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In late August 2017, I discovered Grant Howitt’s one-page games thanks to my friend Manuel
Bedouet. I found them formidably inventive, a masterclass in game design in their concision
and aesthetic; I was so attracted by them that I decided to do exactly the same thing. I wrote a
game by hand, published it discreetly, and moved on. Except inspiration didn’t, and I suddenly
got an idea for a second game, and then a third, and then...

I decided to dare myself to write one game per month for as long as I could. A year later, I've
written the 14 games you now hold in your hands, gathered here after having been published
monthly. I hesitated on making English handwritten versions of them, but decided it would
be easier (and more legible) for everyone if I translated their typed version. You'll still get the
original drawings and even additions and/or corrections in some cases!

If you like to play with or without a MC, with 3 or more players, with or without dice; if you
like short games or sagas; if the idea of playing a time traveler, a pensioner on the run, a flower
in a suit, a lost cuddly toy, a tree, a teenage investigator, a ghost, a doppelgédnger, a constellation,
a roboanimal, a humanoid vulva, a dream, a Victorian explorer or a coffee drinker thrills you,
you should find a couple of games that suit your fancy in there! And if not, I hope I'll convince
you when season 2 comes...

—COme Martin
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THE ANTI-PARADOX BRIGADE
A mini-RPG by Céme Martin, written in September 2017

All the best Agents are already on the field when the alarm
goes off at the Time Agency. That’s why, for once, it’s you they
call... Heres your chance to shine again, or confirm your in-

eptitude! ¢
P &)

CHARACTERS: Roll a bunch of dice to create your ~——me—

character. They will give you his Exploit, his secret
Motivation (added to the official mission) and his start-

ing Equipment. Fill the gaps, invent stuft if needed. Your charac-
ter is a little clumsy, yes, but they are also a potential hero!

What’s your PC called? Choose a grade and a historical an-
cestor: Corporal Lewis Charlemagne, Sergeant Laura Cleopatra,
Lieutenant Sergio Kennedy...

EXPLOIT (1d6): To have...
1: ... convinced the king of Sweden to yield you some lands
2: ... infiltrated a troop of Huns in the middle of the night
3: ... repaired a gravicopter’s motor in the Mesozoic era
4: ... documented the mores of 43th century Amerindians
5: ... won the annual strong-arm tournament in Green River, Wy-
oming in 1837
6: ... discovered a 123rd element on Mendeleiev’s table

SECRET MOTIVATION (1d6):
1: Respect the last will of your mother, a former Agent
2: Surf on the Pompeii’s eruption
3: Hide from the authorities, whod like to ask you a few questions
4: Avoid the 4th Korea War
5: Swipe Ramatonov XIV’s personal rifle
6: Show Buffalo Bill you're stronger than him

EQUIPMENT (2d6):

2: A gammapistol 8: The History of Time by Leon Kulp

3: Antigrav boots 9: A Repairbone minute kit
4: Scan goggles 10: A transtemporal phone
5: A mini holoproj
6: An InfiniOven™

7: A paradoxometer

11: A pair of Breath'gloves
12: A damaged ServoBot

Other things found during the session can be added to your
Equipment if the MC agrees.

Finally, you're afraid of something because of a previous mis-
sion gone bad: cats, tunnels, the color red... The player to your left
decides what exactly is your Fear.

CHRONOTOKENS: Each player begins with a chronotoken.
They win one when they end up with a 1 on their action roll, or
when their Motivation keeps the mission from going right.

Each chronotoken spent after a roll adds or removes 1 to a die’s
score.

THE GROUP: Detail the relations be-
tween the PCs by asking some of the

following questions (1 or 2 by PC is
enough):

) Who have you ac-
/I cused of being a dan-
ger for the group?

- Who could you
wake up in the middle
of the night for a trifle?
- With whom have you
made a stupid bet you bring back up with each new
mission?
- Who do you secretly think is super classy?
- To whom would you steal their Equipment be-
cause they clearly doesn’t know how to use it?
- Who knows your secret Motivation?
- Who do you think has completely made up their
Exploit?
- Who do you hate while the rest of the group
loves them?

TRAVELING: The group travels thanks to a time
elevator. It can be locked with a key (who keeps
it?) and 6 people can stand in it by squeezing a lit-
tle. Whether it pops up from the ground when you
arrive somewhen, or opens in the underground, it
stands out from notice.

DOING STUFF: For uncertain actions, roll a
die. You can add one if the action is related to your
Exploit, your secret Motivation and/or your Equip-
ment. Keep any die you want, unless the action in-
volves your Fear, in which case you keep your worst
die.

: Total failure, but win a Chronotoken

: Failure but opportunity for the PC

: Failure but opportunity for the group

: Success but complication for the group
: Success but complication for the PC

: Total success!

AN U1 W W DN =

If you help another PC, give them a die; if you
oppose them, each one of you rolls and the highest
result wins.

CONDITIONS: They get added and removed in
order; each removes 1 (stacked) to the final result of
an action roll (after the die is chosen).

O 1. Shaken O 1. Troubled
O 2. Wounded O 2. Agitated
O 3. Seriously harmed [J 3. At your wits’ end

0 4. Dead 0 4. Completely unstable



PARADOXES: The Paradox score starts at zero and is
common to the whole group. It raises by one depending
on the PC’s actions and when dice match in an action roll:
if the number is higher than the score of Paradox, that’s a

minor paradox, otherwise it's a major one (see examples at
the back).

MINOR PARADOX (1d6):

1: The PCs get a strong premonition

2: A starting Equipment stops working

3: Someone suddenly gets younger/older
\ 4: Someone/something crucial becomes
partially intangible

5: A stasis bubble appears close by

6: Time is briefly reversed

MAJOR PARADOX (1d6):
1: ANPC/PC is duplicated
2: Someone/something anachronistic appears
3: Someone/something crucial disappears
4: Time gets looped
5: A spatiotemporal rift opens up
6: Rules of physics get weird

If things are too messy because a lot of
paradoxes have already been introduced, the MC can just
worsen existing ones.

To lower the Paradox score by 1, a PC can willingly and
definitively switch a part of their identity with a local NPC:
their Exploit, their secret Motivation, their knowledge of
the mission’s goal or their memory are exchanged with
those of a cow-boy or a cavewoman, for instance. Other
players choose what replaces the PC’s aspect.

THE MISSION: GM, roll a bunch of dice to get the ba-
sics of an adventure: when it happens, what the PCs have to
do, a key place, the PC(s) and/or Object(s) it involves and a
twist the PCs don’t know. Fill the gaps, invent stuff if need-
ed. A mission always implies time must be modified!

TIME (1d6):

1: The day dinosaurs went extinct

2: On the eve of Julius Caesar’s assassination

3: Two days after the Great Fire of London

4: Nine months before the birth of Calamity Jane

5: In the midst of an interplanetary war between Venus
and Pluto

6: Fifty years after thermonuclear apocalypse

GOAL (1d6):

1: Stop the death/destruction of...

2: Cause the death/destruction of...

3: Hand something over/escort someone important
4: Create an object/historical building from scratch
5: Repair a broken object/heal someone dying

6: Keep away from prying hands...

IMPORTANT PLACE (1d6):

1: The biggest bazaar miles around

2: A small, almost unnoticeable school

3: The summer palace of a local ruler

4: Ruins deserted after a skirmish

5: A secret hiding place, highly protected

6: The only passage between two uneven territories

NPC (1d6):
1: A criminal wanted dead or alive
2: The secret heir of a large for- ,
tune @\
3: The youngest sibling of a hﬂ
family of insignificant peasants
4: The beast currently terroriz-
ing the region %
5: A rebel of the Agency hiding
here incognito
6: The chief of a corrupted po-
lice

OBJECT (1d6):

1: The favorite weapon of the most famous fighter around
here

2: The corpse of a so-called sorcerer, thrown into a mass
grave

3: The forgotten Memoirs of a genius inventor

4: Counterfeit money spread throughout the country

5: The vaccine against a deadly epidemic

6: A ship stuck here, something to do with taxes

TWIST (1d6):
1: Time tourists are visiting the place!
2: A crucial NPC was replaced by an android!
3: Highly skilled robbers covet the mission’s Object!
4: Other Agents have already failed the mission!
5: Time terrorists want to make the mission fail!
6: The PCs have arrived far too soon/too late!

@ Note: all of this game’s tables are optional. If you
get better ideas, kudos to you! Go ahead and
use them!

