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This material was inspired by the following games:
- D&D

- KISMET
- SAALT

- SWORDS OF THE MIST
- POCKET DRAGON
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Imagine your character. Choose a class, a race/origin. Create
a brief story for him/her.
Think about what he is good at and what he is bad at.
Strengths and weaknesses. Write this on a sheet. Oh, don't
create wizards, clerics, or similar...read the chapter on
"Magic" to understand how that will work here.

Your character has no attributes. Nor AC. There are also
no levels. Consult the "Advancement" chapter to see how
advancement will be like. 
Your character has 8 Hit Points. When hits zero, it is the
end.

Write down what your character carries with them. Don't
worry about money. But be realistic and "don't overdo it."

Also, write if your character owns lands, properties, and if
he is well-liked in the place where he lives.
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Roll 1d20.
If the action is considered easy, success on 10+.
If the action is considered difficult, success on 14+.
If the action is considered nearly impossible, success on
18+.

If the character is skilled in something that can help,
add +1, +2 or +3 (depending on how good he is at it).

If the character is very bad at it, give a penalty of -1 to
-3  (GM decides arbitrarily).

If the action can cause physical damage to the
character and he failed, we have:
Easy action causes 1 damage.
Difficult action causes 2 damage.
Nearly impossible action causes 3 damage.
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Combat is resolved using the same mechanics as Actions.

Easy enemies are defeated by rolling a 10+ on the die.
Difficult enemies are defeated by rolling a 14+ on the
die.
Nearly impossible enemies are defeated by rolling an 18+
on the die.

With each failure, the hero is injured.
Easy enemies cause 1 damage.
Difficult enemies cause 2 damage.
Nearly impossible enemies cause 3 damage.
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Magic exists only in magical items and ancient scrolls,
often forgotten in deep dungeons and ancient caves.
With these objects in their possession, any character
can "cast" magic. It's up to the Game Master (GM) to
decide what effect that item will have and how many
times that effect can be used before the magic
contained within it dissipates. "3 uses" seems like a good
measure to me.

*The GM can take any OSR list of spells and Magic
Itens as inspiration.
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After each completed adventure, the GM should
distribute Heroic Points in the following cases:
1 Point if the player's character completed the main
mission.
1 Point if the player contributed to the creation of a
memorable adventure.
1 Point if the player had an excellent idea or came up
with an inventive solution during the adventure.

Each Heroic Point can be spent to:
- Reroll any dice roll.
- Recover 3 Hit Points (not applicable if the character
reaches zero HP).
- Grant +3 to 1 (one) Attack roll or +3 to 1 non-combat
skill check.
- 8 Heroic Points spent can miraculously save the
group, no matter how unlikely it may seem (players can
collectively spend their Heroic Points in this case,
with each player "donating" a certain amount).
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