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      WHAT IS SNAKE EYES?

      In short, it’s a role-playing system! Snake Eyes is a set of rules for running your own table-top role-playing game (TTRPG). This is a setting-agnostic ruleset, which means that you can use it to run any kind of game that you want: science fiction space operas, cosmic horror, fantasy adventures, or any other type of RPG.

      Role-playing is more popular than ever and chances are that just about any beloved book, comic, or movie will get an RPG of their own – but media franchises can’t make a game for every story and setting they publish. And if they do, then you may or may not like the system that they use to portray it. So if there’s a story or world that you want to role-play and no one’s made a manual for it, Snake Eyes has a flexible ruleset that can be used to run just about any kind of campaign – be it entirely social or political, or a straight-up dungeon crawl.

      In this manual, we’ll cover all of the basic rules of Snake Eyes and how to use them. And because no single rule system works for all games and gaming groups, we will discuss how to make your own changes to Snake Eyes in order to tell your story.

      WAIT, WHAT’S A TTRPG?

      In case we lost you at the first sentence, let’s take a quick step back. Role-playing games (RPGs) are games of pretend, much like the ones you probably played as a kid. But RPGs are pretending with a structured rule system. Who shot who first? How good is the painting that an artist created? Your character’s skills, traits and some dice determine what actions succeed or fail.

      So what does the table-top part of TTRPG mean? Well, there are many ways to role-play. There are RPG video games that allow their players to create a moderately customized character and make some decisions for them. There is also live-action role-playing (LARP), in which players dress up and act out the story. But table-top role-playing is done – as you may have guessed – at a table. Well, it’s not always an actual table… Many RPG players use online meeting spaces.

      Each player in the game makes their own unique character, then records their scores and abilities on a character sheet. Those combined skills give the player characters (PCs) the tools that they will need to confront foes and solve problems in the game. Then it’s the Storyteller’s job to create those challenges.

      WHO IS THE STORYTELLER?

      The person running and narrating a Snake Eyes role-playing game is called the Storyteller. Their job is part rules adjudicator and part referee, but mostly they are a tale-spinner. The Storyteller is like the conductor of an orchestra, directing the flow of the music and weaving all of the different instrumental sounds into one unified song. In gaming, this means that the Storyteller sets the scene, springs surprises on the characters or attacks them with monsters – but they also add individual player contributions into their story arc.

      The Storyteller develops the RPG game – also known as a campaign – narrates the scenes, portrays all of the non-player characters (NPCs), and weaves the actions of all their players together into a single epic storyline. One or more players participate in the Storyteller’s campaign by playing a role, speaking in character – rather like in an improv theater scene – and using their sheet of stats and skills to overcome challenges and crises.

      A Storyteller should be familiar with the mechanics of Snake Eyes so that they can help the players turn their ideas into actions. They break all ties when interpreting rules, and if a rule isn’t working for the group, then a Storyteller is free to change it. The only goal is to tell a good story and for everyone to have fun.

      WHEN RUNNING OR PLAYING AN RPG

      Before we dive into the next section, there’s another important thing to consider when running or playing in a role-playing game of any type: setting expectations.

      Whether you’re the Storyteller or a player, talk to the rest of your gaming group about what you expect out of the campaign. These conversations are often called session zero or a table talk, and might be about setting boundaries for what sort of things everyone is comfortable with. Just communicate with your friends ahead of time and make sure that you all know what you’re getting into.

      A table talk might include discussing what kind of character you want to create to make sure everyone will enjoy having them in the game. For instance, trying to role-play a lawful paladin in a game full of sneaks and scoundrels might become uncomfortable. Or a ton of fun, if everyone agrees to it! This conversation should also cover what kind of game is being run. There’s not much point in rolling up a fast-talking diplomat if the Storyteller is running a dungeon-crawl – a game that focuses primarily or exclusively on combat. By the same token, if you’re the campaign Storyteller, try to ensure that there is a place for the gun-slinging mercenary PC in a game of interplanetary intrigue and politics, or else let your player know that they might want to consider another character concept.

      There are other out-of-game expectations to discuss at a table talk, too. Storytellers and players alike are people, and people have both needs and boundaries. If one of your players is absolutely terrified of spiders, talk to them and think carefully before using them as monsters in your story.

      Communicate about potentially sensitive topics that may come up in a role-playing game, like sex and violence, or gender, body and racial issues. Is your gaming group comfortable diving headlong into a gritty, political story about deep-set prejudices and societal problems? Or are they just looking for some light, silly fun? There’s no wrong answer – just be sure to ask the question, then have the conversation with honesty and sensitivity.

      WHAT DO I NEED IN ORDER TO PLAY?

      First, you will have to get some friends together. Most TTRPGs require at least two people – one Storyteller and one player – but between three and five players usually works best. There can be as many players as desired, but typically just one Storyteller. They are the final arbiter of their game, and need to be able to make decisions and break ties without being overwhelmed by an army of players.

      You will also need some dice! Snake Eyes requires a pair of 6-sided dice. You can get fancy ones from a gaming store, or just swipe a pair from an old board game.

      
        
        Common notation for dice is a letter D, then the number of sides on the die – a D20 is a 20-sided die, a D10 has ten sides, and so on. So the Snake Eyes dice set is two D6s, also often written out as 2D6.

      

      

      What about maps? Well, that’s up to you. Snake Eyes can be played with a battle map (both squares or hexes work equally well), the simplified zone system described later in this manual, or just the imagination. All combat and travel rules will have mapped and unmapped variants, and you are welcome to choose which one you prefer.

      Most of an RPG campaign takes place in the imagination as characters role-play scenes with each other or with NPCs. But some scenes – especially combat – are more technical, and who or what is located where may become important to track. During these scenes, you may find a map helpful for monitoring where everyone is and what’s going on. But it’s entirely optional.

      If you decide to use a map, then dungeon tiles, mats, or digital maps all do the job equally well. Use whatever is easily available, and what works for your own group and style.

      HOW DO I CREATE A GAME CAMPAIGN?

      So you’ve got the Snake Eyes rules, a couple of dice and some players. What comes next? Many role-playing games produce modules: self-contained stories that provide setup, stats for the crises and enemies that the characters will face, and serves as a guide to move players through the story. But you can always make your own stories – often called home-brew – which is both more challenging for the Storyteller and more rewarding. And just what Snake Eyes is designed for!

