SAVEgame

by Michael Christie

1. EINTRODUCTION

What 1s 1t - SAVEgame i1s a role—-playing
game set 1n the worlld ofF computer

and videogames. This historical perirod
began 1n the 1950 s, with the

creation of a game that became known as
Pong.-. The creation of videogames has
become a multi—million dollar industry,
with technological advancements
Improving the videogame experience fFrom
apairr of white blobs trying to hit a
smalller white blob past each other, to
nearlly photo-realistic three-—
dimensional

representations of peoplle with imaginary
backgrounds armed with Fantastic weapons
trying to kill each other s nearly photo-

realistic representation.

Players take on the rolles ofF videogame
characters tna mostly consensual
videogame worlld. SAVEgame i1s all about
what videogame characters do when not
berlng possessed by demons, and Forced by

Therir to take on all manner oF ridiculous



quests, or to be the lTast, best hope for
theilr race planet

whatever. However , often that 1s exactly
what videogame characters do with theirr

free time anyway . - -

A note on terminology, spelling, and
other stuff: SAVEgame gleefTully uses
computing measurements and terminology
1IN ways that were not the original
intended definition. 1¥ 1 get time,
there may be a game glossary at the end ofF
this Ffile. 1 am from Australia g day
and thus follow the British standards ofF
spelling eg armour has a u in 1t, and
the letter s 1s Favoured over the
letter =z 1N words such as hypnotise
and realise . Finally, the computer
hardware software system I am writing
the tnitial draft this on 1s somewhat
Ilimited.

The game mechanics for this system call
Ffor use of exponents eg 2 to the power ofF
X, where x 1s the exponent , inwhich x 1s
usually written 1n a superscript font. In
this document I use the ™ symbol, thus 2
to the power oF 7 1s 27 _. Now that s

more than enough introductory stuftf,

It s time to start competing.-



Game Che¥f Selections — 1 have chosen the

following options:

Theme - SAVEgame i1s inspired by the
currently unfolding historical age of
videogames, which have evolved 1n
complexity as the technology behind them

evolves _

Ingredients — SAVEgame shall
INncorporate the fol lowing

IiNngredients:

Invincible
Companion

Accuser

Limitations — SAVEgame shall use a dice
resolution mechanic where three
pieces of information can be

determined from a single roll._

Gameplay Requirements — To get the most
out of SAVEgame, players should have
the following:

1. AN interest in computer and or

videogames



2. ATt least one eight—-sided dice
hereaftter callled a d8
3. Knowlledge of the 2 table.
Here s a start — 2 2 equals 4
q._ A sense of humour see

requirement 3, above

2_. CHARACTER CREATION

Characters 1n the SAVEgame worlld are made
up ofF bits, which are the burlding

blocks oF data.-. In quaint accordance
with the videogame systems they exist
within, characters are defined by an
exponential ranking system over three
primary attributes. To begmin the process
of character creation, discuss the
preferred power level of the game with
the other players. The power levels

are listed in Table 1.

Table 1- Bt Definition

Power Level Rank Bit Definition

Example Character

1 2 27N Pong
2 4 Pac—Man
3 8 Sonic the

Hedgehog




4 16 Super Mariso

5 32 Lara Croft

6 64 Samus Aran

7 128 Gordon Freeman
8 256 278

Bit Definition indicates the number of
poinNnts you can spend on creating your
initial character. Also, as you might
have guessed, this 1s based 1oosely on

CPU processor power .

The primary attributes used to create
characters are ldentity, Interface,

and Interaction:

Identity ID - This attribute Is a
measure ofF how well defined a character
Is. This covers both appearance and
emotional complexity. For example, Pong
Is awhite rectangle. Pong has an
Ildentity rank of 1. Gordon Freeman is a
bespectacled, bearded, gun—-toting
scientist and hero of the revolution In a
Ffuturistic worlld. He has an Identity
rank of 7.

