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Near Death 
A Game in the Near Afterlife 

 

By Andrew Shields 

(Draft, February 27, 2013) 

 

You go here when you die—or almost die. Time ceases to have meaning. 

Maybe your time passes as the minutes you were legally dead, or maybe 

over decades in a coma. Here you are—not dead, but not alive either.  

 

Your story ends when you make peace with your new home, escape to 

the next stage of your journey, or return to life. For now, you have 

unfinished business, and it’s time to do something about it. 
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Character Record 
 

Name:  Player:  Created:  

Description:  

Cause of Death:  

Unfinished Business:  

 

Training:  Nature:  

 

Life Force 6 5 4 3 2 1 Life 

O O O O O Roll high to 

succeed Death 1 2 3 4 5 6 

 

Psyche 6 5 4 3 2 1 Drive 

O O O O O Roll high to 

succeed Peace 1 2 3 4 5 6 

 

Spectrum Skills 
Trait Description 

  

  

  

  
 

 

Significant Events:  
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Character Generation 
Descriptive Details 

 

Name. What does the character call himself or herself? This can be a 

nickname, a single name, a full name, a handle, or whatever best suits the 

character’s sense of self-identity. 

 

Player. Your name. Created. When did you make this character? 

 

Description. How does your character look? Description focuses on the 

telling details that travel with your character past physical form, part of 

your sense of self-identity. (p. 11 if you want, interpret as desired.) 

 

Cause of Death. How did your character come to be so badly hurt that 

he or she comes to this strange place between life and death? You can 

decide, or you can randomize on the list of fatalities on page 10. 

 

Unfinished Business. This is key to your character’s future. If you can 

resolve your unfinished business, you can move on to the next stage—

true death, returning to life, or making peace with where you are now. 

You can decide what has you tenaciously clinging to life in the face of 

great injury, or you can randomize on the list on page X. 

 

Nature. This is the core of your character’s personality. The character’s 

nature explains how the character regains resolve, the most ingrained 

perspective, and the default behavior. You can choose a nature, or 

randomize one, from the list on page 10. If you don’t see one you like, or 

you have an idea that doesn’t fit any of those, you may be able to make a 

new one with GM approval. 

 

Training. Choose one thing your character did really well when alive. 

This one kind of work will be easier for the character, even in this 

strange state of being. You can choose one from the list on page 11, or 

randomize one, or make up a new one with GM approval. 
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The Spectrums 

 

At generation, choose where you are on the Life Force and Psyche 

spectrums. Choose one of the three slots in the middle for each. 

 

Life Force 6 5 4 3 2 1 Life 

O O O O O Roll high to 

succeed Death 1 2 3 4 5 6 

 

Psyche 6 5 4 3 2 1 Drive 

O O O O O Roll high to 

succeed Peace 1 2 3 4 5 6 

 

Sometimes you have to test one of the 4 spectrum poles, called traits. 

Succeed if you roll equal to or higher than the number next to your rating 

for that trait. Use a 6 sided die. 

 For example, choosing the second slot on the “Life Force” spectrum 

means the character must roll 5+ to succeed on a Life challenge, and 

3+ to succeed on a Death challenge. 

 

Trait Represents Common Tasks 

Death Necromatic power. 

Death energy. 

Stealthing past life-sensing creatures. 

Enduring cold. 

Dealing with the dead. 

Scaring the living, intimidation. 

Life Health. 

Connection to the past. 

Vibrant life force. 

Remember your life. 

Resist cynicism and bitterness. 

Express genuine emotion and passion. 

Romance. 

Withstand injury. 

Peace Healing. 

Calming ability. 

Composure. 

Self control. 

Waiting patiently. 

Calming a hysterical person. 

Resisting seduction. 

Enduring torture. 

Drive Violent power. 

Motivation. 

“Physical” tasks. 

Intimidating or inspiring someone. 

Resisting despair and exhaustion. 

Ignoring limits. 

Adjusting an outcome. 
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Spectrum Skill Use 
Every position towards a trait’s end of the spectrum past the center grants 

1 spectrum skill. Each trait can have up to 2 spectrum skills. 

 

Some spectrum skills are passive, always effective. Some spectrum skills 

are active, requiring a point of a trait to be spent. (See “Doing Things.”) 

 

Moving the Spectrum, Changing Spectrum Skills 

 

As the character’s story unfolds, their traits may shift. When you face a 

critical choice, a victory, or a defeat, you can move one of your 

spectrums one space to the right or left. 

 Sometimes the player chooses to do this, and sometimes the GM 

requires the player to move a spectrum position. 

 

Every time a spectrum position shifts, the character gains or loses 

spectrum skills. 

 

If a character wants to change a current spectrum skill, then if the 

character has an event worthy of moving the spectrum position, it can 

stay put and the character can change a skill instead. 