      A game story can be as simple as protecting a town from danger, or as epic as a war between planets, or the end of the universe. Simple stories may only take a few game sessions to complete, but you can craft campaigns that will provide years of fun and which explore complex themes or ideas.

      We recommend taking notes and mapping out your entire Snake Eyes RPG campaign ahead of time, making sure that you know all of the plot points, combats and crises. (Combats are protracted fight-based skill challenge scenes, while crises focus on non-combat skills – like surgery or starship repairs.) But many Storytellers create their campaigns session by session, or just improvise the entire thing, making it up as they go! Use whatever method works best for you.

      HOW DO I CREATE A CHARACTER?

      There are several parts to a Snake Eyes character – and each one of them has its own chapter in this manual – but the process goes something like this:

      1. CHARACTER CONCEPT

      This is the core of your character. Who are they? Do you want to play an adventurous scout? A politician who will do whatever it takes to come out on top? Maybe a loyal warrior in service to the throne?

      You can usually sum up a character concept in just a few words, but the Storyteller and player should both further explore the idea. Imagine where this character comes from, what they want, and what drives them. Do they have ties to the rest of the world, like a job or a family? Do they know any of the other PCs or NPCs? If so, how did they meet?

      A character concept can provide guidance for portraying them during game, and in assigning the points that will make up their character sheet. Obviously, a brave warrior needs combat skills, but the cunning and cut-throat politician will have different skills and traits than a soft-hearted philanthropist.

      2. STATS

      Stats – short for statistics – is a term often used to refer to an entire character sheet and all of the numbers that make up a player character. In Snake Eyes, the specific term stats refer to three main scores – Body, Mind, and Spirit. These ratings put initial numbers to a character concept.

      
        	Body represents how quick, strong, and tough a character is. Any physical roll will lean on Body as the base stat.

        	Mind is how intelligent and perceptive the character is. Research and lore skills are rolled with the Mind stat, but so is spotting an ambush or noticing a clue.

        	Spirit represents a character’s will and strength of personality. Standing strong in the face of terror is a Spirit roll, but so is soothing a reluctant witness or charming a local merchant.

      

      Some rolls call for a combination of stats. Careful surgery to remove a shard of demonic crystal before it can drain the victim’s life requires both a steady hand and knowledge about the hell-splinter. So the surgery requires a Mind-Body roll, which is the average of the two stats in question. You can take the average by adding the values and dividing by two. If the result isn’t a whole number, always round down.

      Sometimes, a skill challenge may call for all three stats – Body-Mind-Spirit. If a cosmic power breaches the barrier between realities, facing that horror might batter the brain, sear the soul, and torture the body, so a character needs to make a Body-Mind-Spirit stat check. In this case, all three stats are added, divided by three, and rounded down to provide the average.

      3. SKILLS

      Just how good is your singer character in front of a microphone? Is the warrior skilled in swordplay or are they a gunslinger? Are they any good behind the wheel of a vehicle? Skills represent what your character is good at and how well they do it. Skill levels range from 1 (amateur) to 6 (expert).

      No one character will succeed in every kind of task. There are too many skills and traits for any single person to have them all. The strength of a character party is in the different abilities their players give them, and offering different areas of expertise and options when dealing with the challenges of the game campaign.

      Skills are not used on their own, but are paired with stats, like Mind + Medicine, or Body + Athletics. The details of rolling them can be found in the Game Mechanics: Skill Checks section of this manual.

      4. TRAITS

      Stats form the base of a Snake Eyes character and skills outline their competencies, but there are only three stats and a medium-sized skill list. Traits are where you really customize your character. If the game campaign takes place in a world of magic, there’s a trait for spells and mystic powers. If the setting is in the far future, traits are how you add cybernetics or a robotic companion.

      Traits can be a single one-time bonus, or might have two or more levels with increasing benefits. Some traits provide a boost to skill checks, while others may offer advantages in combat, or unique abilities of their own.

      Traits are meant to be highly versatile so that they can be used to create any kind of character. Snake Eyes includes a long trait list that covers a wide range of abilities. But don’t get too stuck on the names listed here – any trait can be renamed or reimagined to better represent the genre that a game takes place in. Luck could be a knack for getting out of tight spots, but you could also rename it to Blessed if it should represent the power of a divine force looking out for the character.

      And if none of the traits in Snake Eyes quite cover an ability or power required for a certain game, then make up your own! Give it a name that describes the trait, create the game effects, and then assign it a fair cost for characters.

      5. COMPLICATIONS

      Complications are similar to traits in that they affect the difficulty of rolls and sometimes have unique effects. But while most traits make a character’s life easier, complications tend to, well, complicate it.

      So why take complications for your character? Well, each complication has a point value. When you add a complication to your character, you refund its score in experience points and can spend them on more traits, stats or skills! So complications not only make a character more interesting to play, but also add to their strengths.

      Like the rest of the experience points on a Snake Eyes character sheet, complications help flesh out and define the character. Taking a phobia of heights might be an easy way to score ten extra points, but it can and ideally should be so much more. Maybe a warrior is undaunted by any threat, fearless in the face of danger, able to brave overwhelming odds or torture with poise… But they can’t so much as stand on a stool without breaking into a cold sweat.

      Complications aren’t just a way to squeeze out some extra points in exchange for a penalty when your character tries to climb. The phobic warrior might refuse to scale a castle wall, forcing the party to come up with another way to get in. It can be played for laughs, with the daunting warrior bursting into tears when confronted with a steep staircase. Or maybe played for drama when a character strives to hide their terror from the rest of the party, ashamed of their fear and desperately trying to protect their reputation for bravery.

      Use complications to create role-playing opportunities for both players and Storytellers.

      6. CHARACTER ATTACKS & FIGHTING STYLES

      Combat is an important feature of most role-playing games, and Snake Eyes is no exception. Any story requires conflict to drive it, and combat is the most basic and visceral form of conflict there is. So most RPG campaigns contain plenty of fighting.

      In Snake Eyes, player characters have one or more special attacks that they can employ in a combat scene. These are called Character Attacks, and are made up of abilities and drawbacks. Just like characters have both attributes and complications, their special moves, magic spells, and high-tech weapons have both pros and cons. And like complications for characters, Character Attack drawbacks are all optional and do not have to be purchased.

