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Welcome to Mythic: Game Master Emulator,
improvisational role-playing using your favorite
role-playing games. Mythic: GM Emulator is meant for
use by role-players with a little experience under their
belts and their favorite game in hand. It is not a stand-
alone game. For that, we have Mythic (just Mythic),
which is a fully fledged, universal role-playing game.
Mythic was published in early 2003 as an attempt to
produce an rpg that could be played solo or with a group,
minus the game master. Or, with the Game Master, but
without preparation.

Judging from the enthusiastic response from those who
purchased and played Mythic, the system is a success.

Mythic is really two products in one. It is a universal
rpg, and a system for emulating a GM for any role-playing
game. Some bought Mythic for both portions, while
others use only the emulation system. Recognizing tha
not everyone wants the universal game sections of
Mythic, we are publishing this version that contains on
the emulation rules. The system presented here is slightly
updated from the original version published in Mythi

Now, on to the meat of the matter. What is
emulation? I'm glad you asked ...

ntrodaction

_THIS BOOK

WHAT IS

responsible for
s all the details of an

e cuff, with perhaps a few minutes of
rming to come up with the opening scene.

can also be played entirely without a GM. The
me mechanics in Mythic that allow a GM to run an
venture without preparation also allow a group of

ayers to do without the GM.

You can think of Mythic as an artificial intelligence. It
is designed to use simple rules of logic to answer any
yes/no question. So, whether you are playing alone, or
acting as an unprepared GM, or are a group of players
without a GM, just ask your questions ... only, instead of
asking a live GM, you ask Mythic.

We'll get into this more in a bit. Just you wait and see.

ABOUT

In each chapter you will find shaded boxes and “torn
paper” boxes. The shaded boxes provide examples and
clarifications, while the paper boxes offer useful rules. At
the back of this book you will find a summary of most of
these rules, and other bits of useful information collected
for you to find easily.




N T et face it: The life of a Game Master can be a
bummer. There’s the weight of responsibility,
'~ 7 hours of preparation, and keeping track of
5 ;\}’ everything. And I mean everything!
(, » O It's no mystery why most gaming groups
/ 2N have one poor schmuck who acts as the
Q} ﬁ GM 1 N 1
k every single time. No one else wants
{' }w to do it. And who would? Actually playing
. is so much more fun.

With Mythic, you can do away with
the GM entirely, if you wish. Or, if your GM enjoys
playing God, Mythic can make adventures more fun for
the GM by eliminating all of that nasty preparation. In a
Mythic adventure, the GM (or players sans GM) can start
an evening’s entertainment with about five minutes of
prep time. As the adventure unfolds, the GM is just
surprised by the twists and turns as the players are.

Fun for everyone.

No GM? What
talkin’ ‘bout

Mythic is a gaming system tha
functions of a living, breathing
interpretation and logical
that later. For now, tru

of yes/no questions and the application of
logical principles. By asking and answering questions, the
adventure moves along, with the occasional random event
throwing players a curve ball. The action is broken into
scenes, just like in a movie, to keep everything straight.

Chapter 1

Mvythic Adventares

No GM, one player
Mythic: GME can be used to

various solo systems in the past.

of them are truly satisfyinw

“Choose-Your-Own” can

e tools that allow Mythic to
rate adventures on the fly without a

't want to prepare. Simply create
you can come up with that on the
one up, and follow Mythic as it guides
g. Mythic will throw in its own twists and turns,
will be just as shocked as the players as the

This is not to say, though, that total control is taken

t of the hands of the GM. The GM is free to break
away from the structure that Mythic puts together. If
nothing else, Mythic will generate an adventure skeleton
that the GM can work with. At the most, Mythic will
spin the entire adventure for the GM, whose job will be
to administer the process.

Mythic with other RPGs

Mythic: GME generates dynamic, unfolding adventures
on the fly. As a GM emulator, Mythic is meant to be
played with other role-playing games. Mythic takes the
place of the GM, but the main RPG’s rules still handle
character creation, combat, task resolution and everything
it would normally handle. Questions that players would
ask the GM are now asked to Mythic, instead.

