
d20 Pronto System 
A Simplified RPG System 

	
The	d20	Pronto	System	focuses	on	player-
driven	storytelling	that	uses	a	standard	
set	of	polyhedral	dice.	This	system	can	
ease	play	into	more	complicated	systems	
or	be	a	nimble	alternative	for	seasoned	
players.	As	this	is	a	setting	neutral	
system,	some	content	may	be	omitted	for	
a	particular	game.	You	may	have	players	
“ban	or	demand”	story	elements	as	part	of	
an	introductory	“zero	session”	and	then	
create	characters,	or	vice	versa.	At	its	
core,	d20	Pronto	uses	a	d20	roll,	
advantage	(rolling	two	dice	and	taking	the	
better	result)	and	disadvantage	(rolling	
two	dice	and	taking	the	worse	result)	for	
most	actions,	while	other	dice	are	rolled	
for	handling	wounds	and	recovery.	
	
Character Creation 
Characters	have	Attributes,	Skills,	and	
Abilities.	Proficiency	in	Attributes	and	
Skills	mean	you	gain	advantage	when	
rolling	while	your	one	Weak	Attribute	
incurs	disadvantage.	Attributes	are	used	
for	reactions,	such	as	dodging	for	cover	
(Dexterity),	seeing	through	an	illusion	
(Intelligence),	or	resisting	persuasion	
(Wisdom).	Skill	proficiencies	work	the	
same,	but	for	actions	in	the	game	world	
such	as	climbing	a	fence	(Athletics),	
identifying	arcane	trappings	(Occult	&	
Arcana),	and	talking	your	way	by	a	guard	
(Persuasion).	Abilities	are	special	actions,	
passive	bonuses,	and	modifiers	to	typical	
actions	that	make	a	character	special.	

Characters	also	have	a	name	description,	
12	hit	points	(HP),	appropriate	clothing,	
and	gear	related	to	their	various	
proficiencies.	During	time	sensitive	
situations	like	combat	each	character	has	
two	actions	per	turn	described	later.	
	
Attributes 
Choose	two	Attributes	that	your	character	
is	proficient	in	and	one	they’re	Weak	in:	
Strength:	Brawn	or	bulk	
Dexterity:	Agility	or	reflexes	
Constitution:	Resilience	or	focus	
Intelligence:	Book	smarts	or	resolve	
Wisdom:	Attention	or	dedication	
Charisma:	Willpower	and	force	of	will	
	
Skills 
Characters	have	six	skill	proficiencies.	
Most	characters	will	have	proficiency	in	
at	least	one	of	the	combat	skills:	Hand-to-
Hand	Combat,	Ranged	Weaponry,	or	
Firearms	(depending	on	game	setting).	If	
a	skill	has	a	prerequisite	Attribute	
proficiency	(usually	due	to	training	of	
some	kind),	it	is	in	parentheses.		
	
Appraise,	Athletics,	Charm,	Deceive,	
Demolitions,	Drive	&	Ride,	Firearms	
(Dexterity	or	Intelligence),	Hand-to-Hand	
Combat,	History,	Intimidate	(Strength	or	
Charisma),	Investigate	(Intelligence	or	
Wisdom),	Judgment,	Law	&	Politics,	Luck,	
Mechanics,	Medicine	(Intelligence	or	
Wisdom),	Nature,	Occult	&	Arcana	

(Intelligence	or	Charisma),	Perception,	
Perform,	Pilot	&	Navigation,	Ranged	
Fighting,	Renown	(Charisma),	
Skullduggery,	Stealth	(Dexterity),	Survival	
&	Tracking,	and	Technology.	
	
Abilities 
These	specialties	define	characters.	
Typical	characters	will	start	out	with	two	
abilities.	Additional	abilities	can	be	
awarded	to	players	after	repeated	play.	
Abilities	generally	have	prerequisite	
Attribute	or	Skill	proficiencies	(marked	in	
parentheses).	You	can	craft	your	own	
abilities	with	your	GM.	They	typically	
have	a	prerequisite	Attribute	or	Skill	and	
provide	an	active	benefit	(requiring	an	
action)	or	passive	benefit	(such	as	
increasing	your	HP).	Example	abilities	are	
can	be	found	after	Skills	in	Detail.	
	
