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Big Kid

Steam Noodle Mush

Health

Harm

XP

to level up:
spend (4+lvl) XP

gain 1 health
then choose a new move or gain +1 skill point

Start with +2 Steam, 0 Noodle, -2 Mush, 7 Health

choose 3 basic moves & 2 special moves

Name:
Costume:
Items (+1):

Basic Moves

Friends

Fears

     Soothing Song - Roll +NDL. 
On 10+: Everyone who can hear your song has 
-2 to moves that do harm for the next round.
On 7-9: Everyone who can hear your song has 
-1 to moves that do harm for the next round, 
and they are aware that you tricked them.

     Bottle Up - Roll +STM. 
On 10+: Add your current Harm value to your 
next move. Then heal 1 Harm.
On 7-9: Add your current Harm value to your 
next move. 

     Console - Roll +NDL.
On 10+: Remove 1 Harm from a friend.
On 7-9: Remove 1 Harm from a friend, but this 
process takes up to 15 minutes and leaves you 
both vulnerable.

     Step Up - Roll +STM.
On 10+: You deter or block the attack of a foe 
that would’ve harmed one of your friends.
On 7-9: You protect your friend but put 
yourself in imminent danger.

SpecialMoves

Player A:

Player B:

Player C:

NPC A:

NPC B:

NPC C:
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Little Kid
Name:
Costume:
Toys (+1):

Basic Moves

Friends

Fears

     Animal Companion - Roll +MSH.
On 10+: You make friends with a critter who 
will follow you and act on your influence. They 
can do the same basic moves as your character.
On 7-9: You befriend an unruly animal, it 
doesn’t always do what you say and is prone to 
causing problems.

     Be A Friend - Roll +MSH.
On 10+: You gain the trust of another 
character.
On 7-9: The opposing character trusts you but 
is wary of your friends.

     Stumble Upon - Roll +NDL
On 10+: You mindlessly find a clue.
On 7-9: A clue comes to mind and you wander 
off to find it unnoticed.

     Distraction -Roll +MSH.
On 10+: When a friend uses a defensive move 
against the distracted foe, they gain +2 to their 
roll.
On 7-9: Your friend’s defensive move gains +1 
to their roll, but you put yourself in danger.

SpecialMoves

Steam Noodle Mush

Start with -1 Steam, -1 Noodle, +2 Mush, 5 Health

Health

Harm

XP

to level up:
spend (4+lvl) XP

gain 1 health
then choose a new move or gain +1 skill pointchoose 3 basic moves & 2 special moves

Player A:

Player B:

Player C:

NPC A:

NPC B:

NPC C:
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Animal
Name:
Animal Form:
Reason:

Basic Moves

Friends

Fears

     Forest Expert -  Roll +NDL.
On 10+: You know how to get where you’re 
going and can expedite the journey.
On 7-9: You know where you’re going, but it’s 
going to take a detour to get there. 

     Connected -  Roll +NDL.
On 10+: You know someone who might be 
able to help out and you know where they 
might be.
On 7-9: You might know someone who could 
help, but they may not be trustworthy. 

     Give Orders - Roll +NDL.
On 10+: The character you order around gets 
an additional +1 or -2 to their dice roll, your 
choice.
On 7-9: Same as above but your foe now 
perceives you as a threat and acts.

     Play Possum - Roll +NDL.
On 10+: Your foe perceives you as just a 
simple animal and ignores you.
On 7-9: Same as above but the foe grows 
suspicious and may investigate further. 

SpecialMoves

Steam Noodle Mush

Start with -1 Steam, +2 Noodle, -1 Mush, 6 Health

Health

Harm

XP

to level up:
spend (4+lvl) XP

gain 1 health
then choose a new move or gain +1 skill pointchoose 3 basic moves & 2 special moves

Player A:

Player B:

Player C:

NPC A:

NPC B:

NPC C:
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GM
 M

ov
es

R
ecite Poetry  

R
oll +N

D
L.

O
n 

10
+

: 
Your 

prose 
contains 

som
ething im

portant to your w
orld. 

The G
M

 tells you som
ething useful 

about your current situation.
O

n 7-9: You are sw
ept up in your ow

n 
verse. The G

M
 tells you som

ething 
poetic about your situation, it is up to 
you to m

ake it useful. 

Cause M
ischief

D
escribe your plan and R

oll +N
D

L.
O

n 10
+

: Your plan w
ill w

ork and 
does 1 harm

.
O

n 7-9: Your schem
e w

orks and 
does 1 harm

 but any item
s you used 

are destroyed in the process. 

Gander
D

escribe w
hat you are looking into 

and R
oll +N

D
L.

O
n 10

+
: Ask your G

M
 tw

o of the 
follow

ing questions w
hich they w

ill 
answ

er truthfully.
O

n 7-9: Ask your G
M

 tw
o of the 

follow
ing 

questions. 
O

ne 
answ

er 
w

ill be true, the other a lie.
W

hat is going on here? 
W

ho can I trust? 
W

hat are they thinking? 
W

hat should I be w
ary of?

