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Enter the Odd

This is an odd game.  This is also a 
roleplaying game, a game where everyone joins 
together to tell a story.

The game requires at least two people. 
One person acts as the Odd Master (OM), the 
storyteller and referee of the game, while the 
other players are characters in the odd story.

You play this game with paper, a pencil, 
and dice.  It doesn't matter what dice you use. 
Any type of dice will work, as long as all the 
dice have an even number of sides.  That means 
no 15 ½ sided dice.

The paper is used to write down 
information about your character.  If you want 
something more organized, there's also a 
character sheet at the end of these rules you can 
print out and use.

Joining the Story

The OM has created a story for you to 
explore.  Something with twisting clouds full of 
tentacles, ancient crypts in which robed figures 
sneak, a building that's perfectly innocent until 
darkness descends.  A pack of roving chickens 
in search of late-night glow burgers.

To join the story, you need a character. 
First ask the OM what sort of story you're going 
to be playing in, so you know what sort of 
character to make.  Then think of the sort of 
character you'd like to play in that story.  This 
can be any sort of character you want, from a 
human to an evolved fashion-conscious cat to 
an animate baseball bat, as long as the OM 
approves.

Characters are defined by the basic 
attributes Strength, Agility, and Mind, and the 
special attribute Hits, which is derived by 

adding a character's Strength and Agility 
attributes together then multiplying the result 
by your Physical Scale, explained below. 
Attributes help to define the abilities of the 
character.  Characters also have skills, which 
are special areas of knowledge the character is 
familiar with.  Different stories will have 
different skills available to choose from.  Your 
OM will let you know which skills are 
available, and what they do.

Characters also have Scale, Quirks, and 
Move.  Scale is divided into three categories: 
Physical, Mental, and Ethereal.  Scale is a way 
of measuring the potential of a character in a 
particular area.  Scale dictates how many dice 
you roll when dealing with actions in the given 
categories, determined by if those actions are 
physical, mental, or ethereal in nature.

Quirks are special abilities a character 
can use without having to make any rolls. 
Quirks don't give bonuses to rolls like Skills do, 
instead they're always active and characters can 
automatically use them.

If a character can make two attacks per 
combat round because they have four arms, 
that's a Quirk.  If a character can automatically 
teleport 50 feet in any direction once per day 
without having to make a roll, that's a Quirk.

The OM will let you know if the 
character you've chosen to play comes with any 
Quirks.  Not all characters have Quirks. 
Whether or not a character has Quirks depends 
on both the sort of character being played, and 
the story the character is in.

Move is the number of range levels you 
can move in one combat turn.  This is explained 
more later.

Attributes and skills are defined by 
numbers.

The average basic attribute within any 
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Scale is 2.  Anything below a 2 is considered 
below average for that Scale, and anything 
above a 2 is considered above average for that 
scale.

A creature with a Scale of 3 and a 
Strength of 2 would be considered to have an 
average Strength for a Scale 3 creature.  A 
creature with a Scale of 5 and a Strength of 2 
would be considered to have an average 
Strength compared to other Scale 5 creatures. 
A Scale 5 creature is more powerful than a 
Scale 3 creature even if they both have a 
Strength of 2 because it rolls more dice. 
Specifically, it rolls five dice instead of three.

If a Strength 2 human and a Strength 2 
dragon fought, the dragon would still be 
stronger than the human because its higher 
Scale would allow it to roll more dice.

Most average humans have a Scale of 3, 
a 2 for each of their basic attributes, 12 for Hits, 
and a 1 for each of their skills.  Your characters, 
however, are far from average.  When creating 
a character you start the game with 8 points to 
divide up among your character's Strength, 
Agility, and Mind attributes.  Then, you divide 
Agility by two, rounding down with 1 being the 
lowest possible result.  This gives you your 
Move.

If you're going to play something other 
than a human, or you're going to play a special 
sort of human, the OM will let you know what 
the appropriate Scale for your character is.

Next come the skills.  Look at the list of 
skills available for the story you're in and pick 
three.  Two of the skills you pick start with a 
level of 2, and the other with a level of 1. 
Choose which skills get assigned which levels. 
The higher a skill's level, the more powerful it 
is.

The character creation process goes like 
this:

1. Choose a name for your character and a 
character type, like a human wizard, a 
robot barbarian, or an orangutan that's 
fond of libraries.

