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Thank you very much for your purchase of
the “Kevin and Kell” role-playing game, and for
entering the world inhabited by the Dewclaws
and their friends. It is a community familiar yet
strange, in which everyday concerns become
issues of life and death. With the stakes raised to
the highest levels, the supreme mega-weaponry
in one’s arsenal turns out to be love, trust and
tolerance.

These issues were on my mind in the early
months of 1995 when I finally decided to call
the phone company to install a second line into
the den, allowing me to hook up the 9600 baud
modem I'd bought the previous summer. Within a
week I was on CompuServe, and “Kevin and Kell”
began to form in my mind.

In my other strips “On the FastTrack” and “Safe
Havens” I'd frequently had my characters take
the form of animals in fantasy sequences, and I
wanted to bring this one step further by doing a
strip populated entirely by non-humans. As I got
into the online culture, I began to see a wealth of
material in the contrast between the high-tech
world and a bucolic woodland setting.

Contrasts became the theme of the project,
and I started by having two natural enemies
meet online, fall in love before discovering their
backgrounds, get married and raise a family. I
chose a rabbit and a fox and named them Kevin
and Kell. Get it? Heaven and Hell. Contrasts. Yuk.
Yuk. Never mind.

Of course, Walt Kelly’s legendary “Pogo” was a
major influence. He was a genius at using animals
toilluminate the foibles of human society, complete
with anthropomorphic versions of political figures.
I took a slightly different tack, focusing more on
general cultural attitudes rather than specific
issues of the day.

After getting a week ahead on my King Features
strips, I took the first week of April off to develop

this idea. I drew about thirty gags and showed
them to my wife Teri, and she immediately had
a negative reaction to the relationship which
seemed too one-sided in the female’s favor. Also,
the cultural stereotype of the fox contains negative
associations of sly underhandedness; plus, the
“foxy lady” cliché was pretty lame. Back to the
drawing board.

I changed Kell into a wolf because of that
specie’s more noble reputation. I had some initial
hesitation since rabbits and wolves aren’t natural
enemies (wolves prefer larger prey), but it seems
to have worked out. One thing I had to change was
the setting since I had them living in a hole they’d
dug together. That made initial sense because
foxes and rabbits reside underground. However,
wolves don’t. Thus, the treehouse was born.

As for the rest of the family, I had a carnivorous
baby rabbit and Kell’s preteen wolf cub son from
a previous marriage. The more gags I drew,
however, the more something seemed missing.
The baby and the son didn’t interact much, and
in this family some sibling rivalry was required.
I created Lindesfarne so that the herbivore/
carnivore relationship between the parents would
be mirrored with the children. I didn’t want a third
rabbit in the family, so for variety’s sake I made her
an adopted porcupine. This was important since
with her natural defenses the readers wouldn’t
worry about her living with predators. (Later on,
of course, she was revealed to be a hedgehog, an
insectivore.)

I took another week in May to write about thirty
more gags incorporating these changes, which
pulled everything together. “Kevin and Kell”
came online on September 4, 1995. Doug Pratt
was the systems operator of the Comics Forum
on CompuServe, and he and I decided to try to
market the strip to other CompuServe forums at
$5 per week. Thanks to his salesmanship after a
year fifty clients were paying for the strip, making
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it cyberspace’s first profitable comic strip.

Other factors intervened, and CompuServe was
soon operating under a different business model.
Fortunately banner ad revenue was picking up
steam, and by 2000 “Kevin and Kell’s” audience
of two million page views a month was bringing
in almost as much income as my two newspaper
strips combined.

The dot.com collapse put an end to that. Since
then the audience (which has grown to three
million monthly page views and climbing) has
directly supported the strip through the Kell’s
Angels patron program. In a way, the net has always
been about the individual so it seems natural that
“Kevin and Kell” should survive in this fashion.

I'm pleased to say that this role-playing game
is the latest in a line of merchandise based on
the strip. Of course, there have been eight book
collections from Plan Nine Publishing, a comic
book about Kevin and Kell's wedding called
“Origin of the Species,” T-shirts, mugs, mouse
pads and (especially important for gamers) dice
pouches. Equally important is the community that
has grown up around the strip through the mailing
list that has lively discussions over the characters
and the challenges they encounter in the natural
environment of Domain.

Through this game you now have the
opportunity to actually inhabit this world, either
through an existing character or one of your own
invention. Whether you're predator or prey, you
will face choices and decisions guaranteed to
require resourcefulness, quick-thinking and the
occasional trait to groom for parasites.

