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VOL 1 OF THE CORE BOOKS
This book contains information and rules for 
players portraying characters in a City of Mist 
game. For rules and guides for creating and 
running City of Mist games as a Master of Cer-
emonies (MC), as well as ready-to-play content, 
see the Master of Ceremonies’ Toolkit.



A DETECTIVE ROLE-PLAYING GAME IN A CITY  
OF ORDINARY PEOPLE AND LEGENDARY POWERS

PLAYER'S GUIDE



To my parents, Shmuel and Ariella, for Logos 
to my teachers and masters, for Mythos 
to Mark, for all your help with this, 
and to God, for creating 
the best role-playing game of all.



INTRODUCTION 
FROM THE CREATOR
Myths and legends have always been 
an integral part of human culture. 
Since the dawn of mankind, we 
have told stories to relate universal 
truths and to understand our 
world. Legends appeal to a deep 
place inside us, a part of us that 
understands not through analysis 
but through intuition. They convey 
a message, a teaching beyond mere 
knowledge. While they may seem 
simplistic, listening closer could 
reveal that they tell us the secrets of 
the universe: about the cosmos, the 
forces that operate within its theater, 
and our place in it. They awaken a 
sleeping quality in us, calling us to 
ponder, to feel, to ask questions.

But what happens when the timeless stuff of 
legends enters the sphere of our everyday lives? 
How can such sublime material, originating 
from the stars, find a body here on Earth, where 
everything eventually turns to dust? Can these two 
forces – the legendary and the ordinary – live in the 
same space, exist together in the same person? This 
is the question that lies at the heart of City of Mist. 

At its best, role-playing is a magical experience. You 
and your friends tap into a wellspring of creativity, 
a collective intelligence that creates stories 
unbelievable in their intricacy and internal meaning. 
At times, the dice themselves seem to conspire to tell 
a great story. In the words of one of the playtesters 
of this game: “We create a masterpiece, which we are 
the only ones to ever see.”

I wish you a very enjoyable and awakening journey 
of discovery with this game.

Amít
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WHAT YOU NEED TO KNOW  
TO GET STARTED
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The things you’ll see on the streets, 
they don’t always add up, y’know? Some-
times you’re downtown, middle of the 
day, you raise your head and catch a 
strange reflection on the skyscraper: 
something like a crooked, dreary cas-
tle tower is jutting into the over-
cast sky above. Another day, you take 
out the trash at night and you see her 
across the street, looking at you, a kid 
dressed in bright colors with the head 
of an elephant. Or you’re alone at the 
office, it’s late, and you hear a voice, 
a familiar voice, calling to you. Some-
one you knew, and they’ve been dead for 
years. It’s not Halloween. You’re not on 
drugs. What are you going to do? 

I’ll tell you what: You’re going to keep 
doing the same things you’ve always been 
doing. You keep walking. You dump the 
trash and come back inside, watch some 
TV. You keep working. It’s in your head, 
right? You can’t really be seeing this. 
There must be some logical explanation. 
But a tiny part of you is questioning. 
It’s whispering: what’s going on? Where 
am I? What is this? It feels like you’re 
about to wake up from a dream, but this 
feeling stretches over weeks, months, 
and years.

You get used to it. You get used to it 
so much that you hardly ever remember 
this feeling is there. You go back to 
your life: you work, sleep, eat, you do 
whatever it is you do. See, you can’t af-
ford to really ask yourself what was that 
thing you saw. You can’t, because deep 
down inside you know the truth. You know 
that if you go looking for answers, if 
you doubt the way things are, you will 
have no escape but to also doubt who you 
are. You’ll have to ask the toughest 
question of all: who am I?

WELCOME TO CITY OF MIST
Here’s the lowdown: City of Mist is a modern city 
where legends are real. It’s not as if knights and 
monsters walk down Main Street donning shining 
armor or breathing fire, but rather that knights 
and monsters are reborn inside ordinary people, 
regular Joes and Janes. These people, known as 
Rifts, live out a modern version of their legends, 
called Mythoi, and sometimes can even make the 
shining armor real or breathe actual fire – but they 
still have their ordinary lives. On the occasions 
when they tap into their Mythos, a mysterious and 
mystical force hides their miraculous powers from 
those who have not awakened to the legend inside 
them: the sleepwalking residents of the City. It 
makes armor look like a flak vest and fire breathing 
like a party trick or a gas leak explosion, so no one 
ever knows about the Rifts except the Rifts. This 
mystical veil is the Mist. This is its City.  

You are about to tell a story set in City of Mist, a 
story that most closely resembles a detective comic 
book or a TV series. You and your friends will each 
play one of the lead characters, a member of the 
crew that is at the center of your story – each except 
for one, who will take the role of the host, referee, 
and narrator: the Master of Ceremonies, or MC.

The MC's role is described in the MC Toolkit, 
available wherever you got this book from. The 
MC Toolkit also includes advice for creating and 
running cases, rules for Dangers, and a full-length 
case, "Gambling With Death".
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SETTING UP
The first thing you’ll do is describe your characters 
and crew and create the setting for your series. 
Your characters are all Rifts. They have their 
ordinary lives, the legend growing inside them, 
and many, many questions, so they all investigate 
in some way, even if it’s not their profession. You 
create your character by naming four themes that 
are central to his or her story. A theme can be an 
aspect of your character’s ordinary life, like an 
occupation or a personality profile, or an aspect 
of the abilities related to her Mythos, like Cupid’s 
ability to make people fall in love with each other. 
You then use questionnaires, called themebooks, 
to flesh out each theme and choose tags. Tags are 
short descriptions of specific abilities, qualities, 
resources, and objects your character possess-
es, such as burly, sawed-off shotgun, or a prince’s 
charm. They not only describe your character but 
also power (or weaken) her actions in the game, as 
explained below.

During setup, you will also decide as a group what 
kind of a crew you’ll all be a part of, what your 
common goals are, what are the questions you 
all want to solve, what your team’s strong points 
and weaknesses are, and what the relationships 
between the crew members are. Your crew also gets 
a theme and tags.

PRONOUN USE
Throughout this book, wherever possible, the 
text refers directly to you, the reader. Mostly, 
this relates to you as a player; in some places, 
it relates to you as the character you are 
playing. A clarification is given where needed; 
elsewhere, the meaning can be understood 
from context.

Where the third person is required, this book 
refers to characters as ‘she’, players as ‘he’, 
and the MC as ‘she’ as well. This is an arbi-
trary division for the sake of readability and 
balance in the use of pronouns; characters, 
players, and MCs can be of any or no gender.
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The details of setting up are described in Chapter 
2: Who Are You? As an alternative to creating 
characters, you can use the pre-generated charac-
ter playbooks and crew themes provided in the City 
of Mist Starter Set. 

The MC helps the players build the lead characters 
by asking interesting questions, while at the same 
time thinking about the other characters and events 
she wants to stack up against the lead characters in 
the series. The chapter Behind the Scenes from the 
MC Toolkit explains how to create your own series 
while chapter This is MY City! from the same book 
explains how to create challenges such as villains, 
dangerous locations, complicated non-player char-
acters, shady operations, etc. 

THE GAME
Think of every game session as an episode of your 
show or an issue of your comic book. You get togeth-
er for a few hours, in person or online, and play out 
what happens to your fictional characters. If you’re 
the MC, you pick up where you last left off, describ-
ing the beginning of the next scene in the story: 
where and when it takes place, the atmosphere, 
who’s there and what they look like, what they 
say and do. Maybe you ask the players where their 
characters are and take it from there. You always 
end with the question “What do you do?”, giving 
the stage to the players and their lead characters. 
If you’re one of the players, you respond by say-
ing what your character says, does, feels, or thinks 
during the scene. It can go something like this:

MC: You arrive at the crime scene in 
Detective Enkidu’s car. It’s raining 
softly, almost as if someone up there 
is weeping. You make your way to the 
center of the plaza where the police 
have already closed off the perimeter. A 
body covered by a tarp is lying at the 
center, colored by intermittent blue 
and red lights. Your buddy Johnny from 
forensics comes up, looking like a mid-
dle-aged drowned dog. He takes a drag 
off his "ciggy" and blows the smoke out 
slowly, not looking at you but saying: 
“It’s the third girl this week, detec-
tive. You need to get on top of this or 
the chief will have your head.” Then 
he notices Excalibur. “Hey, who’s the 
dame?” What do you do?

Jerry (playing Detective Enkidu): I walk 
right past him and crouch next to the 
body, taking in the crime scene. I 
want to find a connection between this 
and the other girls.

Dani (playing Excalibur): I approach 
this dashing policeman and say, “Sor-
ry, darling. The detective can be 
a brute at times. I’m Estella, en-
chanté.” I want to chat him up and see 
what he discovered here. 

You never know in advance how the story will 
evolve, not even as the MC, because (a) everyone 
can take actions that will shape future events; and 
(b) the outcomes of the characters’ actions are de-
termined by the rules and the dice – that’s what’s 
so fun about it, you play to find out. 

Players can initiate scenes by deciding where their 
characters go next. For example, based on what 
they find out, Jerry and Dani may say Det. Enkidu 
and Excalibur go snooping around at a local night 
club where the victim worked or go after a suspect. 
You can also introduce elements of the characters’ 
personal lives or legendary background. A new 
scene will begin which can involve action, investi-
gation, drama, suspense – or a combination of all 
of the above. You will be both a co-creator and a 
part of the audience of this gripping urban tale and 
your role is to make it interesting and enjoyable 
for yourself and everyone at the table: by playing 
your character as a player, or by making the lead 
characters’ lives interesting as the MC.

During the conversation, certain things you say 
about your character may trigger the rules. The 
rules help add thrill and suspense to the game by 
determining what happens when the lead charac-
ters attempt important actions. As you’ll see, they 
can help take your story in unexpected directions.

PC AND NPC
The City of Mist game uses the conventional 
role-playing terms when referring to characters. 
The players’ lead characters are sometimes re-
ferred to as the Player Characters or PCs, while 
all the other characters, played by the MC, are 
called Non-Player Characters, or NPCs.
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MOVES
The main way in which the rules kick in is called 
moves. Moves are phrased like conditions: When 
you do A, then B happens. There are different kinds 
of moves in the game but most often you will use 
the eight Core Moves: Investigate, Convince, 
Face Danger, Hit With All You’ve Got, Go Toe 
to Toe, Change the Game, Sneak Around, and 
Take the Risk. 

For example: 

TAKE THE RISK
When you perform a daring, risky, or out-
right stupid feat, roll+Power. On a 10+, you 
do it, somehow. On a 7-9, things get messy. 
The MC will offer you a hard bargain or an 
ugly choice.

To invoke a move, describe an action that fits the 
condition in the first part of the move and name 
the move: “I’m going to drive right through that 
closing gate. I guess I’m Taking the Risk!” 

If a player describes what their character does but 
doesn’t name a move, for example “I’m searching 
the apartment for the murder weapon,” the MC 
will ask them what move they are using, or suggest 
one: “Are you Investigating?”

If a player wants to activate a move but doesn’t 
describe what happens in the story, for example 
“I’m gonna Hit him With All I’ve Got!” the MC 
will ask for the description: “Okay, but what do we 
see?” The player can answer “Oh, I feint a left jab 
and then hit him with a crushing right hook.” or 
“I use my Mythos powers to get in touch with his 
emotional pain and then SQUEEZE!”

Once you invoke the move, simply follow the 
result as described. Some moves ask you to roll 
plus something (most often roll+Power) to deter-
mine the result. For these moves, you always roll 
two six-sided dice (2d6), sum the results, and 
add whatever number something stands for (this is 
different for different moves). If the total is 6 or 
less, it’s a miss. If it’s more than six, it’s a hit: 7-9 
is a weak hit and 10+ is a strong hit.

All the Core Moves ask you to roll+Power. Power 
is the number of tags your character has that can 
help her with the action she’s taking – the more 
relevant tags you have, the higher your Power will 
be for this action and the better your chances are 
to get a hit. Some tags might reduce your Pow-
er, while conditions affecting your character can 
crank your Power up or down, depending on their 
description.

When a player invokes a move, it can go like this:

MC: Your suspect is not going to make it 
easy for you, detective. As you chase 
him to the edge of the roof, this dark 
slim figure in a black bodysuit leaps 
off the ledge, clears 20 feet of gap, 
and lands with a parkour roll on the 
concrete roof across, only to contin-
ue running unharmed. As you’re running 
after him, you notice a few feathers 
floating ever so slowly to the ground, 
five stories below. It smells of some-
thing unearthly, but there’s no time 
to wonder about that. What do you do?

Detective Enkidu (played by Jerry): I 
can’t let that suspect get away! I’m 
going to jump right after him. That’s 
Taking the Risk, right?

MC: Lemme see… it’s daring, risky, and 
probably outright stupid. Sure.

Jerry (playing Detective Enkidu): I’m 
going to use my sheer brawn to clear 
some of the way and then grow thorny 
tentacles to pull myself to the far 
wall and climb up. I have two tags 
that can help me here: beastily ath-
letic and thorny tentacles, so my 
Power is 2. Jerry rolls two six-sided 
dice, gets 3 and 5, and adds them up. 
I rolled 8, plus a Power of 2, for a 
total of 10. It’s a 10+, so I do it!

MC: Nice! The suspect slows down a bit 
to look back and for a moment you can 
see his jaw drop as you scale the wall 
with your thorny extensions. Then he 
starts to run faster. What do you do?

Every move has different outcomes for 7-9 and 
10+, included in its description. Unless otherwise 
stated, a miss indicates a dire complication or 
threat. When you roll a miss, the MC invokes one 
of the MC Moves, complicating things for the lead 
characters and increasing the challenge: they can 
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get hurt, become exposed to a new danger, lose 
something or someone dear to them, etc. 

Note that the MC never rolls the dice. The MC 
can, however, make the players roll to see how 
they handle whatever threat or complication she 
throws at them.

The rules for the players, including all the Core 
Moves, are explained in Chapter 3: Working 
the Case. 

THE SOCIAL AGREEMENT
When you play City of Mist, you are simulta-
neously the co-author of the story and a part 
of the audience. When you get together as a 
group to play role-playing games or when you 
are joined by a new player, it’s a good idea to 
talk about what kind of story you all want to 
tell. Different players have different preferences 
and may be in favor or against certain types of 
stories or content. For example, some players 
dislike stories where PCs have the option to 
work against each other (known as player vs. 
player or PvP) while other players enjoy them. 
Work out what’s best for your group.

acter loses and gains themes, the more she starts 
growing beyond the struggle of Mythos and Logos, 
earning precious Moments of Evolution.

There’s more. You always replace a Logos theme 
with a Mythos theme and vice versa so the balance 
of legendary and ordinary within you is constantly 
shifting. You need to watch it: if you lose your last 
Logos theme, your Mythos will take you over com-
pletely and you will become an Avatar, a willing 
instrument in the hands of your Mythos. If you lose 
your last Mythos theme, you’ll forget your Mythos 
and become a Sleeper like the rest of the City 
residents. The trick is to walk the line… for as long 
as you can, at least.

Everything about Mythos, Logos, and the dramatic 
moments of your character’s evolution is explained 
in Chapter 4: Moments of Truth.

TIME TO HIT THE STREETS
That’s it – now you know the basics of City of Mist. 
Does that mean you are really ready for what’s 
out there? Doubtful. You’re just going to have 
to hit the streets and figure things out as you go 
along. Brace yourselves: these streets harbor more 
than just ordinary dangers. Ancient things crawl 
beneath the asphalt roads, in the electrical grid, 
and within everyone you meet. Can your char-
acters answer their burning questions? Can they 
overcome other Rifts like them who may serve a 
different agenda? What will happen to them when 
the cameras start rolling? 

Let’s find out: when you’re ready, turn the page 
over and start playing.

MYTHOS VS. LOGOS
As a player, your lead character has a personal 
story that evolves during play. Each of your char-
acter’s themes is either a part of your Logos, your 
ordinary life, or your Mythos, the legend within 
you. Your character’s themes are fluid: give them 
enough attention and they will flourish and evolve; 
neglect them, however, and you will lose them 
and replace them with new themes. Replacing a 
theme represents a moment of personal crisis for 
your character: the loss of a loved one, the failure 
of her powers, etc. However, it is also a moment 
of great personal growth and evolution – in a new 
direction. In the ashes of your character’s old life, a 
new theme arises and new aspects (and tags!) come 
into her story. Furthermore, the more your char-
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WHAT’S IN THIS BOOK?
• Chapter 1: The Lowdown has the inside scoop 

on the life of a Rift and the process of awakening, 
and describes some of the main City districts.

• Chapter 2: Who Are You? is a guide to the Ex-
position Session, in which you create your series 
as a group. It includes the complete character 
creation system using themebooks (question-
naires), quick character creation with Character 
Tropes, a system of crew relationships reflected 
in Help & Hurt points, sample crew themes, and 
a crew themebook.

• Chapter 3: Working the Case is a comprehen-
sive set of player rules, detailing the rules of the 
conversation, defining the use of tags and statuses 
as well as resources such as Clues and Juice, and 
expanding on all eight Core Moves and the four 
cinematic moves: Voiceover Monologue, Flash-
back, Montage, and Geek Out During Credits.

• Chapter 4: Moments of Truth describes the 
game’s character and crew development system, 
including Mystery and Identity rules, Moments of 
Evolution, Nemeses, expanded Avatar and Sleeper 
(“Denying the Beyond”) rules, and three extra 
theme types: Ally, Base of Operations, and Ride. 

HIGHLIGHTED TEXT
Throughout this book, specific game elements 
are highlighted in different colors:

• Tags (first explained on page 74) are high-
lighted in yellow (or purple in dark pages).

• Statuses (first explained on page 218)  
are highlighted in green.

• Spectrums (first explained on page 120 of the 
MC Toolkit) are highlighted in red.
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THE  
LOWDOWN

ABOUT  RIFTS AND THE CITY

ChAPter

1



This section will usher you into  
the life of living legends in the City, 
ordinary people who involuntarily 
become involved in an insidious clash 
of forces that has been taking place 
right under their noses.

When you play City of Mist, you play as your charac-
ter: one of the lead characters as a player or the sup-
porting characters and antagonists as the MC. But, 
you’re not just roleplaying your character, right? You 
invoke the rules, roll dice, add numbers up.  

You know some things your character doesn’t know. 
Terms like Mythos, Rifts, and the Mist are game 
terms used by the players and the MC so you can 
understand each other and the rules, but your char-
acters don’t know them or use them this way. So, 
after you’ve read this and started playing, don’t use 
game terms when speaking as your character. If 
your character is just starting to discover the City, 
she’ll talk about these things in vague terms (“Do 
you know anyone else that is… like us?”); if she’s a 
veteran, she may have made up her own catchwords 
for these mystical phenomena.
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YOUR AWAKENING
It starts as a nagging realization that 
there’s something you’ve forgotten. 
At first, it’s in the back of your mind, 
but as time passes it becomes clearer 
and clearer. It bothers you. You get 
this urge to break away from every-
thing that’s distracting you and try to 
listen, to focus. It’s like a misplaced 
memory, something about yourself 
you can’t remember. It’s there, but 
your mind just can’t grasp it; it slips 
through your mind’s fingers like 
vapor. This is where most people give 
up and turn back to their lives. But 
not you. You stayed and listened.

When you finally remember this truth you have 
forgotten about yourself, words fail you because 
your waking mind is too constricted to accommo-
date what you take in. It’s like a spark inside you, 
but at the same time it’s an entire world. It has too 
many facets to be accurately described. It’s some-
thing that has existed for an immeasurable length 
of time, vastly longer than you have; and yet, in 
a strange way, it’s you: your very core, the root of 
your existence. The more you are in touch with it, 
the more you see that everything in your life, every 
action you’ve ever taken, every seemingly random 
event, it all emanated from this.

What is the nature of this force? Is it violent and 
ruthless? Is it as old as the roots of the mountains 
and the flow of rivers? Is it harmonious and benign, 
a force of healing? Is it mysterious and cunning? 
All of the above? Only you can know this.

Slowly, it will take shape: you’ll remember faces, 
places, and distant times. Things that happened 
long ago – but did they? They don’t seem as real as 
the life you have now, almost like they were faded 
pages in a storybook; but they feel more real than 
any moment you have ever lived. You’ll remember 
yourself, different back then, playing a role in a 
clash of forces more ancient than you can possibly 
fathom: smiting down a terrible foe, stealing a for-
bidden item, suffering beyond imagination, loving 
without limits. For a brief moment, you’ll remem-
ber your Mythos.

At the same time, charged with this new memory 
of yourself, your body will start buzzing. All over 
your skin, a tingling sensation spreads as you allow 
this force to enter every mote of your being. If you 
stay with it long enough, you will become its con-
duit. The visions you have seen will miraculously 
become a reality: perhaps a small tree will sprout 
from the palm of your hand, or your whole body 
will burn in cool bright blue flames. You have be-
come a Rift in the gossamer veil of forgetfulness. 
You have remembered who you are. A new and yet 
very old voice inside you can finally say: “I am.”

Awakening to what you truly are feels like breath-
ing for the first time. Emotions gush in, along 
with a shocking realization and the thundering 
question: “How could I have forgotten myself?” 
You’re awed by this force that has chosen you as its 
gateway into the world and at the same time you 
feel immense freedom, as if you yourself have been 
liberated and become limitless. In a way, you have.

This awakening can happen in a moment or it can 
stretch over decades. It can happen spontaneously 
or it can be brought about by events in your life, 
premeditated, accidental, or fateful. No one knows 
what this awakening is; you’ve asked everywhere. 
But you know others have had similar experiences.

Savor this moment, because it might not last long: 
the Mist is coming, to put you back to sleep.
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THE MYTHOI
Nobody knows what a Mythos is, exactly. In a way, 
a Mythos is just a story or an idea that is trying 
to become real: a legend about people, places, 
and miraculous powers and events. Maybe all the 
Mythoi exist in another dimension, swirling in an 
endless space of pure concepts. Or maybe they 
exist only in our minds, in a collective unconscious 
that is perpetuated by the telling of legends and 
fairytales. Perhaps these two possibilities are one 
and the same.

It’s impossible to know what Mythoi are because 
Mythoi can never exist in their purest form – the 
moment they manifest through something or 

someone, they already become an impure variation 
of themselves because they mix with their ‘host’, 
the Rift through which they come to life. They can 
never be fully perceived.

The details of a Rift’s awakening to their Mythos 
vary from one Rift to another. Mythoi often find 
an opportunity in moments of personal crisis or 
tremendous sacrifice, when a person feels their 
world is crumbling down around them. What’s 
really breaking apart is their identity, opening a 
momentary gap in the Mist that a Mythos can ex-
ploit to enter the City. The crisis that opens one up 
to one’s Mythos may be of any imaginable nature. 
It can be an actual life threatening situation or a 
person’s internal drama. What caused the crisis to 
begin with? Is it chance, fate, or the machinations 

of the Mythos that would take advantage of it? 
Hard to tell. So you see, more questions. 

Another question common to Rifts is 
“why me?”. One could imagine a Mythos 

chooses the Rift it will materialize 
through, but who knows if Mythoi are 
even conscious? It’s just as plausible 
that a Mythos spreads like a virus or 
an idea, attaching itself to the person 
who is most receptive to its story. 
Perhaps something in the Rift’s ordi-
nary life is reminiscent of the legend 
of that particular Mythos and so, by 
association, they become linked. For 
example, the Queen of Hearts could 

choose a powerful lady as her Rift.

Still, it’s hard to put a finger on what 
exactly draws a specific Mythos to its 

Rift. Many Mythoi manifest in individuals 
of a different gender, social background, 

ethnic group, or religion than those they 
are usually associated with. For example, King 

Arthur might manifest through an eight year old 
Vietnamese beggar girl. Perhaps it’s an inner 
quality that attracts a Mythos, a person’s suit-
ability to become its story.
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BACK IN  
‘THE REAL WORLD’
When you come to, you realize where 
you are. The loud ruckus of the City 
is probably not too far away. Are you 
at home, sitting shocked on your 
greasy sofa, faintly illuminated by a 
TV screen tuned to a dead channel? 
Are you at work, peering at your re-
flection in the glass wall of your cor-
ner office, overlooking the sprawling 
City throbbing under dark clouds? 
Or perhaps you work at a diner, it’s 
late, and the student who cleans the 
floors is staring at you with her mop 
still dripping as sparks fly all around 
you? Are you buried in the wreckage 
of a crashed car? What the hell just 
happened?

Your real life, the life of an ordinary person living 
in a modern-day city, comes crashing down on you 
in an instant. This realization rushes in like a tidal 
wave as you’re reminded of who you actually are. 
The impact can be so powerful that you might forget 
some of the details of the awakening you’ve just 
experienced, perhaps even all of it. It all seems like a 
distant memory, a dream. But there’s no time to get 
distracted by further thoughts, the real world is call-
ing. Your motorbike is halfway submerged in solid 
asphalt. Your room is draped in a mantle of icicles. 
There are dead people lying around you, butchered 
by some horrible beast. Something unbelievable 
happened – but it happened to you, an ordinary 
person! How is this possible?

You try to recall the miracle that had just hap-
pened, this immense freedom, but something is 
blocking you. You feel like you’re reaching through 
a thick and sticky spiderweb. All you are left 
with is the knowledge that something incredible 
happened, and the facts: your deformed arm, the 
police chasing you, this glowing light that follows 
you around. Now what do you do?

It’s easy to think of Mythoi as invaders or interlop-
ers, alien beings from beyond the Mist that, if giv-
en the opportunity, will overrun the city with their 
legends and tear it to pieces in a never-ending war 
of fantastical stories. That may be true, but it’s not 
necessarily so. Mythoi are magic and horror, won-
der and hope. It may be that Mythoi are the force 
that breathes life into the entire City, that governs 
and animates nature and urban landscape alike. 
Perhaps they’re even gods or aspects of a single 
almighty divinity, and the Mist is the blind pulled 
over the eyes of the City’s residents by some dark 
agency, for reasons unknown. If that is the case, 
then there is no ‘getting rid’ of the Mythoi – the 
City would cease to exist without them. As far as 
Rifts are concerned, their Mythos is who they are.

Then again, the Mythoi may not be external to the 
people of the City at all. They could be psycholog-
ical forces secretly operating in the subconscious 
mind of every individual, passed on from one 
person to another through society, culture, and ed-
ucation until they find the right outlet in the form 
of a Rift. Any of these perspectives can be true, or 
all of them, or none.

There are only three things that can be said about 
the Mythoi for certain: they are a source of un-
imaginable power, they are mysterious beyond 
fathom, and they always want to tell their story, 
whispering it from beyond the veil of Mist we mor-
tals cannot see.
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Soon, you will discover that it wasn’t all a dream –  
a part of that force you felt stayed with you. When 
you tap into it, it feels insignificant compared to 
what it felt like before, but it’s real, it’s happening 
before your eyes, like something out of a fairytale or 
a myth. Maybe you can move clouds by waving your 
arms, or mesmerize others with a glare, or perhaps 
you can call on an ancient weapon out of thin air. 
You can hardly believe it, but it’s there, it’s real.

Now the panic sets in. There is no place for this new 
discovery in your life! What about your loved ones, 
your clients, or your boss? How are they going to 
respond when they find out? What about everything 
you studied for or everything you earned? Will you 
have to give it all up? Or hide what you have be-
come? You’re the wrong person to carry this kind of 
burden. How is it all going to fit together?

One way or another, you have been irrevocably 
transformed. This thing is inside you now and 
its arrival spells change. You’re afraid, afraid for 
everything you have right now, even if you never 
liked it to begin with. Your ordinary life seems 
familiar and safe compared to the force that now 
resides in you. You think about abandoning this 
force. If only you could, you would forget about it 
and carry on with your life. But you know that this 
being, this ever-unfolding story, has now taken 
root in you. Your story is now its story and, remem-
bering how it felt to be totally fused with it, you 
come to an irreconcilable understanding: aban-
don it, and a part of you will die. Embrace it… and 
you’ll lose yourself in it.

THE CALL OF  
YOUR MYTHOS
It doesn’t matter who you are:  
having a Mythos inside you means 
having unanswered questions.  
Perhaps you’re already a hard-boiled 
detective, a self-inquiring Zen monk, 
or a curious history buff, but you 
don’t have to be an investigator by 
vocation to have questions. Maybe 

you are a suburban housewife who 
has never really thought about  
ancient myths and legends before.  
Maybe you’re a spoiled kid who has 
never been more than twenty feet 
away from a supervising adult. Or 
you could be a lonely elderly man 
who has no living relatives or friends. 
It doesn’t matter. Now that the 
Mythos is alive inside you, you are 
constantly harrowed by countless 
questions: What am I? What is the 
nature of my powers? What is their 
source? Who else is like me? What 
should I do with this ability?

You don’t always understand the questions echo-
ing in your mind – they could be complete mumbo 
jumbo to you, like cryptic koans that are meant to 
lead you somewhere, though you have no idea how. 
Perhaps details of your inner story float into your 
waking mind: you see a face and feel compelled to 
discover who it is or set out in search of a symbol 
that you know is not real, but…

Other times the questions are very real. Your 
newfound powers have implications – ethical, 
scientific, theological, or social. You may be look-
ing for a way to control your abilities or reverse 
their effects. Maybe you have questions about the 
circumstances of your awakening: why you lived 
when you should have died or whether it was all 
planned by someone or something.

You don’t know in advance what your inner call 
will ask of you but it’s there, egging you on, urging 
you to find out. You can try to drown it with stimu-
lation, distraction, or medication but it’s not going 
to work. It will always be there because you want 
it to be there. When you’re ready to follow it, it 
will help you uncover what all these questions boil 
down to: the truth about who you are.

So, like it or not, you start asking questions. You 
start investigating. It could be that you ask your 
wife innocuous questions about that fateful night 
that “we’d all like to put behind us”; search police 
files or old newspapers for incidents that could be 
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connected to yours; brave the social discomfort 
and approach the boy at the party who can get you 
in touch with the right people; or break into your 
professor’s office to flick through a few pages of that 
old manuscript before getting caught and expelled. 
Whatever way you do it, you are out there, allowing 
the questions to lead you to the answers you so 
desperately crave. And the more you put your time 
and effort into discovering the truth, the more you 
will notice two things are happening: one, you start 
neglecting other aspects of your life, and two, you 
start realizing there’s a whole lot more going on in 
this City than you’ve ever imagined.

THE VEIL  
OF THE MIST
Accidentally or intentionally, there 
will come a point when you reveal 
your special abilities to others and 
thereby inadvertently stumble 
upon the greatest hoax in the City. 
You will discover, much to your 
simultaneous relief and dismay, 
that no one remembers anything 
regarding your powers. To say no 
one is slightly inaccurate, as you’ll 
eventually discover, but you will find 
that the vast majority of city dwellers 
simply ignore, excuse, or forget any 
legendary power that you manifest 
in their presence. Is it that they don’t 
want to remember or that they cannot 
remember? This is a philosophical 
question you may never answer.

This force, responsible for the ignorance of 
millions of people, is the Mist. Even its name is 
shrouded, you will never discover it. No one can 
know its name; it cannot be spoken in reference to 
this force anywhere in the City. But you have likely 
come up with your own term for it: “the Hiding”, 
“the Brain-wiper”, or simply “this thing that makes 
people forget”. 

In many ways it is a mild, undetectable force. In 
other ways, its all-encompassing nature is terrify-
ing, as your experiments will surely divulge. When-
ever the legendary manifests in any way, the Mist 
ensures that no one knows about it or recognizes 
it for what it truly is. You begin to realize that you 
live in an entire City that is forever in the clutches 
of this force and that everyone you know and meet 
is entirely oblivious to what is going on around 
them. They are “Sleepers”, “groggies”, “fog-
heads”; they are unable to see what you can see, no 
matter how concrete the facts you show them.

This realization alone can tear your psyche apart 
and indeed countless like you have lost their minds 
when the gravity of the situation struck them. 
You are living in a city of sleepwalkers, and that 
includes the people you love the most. A great 
chasm opens up between you and those closest 
to you, a chasm that you can only repress, never 
bridge. This may drive you to want to know more 
about the Mist. Even if you survive all this psycho-
logical stress, you will face unavoidable questions. 
“What about me? What am I not seeing? Is there 
something I too am blind to?” You start, in your 
own way, to study the Mist. If you continue asking 
questions, here’s what you’ll find out:

• The Mist hides and distracts. Just as one is 
about to witness the real-life manifestation of your 
Mythos, something will happen to make them look 
away or at the very least blur their impression. Fog 
will roll in, rain will lash at them, steam will blow 
out from the subway vents, the lights will flicker. 
Alternatively, their phone will ring just at the right 
moment, or someone will cry for help, or they will 
spot their favorite sports player walking down the 
street. Whatever form it takes, the Mist will make 
them miss the miraculous display altogether, or at 
the very least doubt what they saw: “I saw some-
thing, but I’m not sure exactly…” If you push them 
later, most people will respond with disbelief that it 
ever happened, or even could happen. 
 As you’ll discover, the Mist is not limited to 
people’s minds. Its effects are more far-reaching 
than mind tricks. It can cause interference in 
electrical devices recording your legendary pow-
ers (and Sleepers would claim it’s edited footage, 
anyway). More worryingly, it seems to be able to 
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orchestrate events with disturbing synchronici-
ty, for example, having your boyfriend arrive at 
the scene out of the blue just as you’re about to 
witness the magical powers of a Rift you worked 
weeks to track down. 
 You see, the effects of the Mist are not limited to 
Sleepers. You too, as well as the other Rifts you’ll 
meet, are subject to its distractions. The differ-
ence is that you remember; you know there is 
something hiding the truth from you. You know 
that what you didn’t see in a moment of distrac-
tion is what really matters, and that if you had 
seen it, you’d remember it.

• The Mist provides excuses and twists per-
ceptions. Sometimes, if you’re lucky or unlucky 
enough, the Mist will fail momentarily and 
someone will get to see your legendary power in 
all its glory. At first, as the unadulterated reality 
sets in, they may be shocked, eyes glazing over. 
However, the Mist quickly sweeps up after you. 
Moments later, the glazed look in their eyes will 
vanish; if asked about it, they’ll acknowledge 
everything that happened except its legendary 
nature. Sleepers will staunchly maintain that 
there is some mundane explanation to what hap-
pened: a freak electrical phenomenon, some kind 
of scam using movie special effects, whatever. 
You don’t seriously expect them to believe it was 
the Big Bad Wolf you just wrestled with, do you? 
 This normalizing effect also works on a much 
deeper level. You’ll find that Sleepers subcon-
sciously edit everything they see as it happens. 
Where you may see a two-headed troll, they 
will see horribly deformed and obese siamese 
twins; when obviously faced with the Queen of 
the Dead, they’ll remember her as an obnoxious 
drag queen. The Mist makes it so that Sleepers 
just cannot see, not even what’s right in front 
of them. Even you sometimes need an actual 
display of legendary powers before you can be 
sure someone else is a Rift. When thus revealed, 
the magnitude of the power of the Mist over the 
City’s residents is truly alarming.

• The Mist makes you forget. This is possibly the 
scariest aspect of the Mist. When you experience 
this effect, you will suddenly grasp how fragile 
your mundane life is, how in one moment it can all 

be taken away from you. It seems there is only so 
much the Mist can cover up at once; sometimes, 
when it’s stuck for a solution, the Mist will become 
aggressive and simply wipe out all memory of your 
Mythos manifestations from people’s minds. For 
them, and sometimes ‘them’ are very large groups 
of people, it would be as if the event never hap-
pened. “I can’t recall exactly what I did last Thurs-
day. I guess I went to Eddie’s, like every Thursday. I 
might have had one beer too many, though…” 
 This effect also has a milder but equally impact-
ful aspect, one which affects minds over time. 
People in the City don’t dwell over mystical and 
supernatural shenanigans; they forget, they let 
go, they move on. Their own lives are much more 
compelling than something weird they can’t 
understand. Which brings us to the last point.

• The Mist exploits the things dearest to you. 
Your own life is the Mist’s strongest weapon, es-
pecially the things you love or hate. If you value 
your family, the Mist will use them to throw you 
off. If you like cars or hate rats, you’ll see a flashy 
ride or a hairy critter crossing the road just as 
you’re about to witness something important. 
And since almost everyone either loves or hates 
themselves, the Mist also employs aspects of 
your own personality and body against you: a 
passing thought about your future, an inexplica-
ble bad feeling that never leaves you, or a sudden 
hunger for burritos – all of these can be carefully 
placed by the Mist at the exact moment some-
thing else is happening at the corner of your 
eye, something legendary, something that will 
provide answers.

If that’s the way it works on you, imagine how 
it works on Sleepers. Sleepers are obsessed with 
their own lives. They don’t care what’s happen-
ing around them. Sometimes you think it’s like 
they wear helmets made of pure noise, constant-
ly dealing with “Me, me, me!”. Well, in a way, 
you’re the same, but at least your eyes are open 
some of the time.

So while this mysterious force prevents others from 
seeing you as you are, it also makes it more difficult 
for you to find the answers you are looking for. 

An important fact you will learn is that the Mist 
does NOT change reality (at least not abruptly 
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enough for you to notice). While trying to get an-
swers from a violent gang of cultists, for example, 
if you beat them up with your ancient bronze staff 
and you all end up getting arrested, they’ll report 
“This freak came at me with some weird metal 
shaft!” If you do so by turning your arm into stone, 
they’ll say, “That crazy son of a bitch hit me with a 
brick!” However, they will still be injured, for real, 
and forensics may be able to tell if they were hurt 
by bronze or stone. This is to say the consequences 
of your Mythos powers are very much real. Just 
because the Mist covers up all perception of the 
legendary aspects of your actions doesn’t mean 
you will not be held responsible for them.

Only the legendary miracles and wonders are 
forgotten. Some of the ordinary residents of the 
City are quite sharp and focused: that police detec-
tive, that bohemian musician at the jazz club, that 
kid in the basketball court. They’re not zombies 
or drones, they’re just under a spell. They can tell 
you’re up to something, even if they can’t see it for 
what it is. And there is always the possibility that 
they too will awaken.

PAST KNOWLEDGE OF THE MIST
Naturally, not a lot of information about the Mist 
has been recorded and even less of it is circling 
around the accessible channels. If there were 
ever books, scriptures, or oral traditions that 
discussed the Mist specifically, they have long 
been forgotten or removed from public libraries 
and databases. Such a body of information, if 
it existed, would in all likelihood draw out the 
full power of the Mist, seeking to eliminate the 
threat to its secret existence. What that could 
mean to the person in possession of such 
knowledge is beyond your understanding.

But the Mist can’t cover everything up. Some-
times it looks like it concentrates its efforts on 
the mainstream of society and abandons the 
sidelines to do as they will. Ancient texts and 
traditions do mention the existence of a force 
of obscurity and forgetfulness. Such texts are 
rarely heeded by anyone in the City, especially 
not Sleepers, who regard them as delirious 
rants of primitive people or a subject for vain 
academic research, which completely misses 
the message. To wit, ancient Vedic texts of 
Indian philosophy describe an illusory force 
that conceals the true nature of reality, called 
Māyā. In Kabbalistic writing, Ester is the barrier 
that veils the source of creation itself. Perhaps 
these ancient people know something about 
the Mist, but by now, no one really cares. No 
one but Rifts like you.
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OTHERS LIKE YOU
From the moment you become aware 
of the power the Mist holds over 
the City residents, you’ll find that 
you’ve become somewhat resistant 
to its effects. Whether you like it or 
not, you realize that what you have 
inside you, this Mythos, has given you 
the opportunity to awaken, to shake 
off some of the obliviousness and 
forgetfulness that plague the unaware 
Sleepers. From this point on, you will 
look at the City in an entirely new and 
different way. Where once you saw 
the routine of city life, you may now 
see the living stories and legends who 
have been existing beside you all this 
time, hiding in plain sight.

Still, the Mist makes it so you can never be sure. As 
you walk down the street, you do a double take on 
the guy in the news stand, realizing that he’s bran-
dishing two bumps on his forehead and is playing 
with a ball of thread. When you go out for lunch, 
the goofy yet beautiful busgirl at Ursula’s Fish & 
Seafood seems like she wants to tell you some-
thing, but no voice comes out. Some neurotic guy 
in the subway is holding on tightly to an old Ara-
bian brass lamp full of sand, mumbling to himself 
“they can’t control me, they can’t control me…”.

It may not be frequent, but every now and then you 
will bump into someone else like you, a Rift with 
a Mythos inside them. You will notice each other, 
because you both will have the strong impres-
sion that you’re the only people around who are 
actually awake. You’ll soon become convinced that 
others like you are also able to remember the mir-
acles and horrors of your legendary powers. Their 
Mythos frees them from the grip of the Mist, just as 
yours does.

This city is full of living legends like you. They 
could be your valet, your surgeon, your neighbor-
hood’s loan shark, the plumber, the IRS woman, 
the kid next door, the homeless guy in the park. 

You could even discover one among your family 
and friends. Everyone could potentially be a walk-
ing Rift in the Mist, which is why you can’t trust 
the Mist to always cover your tracks: someone is 
always watching, someone always remembers.

A meeting with another Rift can result in anything 
from a fast friendship to a world of mayhem and 
agony, or both – just like any meeting of two pow-
erful forces. You have to use your instincts and wits 
to figure out what this person wants – and make no 
mistake, they all want something. You’ll soon find 
out that being a Rift doesn’t really say anything 
about a person. Whatever legend is inside them, 
Rifts still have their personalities, their baggage, 
their aspirations. Some will help you with your 
cause while others will sell you out for theirs, it’s 
just the way the world works. The only difference 
is, when a Rift sells you out and you find yourself 
in the Lions’ Den, you won’t be facing metaphori-
cal lions.

OTHER KINDS OF RIFTS
To become a Rift, you must have a specific 
yet elusive quality: a “soul”, consciousness, 
attention, the ability to “listen”. This quality is 
the birthright of human beings, even if most of 
them turn a blind eye to it so they can concen-
trate on their material lives. However, there are 
unique cases of Rifts opening within animals, 
objects, and even places. Perhaps a human Rift 
used Mythos powers to create them or the ‘spir-
it’ of a Mythos chose them for some reason. In 
game terms, these Rifts have special names: 
animal Rifts are called Familiars, object Rifts 
are Relics, and Rifts attached to a locale are 
called Enclaves.
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DEGREES OF  
AWARENESS
Not all Rifts are equally awakened. 
The more you give in to your Mythos, 
the greater your resistance to the 
Mist becomes and the greater the 
powers you are able to manifest. 
However, as your Mythos demands 
more and more of you, your personal 
life starts falling apart. Depending on 
how they see these two competing 
prospects, different Rifts adopt 
different stances regarding their 
Mythos.

The Touched: Some Rifts are only touched by a 
Mythos. Either they are at the beginning of their 
slow awakening or they have never really let their 
Mythos in or, more rarely, they have been down 
the rabbit hole and decided to diminish the part 
their Mythos plays in their lives. Touched still 
behave like Sleepers, for the most part. They’re 
mostly absorbed in their lives with the exception 
of moments of awareness to something greater. 
These moments can give a Touched person a great 
deal of power but they also terrify them, as they’re 
exposed to something vast that belittles their 
personal life. They are at the same time fascinated 
by their Mythos and scared of it, so they keep it at 
bay whether consciously or subconsciously. Being 
still in the grip of the Mist, some Touched (espe-
cially the newly-awakened) deny the existence of 
living legends in the City, even though by now they 
know it’s true. Some Touched people lead a secret 
life where they can vent out and answer the call 
of their Mythos, but still maintain appearances in 
their normal lives.

There is a special kind of Touched individuals 
that you may have come across: those touched by 
another Rift’s Mythos. Many heroes, witches, and 
monsters in legend had the power to influence 
or bewitch others, and these legends have been 
reincarnated in the City. When a Sleeper comes un-
der the influence of a powerful Rift, they can gain 

some awareness as the power of that Rift’s Mythos 
wards off the Mist. They may even be able to chan-
nel some of that Mythos’ power. This is especially 
true for Sleepers who work for a Rift in their daily 
lives. Later, if the influence of the Mythos leaves 
that person, they may revert back to their oblivi-
ousness, or, sometimes, become awakened. There 
is really no telling in these things.

Borderliners: Some Rifts open up to their Mythos 
without sacrificing their ordinary lives. They live at 
the frontier of the struggle between awareness and 
everyday existence. While their connection with 
their Mythos is solid, it is still limited to vague 
feelings, weird sensations, or a strange "knowing". 
Their lives contain much of the personal and mun-
dane, but within their personal story a great deal 
revolves around the presence of their Mythos. A 
Borderliner is a walking struggle between Mythos 
and Mist: when one becomes stronger and threat-
ens to overshadow the other, a Borderliner will 
make sacrifices to keep the balance, even if she 
doesn’t realize it until it happens. 

Borderliners are the loose cannons of this City. 
Favoring their personal lives as much as the call of 
their Mythos, they don’t always use their miracu-
lous gifts in a way that promotes the story of their 
Mythos. On the other hand, they are powerful 
enough to really change things in the City. They 
are at the same time independent of their Mythos 
and dependent on it. In this way, they embody 
free choice more than any other Rift. (Not free 
will, though; they are still pawns of their Mythos 
and their lives. The difference is they choose whose 
pawn to be in any given moment).

Walking the line is not easy. Every Borderliner har-
bors a secret wish to let their Mythos consume them 
but is deterred by the personal sacrifices that must 
be made. At the same time, Borderliners wish to 
forget about their Mythos in favor of their mundane 
existence, their loved ones, their jobs, their prob-
lems, and their hobbies. There are those who active-
ly maintain both aspects of their lives and walk the 
line for a long time, though this can become more 
and more exhausting with every sacrifice.

Legendaries: if your investigation lasts long 
enough, you will inevitably come across someone 
who has chosen (or was driven) not to hold back 
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but instead to revel in their Mythos. These indi-
viduals become truly powerful, channeling the 
fantastical qualities of their Mythos without fear 
or doubt. Legendaries still have a persona and 
attachments they care about beyond the sheer 
agenda of their Mythos, but these are often kept 
secret or are sidelined because they in fact limit 
their Mythos. For a Legendary, the story that their 
Mythos is trying to tell is important above all else 
and their personal life is only holding them back 
from fulfilling it – but they are too attached to let 
it go completely.

Legendaries are a force of nature. Most of the pow-
erful figures of the secret world behind the Mist 
are legendaries: dangerous mafiosos, mysterious 
art collectors, fast food chain magnates. Unlike 
Sleepers of the same vocation and status, who are 
mostly out for themselves, when a Legendary starts 
an operation, she is doing it at the behest of her 
Mythos for the purpose of its strange agenda. 

Avatars: There are stories going around on the 
street about an individual so immensely powerful, 
that everything happening in the City is happen-
ing only because he or she allows it to. Can Rifts 
give themselves completely to their Mythos? If 
so, meeting one face-to-face would be a life-al-
tering, identity-shattering experience; it would 
be the closest thing to meeting face-to-face with 
a Mythos, and you have only a vague idea of what 

WHAT’S IT LIKE FOR YOU?
As said, the terms given here for different types 
of Rifts are not used by your character. In your 
comic-book- or TV-like world, characters don’t 
say to each other “Oh, I wish I could be a Leg-
endary like you, but I’m just Touched.” When the 
characters share their thoughts and feelings, 
it’s often vague and partial.

Furthermore, one cannot tell just by looking at 
someone just how awakened they are, or what 
part their Mythos plays in their lives. These 
are things you will have to discover by inves-
tigating: getting to know the person, doing a 
background check on them, or tapping into your 
own Mythos for answers.

that means. The chances of surviving something 
like that intact, whether physically or psychologi-
cally, are slim. What such a being would want from 
the City is beyond you.

FAIRY GODMOTHERS 
IN DRAG AND  
DEVILS IN SUITS
In the old stories, the meeting of 
two people was never a coincidence 
– there was always a reason. For 
Sleepers living in the repetitive and 
bland world of the Mist, this may 
not be true – some meetings are 
purely the result of chance. But Rifts 
see a city that is almost dreamlike, 
where stories are always connected. 
In the magical world of the Mythoi, 
the meeting of two living legends 
could be a dramatic turning point 
for everyone involved. For this 
reason, Rifts in the City are strangely 
attracted to each other.

WHY ARE THEY AFTER YOU?
Rifts subconsciously see the world through the 
eyes of their Mythos. When they meet another Rift, 
their Mythos could either be indifferent or it could 
cast that Rift in a certain role in their story. When 
another Rift learns about you, they may subcon-
sciously cast you as one of these symbolic aspects 
of their story:

• the savior, asking you to save them from others, 
who may be Rifts too, or from themselves;

• the instrument, trying to use you as a means to 
get what they want;

• the prey, seeking to consume you one way or 
another to satisfy the hunger of their Mythos;

• the chosen one, helping you fulfill what they 
think is your destiny;
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• the enemy, seeking to destroy you before you 
destroy them;

• the companion, offering to join forces and work 
towards a mutual goal;

• the obstacle, trying to overcome you in order to 
reach their goals;

• the object of their love, trying to win your heart 
and keep you close;

• and so on…

This story-like connection deeply affects how they 
treat you. It could be that the leprechaun that 
runs the laundromat chain in your neighborhood 
discovers that there is a new Rift in town, after you 
blow the lid on his scheme to steal all the small 
change people leave in their pockets under the 
protection of the Mist. First, he might offer you a 
deal and try to recruit you to his little operation. 
If you refuse or try to take over, he’ll make you 
his sworn enemy. It could be that he’s just a petty 
thief, but he’s got some connections: when he dis-
covers he can’t take you out himself, he’ll call on a 
bigger fish to come deal with you, say, the toll road 
troll. Whether you intended to or not, your name 
starts crossing lips around the City. The more it 
does, the greater the risk you will draw the atten-
tion of older, more powerful Rifts.

WHY ARE YOU AFTER THEM?
Answers, you are looking for answers. Whether you 
have questions about the Mist, or you want to find 
the man who killed your father, or decipher a dark 
prophecy inscribed in graffiti all over town, you’re 
looking for information. Rifts exist behind the 
veil of the Mist, even if they are the most famous 
person in the City. They see more than Sleepers 
and they know more than Sleepers. Rifts also have 
mythical powers; whatever it is you wish for, they 
can probably get it for you sooner than Sleepers. 
For example, if you were looking for the fairest of 
them all and learned that a gentleman in the Old 
Quarter has the powers of the Mirror from Snow 
White, that would be a good reason to go see him.

Of course, your Mythos casts other Rifts in major 
roles just as any other. Perhaps you swore to bring 
down the blacksmith who made and proliferated 
the witch-bullets that killed your partner; maybe 
you fell for a beautiful nightingale only to discover 

she is, in fact, mechanical; or you see potential in 
the young motorcycle-mounted knight and think 
his powers will be put to better use in your service. 
Whoever you are, you have your own agenda; so 
does your Mythos.

CASES & CREWS
STRANGE CASES
How do you find other legends? Even as an awak-
ened person, the Mist hides your fellow Rifts from 
you, leaving no trace in the minds of those who 
encounter them, erasing all evidence with its silky 
touch, in time even from the minds of the aware. 
But the Mist does not alter reality: where peo-
ple disappear, where money is siphoned, where 
destruction strikes – questions will be asked. And 
where questions are asked without answers, you 
get a strange case.

Strange cases are the mark of Rift activity. From 
a juicy “Aliens barbequed my dog” to a dry yet 
visceral “unsolved murder”, odd incidents and 
mysterious circumstances crop up often in the 
media, records, and culture. These cases are usually 
sidelined, simply because Sleepers have nothing 
more to do with them than read about them and be 
entertained or horrified. But they are reported and 
recorded, and while Sleepers make their excuses, 
they can still acknowledge that they don’t really 
know what happened there.

This is where you come in. Sometimes, it’s almost 
like you can sniff out the real strange cases from 
the slush: a small newspaper article captures your 
attention or you overhear folks at the bar talking 
about some “weird shit going down in the low 
levels of the refinery”. Is it your Mythos whispering 
in your ear? 

Other times, it’s as though the strange cases 
come to you. A mother will come asking for help 
locating her missing child, saying “I heard you 
were good with this sort of thing.” Or you’ll be 
walking down a smoky alley downtown at night 
and see an eerie green glow around the corner. 
When the strange cases fall in your lap, you can 
sense that it’s no coincidence. Even if there is 
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no direct connection between the case and your 
questions, uncovering the truth of what really 
happened can lead you to someone or something 
that can shed some light on your own search. So 
buckle up – it’s time to investigate.

WORKING WITH A CREW
An investigation, whether haphazard or well-
thought-out, is a complex business. Some pieces of 
information you can only find by studying records; 
other details you might have to get from contacts or 
witnesses. Sometimes you have to be at the scene, 
and that could mean getting into places where 
you’re not welcome. There are so many things that 
can go wrong, so much trouble you could get into. 
You need to be sharp, but at the same time tough, 
fast, clever, knowledgeable, charming…

You’ll soon find that conducting an investigation all 
by yourself is inefficient at best and outright dan-
gerous most of the time. With no one to watch your 
back or cover more ground, chances are you won’t 
get very far. That’s why you work with a crew.

A crew can be just you and another associate 
working nights together or it can be a formal group 
of investigators operating professionally. Maybe 
you start your own crew, putting together a team 

of worthy individuals you meet along the way. 
Otherwise, a group of Rifts with questions similar 
to yours may invite you to join them.

A crew always has a purpose. While each individ-
ual may have their reasons for working with the 
crew, everyone has to agree on the goal towards 
which the crew strives and the methods used to 
achieve it. When internal dynamics and differences 
between members put a strain on the crew’s unity, 
it’s the shared goal that keeps the crew going.

YOUR LEGEND AWAITS
This is your life now, split down the middle be-
tween the ordinary and the legendary. On the one 
hand, you wake up in the morning and your every-
day obligations and habits call to you. You have 
things to do, you need to go through the motions, 
you have yourself to be. Only now you feel like 
you’re faking it, like the world of the Sleepers is 
a thin and fragile veneer over a City that is burn-
ing in the dark. Deep inside you, the galvanizing 
power of your Mythos is throbbing, screaming its 
questions. Wherever you go, you feel you are being 
watched by invisible eyes, the eyes of others like 
you. You live in a waking dream, knowing you can 
stumble into anything imaginable at any given mo-
ment, but you’re still keeping up appearances. Both 
sides are constantly tugging at you, calling you to 
give up the other side and give yourself entirely 
to one. Some days you surrender to your Mythos 
and pay the price; other days, you seem to forget 
about it and concentrate on what’s “real”. It’s a 
nerve-wracking way to live, but this is your life. All 
you know is that you and your crew are working 
on something, you’re about to discover something. 
So when it’s time and you get the call, you get up, 
grab what you need, fire up your Mythos, and start 
working the case.

CULTURAL AND ETHNIC REFERENCES IN 
CITY OF MIST
This book and other City of Mist content make 
extensive use of cultural and ethnic references. 
First, because the myths and legends that will 
be incarnated in your characters come from 
various world cultures, past or present. Second, 
because modern-day cities are hotspots of cul-
tural and ethnic diversity and City of Mist would 
not feel real if it were any different. While we 
attempted to introduce examples from as many 
cultures as possible, it’s impossible to include 
every world culture in one book. I encourage 
you to take your own native cultures or cultures 
you are interested in and bring them into the 
game as characters and Mythoi.
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The City is the backdrop for your 
story; its streets, alleyways, and roof-
tops are where you will uncover dis-
turbing truths, unleash mighty pow-
ers in a fight for what matters to you 
the most, and make harsh sacrifices. 
There are many districts in the City, 
and each City is different, but in the 
following descriptions you will find 
some common tropes. Read about 
the districts to get the feel of the 
setting and to inspire your own lo-
cations and characters, maybe using 
them in your character’s backstory.

DOWNTOWN 
Downtown is where it’s all happening. It’s the 
beating heart of the City, pumping millions of 
souls in and out every day, locals and visitors of all 
walks of life who come here for business, pleasure, 
or both. 

By day, downtown feels like a clockwork toy city: 
everything is buzzing with hurriedness and pur-
pose, people trying to get things done. Neurotic 
interns run around with coffee trays, rushing to 
get back to their bosses in one of the top floors 
of a skyscraper before the start of an important 
meeting. Trucks unload goods in the back alleys of 
renowned designer stores, while at the front suited 
salesmen shower fake compliments at prepos-
terously wealthy ladies with pampered poodles. 
Torrents of foreign tourists armed with cameras 
stream through the well-known monuments and 
attractions, such as the tallest building in the City 
or the City History Museum, where a hallmark 
piece of art is kept. So caught up in their activities, 
none of them are actually present; it’s all about 
functionality, ticking the checkbox, moving on to 
the next task. Time seems to speed up when you’re 
downtown and the people blur into streaks of mut-
ed colors. It’s a city on amphetamines.

Downtown is a rainforest of billboards and neon 
signs. Visible all through the day, they become the 
only illumination after the sun sets. The hustle and 
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bustle never quiets down; it only changes direc-
tion. In the neon-spiked darkness, downtown seeks 
release for all the tension it built up during the 
day. Cabarets, nightclubs, and trendy bars operate 
at full capacity right next to fancy restaurants, 
theaters, cinemas, and the opera houses. Diners, 
coffee shops, and food stands line the overcrowded 
plazas where live events take place, covered by all 
major media channels. There’s entertainment for 
everyone here – according to what you can afford 
– including any sort of urban recreational activity. 
Private parties with expensive drugs and high-class 
prostitutes are commonplace, but the backstage of 
the City’s most flamboyant district has even darker, 
stranger pursuits to offer.

THE BLUE-COLLAR RESIDENTIAL
Life is tough for the hard-working people of this 
neighborhood. They struggle daily to survive and 
make ends meet. They work hard and enjoy what 
little comforts they can get: a cold beer, a pack of 
smokes, new shoes, or a working fridge. Opportu-
nities are not plentiful: the education system here 
is mediocre and the job market is flooded. The best 
most people in this neighborhood can hope for is 
to get through the month without sinking deeper 
into debt. 

Sadly, this means this neighborhood breeds most 
petty criminals in the City and a good share of its 
organized crime. People here work hard all their 
lives; by now, they’ve either given up on their 
dreams or are desperate enough to leap at the 
promise of a golden opportunity even if it comes 
with great risks. Mobsters and loan sharks thrive 
on protection money and the high interest paid 
by individuals with no other choice. Teenagers are 
naturally drawn to the thug life, where they feel 
they can earn a measure of respect and a nice bit 
of money. Idealistic local politicians try helplessly 
to change things for the better while their corrupt 
counterparts (and sometimes alter-egos) make a 
cut on the backs of the neighborhood residents.

Most of this neighborhood is a warren of tall ten-
ements and apartment blocks where visitors often 
get lost. Some streets and buildings look stenciled, 
except for the various businesses on the ground 
level: grocery stores, barber shops, fast food joints, 

DESCRIBING THE CITY IN YOUR GAME
City of Mist is a game of imagination. There’s 
no need to prepare all the details of the City in 
advance – you’ll make them up or look them 
up as the need for them arises. For example, 
when one of the lead characters is setting up a 
meeting with an informant, the player can just 
make up a street name and say “Meet me at my 
place. It’s in 403 Lexington St.”. You don’t have 
to check in advance if your City has a Lexington 
St. or where it is. When you say it, it becomes 
real in your story. If the other players or the MC 
see things differently, talk it out. If you wish, you 
can note down new details as you add them to 
your City, for consistency.

The important parts of the City are the parts in 
which your characters’ story takes place. The 
MC will know a few things about these specific 
locations because she will create them when 
she creates new cases (see Chapter 2: Behind 
the Scenes in the MC Toolkit) or read about 
them in published cases. Everything else in the 
City is described in broad strokes; it is there 
purely as backdrop, like fleeting sights seen 
when driving around the City.

pawn shops, laundromats. If you venture into the 
backyards and alleys, you may need a local to help 
you out of the labyrinth, decorated everywhere by 
laundry on clotheslines. Most of the day it’s a pret-
ty noisy and lively place: kids holler at each other 
and loud music is playing outside, mixing with the 
ruckus of traffic. At night, the streets grow silent 
and tense. Squad cars patrol the neighborhood, but 
there are too few to make a difference. It’s up to 
the locals to take care of themselves: anything can 
come out at you from the dark.

THE OLD QUARTER
Centuries ago, maybe even millennia, migrating 
people first settled in the area that is now the City. 
They were met by indigenous tribes, as history 
tells us, or, if you want the romanticized version, 
by monsters, spirits, and gods. Their settlement 
thrived and evolved, growing greater in fortune 
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and population as time went by. Eventually, it be-
came this City you see before you; but it all started 
here, in the Old Quarter.

Old stone buildings and cobbled streets with 
wrought-iron street lamps make up this cramped 
district, giving it the appearance of a place out of 
time. Landmarks of the City’s history are every-
where you look, from pompous historical estates 
with neatly-trimmed gardens to well-preserved 
townhouses where someone important once lived. 
As you venture deeper into the quarter, it becomes 
harder to navigate by car. Narrow alleyways lead 
to quaint crafts shops, boutique hotels, glorified 
bistros, and art galleries, then open up to small 
squares, decorated with antiquated but masterful-
ly sculpted fountains. The Old Quarter is no less 
than enchanting; ironically enough, it has the air 
of something foreign, far from the modern City not 
by distance, but by time. Everyone you’ll meet here 
has an interesting tale about the Quarter and you 
can almost breathe in the history that these stones 
have seen. If you are looking for something eccen-
tric and unusual, you will find it here. 

The Old Quarter is a treasure trove of antiques as 
well as of the arcane. From artifacts brought here 
long ago from faraway lands by pirates and mari-
ners to parchments and maps recording the early 
days of the City and pacts of black magic, every 
attic or basement in this quarter is bursting with 
ancient knowledge to be uncovered. No wonder 
then that all the peculiar academics, bizarre street 
performers, and aspiring mystics end up here. At 
night, cat burglars wrestle with modern security 
measures to put their paws on priceless items, 
overlooking the ancient inscriptions they should 
really be worried about. Most of the population 
of the Old Quarter can trace their heritage to the 
indigenous people of the City, to its first settlers, 
or to both. The buildings are almost all owned by 
old-money families, who have kept the quarter 
clean from the commercial interests blowing from 
downtown. Here there is peace, tranquility, and 
unspeakable secrets buried beneath the ground. No 
one talks about these things; those blue-blooded 
people know how to suffer quietly. But more than 
one family here has been reputed to carry a genetic 
flaw in its bloodline, a curse, if you will. Then 
again, it could be simply the product of centuries 
of inbreeding.

THE INDUSTRIAL ZONE
Every day and throughout the night, the Industri-
al Zone continues its mechanical march. It chugs 
down copious amounts of raw materials alongside 
a steady stream of blue-collar workers from the 
nearby residential districts. Its many workshops 
and factories, each louder than the other, churn and 
grind and fuse parts together, and then regurgitate 
them over to another facility for the next step of 
the production line. Its tall chimneys and winding 
pipelines spew out fumes, smoke, and waste, while 
congested roads slowly push out tired employees 
and draw in fresh ones. Out of all this ruckus comes 
an endless variety of products, some mass produced, 
some crafted with care, some for the zone’s own use, 
others packaged and shipped all over town. When 
you think about it, the whole district is just one big 
machine.

Once you get used to the noise and pollution, 
however, the finer details emerge. The district’s area 
is divided between hundreds of businesses and fa-
cilities. In the light industry zone one can find small 
workshops and garages run by tattooed burly men 
in wife-beaters and rough ladies in overalls, offer-
ing quick repairs and custom adjustments to your 
wheels and machinery. In the commercial zone, 
massive hardware outlets sell construction sup-
plies while in their old-fashioned shops, fisheyed 
craftsmen work on delicate clockwork or electron-
ics devices behind a magnifying glass. Derelict 
factories with saw-tooth roofs and filthy skylights 
house outdated production lines that operate with a 
skeleton crew, waiting for the inevitable moderniza-
tion. Rows of storage units and warehouses seem to 
go on forever. Behind them, vast corporate produc-
tion complexes and government-funded refineries 
stretch over miles, some covering an area greater 
than all the smaller zones put together and housing 
only god-knows-what. 

The nights here reveal a well-known fact: the In-
dustrial Zone is the City’s no-man’s-land. Though 
police and environmental compliance inspectors 
scout the district around the clock, they are regu-
larly understaffed compared to its sheer size, their 
operations stinted due to lack of public interest 
(except for a few cheap housing projects for em-
ployees working shifts, the district has no registered 
residents). The underground scene is thriving, with 
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NOTHING BEYOND THE CITY
One of the premises of City of Mist is that the 
lead characters never leave the City. Whether 
other people actually leave the City is another 
open-ended question; everyone seems to think 
that coming and going is something normal 
that happens all the time. Tourists, business 
people, and strange country folk show up and 
disappear regularly. The City residents behave 
as though they are a part of something greater, 
like a country or a world, but whenever it actu-
ally comes down to acknowledging it, the story 
veers off conveniently. 

The game is focused on the City. The farther 
the lead characters move away from that focus, 
whether physically or in a conversation with a 
City resident, Rift or Sleeper, the fuzzier things 
get, like the faded edge of an old photo. Where 
exactly did Johnny go? Not sure, he’s out of 
town. Where did you say this truck came from? 
Somewhere out of town, I reckon. Where are we 
now? Oh, we’re just a few miles out of town.

Why don’t people ever talk about the greater 
world out there? Are people in this City just so 
in love (or obsessed) with it that they don’t con-
sider anything else worthwhile? Or is it another 
aspect of the Mist, possibly the strongest of 
them all? You may want to know the answer to 
these questions but your characters don’t; they 
too are completely focused on the City.

anything from delirious raves to violent pit fights 
available to the thrill-seeking visitor. Strange 
gangs and secretive brotherhoods set up their 
makeshift headquarters around burn barrels in 
abandoned hangars, spraying their SMGs into the 
night sky and howling like wolves. Above all that 
mayhem, the wind blows silently amid silos and 
cooling towers studded with bright red aircraft 
warning lights.  From way up there, one could eas-
ily see that it’s not the noisy parts of the Industrial 
Zone the police should be worrying about – it’s the 
quiet ones.
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HOW TO CREATE YOUR  STORY

WHO ARE 
YOU?

2
ChAPter



In City of Mist, you take the role of an 
ordinary modern-day individual in 
whom an ancient myth, a legend, or 
a story has awakened. In your day-
to-day life, you could be anyone: a 
young doctor struggling to save lives 
in the ER, a drug addict stealing to 
get another fix, a concerned parent 
bent on keeping the family together, 
or a professional hitman killing for 
money and sport. But you’re not 
just that, you are more: an angel in 
disguise, a volcano god whose blood 
is constantly burning, a gentle soul 
who can unexpectedly turn into a 
monster, or the unwilling bearer of 
the fabled sword which will reunite 
the kingdom.

Who are you really? What do you truly want? What 
can you achieve with the powers your Mythos 
grants? How do your ordinary abilities and re-
sources limit or further your goals? What does your 
Mythos want from you and what do you want for 
yourself? Why do you work with others like you 
and what are you all hoping to achieve? It’s time to 
answer all these questions.

This chapter explains how to put together the 
details you’ll need to know about your characters’ 
lives, histories, and abilities, as well as the environ-
ment they operate in, in order to begin your story 
in City of Mist. 
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THE EXPOSITION 
SESSION
In City of Mist, the initial details of 
your story are created collaboratively 
with everyone in the group. While 
each player creates the details of 
their own character, going through 
character and crew creation together 
allows you to compound your 
creativity and tweak the story so it 
piques the interest of everyone at the 
table. You can brainstorm ideas for 
your character and for the crew with 
your fellow players and MC, and work 
out the details of your characters’ 
relationships. The MC and the other 
players can ask you key questions 
about your character and help you 
flesh her out.

The first session of a game series or campaign is 
called the Exposition Session (or Session Zero). 
It is dedicated to defining the nature of your story, 
creating the lead characters and crew, and collect-
ing some interesting facts and features you can use 
later on in your story. It’s a good time to also work 
out the social agreement (see page 13) as well as 
the technical details of your sessions such as the 
schedule, location, and snacks (very important!). 
The Exposition Session can also include a taste of 
the action: a brief sample in which you play out a 
day in your characters’ lives. This gives new players 
the chance to try out the basic rules of the game.

Before the Exposition Session, the MC should read 
this chapter to familiarize herself with the pro-
cess and spend some time planning the session, 
possibly picking out some suggestions and jotting 
down a few ideas to get the discussion going. These 
ideas may or may not be selected by the group, but 
can nonetheless be useful inspiration or fallback in 
case the players are not quite sure where to start. 

THE STEPS
During the Exposition Session, the MC takes the 
role of the host, directing the conversation. Go 
through the following steps one by one:

• Establish the series concept 
Decide on the nature of the story you are about 
to tell in City of Mist: what type of crew you are, 
what brought you together, and what kind of 
investigations will be at the center of your story. 
You continue to flesh out the concept and re-
work it throughout the Exposition Session.

• Create your characters  
Players come up with their individual character 
concepts and use themebooks to create their 
themes, power tags, weakness tags, the personal 
Mysteries their Mythos is urging them to explore, 
and the Identities that define their mundane life.

• Finalize the crew 
The players create the crew theme and define the 
relationships between the characters.

• Play “A Day In The Life” 
Play a short improvised gameplay depicting each 
character’s life situation, daily routine, and ev-
eryday challenges. This helps fill out the missing 
parts and get a handle on the basic rules.
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1. SERIES CONCEPT . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . PAGE 46

 

 ?  WHO ARE YOU, AS A CREW?

• Casual detectives
• Company men
• Conspiracy busters
• Dabblers in the Mist
• Survivors of an event
• A gang
• Investigative Masked Vigilantes
• Modern gods
• An order
• Professionals / Rifts-for-hire

3. CREW CREATION  . . . . . . . . . . . . . . . . PAGE 144

The crew theme represents your shared resources, 
beliefs, and weaknesses. 

• Choose a ready-to-play crew theme starting on page 
149; or 

• Create it together using the crew themebook, 
choosing 3 power tags, 1 weakness tag, and a Mys-
tery or an Identity.

Crew Relationships define your initial number of Help 
& Hurt points with each crewmate.

• Each player writes down the names of all the other 
crew members.

• Go around the table, taking turns.
• On your turn, choose at random one Crew Relation-

ship option from one of your themebooks and read it 
out loud.

• Choose whether to use this option and with which 
crewmate. If the crewmate accepts, you work out the 
details of your relationship.

• You gain one Help point and/or one Hurt point, as 
stated in the option you chose. Your crewmate does 
not gain points on your turn.

• Continue taking turns until you have enough details.

4. A DAY IN THE LIFE  . . . . . . . . . . . . . . . PAGE 156

Play a short and casual session to tie everything to-
gether and complete missing details.

The MC starts by picking out a time of the day and 
asking:

 ?  WHERE ARE YOUR CHARACTERS AND WHAT  
ARE THEY DOING ON THIS NORMAL DAY IN 
THEIR LIVES?

You all answer.

Ask and answer as many interesting questions as 
you can about:

• Your characters and their lives
• Your crew and what you do together
• Your City
• Any potential cases you are working on 

Avoid tying loose ends.

Finally, play a few scenes to familiarize yourselves 
with the rules (given in Chapter 3).

2. CHARACTER CREATION . . . . . . . . . . . . PAGE 54

See outline in the next page >>>

THE EXPOSITION SESSION

 ?  WHAT IS YOUR CITY OF MIST LIKE?

• True Noir (1930s), Neon Noir (80s), modern-day
• Generic comic-book city, exiting city, tapestry of 

realities
• Mystical Mist, realistic Mist

Your characters already know each other and they work together (for whatever reason). Decide together:
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1. CREATE A CONCEPT . . . . . . . . . . . . . . PAGE  60

Choose your MYTHOS, the legend awakened within 
your character. It can be a person, being, item, or 
location from any story, mythology, legend, folklore, 
fairytale, literary work, urban legend, religious tale, 
concept, or real-world event.

Choose your LOGOS, your character’s everyday per-
sona and life. It can be any modern-day walk of life. 
Develop your concept by speculating about:

 ?  WHY DID THIS MYTHOS MANIFEST THROUGH 
YOUR CHARACTER?

 ?  WHAT IS YOUR CHARACTER’S SECRET PAIN?

3. CHOOSE THEME DETAILS . . . . . . . . . . PAGE 74

Use the Themebooks starting on page 82 to create 
each theme’s tags and its Mystery or Identity.

TAGS . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . PAGE 74

Tags are short and specific descriptions, usually 1-3 
words long, describing a discrete quality, ability, object, 
resource, ally, situation, or thing in the game.

Tag questions in the themebooks help you create tags. 
When you answer a tag question, your answer becomes 
your tag. You cannot answer the same tag question twice.

POWER TAGS power your moves. They always describe 
something useful (ask yourself: what actions would this 
power tag boost?).

Each theme starts with 3 power tags. You must 
answer the first power tag question in the Theme-
book. Then answer two more of your choice.

You can have only one broad power tag. A 
broad power tag is one that would be useful in 
many different situations.

WEAKNESS TAGS depower your moves but earn you 
Attention. They always describe something limiting 
(ask yourself: what actions would this weakness tag 
impede?). 

Each theme starts with 1 weakness tag. You 
can answer any weakness tag question.

Extra tags: In one theme of your choice, you may add one 
additional power tag and one additional weakness tag.

MYSTERIES AND IDENTITIES . . . . . . . . . . . . . . . . . PAGE 79

Mysteries and Identities drive your character to take 
action.

Every Mythos theme has a Mystery, a question for 
which your character is seeking answers.

Every Logos theme has an Identity, a statement in 
which your character strongly believes.

2. CHOOSE THEMES . . . . . . . . . . . . . . . . . PAGE 64

Your character has four themes, with at least one 
Mythos theme and at least one Logos themes. Mythos 
themes represent legendary powers. Logos themes rep-
resent mundane abilities, qualities, resources, and allies.

Choose your initial level of awareness:

• Legendary: 3 Mythos themes, 1 Logos theme
• Borderliner: 2 Mythos themes, 2 Logos themes
• Touched: 1 Mythos theme, 3 Logos themes

Choose Mythos themes: 
• Adaptation (versatility) (page 82)
• Bastion (defense) (page 86)
• Divination (information) (page 90)
• Expression (offense or ability to alter reality) (page 94)
• Mobility (movement) (page 98)
• Relic (powerful item) (page 102)
• Subversion (stealth or deceit) (page 106)

Choose Logos themes: 

• Defining Event (in your past) (page 110)
• Defining Relationship (page 114)
• Mission (page 118)
• Personality (page 122)
• Possessions (page 126)
• Routine (page 130)
• Training (page 134)

Use Character Tropes starting on page 70 for quick 
ideas for your themes.

CHARACTER CREATION
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There are countless stories you can 
tell in City of Mist. Maybe you are all 
members of the police force, working 
day and night to solve the City’s 
strange cases and protect at least 
some of the residents from things 
that go bump in the night. Maybe 
you are mercenaries, selling your 
extraordinary abilities and expertise 
to the highest bidder, until a job goes 
wrong and shit starts hitting the 
fan. Or perhaps you are all victims 
of the same villainous Rift, brought 
together in an attempt to capture 
your mutual enemy and possibly 
enact revenge upon him or her.

City of Mist assumes that your characters 
already know each other and that they work 
together (for whatever reason). At the beginning of 
the Exposition Session, when you set out to create 
your story, the first question the MC presents to 
the group is:

 ?  WHO ARE YOU, AS A CREW?

The answer defines the focus of your series. If you 
decide to be a group of outcasts and rejects living 
in the forsaken and derelict parts of town and 
surviving against oddities and monstrosities at the 
edge of the Mist, then this is what your series will 
be about, for the most part. You won’t be regularly 
hired by high-flying officials to silence their polit-
ical opposition, not because it’s impossible (this 
could actually be the subject of an interesting case 
or story arc) but because this is not the focus of 
your game. On the other hand, if you are a team of 
hitmen, assassinating political targets may be your 
bread-and-butter activity. 

Brainstorm some ideas and discuss them. Ask each 
other questions about each idea to develop it. You 
can choose one of the following as your story con-
cept and elaborate on it.

CASUAL DETECTIVES
Investigating doesn’t have to be a full-time job. 
I mean, you have your work, your family, your 
hobbies. Every now and then a peculiar story just 
seems to fall into your lap, just as you’re about to 
have your lunch break, so you spend some time 
looking into it and hopefully help someone out. 
Sure, sometimes things get messy right when you 
have to pick up the kids or walk your dog, and the 
weirdest stuff seems to happen just when your 
mother-in-law is visiting. But somehow, everything 
turns up okay. It’s all fun and games, right? Until 
somebody loses a dead body…

Series focus: everyday life

Characters: prosaic or mundane jobs, stay-at-
home parents, kids

Possible cases: investigating neighborhood drama 
and foiling the small-time schemes of local Rifts 
while juggling the characters’ everyday life

COMPANY MEN
A fishy insurance claim in the suburbs. A medi-
cal case that just doesn’t make sense. A tax audit 
where the numbers don’t add up. It’s your de-
partment’s job to investigate these cases for your 
company and bring the (right) truth to light. You’re 
the best at what you do, probably because you can 
see things other people can’t. It’s no wonder then 
that the strange cases just seem to pile up on your 
desk. You grab your blazer or handbag, keys to the 
company car, and head over to check out the scene. 
Nobody has to know if you’re asking a few extra 
questions, personal questions. You help the com-
pany and the company is only looking for results. 
That is, until they tell you to drop a case that you 
have a special interest in.

Series focus: an all-powerful organization

Characters: white-collar professionals, resourceful 
secretaries, undercover agents, terminated em-
ployees, failed experiments and rejects

Possible cases: obtaining evidence without the 
company’s knowledge, going back to cold cases to 
find a lead, identifying and recruiting allies within 
or outside the organization, exposing deep-rooted 
Mythos involvement in the company
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CONSPIRACY BUSTERS
It’s an ugly lifestyle, but if you can stomach living 
in the back of a van, sipping cold coffee and chew-
ing on dry donuts, you’re more than likely to catch 
sight of some strange things happening in the City, 
things the media will never report. There seems to 
be a connection between the world behind the Mist 
and high-ranking government officials, filthy rich 
tycoons, and power-hungry oligarchs. You’re just 
sitting there with your camera, under the bridge, 
on the docks, at the parking garage at night, wait-
ing to snap that shot which will prove it all. Maybe 
you’re crazy, but your heart tells you that the truth 
is out there. Watch out for yourself and don’t be 
naive; the people you’re after certainly aren't. They 
will do whatever it takes to cover up their involve-
ment. If you try to blow the lid, you’d better be 
prepared for some serious heat.

Series focus: government-level conspiracies

Characters: journalists, tech experts, alien be-
lievers, inadvertently involved down-to-earth City 
residents

Possible cases: stakeouts gone wrong, finding 
new ways to spy on targets, confronting Rifts and 
other goons sent to get rid of you, breaking into a 
top-secret facility, finding someone who will run 
the story (and keeping them alive)

DABBLERS IN THE MIST
Strange cases are not confined to modern times. 
Living legends have always walked the streets of 

this City and have left a plethora of evidence for 
you to find. If you search the City’s museums, old 
buildings, ruins, and forgotten tunnel systems 
you will come up with ancient artifacts, crumbling 
manuscripts, and cryptic riddles that will lead your 
crew to the answers you seek. Perhaps your crew 
includes a two-bit mystic looking for the real deal 
or a religious zealot seeking redemption. Maybe 
you have on board an eager academic, a greedy 
smuggler, or simply someone curious about the 
story behind their Mythos. But beware: there 
are things buried in the Mist that are better left 
untouched. Beneath the city streets, dark cults 
and lunatic priests may be calling upon forces far 
beyond your grasp. You dabble at your own peril. 

Series focus: the occult

Characters: mystics and mediums, people of the 
cloth, new-age hippies, archaeologists 

Possible cases: following a trail of riddles and 
prophecies in ancient manuscripts and artifacts, 
investigating supernatural occurrences, dealing 
with rich and ill-intending collectors or mystics, 
delving into ancient places in search for answers, 
facing the spiritual forces that threaten to take 
over the City

THE EVENT
After it happened, you were never the same again. 
Sleepless nights, working overtime, and indulging 
in all kinds of distractions didn’t work for any of 
you. Flashbacks still haunt you of that day, blur-
ry memories. You couldn’t leave it behind. You 
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wanted to know, to understand, to find a solution 
or a way out, so you decided to get to the bottom 
of it. Soon enough you discovered that you’re not 
the only one. There are others like you, others who 
have been there too, and they too are looking for 
answers. Together, you have a better chance at 
finding out what the hell happened there and put 
an end to this. Permanently.

Series focus: a traumatic or life-altering event 
shared by everyone on the crew

Characters: a mixed group of people from all 
walks of life

Possible cases: locating other people who were 
involved, overcoming Rifts who set out to hide the 
evidence or rogue Rifts related to the event, dis-
covering the Rift or mythical operation behind the 
event and fighting to bring them down

THE GANG
You’re more than just investigation partners: 
you’re friends. Whether you are high-school 
friends, university chums, elderly home room-
mates, or just hanging out together, you’ve 
known each other for a while and possibly even 
helped each other go through your awaken-
ings. It seems whenever you hang out together, 
strange things start happening around you, 
things that are connected to your own person-
al questions. Can you help those around you 
restore the peace while solving the mysteries 
of your own Mythoi? You may not have fancy 
headquarters, a great deal of resources, or the 

slightest clue what you are doing, but hey - you 
have each other!

Series focus: the relationships within the crew

Characters: students, teachers, or other City res-
idents who are friends, classmates, roommates, or 
family members 

Possible cases: investigating bizarre incidents 
within your social circle (e.g., school, apartment 
block) that at first seem insignificant, tackling oth-
ers within your social circle who use their Mythos 
powers immorally or against you, discovering that 
one or all of you are of special interest to some big 
players in the City – and dealing with it

“MASKED VIGILANTE”  
INVESTIGATIONS
There’s too much crime in this city and your god-
damn conscience won’t let you just turn your head 
the other way. Someone has to make things right, 
but the police are bogged down with bureaucracy 
and corruption, helpless in the face of organized 
crime and street gangs. Somewhere in the pit of 
your stomach, you all know that crime is thriving 
because it's getting help, help that ordinary law 
enforcement can neither perceive nor overcome. 
So it’s up to you to hit the streets and do the dirty 
work. Whether you are beat cops, police detectives, 
lawless vigilantes, private eyes, concerned citizens 
or anything in between, you’ve all gathered for one 
reason: to fight crime and protect the residents 
of your City. But what happens when you have to 
break the law to do so?
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Series focus: crime

Characters: hard-boiled detectives and private 
eyes, vigilantes, police, related office staff

Possible cases: tracking and busting delinquent 
Rifts, fighting police corruption, working through 
the ranks to uncover a large-scale Mythos-powered 
crime organization

MODERN GODS
You’re not mortals anymore; you haven’t been 
for a while now. Inside you, the ancient gods of a 
forgotten pantheon have awakened and grown. All 
or most of you have embraced your Mythos as your 
true identity, and perhaps you even mock those 
among you who have allowed themselves to get 
mixed up in mortal life enough to forget their di-
vinity. But secretly you each know it is not so sim-
ple to let go of your old false selves. Mortal life has 
its allure and it is calling each and every one of you 
to relinquish your power for the wonder of living in 
the moment. And as if that isn’t enough, there may 
be other pantheons operating in your turf, waiting 
for your power to fail. How will you prevail?

Series focus: gods, their divinity, and their do-
mains

Characters: gods of war, beauty, wisdom, sea, sky, 
fertility, underworld, storm, fire, etc.

Possible cases: running a personal life while 
taking action to fortify or expand your domain(s): 
cutting a deal with another god, directly attack-
ing other gods or their personal lives, hiring Rifts 
to do your dirty work, plotting to affect hosts of 
Sleepers, joining forces to survive a danger which 
threatens all gods 

THE ORDER
For centuries, your order has been tasked with a 
secret mission. It was founded long ago, by those 
who have identified the workings of the forces 
beyond the Mist. Are you protecting the unaware 
Sleepers from shadowy marauding Rifts? Do you 
hunt monsters, undead, demons, and their likes? 
Or will you discover you’ve been used as an instru-
ment to achieve a much darker objective? All you 

know is that your life belongs to the order. Perhaps 
you were recruited after your awakening, or maybe 
you were a member even before. Is the order some-
how responsible for your awakening? You wouldn’t 
put it beyond them; maybe you’d even understand. 
For those sworn into the order, anything is justified 
in the name of the cause.

Series focus: the battle between light and dark

Characters: monster hunters, bounty hunters, vet-
erans, history buffs, weapon experts, martial artists

Possible cases: carrying out missions for the or-
der, hunting down an enemy of the order, dealing 
with a traitor within the order, digging into the 
past of the organization, becoming renegades and 
survive attacks by the order, facing the ultimate 
mythical enemy of the order 

THE PROS
There’s always a need for professionals who can 
get a job done. A team of Rifts can accomplish 
great things and there are plenty of wealthy 
movers-and-shakers willing to pay you to do their 
dirty work. Are you a group of ex-military warfare 
experts? Or an assortment of con artists capable 
of pulling off the most elaborate heists? Perhaps 
cat burglars and safe crackers? Whatever it is you 
do, someone will pay for it: you can get rich or die 
trying. And there’s more: when you get involved in 
this line of work, you invariably get to know people 
who know people and who can lead you to what 
you’re looking for. But always remember – one 
wrong turn and your powerful employer will be 
coming after you. 

Series focus: operations and heists

Characters: (ex- or para-) military, smooth oper-
ators, expert thieves and burglars, masterminds, 
demolition experts

Possible cases: procuring special gear needed 
for a job, gathering intel on a target, overcoming 
Rift-powered opposition or competition while 
trying to achieve mission objective (assassination, 
abduction, burglary, fraud, extraction, etc.), helping 
a team member on a personal mission, secretly 
trying to uncover the identity of your employer
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YOUR CITY
Another aspect of the story to consid-
er is the City itself. Different stories 
may be set in different versions of the 
City of Mist. While one may be set in 
modern times, with access to all the 
latest technological advancements  
(or even more sophisticated technol-
ogy), another may be set in a classic 
early 20th century film noir setting, 
with phones connected by operators 
and art-deco buildings. One may be 
based on an existing city while anoth-
er is a strange hodge-podge of cities 
from around the globe. 

The second question the MC presents to the group is:

 ?  WHAT IS OUR CITY OF MIST LIKE?

This question can be answered at the most mini-
mal level in order to complete the series concept, 
or it could even be left for the MC to decide. An-
swering it lets everyone at table know the nature of 
the setting and therefore what kind of characters 
to create, as well as what details could fit the story 
better. For example, it would be impossible (or at 
least irrelevant) to be a computer expert in a 1930s 
setting, while a mobster in modern times is unlike-
ly to wield a tommy gun.

Use the following options to help better define the 
style, era, and location of your story.

TRUE NOIR
Your story is film noir in its purest form. Gents 
in raincoats and fedoras and dames in glittery 
evening gowns foxtrot and exchange gunfire in a 
strictly black-and-white City. Art deco is all the 
rage in interior design. The police are corrupt and 
the City is forever in the clutches of organized 
crime. The technology in a true noir setting usually 
does not exceed that of the 1930s, so you don’t see 
any computers or mobile phones. 
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NEON NOIR
Your story is a variation on film noir, still with 
a strong retro flavor, harkening back to the 80s. 
With bleached mullets and denim jackets or 
colorful suits with shoulder-pads, your crew is 
almost too pretty to be anti-heroic. Slick red cars 
with gullwing doors leave a cool phosphorous 
trail as they go by, and everything is lit up by the 
glow of neon. Confidential information is stored 
on tape cassettes and floppy disks, and phones 
have keypads. 

THE DREARY PRESENT
Your story is a noir-inspired detective story set 
nowadays. All the challenges of the world as you 
know it are included: an overcrowded city, growing 
social alienation to the point of mass psychosis, un-
checked consumerism. The ghost dimension of the 
Internet is superimposed on all aspects of life (al-
though it may not be a focus of your series). People 
live in an almost impenetrable bubble of distraction, 
giving the Mist a whole new interpretation.

