
Acknowledgements 
This game was inspired by the following games: 

● Mongoose Traveller 
● The Burning Wheel 
● D&D, 3.5 ed. and 5th ed. 
● Unisystem 
● Cortex Classic 

Some of these are more obvious inspirations than others, but they were all part of forming the image 
of DeciCons together, piece by piece. 
 
 
Gameplay Mechanics 
DeciCons is centered around two dice--the Decision Die (DD) and the Consequence Die (CD). The 
DD is a six-sided die (d6), and it determines the ultimate success or failure of an attempted action. 
The CD is an eight-sided die (d8), and it determines the measure of the success or failure. Skills 
modify the Consequence Die by an amount, allowing players to mitigate failure and expand upon 
success. Character Capabilities modify the Decision Die, allowing characters control over the success 
or failure of their actions. 
 
For certain direct multiple-party contests, including grappling, arm-wrestling, and foot-racing, the DD 
is ignored, and only the CD is rolled, with the Skill and any DD modifier added on top of the result. 
Whichever score is higher, wins. In the case of a tied score, it is a stalemate or a tie (for now), 
whichever fits with the circumstances best. 
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Complete Failure Wild Success 
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Degrees of Consequence 
Success 

● Meager 



○ Deal half damage (always round damage up!) 
● Limited 

○ Deal three-quarters to full damage 
● Normal 

○ Deal full to five-fourths damage 
● Wild 

○ Deal double damage 
 
Failure 

● Meager 
○ Deal zero to half damage 

● Limited 
○ Lose weapon 

● Normal 
○ Lose weapon and balance 

● Complete 
○ Lose weapon, balance, take damage if appropriate 

 
 
Capabilities 

Characters start with 2 points to spend on Capabilities. Capabilities range from DD -2 to DD 
+2, starting at 0 and costing 1 point for every rank of increase, and gaining 1 point for every 
rank of decrease. Additional points to spend on Capabilities can only come from lowering other 
Capabilities. 

STR--Strength is the physical condition of the character. A DD -1 would represent a 
very physically weak person, while a DD +1 would represent a character who is highly 
fit.  
DEX--Dexterity is the physical capacity for care and delicacy. A DD -1 would represent 
a very clumsy person, while a DD +1 would represent a character of grace and 
accuracy. 
WIL--Will is the mental condition of the character. A DD -1 would represent a very 
mentally weak person, while a DD +1 would represent someone of iron resolve and 
mental fortitude. 
PER--Perception is the mental acuity of the character. A DD -1 would represent a 
dense, oblivious person, while a DD +1 would represent a perceptive and attentive 
character. 

 
Skills 

Characters start with 40 points to spend on Skills. Skills range from 0 to CD +/-7, with 3 being 
average. They start at 0, and the cost is 1 point for every level of increase up to rank 5, and 2 
points each for ranks 6 and 7. Skill points may not be spent on other areas of character 
creation. 
 
The Primary Skills are the listed skills that make up most of the skills that characters will use: 



Administration: the skill of knowing how to do paperwork and fulfill regulations. 
Animal Handling: the skill of knowing how to treat animals to gain their cooperation. 
Athletics: the skill of knowing how to move in a complicated manner. 
Artistry: the skill of making music or art. 
Blasting: the skill of setting off explosives. 
Computers: the skill of using electronic devices, including coding. 
Crafting: the skill of making things. 
Deception: the skill of deceiving through misdirection and lies. 
Diplomacy: the skill of telling people things they don’t want to hear in a pleasant way. 
Discipline: the skill of self-control. 
Dodge: the skill of knowing how to move out of the way. 
Driving: the skill of using a vehicle to travel. 
Engineering: the skill of designing and building complicated structures and machines. 
Fighting: the skill of unarmed combat. 
Gambling: the skill of staking money on the probability of an occurrence. 
Investigation: the skill of looking into the facts of a matter. 
Leading: the skill of directing others in difficult circumstances. 
Medicine: the skill of healing the wounded. 

