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INTRODUCTION
A Role-Playing Game About Santa's Reindeer Saving the World
This game has been written within 24 hours for a 24-hour game design contest by RPGGeek.

BACKGROUND
Santa Claus is not only a benefactor, he is also a difficult person with emerging dementia. He
simply does not have a clue. Fortunately his reindeers know better.
There's a race of alien creatures on Earth, a race that might enslave all humanity. These aliens are
erroneously called Santa's Elves. They are everywhere. They study children. Someday they are
ready. The only thing standing between them and humans are Dasher, Dancer, Prancer, Vixen,
Comet, Cupid, Donder, Blitzen, and Rudolph.
In Antlers the players take on a role of a reindeer out to save the World. Santa's Elves plan to take
over the civilization as we know it to change it into a world of eternal Christmas time. While this
sounds good at first, in truth it would drive everyone crazy, having to relive the weeks before
Christmas over and over again.

CHARACTER CREATION
Take an empty piece of paper. First, choose a reindeer from the available nine. They are, in
alphabetical order, Blitzen, Comet, Cupid, Dancer, Dasher, Donder, Prancer, Rudolph, and Vixen.
Write the name on the paper.
Then everybody except Rudolph chooses a power from the following list. Rudolph has a nose that
emits red light. The power can also be determined randomly by rolling d12.
1d12 Reindeer Special Ability
1

Thumbs. The reindeer has thumbs in his front hooves. He can hold things.

2

Carbon antlers. The reindeer’s antlers are carbon composite and almost unbreakable.

3

Electrical antlers. The reindeer can give electrical shocks strong enough to stun an elf.

4

Hercules. The reindeer has two extra dice in Body rolls.

5

Einstein. The reindeer has two extra dice in Brains rolls.

6

Jeeves. The reindeer has two extra dice in Calm rolls.

7

Bond. The reindeer has two extra dice in Charisma rolls.

8

Iron fur. The reindeer has a bulletproof hide.

9

Fast reflexes. The reindeer always acts first. If more than one reindeer has this, they act
simultaneously.

10

Acid glands. The reindeer is able to sweat acid at will.

11

Martial artist. The reindeer has two extra dice in hand-to-hand combat.

12

Double feature. Roll twice, ignoring another result of 12.

After that the reindeers create Abilities. There are four of them: Body, Brains, Calm, and Charisma.
Ability

Description

Body

The reindeer’s physical capabilities.

Brains

The reindeer’s mental capabilities.

Calm

The reindeer’s willpower and sanity.

Charisma

The reindeer’s social skills.

You have 20 points to divide between abilities. The minimum is 1 and the maximum is 10. The
reindeer is now shaping up. Last you write down the background of the reindeer, answering
following questions:
1. How old are you?
2. Where were you born?
3. How did you become Santa's reindeer?
4. When did that happen?
5. What do you want most in life?

6. Do you hate something (other than the Elves)?
7. What's your best sense?
8. What's the worst?
9. Do you have any living relatives? You are ready to go!

GAME SYSTEM
Antlers is a narrative game, where most of the things are settled by talking. Sometimes, however,
there are situations which require random elements. The game uses six-sided dice to create them in
the game. There are two types of throws: regular and opposed throws.
Regular throw is simple. First you determine which ability to use. Then you throw as many dice as
the ability score is. If more than one ability seems appropriate, use the better one. Each 5 and 6 is a
success.
Example: Rudolph is jumping from a cliff to another. It is a body roll. Rudolph's Body is 6. He rolls
six dice. Rudolph rolls 2,3,3,4,5,6. He has two successes.
The number of successes needed depend on the difficulty of the thing attempted. Usually one
success is enough. Sometimes, though, things are trickier. The GM may require two or even three
successes.
Example: Rudolph is jumping from a moving truck to another moving truck. It is a Body roll, but
needs two successes.
Opposed rolls are a bit trickier. They are used when two active sides try to influence each other.
Examples include battle, argument, or racing. In opposed roll both sides determine the approppriate
ability. It does not need to be the same one. Then both throw. The one getting more successes wins.
If it is a tie, either apply that or throw again.
Example: Cupid is fighting with an elf having an alien gun. Cupid uses his body (7), and the elf
uses its Brains (7). Cupid throws 1,1,3,4,5,5,6 and the elf throws 1,2,2,3,4,4,5. Cupid wins and hits
the elf.
Margin of victory is the difference between successes. In the example above, Cupid's margin of
victory is 2 (3-1).
Antlers is aming to be a fast-paced, fun game. Therefore it is advisable that you keep the die rolls to
the minimum. For example, battles can be solved by a single opposed roll if desired.

DRAMATIS PERSONAE
The Reindeers
There are nine reindeers staying with Santa. The most well-known is Rudolph the Red-Nose
Reindeer, whose nose provides enough (red) light to be able to guide Santa's sleigh through the
Christmas night.

All the other reindeers have special powers, too. They are determined in character creation. There's
one power that all the Santa's reindeers have: flight. The reindeers are able to fly fast enough to be
able to deliver all the gifts during one Earth day. The speed required is about 2900 km/h (1800
mi/h).

Santa Claus
Santa Claus is hundreds of years old. Unfortunately, it shows. His brain doesn't function like it used
to. He clings to the past, not realizing the World has changed. He is compassionate and gentle to the
point of being annoying. Still he does his work well. After all, it consists of giving presents. How
hard can that be?
Santa's magic potential is unsurpassed on Earth. Moreover, his financial resources are huge.
Unfortunately - or fortunately, who knows - he lacks ambition. Santa does not react well to change.
He tends to lose his nerves if something is different from yesterday. He is quick to anger, but
fortunately also quick to calm down.

