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This is an Oraclg for dgtermining what the hero or hegrogs of a story game
can accomplish, and what they gxpgerigneg as they move through the story.

€ach hero has ddvantages and Failings. {t the outset, roll for threg
{dvantagegs and a Failing:

Agile Charming Deft
Wlert Commanding Evasivg
dttractive Compgetent Fast
Beastwisg Courtgous Forthright
Bratal Cunning Influgntial
w Cargful (Culturg)born Insightful
Immung Magical Spellproof
[ronhandgd Medical Stalwart
Regensgnsed Mighty Stealthy
Rind Patignt (Terrain)born
logarned Peregptive Wealthy
lsoving Silvgrtongued (Weapon)trained
Brawn Swords Feasts
Books Shiglds Prinks
Blood loasers dongs
Sweat Feelings laughter
Might Words Tears
5.6 Mystery Peeds Rage
Monkegys Ships Command
People Horses Cajole
Tools deigneg Obgdigneg
Trades Cunning Revolt
Mongy Family Poison
drt Prignds Curg

Whgen a story Igads your hero to a gugstion (¢.8., “Will [ climb this wall?
“Will I gt hart by falling off??”, “Will | Rill this monster?”, “Will | at Igast drive
it away??”), roll two dicg. Pick a dig (and possibly adjust its result) according

to the likglihood of a “yegs” answer and the hero’s relgvant dvantage(s) or

Failing(s), It is important to frame all qugstions so that an affirmative answer
is good for the hero.
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< Failing {Idvantage —

Very unlikely unlikely €vegn lsikely Very likely

lsowgr -~ 1 lowgr ngargr higher Higher + 1

Intgrpret the dig rgsult according to the following tablg.

If you roll 2 or 5 on both dicg, then you get a Twist (oneg gvery
18 qugstions, on average). Roll 1d6 for the nature of the Twist
and 1d6 for its Timing. If you roll 3 or 4 on both dieg, then some
Rind of Mistake has begn madge (oneg gvery 18 questions, on
avegrage). Roll 1d6 for theg naturg of the Mistake. It relates
dirgctly to theg current situation.

de | Result Twist Timing Mistake
1 | No,and Rnown NPC Rumor [dentity
2 No RKnown location |  Megmory Condition
3 | No, but Rnown item Negar now lsocation
4 | Ugs, but New item Negar now Piregction
5 Ugs New location | Pistant now Wbility
6 | Ugs, and New NPC Future Intent

“And” amplifigs, “but” dampegns the outecome. “No, and”
includgs loss of the ddvantage you used until gour ngxt rest.

New items: roll 1d6 for type, 1d6
for quality.

de Type Quality

1 Weapon Brokegn

2 Treasurg Pecorative
3 Food Crudg

4 Prink dtility

5 Clothing Masterwork
6 Tool Magical
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Ngw locations: roll 2d6 twicg for mood (reroll duplicatg or contradictory

regsults), roll 1d6 oncg for structurg, 1d6 oneg or twicg for terrain.

de Mood (1-3 / 4-6) Strueture Terrain

[ Peaceful / {Ingry Castle / Officg tower | Water / Marshland
2 | Bustling / Subdued Town Grassland / Desert
3 | Inviting / Forbidding Forgst / Carnival Farmland

4 Ornate / Simple Caverns / Casino Forgst

5 Safe / Pangegrous House / Hotel Forgst

6 Building / Ruined Templg / Stadium Mountains / Hills

New NPCs: roll 1d6 for attitudg, roll 1d6 twicg for personality (reroll
duplicatg or contradictoru results), roll for 1-4 ddvantagegs and 0-2

Failings.
de {ttitude Personality Wdvantaggs / Failings
[ Hostilg Talkative 1/0
2 Wary Taciturn 1/1
3 Pisinterested @Qrinning 2/1
4 Placid @Qrim 3/1
5 Prigndly Pleasant 3/1
6 Helpful Profang 4/2
Hdventurg Seeds and People
D6 Seeds (1-3 / 4-6) People (1-3 / 4-6)(1-3 / 4-6)
1 Peath / Marriage Sgrvant; Pauper / Princg(ss); Ring, Qugen
2 Birth / Party Rnight; Soldigr / Merehant; €nvogy
3 lsoss / Creation lsawyer; Prigst / Poctor; Wizard
4 Journgy / Betrayal Builder; Brewer / Parmer; Herder
5 | dgreegment / Hggression Hunter; Baker / Sailor; Tailor
6 Purchasg / Theft Tinker; dSmith / Potter; (rtist