Character Summary 
Character	Name,	Age,	and	Description	
HP	12	(or	18	if	Tough,	may	use	[			]s)	
Strength	|	Dexterity	|	Constitution	
Intelligence	|	Wisdom	|	Charisma	
[Underline	if	Proficient,	Strike	if	Weak]	

List	of	Proficient	Skills	1-6	
Ability	A	 |	 Ability	B	

			Left	Hand:	[blank]		 |	Right	Hand:	[blank]	
	
If	your	Game	Master	(GM)	is	using	them,	
make	space	for	Exhaustion,	Dread,	or	
Doubt.	Leave	space	for	other	notes	such	
as	other	player	character’s	names.		



	 2	

Skills in Detail 
Below	are	brief	explanation	and	examples	
for	each	skill.	Game	settings	may	require	
new	skills	or	ban	some;	a	science	fiction	
game	may	ban	Occult	&	Arcana	while	an	
action	movie	game	may	demand	more	
specialized	fighting	skills.		
	
Appraise:	You	know	how	to	identify	and	

evaluate	antiques,	gewgaws,	and	
magical	gear.	A	street	swindler	shows	
you	his	wares,	but	one	carries	a	
magical	sparkle.		

	
Athletics:	Either	through	natural	gifts	or	

training,	you	have	fine	physical	
prowess.	To	escape	the	coppers,	you	
bound	off	the	alley	walls	to	a	balcony	
overhead!	

	
Charm:	Your	smile	is	its	own	sharpened	

weapon,	with	a	kind	word	or	a	wink,	
you	often	get	your	way.	A	noble	
stumbles	upon	you	sneaking	through	
the	halls,	but	you	flash	a	grin	of	
cunning	reassurance.	

	
Deceive:	Half-truths	and	a	silver	tongue	

are	your	bread	and	butter.	To	enter	a	
crime	scene,	you	show	off	a	falsified	
badge	to	the	federal	investigator.	

	
Demolitions:	You	make	things	go	boom,	

even	pulling	together	odd	items	in	a	
room	or	workplace	to	do	it.	With	
toughs	firing	over	the	countertop,	you	

break	the	gas	line,	leave	your	lighter,	
and	make	a	run	for	it.		

Drive	&	Ride:	Whether	you	prefer	a	
horse,	a	motorcycle,	or	a	semi-truck,	
you	can	get	from	point	A	to	point	B	if	
it’s	on	the	ground.	A	bullet	shatters	the	
sedan’s	window;	quickly,	turn	for	the	
alleyway.	Let’s	roll!	

	
Firearms	(Dexterity	or	Intelligence):	Any	

bloke	can	raise	a	hand-cannon,	but	
you	know	guns	inside	and	out.	With	
bits	of	masonry	fogging	the	scene,	you	
take	aim	and	fire.			

	
Hand-to-Hand	Combat:	Your	training	

might	be	with	melee	weapons	or	your	
bare	hands,	either	way	you	have	it.	
The	thug	is	about	to	blast	you,	you	
move	to	disarm!	

	
History:	Stacks	of	books	and	a	good	

memory	serve	you	well	as	you	recall	
details	of	nation-states	and	their	
leaders.	If	that	foreign	dignitary	is	a	
spy	in	disguise,	you’re	going	to	test	
them	and	find	out.	

	
Intimidate	(Strength	or	Charisma):	

Whether	it’s	your	size,	your	
demeanor,	or	the	gear	you’re	holding,	
you	can	make	people	talk.	Roll	to	see	if	
the	crooked	politician	will	tell	you	who	
paid	them	off!	

	
Investigate	(Intelligence):	Find	clues	and	

hidden	things	in	chaotic	or	subtle	

scenes.	The	ferrous	smell	of	blood	
lingers,	a	window	lies	shattered,	and	
there’s	jewelry	missing;	get	snooping.		

Judgment:	You	can	read	a	fib	from	across	
the	room	and	might	even	be	able	to	
figure	out	why.	Someone	at	the	party	is	
not	who	they	seem	to	be,	swirl	your	
drink	and	figure	out	who	it	is.	

	
Law	&	Politics:	Any	rough	can	cause	

trouble,	but	you	know	how	to	navigate	
in,	through,	and	out	of	it.	Can	you	talk	
the	police	into	letting	your	buddy	loose	
with	a	slap	on	the	wrist	or	are	they	
locked	up	for	the	weekend?	

