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INTRODUCTION 
 

What this deck is 
The GameMaster’s Apprentice: Demon Hunters deck is a set of tools meant to be helpful for 

anyone running a roleplaying game. This deck is custom-tailored to reflect the world of The Dead 

Gentlemen’s ​Demon Hunters: A Comedy of Terrors​, a role playing game based on their ​Demon Hunters 

films. 

The general purpose of this deck is to create and arbitrate the sort of story ideas and decisions 

often made by a GameMaster, but which can sometimes be randomized--perhaps to make the decision 

more ‘fair,’ or maybe just to help the GM come up with something totally new. 

Each of the 120 card faces in this deck contains a set of fourteen randomizers. While each 

randomizer has a specific purpose for which it was designed, I did my best to make the cards as flexible 

as possible. How each randomizer, or the deck as a whole, is used depends entirely upon the needs of 

the group, Game Master, or player using them. 

I created these cards for many reasons, but the most important points can be boiled down into 

two functions. First, I wanted to make it easier (as a GM) to access random tables, and I find a deck of 

cards faster than hunting through books and comparing them to the results of dice rolls. Second, as my 

group’s usual GM, I wanted a system that could let me play a solo game with the ‘fairness’ of an 

outside arbiter, while avoiding the limited options found in most computer- and game-book-based 

RPGs. With a bit of imagination, a sense of fun, and maybe a character sheet from a game system of 

your choice, this deck should let you play through an adventure entirely without a human Game 

Master. 

 

What these instructions are 
Because the GameMaster's Apprentice is meant to be flexible, there isn't a right or wrong way 

to use the cards. For the same reason, while these instructions describe each of the randomizers on 

the cards, I can't really tell you 'how' to use them; it will be up to you to determine your favorite ways 

to put them to work. My notes are a framework for you to work within. I'll give you some examples 

and explain my thinking, but if you're the sort of gamer who is interested in randomizer cards at all, 

chances are that you're already thinking of ways they might be helpful. 

However, if you want a little push in the right direction, these instructions include suggestions 

aimed at gamers in several specific situations: 

1) You're a GM looking to spice up your plans with new ideas. 

2) You're running a game and need to generate some information on the fly. 

3) You're a solo-player (or a group with no GM) and want to run a game with the cards as an 

engine. 
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What is on the cards: The Randomizer Breakdown 
While more detailed descriptions of how I use these randomizers together come later, here is a 

brief overview of each of them, with a few suggestions for use. 
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1) Difficulty and Reaction Generator 

This one is often referenced just as the Difficulty Generator, but it serves many purposes. Below 

the Brotherhood symbol we have the results of a bell-curved 1-10 number generator. This is great for 

anything which is probably going to be “average:” the relative difficulty of picking a given lock, how 

friendly a random stranger is to the PCs, or even how powerful that random stranger happens to be. 

Most results will fall in the 5-6 or 4-7 range, so plan accordingly! 

 

2) Likely Odds  

When you need the answer to a Yes/No question, you can draw here for a “fair” random result. 

Yes, you could just roll a die and decide that ‘evens’ mean ‘yes’ and ‘odds’ mean ‘no,’ but that actually 

takes longer--and for me, at least, after I roll I can never remember whether odds were yes or no. 

Also, the possible answers here include ‘critical’ results; the range is: YES!/Yes/No/NO! 

The three sub-categories (Bad, Even, and Good) stand for how likely the answer is to be positive 

(YES! or Yes). ‘Bad’ means there is only a 25% chance of a positive answer; ‘Even’ gives a 50% chance; 

and ‘Good’ indicates a 75% chance of positive results. 

 

3) Dice 

Exactly what they appear to be--the results of randomly rolled dice, ranging from d4-d00. These 

are handy for a quick number without revealing what dice you are rolling, or when dice are 

inconvenient for some reason. However, unless you shuffle and redraw for each die in a roll, the draw 

isn't going to be as random as it should be; for one to three cards, the statistics will still be very 

random, but after that you should probably return all cards to the deck and shuffle. 

 

4) Source Material 

The world of the Brotherhood includes more things than could possibly go bump in the night in 

just ​one​ culture or mythology (and more heroes than could spring from just one, either). In order to 

help suggest the world-spanning range of material that GMs can draw from, here are ten symbols, 

each representing a different place to look for inspiration. Because this includes both real-world and 

entirely fictional faiths and categories, these ten things cover a vast number of stories, ideas, monsters, 

heros, and deities; if you find yourself drawing one you are unfamiliar with, do some research, and 

remember to treat those grounded in reality with the appropriate respect. 

