C3 Slip


Rules system: Advantage





This is a D6 based dice pool system, with slight subtleties.





The size of your dice pool is:


		Appropriate attribute (1-3 dice)


	+	Any applicable skills (normally 1 die)


	+	Style dice (as many as you want to spend)


	+	One die per situational advantage. (Including equipment)


		=> This includes dice for playing up your triggers or weakness.





The situational advantage is the crux of the system – about half your dice will normally come from this.  Every advantage you can name will get you an extra die.  Then you roll the dice.  Any dice that come up as EVEN (2,4 or 6) are successes.  If you get enough successes then you succeed – otherwise you fail.


The level of success or failure is based upon the dice that did not come up EVEN.  


If you succeeded in a dangerous action, then the LOWEST odd number you rolled is added to your pool of style dice.  You can only gain style dice when risking life and limb.


If you failed, then the HIGHEST odd number you rolled is added to the GM's pool of style dice.


In either case, if you rolled no odd numbers then it counts as a zero.





Worked example of dice system:


Trying to sneak past some guards, "Spook" can list the following advantages.  "I'm trained at this (sneak skill)" (=1) "I'm very quick (2 dice attribute)" (=3) "I've got a sound suppression field running (equipment)" (=4) "It's dark (a situational advantage)" (=5) "And I'm wearing sunglasses. (a style die)" – for a total of 6 dice.


The GM decides that sneaking past guards is a difficulty 3 task (fairly, but not horribly, difficult) – and "Spook" rolls the dice.


They come up 5, 2, 1, 6, 2, 2.  That's 4 evens – so the action succeeds.  The guard is bypassed.  "Spook" earns 1 (the lowest odd number rolled) style die back – which makes up for the one he spent.  "Spook" narrowly squeaks past.





Difficulty Scale





Worth rolling for.  Something that a normal untrained guy could do about half the time.  Quietly break into an office, for example.


Taxing.  Something that a trained spy can usually manage, but might just botch.  Shoot out the tires on a pursuing car, for example.


Hard.  The exploits that make your name.  Sneaking past armed guards, for example.


Damn Tough.  Even trained spies can't pull this sort of thing off reliably.  Break the codes on the countdown timer, before the bomb goes off.


F'ing Impossible.  Escape the crocodile pit, despite being lowered upside down from a crane.


�
Attributes





You have six attributes:


Active, Thoughtful, Large, Perceptive, Social and Quick.





Active:	Escaping, jumping, dancing and generally being vigorously alive.


Thoughtful:	Studious or outright clever.  Breaking codes and following clues.


Large:	Being a big person.  Fighting.  Being hard to hurt.


Perceptive:	Spotting things, including through a telescopic sight.


Social:	Schmoozing.  Also bluffing fast-talking and seduction.


Quick:	Being speedy.  Running away as well as kung-fu.








Skills





You can have any skills that you like.  Really narrow skills will be learnt at a higher level than broader skills.  A list of example skills is available. (There are some pregenerated characters too.)  Each time you pick a skill you will get 1 die in it.  (2 dice for a narrow skill.)








Style Dice





Style dice represent your natural panache – an important thing for a spy.  They vanish at the end of a session, so be sure to use them up.


The GM's style dice can be spent by named villains to avoid being defeated, as well as in the usual way to add to skill rolls.





Additionally, you may spend a style die to duck fate – avoiding reaping the consequences of your actions.  Miraculously the firing squad misses, giving you time to, I don't know, set off the time-bomb with your shoelaces.








Artha Style





This score is the way 'experience points' are handled in this system.


First – it can be used as a normal style point.  But when you spend them this way, they come back at the start of the next session.


Also, when you spend them this way you may choose to either:


Immediately acquire the skill you are using.  (Giving you TWO extra dice for that roll, instead of one.)  That skill is then permanently yours, you've mastered it in the heat of action.


Reveal that you have a hidden spy gadget that is applicable to the action in question.  (Again – this will mean TWO dice gained, one for the style point and one for the equipment)  You get to keep the gadget.





However, in each of these cases – once the point is spent this way it is permanently gone.  You have traded it in to improve your character.