      Attacks in Snake Eyes are different from weapons. A gun just fires a bullet, but does the player make a Double-Tap attack to fire more rapidly? Do they make a Knee-Capper attack to slow their target down? How about a Covering Fire attack that lets one of their allies advance safely? The abilities and drawbacks let you make customizable attacks so that your character can develop a style or flavor all their own, no matter what weapon they pick up.

      Fighting Styles are another (optional) way to distinguish a player character in combat. These might be martial arts, firearms training, or even a magical or psychic combat style. There are also specialized Weapon Masteries that let a character focus on their favorite kind of weapon. While Fighting Styles usually have multiple levels that can be purchased in sequence, Weapon Masteries are a single set of bonuses.

      Both Fighting Styles and Weapon Masteries are detailed in their own section later in this manual.

      RULES OPTIONS & OPTIONAL RULES

      There are a lot of rules in Snake Eyes. While none of them are particularly complicated, they still might feel a little overwhelming for some players and Storytellers. The good news is that nearly all of them are optional! You can layer any or all – or none – of the mechanics as desired.

      So here are the suggested tiers of rules, the uses of which are described in more detail in the Game Mechanics section.

      1. STATS ONLY

      With just the three basic stats of Mind, Body and Spirit, a Storyteller can run a simple Snake Eyes game. Each of the stats covers mental, social and physical abilities. Nothing else required!

      It’s recommended that using stats only, players start with more stat points – 27 points to divide between Body, Mind, and Soul will let players achieve scores of somewhere around 9, which gives them an average chance of success on most rolls. A character with a stat of 12 will only flub a check on a critical failure, or if there are penalties. So consider such high ratings carefully. (Recommended starting points for most Snake Eyes characters are given in the Stats chapter.)

      With stats only, character’s Attack Value should start at 8 or 9, and their Defense Value at 5 or 6.

      2. STATS AND SKILLS

      If you want to make things just a little more complicated, you can mix skills and stats – but skip the traits, complications, and Character Attacks. You can use the normal suggested starting points for them in the Game Mechanics section, then just end character creation after choosing skills.

      3. STATS, SKILLS AND TRAITS / COMPLICATIONS

      Stats and skills are a great place to start, but characters are truly customized by traits and complications. Especially in larger player groups that want to diversify abilities, traits and complications help the players make their characters more unique.

      4. THE WHOLE SHEBANG

      The last layer of the Snake Eyes cake is Fighting Styles and Character Attacks. They make combat more customized and interesting, but also more complicated. If you’ve mastered the basics of Snake Eyes or are just up for the challenge, you can use everything in this book – including your own custom traits or complications!

      READY?

      Well, that about covers the basics! So let’s dive into the specific details of Storytelling and playing Snake Eyes.
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      As Storyteller, you will create the campaign that your table plays through and guide them through it, arbitrate the rules, present challenges for the party to overcome, and role-play as a variety of NPCs. It’s a big job.

      As the person responsible for the rules, it will be your task to read this book and to be familiar with the game system, skills, traits, and complications. While it’s not necessary to have every rule or trait memorized, you should probably be familiar enough with them to make a call during a game session or else quickly look them up in this manual.

      If you know that certain rules will be involved in a crisis or scene, add the system info to your notes or create a cheat-sheet with the most common mechanics. Snake Eyes emphasizes story, though, so flexibility and fairness are more important than rigid adherence to rules. Keep the ones that work for you, and scrap or house-rule the ones that don’t. The Storyteller’s job is to tell a tale that engages the players, not to quote rules. The most exciting part of the game is seldom a good dice roll, but the dramatic twist that it caused.

      As a role-playing game, the Storyteller is called upon to play each NPC that the characters interact with. That doesn’t mean that you have to develop a full backstory for every one of them or use colorful accents. Some people aren’t as comfortable speaking in character – it’s a form of public speaking, after all, if only for a very small group. But creating memorable moments, making your group laugh, and hooking them with endearing NPC allies and vile enemies really benefits from a little effort.

      Our Storytelling Guide book series is full of suggestions and ideas for making and playing NPCs that the players will love, hate, and remember.

      IMAGINING A STORY

      Knowing the rules and playing the NPC cast are both subordinate to the most important part of a game: your story. The story can be as simple as learning about a nest of dangerous monsters, then traveling there to deal with them. Or it can be a long, complex game of political intrigue fought with lies, smiles and knives in the dark.

      What type of story you want to tell and the kind that your players are interested in is up to you and your group. It’s worth discussing to make sure that everyone will enjoy the sort of campaign that you plan to run. If your players just want to kill aliens and loot bodies, everyone will likely be disappointed when you craft an epic saga of betrayal and revenge cloaked in the trappings of a royal court.

      Because Snake Eyes is setting agnostic, it’s built especially for home-brewed game campaigns. You can set it in a familiar world, or craft your own universe from scratch, then guide your players through a plot of your own devising.

      So where do ideas for stories come from? Take inspiration from movies, television shows, books, comics or anything else that you love. You can follow a familiar story beat for beat, or even play through the actual canon plot from something that you love as a sort of module. When you create a custom campaign, you can take inspiration from anything else, even a stray thought, and use it as a seed to grow into an entire game campaign.

      Story seeds are watered with questions. If the idea that struck you revolves around a magical artifact that can return the dead to life, then you have a centerpiece for the game – but no actual story. Not yet.

      A story needs soil to be planted in and that’s your setting. Questions build the world and let the seed grow. Since the MacGuffin – a person, object, or idea that drives the story conflict – is a magical artifact, ask yourself if this is a swords and sorcery magical world, or maybe urban fantasy, perhaps even a universe where magic and high technology exist side-by-side. How does the artifact work? Does it call up a spirit, resurrect the dead as a zombie, or bring them back to true life? Who created this artifact and then what happened to them? Who is trying to get the artifact now, and what do they want to do with it? A story in which a villain is willing to steal and murder for the artifact so that they can bring a loved one back to life is very different from one where a conqueror wants the artifact to raise an army of the dead.

      These questions will form a starting outline for your story, and for the people who will populate it. Player characters are the ones who will drive the plot, sure, but the world and the people who live in it will react to them. Do they have allies who will help? Who are their enemies? When you develop these NPCs, the questions you ask will help them grow, too. Why do these allies support the party? What is their agenda? What motivates the villains to do whatever it is they’re doing? The more questions you ask, the more detailed and believable your world and NPCs become.