 

5) Specialties 

The four symbols (a beaker, a ninja mask, a pentagram, and a chat bubble) here can be used to 

select a specialty that applies to a character or encounter. Drawing the ninja mask when designing a 

character could indicate that they are a combat or stealth specialist. Similarly, drawing the chat bubble 

indicates social ability, the beaker suggests ​Science!​, and the pentagram covers the arcane arts. If 

you’re drawing for an encounter, decide first if the symbol indicates the source of conflict here, the 

skills needed to overcome it, or both. 
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6) Random Event Generator 

Generating random situations is at the heart of the GameMaster's Apprentice. These three 

keywords (a verb, adjective, and noun) combine into one of 1.7+ million (if you draw a new card for 

each word) possible phrases; with the phrase and the current in-game situation in mind, you decide 

what the cards are suggesting happens next. For example, “Discover/Obscure/Sanctuary” could 

suggest the players just stumbled into a lost temple or a hidden panic-room, depending on your game. 

Just keep the context in mind and apply common sense! 

 

7) Sensory Snippets 

Four types of brief description exist on the cards: something to hear, see, feel (physically or 

otherwise), or smell/taste. A simple way to use these is to draw one card when the players do anything 

related to observation (searching a room, keeping watch at night, etc) and consider if any of the 

snippets apply. However, these can also be very useful when generating random content; what a 

person or place smells like can tell you a lot about them! 

 

8) Tag Symbols 

Here you find three out of ten images that exist in a different combination on each card (‘10 

choose 3’ is the mathematical operation). These symbols can tell you a lot if you want to use them, but 

they are best when you have created a list for what they mean in a given situation. 

For example, in an investigative game, each symbol might represent a different kind of 

discovery during a search for clues; in a combat crawl, they could be used with multiple tables to first 

populate a room with baddies (each symbol suggesting a monster, trap, or dungeon feature), and then 

their loot (another table could show what value, type, or power level of loot is found for each symbol). 

 

9) Scatter Die 

This shows 8 directional arrows, a direct hit (explosion or star), and a miss (a single “-” dash 

line). Traditionally used for the direction a grenade misses in, it can also be used to map out random 

dungeons (showing the direction of the next door, with hits and misses being dead ends, staircases, or 

similar), tell you where that screaming sound is coming from, or anything else directional. This makes it 

useful in a solo dungeon-crawl scenario. 

 

10)​ ​Belongings 

Initially conceived of as a way to make pickpocketing and looting more interesting, the 

Belongings field can also be used as part of the random character generator. Each card has a different 

category listed first; the three examples that follow the category are just meant to help clarify the 

intent and give you some ideas!  
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11) Names 

One of the simplest generators, and the one that started it all. Each card has three names, 

intended to represent a variety of real and fantastical naming conventions and cultures; and while the 

cultural setting of a game does indeed play a role in what names will be associated with what genders, 

the names are meant to include one probably-masculine, one probably-feminine, and one 

potentially-gender-neutral name per card. 

 

12) Catalysts 

The random event generator mentioned above is something I love, but it is intentionally vague 

and relies on interpretation. The Catalyst box is meant to be a much more specific (but, of course, 

more limited) way to trigger ideas for story seeds and random encounters. While there are only 120 

different Catalysts, if you combine one with a Location and/or a Sensory Snippet or a Difficulty draw, 

you can still create a large number of different seeds. 

 

13) Locations 

Best used during prep or when the players hear about a distant location (because the one you 

draw may not mesh with the current location of the party if you use it when they are exploring), these 

can help you come up with places to adventure that you wouldn’t have immediately thought of. 

Because the Locations are specific enough to sometimes clash with an ongoing game's needs, 

consider modifying the drawn location with an adjective from the Random Event Generator, or a 

sensory snippet, to give it a fresh tone or further detail. "Orphanage" plus the adjective "Mystical" 

might become a home for wayward fey children, a place a young sorcerer has been hidden away, or 

simply fairy-tale-like in how awesome it is (perhaps being run by a fairy godmother turned to public 

service).  

 

14) Virtue and Vice 

These are primarily to help flesh out character personality, but any time you want to suggest a 

motivation (for a villain, hero, or random NPC), you can draw for one or the other (or both). For 

example, if someone hires the party to go clear out the nearby goblin camp, they might be motivated 

by revenge (Wrath), or desire for a particular treasure the goblins have (Envy), and the difference can 

be significant to your ongoing story if the players try to figure it out. 

However, there is one mechanical issue here: while each individual Virtue and Vice appears 

equally throughout the deck, the combinations on the cards are not equally distributed, which is why 

they are on the cards in separate fields. What this means, practically speaking, is that if you draw one 

card for both the Virtue AND the Vice, you wind up with a result that slightly favors certain 

combinations--for true randomness, draw one card for each. 
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HOW TO USE THESE CARDS 
However you want. Seriously, go to town. But if you want to hear how ​I​ use these cards, here 

are my thoughts. 

"Fairness” 
First, a note on fairness. Whether you are using the cards to generate a story for an upcoming 

session, randomizing answers on the fly, or running a solo game for yourself, you may sometimes be 

tempted to replace a card you draw with a second one. Or a third. Or a fourth... 

Is this 'cheating?' 

That depends. 

The golden rule in these cases is that the cards should keep things fun and interesting, and 

should NEVER spoil your enjoyment of your game. 