Welcome!
-- Bill Holbrook

LINE DEVELOPER’S INTRODUCTION

I got the idea of doing this project in late 2003.
I'd been reading Kevin and Kell off-and-on ever
since I first discovered Bill’s ad in the back of
Shanda the Panda #25. I wish I still had that. It
turned out I'd been a fan of Bill Holbrook’s from

years of reading his newspaper strip Safe Havens
in the Oregonian. 1 followed the comic on the
website but never thought to contact Bill. But near
the end of my tenure at Seraphim Guard I got up
the nerve to contact Bill and ask how much he
wanted for the license.

I expected Bill to reject the idea outright or
quote some outrageous figure that I could never
hope to reach. But Bill surprised me. He took to
the idea, quoted me a very reasonable price, and
offered me the use of his entire archive.

What followed was the sort of false starts,
reconsiderations, and other things that are prone
to happen in game design. My original plans for the
system design went completely out the window,
and when the Action! System became available
I leapt at the chance to use it. When Jamie Borg
volunteered to adapt the core rules to Domain’s
unique needs, I was elated. And when I finally got
the rules, I knew the hard work had only begun.

As I write this, I am setting out on the hard part
— translating Bill Holbrook’s unique creation to
something you can take to your gaming table and
have entertaining adventures with. Why write the
Introduction before the game is finished? Because
I felt there was something I had to say, which
is this — I may not be the ultimate authority on
everything K&K — that honor goes to Bill — but I
am ever so grateful for this unique opportunity.
By the time you are reading this, my work will
be done, and I hope I have done it well. I owe the
Dewclaws and Bill that much. What is more, I owe
YOU, the gamer, that much.

I promise I won’t disappoint you.

-- Michael Hopcroft
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WELCOME TO DOM

.

AIN

On behalf of the family of Kevin and Kell
Dewclaw, I would like to welcome you to the
township of Domain. It may seem like a strange
place to you, because everybody walking around
is an animal. Over there a fennec fox, six feet tall
and walking on his hind legs wearing a suit, is
carrying a bag of takeout burgers into a tree that
has literally been converted into a house. A rabbit
dressed in women’s clothing greets him at the door,
gives him a kiss on the cheek, and furtively they
sneak into the house — it would get weird looks if
a rabbit were to eat hamburgers in public. A few
blocks away, a gigantic bipedal rabbit is spreading
ranch dressing over his lawn in front of his own
tree-house. In the basement, a bat is maintaining
aging servers for the ISP run by the big rabbit and
owned by the fennec fox.

That’s the thing about Domain. All the animals
who live here, and in the rest of the world, are
sentient and capable of thought, speech and self-
awareness. That doesn’t mean they’re not still
animals. Under normal circumstances, the fennec
fox would not be feeding the rabbit — he’d be eating
her. But some unusual things happen in Domain.
The fox and the rabbit woman are newlyweds. She
in turn is the sister of the big rabbit, who works
for the fox. And the bat works for the fox under
the rabbit’s direction (and watchful eye — the bat
is also dating his daughter).

A ways away is the office of HerdThinners inc.,
leading supplier of groceries to carnivores who for
whatever reason cannot hunt. Their professional
predators frequently go out into the Wild outside
Domain to track prey. Sometimes they’ll try to
pick off herbivores who live in town, but that’s
not as common as it used to be. If you think the
predators at HerdThinners are vicious, you should
sample the office politics. Under the firm hand of
R.L., HerdThinners remains strong, profitable,
and performs the traditional predator function
is strengthening the bloodlines of the prey it
pursues.

Today is not a school day, but if it was you’d
be seeing teenage animals of all species flocking
(sometimes literally) to Caliban Academy, home
of the defending city Hunting championship team.
At Caliban, there are tracks that teach predators,
herbivores, and nocturnal species how to survive
and prosper in a violent world. This also includes
modern skills like computer programming — the
night class of which is actually taught by a Caliban
student. A brilliant and lovely hedgehog, she is the
adopted daughter of the big rabbit we met earlier
spreading ranch dressing over his lawn. Right now
she’s sleeping.

Go ahead. Greet the big rabbit. He looks
fearsome, and if you threaten his family in any way
he’ll pummel you seven ways to Sunday, but he’s
really quite a nice guy. His name is Kevin Dewclaw.
And this is a rabbit who has broken many taboos
over the course of his lifetime, and emerged the
stronger and happier for it. Depending on your
species, he might offer you some grass from his
lawn or send you inside to greet his wife Kell,
who’ll offer you a nice steak. The Dewclaws are
good people, in spite of all the talk about them.
When a rabbit marries a wolf, people will talk.

But don’t get too close to the baby. She might
mistake you for food, and Coney can swallow an
antelope whole and spit out all the bones.

SoME CONVENTIONS

Before we begin a detailed description of
Domain, a few conventions. When the residents
of Domain Township speak of their world, they
call it “Earth”, just as we call our world. However,
for purposes of this book we will be referring to
the entire world as “Domain” to make it clear that
we're not in Arkansas — at least not the human
Arkansas — anymore. Domain is also used to refer
to the township where the Dewclaws live; in those
cases we will call it “Domain Township”.

