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What is GEAS? 
This is a high fantasy heroic role-playing game. 

Players choose a hero (or anti-hero) to play, 
taking on their roles as an adventure unfolds 

before them. The game is managed and run by 
one of the players called the “Game Master”. 

While not forced to, the general assumption is 
the players work together as a team. There is no 
end game, or “winning” at the end. You win if your 

group is having fun crafting the story together.

Player Resource Guide
This guide is meant to be an easy 
resource for players to learn 

the core mechanic, and to have 
the most common referenced 

materials easily at hand. You are 
free to print out and use any page 

of this guide for your game.

OverviewOverview



Dice Pools ExplainedDice Pools Explained

The Dice Pool: When you roll your dice pool, you only look at the highest number. In this 
case, your result is an “8”. Ignore the 7.

The Challenge Roll: Each side rolls their dice pools. The 
person with the highest wins! Ties go to defender. If 
more than one of your dice beats the hightest from the 
opponent, you gain additional successes!

Not all checks are contested. Sometimes 
you have to beat a Target Challenge Number 
(TCN). Again, just take the highest die result 
and if you are higher, you succeed!

GEAS uses a dice pool system meant to accomplish three things:
• No math whenever possible to speed up play
• Simple and easy to learn mechanic

Trading Up/Down: You can trade in two dice of one type to get 
one dice of the next higher type. Trade in 2d6 for 1d8, 2d8 for 
1d10, and so on. This gives you a chance to get a higher result at 
the cost of lower potential result. You may also trade one die 
type for two of the type one category smaller.

Note: Sometimes you won’t be 
able to beat a roll. For example, if 
the defender rolls a 6 and your ADP 
consists of d6s, you can’t beat that. 
You can either trade up if you have 
enough dice for a chance, or if you 
don’t have enough dice, you can do 
the “boxcar” rule. Roll 2d6 and if both 
come up 6s, that’s a success.



Action Points (AP) are used whenever you want to do something. Move, attack, read 
a book, sing a song, etc. Every action costs some action points. But you don’t need 
to use them all on your turn! You can save them to use a special response action 
outside of your turn if appropriate.

Super FlexibleSuper Flexible
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Vigor & Vitaliy are important. Vigor is your stamina, and is 
used to power abiltiies and maneuvers. Vitality is your health, 
and when dropped to zero or below, you’re dead. 
Things you can do with Vigor:

• Add dice to your dice pools
• Power up spells or attacks
• Perform special maneuvers

Your Proficiency Die (PD) makes things really simple. It’s the die type used for just about 
every kind of check you’ll be asked to make, from ability checks, attacks, and defending. 
Often you will have the option to trade the die type or allocate a different amount of 
dice form your pool as you wish, giving you a lot of choice for each situation you find 
yourself in.

Flexibility In Play

What does this look like in play? Let’s assume the following:

Your PD is a d8, and based on your experience and skill, your dice pool consists of 3d8. You have 10 
vigor. Your AP pool is 6.

You are making an attack against an ogre and it rolls its DEF getting a 7 and 2. Normally you would roll 3d8 
to attack. However, you decide to trade 2d8 up to 1d10 for a better chance to beat a 7, so your dice pool is 
now 1d10 and 1d8. You roll to hit with your battle axe (costing 4 AP). Your attacking dice pool results are 8 and 
2. Your 8 beats the 7, so your attack hits with one success and the ogre takes 1 point of damage. You also 
decide to spend 5 vigor to hamstring the ogre, reducing its movement by half.

You have 2 AP remaining, and decide to save them in case something triggers an opportunity for a 
response outside of your turn (for example, you have a trait that allows you to spend 2 AP to increase an 
ally’s defense by 1 PD if they are targeted by an attack).
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TerminologyTerminology

It is the nature of RPGs to use acronyms. Many of them. The world’s more popular RPG has more 
than 40 of them appearing in the first edition of the game. Too many acronyms can be confusing 
to keep track of, especially for newer players. While GEAS does have acronyms, the design intent 
was to keep these to a minimum. The following are the important acronyms to remember, and 
that’s pretty much it!

ADP: Attacking Dice Pool. When you make an attack, you roll the number and type of dice in this 
pool.
AP: Action Points. Each action you want to perform on your turn costs action points. You are 
assigned a number of AP, which reset at the start of every round.
ASP: Arcane Spell Pool. The type and number of dice used when casting spells.
DEF: Defense rating. Your DEF roll corresponds to the TCN the opponent needs to beat in order to 
successfully hit you.
Dice Pool: The total number and type of dice you use when making Challenge rolls.
PD: Proficiency Dice. The die type you use in your dice pool based on proficiency. 
TCN: Target challenge number = the number rolled based on the skill level. I.e., if the difficulty of 
what you’re trying to do gives a dice pool of 3d8, and the highest value is 6, then the TCN = 6.