For some people, this will mean that redrawing the occasional card is totally fine, if the results 

would otherwise drag the story down. To help reduce the likelihood of this (since it still takes up time), 

I strongly recommend this guideline: If there is a possible result or option that will ruin the game, 

eliminate it BEFORE rolling a die or drawing a card. If character death would spoil your fun, replace that 

outcome with capture, maiming, loss of gear, or some other consequence, and THEN roll or draw. That 

way, you won't have to retcon anything. 

However, for some people, the "real" danger of losing a character, or being sometimes unable 

to alter the outcome of an event, is important to the experience. If you fall into this category, I suggest 

you set a specific rule beforehand. Some games already include a karma/fate/plot/benny point system 

that lets players make rerolls, change the story, and so on; if your game does, make rules for yourself 

about how those points can or cannot let you redraw cards (or simply alter the results without 

redrawing). If your game doesn't have anything like that, perhaps consider allowing one redraw of one 

card per game session, in-game night, or chapter of a story--but whatever it is, make the rule first, and 

THEN start play. 

As long as you are following your own rules, then there is nothing 'unfair' about how you use 

The GameMaster's Apprentice. And even if you break your own rules, I promise not to call you on it.  

Tone 
The GameMaster’s Apprentice: Demon Hunters is intended for the darkly humorous world of 

the ​Demon Hunters​ films, but whether your particular game’s tone tends towards the extremes of 

grim, serious, or silly, the deck should be able to support your play; it is relatively tone-neutral. 

However, the curse of neutrality is that it is, by nature, sometimes going to be too generic for 

your tastes. Alternatively, it may present something badly-tuned for what you wanted. 

There are two fairly obvious solutions: either draw again, or reinterpret the card you drew. 

Drawing again can be frustrating, and while I sometimes go that route, I suggest the second 

option as the better of the two.  
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The GameMaster's Apprentice is designed to give you direction and guidance, but it relies on 

you to at least fill in the gaps. If you draw a result that is inappropriate for a reason tone, but you want 

to 'play fair' and keep the card, simply go with the most similar, but appropriate, idea you can think of. 

For example, if a card suggests that a character exploring a hell dimension smells 'Fresh 

Popcorn,' you could say to them, "You smell something rich, almost buttery, in the air." On the other 

hand, if the character is in a goblin marketplace and you don't think popcorn would be available, simply 

saying "The delicious smell of buttery treats fills market square" covers the same idea. 

Also, if the basic idea of a card is plausible but a detail or the tone of the description was wrong, 

consider ignoring those details and drawing for an adjective from the Random Event Generator, a 

sensory snippet, or one of the other content modifiers to replace them.  

 

Primary Systems 
These are the things I most often use the cards for. They can be used on the fly, before play, or 

in any combination. Though they are all vital to using the deck as a solo game engine, that situation 

gets its own section, further below.  

Generally, these systems require the use of more than one field from the cards, and not all 

fields are used equally (or at all) in the systems I describe. All of the systems are meant to work 

together, though, and you can combine and interweave them with any of the fields in any way you 

wish. Remember that these are all just ​my​ way; do as ye will. 

 

Answering Yes/No Questions 
The GameMaster’s Apprentice is so-called because, like a true GameMaster, it can supply a lot 

of information about the game; this is one of the simplest and most common ways it does that. 

If you need the answer to a Yes/No question, draw a card for the answer and look at the ‘Even’ 

Likely Odds field. 

That’s the easiest version, but it can get a bit more complicated if you want it to; you can decide 

that the critical results of YES! and NO! have particularly spectacular results, and you can refer to the 

‘Bad’ Likely Odds if there’s only a 25% chance of the answer being ‘yes,’ or to the ‘Good’ odds for a 

75% chance of ‘yes.’ 

There are many situations that might call for a draw here; let’s talk about a few of them. 

1. Player curiosity: If the players want to know the details of something you haven’t planned, but 

which isn’t critical to the game, consider drawing for it with whatever odds you think would 

make the game most fun for the players. Examples: Is the bartender bald? Is it a nice day out? 

Can I find a four-leaf clover? 

2. Suddenly-necessary details: If the question has a potential impact on the game, but making the 

decision yourself would feel like you were cheating or biasing the result, you need to be a little 

more careful. Don't word the question in a way that ruins the game if you get the 'wrong' 

result, and carefully consider whether you should have Bad, Even, or Good odds of drawing a 
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'yes.' Examples: Does the guard happen to be looking in this direction? Is the backup generator 

fully fueled when the power gets cut? Is there a real doctor in this village? 

3. Modifying cards: If you've just drawn for something else, and you have an idea that sounds a bit 

too implausible, or you have more than one strong idea of what could happen, then you can 

draw for an answer to clarify things. I do this a lot when building important NPCs or story seeds 

ahead of time. Examples: Does being Charitable and Fraudulent mean that this character is like 

Robin Hood? Does 'Destroy/Nearby/Government' mean the city government, as opposed to the 

kingdom, is overthrown? Does combining the Catalyst 'Naked Man' with the Location 'Museum' 

mean that there is one of those performance-art installations? If ​No​, then I guess a patron is 

just VERY drunk….  

