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Preface

This is the first edition of the rules for DragonSpawn, a fantasy role playing system. This guide has been built around one general premise, that other systems are either too cumbersome, or too simplified, turning role-playing into Roll Playing. Too many games have devolved into, “Open the door, kill the monster, divvy up the treasure. Go to the next door…”

That is not what role-playing is about. Good role-playing can be done without dice, without ability scores, and even without a Game Master. Not that this system doesn’t use dice. To the contrary, one of my favorite things from gaming is a heavy velvet pouch that is filled to bursting with dice of every imaginable size and color, not to mention number of sides. This system uses ability scores as well, quite a few of them in fact.

So why am I writing this?

The easiest answer is that I want to make everything consistent and easier. To remove all of the ambiguities that have cropped up over the years. That is a pipe dream. Any ambiguities I clear up will surely spawn twenty more. That is the nature of role playing, and that is what makes it unique among all the games in the world. In the end, what I am trying to do is create a system that is easier to use than the “classic” systems (and I shall avoid naming names), yet still offers the rich depth of play those systems offer. In addition, this system, from the start, will be donated into the public forum. Although I will retain the rights for the system, and I will be the only “official” outlet for the game, anyone will be able to create their own adventures, addenda and rule variations, and post them in any forum they want.

I will maintain an “official” logo for the game, and those additions that are submitted to me, and which I approve of, will receive this logo, and become an “official” addendum to the game.

I can only hope that this system catches on, and is put into wide use and accepted. If it is, there is no limit to the range this game can cover. In addition, although I have not tried it personally, there is no reason that these rules can’t be extended easily to any genre of role-playing. I am sure, and I hope, that individuals will produce those rule addenda soon, so that everyone can enjoy this system, whether they are swashbucklers or mech-warriors.

In closing, I can only say, “Enjoy!”
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Introduction

So, you’ve chosen the path less traveled and have decided to be a Game Master. Congratulations on your choice, you’re one of the few. However, you are also one of the lucky ones. Rather than simply playing the game, you have chosen to control the game. That simple difference comes with a large dose of responsibility. Without you, the game can’t happen, and if you don’t do a good job, the players will lose interest and leave the game.


So what is your job, exactly? The answer: for all intents and purposes, you are the game. The player’s characters will be adventuring in a world that you have created. Within that world they will meet with characters and creatures that you have created and given personalities to.  When a judgment call needs to be made, you are the one that will make it. You have the power of figurative life and death for the player’s characters.


But don’t let it go to your head. Just because you can do something, doesn’t mean that the players have to like it. If you arbitrarily kill off a character from a paper cut that becomes infected, and then that player is not going to be happy with you. Things in your world should happen for a reason, not just on a whim. When you make rules, you should be the last one to try to break those rules; otherwise you create a game that is unfair for the players. 


Also, it’s best to try to maintain at least some semblance of reality. Don’t put 100-foot long dragons into a tiny closet sized room. It’s just not within the realm of possibility, and your players will quickly become frustrated with it.


This book will hopefully provide the extra information you need to become a quality game master. To aid in this task, we’ll begin with an empty slate and work our way up through creating a world and filling it with nations, political figures, heroes and intrigue.  Then we’ll step through running an adventure itself with example characters and some tricky questions. By the time the book is finished, you should be able to run your own adventure from start to finish. 

Finally, we’ll include a few reference pages to try and help with any other situations that might arise. Together, this should create a good reference book for the Game Master. Good Luck, and Enjoy!

Chapter I: The Role of the Game Master


What is a Game Master? Are they some kind of super-human genius with control of all things mystical? Can they change the lives of others with the blink of an eye? Do they possess some mystical power?


Of course not. A Game Master is a person. That’s it, just a person. The only thing that makes a Game Master special is the fact that they are in charge of the story.


As such, a GM needs to spend more time preparing for a gaming session. They have to create the adventure from start to finish, to choose how each town looks, who the players will meet, and how each room is populated. That’s a lot of work, and don’t think that it’ll be easy.


A good GM will spend as much as twenty hours of time outside of each gaming session developing the adventure for the players. The more time you spend, the better the adventure will be.


But that doesn’t mean you need to provide a personal history for every single denizen of your world before you can begin a single gaming session. You can create an adventure where there is only a single building detailed. It is possible. 