Flexible InitiativeFlexible Initiative

GEAS uses a mechanic to determine combat order 
that aligns with the flexibility and player agency 
theme. Each participant rolls a d10. The players and 
GM then organize all the participants from lowest 
to highest. The lowest result is set as the baseline. 
The next highest result chooses if they want to go 
before or after the baseline. The next highest result 
chooses where they want to go in the order, and so 
on until all participants have chosen. 

This rewards those who rolled the best, allowing 
them to choose where they want to go without 
suffering a penalty for holding an action.



Example of CombatExample of Combat

Participants
Braxilia (AP: 6, DEF: 2d6, battle axe:[4 AP, ADP: 3d6)  Combat Order:  Goblin 1
Goblin 1 (AP: 5, DEF: 1d6, short sword: [3 AP, ADP: 2d6)     Braxilia
Goblin 2 (AP: 6, DEF: 1d6, short sword: [3 AP, ADP: 2d6)     Goblin 2

Goblin 1 attacks Braxilia, who rolls her DEF first. 

Braxilia decides to allocate 1 dice from her available 2d6 DEF pool in addi-
tion to the base one die she always rolls. She gets a “5” and “2”.

Goblin 1 then rolls their attacking dice pool. Since the goblin’s “2” didn’t 
beat Braxilia’s “5”, the attack misses.

Braxilia attacks Goblin 1, so Goblin 1 rolls their DEF. The goblin allocates their 
one DEF dice to their roll for a total of 2d6. It gets a “6” and “1”.

Braxilia rolls to attack, trading in two of her d6 for 1d8 since she can’t 
beat a “6” on a d6. Her “7” beats the goblin’s “6”, so it’s a success! The 
goblin suffers 1 point of damage. 

Goblin 2 attacks Braxilia. Since Braxilia already allocated one of her DEF 
dice, she allocates the other to defend against this attack. 

The goblin chooses to trade 2d6 up to 1d8, and gets an “8.” The attack hits 
with one success, so Braxilia suffers 1 point of damage.

Since this goblin has 6 AP and a short sword only costs 3 AP, it has enough 
for another attack!  Braxilia doesn’t have any more dice in her DEF pool, 
so she only rolls the base 1d6. 

The goblin rolls its attack again. Both the “6” and “4” beat the “3”, so not 
only is it a success, it’s an additional success as well, so Braxilia suffers 2 
points of damage.
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Your Turn!Your Turn!

The following details a brief encounter example to give you a good feel for how the game plays 
out. A short dungeon will be provided along with instructions and descriptions of each numbered 
area. The purpose of this section is to get you familiar with the core mechanics, and not focus on 
role-playing aspects of the game. 

1 Square = 5 feet



You are Alandris Darkshire, a human merceanary warrior. When you progress through the dungeon, you will refer-
ence this character sheet. Note that you have 12 vigor. You can spend 3 vigor at any time to increase any dice pool roll 
by +1d6. You recover 1d6 vigor for every  hour resting. If your vitality goes to zero, you die. At the start of your turn, 
choose one stance to apply until you change it again.



StartStart

You stand before a foreboding cave entrance. 
Your vision only penetrates 10 feet or so 
before the darkness obscures your sight. A 
heavy musky smell emanated from the cave 
entrance.

Do  you search the entrance? (go to A)
Light a torch and enter? (go to B)

A: Attempt an intuition check. You have zero bubbles filled 
in, but you always start with +1, so you roll 1d6.  Did you 
get a 3 or higher (go to A1) or below (go to B).

A1: You detect faint footprints in the dirt going towards 
the cave. They are booted prints, roughly half the size 
of a human. You also detect a cleverly hidden tripwire. 
Smiling at your good sense to check, you easily step over 
the wire. Go to Room 1.

B: No sooner have you stepped into the cave, you have 
triggered a hidden tripwire. An arrow shoots out of a 
hidden hold in the cave wall, striking you for 1 point of 
physical damage (reduce your vitality by 1). Go to B1.

Room 1: As you descent the tunnel, torch in hand, you 
find yourself at a crossroads.  The tunnel splits north (go 
to Room 1b), east (go to Room 3), or west (go to Room 
2).