There are hundreds of sentient species on
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Domain — everything that lives, in fact, has a
sapient mind. When we use the term “person” in
this book, we could be referring to any of these
species. Everyone in Domain, whether they're a
wolf, a fox, a rabbit or a snake, refers to themselves
as a ‘person” in addition to as a member of their
species, so we shall show them the same privilege.

Finally, well be wusing terms like
“Carnivore”,”Predator”, “herbivore” and “Prey
Species” a lot. These terms in no way imply
superiority or inferiority for a species or an
individual. Even someone you are trying to kill
and eat is a person worthy of respect.

THE CIRCLE OF LIFE

The first thing you have to understand about
life in Domain is that everyone, no matter where
they stand on the food chain, respects the “circle of
life”. Although civilization has blurred the natural
roles of species and the lines between them, there
are certain things that are taken as a given by
everyone, and one of them is that some people can
only survive by eating the flesh of other sentient
beings.

This is not as gruesome as it sounds. Both
predators and prey have bought into the concept.
There are rules to the game which everyone follows.
And most Herbivores who live in civilization can go
their entire lives and have to fend off only four or
five attacks over the course of it. And just because
a predator can’t hunt doesn’t mean someone isn’t
willing to feed him.

Domain functions like any other ecology.
Plants create food by photosynthesis and grow.
Herbivores eat the plants. Carnivores eat the
herbivores. Eventually a carnivore will die and be
buried, where their body decomposes and deposits
nutrients in the soil, which feeds the plants, which
in turn feeds the herbivores. It’s an endless cycle
that cannot be interrupted \without resulting in
ruin for everybody.

But now throw universal sapience into the
mix and it takes on new dimensions. Carnivores

and herbivores alike are intelligent, capable and
resourceful. The hunt is a duel of minds and will
as much as of foot, tooth and claw. In addition, the
hunter has a sort of duty to the prey. If the prey
is strong enough, it will get away and go on with
its life. If not, the predator will end its life quickly
so it doesn’t suffer, only eat what will fill their
bellies, and leave the rest for the meat packers and
scavengers. And while some will actually hunt in
town, it is increasingly becoming considered bad
form to hunt in town. The Wild, where animals
of all types live free of civilization’s strictures and
by a code of their own, is a much better hunting
ground anyway.

While herbivores do not enjoy being stalked,
some enjoy the challenge of a good chase —
sometimes too much for their own good. They
will put all their wits and resources into their
own protection. Each prey species has its own
secret methods of escape and defense, taught for
generations and adapted as situations change.

Not everyone entirely lives by the cycle. With
the coming of civilization, many live their lives
away from deadly danger. Many members of
c\carnivorous species simply buy their meat
with money they earn at their jobs, and retirees
are given food and money by the government.
Likewise, many herbivores only graze in their own
front yards, and buy the rest of what they need.
The rules of dietary boundaries are not absolutely.
A wolf who buys a hamburger and trimmings at the
local fast-food joint won’t throw away the bun —
they need fiber in their diet too. And a herbivore is
physically capable of digesting meat — it’s just that
most intensely dislike the taste, especially of their
own species. And some who are born carnivores
can, through the miracles of modern medicine,
adopt the herbivore lifestyle, even replacing their
digestive tracts to get the maximum nourishment
from things like grass and hay.

Finally, the boundaries between species
themselves are not set in stone. Any person can
breed with any other person of the opposite sex.
Most people confine their choice of mate to their
own species, but not all do. Many come to see the
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person behind the species and fall in love, even
if their species are natural enemies. The story of
Kevin and Kell centers on the marriage between
Kevin; a rabbit, and Kell; a wolf. They had a child
of their own, a rabbit with the dietary habits of a
carnivore, and each brought a child from a previous
marriage into the family. Whatwas once considered
scandalous is happening more and more often, to
the point that it is sometimes difficult to tell at
sight what species a person belongs to. And many
of them like it that way.

THE DoMAIN EARTH

The Earth in which Domain township is located
isthe same planet as the one the humans inhabitant
— just in a different time line. The alternative time
line was created fifteen thousand years ago when
time travelers from the future arrived and decided
to massively intervene. The travelers, who would
be the ancestors of what would later become
known as the Great Bird Conspiracy, had the best
of intentions — the Earth they had left behind had
been practically destroyed by human ecological
neglect. They had decided that by making all
animal species intelligent that the fate of the Earth
could be prevented.

Asit’sthesameplanet,the geographyisidentical.
Domain Township is located in the southern
United States; it has not been specified exactly
where, but somewhere in Georgia is suspected. It
is near a large city and about five hour’s drive away
from the North Carolina coast.

