Solo Semi-Skirmish & Role Playing

Wargames System:

I've wanted something like this for a very longdinand all through my teens,
early adulthood, and into my first greying hairsyrbicked my brains (giving
myself even more white wool in my rapidly thinnilegks) and tried to come
up with a workable system for playing solo wargan@®ver even imagined
solo role playing was possible until | recentlyadigered Mythic.

But this amazingly simple and new Mythic gamesieaghing didn't quite do

it for me in the way | wanted. Oh golly YES, withidwaving read this
wonderfully inventive innovation to the hobby, illgbrobably wouldn't have
had a clue where to start on my own solo systegueks all pioneers get copied
endlessly, and this is no exception. But what lehdone is change the way the
“original” idea worked a bit, made it my own, ciioba few concepts, added my
own ideas, and came up with.... the nameless gamarng reading now.

Once | get started, and found my direction; tHegtell into place and were
written in about four hours straight. By playtegtirfound they work, and the
rest was simply formatting them for you the readeznjoy - for free.

| have no idea whether anyone will like my solotegs Indeed, | only really
wrote it for myself, to help me with my own tabtptskirmishes and semi-rpg;
but somewhere along the way, | decided to let stekare in the fun | was
having (because, believe it or not, this game tsadly very workable, user
friendly, and enjoyable to play — let's call it RADIC from now on); and now
if you want to know whain-radic means, you'll have to read on to find out.

| designed everything around my personal need g@ame which would allow
me to play solo Victorian-esque, and 20°s/30°s Budpgames: though there are
no concepts in the following pages which can'tlgds altered very quickly to
make the system truly generic.

I've also gotten rid of the flowery text and pailierf. There isn't even any
pictures or sketch art included. I've stripped gtfeng to the bare bones, and
what is left is solid set of basic rules and hdlgfame aids which (hopefully)
anyone can quickly find and reference, learn fasd, use easily.



Therefore, it follows that anyone possessing afoiire knowledge about the
way Mythic works, will understand my rules withtli or no problems what so
ever. Others, because of the lack of explanationtamed in IN-RADIC, may
find it a tiny bit harder to break into the game.

Please enjoy.

© 2008, Stephen A Gilbert.
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Plot Aid Card Deck (Normal Playing Cards).

Once every in-game week (or every couple of daysufprefer a faster pace of campaign
with rapidly unfolding events) shuffle and pull ¢ercards. Or if you simply want scenario
ideas, use the cards in the same way to genesatiecd random event ideas to spice up your
one off scenarios.

The first card drawn is called “Self’, and is alvsajrawn for the good guys... the solo
gamer's personal favourite “side’.

The second card drawn is “Enemy Influence” goeabié¢deft of the “Self” Card already
drawn, and represents recent events (leading thetpresent), plus indicates the growing
schemes and machinations of the enemy.

The third card “Enemy Manoeuvres” also represdrgenemy; goes to the right of the
central card and indicates current or very nearréuevents. Combined with “Enemy
Influence” and “Self”, the three cards should swgj@gecurrent viable plot for the solo gamer
to play out, either in his/her ongoing campaigrglo journals, or on the games table.

HEARTS.

Ace—An important card, whose in game meaning is odiéected by the environment of the
previous or following (enemy) card. With anotheafts card it implies new or rekindled

love, friendship, and affection (maybe even thamrebf an absent character); with diamonds,
money andhewsof distant friends; with clubs, festivities, anct®d or domestic rejoicing;

with, spades, disagreements, misunderstandingteroin, or misfortune; individually, it
stands for the home, office, safe house, etc.

King.—The game is currently dominated by a good-heartad, with strong affections,
possibly an emotional man, and given to rash juddsigossessing more zeal than
discretion.

Queen— The game sees a woman take centre stage:diamgland lovable, domesticated,
prudent, and faithful.



Knave—Not endowed with any sex. Sometimes taken a€thed card. Represents
information and good judgement from a best frierdas a fair person's thoughts. The enemy
cards placed previously and directly after thigicae indicative of the good or bad nature of
the Knave card interpretation.

Ten—A sign of good fortune. It implies a good headppiness, and the prospect of
temporary security. It counteracts bad cards andiroes things in the vicinity.

Nine—The wish card. It is the sign of riches, and ighhsocial position accompanied by
influence and esteem. It may be affected by thengriwad cards.

Eight—The pleasures of the table, convivial society.ifyportant gathering. Another
meaning implies love and the prospect of relatigneh marriage between game characters.

Seven—A faithless, inconstant friend who may prove aeray.

