BY JOHN PARMALEE

Presented by Level 99 Games
www.lvl99games.com
Welcome to Skullduggery, a world of criminal deeds, life or
death stakes, supernatural feats, and twisted intrigue. In this
game, friends or fellow gamers can sit around a table or
comfortably in a living room and take turns plotting and
describing their neferious actions, all while keep their crimes
secret. Each player takes on a role with extraordinary abilities
and uses those abilities to achieve their goal first.

Players: 4-6
Time: 30-60 minutes
Equipment: Scratch paper, a 6-sided die

First, the group should choose a city. It can be fictional, your

| waﬂng or a m:soﬁ city. Just as long as everyone knows it
: it. Secondly, choose a Common
mmnﬁﬁnh nwﬁ can be any building, person, or object. Thirdly,
ev ¢ should write a goal of ANY kind (the more
the better) on a scrap of paper and secretly place
itina ?_m. Goals MUST have some relation to the common
nwn nt (example: the Common Element is a bank, so goals
wd to rob the bank or to become middle management).

SETUP, PAGT 2

The goal must be accomplishable within the city, Each
player receives a random goal (you might receive the one you
created, this is iine).

Next, choose a reality level for this game. This is 2 number
between 1 and 5. The lower the number, the lower the realism
and the more you can “get away with” If this is your first game,
we suggest a reality level of 3. When a conflict occurs or you
try something with a significant chance of failure, you will
need to make a Reality Check. To do so, just roll che die. If the
result is equal to or above the Reality Check level, you
succeed. Actions that affect another player directly are
resolved by rolling a Reality Check as well.

One player should volunteer to play the role of Seer. The
Seer is both a player and the arbiter of the game. Itis a
required role and so carries some responsibility. If no one
volunteers, then randomly decide a player to be the Seer.

Other roles are listed on the back. Write each role {minus
the “Seer”) on a scrap of paper and put all of them into a hat or
other hidden container. Each player will draw a role secretly.

Play starts to the left of the Seer and proceeds clockwise.

PLAYER TUEN

On your turn, you must take an action to achieve your goal.
You perform actions simply by describing them out loud. You
are restricted to one movement and one task, in either order.
You may move to any location in the city as long as you have
access to it. (example: No military base visit without a military |
ID or visitor’s badge.) A task is any one thing that can be done
in context. Put otherwise, it can’t be 2 complex series of
actions. Some examples include, “I make a fire and burn the
documents.” OR “I set a trap so the door is barred after it
closes.” These are single tasks even though they are comprised
of smaller parts. If your rask can’t be simplified to a single
statement or would take many many hours to perform. It's
probably not one task and may be subject to a Reality Check
(see above).

Each Role has one or two “Special Actions™ that you can
perform instead of a task. You may do these secretly or
publicly, although most will reveal your role instantly, whether

done publicly or privately.
As soon as you complete your goal, reveal it to the

players and claim victory!
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THE SEER
The Seer takes their vam just like the other players, the only
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With your tuture sight, you
can react 1o other players’
actions before they happen.
After a player declares an
action, you declare and make
an actton immediately betore
nis action occurs. If vou use
this power, you can't act on
your next turn and can't use
this power again until you take
a normal turn. If your action
prevents another’s action, he
may declare a new one.

You can see the immediate
tuture of others vou have met.
You can dictate the next action
of a non-player each turn.
Name a person and a move
and/or acton that they take

mmediately after your turn.

You have a terrifying pet
that lives in your backpack. As
an acton, you can feed it
anything that can fit inside the
backpack’s opening. The item
is destroyed utterly and leaves
no evidence.,

You may let the pet out of
its backpack 1n a closed space.
The pet doesn't like outside,
and can't be let out except
inside 2 closed room, All other
live creatures inside the room
are immediately devoured by
the pet. Other players
automatically escape through
any cxit they wish, While the

et 18 loose, no one may enter
the room, and you cannot

leave

You may erase a person's
memory stmply by touching
them. The memory to be
erased must be specifically
chosen (such as “he forgets he
saw me not just “he forgets
everything’”).

As a doppelganger you can
disguise and transform
yourself as any living or
deceased human. You acquire
their clothes and replicas of
any tools they may have on
them (a policeman's gun looks
real but doesn't fire ?:_?,T: tOt
example). This lasts
indefinetely, or until you
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