The same nations that exist on our Earth exist
in Domain. The United Kingdom, for example, is a
monarchy rules by hedgehogs descended directly
fromthe original King Arthur (legendary for pulling
“The Quills from the Tree”). The natural nobility
of most countries, however, consists of carnivores.
Most of the major historical events of our world
had parallels in Domain, from the American
Revolution to the Civil War through to the events of
September 11, 2001. The American Revolution was
the result of foxes who had fled England (to avoid
being hunted for sport by hounds) being pushed

around by Britain. Once they were in power, they
created a form of government that gave all species
a voice — unique at the time, but becoming more
accepted now worldwide.

Transportation around is by a mix of natural
and technological means. Birds, bats, and many
insects fly and regularly travel long distances in
thismanner. Many animals can run very quickly for
short distances, but this is mainly used in hunting
and avoiding being hunted. Civilized people drive
cars, take buses, and fly in airplanes.

RELIGION IN DoMAIN

Domain’s religious structure is somewhat
different from our Earth’s, but it does have some
similarities. Christianity is practiced, there is a
Bible, and there was apparently a historical Jesus
of Nazareth. Although they are not mentioned, it
is presumed that such faiths as Judaism, Islam
and Buddhism exist in Domain as well. However,
since the Dewclaws are Christians we are mainly
exposed to the Domain view of Christianity, so
that will be our major focus in this subsection.

THE CHRISTMAS STORY

According to the Gospels as they were written in
Domain, Joseph and Mary went to Bethlehem to be
recorded for the roman tax. They were apparently
a mixed-species couple, and thus faces such heavy
disapproval from the inhabitants of Bethlehem
that they were not allowed to stay in the inn and
had to sleep in the stables with the beasts of burden
(who, like all animals in Domain, were sentient).
In Holbrook’s version of the story as told in the
strip, Kevin was cast as Joseph and Kell as Mary —
though this may have been for the reader’s benefit
(by enabling Holbrook to use familiar characters
to tell the story) it did illustrate the point.

Soon others started coming to the stable.
Although no midwife could be summoned to attend
to the delivery, shepherds from the fields cam to
the stable entirely on their own and assisted in the
delivery of the baby. It was at the moment of birth
that Jesus performed his first miracle — everyone
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on the scene perceived the infant as belonging to
their own species. Jesus evidently retained this
ability throughout his entire life.

Christians on Domain believe that in this
manner, Jesus was able to spread his message
of love to all species without threatening any of
them. Thus his message spread across all species
and classes of people.

THE CARNIVORE CHURCH

Jesus’ central message was, as on this world,
“Love your neighbor as yourself”. But what if
your survival depends on your ability to kill and
eat sentient beings? Coping with this seeming
contradiction is the focus of the Carnivore Church,
one of three major religious bodies mentioned
in the strip. Kell Dewclaw was raised in the
Carnivore Church, whose rite and ritual bears
some resemblance to our world’s Roman Catholics
in that it is a heavily traditional organization.
When the priest mentions in the liturgy that ‘this
is my body” and “this is my blood”, he means it
quite literally — the flesh and blood partaken of in
Communion is “transubstantiated” into the actual
flesh and blood of Christ, and by partaking of it
communers share in his sacrifice and in the power
of his resurrection.

The Carnivore church teaches respect for all
creatures, including prey. It is not sinful to kill
prey for ones own needs or to meet the needs
of others, but it is considered a grave offense to
torture a prey animal before killing them, cause the
victim undue pain or fear, or cause unnecessary
suffering in any way. It is important that even if
an individual member of a prey species is killed,
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the prey species survive, so it is sinful to hunt to
excess or to hunt down a species to the point of
extinction. One should never be gluttonous and
eat more than what will fill ones own belly, leaving
the rest for fellow pack members, scavengers, or
(in modern society) professional meat-packers
like HerdThinners who service those who cannot
hunt.

One particular portion of the service that
caused Kevin great discomfort during his one visit
to the carnivore Church is the practice of a “flesh
offering”. Parishioners can, in lieu of money, bring
pieces of their Kills to the service for the collection
plate. The meat is given to the clergy, the poor, and
those carnivores who cannot hunt for themselves.
Kevin was mistaken for an especially generous
offering, which offended him deeply. Kell was not
too happy either. SEe CS-1

Kell Dewclaw has occasionally felt yearnings
towards her old faith. However, the church
hierarchy does not approve of her marriage, and
she has chosen to follow her heart over their
dictates.

