


Table of contents

Introduction

What is a role-playing game?
Design note: It's all about storytelling
Combat in the role-playing game

Characteristics of Phase Six
Character templates
Special actions in combat
Weapons
Eras and extensions

The basic rules

Era or Age

Extensions
Worlds

Realms of Tirakan

APPRArPRPRAPPWWWWWNNER

The Adventures of Division V of the NEXUS

Your character

Persona
Education
Logic
Conscientiousness
Willpower
Apprehension
Charm

Physis
Deftness
Strength
Attractiveness
Endurance
Resistance
Quickness

The minimum roll

Evasion

Protection

Additional dice

Skills
Intimidation
Empathy
Stealth
Magic knowledge
Orientation

54

(e)e)Ne)e) o) Ne)Ne) o) Neo)Neo) o) Ne)Ne)Ne) o) RO, U, O, RO, O, RO, RO, N, N,

Politics
Religion
Courage
Deception
Persuasion
Investigation
Perception
Acrobatics
Performance
First Aid
Driving
History
Communication
Mechanics
Hand To Hand Combat
Nature
Shooting
Throwing
Spell Casting
Knowledge
Shadows
Create a character
Lineage and career points
Base Game
Magic Extension
Horror Extension
The lineage template
Extensions and eras
Worlds
Character templates
Assemble templates
Completing the character
Gear and money
Magic expansion: Spells
Rolls and Checks
The number of dice
The minimum roll
Levels of difficulty
Exploding Dice
Critical successes

COWOOVWOWWOWOWOOWOWOOWOOONNNNNNNNNNNNNNY



Bonus dice
Rerolls
Destiny dice
Group rolls
Concealment
Combat
Start of combat
Initiative
Quick Reaction
Sequence of rounds
Actor and actions
Arbitrary actions
Reactions
Bonus dice actions
Sequence of an attack
The hit roll
Recoil
Critical hits
Megacritical hits
Aiming
Attack modes
Hand-to-hand combat
Single shot
Burst
Hit rolls for incorrect distance
Cover
Shields
Protection Pool
Wounds and Piercing
Wounds
Weaponless melee
Dodge
Parry melee attacks
Special Attacks
Accurate Attack
K.O. Attack
Massive attack
Disarming attack
Two-handed fighting
Support weapon
Coup de grace
Throwing objects
Deviation
Gear
Items
Properties
Iltem rules
Charges
Weapons
Properties
Attack modes
Rules
Weapon modifications
Armour
Properties
Protection
Currency
Wounds and Healing
Wounds and Boosts
Boost
Fainting and Death
Healing
The rest
Conditions of the character

Dying

12
12
12
12
13
14
14
14
14
14
14
15
15
15
15
16
16
16
16
17
17
17
17
17
17
17
17
18
18
18
18
18
18
18
18
18
19
19
19
19
19
19
19
20
20
20
20
20
21
21
21
21
22
22

22
22
23
23
23
23
23
23
24
24

Unconscious
Shocked
Burning
Bleeding
Poisoned
Hunkered

Advancement

Reputation
Gaining reputation
Developing the character

Magic

Magic level
Basic Attributes
Arcana
Spell Points
Skills
Spell Casting
Magic Knowledge
Learning spells
Spell values
Schools
Spell templates
Forgetting spells
Cast a spell
Side effects
Magic Duel
Taking over other people's spells
Redirecting spells
Magic and armor
Magic artifacts
Creating Artifacts
Using artifacts
Storing arcana
Create a magic storage
Using magic storages
Dangers of the storages

Pantheon

Level of faith

Favor

Relics

The forms of invocation
Shock prayer
Blessing
Lesser request
Invocation
Consecration
Silent prayer
Ceremonial Service

Body modifications
Character stats

Biostrain

Effects of Biostrain
Energy

Energy surplus

Energy deficit
Slots

Body modifications

Activatable and passive modifications
Integrating modifications
Removing modifications

Horror

Stress
Stress Test
Reduce Stress
Ticks

24
24
24
24
24
24
25
25
25
25
26
26
26
26
26
26
26
26
27
27
27
27
28
28
28
28
28
28
28
28
29
29
29
29
29
29
30
30
30
30
30

31
31
31
31
31
31
32
32
32
32
32
33
33
33
33
33
33

34
34
34
34
34



License

35



Qnutroduction

Welcome to Phase Six!

Phase Six and Realms of Tirakan are both com-
plete role-playing games. The rules and all asso-
ciated materials are sufficient to play adventu-
res in the world of Tirakan, as well as any other
world within Phase Six. You can use these rules
freely, and adventure with friends. Alternatively
you can create your very own world based on
the eras and settings within the system.

Phase Six is the name of the core rulebook
itself. More information on available worlds and
expansions can be found later in this chapter.

The Phase Six system is available for download
as a PDF and can be played without a digital de-
vice. However, the focus of the system is to be
played over an internet platform such as Dis-
cord, Teamspeak or similar. The associated plat-
form https://phasesix.org offers all kinds of tools
for managing characters and campaigns. In ad-
dition you can roll any check directly on your
character page and optionally display the
results in your Discord chat.

What is a role-playing game?

In this case we are, of course, talking about pen
and paper role-playing games, not computer ga-
mes. Traditionally, a role-playing game is played
with 2-4 players and a game master, with
players using character sheets and dice to play.

The role-playing game always tells a story that
is carried and spun on by all the players. The
players create characters for a game session or
campaign. The character sheet contains the de-
scription of the character, his or her origins, in-
terests and abilities. The latter are recorded in

numerical values, because action in the role-
playing game requires so-called checks or rolls,
which determine the outcome of an action. For
example:

Tom has decided to join a role-playing
group with Julia, the game leader. Julia
has chosen an adventure on Earth in the
year 1982. Since the story is supposed to
be in the style of a retro-science fiction
mystery, Julia has chosen the era "The
Cold War and the 80s" as well as the
"Horror Extension".

So Tom decides to create his character Ja-
mie, a journalist with a high school de-
gree. He chooses the character templates
"Journalist" and " High School". On the
character sheet he can now see the attri-
butes of his character.

Due to the chosen background, Jamie has
particularly high initial values in skills
such as Investigation, Communication
and Politics. However, in Shooting or
Acrobatics his skills are rudimentary at
best.

For more information on creating a character,
see the chapters Create a character and Rolls
and Checks.

While each player creates a character for the
game, the game master prepares a story. This is
often called an adventure, plot or campaign.
This story is not, as like a novel, written out to
the last detail. Instead, it is a rough script con-
sisting of a general setting, possible courses of
events, the description of places and locations,
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as well as so-called non-player characters
(NPC).

Once the game starts, everyone player acts in
the role of their character. The game leader de-
scribes situations to the best of their ability and
occasionally shows maps or drawings. The
players speak for their characters in the first
person ("I'm taking a picture of the house at the
edge of the forest."). If the characters' actions
have an uncertain outcome, checks are used
and dice are rolled.

After preparing, the group around game
leader Julia meets on a Discord video
chat. They choose Owlbear Rodeo as the
platform for a virtual game table to repre-
sent their characters there as figures with
markers. (There are many more online
platforms, do a search ;) )

At the start of the session, Julia sets the
scene.

Julia: "It is the 2nd of January 1982. You
are in a pub in the tranquil town of Lind-
field in the south of England. It is late in
the evening, and outside a light drizzle
has caused the blanket of snow from the
last few days to be covered in a thin layer
of ice. It's going to be cold tonight, and
slippery. The pub is well filled, and you
hear the song Tainted Love from a juke-
box as you wait for another pint. With a
creak, the front door opens and a cloud of
fine rain enters the pub. Immediately fol-
lowed by a figure in a far too tight plastic
yellow rain jacket."

This is the prelude, and Tom decides that
his character Jamie would like to have a
look at the newcomer. He announces the
actions for Jamie:

Tom: "I'm going to have a very close look
at the stranger, I've already noticed this
ill-fitting jacket."

Julia: "You notice that wet, black hair is
falling from under the hood into the face
of an old man. Why don't you do a per-
ception check, to see what else is going
on?"

So you see, the whole game is about a coopera-
tive development of the story through the ac-
tions of the characters. The game leader has a
plan of how the story could develop, which cha-
racters could appear and what their motivations
actually are. Something is happening around
the players' characters, and they are drawn into
this action.

Where this story leads is uncertain. It may be
that something bad is about to happen, or that
a secret is uncovered. The game leader has a

rough plan, but the players determine the pro-
gress.

Design note: Jt's all about storptelling

If you think of computer role-playing games, the
strategic development of the character is the
most important point. He must be able to survi-
ve future battles and have the best possible
stats for possible challenges.

In pen and paper role-playing games, it is about
the progress of the story, about shared experi-
ences and memories. The best possible focus
on "strong" characteristics (so-called power ga-
ming) should not be in the foreground here. Be-
cause the story is always carried forward to-
gether, there are very flexible solutions for all
challenges.

A though on power gaming: The Phase Six
rulebook deliberately does not prevent the pos-
sibility of pushing a relevant value (e.g. shoo-
ting) to astronomical heights. There should be
agreement in the game group on what style of
play you want to have. The rules deliberately al-
low these constructions in order giveyou free-
dom in the creation of characters and adventu-
res.

Also, the old role-playing rule comes into play
here: "The word of the game master always
weighs more than the rules. Of course, it
should normally be the case that the rules are
applied as written, because it is the framework
for the players to rely on. However, if there is an
unclear rule, situation or case, the ruling of the
game master decides the outcome.

Combat in the role-playing game

Even if the focus in pen and paper role-playing
lies less on armed confrontation, combat still
plays an important role. Not every situation can
be resolved peacefully. A fight can quickly break
out or maybe the characters plan to rob a bank.

Combat in role-playing is treated differently
from free play. Time is compressed into combat
rounds, and you usually visualise the situation
with a map on the (virtual) table. Players take
turns, the game leader controls the NPCs.
Wounds, or hit points, indicate how well the
characters are still doing. You can find more de-
tails on the course of the battle in the chapter
Combat.

In the game, free play and combat should be
balanced. There may be adventures that consist
of only one (epic) battle, but Phase Six is not a
realistic battle simulation. The aim is to carry
out a conflict in the most entertaining, cinema-
tic and or exciting way possible.

When fighting in the Phase Six system, howe-
ver, the following things should always be follo-
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wed due to the special features (reactions,
stealing actions, etc.):

* Always use a map. A basic map of the si-
tuation ensures that there are no misun-
derstandings in positioning, no matter
how short the fight is. A map can be a
pre-made, elaborate map, but a quickly
drawn floor plan works just as well. When
playing online, visual aid systems such as
Roll20, Owlbear Rodeo or FoundryVTIT are
useful.

» Always use a scale. Characters have diffe-
rent movement ranges. To keep track of
advantages and drawbacks make sure not
to mix metric and imperial systems.

* Use an initiative tracker. Initiative deter-
mines the turn order in combat and visua-
lizes it tranparent for all players . In Phase
Six, it is important for the players to know
when it is their turn again (not just becau-
se they lose their unsused actions).

Characteristics of Whase Sir

Phase Six has different approaches compared to
other role-playing systems. In part, these were
designed to achieve flexibility in the scenarios
possible. The system puts a lot of focus on
being easily accessible while allowing the player
to perform heroic actions in combat.

Standard six-sided dice are used for rolls and
checks. Dice are rolled in the number of the re-
spective value. Rolling a 5 or higher means suc-
cess. Usually, a single success enough to pass a
check.

Character templates

Phase Six is not just a numbers game. Charac-
ters are not created or enhanced by allocating
points to skills, attributes or other stats. Ins-
tead, character templates are used. Each one
represents a small stage in the character's life.

