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Basic Roleplaying Summary
Versatile tabletop rules for diverse gaming experiences.
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About the book

Step into the boundless realm of tabletop roleplaying with "Basic
Roleplaying" by Jason Durall, a comprehensive guide that empowers players
and game masters alike to craft immersive and dynamic narratives set in any
genre of choice. Whether you’ re a seasoned adventurer or a newcomer eager
to explore fantastical worlds, this book distills the essence of storytelling
mechanics and character development into a versatile system that is both
accessible and deep. From its streamlined rules to its rich framework for
character creation, "Basic Roleplaying" invites you to unleash your
imagination, guiding you through the art of collaborative storytelling where
every choice shapes the fate of your heroes. Join countless othersin
redefining your gaming experience—ready your dice and diveinto a

universe of possibilities!
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About the author

Jason Durall is a prolific game designer and writer renowned for his
contributions to tabletop roleplaying games, particularly in the realms of
mechanics and storytelling. With a background in both creative writing and
game design, Durall has played a pivotal role in the development of several
well-regarded games and systems, including the popular Basic Roleplaying
(BRP) system published by Chaosium. His extensive work spans both
original properties and adaptations, showcasing his ability to blend intricate
narrative e ements with engaging gameplay. Durall's passion for roleplaying
gamesis evident in his efforts to enhance the gaming experience for players
and game masters alike, making him arespected figure within the gaming

community.
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Chapter 1 Summary: CHARACTERS

In Chapter 1 of "Basic Roleplaying” by Jason Durall, the focusis on
understanding the power levels of characters and the essentials of character
creation for role-playing games. The chapter defines four distinct power
levels—Normal, Heroic, Epic, and Superhuman—each dictating the abilities
and powers available to player and non-player characters. The Normal power
level isideal for horror or modern adventures where survival relies on
technology and cunning. As characters move to Heroic, they showcase
stronger powers suited for fantastical narratives, while Epic and Superhuman
levels allow for extraordinary skills, embodying legendary heroes and beings

of immense capability.

Character creation is then methodically outlined, emphasizing the
collaborative nature of this process between players and gamemasters, who
set the tone for the campaign. The chapter advises playersto have a
character sheet handy and to work through the creation steps systematically,
starting with fundamental details such as name, gender, and physical stats
through dicerolls. Playersroll characteristics like Strength, Constitution,

Intelligence, and others, building a foundation for their character’ s abilities.

As players customize their characters, they have options to redistribute
points, choose powers—if applicable—determine age, and derive additional

statistics from their characteristics. Specia attention is paid to how these
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choices can shape a character’ s backstory and personality traits, providing
depths beyond mere mechanical statistics. The process allows for a creative
outlet, encouraging playersto think about their character’ s history,
motivations, and distinctive features, culminating in a comprehensive

personathat will interact in the game world.

The chapter also introduces the concept of wealth, various professions, and
the distinct skills associated with them which help players envision their
characters rolesin the narrative. Wealth levels can range significantly,
influencing the character's lifestyle and equipment from destitute to wealthy,
while the profession chosen informs the skill set and abilities that characters
bring to the table.

Chapter 1 emphasi zes both the mechanical preparation for gameplay and the
narrative depth players can infuse into their characters, setting the stage for
an engaging role-playing experience where collaboration, creativity, and
strategic thinking come together to bring storiesto life in immersive settings.
Ultimately, the character creation processis a blend of structure and
creativity, encouraging playersto reflect on who their character is and who

they aim to become throughout their adventures.
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Critical Thinking

Key Point: The Collaborative Nature of Character Creation

Critical Interpretation: Imagine stepping into aworld where your
choices shape not just a character, but an entire narrative unfolding
around you. The key point about the collaborative nature of character
creation inspires us to recognize the power of teamwork and creativity
in our lives. Just as players and gamemasters foster a shared story
through dialogue and decision-making, we can embrace collaboration
in our personal and professional spheres. Take a moment to reflect on
your aspirations and how, like a character's backstory, your
experiences and relationships construct your unique narrative. This
understanding encourages you to engage with others, to listen, and to
build upon shared ideas, all while shaping your own journey with

intention and imagination.
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Chapter 2 Summary: SKILLS

Chapter 2 of "Basic Roleplaying” divesinto the concept of skillsin
gameplay, emphasizing their significance in defining a character's abilities
and knowledge areas. Skills are measured on a percentile scale, from 0 to
100, and a higher percentage indicates greater proficiency. While the book
provides afoundational list of skills, it encourages game masters (GMs) to

adapt, create, or rename skills based on the game's unique requirements.