2. Check to see if the character type you're 
playing comes with any Quirks.  If they 

do, write them down.
3. Write down the appropriate Scales for 

your Physical, Mental, and Ethereal 
Scale categories.

4. Distribute 8 points among Strength, 
Agility, and Mind.

5. Add Strength and Agility then multiply 
by Physical Scale to get Hits.

6. Divide Agility by two, rounded down 
without going below 1 to get Move.

7. Look at the list of skills available for the 
story and pick three.  Assign two of the 
skills a level of 2 each, and the third 
skill a level of 1.

Example:  Let's create a character  
named Matthias for a story about ancient  
occult exploration.

Matthias is just a normal human, so he  
doesn't come with any special Quirks.  And 
because he's a normal human, he has a Scale of  
3 in his Physical, Mental, and Ethereal Scale  
categories.

We'll divide up his 8 starting attribute  
points by putting 3 in Strength, 2 in Agility, and 
3 in Mind, then we'll add his Strength and 
Agility together and multiply the result by his  
Physical Scale of three, giving him 15 base  
Hits.

Then we figure his Move.  We take his  
Agility of 2 and divide it by 1, giving him a 
Move of 1.  If his Agility has been 1, his Move 
would have still been 1 because Move cannot  
go below 1.

For his skills, first we look at the list of  
available skills for that story, provided by the  
OM.  Because Matthias is going to be  
exploring the occult, he'll need some skills to  
fight with, plus some to help his explorations.
We'll pick Pistol, Runes, and Brawling.  Now 
we can assign two of the skills a level of 2 each,  
and one of the skills a level of 1, so we decide  
to assign Pistol a level of 2, Runes a level of 2,  
and Brawling a level of 1.

Now Matthias's attributes and skills are 
Strength 3 Agility 2 Mind 3 base Hits 15 Move 
1 Pistol 2 Runes 2 Brawling 1.  He's strong and 
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smart but only of average speed, and is best  
with pistols and working with ancient runes.

Skills

Skills give bonuses to actions they apply 
to.  The actual usage of skills is discussed more 
in the Rolling the Dice section.

Scale

Your character's Scale tells you how 
many dice to roll when dealing with actions and 
combat.  Which Scale category you use 
depends on what your character is trying to do.

For instance, if your Physical Scale was 
3, whenever you did anything physical you 
would roll three dice.  If your Mental Scale was 
4, whenever you did anything metal you'd roll 
four dice.  If your Ethereal Scale was 5, 
whenever you tried to do anything that involved 
using or controlling magic or supernatural 
forces, you'd roll five dice.

A giant will have a larger Physical Scale 
than a human because they're bigger.  A wizard 
will have a larger Ethereal Scale than a 
character that doesn't use magic because a 
wizard is more in-tune with magic.

Rolling the Dice

Sometimes you may want your 
character to do something in a story that's 
difficult enough to where success isn't 
automatic.  That's when it's time to roll the dice.

Any difficult task will have a difficulty 
number assigned to it.  This is a number the 
OM gives the task to represent how difficult it 
is.

When your character is presented with a 
situation like this, first you determine which 
attribute would best fit the situation.  If you 
have a skill that fits the task at hand, add the 
skill's level to the attribute being used.

Compare the attribute to the difficulty 
number.  If the attribute is greater than or equal 
to the difficulty number, your character 

succeeds at the task.
If the modified attribute is less than the 

difficulty number, roll a number of dice equal 
to your character's appropriate Scale.

If your character is doing something 
physical, roll a number of dice equal to their 
Physical Scale.  If they're doing something 
mental, roll a number of dice equal to their 
Mental Scale.  If they're doing something 
magical or supernatural, roll a number of dice 
equal to their Ethereal Scale.  This is called 
rolling your Scale.

If all the dice come up even, you stop 
rolling right away.  Your character didn't 
succeed.

If any of the dice roll an odd number, 
you add +1 to your attribute for each odd 
number rolled.  Then you roll all the odd dice 
again, adding +1 for each new odd number 
rolled, and rolling any new odd dice again.

You continue rolling the odd dice and 
adding to your attribute until none of the dice 
come up as odd.

For instance, if your character was 
trying to decipher some eldritch runes etched 
into an old, gnarled tree, the OM might decide 
the difficulty number for that task is 5.

If they had a Mind attribute of 2 and a 
Read Ancient Text skill of 2, you would add the 
skill and attribute together, giving you a 
modified Mind attribute of 4.  Because this is 
less than the difficulty number of 5, you would 
need to roll the dice.

