Big Kid

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

sfemf gfgle)[:cfr

goin 1 bealth

choose 3 basic moves € 2 sfecia[ oves then choose a new move or gain +1 skill point

Basic Moves Sfecia[Moves

[] Soofﬁing Sotg - 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 - Rott +NDL.

On 10+: Remove 1 Harm from a friend.

On 7-9: Remove 1 Harm from a friend, but this
Fears 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.




Little Xid | e

Toys (+1):

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

to level up:
ffmﬂifvé%

‘gm’n 1 bealth

choose 3 basic moves € 2 -‘j’ffiﬂ[ moves then choose @ new move or gain +1 skill point

Basic Moves Sfecia[Moves

[] 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 ’.F‘Yifm{‘ 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 - rott +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 -rolt +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.

Tears
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Name:

Anima [ Animal Form:

Reason:

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

to Level up:
ffmf(:+fv5;?¥

oin 1 bealth

choose 3 basic moves € 2 ~‘f"‘i“[ moves then choose a new move or gain +1 skill point

Basic Moves Sfecia[Mows
|:| Forest Expert - Roll +NDL.

On 10+: You kitow 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 - rott +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 onders - rout +nDL.

On 10+: The character you order around gets

an additional +1 or -2 to their dice roll, your
choice.

Fears On 7-9: Same as above but your foe now

perceives you as a threat and acts.

[ ] »lay Possum - rot +NDL.

On 10F: 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.

Player A:

Player B:
-
P[cwer C:

NPC A:
NPC B:

NPC C:




Basic Moves

Recite ?&Q

Roll +NDL.

On 10+: Your prose contains
something important to your world.
The GM tells you something useful
about your current situation.

On 77-9: You are swept up in your own
verse. The GM tells you something
poetic about your situation, it is up to
you to make it useful.

Cause Mischie

Describe your plan and Roll +NDL.
On 10+: Your plan will work and
does 1 harm.

On 7-9: Your scheme works and
does 1 harm but any items you used
are destroyed in the process.

Gander

Describe what you are looking into
and Roll +NDL.

On 10+: Ask your GM two of the
following questions which they will
answer truthfully.

On 7-9: Ask your GM two of the
following questions. One answer
will be true, the other a lie.

What is going on here?

Who can I trust?

What are they thinking?

What should I be wary of?

What happened here recently?
What here isn’t as it appears to be?

Brace Yourself

Describe how you intend to block
the approaching attack and Roll
+STM.

On 10+: Cancel 1 incoming harm
and immediately attempt to cause
harm to the attacker.

On 77-9: Cancel 1 incoming harm but
garner attention of the attacker(s).

skiddoo

Roll +STM.

On 10+: You escape an imminent
danger.

On 7-9: You escape but create a
complication: you leave something
behind, you take something with
you, you create tracks, etc.

Hurt

Describe how you attack and Roll
+STM.

On 10+: Do 1 harm and your foe
does not act for another turn.

On 7-9: Do 1 harm but your target
immediately retorts.

Grift

Describe what you want them to do
and Roll +MSH.

On 10+: They trust you and will do
what you say so long as it doesn’t
endanger them directly.

On 7-9: Theyll consider it for a
price.
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