 

Record these significant events on your character record. This is an 

effective way to track the development and fate of your character’s 

journey towards his or her final fate. 

 

Example: Josh has a Life Force spectrum position of 4. 

 Life trait needs 3+ to succeed. Death trait needs 5+ to succeed. 

 He is one position to the right of center, towards Life, so he has 1 

Life spectrum skill: Sturdy. 

 

If Josh finds love, he may move his Life Force spectrum one to the right, 

to a 5. Life would succeed on 2+, Death on 6+. He would keep his 

spectrum skill Sturdy, and he could choose another, like Focus. 

 

If Josh is infected with death energy by a demon attack, his spectrum 

might move one to the left, to a 3. Life and Death would both succeed on 

4+, and he would lose his Life spectrum skill.  

 

If Josh is captured and “seasoned” by a demon, then escapes, the 
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trauma may warrant a shift on his Life Force spectrum. He could 

increase it, affirming his commitment to life and gaining a new spectrum 

skill. Or, such a narrow scrape could leave him diminished, moving to 

the left and losing his spectrum skill. Or, he could stay where he is on the 

spectrum, and change out Sturdy for Delicious. 

 

Spectrum Skills 
[Each of the 4 traits needs 6 passive and 6 active skills.] 

 

Life 

 Delicious. Your life energy is obvious to those that feed on it, if you 

wish it to be. You can be detectable at double range, and seem extra 

tasty. 

 

 Focus. When moving 1 use of Drive to Life, clear off a second Drive 

use. 

 Enduring. Add 1 use to Life to count a Life roll as a success instead 

of rolling, if it involves stamina. 

 Sturdy. When you are hit for more than 1 Life damage at once, only 

take 1. 

 

Death 

 Chilling. +2 to intimidate or resist intimidation. 

 Lethal. If you damage a target’s life, add 1 damage. 

 

 Rouse Remains. (Costs 1) Raise a corpse to assist you as best it can. 

 Deathspeak. (Costs 1) Speak to a ghost of the remains of something 

once-living. 

 

Drive 

 Charisma. +1 to all intimidation and inspiration attempts. 

 Tough. Take injuries to Drive and/or Life instead of just Life. 

 

 Fighter. Get +2 to a combat roll for each 1 Drive spent. 

 Resilient. Add 1 use to Life to clear off all Drive. 

 

Peace 

 Meditation. 10 minutes of quiet can clear off 1 use of Peace. 
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 Courage. +2 to resist intimidation or inspire others. 

 

 Lullaby. (Costs 1) Hum or sing to someone for a few minutes, and 

sleep will come to them free of nightmares. Unwilling targets can 

test Drive to stay awake. 

 Massage. (Costs 1) A massage can clear off 1 use of another 

person’s traits. 
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Doing Things 
 

There are three major kinds of tests besides trait tests. 

 Opposed. Both roll d6 and add any modifiers. Highest roll wins, a 

tie is a tie. 

o You can add +1 to a roll by spending a Drive point (except a 

Peace trait test). 

 Unopposed. The GM sets a difficulty between 2-12. Roll equal to or 

higher to succeed, on 1d6 (with any modifiers).  Often 3+ succeeds. 

 Assisted. If someone is helping, they can add Drive uses to the roll. 

 

Using Your Strengths. 

Doing things that are in your nature gives you +1 on the roll. 

Doing things that are in your training gives you +1 on the roll. 

 

Spending Traits. You can spend a point starting from the opposite end 

of the spectrum working towards the middle. This can help do 2 things. 

 Use an active spectrum skill, or 

 Get +1 on a roll on that trait. 

o Spend Drive for +1 per point spent for any trait roll but Peace. 

 

A trait can spend points on the opposite side of its spectrum position. 

Either trait on the spectrum can spend the spectrum position point. 

 

Example: 

 

Life Force 
6 5 4 3 2 1 Life 

O O ● O O Roll high to 

succeed 
Death 1 2 3 4 5 6 

 

Psyche 
6 5 4 3 2 1 Drive 

O O O ● 
O Roll high to 

succeed 
Peace 1 2 3 4 5 6 

 

“Life” can spend 6, 5, maybe 4. “Death” can spend 6, 5, maybe 4. 

“Drive” can spend 6, 5, 4, maybe 3. “Peace” can spend 6, maybe 5. 
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Shifting Trait Uses. Given a brief rest for reflection, you can move a 

point between Life and Drive, or between Death and Peace.  

 

Regaining Trait Uses. To regain a use in a trait, you must do something 

that is both in your nature and affirming to the trait. 

 

Combat 
 

Both sides roll, adding any bonuses. Drive can add in at +1 each. If there 

is a winner, the winner takes 1 out of the loser’s Life per point over. 

