
ROUND ROBIN 
Tabletop Game System written by Jeremy Alva 
A free single-D20, shared-GM game system 
 
ABOUT 
The Round Robin game system is a free shared-storytelling, single-d20 game system designed by Jeremy               
Alva that can be used to tell any sort of story with any number of players. Each player will, in turn, act as the                        
Storyteller, dictating the direction of the story as it unfolds. It is intended to allow a group of players to come                     
together and weave a tale, with no single individual responsible for resolving every scenario. 
 
At its core, the Round Robin system is intentionally rules-light and adaptable to make it as easy as possible                   
to allow even the most novice players the chance to guide the story with as few limitations as possible. 
 
SET UP 
All you need to use this system is paper, pencils, a D20, and two or more storytellers. 
 
Before starting the game, all of the players should have a conversation to determine the sort of story you                   
want to create together. Come up with the genre , the mood , and the basic premise to start your game. Is it                     
a sci-fi noir story set in an underground metropolis dealing with a string of train robberies? Maybe a                  
coming-of-age story set in MiddleEarth during an industrial renaissance? The story is entirely yours to               
determine! 
 
Only focus on where the story will start, don’t worry about where it will go. Try not to come up with too many                       
details, as your ideas WILL change and evolve as the story progresses. Allow each player the opportunity to                  
put in their thoughts, and do not let anybody steamroll their idea-- this is intended to be a shared experience,                    
so everybody should feel some ownership of the game. 
 
An agreement should be made at the start of play whether the active storyteller has right or agency to                   
dictate minor actions for other players-- all important decisions must be left up to that character’s player, but                  
allowing for minor actions that help progress story to be dictated on their behalf can help keep the                  
experience seamless. 
 
After your story is prepared it is time to come up with your characters. 
 
 
 
  



CHARACTER CREATION 
Each storyteller will have control over at least one character in the game, who will act as that player’s proxy.                    
There are only a few things you will need to determine who your character is: 
 

NAME 
Do they have a common name? A name shrouded in infamy? Do they go by a nickname, concealing their                   
true identity? Have fun with your name, but remain true to your world. 
 

PERSONA 
This is a brief description of who your character is at their core. Keep it short and to the point so that you can                        
explore what this means through gameplay. Are they a ‘Cowardly Warrior’, or perhaps simply a ‘Rat’? Would                 
others describe them as a ‘Metaphysical Engineer’? Would they describe themselves as a ‘Person With A                
Great, Dark Destiny’ which drives their every decision? Who is your character at their core? 
 

DISTINGUISHING CHARACTERISTICS 
Here you will describe who your character presents themselves to the outside world, and what sets them                 
apart. Are they a tattooed barbarian who wears rainbow hair bands? Do they have a particularly gnarly                 
looking scar from a long ago war? Are they a stutterer who farts when they get nervous? Distinguishing                  
characteristics aren’t just visual, but can be anything that distinguishes from everybody else. 
 

SKILLS 
Decide where your character excels. Keep in mind that it is assumed that your character is reasonably                 
capable of basic actions such as driving a car or using a computer. Only note it as a skill if they’re a Stunt                       
Driver, or an infamous Hacker. There is a maximum limit of three skills you may list, though more can be                    
added for ongoing campaigns. Avoid “power of everything” style skills, or overlapping too much with another                
character to ensure every player has something to contribute. 
 

INVENTORY 
These are the things your character will start the game with. These items are on their person at the start of                     
the story and more items can be added or removed as is reasonably necessary. Be realistic with what your                   
character can carry, if they carry anything at all. Avoid trying to game the system and carry more than is                    
realistic or reasonable. 
 
Keep in mind that there is no need to describe your wizard’s great hall of books, or your steampunk                   
baronesses fantastical and wonderful car of destruction. Large items, or items not carried by your character                
can be described as necessary during gameplay. 
 

S.P.E.C.I.A.L. SCORE 
Your S.P.E.C.I.A.L. score is what makes your character unique. These are their attributes that will add                
bonuses to your rolls, showcasing your particular specializations. You will be given a point pool, depending                
on the type of character you are all making, which can be spread throughout these attributes to provide                  
bonuses on skill checks. See “Use Of D20” below for more info on skill checks. 
 