If you rolled your dice and got a 3, a 2, 
and a 10, you would add +1 for the odd die and 
you'd roll that die again.  If on your second roll 
you got a 5, that would be another +1 and you'd 
roll once again.  If on your third roll you got a 
2, that's even so you would stop.

Because your total of 6, Mind 2 + Read 
Ancient Text 2 + 2 from the dice, would be 
higher than the difficulty number of 5, your 
character would successfully read the swirling, 
eldritch runes.

When rolling, if at any time your total 
becomes enough to succeed at the task you can 
stop rolling if you'd like and continue on with 
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the game.
In the above example that means after 

getting the first +1 from rolling the dice, 
bringing the attribute total from 4 up to 5 and 
equaling the difficulty number, you could have 
stopped rolling.

This chart gives a general idea of what 
sort of difficulty numbers are appropriate for 
different levels of difficulty.

Difficulty Number Difficulty Level
3 Easy

4 - 5 Moderate
6+ Hard

The process for rolling difficulty checks:
1. Choose the most relevant attribute.
2. Add any relevant skills.
3. If the total is still lower than the 

difficulty number, roll your Scale.
4. Add +1 for each odd, and re-roll all the 

odd dice.
5. Continue re-rolling the odd dice until 

you either reach the difficulty number or 
roll all evens.

Super Success

When rolling for a difficulty check or 
making an attack roll, whenever you roll a 
number of odds in a row equal to twice your 
Scale + 1, you get a super success.  So if you 
had a Scale of 3, you'd have to roll seven odds 
(3 + 3 + 1) to get a super success.

When you achieve a super success, your 
character automatically succeeds at whatever 
they were trying to do.  You also get to narrate 
that success, with your character able to do 
things beyond their normal power and ability.

For instance, if you were trying to open 
a locked chest, you could say, “Not only did I 
open the locked chest, but I find even more 
gold in there than I thought I would.”

In a combat situation if you get a super 
success while attacking you could say 
something like, “Not only did I hit the 
overgrown shoe, I hit it so hard it explodes into 

little bits of leather which I collect up.”
You can narrate your super success 

however you like, though the OM can tweak 
your narration if they want.

Ultimate Success (Optional)

If you're playing a loose game that 
wasn't planned ahead of time, you may want to 
use the Ultimate Success rule.

If you roll two super successes in a row, 
it's an ultimate success.  Whoever rolled the 
ultimate success now becomes the OM, and the 
previous OM becomes a player, creating a new 
character for themselves and entering the story.

Mounts and Vehicles

Driving or piloting a vehicle, whether 
it's a horse, car, spaceship, or steam-powered 
duck, is similar to doing any difficult task.  The 
vehicle will have a difficulty number assigned 
to it to show how difficult it is to drive.  When 
your character begins driving the vehicle, 
decide which attribute would be most 
appropriate to use.  This would usually be 
Agility.  Also add in any skills that may apply 
to driving that vehicle.

Then you roll against the difficulty 
number just as you would any other difficult 
task.  If you succeed, you drive the vehicle 
successfully.  If you don't, you can't make the 
vehicle move at all.

Of course if the vehicle is something 
really common in the setting you're in, 
something your character would have a lot of 
experience with, a difficulty check to see if you 
can drive it usually isn't necessary.

Once succeeding at a difficulty check 
for initially driving a vehicle you can continue 
to drive that vehicle with no further checks until 
you stop driving, unless you try something 
complicated.  If you try something complicated 
while driving, you must make another difficulty 
check to maintain control of your vehicle.

Ultimately the need to make a difficulty 
roll to drive a vehicle is up to the OM, though 
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difficult maneuvers almost always require a 
roll.

Mounts and vehicles will have their own 
Move scores for when they're ridden in combat.

Example:  Matthias needs to travel  
quickly so he runs into a stable where two 
horses are grazing.  He hops onto the first  
which is a bit wild and has a difficulty of 5.  He 
rolls his dice and gets all evens right off, giving 
him no pluses.  His Agility of 2 is lower than 
the horse's difficulty of 5, so the horse shies  
and won't go anywhere.

He jumps onto the other horse which 
happens to be much more tame and docile,  
having a difficulty of 3.  Matthias rolls his dice  
and gets an odd, giving him one plus which 
combines with his Agility of 2 to give him a  
total of 3.  Because this matches the difficulty  
of the horse, he's able to ride the horse out of  
the stable and where he needs to go.

