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Loner - Core Rules 2nd Edition

What is Loner?

Loner is a minimalist Solo Role Playing Game designed to
be played with only one character (the Protagonist). You'll
guide them through the story that will unravel during the
game, asking closed questions to an Oracle which will help
you overturn your expectations. Every now and then you will
be surprised with an unexpected twist!

Loner follows the following design principles: 1. Portable:
to play you will need a few common (six-sided) dice and
writing materials. Anything else is optional and not essential.
2. Rules-Light: the game relies on a few rules and only one
solving mechanic, easy to learn and eventually to memorize.
3. Tag-based: characters and situations are defined only by
qualitative descriptors and no quantitative characteristics.
4. Generic: you can play anything, yet the game is not uni-
versal. It is designed for quick resolutions, without tactical
depth or simulationist ambitions.

What is a Role Playing Game (RPG)?

Arole-playing game (RPQ) is a type of game in which players
assume the roles of fictional characters and act out their
actions and decisions within a narrative or imaginary setting.
The outcome of these actions and decisions is often deter-



mined by a set of rules and game mechanics, such as dice
rolls or statistical attributes of the characters. Players may
also collaborate to create a shared story or narrative through
their characters’ actions and interactions.

What is a Solo RPG?

In a solo RPG a single player takes on the roles of one or
more characters, while also simultaneously managing some
elements of the game world. These games typically involve
the use of a rule system and game mechanics to determine
the outcome of actions taken by the player-controlled char-
acters. Unlike a gamebook (such as the Fighting Fantasy,
Lone Wolf, and Tunnels & Trolls series) a solo RPG is not a
form of interactive, forked narrative in which outcomes are
pre-determined and limited by the author’s choices.

Through the interaction of player, oracle, tools, and prompts,
the character’s actions will build an emergent narrative
within whose boundaries anything can be attempted, with-
out predetermined limits.

Safety Tools

You will play alone, but be sure to play in an environment that
is comfortable for you, without overexerting yourself, and
reserve the option to stop as soon as you feel uncomfortable
for any reason, physical or emotional. Don't be afraid to tackle
new themes, but do so in full awareness of your boundaries.

Minimum Requirements

To play Loner you will need: - 4 six sided dice (also known as
des): two pairs of different colors - Paper and writing tools:
at least a sheet of scrap paper and and pencil, but index cards
or sticky notes are a fine addition - Character sheet: you may
use the provided sheet at the back or a simple index card. -



Notebook: Loneris not a solo journaling game, you can easily
play it in the “theater of mind". But you can keep track of you
game if you feel the need!

Choose a genre or setting

A Loner adventure takes place in a well-defined imagery that
you will have to choose from: your favorite TV series, a book
saga you are reading, an RPG setting you like, a genre you
are familiar with or instead want to start exploring.

You can also consult lists of tropes (google them) to generate
randomly and then choose!

Oryou can use the Adventure Packs found in the second part
of the volume.

You can also generate the character first, based on randomly
chosen tropes, and once it is defined, you can follow the
genre that emerged at this stage.

Make Your Protagonist
Once the setting is established, now is the time to create
your Protagonist.

Your Protagonist is described by some fixed traits:

- Name: The name should be iconic and consistent with the
tone and setting of the story.

- Concept: A concise description of the character’s pro-
fession, background, and abilities. The best are adjec-
tive-name pairings, like “Venturous Smuggler” or “Child
Prodigy”.

- Skills (x2): Abilities not necessarily character-specific but
not characteristics common to all. “Smart” is not a skill,
“Engine Whisperer” is.



- Frailty: Something that could potentially get in the way of
the character, either physically, mentally, or socially.

- Gear (x2): Particular equipment supplied to the character
in coherence with the setting. Everyday items are taken for
granted and do not fall under this trait.

- Goal: The long-term objective.

- Motive: What drives the pursuit of the goal.

- Nemesis: A person or organization that hinders the protag-
onist. It can emerge during the first game sessions, it may
or may or not be the direct antagonist of the story, ready to
appear to make life even more difficult

- Luck: The measure of a character'’s ability to avoid ill for-
tune or aninauspicious outcome. It applies only in Conflicts
and automatically recharges when they end. Luck starts
and caps at 6.