The write stuff

Finally, Mythic: GME can be used as a writing tool.
The architecture that creates dynamic adventures is really
an automated story-telling system. It will work just as well
without any games or formalized characters attached. Just
set the scene, ask some questions, and start writing.




THE IMPORTANCE
OF LOGIC AND
INTERPRETATION

There are two concepts that are central to successfully
running a Mythic adventure: logic and interpretation. The
entire mechanic for generating adventures on the fly, running
without a GM, and making it all work hinge on the proper
application of logic and interpretation.

Where logic comesin

Logic is used in Mythic to get an idea of what happens
next. This is done by considering what has already occurred,
applying whatever new twists have popped up, and deciding
what the most logical outcome will be. This expected
outcome is usually tested on the Fate Chart to find out which
direction it actually goes.

The general rule is,
whatever is most logical,
that is what is expected to
happen. Notice, [ say
“expected.” The story will
rarely proceed exactly where
you think it will and unexpected
events will crop up that will turn
your logical adventure on its ear.
However, we need a basis to work
from and logic provides it.

This harping on logic wi

es/no questions.
Mythic provides a framework for
providing general answers to
these questions. These answers must be
interpreted, logically of course.

This, too, will make more sense later in the

book.

Mythic Adventures

Improvisation

I’m going to throw a bonus concept for you. In
addition to logic and interpretation, improvisation is
Mythic’s third linchpin that makes it all work. Think
about our claims for a moment: you can play without any
preparation and without a GM. Huh?!

improvisation is the glue that fi
it all together.
Improvisation comes f]
form of questions. A
answer will change
in ways the player
of questions that mo
are derived improvis

the pla

the foyer of an ancient, abando
only that the place is musty and decayed, but must have
- pacious and beautiful house. A player

ey receive an answer of “yes.”
Thus, a new detail about the
gameworld has been established
(there are stairs in the foyer leading

up to the second floor). This detail

did not exist until the player asked
the question, and the question was out
of his imagination, improvised.

All details in Mythic
are generated in just this
way. Questions are

asked, dice are rolled, the
results are viewed through a
lense of logic and interpretation,
which maintains the world’s
consistency and gives it the
same logical solidity as it
would possess as if there
were a living GM with
sheets full of data running
the operation. The only
difference is that details of
the game world do not
exist until a player
specifically asks for
them. The end result,
however, is the same.




Chapter 2

Fhe Fate QCbart

he Fate Chart is the heart of Mythic.

- {_ Q Everything that happens in a Mythic
/7\ adventure is resolved by forming a yes/no question.

(7' / The logic of that question is then applied to the
— Fate Chart, which gives a percentage probability of a
“yes” answer. The results are either yes, no, exceptionally yes
or exceptionally no. The players then interpret the results to
fit logically into the adventure. All questions are resolved in
this manner, from determining the contents of a room to
finding out who the villain really is.

(QUESTIONS,
QUESTIONS

All action is moved along in Mythic by asking yes/no
questions. Are there monsters in the room? Is the door
locked? Is it raining today?

Normally, such questions would be asked to a Gan
Master who is keeping track of such details. In a
adventure, the GM can be replaced; the rules ¢
designed to answer all questions put to it and in
manner, as long as they are phrased as

A glance at the next page will s
Along the left side are probabili
likely, a sure thing, etc.) an

Ranks.” Chaos is tracked

4

yes response to

higher the chaos, the great
ic e action. By referencing

a question, w

odds on the

tally subjective value, as you can see from
the left. Your choices start in the middle at

ability. Additional choices range upward with
Somewhat likely, Likely, Very likely, Near sure thing, A sure
thing, and Has to be. Odds range downwards from 50/50 with
Unlikely, Very unlikely, No way, and Impossible.