Conflict

From time to time your character may 
come up against someone, or something, that's 
trying to stand in their way.  When words and 
cleverness cease to persuade, there's but one 
avenue left.

When your character enters into conflict 
with something, you must decide which 
attribute would be most appropriate to use, and 
if any skills apply.

If your character has a pistol and a 
Pistol skill, that skill would add to the attribute 
when using a pistol.

Usually hand-to-hand weapons use 
Strength, ranged weapons use Agility, and 
things of a mystic nature use Mind.  The OM 
has the final say as to which attribute is 
appropriate.

Weapon Range Levels

The attack distance of weapons is 
determined by range levels.  Your target must 
be within range of the weapon you're using to 
be able to attack them with it.  The different 
range levels, going from closest to farthest are:

• Melee
• Short
• Medium
• Long
• Extra-long
• Extreme

During combat, instead of attacking 
characters can choose to move from one range 
level to the next, based on their Move score, in 
order to get closer or farther away from their 
target.  This is discussed more later.

Close Combat

In close combat, which is at the melee 
range level, all combatants attack at the same 
time.

After deciding which skills, attributes, 
and weapons are going to be used, each 
combatant rolls their dice, trying to get as many 
odds and therefore pluses in a row as possible.

After getting as many pluses as they 
can, the combatants compare their totals. 
Whoever has the higher number has 
successfully damaged the other.  In a tie, 
whoever has the highest unmodified attribute 
wins.

If there's still a tie, roll again.
Damage is figured by adding the 

weapon's damage to the amount the attack roll 
succeeded by.  If someone has a sword that 
does 3 damage and their roll was 1 more than 
their opponent, they would add 3 + 1, giving 
them 4, and their opponent would take 4 
damage.

The amount of damage weapons do is 
listed with the weapon.  This damage is applied 
to the character's current Hits.  When a 
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character's Hits are reduced to 0 or below, 
they're dead.  Some stories may provide ways 
for dead characters to come back to life, such as 
through magic or technology.

A character's remaining Hits are kept 
track of by the Current Hits section on the 
character sheet.

Some characters and creatures may be 
wearing armor or have some form of protection. 
Armor has Armor Points (AP).  The AP from all 
armor worn is added together into Total AP. 
Damage is subtracted from a character's Total 
AP first.  Once a character's Total AP reaches 0, 
damage is then subtracted from their Hits.

A character's remaining Total AP are 
kept track of by the Current AP section on the 
character sheet.

The process for close combat:
1. All combatants attack at the same time.
2. Add relevant skills to the attribute being 

used.
3. Roll your dice, adding +1 for the odds 

and rolling the odds again.
4. Whoever gets the highest total damages 

their opponent, subtracting their 
weapon's damage + the amount their 
attack roll succeeded by from their 
opponent's Total AP or Hits.

5. If a tie, highest Attribute wins.  If still a 
tie, roll the dice again.

Example:  While exploring an ancient  
crypt Matthias comes up against a shambling 
creature that's a conglomeration of many 
different types of bones, animated by the dark  
magic that suffuses the walls.

Matthias is holding a piece of tree limb 
fashioned into a crude club that does 2 
damage.  Matthias doesn't have any skills for  
clubs or similar hand-held weapons, so he'll  
simply use his Strength during the attack, and 
the creature doesn't have any skills, so it'll also  
use its Strength.

Both Matthias and the creature have a 
Physical Scale of 3, so they'll both roll three  
dice.

The creature has Strength 1 Hits 4.  The 

player rolls dice for Matthias, getting two 
pluses, and the OM rolls for the creature,  
getting just one plus.

Both Matthias and the OM roll their  
odds again but get only evens and stop rolling.

Matthias's two pluses added to his  
Strength of 3 gives a total of 5, and the  
creature's one plus added to its Strength of 1 
gives a total of 2.  Matthias succeeds by 3 and 
hits the creature.

Because his attack total is 3 higher than 
the creature's attack total, he adds 3 to his  
club's damage of 2.  The creature takes 5 
damage, bringing its Hits below 0.  It falls to  
bits upon the dusty floor.

Ranged Combat

In a ranged competition, such as when 
using guns or throwing things, the combatants 
attack one at a time instead of all at once.  In 
ranged combat, the character with the highest 
Agility goes first, and then the next highest and 
so on.  The attacker rolls and adds to their 
attribute like normal, then the defender rolls 
and adds to their Agility.