GENERIC COMIC-BOOK  
METROPOLIS
Your story is set in a city that looks and acts like 
most cities in comic books. Usually modeled 
after a major American city (and specifically New 
York), your City copies the style and locations 
typical to its inspiration but nonetheless does 
not have the specific landmarks of any city in 
particular. Instead it has fictional, often generic 
establishments: the Royal Plaza Hotel, Municipal 
Institution for the Criminally Insane, or ‘The City 
Herald’ newspaper. 

EXISTING CITY
Your story is set in a city that is a copy of an exist-
ing city, whether as it is today or as it was in the 
past. This relates to all or almost all features of 
the real-world city such as landmarks, municipal 
services, language, and cultural trends. Of course, 
being a City of Mist it is hard to tell if the City in 
your story is actually the real City or a figment of 

the Mist. Furthermore, with modern cities being so 
globally connected, you should keep in mind that 
it’s virtually impossible to leave the City, at least 
for the lead characters.

TAPESTRY OF REALITIES
Your story is set in a city than isn’t really a single 
well-defined place but a patchwork of cities from 
different places and different times, all bent and 
molded together into an amalgamated metropolis 
that epitomizes cities: the City of Cities. Sleepers 
of course have no reason to suspect this make-up 
and even Rifts may be completely accepting of this 
meta-city assuming they have always lived here. 
Perhaps the reason for this is that the Mist connects 
all cities, like the all-pervasive Ether. This option 
allows you to use elements from different cities in 
your story without worrying about consistency.

REALISTIC MIST
In your story, the Mist is not a mystical force but 
a social phenomenon. There is no metaphysical 
juju preventing people from seeing the truth: they 
just don’t want to see it. Clearly, Sleepers know 
that there are living legends in the City, but they 
refuse to acknowledge it or discuss it, sometimes 
even at the price of their lives. Have they been 
brainwashed or are they just afraid? Is it a form of 
McCarthyism enacted by the authorities, or a wide-
spread psychological response to the unknown? 
Either way, this conspiracy of silence has the same 
manifestation as the mystical Mist, except it’s just 
in people’s heads. 

ADDING DETAILS TO THE CITY
During the Exposition Session, going into further 
details in describing the City is entirely optional 
and should focus on details that arise from the 
crew and character creation. For example, when 
creating a fugitive Rift, one player might raise the 
question whether the police have a special unit for 
dealing with ‘strange cases’. This should be decided 
with the rest of the group or the group can agree to 
leave this to the MC.
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It’s generally recommended to leave all other de-
tails about the City to be added during the game, 
or for the MC to think up during prep. You can 
skim the list of city aspects given in the MC Tool-
kit book (page 15) to see if there are any other 
important questions about the City that should be 
answered at this point. 

SERIES CONCEPT  
EXAMPLE:  
LAKESIDE DRIVE 
Jerry, Megan, Lamar, and Alice the MC 
have met up for their Exposition Session. 
After discussing a few options, they 
chose to go with a crew that resolves 
around a major event (The Event).

In their series, a catastrophe has de-
stroyed a massive area in the neigh-
borhood their characters lived in. But 
something strange happened thereafter; 
the Mist started covering up the event 
very quickly and very aggressively. 
The expansive crater left by the event 
filled up with water and became a small 
lake, or pond, around which the City 
has built a park. The neighborhood was 
aptly renamed after the new road around 
it, Lakeside Drive. The thing is, no one 
remembers any of this. The entire City 
thinks the pond has always been at the 
heart of Lakeside Drive.

The debris and remains of buildings at 
the bottom of the pond now seem like old 
archaeological ruins to Sleepers, who 
believe they have been there for centu-
ries. Most alarmingly, people who have 
lost their loved ones believe completely 
different things about the circumstances 
of their disappearance: one person died 
in war overseas, another upped and left 
his wife and kids, a third fell in with 
the wrong crowd.

The lead characters, being Rifts, remem-
ber the incident and are dumbfounded at 
the blatant forgetfulness and blindness 
that struck their neighborhood. They are 
adamant to get to the bottom of this, 
even if they are just regular Janes and 
Joes who are facing something much great-

er than they understand. Having known 
each other previously and upon discover-
ing that they all remember the catastro-
phe, they decide to investigate together.

To top it all off, the pond, situated at 
the heart of what’s left of their neigh-
borhood, has become a dark and eerie 
place. Its deep green water turned tur-
bid and there are urban legends about 
strange cratures skulking on its shores. 
Few ever go there after dark; few but 
our protagonists, of course.

The group would like a slight touch of 
retro on this series, so they decide to 
go for a neon-noir story inspired by the 
80s  and set in a generic comic-book  
metropolis.
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In City of Mist, you will take the role of one of the 
lead characters, a Rift in the Mist. On the one hand, 
your character is a person living in the City: a bank 
teller, a kid who dropped out of high school, an 
ex-military mercenary. Your character may be a 
completely unexciting person or she may be living a 

very dangerous or complicated life. Either way, she 
was an ordinary person – that is, until her awaken-
ing. At some point, your character became aware of 
a Mythos inside her, a living legend that grants her 
miraculous powers. Who did she become when her 
ordinary and legendary selves came together?
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This section contains everything you need to cre-
ate rich and interesting City of Mist characters from 
start to finish. Depending on how much time you’d 
like to invest, you can opt for the full character cre-
ation process or quickly draft a character without 
getting into all the nitty-gritty details. You can also 
pick up a pre-generated character from the City of 
Mist Starter Set.

WORDS OVER NUMBERS
In City of Mist, characters, objects, places, 
and qualities are described using only words. 
Unlike many other role-playing games, there are 
no numerical values describing how fast, strong, 
or charming your character is. Instead, you simply 
note in words the qualities and things you wish 
to have. For example, you note that your char-
acter is strong, or better yet, the ways in which 
she is strong: maybe she’s good at lifting but not 
at punching or hurling, or vice versa. (The only 
exception to this is the number used to describe 
the severity of a Status, as explained in Chapter 3: 
Working the Case).

CREATING A RIFT
Every City of Mist character is made 
out of four major aspects, called 
themes, that describe either her 
legendary powers or her ordinary life. 
Themes that describe a character’s 
legendary powers are called Mythos 
themes; themes that describe her 
ordinary life are called Logos themes.

Each theme includes:

• Power tags, short descriptive items that describe 
specific useful things in your character. Power 
tags are used to boost your actions. For example, 
the power tags old revolver or accurate shot can 
boost your action when you try to shoot a pistol.

• Weakness tags, short descriptive items that 
describe specific limiting things in your charac-
ter. Weakness tags limit your actions but are used 
to improve a theme, granting Attention points. 

For example, the weakness tags afraid of guns or 
weapon jam can impede your action when you try 
to shoot a pistol.

• A Mystery or an Identity, a question or a 
statement that motivates your character to act. 
Mysteries are questions your character wants to 
answer, such as Who is behind the downfall of my 
family’s empire? Identities are statements that 
define your character, such as I will not let the 
truth escape me again!

Note that all of the components of your characters 
are descriptions; however, they are descriptions 
of different kinds and they are used for different 
purposes in the game. In some of the game rules, 
there's significance to the number of components 
you have of a certain type. For example, the Core 
Moves ask you to count the number of power tags 
and weakness tags you have that fit your action. 
Other moves ask you to count the number of 
Mythos or Logos themes your character has.

To create your character, follow these steps:

• Step 1: Think of a concept for your character.
• Step 2: Choose four themes.
• Step 3: Use the themebooks to choose theme 

components.

The following sections provide guidelines on each 
step of character creation.

QUICK CHARACTER CREATION
Player characters in City of Mist are rather 
simple: they are made of a total of 16 or 18 tags 
and 4 questions or statements. Once you are 
familiar with the character creation process 
described below (such as the theme types and 
limitations on tag selection), you can quickly 
draft new characters in a few moments. A start-
ing character in City of Mist has four themes of 
different types, each with 3 power tags, 1 weak-
ness tag, and a Mystery or an Identity (depend-
ing on the theme type). You can choose to have 
an additional power tag in one of your themes, 
but you must also then take an additional weak-
ness tag in the same theme. Write down your 
themes’ title, tags, Mysteries, and Identities on 
your theme cards, and you are ready to play.
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CHARACTER CARD FRONT
1. Character name 

Your character’s name, alias, or codename.

2. Player name 
Your name

3. Mythos 
The name or description of the legend within 
your character

4. Logos 
A description of your character’s mundane 
persona

5. Crew 
A list of your crew members and the Hurt and 
Help points you have for each

6. Story Tags 
A space for other permanent tags you might 
acquire during the game

Lance Sullivan
1.

2.
3.

4.

5.

6.

Lamar

Don Quixote

Reporter for the City  
Herald

Old Mirna's charm

Det. Enkidu
Goodfellow

+1-
+1 +2

CHARACTER AND THEME CARDS
To keep track of your character, use the City of 
Mist Character and Theme Cards or the Character 
Sheet, which is also divided into cards (you can 
find a copy of the character sheet at cityofmist.co/
download or make copies of the sheet at the back 
of this book). This book assumes that you are using 
cards to track your character’s details.

Every character has a single character card:
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CHARACTER CARD BACK

7.

8.

9.

x

X

Alejandro Sánchez

7. Build-Up 
A track of your overall character growth.  
When it’s full, you reset it and choose a  
Moment of Evolution

8. Moments of Evolution 
The list of Moments of Evolution to choose from

9. Nemeses 
A list of the Nemeses you gained by replacing 
themes
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Every character has four theme cards: 

THEME CARD FRONT
1. Type 

A theme’s type, which defines its nature,  
chosen out of the 14 theme types

2. Title 
A descriptive name for the theme

3. Attention 
A track for the theme’s growth. When it's full, 
you reset it and choose an improvement.

4. Fade or Crack 
A track for the theme’s deterioration.  
When it's full, you replace the theme.

5. Mystery or Identity 
A question or a statement that drives your 
character

6. Power tags 
Seven slots for power tags, the letters of the 
questions that were used to create them, and 
their ‘burn’ status

7. Weakness tags 
Three slots for weakness tags and the letters 
of the questions that were used to create them 
(also, a checkbox to mark if you invoked them 
this session, see optional rule on page 207)

1.
2.

3. 4.

5.

6.

7.

Routine

“The people of this neighbor-
hood deserve to know.”

a
g
j

c

Investigative reporter
Lockpicking
Sorrow for the victims

Reluctant witnesses

Searching 
for the lost
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THEME CARD BACK

8. Improvements 
A list of theme-specific improvements

9. Flipside 
A speculation about what would happen if you 
replaced this theme with a theme from the 
other side (Mythos/Logos)

8.

9.

If Sullivan loses his job as a re-

porter, he will gain a Mobility 

theme and become a vagabond.

Incidental Shuteye
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STEP 1: 
CHARACTER  
CONCEPT
Your City of Mist character is built around 
an inner conflict between the legendary 
and the ordinary, her Mythos and her Lo-
gos. At the same time, your character can 
combine her Mythos and Logos aspects to 
achieve her goals. To create a solid City of 
Mist character concept, answer the follow-
ing questions for your character:

 ?  WHICH LEGEND HAS TAKEN ROOT 
IN ME?

The answer to this question is your 
Mythos concept.

 ?  WHO AM I IN MY EVERYDAY LIFE 
IN THE CITY?

The answer to this question is your Logos 
concept.

Once you established your Mythos and 
Logos concepts, write them in brief on your 
character card.

MYTHOS
Your character’s Mythos is the legend growing inside 
her. It is most often an element of an existing real 
world story, such as:

• a human character whether they possess super-
natural powers or not

• a supernatural being, such as a god or a fairy

• a legendary creature or monster

• an anthropomorphic animal (like the puss in Puss 
in Boots)

• a magical item or an object of great significance

• a magical location

The story from which you draw your Mythos can be:

• a mythology, such as the Egyptian, Celtic, Aztec, or 
any other 

• legend or folklore, such as Arthurian legend or 
West African Ashanti folklore

• a fairy tale, such as the Grimm brother’s fairy tales 
or The Little Mermaid

• a folk story, such as the tales of the lumberjack 
Paul Bunyan 

• a ghost story, such as Bloody Mary

• a famous literary work, such as Peter Pan, Fran-
kenstein, or The Wind in the Willows 

• an urban legend, like the Sewer Gators or the Hook

• a religious tale, such as the stories about saints in 
Christianity, Sufi masters in Islam, or bodhisattvas 
in Buddhism 

• a real world occurrence that has received legend 
status, such as Jack the Ripper

Your character’s supernatural powers, abilities, and 
items are derived from her Mythos. If the legendary 
character or object in your Mythos was resistant to fire 
or could climb a wall like a spider, your modern-day 
Rift may have similar powers. However, your Mythos 
may not necessarily have obvious supernatural powers. 
Even subtle qualities, such as remarkable beauty and 
grace or the ability to understand the workings of any 
device, can become legendary attributes that are ampli-
fied in your modern-day character.
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Note that your character is not identical to her 
Mythos. Instead, you decide how to interpret the 
Mythos and how it is expressed in your character. 
Some features of the Mythos may not be mani-
fested in you. For example, you could have the 
Mythos of Robin Hood but not be an excellent 
bowman. Other features may be only visible to 
characters who are able to see your Mythos. For 
example, if your Mythos is a troll, Sleepers may 
see you as burly and a little on the crooked side, 
while Rifts who know you and have seen your 
powers at work could start noticing your stony 
skin and moss-strewn hair, and perhaps see you 
as a monstrous troll when you use your Mythos 
powers at maximum power. 

You can choose how certain aspects of your 
Mythos manifest in you and even give them 
a spin. For example, if your character has the 
Mythos of Snow White, who ate a poisoned apple, 
you could decide that her Mythos makes her vul-
nerable to poison or, just as well, that having been 
poisoned, she is now more resistant to poison or 
even able to poison others.

Most importantly, the fate of your Mythos in 
legend will not necessarily be your character’s 
fate. Jack from Jack And The Beanstalk eventual-
ly escaped his pursuers, but this may not be true 
about his modern-day version. While the destiny of 
a Mythos in the mythical account may be sealed, a 
Rift is a new and independent individual who may 
or may not come to the same end.

THE NATURE OF A MYTHOS
Your Mythos is largely unknown or unfathomable 
to your character – it is a part of herself that she 
can never fully understand, something growing in-
side her that is at once different from her but also 
the same. A Mythos is often shrouded in darkness, 
mystery, or confusion, not necessarily because it is 
evil (although it may be), but because it is miracu-
lous and unpredictable. It can manifest and evolve 
in any number of ways, surprising even you, the 
Rift who is channeling it. Furthermore, a Mythos is 
forever veiled by the Mist, even within the psyche 
of your character. It is, in a way, a thundering open 
question, the mystery that lies at the heart of your 
character’s existence. It is calling your character to 

step out of her ordinary self and explore. Inevita-
bly, and whether or not your character consciously 
knows this, its agenda is to help you open up more 
and more to its mystery, letting go of your ordinary 
life for the ultimate existence it offers.

MYTHOS IS...
The unknown: questions, doubts, dark places, 
subconscious, the void, a search for a higher or 
deeper truth, intuition, clues, visions, symbol-
ism, loss of touch with daily life, and specifically 
the mystery in your character’s existence:

• questions your character has about herself 
and her place in the world

• things your character senses or feels but are 
vague and impalpable

• symbolism that fascinates her

• a wish to be more than what she is

• what pulls your character to the edge
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LOGOS
Your character’s Logos is her everyday persona, her 
ordinary life. Where Mythos represents the mys-
tery in your character’s existence, Logos represents 
what your character definitely knows about herself, 
who she really is – or at least who she believes she 
is. This includes her occupation, relationships, 
interests, habits, and background.

The ordinary aspects of your character can be just 
as interesting as her legendary aspects. Your char-
acter can be a very mundane person, with a regu-
lar nine-to-five job and a normal family and circle 
of friends, but what does that really mean? Every 
job requires certain skills and confers certain 
benefits that can become handy or interesting 
during the game. No family is like another, and a 
normal relationship is often fraught with chal-
lenges and complicated feelings. So even though 
your character’s Logos represents her ordinary 
side, it actually tells us the interesting things 
about her: who she loves, what’s special about her 
as a person, where she fails, and what her secret 
pain is. Logos makes your character more real by 
giving her texture and depth.

This does not necessarily mean that your Logos 
concept should be lukewarm and unexciting. Even 
in our real ‘ordinary’ world there is so much diver-
sity, so many different walks of life, it’s dazzling. 
Your character’s Logos could portray her as a 
depressed forklift operator, a dry and arrogant tax 
auditor, or a happy-go-lucky university student. 
But it could also be that you are a bookie, a bounty 
hunter, a backpacker, a martial arts expert, a Hol-
lywood actress, a drag queen, a drug lord, a serial 
killer, a nature reserve ranger, etc. Logos, therefore, 
has its color as well.  

The real difference between Mythos and Logos lies 
in two points. First, your Logos is always decidedly 
unmagical. It can stretch the limits of what is ac-
cepted as ordinary (for example, a meditation which 
somewhat accelerates healing could perhaps still 
fall under the Logos of a Zen monk), but ultimately 
it covers only things that can be easily explained by 
the scientific and technological understanding of 
lay people in the City. In that regard, any extraordi-
nary genius or hyper-advanced technology that you 
possess falls under your Mythos themes.

Second, your Logos is who you believe and know 
you are. Where your Mythos present you with 
questions, your Logos offers you answers. It is what 
you rely on in life, the fundamental understanding 
of what you should be doing every morning when 
you open your eyes. Even if your Logos concept is 
that you are a bitter alcoholic who does nothing 
but complain about her miserable life, then at 
least that much is clear to you, that part of your 
life is stable and constant and makes you feel sane. 
It’s also what the Mist most utilizes to distract 
you from your real questions but, in a way, you 
are thankful for that. When things get too deep, 
intense, or outright deranged with your Mythos, 
you embrace the safety of your Logos, knowing 
that whatever happens, at least you have this, at 
least you know who you are. However, as you’ll see 
in the game, what you believe staunchly to be your 
stable identity may be more fragile than you know.

LOGOS IS...
The known: answers, convictions, decisions, 
definitions, values, attachments, habits, clarity, 
safety, stability, and specifically your character’s 
identity:
• what your character knows about herself
• how your character defines herself
• what’s important to your character 
• what your character appreciates, values,  

or loves
• what makes your character feel safe in  

an unpredictable world

Here are two questions that can help you come up 
with your Logos concept:

 ?  WHY DID MY MYTHOS MANIFEST 
THROUGH ME?

While no generalization applies to all Mythoi, 
they often seem to choose Rifts with backgrounds 
that resonate with their legend. Therefore, some 
of the elements in your Logos concept could echo 
qualities of your Mythos. For example, if your 
Mythos is a monarch or a member of the nobility, 
like the Queen of Sheba, it may have chosen you as 
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a Rift because you are a wealthy person, a political 
leader, or an influential celebrity. However, Mythoi 
can also manifest through unlikely candidates. The 
aforementioned queen could just as well come to 
life in a socially-rejected teenager from the slums. 
A closer inspection of the Rift’s life story may 
reveal other, unexpected similarities to her Mythoi 
(such as strong character), but sometimes the rela-
tion between Mythos and Logos remains obscure.

 ?  WHAT IS MY SECRET PAIN?

To exist is to experience an endless variety of 
sensations, but human beings seem to always 
emphasize one above all others: pain. In the noir 
genre, characters often carry an emotional burden: 
perhaps something in their past is haunting them, 
maybe they see a bleak image of the present, or 
they could be afraid of the future. Some characters 
are aware of their pain while others have covered it 
up with layers of defense mechanisms, but mostly, 
noir characters don’t talk about their pain. They 
avoid it, succumb to it, drown it in all sorts of 
manners, but they rarely confront it, and if they do, 
they do so alone.

Establishing your character’s secret pain can give 
her depth and help you better understand her 
motives. You can describe her pain as a statement 
or a mantra that she repeats in her head (perhaps 
unconsciously) but rarely reveals to others, such as:

• I have to be perfect or I’ll be condemned for 
my mistakes.

• Unless I make myself useful to others, I’m 
worth nothing.

• I only feel I exist when I have success, fame, 
and the adoration of others.

• I am defective, broken beyond repair.
• People are overbearing, I must keep my dis-

tance.
• You can’t trust anyone or anything. Trust 

only leads to complacency.
• I would rather lose myself in distraction than 

have to deal with my life.
• You either kill or get killed; that is the law of 

the jungle.
• Please don’t be upset with me, I’ll do anything!

At your option, you can use your secret pain state-
ment as one of your Identities when you create 
your individual themes in Step 3.

LANCE SULLIVAN, REPORTER 
FOR THE CITY HERALD  
(DON QUIXOTE)
Lamar is building a character based on 
the Mythos of Don Quixote, the delusion-
al Spanish nobleman who decided to be-
come a knight and fought windmills along 
with his rather saner helper, Sancho 
Panza. Thinking of his Mythos, Lamar de-
cides that his character will be able to 
conjure a spectral suit of armor and a 
lance right out of his imagination.

Moving over to the character’s Logos, 
Lamar decides that his character will 
be a reporter in his 40s who oscillates 
between bouts of romanticism and bitter 
disillusionment (he’s not quite man-
ic-depressive, but he’s not too far). 
When he’s in the zone, Lance wholeheart-
edly believes there is more going on in 
the City than meets the eye. When the 
investigation hits a dead end, he is 
prone to moodiness and melancholy. Fol-
lowed around by his skeptical and reluc-
tant photographer, Alejandro Sánchez (a 
snoring Sleeper), he often digs into the 
stories of victims of the pond incident 
(based on Lamar’s group series concept, 
Lakeside Drive, see page 53), trying to 
trace down those who vanished unexpect-
edly. Only unlike his Mythos in the Don 
Quixote legend, the windmills in Sulli-
van’s mind are often very real, just ob-
scured by the Mist so that Sánchez can’t 
see them.

Lance is trying to prove that what he 
sees is real, that he is not insane. His 
entire life and sense of worth is hinged 
upon his investigation into the pond 
incident. His secret pain can thus be 
phrased as: I’m a poor excuse for a man; 
chasing windmills gives my life meaning.
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STEP 2: 
CHOOSING THEMES
A theme is a major aspect of your 
character. It describes a central, 
important, or dominant part of the 
character’s life that you want her 
story to revolve around. This is in 
part determined by what is important 
to the character, but also by what you 
would like to bring to the forefront 
during the game.

Each character is made out of four themes; each 
theme is associated with either Mythos or Logos. A 
character begins the game with at least one Mythos 
theme and at least one Logos theme. The balance 
of Mythos and Logos themes in a Rift determines 
how awake she is:

• a Rift with one Mythos theme and three Logos 
themes is Touched. For the Touched, ordinary 
life plays a bigger role than their Mythos, which 
they only tap into when absolutely necessary. 
Touched always run the risk of losing contact 
with their Mythos and becoming Sleepers again.

• a Rift with two Mythos themes and two Lo-
gos themes is a Borderliner. Borderliners are 
walking the line between becoming a glorious 
exemplar of their legend and maintaining their 
ordinary identity.

• a Rift with three Mythos themes and one Logos 
theme is a Legendary. Legendaries have almost 
entirely opened up to the Mythos in them, be-
coming more powerful and to some extent taking 
less interest in mundane life. Nevertheless, they 
are still dependent on one last thing that makes 
them human. Losing it would all but end their 
humanity and make them a willing vessel of their 
Mythos: an Avatar.
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AIRTIME
In movie and TV jargon, “airtime” is the total 
time someone or something is seen on screen 
and therefore an indication of how much atten-
tion it receives. For example, a character who 
only shows up once throughout the series is 
said to receive little airtime. Similarly, in City of 
Mist, airtime refers to the amount of attention 
a certain character, aspect, or detail receives in 
the game: how often it comes up in your story 
and what significance it holds.

Your character's themes and tags are not 
supposed to cover all aspects and details of 
your character, just the ones that most matter 
to you. By picking specific themes, and specific 
tags within those themes, you are essentially 
saying "these are the things that I'd like to see 
receiving the most airtime during the game."

Choose four themes for your character from 
the list of theme types below. Choose at least 
one Mythos theme and at least one Logos theme. 
To make your character richer and more interest-
ing, it is recommended not to repeat theme types. 
Different player characters can choose the same 
theme type.

Take a theme card for each one of your themes. 
Write down the theme type at the top.

PLAYING THE AWAKENING
A game of City of Mist usually revolves around 
characters who are already Rifts, and have been 
Rifts for at least a short while; at the very least, 
the lead characters are Touched and have managed 
to muster some control over one aspect of their 
Mythos powers. As an alternative, you can create 
characters that are in the early stages of a gradual 
awakening, characters who are just now starting to 
discover their powers. Playing an awakening char-
acter in a crew of fully-fledged Rifts can give your 
character a different angle and role among the lead 
characters. Playing an entire crew of newly-awak-
ened Rifts could be a series concept in and of itself.

To create an awakening character, choose three 
Logos themes and one Mythos theme, just as you 
would when creating a Touched character. However, 
your Mythos theme starts as a nascent theme, a 
theme with just one power tag instead of three. This 
tag represents the only manifestation of Mythos 
powers that the character has experienced so far, or 
the first she will experience during the game. 

Remember that awakening characters don’t know 
much of what is said about the Mist in Chapter 1: 
The Lowdown. If you are playing an awakening 
character, it’s very likely that your character is still 
a total noob when it comes to the life of a Rift. 
Your character may also have no clue about the na-
ture of her Mythos as it is just starting to emerge. 
You can choose to leave your Mythos completely 
unknown and choose your nascent Mythos theme 
and power tag only when it reveals itself for the 
first time in the story.

As an aside, note that not all Rifts awaken grad-
ually. While playing awakening characters can be 
interesting, the fact that some Rifts awaken slowly 
does not preclude the possibility of other Rifts 
gaining immense Mythos powers immediately 
upon their awakening. You can play a character 
that has just been awakened and still use the rules 
for Touched, Borderliners, and Legendaries.
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CHOOSING MYTHOS THEMES 
TYPES FOR YOUR POWERS
Your Mythos powers should stem from your 
Mythos concept, the legend you chose for you 
character. For each set of powers or abilities 
that come from your Mythos, ask yourself this: 

 ?  WHAT IS THE MAIN USE OF THIS POWER SET ?

If it is to protect, choose Bastion; to sense 
or access information, choose Divination; to 
attack, influence, or shape the world, choose 
Expression; to move, choose Mobility;  and to 
act deceptively or secretly, choose Subversion. 
For powers that change based on the situation, 
choose Adaptation. Choose Relic if the focus 
of the theme is the fact the powers come from 
an object.

If your power set is mixed, choose the most 
important power in the set and answer the 
question based on that. Don’t worry about 
the theme type limiting your power set; each 
themebook offers options that touch on other 
types of themes. For example, you can use 
your Divination powers defensively or use your 
Mobility powers to ram opponents.

MYTHOS THEME TYPES
Mythos theme types represent aspects of your 
Mythos powers and the different ways you can use 
them to affect the world:

The ADAPTATION theme type (page 82) rep-
resents powers that can change according to the 
situation or powers with many different uses such 
as sorcery, shapeshifting, or gadgeteering.

The BASTION theme type (page 86) represents 
powers that allow you to survive harsh conditions 
and protect yourself and others from harm, such as 
a body made of stone, invulnerability, or magical 
protection.

The DIVINATION theme type (page 90) represents 
powers that allow you to know or learn things 
beyond normal perception, such as special senses, 
the power to read minds, or the power to commu-
nicate with the dead. 

The EXPRESSION theme type (page 94) represents 
powers that you can project or unleash to affect or 
influence the world, such as a warrior’s rage, blasts 
of ice, a healing touch, or mind control.

The MOBILITY theme type (page 98) represents 
powers that allow you to move easily, fast, and 
unobstructed, such as the power to fly, to turn 
your body into water, or to miraculously escape 
confinement.

The RELIC theme type (page 102) represents an 
object in your possession that channels the pow-
ers of your Mythos such as a magic ring, a flying 
broom, or a diabolic mask.

The SUBVERSION theme type (page 106) rep-
resents powers that allow you to act discreetly 
and hide your intentions and deeds such as 
trickery and illusions, invisibility, and the power 
to beguile others.
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LOGOS THEME TYPES
Logos theme types represent aspects of your  
ordinary life:

The DEFINING EVENT theme type (page 110) rep-
resents a pivotal moment or period in your life that 
has changed you irrevocably, such as a near-fatal 
accident, an earth-shaking revelation, or time 
spent at an orphanage.

The DEFINING RELATIONSHIP theme type (page 
114) represents a relationship with a person, a 
group, or an organization that is at the center of 
your life, such as your mother, your mentor, your 
gang, or the cult you belong to.

The MISSION theme type (page 118) represents a 
goal you have set for yourself and that you strive to 
achieve, such as finding a cure to a disease, aveng-
ing your brother, or bringing a killer to justice.

The PERSONALITY theme type (page 122) rep-
resents your character, temperament, or personal 
style, such as being charming, hard-boiled, flam-
boyant, or paranoid. 

The POSSESSIONS theme type (page 126) rep-
resents anything important you have in your 
possession, such as your fortune and assets, your 
old car, or an arsenal of firearms. 

The ROUTINE theme type (page 130) represents 
your main everyday activities such as a job, care-
taking duties, going to school, doing research, or 
just bumming around.

The TRAINING theme type (page 134) represents 
the expertise you have acquired in a given field, 
such as medical training, martial arts, or cooking.

CHOOSING BETWEEN LOGOS  
THEMES TYPES
Your character’s personal story most likely 
contains the elements of all the Logos theme 
types. She almost certainly has a personality 
that’s worth mentioning, a daily routine, several 
key relationships, possessions, and a backstory 
including training and a defining moment or 
two. Maybe she even has a mission. How then 
to choose which parts of your character should 
become themes?

The question that should guide you in choosing 
Logos themes is:

 ?  WHAT SHOULD GET MORE FOCUS DURING 
THE GAME?

For example, if you are deliberating between 
a theme about your character’s wife (Defining 
Relationship) and a theme about your efforts 
to find a cure to her mental illness (Mission), 
think which you would prefer to play more 
often: scenes in which your character’s wife 
participates or scenes where you are seen 
searching for a cure. 

Similarly, if you work as a medical doctor and 
you can’t choose between your medical training 
(Training) and your actual work at the City Cen-
tral Hospital (Routine), try to establish which 
you would prefer to play more often: scenes in 
and out of the hospital where you mostly show 
your medical expertise or scenes about the 
daily events at the hospital.

Choosing one over the other doesn’t change 
your character’s story; he is still married and 
working on a cure; she is still a trained MD and 
works at the hospital, even if you didn’t take 
both themes. But making one of these aspects 
into a theme means it will come into play and 
be the focus of the game more often.
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THE GAME EFFECTS  
OF YOUR THEMES
The subject of a theme, represented by its title, 
has no game effect (i.e., it does not affect the rules 
during play). However, the subject of a theme 
serves as a framework for the power tags, weak-
ness tags, Mystery or Identity, and other features 
included in it. Furthermore, the type of the theme 
affects the character’s Mythos and Logos balance, 
as well as the type of improvements available to 
her, since different themes types offer different im-
provement options.

LOSING AND GAINING THEMES
The themes that make up your character can 
change dramatically during your City of Mist 
series. Whenever you choose to take an action 
that conflicts with one of your themes, you 
gradually erode that theme’s stability. This 
erosion is represented by the Fade or Crack 
tracks on each theme. When the track is full, 
you replace the theme and everything in it. You 
permanently discard the theme card for that 
theme; you then pick a new theme card and fill 
it out using a themebook.

You always replace a Mythos theme with a new 
Logos theme and vice versa, so whenever you 
replace a theme you also change the balance of 
Mythos and Logos in your character, inevitably 
driving yourself closer to one of the two poles. 
If your Logos ever fully overcomes your Mythos, 
you become a Sleeper again; if your Mythos 
ever overcomes your Logos, you become an 
Avatar. The game does not stop there for your 
character; there are special rules that kick in 
when you go over the edge in each direction.

Moreover, these rattling changes in your 
character’s life help her grow in a deeper way. 
The more themes you replace, the closer you 
bring your character to an explosive Moment 
of Evolution, gaining a dramatic insight, story 
development, or improvement.

Read more about replacing themes and charac-
ter development in Chapter 4: Moments of Truth.

DEMI-GODS AND STREET CLEAN-
ERS:  ABSOLUTE POWER LEVEL 
VS. NARRATIVE POWER LEVEL
Depending on the balance of Mythos and Logos 
in their themes, the characters in your crew could 
range anywhere between a simple Touched street 
cleaner who is only beginning to open up to his 
Mythos powers and an almighty demigod Legend-
ary who boasts various mythical powers, with little 
to hold him down. At a first glance, this may seem 
like a potential imbalance among the lead charac-
ters and their abilities. 

That may have been true if the City of Mist rules 
revolved around absolute power measurements. 
From that perspective, the demigod is far more 
powerful than the Touched street cleaner and 
could therefore achieve much more. However, the 
City of Mist rules deal with narrative power, the 
power to influence the story.

Think of stories where heroes incredibly weak-
er than the challenges they face still manage to 
prevail and reach their goal. The heroes often don’t 
have the sheer power of their opponents but they 
have other qualities or abilities that allow them 
to prevail over adversity. Those qualities receive 
the same airtime as the incredible powers they are 
pitted against. While they seem to be weaker in 
absolute terms, they in fact have the same power 
to change the course of the story.

In City of Mist, power tags are the currency of nar-
rative power because they improve your chances to 
succeed in making moves that influence the story. 
Mythos and Logos themes have the same number 
of power tags (three, to start with) and therefore all 
the lead characters at the beginning of the game-
have the same number of power tags and the same 
narrative power, regardless of whether they are 
Touched, Borderliners, or Legendaries. 

While the descriptions of their power tags may 
vary, the so-called demigods and street cleaners 
player characters in City of Mist are not all that 
different: they have the same capacity to steer 
the course of the game. Some do so with a green 
poisonous ray they shoot out of their glowing third 
eye while others use their reliable broom and a 
heart of gold, but their narrative power is equal.
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LANCE SULLIVAN,  
REPORTER FOR THE CITY HERALD  
(DON QUIXOTE)
Lamar is choosing themes for his charac-
ter. He decides that Sullivan will be a 
Touched character, because the reporter 
is more concerned with his ordinary life 
and investigation than with the super-
natural power that has awoken within 
him. Now, he needs to pick one Mythos 
theme and three Logos themes.

Lamar starts with the Logos themes, 
since he already has a solid idea about 
them. The main point about Sullivan is 
that he’s a reporter who spends most of 
his time investigating, so Lamar chooses 
Routine. Then there is his photographer 
and partner, Ale Sánchez, who plays a 
major role in his life and often saves 
him from trouble, so Lamar chooses Defin-
ing Relationship. For his third and last 
Logos theme, Lamar deliberates between 
Personality and Possessions. He ends up 
choosing Possessions because he feels it 
can reflect Sullivan’s personality bet-
ter: things like a worn-out brown leath-
er jacket, a beat-up old Mustang, etc.

Sullivan’s Mythos is Don Quixote, the 
valiant knightly protector of a special 
damsel in distress (even if the distress 
she’s in is rather imaginary). After 
some consideration, Lamar decides that 
since Don Quixote is a protector, Bas-
tion would be the best fit. 

Lance Sullivan’s themes types are there-
fore:

• Routine (Logos) 
investigative reporter

• Defining Relationship (Logos) 
Sánchez

• Possessions (Logos) 
retro car and gear 

• Bastion (Mythos) 
knightly protector

Lamar takes the four respective theme 
cards and writes down the theme type and 
tentative title on each card.

CHARACTER TROPES 
( PRE-MADE BUILDS )
Character tropes are pre-generated 
sets (or builds) of themes based on 
commonly-used character types. 
Each trope describes a character 
typical to myths and legends (for 
Mythos tropes) or modern detective 
stories (for Logos tropes) and offers 
three theme types typical to this 
character. You can use these tropes 
to help you quickly pick out your 
character’s four themes. 

To create your character using tropes, choose 
a Mythos trope and a Logos trope. Then decide 
whether you are Touched, a Borderliner, or a Leg-
endary. From your Mythos trope, choose the first 
theme type if you are Touched, the first two if you 
are a Borderliner, and all three if you are a Legend-
ary. From your Logos trope, choose the first theme 
type if you are a Legendary, choose the first two 
theme types if you are a Borderliner, or all three if 
you are Touched. Once you have your four themes, 
you may need to add some details to customize 
your character.

CHARACTER TROPES EXAMPLE
Megan wants to quickly create a new 
character for herself. She goes over the 
character tropes and picks out Mischievous 
Fairy/Spirit for Mythos and Retired Citi-
zen for Logos. She’s going to play a knav-
ish elderly man who is secretly pulling 
pranks on the tenants in his building. She 
calls him Goodfellow, after the mischie-
vous sprite. She decides this character is 
a Legendary, so she takes all three Mythos 
themes and only the first Logos theme.

If Goodfellow was a Touched character, she 
would take just the first Mythos theme and 
all the Logos themes.

If Goodfellow was a Borderliner, she would 
take the two first themes from both her 
Mythos and her Logos tropes.
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GOD/DESS OF UNDERWORLD
Bastion 

(Undying) 
+  

Adaptivity 
(Necromancy) 

+ 
Expression 

(Rot, decay, reviving)

ASSASSIN OR NINJA
 Mobility 

(Undetectable infiltration) 
+ 

Expression 
(Lethal attacks) 

+ 
Subversion 

(Smoke and mirros)

CREATURE OF DARKNESS
Expression 

(Devour souls)  
+  

Subversion 
(Manipulate shadows)  

+  
Bastion 

(Undead or feels no pain)

GOD/DESS OF KNOWLEDGE
 Divination 

(Access all knowledge) 
+ 

Expression 
(Give or take knowledge) 

+ 
Bastion 

(Protect knowledge)

MYTHOS CHARACTER TROPES

COMMONER THIEF
 Relic 

(Stolen item) 
+ 

Mobility 
(Swiftness) 

+ 
Subversion 

(Fabled thievery)

BEAST OR MONSTER
  Bastion 

(Durability) 
+  

Expression 
(Strength, claws, horns) 

+ 
Divination 

(Acute senses)

A MAGIC SWORD
Relic 

(Magic sword) 
+ 

Divination 
(Reveal destiny) 

+ 
Bastion 

(Protective powers)

GOOD FAIRY / SPIRIT
Bastion 

(Magical protection) 
+  

Expression 
(Healing magic) 

+ 
Adaptation 

(Fairy magic)

HUNTSMAN / WOODSMAN
 Divination 
(Tracking) 

+ 
Expression 

(Fabled archery) 
+ 

Subversion 
(Stealth)

ELEMENTAL CREATURE
 Mobility 

(Traveling through element) 
+ 

Expression 
(Projecting element)  

+ 
Adaptation 

(Manipulating element)

FERTILITY GOD/DESS
   Expression (Life force) 

+ 
Adaptation 

(Many forms and shapes) 
+ 

Relic 
(Life giving vessel e.g.  

chalice, cauldron)

GHOST
 Bastion 

(Incorporeal) 
+ 

Mobility 
(Walk through walls) 

+ 
Divination 

(Voices of the dead)
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PRINCE / PRINCESS
Expression 

(Charm & beauty) 
+  

Subversion 
(Acting in secrecy) 

+ 
Mobility 

(Loyal steed)

KNIGHT OR WARRIOR
 Expression 

(Remarkable fighting) 
+  

Bastion 
(Armor, shield, or defense) 

+  
Relic 

(Legendary weapon)

SUN GOD/DESS
 Expression 

(Light) 
+ 

Bastion 
(Invulnerability) 

+ 
Mobility 
(Chariot)

MUSICIAN
 Relic 

(Musiical instrument) 
+ 

Expression 
(Musical effects) 

+ 
Subversion 
(Cunning)

SWASHBUCKLER
 Mobility 

(Athletic stunts) 
+ 

Relic 
(Rapier) 

+ 
Subversion 

(Beguiling words)

WIZARD / WARLOCK / WITCH
Adaptation 
(Sorcery)  

+  
Divination 
(Scrying)  

+  
Subversion 
(Disguise)

SCOUNDREL OR PEDDLAR
Subversion 
(Deception) 

+  
Relic 

(Magical item) 
+ 

Adaptation 
(Steal others’ traits)

PROPHET OR SEER
Divination 

(Divine knowledge) 
+  

Expression 
(Words of truth) 

+ 
Relic 

(Sacred item)

TRICKSTER GOD/DESS
 Subversion 

(Trickery and illusions) 
+ 

Divination 
(Watch victims from afar) 

+ 
Adaptation 
(Witchcraft)

MISCHIEVOUS FAIRY / SPIRIT
  Subversion 

(Magical pranks) 
+ 

Relic 
(Cherished magical asset) 

+ 
Expression 

(Furious state)

NATURE SPIRIT / GOD
Adaptation 

(Plant and animal life) 
+ 

Expression 
(Plant growth) 

+ 
Mobility 

(Transport between trees)

KING OR QUEEN
  Expression 

(Leadership or dominion) 
+ 

Adaptation 
(Limitless wealth) 

+ 
Bastion 

(Castle and guard)
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CELEBRITY OR PERFORMER
Personality 
(Glamorous) 

+ 
Training 

(Performing arts) 
+ 

Defining Relationship 
(Fans) 

BLUE-COLLAR WORKER
Routine 

(Job)  
+ 

Mission 
(Save enough money to...) 

+ 
Possessions 

(Tools of the trade)

BOUNTY HUNTER
 Possessions 

(Weaponry & gear) 
+ 

Training 
(Combat and infiltration) 

+ 
Defining Event 
(A dark past)

CLASSIC DETECTIVE
 Routine 

(Detective work) 
+ 

Personality 
(Hard-boiled)  

+ 
Defining Relationship 

(Family or love interest)

ALCOHOLIC / ADDICT
Possession 

(Booze or drugs) 
+ 

Defining Event 
(that made him/her drink) 

+ 
Defining Relationship 
(who hasn’t given up)

ATTORNEY AT LAW
Routine 

(Legal advisor) 
+ 

Personality 
(Shrewd and manipulative) 

+ 
Mission 

(Bring justice to the City)

CRIME LORD
 Routine 

(Criminal operation) 
+ 

Mission 
(Eliminate competition) 

+ 
Personality 

(Tough as nails)

BEAT OFFICER
 Training 

(Police training) 
+ 

Defining relationship 
(Partner) 

+ 
Mission 

(Clean up the streets)

CAT BURGLAR
Training  

(Burglary) 
+ 

Possessions 
(Special gear) 

+ 
Routine 

(Scouting a target)

DRAB ACADEMIC
 Training 

(Academic field) 
+ 

Personality 
(Objective observer) 

+ 
Possessions 

(Laboratory or library)

CULT MEMBER
 Defining Relationship 

(Guru and cult)  
+  

Training 
(Knowledge of the occult) 

+ 
Personality 

(Deceptive or innocent)

DOCTOR
Training 

(Medical training) 
+ 

Defining Event 
(Saving a life) 

+ 
Routine 

(Work at the hospital)

LOGOS CHARACTER TROPES
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DRUG DEALER
Possessions 

(Drugs) 
+ 

Personality 
(Big dreams)  

+ 
Defining Relationship 

(Bodyguard)

JOURNALIST
Routine 

(Investigative journalism) 
+ 

Personality 
(Bold and dauntless) 

+ 
Mission 

(Win a Pulitzer)

HOMELESS HOBO
 Defining Event 

(that made him homeless) 
+ 

Routine 
(Living on the streets) 

+ 
Possessions 

(Shopping cart)

MASKED VIGILANTE
 Mission 

(Bring down a crimelord) 
+  

Training 
(Martial arts) 

+  
Defining Event 

(that started vigilante life)

LOCAL POLITICIAN
 Defining Relationship 

(Constituency) 
+ 

Defining Event 
(Past allegations) 

+ 
Mission 

(Political agenda)

JOCK
Training 

(Athletics) 
+ 

Routine 
(Practice, competitions, etc.) 

+ 
Defining Relationship 

(Team, coach, girl/boyfriend) 

SCHOOL BOY/GIRL
Routine 

(Attending school)  
+ 

Defining Relationship 
(Best friend) 

+ 
Possessions 

(Stuff kids pick up)

GETAWAY DRIVER
Possession 
(Fast car) 

+ 
Training 

(City driving) 
+ 

Personality 
(Ice cool)

FILTHY RICH SCUMBAG
 Possession 

(Wealth) 
+ 

Defining Relationship 
(Business partners)  

+ 
Personality 

(Egotistical scumbag)

MOBSTER OR GANGSTER
  Routine 

(Life of violence) 
+ 

Possessions 
(Brass knuckles and revolver)   

+  
Defining Relationship 

(The big boss)

RETIRED CITIZEN
 Defining Event 

(Heyday adventure) 
+ 

Personality 
(Suspicious) 

+ 
Training 

(Former occupation)

STREETWALKER
 Routine 

(Working the streets) 
+ 

Defining Relationship 
(Concerned friend or relative) 

+ 
Defining Event 

(Something witnessed)
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STEP 3: 
THEMEBOOKS
Themebooks are questionnaires 
that help you put together the details 
of each of your character’s themes, 
including power tags, weakness tags, 
a Mystery or an Identity, and a title. 
Themebooks also offer some ideas 
on how to describe your character’s 
relationships with the other crew 
members. Finally, they list the theme 
improvements: additional improve-
ments that are unique to each specif-
ic theme type. There are 14 theme-
books, one for each of the 14 theme 
types described in the previous step.

Having established your character’s themes, go 
through each respective themebook and follow 
the instructions to complete each theme’s details, 
noting them down on your theme cards. Before you 
do so, however, read the guidelines below on how 
to choose each component of your theme.

THE CONCEPT SECTION
Just like creating your series and character, creat-
ing a theme starts with a concept. Each themebook 
opens with a few questions to help you clarify the 
concept for the theme you are creating. This sec-
tion is optional and has no bearing on the game; 
it’s there to help you hone your idea of the theme 
before you begin answering tag questions (see be-
low). Answers to questions in the concept section 
do not translate into game elements and are not 
tracked on your character and theme cards.

WHAT ARE TAGS?
Tags are short and specific descriptions, usually 
1-3 words long (but sometimes longer) of a dis-
crete quality, ability, object, situation, or thing in 
the game. Most tags in the game belong to the lead 
characters’ themes (read more about other tags 
under Game Resources on page 204).

Tags have a dual role: they both describe your 
character and influence her actions. If your char-
acter has the tags top physical shape, can breathe 
underwater, and combat knife, it means she is in 
great shape, has no problems breathing underwa-
ter, and always carries or has access to a combat 
knife. It also means that when she attempts an 
action related to these descriptions, she is more 
likely to succeed.

The common way to use tags is to include them in 
a move. For example, you may be trying to survive 
falling off a moving subway train, using the fact 
you are at top physical shape to boost your Face 
Danger move.

 AGREEING ON INTERPRETATION
While the players are creating their characters, 
themes, and tags, the MC continues with her 
role of asking interesting questions and making 
suggestions. In addition, the MC should go over 
the tags, Mysteries, and Identities created by 
the players and verify two things: first, that they 
follow the guidelines in this section; and sec-
ond, that she understands the player’s interpre-
tation of these elements.

Different people have different ways of ex-
pressing ideas, so players will describe their 
character’s tags, Mysteries, and Identities in a 
variety of ways. The MC should encourage this 
and avoid limiting the players’ creativity. Within 
reason, the MC should put less emphasis on 
literal wording and instead try to understand 
what a player is trying to express with his tags, 
questions, and statements. Use the questions 
in this section to help the player fine-tune these 
descriptors. 

Once the player and the MC agree on the inter-
pretation of a theme component, this interpreta-
tion cannot be changed unless both the MC and 
the player agree to it, so that the game can run 
smoothly. This does not mean tags and other 
descriptors can’t be used creatively, but rather 
that a clear and mutual understanding of the 
tags serves as a good baseline for the game.
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However, remember that tags are also descrip-
tions. For example, the MC can say that one of the 
NPCs, a police officer, notices your character’s top 
physical shape. Perhaps he is searching for a sus-
pect who matches your description or maybe he is 
impressed by your character’s physique or training 
regime. This can propel the story forward and give 
it flavor, even if it doesn’t have any specific effect 
on the rules of the game. Read more about how to 
use tags in Chapter 3: Working the Case.

TAG QUESTIONS
Each themebook includes power tag questions 
and weakness tag questions. When you select a 
question and answer it, the answer becomes a tag 
in your theme.

For example, if you answer the power tag question:

 ?  WHAT PARTICULAR TRAIT OF YOUR DE-
FENSE MAKES IT USEFUL? 

with the answer “it’s bulletproof”, then bulletproof 
becomes a power tag in that theme.

Similarly, if you answer the weakness tag ques-
tion:

 ?  WHO OR WHAT IS HAUNTING YOU BE-
CAUSE OF YOUR DEFINING EVENT? 

with the answer “the Big Bad Wolf”, then the Big 
Bad Wolf becomes a weakness tag in that theme.

Each theme starts with three power tags, so 
in each themebook you answer three power tag 
questions. You must select and answer the first 
power tag question of each themebook, because 
it represents the core tag of the themebook. Then 
select two more power tag questions to answer. 
Write down your three power tags on the theme 
card. Note the letter of the question that generat-
ed each power tag next to the tag on the card, for 
future reference.

Each theme starts with one weakness tag, so 
in each themebook you answer one weakness tag 
question. Write down your weakness tag on the 
theme’s card. Note the letter of the question that 
generated the weakness tag next to the tag on the 
card, for future reference.

NASCENT THEMES
A nascent theme is a theme that has recently 
emerged in your character’s life. Most com-
monly, you receive a nascent theme when you 
replace a theme: one element in your life is lost 
and in its wake a new element presents itself. 
Since this new element has not yet developed, 
the theme that represents it is not a full-blown 
theme with three power tags. Instead, nascent 
themes have just one power tag. Another use 
for nascent themes is when playing awakening 
characters, in which case your single Mythos 
theme is a nascent theme with a single power 
tag (see page 65).

All other elements of a nascent theme are 
identical to those of a regular theme: it is either 
a Mythos theme or a Logos theme, it has a type, 
a single weakness tag, and a Mystery or an 
Identity.

When you replace a theme with a new nascent 
theme, choose a theme type, find its theme-
book, and create the theme as normal. However, 
you choose only one power tag for that theme, 
not three, so you always answer only the first 
power tag question in the themebook.

Just like any other theme, a nascent theme 
can grow and gain additional power tags as 
improvements. However, nascent themes grow 
faster than regular themes. Read more about 
nascent themes and their development in Chap-
ter 4: Moments of Truth.

ANSWER JUST ONCE 
The tag questions leave you with a lot of room for 
creativity. To keep your character diverse and bal-
anced, you should not answer the same power tag 
or weakness tag question more than once. This 
applies both during character creation and when you 
gain new tags as improvements later on. When you 
answer a tag question, give just one answer.

ADDITIONAL TAGS
At your option, in one of your four themes, you 
may choose an additional power tag question to 
answer (and therefore gain a fourth power tag).  
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If you do, you must also choose an additional weak-
ness tag question to answer in the same theme (and 
therefore gain a second weakness tag). This option 
is only available during character creation.

CHOOSING POWER TAGS
Power tags are the fundamental currency of City of 
Mist. Whenever you take action in the game using 
one of the Core Moves, each power tag that you 
have and that is relevant to your action adds one 
point of Power to your move. This both improves 
your chances of succeeding and increases the 
effectiveness of your action. For example, if you 
try to Convince a bureaucrat to let you look at 
confidential archive files and you have the power 
tags convincing and cut through red tape, they add 
two points of Power to your roll. 

Power tags can be anything, but they are al-
ways something useful to your character. Being 
blind, for example, usually serves as a limitation 
and impedes actions. Therefore, blind is not a suit-
able description for a power tag. If being blind has 
helped your character develop heightened senses 
or sympathy to the suffering of others, these can be 
power tags in and of themselves.

When the MC wants to help a player clarify or fine-
tune a power tag, she can ask:

 ?  WHAT ACTIONS WOULD THIS POWER TAG 
BOOST?

Answering this question helps define what exact-
ly is helpful in a power tag and how the player is 
expecting to use it during the game. Sometimes 
answering this question may also bring the player 
to rethink and rephrase his tag.

Examples of power tags:

• Useful qualities: cunning negotiator, mesmerizing 
beauty, 7-feet tall

• Abilities: acute sense of smell, danger sense, 
hypnotism

• Powers: breath of fire, invulnerability, speak with 
the dead

• Skills: forensics, rock-climbing, excellent chef 

• Special maneuvers: mean right hook, whirlwind 

katana attack, flirty glances

• Useful personality traits: charming, indomita-
ble, empathetic

• Training: master swordsman, bomb defusing, 
acrobat 

• Knowledge: ancient history, knows every street, 
banking & investment

• Background and occupation: rocket scientist, 
crime scene investigator, private eye

• Privileges: federal security clearance, ex-celebrity, 
access to the church, cushy bank account

• Allies and contacts: inquisitive boyfriend, under-
world contacts, helpful fox spirits

• Gear or special items: standard issue pistol, a 
magic ring of invisibility, Bow of Artemis

• Qualities of your powers: penetrates magical 
wards, spray fire, stronger at night 

• Apt catchphrases: the more the merrier, fortune 
favors the bold, Murdocks always get up

BROAD VS. SPECIFIC TAGS
Power tags can contribute to the Power of your 
moves in a variety of ways and situations, depend-
ing on how you interpret them.

The best tags are specific: they represent a posi-
tive or useful element that can help your character 
in a limited field, a well-defined situation, or a 
unique manner. Specific tags give your character 
more color and inspire you to use them creatively. 

Consider the types of scenes your character can 
take part in: crime scene investigation, social 
interaction, car chase, fist fight, etc. Most specific 
tags are useful only in specific circumstances, like a 
social gathering or when taking a physical hit, or in 
a limited set of circumstances. The examples in the 
list above are of specific tags.

Broad tags are tags which are useful in a wide 
spectrum of situations. A tag is considered broad 
if it’s useful in a variety of different scene types. 
For example, the tag cunning can be interpreted as 
being useful when getting a witness to talk, when 
deceiving a city official, and perhaps when feigning 
a blow in a fight.
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While broad tags are useful for the character, they 
tend to be less colorful and inspire less creative 
solutions. They can also potentially give the char-
acter an unfair advantage. Therefore, your charac-
ter can have only one broad tag.

Tags that are useful in all or most situations, or 
tags that are useful in any type of scene, are too 
broad. For example, the tag lucky can be used in 
almost any situation. Players cannot choose tags 
that are too broad, unless the MC approves it. The 
MC may do so in case the tag encourages inter-
esting descriptions. For example, an MC may feel 
that while mysterious reality bending can be used 
in almost any situation, the player’s descriptions 
when using this tag will contribute to the story. If 
this is the case, the tag is considered to be broad 
and therefore takes up the single broad tag alloca-
tion available for the character. 

Alternatively, the MC may ask the player to make 
a tag less broad in one of the two ways described 
below. Doing so downgrades a “too broad” tag to a 
broad tag and a broad tag to a specific tag. 

The first and simpler way is to add words to the tag 
to make it more specific, e.g., cunning → cunning 
negotiator.

The other way is to agree in advance that using 
the tag requires a Change the Game move, a Core 
Move that is used to create new tags (explained in 
Chapter 3: Working the Case). For example, when 
using a spellbook tag to smite her opponent down 
with a dark and deadly curse, the player cannot 
add the spellbook tag directly to her Hit With All 
You’ve Got move. Instead, she must first make a 
Change the Game move (presumably to find the 
right spell) with the spellbook tag to create the 
temporary tag dark curse and use it to power her Hit 
With All You’ve Got move. The move Change the 
Game represents the character’s attempt to adapt 
her powers to her current needs – an attempt which 
may get her into trouble or even fail horribly. If she 
does succeed, the spellbook tag is not used again, 
in the following move (in this case Hit With All 
You’ve Got). Later, the same character might try to 
find a love potion spell; to do so, the player should 
make the Change the Game move again, this time 
creating a love potion temporary tag to use in what-
ever follow-up move is most relevant.

This way, the tag must always be adapted to 
different situations in a way that receives its own 
airtime, holds the risk of failure, and takes time 
and effort on the character’s part (just how much is 
up to the MC). 
 
Other examples of too broad tags that can be 
downgraded this way include strategic mastermind 
(who can generate temporary tags like battleground 
superiority or one step ahead of you) or the bag that 
has everything. When the MC and the player agree 
that these too broad tags require a Change The 
Game move to generate specific effects, these tags 
can be considered broad.

2 · CHARACTER CREATION   |   77



CATCHPHRASE TAGS
Catchphrase tags can help you describe an 
attitude or disposition that characterizes your 
character or her abilities. They add color to your 
story by encouraging you to use your tags in 
certain situations, with a certain intention, or in 
a certain spirit that match the look and feel you 
envision for your character.

Catchphrase tags can be invoked when you 
make a move in the spirit of the catchphrase. For 
example, all life is one could be used when you 
act in harmony with all living creatures. If you 
backstab an opponent in order to promote your-
self, survival of the fittest may be appropriate.

Catchphrases have various interpretations and 
could easily become broad or even too broad 
tags. The MC should limit the invocation of 
such tags to their specific circumstances. For 
example, knowledge over power could be invoked 
when you choose to learn more about a situa-
tion by Investigating rather than to charge in 
and Hit with All You’ve Got, but only when such 
a choice is eminent. It should not be invoked for 
all your Investigate moves simply because you 
seek knowledge. 

ness tags is activated by you or anyone else at the 
table, you gain a point of Attention on the theme 
it belongs to. When you accumulate three points 
of Attention on a given theme, you can choose an 
improvement for that theme, such as a new power 
tag or a theme-specific improvement. To achieve 
a good balance between short-term success and 
long-term character growth, make sure you choose 
weakness tags that are not too specific or too 
broad, such as those in the examples below.

Weakness tags can be anything, but they are 
always something that gets in the way of your 
character’s actions. Possessing (and controlling) 
the strength of ten men is often useful, so this 
would not be an appropriate weakness tag. If your 
character is compelled to help others, it may get her 
in trouble but it does not impede her actions – it 
spurs her into action. Therefore, this would not be 
a good description to use as a weakness tag (but it 
might be a good Identity; see below).

When the MC wants to help a player clarify or fine-
tune a weakness tag, she can ask:

 ?  WHAT ACTIONS WOULD THIS WEAKNESS 
TAG IMPEDE?

Answering this question helps define what exactly 
is limiting in a weakness tag and how the player 
expects to use it during the game. As with power 
tags, answering this question may also bring the 
player to rethink and rephrase his tag.

Examples of weakness tags:

• Impeding qualities: lazy bastard, sticks out like a 
sore thumb, aggravating smirk 

• Limitations: sore joints, poor hearing, slow on the 
uptake

• Power weaknesses: must touch the ground, un-
controllable, easy to detect 

• Power side-effects: monstrous, darkened heart, 
glows brightly  

• Flaws in methods: exposed after mean right hook, 
sloppy technique, can be traced  

• Impeding personality traits: nervous, suspi-
cious-looking, wallflower, overly regimented

• Obsessions and compulsions: pain killer addic-

CHOOSING WEAKNESS TAGS
Weakness tags add interesting complications to the 
game while driving your character’s growth and de-
velopment. Whenever you take action in the game 
using one of the Core Moves, each weakness tag 
you have that is relevant to your action removes 
one point of Power from your action. This both re-
duces your chances of succeeding and weakens the 
effectiveness of your action. For example, if you try 
to Take the Risk and drive your truck through a 
police roadblock, having the weakness tags flat tire 
and chicken, will reduce your Power for this action 
by one for each weakness tag activated. 

While your weaknesses often get in your way, 
they also help you grow. When one of your weak-
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tion, freezes when sees Kaito, cleanliness freak

• Lack of knowledge: never been outside, outdated 
intel, can’t read

• Background: snobby rich kid, broken home, stuck-
up academic

• Denied privileges: convicted felon, known vigi-
lante, black market heat

• Rivals and dependents: “the competition”, the 
relentless detective Enkidu, family man 

• Gear or item weaknesses: choppy reception, 
bloodstained blade, only works with a kiss  

• Apt catchphrases: when it rains it pours, the devil 
is in the details, off with her head!

WHAT ARE MYSTERIES  
AND IDENTITIES?
Mysteries and Identities are questions and state-
ments that drive your character to take action. 
While Mysteries are questions for which your 
character seeks answers, Identities are statements 
that define her. Both Mysteries and Identities are 
also game elements that affect your character’s 
development during the game. Neglecting your 
Mysteries leads you to mark Fade and eventually to 
replace your Mythos themes. Acting in contradic-
tion to your Identities leads you to mark Crack and 
eventually to replace your Logos themes. Replacing 
a theme constitutes a dramatic change in your 
character: you receive a new theme instead of the 
one you discarded and possibly an additional major 
improvement, a Moment of Evolution. 

For this reason, Mysteries and Identities are cen-
tral to your character’s story.

When you establish your Mystery or Identity, write 
it on the theme’s card in the respective space. Each 
themebook has examples and ideas for creating its 
theme’s Mystery or Identity. You may only choose 
one Mystery or Identity for each theme.

CHOOSING MYSTERIES
A Mystery is a question that your character is 
seeking answers for. During the game, your char-
acter will be driven to investigate the City in order 

QUESTIONS VS. STATEMENTS

A character’s Mythos represents the mysterious 
and unknowable forces within her, forces that 
necessarily drive her to question her current 
position in life and in the world. Therefore, a 
Mythos theme revolves around a question that 
the characters seeks to answer – a Mystery.

A character’s Logos stands for her persona, 
the ordinary person she is or at least believes 
she is: everything that is stable in her life and 
in her psyche. Therefore, a Logos theme is built 
around a statement to which the character 
must adhere – an Identity.

to find the answers to her Mysteries. Only Mythos 
themes have Mysteries; they represent your 
Mythos’ pull towards the unknown, the mysterious, 
and the hidden.

While a Mystery may come from your Mythos, it is 
at the same time an honest, deep, or burning ques-
tion that your character is personally invested in 
and will go to great lengths to answer. It could be:

• a question about your nature, existence, or 
powers, such as “Am I still human?”

• a philosophical or unfathomable question, 
such as “Where do our memories go when we 
die?”

• a question from your Mythos, such as “Who is 
the White Rabbit?”

• a question from your ordinary life, such as 
“What is my sister running away from?”

• a moral question, such as “What am I willing to 
sacrifice for the truth?”

A Mystery is always a real question that the char-
acter cares about, never a rhetorical one, a cynical 
one (such as “Who do you think you are?”), or an 
insignificant one (“What should I wear today?”). 

The MC can help players think of interesting Mys-
teries by asking them:

 ?  WHAT DOES YOUR MYTHOS WANT YOU TO 
FIND OUT?
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For Borderliners and Legendaries, who have more 
than one Mythos theme and therefore more than 
one Mystery, each Mystery can cover a different 
aspect of the Mythos or the character’s life.

Remember that during the game, foregoing the 
search for answers to your Mystery for too long 
will make your Mythos fade away and force your 
character to replace the Mythos theme to which 
this Mystery belongs. The powers described in 
that theme then become lost, unavailable, or less 
important; they will receive little to no airtime 
from now on. Each Mystery should therefore 
be directly or indirectly related to the powers 
of the theme so that abandoning the search for 
answers can somehow be tied to abandoning the 
associated powers.

OPEN-ENDED MYSTERIES
It is preferable to start a Mystery with the ques-
tion words who, what, where, why, when, or how 
because they make for open-ended questions 
to which the answer is complex and engaging. 
Questions to which the answer is Yes or No 
may end up being anti-climactic.

For example, the Mystery “Can I be stronger 
than I am now?” may only be answered by 
“Yes” or “No” (or “It depends.”, but is it really 
an answer?). The Mystery “How can I become 
stronger than I am now?” can have a variety of 
answers that can inspire a more entertaining 
story, for example “By embracing your own 
power.” “By drinking the blood of a Chimera.” “By 
bringing the ghosts of your past to rest.”

CHOOSING IDENTITIES
An Identity is a statement that your charac-
ter strongly believes in. During the game, your 
character will be driven to take action in accor-
dance with her Identities. Only Logos themes have 
Identities; they represent your character’s ordinary 
persona: who she thinks she is, what she knows 
about herself, and what she believes in.

Your character’s Identities are the center of gravity 
of her ordinary life. They represent her deepest be-
liefs or most dominant convictions, those around 
which everything else revolves and before which 
all other aspects of life bow. An Identity could be:

• a conviction about yourself or your life, such 
as “I don’t need anyone else!”

• a promise, oath, or commitment, such as “I 
will find the cure, whatever the cost.”

• a preconception or prejudice, such as “Rich 
people can’t be trusted.”

• a restriction, limitation, or red line, such as “If 
you don’t have the money, I can’t help you.”

• a greater wish, hope, or dream, such as “I want 
to be the very best, like no one ever was!”

• a strong feeling or emotional baggage, such 
as “I’ve been betrayed too many times.”

• a belief about the world in general, such as 
“Everything is better when you put on a smile.”

An Identity is always an earnest and sincere state-
ment that the character takes seriously (even if the 
players and MC are entertained by it). Your char-
acter does not have to be vehement about what 
she believes, only that internally, in her head, this 
statement is very strong.

An Identity should always be directly or indirectly 
about the character and how she believes she must 
act or not act. It is never an unrelated sentence 
such as “The grass is green,” unless that has a 
specific meaning for the character which the player 
can explain. 
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Note that Identities do not necessarily have to re-
volve around mundane things; your character can 
have an Identity about fighting the supernatural 
monsters in her neighborhood. However, such an 
Identity should be associated with a Logos theme 
that represents this activity, for example Monster 
Hunter (Routine).

The MC can help players think of interesting Iden-
tities by asking them:

 ?  WHAT DOES YOUR CHARACTER THINK OR 
FEEL ABOUT THIS ASPECT OF HER LIFE, OR 
BECAUSE OF IT ?

If you defined your character’s secret pain at the 
concept phase, you can work it into one or more of 
your Identities. 

Remember that during the game, acting in contra-
diction to your Identity too many times will make 
your Identity crack, until eventually your character 
will replace the Logos theme to which this Identity 
belongs. Everything described in that theme will 
then become lost, unavailable, or less important; it 
will receive little to no airtime from now on. Each 
Identity should therefore be directly or indi-
rectly related to what is described in the theme 
so that breaking this Identity by acting against 
it can somehow be tied to losing the abilities, 
qualities, knowledge, relationships, or possessions 
associated with the theme.

CREW RELATIONSHIPS AND 
THEME IMPROVEMENTS
The Crew Relationships and Theme Improvements 
sections of your themebooks are not used during 
character creation. The Crew Relationships section 
is used when you finalize the crew in the next stage 
of the Exposition Session while the Theme Improve-
ments section is used during play when your charac-
ter gains an improvement. Theme improvements 
refer to various player rules and expand on them. 
These rules are explained in Chapter 3: Working the 
Case and Chapter 4: Moments of Truth.
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A RANGE OF MAGIC SPELLS  •  ADAPTING TO HARSH ENVIRONMENTS  •  SHAPESHIFTING OR POWER 
COPYING  •  A MYSTERIOUS, UNPREDICTABLE FORCE  •  ELEMENTAL MANIPULATION

Mortal life is in a constant state of flux and change: 
nothing is permanent, everything is ephemeral. Dif-
ferent challenges require entirely different means to 
overcome. Some Mythoi grant their Rifts the power 
to adapt to circumstance. Do they consciously do 
this to improve the Rift’s chances of telling their 
story? Or is it simply the case because their story is 
a story of resourcefulness and limitless possibilities 
to begin with? It is impossible to know.

The aboriginal Mythos of Dreamtime could allow 
its Rift to tap into the dimension underlying cre-
ation and bend reality. Merlin the sorcerer could 

whip out a spell to tackle any situation. A shaman 
could shapeshift into animals and monsters. A 
doppelganger could mimic the powers of other 
Rifts it touches. And Pinocchio's father, Geppetto, 
could build toys and puppets that come to life.

Adaption themes gravitate towards broad tags by 
nature and so often take up the single broad tag 
allowed for your character (see Broad vs. Specific 
Tags, page 76). However, if the variety of effects 
granted by this theme is rather narrow, such as the 
doppelganger, who can only copy existing powers, 
the MC may rule that a tag still qualifies as specific.

MYTHOS THEMEBOOK
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CONCEPT
Think about your Mythos. In the legend, did your 
Mythos possess many different powers? Was she 
able to shape a substance, element, form, or con-
cept to respond to various challenges? What was 
the unifying element in all of the manifestations of 
her powers?

Based on the legend, think about the answer to the 
question below:

 ?  HOW DOES YOUR MYTHOS ADAPT TO THE 
CIRCUMSTANCES?

• It has a range/collection/set of                 .
• It can control and/or shape                 .
• It changes based on                 .

Next, think of a few details from your legend that 
you can use to flesh out this concept. Use them to 
inspire your answers to the tag questions below.

POWER TAG QUESTIONS
Answer the first question; then choose two more 
questions to answer. Answer each question with a 
single description no more than a few words long. 
In your answer, you should describe something 
that will be useful to your character during the 
game. Each answer becomes a power tag. Write it 
on your theme card under POWER TAGS along with 
the letter of the question.

 A  WHAT MYTHOS POWER ALLOWS YOU TO 
RESPOND DIFFERENTLY TO EVERY SITUA-
TION? 

cast a magic spell, lord of the tempests, shape-
shifting, steal other people’s powers, puppeteer 
& toymaker, necromancer

 B  WHAT NARROW GROUP OF EFFECTS WITHIN 
YOUR MYTHOS’ DOMAIN HAVE YOU MAS-
TERED?

transportation spells, create bad weather, 
beasts of the forest, steal protective powers, 
“My toys can speak!”, zombie army

 C  WHAT SPECIFIC MANIFESTATION OF YOUR 
MYTHOS IS YOUR FAVORITE?

a sleeping curse, smite down with lightning, the 
True Shape of the Lion, leave them powerless, 
exploding wind-up toy, rotting touch     

 D  WHAT CIRCUMSTANCES ENHANCE YOUR 
ABILITY TO ADAPT?

easier with a spellbook, under the open sky, rit-
ual of the wild, prolonged contact with victim, 
cluttered workshop, dead of the night

 E  WHAT SITUATIONS DO YOU HAVE A QUICK 
SOLUTION FOR OR ARE ACCUSTOMED TO?

cushion a fall with feathers, scale a barrier on 
a gust of wind, grow gills, make it look like the 
original, “I’ll figure out this device in a jiffy...”, 
summon the ghost of an enemy’s loved one

 F  WHAT DO YOUR POWERS NATURALLY PRO-
TECT YOU FROM?

counterspell, impervious to all weather, sniff 
out other shapeshifters, “You cannot steal from 
the thief!”, disable machinery, banish the dead

 G  WHAT ATTITUDE OR EMOTION LIES AT THE 
CORE OF YOUR ADAPTIVE POWERS?

knowledge over power, wrath of the seas and 
heavens, all life is one, survival of the fittest,  
necessity is the mother of invention, nostalgia  

 H  WHAT SPECIFIC CLASS OF THINGS OR BE-
INGS CAN YOU PRODUCE OR SUMMON?

imps and fairies, conjure rain elementals, horns 
and fangs, decoys of myself, build child-sized 
puppets, animate dead bodies

 I  WHAT STRATEGY OR COMBINATION OF EF-
FECTS DO YOU EMPLOY IN BATTLE?

deflect & dazzle, electrocute wet targets, 
shapeshift limbs out of harm's way, hit some-
one with their own power, deploy contraptions 
from hiding, overrun the living 

 J  HOW CAN YOU ENHANCE OR WEAKEN OTH-
ERS WITH YOUR POWERS?

enchant a weapon, conjure heavy fog, mass 
shapeshift, grant someone the powers of anoth-
er, annoying bells and whistles, suck out their 
life-force
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WEAKNESS TAG QUESTIONS
Choose one question to answer. Answer it with a 
single description no more than a few words long. 
In your answer, you should describe something 
that will impede your character’s actions during 
the game. Your answer becomes a weakness tag. 
Write it on your theme card under WEAKNESS 
TAGS along with the letter of the question.

 A  WHAT ARE YOUR POWERS OF ADAPTIVITY 
DEPENDENT ON?

only works with a magic wand, needs moisture 
in the air, must maintain a connection with 
nature, must gain the victim’s trust, missing 
parts, dead too long

 B  WHAT RESULTS ARE HARDER FOR YOUR 
MYTHOS TO ACHIEVE?

dark magic is forbidden, struggles to calm weath-
er, afraid of shapeshifting into aggressive animals, 
can’t hold more than one power at a time, puppets 
don’t really look real, hard to control the swarm

 C  WHAT HINDERS YOUR MYTHOS OR LIMITS 
ITS POSSIBILITIES?

susceptible to areas of thick Mist, blocked by 
shelter, instinctively drawn to native forms of 
current location, flammable toys, hallowed 
grounds    

 D  WHAT BAD HABITS DID YOU PICK UP DUE TO 
YOUR ADAPTIVE POWERS?

obsessed with other sorcerers, easily infuriated, 
animalistic behavior, lost sense of self-worth, 
constantly fidgeting with parts, no regard for the 
living  

EXTRA TAGS
If you have not done so in other themebooks, you 
may choose one additional power tag question and 
one additional weakness tag question to answer. 
Write both tags on your theme card as above. 

MYSTERY
Choose a Mystery for this theme: a question that 
your Mythos wants you to explore, investigate, or 
discover the answer to. It could be related to your 
powers, to your legend, or to your mundane life. 
For example:

• (Merlin) Where is the Holy Grail now?
• (Doppelganger) What is the ultimate power  

I could steal?
• (Geppetto) Who or what can breathe life into  

my toys?

You can try exploring the following options:

• Philosophical questions about the nature or 
source of your powers

• Seeking something that is greater than your 
powers

• Fears of losing touch with your original nature

Write your Mystery on your theme card.

Let the MC know what kind of clues your character 
might find interesting. The MC will provide oppor-
tunities for you to find answers to your Mystery. 
Ignoring these opportunities means you have lost 
interest in what your Mythos has in store for you.

TITLE
Name your theme in a way that encapsulates its 
nature and style. Write its name on your theme 
card under TITLE. For example:

• (Merlin) Wizard & Guide
• (Doppelganger) Other People’s Powers
• (Geppetto) A Love for Toymaking  

CREW RELATIONSHIPS
When creating the relationships within your crew, 
you can cast the other crew members in one of the 
following scenarios, after receiving their approval:

• One of them once challenged you to push the 
boundaries and flexibility of your adaptive pow-
ers at a critical moment. What happened? Take a 
Help point on them.

• You think one of them is a one-trick-pony, ap-
proaching every situation with the same solu-
tions over and over again. In fact, this has hurt 
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your crew before. Under what circumstances? 
Take a Hurt point on them.

• One of them is blown away by the vastness and 
diversity of your abilities. Ask them how it makes 
them feel. If it fascinates them, take a Help point 
on them. If it confuses them and they’re weirded 
out, take a Hurt point on them.

ADAPTATION THEME  
IMPROVEMENTS
During the game, whenever you gain an improve-
ment for this theme, you can choose one of the 
following:

  Game Changer 
When you Change the Game with power tags 
from this theme, it’s Dynamite!

  Tap Into The Source 
Once per session, you get a free batch of 2 Juice 
with a method that relates to this theme and to the 
circumstances of the current scene. You cannot add 
this batch to another batch.

  I Have Just The Thing 
When you spend a Clue to ask the MC or one of the 
other players “What would be most useful to me in 
this situation?”, they answer as usual. If you then 
have any remaining Clues in the same batch, you 
can convert them to Juice, one for one, and use 
it to come up with the thing you need most. This 
Juice has the same method as the Clues it came 
from.

  Creative Stroke  
When you use tags from this theme in a creative 
way, choose one of the most affected characters 
and ask whoever is playing it (the MC or another 
player) whether they saw it coming. They must 
answer honestly. If they didn’t, take a temporary 
status  creative-stroke-1 (or similar). 

  Specialization 
You’ve learned to master a specific type of mani-
festation. Choose a power tag question from any 
of the other Mythos themebooks except Relic and 
answer it. Write down the answer as a new power 
tag on this theme.

A  cast a magic spell
D  easier with a spellbook
E  cushion a fall with 
    feathers

ADAPTATION

Wizard 
& Guide

“Where is the  
Holy Grail now?”

D   obsessed with other 
     sorcerers
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CONJURE AN ARMOR OR A SHIELD  •  INVULNERABILITY  •  MAGICAL PROTECTION  •   
IMMUNITY TO VARIOUS KINDS OF HARM  •  AN UNBREAKABLE BODY, WILL, OR SOUL  •   
BEING UNTOUCHABLE BY THE LAW

Becoming manifested in reality comes with its 
share of trouble. A Mythos that manages to find a 
Rift will often want to make sure that the Rift stays 
open, or in other words, remains alive and intact. 
After all, a Rift is a Mythos’ foothold in reality, one 
which should be fortified against attacks, whether 
from Sleepers, other Rifts, or the Mist itself. 

Rifts with a Bastion theme are not only granted 
such powers to simply stay alive but also to protect 
the agenda of their Mythos. Whether they do so 

by securing people, places, or objectives depends 
on their legend. The Rift of a Knight could conjure 
a spectral suit of armor and a shield; the Rift of 
Talos, the Bronzen construct, could be resistant to 
injury, while a Rift channeling a Poltergeist might 
be immune to all physical harm.

This is not to say all Bastion themes should 
provide physical protection. Some Mythoi bestow 
powers of mental, spiritual, magical, and even 
social protection.

MYTHOS THEMEBOOK
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CONCEPT
Think about your Mythos. In the legend, was your 
Mythos responsible for protecting something? Was 
she able to withstand punishment or endure great 
toils? Was she a unique being or creature with 
superhuman durability? What exactly were her 
powers? 

Based on the legend, think about the answer to the 
question below:

 ?  HOW DOES YOUR MYTHOS PROTECT ITS 
AGENDA?

• It makes me impervious to                 .
• It allows me to ward off                  with                 .
• It renders                  ineffective by                 .

Next, think of a few details from your legend that 
you can use to flesh out this concept. Use them to 
inspire your answers to the tag questions below.

POWER TAG QUESTIONS
Answer the first question; then choose two more 
questions to answer. Answer each question with a 
single description no more than a few words long. 
In your answer, you should describe something 
that will be useful to your character during the 
game. Each answer becomes a power tag. Write it 
on your theme card under POWER TAGS along with 
the letter of the question.

 A  WHAT QUALITY OR ABILITY GRANTED BY 
YOUR MYTHOS MOST OFTEN PROTECTS 
YOU? 

grow bone armor, can’t die – already dead, 
ghost – no physical body, radiates authority,  
regrow organs, dragon scales

 B  WHAT MEANS DO YOU HAVE OF EXTENDING 
PROTECTION TO OTHERS?

a great golden shield, summon ghostly guard-
ians, ward off darkness

 C  WHAT PARTICULAR TRAIT OF YOUR DEFENSE 
MAKES IT USEFUL?

impressive, reflective surface, both astral and 
physical, unbreakable, change skin texture and 
color, absorbs life force    

 D  AGAINST WHAT TYPE OF ATTACK OR INFLU-
ENCE IS YOUR DEFENSE ESPECIALLY EFFEC-
TIVE?

does not breathe, impervious to mortal weap-
ons, maze-like mind, eternal youth

 E  HOW CAN YOU USE YOUR DEFENSE ACTIVELY?

a body made of fire c flames lash out, a great 
golden shield c throw shield, always held in 
high esteem c biting retort 

 F  WHAT SECONDARY DEFENSIVE EFFECT DOES 
YOUR DEFENSE HAVE?

dragon scales c resistant to fire, grow bone 
armor c harden internal organs, invulnerabili-
ty c harm only makes me stronger

 G  WHAT OTHER EFFECT OR QUALITY, NOT 
NECESSARILY DEFENSIVE, CAME WITH YOUR 
DEFENSE?

godlike invulnerability c inhuman strength, 
made of clay c melt into the earth, dragon 
scales c fire breath, ghost – no physical body 
c possess others’ bodies  

 H  WHO OR WHAT WERE YOUR POWERS MEANT 
TO PROTECT?

protector of the weak, guardian of Shangri La, 
Dulcinea (of Don Quixote)

 I  WHEN IN A CLINCH, HOW CAN YOU USE 
YOUR DEFENSE TO CHANGE THE ODDS IN 
YOUR FAVOUR?

grow bone armor c grow roots, cloak of pro-
tection c glide through the air, beauty that 
cannot be tarnished c inspire change of heart 

 J  WHAT TACTICS DO YOU EMPLOY WHEN YOU 
USE YOUR DEFENSE?

hunker down, provide cover for others, furious 
rage, stampede, scare tactics, embrace the 
enemy   
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NEW POWERS VS. SECONDARY 
ASPECTS OF THE SAME POWER
When you choose your power tags you are ac-
tually choosing how much focus you want each 
detail in your character to receive during the 
game. You are also choosing how much Power 
you will be able to muster from actions related 
to your power tags.

When you choose different power effects for 
each tag, you divide the airtime and the Power 
between them. For example, if you choose drag-
on scales and flying, you will be both armored 
and mobile, but you will have a single tag for 
protecting yourself and a single tag for flying 
feats. Therefore, each such move will be rolled 
with a Power of 1 (for one power tag).

When you choose secondary aspects of the 
same power, they can add up. For example, if you 
choose dragon scales and resistant to fire, it may 
seem like a waste because dragon scales pre-
sumably already protects you from fire. However, 
it would mean that when defending from harm 
that involves fire, such as a gas tank explosion, 
you will have both tags to use in your Face Dan-
ger move, giving you a Power of 2. 

When choosing your power tags, remember 
this: unrelated tags give you greater versatility 
at the cost of Power; related tags stack up to 
give you greater Power in certain situations, at 
the cost of versatility.

WEAKNESS TAG QUESTIONS
Choose one question to answer. Answer it with a 
single description no more than a few words long. 
In your answer, you should describe something 
that will impede your character’s actions during 
the game. Your answer becomes a weakness tag. 
Write it on your theme card under WEAKNESS 
TAGS along with the letter of the question.

 A  HOW DO YOUR DEFENSIVE POWERS AFFECT 
YOUR APPEARANCE?

monstrous, corpse-like visage, shining armor is 
easy to spot, bronzen

 B  WHAT ARE THE UNWANTED IMPLICATIONS 
OF YOUR DEFENSE?

cumbersome, ghost – cannot touch the world, 
blindspot, wears off quickly

 C  TO WHAT ATTACKS IS YOUR DEFENSE SUS-
CEPTIBLE?

“I can’t protect them all!”, holy water, blud-
geoning, mystical weapons   

 D  WHAT PERSONALITY TRAIT DERIVED FROM 
YOUR DEFENSE GETS YOU INTO TROUBLE?

foolhardy, paranoid, cannot feel emotions, 
savior mentality, ravenous

EXTRA TAGS
If you have not done so in other themebooks, you 
may choose one additional power tag question and 
one additional weakness tag question to answer. 
Write both tags on your theme card as above. 

MYSTERY
Choose a Mystery for this theme: a question that 
your Mythos wants you to explore, investigate, or 
discover the answer to. It could be related to your 
powers, to your legend, or to your mundane life. 
For example:

• (Talos) “Why do I feel like I’m different?”
• (Poltergeist) “Who killed me and why?”
• (Fairy Godmother) “What is the dark force rising 

in the City?”

You can try exploring the following options:

• Wondering who or what you were meant to 
protect

• Questions about the threats you are meant to stop
• A dark desire to find out what could be your 

undoing

Write your Mystery on your theme.

Let the MC know what kind of clues your character 
might find interesting. The MC will provide oppor-
tunities for you to find answers to your Mystery. 
Ignoring these opportunities means you have lost 
interest in what your Mythos has in store for you.
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TITLE
Name your theme in a way that encapsulates its 
nature and style. Write its name on your theme 
card under TITLE. For example:

• (Talos) Bronzen Construct
• (Poltergeist) Untouchable
• (Fairy Godmother) Protector of the Light

CREW RELATIONSHIPS
When creating the relationships within your crew, 
you can cast the other crew members in one of the 
following scenarios, after receiving their approval:

• You once protected something very dear to one 
of them, possibly even from them. If they were 
grateful, take a Help point on them. If they were 
not, take a Hurt point on them.

• One of them makes you feel weak and vulnerable 
or one of them actually has the capacity to break 
through your defenses. Take a Hurt point on 
them.

• You feel as if one of them is the one you are 
meant to protect. Take a Help point on them.

BASTION THEME  
IMPROVEMENTS
During the game, whenever you gain an improve-
ment for this theme, you can choose one of the 
following:

  Unbreakable 
When you Face Danger with power tags from this 
theme, it’s Dynamite!

  Got your Back 
When you burn a tag in this theme for a hit in or-
der to Face a Danger affecting you and your allies, 
allies who can benefit from your protection don’t 
roll Face Danger but use your result instead.

  Sacrifice 
When you get a hit on Face Danger, you can al-
ways choose to extend the outcome to one person 
or object around you that you can protect, at the 
cost of exposing yourself. On a 10+, they take no 
status and you take the status with -1 tier. On 7-9, 
they take the status with -1 tier and you take the 

full status. If the move is Dynamite!, on a 12+, you 
can choose to fully protect both of you (instead of 
one of the other 12+ options).

  Sorry, was that your gun?  
When your Face Danger move is Dynamite!, on a 
12+, you can choose the following option instead 
of the other options: you absorb the harmful effect 
or disable its source, granting either you or your 
opponent an appropriate temporary tier-2 status of 
your choice.

  Redirected Hostility 
When your Face Danger move is Dynamite!, on a 
12+, if you choose to reflect the status you were 
given, you can redirect it to any target, not just 
your attacker.

A  unbreakable
D  impervious to mortal    
    weapons
J  hunker down

Bastion

Bronzen 
Construct

“Why do I feel like  
I’m different?”

A   bronzen
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CLAIRVOYANCE  •  SPECIAL SENSES  •  FORTUNE TELLING   •  A MYSTICAL SOURCE OF KNOWLEDGE  •   
MAGICALLY FINDING A PERSON, AN OBJECT, OR INFORMATION  •  PSYCHOMETRY   •   
COMMUNICATING WITH OTHER REALMS OR BEINGS

To be in the world, a Mythos must know the world. 
It must be aware of things near and far, know of 
things that were or things that are yet to come. It 
must understand the nature of its environment, 
or it will be outsmarted, vanquished, and cast into 
non-existence once more. In order to stay ahead 
of the game, Mythoi grant their Rifts the ability 
to sense the world and grasp it beyond what their 
mortal cognition would allow. A modern-day witch 
could peer into a boiling pot of instant-soup and 
see what her adversaries are up to. The Rift of 

Baron Samedi could speak with the dead and learn 
what they know. The spirit of Wenchang Wang, the 
Chinese Godly King of Flourishing Language and 
Culture, could allow its Rift to assimilate written 
text with but a touch. And the horrible Wendi-
go naturally develops acute senses with which it 
hunts its prey. Whatever form they take, Divination 
powers allow Rifts to gather useful information.

MYTHOS THEMEBOOK
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CONCEPT
Think about your Mythos. In the legend, was your 
Mythos able to know or sense things beyond what 
was humanly possible? Was she in touch with a 
special source of information? Could she commu-
nicate with otherworldly beings? How so? 

Based on the legend, think about the answer to the 
question below:

 ?  HOW DOES YOUR MYTHOS LEARN ABOUT 
THE WORLD AROUND IT?

• It enhances my senses, such as                 .
• It allows me to communicate with                 .
• It allows me to tap into new sources of informa-

tion such as                 .
• It gathers information from                 by                 .