	
Luck:	Some	just	always	have	a	little	bit	of	

an	edge.	Do	the	guards	turn	left	or	
right?	Do	you	snip	the	red	wire	or	the	
blue?	Roll	to	find	out!	

	
Mechanics:	With	a	grease	can	and	a	

wrench,	you’ll	fix	it	up	in	no	time.	Let’s	
see	if	you	can	get	the	broke-down	
jalopy	rolling	again.		

	
Medicine	(Wisdom):	Patch	people	up	

when	they	need	it	and	identify	the	
signs	of	treatment.	That	tooth	is	gone	
for	good,	but	the	black	eye	won’t	be	
swollen	shut.	Take	wins	where	you	can.	

	
Nature:	Whether	you	grew	up	in	the	

woods	or	wayfared	as	a	professional,	
you	can	tell	a	trail	from	a	field	turnip.	
Roll	to	see	if	those	berries	will	keep	you	
running	or	keel	you	over!	
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Occult	&	Arcana:	Some	have	access	to	
their	Third	Eye,	others	spent	a	decade	
in	ancient	tomes,	and	then	there	are	
the	others…	What	do	the	runes	carved	
on	the	bedpost	mean?	Is	it	safe	here?	

	
Perception	(Wisdom):	Anyone	can	scan	a	

room,	but	you	always	have	your	ears	
perked.	Take	a	deep	breath	and	listen	
for	the	schemes	of	the	brigands	on	the	
other	side	of	the	door.	

	
Perform:	Musician,	thespian,	artist,	

orator	and	more	are	all	performers.	
Can	you	wow	the	audience	with	your	
act	while	others	sneak	along	the	
rafters?		

	
Pilot	&	Navigation:	In	the	air	or	the	

water,	you	have	a	sense	of	the	flow	of	
streams	and	the	placement	of	the	
stars.	Tell	us	the	fastest	route	to	town	
after	the	blindfold	comes	off,	that	awful	
chittering	is	getting	closer!	

	
Ranged	Fighting:	Throwing	knives,	

crossbow,	or	that	slingshot	Pa	gave	
you,	you	know	how	to	put	low	tech	
weapons	to	use.	Knock	your	arrow,	
stare	down	the	shaft,	and	aim	for	the	
whites	of	their	eyes…	Fire!	

	
Renown	(Charisma):	You’re	well-known,	

plain	and	simple,	for	talent	or	out	of	
good	fortune.	Of	course	the	maître	d’	
would	let	in	the	city	council	member	
and	their	friends!	

Skullduggery:	Pickpocketing,	lockpicking,	
and	other	skills	of	ill-repute	have	
earned	you	some	shiny	trinkets	in	the	
past	and	will	again.	Can	you	track	the	
swindler’s	sleight	of	hand	to	double	
your	money?	

	
Stealth	(Dexterity):	Others	may	have	the	

brawn	or	the	brains,	but	you’re	the	
one	to	go	unnoticed,	whether	that’s	in	
a	crowd	or	in	an	empty	room.	The	
guards	are	coming!	Quickly,	hide	
behind	the	mirror,	in	the	closet,	
anywhere!	

	
Survival	&	Tracking:	Following	wild	

game,	purifying	water,	or	tracking	
your	bounty,	you	have	the	edge.	The	
cavern	forks,	can	you	notice	the	
bootprints	of	the	fleeing	gang?	

	
Technology	(Intelligence):	Work	a	

computer,	program	nanotechnology,	
or	make	sense	of	the	crashed	ship	in	
the	hillside,	you	have	a	broad	swath	of	
learning	at	your	disposal.	A	dozen	rods	
and	pads	jut	from	the	craft’s	dais,	get	
the	ship	under	control!		

Example Character Abilities 
Armored	(Strength	or	Constitution):	

Whenever	targeted	by	an	attack	and	
you	are	awake,	the	GM	treats	the	roll	
result	as	one	tier	lower	than	normal.	

	
Brute	(Athletics):	Whenever	you	roll	

damage	in	hand-to-hand	combat,	
double	the	number	of	damage	dice.	