      If the players drive the game, then the story is the road that they drive on. So make it an eight-lane highway with side streets and detours, scenic overlooks and truck stops with scary bathrooms. The more thought you put into your game, the more you will get out of it.

      PREPARATION

      If you prefer to just create an overview of your plot and then react to the players as you go, you don’t need much in the way of preparation before the campaign begins. It may help to have a list of names so that when the PCs meet a new NPC and ask who they are you have an answer, and it can help to have some ready-made personalities or complications to give an NPC and make those unexpected encounters memorable. By the same token, you may want to have stats ready for any enemies that the party might encounter so that if the players start a fight, you’re prepared to give them one.

      Storytelling off the cuff lends itself well to a sandbox game. A sandbox refers to a setting populated with people and events that don’t generally need to be encountered in any particular order. The players decide where to go and what to do next, encountering whatever you’ve placed in that corner of the sandbox.

      Keep in mind that players finding information and events without a structured order can sometimes be confusing for them, and they may need help stitching their encounters together to understand the story that you are telling. And be prepared that the players may stumble into something that you had been saving or might not be ready for. You’ll need to remain flexible.

      On the other hand, if you prefer a more rigorous game outline, then you can prepare a plan for yourself so that you can be proactive. While you react to the players the players also react to you. While the players should tell the Storyteller what kind of story they want, it’s not their job to direct the plot.

      In a story-led game, one event more or less leads to the next, and players usually can’t jump the line to discover something out of order. It makes for a great way to spool out the plot, but there’s a risk here, too – if you don’t give your players enough wiggle room for their own plans and plots, they end up feeling railroaded and micromanaged. Don’t let an eight-lane highway get narrowed down to a single track.

      Managing a more step-by-step plot is a matter of incentivizing the players and their characters. If a certain castle needs to be stormed to capture a plot item hidden inside, then the promise of treasure, a chance at revenge against an enemy, or the prospect of becoming heroes of the battle can all encourage your players to charge into an adventure instead of just having a drink at the tavern down the road.

      And the attack on the castle doesn’t have to follow narrow rails! The battle is the challenge set up for your players, but it’s up to them to decide how to overcome the obstacles that you placed in their way. Give your players the freedom to make their own plans and be ready to roll with whatever tactics they devise. An outlined RPG has plenty of room for improv and surprise.

      EXPERIENCE POINT GUIDELINES

      This manual provides recommendations for starting experience, skills, equipment and so on. But these suggestions are based on an assumption of a mid-powered party of three to five players. For lower level games, or those with considerably more players, you may want to decrease these starting allotments by about twenty percent. For single-player games, you may want to increase your sole PC’s starting points by thirty to forty percent.

      How much experience to give out after each game session will depend upon how long the campaign is likely to run and just how quickly you would like your PC party to power up. But session experience is generally recommended at plus or minus 5 points.

      CHAPTER REWARDS

      There are other ways to power up your player characters, and we recommend them in conjunction with standard experience rewards. If your campaign can be divided into discrete chapters or adventures, consider giving your characters specific rewards at the end of each one to help them face the increasing stakes of your story.

      In a point-buy system like Snake Eyes, some characters may be more well-suited to combat than others. Rewards designed to raise bottom line survivability help you ramp up the danger and difficulty of the game without just wiping the floor with the less combat-oriented characters. Recommended chapter rewards are typically 1 level of either the Health Bonus or Energy Bonus traits, and 1 level of Luck or Improved Focus. These all give your characters better resources to survive whatever the next chapter of your campaign has in store!

      RUNNING A GAME SESSION

      When you’re running a session of your RPG campaign, give some thought to your real-world surroundings. Are you and all the players comfortable? Are you in a public place that may require you to moderate the content of your game? Are there any nearby distractions that may interfere with the session?

      Easing into a session may involve playing a theme song for the game or narrating a recap of the last session. Particularly if you are unable to game on a regular or frequent schedule, a summary of the events so far – or at least what happened last time – can help your players jump back into the story and into character.

      From there, it’s up to you how you prefer to run a game. Do the players take turns role-playing scenes, or is it a free-for-all? Do you throw a combat or crisis at the party right up front to set the pace and tone for the session?

      There are as many styles of role-playing as there are players and Storytellers, so do whatever works best for your table, and give yourselves permission to experiment and find out what that is. The only true rule in role-playing games is to make sure that everyone is having fun. No one joins an RPG group or runs a campaign to have an awful time.

      If someone isn’t having fun, talk about it openly and honestly. If the problem is something that can be changed or fixed, then take appropriate steps to make sure that the campaign will be fun going forward. If it’s not something that can or should be changed, then somebody may need to leave the group. While the most important job of a Storyteller is to help everyone have a good time, you can’t make anyone enjoy themselves. Know when to work on the issue, and when it’s time to walk away.
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      Statistics – or more commonly, simply stats – are the foundation of a Snake Eyes character, outlining their physical and mental capabilities, as well as the strength of their spirit. Stats range from 1 to 12, though most player characters will have values between 4 and 7.

      A Body score of 1 is about a mouse’s strength and toughness, though it may have levels of the Agile trait to represent their ability to move quickly and through narrow openings. A Mind rating of 1 is the intelligence of an insect – the bare minimum to be considered more than a vegetable. Spirit 1 is just enough soul to be a living creature.

      Human averages are 3 or 4, though professional athletes and soldiers may have higher Body stats. Scholars and scientists can have higher Mind, while performers and politicians are likely to have higher Spirit scores.

      But player characters are often more than just athletes, scholars, and performers – they’re heroes. So their stats are usually a point or two above average. Stats at 7 and higher, however, represent truly incredible ability and aptitude, and cost more points to purchase. (See Exceptional and Legendary Stats in the Traits chapter.) Large animals, magical beings, and monsters or robots may also have such high stats.

      With the exception of a stats-only game that utilizes no skills or traits, characters with stat values of 10 and above are super-powered beings. Unless the Storyteller is running a truly epic campaign, such stat scores are usually restricted to powerful NPCs.
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      BODY

      The Body stat represents how strong, fast, and tough a character is. Rather than providing a separate stat for each of those qualities, Body is an aggregate of the overall physical vitality of a character. Traits such as Super Strength and complications like Weak can represent someone who may be more or less strong, while still being fast or tough.

