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OVERVIEW
Fickle RPG is a narrative 
roleplaying and 
cooperative storytelling 
game with a focus on 
interesting mechanical 
resolutions to any 
situation. The game can 
be played in any genre, 

but generally works best with those grounded in 
the real world (ie: military, historical, zombies) 
or those completely separate from it (ie: 
superheroes, holodeck, high fantasy).

As with most RPGs one person will be the 
Storyteller who is in charge of the overall plot, 
scenes, opponents, conflict, and goals. One or 
more players create characters to interact with 
the world with their own motives and ideas.

Tips for the Storyteller are marked with the 
image to the left.

COMPONENTS
Each player will need a Character Sheet, pencil 
and eraser, and access to around eight six-sided 
(D6) dice.

The Storyteller will need some scratch paper to 
write notes on. They need to provide Fate 
Coin(s), which can be themed as desired. The 
Storyteller may wish to have a map (such as a 
real world road map) to help outline the 
locations.

A list of random names can be helpful for 
improvising memorable characters.

SCENES
All scenes in Fickle RPG are abstract (no square 
or hex board used) with any encounter taking 
place in a locale detailed by the Storyteller.
A good scene is clear to all players, without 
being needlessly detailed or bogged down in 
useless facts.

Each scene should have a clear goal or objective 
that helps the players know why they are there, 
and what they are trying to achieve. If a scene 
doesn't have a goal, it likely doesn't have a point 
and can be glossed over.

Players should be involved in scene creation if 
they know the locale better (for a genre based in 
the real world), or the scene is important or 
based on their character, etc.

The Storyteller should decide who is the first 
Acting entity in a scene. Normally this is decided 
by the narrative, but can also be through 
resolution in the case of no clear initiator.

Once completed play rotates clockwise around 
the table, with the Storyteller getting to Act 
once after each player.

For example: John and Sarah get the drop on two 
zombies and immediately attack, with John 
deciding to shoot his gun (Acting).
Then play switches to the Storyteller and one of 
the zombies shambles forward and tries to claw 
Sarah.
Now the players can Act again, this time rotating 
to Sarah, then back to the Storyteller, then to 
John, and so on.

Try to change the focus of your actions between 
different players to give them a chance in the 

spotlight.

STATISTICS
Each entity is defined by a statistic system 
composed of three tiers:

1. Category: Top level grouping of Body, Mind, 
and Soul. Each Category has an associated 
Stamina ("Hitpoints").

2. Attribute: Placed under each Category, 
represents the natural gifts of an entity. 
There are two per Category. Each Attribute 
will be the basis for a dice pool.
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3. Skill: Related to each Attribute, these are 

learned, trained, or nurtured abilities. These 
are so broad that the Storyteller and players 
will decide them. Each Skill will be a +/- 
modifier applied to the dice pool of the 
parent Attribute.

The specifics values of each:
• Body

◦ Might: Physical strength, fortitude, and 
endurance.

◦ Agility: Dexterity, speed, quickness, and 
awareness.

• Mind
◦ Intellect: Knowledge, IQ, brain power, 

and book learning.
◦ Wits: Street smarts, wisdom, and 

experience.
• Soul

◦ Personality: Charisma, positive 
conversation, social skills.

◦ Swagger: Cunning, innate likability, 
magnetism.

RESOLUTION
The core mechanic of Fickle RPG is allocating 
competing dice pools of D6s to try to get the 
most Successes.
The details below may sound complex, but flow 
well and are streamlined when used.

There are two types of resolutions: Check (entity 
vs environment) and Competing (entity vs 
entity).

With a Check the player competes against a dice 
pool set by the Storyteller. For Competing the 
Acting entity is faced by a Reacting opponent.

Using dice resolution for a situation should only 
be done if there is an interesting failure case. If 

the players would eventually achieve their goals, and 
no time pressure is present, just skip the resolution to 
save time and effort.