	
Bulwark	(Constitution	or	Athletics):	As	

an	action,	you	protect	one	person,	two	
people,	or	a	doorway	until	the	start	of	
your	next	turn.	This	action	incurs	
disadvantage	to	attacks	against	them	
and	you,	forces	spending	an	action	to	
move	you,	and	you	may	choose	to	take	
the	damage	that	would	be	dealt	to	
those	you	protect.		

	
Clear-Headed	(Intelligence	or	Wisdom):	

When	targeted	with	mental	effects	or	
persuasion,	treat	your	reaction	roll	as	
one	tier	higher	than	normal.		

	
Combat	Training	(Firearms,	Hand-to-

Hand	Combat,	or	Ranged	Weaponry):	
You	may	choose	to	take	three	attack	
actions	on	your	turn,	this	consumes	
both	of	your	actions.		

	
Commander	(Judgment	or	Charm):	As	an	

action,	you	may	guide	another’s	blow;	
an	ally	can	choose	to	move	one	zone	
or	roll	an	attack	of	their	choice	as	if	it	
were	their	turn.		
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Companion	(Charisma,	Wisdom,	or	
Intelligence):	A	sidekick	or	animal	
friend	accompanies	you.	They	provide	
three	skill	proficiencies	(at	GM’s	
discretion)	that	you	can	use	or	benefit	
from	as	an	action	when	they’re	at	your	
side.	Companions	have	8	HP.			

	
Doctor	(Medicine):	When	you	heal	

someone	else,	roll	1d8	instead	of	1d4.	
You	may	also	reroll	the	recovery	die	
once	if	you	gained	an	edge.	

	
Crackshot	(Firearms):	When	you	roll	

damage	for	firearms,	double	it.	
	
Fixit	(Mechanics):	When	you	roll	

mechanics,	treat	your	roll	as	one	tier	
higher	than	normal.	

	
Inspire	(Perception	or	Perform):	As	an	

action,	a	target	that	can	clearly	
understand	your	communication	may	
take	one	or	two	actions	with	
advantage	on	their	next	turn.		

	
Martial	Artist	(Hand-to-Hand	Combat):	

Instead	of	1d4,	roll	a	1d8	when	
making	an	unarmed,	improvised,	or	
blunt	weapon	attack.			

	
Pray	(Occult	&	Arcana,	Wisdom):	As	an	

action,	roll	Occult	&	Arcana,	on	a	1-4,	
your	deity	is	silent;	on	5-10,	gain	one	
boon;	on	11-18,	gain	two	boons;	on	a	
19-20,	gain	three	boons.	Boons	can	
include	divinely	healing	someone	

(1d8),	summoning	guidance,	
frightening	those	that	denounce	your	
god,	or	causing	sacred	damage	(1d6)	
(at	GM’s	discretion).	You	may	spend	
multiple	boons	on	the	same	effect	to	
multiply	its	impact.	

	
Resilient	(Constitution):	Whenever	you	

heal	or	are	healed,	roll	recovery	dice	
with	advantage.	

	
Resourceful	(Constitution):	You	may	

spend	two	actions	to	dig	through	a	
reserve	for	a	useful	item	with	GM’s	
discretion.		

	
Secret	Signs	(Investigate):	Whenever	you	

Investigate,	regardless	of	the	roll,	you	
can	detect	the	presence	or	absence	of	
hidden	signs,	sigils,	or	runes	in	the	
immediate	area.	It	is	up	to	the	GM	if	
you	understand	them	or	simply	learn	
of	them.	Also,	you	can	speak	through	
gestures	to	another	with	Secret	Signs.	

	
Sharpshooter	(Ranged	Weaponry):	

Whenever	you	roll	damage	for	ranged	
weapons,	double	the	damage	dice.	

	
Smooth-Talker	(Charm,	Deceive,	or	

Intimidate):	When	persuading	
someone,	treat	a	roll	as	one	tier	higher	
than	normal.	

	
Sorcery	(Occult	&	Arcana,	Intelligence	or	

Charisma):	As	an	action,	roll	Occult	&	
Arcana,	on	1-4,	the	spell	backfires	for	

1	damage;	5-10,	gain	one	mana;	on	11-
18,	gain	two	mana;	on	a	19-20,	gain	
three	mana.	Mana	may	be	spent	to	
cause	a	targeted	magical	blast	(1d8),	
spray	a	magical	attack	as	a	cone	(1d6),	
cloud	senses	of	another,	create	a	zone	
of	silence,	or	imbue	an	object	with	
power	(at	GM’s	discretion).	You	may	
spend	multiple	mana	on	the	same	
effect	to	multiply	its	impact.	

