
6 Degrees of Resolution 
 
 
6 Degrees of Resolution is a game about assigning meaning to the whims of chaos.  Throughout the 
game, six scenes will be played out, but not resolved.  At the climax of each scene, 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 out, one of the characters will look off into 
space, the screen will get 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 snap back through the other scenes like 
a rubber band, causing them all to resolve.   
 
In each scene, most of the players will be randomly assigned personas and moods, while one will player 
will have ǘƘŜ ǊƻƭŜ ƻŦ ǘƘŜ ά[ŀƳŜ 5ǳŎƪ hōǎŜǊǾŜǊέΦ  The Lame Duck Observer also has a persona, but not a 
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 flashback!  .ǳǘ ǘƘŀǘΩǎ ŜƴƻǳƎƘ ƻŦ ŀƴ ƛƴǘǊƻŘǳŎǘƛƻƴΣ ǎƻ ƭŜǘΩǎ 
move onΧ 
 
 

Setup    
 
To play 6 Degrees of ResolutionΣ ȅƻǳΩƭƭ Ƨǳǎǘ ƴŜŜŘ ŀ ƎƻƻŘ ǎǘŀŎƪ ƻŦ ƛƴŘŜȄ ŎŀǊŘǎΣ ǇŜƴǎ ƻǊ ǇŜƴŎƛƭǎΣ ŀ ǊǳōōŜǊ 
duckie (or a printout of the Lame Duck Observer badge), and one or more 30-ǎƛŘŜŘ ŘƛŎŜΦ  LŦ ȅƻǳ ŘƻƴΩǘ 
have any 30-sided dice, then shame on you.  You can still play without a 30-sided die, however, by using 
ŀ ŦǳŘƎŜ ŘƛŜ ŀƴŘ ŀ ŘмлΣ ǿƘŜǊŜ ŀ ά-ά ǊŜǎǳƭǘ ƻƴ ǘƘŜ ŦǳŘƎŜ ŘƛŜ ƛǎ м-10, blank is 11-20, aƴŘ άҌέ ƛǎ нм-30.  If you 
ŘƻƴΩǘ ƘŀǾŜ ŀ ŦǳŘƎŜ ŘƛŜΣ ǘƘŜƴ L would be extra disappointed, but I suppose you could always replace it 
with a regular d6, used actually as a d3 in this case.   
 
For the first scene, start by determining who will be the Lame Duck Observer (LDO).  I recommend 
having a roll-off 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 folded-over index card for the other players to see. 
 
¢ƘŜ ǊŜǎǘ ƻŦ ǘƘŜ ŎƘŀǊŀŎǘŜǊǎ ŀƭǎƻ Ǌƻƭƭ ŦƻǊ ŀ ǇŜǊǎƻƴŀ ŀƴŘ Ŧƛƭƭ ƻǳǘ ŀƴ ƛƴŘŜȄ ŎŀǊŘ ŀǎ ǿŜƭƭΦ  ¢ƘŜƴΣ Ǌƻƭƭ ŦƻǊ ǿƘŀǘΩǎ 
at stake in the scene, and take a few minutes as a group to establish the scene as far as where it will 
take place and why those particular people would be fighting over it.  On another index card in the 
ƳƛŘŘƭŜ ƻŦ ǘƘŜ ǘŀōƭŜΣ ƭŀōŜƭ ƛǘ ŀǎ {ŎŜƴŜ ІмΣ ŀƴŘ ǿǊƛǘŜ ǿƘŀǘΩǎ ŀǘ ǎǘŀƪŜΦ  
 
Once the scene is ready, each player should secretly roll on the Mood table and write this on the bottom 
ǎƛŘŜ ƻŦ ǘƘŜƛǊ ƛƴŘŜȄ ŎŀǊŘΣ ǿƘŜǊŜ ƴƻ ƻƴŜ ŜƭǎŜ Ŏŀƴ ǎŜŜ ƛǘΦ  ¢ƘŜƴ ȅƻǳΩǊŜ ǊŜŀŘȅ ǘƻ ƎŜǘ ǎǘŀǊǘŜŘΗ 
 
 
 
 
 
 



Play 
 

Initial Scene  
 
 Most of each scene is just freeform roleplaying.  Players choose sides and make arguments, adding to 
the fiction as 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.  However, note that introducing disruptive or uninteresting elements into the fiction may 
work against you in the eyes of the LDO. 
 