THANK YOU Grant Howitt for inspiration
and Manuel Bedouet for his precious advice!
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THE DISORDER SUIT

A mini-RPG for 1 MC and 2 to 5 players b
Come Martin, written in November 2017 fo
the #1couvlpageljdr contest of the Courants

WP Alternatifs

9

Today was carnival day at the flowe
Kingdom; they put on their human suit
and imitated human society all day long...
But your group wandered off a little an
when excitement dies down in the eve-
ning, you realize you got lost in the human
Kingdom! You'll need to get home safe an

ound before the suit bursts and the day ris-
es... Unless that’s the perfect opportunity to

*_learn more about these strange beings?

t AR
-
4
QE

v’

Creating the Flower-Characters

1) Each player says a truth about the
Kingdom flower (that’s a good momen
o decide whether flowers can talk to
animals and insects) and a thing flow-
ers find strange about humans. Others
can be created during play.

about the species of another FC.

7]

3) Each players adds a detail abou
the human suit the FCs try to con-
trol.

4) Each player secretly chooses
hich part of the suit her FC handles
the best—feet, hands, mouth, eyes

or cars—and which she handles the
> [ worst. The suit also has a nose, but ev-
' % erybody knows flowers have a perfec

N

.l‘r

sense of smell, no problems to worr
;about there!

5) Each player secretly chooses he

FC’s main motivation: “Get us homefit rises when several players roll dice
as fast as possible)” “Learn more aboutfand the action fails, or when it makes

this strange world” or “Have fun withjsense during the story (for instance,
the suit goes through a window or gets

h:,\’ suit just a little more”.

6) Choices are revealed!

7) Each player draws for her FC
4 petals which carry 5 pollen seeds

each.

\

m .

"=

Background photo: Stefano Akrama

(Flickr)

" player rolls 1d6.
2) Each player chooses the species of*

the Flower-Character (FC) she plays:r‘
K \ that’s her name. She then says a rumorg

LR

|y

%
2

» When calm falls again and thef
.game begins, the suit is: .

&
()

Framework (roll 2d6)

o by 5

Facing obstacles
« If players agree about which FCE

has to act and how, the concerned
layer rolls 1d6.

-> If the action is related to the
part of the suit the FC handles best,
the player rolls 2d6 and keeps the )
best die; if it’s related to the part she® 3: Driving a car, at a red light
handles worst, the player rolls 2d6 4 About to say a poem during the lo-
and keeps the worst. cal slam night

-> Before the roll, the player andf#>: At a birthday; a glass in hand
anyone who wants to help her canf6: Carrying a sofa during a move

spend pollen seeds to add +1 (b
seed) to the final score.

“1: Buying a bouquet at a florist’s : 'C
‘2: In the middle of a date at the restau-ha8
rant

e The passage to the flower Kingdom®
-> To succeed, the score must be®">
equal or higher than the obstacle

threshold (which is kept hidden).

o If several FCs want to act and/orf¥3: In the kitchens of a 5-star hotel
can't agree on what needs to be donef ;.
to face the obstacle, each concernedf_

1: Deep in the sewers’ maze

2: In a bank’s strong room

In the washing room of a museum

5: At the last floor of a tower in the

business district
-> See above for bets and the num-

er of dice to roll. 6: In the storeroom f the local library

>

-> The player whose die (withoutf§ ;

bets) has scored the highest wins,
and her FC acts.

-> In case of a tie, all the PCs|
who tried to act lose as many pol-§
len seeds as their die score, andge
it’s the die just after the tie which
wins (if all dice are equal, the ac-
tion fails).

@ Feet: Escaping from a pursuer, run-
ning after a bus, discreetly sneaking in,
a corridor, jumping above a hole...

Hands: Using a tool, giving a punch,
climbing a wall, drawing a tree...
Mouth: Convincing a cop, barterin
ith a seller, calming a child, swallow-
ing food... \
Eyes: Making sense of a scribble,
finding your way in the dark, finding afs
hidden object, expressing joy, surpriseE'
or sadness... %

-> In case of a success, the FC who
acted gets back whichever seeds are’™
missing on her current petal (up‘\
to 5).

-> In case of a failure, the Rip score
is raised ]31_q Ears: Noticing a sound amongst
- 1 in-
The suit’s Rip starts with a score 0 0: hundr'ed others, ] qnderstandullg n
structions, remaining calm in the|
presence of a deafening noise, makin

out the emotions of an interlocutor...
4  Nose: Nose obstacle—remember,
perfect sense of smell! But don't hes-
itate to often evoke smells in your de-
scriptions...

itten by a dog). When the Rip reaches
10, the Flowers spread throughout the
air and the session’s over. Additionally,
when the Rip score reaches 4, 7 and 9,
all FCs immediately let a petal escape

through the rip. Difficulty thresholds for obstacles

4 -> Average, 6 -> Very difficult,
8 -> Almost impossible.

¥ 5

e A -

no more pollen seeds, itk

Ifa petal has
falls permanently. Without any petals Try to vary which part of the suit is

left, a FC can’t act anymore. necessary to face obstacles!

B e
iy A4

B
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FRAYED IN THE FREEZING NIGHT...

A mini-RPG by Come Martin, written in December 2017 during the Doudou Chef, for 3 to 5 players and with no MC

You've been protecting the Child against their nightmares forever. Whatever the circumstances, you're always here to com-
fort them... except for today. Today, the Child forgot you during an outing with their parents, and came back home without
you. Outside, it’s cold, theres noise, Christmas lights hurt your eyes, and without your protection, nightmares roam freely...

Will you get back to the Child, against all odds, before the nightmares devour them?

Creation: Each player draws on a blank sheet the cuddly toy (CT) they will play. They then puts 10d6 wher-
ever they want on the drawing: they define what the CT can do skillfully (to put 3d6 on a tiger CT’s head, for
instance, can mean he ferociously bites his opponents and/or he can rack his brains when need be). Also pre-
pare a space for a support pool, which begins empty.

Each player decides of a name for their CT, and they all agree on the Child’s name as well as their age and
where they live. It's implied the CTs all belong to the same Child. Then, roll 1d6 to know where the CTs start:

1 - In a movie theatre 3 - In the middle of a mall 5 - In front of a carousel

2 - In the locker room of a pool |4 - In a bus, at the last stop 6 - In the arms of another child!

Finally, each player takes two pieces of paper on which she describes or draws a small and a regular night-
mare, meaning the physical shape they take in the real world. The players then create a big nightmare as a
group, each adding a detail in turn. Small nightmares are worth 1d6, regular 2d6 and the big one 3d6 (separate
them into 3 piles). If you're lacking inspiration, roll 3d6 several times for a few details:

3 - Enormous yellow eyes -~ |9 - Thousands of hairy paws 14 - Always hidden at the corner of your
eyes

4 - Too much pointy teeth | 10 - Slimy tentacles 15 - A fur with horrible smell

5 - Made of black smoke 11 - Growls like a monstrous cat | 16 - Breathes in all the surrounding light

6 - Made of a swarming|12 - Leaves oily traces wherever it | 17 - Exhales a freezing cold
mass goes

7 - Blood-soaked claws 13 - Moanings like those of a child | 18 - A pasty consistency

8 - Ash wings

CTs and the big outside world: CTs can talk to each other and to other toys, pacifiers and children. Theyre
led to their Child through an unshakable bond of love; the same power stops adults from noticing the CTs
moving by themselves, talking and fighting against horrible nightmares.

How a session goes: The session is divided in three acts: I. Leaving the starting location, II. The way home,
III. Coming back to the Child. In each act, a new nightmare size (little / regular / big) is added to the end of the
current pile. When a nightmare is defeated, it’s torn off and removed from the pile. The CTs move from one act
to the other by common agreement. The game is over when the CTs have made it home and defeated the big
nightmare terrorizing the Child; conclude with a short epilogue.

The game is played without a MC and is divided in turns. During each turn, one of the CTs is under the spot-
lights: their player describes where it is, what's it doing and so on. The other CTs act when their players decide
they do.

During a turn, a player can start two actions which require a roll of the dice: a Brave Act and a fight against
a nightamre (see at the back). None of these two actions is mandatory. The rest is handled through narration:
there are other obstacles separating the Child from the CTs, but those are events, not dangers.
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Facing the outside world

Attempting a Brave Act:
This is a risky action which, if it succeeds, adds dice to the support pool. It’s always described by another player

than the active one, through their CT: “Geeeez, Greenie, we'll never manage to climb this building!”; “Squarehead,
are you sure you want to go down this cellar with no light at all?”; and so on. The player putting forward a Brave Act
also puts forward 1, 2 or 3d6 from the pile: the active player needs as many success as there are dice to complete the

Act. A Brave Act can always be refused.

