FLUFF NOTES PAGE: Each race has a warrior, agility fighter, and magic user archetype, that work in a paper rock scissors fashion, see the mechanical rules page.

The setting is a Pacific island with anything you want there to be inland pretty much, it goes from golden sandy beaches with natural caves to ancient mountain fortresses pretty easily. Jungles and Ancient Mayan style temples are the mainstays, but you can have anything you want really.

Human Kingdom – Humans, in a kingdom, maybe slightly pacific island monarchy flavored with less wheat farming and more rice tending. Have the southern parts of the island.

Warrior

Ranger

Mage

Beastman Collective – (generally – players can choose otherwise for flavor reasons) Minotaur Warriors, Centaur Raiders, and Satyr shamans. A ranching economy on the northern parts of the island

Goliath

Marauder

Shaman

Reptilian Clutch – (generally – players can choose otherwise for flavor reasons) Dragonkin Fighters, Lizardman battledancers, and Naga sorcerers. Have a fishing and sea based economy off the eastern quarter of the island.

Fighter

Battledancer

Sorcerer

Elemental Union – Like wisps from Warcraft 3 except capable of interesting and awesome things. Have the huge desert and desolace west quarter of the island.

Enforcer

Wisp

Spirit


MECHANICS NOTES PAGES:

Simultaneous combat rounds – Damage that both parties do is applied at the same time theoretically even if it knocks both out.

-Roll for priority.

D20 for each entity in the fight

Highest priority gets to choose first, if it’s a player they designate a target, if it’s an NPC you decide or roll your own random function.

If the player or NPC is chosen by somebody with a higher priority they go into defense mode and have to go into combat with that target this round instead of choosing their own. (they drop off the priory list at that point)

Multiple entities can gang up on and both attack another, only the first to attack gets damaged back, the other(s) get to attack abuse-free that round (although you still figure their rolls against whatever attack type the defender had chosen)

If two gang up on another and then somebody lower down the priority list chooses one of them to attack, the member of the gang up gets to attack his target for free, and the guy lower down the list gets to attack the member of the gang up for free too.

Warrior -> Mage -> Rogue -> Warrior

Attack -> Ability -> Defense -> Attack

Rolls are as follows:

	Rolls Value

Chart
	Win

Class
	Neutral

Class
	Lose

Class

	Win

ATK Type
	D20
	D15
	D10

	Neutral

ATK Type
	D15
	D10
	D6

	Lose 

ATK Type
	D10
	D6
	Coin Flip (D2)


This determines the basic roll value to which you do the following things:

Type is as follows

Attack – regular roll value

Defense – ½ roll value and subtract ½ their roll value (round up)

Ability – custom rules per ability, always based on roll value.

Humans get +2 to all rolls, beastmen get a +4 to regular attacks for all classes, Reptiles get +3 to their classes favored element (warrior attack, thief defend, mage ability), Elementals get +4 to ability attacks. These  apply for being both the attacker and defender of a fight.

Add attack value and defense value of items (they should be flat +/-amt)