 
Combat modifiers include 

Weapons Armor  

+1: Better armed. 

+2: Superior weapons. 

+1: Armored. 

+2: Well armored. 

+1: More skill. 

+X: Supernatural advantage. 

 

 Defensive fighting: +1 (cannot injure for more than 1 Life). 

 Offensive fighting: +1 (but only if you tie or win).  

 

Multiple Opponents 

 

If others are helping, they can add up to +3 for numbers and/or skill—but 

only if the number of combatants is uneven. Bigger brawls split into 

many smaller brawls. 

 Three against one would be a single fight. Three against two, and it 

would split into one on one and two on one.  

 

Range Combat 

 

For range combat, +1 for some cover and +2 for good cover. Also, more 

potent weapons increase the Life damage if the attack scores a hit. 

 Automatic weapons get +1 to the roll for a burst, +2 for a long burst. 

 Guns are +2-+5 if the attack scores a hit. 

 

Getting Killed 

 

If you take a point of Life damage and you have no Life left, then you 

fall down, unable to take further action. What happens to you next 

depends on what space you find yourself in… 
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Random Generation Tables 
 

Cause of Death (3d6) Unfinished Business (3d6) 

3. Car accident. 

4. Slipping away, brain cancer. 

5. Drowning, boating accident. 

6. Nasty fall down the stairs. 

7. Shot by a mugger. 

8. Suicidal drug overdose. 

9. Complications after surgery. 

10. Lost in the snow, exposure. 

11. Heart attack. 

12. Beaten by loan shark’s thugs. 

13. Nasty case of pneumonia. 

14. Fell off the roof. 

15. Stroke, maybe brain death. 

16. Organ transplant gone awry. 

17. Massive allergic reaction. 

18. Bear attack! (shark, dog, etc.) 

3. Angry last words with lover. 

4. Never reconciled with child. 

5. Must get to hidden treasure. 

6. Revenge on your enemy. 

7. Never did make it to Paris. 

8. Who will look after my child? 

9. Prove your innocence. 

10. Confess your guilt. 

11. Finish your masterpiece. 

12. Hold on to your fortune. 

13. Never put your needs first. 

14. You must keep a promise. 

15. Never took meaningful risks. 

16. They still need you. 

17. Corrupt, fear you’ll get justice. 

18. Still a virgin. 

 

(4d6) Nature How is it regained? 

4 Analyst Understand data from study to solve problem. 

5 Caregiver Help another live better, offer help. 

6 Comrade Take action with close friends, whatever it is. 

7 Conservative Succeed with traditional ways, prevent change. 

8 Crusader Take up a cause, succeed against the odds. 

9 Curious Find out something new, answer questions. 

10 Diplomat Bring conflict to compromise. 

11 Expert Successfully demonstrate expertise. 

12 Explorer Go to a new place, learn its secrets. 

13 Gallant Chivalry, drama, and the center of attention. 

14 Healer Lessen another’s damage or pain. 

15 Hero Do the right thing no matter the cost. 

16 Hunter Success pursuing an elusive target. 

17 Leader Give direction that leads to success, be obeyed. 

18 Loner Succeed without assistance.  

19 Maker Build something, fix something broken. 

20 Protector Defend a target from harm, successfully. 

21 Rebel Succeed at insubordination and rule-breaking. 

22 Romantic Justify optimism, heroes win, romance. 

23 Shepherd Gather a group, protect them, lead them. 

24 Teacher Give students training or insight. 
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Training (3d6) 

Description Traits (3d6) 

Props regenerate if necessary, part of self-image. 

3. Soldier. 

4. Baker. 

5. Executive. 

6. Athlete. 

7. Homemaker. 

8. Doctor. 

9. Lawyer. 

10. Thug. 

11. Cook. 

12. Storyteller. 

13. Occultist. 

14. Preacher. 

15. Professor. 

16. Student. 

17. Sales. 

18. Reporter. 

3. Glasses, slipping down or needing cleaning. 

4. Neatly dressed in business attire. 

5. Hidden in baggy jeans, sweater, slouch hat. 

6. Low-slung guitar or bass (acoustic or electric.) 

7. Tall boots with many buckles. 

8. Heavy makeup. 

9. Many rings, necklaces, or bracelets. 

10. Barefoot, dressed for summer at the beach. 

11. Mirror shades. 

12. Eye-catching tattoos. 

13. Posture shifted by backpack on one shoulder. 

14. Too-white teeth and eyes, almost luminescent. 

15. Height of seductive evening wear for clubbing. 

16. Notepad or sketchbook and pen. 

17. Religious symbol (crucifix, rosary, Bible, etc.) 

18. Uncomfortably fat in tight clothes. 

 