Too much detail doesn’t help much either. If you detail every inn, every room, every building, every townsperson, every gold coin, and on and on, you will quickly become jaded when your players ignore a large portion of your work. If they don’t ignore it, they’ll quickly grow tired of long descriptions. 

Chapter II: World Building


The first step in creating an adventure is to decide just where that adventure is going to take place. That means creating a world. The simplest world is one that is very similar to Earth, perhaps even Earth itself. In this case, we know that there are many, many, very accurate maps available. We know exactly the kind of weather a region receives, whether it’s dry or wet, desert or rain forest. We know the political boundaries, the cultures, basically everything about it. Unfortunately, that’s also the problem. The players know everything about the earth as well. So, we’re left with a dilemma, do we use an easy world to get information on, or do we create our own. The choice is yours, that’s what being a Game Master is all about.


Now, if you’ve chosen to use the Earth, or some well known area thereof, most of your work is done, and you can skip ahead in the book. If you haven’t chosen the easy way, then the following sections are for you.

Welcome to Kroth


For our running example, we will create a new world known by it’s inhabitants as Kroth. We’ll refer to the star system it’s in as the Kroth system, although it should technically be known by the name of the star, as I’m sure some astronomy people are already pointing out. But, we’re already a step ahead of ourselves.

Stars


A world needs a star to orbit. Without the light of a star, there is no energy available for life to exist. So, to start our world, we need the star it orbits. There are many different kinds of stars, everything from red stars that have barely heated to the point of nuclear fusion, all the way up to blue-white supergiants a thousand times the mass of the sun, which burn themselves out in a few hundred million years and detonate as supernovas. Our own sun is a yellow-orange star called a G class star. It’s one of the most common stellar types within our own galaxy.


There also is the possibility of multiple stars within the system. Binary stars are actually very common within our own galaxy. With two stars, planets would be in a constant gravitic tug-of war between the two stars, whether it orbits around both stars in a large orbit, or performs the incredibly unlikely figure eight around them. A good example of a binary star system was the world of Tatooine in Star Wars™.


Other possibilities exist. A dark world that circles a pulsar in the stellar nebula left behind by a supernova. Since the pulsar still gives off some light (perhaps four times the light of the full moon), and enough radiation to heat the surrounding area by electromagnetic induction, it could still sustain life on a planet. How that planet survived the supernova is a better question.


Another possibility is a star with a black hole or brown dwarf companion drawing off stellar material. Many of those stars possess strange and incredible processes that would produce interesting effects on the worlds that circle them. For instance, several of the companion dwarf stars tend to draw in stellar material to their surface until enough matter accumulates that, for a short time, they flare up like a star again, on a cycle that varies from every six months to every hundred years.  Such an event would have a tremendous impact on religions and culture.


In the case of Kroth, we choose to go rather conservatively, with a star slightly more massive then our own sun, burning at a color of yellow. Because the star is more massive, it is actually slightly smaller, as it’s weight compresses it further.

Planets


Surrounding the star is a halo of planets, in our own solar system there are nine planets, plus a handful of possible planets, an asteroid belt, and a cloud of comets and various other traveling planetoids. It helps to notice that near the star, it is unlikely that a planet will have life, as the star is constantly cooking it. Further out, life becomes unlikely because it is too cold. There are exceptions to either case, but in general, it seems to hold.


Small planets, less than half the size of the Earth, don’t tend to have atmospheres, because they don’t have enough mass to hold an atmosphere to their surface. Massive planets, however, will have deep atmospheres composed of the lighter gasses like hydrogen and helium that escape from the atmosphere of earth-sized planets.


Although it was originally thought that massive planets only formed further out in the solar system, new planets discovered around distant stars seem to show that large planets can form near stars.  It is probably more likely that the large planets will form at some distance from the star’s surface because in a uniform accretion disk, there is more material in a larger orbit, simply because there is more area for that material to fill. Thus it would seem that the normal procession of planets would be from smaller near the star, getting larger going out, until the accretion disk begins to thin, and the planets begin to get smaller again. 


That model is what we will use in the Kroth system. Our system has eight planets, the fourth from the sun being our home planet of Kroth. The rest of the planets are as follows, from the nearest to the star (AOR) to the farthest:

Felias ( Atris ( Bertan & Brion ( Kroth ( Exemur ( Friggas ( Belun ( Atriaphus


The planets need only a short description, because, for the most part, they can only be seen as especially bright stars from Kroth. In most cases, it is enough to explain their names and say what color they appear in the sky. The following table for the Kroth System is a little more in depth, but not especially taxing to create.