Example > Zahra Nakajima Witty Street Cat. Streetwise,

Nimble, Merciful.

> Knife, Low O2 Supplement.

> She wants to obtain unknown technology to save her

planet from atmosphere collapse.

> Nemesis: The Naturalist Order

> Luck: 6

Everything is a Character!

In Loner Non-Playing Characters (NPCs), Foes, Organiza-

tions, Monsters, and even relevant objects like vehicles are

characters too!

- Living Character follow the same rules of generation as
the Protagonist.

- Non-Living Characters, instead, do not have a goal, a mo-
tive, nor a nemesis.



Example > The Century Skylark Spacecraft in bad shape.
Hyperjump Drive, Camouflage Circuits, Midlife Courier.

> Shields, Turrets.

> Luck: 6.

Descriptive Tags

Tags are descriptive words or phrases that could be identify
anything in the game world. They fall roughly into the fol-
lowing categories: - Character Traits: as seen above, they
describe a character’s skills and flaws, their goal and motive.
- Details: features of an environment or scene that might
change as a result of an action. - Conditions: are physical,
mental or social effects that impact the way a character
behaves or attempts actions.

Tags determine if there are sufficient prerequisites in the
scene for Advantage or Disadvantage. They are qualitative
representations. They are not quantitative measures.

Before the Adventure

You can start directly to play your adventure, but it may be
worthwhile to make an extra effort.

By defining your Protagonist’s Nemesis you have already
identified an NPC! Write down their sheet and keep it aside.

Think about whether your Protagonist has allies or friends
and throw down their sheets as well.

Jot down these NPCs in a list, which you will consult when
they need to be recalled as a result of a Twist.

Also, it might be useful to jot down interesting Locations
that serve as settings for your Protagonist and keep a list of
major Events that happen during the game.



Start Your Game

To begin an adventure in Loner you will need to determine
the initial scene:

1. You might think of a dramatic situation and start the
game in the middle of an action scene. This will push
events forward, allowing you to build the story as you go.

2. Otherwise, if you prefer to define a framework for the
adventure you can answer the classic questions, Who?
What, Why? Where? How? Add also an Obstacle to over-
come.

If you find it difficult to answer any or all of the questions,
the following table provides prompts on which to build your
adventure.

D6 Who? What? Why? Where? How?The Obsta-

The The The The seed cle?The
pro- mis- incen- target compli-
poser sion tive cation
1 Au- Res- Help Per- Ca- Opposi-
thority cue son sual en- tion
counter

2 Organi- Pro- For- Group Old ac- Decep-

zation tec- tune quain- tion
tion tance
3 Ally Ex- Coer- Trea- Rumors Environ-
(friend, ploit cion sure ment
rela-
tive)
4 Mentor Ex- Im- Loca- Capture Disguise

plore pulse tion



D6 Who? What? Why? Where? How?The Obsta-

The The The The seed cle?The
pro- mis- incen- target compli-
poser sion tive cation
5 Help- Es- Ambi- McGuf- Mishap Time
seeker cape tion fin
6 Black- Pur- Re- Con- Object Space
mailer suit venge fes- (map,
sion journal,
letter)
Example

> Who? Mentor

> What? Exploit

> Why? Help

> Where? McGuffin

> How? Rumors

> Obstacle? Time

> Tobias Wethern took Zahra under his wing when her par-
ents died. That's why she can't say no to him now. Tobias
wants Zahra to steal a datapad from the Leton Corporation’s
subsidiary. He doesn’t know precisely where it is stored, but
that in 24 hours it will be taken from the company’s security
corps to be transferred to another location.



GET STARTED

CHOOSE A THEME, SEARCH FOR
GENRE, OR SETTING  RELEVANT TROFPES

e

MAKE A PROTAGONIST

."’Q
LOOK AT PROTAGONIST'S
GOAL AND NEMESTS

4
SET INITIAL SCENE

PLAY THE SCENE

Keep The Action In Motion

A game in Loner is a succession of scenes. A scene is a unit
of time in which a certain action takes place in pursuit of a
certain short-term goal.

