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Designer.

 


Copyright © 2023 and Working Copyright © 2002 Katrin
Greene through Murder By Six, Inc. All rights reserved.

 


All content contained within- labels, terminology,
game mechanics, artwork, cover art, and supplements (not an
inclusive list of rights)- are copyright 2023 by Murder By Six,
Inc. and are “all rights reserved.” No portion of this work, other
than designated material, may be reproduced in any form without
written permission. The Character Sheet may be printed for use only
with this game system and may not be reproduced by others. See
below for further details.

 


ISBN: 978-1-950428-14-4

E- ISBN: 978-1-950428-15-1

 


This is a work of fiction. Names, characters,
businesses, places, events and incidents are either the products of
the author's imagination or used in a fictitious manner. Any
resemblance to actual persons, living or dead, or actual events is
purely coincidental.

 


Game Designer: Katrin Greene

 


 



Digital Copy: If you are viewing this book
in a digital format, it is intended to be viewed in Courier Font.
The font was picked for evenly spaced characters, so that "i's" or
other "slim" letters are not squashed next to other letters. It is
intended to be left adjust alignment. This is to allow tables to
function, mostly, correctly in a digital format. The HARD COPY book
is printed in a different format. If you are using a digital
version, you do NOT have permission to print a hard copy of this
book, and is considered theft. The only permission of hard printing
allowed is for the Character Sheet, Gear Sheet, and Time Tracker
sheet, solely for the use of GAME PLAY with the MURDER BY SIX
PLOTS!(C) or DROPS! (C) play books/system.
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The Basics:

 Plots!(C) is
intended to be a light game system, encouraging house rules to pick
up where the written system leaves off, and have you playing a
character within twenty minutes.

 


Genre:

 Plots!(C) is intended
as a multi-genre system. Anything goes: from space cowboys to
nomadic tribes to modern day car thieves to 1930's mysteries. The
descriptions given in the Abilities and Activities sections are
intended to give a general idea.

To make Plots!(C) a lighter game system, no special
points or penalties are assigned for race, age, body size, or
gender. Also, there are no benefits or flaws, blessings or curses,
or specialized skill sets, unless specifically stated and
awarded.

 


What You Need to Play:


Character Sheet:

 A
Character Sheet contains all the math, numbers, notes, and gear
that make up your character and what your character can do. Some
people enjoy playing more than one character at a time. You will
also need a pencil to write things down. In the digital version of
this book, a copy is at the end. In the hard copy of this book, 5
full sized character sheets are included.

 


Dice:

Two six-sided dice.

Long term gamers call these d6, as they are
six-sided, and the rest of these rules and the play books will
always refer to dice as d6. The number of dice to roll is always
first. In this case, the written term is: 2d6. Two six-sided
dice.

 


Who Runs the Show:


Murder By Six Plots!(C) games can be played by an individual or by
a group of people.

A Game Master is someone who runs a game, knows most
of the rules of the game system, and normally plays all the
non-player characters, such as villains and shopkeepers. A
non-player character is known as an NPC.

Plots!(C) games can be played with or without a Game
Master. If you choose to not have a Game Master, the play book will
guide you through the adventure directly and every player should
have access to the book. Special notes will be referenced in the
back of the book, to prevent influencing the outcome of a
decision.

If you are by yourself, you can play up to 4
characters at once. Just be sure to note the spot in the play book
if you split your characters into groups and make sure you play all
the parts.

 


Some Game Basics:

 Zest:

Characters are based on points called Zest. These are
labeled Z on the character sheet and the totals are located on the
top right hand corner of the page.

Each Plots!(C) game is assigned a range of Zest. A
game that has a range of 100-150 points would be played by a group
of characters that fits within this target.

For example: Three beginning characters of 30 points
each equals 90, and would find a game ranging between 100-150
difficult. Four or five beginning characters would do nicely. Or
two 60 point characters. Most games are designed around 3-4 playing
characters.

Villains or specific encounters also have Zest. Four
beginning characters would equal out to 120 points. A villain and
all his flunkies should be in this range or slightly tougher for a
good match, depending on length of game or encounter. Hunting
should not be at 120 Zest. A combat oriented game, such as Hack and
Slash, villains and encounters should be matched at 70-100 Zest to
a 120 Zest character group, if several rooms in a row are designed
with these types of encounters.

A beginning character starts out with 30 Zest to be
assigned to Abilities and Activities. (Explained in the next
section). Zest is gained during and after game play. At the end of
the adventure, additional Zest is awarded.

 


Time:

Time is usually counted
in segments, denoted as #HS. The # represents the number of hours
in each segment. In most Plots!(C) games, segments are written as
2HS, meaning each unit of time is 2 hours long. There are 12 2HS in
a day, or 24 hours. There are 7 days in a week and 4 weeks in a
month. 12 months make up a year. Seasons depend on the story
line.