Six—A friend or contact with a confiding nature, Iiag open-handed, and quite possibly
easy prey for swindlers; courtship, and being apgined by devious enemies.

Five—Causeless jealousy in a person of weak, unsettiacacter.
Four.— Lack of trust.

Three—A dire warning card (perhaps a warning from atelysus phone caller, a scrawled
message thrust under a door, or a second handswitoen overheard conversation).

Deuce—Unlooked for (short term) prosperity... maybeeavrclient, a lucrative pay packet, a
new case for your favourite’ gumshoe’, successfonklvobbery made by the mob, etc.

DIAMONDS.
Ace—Treasure. Missing item. A clue.
King.—Fresh reliable news.

Queen—Flirtatious woman... one used to having admir&raved one may wander in this
direction.

Knave—A near friend or contact will put his/her ownengsts first.

Ten—The potential threat of kidnap, innocent victikmown to the card drawer.
Nine—Lack of strength, loss of faith, loss of beliefself. Low ebb. Disappointment.
Eight—Chequered Past surfacing. The past surfacingusecpotential harm.
Seven—Bad Gossip and slander. A Set up.

Six— Former Lover or partner suddenly surfacing, mgkhings uncomfortable.



Five— Unexpected news. Business success, a lucky break

Four.—Breach of confidence. Troubles caused by incon$teends, vexations and
disagreements.

Three—Legal and domestic quarrels. Temper or fight.

Deuce—An unsatisfactory love affair, awakening oppasitirom relatives or friends.
CLUBS.

Ace—Wealth, a peaceful home, industry, and genecserity.

King.—A dark, shadowy, mysterious man of enters play.

Queen—A dark, exotic, beautiful and mysterious womateesnplay.

Knave—A New friend or ally.

Ten—Stolen Riches.

Nine—Friction through opposition to the wishes of fidks, colleagues, or associates.

Eight—Love of money, and a weak passion for speculatimgambling.

Seven—Great happiness and momentary good fortune (s&1ont goal achieved) — but with
a price to pay.

Six—Loss of income, blackmail, unpaid gambling debteindlers.
Five—An advantageous proposition.

Four.— Falsehood and double-dealing.

Three— Real trust. Leap of faith.

Deuce—Care is needed to avert disappointment, anddaapposition.

SPADES.
Ace— lll-chosen friend(s).
King.—An attack against a friend, friends, or self.
Queen— bribery.
Knave—Weak, and unwillingness of others to help dortgbt thing.

Ten—An evil omen; grief or imprisonment. Has powedtract from the good signified by
the “Self” card.



Nine—An ill-fated card, meaning sickness, losses,lites, and dissensions.

Eight—A warning with regard to any enterprise in hafkis card means evil; also
opposition from friends. Bad choices; walking iattrap.

Seven—Sorrow caused by the loss of a dear friend.

Six.—Rest after toil. Safe House. Going into hiding

Five.—Temporary happiness, and a choice betweesopal desire and doing what's right.
Four.—llIness, recovering from a wound. Temporarily otiaction.

Three—A journey. New adventure.

Deuce—A removal, or possibly death.

~ THE RULES OF THE GAME ~

Ranged Weapons

(Uses the same normal pack of playing cards):

Range

Side Arm — 8 inches
Rifle - 20 inek
Tommy Gun 12 inches

Vehicle Mounted or

Team Manned Sub 30 inches
Machine Gun

Thrown Explosives 6 inches
Thrown Spear/Blow-dart 8 inches

Thrown Blade 4 inches

Meteor Hammer/Whip 3 inches



Side Arm (Pistol, Revolver), Rifle, Meteor Hamm¥rhip: Draw the top 3 cards from the
deck.

Thrown Spear, Blow-dart, Blad®raw the top 2 cards from the deck. Don't pull$keond
card if the first card achieves a hit.

Tommy Gun:Draw the top 6 cards from the deck.

Vehicle Mounted or Team Manned Sub Machine Graw the top 10 cards from the deck.
If three cards all showing the same number or pectme drawn, the weapon immediately
jams or runs out of ammunition (any remaining cdodshe weapon still to be drawn are lost
this turn). The weapon is classed as un-jammedfppted on the subsequent turn.

Thrown ExplosivesDraw 1 card (ignore the picture cards), the nunalbawn must be
between 1 and 6: anything over this representati@er of inches the explosive weapon
deviates or a failure to explode (1d6, 1,2 lef B3ght: 5 overshoot: 6 shot fails to go off at
all). Anyone within 3 inches of the explosion mdsaw 2 cards (unless behind substantial
cover) to see whether they take any hits.

