The good stuff

Up to page three, it looks nice. The rows in the differ- X
ent columns are at the same height, you got nice space [[ H‘@dhtﬁ

between the columns. The page design is full of air

and it got a nice old school feel over it. fLayouh Mchaet Wolt Hlnr:gz:alE’rll_lhlami :hHEE
Letting the side margins have the same distance |, 5 E“_mn_' Adam \Weber and

makes the design be a little stiff, but that's all right,
because you got a bigger margin at the bottom than [ Arhasnre £ The Farse Sri- Snectal Thaske to hAichas
and MAacle] Zasorskl, Used  Hopldns, YVerena Knarpp,
. i ) hAacy, Roberto Micher!, An
ground". Having the top margin smaller than the bot- Sawyer Rebin Stacey Adar

tom margin makes the document a little more inter- rntn Manuel Austermthie.  the resulars of the #rpmn [R
ridr

at the top so the text area seems to stand "on a good

esting because of it’s asymmetry. a Friedrich, David Lieas - cergnet!

however, . .
At page four and on Nice space between the rows. The rows are aligned between

things starts to go bonker the columns, making it look proper.
iy
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more information check out wwwicreativecommons.com and wwwistargazergames.eu.
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An example of when things are way to tight. The typeface
Sfor the capitlized text is a poor choice because it's way to

narrow. To ease things up, use positive tracking.

The licence text looks like it'stoldinareallyfastway.

r'| o
ICETISE ouie shout §
|l—:.||.- It could be that you are ironic about licence - that

i ) noone reads it anyway because it’s just a wall of text
20 10Michael \Whlf. Somerighizreserved. Allco
nlicensed under aCreative Commons BY' ~N more space between both the characters and the
ck out wwwicreativecommons.com and wwl|  yords.

You should also have more space between the pic-
ture and the rest of the text, by trying to put the li-

BY MNC SA cence picture in the middle of the two text fields.

of jibberish. But if that’s not the case, you need a lot

It seems weird that you start a sentence where
youre SHOUTING with “please”. The sMALL cAPS
letters seem like they are capilized because the font

OLE BOOK. MAY BE FREEY COPIED AMD SH.A

size is larger than the text above the picture. The let-

PLEASE BOTE: THIS WHOLE BOOK MAY B ters also seem to close to each other, so you should
o

probably expand the tracking (the distance between
One suggestion is to use the standard text for CC licence. ~ the letters) so it becomes more readable.
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I am not the ravening fan boy type, but | fell for
Wardor Fogue, and Mase at first slght.  There
= I something clectric about fhls game, a feeling of
limitless potentlal. The system s Infultbve, flex-
fhiz, and fun_ There k= an emphasic on charac
ter over numbers that 1s created by the simplicity
and openness of fhese rules that 1 find refreshing.

i

= o
.

When a game 15 made every deslgner hopes that
people will Ike It, Justifylng all of thelr time and
hard work., Also, deslgners have a wvislon that
; hopefully speaks fhrough thelr work.

Y I am proud and henored to have been a small part

, of hAlc Sl

There are few natural phenomena fthat have more
energy and passlon than Michael Wolf. After phys-
Iclsts have glven up looking for the Higgs Boson,
they are going to break him apart to discover his
source of power Warrlor Rogue and hdage Is typl-
cal of Michael: roleplaying game output: 2 complete
game that wraps the famillar with paradigm lenor
Ing features.

Er

There are no classes, Just your deslre fo create a
character wifh distinct abliitles. Balance the three
characteristics of Warror, Rogue and Mage fo cre-
ate_endless_combinations of character clazs Afd I
core, the system (s Hight and complexity 15 brought
about by your cholces as a player not by pases
of rules, Combine Talents, skflls and aftributes o
achleve eple sucoesses.