¢ƘŜ [5h ǎƘƻǳƭŘ ǇŀǊǘƛŎƛǇŀǘŜ ƛƴ ǘƘŜ ǎŎŜƴŜΣ ōǳǘ ƴƻǘ ŎƘƻƻǎŜ ŀ ǎƛŘŜ ƛƴ ǿƘŀǘΩǎ ŀǘ ǎǘŀƪŜΦ  .ƻǘƘ ƛƴ ŀƴŘ ƻǳǘ ƻŦ 
character, they should guide the action and probe deeper into the action, asking questions and making 
suggestions.  At some point, the LDO will determine that all parties have made their cases, and call for a 
break in the scene.  All other players then reveal their mood, and the LDO will determine who gets the 
flashback based on the following: 

 How well they roleplayed their mood, 

 The strength of their argument, and 

 Iƻǿ ǿŜƭƭ ǘƘŜȅ ŎƻƴǘǊƛōǳǘŜŘ ǘƻ ǘƘŜ ǎŎŜƴŜΣ ōƻǘƘ ƛƴ ōǳƛƭŘƛƴƎ ƻƴ ƻǘƘŜǊ ǇƭŀȅŜǊǎΩ ŎƻƴǘǊƛōǳǘƛƻƴǎ ŀƴŘ 
providing interesting yet reasonable twists. 

 
Winning the flashback does not necessarily guarantee success/victory in the scene, however.  Because 
ǘƘŀǘ ǿƛƭƭ ŀƭǎƻ ōŜ ŘŜǘŜǊƳƛƴŜŘ ōȅ ǘƘŜ άƭŜǎǎƻƴǎέ ƭŜŀǊƴŜŘ ƛƴ ǘƘŜ ŦƭŀǎƘōŀŎƪ ǎŎŜƴŜΦ  hƴ ǘƘŜ ǎŎŜƴŜΩǎ ƛƴŘŜȄ ŎŀǊŘΣ 
write down who got the flashback and perhaps a brief note to remind everyone 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 at 
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 to the criteria listed 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 the future, 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 the 6th scene. 
 

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 the d30 and subtract the total 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 and say to the rest of the players, 

 
άFrom this memory, I learnedΧέ  

 
and then they will make explain how the action and resolution of this scene will help or hurt them in 
ǊŜǎƻƭǾƛƴƎ ǎŎŜƴŜ ІрΦ  LŦ ƻǘƘŜǊ ǇƭŀȅŜǊǎ ŘƻƴΩǘ ƴŜŎŜǎǎŀǊƛƭȅ ŀƎǊŜŜ ǿƛǘƘ ǘƘŜ ŎƻƴŎƭǳǎƛƻƴǎ ǊŜŀŎƘŜŘ ōȅ ǘƘŜ [5hΣ 
they can follow up by saying, 
 

ά.ǳǘ ŘƛŘƴΩǘ ȅƻǳ ŀƭǎƻ ƭŜarnΧέ  
 
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 
ǘƘŜȅ ǎƘƻǳƭŘƴΩǘ ōŜ ŀ ōǳǘǘ-hole about it.  LŦ ƛǘΩǎ ƻōǾƛƻǳǎ ǘƻ ŜǾŜǊȅƻƴŜ ǘƘŀǘ ǘƘŜ ƭŜǎǎƻƴǎ ƭŜŀǊƴŜŘ ǿŜǊŜ ƴƻǘ 
positive, then they need to fail/lose the conflict. 
 
At this point, play reverts back to the previous scene (Scene #5), but at the point after it has resolved.  
The character who just woke up from 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 back through 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 the circumstances of the two scenes are totally unrelated, try to push for some connection.  
And donΩt forget that the lesson doesnΩt have to be particularly positive or helpful.  Maybe the LDO is 
remembering it because he was left scarred or confused by this event.   
 
And when snapping back through the scenes, note that you never really roleplay out the resolution of 
the scene.  Resolution is boring and obvious, so maybe just mention it out of character and then spend 
your time on playing out the aftermath.  Again, connect this (in most scenes) both to the scene that was 
its flashback and to the scene that is still to be resolved.   
 
