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L ) Rules

Session Date On your turn, say what want your

(" ) character to do. The Game Master will
describe what happens as a result.

N J

Session Name When your character's success is in

4 N\ doubt, the Game Master may ask you to
roll a number of dice equal to a

\_ ) relevant skill.
If the total of your roll is higher than

\_ ) a number determined by the Game Master,
your character succeeds.

(rskijl Name Levelﬁ\ You start with one skill: Do Anything 1.
-
Do Anythlng If you roll all 6s, you get a new skill
\ related to what you were doing. The new
( skill is one level higher than the one
L you were using.
>
' If you fail a roll, you get 1 XP. XP can
\ be used to treat a die like a 6 for
( determining if you gain a new skill.
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Roll for Shoes was originally written by Ben Wray. (https://rollforshoes.com)
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