Next, think of a few details from your legend that 
you can use to flesh out this concept. Use them to 
inspire your answers to the tag questions below.

POWER TAG QUESTIONS
Answer the first question; then choose two more 
questions to answer. Answer each question with a 
single description no more than a few words long. 
In your answer, you should describe something 
that will be useful to your character during the 
game. Each answer becomes a power tag. Write it 
on your theme card under POWER TAGS along with 
the letter of the question.

 A  WHAT ALLOWS YOU TO UNCANNILY 
KNOW THINGS YOU WOULDN’T NORMAL-
LY KNOW? 

flashes of what was here before, a wolf’s 
instincts, instant book reading, premonitions, 
torment poor souls, read minds

 B  WHAT OTHER TYPE OF KNOWLEDGE CAN 
YOU ACCESS WITH YOUR POWERS?

flashes of other parts of the City, sniff out in-
truders, psychometry, sense a person’s guilt

 C  WHAT SUBJECT IS THE EASIEST FOR YOU TO 
LEARN ABOUT?

perfect spatial sense, knows all about hunters, 
whispers of ancient history, expose hidden 
secrets, secrets taken to the grave     

 D  WHAT ITEMS OR SUBSTANCES SERVE AS A 
CONDUIT FOR YOUR KNOWLEDGE?

consciousness expanding pills, book of shad-
ows, in vino veritas, mirrors, the blood reveals 
all

 E  WHAT QUALITY OF YOUR DIVINATION 
MAKES IT ESPECIALLY EFFECTIVE?

undetectable, covers the entire City, I can smell 
it as well, the stronger the emotion – the more 
I see.

 F  WHAT ADVANTAGE DOES YOUR DIVINATION 
GIVE YOU IN A FIGHT?

predict a foe’s next move, sense minute earth 
tremors, a marksman’s eye

 G  IN WHAT WAYS HAVE YOUR NORMAL SENSES 
BEEN ENHANCED BY YOUR MYTHOS?

see in complete darkness, can hear a pin drop, 
gut feeling when being deceived  

 H  WHAT CREATIVE WAYS OF USING YOUR DIVI-
NATION HAVE YOU DEVELOPED?

shoot around corners, “I can tell you like me…”, 
ouija board scam, blind driving

 I  HOW CAN YOU AFFECT OTHERS WITH YOUR 
POWER?

put someone in a time-loop, deafening roar, 
suck up all the light, terrorize with a glimpse of 
one’s death

 J  WHAT NEW FRONTIER OF KNOWLEDGE LIES 
AT THE EDGE OF YOUR DIVINATION?

flashes of beyond, visceral sense of danger, 
sisterhood of all women, secrets only the Void 
knows  
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WEAKNESS TAG QUESTIONS
Choose one question to answer. Answer it with a 
single description no more than a few words long. 
In your answer, you should describe something 
that will impede your character’s actions during 
the game. Your answer becomes a weakness tag. 
Write it on your theme card under WEAKNESS 
TAGS along with the letter of the question.

 A  WHAT HAPPENS WHEN YOUR DIVINATION 
OVERWHELMS YOU?

disturbing flashes of coming horror, sensory 
overload, haunted, the pain of knowing. 

 B  WHAT CAN HINDER OR BLOCK YOUR DIVINA-
TION?

cannot penetrate fog, blind in sterile environ-
ment, “Thou shall not pass my sigils!”, “The 
hearth protects them…”

 C  WHAT IS BEYOND THE REACH OF YOUR DIV-
INATION?

too long ago, the future is fickle, one little boy, 
only as far as the eye can see    

 D  WHAT MUST YOU HAVE IN ORDER TO USE 
YOUR DIVINATION?

a pouch full of beads and bones, must touch 
skin, I need more time

EXTRA TAGS
If you have not done so in other themebooks, you 
may choose one additional power tag question and 
one additional weakness tag question to answer. 
Write both tags on your theme card as above.  

MYSTERY
Choose a Mystery for this theme: a question that 
your Mythos wants you to explore, investigate, or 
discover the answer to. It could be related to your 
powers, to your legend, or to your mundane life. 
For example:

• (Witch) “Where can I find the Book of Shadows?”
• (Baron Samedi) “Do the dead deserve another 

chance?”
• (Wenchang Wang) “How can I battle ignorance?”

You can try exploring the following options:

• Burning questions about something your Divina-
tion can’t pierce

• Investigation of something only you were able to 
uncover

• Concerns about the beings or sources your pow-
ers consult

Write your Mystery on your theme card.

Let the MC know what kind of clues your character 
might find interesting. The MC will provide oppor-
tunities for you to find answers to your Mystery. 
Ignoring these opportunities means you have lost 
interest in what your Mythos has in store for you.

TITLE
Name your theme in a way that encapsulates its 
nature and style. Write its name on your theme 
card under TITLE. For example:

• (Witch) Hubble Bubble
• (Baron Samedi) The Dead Don’t Lie 
• (Wenchang Wang) Master of The Written Word

CREW RELATIONSHIPS
When creating the relationships within your crew, 
you can cast the other crew members in one of the 
following scenarios, after receiving their approval:

• You used your powers to learn a shocking secret 
about one of them, without their knowledge. If it 
made you feel closer to them, take a Help point 
on them. If you were disgusted or horrified, or if 
you plan to use it against them, take a Hurt point 
on them.

• You used your powers to reveal a weakness of 
one of them. Ask them what it is. If you’re going 
to protect them, take a Help point on them. If 
you’re going to exploit it, take a Hurt point on 
them.

• One of them came to you for advice regarding 
their Mythos and you decided to help them 
(why?). Since then, they take your advice very 
seriously. Take a Help point on them.
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DIVINATION THEME  
IMPROVEMENTS
During the game, whenever you gain an improve-
ment for this theme, you can choose one of the 
following:

  Open Book 
When you Investigate with power tags from this 
theme, it’s Dynamite!

  Ahead of the Game 
Once per scene, you get one free Clue.

  Seasoned Investigator 
Whenever you Investigate with power tags from 
this theme and score 7-9, choose one of the MC’s 
options in the Investigate move. The MC can’t 
choose this option this time.

  Prophetic 
When you use a Clue to ask the MC “What’s going 
to happen next?”, the MC can’t give you just a hint 
and must instead give you a straight answer. If you 
use the MC’s answer to your advantage on your 
next move, you gain an appropriate temporary tier-
1 status. 

  A Fighting Chance 
You’re more than just a bucket of knowledge or a 
hub of heightened awareness. When push comes to 
shove, you can fend for yourself. Choose a pow-
er tag question from the Expression or Bastion 
themebooks and answer it. Write down the answer 
as a new power tag on this theme.

“How can I battle  
ignorance?”

DIVINATION

Master of The 
Written Word

A  instant book reading
C  whispers of ancient   
    history
E  undetectable

A  sensory overload
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ELEMENTAL OR PHYSICAL PROJECTION (E.G., FIRE, ARROWS, THOUGHTS)  •  LEGENDARY STRENGTH  •   
SUPERIOR WARRIOR PROWESS  •  OVERPOWERING PRESENCE  •  HEALING POWERS

An Expression theme represents the ways in which 
your Mythos wants to directly influence the world 
and the powers it gives you to do so. Most com-
monly, these powers either project outwards as 
matter, energy, or magical effects, or alter you in 
a way that would help you leave your mark on the 
world around you. Maybe the Mythos of Pestilence, 
the Horseman of the Apocalypse, allows you to 
infect anyone you touch, or even an entire room, 
with a horrible disease; or the Mythos of Paul 
Bunyan grants you inhuman strength, the ability 
to turn into a giant, and the power to summon a 

formidable axe to match. You could lash out with 
blizzards of freezing cold as the Snow Queen or 
play soothing, hypnotic melodies as the Pied Piper 
of Hamelin.

An Expression theme is about changing the world 
overtly and directly. What exactly is expressed is 
entirely up to your Mythos.

MYTHOS THEMEBOOK
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CONCEPT
Think about your Mythos. In the legend, was your 
Mythos responsible for a major change in the world 
around her? Was she able to control an element 
or even create it out of thin air? Was she a great 
warrior or somehow able to influence others? How 
did she do that?

Based on the legend, think about the answer to the 
question below:

 ?  WHAT CHANGE DOES YOUR MYTHOS  
WISH TO EFFECT IN THE WORLD?

• It wants to turn all                  into                 .
• It wants to fight                 .
• It wants everyone to become                  .
• It wants to spread                 .
• It wants to control or shape                 .

Next, think of a few details from your legend that 
you can use to flesh out this concept. Use them to 
inspire your answers to the tag questions below.

POWER TAG QUESTIONS
Answer the first question; then choose two more 
questions to answer. Answer each question with a 
single description no more than a few words long. 
In your answer, you should describe something 
that will be useful to your character during the 
game. Each answer becomes a power tag. Write it 
on your theme card under POWER TAGS along with 
the letter of the question.

 A  WHAT IS THE MOST COMMON WAY  
YOU USE YOUR MYTHOS TO AFFECT  
THE WORLD? 

burning whips, bless with good fortune, turn 
solid matter into liquid, psychic blasts of pain, 
uncanny charisma, ultimate fighter

 B  WHAT USEFUL REVERSE EFFECT CAN YOU 
EXERT?

take away good fortune, turn liquids into solids, 
quench fire, cure diseases

 C  WHAT USEFUL QUALITY DOES YOUR MAIN 
EFFECT HAVE?

intense heat, bigger explosions, airborne 
spores, irresistible, armor-piercing, soothing 
presence, indomitable     

 D  WHAT CONDITIONS OR SITUATIONS EN-
HANCE YOUR MYTHOS’ EXPRESSION?

better in damp conditions, the more the merri-
er, feeds off fear, back-to-back fighting.

 E  AGAINST WHAT TARGETS ARE YOUR EXPRES-
SION POWERS MORE EFFECTIVE?

reduce buildings to rubbles, good for abducting 
children, easily manipulates metals, “you can 
run but you can’t hide” 

 F  WHAT SPECIAL VARIANTS OR SPECIFIC USES 
OF YOUR MYTHOS’ MAIN FORM OF EXPRES-
SION HAVE YOU MASTERED?

burning whips c bright flare, blow freezing 
cold  c  encase someone in ice, celestial mar-
tial arts c falling star roundhouse kick, infect 
with disease c latent infection, plant growth c 
poisonous biting plants

 G  WHAT ADDITIONAL EXPRESSION, NOT NEC-
ESSARILY RELATED TO THE MAIN ONE, DOES 
YOUR MYTHOS HAVE?

super strength c summon lightning weapon, 
(play hypnotic tune c deafening blast, burning 
whips c underwater propulsion  

 H  WHAT TRICK SHOTS OR SPECIAL MANEU-
VERS CAN YOU DO WITH YOUR EXPRESSION 
POWERS?

bounce arrows off walls, selectively hit targets 
in an area, affect through walls

 I  WHAT ATTITUDE DO YOU ADOPT WHEN EX-
PRESSING YOUR MYTHOS?

firebrand, ruthless, icy demeanor, terrifying, 
trustworthy appearance 

 J  HOW CAN YOU USE YOUR POWER TO SHIELD 
YOURSELF, ESPECIALLY FROM SIMILAR EF-
FECTS?

plasma barrier, absorb electricity, impenetrable 
mind, parry  
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WEAKNESS TAG QUESTIONS
Choose one question to answer. Answer it with a 
single description no more than a few words long. 
In your answer, you should describe something 
that will impede your character’s actions during 
the game. Your answer becomes a weakness tag. 
Write it on your theme card under WEAKNESS 
TAGS along with the letter of the question.

 A  WHAT SITUATIONS OR CONDITIONS WEAKEN 
OR SUPPRESS YOUR MYTHOS’ EXPRESSION?

weaker in dry conditions, cannot operate in 
the light of day, only effective against a single 
opponent

 B  WHAT TARGETS ARE IMMUNE OR RESISTANT 
TO YOUR MYTHOS’ EXPRESSION?

does not work on gods or spirits, cannot shape 
organic matter, weaker against loved ones

 C  WHAT HAPPENS WHEN YOU LOSE CONTROL 
OVER YOUR MYTHOS’ EXPRESSION?

uncontrolled firestorm, can’t tell allies from 
foes, entangled in plants    

 D  WHAT ARE THE REPERCUSSIONS OF BRING-
ING YOUR MYTHOS INTO THE WORLD?

icicles everywhere, signature markings on 
victims, over-zealous thralls, people find me 
repulsive 

EXTRA TAGS
If you have not done so in other themebooks, you 
may choose one additional power tag question and 
one additional weakness tag question to answer. 
Write both tags on your theme card as above. 

MYSTERY
Choose a Mystery for this theme: a question that 
your Mythos wants you to explore, investigate, or 
discover the answer to. It could be related to your 
powers, to your legend, or to your mundane life. 
For example:

• (Pestilence) “How can I control my desire to 
consume all?”

• (Snow Queen) “Is there any warmth left in my 
heart?”

• (Pied Piper of Hamelin) “Where should I lead my 
followers?”

You can try exploring the following options:

• Doubts about your power’s effect on the world 
and how to best use it

• Fears about what wielding such powers might do 
to you

• Questions about the identity of your sworn ene-
mies or how to fight them

Write your Mystery on your theme card.

Let the MC know what kind of clues your character 
might find interesting. The MC will provide oppor-
tunities for you to find answers to your Mystery. 
Ignoring these opportunities means you have lost 
interest in what your Mythos has in store for you.

TITLE
Name your theme in a way that encapsulates its 
nature and style. Write its name on your theme 
card under TITLE. For example:

• (Pestilence) Touch of Decay
• (Snow Queen) A Frozen Heart
• (Pied Piper of Hamelin) Play Them Like A Flute

CREW RELATIONSHIPS
When creating the relationships within your crew, 
you can cast the other crew members in one of the 
following scenarios, after receiving their approval:

• One of them once witnessed you expressing 
your Mythos at full power. Ask them what they 
thought about it. If it scared them, take a Hurt 
point on them. If they appreciated it, take a Help 
point on them.

• You feel like one of them wants you to hold back 
and refrain from expressing your Mythos. Ask 
them what is their reason. Take a Hurt point on 
them.

• To your Mythos, one of them seems like the 
modern-day version of a character in its legend. 
If they were your foe in the legend, take a Hurt 
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point on them. If they were your ally or loved 
one, or if you were their rescuer, take a Help 
point on them. 

EXPRESSION THEME  
IMPROVEMENTS
During the game, whenever you gain an improve-
ment for this theme, you can choose one of the 
following:

  On Fire 
When you Hit With All You’ve Got with power 
tags from this theme, it’s Dynamite!

  Ruptured Rift 
When you burn a tag for a hit in this theme, you 
can mark Crack on one of your Logos themes in-
stead of marking that tag as burnt. 

  Mythos Mastery 
When you Hit With All You’ve Got, you always 
get to control the collateral damage.

  Contain the Surge  
When you make the move Stop. Holding. Back. 
with your Mythos’ Expression powers, if you roll 6 
or less, treat it as 7-9 instead.

  Ripples 
You can either sense something related to your 
Mythos’ expression or prevent others from sensing 
something by means of your expression. Choose a 
power tag question from the Divination or Sub-
version themebooks and answer it. Write down the 
answer as a new power tag on this theme.

“Is there any warmth 
left in my heart?”

EXPRESSION

A  blow freezing cold
F  encase someone in ice
I  icy demeanor

D  icicles everywhere

A Frozen 
Heart
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NIMBLE, GRACEFUL, OR DEXTEROUS MOVEMENT  •  SUPERNATURAL SPEED   •  FLIGHT   •    
TRAVELLING AS A CLOUD, A DROP OF WATER, OR A RAY OF LIGHT  •  RIDING ON MYTHICAL CREATURES  •   
MAGICAL TRANSPORTATION

Taking shape and form in the material world has 
the immediate effect of limiting one to a single 
point in space and time, a state both alien and 
undesirable to any Mythos. The Mythoi therefore 
bestow upon their Rifts the ability to travel from 
one place to another wondrously, whether through 
physical movement or magical transportation. 
This is essential for the Mythos’ wish to spread its 
influence across the City. Mobility powers may also 
allow a Rift not only to transport themselves and 
others from one place to another but also to move 
unobstructed and overcome obstacles.

The modern-day incarnation of Tlaloc, the Az-
tec rain god, could appear out of water anywhere 
in the City, or even turn himself and others into 
water. The legendary Arabian Roc could fly over 
great distances easily carrying a burden as heavy as 
a bull. And the Rift of the Monkey King might have 
gained some of the freedom of action possessed by 
her Mythos, who could not be restrained by any or-
dinary or divine means, bar the palm of the Buddha 
himself. The Rift of Jack could grow beanstalks that 
took him above the clouds and Rapunzel could use 
her long flaxen hair to help others reach her.

MYTHOS THEMEBOOK
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CONCEPT
Think about your Mythos. In the legend, did your 
Mythos travel from one place to another in a mi-
raculous way? Did she possess the power to trans-
port or move others? Did she display the ability to 
avoid or escape confinement?

Based on the legend, think about the answer to the 
question below:

 ?  HOW DOES YOUR MYTHOS MOVE YOU OR 
OTHERS?

• It can run / jump / swim / fly / tunnel / glide / 
catapult / jet / etc. at great speeds or to a great 
distance.

• It can transport itself / others by means of  
                .

• It can propel itself with                 .
• It easily overcomes obstacles such as                   

by                   .
• 

Next, think of a few details from your legend that 
you can use to flesh out this concept. Use them to 
inspire your answers to the tag questions below.

POWER TAG QUESTIONS
Answer the first question; then choose two more 
questions to answer. Answer each question with a 
single description no more than a few words long. 
In your answer, you should describe something 
that will be useful to your character during the 
game. Each answer becomes a power tag. Write it 
on your theme card under POWER TAGS along with 
the letter of the question

 A  WHAT IS YOUR MYTHOS’ MOST USEFUL 
FORM OF MOVEMENT? 

super-speed, uncanny parkour artist, emerge 
out of bodies of water, enormous wings, grow 
giant beanstalks

 B  HOW DO YOU GO INTO OVERDRIVE?

tear space-time apart, merge with a large mass 
of water, fury of the roc, unrestrained growth

 C  WHAT ALLOWS YOU TO AVOID RESTRAINTS 
OR CONFINEMENT?

act just before it happens, makeshift katana, 
turn into water, powerful beak and talons, lock-
picking vines     

 D  WHAT SECONDARY MODE OF MOVEMENT 
HAVE YOU LEARNED TO USE?

short-range teleportation, move in the shad-
ows, skim the water, claw through barriers, 
roots can tunnel into the earth

 E  WHAT STYLE OR TECHNIQUE OF MOVEMENT 
HAVE YOU MASTERED?

good catcher, nimble as a fox, flow down nar-
row spaces, deadly swoop, beanstalk acrobatics 

 F  WHAT SPECIFIC HARMFUL EFFECTS DOES 
YOUR MOBILITY ALLOW YOU TO AVOID?

dodge bullets, block martial art strike, expel 
blood toxins, thick plumage, beanstalk breaks 
the fall

 G  HOW DO YOU USE YOUR MOBILITY TO GAIN 
ADVANTAGE IN A FIGHT?

surprise from behind, katana whirlwind attack, 
flashflood, wing bash, catapult around stem  

 H  WHAT ALLOWS YOU TO MOVE OTHERS?

bestow superspeed, secret ninja shortcuts, turn 
others into water, the strength to carry a bull, 
bridges out of vines

 I  HOW CAN YOU USE YOUR POWERS TO  
RESTRAIN OTHERS’ MOVEMENT?

put someone into a time-loop, darts with 
numbing ointment, engulf in a waterspout, pin 
down with giant foot, coiling vines 

 J  WHAT SPECIAL RESOURCE DOES YOUR  
MOBILITY GIVE YOU ACCESS TO?

out-of-time pocket dimension, hidden vantage 
point, communicate through water, a convoca-
tion of loyal eagles, a window left open
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WEAKNESS TAG QUESTIONS
Choose one question to answer. Answer it with a 
single description no more than a few words long. 
In your answer, you should describe something 
that will impede your character’s actions during 
the game. Your answer becomes a weakness tag. 
Write it on your theme card under WEAKNESS 
TAGS along with the letter of the question.

 A  WHAT IMPEDES YOU OR SLOWS YOU DOWN?

temporal distortions, slippery foothold, strong 
water currents, bad weather, concrete pave-
ment 

 B  WHAT HAPPENS WHEN YOU GO TOO FAST, 
TOO FAR, ETC.?

space-time overload, overlooked details, un-
controlled liquidation, exhausted by dogfight-
ing, vertigo

 C  WHAT HAPPENS WHEN YOU’RE CAUGHT?

claustrophobia, fragile, susceptible to evapora-
tion, aggressive behaviour, criminal record    

 D  WHAT RESIDUAL EVIDENCE DOES YOUR 
MOVEMENT LEAVE ON YOU, ON OTHERS, OR 
IN THE ENVIRONMENT?

flickers in and out of time, neighborhood sight-
ings, clothes always wet, leaves a trail of feathers, 
persecution complex

EXTRA TAGS
If you have not done so in other themebooks, you 
may choose one additional power tag question and 
one additional weakness tag question to answer. 
Write both tags on your theme card as above. 

MYSTERY
Choose a Mystery for this theme: a question that 
your Mythos wants you to explore, investigate, or 
discover the answer to. It could be related to your 
powers, to your legend, or to your mundane life. 
For example:

• (Tlaloc) “Who can I trust to protect the Fifth Sun?”
• (Roc) “Where have they hidden my egg?”

• (Jack and the Beanstalk) “What is up there?”

You can try exploring the following Adaptation-re-
lated options:

• Questions about things that are hidden or inac-
cessible in the City

• Wondering how far, how fast, or how deep you 
can travel

• Seeking a way to outrun or outmaneuver a threat

Write your Mystery on your theme card.

Let the MC know what kind of clues your character 
might find interesting. The MC will provide oppor-
tunities for you to find answers to your Mystery. 
Ignoring these opportunities means you have lost 
interest in what your Mythos has in store for you.

TITLE
Name your theme in a way that encapsulates its 
nature and style. Write its name on your theme 
card under TITLE. For example:

• (Tlaloc) Wherever there is water, there I am.
• (Roc) Feathered Fury
• (Jack and the Beanstalk) Magic Beans

CREW RELATIONSHIPS
When creating the relationships within your crew, 
you can cast the other crew members in one of the 
following scenarios, after receiving their approval:

• Whether out of love, greed, power-trip, or con-
cern, one of them is trying to slow you down, 
constrict your movement or freedom of action, or 
tie you down. Why? And how do they do so? Take 
a Hurt point on them.

• You took one of them on a “magic carpet ride”, a 
trip they will never forget. What happened there? 
Ask them if it made them feel closer to you. If 
so, take a Help point on them. If they kept their 
distance since, take a Hurt point on them. 

• One of them once pushed you to go as fast or as 
far as you can. What were the circumstances? 
If it ended well, take a Help point on them. If it 
ended badly, take a Hurt point on them.  
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A  emerge out of bodies  
    of water
C  turn into water
H  turn others into 
    water

MOBILITY

Wherever there is  
water, there I am.

“Who can I trust to  
protect the Fifth Sun?”

B  uncontrolled 
     liquidation

MOBILITY THEME  
IMPROVEMENTS
During the game, whenever you gain an improve-
ment for this theme, you can choose one of the 
following:

  Nine Lives 
When you Take the Risk with power tags from 
this theme, it’s Dynamite!

  Do Try to Keep Up 
Once per session, when you or someone rolls 6 
or less and the MC makes a move, you can make 
a single (additional) move before the MC’s move 
takes place. You move is considered to precede the 
MC’s move and can affect or even nullify it (e.g., by 
reducing its tier, granting you a status, or simply 
changing the circumstances).

  Ain’t No Mountain High Enough 
Once per session, you can have your character 
show up or already be at a scene anywhere in the 
City (including cutscenes). Alternately, you can ask 
the MC to start a scene anywhere in the City, with 
your character present. 

  Hit the Brakes  
You can stop just before things get messy. Once 
per scene, when you score a 7-9 on Take the Risk, 
after hearing the MC’s hard bargain or ugly choice, 
you can choose to forego the success of your feat 
and walk away unharmed.

  Rev Up 
Once per session, if you can ready yourself for an 
action involving your mobility powers, you can 
choose to take an appropriate tier-2 status.
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A MAGICAL WEAPON  •  A MAGICAL PIECE OF ARMOR OR CLOTHING  •  A GIFT FROM ANOTHER REALM  •   
A BAG FULL OF WONDERS  •  MUNDANE EQUIPMENT IMBUED WITH LEGEND  •  A BLESSED OR WITCHED ITEM

MYTHOS THEMEBOOK

Myths and legends are full of magical items and 
objects. The mojo, wanga, or gri-gri bag of African 
traditions could hold powerful prayers or spells. 
Neptune’s trident gave its bearer command over 
the seas and over water. A hagoromo, the feathered 
garment worn by the Japanese celestial beings 
called Tennin, allowed them to fly. The Seal of 
Solomon was said to have the power to command 
demons. The Irish Fair Folk, the Tuatha Dé Dan-
nan, had four magical treasures they cherished: a 
cauldron, a spear, a sword, and a sacred stone.

People are not the only Rifts in the City. Some-
times, a Mythos manifests through an item, called 
a Relic. The item could be a special one, such as a 
necklace passed down from generation to gen-
eration, or a seemingly mundane object, like a 
baseball bat. Due to the power of the Mist, a Relic 
almost always seems like a modern-day object 
while its powers are inactive. 

When you have a single Relic theme, you are not 
the Rift through which the Mythos enters the 
City – your item is. Relics have a certain degree 
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CONCEPT
Think about your Mythos. In the legend, is there an 
item of great power? Is it more interesting to you 
than the people who wield it? What powers did this 
item have?

Based on the legend, think about the answer to the 
question below:

 ?  FOR WHAT PURPOSE WAS YOUR MYTHOS 
MADE?

• It’s a receptacle used to hold                 .
• It’s a device that can                 .
• It’s a weapon forged to                 .
• It’s a              made to protect               from             .
• It was an insignificant object, until it was                .
• It was a set of items which together                 .

Next, think of a few details from your legend that 
you can use to flesh out this concept. Use them to 
inspire your answers to the tag questions below.

POWER TAG QUESTIONS
Answer the first question; then choose two more 
questions to answer. Answer each question with a 
single description no more than a few words long. 
In your answer, you should describe something 
that will be useful to your character during the 
game. Each answer becomes a power tag. Write it 
on your theme card under POWER TAGS along with 
the letter of the question.

 A  WHAT IS THE MAIN USEFUL FEATURE OR 
PART OF YOUR RELIC? 

can turn into any weapon, a fetish for voodoo 
spells, grants control over sea and water, flying 
feathered robe, enslaver of demons, Spear of 
Lugh

 B  NAME ANOTHER WAY IN WHICH YOU USE 
THE SAME FEATURE.

slice through opposition, a spell to ward off evil 
spirits, create a spring of water, aerial mastery, 
summon Asmodeus, precise hurling

 C  WHAT ESSENTIAL USEFUL QUALITY LIES AT 
THE CORE OF YOUR RELIC?

destructive physical force, protection from un-
natural harm, wrathful, feather-light, wisdom 
of heaven, strive for the welfare of my clan     

 D  WHAT COSMETIC ATTRIBUTES DOES YOUR 
RELIC POSSESS?

inconspicuous in bracelet form, creepy decora-
tions, a weapon worthy of a God, colorful plum-
age, signet of kings, disappears when a mortal 
holds it

 E  WHAT OTHER FEATURE, PART, OR ITEM DOES 
YOUR RELIC INCLUDE?

indestructible, a spell for luck in gambling, 
rock-shattering prongs, shapeshift into a bird, 
summon Naamah, Cauldron of the Dagda

 F  WHAT IS REVEALED TO YOU THROUGH THE 
USE OF YOUR RELIC?

rings in the presence of wrongdoing, reveal en-
chantments, clairvoyance through water, recog-
nize spiritual beings for what they are, see one’s 
demons, sense who is the ruler of this place

of awareness; even if they cannot speak or move 
on their own, they can sometimes activate their 
powers at opportune moments and steer their 
destiny towards someone special – a bearer. Most 
Relics choose a bearer and cannot then be ac-
tivated by anyone else, so while the Relic is the 
Rift between the two of you, you still technically 
possess the power.

RELICS OF MYTHOI  
THAT ARE NOT ITEMS
Most often, Relics channel the Mythoi of 
legendary items, so an object is incarnated in 
an object. This is simply the associative nature 
of Mythoi. However, in some rare cases, a 
modern-day item can channel the Mythos of a 
legendary person or creature, too. For example, 
a pistol could channel the Mythos of the Dragon 
or a antique spyglass could be the Rift for the 
Mythos of pirate Long John Silver (Treasure 
Island). Presumably, human Rifts could channel 
the Mythos of legendary items too; however, 
they would not be considered Relics.
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 G  WHAT OR WHO WAS YOUR RELIC DESIGNED 
TO AFFECT MOST?

ignores armor, doubly potent against aggres-
sors, mold the fate of mortals, enchanting 
attraction, “You shall obey, demon.”, hungers 
for Fomorian blood 

 H  WHAT HAVE YOU LEARNED FROM YOUR 
RELIC?

ancient swordsmanship, crafting new spells, 
speak with aquatic life, play the biwa (lute),  
demonology, perseverance

 I  WHAT HAPPENS WHEN YOUR RELIC GOES 
INTO OVERDRIVE?

bigger explosions, blessing of prosperity,  
a storm is brewing, turn ethereal, army of 
demons, the Cauldron revives the mortally 
wounded

 J  WHAT ASPECT OR ELEMENT OF YOUR RELIC 
ARE YOU ONLY BEGINNING TO UNLOCK?

transform into armor, a prayer of hope, ride 
the waves, the lotus of enlightenment, summon 
Baal, Sword of Nuada

WEAKNESS TAG QUESTIONS
Choose one question to answer. Answer it with a 
single description no more than a few words long. 
In your answer, you should describe something 
that will impede your character’s actions during 
the game. Your answer becomes a weakness tag. 
Write it on your theme card under WEAKNESS 
TAGS along with the letter of the question.

 A  WHAT IS THE MOST TROUBLESOME SHORT-
COMING OF YOUR RELIC?

leaves signature markings on victims, only as 
strong as I am pure, requires a nearby body of 
water, easily slips off, I always hear demons, 
cumbersome

 B  WHAT CAN INTERFERE WITH THE POWERS 
OF YOUR RELIC?

hermetic wizardry, lost on the faithless, the 
Olympian gods, mortal love – the earthly 
tether, rampant demons are harder to control, 
asleep in times of peace

 C  WHAT CAN DAMAGE OR DESTROY YOUR 
RELIC?

Lady of the Lake and the folk of Avalon, bad 
juju, the heat of a forge, too easily torn, infernal 
incantations, dissention in my clan    

 D  WHAT HAS CHANGED IN YOU FOR THE 
WORSE BECAUSE OF YOUR RELIC?

bloodthirsty, eccentric mumbling, condescending 
prick, distant and aloof, demonic rage, obese

EXTRA TAGS
If you have not done so in other themebooks, you 
may choose one additional power tag question and 
one additional weakness tag question to answer. 
Write both tags on your theme card as above.

MYSTERY
Choose a Mystery for this theme: a question that 
your Mythos wants you to explore, investigate, or 
discover the answer to. It could be related to your 
powers, to your legend, or to your mundane life. 
For example:

• (Mojo bag) “What did that witch doctor do to my 
unborn child?”

• (Hagoromo) “Where can I find the one who seeks 
enlightenment?”

• (Solomon’s Seal) “What are the Shedim planning 
behind my back?”

You can try exploring the following options:

• Questions about the predetermined destiny of 
your Relic

• Fears of losing yourself to your Relic or becom-
ing too reliant on it

• Seeking the maker of the Relic

Write your Mystery on your theme card.

Let the MC know what kind of clues your character 
might find interesting. The MC will provide oppor-
tunities for you to find answers to your Mystery. 
Ignoring these opportunities means you have lost 
interest in what your Mythos has in store for you.
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TITLE
Name your theme in a way that encapsulates its 
nature and style. Write its name on your theme 
card under TITLE. For example:

• (Mojo bag) Bag of Many Blessings
• (Hagoromo) Kimono of Celestial Beauty
• (Solomon’s Seal) Kiss My Ring, Demon

CREW RELATIONSHIPS
When creating the relationships within your crew, 
you can cast the other crew members in one of the 
following scenarios, after receiving their approval:

• Once, in a moment of crisis, one of them tried to 
borrow your Relic. What happened next? If you 
didn’t like that, take a Hurt point on them. If you 
thought they did right by your Relic, take a Help 
point on them.

• One of them has more knowledge about your 
Relic than you do. Ask them whether they’re 
sharing it with you. If so, take a Help point on 
them. If not, take a Hurt point on them.

• To your Mythos, one of them seems like the 
modern-day version of the character who was 
supposed to own this Relic, the character who 
steals it, or the character whom this Relic was 
meant to destroy or save. Take a Help or Hurt 
point on them accordingly.  

RELIC THEME IMPROVEMENTS
During the game, whenever you gain an improve-
ment for this theme, you can choose one of the 
following:

  Eternal Bond 
Mark a power tag from this theme as burnt to 
immediately retrieve your Relic from anywhere 
in the City. Mark Fade to immediately remove all 
statuses from your Relic (including tier-6 statuses). 
This can reform your Relic in case it was destroyed 
or broken.

  Made For This 
Choose a Core Move that best represents the ac-
tions you most often use your Relic for. Whenever 
you use it with tags from this theme, it’s Dynamite!

  Ultimate Unlock 
You tap into the deepest place of power within 
your Relic – and unleash it. When you Stop. Hold-
ing. Back. you can choose to forego the roll and 
gain an automatic 10+ by marking an additional 
Fade on this theme. If your sacrifice is Significant 
or No Return, you mark Fade twice instead of once 
(in No Return, you also burn this theme’s tags). If 
your sacrifice is Ultimate, you replace this theme. 

  Transference 
Some of the power of your Relic rubbed off on you. 
Choose a power tag question from any of the other 
Mythos themebooks and answer it. Write down the 
answer as a new power tag on this theme.

  The Mythos Within  
Choose a Mythos themebook that best represents 
the powers of your Relic. Choose a theme improve-
ment from that themebook.

A  a fetish for voodoo 
    spells
D  creepy decorations
E  a spell for luck in 
    gambling

RELIC

Bag of Many 
Blessings

“What did that witch doctor 
do to my unborn child?”

C  bad juju



INVISIBILITY  •  TRICKERY AND ILLUSIONS  •  THIEVERY AND STEALTH  •  HYPNOTISM AND SUBTLE  
MANIPULATION   •   HIDING IN PLAIN SIGHT  •  SECRECY AND COUNTER-DETECTION

Not all Mythoi blast the world directly with their 
legendary tale. In a city haunted by the Mist, 
Mythoi have learned that gifting their Rifts with 
the ability to act secretly can help them secure a 
deeper and more lasting influence. Other Mythoi 
are simply subversive in nature, legends and 
stories of forces operating in the shadows, wheth-
er benign or insidious. Their powers are those of 
deception, secrecy, illusion, and trickery.

The Rift of the Puss in Boots could have the power 
to strangely make others think she is someone of 

importance; Siegfried of the Song of the Nibelungs 
could conjure a cloak of invisibility; the trickster 
god Loki could fashion life-like illusions with 
his thoughts; the Scottish Shifty Lad could steal 
anything from anyone; the Devil’s Advocate could 
seduce and corrupt even the purest of souls; while 
a Changeling could rob your identity.

MYTHOS THEMEBOOK

106   |   CITY OF MIST  ·  PLAYER'S GUIDE



CONCEPT
Think about your Mythos. In the legend, did your 
Mythos operate secretly or deceptively? Was she 
able to move and act undetected? Did she use her 
powers to undermine authority or erode stability of 
either people or organizations? How so?

Based on the legend, think about the answer to the 
question below:

 ?  HOW DOES YOUR MYTHOS HIDE ITS  
ACTIVITY IN THE WORLD?

• It can mask or veil                 .
• It can secretly tamper with                  .
• It employs cunning                 .
• It’s difficult or impossible to detect by                 .

Next, think of a few details from your legend that 
you can use to flesh out this concept. Use them to 
inspire your answers to the tag questions below.

POWER TAG QUESTIONS
Answer the first question; then choose two more 
questions to answer. Answer each question with a 
single description no more than a few words long. 
In your answer, you should describe something 
that will be useful to your character during the 
game. Each answer becomes a power tag. Write it 
on your theme card under POWER TAGS along with 
the letter of the question.

 A  WHAT IS THE PRINCIPLE ABILITY YOU USE 
TO MASK OR HIDE YOUR ACTIONS? 

illusory appearance, a false air of importance, 
cloak of invisibility, miraculously sneak in and 
out of anywhere, corrupt those who hold power, 
take another person’s identity

 B  HOW DO YOU USE YOUR POWER TO DIS-
TRACT OTHERS?

induce hypnotic trance, beguiling boots & garb, 
echo of my voice, bewitched absent-minded-
ness, mistaken for an angel, memory wipe

 C  WHAT USEFUL QUALITY DOES YOUR MAIN 
EFFECT HAVE?

make hypnotic suggestion, produce fake gold, 
threatening whispers, “let’s bet on it”, demonic 
seduction, appear like one’s close confidant     

 D  WHAT DO YOU DO BEST UNDER THE COVER 
OF SECRECY?

waltz in unregarded, sway them to shower me 
with gifts, smite with the strength of twelve 
men, impossible thievery, weaken one’s faith, 
silent kill

 E  WHO IS MOST LIKELY TO FALL PREY TO YOUR 
SUBVERSIVE ACTIVITY?

stronger against simple-minded people, the 
rich will be poor, “You are blinded by your 
pride”, the king will never catch me, corrupt the 
purest souls, just an unpretentious Joe or Jane 

 F  HOW DOES OPERATING SECRETLY ALLOW 
YOU TO LEARN NEW INFORMATION?

mind reading, intuit every detail of one’s 
wealth, see the invisible, sense one’s darkest 
desires, steal their memories

 G  WHO ARE YOU IN LEAGUE WITH?

summon fox helpers, the pizza parlor owner’s 
youngest son, Alberich’s biker gang, the Master 
Thief, Lucifer himself, unwitting loved ones  

 H  WHAT IS UNLIKELY TO AFFECT YOU THANKS 
TO YOUR POWERS?

laws of Man don’t apply to me, “Oh please… 
you don’t expect me to fall for that?”, protected 
from scrying, can’t steal from a thief, divine 
immunity, masked true identity

 I  WHAT CIRCUMSTANCES OR CONDITIONS IM-
PROVE YOUR ABILITY TO ACT UNDETECTED?

intoxicated delirium, hungry for blood, harder 
to see in the dark, vanish in the crowd, infernal 
courtroom superiority

 J  WHAT OTHER TANGENTIAL SUBVERSIVE 
POWER HAVE YOU DEVELOPED?

creep without a sound, control the wearer of 
the boots, seduce powerful women, make a lock 
open, siphon one’s vitality, momentarily shift 
into Faerie
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WEAKNESS TAG QUESTIONS
Choose one question to answer. Answer it with a 
single description no more than a few words long. 
In your answer, you should describe something 
that will impede your character’s actions during 
the game. Your answer becomes a weakness tag. 
Write it on your theme card under WEAKNESS 
TAGS along with the letter of the question.

 A  WHAT COULD EXPOSE YOU?

elaborate trickery is easier to expose, exaggera-
tions don’t check out, they can see my foot-
steps…, wise advice, revealed by the holy light 
of heaven, cold iron

 B  WHAT IS REVEALED WHEN YOU ARE EX-
POSED?

just a kid, empty pockets, the shameful deeds of 
the past, caught in the act, victims always have 
hope for redemption, an ugly goblin

 C  WHO OR WHAT ARE YOU HIDING FROM?

reality sucks, the pizza parlor owner’s youngest 
son, “I’m nothing without the cloak”, police 
magnet, Lilith herself, the Gatekeepers    

 D  WHAT DISADVANTAGEOUS PSYCHOLOGICAL 
TENDENCIES HAVE YOU DEVELOPED IN THE 
SHADOWS OR BEHIND YOUR MASK?

(don’t) play with mortals, greediness killed the 
cat, superiority complex, must tease and taunt 
my victims, grows fond of my protege, fake 
personality

EXTRA TAGS
If you have not done so in other themebooks, you 
may choose one additional power tag question and 
one additional weakness tag question to answer. 
Write both tags on your theme card as above.  

MYSTERY
Choose a Mystery for this theme: a question that 
your Mythos wants you to explore, investigate, or 
discover the answer to. It could be related to your 
powers, to your legend, or to your mundane life. 

For example:

• (Puss in Boots) “Just how rich can I make my 
client?”

• (The Devil’s advocate) “Can I ever find redemp-
tion?”

• (Changeling) “Who are my real parents?”

You can try exploring the following options:

• Seeking clarity about what is real and what is 
illusory

• Searching for new ways to subversively advance 
your Mythos’ agenda 

• Moral doubts about using your powers to deceive 
others

Write your Mystery on your theme card.

Let the MC know what kind of clues your character 
might find interesting. The MC will provide oppor-
tunities for you to find answers to your Mystery. 
Ignoring these opportunities means you have lost 
interest in what your Mythos has in store for you.

TITLE
Name your theme in a way that encapsulates its 
nature and style. Write its name on your theme 
card under TITLE. For example:

• (Puss in Boots) Purrrfect Salesman
• (The Devil’s advocate) Illegal Advice
• (Changeling) Switchback Persona

CREW RELATIONSHIPS
When creating the relationships within your crew, 
you can cast the other crew members in one of the 
following scenarios, after receiving their approval:

• One of them saw something that incriminated 
you or revealed what you truly are. What was it 
and under what circumstances? If you have since 
made them your confidant, take a Help point on 
them. Otherwise, take a Hurt point on them.

• You share a secret with one of them, something 
that the other crew members don’t know. Take 
a Help point on them, but if this crewmate ever 
blows the lid on your secret, take a Hurt point on 
them too.
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• One of them makes you feel exposed. You find 
their powers, abilities, or personality invasive. 
Take a Hurt point on them.  

SUBVERSION THEME  
IMPROVEMENTS
During the game, whenever you gain an improve-
ment for this theme, you can choose one of the 
following:

  Cloak & Dagger 
When you Sneak Around with power tags from 
this theme, it’s Dynamite!

  Under The Wings Of Darkness 
When you Sneak Around with power tags from 
this theme, on a 10+, you can use your powers to 
hide or mask the actions of another character in 
the scene.

  Stalker 
When you Sneak Around with power tags from 
this theme and get a hit, you also get 1 Clue. When 
you Investigate with power tags from this theme, 
on 7-9, the MC or the target player cannot choose 
to ask you a question back.

  Oblivious 
Choose one existing NPC or PC. When you Con-
vince them or Sneak Around them using tags 
from this theme, it’s Dynamite! If that character 
dies or leaves the story, you can choose a new 
target.

  Go for the Jugular 
You have a knack for catching people off guard. If 
your powers can reasonably affect your target, you 
always have the clear shot or opening required to 
make a Hit With All You’ve Got move (you don’t 
need to make another move to get it).

A  take another person’s 
     identity
B  steal their memories
J  momentarily shift into 
    Faerie

SUBVERSION

Switchback 
Persona

“Who are my real  
parents?”

A  cold iron
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A THUNDERING REALIZATION  •  LOSS OF A LOVED ONE, VALUED POSSESSION, OR SOCIAL STANDING  •   
AN ACCIDENT  •  RISE TO GREATNESS  •  15 MINUTES OF FAME  •  ENLIGHTENMENT

DEFINING EVENT
Life throws you curveballs you can’t anticipate, 
dramatic events that shape you irrevocably. For 
better or worse, the person you used to be before 
this event either ceased to exist or was abandoned 
in favor of a new version of you, one that was 
forged in that fateful moment or period. Perhaps 
it was an accident, a crime you were involved in, a 
revelation, a chance meeting that influenced you, a 
great victory, a time of trials, etc.

The Defining Event theme focuses on the residual 
influence of a specific event or time in your char-

acter’s life. Having a Defining Event theme means 
you still define yourself through that moment or 
time in your life. If the follow-up of that event is 
just as central to your story as the memory of what 
happened and how it shaped you, you should pick 
another appropriate theme (either in addition to or 
instead of the Defining Event theme). For example, 
if you swore to do something following a tragic 
event, perhaps a Mission theme is in order; if you 
gained Mythos powers, you should represent them 
using one of the Mythos theme types.

LOGOS THEMEBOOK
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CONCEPT
Think about your character’s modern-day life, 
particularly her past. Where does she come from? 
What did she do? What time in her life influenced 
and shaped her the most?

Based on this, think about the answer to the ques-
tion below:

 ?  WHAT HAPPENED TO YOU THAT CHANGED 
YOUR LIFE FOREVER?

• When I was [age],                .
• One day,                .
• There was a time in my life when                 .

Next, flesh out your idea with some details: When 
did this happen? Who was involved? What hap-
pened in the aftermath of this life-altering event?

POWER TAG QUESTIONS
Answer the first question; then choose two more 
questions to answer. Answer each question with a 
single description no more than a few words long. 
In your answer, you should describe something that 
will be useful to your character during the game. 
Each answer becomes a power tag. Write it on your 
theme card under POWER TAGS along with the 
letter of the question.

 A  WHAT KIND OF STRONG EMOTION DID 
YOUR DEFINING EVENT LEAVE YOU WITH? 

filled with rage, a sense of unity with all life, 
driven to mete out justice, ambition

 B  WHAT PART OF YOUR OLD SELF, WHILE DEEP-
LY CHANGED, STILL SERVES YOU?

ex-celebrity, youthful curiosity, inherited for-
tune, love of the local community

 C  WHAT MUNDANE BUT USEFUL OBJECT DID 
YOU OBTAIN DURING YOUR DEFINING EVENT, 
THAT HAS BEEN WITH YOU EVER SINCE?

Helix Labs access card, a rusty sword, a picture 
of my enemy, fancy clothes

 D  WHAT AUTHORITY WAS VESTED IN YOU 
DURING YOUR DEFINING EVENT OR AFTER IT?

leader of a secret order of knights, the chosen 
one, head of a corporation, City mayor

 E  WHO DID YOU BOND OR CONNECT WITH IN 
THE AFTERMATH OF YOUR DEFINING EVENT?

media connections, a majestic eagle, a trusted 
butler, a secret sponsor, a gang of lowlifes and 
rejects 

 F  WHAT SKILL OR MUNDANE ABILITY DID YOU 
PICK UP DURING OR DUE TO YOUR DEFINING 
EVENT?

meditation, swordsmanship, light sleep, lying 
shamelessly, wilderness survival

 G  WHAT KNOWLEDGE DID YOU GAIN ACCESS 
TO THANKS TO YOUR DEFINING EVENT?

manual of medical conditions, a sacred prayer, 
the underworld, City finances 

 H  WHAT APPROACH TO LIFE DID YOU ADOPT 
FOLLOWING YOUR DEFINING EVENT?

“can’t be too safe”, humility, always prepared, 
power-hungry, survival of the fittest

 I  WHAT PHYSICAL CHANGE OR IMPROVEMENT 
STEMMED FROM YOUR DEFINING EVENT?

acute sense of smell, great reflexes, sprinter, 
fake smile 

 J  HOW DO PEOPLE TREAT YOU BECAUSE OF 
YOUR DEFINING EVENT?

secret admirer, commands reverence, fearsome, 
no one dares to refuse me  
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WEAKNESS TAG QUESTIONS
Choose one question to answer. Answer it with a 
single description no more than a few words long. 
In your answer, you should describe something 
that will impede your character’s actions during 
the game. Your answer becomes a weakness tag. 
Write it on your theme card under WEAKNESS 
TAGS along with the letter of the question.

 A  WHAT EMOTIONAL SCAR OR BAGGAGE DID 
YOUR DEFINING EVENT LEAVE YOU WITH?

emotional, craves guidance, vengeful, hollow 
inside, angry at ex-partner

 B  FOLLOWING YOUR DEFINING EVENT, WHAT 
RESPONSIBILITY OR SOCIAL BURDENS DO 
YOU HAVE TO SHOULDER?

rejected as a freak, oath of solitude, pretends 
to be a playboy, angry voters, a never-ending 
to-do list

 C  WHO OR WHAT IS HAUNTING YOU BECAUSE 
OF YOUR DEFINING EVENT?

Helix Labs investigators, agents of the rival 
faction, nightmares and flashbacks, enamored 
secretary   

 D  WHAT IS NOW BROKEN WITHIN YOU, PHYS-
ICALLY OR MENTALLY, DUE TO YOUR DEFIN-
ING EVENT?

light sensitivity, training injury, over-exhaus-
tion, asthma attack, twisted psyche

EXTRA TAGS
If you have not done so in other themebooks, you 
may choose one additional power tag question and 
one additional weakness tag question to answer. 
Write both tags on your theme card as above.

IDENTITY
Choose an Identity for this theme: an absolute 
statement that captures an attitude, motive or 
belief related to your defining event. For example:

• (Unwillingly killed loved one) “I will never for-
give myself.”

• (Mountain-top experience) “Peace within and 

without is the path to enlightenment.”
• (Big heist) “One last job, they said. Never again.” 

You can try exploring the following options:

• A world view that you adopted following your 
defining event

• Something you promised to yourself or someone 
else following your defining event

• How you perceive yourself in light of your defin-
ing event

Write your Identity on your theme card.

Acting in conflict with this statement means the 
impact of this event on your life is waning. Let 
everyone at the table know what could constitute 
acting against this Identity. 

TITLE
Name your theme in a way that encapsulates the 
event or its impact on your life. Write its name on 
your theme card under TITLE. For example:

• (Unwillingly killed loved one) Never Say His Name
• (Mountain-top experience) Path of Tranquility
• (Big heist) The Museum Job

CREW RELATIONSHIPS
When creating the relationships within your crew, 
you can cast the other crew members in one of the 
following scenarios, after receiving their approval:

• One of them was present in your defining event. 
What was their part in it? Take a Help or Hurt 
point on them or accordingly.

• One of them is trying to help you (or make you) 
get over your defining event and move on. If you 
appreciate it, take a Help point on them. If you 
resent it, take a Hurt point on them.

• In the aftermath of your defining event, one 
of them was there to help you pick up your life 
without judging or asking questions. Take a Help 
point on them. 
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DEFINING EVENT  
THEME IMPROVEMENTS
During the game, whenever you gain an improve-
ment for this theme, you can choose one of the 
following:

  Touchy Subject 
Whenever someone else mentions your defining 
event in a way that irks or offends you, you can 
choose to go into an emotional state and take an 
appropriate tier-2 status of your choice for the rest 
of the scene or until you calm down, whichever 
comes sooner. When it’s over, the MC will give you 
an ongoing tier-1 status to reflect the aftermath of 
your behavior.

  Take It To The Grave 
When other PCs get a Clue on you, or when the MC 
asks you a question to which you must reply with 
a straight answer or a solid lead, they can’t ask you 
about your defining event.

  Echoes From The Past 
Choose and answer a power tag question from 
the Training, Routine, or Defining Relationship 
themebooks that reflects something of who you 
were before, something that now re-emerges. Write 
down the answer as a new power tag on this theme.

  Over It 
Whenever the MC or another player invokes one of 
this theme’s weakness tags, you can say “I’m over 
it” and count the tag as a power tag instead. Mark 
Crack.

  Getting Good at This 
You’ve become comfortable with who you are now. 
Choose a Core Move that best reflects the way you 
use this theme’s tags. Whenever you use it with 
tags from this theme, it’s Dynamite!

A  driven to mete out justice
C  a picture of my enemy
I  fake smile

DEFINING EVENT

Never Say  
His Name

“I will never forgive 
myself.”

C  nightmares and 
    flashbacks
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A LOVE INTEREST  •  SOMEONE DEPENDENT ON YOU  •  A FAMILY MEMBER OR FRIEND  •   A TEACHER OR 
MENTOR  •  A TEAM, GANG, OR OTHER AFFILIATION  •  A PARTNER OR A SIDEKICK  •  A NEMESIS

DEFINING RELATIONSHIP
Being alive is being connected to others. Everyone 
has someone who has shaped their lives – for better 
or for worse: a parent, a friend, a lover, a mentor, 
etc. Even relationships with those who have done 
you wrong could be a part of who you are. For the 
most part, however, relationships are complicated: 
there is the good and the bad, the push and the 
pull, what you give and what you get. 

A defining relationship isn’t just any important 
relationship: it’s at the center of your life (along 
with your other themes). It makes you who you are 
or takes up a lot of your time. Perhaps you have a 
crazy lover who’s into guns and knives and always 

gets you into trouble. If you are the Rift of the 
Mythos of Lucifer, maybe you and your father have 
a complicated relationship ever since he kicked you 
out of the house. Your partner in crime could be the 
only person you trust. Or your grandchild brings 
you joy that makes life worth living.

Relationships are not restricted to individuals; 
you can have a relationship with a group. This 
can include family and social relationships as 
well as more formal affiliations. You could be the 
religious leader of an underprivileged community 
that is counting on you for strength. Maybe you 
are a member of a secret club or cult, whose other 

LOGOS THEMEBOOK
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CONCEPT
Think about your character’s modern-day life. 
Which individual or group means the world to her, 
plays a major role in her life, or has the most influ-
ence on her? With whom does she feel she belongs?

Based on this, think about the answer to the ques-
tion below:

 ?  WHO PLAYS THE BIGGEST ROLE IN YOUR 
LIFE?

• My (grand)parent / sibling / spouse / (grand)child 
/ lover / best friend / mentor or guru / neighbor / 
partner / employer / etc.

• My family / friends / social circle / community / 
company / gang / teammates / etc.

• The club / cult / association / movement / etc. I 
belong to.

Next, flesh out your idea with some details: How 
close are you to them? Do they know about your 
Mythical powers? Are they Rifts themselves? What 
does your Mythos feel about them?

POWER TAG QUESTIONS
Answer the first question; then choose two more 
questions to answer. Answer each question with a 
single description no more than a few words long. 
In your answer, you should describe something that 
will be useful to your character during the game. 
Each answer becomes a power tag. Write it on your 
theme card under POWER TAGS along with the 
letter of the question.

 A  WHY IS THIS RELATIONSHIP SO IMPORT-
ANT TO YOU? 

a cushy bank account, true love, she keeps me 
on edge, I always have a home to go to, a part-
ner in crime, a sense of belonging, a network of 
spies

 B  NAME A USEFUL QUALITY OR SKILL THEY 
HAVE AND THAT THEY CAN USE TO HELP 
YOU.

business acumen, clever boy, dirty infighting, 
love can heal anything, con artist, many hands 
make light work, secretive operation

 C  WHAT WERE YOU FORCED TO LEARN BE-
CAUSE OF THIS RELATIONSHIP?

certified accountant, better excuses, never be 
caught off guard, hide my true feelings, demoli-
tions, police procedures and how to avoid them, 
ancient languages     

 D  BEING AROUND THEM HAS MADE YOU...

wealthier than ever before, popular, suave and 
attractive, angry at the world, good team play-
er, determined, a good liar

 E  WHEN YOU CALL FOR HELP, WHO WILL AID 
YOU? (THE ANSWER CAN BE YOUR RELA-
TIONSHIP)

family ‘friends’ in high places, my best friend, 
HER, an angel in a black limo, Ari Schmidt, 
Maria the flower girl, the White Rose 

 F  WHAT GIFT, HEIRLOOM, TOOL, ETC. DID THEY 
GIVE YOU?

access to family assets, a picture of us,  
a serrated combat knife, an old compass, fake 
ID, a prayer book, a cyanide pill

 G  TO DEAL WITH THEM, YOU NEED TO BE...

my own person, daring, tougher than before, 
free of confinement, familiar with every scam in 
the book, compassionate, willing to go all the 
way 

 H  NAME AN ACTIVITY THAT YOU SHARE.

arguing, (gossiping about) high-school rumors, 
pub crawling, chessboard war, breaking & en-
tering, giving a sermon, planning machinations

 I  WHAT HELPS YOU PROTECT THEM?

members provide you with resources but demand 
results. And of course there is always the possibil-
ity that you are a part of a normal dysfunctional 
family, like so many in the City.

If the object of your defining relationship is a char-
acter who exists in the series regardless of your 
relationship, the MC has control over the charac-
ter. You can use your tags normally when they are 
relevant, e.g. to call on them, to receive help from 
them, to influence them, etc. If the object of your 
defining relationship features mostly in your char-
acter’s story, they become your secondary charac-
ter (see Secondary Characters, page 236).
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a battery of lawyers, face always hidden, I’d do 
anything for her, self-control, handheld radio, 
crimeworld connections, personality-switching 
techniques 

 J  WHERE DO YOU SPEND TIME TOGETHER?

the mansion, football field bleachers, my 
motorcycle, Museum of the Arts, Ambrosia 
nightclub, the cathedral, the private gentle-
men’s club 

WEAKNESS TAG QUESTIONS
Choose one question to answer. Answer it with a 
single description no more than a few words long. 
In your answer, you should describe something that 
will impede your character’s actions during the 
game. Your answer becomes a weakness tag. Write 
it on your theme card under WEAKNESS TAGS 
along with the letter of the question.

 A  HOW CAN THEY BE HURT OR IMPEDED?

financial trouble, cutting insults, always gets 
into trouble, sickly old man, forgets to watch 
his back, easily tempted, brought to light

 B  WHAT NEGATIVE EFFECT DO THEY HAVE ON 
YOU?

“the old wo/man will find out”, freezes when 
sees Kaito, something to prove, haunted by 
shame, taking too many risks, vengeful towards 
those who hurt the community, always being 
watched

 C  WHO OR WHAT ELSE IS VYING FOR THEIR 
ATTENTION OR TIME?

my successful brother-in-law, the most beauti-
ful girl in school, her ex, Gabriel, drinking prob-
lems, everyday preoccupations, federal agents    

 D  UNDER WHAT CIRCUMSTANCES WOULD THEY 
BE UNABLE TO HELP YOU?

a disgrace to the family, “You’re a freak!”, lost 
interest, fallen angel, running from the police, 
fear of being excommunicated, suspected of 
treason

EXTRA TAGS
If you have not done so in other themebooks, you 
may choose one additional power tag question and 
one additional weakness tag question to answer. 
Write both tags on your theme card as above. 

IDENTITY
Choose an Identity for this theme: an absolute 
statement that captures an attitude, motive or 
belief related to your defining Relationship. For 
example:

• (Crazy lover) “Nothing will ever stand in the way 
of our love!”

• (Partner in crime) “This will never work without 
Izzy. ”

• (Congregation) “I won’t let my flock be mistreat-
ed or misled.”

You can try exploring the following options:

• A statement about what you would sacrifice for 
the object of your defining relationship

• A belief about how much you need the object of 
your defining relationship

• A wish you have for that person or group

Write your Identity on your theme card.

Acting in conflict with this statement means you 
are losing interest in your relationship or that the 
other party is. Let everyone at the table know what 
could constitute acting against this Identity.

TITLE
Name your theme in a way that encapsulates your 
relationship and its place in your life. Write its name 
on your theme card under TITLE. For example:

• (Crazy lover) My Naughty Girlfriend
• (Partner in crime) Izzy Malone, Easy Money
• (Congregation) Deliver Us From Evil

CREW RELATIONSHIPS
When creating the relationships within your crew, 
you can cast the other crew members in one of the 
following scenarios, after receiving their approval:
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• One of them has openly or subtly challenged 
your relationship, trying to influence either you, 
the other party, or both to end it. Why? What do 
they get out of it? Take a Hurt point on them.

• One of them once helped you save your relation-
ship or the object of your relationship. What were 
the circumstances? How did they help? Take a 
Help point on them.

• One of them is your ex (former lover, partner, 
mentor, employer, etc.) or otherwise preceded 
your current relationship (biological parent, mem-
ber of a group you were previously affiliated with). 
Ask them whether they give their blessing to your 
new relationship. If they do, take a Help point on 
them. If they don’t, take a Hurt point on them.

DEFINING RELATIONSHIP 
THEME IMPROVEMENTS
During the game, whenever you gain an improve-
ment for this theme, you can choose one of the 
following:

  Forever 
When you have downtime and you choose to give this 
theme attention, you can choose to remove one Crack 
from this theme instead of receiving Attention. 

  Protect At All Costs 
When you get a hit on Face Danger, you can al-
ways choose to extend the outcome to the object of 
your defining relationship (in addition to yourself), 
if it even remotely makes sense.

  Shared Experiences 
Choose a power tag question from the Defining 
Event or Personality themebooks that reflects a 
transformation you went through because of your 
relationship and answer it. Write down the answer 
as a new power tag on this theme.

  Back-to-Back 
Once per session, when you make a move with the 
object of your defining relationship at your side, 
you can trade a miss result for a 7-9.

  Who’s the Boss 
Choose two Core Moves that best reflect your atti-
tude towards the object of your defining relation-
ship. When you make those moves against them, 
they’re Dynamite!

A  a sense of belonging
H  giving a sermon
J  the cathedral

DEFINING RELATIONSHIP

Deliver Us 
From Evil

“I won’t let my flock be 
mistreated or misled.”

D  fear of being ex
    communicated
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PHILANTHROPY OR GOOD-DOING  •  REVENGE  •  A SWORN OATH OR AN UNBREAKABLE PROMISE  •   
A JOB THAT MUST GET DONE  •  AN ACT OF CONSCIENCE  •  A SOCIAL OR POLITICAL CAUSE  •   
A PERSONAL GOAL  •  AN ONGOING SEARCH  •  AN OBSESSION

MISSION
It’s one thing to believe something should be 
done; it’s quite another to try and make it happen. 
Passion, necessity, hatred, and even destiny could 
all be the motives for which you have decided to 
undertake a great task. It may be a social or moral 
duty that you feel must actively be pursued, such 
as fighting crime or poverty. It could be a personal 
matter, such as the search for something stolen 
from you or a vendetta against someone who hurt 
you. It could even be a challenge you decided to take 
on. You could be pursuing this goal for your own 
benefit, for someone else’s sake, for your neighbor-
hood, for the City, or even for all of humanity.

Despite being a Logos theme, your Mission is not 
limited to the ordinary aspect of your life. You 
are a Rift, and within you the legendary becomes 
ordinary and vice versa. Maybe the Evil Queen poi-
soned your mother and you seek a cure; perhaps 
you vowed to bring down the Rift of Hades; or, as 
part of your Mythos as Anansi the Spider, you must 
capture the proverbial python, leopard, and hor-
nets. The tags you gain from this theme can still 
only be of a mundane and ordinary nature as they 
are not Mythos powers; they are aspects gained 
through the pursuit of your mission.

LOGOS THEMEBOOK

GAINING ATTENTION
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CONCEPT
Think about your character’s modern-day life. 
What goal is she always thinking about? What has 
she dedicated her life to?

Based on this, think about the answer to the ques-
tion below:

 ?  WHAT IS YOUR GOAL?

• I must / I swore to                 .
• Following                , I decided I will never stop 

                .
• This City needs                 .

Next, flesh out your idea with some details: When 
and under what circumstances did you decide to 
undertake your mission? Who else is involved? Who 
gave you the mission? Who is the mission for?

POWER TAG QUESTIONS
Answer the first question; then choose two more 
questions to answer. Answer each question with a 
single description no more than a few words long. 
In your answer, you should describe something 
that will be useful to your character during the 
game. Each answer becomes a power tag. Write it 
on your theme card under POWER TAGS along with 
the letter of the question.

 A  WHAT DO YOU NEED MOST IN ORDER TO 
CARRY OUT YOUR MISSION? 

brawl, seasoned negotiator, tracking, map of 
the subway system, sawed-off shotgun

 B  WHAT WERE YOU FORCED TO LEARN WHILE 
ON YOUR MISSION?

dodge, throw a punch, bypass electric locks, 
quick reload, Arthur’s tactics

 C  WHO IS HELPING YOU ON YOUR MISSION?

contacts in every neighborhood, an unknown 
informer, a beautiful cartographer, gang of 
petty crooks     

 D  WHAT KNOWLEDGE DO YOU HAVE ABOUT 
THE TARGET OR GOAL OF YOUR MISSION?

Anatoly’s underground operation, urban tales 
and legends, social welfare, common passwords

 E  WHAT SORT OF TACTICS OR METHODS DO 
YOU EMPLOY TO REACH YOUR GOAL?

snooping around, disguise, interrogation, lies 
lies lies, all out attack, “an eye for an eye”, 
smoke ‘em out

 F  PURSUING YOUR MISSION HAS MADE YOU...

athletic, a widely supported public figure, alert, 
lots of money, aware of every tiny movement 
around me, passionate about art

 G  WHAT IS THE ROOT OF YOUR COMMITMENT 
TO THE TASK AT HAND?

faith in the church, good citizen, sheer determi-
nation, I hate my boss, true love

 H  WHAT USEFUL POSITION OR STATUS DID YOU 
HAVE TO EARN FOR THE MISSION TO SUC-
CEED?

street cred, owner of local pawnshop, rooftop 
vantage point, working as the Queen’s cleaning 
lady, warmonger

 I  WHAT DO YOU HAVE THAT MIGHT HELP YOU 
WITH YOUR MISSION?

safe house, a key to the lost chest, the recipe 
to an amazing sandwich, a red sports car, the 
mayor’s phone number

 J  WHAT PART OF YOUR PLAN TO REALIZE 
YOUR GOAL HAVE YOU HONED THE MOST?

ready for the kill, puzzle cracker, getaway car,  
a wooden stake, police connections 
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WEAKNESS TAG QUESTIONS
Choose one question to answer. Answer it with a 
single description no more than a few words long. 
In your answer, you should describe something 
that will impede your character’s actions during 
the game. Your answer becomes a weakness tag. 
Write it on your theme card under WEAKNESS 
TAGS along with the letter of the question.

 A  WHAT ARE THE SIDE EFFECTS OR BURDENS 
OF PURSUING THE MISSION?

known vigilante, nervous, impossible schedule, 
domestic problems, a cureless disease, con-
sumed by hatred, fugitive

 B  WHAT ARE THE WEAK POINTS OR WILD-
CARDS IN YOUR PLAN?

unreliable allies, they know I’m coming, little 
brother, Arthur’s cunning, the Queen’s mirror

 C  WHICH APPROACH OR PSYCHOLOGICAL 
DISPOSITION WILL GET IN THE WAY OF YOUR 
ENDEAVORS?

too eager, bouts of despair, cocky, “money is 
not an object”, gullible    

 D  WHY HAVE YOU NOT SUCCEEDED SO FAR?

overpowering competition, the status-quo, 
Morgana, “I don’t know where to start”, can’t 
do this alone

EXTRA TAGS
If you have not done so in other themebooks, you 
may choose one additional power tag question and 
one additional weakness tag question to answer. 
Write both tags on your theme card as above. 

IDENTITY
Choose an Identity for this theme: an absolute 
statement that captures an attitude, motive or 
belief related to your mission. For example:

• (Philanthropist) “The citizens of this city deserve 
better than this!”

• (Vendetta) “She’ll pay for what she did to my 
family.”

• (Aspirations) “Get rich or die trying.”

You can try exploring the following options:

• A strong conviction that drives you forward on 
your mission

• The reason for which you undertook the mission
• Hatred or disdain to anyone or anything who 

might stand in your way

Write your Identity on your theme card.

Acting in conflict with this statement means you 
are losing interest in your mission or losing the 
drive to continue. Let everyone at the table know 
what could constitute acting against this Identity.

TITLE
Name your theme in a way that encapsulates your 
goal or what it says about you. Write its name on 
your theme card under TITLE. For example:

• (Philanthropist) Heart of Gold
• (Vendetta) Lilith Must Die
• (Aspirations) Hungry For More

CREW RELATIONSHIPS
When creating the relationships within your crew, 
you can cast the other crew members in one of the 
following scenarios, after receiving their approval:

• One of them is of great importance to your cause. 
If they play an instrumental role in your plans to 
achieve your goal, take a Help point on them. If 
they are a potential threat to your cause, take a 
Hurt point on them.

• One of them has aided you in your efforts and 
earned your earnest gratitude and respect. Take a 
Help point on them.

• One of them thinks your mission is doomed to 
fail or must never be allowed to succeed (they 
don’t have to tell you which). Ask them if they 
show it or hide it. If they show it, take a Hurt 
point on them. If they hide it, take a Help point 
on them.
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MISSION THEME IMPROVEMENTS
During the game, whenever you gain an improve-
ment for this theme, you can choose one of the 
following:

  Gung Ho 
Tell everyone at the table what is the next objec-
tive or milestone on your mission. You take a  
gung-ho-1 status which applies to all actions 
you take to achieve that objective. If this status 
is removed, you regain it on your next Montage 
(Downtime) move. When you complete the objec-
tive, remove the status and mark Crack. You can 
then announce a new objective or milestone. You 
can only have one Gung Ho objective and status at 
a time.

  Follow me! 
When you try to Convince someone to join your 
cause, it’s Dynamite!

  Can’t Be Too Ready 
Choose a power tag question from the Training or 
Possessions themebooks that reflects something 
you acquired in order to complete your mission 
and answer it. Write down the answer as a new 
power tag on this theme.

  When Hell Freezes Over 
When you sacrifice something you truly want in 
order to abide by your Mission’s Identity, you not 
only mark Attention on the theme (as usual) but 
also remove one crack from it, if any.

  Getting Good At This 
Choose a Core Move that best represents your 
most common course of action on your mission. 
Whenever you use it with tags from this theme, it’s 
Dynamite!

A  map of the subway system
D  urban tales and legends
J  police connections

MISSION

Lilith  
Must Die

“She’ll pay for what  
she did to my family.”

D  can’t do this alone
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CHARACTER TRAITS AND QUIRKS  •  TEMPERAMENT  •  PERSONAL STYLE  •  HABITS  •   
SOCIAL SKILLS  •  LIFESTYLE  •  ATTITUDE  •  AN ONGOING ACT  •  MENTAL STABILITY OR LACK THEREOF

PERSONALITY
There is more to life than the things taking place 
around you. Who you are, how you experience 
things, and what goes on in your mind and heart 
can have a far greater impact on your life than any 
other single detail in it. Your personality can save 
you even when you have nothing else to show for, 
or it could be your undoing.

Perhaps you are a persevering, salt-of-the-earth 
reporter, who stays positive and carries on expos-
ing the truth despite pressing finances and threats 

LOGOS THEMEBOOK

from upstairs. Maybe you’re a deranged professor 
whose inventive mind cracked under a barrage 
of incredible scientific insights. You could be a 
smooth talking charmer who slyly talks his way 
up the social ladder or a teenager too shy to allow 
herself to be seen.
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 D  WHEN YOU WANT, YOU CAN ALSO COME 
ACROSS AS...

threatening, seductive, authoritative, intelli-
gent, pitiful, appear as a professional, danger-
ous

 E  WHAT SPECIAL SKILL OR STATUS DID YOU 
PURSUE BECAUSE OF YOUR PERSONALITY?

celebrity, sowing rumors, DIY repairs, perfect 
pitch, devise a deranged plan, press pass, no 
criminal record 

 F  WHAT ASPECT OF YOUR PERSONALITY KEEPS 
YOU SAFE OR HELPS YOU RESIST INFLUENCE?

incorruptible, emotionally impervious, common 
sense, free thinker, cautious, talk my way out 
of anything, “You wouldn’t hurt a child, would 
you?”

 G  WHAT QUALITY OR ITEM BEST EXPRESSES 
YOUR PERSONAL STYLE OR ENHANCES IT?

cornfed, jewelry baby!, underarm holster, fash-
ionable carry-all bag, lab coat, designer suits, 
hidden kitchen cleaver  

 H  WHAT USEFUL HABIT OR ROUTINE HAVE YOU 
CULTIVATED THANKS TO YOUR PERSONALITY?

pick-up lines, sniff out a social disaster, light 
sleeper, all the dance moves, stink bombs for-
mula, sales pitch, people-watching

 I  WHAT TYPICALLY INTERESTS YOU?

city current affairs, shopping, reported conspir-
acies, city nightlife, recent scientific break-
throughs, local big players, psychology

 J  HOW DO YOU STRIVE TO IMPROVE YOUR-
SELF?

push myself, be kind to others, lead from the 
front, I'll try anything once, try to appear sane, 
get rich quick schemes

CONCEPT
Think about your character’s modern-day life. How 
does she behave? What kind of personality traits 
does she display? Is she playing a role for the world 
to see? What does she think or feel about herself?

Based on this, think about the answer to the ques-
tion below:

 ?  WHAT ARE YOU LIKE?

• I am often                 .
• I want others to                 .
• Other people find me                 .
• I think / feel that, as far as people go, I am  

                .

Next, flesh out your idea with some details: How 
does your personality affect others around you? 
What made you develop this personality (life 
events, parenting, genetics, choice)?

POWER TAG QUESTIONS
Answer the first question; then choose two more 
questions to answer. Answer each question with a 
single description no more than a few words long. 
In your answer, you should describe something that 
will be useful to your character during the game. 
Each answer becomes a power tag. Write it on your 
theme card under POWER TAGS along with the 
letter of the question.

 A  WHAT LIES AT THE CORE OF YOUR  
PERSONALITY? 

Truly wants to do good, tough as nails, 
self-reliant, my own type of eccentric, limit-
less creativity, opportunist, I wish I could just 
disappear

 B  WHAT IS THE FIRST THING PEOPLE NOTICE 
ABOUT YOU?

handsome, glamorous, rugged, hipster look, 
bottle-bottom glasses, people see what they 
want to see, easily overlooked

 C  WHAT INTERPERSONAL SKILLS DO YOU HAVE 
THANKS TO YOUR PERSONALITY?

charming, bullshit detector, good judge of char-
acter, sarcastic remarks, creep people out, talk 
anyone into anything, never spills the beans    
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WEAKNESS TAG QUESTIONS
Choose one question to answer. Answer it with a 
single description no more than a few words long. 
In your answer, you should describe something that 
will impede your character’s actions during the 
game. Your answer becomes a weakness tag. Write 
it on your theme card under WEAKNESS TAGS 
along with the letter of the question.

 A  WHAT HAPPENS WHEN YOU LET YOURSELF 
GO TOO FAR?

clingy attention seeker, bitter, distrustful, 
tries too hard, overexcited and unintelligible, 
self-promoting, people think I’m a freak

 B  WHAT SORT OF PEOPLE OR CONDITIONS 
MAKE YOUR PERSONALITY LESS EFFECTIVE?

hostile crowd, hyenas in evening gowns, soft 
spot for children, wasted on the common peo-
ple, psychiatric drugs, bad angle, small spaces

 C  WHAT ASPECTS OF YOUR APPEARANCE, 
STYLE, OR PHYSIQUE CAN GET IN THE WAY?

memorable face, sore joints, harsh frown, tan-
gled headphones cable, unkempt mass of hair, 
poor man’s shoes, delicate    

 D  WHAT HAPPENS WHEN YOU ARE PUSHED TO 
THE CORNER?

fit of rage, mental breakdown, petrified, drama 
queen, analysis paralysis, speechless, trauma 
re-enactment

EXTRA TAGS
If you have not done so in other themebooks, you 
may choose one additional power tag question and 
one additional weakness tag question to answer. 
Write both tags on your theme card as above.

IDENTITY
Choose an Identity for this theme: an absolute 
statement that captures an attitude, motive or 
belief related to your personality. For example:

• (Deranged professor) “Sorry the professor is not 
in right now. Can I take a message?”

• (Manipulator) “If you want to get ahead, always 
say what they want to hear.”

• (Quiet and discreet) “I’m not here!

You can try exploring the following options:

• A typical quote that encapsulates your personal-
ity

• How you would like others to see you or treat you
• What you think about yourself

Write your Identity on your theme card.

Acting in conflict with this statement means your 
personality is changing and that you do not rely 
on the same attitude as before. Let everyone at the 
table know what could constitute acting against 
this Identity.

TITLE
Name your theme in a way that encapsulates your 
personality and style. Write its name on your theme 
card under TITLE. For example:

• (Deranged professor) A Few Sandwiches Short Of 
A Picnic

• (Manipulator) Smooth Operator
• (Quiet and discreet) Wallflower

CREW RELATIONSHIPS
When creating the relationships within your crew, 
you can cast the other crew members in one of the 
following scenarios, after receiving their approval:

• One of them dislikes something about your be-
havior and is repeatedly making comments about 
it or trying to get you to change. Ask them what 
do they dislike and what would it take for them 
to be happy with you. Whatever they say, take a 
Hurt point on them.

• One of them accepts you the way you are, maybe 
even likes your personality. Take a Help point on 
them.

• The personality of one of them seems to be the 
exact opposite of yours (even if they don’t have 
a theme for it). If it makes it easier for your per-
sonality to shine or for you to be yourself, take a 
Help point on them. If it comes into conflict with 
your personality, take a Hurt point on them.
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PERSONALITY 
THEME IMPROVEMENTS
During the game, whenever you gain an improve-
ment for this theme, you can choose one of the 
following:

  This Is My Moment 
Once per session, you can impose +1 tier when you 
Convince or get +1 Juice when you Change the 
Game using tags from this theme.

  It’s Showtime 
Choose a single power tag from this theme. When 
you burn it for a hit, you get an automatic result of 
9 (instead of 7) and a Power of 3, for a total un-
modified score of 12. Statuses apply to both your 
automatic result and your Power, as usual.

  Reinvent Myself 
When you replace this theme, you can choose to 
take a new Personality theme instead of a Mythos 
theme. As usual, you lose all your improvements, 
including this one, and gain Build-Up points 
instead. Your new personality must be entirely 
different than the theme you discarded. 

  Why I Do This 
Choose and answer a power tag question from the 
Defining Relationship, Possessions, or Routine 
themebooks that reflects the company you keep, 
the things you own, or the things you do regularly 
because of your personality. Write down the answer 
as a new power tag on this theme.

  Getting Good At This 
Choose a Core Move that best represents your per-
sonality. Whenever you use it with tags from this 
theme, it’s Dynamite!

A  opportunist
C  talk anyone into anything
E  press pass

PERSONALITY

Smooth  
Operator

“If you want to get ahead, always 

say what they want to hear.”

C  poor man’s shoes
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GUNS, LOTS OF GUNS  •  AN OUTFITTED VEHICLE  •  A TOOL SET   •  CASH, SAVINGS, OR ASSETS  •   
A HOARD  •  USEFUL PERSONAL EFFECTS  •  STANDARD ISSUE OR CUSTOM GEAR  •  TRINKETS

POSSESSIONS
The world is full of useful stuff: things that make 
your life easier, that do your job for you, or that can 
make other people do as you say. The right tools 
can speed things up, and sometimes you can’t get 
the job done without them at all. Weapons can be 
used for self-defense, intimidation, tackling oppo-
sition, or just mindless violence. Vehicles help you 
get around. Worldly possessions keep you happy 
and flush.

Possessions may or may not have a purpose. When 
you keep or carry certain equipment, expecting 

you’ll need it, it is most likely connected to your ac-
tivities. Conversely, you may be hoarding things just 
for the sake of owning them or for no reason at all.

Note that this theme represents only mundane 
possessions; if there’s anything legendary, super-
natural, technologically advanced, or even mys-
terious about your possessions, such as Dr. Fran-
kenstein’s lab equipment, you should use the Relic 
theme.

LOGOS THEMEBOOK
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CONCEPT
Think about your character’s modern-day life. 
What does she normally carry around on her per-
son? What interesting items does she keep in her 
purse, in a locked desk drawer, or a compartment 
hidden under the rug? What does she own?

Based on this, think about the answer to the ques-
tion below:

 ?  WHAT DO I KEEP OR CARRY IN MY  
POSSESSION?

• It’s all about one item: the                 .
• Gear or equipment that helps me with                 .
• A collection of                 .
• My entire estate.

Next, flesh out your idea with some details: When 
and how did you acquire these possessions? What did 
it cost you? Where can you get more, if you had to?

POWER TAG QUESTIONS
Answer the first question; then choose two more 
questions to answer. Answer each question with a 
single description no more than a few words long. 
In your answer, you should describe something that 
will be useful to your character during the game. 
Each answer becomes a power tag. Write it on your 
theme card under POWER TAGS along with the 
letter of the question.

 A  WHAT IS THE MOST IMPORTANT THING IN 
YOUR POSSESSION? 

a magnifying glass, a pair of old revolvers, 
safe-cracking tools, a world-renowned paint-
ing, my multi-billion dollar company, a ware-
house full of junk, a necklace that belonged to 
my mother

 B  HOW WOULD YOU DESCRIBE YOUR POSSES-
SIONS IN GENERAL?

an arsenal of medieval weapons, a pawn shop 
full of wonders, Burke Industries Inc., a farm at 
the edge of the city

 C  WHAT OTHER IMPORTANT ITEM IS IN YOUR 
POSSESSION?

a police badge, a shotgun, black catsuit, a gold-

en ring, a luxurious yacht, hobo rags, a picture 
of the man who killed my mother   

 D  WHAT COMPONENT OR ATTACHMENT ADD-
ED TO ONE OF YOUR ITEMS CAN CHANGE OR 
IMPROVE ITS FUNCTION?

magnifying glass c fingerprint kit, a pair of old 
revolvers c hollow point rounds, a shotgun c 
cable-gun extension, cherry red 66’ Chevy c 
liquid nitrogen tank, a luxurious yacht c heli-
pad and helicopter, a sniper rifle c telescopic 
sight

 E  WHAT KIND OF STUNTS OR MOVES DO YOU 
TYPICALLY DO WITH YOUR POSSESSIONS?

gunslinging stunts, quick draw, pick a lock, 
sales pitch, throw money at the problem, hostile 
takeover, find a needle in a haystack, threaten-
ing monologue 

 F  WHAT HELPS YOU CONCEAL YOUR POSSES-
SIONS OR THE FACT YOU ARE USING THEM?

concealed holster, unregistered warehouse, no 
license plate, sound suppressor, fake paperwork

 G  WHAT KEEPS YOUR POSSESSIONS SAFE?

thick steel chain, alarm system, private securi-
ty, inventory list, pickpocket alertness, Growlie  

 H  HOW DO YOU HANDLE, FIX, OR TAKE CARE 
OF YOUR POSSESSIONS?

firearms workshop, jeweler, animal husbandry, 
DIY guru, repair kit

 I  WHAT USEFUL QUALITY DO YOUR POSSES-
SIONS HAVE?

adjusted sights, robust, fastest bike in town, 
good traction, refreshing, one of a kind 

 J  WHAT ITEM COMPLETES A SET WITH YOUR 
OTHER POWER TAGS?

magnifying glass, police badge c standard 
issue pistol, safe-cracking tools, black catsuit c 
glass cutter, yacht, helicopter c sports car
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WEAKNESS TAG QUESTIONS
Choose one question to answer. Answer it with a 
single description no more than a few words long. 
In your answer, you should describe something that 
will impede your character’s actions during the 
game. Your answer becomes a weakness tag. Write 
it on your theme card under WEAKNESS TAGS 
along with the letter of the question.

 A  WHAT TECHNICAL OR PRACTICAL FLAW DO 
YOUR ITEMS OR POSSESSIONS HAVE?

chipped away, slippery grip, guzzler, expensive 
to use, loud, older model, weapon jam, ugly as 
hell, short-range

 B  WHAT BAD HABITS OR TRAITS RELATED TO 
YOUR POSSESSIONS DO YOU DISPLAY?

possessive, big spender, too reliant on gear, 
reclusive nutjob, constantly fidgeting with 
equipment

 C  WHAT CONDITIONS COULD RENDER YOUR 
POSSESSIONS LESS EFFECTIVE?

rusty, dirt in the mechanism, useless in crowded 
places, can’t read in the dark, need a quiet 
space    

 D  WHO OR WHAT CAN PREVENT YOU FROM 
PUTTING YOUR POSSESSIONS TO USE?

sentimental value, never strike an unarmed 
foe, concerned board of directors, police in hot 
pursuit, running out of ammo

EXTRA TAGS
If you have not done so in other themebooks, you 
may choose one additional power tag question and 
one additional weakness tag question to answer. 
Write both tags on your theme card as above. 

IDENTITY
Choose an Identity for this theme: an absolute 
statement that captures an attitude, motive or be-
lief related to your possessions. For example:

• (Surveillance gear) “This government is going 
down.”

• (Pawn shop) “Everyone deserves a second 
chance.”

• (Getaway car) “They’ll never catch me!”

You can try exploring the following options:

• What these specific possessions mean to you
• A general belief about possessions, wealth,  

gear, etc.
• What you intend to do with your possessions

Write your Identity on your theme card.

Acting in conflict with this statement means you 
are losing interest in your possessions or losing the 
drive to use them. Let everyone at the table know 
what could constitute acting against this Identity. 

TITLE
Name your theme in a way that encapsulates your 
possessions or what they mean for you. Write its 
name on your theme card under TITLE. For exam-
ple:

• (Surveillance gear) Stevo’s Conspiracy-Busting 
Van

• (Pawn shop) Second Chance Pawnbrokers
• (Getaway car) Red Hot

CREW RELATIONSHIPS
When creating the relationships within your crew, 
you can cast the other crew members in one of the 
following scenarios, after receiving their approval:

• One of them admires what you have (and may-
be secretly desires it, too). Take a Help point on 
them.

• One of them thinks THEY should be in posses-
sion of your things. Ask them why. Whatever they 
answer, take a Hurt point on them.

• When you acquired your possessions, one of 
them was involved. If they helped you or even 
gave you your possessions, take a Help point on 
them. If they got in your way or tried to take your 
possessions, take a Hurt point on them.
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POSSESSIONS THEME  
IMPROVEMENTS
During the game, whenever you gain an improve-
ment for this theme, you can choose one of the 
following:

  Found it! 
Once per session, create a temporary tag that de-
scribes an item.

  It’s The Gift That Keeps On Giving 
Whenever you have an ongoing tag that you creat-
ed which describes an item, you can make it into a 
permanent power tag (of this theme). If you already 
have a permanent power tag created by this move, 
you must discard it to use this move again. You can 
discard the permanent power tag whenever you 
wish. 

  Tools Of The Trade 
Choose a power tag question from the Training or 
Routine themebooks that reflects skills or benefits 
associated with your possessions, and answer it. 
Write down the answer as a new power tag on this 
theme.

  Quartermaster 
Once per scene, you can let another player use a 
power tag from this theme, provided that tag de-
scribes an item or thing that can be given, and that 
you can reasonably give it to them (or could have 
previously given it to them). You do not need to 
make the Change The Game move to do so.

  Quality Matters 
One of your items or possessions is a real gem, per-
fect for what it was made for. Choose one tag from 
this theme. It must describe an item or possession. 
Any Core Move you make using this tag is Dynamite!

A  a van packed with 
    surveillance gear
E  find a needle in 
    a haystack
F  no license plate

POSSESSIONS

Stevo’s Conspiracy 
-Busting Van

“This government  
is going down.”

D  police in hot pursuit
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A JOB OR OCCUPATION  •  A POLITICAL POSITION  •  A ROLE IN AN ORGANIZATION  •   
RESPONSIBILITY OVER SOMEONE’S CARE  •  A TIME-CONSUMING HOBBY  •  DAILY SURVIVAL  •   
BUMMING AROUND  •  SCHOOL  •  CRIMINAL ACTIVITY

ROUTINE
Beyond all the other things that push you here and 
there in life, there is always one thing that you 
come back to: your routine. It’s what you actually 
do with your time, what most of your waking hours 
are dedicated to. Many of the City’s adult residents 
spend most of their time carrying out their jobs. 
Perhaps you are a lawyer, a nurse, or a window 
cleaner. Others spend their time caring for family, 
friends, or property; attending kindergarten, school 
or college; indulging in a life of pleasures and 

debauchery; or simply wandering about the City 
streets, people-watching, junk-hunting, or for no 
good reason.