 

 

Even in a planned game, using a pre-written adventure, I find plenty of opportunity to draw for 

Yes/No answers. Sometimes players are curious about details that would never have occurred to a GM 

to prepare for; sometimes they pursue a line of reasoning before the GM has a chance to sort it out; 

and, of course, sometimes the GM simply won’t have prepared enough adventure for ambitious 

players.  

 

 

Creating NPCs 
Experienced GMs are probably accustomed to creating the NPCs they need for an adventure, 

but I find that I tend to fall into easy patterns and reuse tropes more often than not when my players 

decide to encounter an  NPC I ​didn't​ need for the game, and thus did not spend time thinking about. 

There are a few standard barkeeps, stealthy rangers, and slightly-mad wizards that my adventuring 

parties just seem to keep running into.... 

So, to mix things up a bit (either when planning a game or when the party approaches someone 

for whom you have little detail), I use this quick method. 

1. Draw a card for a Virtue and Vice combination (draw one card for each if you want to be truly 

random). This tells you a little about their basic motivations, but will have to be tempered by context. 

2. Draw a card for Belongings, to see what sort of thing they either have on them or are 

strongly associated with (for example, a Military Weapon suggests the character may be a soldier, but 

if you encounter them as a prisoner in a dungeon, they probably don't have that weapon on them right 

now). 

3. Draw a card for names, and pick one to go with the character; sometimes names can add to 

the picture, if they are particularly meaningful. 

4. Try to fit the draws together in context, and you're done! 
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NPC Generation Optional Expansions: 

Personality and appearance: Draw for Sensory Snippets, and consider all four on one card; pick 

one that calls out to you as appropriate. Often, the way someone smells or looks, or a sound or feeling 

you associate with them, will help flesh out a character significantly. 

Random descriptor: Draw for an adjective (from the verb/adjective/noun trio of words in the 

Random Event Generator), and apply it to the character. 

Reaction: If you want to randomly decide how the NPC reacts to the party, draw and look at the 

Difficulty and Reaction Generator; 5-6 is neutral, 1 is love at first sight, and 10 is a fight to the death--of 

course, the specific reaction at high or low levels should be adjusted to fit your situation, but you get 

the idea. 

Power level: If you don't know how strong this NPC should be, you could again draw from the 

Difficulty Generator, and decide if this is an absolute or relative comparison. In a relative draw, 5-6 

means they are about the same strength as the PCs, while 10 represents a massively more powerful 

character, and 1 someone very weak. In an absolute draw, 1 represents a starting-level character, 5-6 

is mid-level, and 10 is a demigod. 

 

Creating Random Events 
I love writing plot-heavy adventures and stories for my players, but sometimes I get stuck, or I 

find myself unintentionally copying a pattern I know well, from fiction or previous games. I created the 

primary Random Event Generator as a way to solve those issues, as well as to help me run solo-games. 

I've gone through several different iterations of the generator, experimenting with different 

combinations of randomizers, and the current version (a verb, adjective, and noun on each card) is the 

simplest and most effective I've come up with. Which isn't to say it is perfect--I'm always looking for 

the next, better idea--but it works well enough that between it and some of the decks' other fields, I've 

run complete solo campaigns without feeling either bored or that the story was incoherent (which is 

more than I can say for some campaigns I've planned out entirely on my own). 

Here are the steps I follow the majority of the time: 

1. Draw two cards, first for a verb, and then a noun. This produces results like "Discover Plan" 

or "Heal Treasure."  

2. Consider the results in context. Any flashes of insight? In a game with an important artifact 

already broken, “Heal Treasure” could indicate the first clue in how to repair it; alternatively, it could 

indicate the discovery of some vast source of healing, like a fountain of regenerative water. 

3. If nothing occurs to you, draw a third card for the adjective and apply it to the noun 

("Discover Ancient Plan" or "Heal Terrifying Treasure"). If you prefer, you can of course draw for all 

three right away, but I find that sometimes the extra information actually diverts me from a more 

sensible course. Either way, be sure to consider the context! 
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4. Work the suggested event into the story in a way that makes sense--it doesn't have to occur 

instantaneously, or immediately nearby. “Destroy Government” could indicate a coup in the nearest 

city or kingdom, which would have an impact on the players only when they hear about it--they could 

return home to find it occupied, or encounter deserting soldiers on the road, or similar. 

5. If I have an idea that I'm not sure about (usually because I think it might be either too 

unlikely, or it would be too helpful to my character in a solo game and I don’t want to feel like I’m 

cheating), I draw for a Yes/No answer to make up my mind. 

6. If you were trying to create a random event on the fly, but nothing at all leaps out at you 

from the cards (or the only things you can think of would break the game/the story/your enjoyment), 

either redraw one or more cards or, officially, nothing happens--no random event occurs! Don't waste 

time agonizing over it. 