Game application — Identity i1s used for

Realitty Checks see Combat, below _ It 1s




also used for governing relationships
with other entires 1n the gameworid.
Finally, 1t 1s used to guirde players 1n
defining theirr character s background.
A l-birit character can get away with a
two—-word background Pong is Pong, after
all , but a 256-birt character would have
a back—-story, and numerous personal
detairls irrelevant to theirr current
situation, but which give depth to therr
personality. You can get up to 7 bonus
points For a single sentence summary of
your character, and up to another 7 bonus
points For a background story oFf 256
words. The size of the bonus 1s
determined by comparing your ID score
with the maximum ID score 8 ._
Interface I1IF - This attribute defines
how the character generally perceilves
the SAVEgame worlld. Interface rank 1
again, Pong 1s a good examplle i1s a top-—
down view oF the worlld. Rank 7 the
aforementioned Mr Freeman has a 3D
perspective, with stereo surround sound

and lots ofF options.

Game application — Interface 1s used for
noticing things and reacting to them. 1t

Is the primary attribute For combat



actions see Combat . A character can
choose to function at a lower Interface
rank than they are capable of, or this can
be Forced upon them by the results of a
Real ity Check see Gameplay . Table 2
lists the obvious Interface modes. 1T
you think of others, use them, but be
carefTul to rank them appropriately 1n the
list as the order of Interface modes has

an effect upon combat.

Table 2- Interface Modes

Mode Example

Top—-down Galaxian

Side—-on Donkey Kong

Isometric Popullous

Third Person Neverwinter Nights
First Person Half-Life
Interaction 1A - This attribute

defines the infFluence a character can
have over objects and entities 1n the
game worlld. Unlike the other primary
attributes, all characters get a free
category of action, thus Pong, with
Interaction rank 1 can move In the game

worlld, and Pong can also deflect objects.




Gordon Freeman Rank 7 can interact with

the game worlld in up to 8 ways.

Game application — This 1s a very
Important attribute. Under normal
circumstances, 1 you do not have the
raight form of interaction, your
available actions are restricted. 1t 1s
recommended that players folllow the
guidelines 1n Table 3 as to which
Interaction they can perform. However,
It 1s possible to have a playable
character without some oF the basic
INnNteractions. For example, a character
inspired by real—-time strategy games
might ignore the Collect and Store
IiNteractions and take Create and Command

iNnstead .

Table 3- Common Interactions

Rank Category Example

1 Move Physically move
around the gameworid.

2 Collect Collect objects eg
Power—-Ups .

3 Use Activate levers,

switches, buttons, etc.




4 Communicate Communicate with

entities.

5 Destroy Remove objects From

the game world.

6 Store Hold number of

objects equal to your 1A score.

7 Create Create useablle objects
see Object Creation .

8 Command Il sSsue commands to

other entities _

Suggested minimum rank fFor the type ofF

action.

Players must buirld thesr character from
the Bt Definition agreed on as the power
level ofF the game. Thus in a 1-bit game
1T you re keen to go totally old-
school , the total point cost of your
instial character cannot exceed 2
points. This may seem rather ridiculous,
but Further on 1IN this section there are
Bugs that can offset the cost ofF your
attributes, and Features that are
beneficial under appropriate
circumstances. However , to be honest 1
must admit that a 1-brt game 1s probably
going to be short and sillly




GM:-OK, you re i1n a big empty space which
is all black as Far as you can see.
Suddenly there 1s a loud fanfare,

Ffol lowed by a whoosh as a bunch oF alien
spaceships fly 1n at exactly your
altitude, and they start swaying back and
Fforth. What do you do

Pong: I Jump up and down a 1ot In a
threatening manner

Donkey Kong :- 1 beat my chest and throw
barrels at them Can we roll dice yet
GM:- No, this 1s stupid. Why don €t we l1ook

at higher level characters Instead

The Game Watch version.