Name [moons]
History
Size (Diameter)
Length of Year
Ave. Orbital Distance (Miles)
Color
Life forms

Felias [0]
Goddess of Fire
1,400 miles
63 Kroth Days
17,031,200
Reddish-White
none

Atris [1]
God of War
2,600 miles
154 Kroth Days
38,254,000
White
none

Bertan [0] & Brion [0]
Twin Gods of the Underworld
Bertan: 5,807 miles  & Brion: 5,314 miles
228 Kroth Days
53,657,300
Bertan: Green & Brion: Blue-Green
Bertan: Simple life forms in thin, hot oceans & Brion: bacteria on Copper Oxide based flats

Kroth [4]
Goddess of Fertility
9,120 miles
384 Kroth Days (1 Kroth Year)
98,678,400
Blue
Many varied life forms

Exemur [9]
God of Wealth
28,870 miles
1127 days
418,731,600
Gold
bacteria

Friggas [24]
King of the Gods
188,716 miles
2588 days
1,218,789,700
White
none

Belun [17]
Goddess of Beauty
123,413 miles
6018 days
2,460,850,000
Pink
none

Atriaphus [2]
God of Preservation 
5,627 miles
21,683 days
5,118,221,300
White
Slow moving silicon based life


This is a relatively complete description of the planets. It may not be mathematically accurate, but it should suffice for most situations. A table like this will answer the questions of whether a planet is visible in the nighttime sky, and how long it takes to make a complete cycle in the sky.  Note also that Bertan and Brion is a double planet, or two planets circling each other only 22,000 miles apart. 

Your Home Planet


Now comes the time to choose your home planet. From the above list of eight planets above, it becomes obvious that the only two candidates are Kroth and Atriaphus as a basis for life. Since Atriaphus only has slow-moving silicon based life, we will drop that one, leaving only Kroth. Of course, we knew that Kroth was going to be our home world from the start, so this choice is easy.


Now, we need to fill out our home planet.  From the table above, we see it has four moons. Three of these will be “standard” round moons, and the fourth will be a captured irregular asteroid in a complex orbit. This will give us a set of seasonal holidays based on lunar positions, and a set of irregular holidays based on the position of the fourth, irregular, moon.


We now have to give each of these moons it’s own name, Losicara, the red moon, Ecilatara, the white moon, Felitara, the gray moon, and Perifetara, the irregular dark gray moon. To simplify things, we decide to make each moon have it’s own orbital period. Losicara circles Kroth once every twenty-four days, or once every four Kroth weeks. Ecilatara orbits once every eleven weeks and Felitara orbits once every four months (16 weeks). Perifetara makes one complete transit every 313 days, over a route that brings it close to Kroth four times during that period.


Kroth has an 11-degree axial tilt, which provides milder seasonal changes then the Earth experiences. Seasons are about 3 months long each, and the Kroth calendar begins with the first day of spring. 


Now a quick aside. If you know ahead of time what your home world should look like, it will be easier to make certain other decisions about the world. Kroth, for example, has 8-day weeks, 32 day months, and 12 months in the year. By doing the math, 12 x 32, we find that we have 384 days in the year, which is exactly what appears in the table above. This isn’t coincidence, it’s because I calculated the calendar I wanted first, and then filled in the table. Although in this example, I’m taking a largest to smallest approach, there is no reason why you can’t choose to take a few steps “out of line” to get the result you want. Remember, you are totally in charge at this point, if you don’t like something, change it. No one will know, and no one will be upset.

Geography


After you have decided on the general information on your world, such as seasons, calendar and moons, you can get down to the nitty-gritty of the planetary surface. Is your world almost entirely land or almost all water? Is it a barren desert world, or is it a lush tropical paradise. Or, which is more likely, is it a mix of those types. 


A world can be a planet-wide desert like the world in the Dune novels, or a world mostly of water with tiny island areas that represent individual nations or kingdoms. Empires might consist of a few thousand square miles of total land area on a world like that.  In comparison, on a desert world, an empire might contain hundreds of thousands or even millions of square miles, yet have a population of only a few thousand people. 