If the attacker's total is equal to or 
higher than the defender's total, the defender is 
hit and takes damage the same as in close 
combat.  Otherwise the attack misses.

Ranged combat process:
1. If the target is in range, add skills and 

attributes.
2. Both opponents roll dice, adding +1 for 

the odds and rolling them again.
3. If the attacker's total is equal to or 

higher than the defender's total, the 
defender takes damage.

4. If the defender's total is higher, they 
avoid damage.

Other Actions

During combat a character can also do 
something other than attack if they wish.  They 
can move, or use an item from their inventory, 
and things like that.
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If a character does something other than 
attack in close combat, they can still make a 
defense roll just like in ranged combat, meaning 
their opponent hits them if their roll is equal to 
or higher than the defense roll, but the character 
can't try to hit their opponent until the next 
round, when they're trying to attack again.

If a character does something different 
in ranged combat, they simply do that instead 
of attacking and still make their defense roll as 
normal.

Movement

Your Move score is the number of range 
levels you can move in one round.  If you have 
a Move of 2 you could move from melee to 
medium.

Removing Armor

If a character removes a piece of armor, 
reduce their Total AP by the amount of AP the 
armor is worth.  If the character's Current AP is 
now higher than their Total AP, reduce their 
Current AP to match their Total AP.

For instance, if a character is wearing 
plate armor with an AP of 10 and a helm with 
an AP of 4, they have a Total AP of 14.  If they 
haven't taken any damage yet, their Current AP 
is also 14.

If the character then removes their helm, 
their Total AP is reduced by 4, so their Total AP 
is now 10.  Because their Current AP of 14 is 
higher than their Total AP of 10, they have to 
reduce their Current AP to match their Total AP, 
so their Current AP is now also 10.

In another example, if a character has a 
personal force shield with an AP of 15 and 
power gloves with an AP of 5, they would have 
a Total AP of 20.  The character was then in a 
laser fight and took damage, reducing their 
Current AP to 9.

If after the battle they took off their 
power gloves, their Total AP would be reduced 
by 5 to 15.  Because their Current AP of 9 

would be lower than their new Total AP of 15, 
they wouldn't need to reduce their Current AP.

The power gloves are considered to 
have been damaged and no longer offer any 
protection.  Putting them on again wouldn't 
increase Current AP until the gloves are 
repaired.

There's no hard and fast rule for which 
piece of armor takes the damage in combat.  If 
a piece of armor is removed and the Current AP 
is still lower than the Total AP, then that 
particular piece of armor is considered to be 
completely damaged and will no longer offer 
any protection until it's repaired.

That means putting that particular piece 
of armor back on would increase the Total AP 
because it has the potential to offer protection, 
but it wouldn't increase the Current AP until it's 
fully repaired.

Contest

Sometimes conflict doesn't involve 
weapons.  Sometimes it's an opposition of 
minds, of wits, or an arm-wrestling match atop 
a tree stump in the depths of a swamp.

In such a case, both characters still 
choose the attributes and skills involved and 
roll their dice, but there's no damage done. 
Whichever character gets the high number wins 
the competition.  For a lengthy or complex 
competition, a character may need to win a 
certain number of rounds before they win the 
whole competition.  This is decided by the OM.

Repairing Armor

Some stories will offer skills that allow 
characters to repair armor, restoring the armor's 
AP back to its original level.

There may also be shops you can take 
your armor to, to have it repaired, for a price. 
This is all determined by the OM.
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Restoring Hits

Whenever a character sleeps at night, 
roll your Physical Scale dice.  If you roll any 
odds at all, their Hits are completely restored. 
If you roll all evens, their Hits are restored up 
to half their total Hits, rounded appropriately.

In some stories, technology or magic 
may also be used to help restore Hits.

Odd Points

Occasionally the dice, and therefore the 
story, might not go quite the way you'd like. 
That's when Odd Points come into play.  Every 
character starts an adventure with 3 Odd Points. 
Spending 1 Odd Point will turn any even roll 
odd, giving you a plus and allowing you to roll 
again.

Odd Points can also be used for 
advancing your character.  This is discussed 
more in the Advancing section.

Advancing

At the end of an adventure your 
character has the opportunity to advance.  Any 
unspent Odd Points can be used to either learn 
new skills or advance old ones.  One Odd Point 
will allow your character to learn a new skill 
from the skill list with a level of 1, or increase a 
skill they already know by 1 level.

