
RULES
These rules are written for those familiar with the basics of RPG games 
like Pathfinder, Risus, GURPS, or D&D and is meant to be played with 
an experienced GM.  If you are not familiar with the basic concepts, 

many of the rules will not make sense.

Character Creation
1 Character Concept Start with a general idea.
2 Aptitude Scores

▪ Generate your Aptitude scores by rolling 2d4 six times and then assigning each number to an Aptitude.
▪ 5 is an average score.
▪ Add your scores together and re-roll if the total is 27 or below. It may help to think of the Aptitudes as:

Ph
ys

ic
al Strength (STR) - physical prowess. (Strength)

Agility (AGI) - Aptitude to move quickly and easily. (Dexterity)

Vitality (VIT) - health and endurance. (Constitution)

M
en

ta
l Acuity (ACU) - sharpness of thought, vision, or hearing. (Wisdom + Intelligence)

Charisma (CHA) - social skills; Aptitude to interact with others. (Charisma)

Fortitude (FOR) - mental strength and willpower (Wisdom + Intelligence)

3 Character Description Describe your character's Personality and Background
4 Skills

▪ Work with the Game Master (GM) to select appropriate Skills for your character.
▪ Your Skills can be anything you can convince your GM to allow.  Each Skill gives you access to certain abilities and tools, as decided by you and 

the GM, through much arguing most likely.  Skills may anything, but here are a few examples: Druid, Ranger, Detective, Pilot, Captain, 
Photographer, Olympic Skier, CEO, Accountant, etc..  The only limits are your imagination, the game's setting, the GM's opinion, and your 
debate skills.

▪ Start with 3-4 Skills.   You may gain Skills in-game, up to a total of 5 Skills.
▪ You may have 1 Novice Skill (1d0), but you may never have more than one at a time.
▪ Start with 9 XP to purchase Skill Dice and Aptitude points.

XP Cost:  1 XP per increase up to 8.  2 XP per increase after that.  See "Leveling Up" for more detail.
Magic Work with your GM closely to select and define magic and magic-like Skills.

▪ If your character has a magic Skill, you must choose at the start which Aptitude is used.
▪ Define the boundaries and limitations of your magical Skill.  Consider writing a list of specific spells/spell-like 

abilities available to you.

5 Achilles' Heel
▪ You may choose to take a weakness.   This must be done during character creation.
▪ Choose an Aptitude.  For each -1 to that Aptitude, you get 1 XP to spend elsewhere.
▪ The GM may allow you to complete a Side quest to remove or improve your weakness.
▪ The weakness must have a role-playing value.

6 Weapons, Armor, Tools, and Inventory
▪ These will be determined by your Skills and background, with GM approval.
▪ Tools will either give you more options or they might give you advantage on Skill Checks.
▪ If your weapon does not fit a Skill, you roll at disadvantage.

7 AC HP
▪ Calculate your AC by adding Strength and Agility 

together, double that, and then add Armor.
Calculate your HP by adding Vitality and Fortitude together 
and tripling it.

▪ AC = ((STR + AGI) x 2) + Armor HP = ((VIT + FOR) x 3)
8 Leveling Up

▪ +2 XP at each level.  Spend XP to increase Aptitude scores or Skill Dice (1 XP per increase up to 8 (8 on Aptitude 
score or 1d8 skill die).  2 XP per increase after that.).  You must buy each increase.

▪ 1 Point to increase 1 Skill Die by 2 (e.g. 1d4 to 1d6) up to 1d8.  (2 XP to increase Novice skill;  1d0 to 1d4).
▪ 1 Point to increase 1 Aptitude score by 1 (e.g. 4 to 5 and 5 to 6) up to 8.
▪ 2 Points to increase 1 Skill Die to 1d10 or 1d12 (e.g. 1d8 to 1d10). Dice cannot be increased past 1d12.

▪ 2 Points to increase 1 Aptitude score to 9 or 10 (8 to 9 and 9 to 10). Scores cannot be increased past 10.



Playing the Game
1 Skill Checks

▪ Skill Checks determine your character's success at tasks.  The GM decides when a Skill check is needed.
▪ Skill Check = 1d20 + 1 Aptitude + 1 relevant Skill Dice, if any.
▪ To be successful, your Skill check must beat the number set by the GM, or a win combative roll.
▪ A Natural 1 (rolling 1 on the d20) is ALWAYS a fail, while a Natural 20 (rolling 20) is an automatic success (within 

reason).

2 Combat
▪ To attack, roll 1d20 + 1 Aptitude + 1 relevant Skill Dice, if any.  You are trying to match or beat the target's AC.  In 

the event of a tie, the attack is successful, but only deals half damage.

▪ If your weapon does not fit a Skill, you roll at disadvantage.
3 Advantage and Disadvantage
▪ Advantage = Roll the D20 twice, take the high #. Disadvantage = Roll the D20 twice, take the low #.
▪ The GM may give you advantage or disadvantage on a Skill check or attack roll based on the situation.  
4 Injuries
▪ Injuries and other ill effects may mean reduced Aptitude scores, lowered Skill Dice, and/or the complete inability to 

perform certain actions.

5 Creating and Using Weapons and Armor
Armor Bonus Weapon Bonus Weapon Damage

Weak/Basic +1 +0 1d4 e.g. Dagger
1d8 e.g. Short bow

Mid-Level +5 +1 1d12 e.g. Long sword
1d10 e.g. Crossbow

Powerful +10 +2 1d12 e.g. Great battleaxe
2d8

Devastating +15 +3 2d10 e.g. Handgun

▪ Ranged Weapons:  Add 1/2 AGI to damage.
▪ One-hand Melee Weapons:  Add 1/2 STR to damage.
▪ Two-hand Melee Weapons:  Add full STR to damage.
▪ Only add STR or AGI to a weapon's damage if it makes sense to do so.
▪ Other bonuses can be extra attacks, reach, utility, etc.
▪ Each +1 on a weapon would raise the Skill Dice by 2.  If your Skill Die is a 12, +1 adds 1d4, 

+2 adds 1d6, etc.
6 Setting Skill Check Difficulty

▪  5  = Cakewalk.
▪ 10 =  easy.
▪ 15 = Somewhat Challenging.
▪ 20 = difficult, but could be completed by a Novice.
▪ 25 = Requires great skill.
▪ 30 = Very difficult.
▪ 35 = Exceptionally difficult.
▪ 40 = Nigh Impossible.

7 GM Approval
▪ Just in case it needs said, EVERYTHING is subject to GM approval, just as everything the GM does and decides is 

subject to player approval.  As V says in V for Vendetta, “People shouldn't be afraid of their [GM]. [GMs} should 
be afraid of their people.”

All Images (except for the Tower20 logo and Far-Tower logo) were created by artists Lorc and Delapouite and downloaded from www.game-icons.net under a CC 
BY 3.0 license (https://creativecommons.org/licenses/by/3.0/). The image next to "inventory" is two of their images edited together to make a new image.

Far-Tower.com/Tower20


