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 Shatner (for instance) is challenged. See “G
am

e System
,” below

.
Three dice is professional. Six dice is m

astery. O
ne die is a putz.

Characters are created by nam
ing and describing them

, and listing
their Clichés. W

hen designing your character, you have 10 dice w
ith w

hich
to define his Clichés (a N

orm
al Schm

oe w
ould be built on anyw

here from
 3

to 5 dice). A straightforw
ard m

edieval fighter character m
ight look like

this:G
rolfnar V

ainsson the V
iking

D
escription: Tall, blond, and grinning. Likes to drink

     and fight and drink and chase Viking w
om

en
     and fight and sail the high seas and raid.
     W

ants to w
rite great sagas about him

self.
C

lichés: Viking (4), W
om

anizer (2), G
am

bler (3), Poet (1)

A character m
ay have any num

ber or com
bination of Clichés, but

m
ore than 10 different Clichés w

ould be odd, considering the num
ber of

dice you get. Characters shouldn't begin their career w
ith m

ore than 4 dice
in anything, but just because you're creating a character today doesn't
m

ean that he's beginning his career! The G
M

 w
ill tell you if he's requiring

“beginners” for the gam
e. It's not our business.

Below
 are exam

ples to get you started - players should feel free to
m

ake up their ow
n Clichés (subject to G

M
 approval). In particular, N

ote
that the G

M
 w

ill require the “fine tuning” of any Cliché that he considers
too broad. If the gam

e is about sorcerers (for exam
ple), then “sorcerer”

becom
es too all-encom

passing for the gam
e, and Clichés like necrom

ancer,
m

entalist, fire-w
izard and w

ise w
om

an are m
ore the order of the day.

SOM
E SAM

PLE CLICHÉS (AND W
HAT THEY'RE GOOD FOR)

A
stronaut (Piloting spaceships, not puking in zero-gee)

B
arbarian (Beating things up, drinking, w

horing, grunting, sw
eating)

B
iker (Riding H

arley, braw
ling, being Invisible to other m

otorists)
B

im
bo (Available in both genders. D

istracting, teasing, not teasing...)
C

om
puter G

eek (H
acking, program

m
ing, fum

bling over introductions)
C

on A
rtist (Convincing other people to give you m

oney, evading cops)
C

ow
boy (Ridin', ropin', brandin', spittin', and shootin')

Fighter P
ilot (D

ogfighting, not blacking out at high-G
s, bragging)

G
adgeteer (Building a radar out of a bent fork and som

e gum
)

G
am

bler (Betting, cheating, w
inning, running very fast)

G
angster (Shooting, speaking w

ith an accent, intim
idation)

G
eezer (W

heezin', cursin', bitter rem
iniscin', failin' to understand kids)

H
airdresser (D

ressing hair. If anything.)

K
id (Being a sidekick to heroes, m

aking friends w
ith G

iant M
onsters)

K
night (Riding, lancing, sw

ord-sw
inging, heraldry, being chaste)

Latin Lover (Seducing, loving, running from
 irate husbands)

M
ad Scientist (Raving, w

orld-dom
ination, trying to play G

od, cackling)
M

artial A
rtist (Fancy hand-to-hand com

bat, out-of-synch speech)
M

agician (Palm
ing things, saw

ing ladies in half, public speaking)
Sorcerer (Spellcasting, dem

on-sum
m

oning, speaking in gibberish)
N

ovelist (D
rinking, braw

ling, cut-rate w
orld traveling, introspection)

O
lym

pic A
thlete (Running, sw

im
m

ing, jum
ping, skiing, javelin-tossing)

O
utdoorsm

an (Follow
ing tracks, building shelters, finding w

ild food)
P

olicem
an (Eating donuts, w

riting tickets, shooting civilians)
P

oltergeist (Being dead, throw
ing things, scaring people)

Soldier (Shooting, hiding, partying, catching venereal diseases)
Special Forces (Follow

ing orders, looking stern, follow
ing orders)