These templates are subdivided into the life
aspects: occupation, education, character, ta-
lent and environment. While the templates in
the first two categories carry many traits (i.e. a
paramedic is conscientiousness, and has first
aid and medicine skills), a template from the ta-
lent section can be, for example, "Good
Speaker", which only buffs the Communication
level.

Character templates "bought" with reputation
points, which are similar to experience points
that characters receive for completing adventu-
res.

Gpecial actions in combat

The combat is designed to make the action as
impressive as possible, but the mechanics are
kept simple.

The usual turn order of players applies, but the
process is a little more fluid, or dynamic. Players
are able to use Reactions, that are built into the
combat system. Every player can safe one or
more actions in their turn until the next round of
combat. These can be used to react other
players or NPC actions in their respective turns
turns. An example:

Toms character Jamie has three actions
per combat turn. He uses 2 actions for
movement and attack but saves the third
action. Julies NPC has the next turn and
she moves a fiend to attack Jamie. Ins-
tead of just letting the fiend attack, Tom
decides that Jamie uses his reaction to
block or counter the attack.

Additionally, it is possible to spontaneously cre-
ate your own actions in combat by spending bo-
nus dice, which are obtained through templates.
Or the player can even steal an action from
opponents by spending a destiny die. Although
destiny dice are very rare, it may be possible to
steal the enemies fatal blow and turn it into the
players own action.

This may sound somewhat unrealistic, but it gi-
ves the battle very dynamic options and can of-
ten lead to epic cinematic situations that even
the game master cannot foresee.

Weapons

Weapons are designed to be upgradeable in
Phase Six. There is a list of weapon modificati-
ons, that make most sense for modern day wea-
pons. Different ammunition is also represented
as a weapon modification. For example: the hor-
ror expansion includes silver ammunition, which
certainly works better against werewolves than
the usual lead. Still, the modification makes
sense in the Middle Ages for usage with bows.
It's the modular nature of Phase Six that makes
it a toolkit for any scenario you can imagine.

You can find more information about the combat
rules and weapon modifications in the chapter
Combat.

Crasg and erfensions

Phase Six is designed to be as flexible as possi-
ble. It can be used for many scenarios, whether
it's fantasy, science fiction, horror or stories in
the "real" world.

It offers a basic set of ready-made weapons,
character templates, items and armour, which
are divided into earthly eras. In addition, it is of
course possible for a game group to create and
use its own content.

To ensure that every scenario is possible, Phase
Six distinguishes between three types of exten-
sions.
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IThe basic rules

Some elements are always and everywhere va-
lid. They apply regardless of which era or exten-
sion is chosen. Many character templates such
as "Conscientious", "Gun nut", "Tattletale", but
also weapons and items are always available
regardless of era or extension.

Gra or Age

Eras or ages are earthly time periods that are
the template for all scenarios (including fanta-
sy). They provide a technological level for wea-
pons and items and determine what is available
to players. Earthly history is divided into 7 ages.

* Classical Antiquity - 800 BC-600 AD.
* Medieval Ages, Vikings and Crusades

- 500-1500
* Victorian Age and the Wild West -
1700-1900
* Imperialism and World Wars -
1900-1950

e Cold War and the 80s - 1950-1990
* Modern Times - 2000 and beyond
e Science Fiction - a distant future

The content of the era is based on the earthly
technology of the time. An adventure always
takes place in one of the eras.

In addition, the contents of the eras are kept as
free as possible from specifically earthly ele-
ments so that they can also be used in a fanta-
sy world of their own. Of course, the Modern
Era, has well-known modern weapons, and the
two-handed sword is also an earthly invention.
However, it is kept as generic as possible so
that it also fits into a scenario that is not set on
Earth.

Crtensions

In addition to the eras, certain extensions can
be chosen to add magic or the workings of gods
to an adventure, for example. These extensions
can be chosen at will by the game master and
are optional.

* Magic - adds the magic resource "Arca-
na" for the characters and brings spells
and artefacts.

* Horror - defines rules for dealing with
horror elements, stress and quirks.

* Pantheon - provides rules for interacting
with gods: invocations, prayers and grace.

Worlds

By combining eras and extensions, any scenario
can be created. A Cthulhu story in the Wild West
is just as possible as a magical world in the mo-
dern age. A classic fantasy world of your own
creation could make use of the Middle Ages era
and the "magic" extension.

Some existing worlds combine this combination
of eras and extensions, and also give you the
description of an entire world. They are availa-
ble as a complete template and can be used di-
rectly.

Realms of Tirafan

The world of Tirakan is a complete fantasy world
that can be played at any time in a 1000-year
history. An elaborate story of humans, elves,
gnomes and many other peoples tells the strug-
gle of civilisations against minotaurs, lizards
and a nameless darkness.

* Era: Middle Ages
* Extensions: Magic, Pantheon
* World Description: tirakans-reiche.de

The WUbdventures of Division B of the NEXUS

The story of Department V of the NEXUS is set
in the modern era. It is a fictional secret organi-
sation founded to protect humanity from alien
and paranormal threats. Players play agents of
Department V of the NEXUS, and through the
ability to time travel, experience adventures in
all sorts of eras and worlds.

* Era: Modern
« Extensions: Horror
* World Description: phasesix.org
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YBour character

Each player creates a character to play a Phase
Six adventure. The character is recorded on the
character sheet with all relevant values.

The chapter Creating a character describes ex-

actly how to create a new character. This secti-
on describes the basic characteristics that make
up a character in Phase Six.

Persona

The values listed under Persona refer to the
mental characteristics of the character. Each va-
lue corresponds to a personality trait. Persona
traits have their own value and are also the
base for skills.

Gducation

Education describes the general knowledge a
character has acquired. A character with a high
level of education is good at all theoretical skills
such as Nature or History.

Logic

Unlike Education, the value of logic relates to
the ability to draw reasonable conclusions. Logic
is especially important when it comes to solving
problems through logical reasoning. A character
with high Logic will be better at skills such as In-
vestigation or Mechanics.

Congcientiousness

How conscientiously does the character ap-
proach tasks or activities? A low level of cons-
cientiousness leads to carelessness, whereas a
high level of conscientiousness ensures an
organised and effective approach.

§ ‘l«lt Lhdgal
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Willpower

Willpower refers to the character's ability to as-
sert their own ideas and principles. A strong-
willed character is good at the skills Courage
and Intimidation, among others.

Apprehension

Perception describes a character's ability to per-
ceive their surroundings and absorb informati-
on. A character with good perception is good at
the skills Perception and Orientation.

Charm

A person with a high value for Charm knows
how to approach other people and have a positi-
ve effect on them. This attribute is not to be
confused with the physical trait of Attractiven-
ess. A charming character is good at Politics and
Empathy, among other things.

Physis

All physical attributes describe the character's
physical abilities. Each attribute has a value
that indicates the number of dice rolled for that
attribute.

Deftness

This stat describes both the physical dexterity
and the agqility of the character. A deft character
is, among other things, good at Performance
and Stealth.



Ctrength

Strength is the pure strength of the character
and is used whenever it is necessary to move
something with pure muscle power. A character
with high Strength is good at Throwing and
good at Athletics.

QAttractiveness

Attractiveness describes the charisma of the
character. A high value does not necessarily
mean beauty; a distinctive character can also
be attractive.

Gndurance

Stamina is the physical endurance of the cha-
racter, not in the sense of patience (that is more
like Conscientiousness in Persona). This stat co-
mes into play during an endurance run or a
long, strenuous activity.

Resgistance

This includes the ability to withstand or avoid
injury or pain, as well as resistance to disease,
toxins or environmental influences such as heat
or cold.

Quictness

Speed is both the speed at which the character
is able to move around and the ability to react
quickly to a situation.

The minimum roll

The minimum roll is a central feature of the cha-
racter. It specifies the result a die must have to
represent a success. The minimum roll is taken
from the lineage and is 5+ for most characters.
The "Masterly Presence" template lowers the
minimum roll by 1, otherwise it can only be
changed by special events or rare items, and
often only for a short time.

Goagion

Evasion is used in combat and allows you to
avoid a melee attack. It is equal to the Evasion
value of the lineage plus the average of Quick-
ness and Deftness* (rounded up). Armour and
weapons reduce this stat. Character templates
can change this value.

Profection

If a character has protection due to their linea-
ge, this is called 'innate protection'. These pro-
tections can be used without depleting them;
they are available for any attack.

QAdditional dice

Each character can have a number of bonus
dice, destiny dice or rerolls. All three have diffe-
rent uses (see Rolls and Checks), but always re-
present an advantage to the character that can
be used during the game.

The character can regain used dice during the
rest (see Wounds and healing).

Ctills

More complex actions or knowledge are
described by skills. All characters have the
same skills with different values, so the GM can
be sure that a player can definitely roll a skill.

Each skill has a base attribute and a skill value.
For example, the base attribute for the skill
Intimidate is Apprehension.

The base attribute is added to the bonuses of
the selected character templates.

Qutimidation

The Intimidation skill is a measure of how well a
character can intimidate others. This skill can
be used to extract information from an oppo-
nent or to make them retreat from a fight.

Attribute: Apprehension

Cmpathy

Empathy is the ability to interpret a person's
feelings and moods, and perhaps to recognise
intentions. Thoughts cannot be read.

Attribute: Conscientiousness

Stealth

Stealth is the art of concealment. This skill is
used both for stealthy movement (sneaking)
and to check how secretive the character is. It
can be used, for example, when the character is
being interrogated or is tempted to divulge a
secret.

Attribute: Conscientiousness

Magic fnowledge

Magic knowledge describes the knowledge of
the character in magical topics. Whenever the
knowledge of magical artifacts, spells or other
teachings is involved, magic knowledge can be
cast.

Attribute: Charm

Orientation

This skill is used for orientation, both in the
countryside and in confusing situations. It can



be used in the confusing crowds of the city, but
also when the character is whirled by a water
vortex.

Attribute: Apprehension

Ppolitics

Whenever it comes to assessing political action,
this skill is used. This can be the case in real po-
litics, but can also represent moving safely in
large corporations.

Attribute: Charm

NReligion

This skill includes knowledge of religious tea-
chings, as well as confidence in performing
religious ceremonies.

Attribute: Conscientiousness

Courage

This skill comes into play whenever it is a ques-
tion of how brave a character is. For example, it
can be used to determine whether a character
is brave enough to face a powerful opponent.

Attribute: Willpower

Deception

If the character wants to deceive an opponent,
or, for example, cheat at the game, this skill can
be rolled on.

Attribute: Charm

Persuasion

If the character wants to convince his counter-
part argumentatively, this skill is used.

Attribute: Willpower

Qnvestigation

This skill is used when the character wants to
examine an object, a certain scene or an object
for certain properties.

Attribute: Apprehension

Perception

Perception represents the character's ability to
perceive things in his environment. This can be
the search of an apartment, the search for the
shadowy thief at the edge of the forest, or even
a movement in the face of the opponent.

Attribute: Apprehension

Acrobatics

Acrobatics is the art of moving quickly and skill-
fully. Unlike athleticism, this skill is used when
the character climbs over a ledge or makes a
short sprint.

Attribute: Deftness

Performance

Performance is the artistic presentation. This
can be acting, but also the musical performance
of a piece. An impressive tall tale can also be
told with the help of performance.

Attribute: Charm
SFirst Aid

First aid must be carried out with sufficient
dressing materials to be successful.

If the throw is successful, the person receiving
first aid recovers wounds equal to half the
successes (rounded up) of the throw.

First aid stops any bleeding.
Attribute: Conscientiousness
Driving

The Driving skill describes the driving of all
kinds of vehicles. The skill applies to all mobile
objects such as ships, vehicles or carriages.