Throughout the game, look for and develop common threads.  Because at its core, this game is about 
building a chain of events and experiences leading directly from the άoriginalέ scene (#6 ) all the way 
through to the initial scene (#1), somewhat akin to the butterfly effect or a line of dominoes.  The 
interesting and (hopefully) funny thing about the game is that the characters and scenes will be so 
totally random and off-the-wall that connecting them will probably cross over into the absurd and silly.  
ThatΩs cool and fun, so go with it. 
 
Hopefully, itΩll be fun, too.      
 



Appendix A: Persona, Mood, and Stakes Tables 
 
Who are you? (Persona) 
1. A soccer mom 
2. A serial killer 
3. A local TV personality 
4. A homeless guy 
5. A closeted Geek 
6. The president of the local Toastmasters Club 
7. A janitor 
8. A recent high school graduate 
9. Someone in the midst of their first love 
10. A werewolf 
11. The scientist who unintentionally just started 

the zombie-apocalypse 
12. A Trekkie, in full Klingon costume and makeup 
13. David Hasselhoff 
14. A protestant minister 
15. A gravedigger 
16. The captain of the high school Football team 
17. An escaped mental patient 
18. YouΩre overeducated and underpaid 
19. A marine biologist 
20. A clown 
21. A drug dealer 
22. A wanna-be porn star 
23. A young widower 
24. An indie RPG designer in rural North Carolina 
25. An assistant teacher at a preschool 
26. The CEO of a multinational company 
27. White Trash on long-term disability 
28. A parolee 
29. A member of Greenpeace 
30. ¸ƻǳΩǊŜ ȅƻǳ 
 
 

²ƘŀǘΩǎ ¸ƻǳǊ Mood? 
1. Pissed off 
2. Resentful 
3. Giddy 
4. Snippy 
5. Contrary 
6. Smug 
7. Snide 
8. Touchy 
9. Chilled out 
10. On edge 
11. Jumpy 
12. Elated 
13. Affectionate 
14. Proud 
15. Squirrelly  
16. Bewildered 
17. Blissful 
18. Horny 
19. Lethargic 
20. Touched 
21. Numb 
22. Mischievous 
23. In denial 
24. Creeped out 
25. Delusional 
26. Brooding 
27. Delusional 
28. Rebellious 
29. Profound 
30. Ashamed 
 
 

²ƘŀǘΩǎ At Stake? 
1. Do we get away with it? 
2. Who has to spend the night in the county lockup 
3. Who gets the last spot in the bunker 
4. {ƻƳŜƻƴŜΩǎ ǊŜǇǳǘŀǘƛƻƴ 
5. The integrity of the lunches for the local high school 
6. LŦ ǿŜΩƭƭ ŜǾŜǊ ŎƻƳŜ ōŀŎƪ ƘŜǊŜ ƻƴ ŀƴƻǘƘŜǊ ǾŀŎŀǘƛƻƴ 
7. Who gets to cut the ribbon at the supermarket opening 
8. ²ƘƻΩǎ in the front of the line at the DMV 
9. {ƻƳŜƻƴŜΩǎ ǾƛǊƎƛƴƛǘȅ 
10. {ƻƳŜƻƴŜΩǎ collection of all 50 state quarters 
11. The life of one small poodle 
12. Getting even 
13. Who will pay for dinner 
14. Who will sit in the dunking booth 
15. Who looks like a fool in front of the boss 
16. Who will get what they want for Christmas 
17. Exactly $1 
18. Whether or not the kid has a good birthday party 
19. World Domination 
20. ¢ƘŜ ǘƛǘƭŜ ƻŦ ά²ƻǊƭŘΩǎ {ŜȄƛŜǎǘ aŀƴέ 
21. Can we get the door/vault open? 
22. Who is the first one eaten 
23. Whether or not someone finds out about Fight Club 
24. Who gets to guest star in the next episode of The Big Bang 

Theory 
25. Rights to a popular train-themed boardgame 
26. If our family will ever share another Thanksgiving together 
27. Who the aliens will take back to their home planet 
28. ²Ƙƻ ƎŜǘǎ ǘƻ Ŝŀǘ ǘƘŜ ƭŀǎǘ wŜŜǎŜΩǎ tŜŀƴǳǘ .utter Cup 
29. Who gets to carry the shotgun 
30. A big plate of boiled starfish 



Appendix B: Lame Duck Observer Badge  
(print on cardstock and fold over in middle to make a table tent) 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 