In some instances the OM may choose 
to award players an Odd Point or two for 
accomplishing something heroic or playing 
really well.  Unspent Odd Points can be saved 
from game to game.

Odd Points can also be used to increase 
your character's base Hits.  One Odd Point 
increases your character's base Hits by twice 
their Physical Scale.

Some skills have prerequisites, where 
your character must know another simpler skill 
before they can obtain the more advanced skill. 
Any prerequisites must be learned first and 
would be listed in the skill's description.

A character's Scale is only increased at 

the discretion of the OM.  If the OM decides a 
character's Scale should increase, it doesn't cost 
any Odd Points to do so.

Example:  After banishing a demon to 
the netherworld Matthias's adventure is over  
and he can go home and rest.  He still has two 
Odd Points left so he decides to use them to  
advance his character.

He spends one point to get the skill  
Horsemanship at level 1 and he spends the  
other point to increase his base Hits by 6,  
which is twice his Physical Scale of 3, so his  
base Hits increase from 15 to 21.  Now 
Matthias will be stronger and more capable for  
his next adventure.

Example Items

Here are a few example items for Odd 
Story and their relative powers.

Knife – 2 damage / melee

Pistol – 3 damage / medium

Rifle – 4 damage / long

Thick clothing – 2 AP

Light leather vest – 4 AP

Heavy leather armor – 8 AP

Into the Mists

That's all you need to know to play Odd 
Story.  You're encouraged to use these rules as-
is or modify them however you want.  You can 
even make your own game using these rules as 
a base, using the Creative Commons license.  If 
you do make your own game based on these 
rules, please post a comment at the website 
below to let us know, and somewhere in the 
game say that the game is partially based on 
Odd Story, with a link to the website mentioned 
below.
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Find an OM and some other players to 
play with or be an OM yourself and enter into 
adventure.  And a cheese sandwich.

Visit us at http://www.d10tavern.tk
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Wyrd Seas

Example Setting

This is a small example setting to play 
with Odd Story.

The Waters

Samuel stood at the aft gunwale, 
looking off into the waters without really 
looking at anything.  The ship lurched hard then 
stopped, tilting slightly.

“Captain!” yelled Sam.  “I think 
something's got us!”

“Is it one of those wretched sea 
monsters?” asked the captain.

Green tentacles slid up the back of the 
ship, writhing into the air above Sam's head. 
“No sir, I think it's a plant.”

“Oh a plant, well that's alright then. 
Wait, what?

The ship tilted more and metal rasped as 
Sam drew his sword free.

Background

The high seas are a place both of action 
and ancient magic.  Strange ancient magic.

The waters have become suffused with 
this magic.  Something about an exploding 
voodoo priestess.  The exact details are cloudy.

Unknown creatures now swim the 
depths of the ocean, adding to the struggles of 
the average honest pirate.

Ply the waters and do your best to, how 
should we put it, generate some gold, while 
dealing with creatures, ships, even entire 
islands, all touched by magic.

Character Types

The average pirate is a regular human 
with Scale 3 and no Quirks, but that doesn't 
mean that's all you can play.  Perhaps a sea 
creature grew arms and legs and walked up out 

of the ocean demanding to join a ship's crew.
Perhaps a minotaur decided to go in 

search of adventure and left their secluded 
island in the southern seas.  As long as the OM 
allows it, you can play just about anything.

Skill List

• Acrobatics – You're good at jumping, 
leaping, swinging from ropes, and 
things like that.

• Boxing – Gives a bonus when fighting 
bare-handed, and allows you to do 2 
point of damage with your bare hands.

• Bravado – You're more piratey than any 
pirate that's ever pirated, and you're not 
afraid to let other people know.

• First Aid – When used on another 
character, the OM will set a difficulty 
number and on a successful roll, will 
heal 2 of that character's Hits.  Only 
usable on any given character once per 
day.

• Guns – Guns of all sorts, including 
hand-held blunderbusses and ships 
cannon.

• Heightened Smell – You can use a very 
strong sense of smell to help find things.

• Small Weapons – Small weapons such 
as knives and clubs.

• Perceptive – You generally have a better 
grasp of what's going on around you.

• Large Weapons – Large weapons such 
as swords and battle-axes.
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• Navigation – You're especially skilled at 
being able to find your way using maps 
and star charts.