Attribute: Deftness
$History

History describes the character's knowledge of
history and past events.

Attribute: Education

Communication

The ability to socialize is described by the skill
Communication. It describes how skillfully the
character behaves in conversations.

Attribute: Education

Mechanics

Mechanics includes all manual activities as well
as the knowledge of mechanical processes.
Working on a piece of wood or understanding a
mechanical clock can be mapped with this skill.

Attribute: Logic



SHand o Hand Combat

The value of this skill is the basis for attacking
with melee weapons. This skill is not usually
rolled on directly.

Attribute: Strength

RNature

Nature describes the character's knowledge of
all facets of nature. This skill can be used when
the character is searching for plants, gathering
wood in the forest, or judging the nature of an
animal.

Attribute: Education

Shooting

The value of this skill is the basis for attacking
with ranged weapons. This skill is not usually
rolled on directly.

Attribute: Deftness

Throwing

This skill is used whenever the character throws
objects. These can be simple objects like
stones, but also incendiary charges or grena-
des.

If the throw fails (no single success is achieved),
the deviation is determined as follows:

First, a d12 is thrown to determine the direction
of the deviation. The result of the throw gives
the direction in the form of the " clock time ",

seen by the throwing character looking at the
target. A 3 thus deviates to the right of the tar-
get, as seen by the throwing character.

Then a d6 is thrown, which determines the di-
stance of the deviation in meters.

The thrown object thus lands at the determined
location.

Attribute: Strength

Gpell Casting

The value of this skill is used as a basis for cas-
ting spells. This skill is not usually rolled on di-
rectly.

Attribute: Willpower

Kuowledge

Knowledge works in a similar way to skills, but
the list is not predefined. Characters can have
different knowledge skills based on their back-
ground, which they can use freely. Knowledge is
always associated with a skill. The effective die
roll value is the sum of the knowledge value and
the skill value.

Shadoivg

A character can have special traits that affect
them outside of their physical or mental
attributes. Each shadow has its own description
or rule. For example, a character may have a ri-
val or be obedient to authority. Shadows do not
have values, but can have their own rules.



Create a charvacter

A character is created by summarising the cha-
racter's career in templates. These templates
determine the character's abilities and charac-
teristics. There are no pre-made character
classes or profiles.

Lineage and career points

A Phase Six character always has a lineage. For
all humans (and therefore most adventures) this
will be the 'human' lineage, but in other settings
it may also be elves, dwarves, androids or ro-
bots.

Lineage determines the starting values of some
aspects of a character. It can also affect skills
and attributes, and has its own rules.

Bage Game

» Career points (20)

» Actions (2)

* Persona and physis traits (1)
* Minimum roll (5+)

* Bonus, destiny and rerolls (0)
* Basic protection (0)

* Evasion (0)

* Maximum Health (6)

Magic Ertension

e Arcana (0)
* Spell points (0)

Sorror Ertension
* Maximum stress (8)

The values in brackets are the starting values of
the character. Career points can be used to se-

lect and combine templates when creating a
character, which will make up the character's
career and therefore all of their values. These
templates can be chosen from any of the cate-
gories. Together they make up the character's
skills, attributes, shadows and knowledge.

Ihe lineage template

Each lineage has its own character template,
which can be added to a character's career at
no point cost. A lineage template can only be
selected if the character has that lineage.

This template has the following properties for
humans:

e Rerolls: 2
e Bonus dice: 2

Crtensions and eras

At the start of a Phase Six campaign or adven-
ture, the GM chooses the era in which the ad-
venture will take place. Phase Six offers a
choice of several eras.

* Classical Antiquity

» Middle Ages, Vikings and Crusades
* The Victorian Era and the Wild West
* Imperialism and World Wars

* The Cold War and the 80s

* Modern Times

* Science Fiction

In addition to the templates, the eras also de-
termine the equipment that the characters can
receive. The Middle Ages, Vikings and Crusades
can of course also be used for a fantasy setting
that does not take place on Earth.



There are also optional expansions that the GM
can choose for a scenario or adventure. These
add special rules, items and templates to the
game. Special expansions are:

* Magic
e Horror
e Pantheon

Worlds

It is possible to create your own game world ba-
sed on the expansions. This means that you can
play in a specific time period and also choose
the mechanics of the Horror expansion.

In addition to these options, there are worlds,
which combine several expansions, but are also
an expansion themselves. A world also has its
own items, enemies, spells, etc.

The world Realms of Tirakan combines the ex-
pansions ‘Middle Ages, Vikings and Crusades’,
‘Magic’ and ‘Pantheon’ and offers its own world
with 1000 years of history and a multitude of
peoples and stories.

In the world of NEXUS, players take on the role
of agents of the NEXUS, a secret organisation
that protects humanity from extraterrestrial and
paranormal events. The adventures of the NE-
XUS take place in Modern Times, with the Horror
expansion enabled.

If you want to play on Earth with flexible
settings, you can choose the world Terra. There
are no predefined settings here, everything is
freely selectable.

Character templates

A template is a specific stage in a character's
life. Each template is assigned to one of Educa-
tion, Occupation, Talent, Interests, Character or
Environment.

The Lineage Template is a special template. It is
determined by your chosen lineage and does
not cost any career points. This means that a
human will always receive the 'human' templa-
te, which gives the character two bonus dice
and two re-rolls.

Each template changes a small number of the
character's attributes and skills for better or
worse, and can bring knowledge or shadows

with it. Templates can also contain their own ru-
les, which the character then adopts. For
example, the Blood Magic template from the
Magic expansion includes the rule to use
wounds instead of arcana to cast spells.

Each template is worth a certain number of
career points. This is the number of points you
must spend to add the template to your career.

AUssemble templates

To create a character, templates from the cho-
sen era and any expansions are selected until
no career points are left or the player is satis-
fied with the character. These templates can be
chosen from any category. It is also possible to
select multiple occupations, i.e. all occupations
that the character has ever performed or
currently performs.

The attributes, skills, shadows and knowledge of
the templates are summed up and added to the
starting value of the lineage on the character
sheet. All values can be negative (see Rolls and
Checks).

Completing the character

If you are satisfied with the composition of the
templa-

tes, you can simply declare the character finis-
hed. If there are any development points left
and not spent, they will be added to the charac-
ter's reputation (see Advancement). So no
points are lost.

Gear and money

Once character stats have been determined
using the templates, the character can be
equipped. The GM sets a starting capital for the
characters for the campaign or adventure.

This starting capital can be used to purchase
equipment such as weapons, armour and items.
See the Gear chapter for more details.

Magic erpansion: Spells

If the magic expansion is used in the adventure
or campaign, the character can also learn
spells. This is done using 'spell points', which
are determined by the templates. More details
can be found in the Magic.
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NRolls and Chects

Whenever a character performs an action with
an uncertain outcome, dice are rolled for a sui-
table value, which is usually determined by the
game master. The outcome of the roll indicates
whether and how well the action succeeded.
This is called a roll or check.

All dice are rolled using six-sided dice. The num-
ber of dice is determined by the character's va-
lue in that attribute, plus any bonus or destiny
dice.

A check is therefore a roll with a number of dice,
where a minimum roll must be achieved, which
can be modified by a level of difficulty. The ele-
ments are explained in more detail below.

This type of check is used everywhere outside
of combat. In combat, there are special rules for
determining hits and injuries.

The number of dice

The required or desired skill directly determines
the number of dice with its value. A character
with an Intimidate skill of 4 has 4 six-sided dice
available for this check.

Knowledge skills have a value that determines
the number of dice rolled. However, an associa-
ted skill is also given, and its value is added to
the knowledge value. For example, a character
with the skill 'Communication' 2 and the know-
ledge 'Etiquette (Communication)' 3 has 5
'‘Etiquette’ dice.

If the value is 0 or negative, the character can-
not make the check without further help, he is
simply too bad at this skill. However, bonus dice

or destiny dice can be used even if the value is
negative.

The minimum roll

The minimum roll is taken from the ancestry
and noted on the character. A human has a mi-
nimum roll of 5+, which can be changed due to
special circumstances.

Hagen's player wants to use brute force
to break down a door that stands bet-
ween him and a suspected gang of thie-
ves. The GM asks him to roll for strength.

Hagen has a value of 4, so he rolls 4 dice.
Any die that comes up 5 or higher is a
success. However, Hagen's player rolls 4
successes and immediately kicks the door
in the first thief's face.

The minimum roll is in the form of 'X+' to indi-
cate that this is the minimum roll that must be
achieved.

Levels of difficulty

The GM can modify the minimum roll for parti-
cularly easy or difficult checks. For hard checks,
the modifier can be specified as a roll +, for
easy checks as a roll -.

A +3 test means that the minimum roll is incre-
ased by 3, so 8+ for a human. This is where the
fact that all dice are rolled further comes into
play, i.e. they are exploding dice.

The usual difficulty levels are

* -2: very easy
* 1: easy

11



: normal

: difficult

: very difficult

. extremely difficult
: impossible

e o o o o
AWNKO

There are two locks to pick, a simple pad-
lock and a complex cylinder lock. Hagen
has a picking skill of 3. The GM requires a
-1 check for the padlock and a +3 check
for the cylinder lock.

Hagen rolls 3 dice on 4+ for the padlock
and 3 dice on 8+ for the cylinder lock.

Crploding Dice

In Phase Six, it is possible for the minimum rolls
to be higher than 6+, sometimes significantly
higher. The exploding dice rule applies to any
roll.

Dice that result in a 6 after being rolled may be
rolled again. The results are then added to-
gether. For example, a 9+ roll can be made by
rolling a 6 and then at least a 3. A 14+ roll can
only be made by rolling a 6, then another 6 and
then at least a 2.

As no distinction is made between the individual
dice in a roll of multiple dice, all sixes can be re-
rolled at the same time if this is necessary to
achieve a high minimum roll.

Hagen's GM requires him to roll a +9 Cou-
rage die, as he is fighting alone against
the band of robbers. He must therefore
roll a 14 on at least one of his Courage
roll dice. Fortunately, he has a Courage
rating of 5, so he has 5 dice to roll.

On the first roll, he rolls 4,2,6,6,1, giving
him two sixes, which he can keep rolling
to try to get to 14. The second roll (with
the two dice) shows a 6 and a 1.

Now he can only re-roll the remaining die,
which shows a 6. Since the second roll
shows a 1, even the Strong Courage does
not help, and Hagen only gets a 13.

Critical successes

Similar to critical hits in combat, other rolls
can result in critical successes. If a die shows a
result of at least 11, this is a critical success.
This is the equivalent of rolling another explo-
ding die, which will again give a result of 5+.
Changes to the character's minimum roll are not
applied here.

Critical successes result in an additional success
each time a 5+ is rolled. This results in the follo-
wing limits for additional successes.

e Roll 5+: normal success

* Roll 11+: critical success - results in one
additional success

* Roll 17+: megacritical success - results in
two additional successes

* Roll 23+: megacritical success - gives
three additional successes

* Roll 29+: megacritical success - gives
four additional successes

* etc.

Bonus dice

A character can have a certain number of bonus
dice. These are determined by the templates
(see Create a Character). Any number of bonus
dice can be added to the dice of a roll. This can
be done even if the actual roll has already fai-
led. In this way, you can sacrifice one bonus die
after another in order to achieve a success.

In this way, a check can be made when the
number of dice is 0 or less.

The bonus dice are refreshed to their maximum
at each rest.

Rerolls

A complete roll can be re-rolled for each re-roll.
It is not possible to pass a roll with a value of 0
or less.

Rerolls also refresh to their maximum at each
rest.

Destiny dice

Destiny dice are usually given to the character
as part of their career, but the GM can also
award individual destiny dice for special actions
or on special occasions.

