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Pass the GM is a roleplaying game in which the role of 
Game Master (GM) passes from one player to the next based upon 
a roll of the die.  All you need to play is a d12 and 
imaginaaaaaaaaaation.

Characters
Characters have a name (usually) and the following stats:

Strength (STR)
Speed (SPD)
Intelligence (INT)

Characters also have a special stat that gets calculated 
during character creation:

Hits (HTS)

Each character also has a special ability, such as “flight” or 
“very personable” that you as a player can make up for them.  This
special ability can be anything at all, though it's best if the special 
ability matches the character you're playing and the game you're 
playing in.

To create a character you begin with 2 points to distribute 
among the stats STR, SPD, and INT.  You can put the points into 
two different stats, or you can put them both into the same stat.  
Any stats that haven't had points assigned to them begin with a 
value of 0.

The special stat HTS is figured by adding STR + 3.  Then, 
assign a value of 1 to the special ability you created for your 
character.

Each player, including the GM, creates a character.  The 
GM's character just follows the group and doesn't really do 
anything.  Once the status of GM is passed to another player, the 
original GM begins to play their character while the new GM's 
character begins to just follow the group.

If the game is being played with the Don't Pass the GM 
option, detailed below, the GM doesn't need to make a character as 
they will stay the GM throughout the entire game.



Action Checks
To perform an action check, roll a d12.  This roll can be 

modified by the GM up or down based upon the difficulty of the 
action.  Any stats or special abilities that apply to the action are 
added to the roll.

Roll Result
1 – 6 Failed

7 – 8 Something strange happens, 
determined by the GM

9 – 11 Success

12 Success and the person that 
rolled becomes the GM

Note that the status of GM only passes to another player 
when a natural 12 is rolled, not when a lower number is rolled 
which then gets increased to 12+ by various bonuses.

Combat
When combat begins, every participant rolls a d12 for 

initiative.  The participants act in the order of highest roll to 
lowest.

To attack, roll a d12 + STR + any applicable special 
abilities.  Try to roll equal to or higher than the target number 
(TN).  The TN begins at 9 and can be modified up or down by the 
target's armor and any other modifiers the GM determines are 
appropriate.

Rolling a 12 during combat does not transfer the status as 
GM.

Weapons generally do 1, 2, or 3 points of damage, which is 
subtracted from HTS.  When HTS reaches 0, the character passes 
out.  Unless specified otherwise by the GM, characters fully heal 
after each combat.

All weapon ranges are determined by the GM, which 
means the GM determines if the target of an attack is in range or 
not.



Example Weapons
Name Damage

Knife 1

Sword 2

Shotgun 3

Example Armor
Name Armor

Leather 1

Chain 2

Kevlar 3

Advancement
If you intend to use the same character more than once, at 

the end of an adventure any stat or special ability may be raised by 
1 point, or a new special ability may be added which would also 
start with a value of 1.  Increasing STR also increases HTS by the 
same amount.

Option:  The game can be played with always having one person 
be the GM, without passing the status of GM back and forth.  If the
game is played this way, the name of the game officially changes 
to Don't Pass the GM.

Option:  Instead of the GM having a character, only the players 
have characters and when the status of GM changes, the old GM 
gets the character of the new GM.

Option:  Instead of the players making up special abilities for their
characters, the GM can have a ready-made list of special abilities 
for the players to choose from.

Option:  A character's stats and special abilities could be adjusted 
during character creation based upon their race or the type of 
creature they are.
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Name:

Race / Type:

STR:

SPD:

INT:

HTS: Current HTS:

Special Abilities

Picture

Weapons Armor

Stuff

armor to-hit
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