As a more sensible example, a group oFfF
gamers decides to play a 32-birt game.
Monty wants to have a character who, 1n
normal Form, 1s primarilly good at combat,
can pick up weapons and use them, and
looks pretty cool doing just that. He
buys Identity Rank 2 cost 4 , Interface
Rank 4 cost 16 , and Interaction 3 8
points . Monty decides his character
will ook like a cooll spaceship Ildentity
2 - With Interface rank 4, Monty s
spaceship can Function in top—-down mode

eg Galaxians , side—-scrolling mode eg



Defender , isometric mode Zaxxon , and
FfFirst—person mode Descent . With
Interaction 3, Monty decides that the
spaceship can Move, Colllect, Use and
Destroy objects. Monty has now spent 28
points, so he will take a closer 1ook at
the Entomology-.- _er, 1 mean Bugs
section, a little Iater 1N the character
creation process. For now, however,

here s a new level oF complexity.

Subsystems: Videogame characters
general ly have some attributes specific
to the type oF game they feature in. In
SAVEgame, these are called subsystems.
Characters in role—-playing videogames
tend to have attributes measuring theirr

combat prowess, magical aptitude, etc.

Essentially, these attributes can be
defined by the player . Keeping things
simple, the maximum number oFf subsystem
attributes a starting character can have
1Is equal to the character s power level,
and ranks 1n Subsystems are bought from
the character s Bit Definition value

eg, save some points or take some Bugs -
So, continuing with the previous

example, Monty s spaceship character



currently has 8 points to spend on up to 5
subsystems. He decides he can make do
with 4 subsystems, choosing Speed,
Manoeuvrability, Accuracy, and Shields.
Because he 1s getting tired, he simply
spends 2 points on each. After referring
back to Table 1 he determines that each
subsystem Is at Rank 1. These ranks will
come 1n handy when Monty s character
attempts to do something, but that s
another section Gameplay - Any unspent
subsystem points go into the character s
Power-Up Pool . Meanwhile, Monty s
spaceship, which he has decided to call
Thrustoird 1s already at the maximum Bit
Definition alllowed for the game s agreed
power level , and now we come to the third

part of character creation.

Features: These are neat stunts or tricks
the character can perform. They

are different to Subsystems 1n that they
are not limited to InNncreasing attributes
via specialization. They are also often
related to ways 1n which the characters
are used when they are possessed by the
Demons From Beyond. In many cases,
Ffeatures have certailn prerequisites that

must be met before a character can use



them. Finally, in the character creation
process they are bought by spending a the
required amount of character points. In
desperate circumstances, they can be
bought with Innovation Points, to
provide temporary bonuses lTasting until

Tthe end oFfF a combat cut—-scene .

Note:- Features have a bit cost that does

not Follow the exponential scale.

Buffer — Your character can repeat theirr
previous action.

Prerequisite: Can be used 1 no Feature
was used In the previous action, and the
previous action was not an absolute
success see Gameplay, below ._

Cost:- 1

Camper — Your character 1s good at
hiding, and attacking whille stationary.
Game effect: 1 to attack rolls while
stationary, 1 to hiding, 1 to noticing
stuff._

Prerequisite: I1F 3

Restriction Current Interface Mode must
not be top-down or side-on, as 1t 1s not
possible to Camp 1n such game worllds.
Cost: 2



Companion Your character has a
companion entity who 1s eisther useful 1In
Ilaimited circumstances, or of imited use
in all situations.

Game effFect Create a character from one
quarter ofF your character s Bit
Definition. The companion s derived
values are calculated Ffrom that amount.
You may choose Interactions that your
character does not possess. IT the
companion dies, you lose 2 points from
your 1D score until the companion re—
spawns .

Prerequisite: 1D 4

Hotshot — Your character can target vital

areas of an opponent 1n combat.

Game effect: 2 to damage on a successTtul
hit.
Prerequisite: 1A 2

Restriction: Must know Destroy
IiNnteraction.

Cost: 3

Interface Hotkey — Your character 1s able
to switch between avair lable Interface

modes quicker .



Game effect: The initial penalty for
reality adjustment see Reality Checks
INn combat 1s reduced by 1.
Prerequisite: ID 2

Cost:- 2

Invincible Gank Master Your character
Is temporarily unable to be killed or
iNnjured.