Destiny dice can be used as bonus dice as well
as for re-rolling. A result of 4 on a destiny die is
always a success, regardless of the difficulty of
the check. If the destiny die is used as a reroll,
this applies to all dice rolled in that check.

The Destiny dice must always be rolled separa-
tely from the normal dice to see if they have
rolled a 4+.

Looking at the previous example of Ha-
gen's Courage roll (5 dice on 14+), a Fate
roll would help him a lot here, as he
would only need to roll a 4+.

Destiny dice refresh to their maximum at every
rest.

Group rolls

Whenever the group as a whole needs to pass a
check, group rolls are used. For example, ins-
tead of asking each player to make an Appre-
hension check, the GM can ask the whole group
to make an Apprehension check. If the check is

12



successful, the effect applies to all characters in
the group.

A successful group roll always requires a certain
number of successes. The GM decides how
many successes are required for a group roll to
be successful. Each player then rolls for the
required attribute or skill.

All the successes of each character are added
up. If the required number of successes is
reached, the check is successful.

In the case of a party roll, each party can use
bonus, destiny, and reroll dice as usual. It is also
possible to modify the minimum roll based on
the severity of the check.

In a group roll, each participant can use Bonus
and Destiny dice and Re-rolls as normal. It is

also possible to change the minimum roll accor-
ding to the difficulty of the check.

Concealment

A special roll is the Concealment Roll. This is
used when a person is observing a character
and is looking for certain conspicuous items of
equipment. Each piece of equipment has a con-
cealment value. The higher the value, the more
noticeable the item will be.

If a person is observing a character or the whole
group, the item with the highest concealment
value is used for the concealment roll.

The person observing now rolls a number of
dice equal to their Perception value plus the de-
termined Concealment value. If successful, the
observer can spot a conspicuous object.

13



Combat

When it comes to combat, the game progresses
in rounds.

Start of combat

As soon as a conflict arises, time freezes and
the group determines the order in which the
combatants act.

Qnitiative

Each player rolls d6 according to the quickness
value. The exploding dice rule applies here as
well. The dice results are added up. The compe-
titor with the highest score starts the fight, the
others follow in the order of their results.

A rogue with quickness 4 rolls on her
speed and gets 4, 5, 1 and 17. Her result
is 27.

If two combatants have the same result, the
Quickness value decides first, and if this is also
the same, the Deftness value.

Quict Neaction

Before the combat begins, each participant per-
forms a apprehension check. This check symbo-
lises the character's ability to react quickly to
new threats. If successful, the competitor recei-
ves a 'Quick Reaction', which allows them to re-
act before their first round of combat begins.
This Quick Reaction counts as a normal action
(see below), but can only be used for reactions.

If this check fails, the participant does not recei-
ve their actions until the start of the first round
of combat, and cannot act before then.

Once it is the player's turn, their actions are re-
freshed and the Quick Reaction expires.

Sequence of rounds

The combat is divided into combat rounds. The-
se have the following order:

* Start of round
* The "Player Combat Round" is conducted
for each participant in order of initiative.
o Start of the Player Combat Round
o The player's actions are refreshed
o The player performs their actions
o End of player combat round
* End of round

The participant may perform an action for each
of his available actions (see Actors and Actions)
or save the action for a reaction in his
opponent's turn (see Reactions).

Once the last participant has acted, the next
combat round begins with the first participant.

Both 'Start of Round' and 'End of Round' are
phases in which reactions can be made. To do
this, players must save actions and perceive the
last actor directly. Some effects, such as spells,
can also be carried out during these phases.

QActor and actions

When it is a participant's turn, they are the ac-
tor. The actor is the participant who is actively
acting and can use or withhold their actions as
they wish.

At the start of the round, the player's Actions
are refreshed. The number of actions a player
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has is determined by their lineage. A human
therefore has 2 actions available in combat. The
number of actions per round can be increased
using templates.

Refresh therefore means that all actions are
available again. If the participant has already
used up any actions, e.g. by actions taken in the
previous round, the available actions will be
reset to the maximum.

Once the actions are refreshed, the participant
can act in combat. To do this, he performs ac-
tions one after another, each act taking a
certain number of actions. Actions can be,
among others, the following:

» To attack with a weapon

* Parry with a weapon or object.

* Reload a weapon

* Use an object

* Evade a melee attack.

* Aim with a melee weapon or when firing
a single shot.

* Perform any action (see below)

* Hunker or lay on the ground (The "Hun-

kered" status effect is active, see Wounds

and Healing).

« Stand Up

* Walk Quickness + 1 meter (while perfor-
ming another action without consuming
an action, but the minimum roll is
increased by 1).

* Run Quickness + 5 meters

* Rob Quickness / 2 + 1 meters (rounded
up), the character must be Hunkered. (see

Wounds and Healing: Conditions of the
character)

Actions should not be performed together, but
always one after the other, because of possible
reactions.

QArbitrary actions

A character can also perform any action that is
not on the list. In this case, the GM must decide
whether the action requires one or more ac-
tions. An action that is not on the list should
normally require one action. This could be any-
thing, such as lighting a pipe, smashing two op-
ponents' heads together, or throwing an object.
The GM decides which roll is required.

Reactions

When an actor acts in combat, all participants
who directly perceive the actor may react to
that action.

The following conditions must be met in order to
respond to an action:

* The reacting participant must directly
perceive the actor, i.e. he must hear, see
or otherwise take note of his action.

* The reacting participant still has unused
actions.

The reaction is announced and carried out
immediately after the actor's action. However, it
takes place in the game time before the action.
An action can only be followed by one reaction
from a participant. Any number of players can
react to the actor if they recognise his action. In
practice, this means that the reacting player
announces his reaction after the actor has per-
formed his action and possibly rolled the dice.
This may vary from situation to situation.

If more than one player reacts to an action, the
order of reaction is determined by initiative. The
player with the highest initiative reacts first, fol-
lowed by the other players in descending order
of initiative.

Each reaction reduces the available actions of
the reacting participant by one.

Hagen is involved in a fight with a robber.
Hagen has attacked in his combat round,
but has saved an action to be able to re-
act. The robber's combat round begins.
The robber attacks. The GM rolls four dice
and scores three hits. Hagen's player de-
cides that Hagen should react with a
Shield Parry. He announces his reaction to
the robber's attack after the GM has
made the attack. He can do this because
he still has one action left and is directly
aware of his opponent's attack. The reac-
tion now takes place in the game before
the robber's attack. The shield parry rule
gives Hagen a cover roll of 5+ for his
round shield. He rolls for each of the rob-
ber's three hits. He rolls a 5 twice, pre-
venting two hits. The third hit hits him.

Bonus dice actions

Bonus and destiny dice can be used in combat
to gain or steal actions.

To gain an additional action, a bonus die can be
subtracted. The additional action is available
immediately, even for a reaction.

If a destiny die is spent, an action can be stolen
from an opponent. This is no longer available to
the opponent in his current (or next, if it is not
his turn) turn. The participant who spent the
destiny die has the action immediately
available, even as a reaction.

Spending dice for actions does not itself take an
action.

Cequence of an aftact

Attacks with weapons are handled exactly the
same in melee and ranged combat. The only
difference is that attacks with melee weapons
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are thrown at the Hand to Hand combat skill, at-
tacks with firearms are thrown at the Shooting
skill, and attacks with throwing weapons are
thrown at the Throwing skill.

An attack has the following phases:

* The Hit Roll determines how many hits a
character achieves in an attack with a
weapon. Here, the dice are rolled on the
respective weapon skill, and a distinction
is made between critical hits and hits. The
Cover roll* is available to the attacked
character if he has cover. Here it is possi-
ble to avert damage even before the hits
hit the armor. Shields can provide cover.

* Converting hits into wounds taking into
account protection, penetration and criti-
cal hits.

The bit roll

To make an attack, a roll of a certain number of
dice is made. The minimum roll of this roll is
equal to the minimum roll of the character.
Here, a possible recoil penalty must be taken
into account if the character has already fired in
the same combat round.

The number of dice is initially equal to the cha-
racter's respective skill value (shooting, hand to
hand combat, throwing) plus the damage poten-
tial of the weapon.

The hit roll can also be modified by other cir-
cumstances. Different firing modes and firing at
the wrong distance may cause the available
dice to change.

Each success causes a hit to the target of the
attack. How the target can prevent damage is
described under Wounds and Pierce and Cover.

Recoil

Automatic weapons usually cause recoil when
attacking, which makes it difficult to re-aim at a
target in a directly following attack.

If an attack with a firearm is followed directly by
another attack from the same character within
a combat round, the minimum roll and the criti-
cal hit threshold are increased by 2. This malus
increases for each subsequent attack in the
same combat round. Thus, a third attack has a
+4 malus on the minimum roll and critical hit
threshold.

The recoil can be prevented if, for example, an-
other action is inserted between two attacks in
a combat round. For example, recoil does not
apply with bows because a new arrow must be
placed on the string between attacks.

Weapons can have a recoil compensation. This
value lowers the malus per attack. Thus, the mi-
nimum roll for a subsequent attack with a wea-

pon with recoil compensation 1 is only raised by
1. A recoil compensation of 2 ensures that recoil
is no longer relevant for the weapon.

Recoil is not accounted for across combat
rounds, only within a combat round.

Gritical bits

Hits caused during the hit roll become critical
hits if they reach the value 11 during the roll.
This is equivalent to an exploding die "thrown
farther", which then shows a result of 5+ again.
Changes to the character's minimum throw are
not applied here.

Critical hits can only be caused by melee at-
tacks, single shot attacks, and throwing
weapons, never by burst attacks.

If critical hits are achieved when attacking, they
are announced separately from normal hits. A
single shot from a bow could thus result in "2
crits, 3 normal hits".

Critical hits are treated as normal hits, but will
always penetrate normal armour. Only armour
of the type 'protection against critical hits' can
protect against critical hits, all other types of
armour cannot prevent critical hits.

If @ cover roll occurs, critical hits must be trea-
ted separately from normal hits. So the attacked
person rolls twice on his cover, once for the
number of critical hits, and once for the number
of normal hits.

The mercenary Maragas rolls 4, 5, 5 and
14, giving him 2 normal hits and a critical
hit. The critical hit penetrates the armour,
the normal hits are reduced by the pro-
tection of the person attacked.

Megacritical hits

If critical hits occur, the exploding dice can be
rolled further than 11. The roll continues until
no 6 is reached on the respective die.

If a die reaches a 5 again after the second roll, it
is a megacritical hit. These hits are treated as
critical hits, but cause an additional wound if
not prevented.

For each roll of a 5+, the number of wounds is
increased. So one megacritical hit can cause a
lot of wounds. The rule of 5+ results in the
following limits for wounds:

* Roll 5+: normal hit.
Roll 11+: critical hit - ignores armor

* Roll 17+: megacritical hit - ignores
armor, +1 wound
* Roll 23+: megacritical hit - ignores

armor, +2 wounds
Roll 29+: megacritic hit - ignores armor,
+3 wounds
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And so on.
Aiming

With melee weapons and single shot, it is possi-
ble to aim the weapon. This is not possible in
burst mode.

The character can invest actions to aim at his
target more precisely. For every 1 action, the
critical hit limit is reduced by 2 for the next at-
tack. This bonus to critical hits may not exceed
the character's perception value.

If the aiming character is hit while aiming, the
accumulated aiming bonus is removed.

QAttact modes

The attack modes with which the bearer of the
weapon can use it are indicated with each wea-
pon. The player chooses arbitrarily from the
available modes for each attack. Switching the
fire mode on modern weapons requires no ac-
tion.

Hand-to-hand combat

All melee weapons have this attack mode exclu-
sively. The character strikes with the weapon in
hand-to-hand combat.