LOGOS THEMEBOOK
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CONCEPT
Think about your character’s modern-day life. 
What is her daily routine? How does she spend 
her time? When she wakes up in the morning (or 
whenever), what kind of day is waiting for her? 
What kind of night?

Based on this, think about the answer to the ques-
tion below:

 ?  WHAT ROUTINE ACTIVITY TAKES UP MOST 
OF YOUR TIME?

• I work as                 .
• I take care of                 .
• I spend time                 .

Next, flesh out your idea with some details: How 
long have you been doing this? Why do you do it? 
What is your daily routine? What do you like or 
dislike about it?

POWER TAG QUESTIONS
Answer the first question; then choose two more 
questions to answer. Answer each question with a 
single description no more than a few words long. 
In your answer, you should describe something that 
will be useful to your character during the game. 
Each answer becomes a power tag. Write it on your 
theme card under POWER TAGS along with the 
letter of the question.

 A  WHAT DO YOU DO WITH YOUR TIME? 

city official, archaeologist, police officer, office 
building caretaker, hobo, burger flipper, single 
dad, corporate board member

 B  WHAT PRIVILEGES COME WITH THE TERRI-
TORY OF WHAT YOU DO?

city waterways access, popular antiques mer-
chant, the badge, union membership, nobody 
bothers me, employee rights, a quiet night, 
company resources

 C  WHAT SORT OF TOOLS DO YOU USE?

emergency services radio, forgery kit, standard 
issue pistol, a mop, shopping cart full of junk, 
McYummy uniform, diaper bag, a tailor-made 
suit     

 D  WHO USUALLY HELPS YOU?

my boss, business connections, previous field 
training officer, pest control, the pigeons, the 
new guy, Sam – my eldest daughter, this week’s 
personal assistant

 E  WHAT DID YOU LEARN ON YOUR DAILY AC-
TIVITIES?

knows every street, general history, the City’s 
organized crime, logistics, junk can tell stories, 
health & safety regulations, daytime television 
shows, outsmart the competition 

 F  WHAT SPECIFIC ACTIVITY DO YOU ENGAGE 
IN AS PART OF YOUR MAIN OCCUPATION?

plumbing, smuggling, asking questions, 
befriending hotshots, mad street preaching, 
cooking, schedule coordination, evaluating risk

 G  WHAT TRICK HAVE YOU PICKED UP DOING 
WHAT YOU DO?

understands how water moves, disable security 
systems, get out of handcuffs, remove blood 
stains, hide in the dumpster, juggling, who 
needs sleep anyway, embezzling 

 H  WHAT QUALITY DO YOU NOW POSSESS BE-
CAUSE OF YOUR ROUTINE?

hold my breath, haggler, drilled in field tactics, 
looks harmless, eidetic memory, can hold my 
own under stress, calm in the storm, elegance

 I  WHERE DO YOU CARRY OUT YOUR ROUTINE, 
OR WHERE DO YOU GO TO ESCAPE IT?

secret underwater hideout, the antiques shop, 
Mickey’s bar, lord of the cafeteria (after hours),  
I own the streets, my tiny apartment, smoke on 
the porch, luxurious office 

 J  WHAT BRINGS YOU TO THE SAME PLACE EV-
ERY DAY?

hard-working man, a passion for the past, 
commitment to the job, the mailman, endless 
curiosity, dreams of being an actress, love for 
my family, the thrill of winning
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WEAKNESS TAG QUESTIONS
Choose one question to answer. Answer it with a 
single description no more than a few words long. 
In your answer, you should describe something that 
will impede your character’s actions during the 
game. Your answer becomes a weakness tag. Write 
it on your theme card under WEAKNESS TAGS 
along with the letter of the question.

 A  AT THE END OF YOUR DAY, WHAT ARE YOU 
LEFT WITH?

wet and smelly, black market heat, a pain be-
hind the eyes, all alone, the voices in my head, 
sorely underpaid, cranky kids who won’t go to 
bed, pangs of remorse

 B  WHAT ARE THE MUNDANE LIMITS OR DOWN-
SIDES OF YOUR ROUTINE?

“You have no authority here!”, small-time 
operation, standard issue gear, “It’s only the 
janitor”, so hungry, risk of being fired, can’t 
always be there, dog-eat-dog

 C  WHO OR WHAT CAN INTERFERE WITH YOUR 
ROUTINE?

waterworks crisis, City customs, “Calling all 
units…”, irritable building manager, another 
downpour, unmanageable workload, kids fight, 
the Chairwoman   

 D  WHAT HAPPENS WHEN YOU ARE THROWN 
OUT OF YOUR ROUTINE?

like a fish out of water, overcompensating, must 
follow procedure, old geezer, socially inept, too 
afraid to go big, no idea what I want, hates to 
compromise 

EXTRA TAGS
If you have not done so in other themebooks, you 
may choose one additional power tag question and 
one additional weakness tag question to answer. 
Write both tags on your theme card as above.

IDENTITY
Choose an Identity for this theme: an absolute 
statement that captures an attitude, motive or 
belief related to your routine. For example:

• (Police officer) “I can’t risk it. Just a few more 
years to retirement.”

• (Crazy homeless hobo) “Doomsday is upon us!”
• (Corporate board member) “The good of the com-

pany comes first.”

You can try exploring the following options:

• How you feel about your routine
• Why you hold on to your routine
• What you need to believe to carry out your  

routine

Write your Identity on your theme card.

Acting in conflict with this statement means you 
are losing interest in your routine or feeling the 
need for a change. Let everyone at the table know 
what could constitute acting against this Identity.

TITLE
Name your theme in a way that encapsulates your 
everyday routine. Write its name on your theme 
card under TITLE. For example:

• (Police officer) Beat Nights
• (Crazy homeless hobo) Manic Street Preacher
• (Corporate board member) Corporate Shark

CREW RELATIONSHIPS
When creating the relationships within your crew, 
you can cast the other crew members in one of the 
following scenarios, after receiving their approval:

• One of them is a regular part of your routine. If 
your routine is to promote them, care for them, 
or help them, or if they help you with your rou-
tine, take a Help point on them. If your routine is 
to work against them or they might interfere with 
your routine, take a Hurt point on them.

• You think one of them has a penchant for may-
hem or drama and could destabilize your routine 
if you let them. Take a Hurt point on them.

• One of them views your routine as rather prosaic, 
mundane, or repetitive. Ask them whether they 
look down on it or they admire your for it. If they 
look down on it, take a Hurt point on them. If 
they admire you for it, take a Help point on them.
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ROUTINE THEME  
IMPROVEMENTS
During the game, whenever you gain an improve-
ment for this theme, you can choose one of the 
following:

  Incidental Shuteye 
When you have some downtime, if you do not 
choose to recover all your burnt tags, you still 
recover one burnt tag.

  All In A Day’s Work 
Once per scene, if you are in the middle of your 
routine and you make a Core Move as part of your 
routine, you can choose to make it Dynamite!

  Good Memory 
Every session, you can choose to get up to three 
Clues on a location or person within the domain 
of your routine. The first Clue is free. When you 
take the second Clue, the MC gets to ask you a 
question, which you must answer truthfully. On the 
third Clue, you expose yourself to danger (as in the 
Investigate move).

  Why I Do This 
Choose and answer a power tag question from the 
Training, Mission, or Defining Relationship theme-
books that reflects your background, your dedica-
tion, or the people involved in your daily routine. 
Write down the answer as a new power tag on this 
theme.

  Getting Good At This 
Choose a Core Move that best represents the most 
common action you take during your daily routine. 
Whenever you use it with tags from this theme, it’s 
Dynamite!

A  corporate board 
    member
D  this week’s personal 
    assistant
F  evaluating risk

ROUTINE

Corporate Shark

“The good of the  
company comes first.”

C  the Chairwoman
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EDUCATION  •  COMBAT OR MARTIAL ARTS TRAINING  •  JACK OF ALL TRADES  •   
AN INTERNSHIP OR APPRENTICESHIP   •  LIFE EXPERIENCE  •  FIELD RECORD  •  RESEARCH

TRAINING
Modern life offers countless and varied opportu-
nities to learn, practice, and eventually master a 
skillset or a knowledge domain. Whether through 
disciplined and rigorous physical exercise, a pain-
ful process of trial and error, or a careful analysis 
of data, you have learned the ins-and-outs of your 
field of expertise. Perhaps you are a dangerous 
martial artist, an ex-navy seal, a spy, an opera sing-
er, or an acrobatic circus trainee. Alternatively, the 
training you acquired can be a lot more mundane, 
yet still useful. Perhaps you trained as a security 

guard, studied every detail of the City’s historic ar-
chitecture, or learned how to haggle at the market.

While training can often correlate with one’s occu-
pation, it isn’t necessarily your job, or even some-
thing you actively engage in during your everyday 
life. Training could be something from your past, a 
personal interest or hobby, or just something you 
know how to do. If you want this theme to focus on 
your everyday occupation rather than your exper-
tise, choose the Routine themebook instead.

LOGOS THEMEBOOK
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CONCEPT
Think about your character’s modern-day life. Is 
she an expert, a scholar, or a master? Has she spent 
a lot of time honing a skill or studying a field?

Based on this, think about the answer to the ques-
tion below:

 ?  WHAT IS YOUR FIELD OF EXPERTISE?

• I am a master of                 .
• In the past, I trained in                 .
• I have learned the art of                  .
• I know all there is to know about                 .

Next, flesh out your idea with some details: When 
and under what circumstances did the training 
take place? Who was responsible for the training?

POWER TAG QUESTIONS
Answer the first question; then choose two more 
questions to answer. Answer each question with a 
single description no more than a few words long. 
In your answer, you should describe something 
that will be useful to your character during the 
game. Each answer becomes a power tag. Write it 
on your theme card under POWER TAGS along with 
the letter of the question.

 A  WHAT DO YOU DO, OR KNOW, BEST? 

boxing, martial arts, computers, circus acro-
batics, applied chemistry, law, metalworking, 
logical deduction, instigator of civil unrest

 B  WITHIN YOUR FIELD OF EXPERTISE, AT 
WHICH SPECIFIC SKILL OR SUBJECT DO YOU 
EXCEL?

stealth, mean right hook, use opponent’s 
strength, making bombs, firearm modification, 
art appraisal

 C  WHAT OTHER TANGENT FIELD HAVE YOU 
VENTURED INTO INDIRECTLY?

climbing, gambling, research methods, animal 
handling, crime scene investigation, technical 
troubleshooting    

 D  WHAT MOVE, METHOD, MANEUVER, HABIT, 
OR TRICK DID YOU PICK UP DURING YOUR 
TRAINING?

eye on the door, dodge, hotwire an engine, 
threaten with violence, chant the golden crane 
sutra

 E  WHAT QUALITY OR TRAIT DID YOUR TRAIN-
ING FOSTER?

marksmanship, can take a pounding, hard-
boiled, poker face, an eye for details, careful 
and measured, hardliner 

 F  NAME A TEACHER, TRAINER, OR FELLOW 
TRAINEE THAT YOU CAN RELY ON FOR HELP 
IN THIS FIELD.

Grand Master Xian, Old Man River, prof. 
Chandra, a university chum, Buster the demo-
litions dog

 G  WHAT PIECE OF EQUIPMENT RELATED TO 
YOUR TRAINING DO YOU NORMALLY HAVE 
ACCESS TO?

improvised weapons, lock-picking tools, rap-
pelling harness, evidence bag, botany textbook 

 H  AGAINST WHO OR WHAT DOES YOUR TRAIN-
ING GIVE THE BEST RESULTS?

crowd-pleaser, military strategy, the Knight 
Templars, spot structural weakness

 I  UNDER WHAT CONDITIONS DOES YOUR 
TECHNIQUE WORK BEST?

under the cover of darkness, laboratory access, 
“When I see it, I’ll know”, experienced Alpine 
survivalist

 J  WHAT UNUSUAL NEW APPLICATION OF YOUR 
TRAINING ARE YOU EXPLORING?

get into the suspect’s head, experimental car 
engines, pin-down opponent with footwork, 
money laundering 
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WEAKNESS TAG QUESTIONS
Choose one question to answer. Answer it with a 
single description no more than a few words long. 
In your answer, you should describe something 
that will impede your character’s actions during 
the game. Your answer becomes a weakness tag. 
Write it on your theme card under WEAKNESS 
TAGS along with the letter of the question.

 A  WHAT IS THE MOST PROBLEMATIC FLAW IN 
YOUR TECHNIQUE?

scattered notes, short-sighted, designed for sin-
gle combat, outdated methods, inexperienced

 B  HOW DID YOUR TRAINING ADVERSELY AF-
FECT YOUR PSYCHE OR BODY?

tyrannical tendencies, over-confident, sleepless 
nights, busted knee

 C  WHO IS AFTER YOU DUE TO YOUR PROMI-
NENCE IN THE FIELD?

underworld reputation, academic rival, “they 
threaten to shut down my research”, pushy 
fans   

 D  NAME A FLAW UNIQUE TO A SPECIFIC MOVE 
OR METHOD YOU DESCRIBED IN YOUR POW-
ER TAGS.

mean right hook c exposed after right hook, 
threaten with violence c threats require a dis-
guise, making bombs c need to prepare

EXTRA TAGS
If you have not done so in other themebooks, you 
may choose one additional power tag question and 
one additional weakness tag question to answer. 
Write both tags on your theme card as above.

IDENTITY
Choose an Identity for this theme: an absolute 
statement that captures an attitude, motive, or 
belief related to your training. For example:

• (Circus acrobat) “Nothing is more important 
than my freedom.”

• (Spy) “No one can ever see the real me.”
• (City architecture expert) “I must tell you just 

one more detail about this building…”

You can try exploring the following options:

• A doctrine, conviction, or attitude that has be-
come ingrained in you due to your training

• The goal or purpose for which you started your 
training

• Opinions you hold on your peers or competitors

Write your Identity on your theme card.

Acting in conflict with this statement means you 
are losing faith in your training or losing the drive 
to apply what you learned. Let everyone at the 
table know what could constitute acting against 
this Identity. 

TITLE
Name your theme in a way that encapsulates your 
proficiency or style. Write its name on your theme 
card under TITLE. For example:

• (Circus acrobat) Born to Fly
• (Spy) That Quiet Guy
• (City architecture expert) Architecture Buff

CREW RELATIONSHIPS
When creating the relationships within your crew, 
you can cast the other crew members in one of the 
following scenarios, after receiving their approval:

• One of them was there to support you while you 
trained, perhaps even mentored you. Take a Help 
point on them.

• One of them looks down on your training and 
finds it morally questionable, inefficient, or 
distasteful. If it makes you want to impress them, 
take a Help point on them. If it makes you want 
to punch them, take a Hurt point on them.

• One of them helps you keep your act sharp. If it’s 
because they’re competing with you or threat-
ening you, take a Hurt point on them; otherwise, 
take a Help point on them. 
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TRAINING THEME  
IMPROVEMENTS
During the game, whenever you gain an improve-
ment for this theme, you can choose one of the 
following:

  Expert Advice 
Once per scene, you can let another player use 
a power tag from this theme, provided that tag 
describes a skill that you can reasonably teach them 
(or could have taught them in advance). You do not 
need to make the Change The Game move to do so.

  Broad Training 
Once per session, you can create a temporary story 
tag that reflects a useful method or detail covered 
by your training, within reason.

  Sense of Purpose 
Choose and answer a power tag question from the 
Routine, Defining Event, or Mission themebooks 
that describes how you are applying your training 
today or an outcome of the way you acquired this 
training. Write down the answer as a new power 
tag on this theme.

  It’s Showtime 
Choose a single power tag from this theme. When 
you burn it for a hit, you get an automatic result 
of 9 (instead of 7) and a Power of 3, for a total 
unmodified score of 12. Statuses apply to both your 
automatic result and your Power, as usual.

  Getting Good At This 
Choose a Core Move that best represents the 
actions you most often use your training for. 
Whenever you use it with tags from this theme, it’s 
Dynamite!

A  circus acrobatics
C  animal handling
G  rappelling harness

TRAINING

Born to Fly

 “Nothing is more import-
ant than my freedom.”

B  over-confident
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LANCE SULLIVAN, REPORTER 
FOR THE CITY HERALD  
(DON QUIXOTE)
In Step 2, Lamar established Sullivan’s four themes 
(see page 69):

• Routine (Logos) - investigative reporter
• Defining Relationship (Logos) - Sánchez 
• Possessions (Logos) - retro car and gear
• Bastion (Mythos) - knightly protector

Moving on to Step 3, Lamar fills out the four theme 
cards, using the four corresponding themebooks. 
He’s eager to choose his Mythos powers, so he 
starts with Bastion.

BASTION THEME
Going over the concept section, Lamar decides 
that since Don Quixote lives in a world of fantasy, 
Sullivan will have the ability to dream up knightly 
armor and weaponry. However, because they are, in 
a way, figments of his imagination, Lamar decides 
that these powers will appear as spectral appari-
tions rather than tangible objects.

Moving over to the power tag questions, Lamar 
answers the first question (which is obligatory) and 
writes down the answer as the first power tag on 
this theme’s card.

 A  WHAT QUALITY OR ABILITY GRANTED BY 
YOUR MYTHOS MOST OFTEN PROTECTS 
YOU?

spectral armor

He then picks out two more power tag questions, 
answers them, and writes down the answers as 
power tags:

 B  WHAT MEANS DO YOU HAVE OF EXTEND-
ING PROTECTION TO OTHERS?

a shield to match

 G  WHAT OTHER EFFECT OR QUALITY, NOT 
NECESSARILY DEFENSIVE, CAME WITH 
YOUR DEFENSE?

the lance of honor

Later, Alice the MC might ask Lamar what exactly 
he means by the lance of honor: is it something to 

be used in a conversation or a fight? Lamar plans 
to explain that this tag represents a spectral lance 
that Sullivan can conjure to actually fight others 
with, when his cause is honorable.

Lamar moves on to the weakness tag questions. He 
picks out one and answers it, writing the answer on 
his Bastion theme card:

 D  WHAT PERSONALITY TRAIT DERIVED 
FROM YOUR DEFENSE GETS YOU INTO 
TROUBLE?

delusional

Next he thinks of this theme’s Mystery. In the 
story, Don Quixote imagines that a neighboring 
farm girl is his damsel in distress, and names her 
Dulcinea. Lamar decides that Sullivan doesn’t 
know who his Dulcinea is, but his Mythos is urging 
him to find out. How else could he protect her? 
Therefore, he puts down “Who is my Dulcinea?” 
as Sullivan’s Mystery for this theme.

To wrap up the theme, he titles it Imaginary 
Knight, and moves on to the next theme.

ROUTINE THEME
Lamar picks up the Routine themebook and starts 
going over it. Considering the questions in the 
concept section, Lamar decides that Sullivan has 
been working as a reporter since he lost everything 
when the pond appeared, a major event his crew 
is built around. He is most often covering stories 
about people who vanished during the event and 
he makes a meager living out of it. 

In the power tag questions, Lamar answers the first 
question and two more of his choice, as before. He 
writes each answer on the theme card as a power 
tag:

 A  WHAT DO YOU DO WITH YOUR TIME?

investigative reporter 

 G  WHAT TRICK HAVE YOU PICKED UP DOING 
WHAT YOU DO?

lockpicking

 J  WHAT BRINGS YOU TO THE SAME PLACE 
EVERY DAY?

sorrow for the victims
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He then chooses a weakness tag question and 
answers it, noting down the theme’s weakness tag 
on the card:

 C  WHO OR WHAT CAN INTERFERE WITH 
YOUR ROUTINE?

reluctant witnesses

For an Identity, Lamar wants a statement that will 
encapsulate Sullivan’s commitment to the cases he 
is investigating. He writes down “The people of 
this neighborhood deserve to know.” If Sullivan 
ever acts to the contrary during the game, he will 
start marking Crack and might end up replacing 
this theme. Finally, he titles the theme Searching 
For The Lost.

DEFINING RELATIONSHIP THEME
Moving on to his next theme, Lamar goes over 
the Defining Relationship themebook. He already 
knows that Sullivan has a Defining Relationship 
with his podgy partner and photographer, Ale-
jandro Sánchez. Going over the concept section, 
he also decides that Sánchez, who is a Sleeper, 
has no idea about Sullivan’s abilities. As such, he 
often helps Sullivan cope with mundane reality. He 
chooses the following power tags:

 A  WHY IS THIS RELATIONSHIP SO IMPORT-
ANT TO YOU?

saves my butt every time

 C  WHAT WERE YOU FORCED TO LEARN BE-
CAUSE OF THIS RELATIONSHIP?

reality check

 H  NAME AN ACTIVITY THAT YOU SHARE.

long unbreakable speeches

The last tag is a bit of a stretch, because Sullivan 
and Sánchez don’t technically share long unbreak-
able speeches, they inflict them upon one another. 
But Lamar is amused by the idea and thinks it 
would be a fun tag to use during the game. 

For a weakness tag, Lamar chooses something he 
knows Sullivan does quite frequently:

 D  UNDER WHAT CIRCUMSTANCES WOULD 
THEY BE UNABLE TO HELP YOU?

ignore his warning 

Sánchez is a down-to-earth, pragmatic man. He 
would very much like Sullivan to stop putting 
himself at risk so he takes every opportunity to try 
and dissuade his partner from putting himself in 
unnecessary danger (hence the long unbreakable 
speeches). With this tag, every time Sullivan takes 
an action that ignores Sánchez’s warnings and this 
tag activates, he will have one less point of Power 
but also gain a point of Attention. Lamar thinks 
this could be quite comical on the verge of trag-
ic, which fits Sullivan’s Mythos and overall story 
perfectly.

Lamar considers the relationship Sullivan and Sán-
chez have. It’s based on hard-earned trust; maybe 
they even worked together before the lake showed 
up. He thinks about a statement that can capture 
this. For an Identity, he puts down “If it wasn’t for 
him, I’d be dead.” If Sullivan ever questions this, 
for example, if he suspected Sánchez for betraying 
him or trying to act against him, he stands to mark 
Crack, which could eventually bring him to replace 
this theme. Lamar wraps up by titling this theme 
My Sancho Panza.

POSSESSIONS THEME
Addressing Sullivan’s final theme, Lamar picks up 
the Possessions themebook and reads through it. 
His concept for this theme is already quite sol-
id – he wants Sullivan to be a typical old-school 
reporter, wearing a worn-out leather jacket and 
driving an old beat-up Mustang, whose trunk is full 
of surprises. He’s got plenty of ideas for tags, so 
when he reads the power tag questions he ends up 
answering several of them and answering some of 
them more than once:

 A  WHAT IS THE MOST IMPORTANT THING IN 
YOUR POSSESSION? 

a beat-up old Mustang

 C  WHAT OTHER IMPORTANT ITEM IS IN 
YOUR POSSESSION?

a worn-out leather jacket, a rusty crowbar

 D  WHAT COMPONENT OR ATTACHMENT 
ADDED TO ONE OF YOUR ITEMS CAN 
CHANGE OR IMPROVE ITS FUNCTION?

nitrous oxide injection system
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 J  WHAT ITEM COMPLETES A SET WITH 
YOUR OTHER POWER TAGS?

a sawed-off shotgun

Lamar writes down a beat-up old Mustang on his 
card because it’s the answer to the first question, 
which is obligatory. He also wants this to be his 
broad tag because he wants to be able to pull out 
all sorts of useful things from the trunk of his car, 
which the MC approves. After going over the rest 
of his answers, he chooses a worn-out leather jacket 
and a sawed-off shotgun and writes them down on 
the theme card. Later, when he clocks some Atten-
tion and earns an improvement, he can pick up the 
remaining tags.

To gain Attention, this theme needs a weakness 
tag. Lamar wants it to indicate the general condi-
tion of his gear so he chooses:

 A  WHAT TECHNICAL OR PRACTICAL FLAW 
DO YOUR ITEMS OR POSSESSIONS HAVE?

wear and tear

Finally, for his Possessions Identity, Lamar chooses 
a statement that tells something about Sullivan’s 
relationship with his tools, as well as adding to his 
personality: “I believe in a good ole, tried and 
true piece of equipment.” He names this theme 
Retro Renegade.

EXTRA TAGS
Lamar can choose to take extra power and weak-
ness tags for one of his themes. Going over his 
cards, he sees a lot of potential for growth in all 
of Sullivan’s themes. However, feeling that the 
romantic aspect of his Mythos could do with addi-
tional airtime, he decides to give the extra tags to 
his Bastion theme. He chooses an additional power 
tag question and an additional weakness tag ques-
tion, answers them, and writes down the answers 
in their respective spaces on the theme card.

 H  WHO OR WHAT WERE YOUR POWERS 
MEANT TO PROTECT?

in defense of love

 C  TO WHAT ATTACKS IS YOUR DEFENSE SUS-
CEPTIBLE?

reality hurts

With these tags, Sullivan is stronger when he’s act-
ing in defense of love, a circumstance which may 
crop up in different ways during play. When Alice 
the MC asks for clarification regarding reality hurts, 
Lamar explains that since Sullivan’s knighthood 
is imaginary, it is more effective against Mythos 
powers (which also come from imagined stories, in 
a way) and less effective against real-world attacks 
such as punches, baseball bats, and gunshots (as 
long as they are not backed by a Mythos). Since 
this is a pretty clear-cut interpretation, the MC 
approves.

ALMOST DONE
Sullivan’s theme cards are ready for the game.

After Lamar and his friends wrap up their charac-
ters, they go back to a group discussion in order 
to create their crew and the relationships between 
their characters. Any additional details about their 
characters will be completed in the last phase of 
the Exposition Session, “A Day In The Life”.
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Bastion
Routine

“Who is my Dulcinea?”
“The people of this neighbor-
hood deserve to know.”

Spectral armor
Shield to match
The lance of honor
In defense of love

a
b
g
h

a
g
j

d
c

c

Investigative reporter
Lockpicking
Sorrow for the victims

Delusional
Reality hurts

Reluctant witnesses

Imaginary 
knight

Searching 
for the lost
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Defining Relationship
Possessions

“If it wasn’t for him, I’d be 
dead.” “I believe in good ole, tried and 

true piece of equipment.”

a
c
h

a
c

J

d
a

Saves my butt every time
Reality check
Long unbreakable 
speeches

A beat-up old Mustang
A worn-out leather  
jacket
A sawed-off shotgun

Ignore his warnings
Wear and tear

My Sancho 
Panza Retro

renegade
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Once the players finish character creation and each 
player has his character’s cards filled out, it’s time 
to focus on the crew. Every player introduces his 
character to the rest of the group. The group now 
decides on what resources they have as a team, 
what binds them together, and what has the po-
tential to break them apart. This is reflected in the 
crew theme and in crew relationships.
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THE CREW THEME
The crew theme represents the 
shared resources and beliefs of the 
crew, as well as its weaknesses. It is 
built like the character themes: three 
power tags, one weakness tag, and a 
Mystery or an Identity.

The details of the theme are chosen together by all 
the players and the MC. Take an empty crew theme 
card and fill it out based on the crew themebook be-
low, just as you would with a  character’s theme card.

CHOOSING CREW POWER TAGS
Crew power tags function similarly to the PCs’ 
power tags: when a player activates a move, he can 
invoke one or more crew power tags (if the tag is 
appropriate to the action taken), gaining another 
point of Power for each tag, as usual. However, 
unlike character power tags, crew power tags are 
single-use; once used in a move, they are burnt 
and become unavailable until they are recovered. 
Read more about using crew power tags under Tags 
in Crew and Extra Themes (page 215).

The same guidelines given for choosing character 
power tags apply when choosing crew power tags. 
A crew cannot have more than one broad tag (even 
if later the crew gains additional crew themes) and 
all the power tags should describe things useful 
to all crew members, such as a resource that is 
shared by the entire crew. Unlike character power 
tags (which are limited by the theme type), a crew 
theme’s power tag can describe both mundane and 
legendary or magical details. There is no limitation 
on the content of the description except that it 
must be related to the theme as a whole. 

CAN A CREW HAVE A MYTHOS?
While it can be somewhat unusual and would 
not fit every series concept, a crew can be-
come a Rift for a Mythos. This stipulates that 
a Mythos other than the Mythoi of the lead 
characters is telling its story through the crew 
as a whole. For example, the Mythos of Jason’s 
Argonauts could be seeking to tell its story 
through a street gang riding a souped up van.

Adding a Mythos to your crew is a purely 
narrative decision and bears no impact on the 
rules of the game. Crew themes do not have a 
Mythos or Logos type. However, an overarching 
Mythos could be a way to explain supernatural 
occurences around the group as well as Mythos 
powers that they seem to display only when the 
crew members are together. It can be included 
in the series concept from the start or intro-
duced as a discovery at a later point.

CHOOSING CREW  
WEAKNESS TAGS
Crew weakness tags function similarly to the 
player characters’ weakness tags. Whenever any 
crew member takes an action to which the crew 
weakness tag can be appropriately applied, the 
crew weakness tag may be invoked, reducing the 
Power for that action by one. Every time the crew 
weakness point is activated, the crew theme gains 
Attention. Read more about using crew weakness 
tags under Tags in Crew and Extra Themes (page 
215).

The same guidelines given for choosing character 
weakness tags apply when choosing crew weak-
ness tags: they should describe things that hinder 
and complicate the crew members’ actions, never 
things that help them or drive them to action. As an 
additional guideline, crew power tags should describe 
a weakness that is plaguing all the crew members 
or the crew as a whole. However, unlike character 
weakness tags (which are limited by the theme type), 
a crew theme’s weakness tags can describe both mun-
dane and legendary or magical details. There are no 
limitations on the content of the description except 
that it must be related to the theme as a whole.
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CHOOSING A CREW  
MYSTERY OR IDENTITY
The crew’s Mystery or Identity is the glue that 
binds the crew together, the reason for which they 
are operating as a crew. In a way, it is the boiled-
down version of the series concept created at 
the beginning of the Exposition Session: either a 
question all crew members are trying to answer 
together or a conviction all crew members share. 
The group can choose whether to phrase this core 
aspect as a Mystery or an Identity. 

It is essential that not only the players but also 
the characters they portray agree with this agenda 
of the crew, even if it is an unspoken agreement. 
For example, if a group playing a crew of vigilan-
tes chooses the Identity “Someone has to do the 
dirty work to keep this City clean”, all crew mem-
bers should conform to this statement at least to 
some extent. If a team of conspiracy busters wants 
to know “Who is behind the kidnappings?”, and 
chooses this question as their Mystery, it means 
everyone agrees that this question is the most 
important thing, for now.

Remember, the characters start the game already 
knowing each other and have worked with each 
other for a while, at least long enough to have a 
joint purpose. This is not to say all members com-
pletely agree on what drives the crew but simply 
that for the time being they agree to set aside any 
qualms they might have. Once the game starts, 
anything can happen.

A crew Mystery functions similarly to the player 
characters' Mysteries: it is a question that embod-
ies what the crew is searching for. Whenever any 
crew member has a chance of obtaining new infor-
mation regarding the crew’s Mystery and foregoes 
it, she erodes the crew theme, which could even-
tually lead to losing the theme completely. Read 
more about crew theme evolution during the game 
in Chapter 4: Moments of Truth.

A crew Identity functions similarly to the PCs’ 
Identities: it is a statement that captures the 
essential attitude, belief, or goal shared by all crew 
members. Whenever any crew member acts con-
trary to this statement, she erodes the crew theme, 

which could eventually lead to losing the theme 
completely, as in the case of a Mystery.

The same guidelines given for choosing charac-
ter Mysteries and Identities apply here. A crew 
Mystery must be a deep and burning question that 
drives the crew to investigate and take action in 
order to find answers. A crew Identity must be a 
real and binding statement that drives the crew to 
take action and reflects their motive. The crew’s 
Mystery or Identity should also be related to the 
nature of the crew as it was defined in the series 
concept and to the power and weakness tags in the 
crew theme.

THE CREW  
THEMEBOOK
CONCEPT
Review the concept of your crew as a reflection of 
the series concept you all agreed upon at the be-
ginning of the Exposition Session. Flesh it out to-
gether by thinking about the following questions:

 ?  WHAT IS OUR SHARED GOAL?

 ?  WHO OR WHAT BROUGHT US TOGETHER?

 ?  WHY DO WE WORK TOGETHER? WHAT 
DOES EACH MEMBER CONTRIBUTE TO THE 
CAUSE?

 ?  WHERE DO WE MEET? WHERE DO WE 
COLLECT OUR EVIDENCE OR PREPARE FOR 
ACTION?

 ?  WHAT SORT OF RESOURCES DO WE HAVE 
AT OUR DISPOSAL?

POWER TAG QUESTIONS
Choose three questions to answer. Answer each 
question with a single description no more than 
a few words long. In your answer, you should 
describe something that will be useful to your crew 
during the game. Each answer becomes a power 
tag. Write it on your crew theme card under  
POWER TAGS along with the letter of the question.
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 A  HOW DO YOU HELP, ASSIST, OR SUPPORT 
ONE ANOTHER? 

catch overlooked details, tactical coordination, 
a prayer of protection, watch each other’s back, 
the bond of Zeus’s children

 B  WHERE DO YOU MEET, WORK, REST, OR 
PREPARE FOR ACTION?

Havana Club, headquarters on the docks, 
Sylvia’s book shop, the classroom, the Olympus 
dimension

 C  WHAT HAVE YOU LEARNED TO DO WELL 
TOGETHER?

good-cop-bad-cop technique, storm the target, 
a summoning ritual, breaking and entry, toy 
with the mortals

 D  WHO IS GUIDING, BACKING, OR ASSISTING 
YOUR OPERATION?

Lily – our moral compass, the Client, spirit 
animal, the professor, almighty Zeus    

 E  HOW DO YOU GET AROUND?

rooftops, armored assault vehicle, knowledge 
of the subway tunnels, the van, Hermes’ winged 
sandals 

 F  WHAT ENVIRONMENTS OR SITUATIONS 
ARE YOU MOST COMFORTABLE IN?

morally gray situations, under the cloak of 
darkness, on hallowed ground, lots of witness-
es, admired and worshipped

 G  WHAT SPECIAL SOURCES OF INFORMA-
TION DO YOU HAVE?

police informant, the hackers at Oversight, 
unexplained intuitions, you don’t fool us, 
telepathy 

 H  WHAT SORT OF REPUTATION OR NAME 
HAVE YOU MADE FOR YOURSELVES?

neighborhood support, underworld reputation, 
known in the Otherworld, the corrupt fear us, 
government connections

 I  WHAT APPROACH OR TACTIC DO YOU 
SHARE IN TACKLING CHALLENGES?

ruthless punishment, divide and conquer, 
harmony and peace, keep a cool head, divine 
superiority

 J  WHAT KIND OF SPECIAL GEAR, RESOURCE, 
OR POWER IS AT YOUR DISPOSAL?

dark clothing, arsenal of firearms, mystical 
supplies, boobytraps, Pandora’s box

WEAKNESS TAG QUESTIONS
Choose one question to answer. Answer it with a 
single description no more than a few words long. 
In your answer, you should describe something 
that will impede your crew’s actions during the 
game. Your answer becomes a weakness tag. Write 
it on your theme card under WEAKNESS TAGS 
along with the letter of the question.

 A  WHAT IS FLAWED OR LACKING IN THE 
WAY YOU OPERATE TOGETHER?

no clear leadership, overconfident, in over our 
heads, we keep losing each other, egotistical 
backstabbers

 B  HOW DO YOU GET EACH OTHER INTO 
TROUBLE?

who is watching the suspect?, friendly fire, big 
mouth, stumble into each other, vying for the 
spotlight 

 C  WHO OR WHAT ARE YOU ALL AFRAID OF?

exposed family members, the Client, Cult of 
the Seventh Circle, not taken seriously, uncle 
Poseidon   

 D  WHAT PLACES OR SITUATIONS DO YOU 
FIND TOUGH TO HANDLE?

legal problems, never involve personal matters, 
real-life problems, too afraid to look, we’re only 
human

2 · CHARACTER CREATION   |   147



MYSTERY OR IDENTITY
Choose a Mystery or an Identity for this theme. For 
example:

• (Paramilitary mercenaries) “Get it done. Get 
Paid. Don’t ask questions.”

• (High school detective team) “What strange forc-
es are meddling with our school and why?”

• (Greek gods) “It’s either us or the Titans.”

You can try exploring the following options:

• Something you all agree must be done or must 
never be allowed. (Identity)

• The central question in a case you all want to 
solve. (Mystery)

• A code of conduct you all abide by. (Identity)
• A strange riddle which is the key to your destiny. 

(Mystery)

Write your Mystery or Identity on your crew theme 
card.

TITLE
Name your crew theme in a way that encapsulates 
your crew’s nature and style. Write it on your crew 
theme card. For example:

• (Paramilitary mercenaries) Guns for Hire
• (High school detective team) The City High Gang
• (Greek gods) The Olympians

CREW THEME IMPROVEMENTS
During the game, whenever you gain an improve-
ment for this theme, you can choose one of the 
following:

  Tight Like That 
Once per session, when one of you uses Juice points 
to help or interfere with another crew member’s 
move, you gain one more point of Juice to do so.

  Quality Matters 
One of the items or possessions of your crew is a 
real gem, perfect for what it was made for. Choose 
one tag from the crew theme. It must describe an 
item or a possession. Any Core Move you make 
using this tag is Dynamite!

  Sacrifice 
When two or more of you Face Danger against the 
same status and you get a hit, you may choose to 
extend the hit to one other crew member, at the 
cost of exposing yourself. On a 10+, they take no 
status and you take the status with -1 tier. On a 
7-9, they take the status with -1 tier and you take 
the full status. If the move is Dynamite!, on a 12+, 
you can choose to fully protect both of you (instead 
of choosing one of the other 12+ options). 

  Pull It Together 
Once per session, you can recover a burnt crew 
power tag.

  Black Sheep 
Choose together one crew member who is the 
black sheep of the crew. When the black sheep of 
the crew acts against your Mystery or Identity, it’s 
expected, so it does not weaken your crew. For ev-
eryone else, overlooking the black sheep’s actions 
does not count as acting against your Mystery or 
Identity either. You can choose a new black sheep 
at the beginning or end of each session.

QUICK START  
CREW THEMES
The following crew themes correspond to the crew 
types suggested in the Series Concept section. 
You can use them as they are or tweak them to the 
needs of your game:
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Crew Theme
Crew Theme

“Investigating is a hobby. Our 
personal lives come first.” “Follow protocol.”

Cover for each other
Inconspicuous
Garage full of things

Company car
Company database
Bend the rules

Personal life calls
Liability

The casual 
detectives Company Men

a
I
b

d
c

e
g
I
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Crew Theme

“Who else is involved in this?” “What ancient secrets are 
hidden in this City?”

Won’t get fooled again
Insider tip
Surveillance equipment

Empathic connection
Guidance from a 
strange mystic
Divine intervention

Evidence disappears In over our heads

Conspiracy  
busters

Dabblers
in the Mist

f
d
j

a
d

j

a b

Crew Theme
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Crew Theme Crew Theme

“What really happened there?” “Embrace your divinity.”

Flashbacks
This is where it happened
Supernatural residual 
effects

We stand united
Our sacred place
Fury of the gods

Emotional overload Pantheon drama

The event Modern
gods

g
f
j

a
b
c

d a
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Crew Theme
Crew Theme

“To keep this City clean, we 
need to get our hands dirty.” “The Enemy must never be  

allowed to prevail!”

Office space
Got each other’s back
Blow off some steam

Know thy enemy
Ancient weapons
Steely resolve

Stepping on each 
other’s toes What lies beneath

Masked vigilante 
investigations the order

b
a
c

g
j
I

b
c
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Crew Theme
Crew Theme

"Eyes on the prize"
“We will always have each 
other.”

professional  
coordination
expenses account
cool-headed

true friendship
lend a hand
powers of deduction

greedy bastards
trouble magnets

The pros the gang

a

J
f

I
c
g

a
b
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CREW THEME EXAMPLE:  
POND INCIDENT SURVIVORS
Now that Lamar, Jerry, and Megan completed their 
character creation, they join with Alice the MC to 
create the crew theme. Based on their series con-
cept of Lakeside Drive, the group talks about what 
the crew is actually trying to achieve. Since their 
characters Sullivan, Det. Enkidu, and Goodfellow 
are all survivors of the pond incident who know 
each other, it seems apt that they will be trying to 
figure out what was the catastrophe that hit their 
neighborhood and why it was so violently hushed 
by the Mist. Also, what the hell is going on? How 
was an entire neighborhood covered by water and 
nobody talks about it?

They start by picking out some power tags and a 
weakness tag. Jerry suggests the crew meets at a 
local diner that is like a second home to them; they 
work from the storage area and can grab a bite and 
a drink when they need to recover:

 B  WHERE DO YOU MEET, WORK, REST, OR 
PREPARE FOR ACTION?

Louis’ diner

Alice the MC would like to introduce a character 
from Arthurian legend that is guiding the crew but 
whose motives are questionable. She suggests the 
following:

 D  WHO IS GUIDING, BACKING, OR ASSISTING 
YOUR OPERATION?

Lady of the Lake

Lamar thinks that even though most people don’t 
remember what happened, the crew members are 
still local faces who have friends and connections 
in the community. He suggests an appropriate tag:

 G  WHAT SPECIAL SOURCES OF INFORMA-
TION DO YOU HAVE?

friends in Lakeside Drive

Being survivors of a supernatural flash flood, Me-
gan thinks it makes sense to choose a weakness tag 
based on that:

 C  WHO OR WHAT ARE YOU ALL AFRAID OF?

hydrophobia

Finally, the four discuss what Mystery or Identity 
would best encapsulate the crew. They choose “Get 
to the bottom of the pond.” for its dual meaning: 
the crew wants to understand what happened with 
the pond but it seems the answers are submerged 
deep in the bottom of the pond and that sooner or 
later the crew will have to venture down there and 
confront a shocking truth.

They name their crew theme Pond Incident  
Survivors

Crew Theme

Pond Incident
Survivors

“Get to the bottom of the 
pond.”

Louis’ diner
Lady of the Lake
friends in Lakeside Drive

hydrophobia

b
d
g

c
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Next, go around the table, taking turns. On your 
turn, pick up one of your themebooks at random 
and refer to the Crew Relationship section. Each 
section contains three ideas for events or attitudes 
that shaped your relationship with one of your 
crew members. Choose one at random or at your 
whim and read it out loud. You then choose if you 
want to use this item or discard it. If you choose 
to use the item, choose which crew member it 
applies to. If the player playing that crew member 
approves, you can work out the details then and 
there, or later. The MC and the other players can 
suggest how to interpret this item.

CREW RELATIONSHIPS
Underneath the goal or ideal that makes your crew 
members collaborate there is a complex network of 
relationships. Even though they work together, the 
crew members can have complicated personal rela-
tionships and a dark past. Some of the crew mem-
bers have known each other for a while and have 
been through a lot together; others, while know-
ing each other only briefly, have already formed 
opinions on one another. And since everyone is a 
Rift, there are also the relationships between your 
Mythoi to consider.

Once you have your crew theme ready, you can 
build your crew relationships. Crew relationships 
help quickly flesh out the shared history of the crew 
members. First, each player writes down the names 
of all the other crew members on his character card 
under CREW. Sullivan’s card looks like this:

Lamar chooses an item at random and 
reads it: “You once protected some-
thing very dear to one of them, pos-
sibly even from them. If they were 
grateful, take a Help point on them. 
If they were not, take a Hurt point on 
them.” I think this would be something 
to do with your character, Megan. You 
said Goodfellow had a grandchild? May-
be he once entered his furious state 
and I prevented this kid from seeing 
it?

Megan: Ooh, that sounds good. I would 
definitely be trying to hide that from 
him, so I think Goodfellow would be 
grateful.

Each item also tells you to take a Help or a Hurt 
point on that character. Write it next to that 
character’s name on your character card’s CREW 
section. 

Lamar: Cool, I’m adding one Help point 
next to Goodfellow.

If you already have points of the same type for 
that character, they add up. However, Help & Hurt 
points do not cancel each other out; you accumu-
late them separately.

When you’re done, move on to the next player. 
Keep going around the table until you feel your 
history is rich enough. You will not necessari-
ly end up with an equal amount of Help & Hurt 
points across the board: some crew members have 
baggage for better or worse, while others are more 
indifferent to each other.

Det. Enkidu
Goodfellow

Det. Enkidu
Goodfellow 1
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In the final stage of the Exposition Session, you 
and your group play a short and casual session 
of the game to help tie everything together and 
complete missing details. The main purpose of this 
short game is to flesh out your characters, their 
lives, and the locations and characters that would 
appear in your series, as well as to give the MC 
enough to start the series with.

As you play out this “Day In The Life” of your 
characters, you may even get to try out some of the 
basic rules, such as making moves. However, teach-
ing the rules or promoting the story should come 
second to the main focus: creating story details. 
The MC should clarify that “A Day In The Life” is 
a setting-building process, so no one expects any 
dramatic events (these will come when you start 
playing the game).
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When you start this phase, your character, theme, 
and crew theme cards should already be filled out, 
so you have your concept, themes, tags, Myster-
ies, and Identities in front of you. These elements 
provide the core of your character and game, 
something to build on when you play out this first 
mini-session.

STARTING OUT
The MC starts by picking out a time of the day and 
asking the players where their characters would be 
at that time and what would they be doing.

 ?   WHERE ARE YOUR CHARACTERS AND 
WHAT ARE THEY DOING ON THIS NORMAL 
DAY IN THEIR LIVES?

Imagining their character’s lives, the players re-
spond by describing their character’s activities on a 
typical day.

The setting for the scenes you describe may vary 
greatly depending on your series concept. If you 
are playing The Pros, maybe your “Day In The 
Life” revolves around a job you’ve taken on as a 
crew. If you’re playing Masked Vigilante Inves-
tigations you may be working a case or cracking 
down on crime late at night, and so on.

For example:

MC: It’s a nice and peaceful morning in 
the neighborhood of Lakeside Drive. 
Where are your characters now? What 
are they doing?

Megan (playing Goodfellow): Goodfellow 
is in the kitchen of his town house, 
still reading the newspaper with a 
cold cup of coffee in his hand. He’s 
retired so he doesn’t have anywhere 
urgent to go to. He does most of his 
business at night.

Jerry (playing Det. Enkidu): The detec-
tive is driving a squad car with the 
sirens screaming overhead. She’s on 
her way to a crime scene. Let’s say 
someone found a body.

MC: Oooh, that escalated quickly! And 
Sullivan?

Lamar (playing Sullivan): Sullivan is 
only now waking up, blinded by sun-
light coming through the blinds. 

Around him there is a messy bedroom. 
He moans and rolls over lazily when he 
catches sight of the alarm clock. His 
alarm didn’t go off! And today is the 
deadline for his latest article. He 
leaps out of bed.

ASKING QUESTIONS AND  
ANSWERING THEM
During “A Day In The Life”, whenever you think 
of an interesting detail in the story that you 
don’t yet know, but would like to know, you ask 
it out loud. Everyone asks about what is interest-
ing to them personally. As you and your group ask 
questions, you discover what is interesting to all of 
you together.

Ask and answer as many interesting questions 
as you can. While in a normal game session this 
can slow down the game, “A Day In The Life” is 
all about asking questions. You can ask the other 
players, the MC, and yourself (out loud). You can 
ask about anything, including:

• A character’s appearance
• A character’s life situation including lifestyle, 

housing, family, income, etc.
• A character’s daily routine
• Important non-player characters in the lives of 

the characters, as individuals and as a crew
• Key locations that will appear in the series
• Minor or major events that influence the series
• A character’s Mythos powers, how they manifest, 

what they look like for Rifts or Sleepers
• The state of affairs in the City and specifically in 

the domain the characters operate in (a specific 
district, the business sphere, the underworld, 
political life, etc.) 

When someone raises a question, suggest an-
swers. During “A Day In The Life”, you can suggest 
answers to any question, even if it’s not about your 
character. You can suggest anything from tiny cool 
details that give the game the right feel to pivotal 
details that have a dramatic effect over the series. 
Later, the MC will take over the non-player char-
acters and events in the City; for now, you are all 
creating the game together.
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Players have the final word about details related 
to their characters. Details related to the crew 
or series as a whole become a formal part of 
your canon if everyone agrees on them. You can 
always build on someone else’s suggestion or make 
an alternative suggestion. Keep in mind, however, 
that this is a shared world-building process: some of 
your ideas will be accepted by the group and others 
will not, it’s just the way it works. The MC should 
make sure everyone gets to have a say about the 
direction of the game, if they want to. The goal is 
to have an open discussion that gradually produces 
enough details so that your City of Mist series feels 
real and interesting. For example:

Alice the MC, asking Lamar: So what does 
Sullivan’s lance of honor actually 
look like? What do Rifts see and what 
do Sleepers see?

Lamar: I’m thinking it’s like a scin-
tillating and flickering beam of 
multi-colored light that he is holding 
like a lance but it extends very far, 
maybe 30 feet. Maybe sometimes it’s ac-
companied by a ghostly silhouette of a 
rider. I guess it’s an imaginary lance 
so even Rifts see it fading in and out 
of existence. Sleepers see nothing more 
than a flash of light, like blinding 
headlights or a camera glare.

Or:

Lamar, asking Megan: Is Goodfellow mar-
ried?

Megan: Good question. I want to say his 
wife is not around, but there’s a sto-
ry there.

Alice the MC: Has she passed away?

Megan: I don’t think so. I think it 
would be more interesting if she’s 
kind of a wild card in his backstory.

Jerry: How about she disappeared during 
the Lakeside Drive catastrophe?

Megan: Yeah, sounds good! It will give 
him a solid motive to investigate with 
the crew, especially if he thinks 
she’s still out there.

Alice the MC: Does he have any fami-
ly? Assuming they are Sleepers, they 
wouldn’t know anything about the ca-
tastrophe. But are they Sleepers...?

Megan: I’d say he has children and 
grandchildren. They are all Sleepers, 
although maybe some will awaken during 
the series. I think it would be in-
teresting if they all think his wife 
passed away, but Goodfellow is the 
only one who knows it may not be true. 
Maybe they think he’s losing it.

Lamar: That’s awesome.

Or:

Jerry, asking Alice the MC: So what do 
we actually know about the catastro-
phe?

Alice the MC: You tell me, what do you 
know?

Megan: How about the catastrophe and the 
flooding all happened in one fateful 
night. We just heard a deafening sound 
and felt a massive explosion close to 
the center of the neighborhood. Then 
the water just started rushing in from 
every direction. 

Lamar: That sounds good. Maybe we don’t 
even know they were separate events. 
Only later, when we realized it’s all 
being hushed, did we start suspecting a 
conspiracy and got into investigating.

And so on.

WHAT TO COVER AND  
WHAT TO AVOID
In your questions, you should cover the following 
areas:

(a) your individual characters,
(b) your crew and what you do together,
(c) general facts and the current state of affairs 

in the City, and
(d) any potential cases you are working on and 

any threats involved that you know about at 
the beginning of the series.

Avoid tying loose ends. If someone wants to 
know what is the legend behind the new celebrity 
superstar or what is really happening down at the 
docklands, they can wait to find out during the 
series as you investigate these questions.
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PLAYING SCENES
Sometimes during “A Day In The Life” you will 
have the opportunity to play a scene in your story. 
The MC, or someone who read the rules in Chapter 
3: Working The Case, can explain the basics of the 
conversation. You each play your characters and 
the MC plays any non-player characters. Everyone 
is improvising, so treat this casually and enjoy the 
ride. As you play through the scene, continue to 
raise questions and add details.

Alice the MC: So let’s fast forward a 
little. It’s afternoon and you’re all 
in Louis’ diner, your regular gather-
ing place.

Lamar: Sullivan is there, drinking a 
fortified coffee to calm his nerves 
after the hectic day he had.

Megan: Goodfellow is also there, sitting 
across the table from Sullivan, still 
reading the newspaper.

Jerry: Det. Enkidu storms through the 
door, signals Sullivan to scoot over 
and crashes into the red leather seat. 
She asks Louis for her regular and, 
when her dinner arrives and she vul-
garly scarfs it down, she mumbles 
“Murder last night near the pond. 
Fishy business.”

Megan: Goodfellow drops the newspaper. 
“Is that a pun?”

Jerry, asking the MC: Can I add details 
or do I need to make a move?

MC: We’re still in the Exposition Ses-
sion so sure.

Jerry, answering Megan: Enkidu shrugs, 
“no, I mean fishy. The whole crime 
scene smelled like fish.”

Alice the MC: Louis the owner comes 
around with some fries and pancakes. 
“What are you three up to this time?”

Lamar: Wait, is Louis a Rift?

As you continue to play, your “Day In The Life” 
can evolve in many different directions covering 
additional aspects of your series. If you wish, you 
can also begin introducing the basic rules and try 
making a few of the Core Moves, as explained in 
Chapter 3: Working The Case.

MC: As you drive around the pond that 
night in Sullivan’s old Mustang, you 
see a dark figure of a man hiding in 
the treeline of the Lakeside Drive 
park. When he sees the headlights of 
your car, he starts running away from 
you.

Lamar: I want to overtake him and cut 
off his escape path with the car.

MC: Great, I guess this is a good point 
to explain how moves work. Since you 
are trying to outmaneuver the dark 
figure, you are Going Toe to Toe with 
him. What power tags do you have that 
directly support this action?

CONCLUSION
Keep on playing and ask questions until you feel 
you have enough details and enough investigative 
leads to go on. When you are done, put together a 
few questions that the crew will be investigating 
when the series begins; the MC will note them 
down. For example:

• What is at the bottom of the pond?
• What happened on the night of the catastrophe?
• Who is responsible?
• Who is behind the murders by the pond?

When you’re done, you wrap up your “Day In The 
Life” and with it the Exposition Session as a whole. 
You now have your characters and crew ready and 
the MC has collected enough information to write 
the first case or adapt existing cases for your series.
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PLAYER RULES

HOW TO MAKE A MOVE  .  .  .  .  .  .  .  .  .  .  .  .  . PAGE 172

1. Describe your character’s action AND name the move 
you are making

2. Determine your Power †

3. Roll two six-sided dice (2d6) and add the result to your 
Power †

4. Follow the outcome description based on your score

THE CORE MOVES
CHANGE THE GAME (page 182) to give you or your 
allies an advantage (generate Juice).

CONVINCE (page 185) to talk, threaten, or seduce some-
one into doing something.

FACE DANGER (page 187) to avoid a hit, endure harm, or 
resist an influence. (Reduce or avoid a status)

GO TOE TO TOE (page 188) to overcome someone or 
something in a struggle for control. (Give and/or take a 
status)

HIT WITH ALL YOU’VE GOT (page 190) to take a clear 
shot at someone with all of your power. (Give a status, and 
possibly take one)

INVESTIGATE (page 192) to seek answers to burning 
questions or gain information. (Generate Clues)

SNEAK AROUND (page 195) to do something discreetly 
or deceptively.

TAKE THE RISK (page 196) to perform a feat of daring.

DETERMINING POWER  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  . PAGE 175
A. Invoke tags that directly help your action. You gain 

+1 Power for each tag.

B. Invoke tags that directly impede your action. For 
each tag, you lose 1 Power. For each weakness tag, 
mark 1 Attention on that tag’s theme.

C. Add the tier of your highest helpful status to your 
Power.

D. Subtract the tier of your highest impeding status 
from your Power.

TAG INVOCATION RULES

• Final Call: The MC has the final call on which tags are 
relevant and can be invoked.

• No Tag Cap: You can invoke any number of relevant 
tags from all of your character’s themes, the crew 
themes, or available story tags. †

• Reusable: Tags can be invoked again in subsequent 
actions †, except for:
 » Repeating Moves: You cannot repeat an action using the 

same tags until the conditions have changed (page 178).
 » Linked Moves: If your move is related to your previous 

move, you cannot use the same tags again (page 178).
• Power of Zero: If your action does not require 

special abilities or resources, you can take it without 
invoking any tags (page 217).

• Minimum One: If a move grants a benefit based on 
Power, you always get at least one point of benefit, 
even if your Power is zero or less (page 181).

• Using your weakness: The MC or a PC that is the 
target of your move can also invoke your weakness 
tags (page 207).

MOVE OUTCOMES   .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  . PAGE 177

• MISS: a score of 6 or less. The MC makes an MC move 
against you or your crew.

• HIT: a score of 7 or more. 
 » 7-9 is a weak hit, granting benefits with complications.
 » +10 is a strong hit, granting mostly benefits.
 » If your move is Dynamite!, +12 is an extraordinary hit, 

granting special benefits.

See the move descriptions for the exact outcome of every 
score category.

  BURNING TAGS   .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .PAGE 209

A burnt tag cannot be invoked. Burnt tags can be recov-
ered with the Montage move (page 201).

Burning for a Hit: You can voluntarily burn a tag when 
you make a move. You gain a Power of 3 and instead of 
rolling the dice, treat the roll as if you rolled 7 (total un-
modified score of 10). No other tags can be invoked in this 
roll, but statuses apply normally.

HELPING OR INTERFERING   .  .  .  .  .  .  .  .  .  . PAGE 181

You can help or interfere with a crewmate’s action before 
the player rolls the dice. Spend Juice (you may Change the 
Game) to give them a relevant status or story tag. 

† Does not apply in some moves or when using optional rules.
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  OTHER TAGS  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  . PAGE 212

Story tags represent things and essential qualities important 
to the story, such as a pistol. To create story tags, you spend 
Juice. Their duration may vary:

• Temporary story tags expire after a single invocation and 
cannot be burnt for a hit.

• Ongoing story tags last until they narratively expire or 
until they are burnt.

• Permanent story tags do not expire (and thus can be burnt 
and recovered).

Power Tags in Crew and Extra Themes are “crispy”: they 
burn once you invoke them and cannot be burnt for a hit.

You can recover Crew Power Tags with the Geek Out During 
Credits move (page 202). You can recover Extra Power Tags 
with the Montage move.

  STATUSES   .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  . PAGE 218

Statuses represent conditions that are acquired or transient, 
such as tired-2. A status has a tag and a tier:

• Tier 1-4 statuses increase or decrease the Power of rele-
vant actions.

• Tier 5 (OUT) statuses incapacitate your character, pre-
venting any action related to the status.

• Tier 6 (MC) statuses kill or permanently transform your 
character, MC’s choice.

When you give a status, your move defines the tier and you 
choose a tag appropriate to your action. Statuses on Dangers 
(adversaries) may affect their actions, affect your actions, or 
contribute to their defeat (MC’s choice, see page 128 in the 
MC Toolkit).

When you take a status, you may Face Danger to reduce the 
status (MC’s choice). Statuses of similar nature (“on the same 
spectrum”) stack:

• A greater tier replaces a lower tier (tier-2 replaces tier-1).
• An equal tier increases the tier by 1 (tier-2 increases an 

existing tier-2 to tier-3)
• A smaller tier adds pips to the greater tier until the next 

tier is reached (tier-2 adds two pips to an existing tier-3; 
when 3 pips are reached, it becomes tier-4).

DURATION:
• Most statuses are Ongoing, lasting until they narra-

tively expire or are removed.
• Temporary statuses expire after they apply to a single 

action.
• Permanent statuses do not expire.

Recovery: Statuses can be reduced or removed with Juice 
(Change the Game move) or with the Montage move.

 CLUES  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  . PAGE 227

Clues are a game resource that can be traded for information.

• To generate Clues, you Investigate.
• Each Clue allows you to ask one question and get an 

answer or a solid lead to the answer (MC or target’s 
choice).

• The information you receive is limited to the method 
of your investigation and the source of information.

• You can bank Clues, but they expire when the informa-
tion they represent becomes obsolete.

  JUICE   .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .PAGE 232

Juice points represent your ability to shape the scene. To 
generate Juice, you Change the Game. Each point of Juice 
allows you to:

• Create one story tag
• Burn one Power Tag or story tag
• Create a tier-1 status, and give it +1 tier for every addi-

tional point of Juice spent
• Reduce the tier of a status by 1 (if the tier is reduced to 

zero, the status is removed) 

Juice can only create effects related to the action you 
took to generate it (its method). You can bank Juice, 
but it expires when its method becomes obsolete.

Help & Hurt points are Juice that represents your 
relationships with your crewmates. You can spend them 
to help or interfere with your crewmates as you would 
with Juice. Help & Hurt points do not recover. You 
can gain new Help & Hurt points with the Geek Out 
During Credits move.

THE CINEMATIC MOVES

• Voiceover Monologue (page 199): At the beginning of 
each session, one player sets the mood by describing his 
character’s thoughts and feelings.

• Flashback (page 199): Once per session, describe a past 
event and possibly make a retroactive move or gain 1 Clue 
or 1 Juice.

• Montage (page 201): Choose your character’s activity 
during downtime and gain benefits accordingly.

• Geek Out During Credits (page 202): At the end of every 
session, debrief character development, crew growth, and 
crew relationships and gain benefits accordingly.

 .  .  .  .  .  .  .  .  .  .  .  .  .  PAGE 198
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Playing City of Mist is a conversation. You all get 
together, in person or online. Picking up where you 
left off, the MC describes a scene and then asks the 
players ‘What do you do?’. The players describe how 
their characters act. The MC responds by adding 
details, perhaps relating to the actions of the other 
characters in the scene, and describes any changes 
to the environment of the scene. She then asks again 
“What do you do?”, the players respond, and so on.

This conversation has rules. A freeform conver-
sation can make a great story, but it wouldn’t be 
much of a game if anyone at any point could just 
say “I destroy the entire City with a blast of radi-
ation from my evil green eye.” Instead, rules turn 
the conversation into a game by defining how the 
participants can shape the story.
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As a player, whenever you want your 
character to take a significant ac-
tion in the game, the rules kick in to 
determine its outcome. This is the 
most common form of rules, called 
player moves. Other rules determine 
what your character can or cannot do 
at certain points, or give a new di-
rection to the story. Your character’s 
destiny, therefore, is not just in your 
hands, but also in the hands of the 
MC, the other players, and the rules, 
which often include an element of 
chance (by rolling dice). During the 
game, you use your game options 
(such as moves) and resources (such 
as tags) to play your character and 
advance the story.

As an MC, the rules define what you can and cannot 
introduce into the game at any point. Player moves 
leave certain decisions in your hands; furthermore, 
when players miss a move, you can activate your 
own MC moves. The MC options that relate to the 
player moves are explained in this chapter, while the 
MC moves are explained in Chapter 2: Behind the 
Scenes in the MC Toolkit. As the MC, you also act 
as the game’s referee, applying the rules and calling 
the shots to keep the game running smoothly, so 
you should be familiar with the player rules. 

STORY AND RULES
During the game, the conversation around the 
table revolves around two things: story and rules. 
When someone says “I step out of the shadows of 
the alley, pointing my revolver at the consigliere so 
that he’s looking down the barrel, and say ‘Check-
mate’”, they are describing what happens in the 
story. When someone says “I’m going to Hit With 
All I’ve Got. I have a Power of 3. Let’s roll the 
dice…”, they are talking about the rules.

The story and the rules always go hand in hand, 
affecting one another. Sometimes the story is 
translated into the language of rules:

MC: You arrive at the docks. It’s late 
at night and it’s raining cats and 
dogs, to the point that it’s hard to 
make out the dark hull of the Ulysses 
in the water. (Story)

Player: Great, rain is good for my char-
acter. I have the tag works better in 
damp conditions so I get +1 Power when 
using my Mythos powers in the rain. 
(Rules)

Other times, the rules are translated into the story:

Player: I give the doorman a status of 
full-of-doubts-3. (Rules)

MC: Okay, then following your earnest 
petition, the doorman wobbles nervous-
ly, scratching the back of his head. 
“Well, I guess if you are Mr. Crane’s 
niece I should let you in. But the 
regulations say I should give him a 
call. It’s very confusing…” (Story)

Whenever something changes in the rules, translate 
it into the story, as above. However, not everything 
in the story must be translated into rules. The player 
moves determine when something happening in the 
story triggers the rules, but the MC has the final call 
on when the rules are activated. Most commonly, 
the rules are triggered when a player tries to have 
his character take a significant action that can have 
various outcomes, invoking a move:

MC: The wind howls as you approach the 
abandoned fairground, and for a moment 
you can almost hear the melody of elec-
tric rides. The place looks grim: bro-
ken signs with shattered light bulbs, 
exposed machinery crops out of torn and 
rotten props, all is covered in dust.
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which the lead characters take actions. Most 
actions take place within a scene. To play a scene, 
at least one lead character must be present (other-
wise it’s a cutscene; see below). 

When a scene begins, the lead characters either 
just arrived at the location or they are already 
there. Sometimes a scene begins with only some of 
the characters, with others joining later on. 

The MC begins the scene by describing the loca-
tion and anything happening there; this is called 
“establishing the scene”. The MC might decide 
to delegate the description to one of the players, 
instead (e.g., if the scene takes place in that player 
character’s apartment or if the MC wants to share 
the role of the narrator with the players). This de-
scription should include details about the environ-
ment as well as other characters or threats present 
in the scene:

MC: Inside the boarded-up warehouse, you 
see laborers packing a suspicious new 
brand of fizzy drink, guarded by para-
militaries with submachine guns.

Once the scene is established, the MC asks “What 
do you do?”, giving the stage to the actions of the 
lead characters, played by the players.

A scene has no pre-defined duration or a length 
measured in actions. It might include a series of 
events lasting no more than a few minutes or it 
might take hours or even days (as long as it’s all 
being done in the same place as one continuous 
stretch of time). Similarly, it can include a single 
action or dozens of actions.

A scene is exhausted when the lead characters 
leave, when it seems there aren’t going to be any 
more significant actions, or when the MC wants to 
end the scene and cut to a new scene as a narra-
tion technique. When a scene is exhausted, the MC 
and the players decide what scene will come next 
based on what the lead characters are planning to 
do next. If there are several options for upcoming 
scenes (for example, if the lead characters split up), 
the MC as the narrator decides which scene to play 
out next, or when to cut between scenes.

A cutscene is a scene without the lead characters. 
Often set in a location removed from the lead 
characters and describing events that the lead 

Player: I step silently over the knocked 
down gate, glancing around. If the 
lead I got was solid, I should find 
some evidence that this place is being 
used as a hideout: footprints in the 
dust, drag marks in the mud, active 
power generators. (Story) I am looking 
for answers, so I guess I am making 
the Investigate move. (Rules)

Occasionally, you’ll find yourself spending a while 
describing the actions of your characters in the 
story without triggering the rules. For example, 
when the crew faces a moral dilemma and a dis-
cussion ensues, you can play out the discussion as 
your characters without necessarily translating the 
story into rules. If someone then tries to change 
another character’s mind, the rules might be 
triggered. While the rules are intended to make the 
game more interesting and dramatic, sometimes 
they are just not needed.

BREAKING DOWN THE  
CONVERSATION
As mentioned previously, your story is built like 
a comic book or TV series; it is a series that can 
be broken down into issues or episodes, which in 
turn can be broken down into scenes. The rules of 
the game sometimes refer to these definitions and 
those described below. For example, temporary ef-
fects last until the end of the next action and some 
themebook improvements can only be activated 
once per scene or once per session.

An action is the smallest event that can take place 
in the game. It is something that the character 
does or says with a defined purpose, using defined 
means, and under defined circumstances, such as 
searching a crime scene, slashing the tires of the 
rival crew’s getaway car, or magically healing the 
wounds of an ally. An action can take any length of 
time; pulling the trigger of a pistol and question-
ing all the witnesses of a crime are both actions, 
even though one takes a fraction of a second and 
the other can take hours. Significant actions in the 
story are usually translated into player moves to 
determine their outcome.

A scene is a defined period of time in a specific 
location (“around midnight, back alley”), during 
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characters have no knowledge of, a cutscene is a 
device mostly used by the MC to create suspense 
and reveal information that would drive the story 
forward, for the players if not for the characters. 
Cutscenes are usually kept quite short as they force 
the players to be passive observers.

Downtime is a significant stretch of time that 
takes place between scenes, when the lead char-
acters are either inactive or engage in individual 
actions that are described in broad terms. When a 
scene ends, if the crew members turn to different 
activities, often taking a break from active investi-
gation as a group, the MC can declare a stretch of 
downtime. Each player briefly describes what their 
character does during that stretch of time. Actions 
taken during downtime are governed by the move 
Montage (Downtime). When downtime ends, a 
new scene begins, which may take place hours, 
days, or even weeks later. 

A session (also called an episode or issue) is a sin-
gle meeting of your group spent playing the game, 
usually a few hours long. While a session is defined 
by the real world rather than the story, it can be 
roughly equivalent to an episode of a TV show or 
an issue of a comic. Most sessions contain multiple 
scenes and at least one stretch of downtime, but 
sometimes an entire session can be spent playing 
a single, long scene. Every session starts with the 
move Voiceover Monologue (Session Start) and 
ends with the move Geek Out During Credits 
(Session End).

A season is a sequence of sessions that is chrono-
logically and thematically linked, usually by an 
overarching investigation or challenge that the 
crew is facing. The terms season premiere and 
season finale are used to refer to the first and last 
sessions of the season, respectively.

A series is the entire story of a specific City of Mist 
game, created over several sessions and possibly 
spanning multiple seasons.  

THE SPOTLIGHT
During play, the MC acts as the host of the game 
and is responsible for judicially dividing airtime 
between the players and their characters. A scene 
most often starts with the MC describing the rele-

vant location, characters, and events, as explained 
above. Subsequently, when it’s time for the players 
to describe their characters’ actions, the MC man-
ages the conversation by giving the stage to each 
player in turn, asking him or her “What do you 
do?” This is referred to as giving and receiving the 
spotlight. Managing the spotlight is comparable to a 
director switching between cameras to ensure all the 
lead characters receive enough airtime in the story.

A player who receives the spotlight can de-
scribe his character’s actions in the scene. 
When describing his character’s actions, the player 
must take into consideration everything that has 
already happened in the scene, including what the 
MC and the other players said up to this point. The 
MC and the other players can intrude in specific 
ways given in the rules (for example, helping or 
interfering with the active player’s action), but 
otherwise they give the active player the stage.

There is no particular order for receiving spot-
light in a scene. Most commonly, the MC begins 
a scene by giving the spotlight to the character 
who arrived first at the scene or to a character 
who received the least airtime in previous scenes. 
The MC and the group as a whole should make 
sure that each player receives the spotlight regu-
larly and that overall the distribution of spotlight 
is equal among the players. One option is to set 
up a set order of turns (i.e., a round) and repeat it 
after everyone has taken a turn; another option 
is going by the order of what takes place in the 
story, but ensuring everyone gets the spotlight 
once before going back to someone who already 
played this round.
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The duration of a player’s spotlight isn’t set and, 
depending on the story and at the MC’s discre-
tion, a player can take several actions before the 
spotlight passes on to the next player. However, for 
the sake of the flow of the game, the MC is advised 
to limit players to no more than one or two moves 
(not including linked moves, see below) before 
giving the spotlight to the next player.

The MC takes the spotlight as needed. After 
every player action and sometimes even during 
the action, the MC takes the spotlight to describe 
how everything in the scene responds to what the 
character just did. When a player misses a move, 
the MC makes an MC move and describes a more 
dramatic development. When the MC is done, she 
returns the spotlight to the player who had it last 
or passes it on to the next player by asking again 
“What do you do?”

MOMENTARILY SHIFTING  
THE SPOTLIGHT
In some cases, the actions of other characters must 
be resolved before the character who received the 
spotlight can act. The MC then temporarily shifts 
the spotlight away from the active character to 
the character or characters whose actions must be 
resolved. This occurs when:

• Other player characters are trying to help 
or interfere with the action of the character 
who has the spotlight. The spotlight temporar-
ily shifts to them for the sake of resolving their 
helping or interfering actions (usually using Help 
& Hurt points, banked Juice, or the Change the 
Game move). Once their influence on the spot-
light player’s action is determined, the spotlight 
returns to him and he completes the action.

• Other players are affected by the outcome of 
the action taken by the character who has the 
spotlight. If the player character who has the 
spotlight tries to affect one of the other player 
characters or causes them to be affected (e.g., 
by missing a roll and inviting an MC move), the 
spotlight temporarily shifts to the affected player 
characters in order to resolve their attempts to 
defend themselves, if any. When the effect is 
resolved, the spotlight returns to the active char-
acter or passes on to the next player character, at 
the MC’s discretion.

THINK CINEMATIC
As a player, you get to play your character any 
way you want to, so make the most out of it! 
Here are a few things you can try:

Take dramatic actions: Make your actions 
count. Don’t be afraid to make moves that will 
rattle the entire series or put your character and 
the things dear to her on the line. Great stories 
are made of great risks and epic successes and 
failures. Let your character be what she is, all 
the way: foolhardy, vengeful, romantic, osten-
tatious, conniving – anything that makes your 
character come alive and feel cool.

MC: You arrive just in time to see 
Jessica take a dive from the top 
of the building.

Jerry (playing Det. Enkidu): No, not 
another one! Screw this, Enkidu 
runs to the ledge and jumps right 
after her. I’ll try to break the 
fall somehow, but I’m not losing 
this victim!

Make your character look great on screen: 
When you describe your actions, describe them 
as if you are seeing them on the big screen, on 
TV, in a comic-book, or a computer game. Let 
everyone know what it looks and feels like:

Lamar (playing Sullivan): Sulli-
van walks out of the flames, the 
charred shell of his car burning 
behind him. Around him, ethereal 
wisps sparkle and scintillate as 
his armor, shield, and lance phase 
in from beyond the Mist. He looks 
up to the giant and you can almost 
see the blades of the windmill 
turning behind the hulk. The bat-
tle begins.

Think about the story as a whole. What will 
happen to your character? Your crew? The other 
characters? The City? Use your character to 
steer the story where you want it to go, but stay 
open to any outcome: the MC, the other players, 
and the dice will surprise you, and therein lies 
all the fun. Make space and give the stage to 
other players and the MC so they can do their 
share of storytelling and, when appropriate, 
weave your character’s story into theirs.
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implications described in the move’s description 
are applied. Moreover, if the player misses the 
move, the MC makes an MC move as usual. 

If two or more players are vying for the chance to 
act first, the MC chooses one at her whim to make 
the move. Other players may attempt to interfere 
with this move, using their own moves and re-
sources, as usual (see Helping or Interfering With 
Core Moves, page 181). 

TRYING TO ACT FIRST

When a dramatic situation within the story drives 
a character to try to act before the other charac-
ters (player or non-player) or before something 
happens, the attempt to act first is considered an 
action in and of itself. The player portraying the 
character must make a move to determine whether 
his character manages to act before other events 
and actions take place.

When two or more characters (player or non-play-
er) are struggling to act first, they are essentially 
fighting for control of the situation, so use the Go 
Toe to Toe move (described below). If the char-
acter is simply trying to act before something else 
happens, e.g., slip between closing elevator doors 
in time, she is probably Taking the Risk.

If the move scores a hit and the player chooses to 
act first, the player receives the spotlight. If the 
move is missed or if the player chooses to forego 
acting first in order to avoid other negative effects, 
the spotlight goes to another character. All other 
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ASKING FOR MORE INFORMATION
As a player, you can always ask for more informa-
tion about the scene to help you imagine it. Based 
on what the MC has prepared about the scene or 
based on details improvised on the spot, the MC 
will relate any information that is easily percepti-
ble or known to your character. For example:

Player: Is it raining?

MC: Yes.

Player: How long is that alley? 

MC: About a hundred yards.

Player: What does my character know 
about this gang?

MC: Well, since you are involved with 
the underworld, it’s safe to say 
you’ve heard about them. They mostly 
serve as enforcers for loan sharks.

If you ask for information that isn’t easily available 
to your character, the MC will ask you to take an 
action to find out the answer (most likely using the 
Investigate move).

Player: Does the mayor look nervous 
around these people?

MC: If he is, he’s hiding it well. 
You’ll have to study him for a while 
to be sure. Would you like to Investi-
gate?

It’s up to the MC to decide what information is 
available to your character. Asking questions about 
the scene does not require having the spotlight. 
However, players should avoid bogging down the 
conversation with too many questions and instead 
focus on what is important in the scene. 

MOVES:  
TAKING ACTION
When you receive the spotlight, you can describe 
what actions your character takes in the story. De-
pending on the nature of the scene, your character 
can observe the scene, move around it, speak, and 
take casual actions without triggering the rules. 
Actions that do not involve the rules are consid-
ered to happen as you describe them: your charac-
ter says what you say she says, she walks where you 
say she walks, etc.

Jerry (playing Det. Enkidu): Enki-
du walks up to the filthy kid in the 
junkyard and says, “It’s late, little 
guy. You shouldn’t be hanging around 
these places after dark. Let me drive 
you home.” All this time, she is hav-
ing flashbacks of her past, when she 
herself was found in a junkyard.

Much of the time, however, your character’s ac-
tions will have some dramatic importance and will 
therefore trigger the rules. When the rules come 
into play, you still describe your character’s action, 
but you use the rules to determine its outcome and 
consequences. The rules decide how well or how 
miserably you perform the action, what unexpect-
ed side-effects transpire from your action, and 
how other elements in the scene respond to what 
you did. The rules that govern the outcome of your 
actions are called moves.

PLAYERS MOVES VS. MC MOVES

This section relates to actions taken by play-
ers when playing one of the lead characters. 
The MC, who portrays all the other, non-player 
characters in the story, uses different rules for 
taking actions with her characters. The rules for 
the MC characters are given in the MC Toolkit. 
However, the MC should also be familiar with 
the rules for the players actions as they often 
involve decision-making by the MC.
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MC: The kid only smiles. Before you know 
it, you hear the swoosh of something 
moving very fast above you. It’s the 
scrap magnet, and it’s freefalling 
down on you! You can get out in time 
but the kid is just perching there. 
What do you do?

Jerry: Can’t let this happen. I’m go-
ing to leap at him and push him out of 
harm’s way!

MC: Cool, you take the leap, but let’s 
see how that works out for you. You 
make the Take the Risk move.

Standard moves have three parts: condition, roll, 
and outcome. For example:

The condition of a move describes a circumstance 
or type of action. Whenever you describe your 
character taking an action that matches the 
condition, the move is triggered. You must then 
roll the dice, add a modifier (usually Power, see 
below) to the result, and compare the total to the 
description of the move to determine the outcome 
of your action. This is called making a move.

TAKE THE RISK
When you perform a daring, risky, or out-
right stupid feat, roll+Power. On a 10+, you 
do it, somehow. On a 7-9, things get messy. 
The MC will offer you a hard bargain or an 
ugly choice.

Condition: 
When you perform a daring, risky, or out-
right stupid feat, 

Roll: 
roll+Power.

Outcome: 
On a 10+, you do it, somehow. On a 7-9, things 
get messy. The MC will offer you a hard bar-
gain or an ugly choice.
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1 . MATCHING ACTION AND MOVE
When you describe an action that triggers a move, 
you must also name the move you are making. If 
you don’t know which move to use, the MC will 
tell you. The action and the condition of the move 
must match. For example:

Player: I’m going to hide behind the 
hedge and wait for the owner to leave 
the house. I’m Sneaking Around.

Or:

Player: I’m going to flirt with the caf-
eteria lady and try to understand when 
she last saw headmaster Boyd. I’m In-
vestigating.

Or:

Player: If we don’t get out of this wa-
ter tank before it fills up, we’re 
doomed! I am going to try to melt a 
hole in the bottom, but since I’ve 
never used my Mythos fire powers un-
derwater, I guess I Stop. Holding. 
Back.   

Your character cannot take an action that matches 
the condition of a move without also making the 
move. If you want your character to take the action 
in the story, you must back your description with 

a move. Whenever you describe an action without 
invoking a move, the MC will suggest one. For 
example:

Player: That thing killed Marcy! I’m 
gonna blow his lights out. I pick up 
the crowbar and take advantage of the 
fact he’s not looking at me to take a 
swing at its scaly face.

MC: Okay - so are you Hitting With All 
You’ve Got?

Player: Hell yeah! Let me roll for that...

The reverse is also true: you cannot make a move 
without describing an action that matches the 
condition of that move. Whenever you invoke a 
move without describing the action, the MC will 
ask you to describe what happens in the story by 
asking you:

 ?   WHAT DO WE SEE?

For example:

Player: Arggh, so I’m hanging off the 
bridge, holding onto the rope with one 
hand and the bag with the other? Can’t 
let that bag of jewelry drop into the 
river. I’m going to Take The Risk.

MC: Okay, but what do we see?

TAKING A SEQUENCE  
OF ACTIONS
When you plan to take a sequence of different 
actions, always break down the sequence into 
distinct actions and make the move for the first 
action only. Depending on how the first action 
ended, the MC rules whether you may continue 
your planned sequence by making the move for 
the next action, etc. For example:

Player: I drift the car around the 
street corner, burning the tires; 
then I pull out my SMG and spray 
the rival gang with my flaming bul-
lets; then I bring the car to a 
halt in front of all the mayhem and 
say – ‘Valtierra has a message for 
you: join him, or join the dead!’

MC: Okay. That’s a handful! Start with 
the drift, you’re Taking the Risk. 
If you pull it off, you can go on to 
opening fire.

Rolling a miss on a move often means something 
interrupted your sequence but other effects may 
apply instead. For example, the MC might use an 
MC move to impose a status on your character but 
allow you to continue your sequence.

A sequence may or may not be completed before 
passing the spotlight to another character. If you 
did not complete your sequence of actions and 
the spotlight moved on, you may continue the 
sequence next time you receive the spotlight, 
assuming the actions of the other characters and 
their outcomes did not interrupt your own.
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Player: Oh, right. My character kicks 
himself off the bridge posts and tries 
to build momentum to swing himself 
onto one of the beams.

MC: Ballsy. Make the move.

2 . DETERMINING POWER
Power represents your character’s ability to 
perform a specific action. Power takes into 
consideration your character’s skills and resources, 
her weaknesses, the conditions under which she is 
operating, and her current status. It’s a measure of 
how much your character is in her element when 
taking the action. Power starts at zero for every 
new action taken; the Power of previous rolls does 
not affect the Power of new rolls.

If the MC or the other players wish to invoke 
the rules to somehow affect your move, they 
must do so at this point. Such intrusions are 
most commonly used to create new story tags and 
statuses that will increase or decrease your Power.

Power is determined as follows:

A. COUNT POWER TAGS
Name the power tags (and/or story tags) which 
directly help you perform the action you are taking 
(e.g. observant while searching a crime scene). You 
can invoke any of the power tags your character 
has, including tags from different themes, as long 
as they reasonably enhance your action. Read more 
about power tags on page 205.

The number of power tags you invoke is your 
initial Power. If you have no appropriate power 
tags but your character is reasonably able to per-
form the action (e.g. talk to a reporter, climb over a 
chainlink fence), your initial Power is zero. 

At your option, briefly describe how each power tag in-
voked helps your character perform the action better.

B. SUBTRACT WEAKNESS TAGS
You, the MC, or any player whose character is the 
unwilling target of your move can choose to invoke 
any of your weakness tags (and/or story tags) that 
reasonably impede the action your character is taking 
(e.g., out of shape while pursuing a fleeing suspect on 
foot). Read more about weakness tags on page 207.

For each weakness tag invoked, reduce your 
Power by one and mark Attention on that tag’s 
theme. Your Power can be reduced below zero to a 
negative number. 

At your option, briefly describe how each weakness 
tag invoked hinders your character while perform-
ing the action.

C. ADD OR SUBTRACT OTHER FACTORS
Statuses are descriptive tags with tiers that are 
used to define temporary conditions (see page 
218). Your statuses can affect your move. In some 
cases, the MC may rule that the statuses of the 
target of your move can also affect your move.

If your character (or the target of your move) has 
any statuses that help your action, add the tier of 
the highest status among them to your Power.

If your character (or the target of your move) has 
any statuses that impede your action, subtract the 
tier of the highest status among them from your 
Power. Your Power can be reduced below zero to a 
negative number.

EXAMPLE 1: DETERMINING POWER
Lamar is playing his new character, Sullivan, who is 
investigating the derelict apartment of a runaway 
witness in the blue-collar residential neighbor-
hood. According to Alice the MC, it seems like a 
fight took place in the apartment.

Lamar (playing Sullivan): Sullivan sur-
veys the apartment trying to find 
clues as to what happened here. I’m 
Investigating. I have one relevant 
power tag, investigative reporter, so 
I start with a Power of 1.

MC: Great, roll with a Power of 1.

Alice could also say:

MC: Hmmm, you’re all alone in an apart-
ment that’s totally turned up-
side-down. I think it’s a good time to 
invoke your weakness tag delusional. 
That brings your Power back down to 
zero. Roll with a Power of zero. Oh, 
and mark one Attention on your theme 
Imaginary Knight.

If Sullivan had any relevant statuses, Lamar would 
factor them into the action:
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Lamar: Sullivan also has a status in-
hot-pursuit-2 which I think applies 
here, because I already have a few 
leads about this witness. This is the 
only (and therefore highest) positive 
status I have, so I add its tier to my 
Power of zero, getting a Power of 2. I 
don’t have any negative statuses that 
apply, fortunately.

Optionally, one of the other players could also 
affect the move’s Power by helping or interfering, 
giving Sullivan a status:

Megan: My fairy trickster Goodfellow 
is the one responsible for all this 
mess. He admires Sullivan so he real-
ly doesn’t want the reporter to find 
out about his involvement. I’m going 
to use a Hurt point to give Sullivan 
a fooled-by-a-Goodfellow-1 status and 
knock down his Power by one.

Lamar: That’s harsh! But cute at the 
same time. I’m left with a Power of 1.

EXAMPLE 2: DETERMINING POWER
Det. Enkidu is trying to subdue and restrain the 
Rift of Thor, the Norse storm god. She is Going 
Toe to Toe with him and invokes three power tags: 
beastily athletic, thorny tentacles, and wild rage. This 
gives her a Power of 3. She has no helpful statuses, 
but she is dizzy-1 from a punch that Thor landed 
earlier. The Rift of Thor also has a relevant status 
berserk-2, positive for him but detrimental to En-
kidu’s action. The MC decides this status applies to 
the action. Out of the two statuses, only berserk-2 
applies because it’s the highest negative status. 
The detective’s Power of 3 is reduced by 2, for a 
final Power of 1. 

OPTIONAL RULE: GRIT MODE
Grit Mode is a special mode of play you can choose 
to apply in your game in order to make actions 
more difficult for the players and make the char-
acter’s lives harder. Grit Mode makes it harder 
to achieve a Power of 3 or more when making a 
move. As a result, players tend to score less and the 
outcomes of actions lean more toward mixed or 
negative results.

You should use Grit Mode when:

a)  you would like to give your game a darker 
outlook and make your City a place where 
things usually turn out for the worse; or

b)  your characters have become too strong and 
you would like to increase the level of diffi-
culty in the game; or

c)  you find the standard checks and values for 
limiting characters’ Power (such as weakness 
tags, negative statuses, and power tag caps) 
difficult to apply and you want to set a strict-
er limit on the character’s Power.

When Grit Mode is activated, you roll+Grit instead 
of roll+Power for all the Core Moves. To determine 
your Grit, determine your Power as usual and 

compare it to the table below, or use the status bar: 
starting on the left side of the status bar, count 
one box for each point of Power you have. The last 
number you reach is your Grit.

For example, a character with a Power of 5 counts 
five boxes from the left: the box labeled 1, the box 
labeled 2, an empty box, the box labeled 3, and 
another empty box. Since 3 is the last number 
reached, that character’s Grit for the action is 3.

Negative Power is translated to Grit in the same 
way, resulting in negative Grit.

In addition to replacing roll+Power with roll+Grit, 
Grit is also used instead of Power whenever a move 
mentions Power. For example, if a move indicates 
you give your target a status with a tier equals to 
your Power, you use Grit instead.

POWER 0 1 2 3 4 5 6 7 or more

GRIT 0 1 2 2 3 3 3 4
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3 . ROLLING THE DICE
Now that you know your Power, roll two six-sided 
dice (also known as 2d6), add up the results, and 
add it to your Power. This is known as roll+Power. 
The final result is your score for this move. Once 
the dice are cast, the Power for this action cannot 
be changed by invoking additional tags or using 
any other feature of the game.