If the active player gives it a go, they roll all the d6 of their CT’s appropriate part(s). Each die scoring 4 or more is
a success: if the Brave Act is a success, the dice that were put forward go into the support pool. If a die rolls a 1, it’s
lost and the CT gets hurt; if there are no more dice on a part where there were before, it’s ripped off. To be stitched
or to stitch new parts to a CT, players need dice from the support pool: they take them and put them on the CT’s
drawing. You can never stitch your own CT and it needs to make sense within the story. If a CT has no more dice,
it's only a pile of rags, barely held together by the power of love; it can’t do anything (not even moving or talking!)
until someone gave it at least one die from the support pool.

A few possible Brave Acts (roll 3d6):

3 - Squeezing out of a crowd without getting trampled | 11 - Stopping a child from stealing one of the CTs

4 - Scare away toys which want to capture a CT 12 - Fleeing from a big angry dog

5 - Getting the help of an adult 13 - Catching a starting car

6 - Climbing a building in spite of strong winds 14 - Crossing a street with cars zooming by

7 - Finding your way in a place without lights 15 - Getting inside a place with locked doors

8 - Using one of your threads to pull out a stunt 16 - Sending a message to the Child to calm them down

9 - Escape from the rodents running in the subway’s halls [ 17 - Appearing impressive and not simply cute

10 - Staying clean despite the rain and the mud puddles |18 - Comfort a stranger in deep sorrow

Fighting against a nightmare:

The active players puts the first nightmare from the pile face up, and describes where and how their CT fights it.
The die or dice of the nightmare are rolled: their score is the number of success needed to beat it. If the dice rolled
score lower than the number of CTs, that number is added to the necessary successes.

Example: 4 CTs fight against a small nightmare. Their players roll 1d6 which scores a 5; it means 5 successes will be
needed to defeat the nightmare. If the d6 had rolled a 2, they would have added the number of CTs (4) and 6 successes
would have been needed to defeat the small nightmare.

The CTs can then make one action each against the nightmare: dice are rolled just like for a Brave Act, and what
happens is described depending on the number of successes and defeats. If CTs act as a group, they can add dice
from the support pool to their rolls.

If everyone has acted against the nightmare and it’s still standing, it hits all the CTs present who each lose one die;
then the turns starts again, if the CTs want to keep on fighting. A face-up nightmare never lets the CTs go and can
follow them; it can even fuse with another nightmare if players feel they have too many opponents after them (their
scores are then added).

When a nightmare is defeated, each CT wins its number of dice as a reward, not going over the maximum of 10d6.
To defeat a small nightmare thus gives a 2d6 bonus to everyone.

THANK YOU fo Felix « kF » Beroud for proofreading!
Thanks to Farane, Guyléne, Steve and the other anynonymous contributors for the photos of their cuddly toys.
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Thanks to Arjuna, Eugénie, Fabulo, Guil-
laume and JC for playtesting and feedback!
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Inspired by Bubblegumshoe, Noirlandia and
The Dreadful Secrets of Candlewick Manor.
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Thanks to Eric Blaise for the title!
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SATURDAY NIGHT FOREVER

Mini-RPG on a loop for 1 Spiritualist and 2 to 4 Ghosts. Writ-
ten by Come Martin in March 2018, drawings by Fabrissou !

During the big part last Saturday night, where all the cool
people from college were, you died. You forgot how and leave
quite a few regrets behind, but you have the opportunity to
fix that, by controlling your ghosts, back 30 minutes before
their death...

Set up: A PC is made of a name, two noteworthy
personality traits, and three positive memories: one
linked to another PC, one linked to a NPC, and one
to their childhood.

They also have 3 regrets, things they would have
liked to do if he hadn’t died unexpectedly: one about
the party itself, another about a relation with a PC or
a NPC, the third about something on the long term.

Players will control both the Ghost of their charac-
ter and the corporeal envelope (CE) of another. The
player of this character can veto actions they deem
contradictory with the personality they imagine
about them.

The MC chooses the cause of the PC’s common
death (a fire where the party takes place, an overdose,
a car accident on the way back...). He writes a summa-
ry of the 30 minutes leading to this death, which must
be a consequence of 3 distinct causes (for instance,
for a fire: a faulty outlet, a spilled beer and a fragile
floor). As long as these 3 causes are not neutralized,
death will always come, one way or another (the beer
is spilled on another outlet, the ceiling collapses in-
stead of the floor...). The MC also prepares an incident
happening to each of the CE during these 30 minutes
(see the opposite table if need be).

What do the Ghosts look like? Where and when is
the party happening? Decide between yourselves. You
should have a map of the place of the party and its
surroundings, and a playlist of 30 minutes of deafen-
ing music.

During the party: The Ghosts wake up 30 minutes
before their CE’s death with very vague memories of
the 30 minutes to come. They forgot their death and
its cause.

They can do anything a spirit is traditionally able to:
moving objects, possess a living body, whisper a few
words, write on a mirror, briefly appear... The effect
of these powers is always temporary. They also have
to always stay in their CE’s line of sight (if it enters a
room and closes the door, the get dragged there de-

splte them).
—/ ;

_—

e

)

Don't forget that the living, when they’re sober, are
often afraid of ghosts!

To succeed at an action, you need to roll 8 or high-
er on a d10; otherwise, it happens but doesn’t have
the expect result. A Ghost can strike out (and defin-
itively forget) their name, traits and memories to get
automatic successes. If everything is struck out, the
Ghosts disappear.

When a Ghost manages to get their CE to fix one of
their regrets, their success threshold for their actions
is permanently lowered by 1.

Time loops: The MC keeps track of the fictional \

time passing by: after 30 minutes, the CEs die again
and the Ghosts are sent back to the beginning of the
time loop. Rewind your playlist! The Ghosts remem-

ber everything that happened and everything is iden- /

tical to the previous loop, except for regrets fixed and
struck out things, which remain forgotten. You can
play the loops from beginning to end or omit scenes
when the PCs want to try many variations around the
same obstacle or when they repeat an action they’ve
previously succeeded in doing. Take notes and get in-
spiration if you need from this incident table:

Music is turned off by a clumsy partygoer

Someone spills alcohol on someone else

Someone throws up in the middle of dancers

The pizza delivery person rings the doorbell

2 people fondle each other in front of everyone

Something valuable is broken by accident

The toilets get clogged and start to overflow

Someone falls into a severe ethylic coma

O | |IN|[N || |W|IN |-

Intruders try to gatecrash the party

—_
(e

Someone spaced out is ridiculed and filmed

To leave this eternal repetition, the Ghosts must
save all the CEs and fix all their regrets. If they man-

age to, end the game with an epilogue in which each

player plays their own character, after the party. Do
they know they have diced with death? What will
they become without these regrets weighing on their
shoulders?

Advise: To keep the element of surprise, the MC
should only unveil the game mechanics and the sto-
ry’s victory conditions progressively, after each loop.

Long version of an RPG submitted to the 200 words RPG challenge
on the theme of alternate history.

Thanks to Brand, Fabrissou, Felondra, kF and JC for playtesting
and feedback!
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After a theme and a constraint from Julien Pouard
‘Astronomy Domine” and “Attrition”). Thanks to

«

k) Arjuna, Belfeuil, Chiffre Indigo and Osha!

Snake

Chamaeleon
=
UNTIL DAWN COMES

A mini-RPG by Manuel Bedouet and Céme Martin, for
1 Astronomer and 3 to 5 Constellations. Written in April

2018.

You are constellations watched by an astronomer. Yiu
get to tell him about the story of the cosmos during a
whole night. But beware! If you try too hard to shine,

you might end up disappearing completely...

First light: Choose a constellation in the margin
and draw it with phosphorescent stars if possible.
Those that are not chosen will be used as NPC
(Non-Player Constellations) during the session.

The Astronomer and their questions: Alone in
their tower, the Astronomer watches the move-
ment of constellations and writes down the tale
theyre telling. They start the session by asking
a question to all the PC (Player Constellations)
involving one of the NPCs and a cosmic event:
“Tell me how the cosmos almost got destroyed by
Orion’s Sword;” “Tell me how Ursa Major refused
to appear on our maps during a century’... This
question will be the common theme of the sto-

ry.

The PCs which want to answer the Astronomer
and weave a story which will be drawn on a stellar
map throughout the session.

The Astronomer can rekindle the story between
two narrations by asking specific questions,
which always begin with “Tell me how..”, either
to build on an idea (“..you discovered this planet
you'’ve mentioned”) or to introduce a complica-
tion (“.. you reacted when a black hole a appeared
near the Charioteer”). The Astronomer never in-
terrupts the PCs and waits for silences to inter-
vene.