* The attack can be parried.

* The attack can be dodged.

* The attack can cause critical hits.

* For the attack, the character can aim be-
forehand.

Single shot

One shot is fired per action. This applies to
many modern weapons, but also to bows,
slingshots and crossbows.

e The attack consumes 1 ammunition.

* The attack cannot be parried*.

* The attack cannot be dodged.

* The attack can cause critical hits.

* The character can aim for the attack befo-
rehand.

Burst

The weapon is used in burst mode, a short burst
of fire is delivered, which is slightly less
accurate than a single shot.

» 2 dice are added to the attack roll.

* The attack consumes 3 ammunition.

* The attack cannot be parried*.

* The attack cannot be dodged*.

* The attack cannot cause critical hits.

e For the attack, the character cannot aim.

$it rolls for incorrect distance

Optional Rule

Each weapon has a specified distance at which
it is effective. If the target's distance differs
from that specified with the weapon, there is a
penalty to the hit rolls.

If the real shooting distance is less than the spe-
cified distance of the weapon, the attack is per-
formed normally. If the distance is increased up
to the double of the weapon, the minimum roll
of the hit roll is increased by 2.

If the target's distance is more than twice the
weapon's range away, it is not possible to shoot
or attack at the target.

Cover

If parts of the person being attacked are hidden
from the attacker's view, the rule of cover app-
lies. It depends on how much the attacked is
hidden. The cover is classified into 3 levels:

* 44+ Cover: Most of the person being
attacked is hidden.

* 54 cover: The target is half hidden

* 6+ Cover: It is a bit harder to hit the tar-
get behind light cover. This effect is achie-
ved among other things by the
"hunkered" condition.

If the attacked has at least 6+ cover, he is
allowed a cover roll after the hit roll. For this, he
rolls as many dice as the attacker had hits. For
each success (on the minimum roll according to
the cover), one hit is removed.

If the attacker has scored critical hits, the Cover
Roll must be made separately for critical and
normal hits to determine which hits were pre-
vented.

Shields

Shields can be used when the character wields
a one-handed weapon.

Shields can be used in two different ways.

* For Shield Block, the shield is readied in
its own turn with two actions. In subse-
quent combat rounds, the shield provides
the cover listed below for all attacks
against the character. While the shield
block is active, the character's movement
range is halved. The Shield Block is acti-
ve until the character cancels it, that is,
lowers the shield.

* The Shield Parry can be used sponta-
neously as a reaction. It provides the be-
low cover roll for a single attack and costs
one action.

Unlike other armour, shields have a special va-
lue, the cover value. This is expressed in the
form X4, meaning that shields provide this
amount of cover. A round shield provides 5+ co-



ver, so after an attack, the attacked can roll 5+
for each hit to avoid it before the application of
Protection and Wounds. This is possible with
both Shield Parry and Shield Block.

Protection Pool

Each character has a protection pool made up
of all their armour. Each piece of armour has a
certain amount of protection, which is expres-
sed in protection units. You can find more
information about armour in the gear chapter.

When a character is attacked or otherwise hit,
they can use protection from their protection
pool to prevent these hits. Using protection
does not cost an action, and you can use as
many as you like.

The protection pool represents the armour a
character wears in battle. During combat, the
armour can shift, a strap can break, and a piece
of armour can fall off. As a result, the pool gets
smaller during the fight, which is represented
by the amount of protection spent. After the
battle, all the armour in the pool is restored.

The protection pool is only available during
combat. When a character takes damage outsi-
de of combat, it is up to them and the GM to as-
sess the potential damage reduction provided
by armour.

Wounds and Piercing

Any success of the hit roll which was not pre-
vented by cover is a hit on the target of the at-
tack. Other circumstances can also cause hits,
for example a grenade can cause "3 hits with 2
wounds each". Here, hits can be prevented by
cover.

When a character takes a hit, they can use pro-
tection to avoid that hit. The character has a
protection pool, which is a combination of all
their armour and other effects. For each unit of
protection used, one hit is prevented, possibly
with additional effects (see Protection Pool).

Any hit not prevented by protection becomes as
many wounds as the weapon or effect specifies.
If nothing is specified, a hit causes one wound.

Wounds

A wound is added directly to the wounds taken
by the character. It can only be prevented if a
template, equipment or other explicitly contains
a rule that modifies wounds.

Weaponless melee

If the character attacks without a weapon, the
player rolls hit dice equal to his hand-to-hand
combat value. The minimum roll is equal to the
character's minimum roll, which is usually 5+.

If the character's Strength value is higher than
2, the Melee melee attack has Piercing 1.

If the character's Quickness value is higher than
2, the character adds one die to the roll.

The range of an unarmed melee attack is 1 me-
ter.

Dodge

The attacked character can dodge a melee at-
tack as a reaction. This requires that the atta-
cked character has an action available and can
sense the attacker. Thus, an attack from behind
cannot be dodged.

The value is equal to the dodge value of the li-
neage plus the average of speed and dexterity
(rounded up). The load of armor and weapons
reduces this value. Character templates can
change it.

To dodge an attack, the character rolls a die to
his value in Dodge. The minimum roll for this is
increased by the number of hits the opponent
scores. If the attacked person scores at least
one success, he has completely dodged the at-
tack.

Parry melee attacts

Melee attacks can be parried if the attacked has
a suitable melee weapon ready and an action
left.

This is done by rolling the weapon as a reaction,
as if attacking with it. For each success on this
roll, one normal hit is removed from the atta-
cker. Critical hits are not prevented by the parry
and always get through.

Cyecial Attacts

There are a number of special attacks that a
character can use to refine or change their at-
tack.

QUccurate Attact

In the accurate attack, the character aims lon-
ger to land a better hit. The exchange ratio here
is 1 action for reducing the minimum roll by 1.
The exchange can also go over turns. The mini-
mum roll can be reduced by a maximum of the
character's Perception value, but cannot go be-
low 2. No other action can be taken during this
time. After that, a normal attack is made with
the changed values.

RKRO. Attact

The K.O. Attack has only the intention of
knocking an opponent out, but without inflicting
any damage. The attacker must wield a blunt
weapon, or at least strike with a blunt object. If
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the attack is successful, the opponent roll a resi-
stance check. If he does not achieve as many
successes as there are hits, he is knocked out.

The attack does not inflict any wounds. Cover
and armor are taken into account as usual.

Massgive attact

In a massive attack, the character gathers all
his strength to deliver a massive blow. For each
additional action the character invests in this at-
tack, the number of dice for this attack increa-
ses by 3, up to a maximum of the character's
strength value.

Disarming aftact

With a disarming attack, the attacker tries to
knock the weapon out of the opponent's hand.
To do this, he must succeed in an attack on the
weapon's arm, with a minimum roll raised by 3.
The attacked person must roll on his strength or
deftness after the attack, and achieve at least
as many successes as the attacker had hits.

If the attacked fails to do so, he has been disar-
med.

The disarming attack doesn't

wounds.

cause any

Swo-handed fighting

If the character is particularly skilled in the use
of a weapon, he can wield two weapons of the
same type at the same time, i.e. ambidextrous-
ly. Two-handed fighting is only possible with
one-handed weapons. Weapons that are wiel-
ded with both hands anyway (heavy axes, po-
learms, etc.) cannot be wielded in two-handed
combat.

If a character wields two weapons of the same
type at the same time, the character gets one
more action per combat round. The weapon he
wields with his secondary hand attacks with a
minimum roll increased by 1.

Cupport weapon

If this is possible with the weapon being used
(usually firearms except bows), the character

can place the weapon on a suitable spot before
using it. Supporting takes one action. If shooting
with a supported weapon, the minimum roll is
reduced by 1. It costs no action to pick up a
propped weapon again.

Coup de grace

A character can kill an opponent directly if the
opponent is unconscious, sleeping, or dying. To
do this, the player rolls a normal attack roll. If
this roll succeeds with at least one success, the
opponent receives the status dead with the le-
vel corresponding to the successes of the
attack. If the opponent is already dying, the le-
vel of the state is increased by the number of
wounds of the attack.

If the attack fails, a sleeping victim is likely to
awaken.

Throwing objects

If an item, such as a grenade, is thrown at a
target, the character rolls to its throw value. The
minimum roll is equal to the character's
minimum roll, usually 5+.

If the roll results in at least one success, the
character has hit his target.

Deviation

If the roll on throwing shows no success, then
the roll has failed. In this case, a roll is made on
the deviation.

First, a D12 is thrown to determine the direction
of the deviation. The result of the throw gives
the direction in the way of the "clock", seen by
the throwing character looking at the target. A 3
thus deviates to the right of the target, as seen
by the throwing character.

Then a D6 is thrown, which determines the di-
stance of the deviation in meters.

The thrown object thus lands at the determined
location.
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Sear

An essential part of the adventurer's life is the
equipment. For a new character, the starting ca-
pital can be used to buy equipment. This secti-
on describes the different types of equipment,
their characteristics and their values.

Stems

The simplest form of equipment are items. The-
se can be anything that the character accumu-
lates in their life. Tents, torches and bandages
are equipment items. Animals and carts also fall
under equipment. If the character acquires or
obtains an item, it is simply noted on the
character sheet.

Items are sorted into the following categories:

e First aid

e Vehicles

e Containers

e Curiosities

* Lights

e Musical instruments
* Pet supplies

* Trekking equipment
* Potions

e Throwables

* Tools

* Ingredients

* Surveillance

Properties

Items can have various properties relevant to
the game. All items have the following proper-
ties:

* Price: this is the average purchase price
of the item when it is acquired. This price
is expressed in the main unit of the
currency used.

» Rarity: Rarity describes how available the
item is on the market. It can be common,
uncommon, rare, legendary or unique.

* Weight: the weight of the item. This is
used to judge the carrying capacity of the
character, although there is no rule for
overloading here.

* Concealment: the concealment indicates
how easy an item is to find if an observer
is specifically looking for it. A higher value
here represents an item that is easier to
find.

An object is always assigned to one or more ex-
tensions. For example, there are items that are
only available if the magic extension has been
selected for the game.

Qtem rules

Some items have special rules that may also re-
quire a skill or attribute roll. These rules are lis-
ted with the item. For example, a bandage al-
lows you to use your First Aid skill to heal a cha-
racter.

Charges

Items can contain charges. If this is the case, a
charge is removed if it is used successfully. For
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example, a professional emergency kit has 5
charges. If all charges are used up, the item can
no longer be used according to its purpose until
it is possibly refilled.

Weapons

Weapons are distinguished from everyday
items, they have different game values and me-
chanics. Like items, weapons are recorded on
the character sheet when they are purchased or
obtained by other means.

Weapons are assigned to different types of wea-
pons. In the game, only the difference between
melee, ranged and throwing weapons is import-
ant, as the respective value (shooting, hand to
hand combat, throwing) is rolled. There are the
following types of weapons:

* Assault Rifles

* Axes

* Blades

* Blunt Weapons

* Bows

* Heavy weapons

* Machine guns

* Pistols

* Polearms

* Rifles

* Shotguns

* Slings

* Submachine guns
* Throwing Weapons

Different types of weapons may be available in
different eras. Grenades count as items, not as
weapons.

Properties
Weapons have the following properties:

* Price: as with items, this is the price for
which the weapon can be purchased on
average.

* Weight: as with items, the weight of the
weapon is used to give a rough idea of
how much the character can carry.

» Concealment: the concealment of the
weapon indicates how easy it is to detect
when searching for it. A higher value
means easier recognition of the weapon.

* Type: the type of the weapon indicates to
which weapon class the weapon belongs.

» Damage potential: this value is indica-
ted by a number of dice. The dice repre-
sent the potential of the weapon to do
more damage and are added to the skill
value on attack rolls.