      A character’s Body score combines with their skills to perform most physical actions, but keep in mind that combat isn’t solely dependent upon the Body score. A physically weak and awkward wizard can be just as effective in a fight as a powerfully muscled warrior.

      MOVEMENT SPEED

      The Body statistic also reflects a character’s speed. By default, movement speed is equal to their Body score in squares, hexes or yards, depending upon the unit being used in combat.

      MIND

      The Mind stat represents how quickly and deeply a character thinks, how swift they are on their mental feet. Mind is rolled whenever a character might notice something, remember a vital clue, solve complex mental problems and puzzles, or quickly respond to a difficult question. Characters with lower Mind scores aren’t necessarily stupid – they just don’t make the same brilliant leaps of insight that high Mind characters do.

      SPIRIT

      This stat is a combination of personality, charisma and strength of will. Spirit is used both in persuading people of a character’s point of view, as well as understanding the feelings of others. Spirit is the stat most often called upon in social situations, from playing music to a character lying their way out of a tight spot – but it’s also used when they face more esoteric challenges like psychic assault or supernatural influence.

      ASSIGNING STATS

      Recommended starting stat points are 15 for player characters, which may be spread between the three stats as desired by the player – but subject to approval by the Storyteller. This allows characters to create heroes that are above average in all three stats, or to min-max a weaker stat balanced against a truly impressive one. Storytellers who want to run campaigns about more ordinary people can limit players to 12 points for stats, or may provide 18 for particularly high-powered campaigns.

      Stat points are spent on a one-for-one basis up to a score of 6. After that, the cost rises as follows:

      
        	Stat rating 1-6: 1 point per level

        	Stat rating 7-9: 2 points per level

        	Stat rating 10-12: 3 points per level

      

      A player who decides to spread out their points evenly might have a character with 5 Mind, 5 Body, and 5 Spirit. One who wants to be particularly focused on intelligence may end up with 8 Mind, 2 Body, and 3 Spirit. Both have spent 15 stat points, even if their stats don’t always equal 15 when added together.

      Because stats above 6 are superhuman, and scores above 9 are supernatural, the Storyteller has final say on if such exceptional stats are appropriate.

      BUYING MORE STAT POINTS

      You may want more stats for a character. Subject to Storyteller approval, additional stats may be purchased by using the stats traits: Mortal, Exceptional, and Legendary. Just like during the initial assignment, the cost for stat levels above 6 becomes progressively more expensive.

      USING STATS

      The three Snake Eyes stats are sometimes rolled alone, but are most often paired with a character’s skills. Body + Drive, for instance, or Mind + Science – but any stat can be combined with any skill.

      Perhaps a researcher might be called on to make a Mind + Science roll when creating the serum to cure a disease. However, they could also be required to make a Body + Science roll in order to mix volatile chemicals, one hand tremor away from potential disaster.

      There are no fixed stat + skill pairings in Snake Eyes, so both players and Storytellers can be flexible when making checks.

      COMBINED STATS

      Some rolls may straddle the line between two stats. Perhaps an enemy spell has forced the characters to their knees so that the antagonist can monologue about their evil plan. In this climactic scene, the character gets a chance to fight the spell and rise defiantly to their feet! But neither Body nor Spirit is quite appropriate on their own.

      In this case, both stats are used, written out as Body-Spirit. Whenever two or three stats are used, the stats involved are averaged for the subsequent skill check. So if the spell-bound character’s Body is 4 and their Spirit is 6, then their Body-Spirit is 5: 4+6, divided by 2.

      If all three stats are required to accomplish a certain action, then add the stats and divide by 3. That is the character’s Body-Mind-Spirit score. All fractional results are rounded down. If a character’s Body is 4, Mind 6, and Spirit 6, for example, then added together equals 16. Divide that by 3 to get 5.33, which rounds down to a Body-Mind-Soul average of 5.

      STAT POOLS

      The three stats are the base value for determining success thresholds in every roll. But in combination, they form at least two pools of points that are lost and spent, or healed and regained over the course of a game session.

      HEALTH

      Health is a character’s ability to endure pain or physical damage. It can be thought of as the ability to take a certain number of punches, but also the effort to twist away from a stabbing blade – until they become too weary to avoid a fatal strike. Mechanically, when a player character is attacked and fails to defend, then they take damage which is subtracted from their Health pool.

      Health is determined by the Body and Spirit stats – (Body + Spirit) x 5.

      
        
        Example: A character with Body 4 and Spirit 5 has 45 Health. (4 + 5) x 5 = 45

      

      

      When a character or NPC drops to half of their full Health, this state is called Bloodied, and can sometimes trigger game effects. For the effects of reaching 0 Health – or below – see Game Mechanics: Health & Energy – Running out of Health.

      ENERGY

      Energy is also a measure of vitality. But instead of raw fortitude, Energy represents a character’s willpower and ability to push themselves beyond their limits. Energy is spent to Focus, and can be used to fuel certain traits or even Character Attacks. (All of these are discussed later in this manual.) Energy may represent psychic power, magical energy or mana, or take the place of Health in computerized or psychic combat.

      A character’s Energy is determined by the Mind and Spirit stats: (Mind + Spirit) x 5.

      
        
        Example: A character with Body 5 and Mind 5 has 50 Energy. (5 + 5) x 5 = 50

      

      

      When a character or NPC drops to half of their full Energy, this state is called Wearied, and can sometimes trigger game effects. For the effects of reaching 0 Energy, see Game Mechanics: Health & Energy – Running out of Energy.

      CUSTOMIZABLE POOLS

      Because Snake Eyes is meant to be modular and customizable, Body, Mind, and Spirit don’t have to be combined to form Health and Energy. Those values can be used to represent anything required by the setting for a particular game. By default, Body and Spirit combine to create Health, while Mind and Spirit are pooled into Energy, but these formulas are not carved in stone.

      For example, in a game where sanity is a required mechanic – in psychological thriller or horror games – the expendable pools might break down like this:

      
        	Health: (Body + Spirit) x 5

        	Energy: (Mind + Body) x 5

        	Sanity: (Spirit + Mind) x 5

      

      In a game of high society, this third pool might be Composure, or perhaps Fury in a combat-heavy fantasy setting where a demonic warrior’s rage can be spent for custom game effects. Swap and recombine the pools as needed for your game.