Game effect:- Your Playabrillity score
immediriately returns to 1ts original
value eg damage 1s healed . This lasts
until everyone else 1n the current combat
or scene 1s dead other players

iNnclluded . You are still susceptible to
Realitty Checks other players can gang up
onNn you - For every success you get with
attacks against the other players, your
Innovation score Increases by 1. For
every player you kill , your primary
attributes are each Increased by 1. 1T
you do not kill at least one other player,
your ldentity score i1s reduced by 2. 1T
you Fairl any action whille Invincible,
there must be a Realitty Check at the start
of the next round,

Prerequisite: Character must be
possessed by the Demons From Beyond.
Cost: 8



Platformer — Your character i1s good at
Jumping and or Climbing.

Game effect: 1 to rolls involving
Jumping and Claimbing.

Prerequisite:-: 1D 2

Restriction:- Your character s
description should imply that you can
climb or gump.

Cost:- 1

Theme Music — Your character has an
INspiring but repetitive theme tune.
Game effect 1 to any one action in the
same round as the tune plays.
Prerequisite: ID 4 or less

Restriction: You have to hum the tune or
there 1s no effect. Other players may get
annoyed with your humming. Use at your
own risk.

Cost:- 1

Bugs — In SAVEgame, Bugs are seemingly
random events that affect the
characters. They represent the
iNnfFluence ofF the Demons From Beyond over
the characters. They can occur when a
player Faills an action both dice rolled
higher than target _. At the time, the GM



can choose to spend Intervention Points
for any of the effFects below. Players may
allso select Bugs during character
creation, In which case the character has
the bug as a tendency anyway, and the
Intervention Costs for pre—existing Bugs

are halved .

Dodgy Collision Detection — YoOour
character sometimes inexplicably

doesn t succeed In an action.

Game effect: For the remainder oFf the
combat scene, your character rolls 3
dice for any attempted action, and takes
the results of the two highest dice.
Unfortunately, this never happens in the
player s Favour.

INntervention Cost:- 2

Floating Point Fairlure Your character
has problems counting.-

Game effect: Any bonus amounts are
reduced by one. Thus your character does
one less point of damage, and gets one
less power—up point From successtul
actions. This lasts until the end of the
scene .

INntervention Cost:- 2



Lousy Animation — For the remainder of
the combat scene, your character

1s badly animated.

Game effect —2 to ID.

INntervention Cost:- 1

Gank Magnet Other players like kil ing
YyOu -

Game effect: 1T you are ganked, the
ganker gains double the usual benefits -
therr attributes INncrease by 2._

INntervention Cost:- 8

Feel Free to use these as a guideline for
creating your own Bugs 1 T necessary eg

I mMm running out of time

Derived Values

Playability — This 1s a measure of how
long a character can survive In

the gameworiid. 1t i1s derived by adding
the character s three primary
attributes together. The result is the
character s Playabrility score, and
indicates how much damage measured iIn
Bit Points the character

can withstand before respawning.

Thrustoird has Playabillity 9.



Innovations — These represent
alterations to the game worlld that
characters can make in difficult
sittuations. At the end oFf the character
generation process, the character s
Innovation Total 1s calculated by
subtracting the character s Playability
score Ffrom therr Bit Definition

total, and dividing the result by 8, with
the remainder going into the

character s Innovation Pool . Back to
Thrustord, who 1s set to blast

off with 2 Innovation Points and a Pool of
7 - Innovations will be

covered 1n Gameplay, below._

GAMEPLAY

The success ofF actions I1n SAVEgame 1s
governed by rolling 2d8. The result on
each dre 1s compared against a total
derived from the character s applicable
attribute plus subsystems, modfifFfied by
applicable Features, bugs and gameworid
effects. This system produces three
possible outcomes. 1T both dice are

equal to or below the sum oFf the



character s applicable attributes,
subsystems, and
modifriers, the result 1s an absolute
success. The character s Innovation
Pool I1s Increased by one. 1T onlly one dire
1s equal to or below the target,

the result 1s a contestable success — the
GM may choose to spend one or

more bits from the Intervention Pool to
cause a spontaneous Realiity

Check see below . However, the players
may contest against the GM

iNn this situation by matching his brd
with Innovation Points. When the GM
ceases the contest, all brds are
subtracted frim theilr respective
bridders.