Answering questions: The PCs can try to an-
swer questions by rolling 1d12: rolling above or
equal to their current number of stars is a suc-
cess. A 1 is always a failure. It’s always the PC who
rolled the lowest which speaks; the Astronomer
decides in case of ties.

When a PC succeeds, they start a long narra-
tion: they weave the story’s thread with as many
details as they want, and by using the symbolic
aspects of constellations. The other PCs can in-
terrupt them, occasionally and briefly, by giving
them one of their stars, but the winning PC al-
ways has the last word.

Pictor 3 ST
/

Charioteer

=
Phoehix 3=

The PC who failed the roll immediately lose a
star. If none has succeeded, the PC with the low-
est roll start a short narration, answering the As-
tronomer with one or two sentences.

A PC can also let someone else speak when they
succeed; if they roll lower or equal to another PC’s
number of stars, they steal one in addition to let-
ting them speak.

A PC can also offer one of their stars to another
PC they wish to interrupt. Interruptions are al-
ways brief and aim to add information or deny
some of the details mentioned.

Metamorphoses: A PC going higher than their
initial number of stars (maximum 10) can choose
to change their name and appearance; in this
case, they briefly speak and describe this meta-
morphosis.

If a PC has no more stars, it dies down and can-
not intervene in the story anymore. Their player
then becomes an Assistant of the Astronomer and
can ask questions to the other PCs, just like their
master.

A story lasting one night: The Astronomer
decides how long (in real time) the night will be

e (7

. (T4
;W)
Dove 5 “

Unicorn

Bird of
Paradise

Delphinus

<

S

A

for the constellations: 30 minutes for a summer Ursa Mmor

night, 1h for an autumn night, 1h30 for a winter
night. They regularly remind the PCs how much
time they have left to tell their story, with sentenc-
es like: “The night is already half over, hasten your
tale, my dear stars!”.

At the end of the night, the Astronomer says:
“The day is coming, I almost can’t see you any-
more... They leave their tower, and each PC can
narrate a brief epilogue, in ascending number of
stars left (the Astronomer decides in case of ties).
They choose in the following list; each epilogue
can only be chosen by one of the PCs.

- Shines even in the brightest day

- Inspires a poem

- Permits a great scientific discovery
- Becomes a symbol of ill omen

- Is eclipsed by another celestial body

- Is no longer visible from Earth

o\
Southern Fish

Volans
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BUT - Le PJ parvient-il a effectuer ce qu’il souhaite
faire ?
0 jeton : Ca rate et le P] défausse un jeton dans la

jauge utilisée, perd un Indice ou détruit un Objet (le
M] choisit).

1 jeton : Ca rate.
2 jetons : Ca réussit.

3 jetons : Ca réussit et le PJ gagne un jeton dans la
jauge de son choix ou un Indice supplémentaire (le

PonDRE AUX

»

POURSUITE - Le PJ parvient-il a ne pas attirer la
Chose qui les poursuit ?

0 jeton : La Chose se déplace d'une piéce (le MJ choi-
sit our).

1 jeton : La jauge de Déplacement de la Chose aug-
mente de 2.

2 jetons : La Chose ne se déplace pas.

3 jetons : La Chose se déplace d'une piéce (le joueur
choisit ou).

@

DANGER - Le Danger annoncé par le M] se réa-
lise-t-il ?

0 jeton : Le danger se réalise et le P] ne pourra bénéfi-
cier de jetons bonus a sa prochaine action.

1 jeton : Le danger se réalise.

2 jetons : Le danger est évité ou retardé (le joueur
choisit).

3 jetons : Le danger est évité ou retardé (le joueur

84w ole

QUESTION

EFFET

« Qulest-ce qui a dévasté
cet endroit et pourquoi ? »

Les PJ peuvent désormais

tuer une Chose en exploi-
tant son point faible (il
faut tout de méme quelle
perde tous ses points de
vie avant).

« Quelle est la fonction
de ce laboratoire et ou se
situe-t-il 2 »

Les PJ] peuvent désormais

soigner leurs Blessures
grace a léquipement du
laboratoire (il faut tout de
méme trouver le matériel
adéquat).

« Comment sortir d’ici ? »

Les PJ peuvent désormais
senfuir (il faut tout de

méme atteindre la sortie)

choisit) et le PJ bénéficiera d'un jeton bonus supplé-
mentaire lors de sa prochaine action.

it Qi
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2| Une cache darme. La plupart des armes sont encore utilisables mais les munitions sont en mauvais état.

3 | Des toilettes absolument immondes : une odeur nauséabonde séchappe de la plupart des cabines. ‘

4 | Un grand aquarium occupe la majeure partie de la pi¢ce. Il semble vide, mais lest-il vraiment ?

5 | Le faux plafond de cette piéce a été éventré : sur le sol, des parois métalliques et quelques pales de ventilation. |

6 | Le bureau du directeur, avec son énorme bureau en acajou. Il a de toute évidence été fouillé récemment. |

7__| Un vrai charnier : la Chose a trainé dans cette piéce toutes ses victimes avant de les entasser en un tas sanglant.

8 | De larges flaques de sang, glissantes et visqueuses, parsément ce couloir.

9 | Une salle de repos. Gros fauteuils autrefois confortables, lumiére tamisée, électrophone dans un coin.

10 | Une baie vitrée blindée et opaque remplace le plafond. Des bureaux ont été empilés pour latteindre.

11 | Un poste de sécurité : des dizaines décrans couvrent les murs et affichent dans une mauvaise qualité lactivité de
divers endroits du laboratoires. De nombreux écrans sont éteints ou emplis de parasites. N

12 | Une cuisine : grandes dessertes ol reposent légumes et fruits pourris, fours endommagés, placards démembrés...

13 | Une salle a manger : rangées de tables et chaises, quelques tableaux d’un gott douteux censés égayer l'atmosphére.

14 | Un couloir en mauvais état, dont laccés est condamné par des bandes bicolores en travers.

15 | Une étrange végétation croit dans cette piece et entrave les mouvements, semblant réagir aux a la présence des PJ. |

16 | Cette piece était sans doute destinée a devenir un garage, mais sa construction n'a jamais été terminée...

17_| Un dortoir o, sur des rangées de lits superposés, reposent des cadavres égorgés dans leur sommeil.

18 | Un long couloir jonché de pieces métalliques diverses : un robot démembré ?

19 | Une pie¢ce remplie de vieux dossiers poussiéreux et de tours dordinateurs qui sommeillent.

20 | Une cage descalier mal éclairée. Plusieurs marches, parfois des volées entiéres, sont criblées dénormes trous.

21 | Les murs de la piéce sont bordés de grands tubes de taille humaine, remplis d’'un liquide sombre. Les néons du
plafond clignotent et lichent des étincelles.

22 | De gros cables électriques a I'air menacant rendent la progression dans ce couloir difficile.

23 | Un bureau presque entiérement calciné, a lexception d'un grand coffre-fort a serrure électronique.

24 | Dans cette petite piece alodeur fétide, des tuyaux éjectent les déchets vers lextérieur, €équipés de puissants broyeurs.

25 | Sur les murs du couloir, de longues et profondes griffures a la place des bandes colorées qui indiquaient les diffé-
rents département du laboratoire.

26 | De petits spécimens reposent dans des bocaux sous une lumiére infrarouge. Certains sont brisés ou ouverts.

27 | Un bureau au mobilier métallique. Sur le sol, des dossiers sont éparpillés.

28 | Le couloir sest éboulé en partie, il faut s'aplatir contre le plafond pour progresser.

29 | De gros containers sont stockés ici, étiquetés seulement par des suites absconses de lettres et de numéros.

30 [ Cette piece contient plusieurs petites cages, de taille animale. Certaines dentre elles étaient visiblement occupées
jusqua récemment. Certaines sont ouvertes.

31 | Dans ce couloir repose le corps d'un homme en habits bleus, sa perceuse €lectrique tressautant encore a ses cotés.

32_| Une salle dopération médicale. De puissantes lampes sont disposées un peu partout, aveuglant les visiteurs.

33 | Lamorgue. De nombreux cadavres ont été dévorés ; de larges entailles ont déchiré leurs corps et les draps blancs.

34 | Une cage dascenseur ; 'ascenseur repose au fond, écrabouillé.

35 | Salle du générateur. Celui-ci, entre deux ronronnements, lache des hoquets inquiétants.

36 | Un ensemble dappareils enregistreurs mesurent sous toutes ses coutures un piédestal sur lequel reposent de
lourdes chaines. Ce qui y était retenu sest manifestement libéré.

'7_| La piece renferme des carcasses de robots a moitié finis et divers outils de réparation.

'8 | La piece est enti¢rement plongée dans le noir ; on y distingue des cocons sétant développés anarchiquement.

