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CHIME CITY 
SHIELDS UP BASIC Version 2.19 

RULES 
 

If you want a character to do something within the character’s capacity, it 

automatically succeeds. If the action might not succeed due to rushing, 

difficulty, or ability level, roll dice to see how it turns out. 

 

Roll 1d6 for any attempt. Success on 5-6 on a 1d6. 

 +1d6 for hobby or novice skills. +2d6 for professional or elite skills. 

 +1d6 for the right tools for the job. 

 

One success means there’s a complication. Two successes is straightforward, 

you get what you want. Three successes or more, and you get something extra. 

 

COMPLICATIONS. Here are ways to adjust the mechanics to help with a fiction 

first approach. 

 

 BOTCH. If you get no successes and at least one “1” result, that’s a botch; 

something terrible happens! 

  

 VARIABLE DIFFICULTY. If the task is really difficult, you only succeed on a “6” 

result. If the task is relatively easy but still difficult enough to require a roll, 

succeed on a “4-6” result. 

 

 EXPERIENCE. Every game session you play you get 1 experience in a pool. 

You can spend these points during a game, each one gives +1 to a roll. Or, 

you can spend a permanent experience point to gain a success, regardless 

of how many dice you roll (and this can cancel a botch.) 

  

 COOPERATION. If one character gives up their actions for the round, they 

can contribute 1d to another character. Up to 2 characters can support a 

third. If their help may not be useful (they lack expertise, there’s limited room, 

only one attempt is possible, etc.) those trying to help may have to get a 

success to grant +1d to another. Reversed, if one character tries to hinder 

another, they can remove 1d from another’s roll attempt, or roll to succeed 

to be able to remove 1d from another’s attempt. 

 

COMBAT. The GM only rolls for general outcomes, or to see whether the NPCs 

are generally lucky or not. The GM mainly assumes a fiction-first approach to 

most combat rather than having set traits for all foes. Damage is assigned to 

characters, and they can avoid that damage and inflict damage of their own 

based on how they assign successes. Combat is measured in stages of the clash 
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rather than blow by blow; how is the battle unfolding? Big fights may be highly 

abstracted, where battles with a superpowered foe may zoom in for more 

detail. 

 

The GM may decide each success is an incoming attack avoided or that one 

success can avoid all incoming attacks. One success may put down each foe, 

or the whole fight against multiple opponents may have its outcome abstracted 

to one die roll fiction first, or a more traditional round by round battle spending 

successes to avoid some damage and inflict other damage may ensue.  

 

The most granular rules are here, and they inform ways mechanics may be used 

to adjust framing outcomes for more abstracted fights in a general way. 

 

 DAMAGE. Basic weapons do 2 damage, unarmed 1 damage. 

o Variable Damage. A complication may reduce the damage by 1, 

getting 3 or more successes may increase damage by 1 or be an 

automatic win. 

o Weapons.  

 Light weapons add +1 to one die on an attack roll as they are 

more likely to hit. 

 Basic weapons add +1 die because they are custom tools to 

hurt targets. 

 Heavy weapons do +1 damage to the target if they hit (which 

may be avoided with successes or armor.) 

 Paired weapons grant both light and basic advantages, or 

make an attack easier (successes on 4-6) player choice. 

 Regular guns do +1 damage, heavy guns do +2 damage. 

 Burst fire: +1 to one die on an attack roll or +1 damage. 

 

 INJURY. Losing health does not affect mechanics (except maybe fiction-first) 

but every -1 health below 0 is -1d on all rolls, and -3 is death. 

o Healing. Health lost to exertion comes back 1 per 6 hours of rest or 2 

hours of sleep.  

o Health lost to damage gets to roll, gaining 1 roll per 3 days of activity or 

1 roll per full day of full rest. If under stress, rolls only succeed on a 6. If 

getting basic first aid level treatment, succeed on 5 or 6. Excellent 

medical care, succeed on 4+. 

  

 ARMOR.  

o Light armor can do 1 to 2 things based on its quality.  

 Add 1 health. 

 Add +1 to all defensive rolls, making success more possible 

o Heavy armor, same. 

 Ignore the first point of damage from any attack. 
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 Add 1 health. 

 Add +1 to all defensive rolls. 

o A shield may add +1 die to defensive rolls because it is custom useful 

equipment for avoiding damage. 