Being treated by someone doing a Medicine Roll is the only way to stop from 
Dying after reaching 0 Health Points. If they have the Medicine skill above 0, it 
counts as a short rest for HP restoration purposes. 

Melee Weapon: the skill of using close combat weapons. 
Navigation: the skill of finding way in unfamiliar surroundings. 
Negotiation: the skill of getting what you want for a minimum of what you have to pay. 
Partying: the skill of being the center of attention and having fun. 
Persuasion: the skill of changing someone’s mind. 
Piloting: the skill of using a complex air vehicle. 
Seafaring: the skill of making way by water, particularly water vehicles. 
Seduction: the skill of being alluring to the opposite sex. 
Science: the skill of understanding the proximal causes and effects of the world. 
Shooting: the skill of firing ranged weapons. 
Stealth: the skill of sneaking without being seen. 
Streetwise: the skill of understanding an unfamiliar urban environment. 
Survival: the skill of staying alive. 
Trading: the skill of managing the logistics of commerce. 

 
Secondary Skills are skills that are written in. They might be setting-specific skills, areas of 
particular knowledge, or esoteric skills that simply don’t fit in the Primary Skills list. 
 

Example 
What this looks like: 
 

● Adrian is a skilled bassist. He has a DEX of DD +2, and an Artistry of CD +/-7. 
 



His player Rolls to play his bass. She gets a DD 2 and CD 7. This would be known as a 
Wild Failure, but thankfully he has his Capabilities and Skills, which modify it to a DD 4 
and CD 8, making it a Wild Success. This is the power of Capabilities and Skills. 
 

● Adrian’s player later needs to Roll to have Adrien resist a Seduction attempt. He has a 
WIL of DD -1, and a Discipline of CD ±0. 
 
She Rolls. She gets a DD 4 and CD 8. This would be known as a Wild Success, but 
unfortunately Adrian’s Capabilities modify it to a DD 3 and CD 8, making it a Wild 
Failure. This is the danger of negative Capabilities and lacking Skills. 

 
 
 

Health 
Every character starts with 15 Health Points. More may be acquired only during character 
creation, using Trait points. Health is recovered at a rate of 5 points at every rest period of a 
couple of hours, or completely for a full day’s rest (this may be modified by Traits). 

 
Traits 

Every character starts with 5 Traits points. More may be acquired by taking negative Traits. 
Traits points acquired through negative Traits may be used for any stage of character creation. 
 

Absent-minded: this character tends to forget things. +1 Plot Tape for roleplaying as 
forgetful under pressure, usable thrice per game session. Benefit: 2 pts 
 
Addicted: this character is physically and emotionally addicted to the use of a 
substance. 

Mild Addiction: this character has a significant addiction to a mind-altering 
substance, such as caffeine, nicotine, or opioids. DD -1 to one Capability when 
the chosen substance is not available. Benefit: 3 pts 
 
Severe Addiction: this character is seriously mentally and physically addicted to a 
mind-altering substance. Two DD -1 modifiers are applied to chosen Capabilities 
when the chosen substance is not available. Benefit: 6 pts 

 
Allergic: this character’s body overreacts to his environment. 

Minor Allergies: this character has a significant allergy. CD ∓2 to all PER Rolls for 
two hours. Benefit: 3 pts 
 
Major Allergies: this character has a life-threatening allergy. -1 Health Points per 
minute until unconscious or dead after exposure occurs. Benefit: 7 pts 

 
Ambidextrous: this character can do things, including fight, with both hands. The 
character may take a second attack without penalty with a second weapon at the same 



target in the same turn. It does not make more attacks per turn possible, but merely 
takes away the penalty for a second attack. Cost: 5 pts 
 
Anemic: this character takes extra time to heal. -1 Health Points recovered per Rest, 
and a full day’s rest does not fully heal, acting instead as a double rest. May be taken 
thrice. Benefit: 3 pts 
 