In Loner at each scene: 1. Identify what you expect from
the scene. Compared to traits, goal, and motivation deter-
mine the Protagonist’s action. What might be the reaction
of the game world? 2. Test your expectations. When you
are uncertain (or overconfident) about the reaction to your
actions, ask the Oracle a closed question (answer is Yes or
No), considering the tags involved to determine if there is
an Advantage or Disadvantage. 3. Interpret the result. Is
the Oracle’s answer in line with your expectations? If not, in



the context in which the scene takes place, how should an
answer that subverts them be considered?

This sequence will come to you naturally after some practice.
Use it as a guideline the first few times.

SCENE BREAKDOWN

). IDENTIFY YOUR EXPECTATIONS 2. TEST YOUR EXPECTATIONS . INTERPRET THE RESULT
l CONSIDER PROTAGONIST'S TRAITS l I VNCERTAIN OR OVEQCOAIFIDEW.’—l W
Xﬁ
!

l DETERMINE PROTAGONIST'S ACTION ’ l ASK THE ORACLE l , RESOLVE CONTEXTVALLY l EXAMINE THE ANSWER '

| \

[ngnzcr WORLD'S REACTION l CONSIDER INVOLVED TAGS l ANSWER. MEETS YOUR EXPECTATIONS? ]

PREVALENT PREVALENT
Posmves  \Wesanives wo yes
b
W DISADVANTAGE ' SVBVERT YOUR EXPECTATIONS ] FOLLOW YOUR EXPECTATIONS

Identify Your Expectations

The Protagonist’s traits characterize their behavior within
the fictional world and suggest the possible actions they
takes in the situational context of the scene.

Based on this, you can expect the world to react in the most
logical way, and you will formulate a question that tests this
expectation.

An expectation does not necessarily automatically lead to
a question, which you need to ask only when there are con-
crete risks or you want to be amazed. In other cases, simply
let events happen.

Example

> Zahra sneaks into the Leton Corporation subsidiary. The
expectation is that the place will be well guarded during the
day and less so at night. To escape an inevitable head-on
collision, Zahra decides to act at night and enter through the



ventilation ductsYou don't expect there to be an alarm but
maybe it's worth asking the question!

Consulting the Oracle
When you need to test your expectations you'll ask the
Oracle a closed question.

You'll need 2d6 in one color (Chance Dice), and 2d6 in an-
other (Risk Dice).

To resolve a closed question, roll one Chance Die and one
Risk Die: - If the Chance Die is highest, the answer is Yes. - If
the Risk Die is highest, the answer is No. - If both are low (3 or
less), add a but.... - If both are high (4 or more), add an and....
- If both are equal, the answer is Yes, but.... Add a point to
the Twist Counter.

Dice Value Chance Die > Risk Risk Die > Chance

Die Die
Both < 4 Yes, but... No, but...
Both >3 Yes, and... No, and...
Mismatched Yes No
Equal Add 1 to the Twist
Counter

Example > You ask, “Does Zahra manage to force the hatch?”
You roll one Chance Die and one Risk Die and get (5) [4]). The
answer is Yes, because the Chance Die is higher. You also add
And, because both rolls are 4 or higher. If the Risk Die had
come up as [3], it would have been a plain Yes instead.

10



Advantage and Disadvantage

If circumstances or positive tags grant an advantage, add a
Chance Die to the roll. Otherwise, when hindrances or neg-
ative tag cause a disadvantage, add a Risk Die. In both cases
keep only the higher die of the added type when you check
the roll.

Consider tags intuitively and not quantitatively, using the
context of the situation at play. It is important to keep the
flow of play fast and not accounting for advantages and
disadvantages numerically!

Example > You ask, “Does Zahra hack the datapad?” You roll
one Chance Die and two Risk Die, as Zahra does not have any
advantage in hacking and the datapad is the mission goal,
compromising it would cause the mission to fail. You get (5)
[3] [4]. You discard the lower Risk Die [3] and keep (5) and
[4]. You obtain a Yes and add a And since they are both 4
or higher.