9_| Une matiére poisseuse, échappée d’un tuyau dévacuation, recouvre toutes les parois de cette piéce.

0 | Un sas de sécurité doté de plusieurs portes blindées, qui ne semblent pas fonctionner normalement.
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2 Des seringues au contenu inconnu.

3 | Une clef USB ressemblant a une téte de tigre.

4 Une lampe de poche aux piles presque hors d’usage.

5 Le journal d’'un membre du laboratoire, aux pages maculées de sang.

6 Leeuf d'un animal non identifié.

7 Des plans de montage pour un robot.

8 Un dictaphone contenant un enregistrement troublant.

9 Les procédures dévacuation du batiment.

10 | Une mallette fermée a clef.

11 | Un code de 5 chiffres griffonné sur une serviette en papier.

12 | Un sachet estampillé « Toxique » contenant de la poudre colorée.

13 | Une formule mathématique complexe sur un écran tactile.

14 | De la nourriture en décomposition, récemment grignotée.

15 | Un module expérimental installable sur un robot.

16 | Un carnet rempli dobservations sur les moeurs sexuelles de divers animaux.

17 | Le croquis de deux des PJ.

18 | Un bras humain, arraché avec précision.

19 | Un trousseau de clefs de différentes couleurs.

20 | Des pilules cachées dans le chargeur d’un pistolet.

21 | Des instructions pour fabriquer une bombe artisanale.

22 | Un pochon en cuir contenant des queues danimaux.

23 | Un sac dengrais pour croissance ultra-rapide.

24 | Une réplique miniature de 'un des P}, automate actionné par une clef.

25 | Un bocal rempli de larves grouillantes.

26 | De la nourriture pour animaux qui a été empoisonnée.

27 | Une série de polaroids représentant différents endroits du laboratoire.

28 | Le moulage d'une empreinte d'animal.

29 | Quelques pages du journal intime d’'un-e employé-e.

30 | Un pass de sécurité en plastique, légérement fondu.

31 | Un sachet de poudre sur lequel est inscrit « Ajouter de leau pour faire pousser ».

32 | De petits cristaux qui font un son étrange lorsquon les frotte.

33 | Le fossile d'une espéce inconnue.

34 | Une formule pour combiner divers produits chimiques ; a cté de la formule sont présents tous les élé-
ments nécessaires sauf un.

35 | Une série déchantillons sanguins.

36 | Un hybride animal/végétal mort-né.

37 | Un plan dessiné a la main d’une partie du laboratoire ; l'une des piéces est entourée plusieurs fois.

38 | Une puce électronique grillée, récemment arrachée de 1a ou elle était plantée. N

39 | Un symbole, similaire a celui apposé sur la partie robotique des PJ, tracé a la va-vite sur une porte.

40 | Une liste de noms ; tous sont rayés sauf les deux derniers.
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ROBONIMALS: Escape from the lab

A mini-RPG by Céme Martin written in May 2018, for 1 MC and 3
to 5 players.

You just woke up in the scientific laboratory. There’s no
noise, apart from the hum of a few machines: you, half-ro-
bot half-animal creatures, are the only survivors of this
place... Well, almost. There’s also the Thing roaming at the
end of the corridor...

Characters: Choose your animal and your robot in
the two following lists, or roll.

/| Animal Robot

1 | Octopus Piercer

2 | Chicken Acrobat

3 | Mouse Puncher

4 | Snake Analyst

5 | Ostrich Armoured
6 |Goat Tinkerer

7 | Fish Programmer
8 |[Crow Shooter

9 |Fox Detachable
10 | Otter Spy

You have two pools, Animal and Robot, each starting
with 3 tokens. If one of those pools drops to zero, you're
out of order. If one reaches 6, you overheat and become
a Thing tracking the other PCs...

The PCs don't really remember their life before they
came into the lab; they can speak to each other thanks
to their robotic implants. The players describe what
they look like (and possibly their name or nickname) at
the beginning of the game.

Basic rules: Robonimals is played without dice, one
action per player at a time, in a flexible clockwise or-
der (it can be shaken up if it makes sense in the fiction
or to make sure every player plays the same number of
actions).

When it’s their turn, a player chooses if their PC uses
their nature of Robot or their nature of Animal to act,
and puts the corresponding tokens on the “Goal”, “Pur-
suit” and “Danger” tables (see at the back). Every token
in a given pool must be used during an action, divid-
ed freely between these 3 tables (if you want, you can
put zero token on one or two of the tables). The player
clearly states what the success of his action implies be-
fore dividing the tokens; at the same time, the MC tells
them what Danger they expose themselves to (see page
3).

After the resolution of each action, the player moves
a token from the unused pool to the used pool; in other

42

words, using the “Robot” pool removes one token from
the “Animal” pool and adds one into the “Robot” pool,
and vice versa).

Bonus tokens: If the PC showcases their Animal or
Robotic specificity when they act (rushing head on for
the Goat, springing across the room for the Acrobat...)
they get a bonus token they can put on any table (the
token is then discarded).

A PC can also get a bonus token (nev-
er more) if another PC helps them to
make the current action. This token
is also discarded after use. The conse-
quences, both negative and positive, are
shared between the two PCs, and only
one PC can help at any given time.

Finally, when a PC
finds an Object in the
lab, the MC gives it 1 to
3 tokens (determined randomly)

which can be used during an appropriate
action (only one token per action, discarded after use).
When an Object has no more tokens, it’s destroyed and/
or unusable.

Acrobat otter

Wounds: Each Wound suffered blocks a token which
cannot be used before the PC is healed. These blocked
tokens count in the pool’s total: for instance, 2 blocked
tokens and 3 free tokens in the “Animal” pool count
for 5 tokens, which is quite dangerous for the PC’s bal-
ance...

A pool which is entirely blocked can still be used via
the bonus tokens: in other words, it’s possible to get help
on a “Robot” action, use (then discard) the bonus token,
and get one from the “Animal” pool, for example. How-
ever, blocked tokens are not movable: if the PC’s “Ro-
bot” pool contains only blocked tokens and they make
an “Animal” action (or vice versa), they don’t win any
token in this second pool.

Dividing the tokens: The success of any action de-
pends of the “Goal” table: moving from one room to
another, giving or healing a Wound, using an object,
searching a room to find an Object or a Clue...

The movements of the Thing at the PCs’ heels depend
of the “Pursuit” table.

The realization of the potential danger announced by
the MC, relative to each action of the /<=
PCs, depends (

« » g \ "*1’
of the “Danger AN/ /
table. N




Analyst fox

Answering the Questions: The PCs have to answer
three Questions, all available at the beginning of the
game. It's up to them to answer them by making sense
of the Clues they find, which they use freely on any
Questions; the MC bases their descriptions from their
answers.

GOAL - Does the PC manage to do what
they wanted to?

No token: It fails and the PC discards a
token from the pool they used, loses a Clue
or destroys an Object (the MC chooses).

1 token: It fails.
2 tokens: It succeeds.

Each Question has a different effect:

3 tokens: It succeeds and the PC wins a
token in the pool they want, or an Extra
clue (the player chooses).

QUESTION EFFECT

“What  devastat- | The PCs can now kill a
ed this place and|Thing by exploiting its

The PC freely describes the Clues their PC find, helped why?” weakness (it still needs
if needed by the table on the last page. It's up to them to to lose all their hit points
make a link with the existing context. Three Clues can beforehand).
provide an answer to one of the game’s Questions. “What's this labora- | The PCs can now heal

PURSUIT - Does the PC manage to no attract
the Thing pursuing them?

No token: The Thing moves (the MC chooses
where).

1 token: The Thing’s Movement pool increases
by 2.
2 tokens: The Thing doesn’t move.

3 tokens: The Thing moves one room (the
player chooses where).

The Thing’s Movement pool starts with 4 empty box-
es at the beginning of the game. When the 4 boxes are
checked, the Thing moves one room towards the PC,
and the pool is then emptied.

If the Thing arrives in the same room as one or more
PCs, it gives as many Wounds as its Attack score to one
of them in a random pool and makes them flee to an ad-
jacent room (staying in the same room to fight requires
a successful action).

Shooter mouse

tory’s purpose and
where is it?”

their Wounds with the
laboratory’s equipment

(they still need to find
the adequate mate-
rial).

“How can we get|The PCs can now run
out of there?” away (they still need to
get to the exit).

Answering any of these Questions also makes the
Thing faster and more aggressive...

Ending the game: Once the PCs have escaped from
the laboratory, end the game with a short epilogue,
which can be more or less happy whether some of the
PCs are severely wounded or if the Thing is still after
them!