A key feature of skillsisthe concept of specialties—specific focuses that
narrow the broad categories into more detailed skills. For example, "Art" can
branch into specialties like Drawing or Painting. If a character lacks a
gpecific skill rating, they may still attempt related skill rolls at half the
rating, showcasing the flexibility and creativity within gameplay.

The chapter outlines how skills are utilized during play. When a character
wishes to perform an action, the GM callsfor aD100 roll to seeif the
attempt is successful; rolling equal to or below the skill rating resultsin
success. Various modifiers, such as task difficulty or situational factors, can
influence these rolls. Tasks can be classified as Automatic (no roll required),
Easy (roll with skill doubled), Average (normal rolls), Difficult (halved

rolls), or Impossible (no chance of success).

In certain situations, GMs can make secret skill rollsfor charactersto

More Free Book %‘\ i gor)
Scan to Dow/


https://ohjcz-alternate.app.link/mUs2mMTyRRb

maintain suspense or promote surprise outcomes, especially in scenarios
involving perception and deduction. The chapter categorizes skillsinto six
broad areas. Combat, Communication, Manipulation, Mental, Perception,

and Physical, each guiding the potential actions a character can take.

As players engage with skills throughout the game, they can even propose
new skills or modifications to existing ones, reflecting personal creativity
and the game's evolving nature. The chapter concludes with detailed
descriptions of common skills and their applications, accompanied by
specific effects associated with skill rolls, further enriching the gameplay

experience.

Overadll, this chapter emphasizes the importance of skills not only astools
for gameplay mechanics but also as e ements that deepen character
development and encourage imaginative problem-solving. The interactions
between skills, specializations, and the GM's discretion create a robust

framework for a dynamic and engaging roleplaying experience.

Aspect Details

Skills define character abilities and knowledge; measured on a

gl\jl(!fview percentile scale (0-100). Higher percentage indicates greater
proficiency.
Skill Game masters (GMs) are encouraged to adapt, create, or rename

Customization skills as needed for the game.
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Aspect

Specialties

Skill Rolls

Task
Classifications

Secret Rolls

Skill
Categories

Player
Creativity

Chapter
Summary

More Free Book

Details

Specific focuses within broad skills (e.g., "Art" can be specialized into
"Drawing" or "Painting").

When performing an action, a D100 roll is made; rolling equal to or
below the skill rating results in success.

Tasks can be classified as Automatic, Easy, Average, Difficult, or
Impossible, which affects roll outcomes.

GMs can make secret skill rolls to maintain suspense, especially for
perception and deduction scenarios.

Skills are categorized into Combat, Communication, Manipulation,
Mental, Perception, and Physical.

Players may propose new skills or modifications, promoting personal
creativity and adaptive gameplay.

Skills enhance gameplay mechanics, deepen character development,
and facilitate imaginative problem-solving. They create a dynamic
roleplaying experience.
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Chapter 3: POWERS

Chapter 3 of "Basic Roleplaying” by Jason Durall introduces a detailed
exploration of various power sets a character can possessin aroleplaying
game, encompassing magic, mutations, psychic abilities, sorcery, and
superpowers. Each power set is characterized by unique rules, mechanics,

and consequences that shape gameplay and character development.

Magic involves casting spells with a success rate determined by percentile
rolls and power points. It's described as intuitive and flexible but requires a
magician to manage their spellsjudicioudly, asthey typically use alimited
number frequently while also facing potential 1osses in power points upon

casting failures.

Mutations, often aresult of environmental influences, grant characters
extraordinary abilities but can include adverse effects that complicate the

character'slife, adding tension and unpredictability to gameplay. Players can
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Chapter 4 Summary: SYSTEM

In Chapter 4 of "Basic Roleplaying," the core mechanics of gameplay are
introduced, emphasizing that conflict is a pivotal element in storytelling and
roleplaying. The narrative reveals how success or failure of actionsis
determined through percentile rolls using a D100 system, which adds an
element of chance to character actions. When a character attempts an action,
if theroll isequal to or less than their skill rating, they succeed; otherwise,
they fail. Some actions may not require aroll and are automatically
successful under normal conditions, while truly overwhelming tasks are

categorized as impossible, where no roll can result in success.

