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Introduction

 

For thousands of years, the dragons lay hidden in the dark places where humans never ventured. As they watched humanity rise, the dragons grew more and more fearful, and did more and more to avoid the evils of humanity. Now, in the middle of what the humans call their 21st century, humanity has fallen into ruin, and the dragons have decided that now is the time for their return.

 

Welcome to the Domain of the Dragons RPG. In the core rules, you have the option of playing the role of a dragon, but there are some among you that are going to want to play a human, and this book is for you. Many of the rules for dragons are the same as they are for humans, so you will see a lot of similarities in the two books, although there are definitely differences. To save space, and to save you money, we have not included the spells or psionics sections in this book, as they are basically the same for dragons and humans, and adding them would have just made this book quite a bit bigger, and thus, quite a bit more expensive.

In the attributes section, you will learn that humans are obviously much weaker than dragons, but this shouldn’t be a surprise. The skills section will give you quite a few more skills than what’s listed in the original book, as humans have more skills available to them. The weapons, goods, and vehicle sections are unique to this book, as these are things that are not available to the dragons, and these are what can level out the playing field for humans. The gaming basics section is similar to the original book, although this time it will have a more human slant to it.

 

This game was inspired by a TikTok dragon puppeteer, which may sound weird coming from an old guy like me, but this creator makes some great dragons, and has some amazing lore, so this is where the idea originally came from. After the inspiration, I have spun everything off into something that is more compatible with an actual RPG. Hope you enjoy it.
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Chapter One

Attributes

 

There are nine attributes that each human will have. Those attributes are intelligence, common sense, charisma, strength, agility, endurance, sanity, magic, and psionics. Each attribute score will have a range between 1 and 36. Humans will generally have lower attribute scores than dragons, as they just are not as powerful as dragons. When a human character is created, the player rolls 4d6 for two of these attributes, 3d6 for five of them, and 2d6 for the final two attributes. It’s important to note that because humans are not as in touch with the magic of the world, or with the special abilities inherent in their brains, a player cannot roll 4d6 for both magic and psionics. They can roll 4d6 for one of these, but not both.

It should be pretty obvious at this point that humans will not have many attribute bonuses. They simply aren’t as powerful in any way as a dragon would be.

Nearly every die roll in the game will be modified by a specific attribute, and those modifiers are shown on the table below.
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Intelligence: Intelligence is the measure of how well a human can learn, this can be thought of as their book smarts. A human’s intelligence will determine how well they can use various abilities that are available to them. Low intelligence can often lead a human to make a bad decision because they lack understanding of how things actually work in the world.

Intelligence also helps to determine how many languages a human can speak. In the case of languages, however, the intelligence modifier is not used. This will be dealt with more in the Gaming Basics section.

 

Common Sense: Common sense is the measure of how logical a human is. This can be thought of as a human’s street smarts…even if most of the human streets are now gone. Common sense is what will usually get a human out of trouble if their intelligence fails them.

A low common sense score can lead a human to make a bad decision because they just don’t know any better. Low common sense means that a human doesn’t understand what effect their actions can have on the world around them.

 

Charisma: Charisma is a human’s charm and personality. Many humans have long tried to get by on charisma alone, and many of the remaining humans blame overly charismatic leaders for the downfall of their society, but still charisma can be very important for a human.

Charisma is used to modify reaction checks as will be dealt with in the gaming basics section.

 

Strength: Strength is a human’s physical prowess. It affects their ability to lift and carry objects, and it also factors in to their ability to do damage with their physical attacks. Humans obviously don’t have the strength that a dragon would have, but they still will need to be strong to survive in the brutal world that has been left by their downfall.

 

Agility: This is the measure of a human’s reflexes. Agility modifies a human’s defense rolls, some of their attack rolls, and it also has to be taken into account in their initiative rolls.

In combat, a human adds their agility modifier to any defense rolls that they might make. They also use their agility to modify any attacks they make with guns or other types of projectile or missile weapons.

 

Endurance: Endurance is a measure of a human’s stamina and their ability to incur damage. Endurance is used to modify a human’s health score, and it’s used for many rolls they might make trying to protect themselves from a variety of things, as will be dealt with in the gaming basics section.