DANGER - Does the Danger announced by the MC happen?

tokens during their next action.

No token: The danger happens and the PC cannot use bonus

1 token: The danger happens.

chooses).

2 tokens: The danger is avoided or delayed (the player

Spy ostrich

action.

3 tokens: The danger is avoided or delayed (the player
chooses) and the PC gets an extra bonus token for their next

Details about dangers can be found in the MC sec-
tion.

43




Piercer octopus

¥ Before the
game, the MC
must prepare a
basic plan of the
laboratory  and
A\ think about the
Thing’s nature.

The Thing: The Thing’s
exact nature and its motivations can remain unclear,
even if it means making them more precise when the
PCs find Clues and answer Questions during the game.
It’s useful to think about what it looks like—a corrupt-
ed robonimal? A half-plant, half-animal being? An
unspeakable monstrosity? Something else?—keeping
in mind this description may need to be modified or
amended: remain vague, describe a shape moving in the
shadows rather than precise details.

The Thing always starts with as many Hit Points as
there are PCs, an Attack score of 1 and a Movement pool
of 4. When the players answer one of the Questions, the
Attack score immediately increases by 1, while its Move-
ment pool loses one box.

Wounding the Thing requires the success of an ac-
tion; it can never lose more than one hit point at a time.
A wounded Thing immediately empties its Movement
pool and moves one room, fleeing the PCs. When a
Thing dies, another wakes up in the room farthest from
the PCs (if possible, a room that hasn't been explored
yet). This new Thing has the same characteristics as the
starting one: as many Hits Points as there are PCs, an
Attack score of 1 and a Movement score of 4.

The laboratory: The MC decides where the PCs be-
gin in the laboratory, by rolling 2d20 on the table on the
next page or by choosing themselves. Draw a handful of
rooms around this starting point (by rolling on the table
if need be) and put the Things two rooms away from it.
The rest can be improvised and drawn gradually as long
as everything remains coherent.

You should add to each room’s description, and even
add rooms, with each movement by the PCs. Some
rooms can be rolled several times; for others, it’s better
to strike them gradually. The laboratory’s ex-

act floor plan (number of floors, num-
ber of doors in each room, etc.) is up
to you.
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Movements, actions and dangers: Moving from
one room to another often requires a successful action:
because doors are locked, blocked or difficult to open;
because floors are slippery or damaged; or because a
threat is present in the room. However, a room which
has already been crossed by a PC without trouble can
be crossed again without an action if the MC prefers.

All actions involve two dangers, the first always be-
ing the Thing getting closer. The second danger is at
the MC’s choice; depending on the circumstances, it
can be:

- The partial or total demolition of the current
room;

- A malfunction of the PCs’ internal system or the
laboratory’s electronic system;

- The sudden irruption of an animal, a robot or hos-
tile vegetation;

- A looming disaster within the laboratory (a fire, a
power failure, a flood, a toxic gas...);

- A Wound inflicted to the PC;

- Any abstract danger related to the realization of an
action (it’s loud, it takes a lot of time and/or must be
divided in several turns...).

The nature of the Danger and its consequences must
always be clearly stated by the MC before an action
takes place. A Danger can never involve the complete
failure of an action: it’s always a “Yes, but,” not a “No”.

Armoured
goat



Laboratory rooms table (2d20)

2 | An arms cache. Most of the weapons are still usable but the munitions are in poor condition.

3 | Really filthy toilets: a foul smell comes from most of the cabins.

4 | A large aquarium takes up most of the room. It seems empty, but is it, really?

5 | The dropped ceiling of this room has been ripped open: on the floor, metallic walls and a few ventilation blades.

6 | The office of the manager, with a huge mahogany desk. It clearly was searched recently.

7 | A real carnage in this room: the Thing dragged all its victims there and piled them in a bloody heap.

8 | Large puddles of blood, slippery and viscous, are scattered throughout this corridor.

9 | A break room. Large armchairs that were comfortable once, softened light, a record player in a corner.

10 | An armoured and opaque glass roof replaces the ceiling. Desks were piled to try and reach it.

11 | A security room: dozens of screens cover the wall and show, in low resolution, what is going on in several places
of the laboratory. Many screens are turned off or full of static.

12 | A kitchen: large sideboards with rotten vegetables and fruits in it, damaged ovens, dismantled cupboards...

13 | A dining room: rows of chairs and tables, distasteful paintings that are supposed to lighten up the mood.

14 | A corridor in poor condition; its access is blocked by bicolor strips taped across its walls.

15 | Strange vegetation proliferates here and hampers the PCs’ movement, seemingly reacting to what they do.

16 | This room was probably destined to become a garage, but its construction was never finished...

17 | A dormitory where, on rows of bunk beds, lie bodies, their throats slit in their sleep.

18 | A long corridor full of diverse metallic parts: a dismembered robot?

19 | A room full of old dusty files and sleeping computer towers.

20 | A badly lit staircase. Several steps, sometimes whole flights, are full of huge holes.

21 | The walls of this room are covered with large human-sized tubes, full of a dark liquid. The neons of the ceiling
flicker and drop sparks.

22 | Large menacing electric cables make it difficult to go through this corridor.

23 | An office, almost completely burnt to ashes, save for a large safe with an electronic lock.

24 | In this small stinky room, pipes eject waste to the outside, thanks to powerful garbage disposals.

25 | On the walls of the corridor, long and deep claw marks instead of the colored strips indicating the laboratory’s
different departments.

26 | Small specimens lie in jars under infrared light. Some are broken or open.

27 | An office with metallic furniture. Files are scattered on the floor.

28 | The corridor has partly collapsed, PCs need to crawl under the ceiling to go through.

29 | Large containers are stocked here, only tagged with obscure series of letters and numbers.

30 | This room contains several small animal-sized cages. Some of them were clearly occupied until recently. Some
are open.

31 |In this corridor lies the body of a man in a blue uniform, his electric drill twitching by his side.

32 | A surgery room. Large and powerful lamps are placed here and there, blinding the PCs.

33 | The morgue. A lot of corpses were eaten; large gashes ripped their bodies and the white sheets.

34 | An elevator shaft; the elevator lies at the bottom, shattered.

35 | Generator room. Between two series of hums, it lets out worrying noises.

36 | A series of recording devices are measuring all sorts of data about a pedestal to which heavy chains are attached.
What was kept there has clearly been freed.

37 | The room contains half-finished robot corpses and various reparation tools.

38 | The room is plunged in total darkness; cocoons, anarchically developed there, are barely visible.

39 | A sticky matter covers the walls, ceiling and floor of this room, leaking from an outlet pipe.

40 | A safety airlock with several armoured doors, which don’t seem to work properly.

45




Clues / Objects table (2d20)

2 Syringes of unknown liquid.

3 A USB key which looks like a tiger head.

4 A lamptorch with almost empty batteries.

5 The diary of a laboratory employee, its pages stained with blood.

6 The egg of an unidentified animal.

7 Building plans for a robot.

8 A voice recorder containing a troubling recording.

9 The building’s evacuation procedures.

10 | Alocked suitcase.

11 | A 5-number code, scribbled on a napkin.

12 | A plastic bag, on which is written “Toxic”, and which contains colored powder.

13 | A complex mathematic formula on a tacticle screen.

14 | Rotting food, recently nibbled.

15 | An experimental module which could be installed on a robot.

16 | A notebook full of observations about the sexual mores of various animals.

17 | The sketch of two of the PCs.

18 | A human arm, torn off with precision.

19 | A bunch of keys of various colors.

20 | Pills hidden in a gun’s magazine.

21 | Instructions to build an artisanal bomb.

22 | Aleather pouch containing animal tails.

23 | A bag of fertilizer for ultra-fast growth.

24 | A miniature replica of one of the PCs: an automaton set off with a key.

25 | Ajar full of swarming larvae.

26 | Poisoned animal food.

27 | A series of polaroids showing several places of the laboratory.

28 | The casting of an animal print.

29 | A few pages from an employee’s private diary.

30 | A plastic security pass, a little melted.

31 | A powder bag on which is written “Add water to grow”.

32 | Little cristals which cause a strange noise when rubbed.

33 | The fossil of an unknown species.

34 | Aformula to combine various chemical products; next to the formula, one can find all the necessary elements,
except one.

35 | Several blood samples.

36 | A stillborn animal/plant hybrid.

37 | A map of one part of the laboratory, hand-drawn; one of the rooms is circled several times.

38 | A burnt out electronic chip, recently pulled off from where it was planted.

39 | A symbol, similar to what is written on the PCs’ robotic part, hastily drawn on a door.

40 | A list of names: they are all struck out, except the last two.