 

Random Event Generator Optional Expansions: 

Importance Level: If you want guidance about how important the event should be, draw for the 

Difficulty Generator. 5-6 indicate the event is as serious as a level-appropriate combat encounter (even 

if it isn't dangerous itself); higher numbers indicate more serious, game-changing results, while lower 

numbers indicate fluff, window-dressing, or minor descriptive vignettes. 

Descriptions: Sometimes, the event's key words make more sense if you have a concrete 

description of something to start with. Draw a card and read all four Sensory Snippets to see if they 

spark any ideas; incorporate one or more of them into the event. 

Catalysts: These can be used for random events in their own right, but since there are only 120 

of them, you'll get more mileage out of combining them with the Random Event Generator. As with 

the Descriptions option above, you might need something concrete to spark an idea--so draw for a 

Catalyst and see what happens! 

 

Creating Story Seeds 
The difference between a random event and a story seed is one of scale, rather than necessarily 

one of technique. A random event is usually something you try to work into an ongoing story in a way 

that doesn't completely change it (because you don't want to ​randomly​ disrupt the plot); a story seed 

is where you can have more important, world-or-game-changing results, since you are launching a new 

tale, adventure, or even campaign.  

I suggest two possibilities: 

First, you could use the exact same steps as the Random Event Generator, above, but also draw 

for a Location and work it into the story (usually as either a starting place or a place the players must 

go to right away). Don't be afraid to let your imagination really run wild, since you don't have to work 

the event into an ongoing story! 

Second, if that doesn't work and you want some more particular information without drawing a 

ton of cards: 
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1) Draw three cards and set them in a row. 

2) Read all three sets of Catalysts and Locations. Pick one of each, in whatever combination 

seems best (even if they are both on the same card). This describes the kicking-off point for the story, 

and may tell you a good deal about what is to come. 

3) Read the Sensory Snippets on the first card; pick one or more to use and apply them to the 

Catalyst/Location combo. This should help you add some detail to what is going on. 

4) Look at the Virtue and Vice combinations on each card; pick one set to represent the 

character who first gets the players involved (they could be a victim, antagonist, or quest-giver); also 

pick a Belongings set and a Name for them from within the options presented, and use the Sensory 

Snippets on the second card to flesh them out a little more. 

If that tells you what you need to know, jot down the details and go with it! If you want more 

specifics, with these things in mind, ask Yes/No questions and draw for answers to flesh the seed out a 

bit. 

 

Story Seed Optional Expansions: 

Villain, Victim, Visitor: Skip Step 4 above and draw additional cards expressly to create a villain, 

then a victim, and then a 'visitor' (a friend or acquaintance for the PCs). This gives you a lot more 

randomness and also can really launch a story rich with detail. 

Tag Symbols: Especially if you are already planning on using them with a table you have 

created, the Tag Symbols (the three icons in circles, next to the scatter die) can give you some 

interesting detail. If you haven't got a table to use, there is a an example of one in the Tag Symbols 

section below. 

Style: Draw a Specialties symbol and plan on the first part of the game having a play-style focus 

based on the result: Ninja = Combat, Chat = Intrigue, Pentagram = Magic, Beaker = Science.  

 

The Little Engine: Running NPCs or encounters on the fly  
In order to keep things moving, sometimes I use the cards to make decisions quickly, even 

when I could make them myself just as easily. If you want to use the cards to run an NPC or make 

decisions about how an encounter plays out, I suggest you can use the Difficulty Generator and Likely 

Odds fields to sort out many issues very quickly.  

Because you are acting as the GM and just drawing cards for some additional support, this is 

probably the easiest way to use them. You can veto any nonsensical results, redraw if you wish, and 

just move on whenever you need to, so I actually find myself drawing for ‘suggestions’ practically every 

time a player asks a question, just to see if the results are more interesting than whatever I had 

planned. 

However, one important tip is to let common sense reign. If you are starting with a blank-slate 

NPC, almost any action or decision of theirs can be explained; but once they have an established 

personality and goals, answers usually suggest themselves, and you won’t need to draw any more. 
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A few other tips for deciding what happens when you have an unplanned NPC or encounter on 

the field: 

1) Naturally, you can start by drawing Difficulties for how powerful or hostile the NPC or situation 

is, and Likely Odds to answer questions about them. 

2) If you have no idea where to start, draw a card and look at the Sensory Snippets; use at least 

one of them to generate something (the sound of chains might indicate an arrest being made). 

3) Draw for the Tag Symbols (see the next section, on the icon systems) and use the results to 

indicate what is going on; the example table in that section could work for this. 

 

As an example, let’s say the party camps for the night in a forest, and you want to have 

something happen that night, but you can only think of the same things you’ve done before: They are 

startled awake by something that turns out to be harmless; bandits or other monsters attack; or a 

weary traveler shows up. So, instead, you draw the Tag Symbols, and get a Skull (Impending loss), 

Shield (Protection), and Target (A distant goal).  Perhaps, in order to survive a coming storm, they will 

have to seek shelter in a distant, run-down fortress? 