In terms of layout and style. MAlchael has af-
fached ‘the bar fo which we free RPG aufhors
asplre} fo a rocket bound for Jupler The graphics

/ {/f};-

D‘HEM

I would ke fo be the first to thank MAlchael for
sharing this superb work - a same which youll be
left agog that It does not bear a price tag. It bears Itz
Creative Commuons BYMNGA license proudhy: If the
physhelsts ever manage to spilt the Michael, they
swrlllbe hilnded by philanfhropic destre to set ywou,
me and a fo

Lk, TiHe Free RPG Buog Anp TKMIKT

In the past, people have asked me whiy | bother fo
wlte games. There 2 already hundreds of roleplay-
ing games out there and since 1 dort Intend fo sell
them and make some money wihy hofhert The rea-

sen Iz pretty slmple: Mz fun!

I am sure every GhA worth his salt has already
thought about wilting his own same. Sometimes
you Just want fo challenge yourself. sec If you can
really pull i off and deslen and wilte a game that
works. K someone dse enfoys fhe work youve done,
great. but usually Hs sufficlent fo know that you
actually pulled It off.

L

That was what motivated me to write Wwarror
Rogue & Mage In the first place. When | wasun- P
der the shower | had an Idea about using the baslc r:
fantasy RPG classes as the attributes of a character
directly. And so | started writing down my Ideas.
Wwhat you hold In your hands is a reflned verslon
of fhaf Initial tdea. | eeally hope viou enjow readine
and playing this game as much as It was fun to
createl -

MicHaa Worr, AvmHor oF WREM

The small things

The rows in the different columns are still aligned to
bring a nice look. The text is justified, which means
that the program will put in variabled spaces between
the word. This will mean that the text will look irregu-
lar. Look at the space before “Also”. Look at the spaces
between the words on that row and compare it to the
spaces i the row that starts with “I am so proud....

hard work. Also, deslgners have a vislon that
hopefully speaks fhrough thelr work.

I am prowd and honored to have been a small part
of hAlehaelz wizlon,

Also, you separated all the paragraphs by a blank row,
but not the sentence that starts with “I am proud..”
You should follow the same standard with all new

paragraphs to bring consistency to the text.

“..sharing this superb work - a game which..”

You're using a hyphen above. It should look like this:

“..sharing this superb work - a game which..”

That’s an en dash instead of a hyphen. The following...

“..sharing this superb work—a game which..”

...1s one example of English standard. An em dash with
no spaces around it.

The blg things

Headlines should always be closer to the nextcoming
text than the text above. The columns should end at
the same place. The name at the end looks like it’s a
headline, which makes it all look weird.



Page 6

Changing the number of columns in a page layout
is an effective way of making the reader to pay more
notice but in this case the the rows are around one
hundred characters, including whitespace, which is
waaaay to long.

The standard suggestion of maximazing the readabil-
ity in a text is to have 55-65 characters per row. When
I made this document, I choose a font size (10 pt) that

made each row have around 55 character per row.
Another way of making it readable is to choose

a leading (the height of each row) that’s not to high

making it harder to read or the opposite...

...a leading that is way to narrow.

Look how the leading change in the picture below be-
tween the normal text and the increased small caps.

Page 8
One way of avoiding lead change is to have the body
follow a baseline. Look at the bottom picture and see
how the rows aren’t aligned with each other. This hap-
pens because the text doesn’t have a baseline to follow.
Look at the two columns on this page and see how the
rows of the different columns align to each other.

There are more things that is wrong in the bottom
picture. The space between the headlines and it’s fol-
lowing text is to tight. You need more space around
the headlines, but still being closer to the following
text than to the text above. The previous page shows
how it should be done.

A third thing, that I've talked about before, is that
the columns doesn’t end at the same height. That cre-
ates a busy look for your page.

WREM is a simple, lightweight role playing game that allows a group of players and a game
master (GMA) to experience epic adventures in a fantasy world fifled with conflict, monsters and
wondrous magic.