As a human advances, they roll dice to add to their health, this roll is modified by their endurance score. Many humans will have an endurance penalty, unlike most dragons, but no matter how low a character’s endurance score is, they always gain at least one health point when they gain a level, even if the modified dice roll would be zero or a negative number.

 

Sanity: Sanity is the measure of a human’s grasp of reality. Many things in the game can cause a human to lose sanity points. Sometimes these losses are temporary, other times, they are permanent. Unfortunately many humans think it was a lack of sanity that led them to where they are now, and many of them question whether or not humanity even has any sanity…but like dragons, some humans will be more sane than others.

If a human misses on a check that involves intelligence, common sense, or charisma by one or two points, they can try a sanity check to see if they can make a check with that score.

Many times, even the most insane human can hold it together, but stress can cause their low sanity score to rear its ugly head. Generally speaking, the lower a human’s sanity score, the more likely it is that they’ll crack under pressure.

If a human’s sanity score drops to 16 or lower, they begin to suffer from a mental illness, so it should be obvious that many humans will suffer from a mental illness of some kind. At this point, the game master can either assign an appropriate mental illness, or they can have the player roll 1d6 and then consult this table:

 

1: Depression

2: Paranoia

3: Anxiety

4: Schizophrenia

5: Multiple personality disorder

6: Psychosis

 

The lower the sanity score is, the more severe the case is. A score of 16 is very mild, and the human will only manifest symptoms under severe stress.

Any time a human with a mental illness comes under severe stress, they must make a sanity check by rolling 6d6. If they fail to roll their sanity score or lower, they have an attack of the mental illness…meaning that severe symptoms will suddenly manifest themselves, causing all kinds of problems for the human.

The game master must make sure that they player is playing a mentally ill human properly. Experience could be deducted for not playing the character well.

If a human’s sanity score should fall below zero, then that human is considered to be in a catatonic state, and can no longer be used in the game unless some method is found to increase their sanity score.

 

Magic: Humans were never very in touch with the magic that exists on Earth, and for this reason, few humans have ever been able to manifest any kind of magical abilities, and those that could were often distrusted. Humans still can rarely use magic, but seeing what the dragons can do now makes people a believer in the magic of the world, and humans that can use magic are no longer distrusted as they used to be.

 

Psionics: Just as humans were never really in touch with the magic of the world, they also could rarely understand the capabilities of their own mind. As a result, psionic abilities have always been rare among humans, and while they are still rare, they are at least more understood, and among some humans, more accepted…although for some reason, magic is often accepted more by the remaining human tribes than psionics are.

 

Raising Attributes

 

As humans grow more powerful, it’s inevitable that their attribute scores will increase. For every five levels that a human gains, they’re able to raise one of their attributes by one point. The one exception to this is that the human cannot raise the attributes that they rolled 2d6 for when they were created.

Also, as humans age, their attributes will increase or decrease. More about this is discussed in the Gaming Basics section
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Chapter Two

Skills

 

The skills that a human has are what differentiate them from one another. These skills will help you round out your character, and make it uniquely yours. Many of the skills you find here were also listed in the core rulebook, although there will be subtle differences. A 1st level human will have 20 skill points that can be divided up among the various skills, although no more than three skill points can be applied to any one skill. The character will also receive a number of skill points equivalent to their intelligence bonus, although if they have a low intelligence, they will lose points.

Whenever a human gains a new level, they receive 10 new skill points, plus or minus any intelligence bonus or penalty. These points can be divided up however a player would like, although no more than two skill points can be assigned to any one skill.

Below is a list of the skills that are available to a human character. Included with this list is the attribute that will be used to modify the skill. Any skill that requires training before it can be used is preceded by an asterisk. Skills that require training cannot be used until the player assigns at least one point to that skill, no matter what bonus a high attribute score might give the character. Those skills that do not require training can be used by a character even if they don’t assign any skill points to it, and they can even be used if the character’s attribute score causes them to have a negative modifier. Following the list are complete descriptions of the skills.

Game masters can choose to make some of these skills available to dragons, although they should be logical in their choices. Cycling, as a skill for dragons wouldn’t make sense unless you’re dealing with a dragon that can shapeshift into human form. This is just one example.