Tue HERBIVORE CHURCH

Before his marriage to Kell, Kevin Kindle was a
member of the Herbivore Church. The Herbivore
Church does not have set meeting places, moving
from place to place to avoid the attention of
predators. Herbivore belief centers around the
idea that being prey means being part of the circle
of life, and that even if you yourself are caught and
eaten by a predator, your species will go on. Thus
the individual is sublimated to the needs of the
group, with the knowledge that an herbivore that
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lives a good life, even if shortened by predation,
will be rewarded in the afterlife.

A true follower of the Herbivore Church does
not actively seek out death, but he does not fear
it either. If he’s fast and strong enough, he can
and should outrun the predators. If he can’t, then
he goes on to the next world knowing he tried his
best. If the carnivore is keeping their part of the
social contract, death will be quick and relatively
painless. Stk CS-2

The Unitarians

Inbetweenthesetwoextremesarethe Unitarians,
a sect that was formed with the express purpose of
beingableto accepteveryoneofall dietarytypesand
food groups. Families with members in multiple
species, such as the Dewclaws, tend to gravitate to
the Unitarians. Unitarian belief is centered on the
idea that all beings, of all species, deserve respect
and are equal in God’s eyes. Predation is inevitable
and accepted, but the more bloodthirsty instincts of
carnivores are kept in check, while herbivores are
taught to hold up their heads and carry themselves

M WIRD B el LA, BRLLL N RPN,

CS3

with grace and self-respect, not as mere food.

Unitarianism is becoming more and more
popular as society gets more urban and more
and more people are separated from the cycle of
predator and prey. Now that many carnivores
buy their meat at a grocery store and herbivores
can live out their entire lives in relatively safe
environments, a religious philosophy that accepts
all people becomes very appealing. Stz CS3 Since
both the Carnivore and herbivore Churches value
the purity of species, inters-species couples who
hold to Christian beliefs often find the Unitarians to
be their only choice, and many (like the Dewclaws)
find true spiritual homes there.

THE WILD

The Wild is not just a place — it is a way of life that
rejects all civilized thought and belief. To a resident
of the Wild, animals are animals and should revel
in their animal instincts. Wild predators hunt
with wild abandon as their ancestors did, and wild
herbivores graze and flee. In both cases, the strong
survive, the weak perish, and that is the way it
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Ability Use (Type) 84
Access the Site 99
Acclimatized Furries 164
Accounting 83

Achilles Heel 103
Acrobatics 75

Acting 91

Action Modifiers 131

Action Points 27, 121
Activation Time 103
Advanced 41

Adventures 170

Adversaries 170

After the Dice Are Rolled 121
Alcohol 148

Alcohol Effects 148

Ally 41

Alternate Identity 41
Altitude Zones 164
Ambidextrous 41

Angelique (formerly Kindle) 210
Animal Traits 40

Annotating Scale 38
Anthropology (Spec) 96

An Interactive Storyline 173
Appraisal 83

Archeology (Spec) 96

Area Knowledge (Type) 85
Armor 42

Arts & Crafts Skill Group 74
Art (Type) 74

Art of Distraction 42
Asphyxiation and Drowning 144
Astrogation 97

Astronomy 94

Athletics Skill Group 75
Attacks from Land 168
Attack Combat Mastery 43
Attack Damage Bonus 133
Attractive 43

Attributes 25, 30, 38
Attributes & Skills 25
Attribute + Skill 26
Attribute Saves 26

Aura of Command 44
Authority Figure 44
Automatic Success & Failure 65
Autonomic Control 44
Available Actions 126
Avalanches 163

INDEX

Avoid Hazard 142

AV and Damage Save of Common Materi-
als 151

Awarding Experience Points 174

Awareness (Spec) 86

Awkward Dimensions 104

Axes (Spec) 90

A Few Last Thoughts 118

A Little Bit of History 19

B

Backlash 105

Barnstorm (Finishing) 140
Bayonets 90

Berm 167

Biology (Spec) 94

Bird Granted Trait 45
Blind Fury 105

Blood (TN 18) 146
Blows 135

Blunt 132

Body Group 30

Body Weapon 45

Bogs 159

Boomerangs 93

Boost an Attribute 122
Bootlegger Turn 140
Both Body and Mind 67
Bows (Spec) 93

Box In (Finishing) 139
Bruised (Stun Blow) 134
Bruno Lupulin 197
Bureaucracy 83
Business 83

Business and the Economy 18
Buying Attributes 32
Buying Skills 62
Buying Traits 40

C

Campaign Level 27
Candace Canid 212
Capabilities 40
Cat-Like 56

Catching on Fire 159
Catherine Aura 206
Cave Entrance 163
Chance To Get Lost 156
Characters from the strip 176
Character Concept 29
Character Creation 29