The descriptive nature of the odds makes it simple to
determine because you can use everyday language. Are the

odds of the roulette table turning up black 50/50?
likely to rain? Is there just no way that a key wil
doormat?

possibility. For insta
of the man standing a
impossible. This does

f the odds? If you are
, he makes this decision. If you are not,

e group must average their opinions
scription.
ere, however: don't take forever.

t don’t wrack your brain too much.

ple: The players are leading their characters, a

io of old-west cowboys, through a canyon as they search for
band of escaping bank robbers. One of the players is nervous
of an ambush, so he asks the question, “Are there cliffs above
us where they could ambush us from?” The player who asks
the question thinks the odds are very likely, while the other
players think the odds are only likely. They decide,
democratically, since 2 out of 3 think it’s likely, then likely
will be the odds.

You have your question and you have your odds. Now it’s
time to consult the Fate Chart. Cross reference the odds with
the current chaos score (we’ll get into the chaos rank a little
later) for your probability of a “yes” answer to the question.
Roll 1D100 and compatre it to this value. If you roll within
the value, then the answer is “yes.” If you roll above, then the
answer is “no.”

By rolling very low, or very high, you can achieve
exceptional results. These are the little numbers to the left
and right of the larger, percentage numbers. Rolling equal to
or less than the left number is an exceptional yes, rolling
equal to or higher than the right number is an exceptional no.

You'll notice that some numbers are negative, while others
20 above 100. These results are virtually a guaranteed “no” or
“yes.” However, you still must roll to see if an exceptional
result occurs.




The Fate Chart

Fate Chart

To use this chart, cross reference the odds of a question resulting in a “yes” answer with the current chaos rank. The result is the percentage chance of the question

resulting in a “yes” answer. A roll within the range of the number on the left is an “exceptional yes” and equal or more than the number on the right is an “exceptional no.”

Impossible | 50« | s25& | s15& | 210w | 15w 15 00 o0a | 0-207
Noway [ 756 | 0500 | 735& | s25s | s1Ba | 210w | 15e 158 i
Very unlikely | 85¢ | 65« | ©50s | 945w | 529s | s15& | 290 158 Lf
Unlikely | ©90s% | #75% | 1552 | 050« | 7358 | «20s@ P 315 4 210 1 Jide
90/90 | 1995w | 6859 | ©75% | w65w | wh0w | 485w | 29w, | TS@W 210w
Somewhat likely | 95w | ©90s | 6859 | 80w | ©65u | wdlar| <450 Ms25% | 420
Likely | 21000 | ©95mw0 | 90w | 85« | 575% | 155 Y @80« | 735& | 525w
Very likely | 21050 | 995w | ©95m | 90w | ©85¢ | 1575% | 168s | 0500 | 45w
Near sure thing | =115 | »1000 | ©95w | 995w 890% » ©809 | 575% | 15Dw | w50
A sure thing | =1250 | 21100 | 95, ©950 | 490 | (6650 | ©80w | n65w | 11550
Hastobe | »145 | #1300 | 21000 21000 |“e99mu 95w | ©90s | w8he | %80«
Boomtionaltes e | @ | 8 SR 6N 5 | 4 3 2 1

Exceptional No
The upper 1/5 of the failure range.

More information, please

Since you are using Mythicafith®another game system,
that other system will likely have a meehanic for handling
such situations as combagf@nd task resolution. Mythic, on
the other hand, will flesh out the game-wotldVitself. Since
Mythic adventuressean,be played without a GM, the only

source of informlation about the waeldharound you is through

yes/no questigning.

TFhe, most commén questions, then, will be questions

secking more detalil about adventure surroundings. Are there
exits in this.room " Afesthiere more than three goons? Do the
thievesthave a getaway car ready? Does the newspaper run a
story on my character’s successful rescue operation?

Often, genetal information about the world around your
characters isfenough. You know that the hall continues
straight on, but you don’t bother to ask what kind of stone
you feel underfoot. The players can ask the question, of
course, if they think it is important. However, the point is,

the level of detail is up to you.

Sometimes, of course, details are very important. For
instance, the character may be a fantasy warrior who has
rounded a corner in a cavern and encountered an ogre.