Multiple hits from a side arm can be directed at &mget within line of sight. Following fire
hits from other weapons (except explosives) mustii@n 4 inches of the last target hit.

| figure with cover from ranged attacks reducesehemy's attack card total by 1 card.

Which Card Suits Cause Hits?

“Self “ Team Heroes, side-kicks, and other good guayn characters hit when Hearts and
Diamonds are drawn.

All other secondary good guys hit only when Dian®acde drawn.

Bad guy Bosses, and important main charactershenvspades or Clubs are drawn from the
pack.

Other secondary bad guys hit when Clubs are drawn.

Place all the cards drawn (when a weapon is usedl)ine left to right. Stop drawing cards if
the weapon jams or runs out of ammunition.

Save Cards

Every time a hit card is drawn (numbered and pecttiards apply), the target figure may

attempt to negate the hit by drawing a card andmdgit half over the hit card. If the save

card (any suit) equals or exceeds the hit cardatfaek forthat hit card is ignored.
Movement

At the beginning of each turn, the sides involvesuglly only two) each draws 1 card (the

side representing “self” may draw 2 cards and bséhighest one shown). Highest number
goes first, and so on. Draw fresh cards amongsssidho pull tied numbers.



Next: in order of sequence: a side draws threescand chooses the highest number. If only
picture cards are drawn, no actions may be madeat\side orihis turn. The number drawn
represents the number of figures that side mayaiperform actions during a turn. Actions
include movement, making ranged attacks, movingraaking ranged attacks, or melee.
Beyond this, accurate sequence of (what is norneallgd) "phases’ is left pretty open.
Human movement is usually 4 inches per turn.

Large animals 6 inches per turn.

Cars, Trucks, and motorcycles can be given a defemement of 10 inches per turn.

A side may move one of his/her own figures at & 0b4 card point.

A side may move and make ranged attacks with adifur 2 card points.

A side may make a melee attack with a figure foadd point.

Moving a figure over difficult terrain (opening aar and entering a building, getting into a
car and starting the engine, moving over a wallestge, swimming or wading through water,
moving through trees, uphill, etc) costs 2 carchf®iTo move over difficult terrain and make

a ranged attack costs 3 card points.

Turning and Manoeuvring with a Vehicle

Hey! these rules are meant to be super easy. Toagkyer can literally make up what seems

reasonable in mid game. Most of us know how toedngwadays, so it doesn't take much

imagination to determine realistic situations..uyan even throw in a few Starsky and Hutch

wheel spins and handbrake turns every now and agaghyou always have your IN-RADIC

table (below) to help you out when you re undecidédt to allow and what not to allow.
Melee

This is similar to drawing cards for ranged attaeksept weapon types are not usually that

important, and when large close combat fights fd&ee (with multiple base to base

combatants), pool all the attack cards togethand.lay them out in a line.

Team heroes, side-kicks, other good guy main cheradraw 4 cards apiece in melee.

Secondary good guys draw 2 card each.

Bad guy bosses and important main characters dicard3.

Other secondary bad guy characters draw 1 card each

“Self “ team heroes, side-kicks, and other goog main characters hit when Hearts and
Diamonds are drawn.



All other secondary good guys hit only when Dian®acde drawn.

Bad guy bosses, and important main charactersihahvpades or Clubs are drawn from the
pack.

Other secondary bad guys hit when Clubs are drawn.

Every time a hit card is drawn (numbered or picttasds apply), thearget of the attacks

(not theindividual figures) may attempt to negate the méleédy drawing a card and
placing it half over the hit card. If the save céady suit) equals or exceeds the hit card, the
attack forthat hit card is ignored.

Once hits and saves have been calculated, thegyo@d(“Self”) always get to choose which
enemy or enemies receive hits.

When it is a bad guy dealing out the hits (i.e.¢hemy the solo player is trying to win
against), the good guys (“Self”) always chooseg&lwlbwn figures receive hits... in any
combination he/she likes.

Shuffle the pack of cards often. Get into the habdoing this, to keep the game interesting.

There is no cover bonus for any figures engagedetee.

Monsters In Melee

T- Rex, King Kong, Triceratops (totally inaccurabet fun), Raptor Packs, etc, etc. All these
and any other monstrous creations need to be rastiggntly differently in melee.

T-Rex draws 10 cards.

King Kong draws 12 cards.
Triceratops draws 7 cards.

Raptor Packs draws 6 cards.