I ¥ both dice rollls are above the target,
the GM adds one to the Intervention

Pool _

Table 4- Actions and Consequences

Dice Combat Result Non—combat
Target Result
2 Damage 2 Absolute: 1
target 1 ow INnNnovation
rolil
1 Damage 1 Contestable:




target 1ow GM Option

roll
(@) Miss 1 to GM Fairl: 1 to
INntervention GM

InNntervention

Non—-Combat Example: Lora Craft is
holsdaying in the quaint medieval town ofF
Everwinter when a plague of zombires
breaks out. With Iimited ammo and a
shortage ofF guns for salle 1n town, she
realises that zombres can t climb
actually none ofF the townsfolk can
climb _. Soshe tries toclimb, and rolls
2d8. The applicable attribute for this
iIs Interaction, as she 1s Interacting
with the gameworlild by moving.- Lora has
Rank 5 Interaction and she uses one oFf her
Features Platformer to assist in the
action, for a total ofF 6. The results on
the dice are 2 and 8 — a contestable
success. The GM lets her get away with
It. . _this time. Lora gets to add the
DiffFerence between her lowest success

roll and the target to her Power—-Up Pool .

Combat Example: Thrustoird 1s attempting

to shoot a bizarre alien space probe that




has been buzzing around and zapping other
characters. He rolls 2d8 and
unfortunately gets a low rolll oF 6, and a
high roll of 8. However, with Interface
at Rank 4, and his Accuracy subsystem at
Rank 3 for a total ofF 7, this i1s a
contestable
success. This 1s combat, so the GM rolls
2d8 for the probe Interface 2, Shields
1 , and rolls 1 and 6, fFor a contestable
success. However, ties 1n combat are
decided 1n Favour of the player, with no
bidding allowed, except 1n Boss Battles
see below . Thrustord has no bonus to
damage perhaps he should have bought a
Firepower subsystem or something
simillar , sohe 1is Iimited to the basic 1
bt plus
the di fference between the 1ow rolll 6
and the target 7 . In this case, the
damage total 1s two bt points, which are
subtracted from the probe s Bit Point

Total _

The Reality Check: The Reality Check 1s
perhaps the most important part ofF
SAVEgame . Reality Checks occur at the

start of any combat. They can also



occur 1T two or more players disagree
over the current reality at any time,
whether 1N combat or not. The nature of
reality I1n the SAVEgame worlld 1s
effectively defined as an interface mode

see the Interface attribute, above ,
but two or more players can combine theirr
Interface attributes to help achireve a
desired mode. When the desired mode 1s
chosen, each party involved roll 2d8 and
compare the results on the dice to theirr
Ildentity score. This 1s treated as a
standard action rolll , but the
consequences are much greater. Compare
the number of successes of each party,
and 1n case of a tie, all Interested
parties may spend Innovation points to
outbrd the others. A1l Innovation points
used to bid 1N this way are lost even
unsuccesstTul bids . The winner of the
Real i1ty Check gets to choose the current
iNnterface mode. 1t 1s important to note
that the GM can combine the 1D scores ofF
all attacking entities, up to a maximum
of 7.

The winner of the reality check Instantly

switches to the desired I nterface



mode . Other characters present may now
spend an Innovation Point to switch

to the active mode immediately ., but the
Innovation Porint 1s

added to the GM s Intervention Pool_. ITF
they choose not to spend an

Innovation Porint they are at a penalty ofF
1 to action totals For each

step away From the chosen mode. This
penalty decreases by 1 each

round until 1t gets back to zero. As can
be seen 1N Table 2, 1N normal
circumstances the maximum initial
penalty would be 4 going from First-—
person

perspective to top—-down, Or vice versa.

Interface Modes: A Matter of
Perspective.

Each Interface has advantages and
disadvantages 1n combat ssttuations.
These

modifiers listed in Table5 are in
addition to the penalty applied for
characters being out of sync with the

result of a Reality check.