For example, if your Power is 3 and you roll 2 and 
5, your score for the roll is 3 + 2 + 5 = 10. if your 
Power is -1 and you roll 4 and 1, your score for the 
roll is -1 + 4 + 1 = 4.

In moves that use modifiers other than Power, 
replace Power with the relevant modifier as listed 
(e.g. roll+Mythos, roll+Logos, etc.)

4 . ESTABLISHING THE OUTCOME
OUTCOME CATEGORIES
All moves interpret the score of your roll according 
to the same general categories:

A final score of 6 or less is a MISS. When you 
miss a move, the MC gets an opportunity to invoke 
one of her own MC moves, usually complicating 
things for you and your crew. A miss doesn’t nec-
essarily mean you failed the action you attempted, 
but it does mean a new complication presented 
itself either due to your action or in conjunction 
with it. On a miss, the MC describes the outcome of 
your action.

A final score of 7 or more is a HIT. A score of 
7-9 is considered a weak hit. It represents a mix-
ture of success and complication, where you man-
age to achieve some of the intended outcome but 
in doing so you also suffer negative implications. 
A score of 10 or more is considered a strong 
hit. It represents a good success which allows you 
to accomplish what you attempted with few or no 
complications.

Some options in the game allow you to unlock 
an additional category of success which activates 
when you score 12 or more, representing an 
extraordinary success with special benefits. Unless 
the 12 or more category is unlocked, a score of 12 
or more is treated as 10 or more.

The moves refer to these categories with the fol-
lowing designations:

On a miss, ... (when you score 6 or less)
On a hit, ... (when you score 7 or more)
On a 7-9, ... (when you score 7, 8, or 9)
On a 10+, ... (when you score 10 or more)
On a 12+, ... (when you score 12 or more)

OUTCOME DESCRIPTIONS
Each move has different outcome descriptions for 
7-9 and 10+. Some moves also define what occurs 
when you miss the move (by scoring 6 or less), in 
addition to or instead of the standard MC move. 
The outcomes of the Core Moves are described 
later in this chapter.

Once you establish your score for the roll, follow 
the respective outcome description. Outcome 
descriptions can describe both story- and rules-re-
lated results. For example, a move can specify that 
your character is exposed to danger in the story or 
it can specify that you take a status.

OUTCOMES THAT ASK  
YOU TO CHOOSE
Some move outcomes specify choices for the player 
who made the move, for the MC, or for another 
player. For example, on 7-9, the Sneak Around 
move tells the MC to choose one option out of a 
list to affect the character who took the action:

On a 7-9, the MC chooses one:

• Someone unimportant noticed you, but that 
just made them important, right?

• You are perceived only by a secondary sense 
(someone picks up your scent while you’re 
stalking them; you’re seen whispering a mes-
sage but the message is not heard).

• You must leave something important behind 
– or be discovered.

Similarly, on a hit, the Hit With All You’ve Got 
move states that you give a status to your target. 
You must choose the tag of the status you give with 
your action.
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Whenever you make a choice in a move, 
whether your own or another player’s, describe 
how this choice is reflected in the story. In other 
words, you translate the rules into the story.

For example:

Matt (playing Kitsune): I’m going to 
parkour onto the roof of the metal-
works factory and then try to take the 
crooks inside by surprise. I’m Sneak-
ing Around. My Power is 2, I rolled 3 
and 3, so that’s 8 all together. Eek, 
7-9! That can’t be good…

MC: Okay, in Sneaking Around, on 7-9, 
it says I choose one of the options. 
So I choose “Someone unimportant no-
ticed you, but that just made them 
important, right?”. Let me think… You 
definitely get the drop on whoever 
is INSIDE. But suddenly white light 
washes over your jacket and hoodie as 
the security guard at the gate points 
his flashlight at you. He then starts 
running towards his booth. Looks like 
he’s going to call the cops.

Or:

Jerry (playing Detective Enkidu): These 
violent Infection Club teenagers are 
getting on my nerves. It’s time to 
push them back with my vines. It’s a 
close-quarter scuffle so I guess I am 
Going Toe to Toe? My Power is 3, I 
roll 4 and 6, wow! Total score of 13, 
which is 10+.

MC: When Going Toe to Toe, on a 10+, you 
choose two options from the move.

Jerry (looking over the options): I 
choose to achieve my goal, so first 
I whip out vines and plant-like ten-
tacles that push them away from me. 
I also choose to give them a status, 
let’s call it constricted-3! So now 
they are suspended in mid-air, held up 
and strangled by my vines…

MORE ON  
USING MOVES
REPEATING A MOVE
You cannot repeat an action using the same tags, 
until the conditions have changed. This is true 
regardless of whether you scored a hit or a miss. 
In other words, you can’t keep making identical 
actions such as attacking the same target in the 
same way twice or investigating the same subject 
using the same methods again and again. You can 
attempt an action again when the conditions have 
changed, as decided by the MC. This could be a 
matter of moments, e.g., in a rapidly changing 
battlefield, or days, e.g., when you got all you can 
get from a witness using a specific approach and 
you need him to cool down before trying again. 
You can attempt an action again if you change your 
approach and use different tags.

Face Danger is an exception to this rule. So long 
as you are able to protect yourself, you can Face 
Danger again and again using the same tags

LINKED MOVES
Moves often follow one another in succession 
either because they trigger one another or because 
the rules or the MC ask you to make one move be-
fore you can perform the other. Most often, failed 
moves are followed by a Face Danger move to 
avoid harm; Change the Game moves are followed 
by the move they augment. Such moves are called 
linked moves.

A tag can only be used once within a set of linked 
moves. In other words, it can only be used in one 
of the linked moves. This applies even if the tag is 
available and relevant to more than one move in 
the set. For example:

Lamar (playing Sullivan): “I use shield 
to match to bash that goblin-merce-
nary in the head and knock him off the 
ship. That’s Hit With All You’ve Got 
with a Power of 1. I roll… ouch. 2 and 
2, for a total score of 5. I missed 
the move.”

On a hit, you give the target an appropriate 
status of your choice with tier=Power.
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MC: “Ouch indeed. As you lunge towards 
the mercenary and pin him to the rail-
ing, he pulls out a combat knife and 
stabs you with it, for an ugly-cut-2. 
It’s time for Sullivan to Face Danger, 
but you can’t use the shield to match 
tag because you already used it in the 
previous move, and they’re direct-
ly linked. Let’s say that since the 
shield is locked between you two, you 
can’t use it to defend yourself.”

Lamar: “That makes sense. Thank god I 
still have my spectral armor…”

Moves that have the same purpose are also con-
sidered linked moves, even if they don’t follow one 
another. For example, if you use your tag devout 
believer to resist being brainwashed by a cult, and 
Change the Game to give yourself a status of  
reinforced-faith-2, you cannot use the tag again 
when you Face Danger against being brainwashed, 
since both moves have the same purpose of pro-
tecting you. 

POSTPONED MOVES 
The MC can choose to postpone the resolution of 
a move for dramatic effect. When the outcome of 
your character’s action would only become mean-
ingful later on in the story, the MC can ask you to 
hold off making the move. Your character’s action 
is assumed to have happened but its results remain 
unknown and the game continues normally. When 
the outcome of the move becomes important, the 
MC will ask you to make the move for the action 
taken in the past in order to dramatically reveal its 
outcome in the present.

For example, a player is playing a criminal mas-
termind who is trying to intimidate the crew’s 
getaway driver to make sure he is there on time to 
extract the crew. The MC can decide to postpone 
this move until the crew is actually fleeing the 
scene of the crime. Within the story, the intimidat-
ing dialog takes place hours before the fateful pick 
up; the rules, however, are resolved only when it’s 
time to find out what was the outcome of the dia-
log, in this case, when the crew runs out of the City 
Central Bank heist to discover whether the getaway 
driver showed up or not.

DICELESS MOVES
Diceless moves are moves that do not require a 
roll. Instead, the move is triggered whenever your 
character takes an action in the story that fulfills 
the condition (or, in some moves, whenever the 
players take game actions that fulfill the condi-
tion). You must then follow the outcome descrip-
tion given in the move. For example:

Condition: 
When you sacrifice something you truly 
want to abide by your Identity, 

Outcome: 
mark Attention on that Identity’s theme.

In the above move, the outcome of the move 
instructs you to mark Attention on a given theme. 
Whenever the move condition is fulfilled, you do so.

Diceless moves are used throughout the game to 
create rules that are triggered in certain circum-
stances regardless of the character’s Power or roll, 
such as moves related to character development 
explained in Chapter 4: Moments of Truth and 
custom moves created by the MC, explained in 
Chapter 3 of the MC Toolkit.
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The eight Core Moves cover the vast 
majority of actions players can take 
in City of Mist. The following section 
illustrates the moves and explains 
their conditions and possible out-
comes.

The Core Moves use terms such as tags, statuses, 
Clues, and Juice, all of which are summarized on 
pages 164-165 and explained fully under Game 
Resources, starting on page 204.

THE RULE OF “MINIMUM ONE”
Some Core Moves define the benefit you derive 
from the move, such as Clues, Juice, or statuses 
you give, in terms of Power. For example, when you 
score a hit with the Investigate move, you gain a 
number of Clues equal to your Power. 

When you make a move with a Power of zero or 
less and score a hit, you always get at least one 
point of benefit: one Clue, one Juice, or a tier-1 
status.

DYNAMITE!
Several character improvements can make a Core 
Move Dynamite! Most commonly, these improve-
ments allow you to use the Dynamite! option every 
time you make a specific Core Move using specific 
tags or tags from a specific theme. 

Normally, a result of 12 or more is treated as a result 
of 10 or more. When a move is Dynamite! the 12 or 
more outcome category becomes available, and a 
result of 12 or more activates it. The 12 or more out-
come category represents an outstanding success 
with special benefits, as explained in each move.

HELPING OR INTERFERING  
WITH CORE MOVES
Crewmates can help or interfere with each other’s 
moves by spending Juice, including Help & Hurt 
points, to give each other helpful or impeding 

statuses or change the environment to support or 
hinder the move, etc. When a crewmate makes a 
move, before the player rolls the dice, you can ask 
for the spotlight temporarily to help or interfere 
with their action.

The simplest way to help or interfere with an 
crewmate’s action is to spend a Help point or a 
Hurt point to give them a positive or a negative 
temporary status. Describe how you help or inter-
fere with your crewmate’s action and what status 
you give them. They cannot Face Danger from this 
status.

The other way to help or interfere with a crew-
mate’s action is to spend Juice. If you have relevant 
banked Juice that you can use, you can spend it. If 
you don’t, but your character is able to take action 
to affect your crewmate’s action before they act, 
you can make a Change the Game move, generat-
ing Juice specifically for this purpose. You can also 
burn a tag for a hit to ensure the success of this 
Change the Game move.  

Normally, a player character cannot Face 
Danger to reduce a temporary status given by 
a crew member as an intereference. The MC can 
make an exception to this rule if the interference is 
clearly blockable by the acting character's defenses.

Finally, if you are the unwilling target of your 
crewmate’s move, you may invoke the crewmate’s 
weakness tags when appropriate.

MULTIPLE CREW MEMBERS HELPING 
OR INTERFERING
Each crewmember may ask for the spotlight to 
attempt to help or interfere with an action, if their 
character is capable of doing so. However, note 
that to compound helping or interfering statuses 
given by different team members, they must be on 
the same spectrum. Otherwise, helpful and detri-
mental statuses do not stack; only the status with 
the highest tier among the helpful statuses and the 
status with the highest tier among the detrimental 
statuses apply.

HELP AND INTERFERE EXAMPLE
Sullivan, Goodfellow, and Det. Enkidu face off with 
sinister businessman Craig Cetus on a wharf in the 
docklands. Mr. Cetus has used his Mythos powers 
to call forth a monstrous sea creature from the bay 
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and had it attack the lead characters. Det. Enkidu 
has an opening and wants to shoot to kill, before 
Cetus does any more damage. However, Sullivan 
wants to keep him alive to question him about 
where he is keeping a young man who has incrimi-
nating information about Cetus. Goodfellow is still 
undecided.

Jerry (playing Det. Enkidu): This has 
gone too far. I have to shoot him. I’m 
going to Hit With All I’ve Got, and I 
have a Power of 3.

Lamar (playing Sullivan): I am going to 
interfere with this action. I don’t have 
any Hurt points left with Enkidu, so I 
will Change the Game. Sullivan is go-
ing to push Enkidu’s hand up before she 
pulls the trigger. Since my motivation 
is to help save a victim of Cetus, I’ll 
burn sorrow for the victims for a score 
of 10 and a Power of 3. I give Enkidu a 
temporary status of off-her-mark-3.

Megan (playing Goodfellow): Yikes, this 
is getting heated. Goodfellow wants 
Cetus to talk, but he’s too dangerous. 
He shouts, “Sullivan, don’t!” to warn 
Enkidu. I’ll use my Help point to give 
Enkidu a temporary status of fore-
warned-1.

MC: Jerry, this means you have a helpful 
tier-1 status and a detrimental tier-3 
status, leaving you with -2 Power. You 
roll with a Power of 1.

CHANGE THE GAME
When you use your abilities to give yourself 
or your allies an advantage, roll+Power. On a 
hit, you get Juice=Power. Spend your Juice to 
gain the following effects, one-to-one:

• Create a story tag

• Burn a power tag or a story tag

• Give or reduce a status (one tier per point 
of Juice)

On a 10+, you get a minimum of 2 Juice, and 
you can also use your Juice to choose:

• Scale up the effect (greater area or more 
targets)

• Prolong the effect (make it ongoing)

• Hide the effect

• Any other improvement you and the MC 
agree on

HEAL, RESTORE, OR FIX · GET OUT OF A TOUGH SPOT ·   
GAIN OR GIVE A TACTICAL ADVANTAGE · SET UP A 
DEFENSE · CREATE OR ACQUIRE A USEFUL OBJECT · 
WEAKEN THE OPPOSITION · CONJURE, SUMMON, OR 
RALLY ALLIES · ETC.
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EFFECT IMPROVEMENTS
On a 10+, you have the option to enhance your 
effects by spending Juice on one or more of the fol-
lowing improvements. An effect is a single tag or 
status (of any tier) you created, reduced, removed, 
or burned. Each point of Juice activates a single 
improvement for a single effect. You can add these 
improvements at any time you spend Juice. You 
can only use Juice to improve effects created with 
the same batch of Juice.

• Scale up the effect: You make a single effect 
bigger, make it cover a greater area, or make it 
affect a small group of targets (normally up to 10 
targets, but the final decision is up to the MC). 
With this option you can make your fire elemen-
tal the size of a small building, spread moonlight 
over an entire block, and have your protect-
ed-by-wards-1 or gassed-to-sleep-2 statuses 
affect multiple targets.

• Prolong the effect: If you use this option on 
newly-created temporary story tags or statuses, 
you make them ongoing. If you use it on a power 
tag you burn, it stays burnt until recovered by 
ordinary means. (When Grit Mode is activated, 
this improvement allows you to reduce/remove 
ongoing statuses or burn ongoing story tags).

Change the Game is the most versatile of the Core 
Moves. It applies whenever your character is trying 
to gain advantage for herself or for her allies by 
improving their abilities, changing the situation 
to their benefit, helping herself or her allies shake 
off negative effects, inflicting a disadvantageous 
condition on their foes, or creating useful objects, 
beings, or conditions.

OUTCOME
On a hit, you gain Juice equal to the Power of this 
action. On a 10+, you get at least 2 Juice. You can 
spend the Juice to create various effects as ex-
plained under Juice (page 232): each point of Juice 
allows you to create one story tag, burn one tag, 
reduce one status by 1 tier, or create one tier-1 
status (and increase it by 1 tier for every additional 
point spent). Note that the tags you use to Change 
the Game determine the method of your Juice and 
limit what you can use your Juice for. For example, 
you cannot invoke the tag a healing touch and then 
use your Juice to give someone a harmful status. 

Story tags and statuses you create using Juice are 
temporary and affect a single target or a small area 
per point. Furthermore, like all actions, they are 
discernable to those around and those who come in 
contact with the effects of the move.
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• Hide the effect: You make a single effect indis-
cernible to those you wish to hide it from. At the 
MC’s discretion, a scrupulous investigation may 
reveal something about the effect, but would still 
not reveal it completely.

• Other improvements: You or the MC can come 
up with additional improvements for your effects, 
such as affecting other dimensions or allowing the 
effect to slip past an enemy’s defenses. Once you 
agree on the improvement, you can spend a single 
point of Juice to activate it, as usual.

“Prolong the effect” and “Hide the effect” may 
be chosen only once for each effect you want 
to improve. The other options may be chosen 
multiple times for a greater improvement, at the 
MC’s discretion.

The Rift of Geppetto is calling upon 
his toys to help him fight off two crooks 
trying to set his workshop on fire. 
The player invokes puppeteer & toymak-
er, cluttered workshop (because he’s 
there), and necessity is the mother of 
invention for a Power of 3. Rolling 3 
and 4, the player scores a total of 3 
+ 3 + 4 = 10, or a 10+. This generates 
Juice equals to Power, in this case 3 
Juice. The player can also choose from 
the effect improvements. He decides to 
get his toys to move chaotically around 
the workshop and make a ruckus, throw-
ing off the crooks and giving them be-
wildered-1 (1 Juice). To affect both of 
them he chooses to scale up the effect 
(1 Juice) and to keep them at a loss he 
chooses to prolong the effect (1 Juice). 
The crooks now both have an ongoing be-
wildered-1.

Later, as the drama unfolds, Geppetto 
is held-back-2 by one of the crooks 

as the other pours gasoline around his 
precious workshop. The player Changes 
the Game again, using the same tags, 
but rolls 1 and 5, for a score of 3 + 
1 + 5 = 9, or a 7-9. He gets 3 Juice 
again, but can’t choose any effect im-
provement. Geppetto gets an electrical 
toy to zap the crook holding him so he 
can escape, removing the tier-2 status 
entirely (2 Juice) and then grabs a 
chinese finger trap off one of the work-
benches, creating a temporary story 
tag (1 Juice). On his next action, he 
will use it on the crook who was hold-
ing him.

DYNAMITE!
If your move is Dynamite!, on a 12+, you get a 
minimum of 3 Juice and can choose to activate one 
of the following special improvements by spending 
1 Juice:

• Large-scale effect: scale up a single effect to a 
large scale or make it affect a large group. The 
exact limit of this scale is up to you and the MC.

• Permanent effect: make a single effect perma-
nent or be able to use one of your effects to re-
move or reduce a permanent effect (except tier-6 
statuses). You can only have one permanent 
effect at a time. You can discard a permanent 
effect you created whenever you wish.

• Mist-hidden effect: make a single effect 
Mist-hidden. The Mist itself conspires to hide the 
existence of this effect even from Rifts so that 
no-one can know about it without your approval.

As with the the 10+ effect improvements, these 
special improvements can only be applied to ef-
fects created with Juice from the same batch.
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CONVINCE
HOLD SOMEONE AT GUNPOINT · BRIBE AN OFFICIAL ·  
CLOSE A DEAL · FLIRT TO GET WHAT YOU WANT · 
THREATEN WITH VIOLENCE OR A PROMISE OF FU-
TURE PAIN · BLACKMAIL SOMEONE · ETC.
Convince is activated when your character openly 
tries to influence another character to do some-
thing that character wouldn’t normally do. How 
you influence your target is determined by the tags 
you invoke. When a character tries to influence 
someone to provide information, use Investigate 
instead. When a character tries to influence some-
one deceptively, use Sneak Around instead.

When you use your abilities to talk, threaten, 
or seduce someone into doing something, 
roll+Power. On a hit, choose a relevant status 
with tier=Power. Your target can choose ei-
ther to take the status or:

• on a 7-9, to give in a little, but protect their 
own agenda.

• on a 10+, to change their agenda to include 
yours, at least for the time being. 

OPTIONAL RULE: STATUS FILTER
You can allow players in the game to use the option 
Reduce or Remove a Status to set up an ongoing 
effect that reduces incoming statuses from a tar-
get. To do so, a player must score 10 or more on his 
Change the Game move and spend a Juice point 
to activate the option “Make the effect ongoing”. 
Every additional point of Juice spent to Reduce 
or Remove a Status adds one tier to the filter. 
From that point on and until the effect expires, any 
relevant status the target takes is reduced by the 
number of tiers in the status filter

The Rift of the divine blacksmith Hep-
haestus wants to use his control over 
metals to block incoming bullets. The 
player scores 10+ on his Change the 
Game move and gains 3 Juice for erect-
ing this magical barrier. He spends 2 
Juice on the reduction effect and one 
point to make it ongoing. This sets up 
a tier-2 status filter, which reduces 
two tiers from any status related to 
metals that might affect him, such as 
perforated-by-bullets-5 or ricochet-2, 
for as long as the status filter effect 
remains. 

Alternatively, the blacksmith can spend 
1 Juice on the reduction effect, 1 Juice 
to make it ongoing, and the final Juice 
point to scale up the effect. Now his 
entire crew is protected by a tier-1 
status filter.

Similarly, a samurai garners 2 Juice 
from invoking her martial prowess and 
scoring 10+. She can then set up a 
tier-1 status filter on her opponent, 
reducing any combat advantages statuses 
he tries to give himself by one tier.

Depending on the method of your Juice, the MC 
rules whether this filter activates before or after 
a player character’s Face Danger move, affecting 
either the incoming status or the status remaining 
after the Face Danger move. As usual with the Re-
duce or Remove a Status effect, statuses reduced 
to tier 0 are removed completely.

Note that the tags you used to set up a status filter 
cannot be used again to attack or defend the target 
while the status filter is active. For example, if you 
used your amulet of protection to erect a magical 
barrier, you cannot use this tag in any Face Dan-
ger moves to protect yourself from statuses filtered 
by the magical barrier; nor can you use your mar-
tial prowess to enhance an attack on the opponent 
while he is under the effect of the status filter. (See 
Linked Moves, page 178)

You can reduce or remove an existing status 
filter by using any effect that could reduce or 
remove an ongoing status, including Reduce or 
Remove a Status.
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LEVERAGE AND  
COUNTER-LEVERAGE
If you have something the target wants or if you 
can threaten the target with implications she wish-
es to avoid, the MC may translate such leverage 
into an appropriate temporary story tag or tags, 
depending on how much added influence this 
leverage provides. This story tag only affects the 
Power of this specific action. For example, if you 
are convincing an auctioneer to open the vault, 
and you are threatening to smash his favorite arti-
fact, the MC may give you the temporary story tag 
favorite artifact. 

Conversely, if the target has a great deal to lose by 
doing as you say or if she is under someone else’s 
influence, the MC may translate such count-
er-leverage into an appropriate temporary story 
tag as well. This story tag affects the Power of this 
action only. The MC may also rule that an existing 
status of the target affects your attempt. For ex-
ample, if you are attempting to convince a threat-
ened-3 shop owner to report his loan shark to the 
police, his status may apply to your Power.

Sullivan (played by Lamar) is on a 
crane in the Industrial Zone, trying 
to dissuade a suicidal-4 teenager from 
jumping to his death after a traumat-
ic discovery. Lamar invokes Sullivan’s 
power tags of sorrow for the victims 
and long unbreakable speeches for a 
Power of 2. He also knows the kid likes 
burgers, so he gets a burger which the 
MC represents as a temporary story tag, 
raising the Power to 3. However, the 
teenager’s tier-4 status applies as a 
negative status, so Lamar rolls with a 
Power of -1. He rolls 2 and 6 for a to-
tal of -1 + 2 + 6 = 7, or a 7-9. 

OUTCOME
A hit indicates you managed to exert some influ-
ence over your target. Choose a “stick”: a status 
that reflects a negative outcome for the target in 
case the target decides to resist and act differently 
than you asked. The tier of the status is equal to 
your Power in this action. 

The “stick” status could be a psychological or 
social outcome such as guilty-3, a practical re-

percussion e.g. wanted-for-questioning-2, or even 
physical punishment, such as gunshot-4. The status 
you choose must match the nature of your action. 
However, it cannot be identical to the action you 
want the target to perform. For example, if you 
order a bank robber to drop his firearm, you cannot 
give him the status disarmed-3 instead.

The target of the action can choose whether to 
take the status or do as you say. On a 7-9, the 
target needs to do something for you to avoid the 
status, but can continue to protect her own agenda. 
On a 10+, she must fully promote your agenda, at 
least temporarily, to avoid the status.

Lamar chooses to give the kid a status 
of paralyzed-1 (tier-1 because the Pow-
er is zero or less). The MC must choose 
whether the kid takes the status or 
listens to Sullivan. Since Lamar scored 
a 7-9, the kid can listen to Sullivan 
but still protect his own agenda. He 
slowly moves away from the edge of the 
crane, agreeing to hear Sullivan out, 
but the drama is not over yet. Since 
he chose to listen to Sullivan, the kid 
does not take the status paralyzed-1.

DYNAMITE!
If your move is Dynamite!, on a 12+, the tier of the 
“stick” status you give the target equals Power+2. 
To avoid it, target must change their agenda as in 
10+, but in addition the target must take a tier-2 
temporary status of your choice representing your 
influence, such as indebted-2, convinced-2, friend-
ly-2, etc. Its tag cannot be the same as that of the 
“stick” status.

If the target is a player character, you can trade 
tiers of the status (either the “stick” or the influ-
ence) for Hurt points against the target, one-for-
one. For example, if your Power is 2, the “stick” is a 
tier-4 status. If a player character chooses to take 
this status, you can choose to reduce the status by 
3 tiers to a tier-1 status and instead receive 3 Hurt 
points against that player character.
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FACE DANGER
When you use your abilities to avoid an 
incoming hit, endure harm, resist a malign 
influence, or hold it together, the MC (or 
player) will name a status with its tag and 
tier. Roll+Power. On a 10+, you fend off the 
effect and take no status at all. On a 7-9, you 
take the status, but with -1 tier. On a miss, 
you take the full status.

TAKE A HIT · DODGE A HIT · BLOCK A HIT · WITHSTAND 
HARSH CONDITIONS · PROJECT A PROTECTIVE BARRI-
ER · FEND OFF ENEMIES · ENDURE THE EFFECTS OF A 
TOXIN OR DISEASE · OVERCOME FEAR ·  ETC.

Face Danger triggers whenever your character 
is about to unwillingly take a status and has the 
capacity to resist or avoid it. The MC or the player 
giving you the status names its tag and notes its 
tier. The given status represents the worst effect 
that you can suffer; you Face Danger to see 
how well your character defended herself from 
its harm or influence. Therefore, Face Danger 
often follows other moves and game options that 
impose statuses.

In order to Face Danger, your character must be 
able to defend herself in the way you described 
and have the wherewithal to tackle the status: 
either because any person can attempt to do so (for 
example, take a punch), or because you have the 
specific tags to do so (for example, counterspell to 
avoid a turned-into-a-frog-5 status).

Face Danger isn’t automatically applied against 
all incoming harmful statuses. When you miss a 
move, the MC can choose to give your character 
a status without the chance to Face Danger. For 
example, your character can suddenly become sur-
rounded by enemies, not realizing it before it’s too 
late, taking overrun-3 without Facing Danger.

If you Face Danger as a result of another move 
you made, you cannot use any power or story tags 
you invoked in the first move to Face Danger (see 
Linked Moves, page 178).

If you take a status from another player’s move, 
you usually have the option to Face Danger (based 
on your ability to defend yourself and exempting 
temporary statuses created with Juice, as explained 
under Helping or Interfering With Core Moves, 
page 181). However, if you invoked any of your 
power or story tags to interfere with the other 
player’s move, they cannot be used again to Face 
Danger against the resulting status.

The status you are defending against is never 
counted as a detrimental status for the Face Dan-
ger move itself. Only statuses you already have 
affect the Power of this move.

OUTCOME
On a 10+, your character completely defends her-
self from the danger at hand and takes no status at 
all. On a 7-9, your character mitigates only some 
of the harm or influence; she takes the status but 
reduces its tier by one. The MC or the player who 
gave you the status rephrase the tag to represent 
the reduced tier. For example, bruised-2 can be re-
duced to lip-cut-1 and turned-to-sea-foam-5 could 
be reduced to melting-into-sea-water-4.

On a miss, you take the full status as named by 
the MC or the player who gave it. Unlike with 
other moves, the MC does not make a move when 
you miss Face Danger; getting the status is bad 
enough.

Post-Mortem, the undead assassin, Ex-
calibur, the steely dame, and Kitsune, 
the fox-spirit teenager, inadvertently 
crash their car into a pizzeria while 
being chased by murderous ninjas. The 
MC states they all take banged-up-3.

Post-Mortem Faces Danger first; she 
invokes can’t die – already dead and 
can’t feel pain. The player wants to 
also invoke force-field generator, but 
the MC rules that it’s unlikely that 
Post-Mortem had the time to reach for 
the device. So Post-Mortem’s action 
has a Power of 2; rolling 6 and 2, she 
scores a total of 2 + 6 + 2 = 10, or a 
10+, avoiding the status completely. 

Excalibur has one tag, tough as nails, 
to Face Danger with. Rolling 4 and 3, 
she scores a total of 1 + 4 + 3 = 8, or 
7-9. She reduces the original tier-3 
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ENGAGE IN MARTIAL-ARTS OR CLOSE-QUARTERS 
COMBAT · EXCHANGE FIRE · FIGHT SOMEONE FOR 
CONTROL OF A POSITION OR OBJECT · OUTSHINE 
OTHERS AT A SOCIAL GATHERING · TRY TO OUTRUN 
PURSUERS · GAIN THE UPPER HAND IN A GAME · 
ENGAGE IN A BATTLE OF WITS · ETC.  

Go Toe to Toe is a catch-all move for situations 
where your character is trying to achieve a goal, 
such as grabbing an object or securing a position, 
but in doing so faces opposition. It represents any 
kind of challenge or contest between your character 
and another party or force. Depending on the situa-
tion, your character could be Going Toe to Toe with 
an opponent, a predicament, a mystical force, etc.

When you Go Toe to Toe, you state the goal your 
character is trying to achieve before invoking tags 
and rolling the dice. Your goal could be anything 
related to the current scene, such as knocking an 
opponent out of the way, banishing a ghost from a 
possessed person, blocking the rival crew’s getaway 
car, pulling strings to get someone out of jail, etc. 
The tags you use must fit your goal and the means 
you employ to get it.

If your primary goal in this action is to successfully 
hurt or affect someone by imposing a status on 
them, then say so. The MC may also tell you that 

status by one to a tier-2 status, which 
she takes. The MC dubs this new tier 
cuts-and-bruises-2.

Kitsune, unfortunately, is in trou-
ble. He cannot invoke parkour artist or 
nimble as a fox because he is stuck in 
a car, buckled to the seat; so he has 
no relevant power tags for this action. 
The MC rules Kitsune can still try to 
Face Danger, but invokes his weakness 
tag fragile (the player marks Atten-
tion). With a Power of -1, the player 
rolls 1 and 1 for an all-time low score 
of -1 + 1 + 1 = 1, or a miss. Kitsune 
takes the full status and is banged-
up-3.

Declan L’Estrange is passed-out-5 and 
tied-up-3 in the trunk, recovering 
from a close encounter with the nin-
ja’s mistress. The MC rules he can-
not Face Danger, so he takes the full 
banged-up-3 status. Since this is on 
the same spectrum as the hurt that made 
him pass-out-5, Declan’s player marks 
3 pips next to tier-5 on his tracking 
card, and the MC rephrases the status 
to bleeding-to-death-5. If he takes 2 
more pips, he’s a goner.

Indicator lights blink while the alarm 
tears through the trashed pizzeria and 
the empty street. Smoke and steam rise 
from the engine and curl all around. 
Shadowy figures slink closer and closer 
to the crash site...

DYNAMITE!
If your move is Dynamite!, on a 12+, you avoid the 
status completely and choose one:

• You reflect the status at your attacker or other-
wise use it against them. You give your attacker 
an appropriate status of your choice with tier=ti-
er of the original status.

• You bolster your defenses. You take an appropri-
ate ongoing tier-1 status of your choice describ-
ing your improved defenses. 

If you Faced Danger as a follow up to a move in 
which you already gave a status, like Hit With All 
You’ve Got or Go Toe to Toe, the status you give 
using the reflect option can only replace the status 
you gave in the original move; it cannot stack with it.

GO TOE TO TOE
When you use your abilities to overcome 
someone or something in a struggle for 
control, state what your goal is. Your oppo-
nent can describe how they respond, at their 
option. Roll+Power. On a 7-9, choose 1. On a 
10+, choose 2:

• You manage to achieve your goal, e.g., take 
something they hold.

• You get them good, giving your opponent a 
status with tier=Power.

• You block, dodge, or counter their best 
attempts. If you don’t choose this, they can 
impose a status on you. If they are a PC, its 
tier=their Power.
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the goal you are trying to achieve requires impos-
ing a status (especially if you cannot achieve it in a 
single action).

The MC or the player playing your opponent can 
also describe how they respond before you roll. For 
a player, this affects their counter-attack later on.

OUTCOME
On a hit, you choose out of the following outcome 
options. You choose one option on a 7-9, two on a 
10+. You can choose each option only once.

• You manage to achieve your goal or gain an 
advantage: You achieve the goal you set before 
you rolled the dice or any advantage that can be 
gained through your action, such as grabbing 
something they hold, blocking their path, cre-
ating an opening for an ally to attack, etc. This 
option dictates a story development. It does not 
have any particular game effect, but it chang-
es the situation significantly in your favor by 
allowing you to achieve what you set out to do. If 
your goal was to impose a status, this option can 
provide a secondary advantage.

• You get them good: You give your opponent 
a status of your choice with a tier equal to the 
Power of this action. The status must be reason-
ably connected to the circumstances and the tags 
you invoked.

• You block, dodge, or counter their best at-
tempts: You defend yourself from your oppo-
nent’s attempts to get you. If you do not choose 
this option, the MC or the player who plays your 
opponent will give you a status of their choice 
against which you can Face Danger (unless you 
don’t have the means to do so). If your opponent 
is a player character, the tier of the status they 
impose on you cannot be greater than the Power 
they would have for the action they described as 
their response.

Det. Enkidu, played by Jerry, is caught 
in the middle of a masterfully-planned 
bank robbery. The masked robbers, armed 
with assault rifles, are pinning her 
down to a cramped position behind a 
concrete post, where she’s taken cover, 
exchanging random shots with them. A few 

yards away from her lies a knocked out 
security guard who has a radio attached 
to his belt. The detective wants that 
radio so she can communicate with her 
crew. Since the robbers don’t want her 
to reach the radio, raining bullets down 
on her cover, the MC rules going for the 
radio would be Going Toe to Toe.

Jerry chooses reaching the radio and 
calling Enkidu’s crew as the goal, and 
invokes beastily athletic (Enkidu is 
going to take a leap) and standard is-
sue pistol (firing back at the robbers 
gives her the pause she needs to jump) 
for a Power of 2. Jerry rolls 5 and 5, 
scoring a total of 2 + 5 + 5 = 12, or 
10+. He can now choose two options. 
He definitely wants the radio, so he 
chooses to achieve his goal. For his 
second choice, he could choose to land 
a tier-2 status on the robbers, such 
as man-down-2, or avoid the status they 
would give him. Since Enkidu’s Mythos 
power allow her to heal quite quick-
ly, Jerry chooses to take a few robbers 
out. However, the MC gives Enkidu the 
status pinned-down-3, against which she 
can now Face Danger.

DYNAMITE!
If your move is Dynamite!, on a 12+, you receive all 
three move options. 
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OUTCOME
On a hit, you give your target an ongoing status of 
your choice with a tier equal to the Power of this 
action. You can only give your target a status that is 
appropriate to the nature of your hit and its tier. You 
then choose from the following list of options. On a 
7-9 you choose one option, while on a 10+ you choose 
two options. You can choose each option only once.

• You take cover or secure a superior position: 
You defend yourself from any retaliation coming 
from your target or from other imminent threats. 
If you do not choose this option, the MC or the 
player who plays your opponent can give you a 
status of their choice against which you can Face 
Danger (unless you don’t have the means to do 
so). If your opponent is a player character, they 
can describe their retaliation; the tier of the sta-
tus they impose on you cannot be greater than 
the Power they would have for such an action 
(see example under Go Toe to Toe).

• You get them good or get more of them (+1 
tier): If you are fighting a single target or a col-
lective, increase the tier of the status you give by 
one. If you are affecting multiple targets, give the 
same status to two targets instead of one. You 
must be able to reasonably affect them in the 
same way.

• You control the collateral damage: You can 
choose whether your action causes a great deal 
of collateral damage, some collateral damage, or 
no collateral damage at all. You can define the 
nature of the damage you cause to the environ-

HIT WITH ALL  
YOU’VE GOT
When you have a clear shot and you use 
your abilities to hit someone or something 
with all you’ve got, roll+Power. On a hit, you 
give the target an appropriate status of your 
choice with tier=Power. On a 10+, choose 2. 
On a 7-9, choose 1:

• You take cover or secure a superior po-
sition. If you don’t choose this, they can 
impose a status on you. If they are a PC, its 
tier=their Power.

• You get them good or get many of them  
(+1 tier).

• You control the collateral damage.

• You hold the target’s attention, if possible.

• You gain the upper hand. Take 1 Juice.

HITTING COLLECTIVES
Fighting groups in City of Mist is identical to 
fighting individuals. Dangers that represent 
a collective are considered a single target. 
Compared to an individual target, a collective 
can deal statuses with higher tiers and can take 
higher-tier statuses before it is defeated. Hence, 
the option of increasing the tier of your status 
by one can also be interpreted as hitting more 
members of a collective, thereby weakening the 
collective as a whole.

THROW A PUNCH AT SOMEONE · THROW A CAR AT 
SOMEONE · FIRE AT SOMEONE · USE A SUPERNATU-
RAL ABILITY ON SOMEONE AT FULL POWER · SPRAY-
FIRE INTO AN AREA · ETC.

Hit with All You’ve Got covers moments when 
your character has the chance to really thump 
the living daylights out of a foe or blast them to 
smithereens. The purpose of the move is to attack, 
dealing the maximum possible impact to your 
target; for anything else, such as threatening your 
target with possible harm, use other moves.

To trigger this move, you must have a clear shot 
or a golden opportunity to hit your opponent; if 
you’re in a struggle, e.g., close-quarters combat or 
exchanging fire with fortified targets, you should 
use Go Toe to Toe. 

Hit With All You’ve Got is not limited to inflict-
ing physical harm; you can just as well Hit With 
All You’ve Got using your psychic powers, your 
evil-banishing children’s rhyme, or your political 
influence in the City. The difference is only in the 
status you deliver.
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ment. If you do not choose this option, the MC 
chooses the collateral damage.

In any case, the collateral damage is descriptive: 
while it affects the story, you do not give any 
status to represent it (if you want to affect the 
environment, you should target objects in the 
environment directly). However, the MC may 
choose to reflect the damage in a status, per-
haps forcing others around you to Face Danger 
against it.

• You hold the target’s attention, if possi-
ble: The target of your attack remains focused 
on you, temporarily ignoring other goals and 
threats. The target could be enraged, interested 
in you or what you have to say, focused on you 
as the biggest threat, etc. This effect lasts until 
the end of the encounter, until the circumstances 
change, or until someone else uses this option on 
the same target. 

• You gain the upper hand: Your attack gives you 
a secondary advantage and you gain 1 Juice. The 
method for this Juice is your attack; you can only 
use it to create effects that reasonably emerge 
from hitting your target. If you choose to use this 
Juice to give your target a status, it cannot be on 
the same spectrum as the attack’s main status. 
However, you can give other targets a status 
similar to the attack’s main status (although 
note that 1 Juice only allows you to give a tier-1 
temporary status).

Goodfellow and Tlaloc, the Rift of the 
Aztec rain god, are on the roof of the 
museum, trying to stop a cat burglar 
from escaping with an ancient figurine 
that is key to their investigation. The 
burglar already tried to kill them by 
knocking over an Egyptian statue, so 
now there are no holds barred.

Goodfellow uses his shapeshifting 
tricks to Hit With All He’s Got and 
change the burglar’s legs to chicken 
legs. He has a Power of 1, and rolls 
3 and 4, for a score of 1 + 3 + 4 = 8, 
or 7-9. With a Power of 1, he gives the 
burglar a tier-1 status, but chooses 
to get the burglar good, increasing it 
to a tier-2 status, or chicken-legs-2. 
Unfortunately for Goodfellow, he did 
not choose to protect himself. As the 

cat burglar trips over his new chicken 
legs, he reaches for his golden medal-
lion and mutters dark words, giving 
Goodfellow a status of turned-into-a-
tree-5. Goodfellow can’t Face Danger, 
since he has nothing to counter this 
dark magic with, so he turns into a 
tree. 

Things just got real. Seeing his friend 
transformed, Tlaloc calls forth a 
lightning from the heavens to smite the 
cat burglar. He has a Power of 2 but 
the MC rules that the burglar’s chick-
en-legs-2 works for Tlaloc’s benefit, so 
his Power is 4. He rolls 5 and 2, scor-
ing 4 + 5 + 2 = 11, or 10+. He chooses 
to impose a status of fried-chicken-4. 
For his two options, he chooses to take 
cover from the medallion’s effect behind 
a water tank, and to get 1 Juice with 
which to reduce Goodfellow’s status to 
branches-for-limbs-4, saying his light-
ning interferes with the medallion’s 
powers. However, not choosing to con-
trol the collateral damage, he left it 
in the hands of the MC. The MC consid-
ers the lightning hit and informs the 
players that the museum’s roof collaps-
es under their feet. 

DYNAMITE!
If your move is Dynamite!, on a 12+, choose one 
option from this list:

• Outstanding hit: Choose three options from the 
move’s standard list.

• Defend another: You protect both yourself and 
another ally from a counterstrike. The target of 
your attack cannot attack that ally on the target’s 
next move.

• Hit them hard: You hit them hard, increasing 
the tier of the status you give by two or hitting 
two more targets with the same status.

• Extreme collateral damage: everything and ev-
eryone around the target takes a status similar to 
the main status, with a tier equal to Power. This 
includes you or any allies, if you are nearby.

• Control the conflict: Take 2 Juice and you 
can use it to choose effect improvements from 
Change the Game.
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As explained under Repeating a Move (page 178), 
you cannot use the same tags to investigate the 
same source more than once, at least not until the 
circumstances change: the source has new infor-
mation, you gain new access, the attitude of the 
source toward you changed, etc.

OUTCOME
On a hit, you gain a number of Clues equal to 
your Power. You can spend your Clues to ask 
the MC (or another player) questions about the 
subject of your investigation and receive either a 
straight answer or a solid lead, as explained un-
der Clues (page 227). The method and source of 
your Clues are derived from the tags you invoked 
and the circumstances. They affect the ques-
tions you can ask and the answers you can get by 
spending Clues in this batch.

Salamander and Kitsune are looking for 
Kitsune’s school teacher, Ms. Apple-
baum, who has gone missing. Salamander 
uses snooping around and streetwise 
to ask questions around her apartment 
block in the blue-collar residential 
neighborhood. With his Power of 2, he 
rolls 5 and 3, scoring 2 + 5 + 3 = 10, 
or 10+. He receives two Clues, which he 
uses to ask “Where is Ms. Applebaum?” 
and “Who is responsible for Ms. Apple-
baum’s disappearance?”

The MC answers based on the details 
of the case that she wrote. Her notes 
tell her that Ms. Applebaum is actually 
dead, having jumped off the Bay Bridge 
after being threatened with a fate 
worse than death over a debt she could 
not repay; but the players don’t know 
that yet. The MC considers the method 
of investigation (asking around) and 
the source (the people in Ms. Apple-
baum’s apartment block), and comes up 
with the following answers:

For the first clue, regarding Ms. Ap-
plebaum’s whereabouts (the morgue), the 
MC doesn’t want to divulge too much. 
Instead she says: “You see the mailman 
on the next stop and go over to have 
a chat with him. He says Ms. Applebaum 
hasn’t collected her mail for a week, 
but today a request came in to redirect 
her mail to an address in the City’s 
industrial zone, signed by her.”

INVESTIGATE
When you use your abilities to seek answers 
to burning questions, roll+Power. On a hit, 
you get Clues=Power. Spend your Clues one-
to-one to ask the MC a question about the 
subject of your investigation or ask another 
player a relevant question about their char-
acter. They must give you either a straight 
answer or a solid lead. On a 7-9, they can also 
choose 1:

• Your investigation exposes you to danger.

• The clues you get are fuzzy, incomplete, or 
part-true part-false.

• Whoever or whatever you are asking the 
question(s) can ask you one question as 
well. You answer on the same terms.

SEARCH USING YOUR SENSES · ASK QUESTIONS IN A 
CONVERSATION · INSPECT AN OBJECT OR A SCENE · 
LOOK UP OR DECIPHER INFORMATION · MAKE CALLS TO 
CONTACTS · EVALUATE A PERSON OR A SITUATION · ETC. 

Investigate is triggered whenever a character is 
using her abilities to garner more information or 
when a player asks for more details that are not 
readily available to the character. Investigate also 
applies to longer actions, such as spending a day 
snooping around an important location or hitting 
the streets and asking questions.

Note that not every question from the player to 
the MC constitutes Investigating; simply us-
ing the character’s normal senses to observe the 
perceivable surrounding does not usually require 
this move. However, if you want to find that which 
is hidden, as things often are in City of Mist, you 
need to Investigate.

Separate methods of investigation require sepa-
rate Investigate moves; you can only invoke tags 
related to a single method of investigation in each 
move. For example, you can either investigate by 
employing your knowledge of history and research 
methods or by asking your underworld connections 
and stating you were born in this neighborhood, but 
you cannot mix all tags into a single move.
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The MC wants to use the second clue, 
regarding the people involved in Ms. 
Applebaum’s disappearance, to give the 
players a thread to follow. She says: 
“The next person you speak to is an old 
lady in Ms. Applebaum’s building. She’s 
happy you are trying to help and tells 
you Ms. Applebaum has fell in with the 
wrong crowd, some money lenders; she 
can’t recall the full story, something 
to do with her half-sister, Ms. Lind.”

On a 10+, your investigation runs smoothly with-
out any complications. On a 7-9, something goes 
awry. The MC can choose one of the following 
complications, before or after you ask your ques-
tions:

• Your investigation exposes you to danger: 
the MC introduces a new threat or complication 
into the story. It can be minor or major, but not 
insignificant. While this threat has no immediate 
game effect, it can rapidly escalate into serious 
trouble. Possible complications include:

 » You are noticed or caught by whoever is in charge
 » You are ambushed by the subject of your in-
vestigation, an involved party, a local Danger, a 
nemesis, etc.
 » You run into obstacles in the environment: you 
get tangled in wires or branches, you get inter-
rupted by a person or a crowd, etc.
 » You lose track of time and miss an opportunity, 
a date, or a deadline
 » The subject of your investigation flees, shuts 
down, become unavailable, etc.

The MC should use this option to increase the sus-
pense and intensity of the scene or to emphasize 
the personal cost you pay for this investigation.

If Salamander had scored 7-9 and the MC 
chose the first option, she could de-
cide that the people who were after Ms. 
Applebaum have a Rift in the building, 
who deals with anyone asking questions. 
She would then describe how the duo’s 
investigation leads to a direct con-
frontation with that Rift.

• The clues you get are fuzzy, incomplete, or 
part-true part-false: the MC can answer your 
Clue questions with vague leads rather than solid 
leads. Alternately, the MC can incorporate some 
falsehoods into his straight answers or solid 

leads. The information you receive must still be 
valuable, although it may be harder to decipher 
or use. The MC should use this option to raise 
the challenge level of an investigation or add to 
the mystery surrounding it.

If Salamander had scored 7-9 and the 
MC chose the second option, she could 
explain that the people of the neigh-
borhood seem reluctant to speak to the 
pair. Instead of the information above, 
she would say that the mailman tells 
the duo that Ms. Applebaum redirected 
her mail but he’s not at liberty to say 
where to (incomplete clue); and the old 
lady says Ms. Applebaum has only herself 
and her half-sister, Ms. Lind, to blame 
for what happened to her, and refuse to 
say more (part-true part-false clue). 

• Whoever or whatever you are asking the 
question(s) can ask you one question as well: 
If you investigated another player, he gets a Clue 
on you. Otherwise, the MC asks you a question, 
to which you answer on the same terms: with a 
straight answer or a solid lead. Your answer is 
considered information that one of the Dangers 
in the story obtained, either at this instant, or by 
collecting it over time. The Danger can then use 
this information against your character or it can 
otherwise affect their decisions and change the 
course of the story. Possible questions include:

 » What are you willing to do to find out?
 » What is the thing you care about the most?
 » Who do you think is responsible for this?
 » Can you be trusted?
 » What are your intentions towards the subject of 
the investigation?

The MC should use this option to ask provocative 
questions that reveal something important about 
your character, to put your character on the spot, 
and to remind you that while you are conducting 
your investigations, other forces are at play – and 
they are watching you. 

If Salamander had scored 7-9 and the MC 
chose the third option, she could de-
cide it means someone was spying on the 
investigative duo and ask the player 
something that the villains would want 
to know, such as “What would make Sal-
amander drop this case?” If the play-

3 · PLAYER RULES   |   193



er answered “Nothing”, then the mon-
ey lenders would have to do away with 
him once and for all; if he answered, 
“Knowing Ms. Applebaum is well”, then 
the money lenders may try to fake a 
message from Ms. Applebaum, etc.

If you investigated a player’s character, the player 
of that character must provide the information 
under the same terms as the MC and chooses the 
complication instead of the MC (possibly gaining a 
Clue on you). 

Does she meditate in a specific place? Does she per-
form a forgotten ritual or one that she came up with 
herself? Does she fall into a trance? Does she speak 
to herself, mumbling in a strange language?

Look Beyond the Mist works like the Investigate 
move, with some changes. When you Look Beyond 
the Mist, you add the number of Mythos themes 
you have (also simply called your Mythos) to the 
result of the roll instead of Power. No other game 
elements are included in this roll: tags and statuses 
are irrelevant (so you cannot burn a tag for a hit). 
This also applies to tags that describe your Mythos 
powers.

On a hit, you receive a number of Clues equal to 
the number of Mythos themes you have (your 
Mythos). The method for this batch of Clues is your 
method of connecting with your Mythos, while 
the source is your Mythos itself so the MC should 
describe the clues appropriately.

On a 7-9, the MC or the player who plays the char-
acter you are investigating choose a complication 
from the list given in Investigate.

Lamar is playing Sullivan whose Mythos 
is the story of Don Quixote, the ro-
mantic yet rather deranged Spanish 
nobleman who fought windmills think-
ing they were giants. Sullivan has 1 
Mythos theme and 3 Logos themes, so 
his Mythos is 1.

Sullivan arrives at a strange crime 
scene: a man seemingly pecked to death 
by a murder of crows in an abandoned 
subway tunnel. Sensing something’s 
off, Sullivan turns to his Mythos for 
answers. Lamar describes it as a bout 
of daydreaming; Sullivan’s eyes glaze 
over and he sees faraway places and 
times immemorial. With a Mythos of 1, 
he rolls 4 and 2, scoring 1 + 4 + 2 = 
8, or 7-9. He gets one Clue, asking 
“Who did this?”

The MC tells him what Sullivan sees: 
flying over golden barley fields and 
rivers, Sullivan’s mind’s eye follows 
the path of a raven. Crossing a stormy 
channel and flying over white cliffs, the 
raven finally arrives at green but drea-
ry land, spotted with silver lakes and 
rivers. There, in a foreboding castle, 
lives a sad king, surrounded by ravens. 
He seems to be chained.

LOOK BEYOND THE MIST
When you reach inside to get in touch with 
your Mythos, you can feel the truth behind 
things without even knowing how. Play it out 
like the Investigate move, but roll+Mythos 
instead. On a hit, you get Clues=Mythos.

In some cases, it is not enough to work with your 
abilities. You must tap into something deeper 
if you want to uncover the mythical forces that 
operate behind the veil of the Mist. Your character 
can use her connection with her Mythos to inves-
tigate; however, instead of using her abilities as 
in the Investigate move, she instead receives inex-
plicable intuitions as she uncannily senses what 
lies beyond the Mist. For a while, she can perceive 
the world naked of its trappings and see things for 
what they truly are.

Unfortunately, the Mist sets in soon thereafter, 
and your mind struggles to interpret the symbolic 
language of your Mythos. When you use this move, 
you can get clues that are closer to the true essence 
of the subject of your investigation and are less 
obscured by the mundane appearances of the Mist. 
However, since these clues are coming from the 
perspective of your Mythos, they may be difficult 
to interpret (e.g., visions, gut feelings, sensations) 
or skewed by your Mythos’ relation to the object 
of your investigation (e.g., attraction, indifference, 
clash, etc.). They also rarely constitute valid evi-
dence that can be shared with others.

To make the move Look Beyond the Mist you must 
explain how your character taps into her Mythos 
and how she receives information from her Mythos. 
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This is all the MC says, but she uses 
the 7-9 outcome to ask Lamar a ques-
tion about Sullivan. In his daydream 
the king faces Sullivan as if he knows 
he is being watched. He asks: “How far 
would you go to protect your kingdom, 
knight?” The MC plans to use Lamar’s 
answer to determine “the king”’s atti-
tude toward Sullivan.

When the vision ends, Sullivan is still 
in the abandoned subway tunnel, sur-
rounded by a crime scene and black 
feathers. He doesn’t know who this king 
is or where to find him, but he has a 
solid lead to go on.  

DYNAMITE!
If your move is Dynamite!, on a 12+, your investi-
gation reveals a key detail. The MC will reveal the 
most valuable detail in the scene that your investi-
gation could reveal. You can then use your Clues to 
ask follow-up questions or other questions as usual.

another (i.e., being sneaky). Sneak Around applies 
only when the focus of the action is its subtlety; 
if subtlety is a secondary goal of the action, use a 
different move.

Sneak Around can be made in conjunction with 
another move. For example, if you hide in the 
shadows and pounce on an unsuspecting victim, 
the MC may rule that your Sneak Around roll will 
determine whether you take them by surprise: a 
hit would mean getting a clear shot that can be 
followed with a Hit With All You’ve Got move, 
while a failure could spell a messy struggle with 
Go Toe to Toe.

However, not every action that follows Sneak 
Around requires its own move. If the focus of the 
action is its secrecy, just roll Sneak Around. For 
example, if you’re spying on someone and succeed 
in Sneaking Around, you don’t have to Inves-
tigate to simply see what they are doing (unless 
you want to garner information that isn’t readily 
available, e.g., speak with the ancestral spirits 
guarding the house).

OUTCOME
On a 10+, all the targets of the move believe what 
you wish them to believe or perceive what you 
wish them to perceive (including nothing at all). 
For example, if you sneak behind a monster and its 
babies then none of them perceive you at all; if you 
con a rich man into giving you his car he believes 
he is doing the right thing until it is too late.

On a 7-9, while you manage to fool most of your tar-
gets, there are some flaws in your performance. The 
MC can choose one of the following complications:

• Someone unimportant noticed you, but 
that just made them important, right? The 
MC chooses a previously insignificant charac-
ter or introduces a new one; this character has 
seen through your act, caught you red-handed, 
became aware of your machinations, etc. and 
that makes her the only person who knows about 
you. The question of whether this character will 
spill the beans on you or not becomes a problem 
that you need to address. When the MC chooses 
this option, you always know that you have been 
spotted and you know who spotted you  

SNEAK AROUND
When you use your abilities to act secretly or 
deceptively, roll+Power. On a hit, everyone 
that should fall for it falls for it. On a 7-9, it’s 
complicated. The MC chooses 1:

• Someone unimportant noticed you, but 
that just made them important, right?

• You are perceived only by a secondary 
sense (someone picks up your scent while 
you’re stalking them; you’re seen whis-
pering a message but the message is not 
heard).

• You must leave something important be-
hind – or be discovered.

LIE OR DECEIVE · IMPERSONATE · PICKPOCKET · MOVE 
UNDETECTED · EAVESDROP · HIDE IN PLAIN SIGHT · ETC.

Sneak Around can be triggered by any action that 
your character is trying to carry out discreetly or 
any action intended to make one thing look like 
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(for someone to spot you without your knowl-
edge requires an MC move). 

For example, while sneaking into an office build-
ing on your way to steal the blueprints of the 
City Hall, you are spotted by a homeless woman 
pushing a shopping cart across the road. Will you 
stop to talk to her? Come back later? Leave her 
and hope for the best?

• You are perceived only by a secondary sense: 
The MC chooses a sense secondary to the action 
you are carrying out, which you fail to mask suf-
ficiently. The target of your move may not know 
the whole truth about what you’ve been up to, 
but it knows something. For example:

 » someone picks up your scent while you’re 
stalking them, eliminating the element of 
surprise;
 » you’re seen whispering a message but the mes-
sage is not heard; 
 » you are wearing a mask but your target takes 
note of your voice – they will recognize it if 
they hear it again. 

• You must leave something behind – or be 
discovered. The MC chooses an object, piece of 
evidence, ally, or even aspect of your character 
that you must leave behind in order to avoid 
being discovered. What you leave behind may 
be evidence linking you to the scene or simply 
something that matters to you. You then must 
choose whether or not to make the sacrifice. If 
you do, you fool your targets as if you scored 10 
or more. If the sacrifice chosen by the MC is rep-
resented by a tag, the MC may rule it is burned. 
If you do not make the sacrifice, you are discov-
ered. However, the MC cannot make an MC move 
as when you score 6 or less, although she can 
describe the consequences of being discovered.

Flicker is in the mayor’s office, flick-
ing through secret files about a shad-
ow organization, when suddenly someone 
knocks on the office door. Through the 
milky glass, she sees two unidenti-
fied suits, probably federal agents of 
some sort. The mayor’s staff seems to 
have disappeared. Flicker then decides 
to use her Mythos powers to move fast-
er than humanly possible and zip out 
of the office before the two can even 
perceive her. Unfortunately, the play-

er scores a 7-9. The MC decides that, 
as Flicker is zooming away, it dawns on 
her that she left her glasses on the 
mayor’s desk. It’s up to the player now 
whether she swooshes back in and picks 
up her glasses just in time to welcome 
the agents in, or leave her glasses 
behind as evidence of her unauthorized 
visit.

DYNAMITE!
If your move is Dynamite!, on a 12+, your target is 
so entirely fooled by your secretive or deceptive 
actions that you can continue to move and/or act 
completely undetected by this target for the rest of 
the scene, so long as you do so in the same way you 
did when you scored 12 or more. 

For example, if you broke into a bank safe by over-
riding its security systems, you can move in and 
out of the safe undetected by those systems for the 
rest of the scene; however, if you try to leave the 
bank in the guise of a security guard, you must roll 
again. Similarly, if you fooled the police detectives 
to think you are an innocent bystander, they will 
continue to believe any story you will tell them so 
long as it does not exceed the nature of the tags 
you used in this move.

TAKE THE RISK
When you perform a daring, risky, or out-
right stupid feat, roll+Power. On a 10+, you 
do it, somehow. On a 7-9, things get messy. 
The MC will offer you a hard bargain or an 
ugly choice.

CLIMB A SLIPPERY LEDGE · DEFUSE A BOMB · DRIVE 
THROUGH A MARKETPLACE · SLIDE UNDER A CLOSING 
GATE · DIVE THROUGH A GLASS CEILING · STEP UP TO AN 
ARMED GANG OF MOBSTERS AND START TALKING · ETC.

Take the Risk applies when your character 
attempts a feat of daring. Such feats are often all-
or-nothing; while there can be complications, the 
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high stakes involved imply the action as a whole 
can either succeed or fail miserably. 

OUTCOME
On a 10+, you somehow perform your daring feat 
well without any glitches, flaws, or complications. 
On a 7-9, things get hairy and the MC will present 
you with a difficult choice between two or three 
negative outcomes for your feat.

For each negative outcome, the MC can give you 
a status, burn one of your tags, complicate the 
situation, deny you something you want, etc. In 
other words, in exchange for success in your feat 
of daring, the MC will make an MC move as if you 
scored a miss (specifically Force Them to Choose, 
an MC move explained in the MC Toolkit).

You cannot choose to forego the feat to avoid 
choosing a negative outcome. You have already 
Taken the Risk; a score of 7-9 simply means you 
pushed through despite complications and suffered 
one consequence to mitigate another. For example:

• When walking on the window ledge of a skyscrap-
er in the rain, you slip; choose whether you drop 
your pistol (burn a tag) or your radio (burn a tag).

• When performing a motorcycle jump over 
sixteen burning trucks, you screw up the stunt; 
choose whether to jump off your motorcycle 
mid-air and your bike takes in-flames-5 (status 
without Face Danger) or stay on the bike and 
Face Danger against spinal-injury-4 (status).

• When free-diving through the hull of a sunken 
ship in the harbor, searching for the Rift of a 
water nymph, you’re diving too deep; choose 
whether you run out of air (complication) or you 
take raptures-of-the-deep-2 (status).

• When groping for a vaccine vial through a lab 
full of disease-ridden rats in a hazmat suit, one 
of them climbs on you; choose whether to shake 
him off aggressively and be attacked by the pack 
(complication) or let it bite you and risk infection 
(burn the suit tag).

• When defusing a bomb, you run out of time; 
choose whether you pull a random wire and end 
up with adrenaline-overload-3 (status without 
Face Danger) or that you must keep your finger 
on a specific button in the bomb or it will go off 
(complication).

DYNAMITE!
If your move is Dynamite!, on a 12+, you pull it off 
spectacularly and even turn the situation to your 
advantage. Take 2 Juice and you can use it to choose 
effect improvements from Change the Game. 
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VOICEOVER  
MONOLOGUE  
( SESSION START )
At the beginning of every session, one player 
goes into a monologue as his or her character, 
relating the character’s thoughts and feelings 
at this point in the story.

Every good noir story starts with a voiceover 
monologue: we hear the voice of the lead char-
acter sharing her thoughts with us, the audience, 
as views of the city and previously seen locations 
slide by on the screen. 

Every time you start a session of City of Mist, one 
player takes the role of the voiceover monologue. 
Throughout the series, make sure to cycle through all 
the players so that all the characters get to talk. The 
MC can also join the pool with a monologue by one of 
the non-player characters central to the series. When 
you finish your voiceover monologue, the MC takes 
over and starts the first scene of the session.

FLASHBACK
Once per session, when you have the spot-
light, choose 1:

Describe an action carried out by your char-
acter in the past and make a move for that 
action. The outcome of the move affects the 
current scene. 

Describe events from your character’s back-
story that become relevant now. The MC can 
award you with 1 Juice or 1 Clue based on 
your description.

Flashbacks are a staple of the noir genre: they help 
reveal new information in a dramatic way. When 
you have the spotlight, you can choose to describe 
something that happened in the past: either an 
action your character carried out in advance and is 
now coming into play, or events from your charac-
ter’s backstory that are now becoming important. 
Your description must have repercussions that af-
fect the story right now (or it would make a rather 
uninteresting flashback). Furthermore, you should 
avoid describing details that make too great as-
sumptions, such as having defeated a major villain 
in the story; the MC will help you by limiting your 
storytelling.

FLASHBACKS TO A PAST ACTION
If you choose to describe a past action, you make 
the move for that action as if you were taking it 
now. For example:

MC: Arthur walks into the library over-
looking the mansion grounds, followed 
by two goons armed with shotguns. 
He turns to you, Excalibur, and says 
“Give it up, babe. You’re surrounded 
and defenseless. I will not have you 
interfering with my plan to blow up 
the district’s police department.”

Dani (playing Excalibur): I reply “Dar-
ling… It’s over… but not for me. The 
police are already here.” Flashback 
time! A few hours earlier, Excalibur 
is sitting at her desk in the library. 
She looks at the setting sun, ponder-
ing her upcoming face off with Arthur. 
She realizes the man she loves has 
become power-hungry and that it’s up 
to her to bring him to justice. Reluc-
tantly, she picks up the handle of an 
antique phone and dials the number of 
the chief of police, a close friend of 
her family. “Be here soon if you want 
him alive,” she says and hangs up the 
phone. I’m Convincing.   

The outcome of the flashback move always applies 
to the present moment in the story. Use the move’s 
outcome descriptions as usual to determine the 
impact that the past action has on the current 
scene. For example, if Dani scored 10 or more, the 
outcome could be:
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MC: As you finish your sentence, the 
sound of sirens echoes all around the 
mansion.

Dani: “Who’s surrounded now, darling?”

If Dani scored 7-9, the success could be less over-
whelming:

MC: As you finish your sentence, two 
policemen appear at the door. One is 
podgy and chewing on a doughnut, the 
other tall and lanky, rubbernecking 
around the mansion in awe. When they 
realize there are armed men in the 
room, they fumble sloppily for their 
guns.

Dani: Excalibur facepalms.

If Dani missed the move, the MC would get a move 
of her own, as usual:

MC: As you finish your sentence, the 
sound of sirens echoes all around 
the mansion. A few moments later, the 
chief of police enters the room fol-
lowed by twenty officers. The looks 
he and Arthur exchange tell Excalibur 
that she has been betrayed. “Arrest 
this woman!” he commands.

Dani: Uh oh.

Naturally, actions taken in the past cannot be 
informed by any knowledge or involve any abili-
ties or benefits gained after performing the action. 
For example, a player playing a neighborhood 
pawnshop owner who finds his store is attacked 
by werewolves cannot do a flashback describing 
how he boughts silver bullets in advance, unless 
there was something in the story to inspire such an 
action at the time. He can, however, do a flashback 
describing a strange visitor who traded an old 
revolver with six silver bullets etched with strange 
symbols (assuming he has the tags to support such 
an action, e.g. pawnshop).

FLASHBACKS TO  
YOUR BACKSTORY
Flashbacks are a great cinematic tool to use in 
your story, even when they are not associated with 
a move. You can use flashbacks to expand your 
character’s backstory and add interesting details 
to the series. They can give meaning to a charac-

ter’s actions and decisions. Flashbacks should only 
be initiated when their content is relevant to the 
current scene.

At a critical point in the story, La-
mar, Jerry, and Megan all decide to 
do a series of flashbacks to the night 
their neighborhood was submerged under 
the pond (see Series Concept Example: 
Lakeside Drive, page 53). Each player 
describes where each of their charac-
ter was and who she was with when water 
started flowing in from nowhere. At the 
end of the flashback, the players and 
the MC learn more about the lead char-
acters’ past and motives and perhaps a 
few details about some supporting char-
acters. 

At any point in the flashback, or when it concludes, 
the MC can award the player with a single point of 
a game resource, such as a Clue or Juice, to repre-
sent the effects of the memory. 
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MONTAGE  
( DOWNTIME )
Whenever your character has some down-
time, choose one way to spend it:

• Give attention to one of your Logos (or 
extra) themes. Tell everyone at the table 
how you do it and mark Attention on that 
theme.

• Work the case. Tell everyone at the table 
how you do it, and gain 3 Clues with a 
method and a source based on your de-
scription.

• Explore your Mythos. Tell everyone at the 
table which Mystery you explore and how 
you do it. You gain 1 Clue with a method 
and a source based on your description. 
Mark Attention on that Mystery’s theme.

• Prepare for your next activity. Tell ev-
eryone at the table how you prepare and 
choose one: recover all your burnt power 
tags OR gain 3 Juice with a method based 
on your description. You can choose from 
the effect improvements under Change the 
Game.

• Recover from your last activity. For each 
ongoing status still affecting you, the MC 
will tell you if and how it can be reduced 
during your downtime and by how many 
tiers. Alternatively, the MC can allow you 
to reduce any or some of your statuses by 
one tier for each relevant tag you have.

The MC can cue into any of the montage 
events and continue them as scenes.

Like in any story, the scenes in your game follow 
one another in succession, mixing action, drama, 
and investigation. Sometimes, however, a long 
period of time passes between two scenes, during 
which your character could be doing other activ-
ities, e.g. working on a project or spending time 
with loved ones.
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The time characters spend between scenes has 
consequences, reflected in the Montage (Down-
time) move. When you have some downtime in the 
story, go around the table with each player taking 
their pick of how their character spends her down-
time. For example:

MC: It’s noontime, but your raid on the 
Mononoke drug factory will not begin 
until nightfall. Looks like it’s time 
for a Montage (Downtime). What does 
each of you do in the hours before the 
raid?

Megan (playing Goodfellow): Goodfellow 
goes home. It’s been a while since he 
had an adventure like this and that 
reminds him of his heyday. I’m go-
ing to spend time giving attention to 
my Defining Event Logos theme, Heyday 
Adventure. He will look at pictures of 
his old wartime buddies and reminisce. 
I mark Attention on that theme.

Jerry (playing Enkidu): Det. Enkido has 
nothing much to come back to. She’s 
going to continue working the case by 
staking out the drug factory and learn-
ing more about the Mononoke clan. I get 
3 Clues but I will bank them for later. 

Lamar (playing Sullivan): Sullivan is 
going to follow the mysterious beau-
tiful woman from the last scene and 
explore his Mystery “Where is my 
Dulcinea?”. I mark Attention on that 
theme and I get 1 Clue. I’ll use it 
as a reverse Clue to say I follow her 
to a poor neighborhood, where I see 
her speaking to some of the locals who 
seem to admire her. She may be the one 
I was looking for.

MC: Cool. Let’s say you also see her 
putting on an apron before walking 
into the back room of a small super-
market called Lorenzo Foods. You can 
follow up on that later. Who’s next? 

Dani (playing Excalibur): Excalibur 
wants to prepare for her next meet-
ing with the Mononoke Syndicate. She’s 
going to a secluded area on her man-
sion grounds to practice until she can 
evoke what she needs out of her brace-
let. I get 3 Juice which I will use 
to take the tag cut through spirits (1 
Juice), make it ongoing (1 Juice) and 
hidden (1 Juice). The Mononoke are in 
for a surprise.

Clay (playing Mitosis): Mitosis is 
messed up after the last encounter 
with the Mononoke delivery team. I got 
a slashed-by-a-demon-sword-3, can I 
recover from it?

MC: Your healing is pretty strong but 
this is no ordinary cut. In the time 
you have, you can bring it down to 
festering-demon-wound-1. Okay, that’s 
everyone. So I think we’ll pick it up 
with Detective Enkidu. You stake out 
the Mononoke’s drug factory, when sud-
denly...

GEEK OUT  
DURING CREDITS  
( SESSION END )
At the end of the session, when the credits 
roll, go around the table. Each player can an-
swer one or more of the following questions:

• How has the crew grown this session? 
Recover a burnt crew power tag or mark 
Attention on a crew theme.

• Which character had the most meaning-
ful interaction with your character this 
session? 
Add one Help point or one Hurt point next 
to their name on your character card.

• Which of your themes is under the most 
strain? If it collapses, what new aspect 
will show up in its place? 
Write down the answer under FLIPSIDE  
on that theme’s card.

The end of a session can be likened to the end of 
an episode in a TV show or the last page of a comic 
book issue. Just like you would geek out after an 
episode or an issue concludes, analyzing the events 
that took place, this move allows you to geek out 
about what happened this session. Remember to 
leave time for this move at the end of each ses-
sion. Alternatively, you can do this later (possibly 
online) after you’ve had the chance to process the 
events of the session.
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Geek Out During Credits takes a look at three 
aspects: the crew as a whole, your individual 
relationships with other player characters, and the 
state of your character and her themes.

• How has the crew grown this session? 
Looking at the development of the crew as a 
whole, you have the option to back your impres-
sion by recovering a burnt crew power tag or 
by marking Attention on your crew theme (this 
applies to just one theme, if you have several 
crew themes). 

• Which character had the most meaningful 
interaction with your character this session? 
Reviewing your interaction with each of the 
other player characters and considering your 
character’s intentions towards them, you can 
decide whether to give yourself a Help or Hurt 
point with one of them. If you feel closer to them 
or think that your agendas are aligned, you can 
add a Help point which will allow you to offer 
better support. If you think you are going to work 
behind their back or betray them, you can take a 
Hurt point instead, as it may come in handy.

• Which of your themes is under most strain? 
If it collapses, what new aspect will show up 
in its place? 
Take a look at all of your themes. Which of them 
are in danger of fading or cracking? Which of 
your Mysteries have you been neglecting and 
which of your Identities have you ignored this 
session, or came close to? Identify the theme 
with the most potential to change. Now, spec-
ulate: if this aspect of your character was gone, 
what would happen to her? How would she sur-
vive the crisis? And most importantly, what new 
theme would take the place of the lost theme?

When you lose a Logos theme, you get a Mythos 
theme instead, and vice versa. Think about what 
new Mythos powers or new ordinary aspect 
would emerge in the ashes of the theme you 
might replace. This is its Flipside. Write it down 
on your theme card.

Flipsides help you think about interesting angles 
for character development, and prepare for the 
inevitable change. Read more about character 
development and replacing themes in Chapter 4: 
Moments of Truth.
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TAGS
Tags are details you can bring into 
the story in a meaningful way. As ex-
plained in Chapter 2: Who Are You?, 
anything from the characters’ quali-
ties, through equipment and allies, to 
thematic catchphrases can be a tag. 
Tags can also describe elements of 
the story. Tags play a dual role in the 
game: they both describe a character 
or a situation and power or depower 
your character’s moves.

The descriptive role of tags is intuitive: if a char-
acter has the tag tall then she is tall; if she has the 
tag crossbow, she possesses and probably carries 
a crossbow. Within your story, your character re-
ceives all the benefits and suffers the shortcomings 
described by the tag. For example, if your character 
is rich she could have all the trappings of wealth, 
such as property, a fancy car, fine clothes, etc.

The second role of the tags, pertaining to their 
game effects, requires interpretation: based on 
the situation at hand, you decide whether a tag 
is relevant to a given action and can therefore 
be invoked to affect the Power of the move for an 
action. For example, being a football coach can 
help your character when trying to inspire her 
crew while being weak-minded could weaken her 
attempt to resist powers of hypnotism.

Taking a step further, you can shape your actions 
based on the tags you have by trying to describe 
them in a way that makes your tags relevant. For 
example, if you are racing on your motorbike, 
trying to escape a mafia overlord’s henchmen, 
you might choose to slide under an approaching 
semi-trailer because you have the tags fastest bike 
in town, perfect reflexes, and daredevil. On the other 
hand, if you have the tags knows every street and 
moonlight shadow, you might prefer trying to lose 
the henchmen by ducking into back alleys.

All tags can be used with any move as long as 
they reasonably impact the action it describes. 
For example, if you have the tag a deck of tarot 
cards, you can use it to read into someone’s past 
with Investigate, but you can also presumably 
use it to disguise yourself as a fortune teller us-
ing Sneak Around. You couldn’t, under normal 
circumstances, use it to attack someone with Hit 
With All You’ve Got.

Whenever there’s doubt whether a tag is rele-
vant to an action, the MC as the referee has the 
final word and should make a quick decision. 
Play time should not be wasted on tag discussions. 

The MC should try to strike a balance between 
empowering the players and setting clear limits 
on tag invocation. She should reward players for 
creative and cinematic descriptions by allowing 
flexible use of tags. At the same time, disallow-
ing the use of loosely-connected tags or requir-
ing an additional move to use them helps define 
the boundaries of play: what types of tag associ-
ations and interpretations are and aren’t accept-
able to you. Players, on the other hand, should 
help the flow of the game by only invoking tags 
that are clearly relevant or by having a descrip-
tion that clarifies how they use the tag. The 
group as a whole should aspire to keep the game 
flowing and tag invocation as short as possible, 
focusing on advancing the story.

POWER TAGS
Power tags represent things that are helpful to 
your character. Therefore, power tags can only 
be used to increase the Power of a move, never to 
reduce it (see the exception below). Only you can 
invoke your character’s power tags and you can 
only invoke your character’s power tags for moves 
made by you. Each power tag can only be invoked 
once per move; however, the same power tag can 
be invoked again and again in different moves, 
as long as it is relevant to all of them and unless 
otherwise stated.

Power tags can only be invoked and counted 
toward the Power of a move when they directly 
help you perform the action you are taking. In 
other words, you only receive a point of Power for us-
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ing a power tag when it clearly improves your charac-
ter’s chances of succeeding in the action or improves 
the effectiveness of her action. For example:

• Being a professional boxer helps you throw a 
punch when you Go Toe To Toe with an oppo-
nent.

• Having iron skin improves your ability to with-
stand blows with Face Danger.

• Flashing wads of cash at a greedy informant can 
help Convince him to play along. 

• Walking with inaudible steps improves your abili-
ty to Sneak Around a security guard.

• Talking to Eddie, my only confidant at the bar 
can help you overcome the strange and dark 
thoughts that have been haunting you with 
Change the Game. 

Tags that do not directly help the specific action 
you’re performing in this specific situation cannot 
be invoked and therefore do not add to your Power. 
For example, in most imaginable cases:

• Being a sweet talker doesn’t help you throw a punch 
when you Go Toe To Toe with an opponent.

• Having the ability to see through walls doesn’t 
improve your ability to withstand blows with 
Face Danger.

• Sharing your knowledge of botany with a greedy in-
formant cannot help Convince him to play along. 

• Being surrounded by relentless fans does not 
improve your ability to Sneak Around a  
security guard.

• Talking to your hunting rifle at the bar can-
not help you overcome the strange and dark 
thoughts that have been haunting you with 
Change the Game. 

When you invoke a tag, but it is unclear how it 
helps your character perform the action she is 
taking, the MC can ask you to clarify the use of the 
tag by asking:

 ?  HOW DOES THIS TAG HELP YOUR ACTION?

For example:

MC: Taking you by surprise, the de-
ranged tattooed skulker leaps off a 

street light and lands right behind 
you, Sullivan, holding a ritualistic 
bone knife to your throat. He reeks of 
sweat and dried blood. You take a sta-
tus nowhere-to-run-3.

Lamar (playing Sullivan): Yikes. I’m go-
ing to Face Danger to avoid that using 
long unbreakable speeches.

MC: How does this tag help you to Face 
Danger?

Lamar: I’m glad you asked. I’m going to 
give him a long lecture about how it’s 
not right to creep up on an old mid-
dle-aged dog like me.

MC: That may have worked on a novice 
gang member. This guy is crazy. Roll 
with a Power of zero.

TAGS THAT REQUIRE AN  
ADDITIONAL MOVE
Tags that indirectly improve an action cannot be 
invoked for that action and therefore do not add 
to your Power. However, they can often be used in 
another move that may improve your action indi-
rectly by giving you an advantage or by shaking off 
impeding statuses. For example:

• Being brave does not directly help you throw a 
better punch when you Go Toe To Toe with an 
opponent, no matter how scared you are. How-
ever, if your opponent is threatening you, brave 
can help you Face Danger and avoid negative 
statuses that impede your fighting.

• Having a trusty sidekick doesn’t directly improve 
your own ability to withstand blows with Face 
Danger. However, if you get your trusty sidekick 
to throw you a manhole cover with the Change 
the Game move, you could get a story tag that 
would help you endure harm.

• Even if you never forget a face, it will not directly 
help you Convince a greedy informant to play 
along. However, you can Investigate to remem-
ber when you last saw him (perhaps using a 
flashback, see page 199) and use whatever you 
dig up as leverage.

When you want to apply a tag that indirectly helps 
your action by using an additional move, you 
describe and make the supporting move before 
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making the move for your main action. Note that 
making such a supporting move holds a risk: scor-
ing a miss may mean you will never get to make 
the move for the main action. Following the above 
examples, you could end up too scared to fight 
back, too involved with your sidekick to notice 
an incoming blow, or too taken by your trip down 
memory lane to notice the informant has left.

USING POWER TAGS AS  
WEAKNESS TAGS
Power tags are designed to be useful to the 
character and should not be used to weaken 
the character’s actions, even when appropriate. 
However, in extreme cases where a power tag very 
appropriately impedes a character’s action, it can 
be treated as a weakness tag if both the MC and 
the player agree to do so.

WEAKNESS TAGS
Weakness tags represent things that impede your 
character’s actions. Therefore, weakness tags can 
only be used to reduce the Power of a move, never 
to increase it (see the exception below). Your 
character’s weakness tags can only be invoked for 
moves made by you. Each weakness tag can only 
be invoked once per move; however, the same 
weakness tag can be invoked again and again in 
different moves, as long as it is relevant to all of 
them and unless otherwise stated.

Your character’s weaknesses are also her great-
est opportunity for growth. The more she faces 
and experiences her weaknesses, the more she’ll 
learn about herself and evolves. Whenever one 
of your weakness tags is invoked, by anyone, you 
mark one Attention on the weakness tag’s theme 
(using the track on the theme card). Marking At-
tention allows you to gain improvements for your 
theme and your character, as explained in Chapter 
4: Moments of Truth.

Your weakness tags can be invoked by (a) you; (b) 
the MC; and (c) any player whose character is the 
unwilling target of your move. 

Weakness tags can only be invoked to reduce 
the Power of a move when they impede the 
action you are taking. In other words, you only 
remove a point of Power (and gain Attention) for 
a weakness tag when it hurts your character’s 
chances of succeeding in the action or weakens the 
effectiveness of her action. For example:

• Delivering inaccurate blows decrease your ability 
to throw a punch when you Go Toe To Toe with 
an opponent.

• Being fragile weakens your ability to withstand 
blows with Face Danger.

• Being reputedly penniless can spoil your chances 
to Convince a greedy informant to play along. 

• If your aboriginal necklaces rattle too much, it hin-
ders your ability to Sneak Around a security guard.

• Being prone to depression can make it harder for you 
to overcome the strange and dark thoughts that 
have been haunting you with Change the Game. 

 

OPTIONAL RULE: TAG CAP
Different players and MCs have varying styles of 
tag interpretation, which can affect the average 
number of power tags and story tags invoked 
in each move and, therefore, the likelihood 
of player moves succeeding. If you find that 
players invoke four or more tags for most moves 
in the game (including power tags and positive 
story tags but not including weakness tags or 
negative story tags), you should tighten your 
tag interpretation policy, use less story tags, or 
make sure that players do not start the game 
with more than one broad tag.

Alternatively, you can set a cap on the number of 
positive tags a player can invoke for any single 
move. The recommended cap is three tags per 
move, as this gives players enough freedom to 
creatively describe their actions but keeps Pow-
er reasonably low. Another option, which can be 
used either instead of or in tandem with a tag 
cap, is activating Grit Mode (see page 176).
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Tags that do not directly impede the specific ac-
tion you’re performing in this situation cannot be 
invoked and therefore do not reduce your Power 
or grant Attention. For example, in most imagin-
able cases:

• Having an unbearable personality does not de-
crease your ability to throw a punch when you 
Go Toe To Toe with an opponent.

• Having an unreliable scooter does not weaken 
your ability to withstand blows with Face Dan-
ger.

• Being susceptible to fire cannot spoil your chances 
to Convince a greedy informant to play along. 

• If you can’t carry heavy loads, it does not hinder 
your ability to Sneak Around a security guard.

• If your hunting rifle easily slips out of hand, it 
cannot make it harder for you to overcome the 
strange and dark thoughts that have been haunt-
ing you with Change the Game. 

When you invoke a weakness tag, but it is unclear 
how it impedes your character’s action, the MC can 
ask you to clarify the use of the tag by asking:

 ?  HOW DOES THIS TAG IMPEDE  
YOUR ACTION?

You can also use this question to ask the MC how 
a weakness tag invoked by the MC impedes your 
action. For example:

Lily (playing a young snoopy report-
er): Now that I’m in the tycoon’s of-
fice, I’m going to Investigate. Sadly 
enough, I only have snooping around as 
a power tag, so that’s a Power of 1. 
But I’m going to activate my weakness 
tag – amateurish, for a Power of zero. 

MC: How does this tag impede your inves-
tigation?

Lily: Well, I’m new to this investiga-
tive reporter thing, so I’m pretty 
sloppy. I might overlook some details, 
fail to recognize important paperwork…

MC: ...or even turn on the light and 
alert the guards. Okay, gotcha. Roll 
with a Power of zero and mark Atten-
tion. Maybe you’ll learn from this 
experience!

USING WEAKNESS TAGS AS POWER TAGS
Weakness tags are meant to hinder the charac-
ter and therefore shouldn’t be used to enhance 
the character’s actions, even when appropriate. 
However, in extreme cases where a weakness tag 
very appropriately helps a character’s action, it can 
be treated as a power tag if both the MC and the 
player agree to do so. 

OPTIONAL RULE:  
SLOWER THEME PROGRESSION
If you find that player characters in your game 
mark Attention too often or if you would like 
to slow the pace of their improvement (for 
example, if you are planning a long series), you 
can limit the use of each weakness tag to no 
more than once per session. With this optional 
rule, whenever a player invokes a weakness tag, 
he marks the checkbox next to that weakness 
tag on its theme card. Invoked weakness tags 
cannot be invoked again by the player to whom 
they belong but they may always be invoked by 
the MC and unwilling PC targets of that player’s 
moves (in which case, the player gains Atten-
tion as normal). At the end of every session, 
clear all the weakness tag checkboxes.
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BURNING TAGS
During the game, the rules may tell you to burn 
one or more of your power tags. This can happen 
when:

• you voluntarily burn a power tag to gain a boost 
for an action (see below)

• you miss a move and the MC uses her move to 
tell you to burn a power tag

• an adversary controlled by the MC uses their 
abilities to impair your abilities

• a fellow PC uses the Change the Game move 
against you

• you unleash your mythical powers and burn out 
(see Stop. Holding. Back., page 256)

When one or more of your tags is burnt, check the 
burn icon (  ) next to the affected tag or tags on 
their respective theme card or cards.

A burnt tag is temporarily unavailable and can-
not be invoked or burnt again until recovered. 
When one or more of your tags is burnt, translate 
the rules into the story by explaining why it is un-
available. The circumstances under which your tag 
was burnt should be included in your explanation. 
There can be several appropriate explanations for a 
burnt tag, including:

• you have lost the will to use whatever this tag 
represents or decided not to apply it;

• whatever this tag represents is no longer as 
effective as it used to be – you can still use it, but 
it won’t really make a difference;

• your powers or abilities are temporarily shut-
down, inactive, or inaccessible;

• your allies and contacts have done all they can 
for you, or they are upset with you (not answer-
ing your calls, etc.), or wary of helping you;

• you have temporarily exhausted the resources 
this tag requires, e.g., ran out of ammunition; or

• your gear or Relic is damaged, lost, or dysfunctioning.

OPTIONAL RULE:  
WEAKNESS TAGS AS FLAWS
While weakness tags are designed first and fore-
most to get in the way of your character’s actions, 
sometimes they seem to be relevant to the story 
even when the character isn’t taking any partic-
ular action. With this optional rule, either you or 
the MC can invoke your character’s weakness tag 
outside of an action, when appropriate. Regardless 
of who invoked the tag, the MC can then make an 
MC move against you, as if you missed a move. You 
also get to mark Attention on the tag’s theme. 

For example, a player playing the Rift of the 
Monkey King has powers of shapeshifting and 
size-changing, with the weakness tag shift to the 
wrong size. In the middle of a conversational scene 
at a restaurant, the player decides his character 
changes size to the size of a gorilla. He invokes the 
tag and gets to mark Attention; the MC makes an 
MC move against the character. If the character 
was taking an action, such as crawling through an 
air ventilation pipe, the weakness tag could have 
just reduced the Power of the action as normal, so 
the MC would have been able to make an MC move 
only if the player had missed the move.

This optional rule allows players to bring their 
character’s flaws and weaknesses into the lime-
light at moments that do not necessarily involve 
an action. However, MCs should use this option 
sparingly and only in situations where activating 
the weakness tag might lead to interesting and 
dramatic complications.
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For example:

• When you decide to go all out with your crushing 
uppercut and voluntarily burn it, it could mean 
you pulled a muscle in your arm and cannot use 
this maneuver again, or that your opponents saw 
you use it and will be ready for it, next time.

• When you fail using Convince and the MC tells 
you to burn your tag commanding presence, it 
could mean your character is riddled with self-
doubt and does not feel up to the task of leading, 
for the time being.

• When you fight the Rift of the Abominable 
Snowman and he blows freezing winds on your 
fire-wreathed Ifrit, it could mean the fires of your 
Ifrit are quenched and he must take time to re-
plenish them before he can use them again.