Kroth has a mix of land and water, about 60% water and 40% land. The land is separated into 6 continents, an outline map of which follows:

<Map Picture Here>


A note on continental drift: Most worlds are composed of a heated core and a thin crust of solid rock that floats on its surface. As the planet rotates and precesses around its orbital axis, that thin crust breaks into vast plates of material, much like a thin coating of ice will break into pieces when the water beneath it moves. Those pieces of crust are called continental plates. These plates drift slowly across the surface of the planet where they bump and butt up against each other. Over long periods of time, the face of the planet changes as these plates drift from place to place. 


The reason this is brought up is because most of the interesting geological events occur along the plate boundaries. For example, the edge of the Pacific Plate on the Earth is called the “Circle of Fire” because volcanoes sprout up all along the edge of the plate. Also, mountains tend to spring up at the edge of plates, for instance, the sub-India plate is pushing up the Himalayas in Nepal and Tibet.  Plate edges are also where earthquakes happen, for example, the San Andreas fault is the edge of the Baja Plate which is pushing north riding over the subducting Pacific Plate which is itself pushing east into the westward moving North American plate.  With all of this activity, it might be helpful to draw the plate lines onto a map of your world so that you will know where mountain ranges will form, and where earthquakes will be prevalent. 


For Kroth, the map of the world with the Tectonic Plates outlined in red is as follows. Note the arrows that show the direction of the plate’s motion. Where two plates are moving apart, it will usually cause a ridgeline to form with material being ejected volcanically from the expansion line. 

<Plate Tectonic Map Here>

Physical Features


Now that you know where the interesting things are going on in the world, lets define some of the physical features. Where two plates are running into each other, there are two possibilities: either one plate will crumple and fold to form mountains, or one plate will plunge below the other causing volcanoes and earthquakes. 


Where two plates run along side each other, there will be many active fault lines and lots of earthquakes. Where two plates push apart from each other, there will be a ridge of slowly growing volcanic material. Usually those ridges are underwater, on Earth; the only above-water ridge is in Greenland. 


There are also geothermal hot spots that create island chains and drive things like geysers in Yellowstone Park.


The other major forces in carving out landscapes are based on water. With a lot of water, most mountains will be rounded down, and there will be many deep-cut riverbeds and canyons. The other major way in which water affects geography is through glaciation. 


As snows build up in the northern and southern latitudes, glaciers, slowly flowing rivers of ice, will move towards the equator, grinding up and flattening out everything they pass over. As they recede, they leave behind gravel made of any stone that can be found from where they started from to where the glacier melted. 


One last major cause of change is cosmic intervention. Meteorites can cause vast changes in the landscape almost instantly.  A chunk of rock less than twenty feet wide can make a crater over a mile wide and shatter bedrock for twenty miles around it, all in a fraction of a second. Larger impacts can change the entire planetary environment for extended periods of time.


Once you have your mountain ranges in place, you need to decide on climates. How strong is the axial tilt of the planet? If it is not tilted at all, then there will be no seasons on the planet. Northern and southern areas will always be cold, and equatorial regions will always be hot. On the other hand, an extreme tilt of 90 degrees means that there will be summers that last half a year, and winters in darkness for the other half of the year. The sun would rise at the beginning of spring and then simply circle the sky, ever higher, until the middle of summer. Then it would spiral down once more, until, on the first day of fall, it would once again fall below the horizon to usher in another half a year of darkness. Summers would be blistering hot, and winters would be unbearably cold. 


In either case, you will develop a set of seasons; along with these go weather patterns. How weather moves determines how things grow, and what kind of environment an area supports.


Coniferous trees grow in cooler latitudes; deciduous trees grow in warmer climates.  In hot climates trees like magnolias, palm, and rain-forest trees like balsa are the primary growth forests.


Windward sides of mountain ranges tend to get a lot of rain, especially when a large body of water is nearby to feed the evaporation. Leeward sides of a mountain tend to be arid, even desert-like. The southwestern United States is a good example, where states like Nevada, Arizona, and New Mexico tend to have a lot of area that isn’t much more than sandy dirt blowing around.


Large bodies of water tend to make the area around them have much milder weather. Water absorbs and holds a lot of heat, so in winter it tends to be warmer near a large body of water, like a sea or an ocean. In summer, that same water takes longer to warm up, so it will keep the area around it cooler then areas further inland. Ocean currents also have a large effect on regional conditions. Warm ocean currents tend to flow towards the poles, carrying more heat to the areas that those currents flow through. That’s one of the reasons that Spain, France and England on earth don’t have the same cold weather that the North American continent receives at the same latitudes.


