
Swords Pens & Papercuts

Design philosophy:
Swords pens & papercuts is a tabletop roleplaying game designed around meta 

progression between scenarios. create a character who sustains injuries over time, 

making them more nuanced. Earn, forge and develop swords that raise your power and 

evolve your fighting style. Face off against different players, letting your hero 

participate in many small adventures.

The game is played on a grid-based map, with teams of heroes starting on either side 

and moving around to stab one another.

All of the hero choices, swords and scenarios below are part of the base game, which 

will be expanded as core rules are optimized.  Thanks for being part of the 

development journey.

Creating a Hero:

RACES:
Choosing a race for your character applies certain traits.

By default, quick races have 5 movement and other races have 4.

Fawn Short/quick
Fawns are a small race of humanoids with furry legs and hooves, who like a little 

adventure, but nothing too perilous

Human tough
Humans are well meaning folk who are often seen going on adventures and pitching in 

wherever they can help

Elf quick
Elves are masters of magic and live a long time. grelf, the eldest of them all, predates 

even the dinoswords.

High Elves

High elves are extremely laid back, having built their lifestyle around smoking 

halfling leaves

Dark Elves

Dark Elves hail from the Worstlands, a place beyond the badlands. they have dark blue 

skin and scary red eyes, but they're not all that bad.

Dwarf short/tough
Dwarves live underground and love to mine for precious materials. there are as many 

clans as there are types of metal.

The Golden Dwarves

The self-appointed leaders of all the clans, who host the dwarven summit to decide 

dwarven politics

The Silver Seeker Dwarves

More nimble than others, the sigil of the silver seekers is the star-nosed mole

the Bronze Dwarves

Hailing from the burning mountains, these dwarves are short kings of industry

Traits:
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Short - you can pass through obstacles that would normally require a 1 movement 

penalty, like a hollowed out log or a narrow gap

Quick - quick races have 5 movement

Tough - you can re-roll one dice once on the injury table, when knocked out

CLASSES:
Some swords are confined to each class

Assassin (DPS)

Knight (TANK)

Necromancer (Healer)

THE SWRD SYSTEM:
Each stat has a minimum of 1 and a maximum of 6. When creating your character, roll 

for each stat with a d6, or buy 14 points worth.

STRENGTH (S)
Required to lift heavy swords

WISDOM (W)
Determines the success of casting spells

RESISTANCE (R)
Prevents damage from status effects

DEFENSE (D)
Reduces damage taken from swords

Every hero begins with 10 Health

Scars from the past:
Your character can start with any injuries from the injury table that you want

Temperment :

Your character can be an APPRentice or they can be hardcore - the injury table has a 

second section for Hardcore adventurers, which includes perma-death

Faith:
Your character either believes that Kargob, the God of Darkness has 6 eyes or that he 

has 8 eyes.  The people of this world have no doubt in their heart that he is real. You 

may not pick a different number of eyes, as any knowledge you may have gleaned from 

the source material is not something the people of this world would also be privy to.

The Injury Table:
When your character is knocked out in battle, roll on the injury table at the end of 

the scenario.  This will permanently affect your hero in future outings.

1/ Nothing happened, you're fine!

2/ Injured leg - your heros movement is permanently reduced by 1 (min. 1)

3/ bodily harm - your heros health is permanently reduced by 1 (min. 1)

4/ Injured arm - your heros strength is permanently reduced by 1 (min. 1)

5/ sensitive skin - your heros resistance is permanently reduced by 1 (min. 1)

6/ Battle scars - your hero is scary! adjacent enemies have resistance reduced by 1 

(does not stack)

The hardcore injury table
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Add a second dice if your character is hardcore

7/ Injured joints - your heros defense is permanently reduced by 1 (min. 1)

8/ greivous bodily harm - your heros health is permanently reduced by 2 (min. 1) 

9/ missing eye - your hero can now be backstabbed on their left or right side. if your 

hero loses both of their eyes, they are always backstabbed*.

10/ bonk on the noggin - your heros wisdom is permanently reduced by 1 (min. 1)

11/ Missing arm - your hero can no longer dual-wield, wield two-handed weapons or 

carry a shield (except as their primary gear). if your hero loses both of their arms, 

they can only wield 1 Strength weapons in their mouth.

12/ Death - your character has died and their possessions are moved to a new 

character

*backstabbing

When a hero is attacked from behind, their defense stat is reduced by 1

Swords
Swords are the main component of the game. they can grow and change over time.

Swords have the following attributes:

strength requirement (1-6)

element (fire, wind, water, darkness, light, chaos)

damage

ability

Extras:

runes : swords can have runes which add more abilities

Gadgets : A sword can have gadgets that add more abilities

Pommel : A sword can have a special pommel which adds more abilities

souls : a sword can have a soul which adds more abilities

100-year blade

a sword gains its own soul naturally when it turns 100 years old

soulsword

a sword can have a mortal soul put into it

enchanted

a sword can have an artifically made soul put into it, sythensized from existing soul 

material

Steelborn

A sword can be born biologically with its own sentience. don't ask us how.

Example sword:

assassins dagger (assassin only)

ST 1/Darkness

d3 damage

When successfully backstabbing, add +1 damage
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