Before the warrior commits himself to combat, he asks a few

questions. Such as: Is the ogre armed? [s he surprised to see
me! Do [ see friends of his behind him down the hall?

These are questions that are easily and quickly answered
using the Fate Chart. The answer is either yes or no, and a

few quick questions will tell this player all he needs to know

before he decides to attack or run.

The influence of Chaos
on Questions

You will find out about Chaos, and how it
effects a Mythic adventure, in the adventure

chapter. For now, you need to know that you
will keep track of a chaos factor ranging
from 1 to 9. The higher the number, the
more likely a “yes” answer is and more
unexpected events occur.




Can’tfind the page!

Another way to use the Fate Chart is to come up with
quick resolutions to a situation when you are not sure what
the actual rules are. You may know that the rpg you are using
has a mechanic to deal with character’s drowning in
quicksand, but you can’t find it in the rule book no matter
how many pages you flip.

To keep things moving, you could simply use the yes/no
mechanic of the Fate Chart as a fill-in to adjudicate rules on
the spot.

Of course, you could take this all the way and play an
entire role-playing game using nothing but the Fate Chart. It
would make for a very rules-light way to play, but it would
work.

When to roll, when
tomakeitup

Should you use the Fate Chart to answer every questiafi?
“Is the sun shining today? Does the taxi driver say ‘Hi'? Do T
have exact change in my wallet?”

No. Please.

Don’t use the Fate Chart for every question; your
characters will never get out the front door. If the duestion is
not important to the adventure, then just use géod old-
fashioned logic and don’t bother rolling. If there'is €onfusion
as to the most logical answer, then go ahead,and use'the
chart.

Much of the color of your adventure will comefrom the
logical answers that were fleshi@d'out by prior Fate Chact
questions. Maybe you did roll to see ifithe,taxi driver says
“Hi.” He doesn’t. Later, yhen characters€alkyto him to get
news of local happenings, he isiless likely to'be chatty, as we
have already established that he ismot very friendly. Knowing
this about hifwill change the odds of future questions
concerning his actiofis.

Iix this way, thé logical chain’of events builds upon itself,
shaping the entite structugé of the adventure. Keeping past
events andrlogic inmifd also cuts down on the number of
roll§ required on the Fate Chart. The more information you
already possess, the less you have to ask of the chart.

On the other hand, sometimes one question on the Fate
Chart is410f enough to clarify a situation. It may take yet
afiather question to figure out what the original answer
meant.

For instance: “I open the door and enter the room. Is it
empty?” The answer: No. Well, if it's not empty, what's in it?
At this point, you can either use logic, or ask another
question to clarify. If your character has been chasing a

The Fate Chart

10

monster through a catacomb, it makes logical sense that the
monster is in the room, cornered. However, if you're not sure
of this, then you could ask a question like, “Is the monster
['ve been chasing in here?”

To keep the frequency of questions down, and encourage
logical thinking, try and ask a question in such a way that you
will only need one question on the Fate Chart to answemits
Or, at most, two questions. That should be enought
information for logic to take over fram there.

For instance, a pair of occult investigators creepithiugh a
graveyard at midnight, searching for the walking dead: They

Sample Questionsand Answers

“My character parachutes out of the plane.sHe tries to
land in an open field. Does*he make it safely?”

Yes: Yep.

No: He lands in the field, but hurts himself.
Exceptional Yes: He lands without a problem, and very
quickly.

Exceptional No: He'misses the field entirely and
crashes into the forest. He hurts himself, badly.

“Do | succeed in running into the house and slamming
the door shut before the vampire pounces on me?”
Yes: nuff said.

No: You make it to the door, then he pounces on you.
Exceptional Yes: You make it to the door in double time,
shut it, lock it, and have a few seconds to spare.
Exceptional No: You trip and fall, never making it close
to the door. Not only does the vampire pounce on you,
but let’s see if you’re hurt by the fall, too.

“As | walk through the dark hall, I listen carefully. Do |
hear any sounds?”

Yes: You hear something, but you don’t know what yet.
No: Al is silent.