Room 1b: The tunnel splits again. You see a faint flicker 
coming from the west as torchlight reflects off a wall 
(go to Room 5), and can hear faint scratching noises 
coming from the east (go to Room 4).

Room 2: Sitting around a small pile of glowing embers 
are two goblins! They smell you, draw their crude rusted 
swords, and attack!
Roll 1d10. The goblins go on 4. If you got a 4 or higher, you 
choose if you want to go before or after the goblins. If 
you got a 3 or lower, the goblins decide to go first. Note 
that your total dice pool for attacking has been pre-
calculated for you. Thus, if you’re attacking with your 
broad sword, you roll 3d6.

Goblins: AP: 5, Move: 10 feet, VIT: 2, DEF: 1d6, swords [AP: 3, ADP: 
2d6]. Each goblin carries 1d6 silver plates.

Room 3: Piles of garbage give off a horrid stench in this 
room. Do you search (go to Room 3a) or leave (go back to 
Room 1.

Room 3a: Make an endurance check. You have two 
bubbles in Endurance, so you roll 3d6. If at least one of 
your dice beats a 4, then you succeed (go to Room 3b). If 
none of your dice beat a 4, then go to Room 3c.

Room 3b: You begin to feel sick, but shake it off. In the 
garbage you find a necklace worth 10 gold crowns.

Room 3c: The sickness overwhelms you. You become 
diseased. Decrease all of your challenge rolls by 1d6 
until you can finish an 8 hour rest. But not here! Resting 
here will surely result in your doom as the inhabitants 
discover you. You will have to leave the dungeon and try 
again another day.

Room 4: The scratching noise gets louder. As you round 
the corner, you see it’s two giant centipedes! Roll 1d10 
for combat order. If you beat a 6, you can choose to go 
before or after the centipedes. If you did not beat a 6, 
they go first.

Giant centipedes: AP: 5, Move: 15 feet, VIT: 1, DEF: 1d6, Bite [AP: 3, 
ADP: 1d6, if successful, you need to beat a 3 on an endurance 
check or become poisoned, suffering a -1d6 penalty to all of 
your challenge rolls until the end of your next turn].

In this chamber is the body of a previous adventure that 
wasn’t so lucky. Their equipment is ruined, but they have 
a potion of healing on them (recovers 1d6 vitality).

Room 5: The rough cavern walls transition to carved 
stone tunnels. Torch sconces line the wall every 10 feet. 
Laying in the center of this room is the crumpled form of 
a human. Do you examine the form (go to Room 5a), try 
the north door (Room 7), or the south door (Room 6)?

Room 5a: Turning the body over, a large scorch mark 
on their chest reveals the cause of their doom. They 
are wearing leather armor, have a shield, and a mace. A 
necklace around their neck has the name “Aleena” etched 
on it. 

Room 6: The door is locked.  Do you have the key? (go to 
Room 6b) If not, you must find it.

Room 6b: The key opens the door, revealing the treasure 
room of the mad mage. In a treasure chest are 33 gc, 75 
sp, three gems worth 10 gc each, and a suit of chain mail 
armor.  Congrats! 

Room 7: As you enter the door, you disturb the studies 
of the mad mage! He seems to have been expecting you. 
Roll 1d10.  If you beat a 7, you choose when to go. If not, he 
goes first.

Mad Mage: AP: 7, Move: 15 feet, VIT: 3, DEF: 2d6,  Elemental Ray [AP: 
4, ADP: 3d6, 50 feet range], Paralyze [AP: 5, ADP: 3d6, succeed on 
a TCN 4 Endurance check or become paralyzed until the end of 
your next turn]. once per encounter the mad mage can force 
an opponent to reroll any one Challenge Roll. The mad mage 
carries a key on his body.



Action Point Cost
Aiming 4

Attacking with a heavy rated weapon 5

Attacking with a light rated weapon 3

Attacking with a medium rated weapon 4

Casting a spell varies

Combat Maneuver (trip, disarm, etc.) 4

Disarming a trap 6

Disengaging 4

Dodging 6

Doffing heavy armor 8

Doffing light armor 2

Doffing medium armor 4

Donning heavy armor 10

Donning light armor 4

Donning medium armor 6

Drinking a potion 4

Flipping a table 5

Loading a crossbow 3

Picking a lock 5

Picking up or pulling out a weapon 3

Reading a scroll 6

Speaking 5 words 1

Throwing an object (other than weapon) 4

Tossing a rope 3

Status Description

Blinded

You can’t see and fail any ability 
check that requires sight. Your DEF 

decreases by 4, and your attack 
rolls have a -2 PD penalty.