Also contains parts of We3, Ocean and Reign. Thanks to playtesters: Belfeuil, Chloé, Guillaume, Jean,
Kamaril, Pierre, Stéphane, Théo, Vincent, Vivien and Yannick!

Detachable chicken @
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Thanks to Meguey Baker and Grant Howitt for the use of the systems from Psi*Run and Honey Heist! gé
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VIOLENCE/SEX/POOP

A mini-RPG by Coéme Martin, crapped in June 2018, for one
Master and 3 to 8 Slaves.

You've been slaving away for this fucker of a Master who drags
you through shit every other day. And there they go, giving you
one more crappy mission... What if, this time, you told them to

fuck off?

Foreword: don’t wipe your ass with emotional safety.
I'm not fucking around: if in the middle of a session,
someone points to the X-card or whatever safety mech-

anism you got going on, you stop it right there. Actually,

it’s probably better if you tell each other stuff you don't

want in the game before you start. You're playing to have a
blast, not to make everyone feel bad, alright?!

And I may be speaking for myself but don’t use op-
pressive insults and the like. Seriously, you're above
this shit.

Who’s you? You've got 3 stats: Violence, Sex and
Poop (hey, that’s the name of the game! Whaddya
know!). You start with 7 points, put them wher-
ever, 1 point minimum in each. If you're unsure,
choose one of the following (don't roll it, you
dope! Own it up and choose), but honestly, some
are pretty shitty:

Cyborg full of proteins (4/2/1)

Thousand-rod being (2/4/1)

Shit golem (1/1/5)

Supercharged amazon (3/3/1)

Cum homunculus (1/5/1)

Sentient urine mist (1/2/4)

Drugged and frenetic punk (5/1/1)

Humanoid vulva (1/4/2)

Menstruation-powered android
(2/2/3)

Huge soulless robot (5/1/1)

Iron maiden (3/3/1)

Constipated tiger (3/1/3)

Each point gives you a trait in that stat, like “Cra-
zy-ass mechanical arm’, “Can fuck for 10 days straight”
or “Pisses fire and blood”... Whatever, make up useful
stuff. No putting several points in a single trait, thatd

be too easy!

Oh yeah and you're not just a brute, you've also §
got a soft side, choose which: uh, for instance
“Smells like roses’, “Loves romantic poetry’,
“Paints sublime sunsets”.. It serves absolutely no
purpose during the game.

Mo

What else... Right, you and the others are slaves

w obeying a Master, who's the worst scumbag ever, like

really horrible and soulless. And you got to describe

them, that way you create your own oppression, eh eh! The
only thing is the Master put a chip in your ass, tracking you

with it, and they can push a button and blow you to bits if
you tell them to fuck off.

Right, then you've got equipment! You can choose in
that table below, or the MC gives you whatever without
having to justify themselves. I dunno what are half of
those things but you can probably hit or fuck someone

with them, or probably wipe your ass too.

A dead cat | A Teflon A turd A shit Rotten seeds | A foreskin | 40 ura- Cyprine A lube
Fleshlight gun sandwich armor | nium coins wine jar
A pouch | Averysoft | A dildo Anold [Ananti-boner | Abottleof [ A whip Anold | BrokIV’s
of pig eyes | roll of toilet [ covered rusted grenade old sperm | made of electric | supreme
paper with nails bike lizard tails guitar glove
A fucking Some The fire A magic | A picture of | A portable | A bigbook | The secret A
huge axe, drugs, sword and infi- | the Master’s | anus (there | writtenin | codeof | full-body
three enough of dra- nite Pez mother might be | Latin. At |something. | leather
times your | to getyou | co-war- [dispenser!! a parallel least its What suit,
size high once riors dimension | pages don’t |  thing? smelling
or twice Fo's in it) chafe your | Whatdo I | like dead
ass too know! fish
much.

Finally, one of the other PCs violently betrayed you in the past: who

v the hell? and how?
48 %
* 5 There you go! Get yourself a A\
- > name and you're ready for action. ! ¥

%g‘
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Where you at? Basically: you're in a big wrecked city, like
New York if all the toilets were clogged during a hundred
years, with radioactive rain everyday. It stinks, it swarms.
Outside of the city, devastated lands, everywhere. It’s like
the worst post-apocalyptic city with extra added tons of
shit, the smell of old clams and ultraviolence everywhere.

And what’s the big idea? Well, it’s like that: the MC
chooses a mission on the table below, that the Master gives
the PCs at the beginning of the session. There’s no reward

if you do it, only if you dont, the Master, they gut you.

MC, take the mission’s outline an’ make up 3-4 incidents,
I'm not gonna do everything myself now am I. Pro tip: its a
good thing to alternate action and interaction scenes. Like,
they gotta punch, then they gotta talk, then punch some
more. Basically, as long as no one’s bored as fuck
and the players can play off-the-wall PCs, it’s
all good.

Bring back Brok IV’s shield from the
puke mountains

Go and nick a jerking machine in the
plant of the southern suburb

Bash the fuck out of the local arena’s
minotaur

Find the formula to change shit into
gold, I heard the old crazy guy from
the northern district’s got it

Force the draco-warriors’ lord to spill
out where he hides his genetic tubes

Kill off the queen of constipated ti-
gers and get her heart (it melts under
yer tongue)

Dive at the bottom of the time snotex
and report what's on the other side

Figure out how to get a pink poney,
it's gonna be the Master’s nephew’s
birthday soon

Wade in the sewers and collect ball
ticks there

‘

How d’ya do stuff? When you oppose something
(a monster, a buddy, a shitstorm), you bet one of
your traits. And then, we count one-two-three
and you do like Paper/Rock/Scissors except
it's Violence/Sex/Poop: for Violence, you
give the finger, for Sex a finger in a hole,
and for Poop you remove your finger
from the hole. If you play online, you
can also shout the word you choose
after one-two-three (or type it, your
choice but then you gotta type it in caps).
Oh yeah and that’s not a strategy game
so don’t think! Shout whatever comes
first, the funny thing you wanna do.
You're gonna screw the other guy every other time anyway,
so yeah.

Violence is stronger than Poop; Sex is stronger than Vi-
olence; Poop is stronger than Sex. The winner describes
what they’re doing, it gotta be related to the chosen stat
(like if you shoot “POOOOOOOOOOP!” that’s not to
punch someone, it wouldn't make any sense!). The loser
must describe how the trait which was bet is lost (“Oh no,
my shit skin is drying up!”; “oh fuck, you ripped off my
metal arm!”; you got the idea). If theres a tie, you both
lose, that’s life.

The thing is you can’t die. Yep, even if you lose your legs
and all your traits, you're just a ridiculous tiny pile of flesh.
Except if the Master kills ya or ya kill yourself (let’s be se-
rious for a sec).

Alright so we're just losing points in this shitty game?
Hell no, thatd be lame! The MC’s job is to make sure you
always got one or two points in each stat, so the thing
keeps working. Like, they can let you graft an
opponent’s dick to win back a Sex point, go fool
around in a barrel full of piss to win back a Poop
point, that sort of things. If they don't, insult
them, but go ahead and give them sugges-

53

tions (hey, they can't think of everything now can they!).
It’s super important, don’t forget!

MC, you need monsters? Hey, you got lazybones, hon-
estly, look, 'm gonna think about for a couple minutes and
there, let's make up a nymphomaniac boar, a blob of acid,
a thug gang with metal plates on them faces, a plant ea-
gle, diarrheic gnomes... Alright, yeah, that’s no good, you’ll
probably do better. Anyway, give ‘em 1 trait if they’re crap
to wipe off with the back of the hand, 3 if you want some
fighty-fight, 6 or more for serious stuff. You don't have to
define the traits but hey, maybe it works better. An’ when
they drop to zero, they dead. And it works the same if the
PCs want to destroy a door or disarm a bomb, fuck yeah,
this abstract system kicks ass! Oh yeah but it means a door
can pierce a character’s bionic eye... Yeah well that’s a bit
weird but it works.

And sometimes they can talk things out, right, no need to
unsheathe hands all the time. Remember: action, then in-
teraction. It rhymes, shouldn’t be too hard to remember!

‘ v ‘ ' x
Thanks to Julien D. for the title and to Guillaume, Sygillé,
Chestel and Belfeuil for bravely testing the game!
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THE <’ TO DREAMS

A mini-RPG for a Dream and 2 Dreamers, a hack of “La
Clé des nuages” (The Key to Clouds) by Felix “kF” Ber-

oud, written in July 2018 by Come Martin.

Two Dreamers wander through the same oneiric land-
scape. Will they find there the fulfillment of their deepest
Desires, or a simple and welcome breath of fresh air?

