THE CRAPPIEST RPG ON EARTH
By James T. Swill III
Get a drink and some snacks, you are about to role-play! One
of you is the Dice Commander (DC), the rest of you are peons.
The DC tells you peons how it goes. If you’ve got a problem
with that, the DC should take it out on your character.
PEON’S SECTION
If you aren’t the DC, roll 1d4. The result tells you the kind of
character you are going to play.

You are a PRIEST!
Say your prayers.
Your stats are:
Fight: 3
Dodge: 5
Hits: 5
You can cast GET BETTER!

1:
2:
3:
4:

Warrior. Sweet, you are strong.
Wizard. Sweet, you are smart.
Priest. Sweet, you have a god.
Thief. Sweet you are stabby.

You are a WARRIOR!
Kick some ass.
Your stats are:
Fight: 4
Dodge: 4
Hits: 6

GET BETTER: You can heal anyone you touch for 2. You can
do this again after you write ‘___ is the best’ ten times on a
piece of paper. ____ is the name of your god.
Here’s your advancement:
For every 4 props, you get 1 fight and 1 hit. Also, your GET
BETTER heals 1 more, and you need to write ‘___ is the best’
one less time before you can cast it again.

Here’s your advancement:
For every 4 props, you get 1 fight and 2 hits.

Roll 1d4 twice for your priest’s name:
1: Brother
1: Tuck
2: Ken
2: Bandaid
3: Friar
3: Lovelace
4: Lady
4: Justice

Roll 1d4 twice for your warrior’s name:
1: Konan
1: the Destroyer
2: Winglor
2: Dragonbane
3: Kip
3: Blood-drinker
4: Zena
4: Patterson

Roll 1d4 for your priest’s god:
1: Zoos
2: Goathead
3: Greybeard
4: Ungaadreclyculiois

You are a WIZARD!
You are smart. Too bad there’s
no stat to reflect it.

You are a THIEF!
Stick them in the ribs!

Your stats are:
Fight: 2
Dodge: 6
Hits: 3
You can cast MEGA MISSILE!
MEGA MISSILE: You can shoot anyone you see for 2, but you
need to roll to hit (doesn’t that suck?!). You can do this again
after you write ‘MEGA MISSILE’ ten times on a piece of paper.

Your stats are:
Fight: 3
Dodge: 5
Hits: 4
For every point you hit by, you
do 1 more damage.
Here’s your advancement:
For every 4 props, you get 1 fight and 1 hit.

Here’s your advancement:
For every 4 props, you get 1 hit. Also, your MEGA MISSILE
does 1 more point of damage, and you need to write MEGA
MISSILE one less time before you can cast it again.

Roll 1d4 twice for your thief’s name:
1: Lucky
1: Fingers
2: Shadow
2: Sneaks
3: Sneaky
3: Stabber
4: Jen
4: Leone

Roll 1d4 twice for your wizard’s name:
1: Merlin
1: the Enchanter
2: Nestophelusustrys
2: Blastmaster
3: Chuck
3: Spellguy/Spellgal
4: Valeria
4: Telemacholynolus

FIGHTING
Take turns in alphabetical order. The attacker rolls 1d10 to hit
the defender’s dodge. The attacker deals his fight in damage.
Once someone has 0 hits, they are unconscious. If they have
less than 0 hits, they are dead.

DICE COMMANDER’S SECTION
Don’t read this unless you are the DC.
If the peons kill your creatures, you give them props. Make the
peons feel like they are doing great, and then kill them with too
many creatures.
CREATURES
Bugbear
Fight: 3
Dodge: 4
Hits: 3
Props: 1
Bugbears are ugly and they hate characters.
Dragon
Fight: 5
Dodge: 6
Hits: 12
Props: 3
Dragons can fly. They can breathe fire on anyone they can see
for 4, but they have to roll to hit.
Grue
Fight: 3
Dodge: 4
Hits: 6
Props: 4
A Grue’s Fight and Dodge double if it’s dark.
Vampire
Fight: 3
Dodge: 6
Hits: 6
Props: 4
If a Vampire hits, it heals the damage it does.
Unicorn
Fight: 2
Dodge: 7
Hits: 2
Props: 2
Unicorns are kind of lame.
TREASURE
Sword: +2 Fight (wizards and priests can’t use it)
Dagger: +1 Fight
Shield: +1 Dodge (wizards can’t use it)
Wand: Lets you cast 2 MEGA MISSILES without writing.
Metal Armor: +2 Dodge (wizards and thieves can’t use it)
Leather Armor: +1 Dodge (wizards can’t use it)
Club: +1 Fight (wizards can’t use it)