* Piercing: Reduces the target's protection
by the number of protection units speci-
fied. For the protection to have effect, the
target must expend more protection units
than the piercing of the weapon.

* Actions to ready: Weapons can take a
different amount of time to ready. It usual-
ly takes one action to change or pick up a
weapon. However, there are also very fast
weapons that can be switched to without
delay, and also very complex weapons.

* Range (metres): the range is given for
all weapon types. For ranged and thrown
weapons, it indicates the maximum range
at which a target can be reasonably hit.
Melee weapons with a range of more than
one metre can be used at the indicated
range, such as pole weapons.

Ranged weapons have the following additional
properties:

» Capacity describes how much ammuniti-
on the weapon can hold at the same time,
e.g. the magazine size in modern wea-
pons.

* Recoil compensation: a recoil penalty is
applied to a shot that is immediately
followed by another shot in the same
combat round. The recoil compensation is
subtracted from this malus, so a weapon
with high recoil compensation makes di-
rectly consecutive shots easier.

* Reload actions indicates how many
combat actions the character must invest
to completely reload the weapon.

Attact modes

Weapons always have at least one attack mode.
These are indicated in the weapon table with
the weapons. If there is more than one attack
mode, the character can select it each time the
weapon is used without using an action to
switch. The attack modes are (see Combat):

* Single shot: can cause critical hits.

* Burst mode: gives two dice in addition to
the hit roll, cannot cause critical hits.

» Hand to Hand: the weapon is used in
close combat, can cause critical hits.

In additional expansions or worlds, there may
also be other attack modes with special rules.

Rules

Weapons, like objects, can have special rules.
These describe in detail what is to be observed
when using the weapon.

In addition to formulated rules, there is also the
specification of special caused conditions (see
Wounds and Healing). As a rule, these are indi-
cated with a value. This is the value that the hit
adds to the corresponding condition when the
weapon causes wounds. Possible conditions
are:

* Bleeding X
e Poisoned X
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* Shocked X
* Burning X

Weapon modifications

In addition to weapons, there is a list of weapon
modifications. These allow weapons to be modi-
fied. In the modern era, for example, it is possi-
ble to attach a sight to a weapon. But special
ammunition is also represented as a weapon
modification, for example, the Horror expansion
brings silver ammunition. Weapon modifications
are divided into the following categories:

* Blade: such as a hardened blade or a
special engraving

* Ammunition: special types of ammuniti-
on, but also extended magazines and qui-
vers

* Grips: leather-wrapped
swords and the like

» Gadget: lights, tripods and the like

* Sights: Sights for modern weapons

» Barrel: silencers for modern weapons

handles for

Usually, these weapon modifications change
one or more values of the weapon. However,
they can also bring their own rules.

Characters can find or acquire already modified
weapons in the game, but of course they can
also commission a modification.

Armour

Armour items, like weapons, are noted separa-
tely from normal items on the character sheet.
Armour provides protection which can prevent
wounds in combat. In addition to wearable ar-
mour, this list also includes shields that can
provide cover for the character.

Armour is divided into categories:

* Clothing

* Light armour

* Medium armour
* Heavy armour

* Shield

Properties

Armour items have the following game-relevant
values:

* Type: the armour type, e.g. "Light Ar-
mour".

* Price: the average purchase price of the
armour

* Weight: the weight of the armour

* Concealment: how hard is the armour to
spot if an observer specifically looks for
it?

* Encumbrance: Heavy armour hinders
the character in physical actions. Encum-
brance is subtracted from the character's
Dodge value.

Protection

Each piece of armour has a certain amount of
protection units. These are shown as shields on
the armour. These shields can be used in com-
bat to prevent hits. There are the following
types of armour:

* Normal protection: This protection can
be used to prevent a normal hit.

* Critical protection: This protection can
prevent a critical hit or a normal hit.

» Sticky Protection: Prevents a normal hit.
The weapon gets stuck in the armour and
must be released to perform an action.

* Bleeding Protection: Prevents a hit and
an attack from causing the Bleeding con-
dition.

* Poison Protection: Prevents you from
being hit and an attack from causing
Poisoned condition.

* Fire Protection: Prevents being hit and
prevents an attack from causing the
Burning condition.

» Reflecting Protection: Prevents a nor-
mal hit and causes the attacker to be hit.

* Shock Protection: Prevents being hit
and prevents the attack from causing
Shocked condition.

The protection of all armour pieces is combined
into a protection pool that can be used in
combat. For more details, see Combat.

Currency

In different scenarios and worlds, there can be
different currencies. Each character and cam-
paign is assigned a currency table that specifies
the different units of currency. Characters can
record their wealth on the character sheet.
Currency tables are e.g.

* Euro

* Dollar

* Taler

e Guilder (Realms of Tirakan)
* Yuan

Whether currency plays a role in the game is
entirely up to the group and the game leader, it
is optional.
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Wounds and Healing

The physical integrity of the character is repre-
sented in the form of wounds. A character can
withstand a certain number of wounds without
passing out.

Wounds and BVoosts

If you look at the character sheet of an intact
character, you will see a bar of filled hearts:

YoVYeYVYe

These hearts represent the wounds a character
can take without passing out. Each source of da-
mage causes a certain number of wounds. This
can be a fixed number of wounds, as with most
weapons. However, a dice formula can also be
used.

Hearts are crossed out or emptied as soon as
the character takes wounds. Thus, after a hit
with a weapon, the life meter may evolve as fol-
lows:

L 4 4 4 AVAV/

These empty hearts can be filled again through
healing.

Boost

The situation is different with boosts. Some
items give boosts when used. Boosts are repre-
sented as different colored hearts and can also
absorb wounds when crossed out.

However, with boosts, these hearts are comple-
tely removed and cannot be restored by he-

aling. Thus, a boost is a
improvement in condition.

temporary

If the character takes damage, it is always cros-
sed out from the right. First the boosts are used
up, then the still complete hearts. So in the
following display, the boost occurred after the
wounding (the empty hearts).

VO

Sainting and Death

A character that has neither full hearts nor
boosts faints and is considered dying. The con-
dition below describes exactly how to proceed
here.

Healing

Real healing of wounds is only possible over
time and with medicine. First aid and the use of
bandages and other aids only generate boosts.

Using the first aid skill without aids generates a
boost. With aids the number varies, this is
described in the items.

IThe rest

If the characters come to rest for at least 6
hours, this is considered a rest.

During a rest, the character has the opportunity
to heal wounds. For this purpose, the values Re-
sistance, Endurance and Willpower are added
together. Dice are rolled according to the sum,
for each success the character heals one
wound.
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All bonus dice, destiny dice and rerolls refresh,
so are set to the character's maximum.

Boost expires at rest, all existing boosts are
removed upon rest.

If the magic extension is used, the character
rolls on the sum of the Charm, Conscientious-
ness, and Willpower stats. For each success,
one arcana is restored.

When horror extension is active, the character
rolls a Stress Test. If the roll succeeds, the stress
may be reduced by one.

Conditions of the charvacter

A character can have different conditions. These
have different effects on the character's actions,
but also effects over time. The conditions are
noted on the character sheet with a counter.

Some conditions have saving throws that can be
used to remove them. These throws are indica-
ted in the description of the condition. All re-
strictions and difficulties caused by conditions
do not apply to these saving throws.

Dying

This condition is caused when the character's
wounds exceed the maximum wounds, so the
hearts decrease to 0. At that moment, the value
of this condition is set to 1.

If a character gets the Dying condition, all other
conditions are removed.

If the value of the condition is one or higher, the
character rolls for his Resistance at the
beginning of each round. If this roll succeeds,
nothing happens. If this roll fails, the value of
the condition is raised by one.

If the value of the condition reaches 6, the
character dies.

Stabilizing requires successes equal to the cha-
racter's "Dying" value. This can be a roll on first
aid, medicine, or something similarly helpful. If
enough successes are achieved, the dying
condition is removed.

When a character is attacked with the Dying
condition, the Dying value is increased by the
number of wounds inflicted (see Combat, Coup
de grace).

nconscious

The character is incapable of any action (his ac-
tions per turn are zero). The value of this condi-
tion indicates the depth of unconsciousness.

At the beginning of each round, the character
can roll on his willpower. If the roll shows suc-
cesses according to the value of this condition,
the value is set to 0 and the character wakes

up.
Shocted

For each roll, the character has as many dice
less than the value of this condition.

At the beginning of each round, the character
can roll on his Endurance. He can reduce the va-
lue of the condition by the number of succes-
ses. If the condition reaches a value of 0 in the
process, it is removed.

Burning

The character's minimum roll is increased by
the value of this condition for all rolls on percep-
tion and for all attacks.

This condition ends when the character is extin-
guished.

Bleeding

At the beginning of each round, the character
rolls for Endurance. If the roll fails, the character
takes one wound for each level of this condition.

This condition ends when the character is
bandaged (e.g. by first aid).

Poisoned

The character's minimum roll is increased by
the value of this condition for all rolls.

At the beginning of each round, the character
can roll for his Resistance. He can reduce the
value of this condition by the number of succes-
ses. If the condition reaches a value of 0 in the
process, it is removed.

Hunfered

The character has a 6+ cover (see Combat).

All actions involving manual work (physis attri-
butes, attacks and skills) have a +1 minimum
roll.

It takes an action to hunker down or stand up.
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Advancement

The character gains experience over time and
develops based on templates.

NReputation

A character's reputation reflects their level of
recognition and life experience.

Reputation is divided into spent and earned re-
putation, separated by a slash. Earned reputati-
on points are placed after the slash, and used
reputation points are placed before the slash.
Unused reputation points can be used to
purchase character templates.

Gaining reputation

The character gains reputation for successful
quests. Reputation is awarded by the GM and
should be between 5 and 10 per session.

Reputation can also be awarded directly for indi-
vidual actions. A successful action or scene in
the game can result in the GM awarding a cer-
tain number of reputation points.

Developing the character

After each game session, the player can obtain
templates from the categories of character, in-
terests, environment, and talent. It is not possi-
ble to add new templates from the occupation
and education categories.

Further development takes place after each
game session, so the character can be upgra-
ded with additional templates during the course
of an adventure. Templates are added in the
same way as during character creation. Chan-
ges to values are applied directly to the
character sheet.
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Magic

The magic of Tirakan is special in different
ways. There is a level of magic in the world that
affects the strength of spells. In addition, magic
is always of a origin, and spells can cause side
effects.

Magic level

The world of Tirakan has a magic level that
evolves over the centuries. There are also speci-
al places, where the magic level differs from the
usual.

» 1st century: Magic level 1
* 2nd century: Magic level 2
* 3rd century: Magic level 3
* 4th century: Magic level 4
* 5th century: Magic level 5
» 6th century: Magic level 4
» 7th century: Magic level 3
» 8th century: Magic level 2
* 9th century: Magic level 1
» 10th century: Magic level 0

The current magic level has an effect on the
spell being cast. The spell description will
usually give an indication of how the magic le-
vel is taken into account.

If the magic level is above 5, the magic cast is
completely chaotic and unreliable. The GM deci-
des exactly how a spell is cast. In addition, any
spell cast with a magic level of 6 or higher will
definitely have side effects.

Bagic Attributes

The magic is based on two basic attributes,
which characters have and which can be
obtained through templates.

Arcana

Arcana reflects the amount of magic the charac-
ter can combine and store. With Arcana, the
character casts spells and performs rituals. Tem-
plates, such as "Arcane Tutor" increase the
maximum arcana a character can have.

Arkana regenerates through a rest.

Syell Points

Spell points are used to learn spells. Spell points
can also be obtained by the character through
templates. For example, the "Arcane School"
template gives 10 spell points.

