6 Degrees of Resolution

6 Degrees of Resolutiois a game aboudssigningneaningto the whims ofchaos. Throughout the

game, six scenes will be played out, hat resolved. At the climax okachscene one of the characters
will have the opportunity to call on an experience from their past to help them in the current conflict.
So rather than actually resolving the situation being played ang, of the charaiters will look off into
space, the screen Wwijet all blurry, and they will have a flashback. In that scene, a different character
will have a flashback, and then another and another and another. In the sixth scene, however,
something is finally resolved, and the lessons learned there will snaptheough the other scenes like

a rubber and, causing them all to resolve

In each scene, most of the players will be randomly assigned personas and moods, while oneawill play
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mood, because while they participate in the scene, they also have some level of authority over how it

plays out and, most importantly, who get the flashbackdzii ( KI 4§ Q&4 Sy 2dzaK 2F +y Ay
move orX

Setup

To play6 Degrees of Resolutigh & 2 dzQf f 2dzad ySSR | 3I22R adlF 01 27F A
duckie(or a printout of the aBmeDuck Observer badge), and one or more8& RS R RA OS @ LT &2
have any 3&ided dice, then shame on you. You can still play withoutsic die, however, by using
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with a regular d6, used actually as a i3this case

For the first scene, start by determining who will be the Lame Duckr@és(LDO). | recommend

having a roloff using the d30, but any random method will work. That player takes the rubber duckie
and rolls the d30 once to figure out who they are. They should then write this persona and a name for
their character on a foled-over index card for the other players to see.
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at stake in the scene, and take a few minutes as a group to establish the scene as far aswitiere

take place and why those particular people wouldfighting over it. On another index card in the
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Once the scene is ready, each player should secretly roll on the Moodeatadblerite this on the bottom
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Play

Initial Scene

Most of each scene is just freeform roleplaying. Players choose sides and make arguments, adding to
the fictionas they see fit in order to further their position or just have fun. Facts about themselves or
other characters may be introduced at any time, which may not be refused or cancelled by anyone at
the table. Howevemote thatintroducing disruptive or umiteresting elements into the fiction may

work against you in the eyes of the LDO.
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character, they should guide the action and probe deeper into th@agctisking questions and making
suggestions At some point, the LDO will determine that all parties have made their cagéscall for a
break in the scene. All other players then reveal their mood, and the LDO will determine who gets the
flashbaclbaseal on the following:

o How well they roleplayed their mood,

e The strength of their argument, and
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providing interesting yet reasonable twists.

Winning the flashbac#loes not necessarily guarantee successl/victory in the scene, however. Because
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write down who got the flashback and perhaps a brief note to remindymre how the scene played

out.

Scenes 2 through 5

The person having the flashback becomes the LDO and maintains their persona (but not their mood). All
the other players roll random personas and moods as before, and the LDO rolls to determine what is a
stake in this new scene. Fill out index cards as in the initial scene.

These scenes will be played out as before; eventually coming down to the LDO deciding when the
conflict has come to a head and giving away the next flashback. In addition tatéh@disted above,

the LDO now also has a personal stake in who will get the flashback. Because lessons learned in this
scene (good or bad) will also influence whether or not they have success in their previous scene (which
is actually happening in tHeture, of course).

Whoever is granted the flashback becomes the LDO for the next scene, and the process is repeated
again and again, until you reach th® §cene.

The Sixth Scene

To begin, the sixth scene is just like all the rest. When the conflict comes to a head, however, the scene
is, for the first time, resolved. To do this, everyone involved in the scene except for the LDO (who is the
one having the flashback) will roll tli80 and subtract théotal number of flashbacks that they have

had in the game. Whoever rolls the best will win the stakes of the scene, which is then briefly
roleplayed out.



Resolving Previous Scenes
The LDO will then think for a moment asaly to the resof the players,
oFrom this memory, | learned €

andthen they will make explain how the action and resolution of this scene will help or hurt them in
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they can follow up by saying,
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and then explaining something else that could influence them in the future scene. It is still up to the

LDO to determine whether or not the lessons learned will help or hurt them in their primary scene, but
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positive, then they need to fail/lose the conflict.