Sabre Tooth Tiger draws 5 cards.
Lion, Tiger, or Gorilla draws 3 cards.
A Savage Dog draws 2 cards.

9" Metal Robots draw 5 cards apiece.

And so on... invent your own strengths to repregent personal model collection and
individual tastes.



Hit Points

| suggest “Self “ heroes, side-kicks, and otherdggoy main characters start a game with 3
to 6 hits each.

All other secondary good guys might start a garhd points.

Bad guy Bosses, and important main characters dhiaye 3 or 4 hit points each.
Other secondary bad guys only get 1.

T-Rex might have 6

King Kong 10.

Triceratops 5.

Raptor Packs 4.

Sabre Tooth Tiger 3.

Lion, Tiger, or Gorilla 2.

A Savage Dog 1.

9" Metal Robots 4 or 5.

You get the picture. Invent your own characters] amonstrosities to suit your collection.

Generic Car 3 hit points (passengers count asvaragainst explosive attacks... i.e. the
vehicle makes any necessary saves, not the figuaes. may not be targeted by other ranged
attacks until the vehicle is destroyed; at whicmpplace all passengers beside the wrecked
vehicle.

IN-RADIC

The following table is a catch all to cover anyation the solo player wishes to resolve
quickly and smoothly.

Use it wisely, use it often... but also know wimarito use it and simply apply common sense
instead.

The In Game, Random Action Decision Indicative @kltor is your friend, and will (if

treated right) make all those awkward decisionsg/or without disrupting the flow of the
game in any way. Once you decide an action you tesgsolve: quickly determine the
difficulty level you wish to apply, throw a coupbé dice, and read off the result (there are
only ever three outcomes so it's not confusinggidieg what happens using the result of the
IN-RADIC table — well that's up tgouto decide using your imagination and hgouthing

the game should go.



In Game, Random Action Decision Indicative Calculator (IN-RADIC)
For Solo Gaming (2D6 system):

Roll under or equal the number shown fd?teafect result. Above perfect but
below or equal okay to for &dkay result. Above okay or equal to folNsbw
Look What You Did catastrophic failure.

Odds (2D6) et Okay Fail Now look what you did

Impossible —but you just never know - 3 5 9

Very Unlikely — but this is Pulp 2 4 7 10
Below Average Chance go for it 3 5 8 11
Average —fifty-fifty 4 6 8 12

Above Average -easy 5 7 10 12

A dead certainty —in your sleep 6 8 11 12
Impossible to fail —-no contest 7 9 12 -

A Perfectroll means the action has succeeded so well the gaisracter gets a
positive bonus to the result; eifjthe action being rolled is to entangle a
dangerous animal in a net, a Perfect result noy@dhieve this but would also
bring the beast crashing to the ground in stunnaafasion). Maybe the action
was to listen in secretly to a conversation. A Perfoll not only means the
conversation was successfully overheard, but gterler also hears something
unexpected and highly valuable the scenario... gesta vital clue to the main
campaign plot itself.

An Okayroll means the action succeeds; no more, no TéesOkay range are
the numbers falling betweakayandfail.

A Fall is a roll higher tha®kaybut lower than &low Look What You Did.
There are nadverse effects to a fail result other than thiedaaction itself.

A Now Look What You Didoll is similar to aPerfectroll, except adversely:
l.e. the failure is so catastrophic that an addition&nalty is incurred by the
character's attempted action. E.g. catching hispamto a tree branch above
the deep pit, “Inuit Jonas” attempts to swing sgfatross to the other side of
the fiery chasm.... but he gets unlucky and funthieattempt.



With a loud “snap!” the branch breaks off the treasd suddenly the character
finds himself plummeting — falling right towarde tlava filled pit of
destruction.

One thing that might not at first seem clear is \w chances of achieving a
“non result” on the IN-RADIC table are greater thigher you go beyond
“Average” (50/50)? This should should perhaps h@ared.

The “Above Average”, “A Dead Certainty”, and “Immsilsle To Fail” columns
favour “Perfect” result throws the higher up thst {fou go, and the chance of
anything other than a “Perfect” and “Okay” resalslim. So to offset this, the
price to pay is a narrow margin which falls betweée®erfect” and “Okay”
result - a ‘non result’; which means a failuredibthe desired number is most
likely not going to harm anyone beyond stalling tesult another turn.

... bit like in the old Saturday morning cinemassias of yester-year. It always

seemed to take forever for Captain Proton to gretsbutton and stop the evil
Dr. Kripton from activating his giant ray gun.
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