The chapter outlines various degrees of success, ranging from fumbles—a
catastrophic failure—to critical successes that yield extraordinary outcomes.
Five success levels guide the results, adding complexity and excitement to

character actions in various situations, particularly in combat.

Specific types of rolls are delineated, including skill rolls, characteristic

rolls, and resistance rolls. Each type measures a character's capabilitiesin
different scenarios, such as overcoming obstacles or engaging in combat.
The mechanics allow for modifiers based on the difficulty of tasks and the
environmental situations, providing a detailed framework to ssmulate diverse

and dynamic scenarios.
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Cooperative moves are also introduced, where players can assist each other
to enhance their chances of success. This system encourages teamwork and
strategic planning within the gameplay. Opposed skill rolls provide a

competitive aspect where characters' abilities clash in direct confrontation,

requiring the playersto carefully consider their actions.

The chapter further explains how player choices affect character
development, such as gaining experience points through successful skill use
in stressful situations. Skill improvement and training are integral
components, with the rules being flexible enough to accommodate diverse
character journeys and narrative developments. The encumbrance system
measures how much a character can carry, directly influencing their mobility

and effectiveness in various situations.

Finally, the chapter emphasizes the importance of narrative time—how
events unfold in the storyline—against more structured time scales used for
combat and actions. This balance between free narrative and structured
mechanics creates an engaging roleplaying experience, where players can
immerse themselves in conflict and character growth while aso enjoying the
unpredictability of dice rolls. Overall, Chapter 4 presents arich system that
intertwines chance with strategic decision-making to enhance the

storytelling experience in roleplaying adventures.
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Chapter 5 Summary: COMBAT

Chapter 5 of Jason Durall's "Basic Roleplaying” divesinto the intricate
mechanics of combat in aroleplaying game, breaking it down into
structured phases that help players and game masters navigate the chaos of
battle. Each combat round, which spans 12 seconds, is segmented into four

key phases. Statements, Powers, Action, and Resolution.

In the first phase, Statements, players announce their intended actionsin
order dictated by their character's Dexterity (DEX) ranks. High DEX
characters declare their intentions before those with lower ranks, promoting
a sense of urgency and quick decision-making. Interestingly, players
typically don’'t need to announce defensive actions, such as dodges or
parries, unless they’ re opting for complete defense—a tactical choice that

can reshape a character's strategy.

The following phase, Powers, focuses on characters utilizing special abilities
or powers, which can either be instantaneous or take effect in the next
combat round. This adds layers of strategy, as players must decide when to
unleash their strengths, often delaying their actions for a more advantageous

moment.

Next comes the Action phase, where characters either engage in combat or

move strategically, influenced once more by their DEX ranks. Throughout
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this phase, players can perform varied actions, including attacks, defenses,
and non-combat tasks. The mechanics encourage players to think about
positioning and tactical movements as they engage with opponents. If a
character is engaged—within grappling distance of an enemy—the
opportunities for action multiply, whereas unengaged characters operate

from asafer distance, albeit with limitations on certain combat actions.

The Resolution phase is where the intensity culminates, as playersroll dice
to determine the outcomes of their actions. Successes, failures, and critical
results lead to vivid descriptions of the battlefield's fate. Each combat action
isinfluenced by a comprehensive matrix of attack and defense outcomes,
which conveys not just whether an attack lands but the degree of success or

failure—ranging from normal successesto critical failures.

In addition to regular mechanics, the chapter introduces several alternative
methods to streamline or customize combat, such as removing the

Statements phase for quicker gameplay or allowing players to declare their
actionsin reverse order for more tactical depth. Such options showcase the

game' sflexibility, catering to different play styles.

Throughout the chapter, combat actions like moving, attacking, parrying,
dodging, and the implications of armor prove essential in keeping the
gameplay dynamic. Players can opt to engage defensively, sacrificing

offensive actions for additional defensive maneuvers. The results of combat
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extend beyond mere hit points; they can lead to persistent injuries, requiring

players to manage their resources and strategize effectively.

Armor playsacritical role in defining each character's survivability. Its
effectiveness varies based on type and conditions, influencing not just
physical protection but also how characters navigate their environment and

interact with others during encounters.