Exceptional Yes: You hear something very loud,
perhaps very sudden. It may take another question to
figure out what it is.

Exceptional No: All is silent. There is no appropriate
exceptional result, so this remains the same as a simple
no.

“| want to get into the house. Is there a set of keys
under the door mat, by chance?”

Yes: Your lucky day.

No: No.

Exceptional Yes: No, but when you try the door, it's
unlocked.

Exceptional No: Heck, there’s not even a door mat.




The Fate Chart

inspect a mausoleum, checking to see if the entrance has been
opened lately. One of the players asks, “Do we hear
anything?” Yes. “Does it sound like something scrambling
inside?” No. “Does it sound like someone walking through the
graveyard?” No. “Is it something flying through the air?” No.

This player is hitting a run of no answers and apparently
plans on continuing to ask until he gets a positive answer. He
could have stopped after the second question, “Does it sound
like something scrambling inside?” We already know that
they hear something, and it’s not coming from inside the
mausoleum. They could simply use logic at this point to say
they hear something outside, in the graveyard. A shuffling
sound, perhaps. Or something too faint to identify. Going the
logic route after two questions yields an answer that the
players should be able to work with.

Of course, if you really want to, you can keep asking
more questions. | find, however, that setting the one to two

/xh/

‘ Summary of How to Use the
“‘ Fate Chart

> 1: State a question: Form a yes/no question.

| 2: Determine odds: Estimate the odds of the
‘ question coming out “yes.”

“‘ 3: Determine probability: Cross reference
| the odds with the current Chods SGere

‘ to get your percentage chance
‘ of a “yes” answer.

4: Roll: Roll 1D100Q4lfiyou roll
L within the percentage.range,
the answer is yes. [Fyow,roll
above,dhe-answer is no. Ifyou roll
in the' lower 1/5 ofthe range,
thenithe answer is an
exceptional yes. If you roll in
the upper 1/5 of the failure
rangepthenthe-answer is
an exceptional no.

) 9: Interpret the answer:
‘ Draw the most logical
/ conclusion from the
| results. If this is not
A possible, then ask another
“ question to clarify,
returning to step 1.

question maximum automatically stops players from asking
a series of detailed questions; they get to the Big Picture
much faster.

The art of
interpretation

Using the Fate Chart to find your péscentage chanée of
success is only the beginninggNext, somedne musttolhsome
dice and see if the answer i$¢yes” or “no." It iSwp to the GM;
or the players if there jgfio GM g£0'figure out'whag the answer
really means.

Interpretation is aniimportant partof Mythic. Again, logic
must prevail. Whatevef seems,the most logical answer, given
the circumstances, is the result.

Sometimes interpretations will €dme easily. If the question
was, “I open the desk drawer. Is there a gun inside?” A no
answer ig@ifiple.enough, and a yes means there is indeed a
gun ifi the desk: It doesn’t say what kind of gun, but a logical
assumption wobuld be a,common handgun.

Aftex ifiterpreting the Fate Chart result, if the players wish,
they can tiy, to clazify the answer further with more questions.
“Isithe gun‘aglock? [s it loaded? Is there extra ammunition in
the desk ?”

Eventually, players learn to ask the right questions. It is
best to ask “Big Picture” questions, rather than
many small, detail questions. The more
important the situation, the more detailed
questions you should ask, but don’t get in the
habit of asking for excruciating detail in every
circumstance. The point is to gather only as much
information as needed to make a logical decision.

Exceptional results

Sometimes when a roll is made on the Fate
Chart, the player will roll very high or very low.
This can create an exceptional result.

Exceptionals occur when a roll is made in

the upper or lower 20% (one-fifth) of the
percentage range given.

In other words, if the odds of a yes are
50%, then a roll of 1-10 is an exceptional
yes, and a 91-100 is an exceptional no. If

the odds are 80%, then a 1-16 is an

exceptional yes, and a 97-100 is an

exceptional no.
So you don’t have to work out the
exceptional values for yourself
every time, the Fate Chart lists
the lower and upper ranges

’