Torch: Makes it light.
Bow and arrow: (You can try to hit anyone you see for 3.
Wizards and priests can’t use it)
Potion: You heal for 1d4.
Legal: The following makes no sense to us, but we thought we’d better stick it on.
OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the
Coast, Inc ("Wizards"). All Rights Reserved.
1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed
Open Game Content; (b)"Derivative Material" means copyrighted material including derivative works
and translations (including into other computer languages), potation, modification, correction, addition,
extension, upgrade, improvement, compilation, abridgment or other form in which an existing work
may be recast, transformed or adapted; (c) "Distribute" means to reproduce, license, rent, lease, sell,
broadcast, publicly display, transmit or otherwise distribute; (d)"Open Game Content" means the game
mechanic and includes the methods, procedures, processes and routines to the extent such content does
not embody the Product Identity and is an enhancement over the prior art and any additional content
clearly identified as Open Game Content by the Contributor, and means any work covered by this
License, including translations and derivative works under copyright law, but specifically excludes
Product Identity. (e) "Product Identity" means product and product line names, logos and identifying
marks including trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements,
dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats, poses,
concepts, themes and graphic, photographic and other visual or audio representations; names and
descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses and special
abilities; places, locations, environments, creatures, equipment, magical or supernatural abilities or
effects, logos, symbols, or graphic designs; and any other trademark or registered trademark clearly
identified as Product identity by the owner of the Product Identity, and which specifically excludes the
Open Game Content; (f) "Trademark" means the logos, names, mark, sign, motto, designs that are used
by a Contributor to identify itself or its products or the associated products contributed to the Open
Game License by the Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit,
format, modify, translate and otherwise create Derivative Material of Open Game Content. (h) "You" or
"Your" means the licensee in terms of this agreement.
2. The License: This License applies to any Open Game Content that contains a notice indicating that
the Open Game Content may only be Used under and in terms of this License. You must affix such a
notice to any Open Game Content that you Use. No terms may be added to or subtracted from this
License except as described by the License itself. No other terms or conditions may be applied to any
Open Game Content distributed using this License.
3.Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms
of this License.
4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant
You a perpetual, worldwide, royalty-free, non-exclusive license with the exact terms of this License to
Use, the Open Game Content.
5.Representation of Authority to Contribute: If You are contributing original material as Open Game
Content, You represent that Your Contributions are Your original creation and/or You have sufficient
rights to grant the rights conveyed by this License.
6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to
include the exact text of the COPYRIGHT NOTICE of any Open Game Content You are copying,
modifying or distributing, and You must add the title, the copyright date, and the copyright holder's
name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute.
7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to
compatibility, except as expressly licensed in another, independent Agreement with the owner of each
element of that Product Identity. You agree not to indicate compatibility or co-adaptability with any
Trademark or Registered Trademark in conjunction with a work containing Open Game Content except
as expressly licensed in another, independent Agreement with the owner of such Trademark or
Registered Trademark. The use of any Product Identity in Open Game Content does not constitute a
challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open
Game Content shall retain all rights, title and interest in and to that Product Identity.
8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the
work that you are distributing are Open Game Content.
9. Updating the License: Wizards or its designated Agents may publish updated versions of this License.
You may use any authorized version of this License to copy, modify and distribute any Open Game
Content originally distributed under any version of this License.
10 Copy of this License: You MUST include a copy of this License with every copy of the Open Game
Content You Distribute.
11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the
name of any Contributor unless You have written permission from the Contributor to do so.
12 Inability to Comply: If it is impossible for You to comply with any of the terms of this License with
respect to some or all of the Open Game Content due to statute, judicial order, or governmental
regulation then You may not Use any Open Game Material so affected.
13 Termination: This License will terminate automatically if You fail to comply with all terms herein and
fail to cure such breach within 30 days of becoming aware of the breach. All sublicenses shall survive
the termination of this License.
14 Reformation: If any provision of this License is held to be unenforceable, such provision shall be
reformed only to the extent necessary to make it enforceable.
15 COPYRIGHT NOTICE
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