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Hyboria [Tony Bath, 1968-1973?] PC centered play-by-post wargame Random personality creation Fantasy world building campaign. Long-lasting consequences of PC decisions on the game-world (emerging)

A referee [anything can be attempted, incomplete info] Strategos 'N' [David A. Wesely, 1970] Modern War in Miniature [Michael F Korns, 1966] One figure = One character Braunstein [David A Wesely, 1967] One player = One character

The Courrier [of NEWA] two-pages set of rules [Lewis Pratt, 1970] 1st amateur fantasy wargame system Chainmail rules for medieval miniatures (with Fantasy supplement) [Gary Gygax & Jeff Perren, 1971] 1st commercial fantasy wargame system [fr]

Addiction to drugs mechanism

Lady Rossa

[fr]

The violence will lead to failure eventually 

  -gold system [reward for succeeding at non-combat challenges] [(em)one simple goal for all players] from plot armor [high level expert NPC has more HP] Multiple builds possible 'thief'->'rogue' Linear bonus progression Explicit class requirements Magic item typed bonuses & item slots D&D attunement and rarity Back to 2 axis alignment: lawful-neutral-chaotic; good-neutral-evil (dis)advantages: roll 2 dices and pick 1-line note for each room 1st scenario / game adventure [play as Chainmail miniature battle with spy missions] to their patron deity Module 'contains a story' GM is the spirit of Astinus (historian's historian) Hex crawl sand box, but with 'invisible walls' Pre-gen characters with complex backgrounds tight to the setting Barbarians hate magic =universe Family and ancestors generator (with family honor, status, birthrights) Nonby 3 principles (the Rule-of-Three, the Unity of Rings, and the Center of Allcrawl for episodic play of any available players interactions of multiple groups of players (event coordinator) if D&D was inspired by Greek mythology? Carcosa Doing the suggested thing always kills you TPK is a baseline Mutant Crawl Classics Funnel usual polyhedral dice + Zocchi dice set (d3, d5, d7, d14, d16, d24 & d30) Replace dead PC by a related NPC Zero prep campaign creation Players and GM collectively create their village Automatic hits Detailed rules for carousing, social and economics Reward mechanisms push players to take unneeded risks Seclusium of Orphone of the Three Visions Midnight 2nd Setting : fleshed out by GM and PC in the course of play Abstract distances and positioning (no miniature/ grid) Escalation die (bonus to hit = nb of rounds passed) PC has 'One Unique Thing': anything without direct mechanics Spells that are only expended on bad rolls Jeu dCan start with more experience, or more expertise or more money Maelstrom Wounds tracked separately, each of them healing independently No spell list, just areas of magic & 1..5 levels Dangerous to warp reality/ paradox Knights of the Round