• When during a fight with one of your crewmates, 
he grabs your baseball bat with Change the 
Game, it could mean that he kicked it over a 
ledge and you lost it or that he broke it and you 
must get a new one.

• After you’ve used all of your mystical powers to 
put a curse on the City’s most nefarious arms 
dealer, your powers are depleted until you rest or 
find a new magical power source to tap into.

Only power tags and story tags can be burnt. Weak-
ness tags cannot be burnt.

RECOVERING BURNT POWER TAGS
Normally, burnt power tags can only be recovered 
with the Montage (Downtime) move (see page 
201). In other words, burnt power tags can only be 
recovered during downtime, when your character 
has some time to rest and recover or fix her equip-
ment. Burnt tags are not automatically recovered 
between sessions; instead, their burnt condition 
carries over from one session to the next.

When you recover one or more of your burnt 
power tags, uncheck the burn icon (  ) next to the 
affected tag or tags on their respective theme card 
or cards.

BURNING FOR A HIT
You can voluntarily burn a power tag to gain a 
dramatic boost to a move. Think of it as using up 

all of the tag’s narrative power for a single dramat-
ic action. As a player, this allows you to choose to 
succeed in important actions at the cost of burn-
ing a tag. Within your story, burning a tag for a 
hit translates into a moment when the spotlight 
is centered on your character: she performs that 
insane acrobatic maneuver, delivers a deadly blow, 
surprises her enemies with a small army of allies, 
or uses her magical powers to perfectly counter the 
destructive spell of a dangerous Rift.

When making a Core Move, before determining 
Power (Step 2), you can choose to burn one of your 
power tags. In order to burn it, you must be able 
to invoke the tag for this move: the tag must be 
relevant to the action and it cannot be used if it is 
already burnt. 

When burning a tag for a hit, you automatically gain 
a Power of 3. Furthermore, instead of rolling the 
dice, treat the move as if you rolled a total of 7. 
Therefore, an unmodified move with a tag burnt for 
a hit always achieves a final score of 3 + 7 = 10, and 
the 10+ outcome of the move is applied.

No other tags (power, weakness, story, etc.) can 
affect the Power of a move made with a tag burnt 
for a hit. However, statuses still apply normal-
ly and may increase or decrease the Power of 
the action. If the Power of the action is modified 
by statutes, the final score is also modified in the 
same way (since it includes the Power of the ac-
tion). This could bring the final score of an action 
into any of the outcome categories (12+, 10+, 7-9, 6 
or less) and affect the outcome of the move.

If another player wants to help or interfere with 
your action, they can spend Juice (see page 232) 
or make a move to give you a status, as usual. You 
cannot go back on your decision to burn a tag for a 
hit based on the results of their move or any other 
rule which affects the outcome. 

For example:

Megan (playing Goodfellow): Goodfellow 
is enraged at this bully! I’m going to 
thump the living daylights out of him, 
burning my good in a scuffle to Hit 
With All You’ve Got. I don’t have any 
statuses so it’s a clean 10+ with a 
Power of 3!

210   |   CITY OF MIST  ·  PLAYER'S GUIDE



Or:

Jerry (playing Det. Enkidu): I don’t 
have the time to deal with this sta-
tus of withering-disease-3, while this 
gardener from hell is sowing those 
poisonous seeds all over town. I’m go-
ing to Change the Game, and I’m burn-
ing my wellspring of nature tag. Det. 
Enkidu is going to tap into the heart 
of the wild inside her and find the 
power to cure this thing so she can 
get back on the streets. That should 
give me a Power of 3 and a final score 
of 10.

MC: Unfortunately for the detective, the 
status of withering-disease-3 still 
applies to the action of curing the 
disease because it’s a powerful curse. 
That reduces your Power to zero, and 
gives you a final score of 7.

Jerry: Far from ideal, but at least it’s 
a guaranteed success. I go for it.

BURNING FOR A HIT IN  GRIT MODE
When you run your game in Grit Mode (see 
page 176, burning a tag for a hit has the same 
effect as in normal mode: it gives you a Power 
of 3 for the move, and you treat the move as 
if you rolled a total of 7 on the dice. However, 
in Grit Mode you convert your Power of 3 to a 
Grit of 2 and then add it to the dice roll result. 
This means the unmodified final score for a tag 
burnt for a hit in Grit Mode is 7 + 2 = 9, falling 
within the 7-9 outcome category. To increase 
your Grit to 3 and reach the outcome category 
of 10 or more, you must muster at least one 
additional point of Power from statuses and 
reach a Power of 4 (remember, when you burn 
a tag for a hit you cannot count other tags 
towards your Power).
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STORY TAGS
Story tags are used to describe two categories of 
story elements:

• Temporary abilities, qualities, perks, and 
items possessed by your character, like a cleav-
er you picked up, a wolf-form you adopted, or the 
ability to fly bestowed upon you by a vampire.

• Independent objects, beings, concepts, or 
effects included in a scene: a quality of the 
environment such as pouring rain, a person or 
entity who is present at the scene, such as the 
Gingerbread Man or the police, an item that is 
readily available such as a bottle of whiskey or a 
yellow Lamborghini, or even a force or a concept 
present at the scene such as an aura of protection 
or the hard-knock life. 

Not every detail in a scene should have a corre-
sponding story tag. Tags are means of making a 
detail meaningful to the story by giving it airtime; 
you, the other players, and the MC must choose 
which details merit a story tag. 

CREATING STORY TAGS
Players can create story tags using the Change the 
Game move (or any move or game option that gen-
erates Juice, see page 232). For example, a player 
playing the Rift of Aladdin can use his wish-ful-
filling djinni power tag to Change the Game and 
create a yacht, conjure a sand monster, or make him 
a king. Another character can then use his weapon-
smith power tag and Change the Game to install 
a harpoon ballista on the yacht conjured by the 
djinni. A player playing the Rift of Balor of the Evil 
Eye, could use his commander of the Fomori with 
Change the Game to summon an army of Fomori, 
and give them additional tags such as unyielding, 
giants, and desolating ray.

The MC can create story tags whenever she deems 
it appropriate, but is advised to use them spar-
ingly; one or two story tags per scene should be 
enough to make things interesting. For example:

MC: You step into the abandoned house, 
amid piles of debris, rotting furni-
ture, and crawling vines. The rain is 
pouring in through holes in the ceil-
ing and the second floor, pooling on 

the ground, where a shattered family 
picture lays solemnly. We have a new 
story tag: abandoned house.

CONTROL OVER STORY TAGS
Story tags can either be under the control of a spe-
cific player or non-player character, or they can be 
communal, if no-one in particular controls them. 
Environmental conditions, such as blistering winds 
are often communal, while items lying about at a 
scene, such as a bloody knife, are communal as long 
as no-one specific has control over them

When you create a story tag, you can assume 
control over it. For example, if you summoned a 
phantom lance or an incubus, you have control over 
the lance or the incubus until the tag expires, until 
you give it away, or until someone else makes a 
move to gain control over it.

You can give a story tag you control to a willing 
player or non-player character or object based on 
the circumstances. For example, the Rift for the 
Queen of Hearts could make things red to suit 
her liking or a ritualistic tattoo artist can tattoo 
demon-repelling symbols onto another character. If 
you want to give an unwilling character a tag, you 
should use a status instead (e.g., painted-red-2, 
tattooed-1, transformed-3).

Depending on the circumstances, you may or may 
not be able to take back control over a tag you gave 
to another character or story element. For exam-
ple, if a sorceress allows a mermaid to walk on land 
by giving her feet, she may be able to take it away 
at will, or not, if they signed a contract. A rich mo-
gul who lends lots of cash to a crewmate may have 
to take action if he wants to retrieve that tag later 
(and presumably, he can always make more).
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TRACKING STORY TAGS
When a new story tag enters the game, take a 
tracking card, circle the tag icon (  ), and write 
the name of the tag under TAG. Give the card to the 
player who currently controls the tag or place it at 
the center of the table if the tag represents a story 
element with no particular controller.

When a story tag expires, is burnt, or is otherwise 
removed, erase its tag from the tracking card and 
return the card to the deck.

WHAT CAN YOU CREATE  
WITH STORY TAGS?
Story tags allow players to temporarily introduce 
new characters, beings and objects into the story, 
even such that aren’t directly represented by their 
power tags.

You can cluster story tags together in order to 
create beings and objects that are more useful. The 
number of story tags you can generate and their 
duration depends on the amount of Juice you can 
create using Change the Game or other game 
features.

Here are some examples of what you can do with 
story tags:

CONJURE AN IFRIT 
A Sufi mystic can beseech the angel Jibrail to com-
mand a powerful genie, or Ifrit, to appear before 
him and serve him.

Tags: fire-wreathed Ifrit, made of smoke, enormously 
strong, consuming fire

BUILD A MOTORCYCLE 
A mechanic can take some time in a workshop to 
build a custom motorcycle.

Tags: souped-up motorcycle, excellent traction, eat 
dust!, shotgun in the rack

ASSEMBLE A GANG 
A well-connected gangster can spread the word 
and rally a gang of delinquents to fight for his 
cause.

Tag: street gang, violent, armed and dangerous, loyal

Pouring rain

O
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INVOKING STORY TAGS
Story tags are neither power tags nor weakness 
tags; instead, story tags can be used to either 
increase or decrease the Power of an action by 
one per story tag invoked. You can invoke a story 
tag to increase the Power of the action you are 
taking by one. The MC or a PC opposing your move 
can invoke a story tag to decrease the Power of the 
action you are taking by one. However, since story 
tags are not weakness tags, when they are invoked 
to decrease your Power, you do not mark Attention. 

Like power and weakness tags, a story tag must be 
relevant to be invoked. When invoking a story tag 
to increase Power, it must follow the guidelines 
for invoking power tags (i.e., it must directly help 
the action). When invoking a story tag to decrease 
power, it must follow the guidelines of weakness 
tags (i.e., it must be impeding the action). If a story 
tag both helps and impedes an action at the same 
time, it can be invoked but without any effect on 
the Power of the action.

Differently from power tags and weakness tags, 
you, the MC, or any player whose character is the 
target of your move don’t have to be in control of 
a story tag to invoke it. For example, if a saboteur 
is holding a bag full of explosives and you attempt 
to shoot the bag and blow it up, you can invoke the 
tag even though it is under that saboteur’s control, 
since it helps your action.

You can make moves using story tags you control, 
even if they represent an independent entity. For 
example, in the above example, the player playing 
Balor of the Evil Eye can use his army of Fomori to 
knock over an armored car, in which case the tag 
giants would also be helpful, giving the player a 
Power of 2 for his Hit With All You’ve Got move. 
Similarly, if the army of giants comes under heavy 
fire from the local SWAT team, that player rolls 
Face Danger for them and can invoke any relevant 
tags, e.g., unyielding. Using other characters in your 
own moves is further explained under Secondary 
Characters (page 236).

DURATION
Story tags have a set duration that is determined 
by the rules when they are created:

• Temporary tags can only be invoked once. Once 
a temporary tag is invoked, the tag expires. So 
long as the tag was not invoked, it remains in 
the story. However, the MC may rule it expires 
at the end of a scene or when the conditions in 
the story would make it irrelevant. For example, 
an unused stolen ID tag could expire once it has 
been reported to the police. A temporary tag 
cannot be burnt for a hit; if it is burnt in another 
way, it expires.

ABSOLUTE VALUE VS. NARRATIVE VALUE
Similarly to the difference between absolute 
power level and narrative power level (see page 
68), there is a difference between the absolute 
value of a story element and its narrative value, 
measured in tags.

In City of Mist, the absolute value of details in 
the story is important but not all-important. If a 
character has the ability to create a duffel bag 
full of money, how much money exactly is in the 
bag is a minor detail, used mostly for flavor and 
to create a sense of realism.

What really matters to your story is what 
actions can be taken with the duffel bag: is it 
enough to retire? Enough to buy your freedom? 
Enough to pay off Ricardo Sacomán to leave 
your kids alone? That is determined not by the 
absolute value of the duffel bag, but by the fact 
the bag is a tag that can be used in a move, 
such as Convince. The more tags you give to a 
story element, the more meaningful it becomes 
and the greater effect it has on your moves. 
However, note that you cannot create the same 
tag over and over again to make story elements 
stronger. You must create different tags, giving 
new aspects to that important story element. 
For example, the duffel bag full of money could 
have additional tags such as more where it came 
from and unmarked notes, tags which tell us new 
things about the money in the bag. 
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• Ongoing tags can be invoked repeatedly. They 
expire when the conditions in the story would 
make them irrelevant. For example, a house on 
fire expires when the fire brigade overcomes the 
fire or a spell of invisibility might last until dawn. 
The MC has the final say on when an ongoing 
tag expires, which may be as short as a few 
actions in a single scene or as long as several 
scenes, and even spanning across sessions. An 
ongoing tag can be burnt for a hit. When an on-
going tag is burnt for any reason, it expires and 
cannot be recovered.

• Permanent tags can be invoked repeatedly and 
do not expire. They are identical to power tags 
except they do not belong to a theme. Perma-
nent tags can also be burnt for a hit and can be 
recovered after being burnt in the same ways as 
power tags.

When a tag expires, the element it describes does 
not necessarily leave the story; it may continue to 
take part in it, if it makes sense (the MC has the 
final say on that). For example, if a player creates 
the temporary tag a pack of crooks to help him 
fight a gang and uses it to Go Toe to Toe, the 
crooks do not automatically vanish after the tag 
is used. Depending on the details of the story and 
the outcome of the move, they may leave, pass 
out, become passive spectators, turn on the player 
character who recruited them, etc. Regardless, the 
player cannot use the tag again once it is expired, 
unless he recreates it using the regular rules.

BURNING STORY TAGS TO  
REMOVE THEM
Change the Game (or any move or game option 
that generates Juice) allows the players to burn 
story tags, thus removing them before they ex-
pire naturally. The MC can burn story tags using 
an MC move. For example, if a player misses a 
move after creating the ongoing tag bar stool in 
a bar fight, the MC can use an MC move to burn 
the tag and describe how the bar stool is taken 
from the character.

TAGS IN CREW AND  
EXTRA THEMES
Your crew starts the game with a crew theme which 
includes both crew power tags and crew weakness 
tags. As the game evolves, characters may gain 
access to a new type of theme called extra themes 
(see Chapter 4: Moments of Truth) as well as to 
additional crew themes. 

CREW OR EXTRA POWER TAGS
Crew and extra power tags behave like character 
power tags for the most part: they follow the same 
rules for invoking power tags and they increase the 
Power of an action by one when invoked. (If there 
is a cap set on the number of power tags which can 
be used in each action, they also count towards that 
maximum; see Optional Rule: Tag Cap, page 207.)

Unlike character power tags, crew and extra power 
tags are crispy: they burn as soon as they are used. 
In other words, such tags can only be invoked once 
before they become unavailable (similarly to tem-
porary story tags). Furthermore, these crispy tags 
cannot be burnt for a hit. This reflects the limited 
airtime that crispy tags command; they are not as 
central to the story as the characters’ power tags.

RECOVERING BURNT CREW OR EXTRA 
POWER TAGS
In order to be used again, crew and extra power 
tags must first be recovered. Each type of tag has 
its own rules for recovery:

• Crew power tags are recovered at the end of a 
session, using the Geek Out During Credits 
(Session End) move (see page 202). 

• Like character power tags, extra power tags are re-
covered when a player chooses to recover all burnt 
power tags during downtime, using the Montage 
(Downtime) (see page 201). All the extra power 
tags are also recovered automatically when a play-
er chooses to give attention or explore the Mythos 
of the extra theme they belong to.
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CREW OR EXTRA WEAKNESS TAGS
Crew and extra weakness tags behave like charac-
ter weakness tags for the most part: they follow 
the same rules for invoking weakness tags, they 
decrease the Power of an action by one when 
invoked, and they allow you to mark Attention on 
their theme once for every weakness tag invoked.

HOW TO USE TAGS  
IN YOUR GAME
The descriptive nature of tags makes them a 
versatile game element that can be used in many 
different ways. When you play City of Mist, whether 
as a player or as the MC, keep in mind the follow-
ing principles:

NEED THE TAG
To make a move, a character must have the where-
withal to perform the action she is attempting. This is 
quite simple in some cases: for example, a character 
that isn’t holding a pistol cannot take the action of 
firing a pistol. Similarly, a character that lacks any 
mind-reading powers cannot attempt to read the 
minds of other characters.

The MC can require a player to have the appropriate 
tag or tags in order to attempt an action. For example:

MC: You bust through the rusty door at 
the top of the stairs. It opens up to 
a vista of the City lights at night. 
You’re on the roof, and they’re coming 
after you.

Megan (playing Goodfellow): Ahhhh! I 
gotta get off the roof. I’m going to 
rappel my way down.

MC: Do you have anything to rappel with?

Megan: Not really. Is there a rope lying 
around?

MC: Sorry, I don’t think there are ropes 
normally lying around on apartment 
building roofs. At least you don’t see 
one now. However, you will need the 
tag rope or something similar to even 
attempt this. You can search and hope-
fully find one with Change the Game.

This principle especially applies when the lead char-
acters are facing threats they don’t know or under-
stand. For example, if one of the crew members was 
subjected to a terrible curse, she and her crewmates 
would need the appropriate mystical tags to attempt 
to remove the curse. If the characters don’t have 
such power tags, they will not be able to take any 
action to remove the curse until they obtain them, 
either with an appropriate Change the Game move 
(which in itself might require some mystical tags) or 
by undertaking a ‘quest’ to find the cure.
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Requiring a tag is an instrument the MC can em-
ploy to increase realism as well as add suspense by 
putting the lead characters in a bind. 

FORGET THE TAG
As a counterbalance to requiring a tag, remem-
ber that some actions can be attempted simply 
because your character is a human being. Unless 
she is limited by other conditions, your character 
is perfectly capable of leaping under a table to take 
cover, punching someone in the face, or exploring 
a crime scene in search for clues. If an action is 
reasonably within the capacity of your character, 
you do not need a specific tag to perform it. If you 
don’t have any tags to support the action, you can 
simply attempt the action with a Power of zero.

GET OR GIVE THE TAG
Just as the rules are translated into the story (see 
The Conversation, page 166), the story can be 
translated into rules. When a useful object, person, 
or effect is present at the scene and is available to 
the lead characters, the MC can simply make it into 
a story tag that the players control. For example:

MC: You exit the stairs to the roof of 
the construction site but your pur-
suers are hot on your trail. You’re 
trapped at the edge, surrounded by 
cranes and scaffolding.

Megan (playing Goodfellow): Ahhhh! I 
gotta get off the roof. I’m going to 
rappel my way down. Is there a rope 
lying around?

MC: Sure, it’s a construction site. You 
find a rolled up swathe of rope on the 
scaffolding. You get the temporary tag 
rope. Time to Take the Risk.

Similarly, the MC can give a player a story tag for 
a love potion that his character was given or Triad 
bodyguards if for some reason the character is be-
ing guarded by the Chinese mafia. However, giving 
the tag should be used only for important details 
and only when they already exist in the story. If 
players want to introduce new elements into the 
story, e.g., summon a flock of ravens, they should 
generate new story tags with Change the Game.

RESPECT THE TAG
As explained above, tags are not only game ele-
ments – they also define your character. Each tag 
you chose for your character should carry a weight 
in her story. Sometimes, this means receiving spe-
cial benefits within the story, as long as those do 
not take away from the fairness and engagement of 
the game. If your character has a tag that describes 
a special quality, you can enjoy some advantages 
that arise from that tag. For example, if your char-
acter is filthy rich, you can assume she is able to 
afford a mansion, various vehicles, a chauffeur and 
a pilot, a personal bodyguard, lavish clothing, and 
many other luxuries. None of these are tags in and 
of themselves, so such benefits are meaningless in 
game terms (unless you use filthy rich to generate 
other tags with Change the Game, an action that 
holds a certain amount of risk). However, making 
such assumptions allows the character to truly be 
filthy rich in the story, and not just on paper. 

When appropriate, the MC can even rule that cer-
tain effects do not apply to your character thanks 
to aspects described by her tags. This could mean 
you are exempt from making a Face Danger move 
that would otherwise be required. For example, if 
your character doesn’t breathe, the MC may rule 
that a weaponized airborne toxin favored by a 
squad of eco-terrorists simply does not affect your 
character. If you chose invincibility as one of your 
tags, the MC may allow your character to be truly 
impervious to mundane weapons and attacks, a 
la Luke Cage. As you will see in the next principle, 
this does not mean you cannot get in trouble – it 
simply means you’ll have different troubles. Either 
way, exempting a character from certain effects 
and moves is at the MC’s discretion.

Respecting a character’s tag lets a character’s de-
tails shine and allows the player to play the charac-
ter he wants to play, without disrupting the story.

QUESTION THE TAG
While your character’s aspects, as described by 
your tags, can allow you to do great things, there 
are always ways to go around them. Every power, 
ability, and advantage has a weakness (even if it 
is not represented by a weakness tag). When you 
interpret a tag, think creatively about its possi-
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ble flaws. For example, Post-Mortem, the undead 
assassin who is the Rift of the revenant (included 
in the City of Mist Starter Set) has the tag can’t 
die – already dead. This would seemingly make her 
invincible, as according to the principle of respect-
ing a tag she cannot be killed. However, not being 
able to die is different from being indestructible. 
Bullets, shrapnel, and cold weapons can still cut 
through Post-Mortem’s undead flesh and injure 
her, even if they can’t actually kill her or cause her 
pain. She can still be confined, buried, dismem-
bered, hypnotized, or otherwise prevented from 
achieving her goals.

The MC can decide not to exempt you from a move, 
even if at a first glance your tags say you should 
be. Going back to the above example, if you chose 
invincibility as your tag, the MC can rule you still 
need to Face Danger against the many implica-
tions of being invincible: you can still be blinded, 
suffocated, or buried in debris, and bullets can ric-
ochet off of you and injure innocent bystanders or 
your crewmates. From a psychological standpoint, 
you could be building up guilt or overconfidence. 
All of these can become statuses that the MC gives 
you, statuses that are just as dangerous and just as 
potent in game terms as physical injuries. 

Questioning a tag is the counterbalance for re-
specting a tag. It allows the game to keep being 
interesting and challenging, even when incredible 
abilities are involved.

POWER, WEAKNESS, AND STORY TAGS 
VS. STATUSES
Tags are used to describe people and objects 
and their essential qualities and nature, such as 
abilities, strengths, weaknesses, possibilities, 
etc. Tags never represent the current state of a 
person or object. Tags such as mortally wound-
ed or dead cannot exist, unless they represent 
the essential nature of someone (like Post-Mor-
tem, the undead assassin).

Conversely, statuses always represent condi-
tions: the current state of a person or object. 
Statuses never represent a person, object, or 
essential quality. There cannot be a status of 
gun-2 or smart-5. 

STATUSES
Statuses reflect temporary conditions 
of all kinds that affect your character. 
Any imaginable condition can be a 
status, including:

• Physical conditions: scrapes, bruises, injuries, 
illness, gunshots, nausea, feeling energized, 
temporary blindness, boosted immune system, 
cuffed, restrained, etc.

• Psychological conditions: fear, ecstasy, con-
fidence, depression, cheerfulness, suspicion, 
obliviousness, intoxication, etc.

• Social conditions: crowd’s favorite, rejected, 
humiliated, center of attention, etc.

• Supernatural or mystical conditions: cursed, 
under a spell, guarded by an angel, a lion’s 
strength, looks like the chief of police, etc.

• Combat situations: cover, cornered, good snip-
ing position, blocked escape path, shielded, etc.

Statuses always represent transient states. They 
never represent things, like guns or an angry mob, 
or permanent qualities, like being smart. For things 
or permanent qualities, use power, weakness, and 
story tags.
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EXAMPLES 
   
  

- 

bruised-1, melancholic-1, distracted-1,  
partial-cover-1

prone-2, good-aim-2,  
loosing-the-match-2

broken-arm-3, flat-tire-3, in-the-zone-3,  
playing-with-my-prey-3

suffocating-4, gravely-injured-4,  
the-life-of-the-party-4, collapsing-walls-4

defeated-5, passed-out-5, overcharged-5, excom-
municated-5, oblivious-5

dead-6, turned-into-stone-6,  
a-soul-without-a-body-6

TIER 
   
  

0 

1 

2 

3 

4 

5  
or OUT

6  
or MC

TIER 
 

- 

Temporary 
or ongoing

Temporary 
or ongoing

Temporary 
or ongoing

Temporary 
or ongoing

Ongoing 

Permanent

INTENSITY OF EFFECT, 
DISADVANTAGE, OR 
ADVANTAGE

No effect 

Mild 

Minor 

Major 

Dramatic 

Incapacitating 

Lethal or permanently  
transformative

Each status is composed of a descriptive tag and 
a tier: the tag defines the nature of the status, 
while the tier defines its severity or intensity. 
For example: chained-2, sick-1, or hypnotized-5. 
A status’ tier can range between 1 and 6: tier 1 
represents mild effects while tier 6 represents 
the worst or most intense degree of a status, one 
which can kill the character or essentially trans-
form her into something else.

The tag of a status should more or less match its 
tier and represent how debilitating or enhancing 

this status is: there cannot be dead-1 or scratched-5 
statuses, unless in a bizarre situation where being 
dead is a very mild nuisance and being scratched is 
incapacitating. When the tier of a status changes 
(e.g., if it is cured or worsened), rephrase its tag 
accordingly to match the new tier.

A status is always attached to the thing that carries 
the condition it describes: it can belong to a character 
(whether a PC or an NPC), an object such as a Relic or 
a building, a collective of people, the City, etc.

EFFECTS OF STATUSES
Statuses of tiers 1 to 4 affect player characters by 
changing the Power of actions. When a player char-
acter who has one or more statuses takes action, 
each of these statuses is then determined to be 
helpful, detrimental, or neutral for that action. The 

player then adds the highest tier among the helpful 
statuses to the Power of the action and subtracts 
the highest tier among the detrimental statuses 
from the Power of the action. For example:

Simone is playing a con artist who has 
been caught red-handed by the casino 
security trying to steal a business-
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man’s checkbook, receiving the status of 
suspect-3. As the security officers are 
questioning the victim, the con artist 
tries to sneak out without being no-
ticed (Sneak Around). As she’s already 
suspected of causing trouble and secu-
rity has their eyes on her, the status 
is considered detrimental, and her Power 
for the action is reduced by 3.

If the con artist had an additional 
status of limp-2 from an earlier bar 
brawl, it would also be detrimental to 
the action of Sneaking Around as it 
would make it harder for her to slip 
outside quickly before her absence is 
noticed. However, since only the high-
est detrimental status applies, she 
would still only suffer a reduction of 
3 to this action’s Power.

The con artist decides to first use her 
illusory powers to wear another man’s 
face, using Change the Game to give 
herself a status of unrecognizable-2. 
Since this status is helpful for Sneak-
ing Around, and since it is her highest 
helpful status, its tier is added to the 
Power of the action. Now the Power of 
the action is reduced by 3 and increased 
by 2, or all together, reduced by 1. 

Just before she attempts her getaway, 
the con artist’s crewmates set off the 
fire alarm in the casino using Change 
the Game and give her an all-but-for-
gotten-4 status, which helps her es-
cape. Since this is now the highest 
helpful status she has (higher than un-
recognizable-2), it increases her Power 
by 4. Since she is still a suspect-3, 
she reduces her Power by 3, for a total 
Power increase of 1.

Statuses are not inherently negative or positive 
(although their tags may be). The same status can 
be helpful to one action and detrimental to anoth-
er. For example:

A hard-boiled detective takes a gun-
shot-wound-3 status. If he attempts to 
Go Toe to Toe by exchanging shots with 
the mobsters who are after him, being 
wounded certainly does not help; the 
status will be deemed detrimental for 
this action and the detective’s Power 
will be reduced by 3. However, if the 
detective tries to Convince a com-
passionate nurse to help him, the MC 
could deem that being wounded actual-

ly strengthens his argument. The same 
status is then determined to be helpful 
and the detective gets to add 3 to the 
Power of the convincing action.

TIER 5 STATUSES: YOU’RE OUT
At tier 5, labeled OUT, the status becomes so 
damaging or intense that the character or object to 
whom it is attached becomes somehow incapaci-
tated. The character cannot take actions for which 
the status would be helpful or detrimental until the 
status is removed. For example:

A cage fighter is hit too many times in a 
fight and becomes vanquished-5, so he can 
no longer take any actions that involve 
fighting or otherwise attempting to over-
come his opponent (as he is now van-
quished). He can, however, beg for mercy.

If the fight ended with him passed-
out-5, he would not be able to take any 
actions that require him to be con-
scious. The MC might allow him to take 
passive actions, such as Facing Danger 
against a final blow with his body of 
stone. 

Depending on the status, the character may con-
tinue to be fully functional in certain aspects while 
being entirely incapacitated in other fields. For 
example, a character who has a frozen-heart-5 sta-
tus may be able to perform tasks normally but lack 
the ability to relate to anyone else and perhaps 
even lose the will to live. The MC has the final say 
on which actions can or cannot be taken due to a 
tier-5 status. 

For statuses that are mostly negative or debilitat-
ing, tier-5 marks the point when the status shuts 
down the character’s ability to take actions that go 
against it. A mind-controlled-5 character does ev-
erything her controller wishes her to do; a charac-
ter encased-in-a-web-5 is completely encapsulated 
and cannot move.

For statuses that are mostly positive or enhancing, 
tier-5 marks the point when they tip over and be-
come detrimental. A warrior monk who can focus 
his concentration and grant himself focused-3 
and unshakeable-concentration-4 statuses, would 
become tunnel-visioned-5 or attain nirvana-5 if 
he reached tier 5, ignoring all that is happening 
around him. Similarly, a potion of giant’s strength 
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THE DESCRIPTIVE SIDE OF STATUSES
A status’ tag works like any other tag: it has 
both a game effect and a descriptive effect. 
While a status tag must describe a condition 
that roughly matches its tier, it may still affect 
and even prevent certain actions based on its 
descriptive nature alone.

For example, a cuffed-2 status may make it 
harder for a character to punch someone or dial 
a phone; however, it makes it quite impossible 
to spread your hands apart, unless you first 
make a move to break the cuffs and remove the 
status. Similarly, a drenched-in-gasoline-3 status 
means that the character smells of gasoline 
and could easily light up with even the slightest 
spark that touches her.

could grant immense-strength-4 but taken over 
to tier 5 would cause the drinker to take a mus-
cle-overload-5 status. 

TIER 6 STATUSES:  
DEAD OR MIGHT AS WELL BE
At tier 6, labeled MC, the player loses control over 
his character and turns her over to the MC. The 
character is either dead due to the intensity of the 
status or permanently transformed into something 
else: a bronze statue, a mindless zombie, a villain, 
or the wind in the reeds. The MC and the player 
can decide together if the character remains in the 
story as an NPC or leaves the story. At any rate, her 
death or transformation is permanent and cannot 
be recovered as a normal status. Reversing a tier-6 
status could be the subject of an entire story arc.

When appropriate and with the player’s approval, 
the MC may choose to trade the tier-6 status for 
the loss of any number of power tags, the addition 
or loss of weakness tags, and/or the replacement of 
an entire theme. This can represent the permanent 
transformation the character has undergone. The 
character’s tier-6 status is then reduced to tier 5.

While it is possible to give a status with a tier 
higher than 6 (e.g. total-and-utter-destruction-10), 
a character cannot take a status with a tier higher 
than 6. After a character Faces Danger (or applies 
other defenses), if the tier of the status is higher 
than 6, it is reduced to 6.

STATUSES OF YOUR ITEMS OR ALLIES
Items described by your themes, power tags, or 
story tags – such as Relics, weapons, vehicles, 
etc. – can take statuses separately from you. Such 
statuses apply to your action when you invoke tags 
describing the item. For example, if your speed 
boat received a status of enriched-fuel-2, and you 
were trying to outrun a jetski with Go Toe to Toe, 
the Power of your action would be increased by 2 
(assuming there are no other statuses).

If an item takes a tier-5 status, you cannot take ac-
tions with that item until that status is reduced or 
removed. If an item takes a tier-6 status, you might 
permanently lose themes and tags related to that 
item, as explained under Tier 6, above. The MC 
determines which of your themes and tags are lost.

Non-player characters described by your themes, 
power tags, or story tags may be your secondary 
characters, which follow rules similar to items. For 
example, if you have a tag representing your ally 
Malory, hired gun and Malory receives the status 
despondent-3, the Power of relevant moves you 
make using Malory will be reduced by 3 (at least 
until you snap him out of it). Secondary characters 
are further explained on page 236.

You can reduce or remove your item and ally status-
es as you do your own; see Reducing or Removing 
Statuses below.

GIVING A STATUS
You can use the moves Convince, Hit With All 
You’ve Got, Go Toe to Toe, and Change the 
Game, as well as other game options, to give 
various statuses to both player and non-player 
characters, objects, groups, etc. When you give a 
status, the rules define only the tier of the status; 
you must choose an appropriate tag. In most cases, 
the tier of the status you give is equal to the Power 
of the move you used.
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If a status affects a Danger’s moves, your moves 
will not be affected:

Later in the fight, the detective im-
poses a status of head-ringer-1 on the 
angel. The MC chooses that this status 
will weaken the angel’s moves, so now 
it delivers only a system-shock-4 in-
stead of electrocuted-5 with its alien 
spear. If Enkidu then tries to strike 
the angel using Hit With All You’ve 
Got, head-ringer-1 is not considered a 
helpful status, even if a dizzy angel 
is easier to strike, because the sta-
tus already has a different effect on the 
angel.

If, however, the MC rules that a Danger’s status ap-
plies to your moves, you treat it as your own status.

If the MC had chosen that this status 
would affects Det. Enkidu, the detective 
would count the angel’s head-ringer-1 
as her own helpful status, increasing 
her Power by 1 for Hit With All You’ve 
Got (assuming she has no higher helpful 
statuses).

Losing the fight, the angel uses his 
divine light to give himself a sta-
tus of blinding-brilliance-2. The MC 
rules this status affects Enkidu, so she 
treats it as her own detrimental sta-
tus and reduces the Power of her next 
strike by 2 (assuming she has no higher 
detrimental statuses). 

DANGERS AND STATUSES
Non-player characters, objects, places, and forces 
that pose a threat to your character, your crew, or 
your investigation are called Dangers. Dangers can 
take statuses just like the lead characters. However, 
statuses affect Dangers differently than they do the 
player characters.

First, since Dangers are not player character and 
cannot use the Core Moves, they do not Face Dan-
ger against the statuses you give them. Instead, 
they use different moves and game features to 
reduce or avoid the statuses you impose on them.

Second, Dangers status spectrums may have 6 or 
less tiers and follow somewhat different rules. 
Some Dangers are defeated when they take a low 
tier status while others are only defeated when 
they take a tier-6 status. Dangers may also be 
completely immune to certain types of statuses. 
You and the other players do not know in advance 
which statuses are needed to overcome a Danger 
and at what tier. You simply must face them and 
find out for yourselves or Investigate to learn 
more about them.

Third, when a Danger takes a status, it can have 
one of three effects: contribute to the defeat of the 
Danger, affect the Danger’s moves, or affect your 
moves. (When appropriate, however, the MC can 
choose multiple effects.)

If a status contributes to defeating a Danger, it 
is said to be on the Danger’s spectrums. Such a 
status does not improve your moves, even if its tag 
is helpful to your move.

Det. Enkidu is fighting an 8-feet-tall 
golden and armored angel, a knight of 
the Anunnaki gods sent to destroy her. 
During the fight, the detective impos-
es a status of injured-3 on the angel. 
Because this status is on the angel’s 
spectrums, the MC rules the status does 
not help the detective with her move. 
Next time she Goes Toe to Toe with the 
angel, the status is not considered 
a helpful status, even if an injured 
angel is easier to fight, because the 
status already has a different effect on 
the angel.
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STATUSES ON THE SAME SPECTRUM
Statuses that have similar effects – or in other 
words, are on the same spectrum – stack togeth-
er. A spectrum groups statuses of similar nature, 
for example statuses describing physical injuries 
such as graze-1, open-cut-2, and broken-rib-3; a 
team’s morale such as inspired-2, encouraged-1, 
and CHARGE!!!!-4; or trouble with the police such 
as wanted-man-5, blacklisted-3, and I’m-watching-
you-1. Naturally, identical statuses, such as hys-
terical-3 and hysterical-3, are always on the same 
spectrum.

When you take a status and you already have other 
statuses, check with the MC whether they are on 
the same spectrum. (“Are dislocated-shoulder-3 and 
punch-to-the-gut-2 on the same spectrum?” “Hell 
yeah. They’re both on the spectrum of PAIN!”). If 
the statuses are on the same spectrum, they stack 
as follows:

• A higher status supersedes the existing 
status. If the tier of the new status is higher 
than what’s on your card, erase the existing 
tier and mark the tier of the new status instead. 
For example, drowsy-3 replaces tired-1. You can 
update the tag to reflect the union of both tags. 
For example, broken-windshield-2 and dented-3 
become busted-out-3.

TAKING A STATUS
When your character is about to take a status, the 
MC or the player giving the status will name the 
tag and the tier of the status. If your character has 
the ability to defend herself from such a status 
(depending on her tags, the status, and the situ-
ation in the story), she can momentarily take the 
spotlight and make a Face Danger move against 
that status. As explained below, a successful Face 
Danger move allows your character to reduce the 
tier of the status, perhaps even completely prevent 
it. If your character cannot defend herself against 
the status, that is, she does not have the right 
tags or the opportunity to do so, you cannot Face 
Danger.

Furthermore, when you fail a move and the MC 
chooses to give your character a status, the MC can 
also choose to deny your ability to Face Danger. 
This reflects a moment of weakness for your char-
acter: an exposed chink in her armor (figuratively 
or literally), a mistake on her part that was exploit-
ed by her adversaries, or an onslaught of trouble 
she simply could not handle. 

If you do not prevent the status using Face Dan-
ger, you take the status (whether with its full or 
reduced tier). Take a tracking card, circle the status 
icon (  ), write down the tag, and mark the tier:

Tired Drowsy
—>

O O

O OO
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• Two equal statuses become a single status, 
with the tier increased by 1. If the tier of the 
new status is equal to what’s on your card, erase 
the existing tier and mark the next tier on the 
card. Update the tag accordingly. So shamed-2 
and shamed-2 become humiliated-3. 

• A lower status gradually adds pips to the ex-
isting status. When you get enough pips, the 
status increases to the next tier. If the tier of 
the new status is lower than what’s on your card, 
mark a number of boxes equal to the new tier to 
the right of the current tier. If there are already 
boxes marked, start right of the rightmost marked 
box. If you mark the next tier, it becomes the new 
tier for this spectrum. Erase the previous tier. 
For example, if you were already shocked-4:

Taking a status of zapped-1, you would 
mark one box right of tier 4. The tier  
of this status spectrum would still be 4.

Taking two zapped-2 statuses, one after 
the other, you would first mark the two 
boxes right of tier 4. (This does not 
affect the tier, yet.) Then you would 
mark the two boxes right of that, mark-
ing the box for tier 5. From this point 
on, the status has increased to tier 5. 
The tag changes accordingly, presumably 
to electrocuted-5. 

Taking two systems-shock-3 statuses, 
one after the other, you would first 
mark the three boxes right of tier 4. 
(This does not affect the tier, yet.) 
Then you would mark three boxes right 
of that, marking the box for tier 5 and 
two boxes right of it. From this point 
on, the status has increased to tier 5. 
The tag changes accordingly, presumably 
to electrocuted-5. If you take addi-
tional statuses with a tier lower than 
5, you will start to mark boxes from 
the third box right of 5.

Shocked

Electrocuted

Electrocuted
Shocked

O

O

O
O

/

/

/

/

/

/

/

/

/ //
//

O

O

O O

O
O

Taking a status of zapped-2, you would 
mark two boxes right of tier 4. The tier 
of this status spectrum would still be 4.
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DURATION OF STATUSES
Unless otherwise stated, statuses are ongoing: 
they remain in effect until removed or until the 
conditions in the story dictate that they have ex-
pired. Therefore, the duration of a status can vary 
greatly. For example, bound-in-ice-5 can expire 
within a few hours as the ice melts away or even 
immediately if the Snow Queen so wishes, while 
a-curse-of-ugliness-2 may last forever. An ongo-
ing status affects all relevant actions taken by the 
character until it expires (unless there is a greater 
helpful or detrimental status). Tier-5 statuses are 
ongoing by definition, even if they were created as 
a temporary status.

Some statuses are temporary: they expire after 
being applied to a single action, or when the 
conditions in the story dictate so. For example, if 
a distracted-1 status is applied to an Investigate 
move made by a player, reducing its Power by 1, 
it will expire when the move is resolved and will 
not affect additional moves. So long as the player 
does not make a move to which distracted-1 
applies, the status will remain in effect until the 
distracting effect ends (e.g., when the colorful 
dragon firework parade moves away). Temporary 
and ongoing statuses are different in nature; they 
cannot be on the same spectrum and therefore 
cannot stack with one another.

Permanent statuses do not expire and cannot be 
normally recovered. Tier-6 statuses are permanent 
by definition, even if they were created as tempo-
rary or ongoing statuses. 

When a status expires, erase its tag and tier from the 
tracking card and return the card to the deck.

REDUCING OR REMOVING  
STATUSES
The moves Change the Game and Montage 
(Downtime), as well as other game options, repre-
sent actions that your character takes to alleviate 
or fix unwanted statuses. In game terms, these 
moves reduce the tiers of statuses you have taken 
or even remove them completely.

Change the Game represents an action taken 
during a scene to remove a status from either 
yourself, your allies, or your gear. Like any move, it 
requires the means and time to perform the ac-
tion. For example, without using magical means, a 
broken-rib-3 cannot be healed within several hours. 
However, instead of healing the broken rib, you can 
try to bandage it well enough to allow your ally to 
function until he can receive medical attention. In 
such a case, the MC can allow your move but limit 
the number of tiers you can remove from the status.

Montage (Downtime) offers the option to spend 
your downtime recovering from statuses received 
during your last activity. As in the move’s descrip-
tion (page 201), you can only recover statuses that 
can be reasonably resolved during the available 
downtime and with the resources you have.

When you reduce the tier of a status, erase its pre-
vious tier and any boxes marked right of the new, 
lower tier from the tracking card. If you reduce the 
tier of a status to zero, the status is removed. Erase 
its tag and tier from the tracking card and return 
the card to the deck.

DOES A STATUS APPLY TO THE  
ATTEMPT TO REMOVE IT?
Most of the time, a status does not apply to the ac-
tion of removing it. In other words, it cannot weak-
en a Change the Game move made to remove it. 
For example, if a character is dizzy-2 and she tries 
to shake it off, the status dizzy-2 does not apply to 
her Change the Game move. 

However, there are several cases where a status is con-
sidered detrimental to the attempt to remove it:

• When it’s especially hard for a character 
to treat her own status, the MC may rule the 
same status applies to the Change the Game 
move that the character is making. This depends 
on the nature of the status. For example, if a 
character is depressed-2, the status may count as 
detrimental to the character’s attempt to fight 
depression, reducing the Power of her Change 
the Game move by 2. Another player character 
who tries to help the depressed character would 
not be affected.
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• When a status is especially persistent be-
cause of its nature (as described in its tag), it 
can even affect other characters who attempt to 
remove it. For example, if you make the move 
Change the Game to break a persistent mag-
ical-slumber-5 curse cast on your lover, your 
Power would be reduced by 5. 

The only way to negate this effect is to make the 
move under ideal conditions. This requires that 
your character not only have the ability to make 
the move but also the time, knowledge, skill, 
power, gear, and assistance needed to ideally 
handle the condition of the status. For example, to 
dispel your lover’s magical sleep without applying 
the status to your Change the Game move, you 
must know the required mystical knowledge, have 
the rare ingredients, and perform the ceremony 
on the night of the full moon. To heal your own 

broken-rib-3 without reducing your Power by 3, you 
must be in a good medical facility, have the training 
to patch yourself up or at least access to doctors 
who can do so, and enough time to let yourself heal.

The MC has the final call on whether a status 
applies to the attempt to remove it, and she should 
decide on a case-by-case basis.
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CLUES
Your City of Mist story always in-
volves an investigation. You and your 
crewmates are searching for answers 
to strange cases: incidents that can-
not be explained, happenings that 
hide a deeper truth, events veiled by 
the Mist. To uncover the truth, you 
must put one and two together and 
follow the trail of breadcrumbs that 
will lead you to shocking discoveries. 
This trail is made of Clues.

Clues are a game resource that can be traded for in-
formation. The most common way to receive Clues 
is by making the Investigate move (page 192). Some 
other moves and game options also grant Clues. 

Clues are a resource possessed by a player; they are 
not the same as evidence or information gathered 
by your character within the story, although the 
two are related, as explained below.

GAINING CLUES
Whenever you gain Clues, the rules tell you how 
many Clues you gain, e.g., one Clue or five Clues. 
Every Clue or batch of Clues you obtain has a 
method and a source that are determined by the 
action you took to receive the Clues. The method 
of your Clues is the means and techniques you 
used to obtain the information as well as the cir-
cumstances under which your character received it. 
Their source indicates where you got your informa-
tion.

For example, if you research a mythological deity 
by going through crumbling tomes in the Old 
Quarter Library, then the method of your Clues 
is “research” and their source is “the Old Quarter 
Library”. If you have a tense conversation with one 
Jimmy Rudolfi, a reluctant witness of a murder, any 
Clues generated will have “questioning” as method 
and “Jimmy Rudolfi” as source. Even scoping out 
a creepy graveyard before you enter can land you 
some Clues, with the method “scouting” and the 
source “graveyard”.

The method and source of your Clues are used to 
track the origin of each set of Clues. If you wish, 
you can be even more specific and include the time 
and place, for example: “questioning Jimmy Rudol-
fi outside the 24/7 diner, a little before midnight 
on Thursday”. You cannot change the method or 
the source of Clues you have, only obtain new ones 
using different methods and/or tapping different 
sources.

SPENDING CLUES
You can spend Clues to learn more about the sub-
ject of your investigation by asking the MC ques-
tions. Each Clue allows you to ask the MC a single 
question. You can ask any question you can 
think of, for example:

If you’re doing research in the Old Quarter Library, 
you can ask:

• Who is Tezcatlipoca?
• Who is the modern-day manifestation of  

Tezcatlipoca?
• What are Tezcatlipoca’s weaknesses?
• What does Tezcatlipoca want the most?
• How can I get Tezcatlipoca to serve me?
• Who are the mythological enemies of Tezcatlipoca?

If you’re questioning a witness you can ask:

• Who is the killer?
• Is this witness telling the truth?
• Where was this witness in the time of the murder?
• What is the witness trying to hide?
• What does the witness think about me?
• What detail did I miss?

If you’re scoping out a graveyard, you can ask:

• Is there anyone else here?
• What is my best escape route in case of trouble?
• Where is the grave I am looking for?
• Are there any dark forces at work here?
• What here is not as it seems?

There is one caveat for asking questions with 
Clues: you cannot use your Clues to ask for infor-
mation that cannot be obtained using the method 
you used. For example, unless you used mind read-
ing or psychological profiling, you won’t be able 
to ask the MC “What are the witness’s repressed 
childhood traumas?” 
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THE MC’S RESPONSE
In response to your question, the MC will provide 
information based on the case that she has prepared 
(some of the investigation threads are pre-written 
while others are improvised, see Chapter 2 in the 
MC Toolkit, Behind the Scenes). However, the MC 
does not have to expose the whole truth about the 
subject of your investigation. The MC can choose ei-
ther to give you a straight answer to your question 
or to give you a solid lead. A solid lead is a useful 
detail that, when combined with other details, can 
point you toward the answer. For example, if you ask 
“Who is the killer?”, a straight answer is “Jackie the 
barmaid.” while a solid lead could be “There are no 
signs of struggle. The victim knew the killer.”

The MC will provide the information based on the 
source of your Clues: the books and people in the 
Old Quarter Library, what Jimmy Rudolfi knows 
and how he behaves, what can be discovered in 
the graveyard. The MC cannot lie or provide false 
information – she must speak the truth, even if not 
the whole truth (with the exception of saying half-
truths as explained under the Investigate move).

When the MC provides the answer or lead, she also 
translates it into the story, describing how your 
character obtains or deduces this information. For 
example:

Alex (playing Declan L’Estrange): I’ll 
spend a Clue from my library research. 
Tell me, MC, who is the modern-day 
manifestation of Tezcatlipoca?

MC: You read through academic books and 
transcriptions in Spanish, German, and 
Nahuatl for hours, before you sudden-
ly stop on a page showing an ancient 
Aztec symbol associated with Xochi-
quetzal, a goddess Tezcatlipoca once 
kidnapped. You remember this symbol; 
it was tattooed on the shoulder of the 
lady in the cocktail party.

Alex: She can lead me to him!

Or:

Jerry (playing Det. Enkidu): Good, I 
have 3 Clues from scouting the grave-
yard. I’ll spend one to know if there 
is anyone else here.

MC: There is. As you look over the li-
chen-stained stone wall, you see the 

hidden silhouette of a tall man in a 
raincoat, solemnly holding an umbrella 
over a grave.

You never know how much of the available infor-
mation the MC chose to reveal or whether it was a 
straight answer or a lead, unless the MC chooses 
to divulge that. In the above example, there may 
be others in the graveyard; to know for certain, the 
player would need to spend another Clue and ask 
“Is there anyone else there?”

If the MC reveals interesting information, you can 
ask about that too. For example,

Jerry: I want to spend my second Clue by 
asking: does this man pose a threat to 
me?

MC: Interesting question. After study-
ing the outline of his rain coat, you 
see the barrel of a rifle poking out 
of one of his sleeves. He’s standing 
motionless by the grave; this could be 
a trap.

A Clue is considered spent only if you receive an 
answer or a lead for your question. If you cannot 
get an answer or a lead for a question you asked, 
your Clue is not spent. For example, if you ques-
tion Jimmy Rudolfi and ask “Who is the killer?” 
but there is absolutely nothing to learn about the 
identity of the killer from Jimmy, the MC will tell 
you that and your Clue will not be spent. The MC 
has the final call on whether an answer to a Clue is 
useful enough to consider the Clue spent.
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THE ROLE OF THE MC:  
PACING THE INVESTIGATION
As the MC, your option to provide a solid lead 
instead of a straight answer allows you to 
control the trickle of information delivered to 
the players and their characters. You should 
provide leads instead of answers when you feel 
that the lead characters should work harder to 
discover the answers to the questions the play-
ers are asking. Conversely, you should provide 
straight answers when it’s time to further the 
plot or expand on an interesting subject.

For example, if a player asks “Who is the killer?” 
in a murder investigation, you are more likely to 
provide a solid lead than a straight answer, to 
prevent the investigation from ending then and 
there. 

However, remember that Clues are a game 
resource that is earned through taking risks and 
applying the character’s abilities. When a player 
spends a Clue, they should always get some-
thing valuable for it.

USING CLUES IN A CONVERSATION
When an investigation involves speaking to other 
characters, make sure you highlight the difference 
between the questions and answers of the players 
and MC and those of the characters. There is a dif-
ference between questions asked in the story by a 
character and the questions asked by a player who 
is spending Clues. Similarly, the answers provided 
by the MC to the player are not necessarily spoken 
by the characters in the scene.

A character can ask another non-player character 
questions within the story as part of a conversation 
without spending Clues:

Tyrone (playing Salamander): As we’re 
both standing in the rain watching 
the warehouse burn, I invite the news 
reporter to shack under the piece of 
newspaper I’m holding over my head. I 
ask her, “care to share my umbrella?”

MC: She looks you up and down and an-
swers, “not very fancy, but it will 
do.”

Tyrone: “What news channel do you work 
for?”, I ask.

MC: She turns her back to you, and 
points at the logo on her windbreaker. 
“Channel 5”.

When the player wants answers for information 
that isn’t readily available, he can spend Clues to 
get them. The player can decide whether the ques-
tions he asks are also asked by his character in the 
conversation:

Tyrone: I want to spend a Clue to ask: 
What is she really here for? 

MC: Okay. Do you ask her directly or 
just study her movements?

Tyrone: Salamander isn’t one for refine-
ment. He asks, “But you’re not really 
here for your news channel, are you?”

Or as non-verbal actions:

Tyrone: Salamander isn’t one for refine-
ment, but he feels it’s better to be 
subtle. While he continues the small-
talk, he studies the reporter carefully.

Similarly, the MC can provide the answer or lead 
through dialog:

MC: She takes a deep sigh. “I’m look-
ing for my sister. She’s been in-
volved with the people who own this 
warehouse. You wouldn’t know anything 
about that?”

Or, alternatively, outside of dialog:

MC: “I’m just doing my job,” she says, 
and you know she’s lying. While she 
is watching the warehouse going up in 
flames, you spot a photocopied paper 
popping out of her backpack, a missing 
persons file with a picture of a girl 
who bears a striking resemblance to 
her.”

CLUES FROM A PLAYER CHARACTER
You can obtain Clues by investigating another 
player’s character. When you spend them, the play-
er of that character provides the answers instead 
of the MC. The same applies to you when another 
player gets a Clue on you. While your characters 
may lie in the story, as players you must provide 
truthful information: either a straight answer or a 
solid lead. 
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OPTIONAL RULE: REVERSED CLUES
Instead of asking for details, players can spend 
Clues to introduce details into the investigation. 
When you spend a Clue this way, you loosely 
describe what your investigation turned up and 
the MC then adds details to tie it into the case she 
prepared. 

For example, while inspecting a crime scene, you 
spend a Clue to say your character finds a match-
book. The MC completes the details by saying the 
matchbook has the logo of the famous Ambrosia 
nightclub with a scribble saying “Don’t forget me!”. 
In another instance, you could be searching files 
and say that you find a record of an incident that 
is similar to the one you are investigating. The 
MC thinks about how this could tie in to the case 
(she may or may not have another similar inci-
dent ready in her notes) and describes additional 
details about the related incident. Or a player can 
say that they reach out to their contact “Handbag, 
the Fence”, who has some hot leads for them about 
missing works of art.

Reversed Clues are simply another way of asking a 
question, one that gives the players more freedom 
in narrating their actions. By finding a matchbook 
the player is asking “Where can I find more infor-
mation about this crime scene?”; finding a record 
of a similar incident is akin to asking “Has there 
been a similar incident before?”, etc.

Note that the details introduced by the player must 
match the method and source of the Clues, just as 
when spending Clues normally.

Since reversed Clues require a great amount of 
improvisation on the MC’s part, the MC should 
consider whether they can be used in your game. If 
reversed Clues are used, the MC may always nego-
tiate the details with the player in order to better 
integrate it with the existing case. For example:

Megan (playing Goodfellow): So, since 
Donna Rice stole my money, I’m go-
ing to turn her apartment upside down 
until I find something that will tell 
me where she went. I spend one Clue to 
find a picture hidden in the back of 
drawer: it’s Donna and her mother in 
front of a famous mansion.

The MC reviews her notes for the case 
and sees that it would be a stretch to 
tie Donna’s to the City’s elite, but 
her childhood home in the suburbs is 
important to the investigation. 

MC: How about instead of a mansion you 
see a suburban house with a unique 
green roof; if you ask around, you 
might be able to find it. 

Megan: Great. Whatever helps me catch 
her!
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BANKING CLUES
Most of the time you’ll be spending your Clues the 
moment you get them. However, you always have 
the option to keep the Clues you gained for later 
use. Your Clues retain their method and source: 
the method you used when you obtained them 
and the source as it was when you conducted your 
investigation. When you spend Clues later, the 
questions you can ask and the answers you can 
get are still limited by their method and source. 
In other words, you cannot use your banked Clues 
to ask questions on a different subject. Spending 
banked Clues could be described by flashbacking 
to your conversation with the witness and remem-
bering additional details, or reviewing your notes 
from your research at the library and finding new 
information. 

You can track your banked Clues using a tracking 
card. Take a card, circle the Clue icon  
(  ) and mark the number of remaining Clues on 
the status bar; write down the method and source 
of your Clues in the TAG field. When you spend 
your Clues, update the number of remaining Clues. 
Discard the card when you have no remaining 
Clues of this origin. 

Clues expire when the information they represent 
becomes obsolete. For example, when you scope 
the graveyard for dangers and gain Clues, they 
expire when you leave the graveyard. If you came 
back, you would need to scope the graveyard again 
to learn if there were new dangers lurking there.

Research //  
Old Quarter library

Questioning   
// Jimmy Rudolfi

Scouting // 
Graveyard

O

O

O

O

O

O
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JUICE
The scenes you play out in City of Mist are dynamic 
and dangerous: a villainous media magnate can 
besmirch your reputation, giving you a status of 
infamous-3; hungry ghosts can give you paralytic 
kisses that burn out your tags; and an army of killer 
rag dolls can close in on your crew and cut you off 
from each other. As an investigator, a vigilante, a 
criminal, or just someone trying to survive in the 
City, you need to be able to take actions that change 
the battlefield in your favor. Rallying your crew and 
leading them out of a cult’s underground complex 
or conjuring a pack of wraith-like wolves from the 
abyss are all in a day’s work for a Rift.

Juice points represent your ability to shape what is 
going on around you by using your abilities, re-
sources, and allies. They can stand for an advantage 
in battle, a healing touch, psychological stability, or 
even general preparedness when you pull out just 
the right equipment out of the back of your pick-up 
truck. They can also reflect Mythical resources like a 
cloud of elemental power, the power to conjure be-
ings and items, or spells you dig up in your grimoire.

In game terms, Juice points allow you to create and 
remove story tags, give and remove statuses, and 
burn other players tags, giving you immense free-
dom to use your character’s abilities creatively.

The most common way to receive Juice is by mak-
ing the Change the Game move (page 182), but 
other moves and game options also grant Juice. 

GAINING JUICE
When you gain Juice, the rules tell you how many 
Juice points you gain, e.g., four Juice or two Juice.

Every batch of Juice points you receive has a meth-
od: the means you used to gain that advantage 
and the specific circumstances in which you did so. 
Your Juice’s method is determined by the action 
you took to gain it. 

For example, if you open a crate of weapons in the 
middle of a downtown shootout, handing out gun 
after grenade after gun to your henchmen, then the 
method of your Juice is “dispensing arms out of a 
crate”. If you summon the restorative powers of Gaia 
in an effort to heal your fellow investigator, your 
method is “healing powers”. If you sing a mesmeriz-
ing siren’s song to captivate the attention of all who 
hear, your method is “enchanting song”. Once Juice 
is generated, you cannot change its method, only 
obtain more Juice using different methods.

SPENDING JUICE
You can spend your Juice at any point in the game: 
before, during, or after a move made by you, 
another player, or the MC. However, for your Juice 
to affect another player’s move, you must use it 
before the dice are rolled for that move.

The effects you wish to generate with your 
Juice must fit its method and the circumstances 
in which you are using it. For example, if your 
method was “healing powers” you cannot use your 
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Juice to conjure a suitcase full of money or give 
yourself an advantage in a battle of wits. Similarly, 
if you are an ordinary paramedic patching up a 
crewmate in the heat of battle, the MC may rule 
that you cannot heal the injuries completely, only 
reduce the pain and provide first aid.

Juice points can be spent to activate one or more of 
the following options:

CREATE A NEW STORY TAG
For each Juice point spent, you can add a new 
temporary story tag of your choice to the scene. 
All story tags you create must be distinct from 
one another. For example, depending on your 
abilities, you can:

• control the elements and make the scene stormy
• empty an oil tank from your running speedboat 

to create an oil spill
• call the police, bringing them into the scene
• search your spellbook for a spell that summons fog
• search your backpack for a compass, a climbing 

axe, or a flare gun
• call your lawyer for some legal advice 
• conjure a nightmarish horror, give it claws, and 

make it difficult to banish

BURN A TAG
For each Juice point spent, you can burn a temporary 
or ongoing story tag, removing it from the scene. For 
example, depending on your abilities, you can:

• control the elements and disperse the stormy weather
• lie to the police to make them leave the place

• throw the revolver out the window so no-one can 
grab it

• calm down everyone and remove the gang ani-
mosity

Alternatively, for each point of Juice spent, you can 
temporarily burn a power tag belonging to a fellow 
player’s character or a permanent story tag. A 
temporarily burnt tag is recovered after the target 
makes any one move (without using the burnt tag, 
of course). If this option is made ongoing, using the 
Change the Game move options, the tag is burnt 
“for real” and can be recovered using the normal 
methods for recovering burnt tags (see page 210). 
You cannot spend Juice during another player’s 
spotlight to burn a tag they invoked in their move.

Finally, for each point of Juice spent, you can burn 
a crispy tag (crew or extra theme power tag). It can 
be recovered normally.

GIVE A STATUS
You can give one target a temporary status of your 
choice with one tier for each point of Juice spent. 
For example, you can spend 2 Juice to give a target 
the status glued-2. You cannot increase an existing 
status using Juice, except by giving a status on the 
same spectrum, which will stack with the existing 
status as usual (see Statuses on the Same Spec-
trum, page 223). Note that temporary and ongoing 
statuses do not stack.

You can divide your Juice points between different 
targets to give each of them a temporary status of 
your choice with one tier for each point of Juice 
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you spend on that target. For example, you can 
spend 3 Juice to give one target the status daz-
zled-1 and another target the status shocked-2, or 
give three different targets the status dazzled-1.

The target of your status can be your character, 
another player’s character, or a non-player charac-
ter or object. If you choose to give the status to an 
unwilling player character, they can make the Face 
Danger move to reduce or avoid it. 

For example, depending on your abilities, you can:

• prepare to acrobatically evade the guards with 
your feline grace, making yourself uncatchable-2

• analyze an opponent’s fighting style and give her 
the status exposed-weakness-3

• take over the lighting and sound in a nightclub 
to give your crewmate spotlight-1 

• put yourself in the line of fire to give a helpless 
bystander shielded-4

• put a sleeping spell on the bounty hunter 
(drowsy-3) and his Rottweiler (sleepy-1)

• get your motorbike’s engine revved-up-2 to pre-
pare for a crazy jump

• use your martial arts training to give yourself 
deadly-strikes-2 and your enemy exposed-1

REDUCE OR REMOVE A STATUS
For each point of Juice spent, you can reduce the 
tier of any single status by one. If you reduce a 
status to tier zero, you remove it altogether. For 
example, you can spend 1 Juice to reduce a mes-
merized-2 status to distracted-1, or spend 2 Juice to 
remove mesmerized-2 altogether.

You can divide your Juice points between different 
statuses to reduce each of them by one tier for 
each point of Juice you spent on that status. You 
can affect statuses attached to different targets. 

You can affect a status either before or after it is 
attached to a target. For example, you can reduce 
or even prevent shrapnel-wounds-4 by using Juice 
to block the explosion before it hits the target or, if 
the damage was already done, you can use Juice to 
accelerate the target’s natural healing (depending 
on its method).

For example, depending on your abilities, you can:

• use your medical training to reduce your buddy’s 
broken-leg-4 to leg-in-cast-2

• pull it together after being drugged-3 and reduce 
it to dazed-1

• send a showgirl from your cabaret to distract the 
mobsters and remove their nervous-and-alert-2

• use your empathic connection with your mother 
to help her overcome infuriated-4

• cut the ropes binding your two crewmates, 
removing bound-2 from one and loosely-bound-1 
from the other

• block the claws of a Manticore coming right at 
your face and reduce crushed-skull-6 to slashed-
face-3 

BANKING JUICE
Since you can only use Juice to create effects that 
are related to its method of generation, most Juice 
expires soon after it is generated as its method 
becomes obsolete. 

For example, if you tried to suck the alcohol out 
of a drunk-2 crewmate and generated 3 Juice, the 
remaining Juice point (after removing the tier-2 
status) would expire immediately because you can 
only use it to suck the alcohol out of your drunk 
crewmate in the current circumstances and your 
crewmate is now sober.

If your method remains relevant for longer, you 
can save Juice you generated for later use. For 
example, if you summon the dead to your help and 
generate 2 Juice, you can create one story tag zom-
bie now and bank the remaining one point of Juice 
for later in the scene. Depending on your method, 
the MC may rule that your Juice can be banked for 
any length of time.

Your banked Juice retains its method until you use 
it or until it expires because its method becomes 
obsolete. You can use it at any time appropriate 
to your method. However, while you have Juice 
banked, you cannot generate any more Juice 
using the same or similar methods. All the game 
elements you used to create this batch of Juice 
(power tags, story tags, statuses, and any other 
game options) are locked down: they cannot be 
used to generate more Juice until you either spend 
your remaining banked Juice or discard it. You may 
discard your banked Juice at any time. Further-
more, batches of Juice never stack together; you 
cannot add them to make a bigger batch.
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GRIT MODE: JUICE
The grittier your story is, the harder injuries 
are to heal and the harder it gets to overcome 
trouble and adversity. If Grit Mode is activated 
in your game (see page 176), you can choose to 
make things harder for the players by limiting 
the options to BURN A TAG and REDUCE OR 
REMOVE A STATUS to temporary tags and sta-
tuses only. In order to affect ongoing story tags 
and statuses, a player must score 10 or more 
on your Change the Game move and spend a 
Juice point to activate the option “Make the 
effect ongoing”.

You can track your banked Juice using a tracking 
card. Take a card, circle the Juice icon  
(  ) and mark the number of remaining Juice 
points on the status bar; then write down the 
method of your Juice in the TAG field.

When you spend your Juice, update the number 
of remaining Juice points. When all your Juice is 
gone or when it expires, clear the tracking card and 
return the card to the deck.

OPTIONAL RULE: RECOVER  
A BURNT TAG WITH JUICE
Normally, burning a tag is a lasting effect 
which continues through at least one scene 
until your character has the option to use the 
Montage (Downtime) move to restore her burnt 
tags. This is true whether your tag was burnt 
by someone else or voluntarily by you, for a hit. 
As an optional rule, the MC may allow players 
in your game to spend Juice to choose on this 
additional option:

RECOVER A BURNT POWER TAG (1 OR 3 JUICE)
For every three points of Juice you spend, 
you may recover any single burnt power tag, 
whether it belongs to your character or to 
another player character. As always, the method 
of your Juice must reasonably allow you to do 
so. This depends on the story circumstances 
under which you lost the ability to use the tag. 
If the tag is only temporarily burnt or if the tag 
is crispy (crew and extra themes power tag), 
you may recover it by spending just one point 
of Juice. To remove a permanently burnt tag 
you must be able to remove permanent effects, 
as  in the Change the Game move, in addition to 
spending three Juice for this effect.

dispensing arms

healing powers

petrification

O

O

O

O

O

O

3 · PLAYER RULES   |   235



SECONDARY  
CHARACTERS
Characters and beings that feature 
exclusively or mostly on your themes 
and tags are considered your second-
ary characters. For example, if you 
have a Defining Relationship with a 
rescue dog or a set of tags describing 
a sidekick, they could be a second-
ary character. Characters and beings 
you create using story tags may also 
be secondary characters, if you have 
control over them. 
For all intents and purposes, secondary characters 
are considered an extension of your character. 
When you receive the spotlight, you can choose to 
act with one of your secondary characters instead 
of your primary one; you do not receive spotlight 
more often for having secondary characters.

Finding himself cornered by hired armed 
thugs, Merlin the Wizard summons a 
green dragon, creating the story tags 
green dragon, scaly, and talons. The 
dragon is now an extension of Merlin. 
Elliott, who is playing Merlin, con-
trols the dragon’s actions, describing 
what the dragon does, where it goes, 
what it looks like, etc.

When your themes and tags refer to a character 
whose role in the series extends beyond your 
primary character’s story, the MC decides whether 
this character is a secondary character of yours or 
not. If not, you can use these tags when you take 
actions that involve that character, but not as that 
character.

Clare’s character, Charmaine, has a 
Routine theme named Assistant To The 
Mayor, including a tag friendly with 
the mayor. The MC rules that since the 
mayor is a major character in the se-
ries in and of herself, she is not an 
extension of Charmaine and therefore is 
not considered a secondary character of 
Clare. However, Clare can still invoke 
the tag when Charmaine tries to Con-
vince the mayor to do something.

HELP & HURT
The Help & Hurt points you established with each 
one of your crewmates during crew creation are 
a special type of Juice points and function in a 
similar way. The method for the Help & Hurt Juice 
is based on your ongoing relationship with each 
crewmate. Therefore, Help & Hurt points do not 
expire as long as that crewmate is in the story. Fur-
thermore, Help & Hurt points can only generate 
effects related to your character’s relationship with 
that particular crewmate.

Help points represent your desire and ability to 
help your crewmate, whether by taking actions 
to help her or by helping with the actions she 
takes. They can only be used to create effects that 
enhance actions you take for your crewmate’s 
sake or enhance actions your crewmate takes. In 
rare cases, when you believe interfering with your 
crewmate’s action would serve her best interest, 
you may use a Help point to create effects that 
interfere with her action.

Hurt points represent your desire and ability to 
hurt your crewmate, whether by taking actions 
to hurt her or by interfering with the actions she 
takes. They can only be used to create effects that 
enhance actions you take to hurt your crewmate or 
interfere with actions your crewmate takes. In rare 
cases, when you believe supporting your crew-
mate’s action would hurt her, you may use a Hurt 
point to create effects that enhance her action.

You receive new Help & Hurt points at the end of 
every session, using the move Geek Out During 
Credits (Session End) (see page 202).
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You can portray your secondary characters, 
describing their actions, words, behavior, and 
appearance as you would for your primary charac-
ter. Alternatively, you can choose to have the MC 
portray your secondary character and decide on 
her actions. Regardless of what you choose, you 
can always invoke tags related to this character to 
support your moves.

Lamar, who is playing Sullivan, decides 
to leave Sullivan’s sidekick, Sánchez, 
in the hands of Alice the MC. He thinks 
it would make Sullivan’s interactions 
with Sánchez more interesting as he and 
the MC will each play a character (it’s 
weird to have a dialog with yourself). 
However, Lamar can still invoke tags 
related to Sánchez when he’s taking ac-
tion with Sullivan.

When Sullivan later falls off a fire 
escape stair, Lamar invokes the power 
tag saves my butt every time from his 
theme My Sancho Panza (which describes 
his relationship with Sánchez) in his 
Face Danger move. The MC says that Sán-
chez shows up at the last minute, push-
ing a dumpster right under Sullivan and 
saving him from breaking his neck.

PLAYING SECONDARY CHARACTERS
When you describe your secondary character 
taking action, you use the rules in the same way 
you would for your primary character. For example, 
if the actions of your secondary character trigger 
a move, you play the move as you would for your 
primary character.

Elliott wants to use the dragon to de-
fend Merlin from the thugs. When he re-
ceives the spotlight, he Hits With All 
He’s Got, using the tags green dragon 
and talons.

Statuses taken by a secondary character affect only 
actions you are taking with that secondary char-
acter; they do not affect your primary character’s 
actions (unless they are somehow made relevant 
to you). You can remove statuses from secondary 
characters using the same moves and game options 
you use to remove them from yourself. 

The slashed muggers open fire at the 
dragon, inflicting full-of-lead-4. El-
liott rolls Face Danger for the dragon 
using green dragon and scaly, and reduc-

es it to gunshot-wounds-3. This status 
affects any further relevant actions with 
the dragon, but it does not affect Mer-
lin’s actions.

The MC rules when it is possible for your main 
and secondary characters to combine their tags, 
depending on the action taken:

Merlin and the dragon now team up to 
vanquish “the foul bandits”. However, 
since they are attacking separately, 
one with talons and one with bolts of 
fire, the MC rules Elliott will make a 
separate move for each of them. Elliott 
then decides to have Merlin support the 
dragon’s attack with Change the Game, 
while the dragon will Hits With All 
It’s Got.

After surviving this onslaught, the 
last thug standing takes a final shot at 
Merlin. Elliott rolls Face Danger for 
Merlin. Since the dragon is nearby and 
can easily block the shot, the MC rules 
Elliott can invoke green dragon and 
scaly to boost Merlin’s Power.

Secondary characters can be incapacitated and 
killed separately from you. If a secondary charac-
ter takes a tier-5 status, you cannot take actions 
with that character until that status is reduced or 
removed. If a secondary character takes a tier-6 
status, you might permanently lose themes and 
tags related to that character, as explained under 
Statuses (page 218). The MC determines which of 
your themes and tags are lost.
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MOMENTS OF  
TRUTH

HOW TO DEVELOP YOUR CHARACTER

4
ChAPter



As your group’s story in City of Mist 
evolves, your characters will go 
through experiences that will change 
them irrevocably. Whether they will 
be harrowed by their own weaknesses, 
forced to make gut-wrenching choic-
es, or haunted by the consequences 
of their decisions, the lead characters 
continuously learn, grow, and reveal 
new dimensions within themselves: 
perhaps they unlock strange new leg-
endary powers; meet a new ally that 
will become their sidekick or mentor; 
or acquire a very unique object.

Maybe they will sacrifice their job for their Mythos, 
or vice versa. One of them might even completely 
lose her inner balance and give in to either her 
Mythos or the Mist. Anything can happen; this is 
why we play. This section presents the rules that 
will help you get the most out of your character’s 
development.

PLAYER-DRIVEN  
CHARACTER DEVELOPMENT
You, not the MC, are responsible for driving 
your character’s story forward. While some 
character development rules are explicit, others 
are open to your interpretation. For example, a 
character’s Mystery or Identity may or may not 
be applicable in any given situation – depending 
on your decision. Unlike other game systems and 
unlike elsewhere in City of Mist, the final arbitrator 
on interpreting matters of character development 
is the player playing that character. Therefore, as 
a player, you have the power and the responsibil-
ity to shape the narrative direction in which your 
character is going. You may choose to empha-
size some character development options while 
downplaying others. You may choose to let go of 
some useful aspects of your character for the sake 
of narrative impact, or vice versa. The only excep-
tion to this rule is the invocation of weakness tags; 
as tags, the final arbitrator on when they can be 
invoked is the MC.
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ATTENTION   .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .PAGE 244

Mark Attention on a theme when:

• Anyone invokes the theme’s weakness tags (one 
Attention per tag invoked)

• (For character themes) You choose to give attention 
(Logos) or explore your Mythos (Mythos) on the 
Montage (Downtime) move

• You find answers to the theme’s Mystery
• You sacrifice something to hold to the theme Iden-

tity
• (For a crew theme) A player chooses so on the Geek 

Out During Credits (Session End) move

When the Attention track on one of your themes is full, 
reset it and choose an improvement:

• Choose a new power tag
• Add, remove, or rewrite a weakness tag
• Choose a theme improvement from the themebook
• Reset Fade or Crack

DRAMATIC MOMENTS  .  .  .  .  .  .  .  .  .  .  .  .  .  .PAGE 248

MAKE A HARD CHOICE  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  . PAGE 254
Fade (Mythos themes) represents losing your Mythos 
and giving in to your everyday.

• When you forego answers to your Mystery, you mark 
Fade.

• When you mark 3 Fade on a theme, you replace it.

Crack (Logos themes) represents losing your identity 
and opening up to your Mythos. 

• When you act against your Identity, you mark Crack.
• When you mark 3 Crack on a theme, you replace it.

REPLACING A THEME  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  . PAGE 261
1. Lose the theme: You discard the theme card. You 

can no longer use its tags and improvements.

2. Gain a Nemesis: Your gain a complication due to 
the loss of the theme. It may only appear starting in 
the next session.

3. Gain Build-Up points (or Help & Hurt points when 
you lose a crew theme):

 » One Build-Up point for every tag in the lost theme 
beyond the third

 » One Build-Up point for every theme improvement 
in the lost theme

4. Transform:

 » If this was your last Logos theme, you become an 
Avatar (page 270).

 » If this was your last Mythos theme, you become a 
Sleeper (page 276).

 » Otherwise, you gain a nascent theme of your 
choice from the type opposite to the one you lost 
(Mythos <> Logos).

NASCENT THEMES  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .PAGE 265
A nascent theme has only one power tag (weakness 
tags and Mystery/Identity as normal).

• When you first mark Attention on a nascent theme, 
it gains another power tag.

• When you first complete the Attention track on a na-
scent theme, it gains another power tag (you cannot 
choose another improvement). It is now a standard 
theme.

MOMENTS OF EVOLUTION   .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  . PG 267
When you mark 5 Build Up point, reset the track and 
choose a Moment of Evolution from the list on your 
character card. You can only choose each option once.

CHARACTER  
DEVELOPMENT

MYTHOS & LOGOS MOVES

When you make these special moves, instead of adding 
your Power to your roll, you add:
• Mythos rating: the number of Mythos themes you 

have
• Logos rating: the number of Logos themes you have

Tags and statuses do not apply.
• Stop.Holding.Back. allows you to use your powers 

in a never-before-seen way or scope, but you must 
make a sacrifice (page 256).

• Look Beyond the Mist allows you to Investigate by 
communing with your Mythos (explained under the 
Investigate move, page 194).

CREW THEME DEVELOPMENT   .  .  .  .  .  .  . PAGE 247

Season Premiere, Season Finale: When the crew 
has a new overarching goal, it gets a new nascent crew 
theme. When the crew has achieved its goal, it gets a 
new nascent extra theme.
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ATTENTION AND  
IMPROVEMENTS
Attention is the most basic form of 
character development. It represents 
the straightforward growth that can 
be achieved by focusing on a specific 
aspect in your character’s life, repre-
sented by one of her themes.

Every theme card has an Attention track with three 
boxes. When the rules tell you to mark Attention 
on a given theme, check one of the boxes on the 
Attention track of that specific theme. You cannot 
choose to mark Attention on a different theme in-
stead. When all three boxes are checked, reset the 
track to zero (erase all check marks) and choose an 
improvement for that theme (see below).

GAINING ATTENTION
You can gain Attention in the following ways:

INVOKING WEAKNESS TAGS
When your character must face her own weakness-
es, she inevitably grows. The more your weakness-
es come into play, the faster you will evolve.

Whenever you or anyone else invokes one of your 
weakness tags, you mark Attention once on the 
theme to which that tag belongs. If more than one 
weakness tag is invoked, you mark Attention once 
for each tag, on its corresponding theme. Note that 
you can only invoke your weakness tags when they 
are relevant; therefore, a weakness tag is a valuable 
resource for your character’s growth. 

DOWNTIME
Your character can spend whatever spare time she 
has to improve or develop an aspect of her life, 
represented by a theme. When your group has 
some downtime and the MC asks you to make the 
Montage (Downtime) move, you can choose to 
give attention (for Logos themes) or explore your 
Mythos (for Mythos themes) and mark Attention 
on a single theme of your choice.
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MYSTERIES AND IDENTITIES
As explained under Dramatic Moments (page 248), 
when you find answers to your Mystery or when 
you sacrifice something to maintain your Identi-
ty, you have the option to mark Attention on the 
theme to which the Mystery or Identity belongs (or 
sometimes on another theme). 

OTHER RULES
Theme improvements and custom moves may tell 
you to mark Attention or change the way you gain 
Attention.

CHOOSING IMPROVEMENTS
When the Attention track on one of your themes 
is full, reset it and choose one of the following im-
provements (you may pick the same option again 
and again):

CHOOSE A NEW POWER TAG
Adding a new power tag means introducing a new 
detail, such as an ability or a resource, into your 
character’s story. This could mean she has devel-
oped a new power, gained a new ally, bought new 
gear, learned a new skill or maneuver, etc. Alter-
natively, you could say that the subject of the new 
power tag has always been a part of your charac-
ter’s life, but is only now receiving attention in 
the story, like a previously unrevealed ability, skill, 
contact, power, etc.

To choose a new power tag, refer back to the 
themebook of the theme you are improving and 
choose a power tag question to answer. You may 
not choose a power tag question you previously 
chose if you still have the tag from that question. 
Answer the power tag question following the rules 
given in character creation (see page 249). Your 
answer becomes your new power tag. Write it down 
on the theme’s card under POWER TAGS.

Lamar gains an improvement on Sulli-
van’s theme, My Sancho Panza (Defin-
ing Relationship). He wants to improve 
his investigative side so he decides 
to choose a new power tag. Out of the 
Defining Relationship themebook, he 
chooses a yet unchosen power tag ques-
tion: B. Name a useful quality or skill 
they have and can use to help you. He 

answers electronic surveillance which 
becomes his new power tag under this 
theme. In the next session, the group 
is about to discover that Sánchez knows 
how to bug a phone, use a gun micro-
phone to eavesdrop, etc.

ADD, REMOVE, OR REWRITE  
A WEAKNESS TAG
Weakness tags can potentially speed up a theme’s 
growth, but they can also get in the way of your 
actions. As an improvement to your theme, you 
may choose to:

• Add a weakness tag: Refer back to the theme-
book of the theme you are improving and choose 
a weakness tag question to answer. You may not 
choose a weakness tag question you previously 
chose if you still have the tag from that question. 
Answer the weakness tag question following the 
rules given in character creation (see page 78). 
Your answer becomes your new weakness tag. 
Write it down on the theme’s card under WEAK-
NESS TAGS.

• Remove a weakness tag: if you have two or 
more weakness tags on the theme you are im-
proving, you may remove one of them. Erase the 
weakness tag from your theme card. When you 
choose to remove a weakness tag, choose anoth-
er improvement as well.

• Rewrite a weakness tag: you may remove a 
weakness tag and choose another weakness tag 
instead (see “Add a weakness tag”, above). You 
may choose any unanswered weakness tag ques-
tion in the themebook, including the one you are 
rewriting. When you choose to rewrite a weakness 
tag, choose another improvement as well.

The appearance of a new weakness tag represents 
a new difficulty that is arising in your character’s 
life in relation to that specific theme. Conversely, 
the removal of a weakness tag can be ascribed to a 
difficulty that has been solved, permanently or for 
the time being.

Lamar gains an improvement on Sulli-
van’s theme, Imaginary Knight (Bas-
tion). Since Sullivan has become more 
grounded and realistic recently, Lamar 
finds his weakness tag reality hurts 
outdated, not to mention that it of-

4 · CHARACTER DEVELOPMENT   |   245



ten weakens his defense against mun-
dane threats. Therefore, he decides 
to remove it, noting that Sullivan has 
learned to block ordinary attacks with 
the same effectiveness as he does leg-
endary ones.

CHOOSE A THEME IMPROVEMENT
Each theme type has its own unique improvement 
options, described at the end of its themebook. As 
an improvement for your theme, you may choose 
one of these theme improvements. You cannot 
choose a specific improvement twice.

Every theme improvement describes either a 
permanent new rule, or one which may be invoked 
at certain times, such as once per session, once 
per scene, etc. The rules introduced by the theme 
improvements change the standard rules in various 
ways: they may allow you to make a Core Move 
Dynamite! or allow an ally to use the results of your 
move instead of theirs. Where there’s a doubt, the 
rules given in theme improvements override the 
standard rules of the game.

A theme improvement does not necessarily require 
an explanation in the story. Some improvements 
are simply game elements that make a character 
better at what she does or allow her to do what she 
already does in new ways. In that, theme improve-
ments resemble cinematic decisions made by the 
creators of the series (you!) to emphasize a detail 
or a set of details and allow the character to do 
more with existing abilities. However, you can 
always interpret an improvement as a change that 
your character has undergone: a new understand-
ing on how to use her powers or skills, a stronger 
bond with an ally or her Relic, or an improved 
social position that gives her more leverage.

Lamar gains an improvement on Sulli-
van’s theme, Retro Renegade (Posses-
sions). Going over the theme improve-
ments on the Possessions themebook, he 
chooses Quality Matters: every Core 
Move he makes with his old beat-up Mus-
tang power tags is now Dynamite!

Lamar decides that this doesn’t have 
a direct parallel in Sullivan’s life; 
he’s acting the same as always. Howev-
er, it does mean Sullivan will be doing 
cooler things with his car from now on.

RESET FADE OR CRACK
Fade (for Mythos themes) and Crack (for Logos 
themes) are tracks that represent the deterioration 
of a theme. Gaining Fade or Crack means a theme 
is in danger of leaving the character’s life (see 
Dramatic Moments, page 248). As an improvement, 
you can choose to reset the Fade or Crack track 
on the theme you are improving. When you do so, 
erase all checkmarks on the track.

Resetting Fade or Crack means your character has 
taken the time to patch up that aspect of her life, 
stabilize it, and return it to its functioning state. 
Perhaps she spent some time rekindling her love 
with her spouse (Defining Relationship) or a recent 
brush with death bolstered her connection with her 
ancestral spirits (Divination). 

Lamar gains an improvement on Sulli-
van’s theme, Searching For The Lost 
(Routine). Seeing that the Crack track 
on this theme is almost full (he has 
been busy with other affairs recent-
ly), Lamar decides to use this improve-
ment to reset the track and stabilize 
this theme. He describes it as Sulli-
van returning home on his next down-
time, opening a box full of case files 
of the individuals lost in the flood, 
and starting to go over all of them one 
after the other.
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CREW THEME   
DEVELOPMENT
Just like character themes, crew 
themes can gain Attention and 
evolve. At certain points in the game, 
the crew may receive additional 
themes or replace existing themes. 
 
Attention on crew themes can be gained in the 
following ways:

• Invoking a crew weakness tag: Whenever a 
crew weakness tag is invoked by anyone, mark 
Attention on that theme.

• The Geek Out During Credits (Session End) 
move: At the end of every session, each crew 
member can choose whether to recover a crew 
power tag or to mark Attention on the crew 
theme.

When all three Attention boxes are checked, reset 
the track to zero (erase all check marks) and choose 
together an improvement for the crew theme. You 
may choose any of the improvements available for 
player themes.

GAINING NEW  
THEMES FOR THE CREW
A crew theme represents the unified overarching 
goal or purpose the crew has and the resources and 
problems associated with it. This doesn’t refer to 
just any milestone or goal the crew has; it refers to 
the very essence of the crew, the reason for which 
the crew members work together – who they are as 
a team. 

Sometimes during a series, especially a series with 
multiple story arcs and seasons, the essence of the 
team changes or expands. This usually happens 
at the beginning of a new story arc: either the 
characters start operating in a new way and the MC 
writes a story arc for them to investigate or the MC 
writes a story arc which makes the crew change its 
purpose, or add an entire new way of operating. 

When this happens, the crew’s new overarching 
goal or purpose can be reflected by choosing a new 
nascent crew theme, if everyone agrees on that.

Similarly, a crew may eventually complete one of 
its overarching goals or fulfill its purpose (e.g., 
bring peace to the neighborhood), which usually 
ends the story arc associated with that goal. As 
seen below in the moves Finally, Some Answers 
(page 251) and End of the Road (page 253), this 
may bring the crew to replace its current crew 
theme with a new crew theme, at the players’ dis-
cretion. In addition to that, if everyone agrees that 
the crew completed its goal or fulfilled its purpose, 
the crew evolves and may choose an extra theme 
(see page 282) to represent their growing possibil-
ities. This extra theme functions like a crew theme 
in terms of its tags, Mystery or Identity, gaining 
Attention, etc. However, if the crew ever loses this 
theme, they may choose to shelve it instead, as 
explained under Extra Themes.

Since choosing a new overarching goal and 
completing it corresponds to the beginning and 
ending of a story arc, it therefore often corre-
sponds to a season’s premiere and a season’s 
finale, respectively (although not necessarily the 
same season, as story arcs may span several sea-
son). The move Season Premiere, Season Finale 
summarizes the rules regarding new crew themes 
and crew extra themes:

SEASON PREMIERE,  
SEASON FINALE
When all of you, including the MC, agree that 
your crew has a new overarching goal or pur-
pose, you receive a new nascent crew theme 
(in addition to any existing ones) to represent 
this new aspect of your crew.

When all of you, including the MC, agree that 
the crew has achieved its overarching goal or 
purpose, take a new nascent extra theme for 
your crew.

4 · CHARACTER DEVELOPMENT   |   247



248   |   CITY OF MIST  ·  PLAYER'S GUIDE



Your character’s life as a Rift will 
be wrought with dramatic develop-
ments. There’s a reason your char-
acter is solving strange cases: she’s 
looking for answers. To find them, 
she may be forced to make unspeak-
able sacrifices, both personal and 
moral, and persevere through chal-
lenges from within, from without, 
and from beyond the Mist. 

