Cast World (Can't Anyone Save The World?) – Rules Preview
By Kayne Ruse – KR Game Studios
What Is This?
These are the rules of Cast World, with much of the content cut out. This is intended to give an
overview of what you'll be doing with this game, without making the game itself free to the public.
Character Creation
Roll 3d6 eight times, and assign each value to one of the following,
in any order: strength (STR), dexterity (DEX), constitution (CON),
intelligence (INT), wisdom (WIS), charisma (CHA), piety (PIT) and
birthright (BIR). Also create these aspects: Health points (HP),
armour points (AP), Mana Points (MP) and Walking Speed (WS).
These aspects begin with the values 10, 10, 10 and 30 respectfully.
Next, choose one of the following races: human, woodfolk, oxkin or
hollow. This choice does not have any initial impact on the game, but
can factor in later. Next choose a class. Two classes are listed
below. Finally, choose up to two elemental affinities from the graph
to the right, noting the elemental relation – creative or destructive (if
you chose less than two, your elemental relation is nullified).
Classes
Fighter – STR 13 or above only
Brave Action: This class can use the brave action.
Barehanded: +2 to attack and damage rolls when no weapons are equipped.
Starting Wealth: 3d6gp.
Starting items: Common clothes, leather breastplate, dagger, healing salve (5 uses).
Wizard – INT 13 or above only
Magic: This class can use magic.
Starting Wealth: 3d6gp.
Starting Items: Fine clothes, short rod, a book of spells (handwritten).
Rests
Only a full 8 hours of rest can fully recoup your HP and MP, and as such a rest must be taken in a safe
location. If taking a rest is not possible, healing and regenerative items are your only options for
recovery.
Currency
Money is simple: 1 gold piece (gp) is equal to 10 silver pieces (sp), and 1 silver piece is equal to 10
copper pieces (cp).
Progression
The DM may reward the players with an experience point (XP) when they feel it is appropriate; usually
at the end of an act. These points can be spent to improve a character. Each base statistic can be
improved up to 18. No character can accrue more than 20 experience points over the course of a
campaign.
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Combat Challenge
All combatants roll 3d6 for initiative; a single round takes 6 seconds in game time. Each turn, the
combatant may take the following actions:
•
•
•

Moving up to their maximum WS.
Taking one standard action.
Taking as many free actions as the DM permits.

A standard action is one of the following:
•
•
•
•
•
•

Dash: This doubles the distance a combatant can move this turn.
Item: Using an item, such as drinking a potion, throwing a rock, etc.
Attack: A melee or magical attack against an enemy.
Defend: Taking a defensive stance, thus adding 2 to your AP until your next turn.
Brave: Attacking twice this turn, skipping your next turn.
Default: Defending, as above, and saving an extra attack for later; you may only have one
extra attack saved at a time, and it is lost at the end of combat.

Free actions are anything else, including verbal commands, gestures, drawing a weapon, etc.
To make an attack (ATK), roll 3d6 above or equal to the defender’s armour points, including
modifiers. On a success, roll DMG defined by your weapon (or 1d6-3 if you lack one). Rolling an 18 or
3 are considered successes, regardless of anything else.
When a character’s HP reaches zero, they fall unconscious. If an entire party becomes unconscious,
it’s at the DM’s discretion as to whether it’s a total party kill or not.
Ability Challenge
Ability challenges are non-combat tasks that still require considerable skill.
To perform an ability challenge, choose an appropriate stat, plus any modifiers, then roll 3d6; the goal
is to roll a number below or equal to the chosen stat’s value. Again, 18 and 3 are both considered
successes, regardless.
Items
Item

Details

Cost

Clothes

Common
Fine

2sp
2gp

Rations

1 day’s supply

1sp

Healing Salve

HP:+2d6+2, 3 uses

2gp

Shortsword

Reach: 5ft, DMG: 1d6

8sp

Dagger

Reach: 5ft, DMG: 1d6-2

3sp

Short Rod

Reach: 5ft, ATK: +1 when casting, DMG: 1

3gp

Shield

AP: +2

2gp

Leather Breastplate

AP: +1, HP: +1

2gp
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Magic
Name

Cost

Details

Effects

Firebolt

2 MP

Target: single target, Range: 60ft,
Restriction: fire affinity

Deal 1d6+3 fire damage.