Table 5- Combat Effects ofF Interface

Modes
Mode Benefit Drawback
Top—-down Extreme —2 to ID
visibility
even around
corners
Side—on 2 to attack —2 to defence
Ilsometric 1 to attack —1 to defence
Third- 1 tomove, 1 |—-2 to notice
Person i1D things
immediriately 1n
front behind
First- None None
Person

For example, Lora Craft again i1s in a
group with Galaxrian, and Lara

wins the Realitty Check when a battle
ensues. Lora chooses the third-

person Interface and Galaxian can either
spend an Innovation point

or start combat with a hefty -3 penalty,
which tapers down to zero by

the fourth round of combat. On the

positive side fFor Galaxiran, he




gets a better ook at himself now that
he s no longer In top-down

mode , and has more Freedom oFf movement.

Initiative: In SAVEgame, combat occurs
when the player characters trigger
something. Thus the other side always
starts First. Turn order 1s determined
by ascending order of Identity cannon
Ffodder attack First -

Defence: All characters in SAVEgame get
at least one defence each combat round.
The defence roll 1s based on the
character s IF score, modified by any one
relevant subsystem eg armour, shireld,
dodge, Force Field . A subsystem can
onlly be used once each round. I1¥ you are
attacked prior to the beginning of your
attacks, an absolute success on your
defence roll grants a bonus Innovation

Point.

Mulltiple Actions 1n Combat: Characters
can have multiple attack and defence
actions 1n combat. The maximum number ofF
actions 1s determined by the character s
IF score, but each additional action

costs 1 Innovation Point. At the start of



the round, you must declare the number of
addritional actions you are taking at the
start of the round, and spend the
appropriate number of Innovation Porints
at that time. Once you start attacking,
you can onlly receisve one bonus Innovation
point 1N a combat round mulltiple
absolute successes do not provide

mulltiplle Innovation Points.

Results of Combat

Power—-Ups: When a player character kills
another entity 1n SAVEgame, the victim s
s fFe energy 1s converted to Power—-Ups.
The number oF Power—-Up porints 1s equal to
the entity s Power Level 1 ¥ you bag
yourself a Sonic the Hedgehog, that s 3
Power—-Up Points, which go into the Power-—
UP Pooll ofF the character that delivered
the killing blow. Erght Power—-Up poirnts
can be converted to eisther gain one
INnnovation point or gaitn one lost point
of Playability. Alternatively, Power—-uUp
poinNnts can be spent on InNncreasing
Subsystems, but the cost to Increase a
subsystem to the next level 1s derisved
from Table 1.



Respawning and Possession: When a player
character loses all therir Playability
points, they respawn. They should
recalculate theirr derived values. They
shoulld also make a Realitty Check to
against the GM to determine 1T they are
Nnow possessed by the Demons From Beyond .
The winner of this check decirides whether
the player will be possessed. 1T the
character I1s possessed he must pick a
target from amongst the other players to
gank. The ganking does not have to take
place immediately. However, each time
there 1s a Reality Check won by a player
character, they may accuse one of the
other player characters of being a
ganker , and must also guess the Intended
victim. Succeeding in both parts of the
accusation means the Demon From Beyond 1s
exorcised, and that any ganking will only
be out of animosity between video game
characters until the next respawn
occurs. A partially correct accusation
must be confirmed by the GM but not which
part of the accusation 1s correct . The
possessed character 1s free to act
normal , helping the group Fight therr

enemies but potentially accumulating



Power—-Up points towards buying the
Invincible Gank Master Ffeature

A completely INnNcorrect accuser may be
secretly assigned the Gank Magnet bug by
the GM and the possessed character may

change targets.

Game—Mastering in SAVEgame

SAVEgame 1s designed to be played 1n a
simillar fashion to the majority of role-—
playing games, but with simpler rules
inspired by the simpler setting.-
Traditional role-playing games RPGs
have a Game Master GM who runs the game
for the other players, describing the
environments they are In, and acting the
part of all the non—-player characters
NPCs and adversaries the players meet.
The GM shoulld also have a plan ofFevents

that will occur I1n the game.

However , 1n SAVEgame, the setting 1s
rather mallleable. To stick properly to
the theme, a session oF SAVEgame should
iNnclude references to both high and 1ow
points 1N the history of videogames, From
the time of Pong through to specullation

about the next generation of videogames.