11



CONSYLTING THE ORACLE

PROTAGONIST TBKES ACTION
CERTAIN / VNCeRTIN/
/ Wext acnion VERCONFIDENT
<
RESOLVE ACTION
DIEGETICALLY ASK THE ORACLE
ADVANTAGE «D«snpvnmas EXT AcTION
/
ROLL: f/ ROLL: zou_

2 CHANCE DICE ) CHANCE DIE 2 RISK DICE
AND ) RISK DIE AND ) RISK DIE m> ) CHANCE DIE

N

IS THE ANSUWER CLEAR?

ASK AGAIN

OPEN-ENDED QUESTION CLEAR

S~

RESOLVE ACTION

Interpreting the Oracle
Always interpret the Oracle’s answer in relation to the con-

text of the game situation:
- Answers without modifiers are straightforward answers
without uncertainty. They are also the least interesting to

continue the story.
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- Answers with modifiers (but.../and...), on the other hand,
require you to make the effort to identify what new situa-
tion triggered the consultation.

Example

> The datapad is hacked and... the information contained

is not just about illicit activities of the Leton Corporation...

There is more!

Sibylline Responses

The Oracle might sometimes give answers that don’'t make
sense in the context of the scene. Don’t be tempted to detail
the answer with too many questions in sequence. Three
questions should be sufficient. If you're still stuck, try using
an open-ended question to unlock yourself or interpret the
answer as “Yes, But...” and move the story forward.

Twist Counter

The Twist Counter is a measure of the rising tension in the
narrative. At the beginning is set to 0. Every time a double
throw (dice are equal) happens, add 1 to the Counter. If the
Counter is below three, consider the answer as “Yes, but...".
Otherwise a Twist happens and resets the Counter.

Example > You ask if the datapad contains sensitive data
about Wethern’s illicit activities. You roll (4) [4]. The answers
is “Yes, but..."”. Zahra finds a note about a scapegoat to frame
for the theft. Could it be her? > You also add 1 to the Twist
Counter. But the counter was already at 2, so also a twist
happens! The counter resets to O.

Determine the Twist
Roll 2d6 and consult the following Twist Table to determine
what kind of twist happens.

13



D6 Subject Action

A third party Appears
The hero Alters the location
An encounter Helps the hero

]
2
3
4 A physical event Hinders the hero
5 Anemotional event Changes the goal
6

An object Ends the scene

Interpret the two-word sentence in the context of the cur-
rent scene. Twists will keep the plot and events going in
unexpected ways.

Now Zahra knows the content of the datapad, but you
roll 1and 5 on the Twist Table “A third party”, “Changes
the goal". An agent of the Leton Corporation appears
before Zahra with a proposal....

Conflicts

A Conflict is any situation in which opponents clash, attack-
ing, defending, or wearing each other down in order to win.
This applies both in a practical and metaphorical sense.

So, a Conflict is not only limited to combat (or fighting) in
the strict sense but also to competitive situations (such as
contests, duels, verbal confrontations, etc.) in which two or
more characters (including vehicles, of course!) compete.

Conflicts can be resolved in different ways depending on
preferences and context: 1. Ask a single closed question. The
Oracle’s answer determines the outcome of the conflict. 2.
Ask a series of closed questions to resolve current single
actions. 3. Use the rules of Harm & Luck below.

14



CONFLICTS

IS THERE ANY
CHARACTER OPPOSING
THE PROTAGONIST?

\&:‘

No b6 YoV WANT TO
MAKE IT FAST?

ves \

DO YOV WANT TO
ASK A CLOSED QUESTION SPECTFY EVERT ACTION?

7 e
2N

ASK A CLOSED QUESTION
TO RESOLVE EVERY ACTION USE HARM + LUCK

Note that the Twist Counter does not apply to Harm & Luck.
Instead, it is used regularly if the Conflict is handled with
closed questions.

Harm & Luck

If the conflict is resolved by applying damage to the Luck
trait, roll the dice to determine whether the protagonist
causes damage to the opponent or suffers damage due to
counterattack or failed defense. The rolls are player facing
only.

The damage reduces the Luck of the target, whether protag-
onist or NPC. When the Luck runs out, the character has lost
the conflict.

15



The final outcome depends on the context. Do you get
caught? Are you seriously injured? You may even die if that
fits the narrative.