Combat culminatesin a blend of strategic planning, quick reactions, and
vivid storytelling, which not only tests players' skill but also enriches the
narrative experience. Overall, Chapter 5 provides a comprehensive
framework for combat that combines clarity with detailed options, inviting
players to immerse themselves in the throes of battle as they build their

characters destinies.

Phase Description

Players announce their intended actions based on Dexterity (DEX)
Statements ranks, promoting strategic urgency. Defensive actions are usually not
required unless opting for complete defense.

Characters utilize special abilities or powers, with strategic decisions

Powers to be made about timing and effect in future rounds.

Characters engage in combat or strategic movement, with varied
Action actions influenced by DEX. Engaged characters have more options
than unengaged ones.

Players roll dice to determine the outcomes of their actions, influenced

Resolution by an extensive matrix of attack and defense results that define the
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Phase

Customization

Combat
Actions

Armor
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Description

narrative of the battlefield.

Alternative methods are introduced for streamlined gameplay, such as
removing phases or adjusting action order to fit different play styles.

Includes moving, attacking, parrying, dodging, and armor implications,
with defensive maneuvers impacting offensive actions.

Critical for survivability, armor's effectiveness varies, impacting not
only physical protection but also interactions in combat.
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Chapter 6: SPOT RULES

Chapter 6 of "Basic Roleplaying” by Jason Durall presents a comprehensive
guide to various combat and action scenarios using ‘ spot rules’ designed for
gamemasters. The chapter offers arange of practical rules that cover
different situations, enhancing gameplay by adding nuance to combat

mechanics.

One of the notable elements discussed is the concept of aimed attacks. Cha
racters can increase their chances of hitting by taking timeto aim or
targeting specific areas of an opponent's body. For instance, a character may
do better by taking extratime or by focusing their shot on an unarmored
section, alowing for critical hits and the potential to bypass armor. The rules
highlight the importance of skill checks, as interruptions during aiming

could negate any bonuses.

The chapter dives into ambushes, describing how surprise attacks can
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Chapter 7 Summary: EQUIPMENT

Chapter 7 of "Basic Roleplaying" unveils the intricate world of money,
eguipment, and vehiclesin gaming. It starts by discussing wealth,
emphasizing that currency and pricing vary across settings, and introduces
Wealth and Status rules to govern the character's ability to acquire items
based on their economic standing. The chapter presents a structured Wealth
levels table that categorizes characters from Wealthy to Destitute, with each

level affecting what items they can easily access, from Cheap to Priceless.

Equipment is detailed, underscoring that characters start with gear fitting
their professions and wealth. For instance, a soldier gets high-quality
weapons through service, while a pilot might have accessto a plane. The
chapter stresses the importance of character choice and suggests that players
should pick their profession based on character concepts rather than purely

on equipment advantages, to maintain game dynamics.

Also highlighted are the processes for obtaining and purchasing equipment,
where characters must sometimes succeed in Status rolls to acquire more
expensive items. The chapter elaborates on the functionalities of specialized
equipment and the effects of quality—ranging from inferior to

superior—which can modify skill rolls and access to resources.

Asthe discussion shifts to the different types of equipment, notable
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categories include weapons and armor, each defined with attributes like
damage, range, and effectiveness. The rules clarify how armor values
interact with different attack types, especially in regards to modern
weaponry versus older armor systems. This detail is crucial asit affects

combat outcomes and character survivability based on their gear choices.

In addition to equipment, the chapter covers the complex world of vehicles,
detailing their classification from boats to advanced spacecraft. Each vehicle
carries specific attributes influencing gameplay, such as speed, handling, and

crew reguirements, enabling exciting scenarios on land, air, and sea.

Further, the chapter discusses the importance of medical equipment, poisons,
and other miscellaneous gear that characters might encounter or utilize
throughout their adventures. This includes everything from first aide kitsto

more advanced medical technologies, enhancing the narrative's depth.

Lastly, readers learn about robots and artificial life, which can be operated
like characters, introducing alayer of complexity to character creation and
interaction. The chapter provides better insights for playersto build
scenarios around acquiring, using, and maintaining equipment, making the
RPG experience immersive and engaging. Throughout, practical guidelines
reinforce a balance that keeps gameplay fluid, ensuring that players and

GM s can create rich, dynamic interactions within the game's universe.