When those answers are finally within reach, your 
character will have to choose, and you as the player 
will be faced with the same dilemmas. Do you even 
want to know anymore? Aren’t you afraid that 
knowing will change your character forever? Every-
thing in your character’s personal life will conspire 
to keep her in the dark; everything inside her will 
tell her to walk away from the answers. And even 
if she chooses to know, the truth might shock her, 
break her, destroy what she thinks she knows.

Rifts are constantly living on the edge of their 
Mythos and Logos. On the one hand, there is your 
Mythos: a force so unfathomably sublime that you 
may never be able to truly understand it. It urges 
you to question the present makeup of your life, 
go out there, and investigate. It pushes you to the 
boundaries of the everyday and beyond. It wants 
you to discover what you truly are, what it is, and 
bring it back to life. Its call echoes inside you all 
the time, whether you heed it or not.

On the other hand, there is Logos: the life you 
know. Regardless of whether it is a life of misery, 
pleasure, indifference, or a mixture of them all, 
your Logos is always drawing you back to the com-
fort of what you know, backed by the lulling effect 
of the Mist. Your life is ahead of you; there are peo-

ple whom you want to make happy or people you 
want to hurt; there is your work, your home, your 
habits, your family and friends. All these things are 
real, are they not? Sometimes they are more real 
than the legend living inside you. Even if you could 
let go of them, why would you ever want to? They 
define you, they make you who you are. 

This struggle within your character is the founda-
tion for her development. On the surface, it may 
seem your character wants to keep the status quo, 
keep things as they are now, with Mythos and 
Logos somehow balanced. But, in fact, your char-
acter continuously takes actions that put this bal-
ance at jeopardy: she investigates and she fights 
for what she believes in. Sooner or later, you will 
have to make hard choices: will I overlook a vile 
crime to learn about the origin of my powers? Will 
I forfeit a chance of a lifetime to save my family? 
When you arrive at the moment of truth and make 
such decisions, you and your friends at the table 
learn more about your character: you discover 
who she truly is.

But there are consequences within the story, too. 
The aspects of your character’s legendary pow-
ers and ordinary life rise and fall based on the 
decisions you make. As some bridges are burnt, 
your character loses something of herself (a friend, 
a source of meaning, a dimension of legendary 
powers, etc.). At the same time, new doors open 
and new aspects take root in your character’s story. 
Things from her past or echoes of life-altering 
decisions she made come back to haunt her. A 
beautiful and intricate tapestry of the forces within 
your character transpires, but it is a very deli-
cate one. Pushing too far in one direction has the 
potential of tearing this tapestry to shreds, setting 
free an unstoppable power, or quenching the spark 
of mystery altogether.
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THE BALANCE OF 
MYTHOS AND LOGOS
At the beginning of the game, your 
character is made of four themes, 
divided between Mythos and Logos. 
Each theme represents a major 
aspect of your character. However, 
themes are not permanent elements. 
As the game progresses and you 
make hard choices, some of the 
themes that make up your character 
may erode, gradually slipping to 
oblivion. If your character doesn’t 
take action to stabilize her themes, 
they will end up fading and cracking, 
eventually giving their place to new 
themes. As these changes take place, 
the balance of Mythos and Logos 
within you may change. This process 
of evolution that is happening 
inside your character may be slow or 
rapid, but it is always there. 

Your character always has four themes. Any 
other themes, such as crew themes and extra 
themes, exist outside of the scope of your inner 
balance, although they may contribute to the 
struggle within you.

MYSTERIES FADE
LOOKING FOR ANSWERS
Every Mythos theme has a Mystery: a burn-
ing question that your character is seeking the 
answers for, something that your Mythos wants 
you to find out. During the game, you can decide 
to take action or spend downtime investigating 
your Mysteries. Furthermore, the MC will contin-
uously present opportunities for you to answer 
your Mysteries, or at least discover clues that will 
eventually lead you to answers.

FADE
Unfortunately for you, Mysteries can be forgotten, 
especially in City of Mist, where the Mist is con-
stantly working to cut you off from your own desti-
ny. Using your ordinary life (Logos themes) against 
you, the Mist strives to distract you and pull you 
away from any discovery that will deepen the bond 
between you and your Mythos.

To represent the possibility of forgetting your 
questions and giving in to your everyday routine 
and habits, each Mythos theme has a Fade track. 
Whenever you take action or make choices that 
draw you away from the answers you so desper-
ately seek, or when you are subject to an influence 
that makes you forget your Mythos, you mark Fade.

When you mark Fade, translate the rules into the 
story and explain how you are beginning to lose 
touch with the powers described by this Mythos 
theme. For example:

• In a clinch, your divine powers of banishing evil 
(Expression) fail you momentarily.

• Your Armor of Jeanne D’Arc (Relic) starts falling 
apart.

• You get a feeling that your Dukun charms (Bas-
tion) are not as strong as they used to be, but you 
don’t know why.

• The all-knowing Buddha sends messengers to 
warn you that you are losing your path and with 
it your swiftness of motion (Mobility).

• As you transform into a jaguar (Adaptation), you 
notice you have a human hand instead of one of 
your paws.

• Kuebiko, the god of agriculture and knowledge, is 
cross with you and becomes increasingly difficult 
to get information from (Divination).

• You lose faith in subtlety, turning to direct con-
flict and neglecting your mastery of the Invisible 
Hand Technique (Subversion).

As you mark additional Fade, the chasm between 
you and this aspect of your Mythos becomes so 
unbridgeable that you are unable to manifest the 
powers associated with it.
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When all three boxes on the Fade track are 
checked, you lose contact with that aspect of your 
Mythos (or all of it, if it’s your last Mythos theme). 
A new aspect of your ordinary life takes the place 
of the lost Mythos theme. To represent that, you 
replace the Mythos theme with a new Logos theme. 
Read more about replacing themes on page 261.

FINDING ANSWERS
Your character can find answers to her questions 
in many different ways. Perhaps she hunted down 
the people responsible for her transformation, 
meditated for weeks until the truth was revealed 
to her, or travelled through a dream-like forest in 
the City Park to reach a fabled hidden lake. Your 
character may receive a clear-cut answer or she 
may get a dumbfounding one that only leads to 
more questions.

When you find answers, what answers your 
character uncovers are largely up to you. You 
can work out the details with the MC to ensure your 
answers do not conflict with the case, but the MC 
should be as open-minded as possible, even if the 
answers you choose shuffle the deck entirely. You 
can then let everyone know what information you 
discovered. As an alternative, you can leave the 
answers entirely up to the MC and be surprised, or 
give the MC some guidelines or details you wish to 
include in your discovery, and leave the rest to her.

Sullivan, played by Lamar, is inves-
tigating his Mystery “Who is my Dul-
cinea?”. In a previous investigation he 
obtained a lock of hair from his be-
loved maiden, although he doesn’t know 
her identity. Now, he received the DNA 
results and he’s about to learn the 
truth. Lamar wants “Dulcinea” to be a 
rather villainous NPC named Margo. He 
thinks it would be interesting to see 
Sullivan try to win her over. Alice the 
MC agrees. When Sullivan opens the DNA 
test results, he sees a match with a 
known criminal named Margo Falls.

Jerry, who plays Det. Farrah Enkidu, 
prefers to be surprised. Throughout the 
game the police detective investigates 
her Mystery of “Why do the gods want me 
dead?”. When she finally finds answers, 
after working her way through the power 

pyramid of the Anunnaki gods, Alice the 
MC reveals the answer she had prepared. 
An angel sent to kill Det. Enkidu tells 
her: “You are a threat, because Gil-
gamesh would do anything for you; he 
would even turn on the gods.”

Goodfellow, played by Megan, has fi-
nally found Oberon, the fairy king, 
and is about to discover the answer to 
his Mystery, “How can I make Oberon set 
me free?”  Megan asked Alice the MC to 
choose an answer for her, but she wants 
it to be connected to a crime Goodfel-
low must commit. Alice thinks for a 
while and describes an ancient scroll 
that depicts a ritual that allows a 
fairy to escape the control of her king 
if the fairy puts another fairy under 
the king’s power in its place.

Once your character finds answers, how she comes 
away from these answers is also up to you. Your 
character can be elated, shocked, satisfied, or all of 
the above. Use the Finally, Some Answers move 
to choose the implications of this revelation:

FINALLY, SOME ANSWERS
When you find answers to your Mystery, 
choose one, two, or all three:

You gain a deeper understanding of your 
Mythos, of the subject of your Mystery, or 
of the link between your Mystery and your 
Mythos. Mark Attention on the theme to 
which this Mystery belongs.

You are shocked by the discovery to the point 
of rejecting your Mythos or an aspect of your 
ordinary life. Mark Fade or Crack on any 
theme.

Your questions are answered. Choose a new 
Mystery for this theme.

In the above example, Lamar imagines 
that Sullivan is rather shocked by the 
discovery that his Mythos is point-
ing him to a relationship with a mas-
ter criminal. He is so confused by the 
idea, that he is afraid to explore fur-
ther, at least for the time being. He 
marks Fade.
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Pleased with the twist provided by the 
MC’s answer, Jerry feels Det. Enkidu’s 
questions were answered. She now knows 
why her enemies are her enemies. Jer-
ry decides to change Enkidu’s Mystery 
to “How can I get Gilgamesh to help me 
fight the gods?”

Megan, on the other hand, feels like 
Goodfellow is emboldened by his discov-
ery. The scroll helped him better un-
derstand the laws that bind fairies and 
the cold, cruel nature of his Mythos. 
Megan marks Attention on Goodfellow’s 
Subversion Mythos theme.

IDENTITIES CRACK
REAFFIRMING WHO  
YOU THINK YOU ARE
Every Logos theme has an Identity: a statement 
that your character firmly believes in, that defines 
who your character is (or thinks she is). During the 
game, different circumstances will call you to play 
your character in accordance with her Identities, 
affecting your character’s decisions and actions.

CRACK
Identities are often the target of rebuttal by your 
character’s Mythos. Seeking to emerge into the 
world in all its glory, your Mythos strives to break 
apart the worldly conglomeration of habits, de-
sires, and fears that you call ‘me’. No matter how 
lofty your self definitions are, or how exotic, your 
Mythos wants to show you an existence beyond 
them. It always calls you to question their signifi-
cance.

To represent the possibility of your identity 
cracking, crumbling, and falling away, every Logos 
theme has a Crack track. Whenever you take action 
or make choices that contradict your Identities or 
when you are subject to an influence that makes 
you abandon your beliefs, you mark Crack.

When you mark Crack, translate the rules into the 
story and explain how your Logos theme is begin-
ning to lose its place in your life. For example:

• Your company (Possessions) comes under threat 
of hostile takeover.

• Your Defining Relationship with your son is 
fraught with tension and unexpressed anger.

• You no longer feel the rage you felt after your 
house went up in flames (Defining Event).

• As gangsters strike roots in every social layer of 
your neighborhood, the Mission you undertook 
to clean the streets becomes virtually impossible.

• Your boss has had enough with your absence 
from work (Routine).

• You begin to feel your Training as a con man is 
not the path for you anymore.

As you continue to mark Crack, these issues be-
come aggravated to the point that the subject of 
the theme may no longer be a part of your life.

When all three boxes on the Crack track are 
checked, your Identity is lost along with everything 
it represented: you quit or lose your job, you lose 
custody over your children, you get over an event 
that defined you or an attitude you had, etc. A new 
aspect of your legendary powers takes the place 
of the lost Logos theme. To represent that, you 
replace the Logos theme with a new Mythos theme. 
Read more about replacing themes below.

RESOLVING AN IDENTITY
Some Identities, such as the ones that define your 
core personality and nature, may go with you for-
ever. Others, however, may eventually be resolved, 
leaving you with an awkward space inside. This is 
especially true for characters who dedicate their 
lives to achieve a specific goal; once the goal is 
achieved, the Identity is resolved and can no longer 
remain as it is.

Jeff’s character, Malory, a two-bit 
crook from the blue-collar neighbor-
hood, has sworn an oath in his youth 
to kill the mafia boss responsible for 
the disappearance of his childhood 
friend, Sammy. To represent this, Jeff 
has chosen a Mission Logos theme with 
the Identity “I will not rest until the 
mobster who took Sammy is dead.”

After playing through numerous sessions 
with his crew and after facing many 
dangers, missed chances, and qualms, 
Malory finally manages to enact his re-
venge upon the mobster. His Identity is 
resolved.
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When one of your Identities is resolved, use the  
End of the Road move to choose the implications:

END OF THE ROAD
If your Identity ever becomes resolved, re-
phrase it in the same spirit to describe a new 
goal, a greater scope, a new angle, etc. Alter-
natively, if this aspect of your life truly ended, 
you may replace this Identity’s theme.

Now that Malory’s Identity has been 
resolved, Jeff has two options. He can 
rephrase Malory’s Identity so that it 
redefines his Mission. For example, he 
could say Malory now decides to become a 
vigilante and fight all mobsters in the 
City (“I will not rest until organized 
crime is dead.”) or he gets big ideas of 
becoming the next leader of the City’s 
underworld (“I will not rest until I 
rule this City.”). The other option is 
to drop this aspect of Malory entire-
ly, and let his Mythos take over; now 
that his journey of revenge is complete, 
Malory suddenly has a vast space in his 
life, a space into which his legendary 
powers can grow.

4 · CHARACTER DEVELOPMENT   |   253



MAKING A  
HARD CHOICE
As explained above, the push and 
pull of Mythos and Logos within 
you and the machinations of the 
MC will often put you in a situation 
where you must choose between 
your Mysteries, your Identities, and/
or some other benefit or course 
of action in the story. In such 
situations, your Mystery will require 
that you continue the investigation 
and make the necessary sacrifices 
in order to secure the answers you 
want. Your Identity, on the other 
hand, will demand that you do 
everything, even the unspeakable, 
to uphold your beliefs. Thirdly, the 
story may present a host of other 
incentives and considerations that 
limit your character, even if they are 
not represented by a Mystery or an 
Identity. Such considerations may 
include, among other things:

• Acts your character deems undesirable and 
wishes to avoid, such as immoral actions, crimi-
nal activity, or socially inappropriate behavior.

• People your character wishes to impress or 
is beholden to, such as a tycoon threatening 
to ruin her career or a father who may be disap-
pointed if he finds out about her actions.

• Things your character desires and are on the 
table, like money, fame, a captive loved one, etc.

• Your character’s survival instinct, if the choice 
holds the risk of death, injury, or other signifi-
cant loss.

Your Mysteries, Identities, and circumstantial con-
siderations can clash in any possible constellation. 
You may be forced to choose between:

• one of your Mysteries and one of your Identities;
• one of your Mysteries and circumstantial  

considerations;
• one of your Identities and circumstantial  

considerations;
• two of your Mysteries;
• two of your Identities;
• and so on.

(If the MC is feeling really inspired, she could even 
try to orchestrate a dilemma with three facets.)

Note that while your Identities may clash with one 
another quite regularly, a clash between two or 
more Mysteries can be contradictory to a Mythos’ 
agenda; it occurs only when different aspects 
within the same Mythos are competing against one 
another.

Det. Enkidu works hard to find a way 
to turn Gilgamesh against the Annuna-
ki gods. When she finally finds him, 
Gilgamesh, who happens to be her for-
mer squad car partner, is willing to 
reestablish their partnership with the 
condition that she never brings up the 
subject of betraying the gods. Jerry, 
who plays Det. Enkidu, feels that this 
is a hard choice for her: she must ei-
ther give up investigating her Mystery 
“How can I get Gilgamesh to help me 
fight the gods?” or give up her friend-
ship with a very old and dear friend.

Meanwhile, Sullivan managed to get a 
hot date with the super-criminal Mar-
go Falls, who was revealed to be his 
“Dulcinea”. He is planning to meet with 
her and further investigate his Mys-
tery, “Who is my Dulcinea?”. Unfortu-
nately, his sidekick Sánchez has found 
out about this and warns him that he 
should never meet Falls. Lamar, who 
plays Sullivan, feels that if Sullivan 
chooses to ignore his friend’s warning, 
he’d be going against his Identity “If 
it wasn’t for him, I’d be dead.” (which 
belongs to his Defining Relationship 
theme, My Sancho Panza).

You decide when your character is facing a 
dilemma. The MC can only introduce the compli-
cations in a way that she thinks will be interesting 
and interacts with your Mysteries, Identities, and 
circumstantial considerations. The MC and the 
other players can also ask you whether you think 
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your character is facing a hard choice. However, it’s 
up to you to respond to such opportunities in order 
to advance your character’s story.

Whenever you feel your character is thus conflict-
ed, check whether one of the triggers in the Make 
A Hard Choice move is activated, and follow the 
outcome:

WHY SHOULD I CHOOSE  
TO MAKE A HARD CHOICE?
As you may have noticed, building up Fade and 
Crack can lead to some dramatic changes in 
your character. You can lose some abilities and 
resources and gain others. At your option, you 
can completely ignore your Mysteries and Iden-
tities, or use them purely as character role-play-
ing guidelines, without ever invoking Make a 
Hard Choice. Your character will continue to 
develop linearly, albeit without any great leaps 
of evolution.

However, you’d be missing out on one of the 
best aspects of City of Mist. Ultimately, this is 
a game of storytelling, designed to take your 
character through dramatic changes. The City 
of Mist character development system is all 
about changing and re-discovering yourself – 
not about linear improvement in power level, 
toward a single goal.

The reason we enjoy good comic-book and TV 
series is the ups and downs their characters 
have to go through; life-altering moments, like 
losing a loved one or being denied of your pow-
ers, which then lead up to a new (and occasion-
ally improved) version of the character. Make 
a Hard Choice allows you to introduce these 
dramatic moments into your character’s story 
so you can enjoy not only the development of 
her powers, but also the unique story path that 
makes her who she is. 

Furthermore, there is a special and permanent 
type of improvement, Moments of Evolution, 
which is only available through replacing 
themes. To truly evolve in City of Mist, your 
character must weather the tribulations of her 
conflicted life.

If Det. Enkidu favors her friendship 
with Gilgamesh and decides to forego 
her search for a way to enlist him to a 
war with the gods, she must mark Fade 
(she is ignoring her Mystery). If she 
gives up the friendship and continues 
to prod Gilgamesh for answers, there 
are no game effects. However, in the 
story, Gilgamesh and she are finished.

As for Sullivan, if he chooses to meet 
Margo Falls despite Sánchez’s warn-
ing, he is going against his Identity 
and chooses to mark Crack on Sánchez’s 
theme, My Sancho Panza. Conversely, if 
he forgoes the opportunity to learn 
more about his Dulcinea, he chooses 
to mark Fade on his Imaginary Knight 
theme, but at the same time, since he 
is sacrificing something he truly wants 
to abide by his Sánchez Identity, he 
marks Attention on the theme My Sancho 
Panza.

Note that there is no reward in this move for 
choosing to investigate your Mystery over other 
benefits; the reward of investigating a Mystery 
lies with finding the answers and is covered by the 
Finally, Some Answers move.

MAKE A HARD CHOICE
When answers to your Mystery are within 
reach, but you forego them, mark Fade on 
that Mystery’s theme.

When your Identity demands you act or 
speak in a given way and you don’t, mark 
Crack on that Identity’s theme.

When you sacrifice something you truly 
want in order to abide by your Identity, 
mark Attention on that Identity’s theme.
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MARKING FADE OR CRACK  
WITHOUT A DILEMMA
Sometimes, you may recognize that a certain 
situation in the game is eroding your character’s 
connection with an aspect of her Mythos or is 
putting some distance between her and an aspect 
of her ordinary life (Logos). In such cases, even 
though there is no dilemma at hand (and so, you 
are not Making a Hard Choice), you can decide to 
translate the story into the rules: mark a single box 
of Fade or Crack on the theme that has come under 
threat or that is on the wane. 

However, since every point of Fade and Crack has 
dramatic consequences, marking Fade or Crack 
should be kept for occasions when the weakening 
of the theme is obvious and substantial.

In the living room of his town house, 
Goodfellow has entered his furious 
state (Mythos Expression theme) to 
scare a fence he was working with into 
giving him a better deal. Unfortunate-
ly for him, Goodfellow’s ten year-old 
grandson walked in just when it hap-
pened. Horrified and frightened, the 
kid runs out into the street in tears. 
Megan, who plays Goodfellow, feels 
that this is a shattering blow for 
him. Something inside him never wants 
to tap into that furious state again, 
even if it’s useful. She marks Fade on 
that theme. Whether he lets go of this 
part of his Mythos or not remains to 
be seen.

MYSTERIES AND IDENTITIES OF 
CREW THEMES
Like your character themes, crew themes also have 
a Mystery or an Identity which can demand certain 
actions from you, as well as a Fade or Crack track 
that can eventually lead the crew to fall apart or 
reform itself around a new concept. These aspects 
of the crew theme use the same rules as character 
themes:

• When the crew or a crew member finds answers 
to crew Mystery, the crew as a group chooses 
options from Finally, Some Answers.

• When your crew Identity is resolved, use  
End of The Road.

• When a crew member Makes A Hard Choice 
about the crew (ignores a chance to find answers 
for crew Mystery, acts against the crew Identity, 
or sacrifices something important for the crew 
Identity), the player making the move must 
have the support of at least one other player to 
activate the move. The supporting player does 
not have to agree with the actions of the other 
player’s character, only to agree that they indeed 
ignore a crew Mystery, go against a crew Identity, 
etc. If the move is triggered, mark Fade, Crack, or 
Attention on the crew theme as explained in the 
move.

If the third box is marked on a Fade or Crack track 
of a Crew theme, the theme is replaced. Read more 
about Replacing Crew Themes on page 265.

STOP . HOLDING . BACK .
You are a Rift in the Mist, a gate-
way through which the miracles of 
myth and legend can become real. 
The power of the Mythos that wells 
out from inside you is vast beyond 
fathom, capable of altering the fab-
ric of reality itself. However, you are 
also just an ordinary person, full of 
doubts, fears, and mortal limitations. 
The power of your Mythos cannot 
flow freely through you, except in the 
specific ways that you allow it. But 
what would happen if you stopped 
holding back? How would you even 
do that?

There are specific moments in a Rift’s life when 
all barriers seem to drop, when he or she truly 
becomes a channel through which the Mythos 
can work its wonders on the City. These moments 
are rare, no matter how awake you are. Touched, 
Borderliners, Legendaries, and even Avatars have 
an equally slim chance of opening up so fully. In 
theory, even Sleepers could experience such a 
revelation, at the very moment they awaken to the 
legend within them.
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STOP. HOLDING. BACK.
When you use your powers in a new and 
never-before-seen way or scale, tell the MC 
what you hope to achieve. The MC will tell 
you the sacrifice it will take from you. Then 
roll+Logos. On a hit, you achieve exactly what 
you wanted to achieve and pay the price:

Significant: On a 7-9, mark Fade/Crack and 
burn all the power tags on one theme. On a 
10+, mark Fade/Crack on one theme. 

No Return: On a 7-9, replace one theme. On a 
10+, mark Fade/Crack and burn all the power 
tags on one theme. 

Ultimate: On a 7-9, you are killed, destroyed, 
or transformed forever (for now). Take a tier-
6 status. You cannot Face Danger. On a 10+, 
replace one theme

On a 6 or less, you pay the price given for 7-9, 
but you also lose control over your powers 
or fail to use them as planned. The MC will 
decide how, and what the consequences are.

Fateful circumstances and the intense psycholog-
ical and emotional stress that is associated with 
them can knock your inner walls down and unleash 
the power of your Mythos into the world. While 
your character cannot control when it happens, 
you as a player have the choice of declaring when 
you would like her to employ her Mythos powers 
to their utmost potential. To do so, you make the 
Stop. Holding. Back. move

To trigger Stop. Holding. Back., you must describe 
using your powers in some new way that has not 
been described before in your series. This could 
mean using your powers in a way that exceeds the 
descriptors of your power tags or on a scale much 
greater than your powers normally affect. 

Describe to everyone at the table how your pow-
ers are unleashed and how you use them. The 
specifics of your power tags no longer matter. 
You are able to pull off anything, anything, as 
long as it’s reasonably related to your Mythos. 
Don’t hold back when you think about the effect 
you want to achieve with this move; the MC will 

have to work around whatever you come up with 
and decide on the appropriate level of sacrifice. 
You could, for example:

• banish an invading horde of demons
• turn back time
• melt down the entire Central Train Station
• cure an incurable disease 
• bring peace to a war-torn neighborhood
• pierce the defenses of an unbeatable Rift
• become the richest man in the City overnight

You should, however, consider both what your 
character wishes to achieve and what would be 
interesting for your series as a whole. For exam-
ple, defeating the arch-villain and banishing his 
demons forever with the ultimate display of power 
may be a great culmination of a series or an annoy-
ing anti-climax, depending on the circumstances. 
Don’t ruin the whole series just because you can.

The general recommendation for the MC is to try 
to accommodate your actions as much as possible. 
However, if after consideration the MC feels what 
you intend to achieve will be detrimental to your 
group’s enjoyment, you can talk it out and find a 
happy medium.

After you describe your action, the MC will choose 
the degree of sacrifice your character must make to 
open up to her Mythos, from the following: 

• Significant: Your character will probably burn 
all tags in a theme (which is temporary) and 
mark Fade or Crack. At the very least, she will 
mark Fade or Crack.

• No-return: Your character will probably replace 
a theme (which is permanent). At the very least, 
she will burn all tags in a theme and mark Fade 
or Crack.

• Ultimate: Your character will probably die or be 
transformed forever. At the very least, she will 
replace a theme.

If you don’t like the odds, you can still back out, or 
negotiate your action with the MC to reduce the 
sacrifice. Once you roll the dice, however, you’re 
committed to the results.
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As the MC, when a player makes the Stop. Hold-
ing. Back. move, it’s up to you to decide what 
degree of sacrifice is required from the character 
in order to use her Mythos powers in the manner 
described by the player.

The criterion for choosing the degree of sacrifice 
is the degree of change the character is trying to 
enact on the story. The question you should ask 
yourself is:

 ?  HOW DRAMATICALLY IS THIS GOING TO 
AFFECT THE STORY?

The guidelines below are given as a suggestion 
only; you should base your decision on the specif-
ics of your series:

• a significant sacrifice befits a significant change:

 » changing a detail that will affect the course of a 
case / session
 » permanently defeating a minor Danger
 » temporarily evading or surviving the main Dan-
ger of a case / session
 » overcoming or circumventing a significant chal-
lenge or circumstance
 » effecting a change with small repercussions on 
the entire series
 » anything that is not covered by the character’s 
power tags, but is on the same general scale as 
them

• a no-return sacrifice befits a change from which 
there is no return:

 » changing a detail that will affect the course of 
a season
 » permanently defeating a major Danger
 » resolving one of the main challenges of a case / 
session
 » temporarily evading or surviving the main Dan-
ger of a season
 » overcoming or circumventing a major challenge 
or circumstance
 » effecting a change with major repercussions on 
the entire series

• the ultimate sacrifice befits the ultimate change: 

 » changing a detail that will affect the course of 
the entire series
 » permanently defeating a top-tier Danger
 » resolving one of the main challenges of a season
 » temporarily evading or surviving the main Dan-
ger of a series
 » overcoming or circumventing an extreme chal-
lenge or circumstance
 » effecting a change with dramatic repercussions 
on the entire series

Note that the degree of change an action effects in 
the story is not the same as the power level of the 
action. A character may wish to travel five minutes 
back in time so she can enter a building before 
the villain does. Travelling back in time is usually 
considered an extremely powerful ability; however, 
you should judge it based on its story implications, 
not its power level. If the character simply wants to 
ambush the villain, it may require only a signifi-
cant sacrifice; if the character wants to go back in 
time because the villain just killed her loved one 
and she wants to stop him, that would be a major 
change to the story, and may require a no-return 
sacrifice or perhaps even the ultimate sacrifice.

THE ROLE OF THE MC: DEGREES OF SACRIFICE
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ROLL+LOGOS
Instead of roll+Power for this move, you add the 
number of Logos themes you have (simply called 
“your Logos”) to the results on the die to get the 
final score. While Touched, Borderliners, and 
Legendaries are all just as likely to Stop. Holding. 
Back., a greater degree of Logos helps your char-
acter control the outburst of mythical power. The 
more a Rift is grounded and enveloped in the Mist 
(the more Logos themes a Rift has), the greater 
her chances are to be able to tame her Mythos 
when it finally breaks out and thereby avoid harsh 
consequences.

Tags and statuses have no effect over this roll.

OUTCOME
On a hit, you succeed in manifesting your Mythos 
powers in the manner you described, and you pay 
the price (see below). The effects of your action are 
mostly resolved by describing them; when nec-
essary, however, the MC will update the statuses, 
tags, etc. in the game to match the way the story 
changed. For example, if you healed someone from 
an incurable disease and they had a status incur-
able-disease-5, the MC will remove it.

On a miss, you still pay the price as if you rolled a 
7-9, but there’s more: you lose control over your 
powers. The MC then describes the repercussions, 
using MC moves with a severity that matches the 
degree of sacrifice and the circumstances.

The sacrifice you are forced to make for unleashing 
your Mythos powers is somewhat mitigated on a 
10+, and worse on a 7-9 and on a miss. Depending 
on your sacrifice and score, it may involve:

• Marking Fade or Crack on a theme
• Marking Fade or Crack on a theme and burning 

all the tags in that theme
• Replacing a theme

You choose the affected theme. It may be:

• a theme you had to let go of in order to open 
up to your Mythos: something you had to give 
up or that was holding you back from your true 
powers;

• the theme that you burnt out due to the un-
checked use of your Mythos powers: one of your 
Mythos themes that is most closely associated 
with the powers you activated or one that was 
eclipsed by the powers you activated; or

• the theme that suffered the most as a result 
of your action: e.g., someone close to you who 
died, an object that was destroyed, a position 
that was lost, or a way of thinking that came to 
an end because of what you did.

If you scored a 7-9 or missed the move while mak-
ing the ultimate sacrifice, your character takes an 
instant tier-6 status without Facing Danger. In 
other words, your character is either dead, other-
wise destroyed, or transformed forever. The status’ 
tag and nature are decided by the MC. This is re-
solved in the same way as a character hitting tier-6 
of a status (see Statuses, page 218).

Salamander and his crew are on the roof 
of a skyscraper, facing Jörmungandr, 
the snake who eats the world. The crew 
recently exposed Jörmungandr’s ploy: 
unless stopped, he plans to tamper 
with the Mist itself, allowing him to 
consume the entire City! Unfortunate-
ly, Jörmungandr is ahead of the game 
and his associates are keeping the 
crew at bay while he proceeds with his 
evil scheme, bringing about Ragnarök, 
the end of days.

Tyrone (playing Salamander): That’s it, 
we’ve tried everything and we can’t 
get him to stop! Salamander is at 
wit's end. He understands that the 
City, maybe creation itself, is about 
to be consumed by this agent of the 
Void. And something primordial awakens 
in him. I’m going to Stop. Holding. 
Back.

MC: Yikes! What’s going to happen?

Tyrone: Salamander taps into the depth 
of his primordial nature, the place 
where fire and water are one. He will 
use that to permanently fill the void 
of Jörmungandr.

The MC considers the issue. Jörmungandr 
is a major villain, and Salamander is 
trying to shut him down permanently. 

MC: Filling the void with the essence of 
creation. That sounds like it would 
demand the ultimate sacrifice.

4 · CHARACTER DEVELOPMENT   |   259



Tyrone: Holy cannoli. Not sure I’m ready 
to lose Salamander over this… but he 
is willing to give his life to save 
the City. That’s his destiny. I rolled 
5 and 3, and my Logos is 3, so a total 
of 11. Yay, I got a 10+!

(Tyrone and the MC narrate the clash 
of both titanic forces. Jörmungandr is 
vanquished and his plan to swallow the 
City into the Void is thwarted. His 
associates, however, continue to battle 
the crew.)

MC: Let’s talk about the sacrifice Sala-
mander just made. On a 10+, for an ul-
timate sacrifice, you replace a theme. 
What part of Salamander’s life is no 
longer?

Tyrone: Since he maxed out his Mythos 
powers, I guess it will be his Mythos 
Expression theme, Nimbus of Primordi-
al Plasma. I guess creating life in 
a complete void just drained him of 
all his powers. Maybe even his Mythos 
moved from him over to Jörmungandr, 
that would be cool. At any rate, he 
can no longer use his powers. Sala-
mander collapses to his knees, in the 
midst of all the fighting, looking at 
his steaming hands, realizing his pow-
ers are gone. “You’re still here,” he 
says to himself, tears streaming down 
his cheeks, “so get up, and fight!” 
And with great effort, he does.

MC: Intense.

 WITH LOGOS
While Stop. Holding. Back. is more intuitively 
used with Mythos powers, it is possible to push 
one’s Logos themes to the maximum using 
this move. For example, the filthy rich Excalibur 
could try to overturn the economic status quo 
in the City. Using Stop. Holding. Back. with your 
Logos aspects still requires the player to de-
scribe a radical action that exceeds the normal 
use of his character’s power tags.

When you Stop. Holding. Back. with your Logos 
abilities and resources, you roll+Mythos (the 
number of Mythos themes you have) instead of 
rolling+Logos, to indicate that you must call on 
the miraculous power of your Mythos to evoke 
such an extreme result using your mundane 
possibilities.

If your group seems to use Stop. Holding. Back. 
at the ultimate tier too often, and if you feel you 
need an even greater tier to cover some of their 
actions, you can add an additional tier of sacrifice 
to the mix. This sacrifice is reserved for characters 
trying to take down the major threat or villain of a 
series or attempting to alter the very cosmological 
fabric of your group’s City of Mist. It posits that 
the powers the character is trying to harness and 
shape are so immeasurable and arcane that the 
character is facing certain death, or worse. In this 
case, making the move is not about surviving the 

attempt, but rather determining whether the char-
acter’s outburst of power has the desired results 
and whether no-one else is hurt. The inescapable 
sacrifice option is as follows:

Inescapable: On 10+, you are killed, destroyed, or 
transformed forever (for now). Take a tier-6 status. 
You cannot Face Danger. On a 7-9, the same, and 
the MC chooses one: you only partly manage what 
you attempted OR your crew members, loved ones, 
or even the entire City is caught in the maelstrom 
of forces you unleashed. 

OPTIONAL RULE: INESCAPABLE SACRIFICE
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CRISIS & BEGINNING:  
REPLACING A THEME
The life of a Rift is full of turmoil.  
Big moments will always come, soon-
er or later, be they earth-shattering 
discoveries, tragic losses, unforeseen 
betrayals, or cold disillusionment. 
When they come, these moments 
signify the death of a part of you. 
What you once considered to be an 
integral component of who you are is 
now gone forever. 

Stories, like nature, abhor a vacuum. In the ashes 
of your old self, something new will take root: a 
new beginning. As time goes by, it too may become 
an important part of you.

Replacing a theme is a dramatic moment for your 
character. It can happen in one of two ways:

• Gradually: You mark a total of three Fade or 
three Crack on a theme.

• Suddenly: You make a move that tells you to 
replace a theme, such as Stop. Holding. Back.

When you replace a theme, you discard the 
theme card of the theme you are replacing. 
Instead, you gain:

• Build-Up points (and possibly a Moment of 
Evolution)

• a new Nemesis, revealed when the MC chooses
• a new nascent theme, revealed when you choose

The theme you gain is always from the oppo-
site side to the one you lost. If you lost a Mythos 
theme, you gain a nascent Logos theme; if you lost 
a Logos theme, you gain a nascent Mythos theme. 

The exception to this rule applies when you lose 
your last Mythos theme (if you play a Touched 
character) or last Logos theme (if you play a Leg-
endary character). When you lose your last Mythos 
theme, you become a Sleeper. When you lose your 
last Logos theme, you become an Avatar. Read 
more about these special conditions below.

LOST THEMES
Losing a theme represents a rattling experience for 
your character, if not a traumatic one.

If your character lost a Mythos theme, she lost 
touch with her essential nature, what she truly is 
underneath all her everyday masks. Her ordinary 
life may continue and even evolve (as she gains 
a new Logos theme instead of the lost Mythos 
theme), but something is lost inside her, something 
that despite being vague and unknown felt more 
real than anything else. To wit, she loses an aspect 
of her powers as her Mythos is further veiled by the 
Mist.

If your character lost a Logos theme, she lost a de-
fining aspect of herself. Something she used to call 
her own has cracked and broken, revealing itself to 
be an empty shell and leaving her in a state of bed-
lam. In the story, this could be interpreted as either 
your character losing her interest or reason to have 
the subject of her theme in her life, or the subject 
of the theme breaking down or breaking away from 
your character.

When you lose a theme, translate the rules into the 
story and describe the circumstances for everyone 
at the table:

Ignoring Sánchez’s warnings for years, 
Sullivan puts the last nail in the 
coffin when he decides to meet the su-
per-criminal Margo Falls despite the 
advice of his best friend and investi-
gative partner. He marks the last box 
of Crack on his theme My Sancho Panza.

MC: On your last call with Sánchez, he 
said: “If you do this, don’t bother 
showing up on Monday. You and I are 
through.”

Lamar (playing Sullivan): That’s right. 
He’s an investigative photographer, 
so I imagine him following me to the 
restaurant where I am meeting with 
Margo Falls, the super-criminal and 
sitting in his car outside, snapping 
pictures of us together, as evidence. 
He’s probably fuming and swearing in 
Spanish. 

Losing a theme is permanent. The power tags and 
weakness tags of the lost theme cannot be invoked 
again and the Mystery or Identity are no longer 
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relevant to your character. Any improvements you 
had on the theme are also lost. Translating the 
rules into the story, you may say that:

• Your powers have shut down and cannot be 
activated.

• Your Relic or equipment was destroyed or broken 
beyond repair.

• You have lost faith in your former practices and 
are unwilling to employ them again.

• Your relationship ended and you want nothing to 
do with that person or group.

• You lost access to the privileges you once had or 
lost your social standing.

• You lost all your fortune and possessions.
• You forgot or lost some of the knowledge you 

possessed (perhaps following some head injury)

As an alternative, you may decide that some or all 
of the abilities and resources described by the lost 
theme’s power tags are still available to you but are 

sidelined as a result of recent events. The MC may 
rule that you can still take actions related to such 
abilities and resources, on occasion. However, you 
cannot invoke any tags from the lost theme; the 
theme remains in the story only as a part of your 
character’s background.

Lamar discards the theme card for My 
Sancho Panza. From this point on, La-
mar cannot invoke the power tags from 
the lost theme: saves my butt every 
time, reality check, and long unbreak-
able speeches. The first two seem reason-
ably ineffective without Sánchez around. 
For the third tag, Lamar explains that 
Sullivan can still give long unbreakable 
speeches, but they’re just not the same 
without the short podgy guy around. He 
also cannot invoke his weakness tag from 
that theme, ignore his warnings. Final-
ly, the Identity “If it wasn’t for him, 
I’d be dead.” holds no sway on Sullivan 
anymore. While he may still feel partial 
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to his former sidekick, Sullivan under-
stands that it’s time to move out of the 
Sánchez safe zone, a realization he has 
backed up with actions.

BUILD-UP
The cycle of losing and gaining themes in your 
character’s life is a never-ending one. New themes 
sprout, grow, mature, and eventually die, sud-
denly or gradually. However, this cycle is far from 
being meaningless. Every time your character 
loses a theme and goes through this experience, 
something stays with her: some sort of insight or 
understanding that builds up gradually and could 
eventually lead to her evolution.

Build-Up represents your character’s gradual 
progression towards a dramatic and significant 
change, represented by a Moment of Evolution (see 
page 267). When you reach five points of Build-Up, 

your character experiences a Moment of Evolution, 
and the track resets to zero.

When you replace a theme, you gain Build-Up points 
based on how evolved your lost theme was. You gain:

• one Build-Up point for every tag in the lost 
theme beyond the third  (including both power 
and weakness tags)

• one Build-Up point for every theme improve-
ment chosen for that theme

Mark the Build-Up points you gained on the 
Build-Up track found on your character card. If this 
brings you at any point to a full Build-Up track, 
reset the track and continue to mark the remaining 
points you received. You gain a Moment of Evolu-
tion every time you reset the track. 

When Sullivan loses his theme My San-
cho Panza, his character card already 
has four Build-Up points marked. Hav-
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ing just let go of a theme with four 
tags (as enumerated in the example 
above), Lamar gets to mark one more 
point of Build-Up, for having one tag 
above three in this theme. That brings 
him up to five Build-Up points, so he 
gains a Moment of Evolution and resets 
the Build-Up track. Since his theme 
also had an improvement marked, Back-
To-Back, he gets to mark an addition-
al Build-Up point. Sullivan now has a 
Moment of Evolution and one Build-Up 
point on his character card.

MAKING A NEMESIS
The things that make up your character and her 
life don’t just evaporate into thin air without re-
percussions. Old lovers, once scorned, can become 
vengeful enemies. The spirits of nature who once 
were your allies now turn the elements against 
you. Those who trained you may still be hunting 
you, even if you turned from that path. Real closure 
is hard to come by.

When you lose a theme, it turns into a Nem-
esis – a problem related to the theme which 
then haunts you. A Nemesis can be anything: 
an obsessed ex-boss, a chronic disease, a growing 
overdraft, a contract on your head, etc.

Your Nemesis doesn’t enter the game until the 
next session, or later. You and the MC decide 
together what your new Nemesis will be (you can 
choose to leave it to the MC and be surprised). 
Write your Nemesis down on your character card 
under NEMESES. If a Nemesis is one of your former 
allies or something that was once in your posses-
sion, the MC now controls this character or object. 
The MC then incorporates it in the series as either 
a Danger you’ll encounter periodically or a custom 
move that represents your affliction.

After the session, Alice the MC and La-
mar discuss the loss of Sullivan’s My 
Sancho Panza theme. They both agree it 
would be cool to keep Sánchez in the 
series as a Nemesis. Alice suggests that 
Sánchez is now obsessed with Sullivan 
and his new ally, Margo Falls, and tries 
to expose their operation, maybe even 
involving the cops. Lamar approves.

A nemesis cannot be resolved or overcome perma-
nently. It always finds a way to come back, even if 

sometimes it may leave you alone for a long period 
of time. If it’s a person and you kill them, they may 
come back from the dead, haunt you as a ghost, 
or their successors may come after you. The only 
way to permanently remove a Nemesis is through a 
Moment of Evolution.

OPTIONAL RULE: ROLL FOR NEMESES
Normally, the MC decides when to introduce 
a Nemesis into the story. However, you can 
choose to introduce an element of luck so that 
the appearances of Nemeses will come by 
surprise – even to the MC.

At the end of a session, when you Geek Out 
During Credits, have all the players roll the 
following move:

FORESHADOWING

At the end of a session, if one of your Nem-

eses is still out there, roll+(the number of 

sessions since one of your Nemeses last 

appeared).

• On a 10+, one of your Nemeses will over-

whelm you or get the drop on you in the 

next session. When the MC introduces your 

Nemesis, she also gets to make a move as if 

you missed a player move.

• On a 7-9, you can sense your Nemesis is 

coming but you’re not sure. The MC can 

choose whether to include your Nemesis 

in the next session or not. If she does, she 

does not get to make a surprise MC move.

• On a miss, you’re safe for now. Your Neme-

sis will not take part in the next session.
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REPLACING CREW THEMES
When you replace a crew theme, you discard its 
card. Your crew is no longer bound together by 
this theme; if it was your last crew theme, you 
may not even be a crew anymore. You can no 
longer invoke any of the power and weakness tags 
on the theme, nor are you bound by its Mystery or 
Identity. Any improvements you had on the crew 
theme are also lost.

If you don’t have another crew theme, you can 
choose a new nascent crew theme when you find a 
new reason to work together. At the MC’s option, 
your lost crew theme spawns a Nemesis shared by 
the crew members.

In addition, when a crew is disbanded, the emo-
tional and psychological backlash is reflected 
in the individual relationships of the (possibly 
former) crew members. Depending on the circum-
stances, they may feel angry, rejected, relieved, 
loved, or any other emotion; they may feel indebt-
ed to one another or even enraged to the point of 
becoming enemies. To represent this emotional 
charge, each crew member receives a pool of Help 
& Hurt points that she can distribute among her 
crew relationship. The number of Help & Hurt 
points that each crew member receives for this 
purpose is:

• one Help & Hurt point for every tag in the lost 
theme beyond the third (including both power 
and weakness tags)

• one Help & Hurt point for every theme improve-
ment chosen for that theme

Each Help & Hurt point can be added as either 
a Help point or a Hurt point to your character’s 
relationship with one other crew member. You can 
distribute the points as you wish.

The crew of Lakeside Drive – Sullivan, 
Goodfellow, and Enkidu – are falling 
apart. Sullivan is obsessed with a new 
lead called Margo Falls; Goodfellow 
is busy with his illegal shenanigans; 
and Enkidu is busy waging war with the 
gods. Each in their own way has be-
trayed their crew Identity “Get to the 
bottom of the pond.” When the third 
Crack is marked on the theme, it is 
lost, and the crew is disbanded. Since 

the theme had a total of five tags (pow-
er and weakness) and two theme improve-
ments, each crew member receives four 
Help & Hurt points.

Det. Enkidu thinks highly of Goodfel-
low, so Jerry (who plays Enkidu) adds 
a Help point next to Sullivan’s name 
on his character card. However, both 
her former crew members have resorted 
to assisting criminals, if not becom-
ing criminals themselves, which makes 
the detective think she will have to 
arrest them soon. Jerry adds a Hurt 
point next to each of them. The play-
ers of Sullivan and Goodfellow also 
each distribute their Help & Hurt 
points as they see fit.

NASCENT THEMES
A nascent theme represents a new 
aspect in your character’s life that 
is now emerging. A nascent theme 
always appears when there is a space 
in your character’s life: either in the 
wake of a lost theme or during char-
acter creation, if you chose to play an 
awakening character.

A nascent theme has only one power tag 
(unlike a standard theme which has three or more 
power tags). In all other aspects it is identical to 
a standard theme: it has one weakness tag and a 
Mystery or an Identity, as well as a specific theme 
type, an Attention track, and a Fade or Crack track. 
A nascent theme can be replaced or lost just like a 
standard theme.

4 · CHARACTER DEVELOPMENT   |   265



As it turns out, the super-criminal 
Margo Falls plans to hire Sullivan and 
his crew to bring down the people who 
are behind the Lakeside Drive neigh-
borhood catastrophe. There seem to be 
some high-flying officials and powerful 
figureheads involved, so Lamar wants to 
take a theme that will help him tack-
le that. In his Mythos, Don Quixote 
charges at windmills, thinking they are 
giants. Lamar wants to use that, nam-
ing his new theme “Giant Slayer”. He 
chooses the Expression themebook and 
uses it to choose a single power tag, 
giant-slaying tilt, which he defines as 
his ability to use his spectral lance 
on a massive scale, as well as a weak-
ness tag, tunnel vision, and a Mystery: 
“Who is at the top of the windmill?”

When you have your new nascent theme, describe 
the rise of the new aspect in your life to everyone 
at the table. It can be dramatic and surprising or 
casual and offhanded. 

Lamar plans to wait until the first time 
Sullivan and his crew encounter one of 
those “great men” or their agents and 
then dramatically reveal Sullivan’s 
newfound powers with a powerful blast 
of his lance.

EVOLVING A NASCENT THEME
Just like standard themes, nascent themes have 
Attention tracks. You can mark Attention on a na-
scent theme just as you would on a standard theme 
(when invoking its weakness tag, during downtime, 
by finding answers to its Mystery or sacrificing 
something for its Identity, etc.). 

However, nascent themes evolve differently than 
standard themes. The following rules apply to 
nascent themes:

• When you first mark Attention on a nascent 
theme, you gain a new power tag. Follow the 
directions under Choose a New Power Tag, on 
page 245. This does not “cost” you the Attention; 
instead, you keep it marked. 

• As you continue to mark Attention and complete 
the Attention track for the first time on a nascent 
theme, you gain another new power tag. Follow 
the directions under Choose a New Power Tag. 

CAN I USE A NEW THEME TO RECREATE 
AN OLDER THEME I LOST?
Technically speaking: yes, you could. But why 
would you? Imagine a comic book or a TV se-
ries where the hero, after many tribulations and 
efforts, ends up exactly where he started. This 
would only be interesting if the series found a 
way to give the hero’s original point a new twist 
or an interesting re-interpretation. Therefore, it 
is recommended to think about trying out a new 
aspect for your character or coming up with a 
new interpretation for her old themes. 

Note that this refers to themes of the same 
side, Mythos or Logos. Since you always gain 
a new theme from the opposite side to the 
one you lost, you can never recreate the same 
theme immediately after losing it.

GAINING A NEW NASCENT THEME
When you gain a new nascent theme, you do not 
have to introduce the theme immediately. You can 
take your time to consider what this new theme 
represents and review the different theme types 
available. If you gained this nascent theme by re-
placing another theme, check the FLIPSIDE section 
of the theme you replaced for ideas on what to 
introduce in its stead. You can hold off revealing 
the new nascent theme for dramatic purposes and 
uncover it only when the time is right. 

In the wake of his friendship with Sán-
chez (Logos theme), Sullivan is gaining 
a new Mythos theme – a new aspect for 
his powers. Not sure how this will play 
out yet, Lamar postpones the decision 
on the specific theme type, and con-
tinues the game with his three other 
themes.

When you’re ready, choose a themebook for your 
new nascent theme and use it to fill out a new 
theme card as described under Themebooks (see 
page 74). However, since you only have a single 
power tag, you only answer the first power tag 
question in the themebook, without answering two 
more as usual.

266   |   CITY OF MIST  ·  PLAYER'S GUIDE



You cannot choose a different improvement in-
stead. Then reset the theme’s Attention track.

Once you completed the Attention track on a 
nascent theme for the first time and picked out its 
third power tag, it becomes a standard theme. The 
next time you complete its Attention track, you can 
choose any improvement as normal.

When Lamar marks Attention for the 
first time on his nascent Giant Slay-
er theme, he gets a new power tag. He 
wants it to represent a general su-
periority over giants, so he chooses 
question E on the Expression themebook, 
“Against what targets are your expres-
sion powers more effective?” and names 
the tag bring them down. Later, when 
he gains two more Attention points, he 
will choose another question from the 
themebook and create another power tag, 
and then reset the Attention track. 
The theme will then become a standard 
theme.

MOMENTS  
OF EVOLUTION
Your character evolves in different 
ways throughout the series. Her 
themes grow and expand as they 
are given more and more Attention, 
while at the same time always being 
at risk of being replaced in a flash 
due to a dramatic turn of events. 
Throughout this journey of ups-and-
downs, something changes about 
your character. She gains wisdom, 
insight, and experience; she becomes 
more worldly and savvy to the way 
things are. She is growing and the 
benefits of that development stay 
with her regardless of the roller-
coaster of her life.

When your Build-Up track is full (all five circles 
are marked) a Moment of Evolution takes 
place. You then reset the Build-Up track and pick 

one of the options from the list on your character 
card and mark it. Once marked, you cannot choose 
the same item of Moment of Evolution again; 
Moments of Evolution that can be chosen multiple 
times appear as separate items on the list.

When you have a Moment of Evolution, translate 
the rules into the story and decide what exactly 
happens to your character. Since a Moment of 
Evolution always comes in conjunction with re-
placing a theme, your evolution could be a result of 
the events that transpired when you replaced the 
theme. Alternatively, it could be something that 
changed in the character over a long period of time 
and is now coming to fruition: a powerful under-
current in the character’s psyche that has been 
getting momentum or a master plan laid down 
months in advance. Like with your new themes, 
you don’t have to apply the changes of the Moment 
of Evolution immediately; you can wait for the best 
time to introduce them into the story.

  Choose another broad power tag
  Gain an extra theme: Ally
  Gain an extra theme: Base of Operations 
  Gain an extra theme: Ride
  Get closure from your Nemeses 
  Go through a transformation
  Leave the City
  Make one Core Move permanently Dynamite!
  Make one Core Move permanently Dynamite!
  Make one Core Move permanently Dynamite!
  See through the Mist

CHOOSE ANOTHER BROAD POWER TAG
Choose a single new power tag for any one of your 
themes, following the instructions under Choose 
a New Power Tag (see page 245). However, you are 
able to choose a broad tag, even if you already have 
one broad tag among your power tags. You still 
cannot choose a tag that is too broad.

From this point on, you are allowed to have two 
broad tags at most, instead of just one. If you ever 
lose one of your broad tags, you may choose a broad 
tag in its stead when you choose new power tags.

The sorceress Morgana experiences a 
Moment of Evolution when she defeats 
her long-time enemy, Merlin. Lizzy, who 
plays Morgana, feels like her Moment of 
Evolution should represent a dramatic 
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increase in her magical power. Morgana 
already has the broad tag book of shad-
ows which allows her to create differ-
ent spells using Change the Game. Lizzy 
wants to use her Moment of Evolution to 
choose an additional tag, surge of mag-
ical power. Since the MC deems this tag 
too broad (it will boost any magical 
spell Morgana casts), Lizzy rewrites 
it into stronger spells of darkness, 
which will boost only dark spells. The 
MC approves this as her new broad pow-
er tag. If Morgana ever loses book of 
shadows or stronger spells of darkness, 
Morgana still retains the right to have 
two broad power tags. When she chooses 
new power tags for a new theme or as 
an improvement, she could pick a broad 
tag as long as she doesn’t go over two 
broad tags in total.

GAIN AN EXTRA THEME
You gain an extra theme, in addition to your four 
character themes and any existing crew or ex-
tra themes. Depending on the improvement you 
chose, turn over to the Ally, Base of Operation, or 
Ride themebooks and answer the questions to cre-
ate your new extra theme. Read more about extra 
themes at the end of this chapter.

Matt, who plays Kitsune, decides to use 
Kit’s next Moment of Evolution to give 
him a new sidekick: a great fox spirit 
called Gon-Gon. He starts to drop hints 
about what Kitsune’s crewmates see: big 
fox footprints in the snow or a fluffy 
big tail disappearing down the alley. 
Between sessions, he uses the Ally 
themebook to create Gon-Gon. In the 
next session, when Kitsune gets into 
trouble and summons his furry friend, 
Matt reveals the extra theme and puts 
Gon-Gon to work as it leaps from the 
shadows to the rescue.

GET CLOSURE FROM YOUR NEMESES
You learn how to solve problems permanently and 
put things to rest. You now have the means to per-
manently overcome or resolve both your existing 
Nemeses and any Nemeses you may gain in the 
future. The MC will usually require that you take 
action to permanently solve or vanquish a Nemesis 
but she must provide you with the opportunity to 
do so. Remove any Nemesis you successfully solve 

or vanquish from the list of Nemeses on your char-
acter card. It will stay solved or vanquished and 
will not return in any form (unless it is recreated 
when another theme is lost).

Det. Enkidu now has Gilgamesh as her 
Nemesis. When she acquires a Moment of 
Evolution, Jerry, who plays Enkidu, 
decides to find closure. The MC provides 
the detective with an ancient text that 
leads her to the Spear of Destiny, a 
weapon that can destroy demigods like 
Gilgamesh. She now must find Gilgamesh 
and strike him down with the spear (or 
threaten to do so). If she does, Gil-
gamesh leaves the game, at least as a 
Nemesis, and does not return.

Alternatively, Jerry could decide that 
the detective finds an old picture of 
the two from the days they were part-
ners. Showing it to Gilgamesh, she re-
minds him of the good old days and they 
agree to part ways amicably.

Enkidu now knows how to find closure so 
she can permanently resolve all of her 
other Nemeses and any Nemeses she will 
get in the future.

GO THROUGH A TRANSFORMATION
Your character goes through a transformation 
that changes her to the core. It may be a complete 
physical transformation, a pivotal lifestyle change, 
a re-invention of her identity, or even a mystical 
change that leaves her with a new Mythos. You can 
alter any single detail in your character or rewrite 
the character completely. Do not take this lightly – 
you can only reinvent yourself once.

• Concept: Change your character concept, 
Mythos, or Logos

• Themes: Discard any of your themes. You do not 
get Build-Up, a Nemesis, or a new nascent theme. 
Instead, for each theme you discard, create a new 
theme that has the same number of power tags, 
weakness tags, and improvements as the theme 
you discarded. You may trade improvements for 
power tags and vice versa. Create a new Mystery 
or Identity for the new theme. The new theme 
has no Attention and no Fade or Crack; howev-
er, for every three Attention you had in all your 
discarded themes in total, you may take a Build-
Up point (any remainder is discarded with no 
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effect). You may choose to transfer a power tag 
or improvement allocation from a new theme to 
any of your themes, old or new.

• Tags: You may rewrite any of your power or 
weakness tags. You may also discard a tag and 
choose a tag of the same type (power or weak-
ness) in another theme, old or new.

• Mystery or Identity: You may rewrite any of 
your Mysteries or Identities.

• Theme Improvements: You may discard any of 
your theme improvements and instead choose a 
new theme improvement, from any theme, old 
or new. You may also choose a new power tag on 
any theme instead of the theme improvement 
you discarded.

• Moments of Evolution: You can discard any 
of the Moments of Evolution you chose and 
choose others instead. You lose any benefits you 
received from them, such as extra themes or the 
ability to make a move Dynamite!

Your Build-Up points stay the same (unless you 
trade Attention for more Build-Up when you 
change some themes). Nemeses and Moments of 
Evolution you previously gained, if you have any, 
also do not change.

Lamar decides that meeting Margo 
Falls, his dangerous “Dulcinea”, has 
changed Sullivan through and through. 
When he gets a Moment of Evolution, 
he chooses the transformation. Sulli-
van is no longer a retro-loving poor 
reporter; he is the suave and elegant 
right hand, bodyguard, and lover of 
a super-criminal. Lamar discards the 
themes Searching for The Lost (Rou-
tine) and Retro Renegade (Possessions) 
and instead builds two new themes: 
Pay For Your Sins (Mission), which 
describes his plan to bring down the 
people behind the pond incident, and 
Dulcinea (Defining Relationship), fo-
cusing on Margo Falls. Since he had 
two Attention marked on each of the 
themes he discarded, he has a total of 
four discarded Attention. He converts 
three into another Build-Up point and 
discards the remaining last point.

LEAVE THE CITY
For whatever odd reason, your character is able to 
cross the City boundaries and leave the City – and 
come back. It could be that she finds a way or a 
means to leave or that this aspect of the Mist sim-
ply doesn’t work on her anymore. This Moment of 
Evolution is a story development that has no bear-
ing on the rules but can have an enormous effect 
on your series. What your character finds beyond 
the City is up to you and the MC. Does she find 
the rest of the world? Is it as she expected or in a 
different state than she thought? Does she discover 
the dimension of the Mythoi, where pure legendary 
forces clash? Or is it just miles and miles of driving 
on a road through the fog? Anything could be out 
there, beyond the City. In the words of a great man: 
I envy your finding out.  

MAKE ONE CORE MOVE  
PERMANENTLY DYNAMITE!
Choose one of the Core Moves. Whenever you 
make this move, it’s Dynamite! You can choose this 
option up to three times, choosing a different Core 
Move every time.

After sacrificing his car and gear 
(Logos theme) in a dramatic showdown 
by the pond, Sullivan has a Moment of 
Evolution. Lamar, who plays Sullivan, 
thinks it’s time his character got some 
answers about the origin of the pond. 
He decides to make Investigate per-
manently Dynamite! so that he can get 
more out of his inquiries  and get to 
the bottom of the pond.

SEE THROUGH THE MIST
Your character awakens to the reality of the Mist 
and is able to peer through it. Choose one: either 
your character has a one-time monumental discov-
ery or your character can permanently see a single 
type of thing of your choice through the Mist, such 
as the Mythos behind Rifts, traces of the influence 
of a specific Mythos, evidence of City-wide con-
spiracy, or the machinations of those who control 
the Mist. Like “Leave the City”, this Moment of 
Evolution is a major story development that can 
significantly alter your series. How this plays out 
and what game effects should be used to reflect it 
is up to you and the MC.
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BECOMING AN AVATAR
Your Mythos’ ultimate goal is to turn 
you, its Rift, into an Avatar: a living 
embodiment of its story. An Avatar 
is a living god in the City. She is a 
portal to nearly unlimited power, 
playing out her Mythos’ drama on a 
massive scale. Her own persona is all 
but gone; she is now a vessel existing 
purely to serve the narrative of her 
Mythos and its agenda in the City.

To become an Avatar, a Rift must give up the last 
thing that makes her human. In game terms, this 
is reflected by your last Logos theme. When you 
lose your last Logos theme, you become an Av-
atar, scintillating with pure legendary power. You 
do not get a new nascent Mythos theme instead of 
your lost Logos theme as normal, so you are left 
with three Mythos themes. However, you do re-
ceive the Build-Up points from losing your theme 
as well as a Nemesis. 

THE ROLE OF THE MC: WHAT’S BEYOND 
THE CITY AND THE MIST?
As the MC, the players depend on you to create 
details for your series which are exciting to 
uncover. When you design the series, or when a 
lead character is first about to have a Moment 
of Evolution, ask yourself what would happen if 
a player chose “Leave the City” or “See Through 
the Mist”.

Plant some valuable information about the big 
questions of the series just outside of the City 
or behind the Mist so that the lead characters 
will have something substantial to discov-
er. You can find some ideas under What the 
Characters Don't Know Yet (page 52 in the MC 
Toolkit) or come up with your own ideas. Leav-
ing the City or Seeing Through the Mist doesn’t 
have to reveal everything, but it should reveal 
something amazing. 

When you become an Avatar, your character imme-
diately knows how she can make your Mythos’ leg-
end come true on the grandest scale. As a player, 
you must define what your Mythos wants from the 
City. First, establish what your Mythos is about in 
its purest form and what the nature of its story is:

 ?  WHAT DOES MY MYTHOS ULTIMATELY 
WANT? 

The answer may be related to:

• a lesson your Mythos teaches, e.g., Zeus pun-
ished Prometheus for stealing 

• a desire it represents, e.g., the Big Bad Wolf can 
embody the desire to devour

• a goal it has in the legend, e.g., the Monkey King 
wanted freedom from confinement

• an emotion it evokes, e.g., the Snow Queen 
was able to spread hate and make others see the 
worst in everything

Next, think of how your Mythos plans to apply its 
goal to the City on the grandest scale possible. 
Think in terms of practical goals:

 ?  WHAT IS THE ENDGAME OF MY MYTHOS? 

The answer could be:

• a dramatic revolution that your Mythos wants 
to enact, e.g., Prometheus wants to teach hu-
mans how to use fire to grow, so he aspires to 
clear the City from any violent use of fire (includ-
ing firearms, explosives, etc.) or he’s angry and 
he wants to take away fire (including electricity, 
combustion engines, etc.) from the undeserving 
humans and bring about total darkness.

• a rampage through the City where it reenacts 
its story, e.g., the Big Bad Wolf wants to roam the 
City and devour anything it wishes to, starting 
with the accursed Third Little Piggy who thwart-
ed him before.

• a specific achievement that encapsulates what 
it wants, e.g., the Monkey King wants to ascer-
tain the necessary means to kill the Buddha and 
then do it, freeing himself from the only one who 
could ever capture him.

• an insidious scheme to spread its emotions, 
ideas, etc. throughout the City, e.g., the Snow 
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AVATARS IN THE GAME
Becoming an Avatar makes your character 
extremely powerful while binding her to the 
aggressive agenda of her Mythos. While her 
Avatarhood lasts, you will be playing a force to 
be reckoned with, someone who has the power 
to change the fate of the City and the series. 

Responding to the unbridled desires of your 
Mythos, the other player characters may try and 
stop your character or at least bring her back 
to a more human state, or they could join her 
cause. 

While you can achieve a lot in the name of your 
Mythos, challenges from within (your ordinary 
persona) and from without (the crew and other 
forces in the CIty) will make it increasingly 
harder to maintain your Avatarhood. It’s okay, 
because Avatarhood is designed to be a climac-
tic yet short-lived moment in the series. Make 
the most out of it and enjoy the ride.

Queen wants to spread shards of hatred-inducing 
glass in the hearts of all the City residents.

Do not take your Logos themes or your crew 
into consideration when deciding on an 
endgame. Your Mythos doesn’t care about that; 
everything in your mortal life is either a pawn that 
serves its agenda, an obstacle, or nonexistent. To 
clarify this point, even Mythoi that seek to help 
others ultimately see those in need as tools with 
which they can materialize their story.

loses his final Logos theme, Searching 
For The Lost, and becomes an Avatar.

To create Sullivan’s Agenda as an Ava-
tar, Lamar thinks about the nature of 
the Don Quixote story. He sees the sto-
ry as revolving around foolhardy chiv-
alry. Then, working that into the City, 
he thinks Sullivan will take the most 
stupidly chivalrous action he can think 
of as an Agenda, most likely tackling 
someone way out of his league. He de-
cides that Sullivan targets a villain-
ous character in the series that seems 
to be behind it all: the Rift of the 
Giant (from Jack and the Beanstalk), 
the CEO of a corrupt mega-corporation 
and possibly an Avatar himself (neither 
Sullivan nor Lamar know for certain). 
Once Don Quixote has his eyes set on 
this windmill, there is no turning 
back. He must pursue his Agenda to the 
very end, his or his enemy’s.

YOUR SECRET IDENTITY
In the deepest recesses of an Avatar’s heart, there 
is still one last fragment of humanity. In order to 
remain a Rift and not dissipate into pure Mythos, 
an Avatar must still have this mote of humanity 
in her. This final grain of ordinary life is based 
on your character’s last Identity, the Identity of 
the last Logos theme you lost. Even though you 
sacrificed or lost this part of you when you became 
an Avatar, this last Identity represents the thing 
dearest to you in your mortal life, the thing that 
was the last to go.

When you become an Avatar, keep your last Identity 
in mind. It is the tiny part in you that is still some-
how human and may make you human once more.

Avatars usually keep their last Identity a secret 
(along with who they were before their Avatar-
hood) because this last shred of humanity could 
also be their undoing: anyone who learns about 
it can use it to make them veer away from their 
Agenda, as explained below under Ending Your 
Avatarhood. For this reason, an Avatar’s last Iden-
tity is also referred to as her Secret Identity. Your 
crewmates and other people who know about this 
weakness become potential threats.

Sullivan’s last Identity was “The 
people of this neighborhood deserve 
to know.” Lamar therefore notes that 

Once you know the endgame of your Mythos, it 
becomes your permanent Agenda. From this point 
on, this is the only thing that matters to you as an 
Avatar.

As Sullivan’s story evolves, the inves-
tigative reporter continues his search 
after the people responsible for the 
catastrophe in his neighborhood. Howev-
er, as his Mythos powers grow, he begins 
channeling more and more of Don Quix-
ote, a rather insane Spanish nobleman 
who fought windmills thinking they were 
giants. Repeatedly choosing his Mythos 
over his investigations, he eventually 
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Sullivan still cares about the victims 
who were lost in the catastrophe and 
their families (even though he lost 
that Identity). If Sullivan believes at 
any point that his pursuit of the Giant 
would somehow bury the evidence of the 
catastrophe for good, eliminating the 
chance to find those who were lost, his 
conviction in his Agenda might waver.

PLAYING AN AVATAR
When you play an Avatar, you play your character 
as normal. However, as long as you are an Avatar, 
you recover burnt tags instantly. In other words, 
you are able to burn a tag for a hit with every 
action you take, which often means you garner an 
automatic 10+ with a Power of 3 (see Burning for a 
Hit, page 210). You are also completely impervious 
to any attempt to burn your tags, since you recover 
them instantly. You even recover permanently 
burnt tags when you have downtime. 

One of the most impactful aspects of playing an 
Avatar is that it’s very hard to impose a status on 
you because with even one relevant defensive tag 
to burn on your Face Danger move, you auto-
matically shrug it off (assuming no other statuses 
reduce your score below 10 and assuming you can 
Face Danger).

While this grants you incredible power and allows 
you enormous freedom, you are still limited by all 
other rules, including the following:

• Your actions are still limited by your tags. You 
cannot take actions that exceed your tags (unless 
they are related to your Mythos powers and you 
Stop. Holding. Back).

• Statuses still affect you normally: they can reduce 
or increase your Power and they may incapacitate 
your character (tier 5) or even kill you (tier 6).

• You cannot invoke weakness tags (and therefore, 
mark Attention) when you burn a tag for a hit.

• You cannot Face Danger against temporary 
statuses imposed by your crewmates using Juice, 
unless the MC says otherwise.

• You cannot burn a tag for moves that do not 
use roll+Power, such as Montage (Downtime), 
Look Beyond the Mist, and Stop.Holding.

Back. For the sake of such moves, your Mythos 
is 3 and your Logos is 0.

In addition, as an Avatar, you do not mark Fade 
when you Make a Hard Choice against your 
Mysteries. Your Mysteries have taken you thus far, 
they brought you to the discovery of what you are. 
Now, they no longer limit you as you have your 
Mythos’ Agenda set before you. You may still mark 
Fade for other reasons, such as the Stop. Holding. 
Back. move and other rules.

CHALLENGES OF AN AVATAR
Your main challenge as an Avatar is to accomplish 
what is on your Agenda. Veering away from your 
Agenda immediately ends your Avatarhood, as 
explained below. 

Secondly, when you become an Avatar, the MC will 
consider how your Avatarhood affects the other 
major powers in the City and introduce complica-
tions accordingly. By definition, your Agenda does 
not sit well with some of the strongest forces in the 
City. When an Avatar is born, all the other Avatars 
in the City soon learn about it and may very well 
seek to recruit the new Avatar and form a pact or 
destroy it before it destroys them. Some of the Ava-
tars in the City have been around for a very long 
time, gaining power and influence in preparation 
for exactly this kind of situation and have outlived 
many new Avatars. An Avatar’s Mythos may also 
be somehow connected to your Mythos, so they 
may wish to clash or cooperate with you in order to 
reenact their Mythos’ story.

Furthermore, an Avatar is a gaping Rift in the Mist. 
When an Avatar is born, the Mist is never late to 
try and repair itself. Sealing the rogue Rift becomes 
a top priority and all of the Mist’s resources and 
powers of forgetfulness and illusion soon come 
crashing down on the Avatar and anyone who may 
have contacted him. The MC may introduce new 
Dangers into the game related to this effect.  

Finally, your crewmates may present a challenge 
in and of themselves. If they disagree with your 
Agenda or even feel that you have lost your sanity 
to your Mythos, they might try to shut you down.
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THE END OF YOUR AVATARHOOD
Your Avatarhood can end in several ways, listed 
below. In the end, however, Avatarhood is a chance 
to bring the Mythos side of your character to a 
dramatic climax. Because of the huge variety in 
Avatars, Agendas, and circumstances, you will need 
to interpret these rules on a case-by-case basis.

YOUR CHOICE
You can end your character’s Avatarhood at any 
point. Perhaps you feel your Avatar has accom-
plished her Agenda or that someone touched her 
enough to make her feel human again and jolt her 
out of the Avatar state; the decision is up to you.

Sullivan defeats the Rift of the Gi-
ant and wins the heart of his newfound 
Dulcinea, Margo Falls. Lamar feels the 
story is complete and was played out in 
the most dramatic way possible, so he 
decides to end the Avatarhood.

VEERING AWAY FROM THE AGENDA
When you take an action that does not pro-
mote your Agenda, your Avatarhood ends. In 
other words, you must always be striving to pro-
mote your Agenda, directly or indirectly, to remain 
an Avatar. When you make even a single move for 
any reason or cause other than promoting your 
Agenda, your Avatarhood ends. The ways in which 
you choose to promote your Agenda are up to you 
and may be overt, subtle, friendly, insidious, etc. 
– but they must always strive to bring your plan 
closer to your endgame, or secure the necessary 
means to do so (first of which is your survival, of 
course). For example, if your endgame is to become 
the mayor, you can attack the mayor openly and 
take his place by force or you can slowly and insidi-
ously infiltrate local politics and sway the residents 
to elect you in the next election.

An Avatar is a force of nature. It is a tidal wave of 
legendary force, just barely human. If you stray 
from your Agenda to take other actions, you indi-
cate that your character’s human side still rules 
her, even if only for a brief moment. When this 
happens, you are no longer an Avatar. Perhaps the 
Mist uses this fragment of humanity to take over 
and seal your Rift or it is actually this fragment 
of humanity that elevates you beyond space and 

THE ROLE OF THE MC:  
WHEN AN AVATAR ENTERS THE GAME
When a lead character becomes an Avatar, the 
balance of focus in the story changes a little. 
For the duration of the character’s Avatarhood, 
some of the focus in the game shifts from the 
main plot to the transformed character. A new 
major player entered the City, and the future is 
now less clear. Think about all the story arcs 
and major arch-villains you planned for the 
series. How do they take in this new threat? 
How do their Mythoi react to the Avatar? How 
does she play into their worldly aspirations 
and schemes?

Naturally, the Avatar character receives more fo-
cus because this is the moment she is shining 
in all her glory (other characters will have their 
moment too). However, the series does not 
become completely centered on the Avatar: the 
rest of the characters may still continue their in-
vestigation with or without the Avatar. Further-
more, they must respond to this new situation, 
whether by joining the Avatar or trying to stop 
her. They may think they can stay indifferent, 
but an Avatar is a very aggressive force; even-
tually, they will either be in the Avatar’s path 
or following behind her. This state of affairs 
can divert some of the airtime in the game to 
dealing with the crew’s internal issues, possibly 
leaving less time for the case at hand.

As an MC, your job is to roll with this new de-
velopment and make it interesting by (a) giving 
it the airtime it requires, even if it changes 
or temporarily sidelines the case you had in 
mind, (b) continue to give the other characters 
enough airtime to promote their stories, and (c) 
using the Avatarhood to make everyone’s life 
interesting by introducing City-scale threats and 
complications like other Avatars and the Mist.
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time into the heart of your Mythos, ending your 
existence in the City. Perhaps your Mythos loses 
interest in you. The choice of how to interpret this 
event is yours.

Other characters, and especially your crewmates, 
can try to make you veer away from your Agenda by 
appealing to your Secret Identity, which, while it does 
not bind you, may still have a place in your heart.

In the final showdown between Sullivan 
and the Giant, the Giant knocks down a 
part of a building, and a child is bur-
ied in the debris. One might say that 
if Sullivan stops the battle to help 
the child, he is veering away from his 
Agenda to take down the Giant. However, 
since saving a child is an act of chiv-
alry, and Sullivan’s agenda is about 
chivalry, Lamar deems this action as 
not veering from the Agenda.

If, instead of a helpless child, the 
debris would bury a folder full of evi-
dence about the cause for the catastro-
phe in Lakeside Drive, that would be a 
different story altogether. Taking an ac-
tion to secure the folder would definite-
ly be going against Sullivan’s Agenda 
of chivalrously defeating the Giant and 
would therefore end his Avatarhood. Sul-
livan is not bound by his Secret Identi-
ty but it’s still an interesting choice 
because something inside him still wants 
to know. Lamar must choose between the 
truth about Lakeside Drive and the Don 
Quixote Mythos.

LOSING A THEME
When you lose a theme as an Avatar, your 
Avatarhood ends. This could happen if you Stop. 
Holding. Back. and lose a theme as a sacrifice or 
if you mark three Fade on one of your themes. You 
do not get a new theme to replace the one you lost; 
instead, follow the instructions under The After-
math of Avatarhood below.

Losing a theme ends your Avatarhood because there 
are no half-measures in Avatarhood; either you are 
a fully open gateway for your Mythos or you’re no 
longer an Avatar. Losing a Mythos theme represents 
a failure of your Mythos powers which, even if par-
tial, leads to the collapse of your Avatarhood.

During the battle with the Giant, Lamar 
uses Stop. Holding. Back to conjure a 
massive imaginary lance, a hundred feet 
long. He uses it to slay the Giant but 
the cost is dear: he loses a theme, 
which also ends his Avatarhood.

OTHER APPROPRIATE REASONS
You or the MC may define a reasonable set 
of means by which your Avatarhood can be 
ended, such as feeding you the fruit of the Tree 
of Knowledge or getting your Mythos to transfer 
to another Rift. This solution should be related to 
your Mythos, the Mist, etc. If anyone succeeds in 
applying the solution, your Avatarhood ends.

Your crewmates or non-player characters can try to 
discover what this method is (using Investigate) 
and obtain what is needed to end your Avatarhood. 
However, applying the solution should not be an 
easy task and may require a great deal of effort from 
those who desire to terminate your Avatarhood. 

Based on the Mythos of Don Quixote, 
Lamar and Alice the MC agree that if 
anyone makes Sullivan believe that the 
Giant was actually a windmill, it would 
end his Avatarhood. Later, Goodfellow 
and Det. Enkidu, who want to save their 
crewmate from a certain death, dis-
cover this loophole in his Avatarhood. 
They plan to use Goodfelllow’s trick-
ery to convince Sullivan that the Giant 
is not real and that he’s just a dis-
traction from the people who are truly 
behind Lakeside Drive. To make things 
a little more interesting, the MC adds 
that to create a believable illusion 
the size of the Giant, the two need to 
acquire a special artifact or something 
that belongs to the Giant. Furthermore, 
Goodfellow will have to Stop. Holding. 
Back., and the sacrifice would be dear. 
If the duo succeeds and Sullivan is 
convinced, Sullivan’s Avatarhood ends.
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THE AFTERMATH OF  
AVATARHOOD
When your Avatarhood ends, you may choose one 
of the following:

Your character transcends into her Mythos or dis-
sipates into the Mist, never to be seen again. She 
leaves the story permanently.

Your character transcends into her Mythos or 
dissipates into the Mist and returns, now or later, 
as a new Touched character (one Mythos theme, 
which may be nascent, and three full Logos 
themes). You create your character as a brand new 
character, retaining none of her previous themes, 
crew relationships, Build-Up points, or Moments 
of Evolution. This represents your character’s 
meteoric fall from grace or her rebirth as a flesh-
and-blood mortal.

FALLING ASLEEP
The Mist is always around you. Like a 
fish that cannot perceive the aquar-
ium, you too cannot grasp its pow-
er over you. It is only in those rare 
moments when you remember that 
you have forgotten that you can get a 
taste of the Mist’s work. But, what if 
you would never remember? What 
if you had never awakened again? 
What if you fell back to an oblivi-
ous daydream, as so many do? You 
would never know the Mist existed 
and you would never have any reason 
to believe there is anything beyond 
ordinary life.

To become a Sleeper again, a Rift must give up 
her last connection to her Mythos. In game terms, 
this is reflected by your last Mythos theme. When 
you lose your last Mythos theme, you become a 
Sleeper again, forgetting anything legendary you 
have ever seen or excusing it in the most creative 
ways. Life is again ordinary for you, in the sense 
that it lacks the magic of Mythos, although you 
may still lead an unorthodox or unusual lifestyle. 

When you become a Sleeper, you do not get a 
nascent Logos theme as normal. Therefore, you 
are left with three Logos themes. You still receive 
the Build-Up points from losing your last Mythos 
theme, but you cannot choose Moments of Evolu-
tion with a Mythos nature (such as an Ally that is 
a Familiar) or choose the options Leave the City or 
See Through the Mist. Finally, you make a Nemesis 
as usual, but you are unable to perceive its legend-
ary manifestations, if any. For example, if a house-
hold gnome haunts you, you deny it like everything 
else, thinking it’s some strange prank.

OPTIONAL RULE: REBUILD AN AVATAR
The fall from Avatarhood is not one easily 
survived. By any imaginable standards, open-
ing up to a Mythos so wholly and then losing 
this connection should leave you as a pile of 
ashes. If you do come back from that, you are 
so deeply transformed that you might as well 
be a different person. For this reason, the core 
rules of City of Mist state you should build your 
character from scratch.

As an alternative to building a brand new char-
acter, your group can decide to opt for rebuild-
ing characters that fall from Avatarhood. Your 
character still changes to a Touched character, 
losing two of her three Mythos themes, but 
she keeps everything else. To represent that, 
rebuild the character as in the Moment of Evo-
lution “Go Through a Transformation” (page 
268), with the exception that your transformed 
character must have one Mythos theme and 
three Logos themes.

276   |   CITY OF MIST  ·  PLAYER'S GUIDE



SLEEPERS IN THE GAME
Becoming a Sleeper allows you to play as an or-
dinary resident of the City, for a while. It creates 
a Mythos-free bubble around your character 
and puts a strong emphasis on your character’s 
ordinary life and, if you so wish, on existential 
questions, such as:
• Who would my character be without her 

Mythos?
• What is the nature of the Mist?
• Is ignorance really bliss?
• Can ordinary life also be magical, in its own way?
Becoming a Sleeper can give you a great 
opportunity for role-playing your character and 
building up her backstory.

You can continue to play the game as a Sleeper 
for a while. However, the world of City of Mist 
does have Mythoi and your character’s crew 
needs her, so various forces in the game will 
strive to wake your character up, from within 
and from without. That’s fine, because being a 
Sleeper is a temporary state by design, meant to 
provide opportunities for granularity and depth 
against the grand backdrop of the Mythoi. Make 
the most out of it and enjoy the ride.

explained below under Waking Up Again. For this 
reason, a Sleeper’s last Mystery is also referred to 
as her Secret Mystery. Your crewmates and other 
people who know about this weakness then be-
come potential threats, even if unconsciously so.

Det. Enkidu finally gives up on her war 
with the gods, what with angel assas-
sins, Gilgamesh, and a wilting disease 
she was cursed with. She loses her last 
Mythos theme, and becomes a Sleeper 
again. However, her last Mystery, “How 
can the gods themselves be defeated?” 
is still there, somewhere, and may be 
used to reawaken her.

PLAYING A SLEEPER
When you play a Sleeper, you play your charac-
ter as normal. However, your character becomes 
entirely blinded by the Mist, unable to see any-
thing legendary for what it is. You take a perma-
nent status of mistbound-5. This status cannot 
be removed or changed, except by very unusual 
circumstances, such as abilities that affect the Mist 
itself. While you have this status, you cannot take 
any actions that involve Mythos powers, nor can 
you make any moves related to Mythos like Look 
Beyond the Mist and Stop. Holding. Back. Other 
legendary effects around your character still affect 
her normally.

As a Sleeper, Det. Enkidu is mist-
bound-5. The wilting-disease-3 she was 
cursed with still continues to plague 
her, but she cannot recognize its leg-
endary nature. To the detective, her 
illness seems like an ordinary, albeit 
horrible, condition.

DENYING THE BEYOND
Sometimes, when awakened Rifts fall asleep, a 
terrible reversal takes place and the power of 
their Mythos is harnessed to augment the Mist 
around them. Why this happens and through 
what mechanism is up to you and the MC and 
could be the subject of an entire investigation. 
Rifts in this state are Denying the Beyond: they 
reject the thought of anything beyond the ordi-
nary so powerfully that they actually suppress 
the powers of the Mythoi around them, creating 
a thicker blanket of Mist, as it were. No Rift in 

YOUR SECRET MYSTERY
Nobody is truly and utterly asleep. Your Sleeper 
has a last Mystery, the Mystery of the last Mythos 
theme you lost. It represents the last echoes of a 
question within her, which may one day reawaken, 
even though she has forsaken it. It is a tiny doubt in 
the back of her head about her life and her existence 
in the City, like a thread that is waiting to be pulled 
and unraveled but, for the most part, never is. 

When you become a Sleeper, keep your last Mys-
tery in mind. There is something of your Mythos 
still alive inside your character, a flame that may 
be rekindled by the events in the story.

Sleepers are apprehensive about revealing their 
last Mystery to others or even contemplating it 
themselves because, in a way, all Sleepers are 
afraid of waking up, and this final speck of the 
legendary can explode into a full awakening, as 
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the City can resist this influence and while Rifts 
present near a Sleeper who is Denying the Beyond 
can still remember having their powers, they are 
completely unable to manifest them. Sometimes 
the denial is so powerful that such Sleepers leave 
a trail of fortified Mist behind them, protecting 
not only themselves but also anything associ-
ated with them (family, friends, workplace, etc.) 
from Mythos powers. Rifts who are a part of these 
Sleepers’ lives do not become a part of that trail, 
but they are affected by anyone else who is.

There is no telling what happens when a Sleeper 
Denying the Beyond encounters an Avatar. In such 
extreme cases, the MC decides how everyone is 
affected. Things might get weird.

When you become a Sleeper, you have the op-
tion to also be Denying the Beyond. You choose 
this when you lose your last Mythos theme and 
you cannot change this decision later (unless you 
reawaken and fall asleep again). If you choose to 
Deny the Beyond, the following move applies:

While under the full effect of the status, player 
and non-player characters cannot take any action 
that involves Mythos powers. Even Mythos powers 
activated from afar lose their effectiveness as they 
come near any source of a Denying the Beyond.

Note that even if someone is able to resist the 
effects of your Denying the Beyond and activate 
Mythos powers around you, you are still mist-
bound-5 and therefore cannot acknowledge their 
powers.

Jerry, who plays Det. Enkidu, decides 
that she is Denying the Beyond. First, 
her status of wilting-disease-3, given 
by the gods, is removed (as ruled by 
the MC). 

Whenever the detective is around, 
her crewmates, Sullivan and Good-
fellow, each take the status sup-
pressed-Mythos-powers-5 and cannot 
use Mythos powers or make Mythos-re-
lated moves. Furthermore, when the 
detective steps into a scene with 
any Mythos-based story tags, such as 
witching glyphs, the MC removes these 
tags. Finally, the MC can’t use any 
Mythos-based moves on her, for example, 
the moves belonging to Gilgamesh, a 
non-player Rift character.

Jerry wants to use the trail option to 
extend this effect to everyone on Enki-
du’s precinct. From this point on, all 
the Lakeside PD cops become sources of 
the same effect and Mythos-powers can-
not be used when a Lakeside PD cop is 
present. Jerry can’t make Rifts like 
Sullivan, Goodfellow, or Gilgamesh into 
sources of this effect, but their powers 
are suppressed whenever Det. Enkidu or 
a Lakeside PD cop is nearby.

Groups are encouraged to experiment with De-
nying the Beyond and use it to create interesting 
mystical situations. For example, a Sleeper Deny-
ing the Beyond could be a very reliable insurance 
policy against other Rifts. The specific nature of 
the effect (for example, its range, who exactly is 
affected, etc.) should be decided by the MC based 
on the particularities of your series.

DENYING THE BEYOND
When you are a Sleeper Denying the Beyond:

• Anyone and anything around you takes an 
immediate ongoing suppressed-Mythos-pow-
ers-5 status. They can only Face Danger if 
they have the ability to resist Mist effects.

• Any existing Mythos-based story tags, sta-
tuses, and effects around you are either re-
moved, temporarily suppressed, or revised 
to reflect a mundane version of themselves 
(MC’s choice) 

• The MC cannot use any Mythos-based 
moves.

When affected targets leave your vicinity, all 
of the above effects expire. Removed sta-
tuses stay removed, suppressed statuses are 
restored, and revised statuses regain their 
original version.

Trail: You can make anyone or anything in 
your life who is not a Rift into a source of the 
same effect described above, as long as you 
regularly interact with them.
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CHALLENGES OF A SLEEPER
A Sleeper wants to sleep (in a way everybody does, 
some just can’t). Her first and foremost challenge 
is the powers that wish to awaken her. Her ultimate 
goal, even if completely unconscious, is to keep her 
life stable and avoid anything that could reawaken 
the Mythos inside her.

This sleep can be challenged by various characters 
in the story. First, there are the other player char-
acters who may wish to reawaken their crewmate. 
Then there are other non-player Rifts or even other 
Sleepers who destabilize her life. Old enemies from 
her days as a Rift could come looking for a payback, 
especially now that she is without her powers. If 
she is Denying the Beyond, maybe some Rifts are 
suffering from it and want to end it.

WAKING UP AGAIN
Your sleep can come to an end in several ways, listed 
below. However, playing a Sleeper is a chance to 
bring the Logos side of your character as well as the 
effects of the Mist to the forefront of your story. You 
should interpret these rules on a case-by-case basis 
depending on the specific story of each Sleeper.