W
hat happened here recently? 

W
hat here isn’t as it appears to be?

Brace Yourself 
D

escribe how
 you intend to block 

the approaching attack and R
oll 

+STM
. 

O
n 10

+
: Cancel 1 incom

ing harm
 

and im
m

ediately attem
pt to cause 

harm
 to the attacker. 

O
n 7-9: Cancel 1 incom

ing harm
 but 

garner attention of the attacker(s). 

 Skiddoo
R

oll +STM
.

O
n 10

+
: You escape an im

m
inent 

danger.
O

n 7-9: You escape but create a 
com

plication: you leave som
ething 

behind, you take som
ething w

ith 
you, you create tracks, etc. 

H
urt

D
escribe how

 you attack and R
oll 

+STM
.

O
n 10

+
: D

o 1 harm
 and your foe 

does not act for another turn.
O

n 7-9: D
o 1 harm

 but your target 
im

m
ediately retorts.

Grift
D

escribe w
hat you w

ant them
 to do 

and R
oll +M

SH
.

O
n 10

+
: They trust you and w

ill do 
w

hat you say so long as it doesn’t 
endanger them

 directly.
O

n 7-9: They’ll consider it for a 
price. 

Basic M
oves
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ov
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oves

D
an

ge
r

D
ep

lo
y 

a 
ne

w
 c

re
at

ur
e 

or
 c

ha
ra

ct
er

, 
ch

an
ge

 th
e 

en
vi

ro
nm

en
t, 

or
 p

re
se

nt
 

th
e 

ki
ds

 w
ith

 p
ot

en
tia

l h
ar

m
. 

O
m

en
 

Po
in

t 
to

 a
 t

hr
ea

t, 
a 

cl
ue

, 
or

 a
n 

ap
pr

oa
ch

in
g 

ac
tio

n.
 

T
ak

e A
w

ay
R

em
ov

e 
so

m
et

hi
ng

 fr
om

 a
 p

la
ye

r t
o 

ch
an

ge
 t

he
 c

ir
cu

m
st

an
ce

, 
an

 i
te

m
, 

ar
m

or
, o

r c
ov

er
. 

St
ir

 T
he

 P
ot

 
En

co
ur

ag
e 

co
nfl

ic
t 

be
tw

ee
n 

tw
o 

ch
ar

ac
te

rs
. T

hi
s 

co
ul

d 
be

 a
 s

tr
an

ge
r 

or
 c

ri
tt

er
 in

st
ig

at
in

g 
co

nfl
ic

t w
ith

 a
 

pl
ay

er
 o

r 
pl

ay
er

s 
co

m
in

g 
to

 c
on

fli
ct

 
w

ith
 o

ne
 a

no
th

er
. 

Ba
it

Im
pl

em
en

t 
an

 i
te

m
, 

ch
ar

ac
te

r, 
or

 
ev

en
t t

ha
t w

ill
 e

nt
ic

e 
th

e 
pl

ay
er

s.
 

R
efr

esh
 S

ett
in

g
Ab

ru
pt

ly
 c

ha
ng

e 
tim

e,
 l

oc
at

io
n,

 o
r 

ci
rc

um
st

an
ce

. 

Ca
ll

 B
ac

k
Br

in
g 

ba
ck

 a
 p

as
t 

om
en

, 
a 

lo
st

 
ch

ar
ac

te
r, 

or
 

is
su

es
 

th
ou

gh
t 

re
so

lv
ed

. 

 
F

ien
d 

- 
D

ep
lo

y 
th

e 
Fi

en
d.

 
Li

m
it

 o
ne

 u
se

 p
er

 s
es

si
on

. H
av

e 
th

e 
Fi

en
d 

of
 th

e 
W

oo
d 

ap
pr

oa
ch

 th
e 

ch
ar

ac
te

rs
 in

 is
ol

at
io

n 
an
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at

te
m

pt
 

to
 e

xp
lo

it 
so

m
eo

ne
 b

y 
off

er
in

g 
on

e 
of

 th
e 

ki
ds

 a
 d

iffi
cu

lt 
ch

oi
ce

, a
 h

ar
d 

ba
rg

ai
n,

 a
n 

im
po

ss
ib

le
 t

as
k,

 o
r 

a 
da

ng
er

ou
s t

hr
ea

t. 

 
Im

pr
ov

ise
d 

- 
Ch

an
ge

 t
he

 
ga

m
e 

pe
r y

ou
r o

w
n 

be
st

 ju
dg

m
en

t. 

 
W

he
n 

ki
ds

 f
ai

l t
he

ir
 m

ov
es

, w
he

n 
th

e 
ac

tio
n 

is
 d

yi
ng

 d
ow

n,
 o

r 
w

he
n 

th
e 

pl
ay

er
s a

re
 st

ar
tin

g 
to

 fe
el

 a
 b

it 
to

o 
co

m
fo

rt
ab

le
, u

se
 th

e 
fo

llo
w

in
g 

m
ov

es
.