Confused
Your mind is muddled. Spellcasting or 
using traits/manevuers is prohibted.

Cursed
You are under the effecs of a curse. 

The results vary depending on the 
specific nature of the curse.

Deafened
You can’t hear and automatically 
fail any ability check that requires 

hearing.

Difficult Terrain
Twice the AP cost to move the same 
distance. -1 PD penalty to all Physical 

ability checks.

Fatigued
Your AP pool is reduced by half 

(rounded up).

Frightened
You have a -2 PD penalty on ability 

checks and attack rolls. 

Glamoured 

You can’t attack or target the 
creature that glamoured you with 

harmful abilities or effects. The 
charmer has a +1d20 bonus on 

any Presence checks against the 
charmed.

Grappled
Your movement is reduced to 0 and 
all attacks against you gain a +1 PB 

bonus.

Invisible
Invisible creatures gain a +4 bonus to 
their DEF against melee attacks, and 

+6 DEF bonus to ranged attacks.

Incapacitated/
Paralyzed

You can’t take any actions or 
responses. Attack Challenge Rolls 
against you gain a +2d20 bonus. 

Petrified

You are made from stone, and 
cannot move or take actions. You 

are not aware of your surroundings. 
Any damage to your statue form will 

carry over to your fleshy form if a 
stone to flesh spell revives you.

Poisoned/Diseased
Your AP pool is reduced by 2, and you 
suffer a -1 PD penalty on all Challenge 

rolls.

Prone

You gain a +2 DEF bonus aganist 
ranged attacks, but a -2 DEF penalty 
against melee attacks. It costs 3 AP 

to stand from prone.

Restrained

You cannot move or cast spells. Any 
attacks you make are at a -3 PD 

penalty while attacks against you are 
at a +2d20 bonus.

Common TablesCommon Tables

Using vigorUsing vigor
At any time, you can use your vigor to amplify an 

action or adjust a scenario. You must have enough vigor 
currently to meet the cost before invoking the benefit. 
Several profession abilities use vigor, but other generic 
examples include:

Circle 1:
• Grant a bonus PD die = 3 vigor for each bonus die.
• Increase movement = 1 vigor for every 5 feet, up to 

your Circle.
• Increase defense = spend 2 vigor to add 1 PD to your 

DEF pool.



Additional SuccessesAdditional Successes
Whenever you make a Challenge Roll, if you have more than one dice result that beats the high-

est die/value of the TCN, you have completed additional successes.
Additional successes are great, because they allow you to empower your attempt to great-

er results than normal. You “spend” additional successes to add varying benefits. The below are 
some common ways to spend additional successes, but feel free to come up with your own at 
your table. Keep in mind that not every option may be available and they should align with the type 
of Challenge Roll made (ability check, attack, spell, etc.). 

That is, if you’ve achieved an additional success for an attempt to jump a crevasse, it doesn’t 
make sense to spend an additional success on adding a die to your WDP--that doesn’t make 
sense and thus wouldn’t apply. 

Spend 1 additional success to:
• add 1 point of damage to attacks. This is the default choice, but you can forego extra damage 

for one of the following other options:
• reduce the AP cost of your next action against the same target by 1 until the start of your 

next turn.
• reduce the vigor cost of your next action against the same target by 1 until the start of your 

next turn.
• increase the duration of the ability/power/spell by 50% (rounded up).
• increase the range of the ability/power/spell by 50% (rounded up).
• increase the jump distance, climbing/swim speed, etc. by 25% (rounded up).

Spend 2 additional successes to:
• add 2 points of damage to the attack.
• reduce the vigor cost of your next action against the same target by 2 until the start of your 

next turn.
• double the duration of the ability/power/spell.
• double the range of the ability/power/spell.
• increase the jump distance, climbing/swim speed, etc. by 50% (rounded up).
• gain resistance to the damage type prompting your CR until the end of your next turn.
• impart vulnerability to the target of the damage type of your attack until the start of your 

next turn.

Spend 3 or more additional successes to:
• add 3 points of damage to the attack.
• reduce the vigor cost of your next action against the same target by 5 until the start of your 

next turn.
• reduce the AP cost of your next action against the same target by 2 until the start of your 

next turn.
• recover the vigor cost of the action you just took.
• triple the duration of the ability/power/spell.
• triple the range of the ability/power/spell.
• double the jump distance, climbing/swim speed, etc.








