Character Improvement Costs 175

Chases: Step By Step 137

Chase Movement 137

Chasm 162

Chemistry (Spec) 94

Chronological Note 11

Cinematic 27

Claws or Spikes 52

CIliff 161, 162

Climbing 75

Close Terrain 136

Coach Pardus 202

Combat 26

Combat Modifiers 129

Combat Modifiers Table 130

Combat Turns 126

Communication Skill Group 76

Complementary Skills 69

Computer Hacking 98

Computer Use 97

Concentration 86, 105

Condition Summaries 143

Coney Dewclaw 184

Conflicting Directions 157

Contested Skill Rolls 68

Contortionist 75

Conversation 95

Cooking (Spec) 74

Corrie Dewclaw (previous surname un-
known) 195

Covering Tracks 99

Covert Skill Group 79

Craft (Type) 74

Criminology 96

Crossbows (Spec) 93

Crowd (Finishing) 139

Cryptography 87

Cursed 106

Cut Off (Finishing) 139

D

Damage 27

Damage Reduced by Range 150
Damage Save 143

Damage Saves 133

Damage Save Bonus (DAM) 34
Damage Save Results 134
Damage to Objects 151
Damage Types 132

Damaging Mooks 134

Dancing (Spec) 92
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Danger Intuition 45

Danielle Kindle (aka Danielle-R) 189

Danielle Kindle II/Danielle Fennec (aka
Danielle-H) 190

Declaring Actions 125

Deduction 87

Defeat Computer Security 98

Defeat File Security 99

Defects 102

Defend Security 99

Defense Combat Mastery 46

Defensive 127

Defensive Target Number (DEF) 34

DEF Modifiers 129

Degrade Programming 100

Dense Rubble 162, 165

Dentistry 89

Derived Attributes 33, 39

Detectable 106

Dice 24

Difficulty Levels & Target Numbers 64

Difficulty Levels and Target Numbers 26,
63

Difficult Terrain 156

Dimension Hop 56

Direction Missed Attack Lands 150

Disabled 135

Disease resistance 46

Disguise 79

Distance Calculation 46

Divine Relationship 46

Doctor Cadaceus 209

Domestication (Predators only) 106

Do Your Stuff 99

Dramatic or Heroic Actions 123

Driving (Spec) 102

Duration of Poisons and Drugs 147

Dying 135

E

Easily Distracted 107
Economics (Spec) 83
Education 21

Education Skill Group 81
Effect 147

Effective Attacks 150
Effects of Being Lost 156
Effects of Drinking 148
Effect Numbers 68
Eidetic Memory 46
Elanor Dewclaw 187

INDEX

Electrician 101

Electronics (Spec) 101

Element Damage Table 149
Eliminate Stun Hits 122
Engineering (Type) 101

Enhanced Attribute 46

Enterprise Skill Group 83
Environment Acclimatization 47
Escape death 122

Expanded Target Number Table 65
Experience Points 173

Experience Point Awards 175
Explosions 149

Extra Arms 47

Extreme 28

Extreme Maneuvers (Finishing) 141

F

Falling 144

Falling and Velocity Table 145
Famous 107

Fangs, Beak, or Mandibles 53
Fast Healer 47

Fast Learner (Skill Group) 47
Fences 167

Fenton Fuscus 192

Finding a Teacher 71

Find File 97

Fiona Fennec 193

Fire 169

First Aid (Spec) 89

Flexible Weapons (Spec) 90
Flight 48

FLOODS 169

Flowing Water 167

Flunkies 48

Focus Skill Group 84

Food Chain Leveling 49, 107
Forensics 87

Forest Canopy 158

Forest Fires 158

Forgery (Spec) 79

Forms of Damage 132

Frank Dewclaw (Deceased) 187
Furry Statistics Layout 119

G

“Grandpa” Kindle 187
Gaining Action Points 123
Gambling 79

Gaming Environments 144

Geography (Spec) 81

George Fennec 202

Getting Into the Story 120
Getting Lost 156

Girl/Guy Magnet 107

Give the Cartoonist a Plot Hook 123
Global Contacts 49

Global Traveler 50

Good Sense of Time 50
Governing Attribute 67
Government and Laws 17
Gradual and Steep Slopes 162
Gradual Slope 161

Gun It 139

H

Hairpin Turn (Finishing) 140
Hangovers (Optional) 148
Hardness 150

Hard to Kill 50

Healing Period Chart 135
Health (HLT) 32

Heat Damage 159
Hedgerows 160

Heightened Senses 50

Herd 139

HerdThinners Inc. 23
History (Spec) 81

Hobby (Spec) 81

Horns 53

How Many AP to Award 124
Hunting (Spec) 90

|

Ice Sheet 165

Ignore Fatigue 122
Impossible Damage Saves 134
Improve Defense 121
Inanimate Objects 150
Ineffective Attacks 150
Inept Attack 108