At this point, play reverts back to the previous scéBeene #5)but at the pointafter it hasresoled.
The character who just woke umfmn his flashback narrates the aftermath of the scene, possibly doing a
little roleplaying with the other players to wrap it up.

Then the LDO for that scene will state which lessons he learned, and the whole process repeats itself as
time is snapped badkrough all the scenes until even the initial scene is played through its aftermath.

Comments on Playing the Game

In the flashback scenes, be sure to keep in mind that they are pointing towards teaching a lesson to the
LDO. Even if thegrcumstances of thewo scenes are totally unrelated, try to push for some connection.
And dor®forget that the lesson does®have to be particularlpositive orhelpful. Maybe the LDO is
remembering it because he was left scarred or confused by this event

And when snapping back through theeses, note that you never really roleplay out the resolution of
the scene. Resolution is boring and obviouansgbe just mentiorit out of character and thespend
your time on playing outhe aftermath. Again,connect this (in rast scenes) both to the scene that was
its flashback and to the scene that is still to be resolved.

Throughout the gamepbk for and develogommonthreads Because at its core, this gameailsout
building a chain of events and experiences leading directly fronddhiginak scene (#6 all the way
through to the initial scene (#1¥omewhat akin téhe butterfly effector aline of dominoes.The
interestingand (hopefully) funny thing about the game is that tleharacters andceneswill be so
totally random andoff-the-wall that connecting them wifprobablycross over intolte absurd and silly.
Tha®@ cool and fun, so go with it.

Hopefully, ifit be fun, too.



Appendix A: Persona, Mood, and Stakes Tables
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Who are youZPersona 2
1. A soccer mom 1
2. A serial killer 2
3. Alocal TV personality 3.
4. A homeless guy 4.
5. A closeted Geek 5
6. The president of the locdloastmasters Club 6
7. A janitor 7
8. A recent high school graduate 8.
9. Someone in the midst of their first love 9.
10. A werewolf 10.
11. The scientist who unintentionally just started  11.
the zombie-apocalypse 12.
12. A Trekkie, in full Klingon costume and makeup 13.
13. David Hasselhoff 14.
14. A protestantminister 15.
15. A gravedigger 16.
16. The captain of thdnigh school Football team 17.
17. An escaped mental patient 18.
18. Youe overeducated and underpaid 19.
19. A marine biologist 20.
20. A clown 21.
21. A drug dealer 22.
22. Awannabe porn star 23.
23. A young widower 24.
24. An indie RPG designerrural North Carolina 25.
25. An assistant teacheat a preschool 26.
26. The CEO of a multinational company 27.
27. White Traslon longterm disability 28.
28. A parolee 29.
29. A member of Greenpeace 30.
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Pissed off
Resentful
Giddy
Snippy
Contrary
Smug
Snide
Touchy
Chilled out
On edge
Jumpy
Elated
Affectionate
Proud
Squirrelly
Bewildered
Blissful
Horny
Lethargic
Touched
Numb
Mischievous
In denial
Creeped out
Delusional
Brooding
Delusional
Rebellious
Profound
Ashamed
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25.
26.
27.
28.
29.
30.

Do we get away with it?

Who has to spenthe night in the county lockup
Who gets the last spot in the bunker
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The integrity of the lunche®r the local high school
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Who gets to cut the ribbon at the supermarkgtening
2 K 2 ifothe front of the line at the DMV
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. The life of one small poodle

. Getting even

. Who will pay for dinner

. Who willsit in the dunking booth

. Who looks like a fool in front of the boss

. Who will get what they want for Christmas

. Exactly $1

. Whether or not the kid has a good birthday party
. World Domination

¢ KS
. Can we get the dodvault open?

. Who is the firstone eaten

. Whether or not someone finds out about Fight Club

. Who ¢ets to guest star in the next episode of The Big Bang
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Theory

Rights to a popular traithemed boardgame

If our family will ever share another Thanksgiving together
Who the aliens will take back to their home planet
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Who gets to carry the shotgun

A big plate of boiled starfish



Appendix B: Lame Duck Observer Badge
(print on cardstock and fold over in middie make aable tent)