      Also consider what happens when one of these pools is depleted. Fury may be used to deal extra damage or make additional attacks, so a character at 0 Fury might inflict less damage – or none! A character who loses all their Sanity might take on new complications, such as addictions or psychoses.

      ATTACK VALUE (AV)

      A character’s Attack Value is their ability to engage with opponents, find openings, and land hits in a fight. An attack may represent a single, well-placed shot or a furious exchange of blows, but the Attack Value isn’t dependent upon a character’s stats. A character with high Body might be physically fast or strong enough to overpower defenses, but a high Mind can spot weaknesses in an opponent and know best how to exploit them, and Spirit can be the character’s sheer drive or willpower to push on and give each attack their all. Regardless of each individual character’s stats, their Attack Value is a static number and begins at 5.

      In combat scenes, the characters’ Attack Value is used in place of a stat when making rolls. The player rolls AV + the skill assigned to their Character Attack – or the one required by their weapon on basic attacks – to determine the success threshold. In most cases, the degree of success on an attack doesn’t factor into the action. The attack either hits or misses, though there are exceptions, such as attacks with the Autofire attack ability.

      If an attack is successful and the target fails to defend (see Game Mechanics: Combat for fight scene rules), then the character’s AV is added to the damage of their attack along with bonuses from any suitable traits.

      Attack Value begins at 5, but can be raised if the Storyteller wishes. Because Attack Value has a drastic impact on combat balance, there is no trait or complication that directly affects it. Caution is recommended, as high AV scores can lead to imbalanced combat. Characters typically increase their combat effectiveness through skills like Brawl, Firearms, and Melee, traits like Weapon Mastery or Fighting Styles, or by adding attributes to Character Attacks like Accurate. It can be reduced with the Unskilled Attacker complication, however.

      In a stats-only Snake Eyes game, the recommended starting Attack Value is 8 or 9. In some games, a Storyteller may opt to raise one or more character’s Attack Value to reflect great skill or power. This will raise both the character’s attack rolls and damage dealt.

      An increase to Attack Value does not raise a character’s Defense Value (see below) unless granted by the Storyteller.

      DEFENSE VALUE (DV)

      Like AV, a character’s Defense Value is a rating of their ability to see an attack coming and prepare an appropriate defense, be it diving for cover, blocking with a weapon, or hardening their mind against a mental assault. Regardless of each individual character’s stats, their Defense Value begins at 3.

      In combat, characters make a DV + appropriate combat skill to avoid a successful attack. If the defense succeeds, then the hit is negated, regardless of who succeeded their roll by more. But if the defense fails, then the character is hit and takes damage accordingly. Ties go to the defender.

      Also like AV, Defense Value is a static score. It starts at 3, and may only be raised by the Storyteller, since it can just as quickly unbalance combat as raising a character’s Attack Value. It can be reduced with the Unskilled Defender complication. But there are a variety of other combat-related traits which can improve a character’s chances of survival – such as Armor, Shield, or Dual Wield.

      In a stats-only Snake Eyes game, the recommended starting Defense Value is 5 or 6. In some games, a Storyteller may raise one or more character’s Defense Value to reflect great skill or power, or to make sure that they can better survive a particularly challenging campaign.

      Increases to Defense Value do not generally raise a character’s Attack Value (see above).
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      While stats define a character’s natural ability, skills are their areas of knowledge and training. Two characters may both have a Spirit score of 5, but if one has high levels of the Casting skill and the other has focused on Diplomacy, they will shine in very different scenes.

      Skill scores range from 0 to 6. The average person has no levels in most skills. After all, a sedentary life of work and hobbies doesn’t generally call for a wide range of intense skill training. Average people may have two or three skills related to their profession and hobbies, which they have developed. But player characters – as the story’s heroes – are often thrust into unexpected situations where their skills are required to save not only their own lives, but those of innocents and allies. As a result, they collect a wider range of vital knowledge and have higher levels of training than ordinary people.

      All skills begin at zero, and are purchased with experience at character creation, or raised during the game campaign. Beginning characters should have skills of between 1 and 3. At a skill level of 3, a character is quite competent in that area and allows them a better than average chance to succeed if there are no penalties.

      Characters can start with skills at 4, 5, or 6 if the Storyteller allows it. But bear in mind that beginning a game with an important skill maxed out leaves little room for growth, and there should be solid in-character reasons for them to be so highly skilled at the start of the story. Level 6 in any skill represents true mastery.

      ROLLING SKILL CHECKS

      While stats are occasionally rolled on their own, skills are not. All Snake Eyes skill checks are a combination of a stat(s) and a skill, such as a Mind + Medicine check to investigate a mysterious plague. If a character has Mind 4 and 3 levels of the Medicine skill, then they would combine to a score of 7. This is called the success threshold, and is the number that a player needs to roll at or under on two 6-sided dice.

      But let’s say that a character has no Medicine. They have a high Mind score, though, and lots of the Investigation skill. If a player wants, they may ask the Storyteller to roll Mind + Investigation instead. Learning about this plague is, after all, an investigation. The Storyteller might allow it, but since it’s not the ideal skill, they impose a 2-point penalty for the Investigation check. Be creative, but remember that it’s ultimately up to the Storyteller to determine what stat + skill combinations can be used on a certain check, and which skills might be penalized.

      Penalties reduce the success threshold of a skill check. If the character above has a Mind score of 5 and 4 levels of Investigation, then their threshold starts at 9 – but the 2-point penalty reduces it to 7.

      If the character has a skill specialization (see below) that applies to the roll, increasing the threshold by 1. Traits, complications, and environmental or situational factors may result in additional bonuses or penalties. The higher the success threshold, the easier it is to succeed at a given task.

      
        
        Example: Trying to cross a battlefield to deliver an urgent report to the queen, a scout character must roll Body + Dodge to avoid the volley of arrows fired by enemy forces. This character has Body 5 and Dodge 2. They don’t have Archery as a Dodge specialization, so their success threshold is 7.

        However, the player asks if their character’s Agile trait applies to this roll and the Storyteller agrees. Agile adds a 3-point bonus to most rolls involving dexterity or flexibility. The scout’s success threshold is now a much more comfortable 10.

      

      

      All skill checks are resolved by rolling 2D6. The results of the two dice are added together and then compared to the threshold. If the result is equal to or lower than that number, then the skill check succeeds.