 

*Animal Handling-Cha

*Appraise-CS

Balance-Agil

Barter-CS

Bluff-Cha

Climb-Str

*Clothes Making/Mending-CS

*Computerese-Int

Concentration-End

*Construction-Str

Cooking-Int

*Cycling-Str/Agil

*Decipher-Int

*Demolition-Int

Diplomacy-Cha

Direction Sense-CS

Disguise-Cha

*Driving-CS

*Electronics-Int

*Encryption-Int

*Engineering-Int

Etiquette-Cha

*Farming-CS

*First Aid-Int

Fishing-CS

Forgery-Int

Gambling-CS

Gather Information-CS

*Hacking-INT

Hand to Hand Combat-Str

*Herbalism-Int

Hide-Agil

Infiltrate-Cha

Innuendo-Cha

Interrogation-Cha

Intimidate-Cha

Jump-Str

*Knowledge (varies)-Int

Leadership-Cha

Listen-CS

*Martial Arts-Agil

*Medicine-Int

*Morse Code-Int

Move Silently-Agil

Negotiation-Cha

*Piloting-CS

Politics-Cha

*Repair-Int

*Riding-Agil

*Rope Use-Agil

Search-Int

Sense Motive-CS

Spot-CS

Spy-CS

Survival-CS

Swim-Str

Thievery-Agil

Tracking-CS

 

HOW SKILL CHECKS WORK

In order to make a skill check, a player rolls 1d20. To this roll is added the skill points that the character might have for that skill. This total number is then compared to a challenge score (CS). If they player’s roll meets or exceeds that CS, the character succeeds in using their skill.

Sometimes the CS will be the roll of another character, or the roll of the game master for a potential adversary. Other times, the CS will be a pre-determined number that is set by the game master. It's important to keep in mind that this is a role-playing game, and the actions of the players are often more important than their dice rolls. So, characters that are role playing well could receive a bonus on some of their rolls.

 

*Animal Handling-Cha

Animal handling is basically the skill to deal with animals. It gives an idea of how well the character can interact with animals in general. It’s important to note that the CS for handling a common animal like a cat or a dog would be much lower than the CS to handle a lion or bear. Also, keep in mind that many animals that used to be domesticated are now wild. Dogs that might have been a person’s friend in the past can now be found roaming the land in wild packs that are certainly a threat to humans.

 

*Appraise-CS

This skill allows a character to determine the value of an object. The object could be an ancient artifact, jewels, or minerals excavated from the ground. The character can’t actually learn how to use the item if it’s something that they’re not familiar with…only the value of the item.

This skill is always used against a CS that the game master creates, and this is a score that the game master should not tell the players about, that way they have no real way of knowing whether they’ve determined the correct value or not. If the human fails to beat the CS the game master has set, the game master can decide that the further they are from the number they needed, the further they are from appraising a correct value. Thus, just missing the appraise check might mean that they’re only off by about 20%, but if they miss by 10, they could be off by 200%. This is only at the game master’s discretion.

This skill cannot be used twice on the same item, unless the character gains a level and assigns at least one additional point to the appraise skill.

 

Balance-Agil

This skill will allow a human to walk on a narrow object while trying to avoid falling. The CS is created depending on the width of the object that the character is trying to walk on. Something that is two inches wide is going to have a much higher CS than something that is a foot wide. How slippery an object is also factors into the final CS that the game master sets.

If a character is using this skill, it’s generally assumed that they will be moving at a slower speed. If the character is trying to move at full speed, they suffer a -6 penalty on their roll. The CS also assumes that a character is walking across the object. If they’re using their hands and crawling across the object, they receive a +2 bonus on their skill check.

This skill is always used against a CS that the game master determines.

 

Barter-CS

With this skill, the human can attempt to trade items for other items, instead of using whatever currency humans might be using in this new world, which could still be money, or it could be gems like the dragons. When the skill is used, both participants make a barter check, with the higher rolling individual receiving the better deal. If a game master chooses, they can decide that the amount of success is determined by the difference between the two rolls.
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Attribute score  Die modifier

12 8
34 7
56 6
7-8 5
9-10 4
1112 3
13-14 2
15-16 -1
17-20 None
21-22 +1
2324 +2
25-26 +3
27-28 +4
29-30 +5
31-32 +6
33-34 +7

35-36 +8