An- Do you get what you want? Harm
swer
Yes, You getwhat you want,and something else. Cause
and... 3
Yes... You get what you want. Cause
2
Yes, You get what you want, but at a cost. Cause
but... 1
No, You don't get what you want, but it's not a Take
but... total loss. 1
No... You don't get what you were after. Take
2
No, Youdon'tgetwhatyouwant,andthingsget Take
and... worse. 3

Example > Zahra confronts a thug in an alley. He is “Martial
Artist”, “Hand-to-Hand Combat”, “Feline” and “Short”. Zahra
tries to hit him with the knife, you throw (5) (6) [4] (“Yes,
And...", causing a Luck loss of 3 to the thug). The thug throws
a roundhouse kick at Zahra (roll (3) (2) [2], “Yes, but...”, caus-
ing a Luck loss of 1to Zahra). Who will win?

Determine the mood of the next scene

At the end of the current scene sometimes you will be clear
about the direction to take, other times you may need to
determine the general mood of the next one. In this case roll
1d6 and consult the following table:

16



D6

Next Scene

1-3 Dramatic scene

4-5
6

Quiet Scene
Meanwhile...

- A dramatic scene does not break the tension of the previ-
ous scene but carries it further forward, introducing further

obstacles or difficulties.

- During a quiet scene there is time to take a breath, to heal,
to make plans for the next steps and to deepen relation-

ships.

- A meanwhile scene takes place somewhere else, other
than where the hero is. It cuts to villains or other plot-

important characters.

Example > Zahra accepts the proposal, you now roll for
the next scene: 6, Meanwhile scene. In the following scene,
Tobias Wethern hires a hit man to kill Zahra...

Open-Ended Question or Get Inspired

To answer an Open-Ended question, roll 1d6 once on each of
the following tables (roll at least a verb and a noun, adjectives

are optional).

Verbs 1 2 3 4 5 6
1 inject pass own divide bury bor-
row
2 con- learn ask multi- re- imag-
tinue ply ceive ine
3 de- be- re- dam- collect turn
velop have place age
4 share hand play ex- im- cough
plain  prove

17



Verbs 1 2 3 4 5 6

5 face ex- found gather prefer be-
pand long
6 trip want miss dry em- de-
ploy stroy
Ad- 1 2 3 4 5 6
jec-
tives
1 fre- faulty obscene scarce rigid long-
quent term
2 ethe- sophis- right- knowl- aston- ordi-
real ticated ful edge- ishing nary
able
3 de- insidi- poor proud reflec- amus-
scrip- ous tive ing
tive
4 silky worth- fixed loose willing cold
less
5 quiet stormy spooky deliri- innate late
ous
6 mag- arro- unhealthy enor-  trucu- charm-
nifi- gant mous lent ing
cent
Nouns 1 2 3 4 5 6
1 cause stage change verse thrill spot
2 front event home bag mea- birth
sure

18



Nouns 1 2 3 4 5 6

3 prose mo- trade mem- chance drop
tion ory

4 instru- friend talk lig- fact price
ment uid

5 word morn- edge room system camp

ing
6 key in- use hu- state- argu-
come mor ment ment

Example > You ask: “Does Zahra have friends to ask for help
against the hit man?”. You roll 24 and 32: multiply motion.
Zahra needs to move quickly to reach Melina Reade, a hacker
with contacts in the underworld who might be able to help
her!

When the story ends

At the end of the adventure you may add another trait to the
character. It is better that this is related to how the story just
ended and can be either a Skill, Gear, a new Frailty, or even a
new Nemesis! You can also modify an existing trait to better
represent an enhanced expertise.

Also update the list of NPCs, Locations, and Events that may
show up again in future adventures.

Example > Zahra secures the datapad in the hands of the
authorities, framing both Wethern and the Leton Corpora-
tion. Wethern is arrested, but she has gained a powerful en-
emy working against the Corporation. She gains “Wannabe
Hacker” to her skills. Maybe Melina can mentor her!

19



Loner Together

Loner's rules are designed for a single player controlling one
character. However being derivative of a multiplayer game
(Freeform Universal) no one prevents you from using them
for group play as well, if you insist on doing so.