Inept Defense 108
Ingested (TN 24) 146
Inhaled (TN 21) 146
Initial Lead 137

Initiative 126

Initiative (INI) 34

Injured (Lethal Blow) 134
Injury Conditions 134
Instruction 76

Instruction & Study 71
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Instrument (Type) 92
Intellect (INT) 32

Intel Analysis 88
Interrogation 88
Interspecies Affinity 51
Intrigue 95

Introducing the Character 119
Introduction 10

Intuition 86

Investigation Skill Group 87
Invisibility 168

Involuntary Change 108
Ism 108

J

Jeweler 74
Juggling 92
Jumping/Tumbling 75

K

Kell Dewclaw 178

Kevin Dewclaw (formerly Kindle) 176
Knives 90

Knowledge (Type) 81

L

Language (Type) 82

Leaping 51

Lethal Damage 132

Life in Domain 20

Light-Footed 57

Lightning Calculator 51

Light Rubble 165, 166

Light Undergrowth 161, 162, 165
Limitations on Taking Actions 125
Limited Use, Instantaneous 109
Limited Use, Ongoing 109
Lindesfarne Dewclaw 180

Line Developer’s Introduction 11
Lip Reading 87

Locate What You’re Looking For 99
Lockpicking 80

Lucky 51

Lure 140

M

Maces/Clubs (Spec) 90

Making Poisons 147

Making Sense of Difficulty Levels 64
Making the Roll 26, 68

INDEX

Maneuver Descriptions 138

Marjorie Ursal 205

Marked 109

Martha Dewclaw (formerly Fennec) 204

Mathematics 94

Maximum Attribute Scores 33

Maximum Force 110

Mechanical Genius 52

Mechanics (Spec) 101

Medical Skill Group 89

Meet a Goal 123

Melee Weapon Skill Group 90

Memorable Game Moments 123

Mimicry 92

Mind Group 32

Mode 146

Modifying Capabilities and Adjusting
Point Costs 40

Modifying Target Numbers 129

More GM Tips 173

Mountain Travel 164

Movement 127

Movement Table 35

Move (MOV) 34

Move Outside The Caption 122

MS STR 39

N

Natural Weapons 52
Nature/Outdoor Skill Group 90
Navigation (Spec) 91
Negotiation (Spec) 77
Nemesis 110

Nigel Aura 208

Night Vision 54

Nocturnal 110

Non flowing Water 168
Not So Tough 111

No Impossible Actions 125

(0]

Object Defense and attack bonuses 150
Obstacle Course 141

Off-handed 69

Offensive 126

One Action Per Turn 125

Open Terrain 136

Operate Electronics (Spec) 101
Operate Remote Device 100

Orate (Spec) 78

Organizational Ties 54
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Other 128

Other Characters 171

Other Circumstances 123

Other Desert Terrain Features 166
Other Forest Terrain Elements 158
Other Hills Terrain Elements 161
Other Marsh Terrain Elements 161
Other Mountain Terrain Features 163
Other Plains Terrain Features 167
Overcome Injury 122

Owned 111

P

Pack Hunting 55

Para (Spec) 76

Part of Body 111
Penetrating 132
Performance Skill Group 91
Permanent 112
Persuasion (Spec) 78
Pharmacology 89
Philosophy 95

Phobia 112

Photography 74

Physical Impairment 112
Physician (Spec) 89
Physics (Spec) 94
Piloting (Spec) 102
Players and Characters 24
Poetry 78

Poison and Drugs 146
Polearms (Spec) 90
Politics 97

Poor Visibility 156
Predator Maneuvers 138
Presence (PRE) 32

Prey Maneuvers 140
Primary Attributes 38
Professional (Type) 84
Protagonists 171
Psychology (Spec) 97
Pulling Your Punches 134
Pull Ahead 141

Putting it All Together 118

Q

Quicksand 160
R

R.L. 209
Rabbit’s Revenge 22
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Rachel Einhorn 201

Ralph Dewclaw 185

Ram (Finishing) 139

Random Direction of Travel 157
Ranged Attacks Underwater 168
Ranged Combat Example 131
Ranged Weapon Skill Group 93
Re-roll a check or save 121
Realistic 27

Recognizing that You’re Lost 157
Recover 122

Recovery 135

Recurring Nightmares 113
Reduction 114

Red Tape 113

Reflexes (REF) 32

Regaining Your Bearings 157
Regeneration 55

Religion (Type) 82

Religion in Domain 14
Repeated Attempts 70

Required Time to Improve SL 73
Research (Spec) 82

Restriction 114

Rhonda 200

Rock Wall 163

Rudy Dewclaw 183

Rules of Play 125

Rushing 70

S

Sailing (Spec) 102
Sample Reductions 114
Sample Restrictions 114
Sample Vehicles 154
Sandstorms 166