That sounds much more interesting than another bandit attack. 

 

Icon Systems 
While the text fields of the cards are relatively simple to interpret, the images in the icon fields 

might take a little more practice, at least in some cases. If you find that the images and symbols are 

unhelpful, just remember: There is no wrong way to use the cards, so do what you want--and that 

includes skipping parts of them entirely. 

 

Source Material 
I usually bring these into the game when I want yet another, different way to randomize the 

details, tone, or direction of something, but they also help me decide what to research next. They 

aren't necessary for any of the core systems of the GameMaster's Apprentice, but you could use them 

in any game to give you suggestions for quests, the nature or origin of an NPC (hero, villain, or civilian), 

or other specifics.  

And that research I mentioned is important; the world of the Demon Hunters is intentionally 

irreverent in its humor, but good humor comes from punching up, not punching down. Represented 

here you will find icons meant to indicate faiths both ancient and modern, as well as entirely fictional 

sources of inspiration. If you don’t know enough about a real-world faith to represent it accurately in 

your gaming, rather than rely on stereotypes or guesswork, take the opportunity to do some research. 

Your games will be better--since you will genuinely be bringing something new into your repertoire-- 

and you can simultaneously avoid being what we in the business call ‘a jack-hole.’ 
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Brotherhood 
of the Celestial 
Torch 

The Good Guys. Well, theoretically. Anyone or anything associated directly 
with the Brotherhood; this includes many individual supernats, Demon 
Hunters, and what might be called the ‘high ups’ of a number of religions. 

 

Order of the 
Infernal 
Scepter 

The Bad Guys. The actual Order was destroyed a long time ago, but this 
category includes any individual, personal enemies of the Brotherhood, as 
well as the demons and dark gods of many different religions. 

 

Tentacled 
Horrors 

Whether they sleep beneath the sea, travel from the darkness of space, or 
emerge from deep under the ground, they all have a few things in common: 
they are squamous, they are big, and they eat things. Like people. 

 

Urban Legends Tall, thin men; bloody, mirror-based women; they crop up all over the place. 
Many modern monsters could fit this category, but feel free to create your 
own, similar creatures, or put a twist on an oldie-but-baddie. 

 

Ancient Greek 
Mythology 

The labyrinth could indicate the minotaur itself quite nicely, but old gods, 
demigods, monsters, and immortal heroes can all make for a comeback in 
the modern day.  

 

Aztec 
Mythology 

Native central-American mythology is rife with interesting stories, but also 
tends to be the focus of racist interpretations, so remember to do some 
research beyond your favorite archaeologist-adventurer 80’s movie. 

 

Jewish,  
Islamic, or 
Christian 
Mythology 

These three mythologies are so widely known that we condensed them onto 
one marker--but being widely known and widely understood are two very 
different things. Before you use a golem, jinn, or angel in your game, 
consider that what you’ve seen on TV might not be the whole story! 

Japanese 
Mythology 

Japanese mythology, including the Shinto faith indicated by the icon here, 
does not refer to an historically unified religion, and so covers a wide range 
of practices. I suggest researching what ‘kami’ are in order to add to your 
understanding something rather different from Western ‘spirits.’ 

 

Chinese 
Mythology 

While the yin yang symbol is actually tied to specific philosophies rather 
than Chinese mythology as a whole, we picked it because it is recognizable 
to Western players and GMs who would benefit from doing more research. 
Chinese mythology covers thousands of years of stories, heroes, gods, and 
monsters you can draw into your games. 

 

Norse 
Mythology 

Represented by Yggdrasil, Norse myth has been popularized in modern 
culture in much the same way that Greek and Roman myth have been, but 
there is a lot more to it than many cinematically heroic retellings 
incorporate, whether you want to understand their take on undead, or their 
version of the end of the world. 
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Tag Symbols  
My love of random lists should be pretty obvious, so the fact that the Tag Symbols are for using 

a random list to pick results from another random list should be unsurprising (List-Ception? Yo dawg, I 

heard you liked tables? Wow, such random, so tables?). With 120 card faces, each card face shows a 

unique combination of symbols, and every possible combination is represented.  

If you have a pre-generated list that shows what each icon means in a given situation, drawing 

for the Tag Symbols is a good way to introduce a combination of elements to a scene, and it ensures 

that you always get three different results from your list. Whether you are creating the treasure horde 

for a dragon, deciding what sorts of things a detective finds while investigating a crime scene, or 

selecting plot elements to work into the Story Seed you are creating, the Tag Symbols can keep things 

interesting. 

Of course, this all requires that you create a table ahead of time. Here’s an example. 

 

Tower

 

Significant obstacle; probably static in 
nature. 

Moon 

 

Confusion or misunderstanding. 

Crown

 

An important individual, with power over 
you. 