Once you’ve built up general areas and their climates, you should have an additional map of climates on your world. 

<Kroth Climate Map>


In addition, you can also add in a map of air and ocean currents to determine trade winds and likely trading routes. A map of currents should look like the following:

<Kroth Current Maps>

Fantastic Geography


Now you can add any items which are unique to your world, and which you think will add an air of fantasy or intrigue to your campaign world. These are known as Fantastic Geography. An example of fantastic geography is a desert in the middle of a tropical rain forest, or perhaps a zone of snow and ice in the midst of a desert. Perhaps it is a magical experiment gone wrong, or something that might actually be possible.


An example, on Kroth, is the Howling Coast. This is a vast length of cliff on the shores of the Ayrth Ocean. Millions of years ago, a series of pillars formed when the erosion of softer sandstone that encased it left behind a hard limestone column. A flow of lava encased these pillars, and the acids that accompanied the volcanic eruption slowly ate away the limestone, leaving hollow tubes behind in the lava. As the ocean slowly undercut the cliffs, a hollow was formed that these tubes lead into. Now whenever a wave pushes into the shore, it drives the air out of the hollows and up through the tubes causing a loud and continuous wailing howl that gives the coast its name.

<Fantastic Geography Map of Kroth>

Political Boundaries


About now, you need to decide where the countries, kingdoms and state boundaries lie. Keep in mind that in medieval times it was often a physical boundary, like a river or mountain chain that created political boundaries. A nation surrounded by 20,000-foot mountains is almost completely safe from attack; however, it is also completely cut off from outside trade and expansion. It must be self-sufficient and self-limiting. 


Major cities tend to form at crossroads, river junctions, river inlets and outlets, natural harbors, and easily defended locations. Smaller cities tend to form at the same type of places, but more recently then the larger cities. Sometimes cities will be founded without meeting any of these criteria, but those cities are far less common, and usually will never become large.


Roads are built between major cities, either running through small cities, or with small roads to connect to those cities. Roads in the period of DragonSpawn are usually packed earth, and are very rarely completely safe. Where there are roads, there are bandits.


Nations in this period are usually dictatorships or monarchies. Democratic government is rare, because of the difficulty of communication and collection of the vote. Monarchs and dictators tend to keep large, strong armies at their beck and call in order to defend borders that shift on a regular basis. Strong nations will have well defined borders; weak nations will often have vague borders, or contested areas of land which two neighboring countries claim. 


Nations have cultures that are usually unique, or at least different from their neighbors. It is that difference in culture that actually defines a nation, even more than military strength.


To begin with, you only need to lay out the general borders of your nations on the planet. Once you have done that, you need to pick the nation where your campaign will begin. Take note of those nations neighbors.


Kroth, with the national borders laid out, appears as follows:

<Political Map of Kroth>

National Politics


Once you have chosen the nation in which your campaign will begin, you need to define and lay out at least a good idea of that nation’s government.


Governments come in many different forms, Patriarchy, Theocracy, Dictatorship, Oligarchy and others. The most common form of government in the middle ages on Earth was the monarchy form of government. In this form of government, a king or queen ruled the country for life, at which time they were succeeded by their offspring, which usually had been taught, since birth, how to be a king or queen.

Chapter III: Characters and History



So, you have players ready to play, and it’s about time that you started playing a little DragonSpawn. How do you begin?


First, you need to roll characters for each of your players. The Game Player’s Guidebook provides a description of the method for creating a character from scratch. But before you jump in with both feet, you have a few things to consider.

Appropriate Characters


The adventure you have planned may involve many different things, but the first question you should ask yourself is whether it is appropriate for characters that are just starting out. If it is, then you can have the players create their own characters. If it isn’t, then perhaps you need to create characters that are capable of meeting the challenge you’ve laid out before them.


In addition, having your players roll up characters is often a time consuming process. Creating a character, choosing their skills, and getting them equipped is a process that can easily chew up more than an hour of playing time. You need to decide whether this is an acceptable trade-off, since gaming time is often limited.


Instead, you may consider creating the characters ahead of time. 

Pre-rolled Characters

Chapter IV: The Politics of Adventuring


One of the often overlooked facets of role-playing is the fact that characters can often effect the people around them. This is what we refer to as the Politics of Adventuring.


