Isis R.P.G System

Written by Dale Cunningham Aikighost@gmail.com (2004), based on west end games d6 system™ suggestions or enhancements welcome. Have fun.

ISIS Character Generation

1. Assign 18d worth of pips to the 6 statistics (Dexterity, Knowledge, Body, Perception, Charisma and Spirit. For more
details read the Stats and Skills, Dice and Pips section below)

Choose up to 6d worth of Advantages and Disadvantages (Some advantages must be taken to be a specific race)
Work out running move rate (m per second). (5+ Number of dice in body stat)

Assign 12d worth of skill pips (no skill can be raised by more than 3d above stat during character generation).
Starting Characters begin with 5 character points, 1 hero point and no villainy points.

Characters starting gear = Basic items and whatever their advantages and disadvantages give them.

SRS

Statistics and Skills List

Statistic Human Max Elf Max Dwarf Max Orc Max Troll Max
Dexterity 4d+1 4d+2 4d 4d 3d+1
Knowledge 4d+1 4d+1 4d+1 3d+1 2d+2
Body 4d+1 4d 4d+2 5d 6d
Perception 4d+1 5d 4d 4d 3d+1
Charisma 4d+1 4d+1 4d 3d 2d+1
Spirit 4d+1 4d+1 4d+2 4d+1 4d+1

Minimum for each statistic is always 1d

Stats and Skills, Dice and Pips

Statistics and skills are measured in dice and pips; there are 3 pips in a dice. LE: +1, +2,1d, 1d+1, 1d+2, 2d, 2d+1, etc.
Skills consist of a stat as a base plus some extra pips; if a character does not have any extra pips in a skill they will use
their basic stat -1d to make skill rolls. EG: A character has a Dexterity stat of 3d and decides to spend 6 skill pips on his
sword & shield skill, the final sword & shield skill will be 5d (3d dexterity + 2d for the skill pips spent). If the same
character wanted to use a crossbow they would use their basic dexterity stat of 3d minus 1d for having no skill in this
field whatsoever, thus a total of 2d. Every character always gets to roll at least 1d regardless of all modifiers.

Dice and Pips chart

Pips Dice Pips Dice Pips Dice Pips Dice Pips Dice
1 0d +1 6 2d 11 3d +2 16 5d +1 21 7d

2 0d +2 7 2d +1 12 4d 17 5d +2 22 7d +1
3 1d 8 2d +2 13 4d +1 18 6d 23 7d +2
4 1d +1 9 3d 14 4d +2 19 6d +1 24 8d

5 1d +2 10 3d +1 15 5d 20 6d +2 Etc Etc

Master SkillsList

Skill Statistic Skill Statistic SKill Statistic
Acting Charisma General Knowledge Knowledge | Potions/ Poisons Knowledge
Animal Lore Knowledge Gunnery (Specific Type) Perception Politics Knowledge
Arcane Lore Knowledge High tech (Specific Type) Knowledge | Public Speaking Charisma
Athletics Body History Knowledge | Ranged Weapon (Specific Type) Dexterity
Awareness Perception Intimidation (Physical / Mental) Body / Cha | Read (Ilanguage) Knowledge
Battle Cool Spirit Knowledge (Specific) Knowledge | Resist Magic Spirit
Bargain Charisma Law Knowledge | Resist Pain Spirit
Climbing Body Leadership Charisma Ride (Animal) Body
Computer Hacking Knowledge Lip Reading Perception Seduction / Charm Charisma
Computer Programming Knowledge Magic (Specific Sphere)* Spirit Sense Mood Perception
Conversation / Whit Charisma Medicine Knowledge | Sing Charisma
Craft (Specific) Dexterity Melee Weapons (Specific Type) Dexterity Slight of Hand Dexterity
Cryptography Knowledge Natural World Knowledge | Socia Skills Charisma
Culture (Specific) Knowledge Navigation (Specific Type) Perception Speak (Language) Knowledge
Disguise Charisma Painting Perception Stealth Dexterity
Dodge Dexterity Perform Charisma Streetwise Charisma
Drive (Specific Type) Dexterity Persuade/ Lie Charisma Storytelling Charisma
Electronic Design/ Repair | Knowledge Philosophy Knowledge | Swim Body
Electronic Security Knowledge Pilot (Specific Type) Dexterity Tactics Knowledge
Engineeering Knowledge Play (Specific Instrument) Dexterity Theology Knowledge
First Aid Knowledge Poetry Charisma Unarmed Combat Dexterity

* Purchasing magic skills, requires the purchase of the Magically / Psychically Talented Advantage (Costs 2d)