Once spell points are spent on a spell, they are
used up and cannot be used again. Unlike Arca-
na, this is not a value that refreshes by resting.

Ctills

With the magic expansion, each character gains
two new skills that they can use to act in the
magical world.

Cpell Casting

The skill Spell Casting is used to perform spells
and rituals. It is composed of the attributes Will-
power and Charm and can be increased by tem-
plates.

Magic Knowledge

Magic Knowledge is used whenever knowledge
of magical occurrences or artifacts is needed.
Every character has this skill, which s
composed of Education and Conscientiousness.
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Learning spells

To learn a spell, a character needs three things:
rest (a spell can only be learned between game
sessions) and available spell points. In addition,
he needs a thesis, a way to also get the know-
ledge about that spell. The latter is up to the
campaign, or the game master.

Spell points are available when the number of
Spell points spent is less than the Spell points
obtained through templates. Each spell has a
certain point cost. To learn it, the spell is noted
on the character sheet as learned.

A spell can be learned multiple times. This is
possible because spells can be modified by spell
templates. For example, you can make an ener-
gy lightning spell once as an energy spell and
once as a light spell.

Cyell values

A spell has different values, which are taken
into account in the game.

The spell casting attribute specifies which attri-
bute (along with the spell value) is rolled on to
cast the spell. It is given by the school of magic
(see below).

The value under Arcana describes the cost of
the spell when cast. To cast a spell with an arca-
na value of 2, the player must also have two ar-
cana available and cross off when casting.

The strength of the spell describes how effecti-
ve the spell is. For newly learned spells, the
strength is usually 1, but can be increased by
spell templates. In addition, the strength is in-
creased by the successes of the spell casting
when the spell is cast (see Cast a Spell).

Each spell has a certain range. This is the maxi-
mum distance from the caster at which a spell
can be cast. This is not to be confused with a
possible area where the spell will work. This is
mentioned in the spell description. If the range
of a spell is 0, the spell only works at/on the
caster himself.

The shape of the spell determines the area of
effect. It can be a geometric shape, such as a
line or a sphere, or no specific shape. The latter
is the case if the spell requires touch or works
directly on the caster.

The Actions of a spell indicate how many ac-
tions are required to cast the spell.

The Duration of a spell indicates how long the
spell lasts. Some spells have an immediate ef-
fect, while others take effect over a period of
time.

If a spell requires concentration, the caster
must concentrate on the spell. While concentra-
ting, the caster cannot cast any other spells. A
spell that requires concentration ends when the
caster takes damage.

Schools

Spells in Phase Six are assigned to schools,
which classify spells into broad categories. Each
character can choose spells from any school,
but the school is assigned a supporting attribute
in each case.

* Damage (Strength)

* Control (Willpower)

e Transmutation (Skill)

* Healing (Conscientiousness)
* |llusion (Quickness)

* Divination (Apprehension)

* Revocation (Logic)

* Summoning (Charm)

* Enchantment (Attractiveness)

Cyell templates

Spell templates change the values of a spell,
and can also add effects or completely change
the behavior of the spell. Spell templates are
divided into four categories:

* Basic: basic adjustments to spells.

* Powerful spell (3 spell points): The power
of the spell is increased by one.

* Easy to Perform (5 spell points): The spell
requires 1 arcana less, but at least 1 arca-
na.

* Twin spell (5 spell points): The spell af-
fects one additional target. The effect is
applied to all targets.

* Long Range (2 spell points): The range of
the spell is increased by 20 meters.

* Fast Execution (3 spell points): The spell
requires one less action, but at least 1 ac-
tion.

* Affinity (1 spell point): The element of the
spell is changed. This initially has no ef-
fect in the game mechanics, but it can
turn an acid spell into a fire spell, for ex-
ample.

* Shape (3 spell points): changes the shape
of the spell, for example from a point to a
sphere of certain diameter.

* School (7 spell points): changes the
school of the spell, for example from in-
cantation to damage. This also changes
the attribute on which what is cast.

Spell templates can be added to any learned
spell. To do this, note on the character sheet at
the spell that it contains the special template,
e.g. "Simple Healing (Powerful Spell)".

Each spell template can also be added to a spell
more than once.
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Sorgetting spells

Just like learning spells, it is possible to forget
spells with the necessary peace of mind. To do
this, the spell is removed from the character
sheet, and the character can be credited again
for the spell points used.

Cast a spell

A spell can be cast if the character still has at
least the arcana specified with the spell availa-
ble.

To cast a spell, the player casts on the Spell
Casting value specified with the spell. This va-
lue is made up of the character's Spell Casting
skill and the spell school's attribute.

If the roll achieves at least one success, the
spell is successful. For each success achieved,
the Power of the spell is now increased by one.

The effect of the spell occurs as indicated in the
description. The specified arcana cost is deduc-
ted from the character, even if the spell failed.

Luta wants to cast a simple heal. Her
Spell Casting value is 1, in the attribute
Conscientiousness (which is the attribute
of the healing school) she has 5. She thus
has 6 dice available for casting the spell.

She rolls a result of 3,4,5,5,3,1. Thus, she
has achieved 2 successes, which are
added to the Power of the spell. She thus
heals 3 wounds.

Side effects

Magic is unstable, and side effects can occur.
Whenever a spell roll shows exactly two ones,
side effects occur, regardless of whether the
spell succeeds or fails.

* The exact effects on the spell are in the
hands of the game master. There can be
small deviations from the description, but
also a complete reversal.

* Side effects affect magic storages. These
have a chance to explode if there are side
effects near them. If side effects occur in
the immediate vicinity of a magic storage,
a d6 is rolled for each arcana stored in the
magic storage. The magic store loses one
arcana for every 1 that is rolled. The
explosion causes 3 hits of 2 wounds
each and pierce 1 to all characters wi-
thin 3 steps for each arcana. Cover and
armor apply as usual.

Magic Duel

In some of the following rules, Magical Duel is
a rule used. Mages may engage in a magical
duel.

If the duel is initiated by a mage, the challenged
mage must agree to the duel or it will not occur.
There is no effect if a duel is refused. The duel
takes place exclusively in the mind, no physical
actions are required.

To adopt spells, no consent to a magical duel is
required, the test is simply rolled.

To perform a magical duel, both opponents cast
on their spellcasting ability. The contestant
with the most successes wins the duel. The lo-
ser takes the difference in successes direct
wounds. Protection and cover do not prevent
wounds in this case.

Tating over other people’s spells

If a spell is active, it can be taken over by a
mage. To do this, a magic duel is performed,
whereby the mage casts against the spellcas-
ting value of the mage who performed the
spell. If the duel is successful, the spell is now
under control of the taker, and can be
dropped, for example.

NRedirecting spells

Own spells can be redirected as long as they
are active. Redirecting a spell requires an
action, and a roll on the casting skill. It costs 1
arcana to redirect a spell to another target. The
target here must be a valid target for the spell.
Thus, a spell with a range of 0 (touch) cannot be
redirected to a distant target.

Magic and armor

Wearing armor does not directly hinder the cas-
ting of magic. Neither the material of the armor,
nor the design of the armor type have any influ-
ence on the casting of spells. However, armor
that greatly restricts the freedom of movement
may cause difficulties in necessary gestures of
execution.

Armor of the Heavy Armor type increases the
minimum casting roll when casting spells by its
encumbrance.

Magic artifacts

In addition to spells, the magic expansion brings
the possibility of magic items, weapons, armor
or weapon modifications. In addition, artifacts
can be created by the player.

For example, a Simple Healing Potion restores
1D3 wounds when used.
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Creating Artifacts

The character who wants to create an artifact
only needs the item into which the spell will be
infused. To create an artifact, he performs the
spell normally and binds it in the item. While
doing this, he also specifies the action that will
trigger the spell in the artifact. This can be a
complex action or just a spoken word.

After normal execution of the spell, the number
of successes determines how strong an artifact
is. If the roll is unsuccessful, the creation of the
artifact is also unsuccessful. If the roll succeeds,
the artifact can be used as many times as the
roll shows successes. The cost of creating an
artifact is the arcana cost of the spell multiplied
by the uses of the artifact. If these exceed the
character's maximum arcana points, as many
applications are bound into the artifact as the
character can pay with his arcana.

Very rarely it can happen that an artifact has an
unlimited number of active applications. What
quality an artifact has is not determined by the
character who creates the artifact, but only by
fate itself. No mage can predict how strong an
artifact he creates will become.

If a single success of the roll shows at least a
value of 30, he has created an infinite artifact.

For an infinite artifact, the number of successes
is doubled to determine the cost. If these
exceed the character's available arcana, excess
costs are covered by wounds.

When the artifact is created, the magic know-
ledge of the character creating the artifact is re-
corded in a value called the artifact level. This
artifact level indicates how powerful the creator
was at the time they created the artifact.

Using artifacts

To use an artifact it is sufficient to perform the
described action. If a spell is bound in the item,
it will be cast that way, and it will not cost the
user any arcana. The effect of the spell occurs
as if it had been cast directly by a mage.

To use an artifact, the magic knowledge of the
person who wants to use the artifact must be
equal to or higher than the artifact level of the

artifact. If the user's magic knowledge is lower,
he must pass a Spell Casting roll whose succes-
ses are at least equal to the difference between
his magic knowledge and the artifact level.

Ctoring arcana

Magic is an element that is not easy to compre-
hend. But if a being is granted the ability to
handle it (i.e., a character possesses arcana),
the character can easily store it in all non-magi-
cal materials in order to access it again later.
But this method is not without danger.

Greate a magic storage

To create a magic storage, it is enough to touch
the item in which Arcana is to be stored and
simply let the power flow into the item. The pro-
cedure takes as many hours as the character
wants Arkana to flow into the memory and is
completely harmless. The arcana is then
subtracted from the character's arcana and no-
ted with the storage.

Magic storages, like artifacts, are assigned an
artifact level equal to the magic knowledge of
the creator.

sing magic storages

A character discharges a storage by touching it
and absorbing the stored power. In doing so, he
must not exceed his maximum arcana. He does
not have to draw the entire arcana stored at
once, the power can also be dosed.

A stranger can only use the magic storage if his
magic knowledge is equal to or higher than the
artifact level of the storage.

Dangers of the storages

Magic storages are unstable, they explode if
there is magic instability near them. If a spell
fails near a storage, the wearer of the storage
casts on his magic knowledge. If he achieves at
least as many successes as the memory has Ar-
cana, an explosion is prevented. Otherwise, the
storage explodes.

When a storage explodes, it causes twice as
many hits within 2D6 meters as Arcana is stored
in the storage. The explosion causes a bonus
wound and both Burning 1 and Shocked 1.
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Pantheon

The deity world of Tirakan is diverse and diffi-
cult for amateurs to keep track of. All cultures of
the world have their own deities, which are
more or less present. In general, gods on Tira-
kan are very approachable, many can be invo-
ked directly. The peoples of Tirakan pray for cer-
tain weather, for personal luck, for success in
battle, or for fellow humans.

These rules reflect the closeness of the peoples
to the world of the gods.

Level of faith

Similar to magic, Tirakan's faith evolves over
the centuries. While the churches pray for a
long time in silent waiting for the return of the
gods' work, the influence of the gods develops
into a very strong, direct influence by the end of
the age. This is represented by the faith level,
which behaves similarly to the magic level and
changes over the centuries.

e 1st century: Faith level 1
* 2nd century: Faith level 1
* 3rd century: Faith level 1
* 4th century: Faith level 1
* 5th century: Faith level 1
* 6th century: Faith level 2
e 7th century: Faith level 3
» 8th century: Faith level 4
* 9th century: Faith level 5
* 10th century: Faith level 6

Savor

As a value, favor represents the relationship
between services of the priest and favors of the
god. The value is 0 at the beginning and can
become negative or positive.