 

GAME MASTER TOOLS 
 

 Luck. If luck makes the difference in a situation, the GM can roll 1d6; the 

higher the result, the better for the player. Ideally the GM figures what’s 

normal and that happens from 2-5, with 1 being very bad and 6 being very 

good. Nuance is possible. The GM can tell the player the stakes ahead of 

time to build suspense, or improvise based on how good the roll is. 

 

If circumstances in the game’s context call for an unusual roll or suggest odd 

potential consequences, ideally talk about it ahead of the roll and agree on the 

range of outcomes. If a set of circumstances makes a difference, note that for 

future reference to be consistent. 

  

This game is designed to be rules light and offer tools for interpretation. If 

something isn’t covered or you want to handle it differently, work it out. 
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CHARACTER TRAITS 
 

Characters generally need names, general physical description, background, 

equipment, standard operating procedures and general history. Characters 

need a basic fictional framework to contextualize a “fiction first” approach.  

 

Character Record 

 Traits and fictional framework 

 Abilities (that may be added as the game goes on) 

 Health (hit points and energy) 

 Powers (Tiers and Demand for sure, other traits on a power are optional.) 

 People (who matters to the character, and why.) 

 

ABILITIES. Skills and Talent. These can be determined ahead of time, and if it 

makes sense to note others over the course of the game, feel free to add them 

with GM agreement. 

 Hobby or novice skills and abilities grant +1d.  

 Professional level skills and abilities grant +2d. 

 

HEALTH. Hit Points and Energy. Assign this based on concept.  

 1. Child or elderly person. 

 2. Frail person. 

 3. Normal adult. 

 4. Robust healthy athlete or soldier. 

 5. Elite tough guy. 

 

TIERS. Supernatural Powers and Custom Gear. Assign a number between 1 and 

5. In general, this advantage lets you (by yourself) project violence, control, 

strength, or some other environment alteration equivalent to a number of 

trained and equipped professionals (like soldiers, bodybuilders, scouts, etc.) 

Damaging powers default to 3 damage per tier. 

1. Budding or vague power, customized normal gear. Effective as x3 people. 

2. Remarkable supernatural ability, proprietary technology. As x5 people. 

3. Gamechanging supernatural ability, science fiction tech. As x30 people. 

4. Truly awesome. Advanced alien tech. As x200 people. 

 

Roll your dice as normal on a scale that makes sense for what you can affect 

with your powers and gear. If competing against a lower tier, you get 1 

automatic success per higher tier. 

 

DEMAND. How taxing is a power to use? 

(Negative Rating) Always on, costs to suppress it. 

0. Always on at will. 
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1. Easy. Walking for a minute. Costs health to use for hours. 

2. Taxing. Jogging for a minute. Costs health to use for 30 minutes. 

3. Punishing. Running for a minute. Costs health to use for 5 minutes. 

4. Damaging. Causes 1 damage to use. 

 

The rest of the traits for superpowers are optional; every power may not have 

any trait, much less every trait.  

 

CONTROL. When you have rolled your dice using your power or gear, then your 

control comes into play. Every point can either add +1 to an existing roll or add 

1d to roll. If the score is negative, then the GM can either -1 to a roll, subtract a 

die before you roll, or add an unintended consequence to the outcome. 

 -2. Involuntary. 

 -1. Activates when intended, but difficult and inconsistent effects. 

 0. Newb. Activates when intended, but pretty raw. 

 1. Amateur. Trained or practiced. 

 2. Professional level. Remarkable precision, detail, fine tuning. 

 3. Elite. Rare mastery earned through experience and training. 

 

ENERGY. You have a reserve of supernatural energy that you can pump into 

your powers, beyond your personal health. In general, a healthy adult has 3 

points of life energy; calibrate how much a meta might have accordingly. In 

general, you can spend 1 Energy per power Tier. Energy returns at a rate of 1 

per 12 hours of activity, 3 hours of sleep, or hour of meditation. 

 If raw power will help, +1 success per point. 

 If heightening an effort may help but needs control, +1d to the roll. 

 If adding power makes a task easier, spend a point to succeed on 4-6. 

 If adding damage to an attack, +2 per Tier. 

 

COMPLICATION. There are general traits that can be added to a power, either 

to fit in with a character concept or to balance out powers that would not 

otherwise fit the game well. Here are some examples. 

 Distracting. You lose touch with your environment, partially or fully, while 

the power is active. 

 Contested. You struggle with another entity for control of the power. 

 Forceful. You cannot pull your punches with it and it tends to kill people. 
 


