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[bookmark: _49fdq23mcjr8]Introduction:

Theatre LARPs offer an unparalleled opportunity for freeform roleplay. A well-written three hour LARP at a convention is amongst the most satisfying experiences in modern gaming. You may never have a better chance to experience a simulation of Court life in Versailles, or the cut and thrust of debate and shifting loyalties in a Papal Conclave. But not all LARPs are purely about politics and verbal machinations. Sometimes you’re a group of desperate townsfolk, barricaded in the town hall while a supernatural menace stalks outside. Or you’re at a meeting of five separate traditions of mages, trying to come to a decision about what to do next in a secret magical war. Sometimes tensions are high. Sometimes, someone wants to throw a punch.

And sometimes that’s not a problem. In a free-form game, the GM can simply make an adjudication on what happens (or the players can figure it out for themselves), and everybody moves on. But if you’ve been LARPing for any length of time, you’ve almost certainly experienced the following: a fight breaks out that a large number of players wants to be involved in, and the GM spends the next 30 minute adjudicating their actions one-by-one. Even if a combat system is in place, and the combatants determine initiative and wait in an orderly manner, the actual role playing part of the game can grind to a complete halt. The GM is required to creatively determine the actions of 15 or more people, one at a time, until the combat is over. The people who don’t want to fight now can’t get a GM ruling on anything. The fight is long and dull for people involved in it (since they have to wait an age for their turn), and it ruins the flow of the game for the people who aren’t involved in it.

The Sixes System is proposed as a way to lessen both of those effects. It’s not a fix-all system - it simply makes combat faster, and allows everyone to act at once, rather than having to wait their turn behind a dozen other people who will all have to deliberate with the GM on what they want to do. Note that I’m not saying it makes combat fast - just that it makes it faster. My hope for Sixes is that it could settle a 15 person combat within 10 minutes, rather than taking half an hour, during which time everyone should get to act a couple of times, rather than once.




[bookmark: _qf0wv4rljgsk]The Rules:

The system is called Sixes because each character has 6 action points they can use per round. Action points are split between the Speed with which you perform your action, and the Effect strength of the action. Neither Speed nor Effect can ever be 0 - you must spend at least 1 point on each. For example, if you wish to act as quickly as possible, you would put 5 points into Speed, leaving you with 1 point for Effect. Or if you wished your attack to be stronger, but don’t want to act last in the round, you could put 3 points into Effect, leaving 3 for Speed.

In order to simulate the chaos of a large brawl, all characters “declare” their actions at the same time. Actions are chosen and declared using simple and clear hand signals (see “Declaring” below). Once you have declared your action, it may not be changed. More importantly, to prevent players who may be a touch unscrupulous from changing their Speed or Effect after seeing what everyone else is doing, once a player has Declared they must drop their head and close their eyes. The GMs will call upon players to raise their heads and open their eyes in order of their Speed, from 5 to 1 - this means that the actions of people who have chosen to put 5 action points into Speed are completely resolved before people of Speed 4 even open their eyes. So while actions with higher Effect can be powerful, you also run the risk of being taken out of the fight by people who are acting faster than you!
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[bookmark: _oyg66ymfx9x1]Declaring:

You declare your action through hand symbols rather than words. Choosing an action from those available (see list below), you make the appropriate symbol with one hand (the Effect hand) and point it at your target, which can be yourself. You put the other hand high in the air (the Speed hand), and show a number of fingers equal to the action points being put into Speed. The remaining points go into Effect; you don’t need to display action points there, as the GM simply deducts your Speed points from 6 to get your Effect total.
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Attack - you deal damage to your target equal to Effect.
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Defend other - whenever your target is damaged, you take damage equal to Effect. Damage that exceeds your Effect is dealt to the target as normal. This takes effect from the beginning of the Speed Slot in which you activate (see below), and lasts until the end of the round.
Defend self - Defend self acts like Armour; when targeted by a damaging attack, reduce damage taken by Effect. This takes effect from when you activate (see below); if attacked before your slot, you are not yet defending yourself!
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Escape - to leave the fight, you must take the Escape action. If you take damage from any attack, or are successfully targeted by a Special ability before your Escape action resolves, it fails. If your Escape action resolves successfully, you may leave the combat - but must also leave the area of the fight. You can’t Escape, and then stand by the fight chatting. Escaping means leaving, not just exiting the fight.
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Recover - You regain one hit point, regardless of your Effect strength, and lose the Rattled status (see below). If you use the Recover action on an Unconscious character (see status below), they regain one hit point and lose the Unconscious status.