Sand Dunes 165

Scaling 38

Scaling Armor 42

Scaling Damage 133
Scenes 172

Sciences Skill Group 94
Scree 162

Sensory Impairment 115
Setting a New Course 157
Shadowing /Evasion 80
Shortcut 140

Significant Other (S.0.) 115
Singing 92

Skeleton in the Closet 116
Skills 25, 60

INDEX

Skill Descriptions 74

Skill Group Scores 60

Skill Levels 60

Skill Levels Table 61

Skill Rolls 25

Skill Roll Modifiers 69

Sleight of Hand 80

Slingshots 93

Sling Weapons (Spec) 93

Slithering 57

Smith (Spec) 74

Smoke Inhalation 159

Sneak Attacks 134

Social Advantage 55

Social Sciences Skill Group 96
Social Skill Group 95

Society (Type) 95

Some Conventions 12

Spaceships (Spec) 102

Special 101, 132

Specialties 61

Special Damage 133

Special Defense 56

Special Movement 56

Special Requirement 116

Species Features 57

Speed of Poisons and Drugs 146
Speed Reader 57

Spending Experience Points 174
Spines 53

Sport (Type) 76

Sprint Bonus 57

Stake Cannon 93

Stealth 80

Stealth And Detection In A Forest 158
Stealth And Detection In A Marsh 161
Stealth And Detection In Hills 162
Stealth And Detection In Mountains 163
Stealth And Detection In Plains 167
Stealth And Detection In The Desert 166
Stealth And Detection Underwater 168
Steep Slope 161

Step Five: Obstacles 142

Step Four: Resolution 142

Step One: Initiative 137

Step Six: Damage and Crashes 143
Step Three: Attribute Rolls 142
Step Two: Choose Maneuvers 138
Storyline 170

Strained Sprint 140

Strength (STR) 30

Strength Table 31

Striking an object 150
Study Benefits 72
Study Hindrances 72
Study Time 73
Stunned 134
Stunning Damage 132
Style 96

Surgery (Spec) 89
Surveillance (Spec) 88
Survival (Spec) 91
Swept Away 168
Swimming 76
Swinging/Brachiating 57
Swords (Spec) 90
Symbols (Type) 96

T

Tail Striker 53

Taking Actions 125

Taking Extra Time 70

Targeting Explosive Attacks 149

Target Numbers (Roll needed, or more)
66

Target Numbers in Combat 64

Technical Skills 97

Tentacles 53

Terrain 136

Terrain Movement (Spec) 91

The Action! System 24

The Carnivore Church 15

The Cartoonist or Game Master 24

The Christmas Story 14

The Desert 165

The Dewclaw Household 176

The Domain Earth 14

The Elements 149

The Forests 157

The Great Bird Conspiracy 21

The Great Outdoors 156

The Herbivore Church 15

The Hills 161

The Hunt 136

The Marshes 159

The Mountains 162

The Open Game License 24

The Plains 166

The Rivers and Oceans 167

The Unitarians 16

The Wild 16

Throwing (Spec) 76

Tight Terrain 136
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Time 69, 101

Time Chart 70

Time to Play! 120

Tools & Equipment 71
Tooth ‘n’ Claw 126
Topical (TN 15) 146
Tracking 91

Trading 84
Transportation Skills 102
Treating Poison Victims 147
Trees 157

Trench 167

Tunneling 58

Types 61

Types of Damage 132
Type I 50

Type II 51

Typical Hazards 143

U

Unarmed Combat (Type) 76
Unconscious 135

Unconsciousness 135

Undergrowth 158, 160, 166
Underwater Combat 168

Unique Defect 117

Unique Defect Example: Attack Restric-

INDEX

tion 117
Universal and Common Skills 71
Unreliable Natural Ability 117
Unskilled 117
Unspent Attribute Points 33
Untraceable 57
Unusual Applications of Skills 67
Using a Single Point Pool 33
Using a Skill—Summary 68
Using Skills 63
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Vanish (Finishing) 141
Ventriloquist 93

Vin Vulpin 198

Voice Alteration 59
Vulnerability 118

W

Wall-Bouncing 57
Wall-Crawling 57
Wanted 118
Water-Walking 57
Watercraft (Spec) 102
Water Movement 58
Weak Point 118

Wealthy 59

Welcome To Domain 12

Well Rested 59

What? 172

What Action Points Do 121
What Can I Do? 125

When? 172

WhenTo Use Action Points 121
When to Award an Action Point 123
When to Roll 63

Where? 172

Which Attribute to Use? 67
Which Skills to Use? 71

Who? 170

Why? 172

Why Skill Groups? 60

Will (WIL) 32

Write Program 100

Writing (Spec) 79
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Zen Direction 57
Zero-G 76