To resolve any situation follow these steps:

1. Outcome: Declare desired outcome, can 
choose to Tempt Fate

2. Size: Figure out dice pool size
3. Difficulty: Determine and set Difficulty
4. Allocation: Decide Fickle and Flat
5. Roll: Roll the dice pool, remember the 

Underdog Bonus
6. Compare: Decide the winner
7. Effect: Apply the outcome effect

1. Outcome
The Acting entity narratively describes what 
they want to do, and what outcome they are 
hoping to achieve.

If the resolution is Competing, the opponent also 
declares what they want to achieve as a Reaction 
outcome (which can only affect the Acting 
entity).
If multiple opponents are affected by the Acting 
entity only one can be Reacting.

A good basis for what is a viable outcome is 
anything achievable in around 10 seconds.

2. Size
Each involved entity determines the size of their 
dice pool of D6s. The Storyteller and player 
choose an Attribute to use, as well as any 
applicable Skill. Often this means players will 
narratively reason why a certain Attribute or 
Skill applies.

The total value of Attribute +/- Skill is the size of 
the entity's dice pool. This number is public 
knowledge between the Storyteller and all 
players.

A dice pool always has a minimum size of 1, 
regardless of the scene and situation.

For example: Sarah is trying to dive into a lake to 
retrieve a box. Her character is a strong swimmer 
with a related Attribute of 3 Might and Skill of +1 
Shallow Swimming. She would use a 4D6 dice pool.
The lake and box are inanimate, so the Storyteller 
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deems the resolution a Check and declares a 
competing Attribute of 2 Might.

For example: John is trying to hit a goblin with his 
longbow. His related Attribute is 5 Agility but he 
has no applicable Skills. He would use a 5D6 dice 
pool.
The goblin has been shot before, and is going to 
use his related Attribute of 3 Wits to call on that 
prior experience.

For example: Sarah is trying to talk a wounded 
soldier into surrendering. Her related Attribute is 
3 Personality with a Skill of -1 Wartime Persuasion. 
She would use a 2D6 dice pool.
The soldier is being aggressive and won't listen, so 
he uses the related Attribute of 4 Swagger.

3. Difficulty
The Storyteller declares the Difficulty for each 
entity:

Difficulty Roll Needed
Trivial 3+
Easy 4+
Normal 5+
Hard 6+

These can also be worded as "Difficulty 6" 
meaning 6+ (Hard) or "Tier 3" meaning 3+ 
(Trivial). Whatever the group feels most natural 
using.

A good basis for setting Difficulty is use the 
situation, not the specialization.

The Storyteller should use a baseline of Normal 
for both Acting and Reacting.

If an entity desires additional effects the 
Difficulty should increase by 1 step, such as 
Normal to Hard.
Similarly if an entity has an advantage decrease 
the Difficulty by 1 step, such as Normal to Easy.

Be consistent in setting Difficulties! If players 
can't predict how tough a task will be, they will 

be less likely to try new things.

For example: Climbing a forgiving rock face during 
the day in clear weather would be a Check 
resolution with Normal Difficulty for everyone. 
The abilities of a specific character change how 
likely they are to succeed by using a bigger or 
smaller dice pool.
Climbing the same cliff with a rope present would 
be Easy. But being on the cliff at night in the rain 
would be Hard.

For example: Lighting a fire resistant spider with a 
torch would be Normal. The Difficulty for the 
spider trying to tough out the attack would be 
Easy.

For example: Using hammer at a single zombie in 
close quarters would be Normal. But attempting to 
swing the hammer to hit a pair of zombies would 
be Hard (but with a better outcome).

For example: Trying to heal and patch up an ally 
would be Normal, but trying to buff or motivate 
them to move further would be Hard (as there is 
an additional effect).

4. Allocation
Once the size and Difficulty have been declared, 
the entity allocates their dice pool.

Each D6 in the dice pool can be allocated to 
Fickle or Flat. These represent chance and chaos 
compared to skill and preparation.

Allocation is done by each entity secretly 
putting any Fickle dice in their right hand, and 
Flat in their left hand.

Each dice pool requires at least one Fickle dice, 
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because even the best planning cannot succeed 
without an element of chance.

Sometimes allocating for excitement is more fun 
for the players, such as using 1 Fickle and 6 Flat. 

They'll be watching that roll very closely.

5. Roll
All involved entities reveal their dice pool 
allocation, usually by opening their right hand.

All Fickle dice are rolled. For every result 
greater or equal to the Difficulty that entity 
gets one Success.
As long as there is one Fickle Success each Flat 
allocation counts as an additional Success.