 


Money:

 Plots!(C) uses six
denominations of money. Each beginning character starts off with 5
LSP, unless a play book says otherwise.

 


Fantasy Denominations______Modern Day
Equivalents:

Ewer: small copper piece__________$1 USD

Ichter: large copper piece_______$5 USD

Om: small silver piece___________$20 USD

Quirt: large silver piece________$50 USD

Xy: small gold piece____________$100 USD

Yeb: large gold piece__________$1000 USD

 


Each 10 pieces = 1 unit of the next piece.

 


 Result
Comparisons:

During game play, you, through your character, will
attempt to perform tasks and accomplish goals. This might be mixing
a drink, solving a puzzle, or breaking into a locked room.

This set of instructions is for designing and using a
basic character. Most of the Plots!(C) play books will have other
instructions in the beginning of the book. Some will assign a
different set of Zest, money, or gear. Always use those
instructions first, then come back to these for clarification.

The majority of math is during character generation
or assigning Zest during the game. Most of what you will need to do
or remember is directly on the character sheet and will be adding
or subtracting 2 numbers.

“House Rules” is a term used by gamers to solve
differences in interpretations of the basic set of rules. This
means that the group of players who are reading through a play book
get to decide what the interpretation should be. Make sure that if
you are playing in a group, you all agree on some of those House
Rules before you start.

“Stacking” is a term of using multiple bonuses to
increase a value. Some rules have been put in play to prevent this
from becoming abusive. If your group decides to use House Rules to
ignore Stacking prevention, you are encouraged to do so. The point
is to have fun, not get lost in arguing.

 


Game Terminology:


Play Books:

 Murder By Six
Plots!(C) play books contain at least one story line. They may
include more than one.

The first section of the book will contain special
instructions, history, or other important information you will need
before play begins. It may instruct you to read part of the play
book, before the game actually begins, to help you understand who
or what you are encountering, instead of writing that information
twice.

Each scenario is numbered and might contain a single
sentence or a series of paragraphs. The entries may be in numerical
order, but don’t assume that the next entry to go to is actually
the next entry! The scenarios are mixed-up so that you can make
choices without knowing what will happen. Some entries might be
Easter Eggs- fake entries to enhance your enjoyment of the game and
act as red herrings. Those entries will not be able to be
reached.

When a scenario is completed or a decision has been
made, there will be choices to select from at the end of the entry.
Choose the outcome or selection that most closely resembles what
you want to do. It may not be listed. The selection may be whether
or not you failed an Activity roll. The number after the choice is
the entry you should go to next. For digital copies, we suggest you
use the search functions to help.

There are maps inside each play book. They are meant
to be used as examples for combat scenes. Instructions will be
given in combat entries on how to set up each map. Pennies, dimes,
other dice, board game tokens, or other small items can be used to
represent your characters and the villains you are
encountering.

A Time Tracking sheet is specially designed for the
play book you are using. It may have Juice Penalties listed on the
sheet, to help you remember.

In the back of the book will be special references
for that game, a list of Clues (described later in this section),
and tables for playing a game without a Game Master, such as the
target to beat for a specific entry.

There may also be a copy of these rules.

Drops!(C) modules may have a single story arc. They
are scenario based and may not have a plot line.

 


Types of Games:

 There
are several types of scenarios in Murder By Six Plots!(C) games, in
a variety of genres.

Combat heavy games will be more dice rolling and
beating up bad guys rather than character interaction. These games
rely more on Fight, Body, Nimble and Conjure Abilities.

Some games are more involved in exploring an area or
interacting with non-player characters, such as a Dock Master or a
merchant. These games rely more on the Activities in Wits, Grace,
and Nimble Abilities.

Some of the story lines are Beat the Clock games,
where you are trying to save someone from being murdered. Others
encourage you to explore, take your time, or solve a mystery. Some
may be a combination of both. Look on the cover of the game for
Beat the Clock or Exploration to know if the story line suits your
needs or play style.

Some play books are specifically written to not be a
story line at all. Ando’s Market, for example. This entire book is
simply a market place. These are the Drops! product line and will
be labeled accordingly on the cover. Drops! supplements are
designed to enhance game play in other books. One of your Entry
Selection choices may be: “go to market.” In which case, you can
open the Ando’s Market book and then return to the original play
book when you are done shopping. It is up to you if you want to go
to the market within the play book or go to Ando’s Market
instead.

For example, the entry from the play book might read:
“Go to Market. When completed, go to entry 100.” This means you can
use the Ando’s Market book and then when you are ready to return to
the game, go to entry 100 in the original play book.

If you use a Drops! encounter book, remember to count
time as you would have in the main play book you are using.

 


Entries, Clues, Switchpoints, and Bumps

 As you make
choices during the game, or if choices are made for you (such as a
Passed Activity roll), the next entry you go to will change the
story. This means that some of the entries will not be used! Some
of the play books also
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