Sw
ashbuckler (Stabbing things, sw

inging from
 ropes, sailing, rom

ance)
Thief (Sneakin' around gaining access and objects they shouldn't have)
V

am
pire (Charm

ing people, sucking blood, turning into m
ist or bats)

O
ther K

ind of V
am

pire (Self-pity, erotic blood poetry, w
earing black)

THE GAM
E SYSTEM

W
henever anybody w

ants to do som
ething, and nobody is actively

trying to stop him
, AN

D
 the G

M
 doesn't think that success w

ould be
autom

atic, the player rolls dice. If the total rolled beats (equals or
exceeds) the Target N

um
ber the G

M
 sets, success! If not, failure!

Target num
bers follow

 this scale:
5: A cinch. A snap. A challenge for a Schm

uck. Routine for a pro.
10: A challenge for a Professional.
15: An H

eroic challenge. For really inventive or tricky stunts.
20: A challenge for a M

aster. N
early superhum

an difficulty.
30: You've G

O
T to be Kidding. Actual superhum

an difficulty.

This can be subjective, and anybody can try anything: Crossing a
chasm

 by sw
inging on a rope, vine or som

ething sim
ilar w

ould be child's
play (autom

atic success!) for a Sw
ashbuckler or a Lord of the Jungle, easy

(D
ifficulty 5) for a Pulp Archaeologist, and challenging but definitely doable

(D
ifficulty 10) for a G

ym
nast, Barbarian, or Thief. Even a W

heelchair-
Bound Eccentric O

ccultist could try it (D
ifficulty 15, but the w

heelchair is
lost unless the roll beats a 30)!

PROPER TOOLS
Every character is assum

ed to be equipped w
ith the Tools of H

is Trade (at
least the portable ones). W

arriors are w
earing arm

or and w
ielding good

w
eapons. Cow

boys have leather chaps, lasoo, a couple of pearl-handled six-guns
and som

e chaw
. N

etrunners have an expensive jack-in laptop and funny clothes.
If, through the course of an adventure, a character LO

SES any of these
vital totem

s, his Cliché operates on half the norm
al num

ber of dice (or not at all,
if the G

M
 rules that the equipm

ent w
as REQ

U
IRED

) until they are replaced.
A Barbarian(5), for instance, can fight w

ithout his sw
ord as a Barbarian(3),

but a N
etrunner can't run the net w

ithout his cyberdeck. If the N
etrunner

m
anages to find another com

puter to play w
ith besides the kind he's used to, he

can operate at half-dice.
Som

e special tools (m
agic w

ands, hot-off-the-line m
ilitary cyberdecks, and

so on) m
ay give bonus dice to your Clichés w

hen used. Characters never begin
the gam

e w
ith bonus-dice gear; they m

ust be acquired in adventures.

THE COM
BAT SYSTEM

“Com
bat” in this gam

e is defined as any contest in w
hich opponents

jockey for position, utilize attacks, bring defenses to bear, and try to w
ear

dow
n their foes to achieve victory. Either literally or m

etaphorically! Som
e

exam
ples of com

bat include:

A
R

G
U

M
EN

TS: People using w
hatever verbal w

eapons they have at hand to
m

ake their points. Truth is the first casualty.
H

O
R

SE-R
A

C
IN

G
: People on horses running around and around a dirty track,

trying to get now
here first.

D
O

G
FIG

H
TS: People in airplanes or spaceships flying around and trying to blow

each other out of the sky.
A

STR
A

L/P
SY

C
H

IC
 D

U
ELS: M

ystics/psionics looking bored or asleep, but trying
to rip one another's egos apart in the O

therw
orld.

W
IZA

R
D

'S D
U

ELS: Sorcerers using strange m
agics and trying to outdo the

other.
D

U
ELIN

G
 B

A
N

JO
S: Banjo players using strange m

elodies and trying to outdo
the other.
SED

U
C

TIO
N

 A
TTEM

P
TS: O

ne (or m
ore) characters trying to score w

ith one (or
m

ore) other character(s) w
ho is(are) trying to resist.

