bg an action

with a signhcicant chance of failure.

Character Dcscription E_xamplc: Young / uabi

4~ When faci ible failure the P decides th
Ribai, an orPhan of the streets, must make the When acing possibie fature cFagcr O

oPtimal, desired outcome for the character. T he out-

most of his quick wits, agi!e bodg and bc”igcrent
come should be stor3 based (scc cxamp|e). This optimal

Personalitg in his quest to move up the criminal

ladderf t t ime lord outcome is written down and assigr\ec] the number one.
adder from cutpurse to crime lord.

5 —~ Thc Narrator decides the worst, Propor’ciona| outcome for the action. Fropor’cionalitg is kcg. The worst

outcome is written down and assigncd the number six.

6 - Thc Flaycrs and the Narrator discuss and debate various other Possiblc outcomes that can be intcrpo~
lated between one and six. Numbers two and three are assigncc{ Positivc but imPchcct outcomes. Numbers

four and five are assigncc{ negative but fixable outcomes. Final decisions are made 133 the Narrator.

7 - Thc Playcr rolls to determine the outcome
and the storg Proccc&s from that Point onward Action E_xamplc: Zuabi the thief wants to steal the purse of
until the next conflict. a Particularlg ostentatious gentleman in the crowd.

i. Success! Zuabi gets away clean with money fora year.

9 — (ontested Actions — Should time be an

2. Success, but the purse is Iiglﬂtcr than expccted.

issue in the resolution of actions (such as in com-

3. Success, but there’s a hole in the bag and a trail of go]d

bat) roll for each involved character to determine
Ieading to /uabi, could be trouble later.

the order of action. Frocccd with this order until

4. SliPPerg hands mean no golcl, but at least he’s safe.

time is no longer an issue.
S 5. [Failure and the constable has taken notice.
10— Ang conflicts between the Narrator and 6. Tailure! T he man’s boclgguarcls seize the }303 and clrag

the Flaycrs can be resolved using rules +—7. him into an a”ey for his due Punishmcnt.
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