For example: Sarah is trying to shoot a rifle at a 
tiger using her Attribute of 5 Agility. She also has a 
Skill of +1 Long Range Rifle, so her total dice pool 
will be 6D6. The sun is up, the wind is good, and no 
adverse conditions exist so her Difficulty is 
Normal.
The tiger is Reacting by trying to pounce on Sarah, 
using it's 5 Might. The tiger has a Difficulty of 
Normal.
Sarah decides to allocate 4 of her 6D6 as Fickle, and 
the remaining 2 as Flat.
The tiger goes for a risky play of allocating all 5D6 
to Fickle.
Both reveal and roll, looking for 5+ (Normal). Sarah 
gets 1, 3, 5, 6 on her Fickle. Since she has at least 
one Success her 2 Flat count, for a total of 4 
Successes.
The tiger gets 2, 4, 5, 6, 6, which is 3 Successes. But 
it hadn't allocated any Flat, so their total is only 
the 3 Successes.
Sarah wins and shoots the tiger, reducing it's Body 
Stamina by 4 (due to 4 Successes).

For example: John is trying to decipher a book in a 
different language using his Attribute of 4 
Intellect. He is in a well lit room with a laptop 
computer and previously translated books, so the 
Difficulty is Easy.

The Storyteller decides the Check is comparable to 
3 Intellect with a Normal Difficulty.
John decides to use 3 of his 4D6 as Fickle, with 1 as 
Flat.
The Storyteller decides the book will go for the 
high risk and high reward allocation of 1 Fickle 
and 2 Flat.
Both reveal and roll. John is looking for a 4+ and 
gets 2, 5, and 6 on his Fickle rolls (2 Successes). 
Combined with his 1 Flat means John has 3 total 
Successes. The book is looking for 5+ but only gets 
a 1, which means the Flat Successes do not apply, 
so the book has 0 total Successes. John has won the 
resolution and deciphers the book.

Underdog Bonus: Whoever allocates less Fickle 
dice receives the Underdog Bonus and their 
rolled Fickle dice can Explode. This means any 
maximum roll (6 on D6) counts as a Success and 
Explodes so an additional "free" Fickle dice can 
be rolled. That bonus dice can roll another 
Success or could even Explode, and so on.

This can result in many more Successes than 
initially possible, and can help win an otherwise 
hopeless resolution.

If all entities allocate the same Fickle amount 
nothing special happens.

For example: Sarah the detective is trying to find a 
way to close a powerful demon portal using her 4 
Intellect. The demon portal is using 8 Intellect to 
resist the attempt.
Normally Sarah has little chance, so she decides to 
only allocate 2 Fickle and 2 Flat.
The demon portal plays fairly safe with 5 Fickle 
and 3 Flat.
Because Sarah has 2 Fickle compared to the 5 of 
the demon portal she gets the Underdog Bonus 
and her dice can Explode. She rolls her 2D6 and 
gets a 4 and 6. The 6 Explodes, which means it 
counts as a Success and she can roll another D6. If 
that additional D6 also comes up a 6 it Explodes 
and can continue to chain successes.
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Alternatively the Storyteller could attempt to 
guess Sarah's strategy to try for the Underdog 
Bonus. So they could "undercut" and only allocate 
1 Fickle for the demon portal, which would be less 
than Sarah. But such a strategy also means if that 
single roll fails the 7 Flat is wasted. Quite a gamble.

6. Compare
The total Successes are counted for each entity, 
and whoever has the highest number of 
Successes wins the resolution.

On a tie the winner is the Acting entity 
(assuming at least 1+ Success).

7. Effect
The outcome desired by the winning entity 
happens. The Storyteller may need to translate 
the result into something applicable to the game 
rules.

Effect consistency is key. Always have knocking 
down, or bleeding, or stunning, etc. have the 

same gameplay outcome.

In most cases the desired effect will be reducing 
the Stamina of an opponent. Reduce the 
opponent's Stamina (in the Category desired by 
the winner) by the total number of Successes the 
winner had.