	
Sneak	(Stealth):	When	hiding	or	moving	

quietly,	treat	a	roll	as	one	tier	higher	
than	normal.	

	
Speedy	(Dexterity):	When	moving,	you	

may	move	two	zones	instead	of	one.	If	
you	move	only	one	zone,	you	may	
make	a	stealth	roll	as	part	of	the	move.		

	
Third	Eye	(Charisma	or	Intelligence):	

When	rolling	Investigate,	Judgment,	or	
Perception,	treat	a	roll	as	one	tier	
higher	than	normal.		

	
Tough	(Constitution):	Instead	of	12	HP,	

you	have	18	HP.	
	
Vicious	(Stealth):	Whenever	you	roll	

damage	after	an	attack	skill	(Firearms,	
Hand-to-Hand,	or	Ranged	Fighting)	
when	you	were	hidden,	triple	the	
damage	dice.	
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Game Mastery 
Advantage	is	earned	through	Attribute	
proficiency,	Skill	proficiency,	Abilities,	
and	support	from	another	character	or	
Ally.	Disadvantage	is	incurred	from	
Ability	weakness,	special	villain	Abilities,	
environmental	conditions	such	as	
weather,	and	character	conditions	like	
Exhaustion.	When	both	apply,	they	
neutralize	each	other	unless	there	are	
more	sources	of	one	than	the	other.	More	
than	one	advantaged	or	disadvantaged	
condition	are	treated	as	simply	advantage	
or	disadvantage.	Rolls	may	be	repeated	by	
other	characters	or	by	the	same	character	
at	GM’s	discretion.	See	the	tiers	of	success	
for	d20	rolls	on	the	Tiers	of	Success	Table	
or	make	your	own.	These	tiers	apply	to	
both	player	characters	and	NPCs.	
	
Tiers of Success Table 

Roll	 Easy	 Typical	 Difficult	
1	 Critical	Failure	

2-4	 Mild	
Failure	

Compli-
cation	

Critical	
Failure	

5-9	 Success	 Mild	
Failure	

Compli-
cation	

10-14	 Success	&	
Edge	 Success	 Mild	

Failure	

15-19	 Success	&	
Edge	

Success	&	
Edge	 Success	

20	 Critical	Success	
	
Critical	Failure:	The	attempt	fails.	Badly.	
The	target	becomes	aware,	gains	an	
action	on	their	turn,	or	acts	immediately.	

Complication:	The	attempt	fails	and	the	
target	learns	something,	which	may	
translate	to	an	advantage	on	their	turn.	
Mild	Failure:	The	action	fails,	but	nothing	
necessarily	changes.	
Success:	The	action	was	successful!	Check	
abilities	for	any	bonuses.	
Edge:	The	character	learns	something,	
which	may	mean	an	advantage	on	their	
next	action,	movement,	or	other	benefit.	
Critical	Success:	The	attempt	was	wildly	
successful,	doing	double	damage	or	other	
major	benefit.	Encourage	details!	
Other:	Consider	what	would	make	your	
game	fun	and	interesting.	
	
Typical Player & NPC Actions 
Player	characters	and	NPCs	have	two	
actions	per	turn	during	Timed	Play.	These	
actions	include:	
Movement:	Move	between	zones	or	
within	a	zone	to	cover.	Cover	incurs	
disadvantage	on	ranged	attacks.	A	zone	
may	be	a	room	or	a	region	of	open	space	
like	areas	of	a	sports	field.		
Use	a	Skill:	Roll	a	d20	for	a	Skill	
accounting	for	advantage	or	
disadvantage.	The	GM	may	help	identify	
the	Skill	to	use.	At	GM’s	discretion,	
extraordinary	tasks	can	be	attempted	
(possibly	with	disadvantage).	
Make	an	Attack:	Use	an	appropriate	skill	
(typically	Firearms,	Hand-to-Hand	
Combat,	or	Ranged	Fighting)	to	make	an	
attack,	accounting	for	advantage	or	
disadvantage.	Consult	any	applicable	
Abilities	and	the	damage	information.		