Force Missle

2 MP

Target: single target, Range: 30ft

Deal 1d6-1 damage. You may cast
this spell up to three times at once.
If you do, you may select a new
target for each spell.

Natural Cure

4 MP

Target: self, Restriction: wood affinity You regain 1d6 + 4 HP. You can’t
use this spell on consecutive turns.

Abilities
Name

Cost

Effects

Higher Stamina

1 XP

Your maximum HP increases by 4. You may take this ability as many
times as you like.

Higher Mana

1 XP

Your maximum MP increases by 4. You may take this ability as many
times as you like.

Higher Base Stat

1 XP

One of your base stats increases by 1. You may take this ability as
many times as you like, to a maximum of 18 in that stat.

Brave Action

3 XP

You can use the brave action.

Default Action

3 XP

You can use the default action.

Survival Skills

1 XP

Restriction: Woodfolk
You have the skills to support yourself and your party using only the
land itself. You can spend 1 hour gathering enough food to support
one person for one day.

Monsters
Kobold
STR DEX CON INT

WIS CHA PIT

BIR

Credits
Lead Designer: Kayne Ruse
Special Thanks: Ken Carcas

Legal
All product names, logos, and brands are the
HP
AP
MP
WS
property of their respective owners. All company,
5
8
0
30ft
product and service names used in this document
Kobolds gain -2 to ATK and ability challenges that are for identification purposes only. Other “pop
culture” references scattered throughout are
rely on sight while in sunlight.
Kobolds gain +2 to ATK when at least one ally is intended as respectful nods to their source
material, and are not intended to infringe on said
within 5ft of the attack’s target.
source material.
Kobolds carry a dagger and a sling, and can
attack with either.
All other original material in this work is copyright
Attacks
Kayne Ruse (KR Game Studios).
Dagger: DMG: 1d6-2 (reach: 5ft, throwable
30/90).
Permission is given to photocopy material from
Sling: DMG: 1d6-2 (projectile 80/120. They may this document for personal use only.
spend 1 action aiming. If they do, they succeed
their next ATK and gain +1d6 to DMG).
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You might also like…

Can’t Anyone Save The World?
Or Cast World for short.
Can't Anyone Save The World? is inspired by both classic and modern
tabletop RPGs. This sword-and-sorcery RPG is designed to be quick to
start with easy to intuit rules, making it ideal for shorter campaigns. It
comes with a new setting baked in, filled with unique races (human,
woodfolk, oxkin and hollow) and scenarios.
To play, you'll need 3 six-sided dice (referred to as d6), paper, a pencil,
and imagination. This game is designed for 3 to 7 players, and a game
master (or GM for short).
To make a new character, roll for stats, then choose a race, class and
elemental affinity. Now, you're ready to play! Roll high during combat, and
roll low during ability challenges; don't forget the roleplaying, of course – that's the other half of the
game!
The core rules also come bundled with a short adventure called Verona Village, which demonstrates
the core rules, adds some new content, and fleshes out a small part of the world. New adventures will
be released on DriveThruRPG every two weeks, so check back often!

The Beggar King
While settling down in a tavern, the party is approached by a
mysterious old man...
This module has intrigue, suspense, and a hero who is more
than he seems. This open-ended adventure has more freedom
than others, so some level of improvisation will be needed.
That's not a bad thing though, given the number of possible
ways that players can tackle the story!
Cast World's flexibility and extensibility is turned up to 11 here,
with 5 new humanoid adversaries to challenge the players;
some of which are entirely optional.

The Crystal Tree
While traveling in the far west, the party is tested by a god...
This high-stakes module features a number of challenging
obstacles, difficult choices and a risk so great, it may impact
the characters forever.
This module introduces 5 new monsters and 2 new spells, as well as introducing the great western
woods.
Available on DriveThruRPG
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