It is then possible to play in the following modes: 1. without a
game master: you play as in solo mode, each person controls
their own character and asks questions to the Oracle in solo
play. The Oracle’'s answers and the game world’s reactions
are interpreted by the player who asks the current question.
Facilitator functions (moderating the flow of play and possi-
bly settling disputes between players, as well as reminding
players of the rules) can be taken on by a single player at
the table, or they can be rotated. Questions pertaining to the
entire group of character can be concerted. 2. with a game
master: they always pull only the players questioning the
Oracle as in the solitary, no-master mode. The master takes
charge of interpreting the answer and presenting the reac-
tions of the game world. He also assumes the functions of a
facilitator.

Keep in mind that as much as Loner can be played in groups,
| strongly recommend that you use Freeform Universal for
this need.

The Adventure Maker

Sometimes you may lack the inspiration to think of a game
setting, or you want to experiment with one you have never
thought of. The tables below are designed to instantly gener-
ate an unpredictable setting for you to explore with a game.

To generate a setting: 1. Roll on the Settings table 2. Roll on
the Tones table 3. Roll two times on one Things table of your
choice

20



To generate a premise of adventure: 1. Roll on the Opposition
table 2. Roll two times on Actions table and on a Things
tables

Note that the adventure premise is not the initial scene
prompt, only the framework within which it takes place.

Table 1: Settings

1 2 3 4 5 6
1 Post- High Me- Cyber-  Futuris- Super-
Apoc- Fan- dieval punk ticSpace nat-
alyptic tasy War Mega- Colony ural
Waste- King- and  corpora- Noir
land dom In- tion City
trigue

2 Alternate Pi- Wild Dark Futuris- An-
History rate- West Fantasytic Dystopian cient

Filled Fron- Realm City Greek Mythol-
Seas tier ogy
3 Space Samu- Zom-  Super- ColdWar Mod-
Opera rai- bie hero Me- Espi- ern
Adven- EraJapan Sur-  tropolis onage Crime
ture vival Syndi-
cate
4 Magic Hor-  Epic Cyber- Love- Sword
School ror- Fan- netic Or- craftian and

for Young Filled tasy ganisms Cosmic Sor-
Mages Asy- Quest and An- Horrors cery
lum droids Ad-

ven-

ture

21



1 2 3 4 5 6

5 Urban Aban- Colo- Mythi- Martial Hor-
Fantasy doned nial cal Crea- Arts Acror-Stricken
Under- Space Amer-  tures tion Carni-
world Sta- ica and Leg- val

tion ends

6 Under- Jun- Steam- Time Inter- Sur-

water Ad- gle- punk Travehlactic Starfightimal in
venture Cov- Victo- Para- Battles a Sav-
and EwredPlanetrian doxes age
ploration Era Land
Table 2: Tones
1-2 3-4 5-6
1 Dark and brooding Lighthearted Gritty and realis-

2 Epic and grandiose

3 Action-packed

adventurous

4 Technologically ad- Grungy
vanced and sleek

5 Surreal and dream-

like

6 Eerie and paranor-

mal

22
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and humorous

Suspenseful
and thrilling
Romantic and
whimsical
and
dirty
Futuristic and
dystopian
Martial and
disciplined

tic
Mysterious and
enigmatic
Horror-filled and
terrifying
Gothic and omi-
nous

Nostalgic and

timeless

Gracious and el-
egant



Table 3: Things

1 2 3 4 5 6
1 Magic Mon- An- Me- Futuris- Space-
sters cient dieval tic tech- ship
relics castle nology
2 Ancient For- Secret Dan- Band of Un-
ruins  bidden society gerous adven- seen
knowl- quest turers  forces
edge
3 Hidden Dark Mys- Super- Epic In-
trea- magic tical natural  battle trigu-
sure crea- powers ing
tures plot
4 Suspi- War- Dan- Politi- World Sus-
cious torn gerous cal in- domi- pense-
charac- land wilder- trigue  nation ful
ters ness jour-
ney
5 Dark se- For- Intense Death- Power- Epic
crets bidden conflict defying ful arti- jour-
love stunts facts neys
6 Unpre- Dy- Differ- Vast Epic he- Leg-
dictable namic ent fac- em- roes endary
twists char- tions pires crea-
acters tures
1 2 3 4 5 6
1 Post- Steam- Dragon-Haunted Futur- Inter-
apocpunk cityscape in- man- istic galac-
alyptic fested sion me- tic trade
skies routes