Sword

 

Conflict; not always physical. 

Heart

 

Family, friendship, or romance. Shield

 

Protection; not always physical. 

Skull

 

Impending loss, predictable but hard to 
avoid. 

Target

 

A new goal; a distant or dynamic 
objective. 

Sun

 

Clarity or revelation. Wand

 

Powerful technology or magic.  

 

On the other hand, if you don't want a table at all, then you can still use the Tag Symbols; you 

just need to be quick on your mental feet. Acting as a relatively simple set of 10 runes, the Tag Symbols 

can be drawn for a symbolic interpretation; for example, if you want to spruce up a random event and 

draw a Skull, you might decide to add the undead, the discovery of a corpse, or a sudden sickness to 

the situation.  
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Specialties 
These indicators are meant to suggest broad, related ideas in a number of situations. I most 

often find use for them as modifiers to other things; an NPC who gets the Ninja Mask might be 

energetic and aggressive, while one who gets the Beaker could be curious and detail-oriented. A 

random encounter flavored with the Pentagram might indicate magic-associated themes (weird 

coincidences, pony-based TV shows) or a more literal idea (actual magic, demon summoing, etc).  

What I view as a 'standard' interpretation of the meanings of the four symbols can be found 

below, but you should feel free to ignore that in favor of your own views. 

 

Ninja Mask

 

Combat and stealth; a character who focuses on one of these, or an encounter that 
will involve either defeating or circumventing physical violence. 

Beaker

 

SCIENCE! A mad doctor, a research lab, an encounter requiring investigation or careful 
observation, or something like that. 

Pentagram

 

Magic and the arcane. Characters might be sorcerers or summoners, and encounters 
might include dealing with magical traps, curses, boons, blessings, or summoned 
creatures. 

Chat Bubble

 

Dialogue time. We could be looking at an unexpectedly social confrontation (can the 
group talk that bored demon into just letting them pass?), a new quest, or a phone 
call at an inopportune moment.  

 

Scatter Die 
The concept of a scatter die comes from wargaming, when a character throws a grenade or 

missile that has a strong chance of missing slightly. The die tells you if the missile lands in a given 

direction away from the target, or (at least in this case) in a complete miss or dead-on-target hit. The 

miss is indicated by a single dash ('-'), and the direct hit by a tiny explosion of arrows. 

Other ways to use the Scatter Die might include: 

1. Creating a dungeon or similar area (with directions indicating passages, and misses and hits 

indicating stairs, dead ends, or similar). 

2. Mapping out a tactical set-up, indicating the disposition of enemy forces. 

3. Selecting a random player to target with an effect (based the 'direction' they have from the GM, as if 

the card is placed down in the center of the table). 

4. To indicate time of day, treating the arrow as a the hour hand of a clock; a miss might indicate 

Midnight or Dusk and the hit might suggest Noon or Dawn. 
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THE DECK AS A GAME ENGINE 
Taken together, the same systems I use to make decisions or randomize content in a traditional 

GM-and-party RPG can be used to run a GM-free game. This may not be everyone's cup of tea, but if 

you like choose-your-own-adventures or game books like the classic ​Lone Wolf ​series, these cards can 

help you build an adventure! 

Of course, there are some big differences. Using the cards as a literal apprentice GM means 

that you have to supply questions for them to answer, add details to the direction the cards give you, 

and so on; but what you get in return is a game that not only continues well past when a game book 

would come to an end, but which can literally take you in any direction, on any quest, and to any result 

you can imagine. 

I think the added effort is well worth the results. 

 

Making "fair" decisions 
I've already discussed what 'fair' means to the GameMaster's Apprentice, but this becomes 

even more important when dealing with a GM-free game. Whether you are running solo or with a 

group of friends, decide how to handle interpretations and redraws before you start play--even if that 

means you just shrug to yourself and think, "Meh, I think it's fine to redraw if I want to." 

The real trick is to be sure that no one in the group will feel cheated or disappointed at any 

time; find out your preferences before you start, and plan accordingly!  

 

Starting a Game 
Step 0 is to begin with a character you will have fun playing. If you already have an adventure in 

mind (whether personally made up, or taken from a published module), be sure it fits that adventure; 

if not, make the character first, and then make an adventure that fits ​them​! If necessary, use the Story 

Seed generator, above, and throw yourself into the game! 

It really is as simple as that. Describe the setup, and then ask yourself, ​“What do I do now? 

What happens next?” 

 

Playing a GM-Free Game: What Happens Next? 
With the GameMaster's Apprentice as a GM, things work most smoothly if you treat the deck 

like it really is a new GM and you want to help them get the hang of things, while still having a fun time 

yourself: you ​ask the deck 'leading questions' and then deal with the results.  

If you have no idea what should happen, you can always ask ​"What happens next?"​ and 

generate a story seed or random event. 

On the other hand, if you walk into a 10'x10' square room in a dungeon, you can probably be 

more specific. ​"Are there monsters guarding treasure here?"​ works pretty well. 
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But what if you ask that and get a No? 