The cost of the favors is subtracted from the fa-
vor. Favor points can be gained by the priest
through godly actions in the game. It depends
very much on the type of deity, with which the
priest can rise in the deity's favor.

Relics

Relics have a special role in the churches of Ti-
rakan. They strengthen the bond with the god
and help the believer to continue on his path.

Common relics are objects from the possession
of saints, but also bones of them. But even a
simple object related to the deity can be a low
level relic, such as a special stone for Tador. The
character can get to a relic in many different
ways, but it always requires a consecration.

Relics always have a level, which can range
from 1 to 6. A level 1 relic can be an object that
a saint once touched, for example. A level 6 re-
lic can be a holy weapon or the bones of a saint.

The forms of invocation

There are four forms of invocation to a god.
Each of them is performed differently. Each has
a different effort and requests a different favor
from the deity.

Common to all forms of invocation is the influ-
ence of the environment, the priest's condition,
as well as faith level of the world. Thus, the fol-
lowing modifications are added to the mini-
mum roll of each invocation (there are invoca-
tions that require multiple rolls).

* Favor of the priest: -(favor/2)



* The intention of the character does not
correspond to the virtues of the deity:
+10

* Ceremonial design (candles, clean cloths,
etc.) not present: +5

* The attitude of the priest is contrary to
the deity: +15

* The request is not the first request of the
day: +2

* Sacrifice is offered: -3

* The priest uses incense: -2

* The invocation is done on Doldag: -2

* The invocation is chanted (additional
chanting rehearsal): -5

* The prevailing level of faith: -faith level

* Additional priests at the invocation: -
Number

* Relic present: -Level

Shoct prayer

The least form of request is the Shock Prayer. In
a short, pleading invocation of 3 seconds, the
priest can gain a bonus to one of his attributes
or skills. The bonus is equal to faith level
points and lasts for faith level minutes.

A Shock Prayer requires a single Charm roll.

The Shock Prayer costs the priest 2 favor points.

Blessing

A blessing is able to break a divine curse (the
work of a dark god, as indicated by the work in
each case), but can also be transferred to an
object to create a blessed weapon, holy water,
or the like. To cast the blessing takes 5 minutes,
and it lasts indefinitely.

A Blessing requires a Willpower and a Charm
check.

The blessing costs the priest 5 favor points.

Lesser request

The Lesser Request invokes direct divine action.
In it, the abilities of the character's deity and all
of its servants that are classified as "minor" can
be requested. The prayer for the low petition
takes about 15 minutes. It can also be done as
part of a ceremonial service.

A charm roll is required for the minor supplicati-
on.

Quoocation

The invocation requests a deity's work that is
classified as "higher". Again, both the deity of

the character and its servants may be invoked.
The invocation requires a larger ceremony and
lasts at least 30 minutes. It can also be done as
part of a ceremonial service.

The invocation requires 2 charm rolls and a
willpower roll.

A word about the gods' work. The work of
the gods is sometimes described with
concrete rules. However, most descripti-
ons remain rather vague. This is to reflect
the fact that the nature and workds of the
gods are their own business. GMs and
players should be open to spontaneous
developments when a god or demon in-
tervenes in world events.

Congecration

With the consecration, an item such as a wea-
pon is given to a god. The divine power ensures
that the item is improved (stats plus about
30-50%), however there is also a chance that
the item will be ensouled after the consecration
and have some life of its own.

A consecration is a two-hour ceremony during
which the deity is invoked three times by means
of a charm roll. In addition, a test of strength is
required as the item is held for the entire peri-
od. Finally, a 50% chance of ensoulment is
thrown.

The consecration costs the priest 7 favor points.

Silent praper

Once per day, the priest may spend one hour in
silent devotion to his deity. For this, he rolls a
charm roll and adds one favor point for each
success.

Ceremonial Service

Ceremonial service is a service to the deity to
strengthen their work and spread their word.
The service can be both a classical ceremony in
memory of the deity and something like a ritual
funeral or exorcism. Minor petitions or invocati-
ons may be made as part of the ceremonial ser-
vice, but they do not have to be.

A ceremonial service earns the priest one favor
point for each participant, up to the double
faith level per service. If a petition or invocati-
on is performed, this cost is deducted again.
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Body modifications

The Body Modifications expansion allows cha-
racters in the game to integrate mechanical
components into their bodies. These are artifici-
al elements that can be attached to arms, legs
or other limbs.

The body modifications correspond to the time
period in which the game is set. For example, a
leg implant in the Victorian era will be made of
copper or brass, while in the Science Fiction era
it will be a futuristic technology.

Character stats

When playing with the Body Modification expan-
sion, the character will have additional informa-
tion on their character sheet.

Bivstrain

Each body modification affects the character's
biological load. As a character integrates body
modifications, their biostrain increases.

Biostrain starts at 0; each character is initially
unburdened by body modifications. Each body
modification has a biostrain value. This is added
to the character's value.

Cifects of Bivstrain
Biostrain has various effects on the character.

With every healing, whether spell, first aid or
healing by a doctor, half of the biostrain (roun-
ded up) is added to the minimum roll of the
respective test.

The minimum roll for casting spells and other
magical abilities is increased by half the
Biostrain (rounded up).

If the biostrain is greater than 5, the following
effects apply:

* The character's Endurance drops by 1
point.

* The number of Rest dice for each Rest
check drops by 1.

If the Biostrain is greater than 10, the following
effects apply:

* The character's Endurance drops by 2
points.

* The number of Rest dice for each Rest
check drops by 2.

If the Biostrain is greater than 15, the following
effects apply:

* The character's Endurance drops by 3
points.

* The number of Rest dice for each Resting
roll drops by 3.

Cnergy

Body modifications require energy to function.
Some body modifications feed energy into the
local power grid. However, functional body mo-
difications usually require energy to function.

In order for a character's body modifications to
function properly, an energy balance must be
created. The sum of the energy points of all
built-in body modifications must be 0 or greater
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for everything to work properly. If the total is
less than 0, the Energy Deficiency rule applies.

Activatable body modifications only use energy
when activated. Passive body modifications
always require energy to function.

Energy is measured in milliamperes (mA).

Cnergy surplus

If more energy is fed into the local grid than is
needed, an energy surplus occurs. Normally this
is not a problem, but if the energy surplus ex-
ceeds 10mA, electrical discharges can occur.

Whenever an activatable body modification is
activated and the energy surplus is 10 mA or
more, a Resistance roll is made. The minimum
roll is increased by the amount of excess ener-

gy.

If the roll fails, the character receives a wound
and a shocked 1.

Energy deficit

An energy deficit occurs when less energy is fed
into the local grid than is needed. This can cau-
se body modifications to stop working. Each
time a body modification is activated, a die roll
is made according to the energy deficit. For
each roll that results in a 1, the modification will
not function until the next rest.

The player chooses which modifications will not
work.

Slots

Each body has a set number of slots. These
slots cannot be changed unless you invest in
special body modifications that allow additional
slots for specific limbs.

Each body modification specifies how many
slots it requires in a particular body region.

For humans, the number of attachment points is
as follows

* Head: 3
* Torso: 5
e Arms: 3
* Legs: 3

If a body region is loaded with too many modifi-
cations, the biostrain of all modifications is
counted twice.

Body modifications

* Price: This is the average purchase price
of the body modification at the time of

purchase. This price is given in the base

unit of the currency used.

Rarity: The rarity describes how available

the body modification is on the market.

This can be common, uncommon, rare, le-

gendary or unique.

* Type: Body modifications have a type,
common types are Generator, Sensor,
Weapon, Prosthetic, Protection or Enhan-
cement.

» Expansion: In general, body modificati-
ons are available when playing with this
expansion. However, some body modifica-
tions are only available in certain eras.

* Rules: Each body modification can have
its own rules, which are described here.

* Biostrain: The biostrain describes the
biological strain the modification places
on the body. This is added to the
character's stats.

* Energy Requirement: Each modification

has an energy requirement. If this is nega-

tive, the modification produces energy.

The character's energy balance must be

in balance; no more energy may be con-

sumed than is produced. Energy is
measured in mA.

Charges: Some modifications have char-

ges that are consumed.

* Activation: Some modifications require
activation, others are always active. Acti-
vatable modifications only consume
power when activated.

Qctivatable and passive modifications

If a modification requires activation, this will be
indicated in the description. This modification
only consumes energy when it is activated. Acti-
vating a modification costs an action.

Passive modifications are always active and
consume energy.

Qntegrating modifications

Integrating modifications into the body requires
surgery. Depending on the complexity of the
modification, this operation may be complicated
or impossible to perform without risk.

The surgeon performing the surgery must make
a Medicine roll to successfully perform the mo-
dification. The minimum roll for this check is in-
creased by the biostrain of the modification.

NRemoving modifications

If you wish to remove a body modification, this
can only be done by surgery. The surgeon per-
forming the surgery must make a die roll on
Medicine to successfully remove the modifica-
tion. The minimum roll for this check is increa-
sed by the biostrain of the modification.
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SHorror

The horror expansion of Phase Six adds the
classic horror elements to the game. Not only
can characters load silver ammunition into their
weapons, there are also creatures from the dar-
kest imagination and obscure objects.

In addition, a character now has a possible
stress level. If the non-worldly encounters are
too much there is a risk that the character will
lose control, or even acquire a permanent
mental disorder.

Stress

If the horror enhancement is activated, the cha-
racter has a value for stress that starts at 0. In
addition, the character has a value for the maxi-
mum stress he can handle. This value is 6 from
the start, but can be changed by templates or
other means.

The character can gain stress by encountering
otherworldly entities or having other encounters
that are so abnormal that they affect him.

If the character reaches his maixmal stress level
by an action, he gets a tick, and the stress is set
to 0.

Stress Test

Whenever it is important to judge whether the
character can withstand a stressful situation, a

Stress Test is rolled. To do this, add the charac-
ter's Logic and Willpower values, and roll that
many dice. If the roll shows at least one suc-
cess, the Stress Test is successful.

Reduce Stress

To reduce stress, the character must rest, and
not have any encounters with extraordinary
beings. When resting (see Wounds and Healing),
the player rolls a Stress Test. If this roll suc-
ceeds, the character's stress can be reduced by
one.

Therapy can relieve more stress, this is up to
the game master and depends very much on
the era played.

Ticts

If the character reaches the maximum stress
level, he gets a tick, and the stress level is set
to 0 again.

Ticks are psychological illnesses that also have
an effect on the character's stats. While the
character can reduce stress by resting or some-
thing similar, it is not possible to remove ticks
without therapy.
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License

The Phase Six rulebook and game contents are
licensed under the Creative Commons BY-NC-SA
4.0 license.

Therefore, you are free to:

* Share — copy and redistribute the mate-
rial in any medium or format

* Adapt — remix, transform,
upon the material

and build

The licensor cannot revoke these freedoms as
long as you follow the license terms.

Under the following terms:

» Attribution — You must give appropriate
credit , provide a link to the license, and
indicate if changes were made. You may
do so in any reasonable manner, but not
in any way that suggests the licensor
endorses you or your use.

* NonCommercial — You may not use the
material for commercial purposes.

* ShareAlike — If you remix, transform, or
build upon the material, you must distri-
bute your contributions under the same li-
cense as the original.

No additional restrictions — You may not ap-
ply legal terms or technological measures that
legally restrict others from doing anything the
license permits.

Notices:

You do not have to comply with the license for
elements of the material in the public domain or
where your use is permitted by an applicable
exception or limitation.

No warranties are given. The license may not
give you all of the permissions necessary for
your intended use. For example, other rights
such as publicity, privacy, or moral rights may
limit how you use the material.
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