C
O

U
R

TR
O

O
M

 A
N

TIC
S: Prosecution vs. D

efense. The goal is victory. Justice is
incidental.
A

C
TU

A
L P

H
Y

SIC
A

L C
O

M
B

A
T: People trying to injure or kill each other.

The G
M

 decides w
hen a com

bat has begun. At that point, go around
the table in rounds, and let each com

batant m
ake an attack in turn. W

hat
constitutes an “attack” depends on the sort of com

bat, but it should
ALW

AYS be roleplayed (if dialogue is involved) or described in entertaining

detail (if it's physical and/or dangerous and/or norm
ally requires

contraceptives).
Attacks require rolls against character Clichés. The G

M
 m

ust, at the
outset of com

bat, determ
ine w

hat TYPE of Clichés are appropriate for the
fight. In a physical fight, Clichés like Viking, Barbarian, Soldier,
Sw

ashbuckler, and N
ovelist are appropriate. Clichés like H

airdresser and
Latin Lover are not (but m

ay still be used; see next section).
An attack m

ust be directed at a foe. Both parties in the attack
(attacker and defender) roll against their chosen Cliché. Low

 roll loses.
Specifically, the low

 roller loses one of his Cliché dice for the rem
ainder of

the fight - he's been w
eakened, w

orn dow
n, or otherw

ise pushed one step
tow

ards defeat. In future rounds, he'll be rolling low
er num

bers.
Eventually, one side w

ill be left standing, and another w
ill be left

w
ithout dice. At this point, the w

inners usually decide the fate of the
losers. In a physical fight or m

agical duel, the losers m
ight be killed (or

m
ercifully spared). In Courtroom

 Antics, the loser gets sentenced by the
judge, or fails to prosecute. In a Seduction, the loser gets either a cold
show

er or a w
arm

 evening, depending on w
ho w

ins.
You needn't use the sam

e Cliché every round. If a
Viking/Sw

ashbuckler w
ants to lop heads one round, and sw

ing on
chandeliers the next, that's groovy, too. H

ow
ever, anytim

e a character has
a Cliché w

orn dow
n to zero dice in com

bat, he has lost, even if he has
other appropriate Clichés left to play w

ith.
D

ice lost in com
bat are regained w

hen the com
bat ends, at a

“healing” rate determ
ined by the G

M
. If the com

bat w
as in vehicles (space

fighters, m
echa, w

ooden sailing ships) then the vehicles them
selves are

likely dam
aged, too, and m

ust be repaired.

INAPPROPRIATE CLICHÉS
As stated above, the G

M
 determ

ines w
hat sort of Clichés are

appropriate for any given com
bat. An IN

APPRO
PRIATE Cliché is anything

that's left . . . In a physical fight, H
airdresser is inappropriate. In a

W
izard's duel, Barbarian is inappropriate.

Inappropriate Clichés m
ay be used to m

ake attacks, P
R

O
V
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 TH
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. Furtherm
ore, the “attack” m

ust be
plausible w

ithin the context of the com
bat, and the genre and tone that the

G
M

 has set for the gam
e. This option is m

ore valuable in silly gam
es than

in dead-serious ones.
All com

bat rules apply norm
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ith one exception: If an
inappropriate Cliché w
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POCKET RISUSA PDF File by Jeff Rients  http://jrients.blogspot.com/  http://jrients.blogspot.com/2006/12/risus-in-hand.html  http://jrients.blogspot.com/2006/12/my-gift-to-you.htmlContents Excerpted from Risus: The Anything RPG by S. John Ross  http://risus.cumberlandgames.comPDF constructed with PocketMod  http://www.pocketmod.com/=====================================Print only the first page of the PDF; the second page is a paste of the PocketMod folding instructions, and the other pages are pictures of Pocket Risus in action.Important tip: The outside margins need to be trimmed before folding. Cut around that outer rectangle on the printout and then go wild with the origami mojo.This version of Risus doesn't include the Advanced Options; for the complete game (which isn't much bigger and which is also free), see the Risus link above.======================================File enhancements for Jeff, by S. JohnDecember 2006








