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FIFTH ATTEMPT (c) 2006 Jeffrey S. Schecter

THE GAME

Exemplar is a role-playing game of martial arts
fantasy set in the far future. Corrupt noble houses
use an oppressive state religion, drugged diets,
constant propaganda and the military might of the
Marines Templar and Marines Justicar to keep the
citizens of the Intersystem Government and Clergy
(IGAC) under their control. Space travel is
monopolized by the shadowy Navigator's Guild, for
their prescient psychics are the only human beings
capable of guiding Warpships from one solar
system’s Jump Point to another -- the few
independent worlds and planetary federations, and
even the IGAC itself, have no choice but to submit
to the Guild’s will. Conflict exists everywhere: free
planets struggle to gain control of resources, IGAC
nobles jockey for power, and the Free Order
attempts to shrug off the yoke of IGAC oppression.

Players portray the Exemplar: those who, through
natural talent or iron will and rigorous training,
have obtained a measure of psychic proficiency.
Exemplar are trained by the Guild, by the twin
Marine Orders of the IGAC, and by sundry other
traditions -- the Exalted Knights of Sha, who use
needles to manipulate the flow of life energy; the
Brotherhood of Infiltrators, who mask their
presences with psychic shields; and more.

CHARACT ERS

Every player other than the GM must create a
protagonist. A character sheet for protagonists can
be found on the other page of this document. To
create a protagonist, read over the character sheet
in its entirety, then follow this procedure:

1) Abilities define a character's broad areas of
competency. Roll 5d6 and discard the highest
result. Reroll if the sum of the four remaining dice
is 10 or less. Assign one die to each ability. Leave
a number of triangles equal to the die’s result
blank; shade in the rest. Insight must receive the
lowest die.

2) Descriptors are listed next to each ability, and
describe narrower fields in which a character may
have more or less talent. Highlight five descriptors.
Cross out every non-highlighted Insight descriptor,
plus 10 more Action, Thought, and Words
descriptors (10 total, not 10 each).

3) Traits are salient quirks of a character’s
personality, appearance, history, and situation.
There are two lists of traits on the character sheet:
character traits and advantage traits. Highlight up
to 10 traits total. Choose at least 5 character traits,
and no more than 5 advantage traits.

4) Techniques are specific ways of putting a
character’s psychic talents to work. Many are
martial arts moves. Highlight a number of
techniques equal to your Insight score. If you chose
any “techniques” advantage traits, gain an
additional 3 (1 trait), 5 (2 traits), or 6 (all 3 traits)
techniques.

5) Modifications are alterations to a character's
physiology due to genetic engineering at birth,
implanted technology later in life, or extensive
physical and mental conditioning. If you have any
“modifications” advantage traits, highlight 3 (1
trait), 5 (2 traits), or 6 (all 3 traits) modifications.

6) Nemesis measures
a character’s
importance in the
story. It is equal to 30
minus the sum of the
character’s abilities. Willpower measures a
character’s ability to push themselves above and
beyond their normal limits. It is equal to 8 minus
the number of advantage traits taken.

When the GM is creating NPC characters, they
should simply assign abilities, descriptors, traits,
techniques, modifications, and willpower as they
see fit. NPCs do not have Nemesis, and only have
Willpower if they play more than a bit role.

PLAY STRUCTURE

The game is divided into scenes. After a scene is
framed (time, location, characters present, events
already in motion, and other important features
have been made clear), free play commences.
When a conflict arises, the rules are invoked to
determine the outcome. When the GM decides that
a scene has served its purpose, the scene is
declared over and a new one is begun.

The first scene of a game is entirely up to the GM.
Thereafter, players have a right to claim scenes. A
player may not claim a scene if they claimed the
previous scene. Players who have protagonists
with more Nemesis get first dibs on claiming a
scene. (In case of ties, players who have more
recently claimed scenes get lower priority.) When
a player claims a scene, their protagonist loses a
point of nemesis. However, the scene must feature
their protagonist in a major way -- furthermore,
they may frame the scene themselves.

The GM has veto power over any scene framing
done by the other players. When they veto a scene
element, they must give a reason why. For
example -- Player: “I've just killed the baron, and
am attempting to make my escape.” GM: “Wait up!
The baron’s no pushover, and besides, you'd have
to get to him first!” The player should then make
the scene about addressing whatever is preventing
the scene they wanted from taking place. For
example -- Player: “All right, I'm making my way
to Crystal Hall, where I'll challenge the baron to a
duel.”

If no player claims a scene, the GM may frame it
in whatever manner they see fit.

TESTS

When two characters come into conflict, or when a
character is attempting a difficult action when
something is at stake, the GM may call for a fest.
(Players may request tests, but the GM has final
say.) Involved parties then say what is at stake --
what happens if they win. The stakes may never be
the immediate death or permanent disfigurement of
any character. Negotiate until everyone agrees that
the stakes are appropriate and exciting.