Santa's Elves
"Santa's Elf" is a misnomer, since they are neither Santa's nor elves. The elves come from
somewhere outside Solar system, trying to enslave all humankind. So far the reindeers have been
able to fight back. They do not know how long it will continue.
The elves can disguise themselves as humans. Due to their size, they usually pretend to be children.
They lose their disguises when unconscious or dead.
The elves are hard to catch and have alien weaponry. The reindeers have one secret weapon,
though: a brainwasher machine which turns the aliens into elves we know.
BODY: 7 BRAINS: 7 CALM: 7 CHARISMA: 7

The Korvatunturi fell, home of Santa Claus and the elves.

EQUIPMENT
The brainwasher
The reindeers have created the brainwasher, a gun to brainwash the Santa's Elves. They only have
one. It looks like a green sphere which can be held between hooves. It can brainwash one elf at a
time. It takes ten minutes to brainwash an elf. After that, the elf can be transported to the Pole or
Korvatunturi to become Santa's helper. There is no known way to reverse the process.
It should be remembered that unless a reindeer has the “Thumbs” special power, it can only keep
stuff between its hooves. No complex manipulation is possible.

Alien gun
It looks like a black box with two tubes protruding out. One of the tubes is put on the user's
forehead and the other tube is pointed at the target. Brains is used to operate the gun. It inflicts
Brains damage.

LOCATIONS
There are two main locations in the game, hill Korvatunturi and North Pole. Santa Claus lives most
of his time in Korvatunturi, a hill on the border of Finland and Russia. For two weeks before
Christmas he moves to the North Pole, where he has a workshop. For the rest of year the Pole is
manned only with elves and reindeers.

Korvatunturi
Korvatunturi, a 486 m (1594 ft) tall fell on the border of Finland and Russia (it has three tops, and
the border goes through the middle one), is the home for Santa Claus. It remained a secret until the
year 1927, when the fact was broadcast in Finnish radio. Fortunately Santa's magic has hidden the
place well: only a dozen people or so has visited Santa's home.

North Pole
In the North Pole, also hidden by magic, is Santa's workshop. It is full of elves, and the reindeers
visit there on regular basis. What the Santa Claus doesn't know is that the elves are, in fact, aliens
from Outer Space. They have tried to conquer the World, secretly and openly, for centuries. The
reindeers have so far been able to destroy their plans and to brainwash aliens to be Santa's help.

Alien Base
There's an alien base somewhere on Earth. The reindeers try to find it, but so far in vain. Since the
reindeers can fly, they can go anywhere on Earth. There are other things threatening our planet than
Santa’s Elves: dinosaurs in Brazilian jungles, vampires in old towns, multinational corporations in
stock exchanges… the possibilities are endless.

INJURY
Each ability shows how much damage of that kind the reindeer can take. Each injury decreases the
value of the ability until it reaches zero. What happens then depends on the ability.
Body. The reindeer falls unconscious. If Body reaches -3, the reindeer dies.
Brains. The reindeer becomes confused, unable to do anything. If Brains reaches -3, the reindeer
becomes braindead.
Calm. The reindeer looses its nerve, unable to do anything. If Calm reaches -3, the reindeer
becomes mentally ill.
Charisma. The reindeer becomes ridiculed and laughed at. if Charisma reaches -3, the reindeer
becomes bullyed.

Examples of injury
In battle: Margin of success. In the example above, Cupid inflicts two points of Body damage to the
elf. Had the elf won, it would have inflicted Brains damage to Cupid, since it was using alien gun.
Falling: The reindeer can fly.
Burning and acid: One point of Body per five seconds of contact.
Asphyxiation: One point of Body per 30 seconds of immersion.
Sleep deprivation: One point of Brains per 48 hours of not sleeping.
Hunger and Thirst: One point of random ability per two days of not eating and/or drinking.
It takes 24 hours of uninterrupted rest to gain back one point of any ability. The player chooses
what.
Example: Rudolph has 2 points of Body injury and one point of Charisma injury. After 24 hours'
rest the player chooses that Rudolph gains one point of Body. He still needs 48 hours to heal
completely.

PLAYING A REINDEER (RANGIFER TARANDUS)
A typical reindeer weighs up to 300 kg (650 lb). Both sexes grow antlers. They see a bit in
ultraviolet. The running speed of a reindeer is 80 km/h (50 ml/h).
The biggest problem Santa’s reindeers face is being around humans. A speaking, child-hunting
reindeer is sure to cause a commotion. The elves know this, and therefore they tend to stick around
humans.
Another problem is that reindeer is an arctic animal. Thus, seeing one in, say, Florida, rises
questions. The reindeers have to plan their operations carefully.

ADVENTURE SEEDS
Lost elves. There are elves missing from Santa's workshop. Have they managed to escape? If so,
are they coming back for their comrades? Or have they found something underneath the North
Pole?
A strange package. A few days before Christmas a strange big package emerges in the Workshop.
Who has brought it there, since it doesn't show in the official papers? Who is it for? What is it?
A malfunction. The brainwasher stops working. It needs spare parts. But where to get them? Is
green jade from China enough, or is there something else wrong, too?