For example, it is not uncommon for adventurers to become somewhat wealthy. This has many ramifications for the people around them. If they spend their earnings freely, they can cause an economic boom in the area, with ancient gold, long out of circulation, being added back into the economy. In a like way, if they suddenly stop spending their money, they may cause a sizable economic depression.


This isn’t the only problem adventurers face. As they become more skilled, word of their deeds will pass outside of their “home” territory. Merchants will carry tales of these heroes and warriors, and some people won’t take kindly to it.


Local kings may demand service from these new “lords,” or they may knight or grant titles of nobility to them in order to later tax them for the wealth they’ve been accumulated. 


Other people will come after the player’s characters. Some just for glory, some for fame, others, perhaps, because they feel the characters have somehow wronged them or their family. 


These interactions will only grow with the character’s abilities. 

Chapter V: Adventures in the Great Outdoors


Most of the world is wilderness. Some people say that as much as half of the land area of Earth could still be considered untamed and unexplored. That’s a lot of space, and a lot of opportunity for adventure.

Chapter VI: Cities, Towns, and Villages


The parts of the world that aren’t wilderness are called civilization. Civilization can be considered a very broad term in the game of DragonSpawn. Some villages may be little more then a group of small farms gathered together for protection. On the other hand, there are walled cities packed with bustling crowds of thousands.


Each of these possibilities introduces myriad opportunities for adventures. Perhaps the city government is corrupt, perhaps there is a growing presence of thieves in the city. The possibilities are endless, from brigands raiding a village to alligators in the city sewers.

Chapter VII: Dungeons, Caverns, Tells and Tombs


Finally we come to the meat and potatoes of role playing games. Even in the fledgling days of wargames, the dungeon was the most popular site for adventurers to meet their fate. Few things carry the mysterious connotations of a dark and damp cave, or an ancient marble tomb of some long forgotten wizard. These are the settings that the fantasy genre has thrived on.

Chapter VIII: Describing the Surroundings


Another often overlooked area of Game Mastering is the way to describe a room or encounter. Although it may seem mundane, the way something is described has a tremendous effect on the way a player will interpret the scene his character is seeing. Remember that as the GM, you are the eyes and ears of every character. 

Chapter IX: Encounters, Monsters, Traps, and Combat


Part of your job as GM, in fact, one of the larger parts, is to place the characters of your players into situations where they must overcome the odds. These situations are known as encounters.


Encounters come in four basic types, social encounters, encounters with monsters, encounters with traps, and combat encounters. Either of the first two types of encounters can rapidly become the last type of encounter.


The most common form in role-playing usually is the encounter with a monster. 

Chapter X: Character Death and Dying

“I may be dead, but that’s not the blow to my career that it used to be.” A.J. Rimmer, Red Dwarf

There are two things in life that are considered unavoidable; death and taxes. That holds true for DragonSpawn characters as well. The fact is: in the course of adventuring, characters are often put in a situation where the wrong move is fatal. In short, eventually, a character will die. 


Now, in the real world, death tends to put a real crimp into a person’s life-style. In fact, it pretty much ends their career. However, DragonSpawn represents a fantasy world, and in certain cases, death is not the blow to the career that it used to be.

Chapter XI: Treasure


Let’s face it, most of the characters are going out and risking life and limb for one thing, money. They don’t care what color it is, how it looks, what it smells like – they just want to know what they can buy with it. Money is what makes the world go around, it drives the economy, it pushes trade, it raises kingdoms and tears them down.


The way that most characters accumulate wealth is through the recovery of treasure from a successful encounter. 

Chapter XII: Magical Items


The most powerful and useful form of treasure is a magical item. Magical items are items which have been enchanted in some way to perform a function which is either different, or better then a mundane item of the same type. 

Chapter XIII: Magical Research


In DragonSpawn, there are very few “standard” spells available to the player for their character. Because of this, characters need to research new magical spells. This section lays out some guidelines on how to set the skill levels required to cast a spell researched by a character. 

Chapter XIV: Using DragonSpawn in a Non-Fantasy Setting


DragonSpawn was written for a fantasy setting, however, because it is skills based, and since the attributes a character has are somewhat generic, it is possible to use DragonSpawn in a non-fantasy setting. 


This section attempts to lay out a few examples of using DragonSpawn rules to handle settings outside of fantasy. 
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