Topic

Wealth
and Status

Equipment

Obtaining
Equipment

Types of
Equipment

Vehicles

Medical
Gear

Robots
and Al

Gameplay
Guidelines
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Summary

Discusses currency variability and introduces rules that reflect character's
economic standing through a structured Wealth levels table from Wealthy
to Destitute.

Characters start with profession-fitting gear; players should choose
professions based on concept to maintain dynamics.

Describes processes for purchasing items, with Status rolls affecting
access to expensive gear.

Categories include weapons and armor, detailing attributes like damage
and effectiveness, affecting combat and survivability.

Covers vehicle classification from boats to spacecraft, including attributes
like speed and handling that influence gameplay scenarios.

Explores medical equipment and poisons, enhancing narrative with tools
like first aid kits and advanced technologies.

Introduces robots as characters, adding complexity to interactions and
character creation.

Practical rules to ensure fluid gameplay, promoting rich interactions within
the RPG universe.
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Chapter 8 Summary: GAMEMASTERING

In Chapter 8 of "Basic Roleplaying," Jason Durall offers a comprehensive
guide for aspiring gamemasters, emphasizing the multifaceted
responsibilities that come with leading a tabletop roleplaying game. The
gamemaster, or GM, istasked with a unique blend of roles: they help players
craft their characters, create or adapt the game setting, bring nonplayer
characters (NPCs) to life, and act as afair referee during conflicts, al while

ensuring that each player remains engaged.

The chapter explains how GMs can recruit players, whether from local game
stores, conventions, or even friends and family. Sizes of gaming groups can
vary, and Durall providesinsight into dynamics at play, pointing out that
smaller groups tend to be closely knit while larger groups might require the

support of assistant GMsto keep everyone involved.

Durall elaborates on two primary types of gameplay: one-shots and
campaigns. One-shots provide a concentrated narrative experience with
characters suited specifically to one adventure, while campaigns alow for
deeper character development over a series of encounters, enhancing the

roleplaying experience as characters grow through their journeys.

The intricacies of setting the game also receive attention, with advice on

creating compelling environments that draw playersin. The GM must not
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only describe the world effectively but also ensure that players feel invested
in the setting by understanding their characters' roles and objectives within

it.

Character creation is highlighted as an essential part of the gaming
experience, as GMs should guide players through this process, encouraging
diverse and well-rounded character types. This allows for balanced
gameplay, ensuring that each character has a unique specialty in addressing

different challenges.

Durall emphasizes the importance of knowing the game's rules to facilitate
smooth gameplay, but reassures new GMs that mastery isn't
required—familiarity is key. He encourages GMs to devel op adventures
with a clear structure, helping to maintain pacing and engagement.
Adventures should follow a narrative arc: introducing characters and
conflicts, escalating tension through complications, leading to a climax, and

resolving with a dénouement.

Integration of player charactersinto the narrative is crucial; GMs are advised
to create reasons for their involvement to maintain motivation throughout
the storyline. The chapter explores various methods of starting sessions,

such as creating drama with high stakes right from the beginning, and

presenting challenges that link characters personally to the adventure.
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Throughout the chapter, Durall highlights the importance of improvisation.
Players are unpredictable, and GMs must adapt to their choices while
maintaining a cohesive story. This adaptability includes managing NPCs
effectively, ensuring they serve the plot without overshadowing player

characters.

Durall aso touches on gamemaster techniques to enhance gameplay, such as
using music, props, and cutting scenes to set the tone and mood.
Recognizing player investment and accommodating different styles and

preferences in gaming enrich the experience for everyone involved.

The conclusion of sessionsis addressed as well, with recommendations for
summarizing key points, facilitating player feedback, and setting the stage
for future adventures. The chapter portrays gamemastering not just as a
challenge, but as arewarding creative endeavor that thrives on collaboration
and storytelling. Overall, it serves as an inviting call to take up the mantle of
GMing, providing tips to create enjoyable and engaging experiences for

players.
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Critical Thinking

Key Point: The Importance of Player Engagement

Critical Interpretation: Imagine stepping into the shoes of a
gamemaster, where your primary roleis not just to dictate the
narrative but to weave an intricate web that ensnares your players
imaginations. This chapter reminds you that fostering player
engagement is an art—much like life itself. By crafting rich narratives
that resonate with each individual at the table, you learn to connect on
deeper levels, both in-game and beyond. As you encourage diverse
characters, adapt to unforeseen player choices, and create moments
that spark excitement, you discover parallelsin the real world where
active listening and collaboration breathe life into relationships. In
every scenario, whether a heartfelt session with friends or a moment of
vulnerability in everyday interactions, the core principle remains:
genuine engagement transforms experiences, cultivating stronger

bonds and unforgettable memories.
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Chapter 9: SETTINGS