If Stamina for any Category reaches 0 or less 
that entity is Defeated and loses the scene. They 
cannot participate anymore, unless Stamina is 
restored by an ally or situation.
After the current scene is resolved the winners 
are restored to a minimum of 1 Stamina in each 
Category.
Being Defeated may have long term effects (like 
an injury) as chosen by the Storyteller.
Stamina below 0 does not need to be tracked.

For example: Sarah wants to smash her captor in 
the face with a rock. She uses her 4 Intellect to 
figure out the opportune moment, but her captor 

is fairly tough with 3 Might and he wants to 
grapple the rock away.
After allocating and rolling Sarah ends up with 2 
Successes and the captor only 1, which means 
Sarah wins.
She can reduce the captor's Body Stamina by 2, in 
this case from 6 to 4.

For example: John wants to throw a grenade at a 
pack of wild dogs. One of the dogs is Reacting by 
trying to bite John.
After allocating and rolling John ends up with 5 
Successes compared to the highest dog who has 3, 
which means John wins.
He can allocate the 5 Stamina across any of the 
affected dogs.

TEMPT FATE
Special Fate Coins can be used to give the 
players more control over the story, and allow 
them to achieve impossible feats.

The players have 1 Fate Coin available per 2 
players (rounded up), although the same player 
can use multiple coins. Fate Coins refresh at the 
start of each new session.

The Fate Coin can be a real world piece of 
money, or a more elaborate or thematic item, as 
long as the odds are 50/50.

Although a simple D6 4+ dice roll would achieve 
the same odds, the mixed media and feel of a 

coin is important to give weight to the decision.

After declaring the Outcome of a resolution a 
player can choose to Tempt Fate instead of 
allocating and resolving dice pools.
Note that the desired outcome can be well 
beyond what the character could do, or even be 
impossible in most situations. The outcome 
could also be story related such as a character 
"forgetting" they had an important possession 
or life saving piece of information.
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The player flips the Fate Coin, calling it in the 
air. If successful they are considered the winner 
and use their desired outcome.

If they fail then karma has turned against the 
players and every character reduces their 
current Stamina in each Category by 1.

Don't be surprised if your "big bad boss" is killed 
outright by Fate Coin usage. Take the chance to 

really narrate the action and let the players go over 
the top with their heroic moment. Be flexible.

For example: John is cornered and wants to try a 
trick shot to bounce his shot off the walls and into 
the heads of three mercenaries facing him, using 
his 3 Agility. The Storyteller says that is 
impossible.
But John decides to Tempt Fate, and flips the Fate 
Coin, calling "heads". He's successful, and the 
daring moment he desired happens.

For example: Sarah wants to use her 5 Swagger to 
convince an orc leader to open trade routes across 
a mountain pass. Naturally the orc is unwilling and 
the Storyteller declares the Difficulty is Hard (6+).
Instead of allocating her dice pool Sarah decides to 
Tempt Fate. But the flip is not with her and she 
loses. Sarah and every other character reduces 
their current Stamina by 1 in each Category.

CREATING A CHARACTER
To create a character decide the following steps. 
These should be done "blind" from other 
players, without any discussion or planning.

1. Choose a Player and Character Name.
2. Choose a Description. This should be brief 

text that introduces your character to 
someone just meeting them.

3. Choose Attributes, each of which start at 4, 
but you can apply a +1 and -1 up to 3 times. 
These modifications cannot result in a 
starting Attribute lower than 2 or higher 
than 6.

4. Calculate Stamina for each Category by 
adding the related Attributes together and 
subtracting 2, to a minimum of 1.

5. Decide on 3 independent Skills with a 
modifier of +1. These can be under any 
combination of Attributes.

6. Depending on the plot choose up to 6 
Possessions. These can be anything, but the 
Storyteller will adjust the scenes 
accordingly.

7. Choose 2 Relations. These are family, 
friends, or other personal connections from 
your character's past.

8. Choose 2 Locations. These are local or 
nearby places of interest to your character, 
such as a home, cave, favorite restaurant, 
job site, etc.

9. Optionally receive a secret Personal Goal 
from the Storyteller. This can be at odds 
with the other characters, and shouldn't be 
revealed.

