
Unsteady Footing 

An RPG by Daniel Hunsaker 

You don’t know where you are, or how you got here.  And the ground is doing something funny.  It’s like walking 

through a marsh, except you don’t get wet.  Every so often, the entire landscape shifts, undulating like waves on 

the surface of the ocean, and you have to fight to keep your balance.  There are others here, each in the same 

situation you are – with no idea of where they are or how they got here.  Any further details of the landscape 

are at the GM’s discretion, including formations and even settlements.  Use whatever makes your story work.  

The inspiration, however, is the surface of a waterbed. 

This game requires three dice – 2d10s and 1d6 – and has only a single mechanic – Balance (Bal).  Each character 

starts with 10 Bal.  There are three types of roll: PvP, PvE, and Bal Save.  PvP (Player vs. Player) involves both 

players rolling 2d10+Bal.  Whoever rolls higher succeeds in the action, with the defender succeeding if the rolls 

are equal.  In combat, the defender’s Bal decreases by 1 if the attacker succeeds.  PvE (Player vs. Environment) 

involves a player rolling 1d6+Bal against the GM rolling 1d10+1d6.  The same rules for success apply.  A Bal Save 

involves a player rolling 1d10 and 1d6/2.  The value on the d10 determines success and failure, as well as effects 

on the character’s Bal.  1-5 is a Failure, with 1-3 also being a Loss – subtract the d6/2 (half the value on the d6, 

rounded up) from the character’s Bal.  6-10 is a Success, with 8-10 also being a Gain – add the d6/2 to the 

character’s Bal.  A Success means the character retains his/her footing; a Failure means the character falls down.  

When a player rolls a Failure, he/she can only attempt to regain his/her footing by rolling successive Bal Saves.  

A Success in this case means the character gets back up.  The GM should determine how frequently this roll can 

be made, though in combat, it is always once per turn. 

If a character’s Bal ever falls to 0 or lower, that character is Incapacitated.  This character cannot fight to regain 

his/her footing until his/her Bal reaches 1 or more.  There are two ways such a character can recover.  Each turn, 

the character’s Bal will increase by 1 (this only applies to Incapacitated characters) until it reaches 1.  

Alternately, another character can attempt to help the Incapacitated character with one or more Balance Assist 

rolls.  This is done by the player rolling his/her own Bal Save, and transferring any Gains to the Incapacitated 

character instead of his/her own.  Additionally, a Success adds 1 to the Incapacitated character’s Bal, so a Gain 

of 3 would result in the Incapacitated character’s Bal increasing by 4.  A Balance Assist can be used for any 

character, even if not Incapacitated. 

A Bal lower than -5 means the character is Non-Playable.  Bal cannot go higher than 15. 

Let me know what you think! 
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