Thus the characters coulld Fight ofFfF waves
of alien spacecraft as they travel
through a Fantasy willderness on theirr way
to a martial—-arts tournament to stop
ultraPong from ruling the universe. On
the way there they would experience
cutscenes which explain what they re
supposed to be doing or which ofFfer side-—

quests to achieve secondary goals.

On the other hand, you could pick a genre
of of videogame, and play SAVE game
exclusively 1n that way. The Bit
Definition Scale lends 1tself to an
approximation of many di fferent game

styles , as follows I1n Table 6:

Table 6z SAVEgame reality Basics

Bit Definition Game Style

2 Simple monochrome action

games, minimal sound

4 Simple platform games,

simple sounds

8 Mullti—-colour, minimal

environment action games, or low-level
iNnterface RPGs, tunes

,rudimentary speech-synthesis



16 Detair led action games,
rudimentary 3D environments,
RPGs with plot development,
stereo sound, classy theme
musiEcC.
32 Action games with plots, Tfull
3D environments, RPGs with
real-time combat, cutscenes
with doalogue, CD audirio tracks
64 Fulll 3D action RPGs with plot
developments 1N cutscenes with
dialogue and Full-stereo CD
audro soundtrack
128 As above. . _.but with near-—
realistic graphics
256 Next generation — potentially
photo-realistic graphics, better

iNnNterfaces

OFf course, there are videogames that
have trailts assigned to higher

Bit Definition than listed here._

Description ofF the Gameworlid The GM
should be influenced by the Bit
Definition level of the game 1n
describing the world. Thus at 1ower biIt
definistions, leaves would twitch 1n the

breeze, or there may not even be a breeze



at all_. There 1s fun to be had 1n
describing things that do not happen
realistically. Take examples from your
Ffavourite videogames, or the ones that

really suck.

Encounter Levels and Boss Battles —
Normal encounters for the players should
be with enemies at least 2 power levels
lower. Boss Battles should be with an

enemy at least 1 level higher

The Intervention Pool — The Intervention
Pool 1s used by the GM to make existence
harder for the PCs. The mnitial size ofF
the pool 1s calculated by counting the
number oFfF characters I1n the game, and
adding the game s power level. Thus, In a
game with 5 16-bir1t characters, the GM s
Intervention Pool starts at 9. These
Intervention Points can be used by the GM
to bid against players who do not achireve
absolute success on an action rolll, or
can also be used to give characters bugs

when they fail an action.

Hints and Cut-scenes Hints are like
signals from the GM relating to the

overall plot. At the start ofF a combat,



generally after the Reality Check, the GM
shoulld give a hint to the players about
what 1s to happen next, or how to win the
combat. This can be as simple as
momentary description of zooming 1n on a
lever 1N the room, or pointing out that
one of the orcs has a brig sword.
Depending on the type ofF game, you may
wish to come up with puzzlles fFor the
players to solve. Cut-—scenes are
special moments I1n the game when the
players have achieved something, such as
killing a Boss, completing a quest or
solving a puzzle. During a cut—-scene,
players can spend Power—-Up porints on

INCcreasing subsystems.

Object Creation The character
generation system can be used to create
Inanimate objects as well as characters.
Inanimate objects generally have an 1D
score ofF zero, and lack the Move category
of Interaction. However, inanimate
objects can Ignore the recommended ranks
required for the more complex
INnNteractions. Bonus points can be given
Ffor a summary ofF the object, but that
cannot exceed the overall rank ofF the

object. A4-bit gun could be called a



Disrupto-Blaster, for example, and then
there are 6 points to spend on 1t._
However , as 1t Is agun, 1t requires the
Destroy interaction to function, so the
gun should have at least 1 level ofF

INnteraction._

Closing Notes: This experience has been
valuable 1n setting a goal , and watching
Ilsfe interferewith t. But 1 am happy
with what 1 have achireved 1n the time 1
was able to manage, and 1 hope you enjoy
it. Therewill almost certainly be a
vli_.1_. Thank you to the 1ron Game CheT

competition

GAME OVER
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