      So in our example, the tenacious scout dashes through the storm of arrows with their important message. The player rolls and gets a 6 and a 2 on their dice, for a total of 8. Since their success threshold is 10, the roll is a success!

      While attacks and defenses do use skills, they are handled slightly differently and are usually simple pass / fail rolls. But most skill checks outside of combat can succeed by a large or small margin. The lower a roll comes under the threshold, the more successful it is. A roll that meets the threshold barely succeeds, just scraping by. But a roll that beats the threshold by 4 or 5 succeeds spectacularly. In some cases, the character might just look more impressive as they excel in their task, but other times the degree by which a roll succeeds may alter the outcome of the check.

      Some skill checks have a required degree of success to achieve not only a passing outcome, but an ideal one. Perhaps a delicate surgical procedure might save a character’s life with a spot-on success, but they will be badly scarred. But succeed that Body-Mind + Medicine roll by three points and they’re as good as new! If a character doesn’t succeed by a large enough margin to achieve the outcome they desire, they may try to meet the requirement with Focus or by using other traits.

      A spot-on roll counts as one point of success for the purposes of calculating degrees of success. A skill check with a threshold of 7 and a roll of 7 is a single point of success. The same check with a roll of 5 is calculated as 3 points of success (rather than 2).

      PENALTIES VERSUS DEGREE OF SUCCESS

      What’s the difference between a penalty on a skill check or requiring a certain degree of success? They both make the roll harder, after all. Penalties are typically flat – like a 2-point penalty to run across an icy lake because of the treacherous footing.

      But degrees of success are used when there’s the potential for different outcomes to a skill check. Perhaps running across the frozen lake might involve falling if the roll is failed, staying on your feet if the check is succeeded, or maybe an actual boost in speed as a particularly skilled character skates across the frozen lake.

      In this case, the Storyteller might impose that 2-point penalty on the check, but anyone who succeeds by 3 or more gets to double their speed while on the ice.

      SPECIALIZATIONS

      When a character buys any skill for the first time (raising it from 0 to 1) they pick a specialization. This is an area in which they are particularly practiced or well-studied. Someone with the Science skill understands the scientific method, has read many papers, and ponders the workings of the entire universe – but they might specialize in toxicology, biology, astrophysics, or any number of other scientific fields.

      This specialization represents their focus, but not their limits. A character with the Ride skill specialized in griffon can still ride a horse. They’re just more comfortable on the back of a flying beast.

      MULTIPLE SPECIALIZATIONS

      Each time a character learns a new skill – whether at character creation, or purchased with experience during play – the player chooses one free specialization for it. This only applies to new skills, however. Raising a skill from 1 to 2 does not come with a new specialization. Additional specializations may be purchased with experience, however. Additional specializations after the first cost 1 experience point to purchase.

      When a character is making a skill check in their area of expertise, they add 1 to their success threshold, giving them a slight edge when making skill checks in their wheelhouse. Sometimes, more than one specialization may apply. For instance, both the Hearing and Sight specializations might be used with a Perception roll to notice the approach of a distant rider. In that case, characters who have either specialization may gain the bonus of their expertise – but if a character has both, then they only receive the bonus once.

      ASSIGNING INITIAL SKILLS

      Recommended starting skill points are 75 for player characters. Skills are purchased with experience points – just like traits – but it is suggested that Storytellers start players off with a dedicated pool of experience just for skills. The campaign will likely call for a base level of competency, and it’s all too easy for players to spend all of their experience on traits, not leaving enough for skills. Assigning a dedicated pool assures at least a few useful proficiencies.

      Beginning points can be spent to purchase any available skill appropriate to the game’s genre. Most of the time, players won’t be able to purchase every skill that they would like, or raise their skills to the levels they want, but that’s intentional. It leaves room for the other players to fill in skill gaps so that the party is well-rounded, and gives each character room to advance as the campaign unfolds.

      In games where the characters begin the story as less heroic and more average individuals, a Storyteller may reduce the starting skill points, while
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   TERMS AND CONDITIONS FOR USE, REPRODUCTION, AND DISTRIBUTION

   1. Definitions.

      "License" shall mean the terms and conditions for use, reproduction,
      and distribution as defined by Sections 1 through 9 of this document.

      "Licensor" shall mean the copyright owner or entity authorized by
      the copyright owner that is granting the License.

      "Legal Entity" shall mean the union of the acting entity and all
      other entities that control, are controlled by, or are under common
      control with that entity. For the purposes of this definition,
      "control" means (i) the power, direct or indirect, to cause the
      direction or management of such entity, whether by contract or
      otherwise, or (ii) ownership of fifty percent (50%) or more of the
      outstanding shares, or (iii) beneficial ownership of such entity.

      "You" (or "Your") shall mean an individual or Legal Entity
      exercising permissions granted by this License.

      "Source" form shall mean the preferred form for making modifications,
      including but not limited to software source code, documentation
      source, and configuration files.

      "Object" form shall mean any form resulting from mechanical
      transformation or translation of a Source form, including but
      not limited to compiled object code, generated documentation,
      and conversions to other media types.

      "Work" shall mean the work of authorship, whether in Source or
      Object form, made available under the License, as indicated by a
      copyright notice that is included in or attached to the work
      (an example is provided in the Appendix below).

      "Derivative Works" shall mean any work, whether in Source or Object
      form, that is based on (or derived from) the Work and for which the
      editorial revisions, annotations, elaborations, or other modifications
      represent, as a whole, an original work of authorship. For the purposes
      of this License, Derivative Works shall not include works that remain
      separable from, or merely link (or bind by name) to the interfaces of,
      the Work and Derivative Works thereof.

      "Contribution" shall mean any work of authorship, including
      the original version of the Work and any modifications or additions
      to that Work or Derivative Works thereof, that is intentionally
      submitted to Licensor for inclusion in the Work by the copyright owner
      or by an individual or Legal Entity authorized to submit on behalf of
      the copyright owner. For the purposes of this definition, "submitted"
      means any form of electronic, verbal, or written communication sent
      to the Licensor or its representatives, including but not limited to
      communication on electronic mailing lists, source code control systems,
      and issue tracking systems that are managed by, or on behalf of, the
      Licensor for the purpose of discussing and improving the Work, but
      excluding communication that is conspicuously marked or otherwise
      designated in writing by the copyright owner as "Not a Contribution."