Anxious: this character is wracked by cares and worries. CD -/+2 to all Psychological 
Rolls. Benefit: 3 pts 
 
Antagonist: this character has someone after him, either an individual or an 
organization. Benefit: To be determined by the Referee, usually 2-6 pts 
 
Arrogant: this character is overconfident and self-assured to the point of losing sight of 
the possibility of failure. +1 Plot Tape for roleplaying as arrogant in the face of danger, 
usable twice per game session. Benefit: 1 pt 
 
Boring: this character is boring to the people around him when he talks. CD ∓3 to all 
Social Rolls. Benefit: 3 pts. 
 
Connected: this character has connections, official or not, to powerful people. The 
nature and power of the connections are determined in conjunction with the Referee. 
Cost: 5 pts 
 
Cowardly: this character is prone to shrinking in the face of danger. +2 Plot Tape for 
roleplaying as cowardly in the face of danger, usable once per game session. 
Benefit: 1 pt 
 
Crippled: this character is missing a limb, or otherwise permanently severely injured. 
Penalties come from the Game Referee. Benefit: 7 pts 
 
Delusional: this character holds attitudes that conflict with reality. 

Minor Delusions: this character is quirky about what he believes, but for the most 
part he is living in the same reality as the rest of the people around him. 
Benefit: 4 pts 
 
Major Delusions: this character is living in a fantasy world… a different fantasy 
world from the rest of his colleagues. DD -1 for Per for moments when he is 
engaged in thinking of his obsessions, CD ∓4 for all Rolls that involve coming into 
contact with an object of delusional fear or confronting a delusion. Benefit: 7 pts 

 
Fast: this character is faster than usual. DD +1 to DEX only for Movement Rolls. Cost: 3 
pts 
 



Fat: this character carries extra weight on their body. DD -1 to DEX only for Movement 
Rolls. Benefit: 3 pts 
 
Greedy: this character wants more things from life. DD -1 to WIL Rolls involving 
resisting the urge to ‘acquire’ more of the object of their greed. Benefit: 2 pts 
 
Gullible: this character is easily convinced of things and particularly easy to get to 
believe new ideas, no matter how unreasonable. +1 Plot Tape for roleplaying as gullible 
in the face of danger. Benefit: 2 pts 
 
Hardened: this character can take more damage before going down. +5 Health Points. 
May be taken three times. Cost: 4 pts 
 
Oath-bound: this character is bound to an ideal, cause, or person by his sworn oath. +1 
Plot Tape for roleplaying as oath-bound in the face of dangerous opposition, usable 
thrice per game session. Benefit: 3 pts 
 
Old: this character is getting on in years. -1 to all Health Points recovered from resting, 
DD -1 for Dex only for Movement Rolls. Benefit: 7 pts 
 
Ominous Sense: this character has a sense of danger that approaches the 
supernatural. Before a conflict begins, this character gets a warning uneasiness that 
gives him time to prepare, even if he is not consciously aware of the impending trouble. 
Cost: 3 pts 
 
Duty-bound: this character is bound to a career that serves others, or an important task. 
+1 Plot Tape for roleplaying as a dutiful character, usable twice per game session. 
Benefit: 1 pt 
 
Showboat: this character likes to show off during inappropriate moments, risking his life 
to seem cool. +1 Plot Tape for roleplaying as a showboater in the face of danger, usable 
twice per game session. 
 
Shy: this character is reserved, withdrawing inward rather than expanding outward to be 
the life of the party. CD ∓3 to all Social Rolls. Benefit: 3 pts 
 
Slow: this character is mentally sluggish. -2 Experience per in-game week. Benefit: 5 
pts 
 
Soft: this character can take less damage before going down. -5 Health Points. May be 
taken twice. Benefit: 5 pts 
 
Quick-Healing: this character recovers from wounds faster than normal. +2 Health 
Points recovered per Rest. Cost: 6 pts 



 
Weak Sense: this character has one of his senses that just does not work right. DD -1 to 
PER for whatever sense is chosen. May be taken for more than one sense. 
Benefit: 4 pts 
 
Wealthy: this character is financially well-off. 