23



1 2 3 4 5 6
waste- tropo-
land lis
2 Lost city Artifi- Pirate’'s Time- Espi- Extrater-
of gold cial in- cove travel onage restrial
telli- para- beings
gence dox
3 Under- Epic Super- Time Alter-  Virtual
water sea heroic  loops nate reality
king- voyage powers reali-  simula-
dom ties tion
4 Intrigu- Mutant Ad- Futur- Alter- Cyber-
ing mys- upris- vanced istic nate punk
tery ing biotech- society history dystopia
nology
5 Exten- Un- Enchanted The Advanced Secrets
sive lore  stop-  forest un- robot- of the
pable known ics universe
virus fron-
tiers
6 End Teleki-  Futur- Di- Techno- Super-
of the neticisticweaponsmen- sor- powered
world  abilities sion cery conflict
scenar- hop-
ios ping
1 2 3 4 5 6
1 Lost De- Gothic Wild Futur-  Space
civiliza-  cay- horror west  istic cy- explo-
tion ing frontier ber- ration
me- warfare

24



1 2 3 4 5 6
tropo-
lis
2 Politi- Arti- Merce- Time- Espi- Alien in-
cal up- ficial naries travel- onage vasion
rising life- and as- ing ad- mis-
forms sassins ven- sion
tures
3 Under- Epic Magical Time Alter-  Virtual
water siege abilities anom- nate reality
adven- alies time- night-
ture line mare
4 Intrigu- Mu- Cyber- Futur- His- Cyber-
ing tant netic istic torical punk re-
con- insur- en- utopia reimag- bellion
spiracy gency hance- ining
ments
5 Exten- Un- En- The fi- Ro- Secrets
sive stop- chanted nal fron- botic of the
world- pable king- tier revolu- an-
build- mon- dom tion cients
ing ster
6 End of Psionic Futuris- Inter- Tech-  Super-
the era abili- tic bat- dimen- no- pow-
scenar- ties tlefields sional mancy ered
ios portals diplo-
macy
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Table 4: Actions

1 2 3 4 5 6

1 Cast Battle Free Ex- Up- Pilot
plore grade

2 Deci- Seek Infil- Com- Join Un-

pher trate plete cover

3 Find Mas- Tame Har- Win Un-

ter ness ravel

4  Interro- Navi- Survive Influ- Over- En-

gate gate ence throw dure

5 Guess Pur- Resolve Per- Ac- Em-

sue form quire  bark

6 Antici- De- Ally Ex- Be- Slay
pate velop pand come

Table 5: Oppositions

1 2 3 4 5 6
1 Dark Sav- Malevo- Arro- Dan- Ruth-
wiz- age lent spir- gant gerous less
ards beasts its noble- traps bandits
men
2 Un- Cor- Sinister Vicious Treach- Despotic
dead rupt organi- mon- erous rulers
armies politi- zations sters terrain
cians
3 Power- Merci- Danger- Ancient Com- Pow-
ful arti- less as- ous crea- curses plex erful
facts sassins tures puz- spells
zles
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1 2 3 4 5 6

4 Ruth- Dark Terrible Insid- Vi- Unfor-
less forces  secrets ious cious giv-
merce- plots preda- ing ele-
naries tors ments

5 Lethal An- Irre- Power-  Ruth- uUn-
poison  cient sistible ful en- less seen
prophe- tempta- chant- war- dan-

cies tions ments lords gers

6 Terrible Devi- Sinister Dan- Malev- Ruth-
curses ous  conspira-  ger- olent less
traps cies ous illu- enti- fac-

sions ties tions
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License
Loner v.2.3

(CC) 2023 Roberto Bisceglie

This work is licensed under the Creative Commons Attribu-
tion-ShareAlike 4.0 International License. To view a copy of
this license, visit http://creativecommons.org/licenses/by-sa/
4.0/ or send a letter to Creative Commons, PO Box 1866,
Mountain View, CA 94042, USA.