Note: The Round Robin game system adopts the S.P.E.C.I.A.L. system created by Chris Taylor, Jesse               
Heinig,and Tim Cain for the Fallout game series. No infringement is intended (hence why this system is free to                   
distribute), but because it is already simple and widely accessible it is perfectly suited for this system. 

  



S.P.E.C.I.A.L. SCORE ATTRIBUTES 
 
S - STRENGTH : Physical strength. This is good if you need to lift a heavy sewer cap to find a new path; or                        
if you need to pull up your friend dangling by a rope over a dark bottomless pit. Can be used for melee. 
 
P - PERCEPTION : Your sensory acuity, or how well attuned you are to your senses. This is good if you                     
need to spot that werewolf lurking in the shadows; or sniff out which pink cupcake was truly made with love. 
 
E - ENDURANCE : How much you can take. This can be used if you need to run from zombies for a long                       
distance; or if you must carry a fallen comrade for several hours through a war torn field. 
 
C - CHARISMA : How likable you are. This is helpful if you need to sneak into a socialites masquerade                    
without notice to gather intel; or if you need to convince a guard that you’re really a tree. 
 
I - INTELLIGENCE : How much you know. This is best if you choose a particular type of intelligence: book                    
smarts so you know what streets to travel to get where you need to go, or street smarts so you know what                      
streets to travel to avoid getting killed. 
 
A - AGILITY : How flexible you are. This is helpful if you need to traverse an array of tripwires without                     
setting them off; or if you need to dodge a ninja’s barrage of shuriken. 
 
L - LUCK : How #Blessed you are. This is good if some psycho threw a grenade at you and you REALLY                      
hope it’s a dud; or when you need to find a specific book in a burning library really fast. 
 
Below are the different point-buy amounts you can choose from depending on the sort of characters you want to play.                    
You may spend these points in any array you wish. 
 
5 points, WEAK : You are not a particularly skilled individual, but you’re not totally useless. 
10 points, AVERAGE : Either you’re very specialized, or a bit of a ‘Jack of all trades, master of none’ sort. 
15 points, STRONG : You have some skills that are very useful. You’re likely an expert in some area. 
20 points, META : What CAN’T you do? It’s unfair to pose someone so God-like against mere mortals. 
 
Some choose to spread these points out evenly to give themselves a decent chance at anything. Some                 
choose to spend the bulk of their points in specific areas, giving them an extreme boost in certain fields. You                    
may also choose to give yourself a negative in certain aspects, and spend the points elsewhere. 
 

ADVANCING TRAITS 
If you are playing an ongoing campaign, your characters deserve to get better and advance these skills.                 
There are two ways you may consider leveling up your characters, you can use either one or both options: 

- Your group may earn one additional point to spend for every major campaign or story they                
complete. This is best if you are collaborating as a group and prefer to maintain party balance. 

- Each individual character may earn one additional point for every outstanding skill-based task they              
achieve. This should be used to create a natural evolution of development. For example, a player                
roleplays a particularly ingenious use of their Intelligence skill, at which point the Storyteller may               
award them a new point to add to their Intelligence score. 

 
Try to use advancement sparingly, so as to avoid diluting the game experience. Do not exceed more than                  
two points of advancement every session. 
KNOWING YOUR ROLE 



First and foremost, this is a shared storytelling game. This means that no one individual should be                 
responsible for dictating the direction of the story. This means that one person will be directing the story at                   
any moment, as the Storyteller, but at any point another player may either ask, or be asked to take over. 
 

BEING A STORYTELLER 
When you are the Storyteller, it is your responsibility to build on what has already been established in the                   
game and guide the story forward. You are also responsible for deciding what actions will require Skill                 
Checks to accomplish the task-- take a look at “Use of D20” below for more information on skill checks. 
 
You will be in charge of maintaining coherency within the world that has been built, and playing the side                   
characters as they interact with the players (see Non-Player Characters below) . You are also playing your                
own character, but make sure to shine the light equally on all of the other characters during your tenure as                    
Storyteller. 
 