Chapter 9 of "Basic Roleplaying” by Jason Durall invites gamemasters into
the exhilarating realm of crafting settings for their roleplaying adventures. It
starts by emphasizing the versatility available to storytellers, whether they
wish to create an original world or adapt an existing one. The chapter lays
out various popular settings, each providing aframework for character types,

powers, technological advancements, and adventure prompts.

In the Prehistoric Age, lifeisraw and tough, marked by tribal communities
battling for survival against formidable prehistoric creatures. Characters
could be hunters, shamans, or craftspersons, drawing upon primitive talents
and rudimentary tools. The narrative possibilities encompass tribal conflicts
and ancient mysteries, potentially influenced by fantasy elementslike
Cthulhu Mythos.

Moving into the Ancient World, empires from Sumeriato Rome offer arich
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Chapter 10 Summary: CREATURES

Chapter 10 of "Basic Roleplaying” delvesinto the intricacies of creatures
and nonplayer characters (NPCs) within the roleplaying system. The chapter
outlines a structured format for both creatures and NPCs, ensuring
consistency and clarity for game masters. Each entry includes vital
information such as the creature's name, description, characteristics, hit

points, movement rates, combat attacks, skills, and potential powers.

Key features of the chapter include the breakdown of characteristics such as
Strength, Constitution, Size, Intelligence, Power, Dexterity, and Charisma,
providing a deep understanding of each creature's capabilities. The hit points
system determines the vitality of creatures, where damage to hit points

below zero indicates incapacitation or death.

A unique aspect highlighted is the handling of creatures lacking certain
characteristics, which have specific implications for gameplay—Ilike a
creature with no Strength being incapable of physical interaction. The
chapter also covers natural animals, giving abbreviated entries that focus
primarily on gameplay mechanics, representing general species rather than

specific breeds.

The chapter further broadens its scope by discussing how players can engage

with nonhuman creatures as characters, with guidelines for integrating these
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unigue beings into the player roster. It emphasizes the importance of balance
in creating players experiences, cautioning against choosing particularly
powerful or philosophically challenging creatures that could disrupt game

dynamics.

Additionally, it provides a detailed bestiary with various examples, ranging
from common animals like dogs and bears to fantastical beings such as
centaurs and vampires. Each entry is thoughtfully crafted to allow

customi zation, depending on the campaign's needs, without the use of

optional rules unless desired.

The chapter concludes with advice on maintaining the integrity and
functionality of creatures as Dungeons Masters (DMs) seek to balance
challenges, ensuring all players have meaningful and enjoyable interactions.
Ultimately, this section of "Basic Roleplaying" serves as a comprehensive
resource for integrating creatures into gameplay, highlighting the system’s
adaptability across different genres and settings.

Topic Summary
Chapter Chapter 10 focuses on creatures and NPCs in the roleplaying system,
Overview providing a structured format for game masters.
Information Each entry features the creature's name, description, characteristics,
Included hit points, movement, combat attacks, skills, and powers.
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Breakdown
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Missing
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Conclusion
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Summary

Key characteristics are Strength, Constitution, Size, Intelligence,
Power, Dexterity, and Charisma, enhancing understanding of
capabilities.

Hit points determine creature vitality; negative hit points indicate
incapacitation or death.

Creatures lacking characteristics have gameplay implications (e.g., no
Strength means no physical interactions).

Abbreviated entries focus on gameplay mechanics for general
species rather than specific breeds.

Guidelines for integrating nonhuman creatures as players while
ensuring balance in gameplay.

A detailed bestiary with examples from common animals to fantastical
beings, customizable for campaigns.

Suggestions for maintaining creature integrity and balancing
challenges for meaningful player interactions.

This chapter serves as a resource for integrating creatures,
showcasing the system’s adaptability across genres.
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