Frequently Asked Questions

Does Luck represent the character’s Hit Points?

No, Luck represents a character’s ability to escape adverse
fate; it does not measure the physical ability to avoid or
absorb damage.

This is why all characters in the game have exactly six Luck
points: in the face of fate they are all equal!

By using Luck in a conflict you introduce a finite degree
of uncertainty: when either side’s points are exhausted the
conflict is definitely ended against it.

This is just one way to introduce a turn-based conflict into
a game based entirely on the Oracle, but always remember
that there are two other modes of resolution: single-ques-
tion sequence conflict and single-action resolution using the
Oracle.
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Is it possible to tune a conflict by adjusting Luck points?
There is nothing in the game mechanics that prevents you
from using less or more Luck points to define a character. If
you want to calibrate an encounter in this way, you certainly
can.

Just keep in mind that you are in fact deciding that character
is unlucky or particularly lucky; you are not assigning him or
her any physical prowess or increased staminal!

| suggest you embrace Luck for what it is and approach the
conflict with sportsmanship!

How does conflict take place against multiple opponents?

It depends primarily on the context of the situation at hand,
but one possible technique is to treat a roster of opponents
as a single “character,” taking into account their character-
istics such as Concept and Skill. Also keep in mind that a
possible Fragility of such a character may be precisely their
“numbers”: the more members of a roster, the more difficult
it is to coordinate actions!

What is the difference between starting with a dramatic
scene and setting up an “adventure frame™?

Think of the “frame” as a randomly generated mission using
the classic 5 W Rule modified so that the “When” is replaced
by a “How” and adding the Obstacle. This method provides
a circumstantial premise that can trigger your imagination
by already having mission objectives and principals in mind.

Beginning with a dramatic scene is an old trick borrowed
from fiction and film and often used by solo role-playing: it is
easier to take your lead from a dynamic situation than from
a static one.
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https://en.wikipedia.org/wiki/Five_Ws

Think of the opening scene of Raiders of the Lost Ark: Indi-
ana Jones ventures into the temple of the golden idol and
must overcome traps and puzzles. The mystery and tension
are palpable and the character’s every move is a risk. How
equally effective would it have been to see Indiana Jones
sitting in his living room consulting a book?

A quiet opening scene is not in itself inadvisable, but it pro-
vides far fewer cues on which to hook one’s expectation, that
is, fewer elements on which to question the oracle and keep
the action moving forward.

Premise (or “frame”) and “dramatic opening scene” are ob-
viously not mutually exclusive, but they can also be used
alternatively to kick-start the adventure.

What is meant by “ask a closed question to solve each
action” as an alternative to “Harm & Luck” rules?

It is an intermediate mode between using a single question
question to resolve the entire conflict and using the more
“playful” mechanics of classic point combat.

Literally every action is resolved by questioning the oracle.

For example, your protagonist engages in a firefight in

an abandoned chemical factory by asking the following se-

guence of questions:

- “Can | take cover behind the wall?” Yes, but. your line of fire
is not clean, you have disadvantage

- “l aim at the opponent, | can get the first shot in” No, but...
you disrupt his line of fire giving you advantage on the
next shot

- “I shoot the slag container over the opponent, do | get in?”
Yes, and... slag hits him full on knocking him out
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It is a more free-form mode, but also more unpredictable in
outcomes.

Is it possible to roll three or more Chance or Risk dice on
the roll?

No, Loner is limited to a maximum of two Chance Dice or two
Risk Dice per roll if an Advantage or Disadvantage comes
into play.

If multiple positive or negative tags (including those derived
from character traits and situational ones, as well as equip-
ment) incur in a situation, these do not result in additional
dice.

Similarly, the co-presence of one positive and one negative
tag in the scene cancels each other out.

In summary: - One or more positive tags net of negative ones:
you roll with Advantage, two Chance Dice and one Risk Dice.
- One or more negative tags net of positive ones: you roll with
Disadvantage, two Risk Dice and one Chance Dice. - Positive
and negative tags counterbalance (cancel) each other: you
roll one Chance Die and one Risk Die.
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