  as high as possible for opposed rolls or exact score for critics Sum of 2 opposite attributes is constant Players can lose control of their characters (passions and personality) style play' : Each players can GM side-stories of the campaign Some elements of the world (factions, NPCs,...) belong to a player Whimsy Cards: influence the plot of a story Wound track system Troupe-style play: each player have one or more characters Covenant sheet (group character sheet) Warping: side effect of too much exposition to after year 720 Every game is unique with the same starting point Encyclopedic systemFate of the Norns: Ragnarok 2nd DragonRaid GM needs to be a figure of authority (adult, dad or pastor) PCs have differents rule set than NPCs Overtly christian apologetic Toon Paranoia =author GM Agenda & Principles Success if action is funny for P and GM PC never Keep an in-character diary instead of a char sheet 52 playing cards as randomizers Everway Abstract resolution system (DFK: Drama, Fortune deck or Karma) Mythology of the universe based on the card game used as resolution system Abstract character creation Free-form power rating: versatile, potent & frequent Motive, virtue, fault & fate Dark Realms Dice rolled in various tables at key moments Nobilis Nobilis 2nd 'Great White Book ed' Nobilis: the Essentials 3rd ed Sovereign Stone Abilities determine dice size Orkworld Houses of the Blooded =author Players collectively create their household, then with the remaining points they create their characters Pantheon & Other RPG Rune =author Dying Earth =author Win conditions for P and GM Cugel's Compendium of Indispensable Advantages Robin's Laws of Good Game Mastering =author Speach fight with persuation & rebuff styles How to heist your gamemaster in game Donjon 1 success = 1 fact or 1 die F.A.T.A.L. Universalis The Regiment The Shadow of Yesterday Buy (& buy back) keys of character The Drow War Issues of key scenes can influence the war Agon In a Wicked Age Dogs in the Vineyard =author Negotiation with a stick Reign Company system: PC belong or control an organization with its own char sheet Blood & Honor =author Success of resolution decides if player or GM has authority to tell the result each PC has 1 ability at zero, different from the other PCs Dragon Success allows PC to add facts Hillfolk Gaean Reach =author Breakdown of fiction into procedural scenes and dramatic scenes Sagas of the Icelanders Numenera The Strange =author GM intrusion mechanic Swords without Master Roll for Jovial or Glum scene tone Moral or Mysteries story elements on a roll of 3 Perilous, Discovery & Rogue phases Cartel Social move is constraining the next GM narration Shadow of the Demon Lord Fast turn, slow turn Banes and Boons (cancel each other) Ancestry. Novice, expert and master paths Some actions can lead to Corruption Broodmother how players describe it More details = more dice to roll (GM veto for style) Sengoku Weapons of the Gods Spend points to link your background to the campaign, and receive the corresponding loresheet If success, player describes consequences, (with advantage to the last who talk) Add one detail for each bidden dice Tenga [fr] Karma, destiny & ambition Magistrats et Manigances [fr] Players interpret collectively a central PC, and one PC each PCs decide the consequences of the clue Superhero flaw: PC tell the nature/frequency of a villain , GM choose appearance and play him Bonus for 'Surprise maneuver' (cool description) kicking mooks or important villains Cinematic actions influence chances of success Clichés and tropes of Chinese action movies Mutants & Masterminds 2nd Mutants & Masterminds 3rd Teenage Mutant Ninja Turtles & Other Strangeness detailed DIY vehicle systems Alternity control die (d20) and situation dice (d4...mechanics based only on social interactions Psi Run Endgame: when ID of PCs are all revealed Choose risks in a matrix of dilemma World Wide Wrestling, The Roleplaying Game in game (or sleaving/egocasting into new body) Choose mental consequences Technoir Plot mapping, gm & p learns the plot as they play never roll dice against inanimate objects, only people Headspace P & PC share ideas and emotions collectively PC narrates

  : violence, unnatural , helplessnessm, isolation, self Each school of magic is mechanically unique and specific Rage, noble and fear passions Flip-flopping: switch tens and singles of d00 and rules for social situations Scripts for torturing captured PCs 1st level of success/failure Hero Points gained and spent during conflict (and Survival Points for NPCs) Inevitable high fame can undermine spying ability Spycraft discard hits taken GM can ask force player to do stupid things for vendetta The Mountain Witch Confidence points, alliances, and finally betrayals for all PC Each player defines a dark secret he doesn't reveal, even to gm, and can used how he wants My life with Master GM has to crush all fun ideas of PCs describe if success, GM describes if failure PCs invent the clues Confessional reality-TV-like Franchise dice pool for the group Hollowpoint if a PC dies, a new PC more powerful is created to replace and lead the others Primetime Adventures Player spotlight is codifyed Dallas: The Television Role-Playing Game Dual rating score for abilities (active and defensive) Luck can reverse a previous contest No character generation rules (PCs are the TV characters-the frame: PCs are dreamt by dragons like they are played by players Exhaustion and life tracks All characters of a player: sum up & link to an archetype Highdreaming: matrix mini-luck, death,...) to influence results Magical 'Flow' attribute kept secret from player Open-mindedness vs Spirituality attributes Bitume Pluie [fr] Lost in the Rain =author 'Yakuza bets' on throw result to improve success Libreté [fr] Endgame when 1 PC is left Every scene a turning PC plays vs the other as gamemasters Exchange and permanent loss of attachment tokens Excessive success has bad consequences If bonus for being aggressive leads to too much success, then bad consequences Black bile: player decides negative consequences affecting his character Macadabre

  something Detailed ludodraphy with precise game mechanic citations Inglorious Bargain with Death mark XP at every failure PC are toys made up of parts that can be damaged, modified, exchanged, or lost FU: The Free, Universal Roleplaying =rules Yes/No [and...] [but...] Wordplay Rock of Tahamaat, Tyrant of IIEE Intention Initiation Execution Effect Index Card RPG Set timers: in 1d4 something happen Dog Eat Dog PC: colon or native, so player has different authority on fiction The session GM-less rules-light game focusing on character and narrative) If lying, correct the story or ignore and drink a glass of beer Frustration token taken when feeling not listened, released when feeling listened or acting alone
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