Because of the nature of this system, it may feel overwhelming to be the Storyteller, as there may not be a                     
specific end-goal, or the work you put into your part of the story may not be the focus of somebody else's                     
turn. Try not to let this get to you-- the world will evolve naturally, and the focus will shift quite a bit. Just go                        
with it and have fun! 
 

BEING A PLAYER 
As the how it is the Storyteller’s job to describe the story, it is your job to have your character engage with                      
the world and help progress the action and plot. While it is the Storyteller’s responsibility to ask you to                   
perform Skill Checks, you may also ask to perform tasks utilizing your S.P.E.C.I.A.L. score if you feel it is                   
necessary. It is important though to allow room for all the other players, and the Storyteller, to participate                  
and affect the story as well. 
 

“YES, AND…” 
When playing this game it is important to remember that everyone should have a chance to                
contribute and have their ideas matter. So we’re going to borrow a concept from improv theater                
called “Yes, And”. This means that you will embrace what another player says, and build upon it.                 
Say “Yes” to the new idea, “And” this is how we can expand on it. 
 
This is important because tearing down or ignoring another player's idea can cause conflict and be                
disruptive to the story. There are always exceptions to this rule, but keep this in mind during play. 

 
NON-PLAYER CHARACTERS 

Your characters will need to interact with other individuals from the world you are building, and so it will be                    
the Storyteller’s responsibility to come up with who you come across and act them out for the story. These                   
non-player characters (NPC) may be single-purpose, or returning favorites. In either case it is important to                
take note of who they are and keep their personalities straight. 
 
If an NPC must perform an action it should be assumed that a basic NPC will have no boosts to their                     
S.P.E.C.I.A.L. Score. If they are a higher ranking NPC, such as a monster or a boss, it will be up to that                      
Storyteller to create a S.P.E.C.I.A.L. Score for them before any actions or combat begins. This sheet will be                  
shared with the other storytellers as necessary. 
 
TELLING A TALE TOGETHER 



STARTING THE STORY 
Before you start telling the story, make sure to follow the guidelines in the “Set Up” portion above. This will                    
help you determine the genre, mood, and basic premise of the game you are about to begin. If this alone                    
gives one of your players a great starting off point, then jump right in! 
 
If you are having trouble thinking of a starting point, try asking leading questions to find who the characters                   
are, and what their relationships are with each other, or their relationship to the world around them. Ask                  
them how they met, or where they are currently walking. Why are their hands so sweaty? Why did they                   
break their promise to the person who they cared for most? Answers to questions like these will help fill in                    
the broad shapes of the world, and offer ideas on what these characters are hoping to accomplish. 
 
You can also try making grand statement to quickly offer a direction to take the story. Making a proclamation                   
on behalf of a king like “All Elves must return to their own kingdom!” when one of your players is an elf will                       
immediately establish an obstacle, sets up a lot of questions that must be answered, and something to work                  
for or against. 
 
If you are more of a character-player, you can try having your players question you instead to help incite an                    
idea. You can set up a side character such as a mysterious, gruff and aloof woman with an equally gruff                    
parrot on her shoulder, and entice your players to ask her questions about who she is, and what she is after,                     
and more importantly why her parrot is doing all the talking for her. 
 
There are several ways to spark a story, but once it gets started it’s important to keep up the momentum. 
 

PASSING THE TORCH 
An important element in this game, like in basketball, is knowing when to pass. There are two ways to                   
relinquish control of the story to another player-- asking them to take over, or being asked to take over. 
 
If you feel that you’re at a point where you, as the Storyteller, want to pass control off to another player all                      
you have to do is simply ask them if they would like to take over. It is really that straightforward. If they seem                       
hesitant, you can either ask somebody else, or try and ask them leading questions about how they as a                   
Storyteller would handle a situation. Get them engaged. 
 
If you are a player and have an idea for the story, don’t just jump in and wrench control away from the                      
current Storyteller. Instead as a group you should determine a signal you would like to use to indicate you                   
would like to take over. Methods used in past games include: raising a finger prominently as if you were                   
raising your hand; placing a quarter on the table like you might at an arcade; having an agreed upon phrase                    
such as “BUT SUDDENLY” and then taking control at this point. 
 