Although WERaM uses the three archetypal roles of classic role playing games in ifs title, it doesrit
make use of classes. Players can freely create characters as they see fit without having to press
them into the tight corset of character classes. Warrior, Rogue and Mage are actually the characters
basic atfributes, which measure their capabilities in combat, stealth and academics respectively

This book assumes you are familiar with tabletop RPCs. If you have no idea how a tabletop role
playing game is supposed to work, ask your geek friends; theyil probably know:

IF YoU HAVE ANY QUESTIONS REGARDING THE GAME, FEEL FREE TO COMNTACT THE
AUTHOR AT INFOESTARGAZERSWORLDLCOM OR CHECK OUT THE FORUMS ON THE
OFFICIAL STARGAZER (AMES WEBSITE.

difficult the task al hand iz. Then the player
rolls one six-sided die [d6) and add: the relevant
attributés level to fhe rolls resull. IF the character
knoes any zkills that mighi help in fhai situa-
tion, dhe player may add 2 to his result. The fi-
nal ‘résult iz fhen compared fo the difficulty leve
sef by the GhA IF the resull is equal or higher
fhan the DL, the fask was successful, If nof, the
fazk failed.

AUJTOMATIC SUCCESS

\When the rick of failure iz extremnely low: or the
fack ic anhr of minor impordance 4o fhe chons
and fhe character has an appropriate =kill, the
hA may decide that no roll i neceszary: In this
case fhe character avtomatically succeeds.

W norroseD CECKs

If the tack al hand iz ot actively opposed,
fhe player has to beat a difficuliy level defer
mingd by the ChA. The fellowing list provides
wou with some examples ML in parenthesis):
Eazy (5), Routing (7), Challenging [9), Hard
[11), Extremne (13]

Crnioesas I a charader knowes more than one
skill thai could be wsed in a given situafion, the

I A rmare allmnes Flm mlvpmr fm add armmd om0 8
o T e WPl TSl S A T Il

fhwe resulf,

Whenever a plaver rolls a & on damage rolls

H
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The whole impression

You should always design a page with the whole page
spread in mind. What you see in the picture above
is how the border is not really suited for this pur-
pose, probably because it’s created to be watched on
a screen?

What you also need to think of is how pictures,
tables and other objects should balance the page
out. Look how the pictures seems to make the whole
spread “tip to the right” A nicer look would have been
to put the mage in the top left column. To the right,
you can see an example of when pictures balance each
other out. In this document, look at page 2 and 3.

It’s also common to create a grid that you use to put
objects in and in many cases, cut them so they fit. What
kind of grid do you think I've used in this document?

CAT, sMALL

Attributes: Warrior 2, Rogue 8, Mage 0

HP: 5 Mana: 0

Defense: 8

Asttacks: 2x Claws* (uses Rogue attribute) 1d6/2
damage

Dog

Asttributes: Warrior 4, Rogue 2, Mage 0

HP: 6, Mana: 0

Defense: 7

Attacks: Bite® (uses Warrior attribute) 1d6
damage

Notes: can be trained as a mount for small races

Fme BeETLE
Asttributes: Warrior 4, Rogue 4, Mage 0

1w & a

VR D%

This is from a game where I did the layout. Notice how

the pictures balance each other out and that I use a 2x2
grid to place the pictures in. Also notice how the col-
umpns, even when they are on different pages, end at the

same height.

The invisible design

Typography is a really weird art, because when it's done
properly, you don't notice it. It's only noticeable when
it's done in the wrong way. Like how the text area in this
document is created by using the golden ratio (1,618).
The width is 1,618 times less than the height.

Look at the text block to the left. The headlines
doesn’t not stand out properly which makes it hard to
find anything on the page. There are heaps of ways of
making this more readable. Here’s one example.

Dog

Warrior 4 HP 6
Rouge 2 Mana 0
Mage 0 Defense 7

Attacks: Bite* — 1d6 damage (uses Warrior attribute)
Can be trained as a mount for small races.