Upper Middle Class: this character is well-to-do. This character has double the 
setting starting funds for equipping themselves during character creation. 
Cost: 3 pts 
 
Nouveau Riche: this character is rich, but new or insecure in their financial 
abundance. The specific amount they have access to is setting- and 
Referee-dependent. Cost: 7 pts 
 
Old Money/Mega-rich: this character has old money, or is supremely wealthy. 
The specific amount they have access to is setting- and Referee-dependent. 
Cost: 10 pts 

 
Plot Tape 

Plot Tape is the currency of plot-centric moments, usable by important characters for important 
times. Every Player Character starts every game session with 3 Plot Tape, which is usable 
only for that session. Certain Traits gain Plot Tape by encouraging roleplaying; this Plot Tape 
is not carried over between sessions. 
One Plot Tape can do: 

● DD +1 to any Roll. 
● CD ±3 to any Roll. 
● -4 Damage to any Attack. 
● +4 Damage to any Attack. 
● Character-breaking moment: the character may act out of character for one action, in 

opposition to any Traits he may have 
 
Experience 

Experience is the currency of progression, allowing characters to improve over time. It is 
gained at a rate of 1 Experience per in-game week, plus Experience equal to half (rounded up) 
of the unused Plot Tape (if there is any) from the game session(s) that covered that week. 
Experience can be used to: 

● Raise a Capability, for 80 Experience per level 
● Raise a Skill, for 6 Experience per level (8 per level above 5) 
● Buy off a negative Trait, for 2 x Benefit 
● Buy a positive Trait, for 2 x Cost 

 
 
 
Weapons and Armor 



Weapons are the tools of damaging other characters. They, along with armor, are the primary 
form of equipment in the DeciCons system. 
For Modern campaigns, the default starting cash is $1,500. 
For Ancient campaigns, the default starting cash is $500. 

 
 

Melee weapons Damage Damage (dice) Range Cost 
Punch 1 d2 Touch - 
Kick 2 d4 Touch - 
Throw 2 d5 Touch - 
Brass knuckles 3 d6 Touch $15 
Dagger 4 d8 0.3 $20 
Short sword 5 d10 0.6 $75 
Improvised club 5 d10 0.6 $5 
Cudgel 5 d6+d4 1 $40 
Bastard sword 6 d12 1.3 $125 
Spear 6 2d6 2 $130 
Pike 6 2d6 3 $200 
Axe 5 d6+d4 0.6 $30 
Battle axe 7 d10+d4 1.3 $175 

 
 
 

Simple ranged Damage Damage (dice) Range Shots Mode Cost Cost, 5 shots 
Recurve bow 5 d10 150 1 SS $75 $2 
Longbow 6 2d6 200 1 SS $100 $3 
Crossbow 7 d10+d4 100 1 SS $135 $4 
Rptg. crossbow 5 d10 50 15 SA $150 $3 
Sling 5 d10 250 1 SS $10 $1 
Slingstaff 7 d12+d2 300 1 SS $25 $1 
Dart, thrown 4 d8 20 1 SS - $2 
Atlatl 5 d10 35 1 SS $30 $3 

 
 

Armor Protection Protection (dice) Age Cost 
Padded tunic 1 d2 Both $5 
Wool padding 2 d4 Both $5 
Quilted armor 3 d6 Both $25 
Leather armor 4 d8 Ancient $150 
Lacquered armor 5 d10 Ancient $250 
Scale armor 6 d12 Ancient $500 
Chain armor 7 d10+d4 Ancient $800 
Plate armor 8 d12+d4 Ancient $1,200 
Full plate armor 9 d12+d6 Ancient $1,600 



Kevlar armor 9 d12+d6 Modern $500 
Ceramic plate 
armor 10 d20 Modern $700 

 
 

