effort: The game

RULES: e

1.) Most events must be plaus1b$e most of the time.
2.) Nothing is eas ’ 4

Players decid .what’character"do. No limits.

Reality Mast Jge dlﬁlculty. -
2 #’ :
RM rolls 1D 00 f r (success is granted if the roll is greater than
or egual to 'y ' R
RM then rolls 1D10 erityﬁof success or failure.
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RM 1nterprets putco - . - &
RM can use an di ons randomly. Or RM can play God.
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Hit points (Cha
RM adgs and subtracts H
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-Character Ciasses,(PlayeqsﬂchopSa.a character class)

= Nerd Class.,Good with Sclencé, bad w1th Glrls/Boys.
Dork Clgss: Goody with ourage, bad w1th Talkln.g 2
Dweeb Class: Good at Hldlng,\bad with Science. e
Idiot Class: Somewhat bad with Everything.’ \
Lamer Class:’ Good with Pers1stence, bad w1th Everythlng Else.
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Skill (RM endows characters with sk;ll types and p01nts durlng play):
Skill points appropriate to a task are added. to success and severity rolls.
Players must,remember that thelr character* has the Sklll.

F ’ . ' ’ 4 - . .
Charfacters start with 1D1000 Tolerance points. RM subtragts points during-.
play when characters are frustrated.

When characters run out of Tdlerance p01nts, they get 1D1000 Desperatlon
points. ‘RM still subtracts Desperation points when characters are frustrat-
ed., When characters run out of Desperatlon points, they get 1D1000 Toler-
ance p01nts.
While a charactér is Desperate, RM rells success and severity simultane-
ously and takes the higher roll to be severity.
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Goals, Inventory, and Notes:
RM can adjust all three. Players can arbitrarily change goals and notes. RM
has the final say. : ’ g \
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CHARACTER SHEET:

Name :
Height:
Eye Color:
Weight:
Hair Color:

Body Mass Index:
Physical Appearance

(one word):
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