Falling asleep: One of the players will be the
Dream, the other two the Dreamers. A Dream-
er’s role is to describe their progression inside the
dream towards their unconscious Desire, and how
they help the other Dreamer to reach theirs. The
Dream’s role is to describe scenes, to pay attention
to what the Dreamers seem to reveal about their
Desires and to redistribute Symbols.

The Dreamers first each choose an unconscious
Desire, unfulfilled in reality (find a memory or a
lost relative, solve an existential problem, find the
answer to an intimate question or the solution to a
personal problem...). The more precise the Desire,
the simpler it will be to integrate it into
the story. The Dreamers won't reveal
their Desire to each other or to the |
Dream during the game.

They also create two objects
that they will bring inside the
dream: the first evokes their
Desire (it might be a feather, a
drawing, a scarf...); the second is related to an as-
pect of their personality (maybe a key, a cube, a
locket...).

The Dream creates two Symbols of their choice.
They can be objects (a ladder, a sword), traces (a
spiral, a cross), geographic or natural elements (a
river, a tree), actions (dancing, falling down)... or
anything else. The Dreamer also thinks about the
place where the story will start: a dormitory, a
ship’s hold, an hotel room or even
a stranger place like a cave or a
forest.

[
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Light sleep: The Dreamers each briefly describe
how they get to sleep before the story begins:
which thoughts fill their heads, which objects they
see from their bed (the ones they will bring into
the dream). They specify which object relates to
their Desire. It's also the time to describe
themselves physically. At the same
time, players can think of nicknames
g)lr.each of the Dreamers, based on 3,93 3%3“&1

eir appearance or any other aspect § 313 ,}53
they wish to underline. g 3 ; 3

L S

The Dream describes the place where 33 ERA
the Dreamers wake up, in their bed: they include
the Symbols they've prepared there (pointing
them as such). The Dreamers can each add a detail
to this place if they wish.

Deep sleep: The Dreamers always stay togeth-
er and cannot speak, whether to each other or to
other characters: they can communicate through
gestures or describe the action of
speaking (without making ex-
plicit what words are spoken),
and always instinctively under-
stand the people theyre inter-

acting with.

The Dream must regularly ask one of them or
both (making sure each is asked roughly the same
number of times) what they except to find a little
further in a place or later in a scene; these expecta-
tions can be fulfilled, modified or ignored, depend-
ing on the Dream. The purpose of these questions
is to harmonize communication between the play-
ers.

When the Dream describes a new scene, each
Dreamer is free to influence this description and
modify a detail (similarly to the beginning of the
fame). This modification can be as minor or huge
as needed. Places needn’'t remain coherent from
one scene to the next: as in a dream, it’s possible
to switch from a cave to an apartment to a castle.

In addition to the Symbols made explicit at the
beginning of the story, the Dream and the Dream-
ers can reintegrate any descriptive element as an
additional Symbol. They mustn’t make this recy-
cling explicit. The more the Symbols are reutilized,
the more coherence the story will have.



When the Dream describes a new scene, they
are free to place there as many elements as they
want with which the Dreamers can interact: mys-
teries (strange objects, weirs writings), obstacles
(a room with no doors, an opponent to fight) or
any other type of interaction. The Dreamers can
interact with any element they want, ignore some,
and even create others. It’s up to them to describe
how these interactions go; this description must be
progressive so the other Dreamer or the Dream can
step in if they want, participating to the action or
lightly modifying its description. However, it’s not
possible to completely deny a description.

Paradoxical sleep: The Dream must continue to
lead the Dreamers from scene to scene; the Dream-
ers perpetually discover new places and new scenes.
The Dream keeps on asking them what they except
to find further away, in order to pay attention to what
their Desire is; each Dreamers must also pay atten-
tion to the descriptions of the other one in order to
guess what their Desire might be.

When the Dream asks them, a Dreamer is
always free to say they except to find the

fulfillment of their Desire in the next

scene, or to modify the description of
the current one to integrate it right away.
In both of those cases, this Dreamer wakes up

and leaves behind him the Dream and the other
Dreamer. The game then ends with a short epilogue
for each of the characters: the Dreamers describe
how they wake up, the Dream how the Dreamer’s
presence has left traces inside the dream.

A Dreamer can also decide to wake up before hav-
ing reached their Desire; the game then ends in the
same way. A Desire must be considered as a direc-
tion guiding the Dreamer (and their descriptions),
not necessarily like a goal that has to be reached by
any means.

Waking up: After the game, the players should take
the time to debriefit. Was it a satisfying session? What
were the Dreamers’ Desires? Were they anticipated,
is it unsatisfying if they weren't fulfilled? Were there
high points? Were there frictions or frustrations in
the way narration was shared? Were the Dream or
the Dreamers disappointed to having spoken less?
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To sum up

The Dreamers have an unconscious
Desire, symbolized by an object, and
another object which relates to their

personality. They describe how they fall
asleep; the Dream describes where they

wake up and links two Symbols to this place.
The Dreamers each can add a detail to this start-
ing place.

During the game, the Symbols (from the
Dream and the Dramers) are recycled at will,
plus other Symbols if anyone wishes to (but
they’re not pointed out as such).

Progression is interspersed with the question
“What do you expect to find further away?”. The
Dreamers can always modifying the descrip-
tion of a scene as much as they want. Within
a scene, the Dreamers choose which elements
they interact with and can create others. When
they explain what they’re doing, they’re careful
to leave silences so the other Dreamer and the
Dream can step in. Just like for the description
of places, Dreamers can modify the descriptions
of others, but can’t deny them.

After a while, a Dreamer wakes up, either be-
cause they have fulfilled their Desire or because
their player feels the story has reached a satisfy-
ing conclusion. They narrate a short epilogue,
followed by the other Dreamer and the Dream,
then the game ends with a debriefing.

THANKS to kF, Eugénie, JC, Felondra, Macalys, Bel-
feuil, Eldogarth, Stéphane and Jean for the beautiful
dreams together!
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To play YWBMBIGTTR, gather in a comfortable room,  again but from another point of view, reveal they were part
if possible with velvet armchairs. Imagine your Explorer:  of the same expedition, imply the dishonesty of their pre-
they have a Trait, Equipment and a Servant. One is help-  decessor... However, no one can ever describe what the ru-
ful, another a hindrance, the third neutral; they are only  ins look like or what is to be found there.
narrative crutches which should vaguely evoke the United
Kingdom in the XIX™* century. Also imagine 3 incidents
each, that your Explorer might have faced during their
journey to the Moon ruins: the first one should relate to
a character, the second to a place, the third to an event.
Write them on pieces of papers and gather them into a
pile.

When everyone has narrated their journey to the myste-
rious Moon ruins, players write their Explorers’ names on
the incidents still in the pile which they’ve created. One of
the Explorers then accuses another of lying about a pre-
cise point of their tale (probably the one showing them
to their best light), and insists on them telling the truth
about it. The accused Explorer then draws a new incident

The game begins when talking points become difficult ~ on which their name isn’t written, which replaces the one
to find: while people refill their drinks, the last player to  about which they were accused or which adds new narra-
have created their Explorer says: “By the way! You wont  tive elements to it. After having justified themselves, they
believe me, but I got to the ruins!”. They randomly draw 3 can discard this new incident or put it back into the pile.
incidents from the pile and get ready to narrate their ex-
pedition. They must describe how they overcame one of

the incidents with physical Prowess, another by Ruse, and ) .
how they suffered a Setback in front of the third one. They ~ P ile up, and so do poor excuses, until players run out of

might have been helped or hindered by their Trait, Equip- incidents, or until one of the Explorers realizes it’s time
ment or Servant. While they're preparing their story, the (f(?r tea,' for the lecture of an esteemed gu.est, for a nap...).
other Explorers should politely talk about something else; Discussion then concludes and the game is over.

they will then be able to comment, ask for details, but not

(yet) question the story.

They then too accuse another Explorer, who have to
justify themselves following the same rules. Accusations

Incidents examples: an attack by giants, meeting with a
1 GOT moon being, an airship breaking down, a flock
@ 2 o) ])of telepathic birds, a Martian invasion, for-

getting snacks, an earthquake, a wizard

¢ telling riddles, the irruption of a bor-
ing socialite, sabotage by an enemy,

&2 a sudden access of depression, an

impassable mountain...
Written

The incident causing a setback' is then dis- \IY‘JME’ BUT
carded and the others put back into the Q}"% ,

pile, as another Explorer says “By ﬂ&%
Jove! I too recently got to the ru-
ins!”. Their story follows the same
rules as above; they can stress

the fact of having faced the b?

same obstacles, narrate a scene
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