Shields Protection Protection (dice) Age Cost Damage Damage (dice) 
Buckler, smooth 1 d2 Ancient $50 3 d6 
Buckler, spiked 2 d4 Ancient $75 4 d8 
Round shield 5 d10 Ancient $100 3 d6 
Tower shield 7 d12+d2 Ancient $125 3 d6 
Ballistic shield 12 d20+d4 Modern $2,250 3 d6 

 
 

Simple artillery Damage Damage (dice) Area Range Interval Shots Mode Cost Cost per shot 
Ballista 15 d20+d10 0.5 250 100 1 SS $5,000 $50 

Polybolos 13 d20+d6 0.5 200 75 12 SA $20,000 $50 
Catapult 30 3d20 6 200 50 1 SS $60,000 $150 
Traction 

trebuchet 26 2d20+d12 4 50 25 1 SS $5,000 $100 

Gravity 
trebuchet 45 4d20+d10 6 250 50 1 SS $100,000 $250 

 
 

Modern ranged Damage Damage (dice) Range Interval Shots Mode Cost Cost per mag 
6mm pistol 5 d10 50 100 12 SA $250 $2 
8mm pistol 6 d12 50 100 10 SA $325 $8 
9mm pistol 7 d10+d4 50 100 10 SA $425 $4 
12mm pistol 9 d12+d6 50 100 8 SA $1,250 $5 
13mm pistol 10 2d10 75 100 8 SA $1,600 $25 
6mm rifle 6 d12 200 200 25 SA $600 $4 
8mm rifle 7 d10+d4 225 200 25 SA $1,000 $16 
8mm sniper rifle 8 d12+d4 1000 1000 5 SS $1,750 $5 
9mm rifle 8 d12+d4 225 200 25 SA $1,300 $5 
9mm sniper rifle 9 d12+d6 1000 1000 5 SS $2,250 $3 
13mm rifle 11 d12+d10 250 200 20 SA $1,750 $50 
13mm sniper rifle 12 2d12 1250 1000 5 SS $2,500 $20 

12-gauge shotgun (var) (var) (var)  6 SA $600 - 

birdshot 5 d10 50 25 - - - $4 
buckshot 6 d12 50 25 - - - $5 

slug 8 d12+d4 75 25 - - - $6 
6mm machine gun 6 d12 150 50 100 A $1,200 $16 
8mm machine gun 7 d10+d4 175 50 100 A $2,000 $64 
13mm machine gun 11 d12+d10 200 50 100 A $3,000 $250 

 
 



 
Heavy weapons Damage Damage (dice) Area Range Interval Shots Mode Cost Cost per shot 
Microgrenade 3 d6 3 12 2 - - $40 - 
Improvised bomb 5 d10 5 10 2 - - $60 - 
Flashbang DD -2 to all Rolls 10 19 3 - - $100 - 
Small grenade 6 d12 3 9 1 - - $250 - 
Standard grenade 8 2d6+d4 4 8 1 - - $500 - 
Heavy grenade 10 3d6+d2 5 7 1 - - $750 - 
Grenade launcher (var) (var) (var) 100 25 6 SA $5,000 - 

40mm 6 2d6 3 - - - - - $200 
40mm shrapnel 6 d12 4 - - - - - $225 

Incendiary 4* d8* 2 - - - - - $260 
Tear gas CD ∓4 to all Rolls 10 - - - - - $150 

Smoke CD ∓3 to all Rolls 7 - - - - - $125 
Flashbang DD -1 to all Rolls 5 - - - - - $50 

60mm mortar 25 5d10 6 2000 1000 1 SS $10,000 $250 
50mm RPG 20 2d20 5 200 200 1 SS $7,000 $1,000 
105mm RPG 45 4d20+d10 6 250 200 1 SS $14,000 $2,000 
175mm RPG 85 8d20+d10 7 300 200 1 SS $20,000 $3,500 

 