Now, roll dice (d6) for each side in the conflict. For
characters, the number of dice is equal to the
unshaded triangles of the most relevant of Action,
Thought, or Words. Add 1d if the relevant
descriptor is highlighted, or divide by 2 and round
down if it is crossed out. Then apply any other
relevant modifiers, as outlined below. For
unopposed tests, the GM will roll dice based on the
difficulty of the task. 1-2d for everyday tasks, 3-4d
for professional level tasks, 5-6d for extremely
difficult tasks, or 7-8d for real legendary shit.

The result of a roll is equal to the highest die

showing. Multiple dice that land on the same
number are added together. The side that rolls
higher gets a victory. If they won by 5 points or
more, it is instead a major victory. When a
character receives a major victory, they may
accomplish more than what they set their stake as.
In case of ties, give the victory to the character who
did not initiate the action. If there is only one
character involved, then they win ties.

TEST MODIFIERS

Assistance: +1d for 1 or 2, +2d for a handful, +3d
for a crowd, +4d for an army. Perfect tool for the
job / better tools than your opponent: +1d. Taking
extra time or trying over and over: +1d. Clever,
vivid, or cool action that takes advantage of the
environment: +1d. Negative conditions: -1d for
most distractions, -2d for worst possible
circumstances. Currency: any test can give a +1d
(victory) or £2d (major victory) modifier to a later,
clearly related test.

Modifiers may never reduce a dice pool below 1d.
WILL POWER

Characters may spend willpower to gain special
advantages. Whenever a player claims a scene,
their protagonist and one NPC of the GM’s choice
have their willpower pools refreshed to maximum.
Willpower has the following uses:

Heroic Effort: Spend a point of willpower before
you make a roll. Roll an extra die for each
character trait that could somehow work to your
advantage, and reroll every die that lands on 1.
Continue rerolls until there are no more 1s.

Activate Insight Descriptor: Spend a point of
willpower to activate an Insight descriptor that you
have highlighted for the rest of the scene. ‘Fiber
and nerve’ adds Insight to Action; ‘third eye’ adds
Insight to Thought; ‘fabric of consciousness’ adds
Insight to Words; ‘telepathy’ lets you hear the
surface thoughts of characters you touch or make
eye contact with; ‘telekinesis’ lets you act as if you
were ten paces away; ‘hypercomputation’ lets you
reroll a number of times equal to Insight.

Technique: Using some techniques may require
the expenditure of a point or two of willpower.

Shrug it Off: When another character nets a
victory against you, spend a point of willpower to
force them to accomplish /ess than what they set
their stake as. If they scored a major victory, you
instead prevent them from accomplishing more
than what they set their stake as.

FIGHT?

When many characters are all attempting to
accomplish sundry goals at the same time, or
when you want to zoom in on the action - in a
chase, combat, or dogfight, for example -- the GM
may initiate a fight! Fights don’t necessarily have to
be physical battle.

In a fight, time is divided into rounds. Each round,
every character can take one action (although
exceptions exist). Actions are declared “in the free
and clear” -- that is, in no set order, and people can
change their mind until everyone is happy. Figure
dice pools for all actions and roll them at the same
time. Don't roll dice for defenses and reactions yet,
thought.

Resolve actions in the order of highest result to
lowest. Resolve ties at the same time. Don’t be
afraid to add modifiers to dice pools that have




already been rolled: just add extra dice for
bonuses, and take away dice (highest first) for
penalties.

Roll dice for defenses and reactions as they come
up. If a character has not yet acted in the round,
then they may only defend with 1 die, subject to no
modifiers. At any time, a character may give up
their action to defend with their full dice pool for the
rest of the round. If a character uses their action to
do nothing but defend, they gain +1d to do so.

NAME:
HOMEWORLD:
NEMESIS/WILLPOWER:

JBILITIES

ZIDNIZINCEMENT

Players may gain modifications by having their
character undergo conditioning or surgery. They
may gain techniques by having their character train
under a master, or by finding a manual and
learning from it. This should take a few months of
game time and a test of Thought (against 3d for
Move techniques, or 5d for Form and Special
techniques). Character traits may be changed if a
majority of the people at the table agree to it.

At the end of each game session, a player may
spend one point of Nemesis to highlight a
descriptor (even a crossed out descriptor) or gain
a point of Willpower. Alternatively, they may spend
two points of Nemesis to raise one of their abilities
by one point. Characters never have to spend
Nemesis to advance -- if a player wants to, they
can save it all for claiming scenes.
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TECHNIOUES

There are three types of techniques: Form techniques, which grant a permanent benefit; Move
techniques, which may each be used for free once per scene and thereafter cost 1 willpower
per use; and Special techniques, which cost 1 willpower for their first use in a scene and

/ACTION

AV
\VAVS

AV
A/

AV
\VAVS

AV
A/

TRAITS

THOUGHT

WORDS

INSIGHT

thereafter cost 2 willpower per use. Move and Special techniques typically enhance a single

action or roll. Only one Move or Special technique may be used at a time.
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