For example: John is creating a character for a 
cliche post apocalyptic zombie plot. He wants a 
rugged and solitary mountain man who wanders 
into town after noticing the roads are quiet. He 
decides to name the character Ortis Stone.
John knows he wants Ortis to be tough, but also 
quite appealing in a roguish way. So he opts to 
take his first +1/-1 Attribute modifier to increase 
Might from 4 to 5, and decrease Intellect from 4 to 
3 (Ortis hasn't read much). Then he takes a second 
+1/-1 to increase Swagger from 4 to 5, and 
decrease Agility from 4 to 3 (Ortis is an older and 
slower man). John could take the third and final 
+1/-1 but decides not to.
Next John calculates the Stamina for each 
Category. Body results in 6 (5 Might + 3 Agility - 2), 
Mind is 5 (3 Intellect + 4 Wits - 2), and Soul is 7 (4 
Personality + 5 Swagger - 2).
Now John decides on three Skills for Ortis. 
Knowing his background as a mountain man John 
opts for Animal Trapping +1 (Wits), Logging +1 
(Might), and Carpentry +1 (Intellect). John could 
have discussed with the Storyteller if he perhaps 
wanted Logging to fit under Agility or Wits, 
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depending on how Ortis acquired the Skill.
For Possessions the Storyteller lets John know he 
only gets 4. So John decides Ortis will begin with 
an Axe, Wool Clothing, Beef Jerky, and a Bear Trap.
Now John fleshes out the past of Ortis by creating 
2 Relations. Specifically a sister named Karen 
Stone and a father named Malcolm Stone.
For the 2 Locations he decides Ortis has his 
Hunting Cabin, and also knows about a Food Cache 
high in the mountains.
Finally the Storyteller gives John a secret goal for 
Ortis that the mountain man must acquire a 
working truck for his cabin.

IMPROVING A CHARACTER
As characters proceed through a plot they can 
improve and advance as people. These rates can 
be adjusted by the Storyteller depending on 
their desired pace.

Attributes: The Storyteller should try to offer a 
+1/-1 Attribute change every 3 game sessions.
Remember to recalculate Stamina for any 
Category that is affected by an Attribute change.

Skills: The Storyteller should try to allocate a +1 
Skill every 2 game sessions. Normally the Skill is 
chosen by the player and checked by the 
Storyteller for validity.

Note that a character cannot have a +2 Skill until 
they have at least +1 Skill under every Attribute. 
Similarly +3 requires a spread of +2s.

Sometimes Skills will be offered as part of the 
narrative (such as a quartermaster training 
people in exchange for goods).

In some cases negative Skill modifiers can be 
applied by the Storyteller, such as due to an 
injury or phobia (such as -1 Climbing).

If a player wants to start with a negative Skill 
flaw for roleplaying lessons, definitely encourage  

them.

Possessions/Relations/Locations: These minor 
features should be handed out very often by the 
Storyteller, generally multiple per game session.

Maximums: Certain maximums for each 
statistic are necessary to stop a plot from 
spiralling out of control.

• Category Stamina: 16
• Attribute: 8
• Skill: +3/-3

MISCELLANEOUS
Travel: Generally a person can walk 1.5 meters 
per second, or 15 meters per 10 seconds, or 
5km/s.

Running or sprinting is normally double this at 3 
meters per second or 30 meters per 10 seconds.

Resting: Characters recover 1 Stamina to each 
Category every 1 hour, or 2 Stamina if they are 
resting.
This means a full night of rest (8 hours) will 
return 16 Stamina to each Category.

Book Keeping: Depending on the genre the 
tracking of specific, minor Possessions may not 
be needed.
A good rule of thumb is "it matters when it 
needs to". There isn't much value in tracking 
food in a civilized, bountiful world. But there is 
when the players are forsaken into a desert. 
Similarly ammo or gas may not be a factor, until 
a long fight happens or their car breaks down far 
from town.

Similarly tracking sleep/rested state is up to the 
Storyteller, genre, and players.
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 Character Name:  Player Name:

 Description:

 Body  Stamina:  Mind  Stamina:  Soul  Stamina:

Might Agility Intellect Wits Personality Swagger

Skills Skills Skills Skills Skills Skills

Possessions

 Relations  Locations
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