RESOLVING STORYTELLER CONFLICTS 
So you’re telling a story together when the inevitable happens-- a player is upset because something they                 
established is being negated, or just plain ignored. Maybe they worked hard to set something up and it is not                    
playing out the way they intended, or they’re upset that a lovable character they’ve established has now                 
been revealed to be a villain. 
 
These things can happen. It is important to try and resolve these issues as swiftly as possible to keep                   
gameplay going as smoothly as it can. One way you can resolve this is to agree at the beginning that the                     
active Storyteller has final say at the time of a disagreement. If that does not resolve it, you may wish to                     



grant the person feeling unheard a chance to briefly smooth out the plot hole before returning control back to                   
the active Storyteller. 
 
Remember though, the game is all about the “yes, and” rule so make sure that you are not rolling back an                     
established truth of the world you are building just to satiate your own ego. The game is all about giving to                     
each other to have the most fun. 
 

ACTIVE ENGAGEMENT 
An important thing everyone should be diligent for is making sure that all the players are a part of the game.                     
As the Storyteller make sure you are actively addressing each character, and not just focusing on one or a                   
few. As a player, if you are seeing that one of the other players isn’t participating much, or generally doesn’t                    
look like they’re having fun, try and make a point to bring them in. It may also be time to try and ask them if                         
they would like to be the Storyteller. If they are not interested, or tell you they’re happy with the game as is,                      
there’s no need to push it. 
 
 
  



USE OF D20 
Even though this is a rules light game system that focuses on storytelling, there will be times your characters                   
will encounter a challenge that can only be resolved with an exerted effort, the use of a special skill, or with a                      
literal roll of the die. This will be the time to break out your handy icosahedron and get down to business.                     
Don’t have a D20? Never fret, you are free to adapt your game using whatever die you wish. 
 

WHAT THE D20 IS FOR? 
The die will be used to determine how successful your character is at accomplishing the task they are                  
attempting. Let’s say that your group comes across a locked door, and you really need to get through it.                   
There are several different ways you can try to attack this issue, but let’s say you’re the kind of person who                     
wants to literally attack it. Here’s how it might play out: 
 
You tell the Storyteller you want to attack the door with brute force. The Storyteller, seeing you’re using your                   
fists, might ask you to do a Strength skill check. They will determine a Challenge Level and have you roll the                     
die. Depending on how your die fairs against the challenge level will determine if you Succeed or Fail. 
 
This is where your S.P.E.C.I.A.L. score will come in handy. Let’s say that you put 5 points into Strength, and                    
for your skill check you roll a 10 on the die. You will add the S.P.E.C.I.A.L. score to the die roll, 5 + 10, for                         
the total score of 15. Compare this to the Challenge Level to determine if you succeed or not. The Storyteller                    
will then explain to you how this plays out, unless they choose to err to your own description. 
 

CHALLENGE LEVELS 
Every obstacle the characters will face will vary in their difficulty. Before the player rolls the die the                  
Storyteller must determine how difficult the challenge they face will be. If it is fairly simple, but still has a risk                     
of failure like trying to stealthily sneak a photo of an enemy spy in a crowd, they can use the Easy challenge                      
level. Something a bit more trying, like hacking  
 
5   - EASY 
10 - MEDIUM 
15 - HARD 
20 - IMPOSSIBLE 
 

WHEN TO USE THE D20 
It should be assumed that anything that one of the characters wants to do that does not require any special                    
training or talent can be achieved. Exceptions to this rule are if a character is specifically designed with a                   
handicap (physical, mental, or otherwise) or are otherwise hindered in some notable way.  
 

CRITICAL ROLLS 
A popular alternative rule gamers frequently use are Critical rolls, or crits. In the event that the die lands on a                     
1 that would be considered a Critical Failure, or if it lands on a 20 it would be considered a Critical Success.                      
This can be used to add a special splash of flavor where the character not only immediately succeeds or                   
fails at their task, but does so with an impressive flair as described by the Storyteller! 