[image: Special.jpg]
Special - Special abilities follow their own rules, which will be described on your character sheet if you have them. They can include healing; damaging multiple targets; moving people to different Speed Slots; providing temporary Armour; etc. 
[bookmark: _765d3la9u5xz]Damage:

Each player has a number of hit points, which is shown on their character sheet (usually between 4 and 6). When you are targeted by an Attack action (or a Special action that deals damage), reduce your hit points by the strength of its Effect, taking into account Armour or Defend action reductions.

When you reach 0 hit points, you gain the Rattled status (see below). You cannot be killed or knocked out unless you are already Rattled. This prevents otherwise perfectly healthy characters from being killed in a single blow.

If you wish to kill or knock out a character, they must first be Rattled. If you successfully deal 1 or more points of damage to them, you may then choose to kill them (they gain the Dead status below) or render them unconscious (they gain the Unconscious status below). You must declare this at the time the action occurs; “killing blows” are public knowledge.
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If your character sheet notes that you are wearing armour, this provides a flat reduction to any incoming damage equal to your armour level. This stacks with Defence actions, though people who are Defending you take damage before your armour bonus is applied.
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Rattled - You are conscious, but badly shaken. Any ongoing Actions you were taking (eg, Defend Other) cease now. You may take no actions during your Speed Slot other than Escape or Recover, and you may not act faster than Speed 1. If you regain any number of hit points, or take the Recover action, you lose the Rattled status.

Some special abilities may give you the Rattled status without you being at zero hit points. In this case, you must be reduced to 0 hit points in order to kill you. This is important: you cannot be killed unless you are both rattled AND at 0 hit points.

Unconscious - You are unconscious, and may take no further actions in the fight. If you are healed any number of hit points, you lose the Unconscious status.

Dead - You are dead. Your character is removed from the game.
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[bookmark: _2dpz2pukrn4y]Fight Structure:

1) GM determines how many combatants are participating in this round. Once this is decided, no-one can enter or exit combat before the beginning of the next round.

2) GM informs combatants that they have 5 seconds to discuss strategy; then shouts a 5-second countdown to “Declare actions!”. Anyone who does not immediately declare their action is considered to be “off-guard” and may not perform any action until next round. Combatants lower their heads and close their eyes as they declare their actions - this is to prevent anyone from seeing what people acting faster than them are doing.

3) Combat begins. The combat round is split into five Speed Slots, beginning with Speed 5 and ending with Speed 1. Combatants act once per round, during the Speed Slot that matches the Speed of their action. 

i) Activation Phase. GMs call on combatants who are acting during the current Speed Slot to “activate”. Active combatants raise their heads and open their eyes. 

ii) Action Phase. All actions are resolved, with the exception of Escape actions. All actions are considered to take place at the same time, regardless of the order in which the GMs resolve them.

iii) Status Phase. Players who became Rattled, Unconscious or Dead during the Action Phase adopt the appropriate stance, and become subject to the conditions of the status. They are not subject to these conditions before now; so even if you become Rattled, Unconscious or Dead during the Speed Slot in which you are active, your action is still considered to have happened.

iv) Escape Phase. Only once all other actions have been resolved, players who are attempting an Escape action check if they may resolve their Escape.

v) The GMs move on to the next Speed Phase, and repeat steps i-iv, continuing until all combatants have acted.

4) Once the combat round ends, the GMs ask if anyone wants to continue fighting. If nobody wishes to proceed to the next round of combat, the fight is over. However, if even one person still wishes to attack, the combat continues. New combatants may enter the fight at this stage, if they want, but you may not leave the combat at this point - to leave a combat, you must perform an Escape action during the round.





[bookmark: _ogh3ehc5bw8n]Character Sheet:

The Sixes Character Sheet is very simple and very short - it only carries a few numbers, and can be easily appended to an existing character background:

Hit Points: the number of hit points you begin with.
Armour: the amount of Armour you have.
Damage: the amount of extra Effect you get with the Attack action.
Special Abilities: any other abilities you have are listed here.

Example Special Abilities:

Special abilities should be special to each character, and will probably be created specifically for any LARP running on Sixes. There are some examples here to give you an idea of what you might create:

Bone Rattler: if you deal even a single point of damage to an opponent after armour and defence, they gain the Rattled status. ONCE PER COMBAT
Armoured Shell: When activated, the Defend Self action has double effect until the end of the turn. ONCE PER COMBAT
Heal: a character regains Effect in Hit Points, up to their starting Hit Points.
Perceptive Defender: when using the Defend Other action, you gain +1 Effect.
Patient Attacker: when using the Attack Action, you may open your eyes during each Speed Slot, and choose when you wish to activate. Your Effect is then based on the Slot you activate in.
Vicious Dodge: if you defend against an Attack with Defend Self, and take no damage, you may redirect that attack at any other character.
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