Use	an	Ability:	If	an	ability	requires	an	
action,	they	may	use	it	as	described.	
Attribute	Roll	(Reaction):	When	spells,	
traps,	weather,	or	fearful	scenes	act	
against	one	or	more	player	characters,	the	
characters	roll	an	Attribute,	observing	
proficiency	and	Weak	as	needed.	Players	
may	narrate	how	they	use	a	particular	
attribute	or	the	GM	may	decide.		
	
Weapons, Damage & Healing 
Damage	(losing	HP)	is	done	with	
polyhedral	dice	by	size	and	wielding.	The	
power	of	a	weapon	is	public	information.	
1:	Petty	damage	from	glancing	blows,	

Critical	Failures,	et	cetera.	
1d4:	Fists,	One-Handed	Blunt	Weapons.	
1d6:	One-Handed	Bladed	Weapons,	Two-

Handed	Blunt	Weapons,	One-Handed	
Ranged	Weaponry,	One-Action	Spells.	

1d8:	Two-Handed	Bladed	Weapons,	One-
Handed	Firearms,	Two-Handed	
Ranged	Weaponry.	

1d10:	Two-Handed	Firearms	
1,	2,	3d6:	Cones	of	Damage,	Two-Action	

Spells,	Blast	Firearms	(Shotguns).	
1d12:	Potentially	fatal	events	such	as	

falling	walls,	“Big	Magic,”	Demolitions.	
	
Healing	(recovering	HP)	is	similar,	
though	characters	do	not	gain	more	HP	
than	their	maximum.	
1d4:	Thirty	minutes	of	rest	with	food	

once	every	three	hours,	a	successful	
Medicine	roll.	

1d6:	A	successful	medicine	roll	with	an	
edge,	a	fitful	night	of	rest.	
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1d8:	An	uninterrupted	night	of	rest	or	
magical	healing.		

1d10:	At	least	an	hour	of	administered	
medical	care.		

1d12:	A	day	of	dedicated	rest	and	care.	
	
Unconscious:	When	a	character	reaches	
zero	HP	or	below,	they	are	unconscious	
and	HP	goes	to	zero.	Increase	the	tier	of	
success	of	all	attacks	against	unconscious	
characters	by	one.	If	a	character	suffers	
their	HP	in	damage	again,	they	are	killed;	
any	outside	healing	to	them	stabilizes	the	
character,	though	they	must	recover	to	at	
least	one	to	regain	consciousness.	
 

Other Threats 
Characters	may	suffer	from	Exhaustion,	
Dread,	Doubt,	or	other	less	substantial	
hindrance	of	the	GM’s	own	creation	in	
addition	to	physical	harm.	Threats	like	
these	may	become	more	challenging	to	
rebuff	at	specific	intervals	to	increase	
tension	as	dangers	mount.	
	
Exhaustion:	Characters	suffer	from	
Exhaustion	due	to	physical	strain.	Higher	
ranks	always	include	the	effect	of	lower	
ranks.	When	Exhaustion	strikes,	
characters	make	a	Constitution	roll	to	
rebuff	or	suffer.	Typically,	each	level	of	
exhaustion	requires	one	hour	of	warm,	
well-fed,	sheltered	rest	to	recuperate;	
exhaustion	persists	if	such	conditions	
aren’t	met.		

! Rank	One:	All	Attribute	rolls	suffer	
from	disadvantage.	

! Rank	Two:	All	Skill	rolls	suffer	
from	disadvantage.	

! Rank	Three:	Character	cannot	use	
Abilities.	

! Rank	Four:	Character	can	use	only	
one	action	per	turn	

! Rank	Five:	Collapse,	HP	becomes	
zero,	and	the	character	must	find	
treatment	within	minutes	or	die.	