      "Contributor" shall mean Licensor and any individual or Legal Entity
      on behalf of whom a Contribution has been received by Licensor and
      subsequently incorporated within the Work.

   2. Grant of Copyright License. Subject to the terms and conditions of
      this License, each Contributor hereby grants to You a perpetual,
      worldwide, non-exclusive, no-charge, royalty-free, irrevocable
      copyright license to reproduce, prepare Derivative Works of,
      publicly display, publicly perform, sublicense, and distribute the
      Work and such Derivative Works in Source or Object form.

   3. Grant of Patent License. Subject to the terms and conditions of
      this License, each Contributor hereby grants to You a perpetual,
      worldwide, non-exclusive, no-charge, royalty-free, irrevocable
      (except as stated in this section) patent license to make, have made,
      use, offer to sell, sell, import, and otherwise transfer the Work,
      where such license applies only to those patent claims licensable
      by such Contributor that are necessarily infringed by their
      Contribution(s) alone or by combination of their Contribution(s)
      with the Work to which such Contribution(s) was submitted. If You
      institute patent litigation against any entity (including a
      cross-claim or counterclaim in a lawsuit) alleging that the Work
      or a Contribution incorporated within the Work constitutes direct
      or contributory patent infringement, then any patent licenses
      granted to You under this License for that Work shall terminate
      as of the date such litigation is filed.

   4. Redistribution. You may reproduce and distribute copies of the
      Work or Derivative Works thereof in any medium, with or without
      modifications, and in Source or Object form, provided that You
      meet the following conditions:

      (a) You must give any other recipients of the Work or
          Derivative Works a copy of this License; and

      (b) You must cause any modified files to carry prominent notices
          stating that You changed the files; and

      (c) You must retain, in the Source form of any Derivative Works
          that You distribute, all copyright, patent, trademark, and
          attribution notices from the Source form of the Work,
          excluding those notices that do not pertain to any part of
          the Derivative Works; and

      (d) If the Work includes a "NOTICE" text file as part of its
          distribution, then any Derivative Works that You distribute must
          include a readable copy of the attribution notices contained
          within such NOTICE file, excluding those notices that do not
          pertain to any part of the Derivative Works, in at least one
          of the following places: within a NOTICE text file distributed
          as part of the Derivative Works; within the Source form or
          documentation, if provided along with the Derivative Works; or,
          within a display generated by the Derivative Works, if and
          wherever such third-party notices normally appear. The contents
          of the NOTICE file are for informational purposes only and
          do not modify the License. You may add Your own attribution
          notices within Derivative Works that You distribute, alongside
          or as an addendum to the NOTICE text from the Work, provided
          that such additional attribution notices cannot be construed
          as modifying the License.

      You may add Your own copyright statement to Your modifications and
      may provide additional or different license terms and conditions
      for use, reproduction, or distribution of Your modifications, or
      for any such Derivative Works as a whole, provided Your use,
      reproduction, and distribution of the Work otherwise complies with
      the conditions stated in this License.

   5. Submission of Contributions. Unless You explicitly state otherwise,
      any Contribution intentionally submitted for inclusion in the Work
      by You to the Licensor shall be under the terms and conditions of
      this License, without any additional terms or conditions.
      Notwithstanding the above, nothing herein shall supersede or modify
      the terms of any separate license agreement you may have executed
      with Licensor regarding such Contributions.

   6. Trademarks. This License does not grant permission to use the trade
      names, trademarks, service marks, or product names of the Licensor,
      except as required for reasonable and customary use in describing the
      origin of the Work and reproducing the content of the NOTICE file.

   7. Disclaimer of Warranty. Unless required by applicable law or
      agreed to in writing, Licensor provides the Work (and each
      Contributor provides its Contributions) on an "AS IS" BASIS,
      WITHOUT WARRANTIES OR CONDITIONS OF ANY KIND, either express or
      implied, including, without limitation, any warranties or conditions
      of TITLE, NON-INFRINGEMENT, MERCHANTABILITY, or FITNESS FOR A
      PARTICULAR PURPOSE. You are solely responsible for determining the
      appropriateness of using or redistributing the Work and assume any
      risks associated with Your exercise of permissions under this License.

   8. Limitation of Liability. In no event and under no legal theory,
      whether in tort (including negligence), contract, or otherwise,
      unless required by applicable law (such as deliberate and grossly
      negligent acts) or agreed to in writing, shall any Contributor be
      liable to You for damages, including any direct, indirect, special,
      incidental, or consequential damages of any character arising as a
      result of this License or out of the use or inability to use the
      Work (including but not limited to damages for loss of goodwill,
      work stoppage, computer failure or malfunction, or any and all
      other commercial damages or losses), even if such Contributor
      has been advised of the possibility of such damages.

   9. Accepting Warranty or Additional Liability. While redistributing
      the Work or Derivative Works thereof, You may choose to offer,
      and charge a fee for, acceptance of support, warranty, indemnity,
      or other liability obligations and/or rights consistent with this
      License. However, in accepting such obligations, You may act only
      on Your own behalf and on Your sole responsibility, not on behalf
      of any other Contributor, and only if You agree to indemnify,
      defend, and hold each Contributor harmless for any liability
      incurred by, or claims asserted against, such Contributor by reason
      of your accepting any such warranty or additional liability.

   END OF TERMS AND CONDITIONS

   APPENDIX: How to apply the Apache License to your work.

      To apply the Apache License to your work, attach the following
      boilerplate notice, with the fields enclosed by brackets "[]"
      replaced with your own identifying information. (Don't include
      the brackets!)  The text should be enclosed in the appropriate
      comment syntax for the file format. We also recommend that a
      file or class name and description of purpose be included on the
      same "printed page" as the copyright notice for easier
      identification within third-party archives.

   Copyright [yyyy] [name of copyright owner]

   Licensed under the Apache License, Version 2.0 (the "License");
   you may not use this file except in compliance with the License.
   You may obtain a copy of the License at

       http://www.apache.org/licenses/LICENSE-2.0

   Unless required by applicable law or agreed to in writing, software
   distributed under the License is distributed on an "AS IS" BASIS,
   WITHOUT WARRANTIES OR CONDITIONS OF ANY KIND, either express or implied.
   See the License for the specific language governing permissions and
   limitations under the License.
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