YOUR CHOICE
You can end your character’s sleep at any 
point. Perhaps you feel that she has finally accept-
ed the reality of something beyond the Mist or that 
events around her have somehow jolted her memo-
ry; the decision is up to you.

After months as a Sleeper, Det. Enkidu 
bumps into a feral child involved in an 
investigation who reminds her of her 
own past and Mythos. As an emotional 
scene ensues, Jerry thinks it’s a good 
place for Enkidu’s Sleeper stint to 
end; the detective awakens. 

ACKNOWLEDGING THE LEGENDARY
When you take an action to look for answers be-
yond your ordinary life, your sleep ends. In other 
words, to remain asleep you must always be denying 
the existence of something beyond the ordinary. 
Other characters, and especially your crewmates, 
can try to make you acknowledge the world beyond 
the Mist by appealing to your Secret Mystery.

As a Sleeper detective, Enkidu con-
tinues her work with the crew, but 
she never believes that the oddities 
they encounter have a truly supernat-
ural origin. For her, the Rifts they 
meet are just psychos and weirdos, and 
she’s happy to arrest them all. How-
ever, she does notice that there are 
greater players involved, people of 
immense influence and power. The evi-
dence accumulates and eventually her 
crewmates confront her with the reality 
that these powerful movers-and-shakers 
actually possess legendary powers. If 
Enkidu takes any action to investigate 
this avenue, even once, she awakens.

LOSING A THEME
When you lose a theme as a Sleeper, your sleep 
ends. This could happen if you mark three Crack 
on one of your themes. You do not get a new theme 
to replace the one you lost; instead, follow the 
instructions under The Aftermath of Sleep below. 

A Sleeper’s sleep depends on the stability and com-
fort of the known. The moment a major element of 
your ordinary life shatters and you are left broken, 
doubting, or confused, your Mythos will come rain-
ing down on your consciousness and you will awak-
en. Losing a Logos theme represents a rattling loss 
of stability in one of the areas of your life which, 
even if partial, leads to an abrupt end to your sleep.

Det. Enkidu’s wild nature (Personality 
Logos theme) haunts her even when her 
Mythos is buried deep inside. Getting 
into a few fights with suspects and 
cops alike, she incurs the wrath of 
her chief, marking Crack once and then 
twice on her police detective Routine 
Logos theme. Meanwhile, avoiding fights 
makes her mark Crack on her Personality 
theme. The detective is walking on thin 
ice; if she gets into one more fight, 
she will lose her job and her Routine 
Logos theme. If she gets called out but 
doesn’t respond, she will have con-
trolled her temper, losing her Person-
ality Logos theme. Either way, a change 
of this magnitude involving a lost Lo-
gos theme will wake her up and rekindle 
her forgotten Mythos.
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OTHER APPROPRIATE REASONS
You or the MC may define a reasonable set of 
means by which your Sleeper character can 
be awoken, such as finding and performing an 
ancient ritual or obtaining a dragon’s heart to re-
ignite your inner fire. This solution may be related 
to your Mythos, the Mist, etc. If anyone succeeds in 
applying the solution, your sleep ends.

Your crewmates or non-player characters can try 
to discover what this method is (using Inves-
tigate) and obtain what is needed to end your 
sleep. However, applying the solution to wake 
up your Sleeper should not be an easy task and 
may require a great deal of effort from those who 
desire your awakening. 

Sullivan and Goodfellow are finding 
the situation with Det. Enkidu un-
bearable, especially since her play-
er, Jerry, chose to have her Deny the 
Beyond, suppressing their powers when 
she’s around. Together, they conspire 
to reawaken the wild detective. Their 
research reveals that only an Annuna-
ki god can do so. The problem is, the 
Annunaki gods want Enkidu dead and the 
only one who can talk to them is Gil-
gamesh, an old nemesis of Enkidu. The 
pair note, however, that the Annunaki 
gods can’t use their divine means to 
kill Enkidu while she is Denying the 
Beyond, so they plan on tricking the 
Annunaki gods to awaken her but save 
her from the gods’ clutches before the 
gods can enact their fatal verdict. 
This better work.

THE AFTERMATH OF YOUR SLEEP
When your sleep ends, you may choose one of the 
following:

• Your character wakes up to the reality of the 
Mythoi and the Mist and, having acknowledged 
what she is, decides (consciously or unconscious-
ly) to forego her Mythos forever and become an 
entirely ordinary resident of the City, for better 
or worse. She leaves the story permanently.

• Your character wakes up to the reality of the 
Mythoi and the Mist and, having acknowledged 
what she is, decides to make the impossible leap 
back to awareness. She returns, now or later, as a 

new Legendary character (three Mythos themes 
and one Logos theme). However, this conscious 
leap demands everything she has. You create 
your character as a brand new character, retain-
ing none of her previous themes, crew relation-
ships, Build-Up points, or Moments of Evolution. 
This represents the total transformation required 
of your character in order to escape the gravita-
tional pull of the Mist once more. 

OPTIONAL RULE: REBUILD A SLEEPER
The power of the Mist is absolute. Waking up is 
impossible. Try to imagine the leap from a total 
state of obliviousness to awareness; it is like 
the difference between zero and infinity. Even 
if it were somehow possible for your character, 
she is no longer the person she once was. For 
this reason, the core rules of City of Mist state 
you should build your character from scratch.

As an alternative to building a brand new 
character, your group can decide to opt for 
rebuilding characters that wake up again. Your 
character still changes to a Legendary char-
acter, losing two of her three Logos themes, 
but she keeps everything else. To represent 
that, rebuild the character as in the Moment of 
Evolution “Go Through a Transformation” (page 
268), with the exception that your transformed 
character must have three Mythos themes and 
one Logos theme.
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THE LIFE CYCLE  
OF THEMES
The dramatic moments in your char-
acter’s life tell the story of her per-
sonal and mythical ups and downs, 
but also her evolution and possible 
rise to greatness or fall to slumber. 
In conclusion of this section, here is 
a summary of the life cycle of your 
character’s themes.

Throughout the series, themes grow and deteriorate: 

• When a theme gains Attention, it becomes 
stronger and more useful: power tags produce 
more Power, weakness tags produce more Atten-
tion, and improvements give you more possibil-
ities. All of them also contribute to the amount 
of Build-Up you get when you finally let go of the 
theme.

• When a theme gains Fade and Crack, it’s 
“cooking”: it’s getting ready to release all the 
narrative energy that it has been storing in the 
form of power tags, weakness tags, and improve-
ments and transform it into Build-Up (much like 
a battery or a capacitor).

When a theme is finally replaced:

• The theme converts all its power tags, weak-
ness tags, and improvements into Build-Up. 
As a result, sooner or later, you receive a Moment 
of Evolution, an improvement that is on another 
scale and more permanent than the improve-
ments in your themes

• You get a nascent theme of the other side:

 »The life cycle of the theme begins again and 
continues as described above.

 »The balance of Mythos and Logos is changed. 
If it goes too far to either side, you become an 
Avatar or a Sleeper, and your character changes 
forever.
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Extra themes represent additional 
resources or allies available to your 
character. You can gain extra themes 
through a Moment of Evolution 
(page 267). The extra themes you can 
choose from are:
• Ally, someone who has pledged to either follow 

you, lead you, or help you on your path. An Ally 
can be a mundane one, such as a rich benefac-
tor who sponsors you, or a Rift, such as a new-
ly-awakened teenager who tails you and gets 
into trouble. It can also be an animal, whether 
mundane or a Familiar (an animal Rift), or even a 
sentient Relic (an object Rift).

• Base of Operations, a location that you have 
obtained and dedicated to your activities. This 
location may be a mundane one or an Enclave (a 
Rift attached to a place).

• Ride, a means of transportation adapted to your 
needs in the field. A ride can be a vehicle, a Relic 
such as a flying carpet, or a riding beast, whether a 
mundane one or a Familiar such as a sea dragon.

When you gain a new extra theme, pick up a theme 
card and follow your chosen themebook to fill it 
out. As with all Moments of Evolution, you may 
choose to create and unveil this new theme at a 
later stage in the game to avoid interrupting the 
flow of the session.

CONVERTING STORY ELEMENTS 
INTO EXTRA THEMES
You can choose to create an extra theme around 
a character, resource, or possession that already 
exists in the series. If this story element is reflected 
in your themes or power tags, follow these guide-
lines when converting it to an extra theme.

CONVERTING THEMES
While your character’s themes represent major 
aspects of your character, extra themes represent 
secondary aspects. Therefore, you should not 
convert allies and items that are represented by 
existing themes – such as Relic, Defining Relation-
ship, or Possessions – into extra themes.
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You can, however, use extra themes to expand on 
your existing themes and to represent a new role 
assumed by one of your allies or items, e.g., if your 
Defining Relationship also becomes your sidekick 
(Ally extra theme). However, the themes remain 
independent of each other. For example, if you lose 
your Defining Relationship it may mean this Ally 
is still your sidekick or that you replace them with 
a new sidekick; if you lose your Ally theme, it may 
mean that your Defining Relationship no longer 
acts as your sidekick but continues to be a major 
part of your life, and so on.

CONVERTING POWER TAGS
When you choose a new extra theme, you can 
choose to create it based on one or more of your 
existing power tags. If you do, you have the op-
tion of keeping or replacing each of the relevant 
power tags. If you choose to replace a power tag, 
remove it from your character’s theme card and 
choose a different power tag for that theme by an-
swering a question from the themebook (you can 
answer the question that generated the tag you 
removed again).

Sullivan has a Moment of Evolution and 
his player, Lamar, chooses to use it 
to get a Ride extra theme, represent-
ing his old beat-up Mustang. Since 
Sullivan already has a power tag for 
his Mustang under his Retro Renegade 
(Possessions) theme, he can replace it 
with another power tag (using a pow-
er tag question from the Possessions 
themebook). However, Lamar opts to 
keep the power tag so he can pack more 
punch with his Mustang.

USING EXTRA THEMES
EXTRA THEMES TAGS
The rules for invoking power and weakness tags in 
extra themes, as well as for recovering burnt power 
tags in extra themes, are given in Tags in Crew and 
Extra Themes, page 215.

EXTRA THEMES  
ATTENTION & IMPROVEMENTS
Extra themes gain Attention in the same ways reg-
ular character themes do (see Character and Crew 

Growth, see page 244): invoking weakness tags, 
choosing to give the theme attention or explore its 
Mythos when making the Montage (Downtime) 
move, finding answers to the theme’s Mystery 
(Finally, Some Answers), or sacrificing something 
for its Identity (Make a Hard Choice). 

When all three Attention boxes on an extra theme 
are checked, reset the track to zero (erase all check 
marks) and choose an improvement for the theme. 
You may choose any of the improvements available 
for player themes.

FADE AND CRACK ON EXTRA THEMES
The Mysteries and Identities of extra themes 
follow the same rules as Mysteries and Identities 
of regular themes and are governed by the same 
rules and moves (Finally, Some Answers; End of 
the Road; and Make a Hard Choice), given under 
The Balance Of Mythos And Logos (page 250) and 
Making a Hard Choice (page 254)

SHELVING AN EXTRA THEME
Unlike regular character themes, extra themes are 
never lost, only shelved. When the third box on the 
Fade or Crack track of an extra theme is checked, 
the theme is shelved: its tags (power or weakness) 
cannot be invoked by anyone and you cannot mark 
any additional Fade or Crack on it. This could mean 
you and your Ally got into a fight or that your Ally 
was kidnapped; that your Base of Operations is 
shut down or overrun; that your Ride is busted and 
is undergoing repairs, etc. 

To reinstate a shelved theme, you must use an 
improvement to reset your Fade or Crack track. 
You can still gain Attention normally on a shelved 
extra theme, but since you cannot invoke weakness 
tags, this Attention must come from the Montage 
(Downtime) move or from acting in favor of the 
theme’s Mystery or Identity. When you reach three 
Attention, you must use the improvement to reset 
your Fade or Crack track (although you can hold 
off the return of your extra theme into the story for 
the right moment). You cannot use Attention on a 
shelved extra theme for any other purpose.
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A SIDEKICK  ·  A FAMILIAR  ·  A SCIENTIST WHO BUILDS YOUR GADGETS  ·  A MENTOR OR GURU  ·   
AN IMPORTANT OFFICIAL BACKING YOU  ·  A MYTHOLOGICAL CREATURE FROM YOUR MYTHOS  ·   
AN INFORMER  ·  A FILTHY-RICH SPONSOR  ·  A MYSTERIOUS GUIDE  ·  A REFORMED ENEMY

ALLY
Reliable allies are hard to come by. Everyone in the 
City has their own agenda – Rifts more so than the 
rest – so coming across someone who believes in you 
and wants to help you do your job is a lucky oppor-
tunity. But not all allies are equal. Some follow you 
because they admire you, or even love you. Others 
share your objectives and want to see them through. 
For some allies, you are a pawn on their chessboard 
or a soldier in their war. And there are those who 
always stay in the shadows, whose true motives you 
may never really know – not until it’s too late.

Allies come in all shapes and colors. Perhaps you 

EXTRA THEMEBOOK

are followed around by a wiccan teenager with a 
talent for getting into trouble. Maybe the red-eyed 
crow from your Mythos can be summoned at times 
of need. Or an unidentified contact in the mayor’s 
office who calls himself Salem is tipping you off on 
some big backstage shenanigans. Your ally could 
even be a group, such as a band of ghostly samurais 
or creepy crawlers and insects that come out of the 
woodworks whenever you need them.

When you make an Ally, decide with the MC 
whether the Ally is your Secondary Character (see 
Secondary Characters, page 236).

284   |   CITY OF MIST  ·  PLAYER'S GUIDE



CONCEPT
Think about your character’s agenda and what she 
is trying to accomplish. What sort of help could she 
use the most? What individuals would be best at 
giving her support, guidance, and backing? Does 
she need more firepower, a different skillset, social 
representation, or more information? Is there any-
one she already met who would become her ally?

Alternately, think of your character’s Mythos. In 
the legend, did your Mythos have a companion? 
Or a supernatural being that guided her path and 
protected her from greater threats? Was there an 
animal, mundane or legendary, who befriended 
your Mythos?

Based on the above, think about the answer to the 
question below:

 ?  WHO IS HELPING ME?

•                , who feels                  towards me.
•                , who, like me, wants to                 .
•                , who plans to use me to                 .
•                , my animal companion(s).
•                , whose motives are mysterious to me.

Next, flesh out your idea with some details about 
your ally: What is their name? What do they look 
like? How did you meet? Why are they helping you?

POWER TAG QUESTIONS
Answer the first question; then choose two more 
questions to answer. Answer each question with a 
single description no more than a few words long. 
In your answer, you should describe something 
that will be useful to your character during the 
game. Each answer becomes a power tag. Write it 
on your theme card under POWER TAGS along with 
the letter of the question. 

 A  WHAT DOES YOUR ALLY HELP YOU WITH? 

basic thaumaturgy, scout ahead, inside infor-
mation, follow my heart, mobbing 

 B  WHAT IS YOUR ALLY’S PROFESSION, TRAIN-
ING, SOCIAL POSITION, OR SPECIAL NATURE?

schoolgirl, totem spirit, bureaucrat, fairy god-
mother, notorious gang

 C  WHAT OTHER ABILITIES DOES YOUR ALLY 
POSSESS?

running away, share senses, embezzle-
ment, protection from creatures of darkness, 
knife-fighting

 D  WHAT DRIVES YOUR ALLY TO HELP YOU?

she admires me, I am the chosen one, master-
plan, endless compassion, ratpack loyalty

 E  HOW DOES YOUR ALLY FIGHT OFF OPPOSI-
TION? 
banishing spell, iron beak, legal mumbo-jumbo, 
blind with bright light, aggressive swagger 

 F  WHAT CAN YOUR ALLY DO TO PROTECT YOU 
OR THEMSELVES?

hide, flock the enemy, counter-surveillance 
tactics, “You cannot pass this sigil”, blend in 
with the locals

 G  WHAT SPECIAL SOURCES OF INFORMATION 
CAN YOUR ALLY TAP INTO?

hit the books, spirits of the ancestors, shady 
government deals, the Compass of Conscience, 
word on the street

 H  WHAT RESOURCES, ARTIFACTS, OR GEAR 
DOES YOUR ALLY POSSESS?

magical ingredients, a shiny object, off-the-
books extraction team, fairy dust, illegal 
firearms

 I  WHO DOES YOUR ALLY KNOW?

fellow wiccans, the dead walk with me, call the 
mayor, the Pleiades, owner of a criminal haven

 J  WHY DO YOU TRUST YOUR ALLY?

she’s no match for me, telepathic link, aligned 
agendas, good intentions, we’ve been through a 
lot together
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WEAKNESS TAG QUESTIONS
Choose one question to answer. Answer it with a 
single description no more than a few words long. 
In your answer, you should describe something 
that will impede your character’s actions during 
the game. Your answer becomes a weakness tag. 
Write it on your theme card under WEAKNESS 
TAGS along with the letter of the question.

 A  HOW DOES YOUR ALLY GET YOU  
IN TROUBLE?

conspicuous in a crowd, eerie atmosphere, 
secret agenda, overprotective, easily provoked

 B  WHAT ARE THE SHORTCOMINGS OF YOUR 
ALLY’S ABILITIES, METHODS, GEAR,  
OR ATTITUDE?

novice spellcaster, limited grasp of technology, 
“There’s no need to get physical”, requires a 
fairy’s wand to focus, zero tactical coordination

 C  WHAT CHARACTERISTIC OF YOUR ALLY IS 
MOST BOTHERSOME TO YOU?

stubborn, immortal aloofness, conniving, naive, 
chatterbox, survival mentality

 D  WHO OR WHAT IS MOST LIKELY TO HURT 
YOUR ALLY?

easy target, archers & gunmen, “I think they’re 
on to me”, creatures of darkness, police brutality

MYSTERY OR IDENTITY
Choose a Mystery or an Identity for this theme.  
For example:

• (Teenage wiccan) “Who among my teachers uses 
black magic?”

• (Mayor’s office informer) “Do exactly as I say or 
we’re all screwed.”

• (Fairy godmother) “What does destiny have in 
store for you?”

You can try exploring the following options:

• A statement that they often make and affects 
your relationship (Identity)

• A personal question (Mystery) or goal (Identity) 
that they expect your help with, such as a case 
they are working on or an enemy they swore to 
fight

• A general curiosity or an interest that holds their 
attention (Mystery)

Write your Mystery or Identity on your extra theme 
card.

TITLE
Name your Ally theme in a way that encapsulates 
its nature and style. Write it on your extra theme 
card under TITLE. For example:

• (Teenage wiccan) Giggles & Witchcraft
• (Mayor’s office informer) Our Inside Man
• (Fairy godmother) Someone Watching Over Me
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ALLY THEME IMPROVEMENTS
Whenever you gain an improvement for this 
theme, you can choose one of the following:

  Sharing is Caring 
Choose one of your ally’s power tags which de-
scribes an ability or an item. Your ally can pass it 
on to you. You can use this power tag yourself even 
when your ally is not around. You do not need to 
Change the Game to do so.

  Gets Around 
Once per session, you can have your ally show up 
at a scene anywhere in the City, even if you’re not 
there, if it’s even remotely possible that they can 
get there.

  Back-to-back 
Once per session, when you make a move with your 
ally by your side, you can trade a miss result for a 7-9.

  Tag Team 
Once a session, you can choose an opponent to tag 
team with your ally (it may be a collective). While 
one of you is fighting that opponent, the other 
teammate cannot be harmed by that opponent, 
but can only take action to recover, prepare for the 
fight, or defend from other threats.

  Serious Firepower 
Choose any improvement from any of the Mythos 
or Logos themebooks. You can use this improve-
ment only when taking actions as your ally and 
using your ally’s tags.

“Who among my teachers 
uses black magic?”

ALLY

Giggles & 
Witchcraft

A   basic thaumaturgy 
D   she admires me
G    hit the books

B    novice spellcaster
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A PRIVATE OFFICE  ·  AN UNDERWATER LAIR  ·  A SECRET LAB  ·  A FAIRY-TALE CASTLE  ·  AN ANCIENT LIBRARY  ·  
THE MOUTH OF A VOLCANO  ·  A TREE HOUSE  ·  A SAFE HOUSE  ·  A HOVEL UNDER A BRIDGE  ·  HEADQUARTERS

BASE OF OPERATIONS
The more your operation grows, the more it can 
use a base. Whether you’re a vigilante, an inves-
tigator, a conspiracy theory madman, or a cultist, 
your activity needs resources, storage, and most 
importantly, a safe place to conduct your business 
away from prying eyes. Perhaps your base is the 
basement of a large apartment building where 
you tie up the crooks you capture. Maybe it is a 
cave full of treasures blocked by a stone wall that 
only slides open when the password is spoken. 
You could have a luxurious apartment inside the 
looking-glass hanging in your crummy tenement 
single bedroom.

EXTRA THEMEBOOK

Your base of operations can be any mundane 
facility or location in the City. It can have any sort 
of gear or personnel; you can also incorporate 
Mythos-infused items and characters in it, if it fits 
your story. Your base may be an Enclave, a Rift in 
the Mist attached to a specific location, in which 
case it may exist in the City or in some kind of 
parallel dimension, accessible only via gateways. 
In any case, whatever special features you want to 
add to your base must be backed by appropriate 
power tags.

288   |   CITY OF MIST  ·  PLAYER'S GUIDE



 C  WHAT ADVANTAGE DO YOU GAIN WHEN 
WORKING IN YOUR BASE?

a good place for contemplation, interrogation 
light, know the cave better than anyone, seat of 
my power, good for business

 D  WHAT KIND OF SPECIAL FACILITIES DOES 
YOUR BASE INCLUDE?

file cabinet, torture room, forgery workshop, 
expansive gardens, hi-tech laboratories 

 E  WHAT SPECIAL GEAR DO YOU STORE IN 
YOUR BASE?

forensics briefcase, firearms and explosives, 
genie lamp, size-altering mushrooms, stolen 
artifacts

 F  WHO WORKS OR LIVES IN YOUR BASE?

Adam – my secretary, a vicious hound, forty 
thieves, the king of hearts, “Control”

 G  WHAT KIND OF SUPERNATURAL POWERS 
DOES YOUR BASE POSSESS?

so normal it weakens magic, the walls echo 
lies with truth, generate gold, I can decapitate 
anyone by saying “off with her head!”, weird 
science

 H  WHAT IS USEFUL ABOUT THE APPEARANCE 
OF YOUR BASE?

half-way decent, outwardly inconspicuous, 
threatening entrance, guests get lost for hours, 
seems like an ordinary skyscraper

 I  WHAT IS UNDER YOUR BASE, OR BEYOND IT?

Luigi’s Ristorante, secret burial ground, the 
subway tunnels, wonderland, the corporate safe

 J  WHAT SPECIAL MEANS OF TRANSPORTATION 
OR ACCESS DOES YOUR BASE OFFER?

fire escape stairs, truck in the garage, the 
“other” entrance, transport to any mirror in the 
City, private helicopter

CONCEPT
Think about your character’s goals and how she 
plans to achieve them. What kind of resources does 
she need? Where would be a good place for her to 
hunker down when the going gets tough or to pri-
vately work on her projects? Alternatively, think of 
your character’s Mythos. In the legend, was there 
a specific place your Mythos is associated with? 
Was your Mythos in possession of a homestead or a 
secret lair?

Based on the above, think about the answer to the 
question below:

 ?  WHAT KIND OF PLACE WOULD BEST SERVE 
MY CHARACTER’S ACTIVITIES?

• It’s a rather regular                 .
• It’s the home / workshop / place of worship / 

source of power / burial place of my Mythos.
• It’s a secret / public                  in the City.

Next, flesh out your idea with some details: How 
did you find or acquire this place? Where is it 
located in the City? How can it be accessed? Who 
knows about this place?

POWER TAG QUESTIONS
Answer the first question; then choose two more 
questions to answer. Answer each question with a 
single description no more than a few words long. 
In your answer, you should describe something 
that will be useful to your character during the 
game. Each answer becomes a power tag. Write it 
on your theme card under POWER TAGS along with 
the letter of the question.

 A  WHAT IS THE MOST USEFUL FEATURE OF 
YOUR BASE? 

private office, no-one can hear you, cave full of 
treasures, through the looking-glass, impreg-
nable security

 B  WHAT DEFENSES OR DEVICES PROTECT 
YOUR BASE FROM INTRUDERS?

silent alarm, cutting wire trap, the password 
stone, playing card soldiers, private SWAT team
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WEAKNESS TAG QUESTIONS
Choose one question to answer. Answer it with a 
single description no more than a few words long. 
In your answer, you should describe something 
that will impede your character’s actions during 
the game. Your answer becomes a weakness tag. 
Write it on your theme card under WEAKNESS 
TAGS along with the letter of the question.

 A  WHAT CONDITION OR NEGATIVE ASPECT OF 
YOUR BASE MAKES IT HARDER TO USE?

damn termites!, watched by the police, attracts 
greed, overgrown, corporate regulations 

 B  WHAT IS THE MOST SUBSTANTIAL WEAK-
NESS IN THE SECURITY OF YOUR BASE?

cheap locks, traces of blood, well-known loca-
tion, unreliable guards, vulnerable to hacking 

 C  WHAT HAPPENS WHEN YOU SPEND TOO 
MUCH TIME IN YOUR BASE?

worked through the night, the aggressiveness 
rubs off you, the forty thieves, my evil reflec-
tions, expenses audit

 D  WHAT ARE THE SIDE EFFECTS OF THE 
MYTHOS ASPECTS OF YOUR BASE?

misplaced items disappear, lose control, locked 
outside, laws of physics don’t apply, dangerous 
artifacts

MYSTERY OR IDENTITY
Choose a Mystery or an Identity for this theme.  
For example:

• (Private investigations office) “I’ll take any case 
that comes through this door.”

• (Cave of Ali Baba) “What other treasures can I 
add to my collection?”

• (Castle of the Queen of Hearts) “OFF WITH HER 
HEAD!”

You can try exploring the following options:

• An attitude or commitment that befits your op-
eration (Identity)

• A question related to the Mythos in this location 
(Mystery)

• Fears (Identity) or doubts (Mystery) about your 
base

Write your Mystery or Identity on your extra theme 
card.

TITLE
Name your Base of Operations theme in a way that 
encapsulates its nature and style. Write it on your 
extra theme card under TITLE. For example:

• (Private investigations office) Eclipse Investiga-
tions

• (Cave of Ali Baba) My Own Fort Knox
• (Castle of the Queen of Hearts) The Castle In The 

Looking-Glass
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BASE OF OPERATIONS  
THEME IMPROVEMENTS
Whenever you gain an improvement for this 
theme, you can choose one of the following:

  Storage Space 
Once per session, you can reach into a storage 
space in your base of operations and pull out a 
useful object. You gain an appropriate temporary 
story tag.

  Boobytraps 
Decide on a status that can be inflicted by the 
security measures in your base. Its tier is equal to 
two plus your Power (based on any relevant tags 
you or your base have). Every time someone tries 
to enter your base uninvited, they take that status 
once, unless they found a way to circumvent those 
security measures. They can Face Danger.

  Away From Prying Eyes 
When you Sneak Around with tags from this 
theme, it’s Dynamite!

  An Ancient Place  
When you make the moves Look Beyond the Mist 
or Stop. Holding. Back. in your base, increase 
your final score by one.

  Peace of Mind 
Whenever you Investigate in your base and 
score 7-9, pick one of the MC’s options in the In-
vestigate move. The MC can’t choose this option 
this time.

“I’ll take any case that 
comes through this door.”

Base of Operations

Eclipse  
Investigations

A    private office
E     forensics briefcase
F     Adam – my secretary

A    damn termites!
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A MOTORBIKE FROM HELL  ·  A BLACK VAN  ·  A FEATHERED SERPENT  ·  A SUBMARINE  ·  A PEGASUS  ·   
A VESPA WITH A SIDECAR  ·  A SEMI-TRAILER  ·  A PRIVATE JET  ·  A WITCH’S BROOM

RIDE
It’s not about where you go; it’s how you get there 
that matters. When you show up at the scene, 
it’s your ride that sets the tone for your entrance. 
When you navigate the intricacies of a tenuous 
encounter, it’s your ride that will get you through, 
whether elegantly or with brute force. And when 
it’s time to leave the party, it’s your ride that will 
get you the hell outta Dodge. A hot ride is always 
a handy thing to have. Whether you are a federal 
agent sporting an old-school Ford, a ninja assassin 
crawling your way through the City on a giant spi-

EXTRA THEMEBOOK

der, or a curious kid paddling energetically on your 
trusty bicycle, you depend on your ride.

Your ride can be any modern-day vehicle or a leg-
endary one, such as a peddler’s wagon or Elijah’s 
chariot of fire. It can also be a riding beast, mun-
dane or legendary (in which case it is a Familiar, an 
animal Rift). It may be associated with your Mythos 
or have its own Mythos. 

292   |   CITY OF MIST  ·  PLAYER'S GUIDE



 C  WHAT ALLOWS YOUR RIDE TO CARRY MORE?

a spacious trunk, giant spider, bicycle bas-
ket, strangely deep, hold onto my fin, trailer 
container

 D  WHAT MANEUVERS CAN YOU DO WITH YOUR 
RIDE?

block the road, squeeze into small spaces, bike 
stunts, swoop down, evasive swimming, ram

 E  WHAT IMPRESSION DOES YOUR RIDE MAKE 
ON ONLOOKERS?

here on formal business, hair-raising mon-
strosity, innocuous, terror-inspiring screech, 
friendly critter, blue-collar camaraderie 

 F  WHAT WEAPONS ARE STORED IN, MOUNTED 
ON, OR ARE A PART OF YOUR RIDE?

machine-gun hidden in grill, shoots a sticky 
web, watergun, pestle made of stone, tailfin 
smack, two giant bullhorns

 G  WHAT SPECIAL FEATURE DOES YOUR RIDE 
HAVE THANKS TO ITS MYTHOS?

dashboard lights warn me of danger, vanish 
into shadow, impossible jump, summon at will, 
communicate with other oceanic life, incredible 
strength

 H  WHAT HELPS YOUR RIDE AVOID OR SURVIVE 
PUNISHMENT?

sturdy chassis, uncanny reflexes, easily fixed, 
made of stone, persevering little creature, im-
penetrable hide

 I  WHAT SURVEILLANCE OR RECONNAISSANCE 
ABILITIES DOES YOUR RIDE HAVE?

listen to police frequencies, sense movement 
on surface, dynamo flashlight, bird’s eye view, 
sonar, trailer full of surveillance equipment

 J  HOW DOES YOUR RIDE AVOID DETECTION?

drive with lights out, the color of darkness, 
makes no sound, invisibility spell, can dive for 
one hour, fake license plates

CONCEPT
Think about your character’s activities and the City 
locations she needs to visit, as well as the threats 
she normally faces. What kind of transportation 
would best serve her? What would suit her style? 
Alternatively, think of your character’s Mythos. 
In the legend, was there a specific beast or vehi-
cle your Mythos used in order to get around? Was 
there a device that helped your Mythos get from 
place to place?

Based on the above, think about the answer to the 
question below:

 ?  WHAT VEHICLE OR RIDING BEAST DOES 
MY CHARACTER USE FOR TRAVEL?

• It’s a car / motorbike / bicycle / skateboard / boat 
/ jetski / plane / helicopter / glider / etc.

• It’s my Mythos’ steed.
• It’s a legendary beast or item, the                 .
• It’s a modern vehicle imbued with the Mythos  

of                 .

Next, flesh out your idea with some details about 
your ride: How fast can it go? Where do you keep it? 
How did you obtain it? What does it use for fuel?

POWER TAG QUESTIONS
Answer the first question; then choose two more 
questions to answer. Answer each question with a 
single description no more than a few words long. 
In your answer, you should describe something 
that will be useful to your character during the 
game. Each answer becomes a power tag. Write it 
on your theme card under POWER TAGS along with 
the letter of the question.

 A  HOW DOES YOUR RIDE ENABLE YOU TO 
TRAVEL? 

old-school federal Ford car, wall climbing, 
paddle harder, flying mortar & pestle, fast 
swimmer, semi-trailer 

 B  WHAT MAKES YOUR RIDE FAST OR ALLOWS 
IT TO GO EVEN FASTER?

100 HP, long legs, fastest downhill, in pursuit 
of my victim, the lighter the load the faster I go, 
fuel-injection system  
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WEAKNESS TAG QUESTIONS
Choose one question to answer. Answer it with a 
single description no more than a few words long. 
In your answer, you should describe something 
that will impede your character’s actions during 
the game. Your answer becomes a weakness tag. 
Write it on your theme card under WEAKNESS 
TAGS along with the letter of the question.

 A  WHAT COULD SLOW DOWN OR IMPEDE YOUR 
RIDE?

flat tire, exposed in open spaces, no traction, 
flight path obstructions, water-dependent, 
guzzler 

 B  WHAT IS YOUR RIDE’S MOST PROMINENT 
VULNERABILITY?

body of tin, soft underbelly, broken chain, hal-
lowed ground, gullible, weak trailer connector  

 C  UNDER WHAT CONDITIONS DOES YOUR RIDE 
BECOME UNRESPONSIVE?

locked steering wheel, fear of bright light, bad 
brakes, poor maneuverability, blood in the 
water, takes long to slow down

 D  HOW DOES YOUR RIDE’S MYTHOS OR BACK-
STORY GET YOU INTO TROUBLE?

bureaucracy, hungry for blood, stolen bike, 
reluctant to swoop on hard-working victims, 
poachers, stuck in a labyrinth

MYSTERY OR IDENTITY
Choose a Mystery or an Identity for this theme.  
For example:

• (Old-school federal agent car) “I’ll be asking the 
questions today.”

• (Ninja spider riding beast) “Shadows are my 
armor.”

• (Baba Yaga’s flying mortar) “Who is brave 
enough to face me?”

You can try exploring the following options:

• A style or approach that you adopt while on your 
Ride (Identity)

• Musings about what you can accomplish with 
your Ride (Mystery)

• Inhibitions and limitations that you or your Ride 
have about what it can do (Identity)

Write your Mystery or Identity on your extra theme 
card.

TITLE
Name your Ride theme in a way that encapsulates 
its nature and style. Write it on your extra theme 
card under TITLE. For example:

• (Old-school federal agent car) This Is How We Roll
• (Ninja spider riding beast) Jorōgumo Spawn
• (Baba Yaga’s flying mortar) Flying Mortar
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RIDE THEME IMPROVEMENTS
Whenever you gain an improvement for this 
theme, you can choose one of the following:

  Showoff 
When you Take the Risk with tags from this 
theme, it’s Dynamite!

  Rev Up 
Once per session, if you can ready yourself for 
an action involving your ride, you can choose to 
receive an appropriate tier-2 status.

  Protective 
Once per session, when you’re in or on your ride, 
you can choose to transfer a status you take to your 
ride (if it can reasonably protect you). You do not 
Face Danger using your own tags; you can Face 
Danger for your ride instead, if possible, with its 
relevant tags.

  Loyal Steed 
When anyone tries to mount, drive, or pilot your 
ride without your permission, your Ride takes an 
instant ongoing tier-5 status of your choice, such 
as stubborn-beast-5 or lockdown-5. You can remove 
this status at will.

  Getaway 
Once per session, you can have your ride waiting 
for you conveniently where you need it (if it can 
reasonably get there or if you could have left it 
there in advance).

“I’ll be asking the questions 
today.”

Ride

This Is How  
We Roll

A   old-school federal 
     Ford car
D   block the road
E   here on formal 
     business

D   bureaucracy
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r.

• 
T

h
e 

cl
u

es
 y

ou
 g

et
 a

re
 f

u
zz

y,
 i

n
co

m
p

le
te

, o
r 

p
ar

t-
tr

u
e 

p
ar

t-
fa

ls
e.

• 
W

h
oe

ve
r 

or
 w

h
at

ev
er

 y
ou

 a
re

 a
sk

in
g 

th
e 

q
u

es
-

ti
on

(s
) 

ca
n

 a
sk

 y
ou

 o
n

e 
q

u
es

ti
on

 a
s 

w
el

l. 
Y

ou
 

an
sw

er
 o

n
 t

h
e 

sa
m

e 
te

rm
s.

HI
T 

W
IT

H 
AL

L Y
OU

’V
E G

OT
W

h
en

 y
ou

 h
av

e 
a 

cl
ea

r 
sh

o
t 

an
d

 y
ou

 u
se

 y
ou

r 
ab

il
-

it
ie

s 
to

 h
it

 s
o

m
eo

n
e 

or
 s

o
m

et
h

in
g 

w
it

h
 a

ll
 y

ou
’v

e 
go

t,
 r

ol
l+

P
ow

er
. O

n
 a

 h
it

, y
ou

 g
iv

e 
th

e 
ta

rg
et

 a
n

 
ap

p
ro

p
ri

at
e 

st
at

u
s 

of
 y

ou
r 

ch
oi

ce
 w

it
h

 t
ie

r=
P

ow
er

. 
O

n
 a

 1
0

+,
 c

h
oo

se
 2

. O
n

 a
 7

-9
, c

h
oo

se
 1

:

• 
Y

ou
 t

ak
e 

co
ve

r 
or

 s
ec

u
re

 a
 s

u
p

er
io

r 
p

os
it

io
n

. I
f 

yo
u

 d
on

’t
 c

h
oo

se
 t

h
is

, t
h

ey
 c

an
 i

m
p

os
e 

a 
st

at
u

s 
on

 y
ou

. I
f 

th
ey

 a
re

 a
 P

C
, i

ts
 t

ie
r=

th
ei

r 
P

ow
er

.

• 
Y

ou
 g

et
 t

h
em

 g
oo

d
 o

r 
ge

t 
m

an
y 

of
 t

h
em

  
(+

1 
ti

er
).

• 
Y

ou
 c

on
tr

ol
 t

h
e 

co
ll

at
er

al
 d

am
ag

e.

• 
Y

ou
 h

ol
d

 t
h

e 
ta

rg
et

’s
 a

tt
en

ti
on

, i
f 

p
os

si
b

le
.

• 
Y

ou
 g

ai
n

 t
h

e 
u

p
p

er
 h

an
d

. T
ak

e 
1 

Ju
ic

e.

GO
 T

OE
 T

O 
TO

E
W

h
en

 y
ou

 u
se

 y
ou

r 
ab

il
it

ie
s 

to
 o

ve
rc

o
m

e 
so

m
eo

n
e 

or
 s

o
m

et
h

in
g 

in
 a

 s
tr

u
gg

le
 f

or
 c

on
tr

ol
, s

ta
te

 w
h

at
 

yo
u

r 
go

al
 i

s.
 Y

ou
r 

op
p

on
en

t 
ca

n
 d

es
cr

ib
e 

h
ow

 t
h

ey
 

re
sp

on
d

, a
t 

th
ei

r 
op

ti
on

. R
ol

l+
P

ow
er

. O
n

 a
 7

-9
, 

ch
oo

se
 1

. O
n

 a
 1

0
+,

 c
h

oo
se

 2
:

• 
Y

ou
 m

an
ag

e 
to

 a
ch

ie
ve

 y
ou

r 
go

al
, e

.g
., 

ta
ke

 
so

m
et

h
in

g 
th

ey
 h

ol
d

.

• 
Y

ou
 g

et
 t

h
em

 g
oo

d
, g

iv
in

g 
yo

u
r 

op
p

on
en

t 
a 

st
a-

tu
s 

w
it

h
 t

ie
r=

P
ow

er
.

• 
Y

ou
 b

lo
ck

, d
od

ge
, o

r 
co

u
n

te
r 

th
ei

r 
b

es
t 

at
-

te
m

p
ts

. I
f 

yo
u

 d
on

’t
 c

h
oo

se
 t

h
is

, t
h

ey
 c

an
 

im
p

os
e 

a 
st

at
u

s 
on

 y
ou

. I
f 

th
ey

 a
re

 a
 P

C
, i

ts
 

ti
er

=t
h

ei
r 

P
ow

er
.

FA
CE

 D
AN

GE
R

W
h

en
 y

ou
 u

se
 y

ou
r 

ab
il

it
ie

s 
to

 a
vo

id
 a

n
 i

n
co

m
in

g 
h

it
, e

n
d

u
re

 h
ar

m
, r

es
is

t 
a 

m
al

ig
n

 i
n

fl
u

en
ce

, o
r 

h
ol

d
 i

t 
to

ge
th

er
, t

h
e 

M
C

 (
or

 p
la

ye
r)

 w
il

l n
am

e 
a 

st
at

u
s 

w
it

h
 i

ts
 t

ag
 a

n
d

 t
ie

r.
 R

ol
l+

P
ow

er
. O

n
 a

 1
0

+,
 

yo
u

 f
en

d
 o

ff
 t

h
e 

ef
fe

ct
 a

n
d

 t
ak

e 
n

o 
st

at
u

s 
at

 a
ll

. 
O

n
 a

 7
-9

, y
ou

 t
ak

e 
th

e 
st

at
u

s,
 b

u
t 

w
it

h
 -

1 
ti

er
. O

n
 a

 
m

is
s,

 y
ou

 t
ak

e 
th

e 
fu

ll
 s

ta
tu

s.

CH
AN

GE
 T

HE
 G

AM
E

W
h

en
 y

ou
 u

se
 y

ou
r 

ab
il

it
ie

s 
to

 g
iv

e 
yo

u
rs

el
f 

or
 

yo
u

r 
al

li
es

 a
n

 a
d

va
n

ta
ge

, r
ol

l+
P

ow
er

. O
n

 a
 h

it
, 

yo
u

 g
et

 J
u

ic
e=

P
ow

er
. S

p
en

d
 y

ou
r 

Ju
ic

e 
to

 g
ai

n
 t

h
e 

fo
ll

ow
in

g 
ef

fe
ct

s,
 o

n
e-

to
-o

n
e:

• 
C

re
at

e 
a 

st
or

y 
ta

g

• 
B

u
rn

 a
 p

ow
er

 t
ag

 o
r 

a 
st

or
y 

ta
g

• 
G

iv
e 

or
 r

ed
u

ce
 a

 s
ta

tu
s 

(o
n

e 
ti

er
 p

er
 p

oi
n

t 
of

 
Ju

ic
e)

O
n

 a
 1

0
+,

 y
ou

 g
et

 a
 m

in
im

u
m

 o
f 

2 
Ju

ic
e,

 a
n

d
 y

ou
 

ca
n

 a
ls

o 
u

se
 y

ou
r 

Ju
ic

e 
to

 c
h

oo
se

:

• 
S

ca
le

 u
p

 t
h

e 
ef

fe
ct

 (
gr

ea
te

r 
ar

ea
 o

r 
m

or
e 

ta
rg

et
s)

• 
P

ro
lo

n
g 

th
e 

ef
fe

ct
 (

m
ak

e 
it

 o
n

go
in

g)

• 
H

id
e 

th
e 

ef
fe

ct

• 
A

n
y 

ot
h

er
 im

pr
ov

em
en

t 
yo

u
 a

n
d 

th
e 

M
C

 a
gr

ee
 o

n

CO
NV

IN
CE

W
h

en
 y

ou
 u

se
 y

ou
r 

ab
il

it
ie

s 
to

 t
al

k
, t

h
re

at
-

en
, o

r 
se

d
u

ce
 s

o
m

eo
n

e 
in

to
 d

o
in

g 
so

m
et

h
in

g,
 

ro
ll

+P
ow

er
. O

n
 a

 h
it

, c
h

oo
se

 a
 r

el
ev

an
t 

st
at

u
s 

w
it

h
 

ti
er

=P
ow

er
. Y

ou
r 

ta
rg

et
 c

an
 c

h
oo

se
 e

it
h

er
 t

o 
ta

ke
 

th
e 

st
at

u
s 

or
:

• 
on

 a
 7

-9
, t

o 
gi

ve
 i

n
 a

 li
tt

le
, b

u
t 

p
ro

te
ct

 t
h

ei
r 

ow
n

 
ag

en
d

a.

• 
on

 a
 1

0
+,

 t
o 

ch
an

ge
 t

h
ei

r 
ag

en
d

a 
to

 i
n

cl
u

d
e 

yo
u

rs
, a

t 
le

as
t 

fo
r 

th
e 

ti
m

e 
b

ei
n

g.
 

TA
KE

 T
HE

 R
IS

K
W

h
en

 y
ou

 p
er

fo
rm

 a
 d

ar
in

g,
 r

is
k

y,
 o

r 
o

u
tr

ig
h

t 
st

u
p

id
 f

ea
t,

 r
ol

l+
P

ow
er

. O
n

 a
 1

0
+,

 y
ou

 d
o 

it
, s

om
e-

h
ow

. O
n

 a
 7

-9
, t

h
in

gs
 g

et
 m

es
sy

. T
h

e 
M

C
 w

il
l 

of
fe

r 
yo

u
 a

 h
ar

d
 b

ar
ga

in
 o

r 
an

 u
gl

y 
ch

oi
ce

.

SN
EA

K 
AR

OU
ND

W
h

en
 y

ou
 u

se
 y

ou
r 

ab
il

it
ie

s 
to

 a
ct

 s
ec

re
tl

y
 o

r 
d

ec
ep

ti
ve

ly
, r

ol
l+

P
ow

er
. O

n
 a

 h
it

, e
ve

ry
on

e 
th

at
 

sh
ou

ld
 f

al
l f

or
 i

t 
fa

ll
s 

fo
r 

it
. O

n
 a

 7
-9

, i
t’

s 
co

m
p

li
-

ca
te

d
. T

h
e 

M
C

 c
h

oo
se

s 
1:

• 
S

om
eo

n
e 

u
n

im
p

or
ta

n
t 

n
ot

ic
ed

 y
ou

, b
u

t 
th

at
 ju

st
 

m
ad

e 
th

em
 i

m
p

or
ta

n
t,

 r
ig

h
t?

• 
Y

ou
 a

re
 p

er
ce

iv
ed

 o
n

ly
 b

y 
a 

se
co

n
d

ar
y 

se
n

se
 

(s
om

eo
n

e 
p

ic
k

s 
u

p
 y

ou
r 

sc
en

t 
w

h
il

e 
yo

u
’r

e 
st

al
k

in
g 

th
em

; y
ou

’r
e 

se
en

 w
h

is
p

er
in

g 
a 

m
es

-
sa

ge
 b

u
t 

th
e 

m
es

sa
ge

 i
s 

n
ot

 h
ea

rd
).

• 
Y

ou
 m

u
st

 le
av

e 
so

m
et

h
in

g 
im

p
or

ta
n

t 
b

eh
in

d
 –

 
or

 b
e 

d
is

co
ve

re
d

.

PL
AY

ER
 M

OV
ES
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M
ONTAGE ( DOW

NTIM
E )

W
h

en
ever you

r ch
aracter h

as som
e d

ow
n

tim
e, 

ch
oose on

e w
ay to sp

en
d

 it:

• G
ive atten

tion
 to on

e of you
r L

ogos (or extra) 
th

em
es. T

ell everyon
e at th

e tab
le h

ow
 you

 d
o it 

an
d

 m
ark

 A
tten

tion
 on

 th
at th

em
e.

• W
ork

 th
e case. T

ell everyon
e at th

e tab
le h

ow
 

you
 d

o it, an
d

 gain
 3 C

lu
es w

ith
 a m

eth
od

 an
d

 a 
sou

rce b
ased

 on
 you

r d
escrip

tion
.

• E
x

p
lore you

r M
y

th
o

s. T
ell everyon

e at th
e tab

le 
w

h
ich

 M
ystery you

 exp
lore an

d
 h

ow
 you

 d
o 

it. Y
ou

 gain
 1 C

lu
e w

ith
 a m

eth
od

 an
d

 a sou
rce 

b
ased

 on
 you

r d
escrip

tion
. M

ark
 A

tten
tion

 on
 

th
at M

ystery’s th
em

e.

• P
rep

are for you
r n

ex
t activ

ity
. T

ell everyon
e at 

th
e tab

le h
ow

 you
 p

rep
are an

d
 ch

oose on
e: re-

cover all you
r b

u
rn

t p
ow

er tags O
R

 gain
 3 Ju

ice 
w

ith
 a m

eth
od

 b
ased

 on
 you

r d
escrip

tion
. Y

ou
 

can
 ch

oose from
 th

e effect im
p

rovem
en

ts u
n

d
er 

C
h

an
ge th

e G
am

e.

• R
ecover fro

m
 you

 last activ
ity. For each

 on
-

goin
g statu

s still affectin
g you

, th
e M

C
 w

ill tell 
you

 if an
d

 h
ow

 it can
 b

e red
u

ced
 d

u
rin

g you
r 

d
ow

n
tim

e an
d

 b
y h

ow
 m

an
y tiers. A

ltern
atively, 

th
e M

C
 can

 allow
 you

 to red
u

ce an
y or som

e of 
you

r statu
ses b

y on
e tier for each

 relevan
t tag 

you
 h

ave.

T
h

e M
C

 can
 cu

e in
to an

y of th
e m

on
tage even

ts 
an

d
 con

tin
u

e th
em

 as scen
es.

GEEK OUT DURING CREDITS 
A

t th
e en

d
 of th

e session
, w

h
en

 th
e cred

its roll, go 
arou

n
d

 th
e tab

le. E
ach

 p
layer can

 an
sw

er on
e or 

m
ore of th

e follow
in

g q
u

estion
s:

• H
ow

 h
as th

e crew
 grow

n
 th

is sessio
n

? 
R

ecover a b
u

rn
t crew

 p
ow

er tag or m
ark

 A
tten

-
tion

 on
 a crew

 th
em

e.

• W
h

ich
 ch

aracter h
ad

 th
e m

o
st m

ean
in

gfu
l 

in
teraction

 w
ith

 you
r ch

aracter th
is sessio

n
? 

A
d

d
 on

e H
elp

 p
oin

t or on
e H

u
rt p

oin
t n

ext to 
th

eir n
am

e on
 you

r ch
aracter card

.

• W
h

ich
 of you

r th
em

es is u
n

d
er th

e m
o

st 
strain

? If it collap
ses, w

h
at n

ew
 asp

ect w
ill 

sh
ow

 u
p

 in
 its p

lace? 
W

rite d
ow

n
 th

e an
sw

er u
n

d
er F

L
IP

S
ID

E
  

on
 th

at th
em

e’s card
.

FINALLY, SOM
E ANSW

ERS
W

h
en

 you
 fin

d
 an

sw
ers to

 you
r M

ystery
, ch

oose 
on

e, tw
o, or all th

ree:

Y
ou

 gain
 a d

eep
er u

n
d

erstan
d

in
g of you

r M
yth

os, 
of th

e su
b

ject of you
r M

ystery, or of th
e lin

k
 

b
etw

een
 you

r M
ystery an

d
 you

r M
yth

os. M
ark

 
A

tten
tion

 on
 th

e th
em

e to w
h

ich
 th

is M
ystery 

b
elon

gs.

Y
ou

 are sh
ocked

 b
y th

e d
iscovery to th

e p
oin

t of 
rejectin

g you
r M

yth
os or an

 asp
ect of you

r ord
i-

n
ary life. M

ark
 Fad

e or C
rack

 on
 an

y th
em

e.

Y
ou

r q
u

estion
s are an

sw
ered

. C
h

oose a n
ew

 M
ys-

tery for th
is th

em
e.

STOP . HOLDING . BACK .
W

h
en

 you
 u

se you
r p

ow
ers in

 a n
ew

 an
d

 n
ev-

er-b
efore-seen

 w
ay

 or scale, tell th
e M

C
 w

h
at you

 
h

op
e to ach

ieve. T
h

e M
C

 w
ill tell you

 th
e sacrifice 

it w
ill take from

 you
. T

h
en

 roll+L
ogos. O

n
 a h

it, 
you

 ach
ieve exactly w

h
at you

 w
an

ted
 to ach

ieve 
an

d
 p

ay th
e p

rice:

Sign
ifican

t: O
n

 a 7-9, m
ark

 Fad
e/C

rack
 an

d
 b

u
rn

 
all th

e p
ow

er tags on
 on

e th
em

e. O
n

 a 10
+, m

ark
 

Fad
e/C

rack
 on

 on
e th

em
e. 

N
o

 R
etu

rn
: O

n
 a 7-9, rep

lace on
e th

em
e. O

n
 a 10

+, 
m

ark
 Fad

e/C
rack

 an
d

 b
u

rn
 all th

e p
ow

er tags on
 

on
e th

em
e. 

U
ltim

ate: O
n

 a 7-9, you
 are k

illed
, d

estroyed
, or 

tran
sform

ed
 forever (for n

ow
). T

ake a tier-6 statu
s. 

Y
ou

 can
n

ot Face D
an

ger. O
n

 a 10
+, rep

lace on
e 

th
em

e

O
n

 a 6 or less, you
 p

ay th
e p

rice given
 for 7-9, b

u
t 

you
 also lose con

trol over you
r p

ow
ers or fail to 

u
se th

em
 as p

lan
n

ed
. T

h
e M

C
 w

ill d
ecid

e h
ow

, an
d

 
w

h
at th

e con
seq

u
en

ces are.

END OF THE ROAD
If you

r Id
en

tity
 ever b

eco
m

es resolved
, rep

h
rase 

it in
 th

e sam
e sp

irit to d
escrib

e a n
ew

 goal, a great-
er scop

e, a n
ew

 an
gle, etc. A

ltern
atively, if th

is 
asp

ect of you
r life tru

ly en
d

ed
, you

 m
ay rep

lace 
th

is Id
en

tity’s th
em

e.

FLASHBACK
O

n
ce p

er sessio
n

, w
h

en
 you

 h
ave th

e sp
otligh

t, 
ch

oose 1:

D
escrib

e an
 action

 carried
 ou

t b
y you

r ch
aracter 

in
 th

e p
ast an

d
 m

ak
e a m

ove for th
at action

. T
h

e 
ou

tcom
e of th

e m
ove affects th

e cu
rren

t scen
e. 

D
escrib

e even
ts from

 you
r ch

aracter’s b
ack

story 
th

at b
ecom

e relevan
t n

ow
. T

h
e M

C
 can

 aw
ard

 you
 

w
ith

 1 Ju
ice or 1 C

lu
e b

ased
 on

 you
r d

escrip
tion

.

M
AKE A HARD CHOICE

W
h

en
 an

sw
ers to

 you
r M

ystery
 are w

ith
in

 reach
, 

b
u

t you
 forego

 th
em

, m
ark

 Fad
e on

 th
at M

ystery’s 
th

em
e.

W
h

en
 you

r Id
en

tity
 d

em
an

d
s you

 act or sp
eak

 
in

 a given
 w

ay
 an

d
 you

 d
on

’t, m
ark

 C
rack

 on
 th

at 
Id

en
tity’s th

em
e.

W
h

en
 you

 sacrifice so
m

eth
in

g you
 tru

ly
 w

an
t in

 
ord

er to
 ab

id
e b

y
 you

r Id
en

tity
, m

ark
 A

tten
tion

 
on

 th
at Id

en
tity’s th

em
e.

©
 2018 Son of O

ak G
am

e Studio / A
m

ít M
oshe



©
 2

01
8 

So
n 

of
 O

ak
 G

am
e 

St
ud

io
 / 

A
m

ít
 M

os
he

TR
AC

KI
NG

 C
AR

DS



©
 2018 Son of O

ak G
am

e Studio / A
m

ít M
oshe

CHARACTER SHEET



TH
EM

E C
AR

DS
 S

HE
ET

 (F
RO

NT
)

©
 2

01
8 

So
n 

of
 O

ak
 G

am
e 

St
ud

io
 / 

A
m

ít
 M

os
he



©
 2018 Son of O

ak G
am

e Studio / A
m

ít M
oshe

THEM
E CARDS SHEET (BACK)



CITY OF MIST  
BACKERS
We at Son of Oak would like to 
extend a special “thank you” to 
everyone who backed City of Mist 
on Kickstarter – this game could not 
have been made without you!
A J L Dodd, A. Leib, A.E.Pietz, A.H. Helmi, Aaron Amelia, Aaron and 
Stephanie Richardson, Aaron Cameron, Aaron Donogh, Aaron Griffin, 
Aaron J Amendola, Aaron Porter, Aaron Rowell, AbsurdNerd, Achim Press, 
Ada & Alon Elkin, Adam “Go Bears” Sena, Adam Alexander, Adam 
Brimmer, Adam Canvas Giangregorio, Adam Clayton, Adam Connolly, 
Adam David Dunlop, Adam James Waggenspack, Adam Lyzniak, Adam 
Makey, Adam Manleg, Adam Messner, Adam Neisius, Adam Nordin, Adam 
Poots, Adam Rajski, Adam RKitch, adam wyrd oedekoven, Adrian “The 
Lurker” Sparkman, Adrian Klein, Adrian Krummenacher, Adrian Praetorius, 
Adrian Smith, Adrien42, adumbratus, Aidan Broadbent, AJ Carruthers, 
Akyrh, Al Billings, Alain Manguy, Alan Cohen, Alan Twigg, Alastair White, 
Alcethenecromancer, Alea.INC, Aleana Ozlin, Alejandro Martorell Vidal, 
Aleksandr Ermakov, Alex, Alex Blue aka. “The Wild Blue Yonder”, Alex 
Busby, Alex De Quintana, Alex Huddleston, Alex Kasmara, Alex Luty, Alex 
Spotti, Alexander Gent, Alexander Haube, Alexander King, Alexander R. 
Corbett, Alexis HOARAU, Alfred Rudzki Hitchcock, Alfredo Amatriain, 
Alice Timnat, Alistair Morrison, Alon Gavish, Alpo, Alton Capps, Aly 
Frederico Lenzi Margute, Alyssa Marie, Alythe, Amadeus, Amazing Rando 
(Randy Oest), Amelia, Ami Kolberg, Amidan Roth, Anastasiya & Paride, 
Anders Fredrik Liden, Andre Canivet, André Pönitz, Andrea Leoncini, 
Andrea Phillips, Andrea Ropella, Andreas Eisenbraun, Andreas Monitzer, 
Andrew B., Andrew Castner, Andrew Cotgreave, Andrew Crawford, Andrew 
Dacey, Andrew Dixon, Andrew Fewster, Andrew Foxx, Andrew Goodson, 
Andrew Guentert, Andrew Haywood, Andrew James, Andrew Kenrick, 
Andrew Limbert, Andrew Lloyd, Andrew Lorenz, Andrew Medeiros, Andrew 
Moreton, Andrew Piseck, Andrew Rosenheim, Andrew Williams, Andy 
Clark, Anestis Kozakis, Angela Murray, Angelo Pileggi, Angie Pettenato, 
Angus Abranson, Anima, Anne Wiesner, Anthony Dale Macken, Anthony 
Falk, Anthony Meleah, Anthony Orozco, Antoine Pempie, Anton Cox, 
Anton H., Antonio M. Martorell Ferriol, Antonio Ortiz Herreros, Aramis 
Sanchez, Ari Weaver, Aric ‘Expersprobi’ Horst, Ariel Samoil, Arik Sternberg, 
Arkhane Asylum, Arnulphe de Lisieux, Arthur Lender, Arttu Seppi, Artur 
Cnotalski, Ash Walter, Ashton Sewell, Askander, Aslan Silva, Asociación 
Alcalá Nocturno, Assaf Elron, Atlictoatl, Aurèle Nicolet, Austin Brei, Avner 
Shahar-Kashtan, Ayala Sorotsky, B.Hoplight, Bailey O Veasey, BAJORQUE 
aka Anne-Sylvie Betsch, Barak Blackburn, Bartosz Stopczyk, Beachfox, 
BeePeeGee, Ben Campion, Ben Cunningham, Ben Hatton, Ben Powell, Ben 
Quant, Ben Robertson, Ben Rosenbloom, Benjamin “BlackLotos” Welke, 
Benjamin Adelman, Benjamin Duff, Benjamin Koch, Benjamin Petersen, 
Benny McElwaney, Benoît Philibert, Benton Little, Bernd Linke, Bert Isla, 
Beta Blue, Bethany Booth, Betty Chiu, Big Al, BJ McManus, Blake Hutchins, 
Blake McCormack, Blake Wilson, Błażej “Rals” Kosiński, Blechpirat, Bodo, 
Boris “Howlykin” Volk, Brad Castles, Brad Evans, Brad J Lyon, Brad 
Osborne, Brandon Gross, Brandon Karratti, Brandon Maeda, Brandon 
Metcalf, Brennan Dawson, Brennan See, Brenten Reed, Brenton McKinlay, 
Brett Byers, Brett McKenzie, Brett Volz, Bri, Brian “Zabaoth” Kulesza, Brian 
Allred, Brian Casey, Brian Christopher Thibodeau, Brian Habenicht, Brian 
Shourd, Brian Warman, Brian Young, Bruce Curd, Bryan “Maldroth” Botz, 
Bryan Flowers, Bryan Van Deusen, Bukros Szabolcs, Byron D. Molix, C. 
Newhouse, Caitlin Jane Hughes, Callum Goulden, Camdon Wright, 
Cameron Olson, Cameron Wallace, Cameron Worrall, Candice Bailey, Cargo 
Manshark, Carl, Carl Black, Carl Gerriets, Carl L. Congdon, Carl Walter, 

Carlos Daniel Muñoz, Carlos E. Contreras Jr., Carlos Ovalle, Carly & 
Graeme Strang, Carter T Snelson, Cassiel Amador, Catalor & Grunyon, 
Cédric Ferrand, Cédric MONIN, Cemal Lindström Gülseven, Cera, Chad A 
Bale, Chad Stevens, Channing Helmling-Cornell, Charles “Vodokar” 
Minars, Charles Chapman, Charles Hall, Charles Myers, Charles 
Summerhill, Charles Tilley, Charlie A Main, Charlie Goren, Chen J. Sharon, 
Chirag Asnani, Chloe Sutherland, Chris ‘Warcabbit’ Hare, Chris 
“Grimtooth” Colborn, Chris & Carole Haakenson, Chris Allison, Chris 
Aubrecht, Chris Bekofske, Chris Hall, Chris Harris, Chris Hartford, Chris 
Huddle, Chris Janson, Chris Michael Jahn, Chris Mortika, Chris Pearse, 
Chris Rowlands, Chris Sandow, Chris Upton, Chrissie “Eris” McILwaine, 
Christen N. Sowards, Christiaan “Masterfod” Fernando, Christian A. Nord, 
Christian Caron, Christian Danielson, Christian Engelhardt Johansen, 
Christian Giove (GSNT), Christian Kukli, Christian Lindke, Christian 
Luetkemeyer - UDKCF.com, Christian Rivero, Christian Walters, Christine 
Scherer, Christon “ToughGuy” Suess, Christoph Laurer, Christoph Wagner, 
Christophe Massin, Christopher “Taco” Rowland, Christopher Bostick, 
Christopher D Meid, Christopher Gunning, Christopher Larkin, Christopher 
Lee, Christopher Nickell, Christopher Robichaud, Christopher Vogler, 
Christopher W. Dolunt, Ciril Neukom, Claude Weaver III, Claus Emmer, 
Clepsydriska, Clever By Half Productions, Cody Black, Cody Landis, Cole 
sorense, Cole Warburton, Colin ‘Magpie’ Braddock, Colin Ward, Colin 
Wilson, Conall Patrick Muldoon, Connor Alexander Lawrence Gerard 
Amyotte, Connor Lynch, Conor Fogarty, Cooper MacDonald, Cory Smith, 
Craig ‘Cray-Cray’ Mooney, Craig Hackl, Craig Richard Mason, Craig S, Craig 
Sambells, Craig West, Curtis A. Plunk, Damian Hupfeld, Dan “Sandwich” 
Adams, Dan Bongert, Dan Haskins, Dan Luxe, Dan Massey, Dan Suptic, 
Dani Jang (장일환), Daniel ‘Eldritch Vapor’ Speir, Daniel “Praukse” 
Hunsaker, Daniel Andrei Fidelman, Daniel Davis, Daniel Dennerkrans, 
Daniel Drake, Daniel Gerszewski, Daniel Jacobson, Daniel Jacobsson, 
Daniel Ley, Daniel Linsley, Daniel Markwig, Daniel Norton, Daniel P. 
Chmara, Daniel Rodrigo Navarro Melendo, Daniel Shaughnessy, Daniel 
Singer, Daniel Stack, Daniel Steadman, Daniel Thomas Hicks, Daniel 
Thoreson, Daniel Wilks, Daniel Zolotnitsky, Daniela Richter, Daniele 
Nicolini, Danny Keith, Danny Scullion, Dario Praselj, Darkshifter, Darren 
Davis, Darth Mauno, Daryl Chan, Daryoush Behpour, Dave “Wintergreen” 
Harrison, Dave Godwin, Dave Horne, Dave Shramek, Dave Turner, David, 
David “Tsu” Reichgeld, David “Weimann” Karlson-Weimann, David A. 
Nolan, David Anderson, David Andrews, David B. Semmes, David B. White, 
David Beavers, David Birt, David Bjorne, Dávid Csobay, David D., David D., 
David Dorward, David Fontes, David G. R. Lavigne, David Ginsburg, David 
Harrison, David Homola, David Hopf, David Kellum, David Klein, David 
Lyons-Nash, David Mali, David McCulloch, David MG, David Needham, 
David Paul Guzmán, David Perry Anderson, David R Thrush, David Ruskin, 
David Sil, David Skoog, David Stephenson, David van Dijk, David Walker, 
David William Raley, Dawid “Dievas”  Wojci, Dean Glencross, Declan 
Feeney, Delotox, Dennis Adams, Dennis M, Derek Deren, Derek Grimm, 
Derek Guder, Derek R. Copenhaver, Derek Storm Graden, Derek the Bard, 
Derrick S. Maltman, Desiree Cabrera, Det.Sgt. Keaton Kumar, Dev, 
DevilDog, Devin Mont, Devin Sherman, Diamond “Kit” Andrade, Diego 
Barretta, Dirk Keienburg, DocChronos, Dom Mooney, Dominic Ellis, 
Dominik Pavetic, Dominik Sebastian Kraft, Don Arnold, Don Fallo, Donald 
Roberts, Dooarf, Dotan Dimet, Doug “Kosh” Williamson, Doug Coleman, 
Doug Graham, Douglas “Caernkeeper” Mota, Douglas Jessup, Douglas, 
Eron, Dg, Malcom, Tiago, Marielle, Dr Adrian Melchiori, Dr. Donald A. 
Turner, Dr. J.M. “Thijs” Krijger, Dr. Jeremy Qualls, Drew Doucet & Matt 
Bond, Drew Gerken, Drew Morgan, Drew Wendorf, Drew Wright, Drift 
Dragon, Duan Bailey, Dub Saunders, Dustin Headen, DW, Dylan Durrant, 
Dylan Horley, Dylan Knight, E. M. Hand-Smith, Eben Mishkin, Ed “Killer 
Shrike” Hastings, Ed Kowalczewski, Ed McW, Ed Pegg Jr, Eden “Raven” 
Cohen, Edgar Gonzalez, Edouard Contesse, Eduardo H. Schaeffer, Eðvarð 
Arnór Sigurðsson, Edvard Blumentanz, Edward MacGregor, Elaina Graff, Eli 
Levinger, Elik Kazav, Eliran Teller, Elisabet Johansson, Elizabeth Brandow, 
Elizabeth Jaye, Elizabeth Keyes, Elliott Freeman, Elyezer Costa, Embers 
Design Studios, Emil Chludziński, Emmanuel Papst, EncounterRoleplay, 
Eoin Burke, Erez (Taleslord) Regev, Eric “Garfink” Lai, Eric “Tuckmeister” 
Tucker, Eric Aubey, Eric Brousseau, Eric Coates, Eric Ganas, Eric 
Haverkamp, Eric Ho-San Lartz, Eric Iacono, Eric Lamoureux, Eric Richetti, 



Eric Taylor, Erica “Vulpinfox” Schmitt, Erick Vallejos, Erik A Saltwell, Erik 
Cooper-Flowers, Erik Ingersen, Erik Louie H. Seguinte, Erik Micheal 
Belsaas, Erin Harvey & Elisa Rosales, Esteban I. Maletti, euansmith, 
Eurymachos, Evan Saft, evil bibu, Evil Hat Productions, Fabien Barbier, 
Fabrissou, Félix Gagnon, Farid Kutyev, Farkas Tivadar, Federico 
(Dimofamo) Totti, Federico Manuri, FelTK, Filthy Monkey, Flo Hoheneder, 
Florian Hollauer, Florian Merx, Francesco Mentone, Franck Andrieu, Frank 
Branham, Frank C. Carr, Frank Claro, Frank Falkenberg, Frank J. Schildiner, 
Frank Reiss, Franny Jay, Frazer “Aim careful, and look the devil in the eye” 
Barnard, Fred Fullerberry, Frederic B E Walker, Fredrik “Dremacon” 
Oskarsson, Fredrik Somerville, Frost Holliman, G & K Kininmont, G. 
Desmond Wooten, Gabriel Bélanger, Gabriel Pellizzaro, Gal Tsaig, Game 
Rustlers, GameMasterTable, Garrett Gaunch, Gary Anastasio, Gary Blunt, 
Gary Schaper, Gary Tull, Gautam Behal, Gavan Keamy, Gavin K Duffy, 
GeekDad, George Alexander, George Graybill, George Orlov, George Pitre, 
Gerald L Rose Jr, Gert-Jan van der Krogt, Gianluca TheOriginalKrang 
Manzo, Giovanni Madoi, Giuseppe D’Aristotile, Glen R. Taylor, Glenn 
Dallas, Glenn Seiler, Gnome Archivist, Gordon Decker, Gordon Goldner, 
Gozuja, Grant Nation, Greebs, Greg Conant, Greg Gelder, Greg leat, Greg 
Trent, Gregor Biberacher, Gregory Curley, Gregory Lauzon, Gregory 
McCausland, GremlinLegions, Grigorakakis Panagiotis, Grigoriy Nikiforov, 
Guido Campanini, Gur Arie Livni Alcasid, Gustavo “Tanaka” La Fontaine, 
Gustavo A Rosrig, Guy ‘’The Wraith’’ Larke, Gwathdring, H Alexander 
Perez, H Boyle, H. M. ‘Dain’ Lybarger, H. Rasmussen, Hægin, Hagai 
Mordechai Gumpert, Haggai Elkayam, Hana Lupačová, Hank Driskill, 
Harald Eckmüller, Harpal Khalsa, Harrison Parker, Hassan Zahir Fajri, Hawk 
Haines, Hayden Tunnicliffe, Heimi, Henry “PandaDad” de Veuve, Herman 
Duyker, Hesy, Hilel Yehuday, Holland Wilson, Howard M Thompson, 
Huston Todd, Ian Dale Weeber, Ian Jenkinson, Ian M Ward, Ian McFarlin, 
Ian van de Laar, Idan Ariav, Ido Solomon, Ido Tzang, Ignatius Montenegro, 
Ilya Shishkonakov, Imunar, Indigo Pohlman, Indraneel Dutt, Ingo Beyer, 
Inside the Box Board Games, Ioannis Krommydas, Ironchicken, Isaac at 
Quillhound, Isaac Eshkenazi, Ismael D. Sacaluga, Itai Ben-Ivri, J Backer, J F 
Lewis, J Healy, J-Y “Eureka” Trouveroy, J. Derrick Kapchinsky, J. Michael 
Lanaghan, J. Nicklas Andersson, Jack “The Hammer” Stone, Jack Gulick, 
Jack Krause, Jack Liska, JackoFyre, Jacob Auer, Jacob T. Reed, Jacques 
DuRand, Jaime Robertson, Jakub ‘Baddy’ Baudyš, Jamas Enright, James 
Adam Brittain, James Cunningham, James David Samuel, James Dillane, 
James Dunbier, James hawkes, James Hays, James Henry Steinberg, James 
L. Aevermann, James Margotta, James Mena, James Parks, James S. Barratt, 
James Smith, James Stoner, James Worley, Jameson Mulroney, jamie, Jamie 
and Jonathan Gilmour, Jamie Leitner, Jamie Shaske, Jamie Smith, Jan 
Pieter, Jan Richter, Jani Reinikainen, Janne Vuorenmaa, Jarrod Farquhar-
Nicol, Jasn Painter, Jason ‘Jaynay’ Hewett, Jason “Panda” Hayes, Jason 
Alexander Phillips, Jason B Beck, Jason B. Smith, Jason Blackmer, Jason 
Corley, jason e. bean, Jason Fryer, Jason Hipe, Jason Irwin, Jason Jordaan, 
Jason Leisemann, Jason Moses Wong, Jason Pasch, Jason Petry, Jason Pitre, 
Jason Skavlebo, Jason Spencer, Jason Tocci, Jason W, Jason Warlock, Jason, 
Kristin, and Peter Childs, Javert Alfred Prufrock, Jay Gainsford, Jay Loomis, 
Jay Mann, Jay Peters, Jay Trask, Jay Wigglesworth Jensen, ‘Jayhad’ Wrobel, 
Jean-Olivier “Volsung” Ferrer, Jeff “JSP” St . Pierre, Jeff Crews, Jeff Smith, 
Jeff Sweet, Jeff Troutman, Jeffrey A. Jones, Jeffrey S. James, Jeffrey Threatt, 
Jemrys J. Rueff, Jen Kitzman, Jenn Chant, Jenny Scheidt, Jeremy Hamaker, 
Jeremy Handler, Jeremy Hochhalter, Jeremy Kear, Jeremy Robertson, 
Jeremy Siemon, Jeremy Taylor, Jeremy Z, Jerome and Laura Anderson, Jerry 
Barth, Jerry Butler, Jerry Doolin, Jerry L. Meyer Jr., Jesper Cockx, Jesse 
Donavan Edmond, Jesse Goble, Jesse James Langille, Jesse Moore-
Hendrickson, Jesse Mungle, Jesse Rosen, Jesse Thacker, Jesse Vining, Jim 
Hart, Jim Mason, Jim Matt, Jim York, Jimmy Ringkvist, Jinnapat 
Treejareonwiwat, JMH621Nova aka. Jonathan M. Harris, Joan Julià Trias, 
Joanne M. Kelly, Jocelyn Anderson, Jody Kline, Joe Avolio, Joe Barnsley, Joe 
Bausch, Joe Parrino, Joel Alexander Ornelas, Joel Kurlan, Joël Marco, Joel 
Micheal Schellenberg, Johanna Eimannsberger, Johannes Dongelmans, 
Johannes Oppermann, John & Kimberly Poole, John A W Phillips, John C 
Barstow, John Chambers, John Desmarais, John Donahue, John Dornberger 
and Miles Peiser, John G. Dwyer, John Hacker, John Helmuth, John Henry, 
John I Karatovic, John M. Campbell, John Oram, John PM Chappell 
(Gaidheal), John R. Trapasso, John Rogers, John Simutis, John Taber, John 

Turner, John Vots, John-Patrick Pink, John/Gwynn Templeton, Johnathan 
(Jt) Turner, Johnathan Parrott, Johnnie Pittman, Jon Bonazza, Jon Boylan, 
Jon Bristow, Jon Hygom Gislason, Jon Terry, Jon Welfare, Jonas Hoflin, 
Jonas Lowery, Jonathan “Buddha” Davis, Jonathan “SteelSeraph” Steele, 
Jonathan & Emily Iversen, Jonathan Fiat, Jonathan Finke, Jonathan Fish, 
Jonathan George, Jonathan Klick, Jonathan Korman, Jonathan Ortega, 
Jonathan Paul, Jonathan Perrine, Jonathan Sourbut, Jonathan Tan Chiu Joo, 
Jonathan Tinsley, Jonny Billett, Joost van Dyck, Jordan Lennard, Jordan 
Rosenwald, Jordi Aldeguer, Joris Van der Vorst, Jörn Kiwitt, José Alarico 
Texeira Manzano, Josep thorpe, Joseph Le May, Joseph Noll, Josh and 
Sherry Massey, Josh Chafin, Josh Crowe, Josh Pedrick, Josh Rensch, Joshua 
“I had to pay twice for shipping” Sims, Joshua Evans, Joshua Hoffner, 
Joshua Lin Huankai, Joshua M. Louderback, Joshua McCrowell, Joshua 
McGrew, Joshua Nicholas Aeria, Joshua Oberin, Joshua Ramsey, Joshua 
Ridens, JT Scott, Juan Fernández, Juan Fernando Carpio, Judd M. Goswick, 
Jude Lichauco, Juliane Strietz, Justin Delaney, Justin S. Davis, Justin Vander 
Schaaf, Justin W., Justin Wyatt, K. D. Bryan, K. Stanford, Kaerith Savboné, 
Kai Wiechmann, Kaleb Barker, Kaleb M., Kaliis “Paperklip” Smith, Kalysto, 
Kamil Knapczyk, Karl Kre, Karl Miller, Karl Okerholm, Karl Scheer, Kasper 
Hermansen, Kat “Wildcat” Baker, Katherine Fac, Keith Vaglienti, Kelley 
Harkins, Ken Napper, Ken Shiro, Kenneth “Noble Warrior” Wright, Kenneth 
Charles Mayer III, Kenneth Delie, Kenneth Jeffers, Kenneth Sheffield, Kevin 
Bates, Kévin Flamanc, Kevin Flynn, Kevin Hannah, Kevin Lemke, Khaled 
Naib, Kid Death, Kieran Chauhan, Kieran Wallace, Kika Asylum, Kim 
Christoffersen, Kim Osbourn, Kim Shier, Kim yunjong, Kitano, KJ Weir, Kris 
Densley, Kris Kennaway, Kris Vanhoyland, Kristina Zimmermann, Kristof 
Klee, Kristoffer Frølunde Jensen, Kristopher Cruz, Kurt Blanco, Kurt 
Schubach, Kyle “Fiddy” Pinches, Kyle & Becky Hooton, Kyle Ayres, Kyle 
Fox, Kyle Kiefer, Kyle Koster, Kyle Purkiss, Lakshman Godbole, Lance 
Yerelian, Laresgod, Larissa Paladin, Larry Hollis, Lars Blumenstein, Lars 
Heitmann-Ohnesorge, Lars Pedersen, Laura Briskin-Limehouse, Laurie 
Comfort, Laurie J. Rich, Le Minh Duc, Lee E Langston, Lee Odlum, Lee 
Prosperie, Lee Rosenbaum, Lemmo Pew, Lena Graziano, Leo Byrne Jenicek 
AKA The Regulator, Leo M. Lalande, Leonard Lee, Leron Culbreath, Les and 
Dashiell Simpson, Leslie A. Wilson, Lester Ward, Lexter L Seda Sánchez, 
Liam Garvo, Libby Parker, Liberty O’Dell, Lilian W. Thevenet, Lisa 
Nunheim, Lissa Taylor, Lloyd ‘Ecstatic’ Gyan, Lone Lekgolo, Lonnie 
“Gamefu” Spangler, Lord Nabu, Lorenz “Silversteel” Aschaber, Lorenzo 
Bandieri, Lorta Robeson, Lowell Francis, Luc Phaneuf, Luca Neukom, Lucas 
Bell, Ludovico Alves, Luigi Briganti, Luis Pavel Gomez, Luke ‘PunQuillity’ 
Elias, Luke D Goodman, Luke Garrison Green aka Thrythlind, Lyle 
Wiedeman,  
M Clewett & S Tarrier, M. Meyer, Maayan Ben Siton, Mackenzie Hayes, Mad 
Jay, Magnus “Rama-Nefru” Korberg, Maksim Mukhammedov, Malcolm 
James, Manuel Serra Rodriguez, Marc Margelli, Marc Seidel, Marc Senecal, 
Marcin Kuczyński, Marco Goebel, Marcus “NerdFlyer” Luft, Marcus Ilgner, 
Marcus Yonce, Marek Chance Benes, Mariah Leah Jensen, Marie “FoxiMari” 
Bull, Mario Lapointe, Mario Truant, mariuss, Mark “Sherlock” Hulmes, 
Mark C. Eberhardt, Mark Carter, Mark Delsing, Mark Diaz Truman, Magpie 
Games, Mark Edwards, Mark Fenlon, Mark Francis, Mark Green, Mark 
Hillengass, Mark Miller, Mark Richman, Mark Shessel, Mark Slattery, Mark 
Wood, Markus Aurelius, Markus Raab, Markus Schoenell, Markus Wagner, 
Markus Widmer, Marsha “Mags The Axe” Wji, Marshall Wells, Martin 
Bourque, Martin Glöckner, Martin Greening, Martin Milde, Martin 
Peladeau, Martin Schramm, Martin Trudeau, Marty Barnett, Marty 
Chodorek, Marvin Langenberg, Marwin Josephsson, Matej Pupacic, Mathew 
Reuther, Mathieu Lapenna, Matías N. Caruso, Matic Kačič, Matt ‘Haxar’ 
Shaw, Matt ‘Smug’ Smithers, Matt “9littlebees” Kay, Matt Balara, Matt 
Caulder, Matt Clay, Matt McGuire, Matt Montney, Matt Morton, Matt 
Murray, Matt Nixon, Matt Petruzzelli, Matt Richardson, Matteo Tirelli, 
Matthew “Star20” Bricker, Matthew Aaron, Matthew Bauer, Matthew 
Broome, Matthew Charles Henry Winder, Matthew Cranor, Matthew 
Dickson, Matthew Dorbin, Matthew G. Swetnam, Matthew Hadlock, 
Matthew Hayduk, Matthew McFarland, Matthew Molumby, Matthew 
Nielsen, Matthew Poonamallee, Matthew R May-Day, Matthew Swank, 
Matthew Truesdale, Matthew Upton, Matthias Rohde, Mattia Davolio, 
Mattias Houston, Mauro Adorna, Maxfield Stewart, Maxime Girard, 
Maxime Mougeot, May Smith, Merry Crystal, Mfmage, Mia ‘Bunni’ Duff, 



Micael Fryksäter, Michael A Guerra, Michael Baumbach, Michael Bowman, 
Michael Bradford, Michael Busuttil, Michael Dodd, Michael Endo Weil, 
Michael G. Potter, Michael Gleeson, Michael Goldsby, Michael Haire, 
Michael Hill, Michael Hunt, Michael J Curtis, Michael J. Cramer, Michael 
Kaplan, Michael Kreggen Wuttke, Michael Masberg, Michael McConnell, 
Michael Mendheim, Michael Moceri, Michael Parker, Michael Pelletier, 
Michael Pineda, Michael R. Smith, Michael R. Underwood, Michael Sandlin, 
Michael Scott Mears, Michael Smith, Michael V O’Connor, Michael Van 
Dyke, Michael W. Mattei, Michael Willows, Michael Zenke, Michał ‘.Xaos’ 
Lewandowski, Michele Gelli, Mick Bradley, Miguel Ángel Arnaiz Guimet, 
Miguel Maria Duran, Miguel Torija Mora, Mikael Dahl, Mikael Tysvær, 
Mikayla Anya G. Cahiwat, Mike Gerdes, Mike Munsil, Mike Osredkar, Mike 
Quintanilla, Mike Schmitz, Mike Shema, Mikhail Tsarev, Mikko Västi, 
Mischa D. Krilov, Mitchell M. Evans, Mitchell Shipman, Mohel Lipshitz 
Katz, Morgan pelkey, Morgan Weeks, Morten Kronqvist, Mr Paweł 
Sęczkowski, MrJPStilts, MV, N Schoenholtz, Nate Newlon, Nathan Gandy, 
Nathan Reed, Nathan Rudd, Nathan Tolbert, Navot Ram, Neal Tanner, Neil 
Ditchfield, Nelson Ruger, Nesox Kalim, Nessa, Nestor D. Rodriguez, Niall 
O’Donnell, Nicholas Arroyo, Nicholas Barton, Nicholas Bootsman, Nicholas 
Greder, Nicholas Green, Nicholas K. Swanson, Nicholas Stinchcombe, Nick 
Clements, Nick Fovargue, Nick Hopkins, Nicola Corticelli, Nicola Urbinati, 
Nicolás Brian, Nicolas Vandemaele-Couchy, Nicole Michalak, Nicolette 
Tanksley, Nimrod Back, Nina Menkes, Ninjar, NJ Glassford, Noah Jay-Bonn, 
Noam Roth AKA Celebrity Noam, Noble A. DraKoln – CEO Arvada Labs, 
LLC – Www.arvadalabs.com, Nodsgrimly, Noel Warford, Noelle Fandel, 
NoJa, Nomad, Norman Arthur Brumm IV, Nullpunkt, Nurit Guthrie, 
Oakarms, Ofer Metuki, OhlookitsMatty, Oliver “Ahrimanius” Summers, 
Oliver Lind, Oliver Lipton, Oliver Lopez, Oliver Morris, Oliver Shead, Ollie 
Gross, Ols Jonas Petter Olsson, Omar Amador, Omer Golan-Joel, Omer Ran, 
Omer Raviv, ONE SHOT Podcast, Orla Byrne, Oscar Iglesias, Oscar Ulloa, 
Otavio Araujo Costa, Our Hero Andy, Pablo “Hersho” Domínguez, Pablo 
Palacios, Pablo Saldaña, Paladin von Korff, Pangur Ban, Paolo Vitiello, 
Parker Abbott, Patrice Mermoud, Patrick Heagany, Patrick Knowles & Tyler 
Lominack, Patrick Walter, Patrik “Figure4” Andersson, Patryk Adamski 
‘Ruemere’, Pau Blackonion, Paul “Fatpob” Goldstone, Paul “LostLegolas” 
Leone, Paul & Tiggy, Paul Allard, Paul B. Currie, Paul Chavarria, Paul 
Francis, Paul Haban “XpresoAdct”, Paul Houlihan, Paul Hudson, Paul 
Johnson, Paul Kießhauer, Paul Messenger, Paul Sheppard, Paul Townsend, 
Paul Umbers, Paul Wilson, Pável Ojeda, Peanut, Pedro César Díez Ramón, 
Pedro J. Rosales, Penon Victor, Perverseness, Pete Griffith, Pete 
Woodworth, Peter Askling, Peter D. Clark III, Peter Sotos, Petri Leinonen, 
Phil Doud, Phil McGregor, Phil Pestinger, Philip “xipehuz” Espi, Philip C. 
Robinson, Philip Jack, Philipp “Sp3c1” Hinrichsen, Philipp Neumann, 
Philippe Racine, Phillip Bailey, Phillip Burkholder, Pieta Delaney, Pietro 
Pugliese, PigletinBooties, PK Sullivan, Pokivim Kenvay, pookie, Porter 
Williams, President Good Boy, Preston Poland, PrometheusUB, Prudence 
Greenwood, Pudjiono Jaya Saputra, Quasi, R. Sean Callahan, Radoslaw 
Bozek, Rafael da Cruz Martins, Rafael Ferreira, Ramiz Latif, Randy Cronin, 
Rane Staten, Rani sharim, Raphael Ekiert, Rasmus Nicolaj West, Ravnos 
Phantom, Ray M., Raymond Nagle, RED RAVEN, Reginald puttknee, René 
Schultze, Renee M. Solberg, Reuben Israel Beattie, Rev. Keith Johnson, 
Rhys A Davies, Rhys Chiari Jones, Ric Baines, Ricardo Esteves Alves, Rich 
Bailey, Rich Fowler, Rich Kummer, Richard ‘Scylld’ Comfort, Richard 
‘Vidiian’ Greene, Richard Allex Bethke, Richard Allred, Richard Baldwin, 
Richard Evans, Richard Frolkovič, Richard Frost, Richard L. Skinner III, 
Richard Morales, Richard Schwerdtfeger, Rick Blanco, Rick Neal, Rickard 
Elimää, Riley Crowder, Rob Abrazado, Rob Deobald and Rachelle Shelkey, 
Rob Donoghue, Rob Nadeau, Rob Wieland, Robert Bealer, Robert Burson, 
Robert Carnel, Robert Charles “ScytheKnight” McPherson, Robert D 
Rosenthal, Robert De Luna, Robert E Kennedy III, Robert G. Male, Robert H. 
Hudson Jr., Robert J. LeBlanc, Robert Kosek, Robert M. Everson, Robert 
Scott Pacheco, Robert Smith, Robert Woford, Roberto Nieves, Robin 
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