Starting Equipment

Every character starts off with the 
following equipment:

• Some sort of close combat weapon that 
does 2 damage

• Some sort of armor with 4 AP
• 2 gold pieces

The specific details of what those items 
are will be determined by the OM.  More 
equipment can be found while playing the 
game.

Creatures

Basic creatures will just have Strength, 
Damage, and Hits for the purposes of combat. 
This is just a very short list to give the OM 
some ideas.

Giant Crab:  Scale 3 Strength 3 Damage 2 Hits 
5 Move 2

Water Snake:  Scale 2 Strength 2 Damage 3 
Hits 5 Move 2

Pirate Zombie:  Scale 3 Strength 3 Damage 3 
Hits 8 Move 1

Adventure Idea

Here are a few adventure hooks to help 
inspire an OM.

• A deserted island has a small hut and 
cave on it.  The cave is full of old 
equipment, and the hut turns out to be 
much bigger on the inside than the 
outside.  The back of the hut is lined 
with strange wobbly bookshelves.

• A ship full of monkeys is found sailing 
the seas.  They're the only ones on 
board, and they're the ones sailing the 
ship.  They seem to worship a coconut 
that's kept in a special room.

• A ship is brought up from the deeps. On 
board, in the cargo hold, is found a 
large, roughly round rock.  When the 
rock is touched, it splits open, revealing 
a staircase.
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Quick Reference Sheet

Character Creation
1. Choose a name for your character and a 

character type, like a human wizard, a 
robot barbarian, or an orangutan that's 
fond of libraries.

2. Check to see if the character type you're 
playing comes with any Quirks.  If they 
do, write them down.

3. Write down the appropriate Scales for 
your Physical, Mental, and Ethereal 
Scale categories.

4. Distribute 8 points among Strength, 
Agility, and Mind. 

5. Add Strength and Agility then multiply 
by Physical Scale to get Hits.

6. Divide Agility by two, rounded down 
without going below 1 to get Move.

7. Look at the list of skills available for the 
story and pick three.  Assign two of the 
skills a level of 2 each, and the third 
skill a level of 1.

Difficulty Checks

Difficulty Number Difficulty Level
3 Easy

4 - 5 Moderate
6+ Hard

1. Choose the most relevant attribute. 
2. Add any relevant skills. 
3. If the total is still lower than the 

difficulty number, roll your Scale. 
4. Add +1 for each odd, and re-roll all the 

odd dice. 
5. Continue re-rolling the odd dice until 

you either reach the difficulty number or 
roll all evens.

Close Combat
1. All combatants attack at the same time. 
2. Add relevant skills to the attribute being 

used. 
3. Roll your dice, adding +1 for the odds 

and rolling the odds again. 
4. Whoever gets the highest total damages 

their opponent, subtracting their 
weapon's damage + the amount their 
attack roll succeeded by from their 
opponent's Total AP or Hits. 

5. If a tie, highest Attribute wins.  If still a 
tie, roll the dice again.

Ranged Combat
1. If the target is in range, add skills and 

attributes. 
2. Both opponents roll dice, adding +1 for 

the odds and rolling them again. 
3. If the attacker's total is equal to or 

higher than the defender's total, the 
defender takes damage. 

4. If the defender's total is higher, they 
avoid damage.

Advancing
• One Odd Point to learn a new skill with 

a level of 1.
• One Odd Point to increase an existing 

skill by 1 level.
• One Odd Point increases base Hits by 

twice Physical Scale.
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License

This game, all the game text, and the character sheet are licensed under the Creative Commons 
3.0 Attribution-NonCommercial-ShareALike license.  This means you can distribute the game for free, 
modify the game however you wish and distribute your modifications, and copy as much of the game 
text as you want into your own project, as long as you also license your project under this same license, 
you don't use your project for commercial purposes, meaning you don't sell it, and somewhere in your 
project you place some text saying the project is based on, or uses parts from, Odd Story, along with a 
link back to the d10 Tavern website http://www.d10tavern.tk.

13

http://www.d10tavern.tk/


Odd Story
©2011 The d10 Tavern

Name Character Type

Odd Points

Hits

Total AP

Current Hits

Mind

Strength

Agility

<>

Weapons Items / Armor

Skills Level

APDamage

Skills Level

www.d10tavern.tk

QuirksScale

Physical

Mental

Ethereal

Super
Success

Current AP

<>

Move