	
Dread:	Character	may	suffer	threats	to	
their	sanity	and	mental	fortitude.	When	
Dread	strikes,	it	forces	a	Wisdom	roll,	
which	can	reduce	Dread	by	half	or	
completely	with	a	Critical	Success.	Dread	
comes	in	waves	of	set	values	(multiples	of	

four	for	the	easiest	arithmetic),	not	dice	
rolls.	Dread	counts	upwards	to	100,	at	
which	point	the	character	suffers	a	
disorder	such	as	hysteria,	amnesia,	or	
delusions.	These	impacts	are	immediate,	
but	may	leave	lasting	scars	even	after	the	
bout	fades.	At	200	Dread,	the	character	
makes	a	Constitution	roll,	which	they	roll	
with	disadvantage	if	at	1	HP;	on	a	success,	
they	are	reduced	to	1	HP	and	on	a	failure	
they	are	reduced	to	0	HP.	On	a	critical	
success	they	lose	no	HP	and	gain	a	free	
action	for	the	next	three	rounds	as	they	
push	themselves	to	their	very	limit.	On	a	
critical	failure,	the	fear	overtakes	them	
and	they	die	immediately.	Dread	may	
recover	piecemeal	with	recuperative	
downtime	(or	by	consuming	alcohol)	
during	the	session	in	places	of	safety	and	
completely	between	missions.		
	
Doubt:	When	the	mission	is	morally	
dubious,	Doubt	manifests.	In	such	
situations,	it	is	up	to	intellectual	
dedication	to	push	forward	and	override	
personal	judgment.	After	a	character	acts	
against	their	moral	compass,	roll	
Intelligence.	On	a	failure,	characters	gain	
one	to	three	points	of	Doubt	(based	on	the	
severity	of	the	action),	an	additional	point	
on	a	critical	failure,	none	on	a	success,	
and	remove	one	point	of	Doubt	on	a	
critical	success.	At	ten	points	of	Doubt,	the	
resolve	of	the	character	dissipates	and	
they	abandon	the	mission.	If	Doubt	
exceeds	ten,	they	work	to	pull	other	
characters	from	the	mission	and	each	
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rolls	to	resist	their	own	Doubts	as	morale	
amongst	the	characters	fades.		
	

Non-Player Characters (NPCs) 
Non-player	characters,	or	NPCs,	fall	into	
four	fluid	categories:	Allies,	Bystanders,	
Enemies,	and	Minions.	Allies	aid	the	
characters—sometimes	begrudgingly—
with	clues,	resources,	and	support,	but	
don’t	typically	impact	action	(leave	that	
up	to	the	player	characters).	Allies	may	
have	up	to	three	Skill	proficiencies	and	
can	use	those	to	assist	the	characters;	
allies	have	4	(juvenile	or	infirm	
characters)	or	8	HP	(healthy,	grown	
characters).	Bystanders	are	window	
dressing	and	red	herring,	with	no	skills	or	
abilities,	though	they	may	provide	clues	
to	the	player	characters.	Bystanders	have	
4	HP.	Enemies	should	be	fully-fledged	
characters	working	against	the	player	
characters,	often	with	additional	Attribute	
proficiencies,	Skill	proficiencies,	and	
Abilities,	though	they	should	always	have	
a	Weak	Attribute.	Enemies	have	12	HP	or	
18	HP	if	they	take	Tough.	Lastly,	Minions	
work	for	Enemies	with	one	or	two	Skill	
proficiencies	and	possibly	an	Ability	
(ignoring	prerequisites)	shared	among	all	
minions	of	the	same	type.	Minions	have	4,	
6,	or	8	HP	at	GM’s	discretion.		
	
In	play,	Allies	may	reveal	themselves	to	
be	Enemies,	Bystander	may	become	
Minions,	Minions	converted	to	Allies,	and	
Enemies	can	become	Allies.	Enemies	
never	become	Minions	or	Bystanders.		
	
Enemies	drive	the	plot	in	most	games.	
Their	powers	are	immense	with	networks	

of	Minions	to	do	their	foul	bidding.	Some	
use	force	of	arms,	others	force	of	will	to	
pursue	some	evil	end.	When	creating	a	
story,	always	ask:	How	does	this	help	the	
Enemy?	
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Timed Play, Combat & Initiative 
When	time	is	of	the	essence,	such	as	
during	combat,	roll	Dexterity	as	normal	to	
establish	Initiative.	The	highest	result	
goes	first,	then	work	downward.	
Characters	that	are	hidden	but	aware	of	
hostiles	may	gain	advantage	on	initiative	
at	GM’s	discretion.	Characters	with	
advantage	win	ties	against	those	that	do	
not	and	normal	rolls	win	ties	against	
disadvantaged	rolls.	You	can	handle	
combat	during	timed	play	in	one	of	two	
ways:	Linear	or	Responsive.	
	
Linear	Timed	Play:	Roll	Dexterity	for	
NPCs	as	the	characters	do	and	NPCs	act	
on	their	initiative	rank.	You	may	make	all	
similar	NPCs	resolve	on	the	same	order,	
or	spread	them	lower	in	the	initiative	so	
they	act	separately,	dropping	in	between	
player	characters.	Each	NPC	gets	two	
actions	and	gain	or	suffer	from	the	
Success	Tier	table	just	like	player	
characters.	
	
Responsive	Timed	Play:	NPCs	act	after	
being	acted	on	during	combat	based	on	
Tiers	of	Success.	For	non-critical	
successes,	allow	NPCs	to	take	one	action;	
for	failures	allow	NPCs	to	take	two	
actions;	and	for	critical	failures,	NPCs	take	
two	actions	and	a	free	movement.	
Powerful	Enemies	“earn”	actions	over	a	
round	and	then	spend	them	sporadically	
in	the	initiative	round,	possibly	to	plan	
their	escape	or	coup	de	grâce.		

Character Development 
d20	Pronto	emphasizes	character	action	
and	play,	but	character	improvement	is	
part	of	most	RPGs.	Characters	learn	and	
adapt	to	their	game	setting.	Here	are	
three	ways	characters	may	develop:	
	
Retraining	Skills:	Characters	may	wish	to	
emphasize	new	areas	or	training	between	
missions.	This	represents	a	lengthy	
investment,	usually	at	least	six	months.	
By	losing	proficiency	in	one	Skill,	they	
may	gain	training	in	two	others.	Abilities	
are	not	lost	in	this	way	if	they	lose	their	
prerequisite.		
	
New	Abilities:	In	a	few	months	of	training	
or	in	stressful	circumstances,	characters	
may	surprise	themselves	as	their	powers	
rise	to	meet	a	daunting	challenge.	
Characters	gain	one	new	Ability	for	which	
they	meet	the	prerequisites.	Characters	
cannot	have	more	than	five	Abilities,	
though	they	may	replace	one.		
	
Gain	a	Resource:	Characters	may	gain	
special	resources	such	as	magical	
weapons	keyed	to	them,	access	to	a	
network	of	spies,	or	a	powerful	eldritch	
tome.	These	may	be	major	quest	items	or	
other	powerful	resources	up	to	the	GM	
that	provide	advantage,	access	to	Skills,	a	
raise	of	tier	on	the	Success	Table,	or	act	as	
Abilities	or	Allies	when	used.		

Glossary 
Attack	of	Choice:	This	typically	includes	

hand-to-hand,	ranged	fighting,	or	
firearms	attack,	but	does	not	include	
spells.	GMs	may	introduce	other	
attack	skill	options.	

Cones	of	Damage:	Cones	can	impact	one,	
two,	or	three	targets	that	are	next	to	
each	other	in	a	space	no	wider	than	
15’.	Cones	do	1,	2,	or	3d6	damage	to	
all	in	range.	Cones	can	be	resolved	
with	a	reaction	roll	of	GM’s	choice	to	
reduce	damage	by	half.	

Hit	Points	(HP):	Hit	points	measure	the	
ability	of	a	character	to	persevere	
through	physical	pain	and	injury	
and/or	loss	of	fortitude	and	resolve.		

Persuade:	Any	attempt	to	roleplay	or	use	
a	skill	to	earn	another	character’s	
(player	character	or	NPC)	favor.	These	
skills	are	typically	Charm,	Deceive,	or	
Intimidate.	If	a	character	is	hostile	to	
you,	persuasion	suffers	disadvantage.	

Spells	&	Big	Magic:	Anytime	Occult	&	
Arcana	(and	in	some	games,	
Technology)	are	used	to	deal	damage,	
such	as	through	the	Pray	or	Sorcery	
Abilities,	these	count	as	Spells.	Spells	
are	intentionally	left	vague	and	open-
ended.	Alternatives	to	spellcasting	
should	require	both	an	Attribute	and	a	
Skill	proficiency	as	they	represent	
intense	training	and	character	
investment.	Big	Magic	is	some	
concerted	ceremony	of	five	or	more	
individuals	with	potentially	fatal	or	
apocalyptic	outcomes.	