Rather than try and ask question after question after question, I suggest you default to this rule: 

Ask a question about what you think is the most likely OR best-for-the-story result, and if the answer is 

'no,' either go with the next most obvious/story-related option, or generate a random event and use it 

as guidance.  

So, in this instance, if the cards say that No, there are no monsters guarding treasure in this 

10'x10' square room, the next most obvious thing is for it to be simply empty--which could mean it is 

trapped. Roll perception! 

Or, if there are indeed monsters, go with the most likely kind and use your game system's rules 

to determine how powerful they are and what loot they might have. If you are running a pre-written 

adventure, use their notes; if not, you can (for example) draw a Difficulty to decide how tough the 

combat should be, and have the monsters either act in the most obviously pragmatic way, or draw 

Yes/No answers to decide what they do. 

Speaking of combat... in some parts of a game, dealing with a large group of players is fairly 

simple; most combat systems already use turn order and initiative to handle questions of who gets to 

act when. However, in situations where no GM exists to move the story forward, and yet no clear 

initiative order exists, the fact that the narrative control resides with the players could lead to some 

intra-party conflict. Consider these suggestions:  

 

1) Everyone should either have equal say in what happens, or have agreed to another 

arrangement ahead of time. There is a big difference between ​letting​ someone ask all the leading 

questions, and ​having​ someone ask all the leading questions. 

2) The goal is to have fun, so while using the GameMaster's Apprentice as a GM, only ask 

questions that the whole group can accept its answers to.  

3) If you discover a need for rules to govern who asks questions and in what order, write them 

down and follow them until you agree to change them. 

 

And there is one more important detail to keep in mind, whether you are playing solo or with a 

party: If someone has an idea for what should happen, or they want to jump forward in time to move 

on, and it just sounds right to everyone involved, there is no reason to force a draw. ​Just say it 

happens, and move forward from there. ​Perhaps it costs an out-of-game resource, or you modify it 

with a draw just to see what happens, but there is no harm in moving the game in the direction the 

players want, or ‘fast forwarding’ time to skip the boring parts of the story. This is the equivalent of 

telling the GM, “I know it might change the game, but what if we’d rather skip this bit and spend play 

time on…?” 
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The Basic Loop: The Heart of the Engine 
Once the game is started and you have a basic idea of how to use the deck as a GM, you can 

move ahead as the plot demands. You can follow a pre-written adventure, or you can make it up as 

you go along. But, either way, I like to mix things up with what I call 'the basic loop' of play.  

A large part of playing a role playing game, for me, is the interaction between the shifting 

challenges and the player or players facing them. If the challenges become predictable or stale, they 

become boring... and even with the randomizers to make my 'random encounters' and plot twists 

more interesting, if I am the one deciding exactly when to draw for a random encounter or a plot twist, 

that doesn't exactly seem exciting to me. 

So, in order to keep things interesting, I follow these rules: 

 

1) At the beginning of a game (or scene, if you feel like changing it mid-game), select a method for 

Tension (see below) 

2) Whenever you draw for a Likely Odds result to answer a Yes/No question, ALSO look at the 

Difficulty Generator. 

3) If the Difficulty is lower than the current Tension, a Random Event occurs, and you have to draw 

for it and resolve it right away.  

 

This way, the game changes in ways I as a player couldn't predict--BUT, because the Random 

Events still involve interpretation, I can avoid spoiling the fun of the game by preventing results that 

would be silly, stupid, or boring. 

So how do we decide what the Tension rating is? I have three methods I bounce between. 

The first is a static number. If I just want to keep things simple, I select a number based on how 

likely things are to go crazy in this scene (and then it changes at each scene break). A day of rest in a 

guarded temple might be a 1 or a 2, while if anyone says "I have a bad feeling about this..." it gets 

ramped up to a 7 or an 8. 

My second method is a scene-by-scene build. Starting with a 1 for the first scene of a session, 

the number increases at each scene break until you have more than one random event in a given 

scene. At that point, it decreases back down to 1. This method makes it easy to start out 'safely' and 

keeps the rising level of chaos in check (though you can reset the Tension less often to keep things at a 

frenetic pace). 

The third method I use is a draw-by-draw build. This is, in many ways, my favorite version. At 

the start of the session, the Tension is 1. After each draw for the Likely Odds that fails to trigger a 

random event, the Tension increases by 1; when a random event is triggered (at most every 11 draws), 

the Tension drops back to 1. This method may be the hardest to track mentally, but for me is the most 

satisfying--it results in a fairly high number of random events, but if you give yourself the freedom to 

let some of them be helpful or merely cosmetic (adding flavor to the game, but not acting as disasters), 

then this high volume of them keeps things interesting without destroying the plot.  
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Tracking plot and character developments 
When playing a GM-free game with the GameMaster's Apprentice, I suggest keeping written 

notes about the randomly-generated plot elements. These can help you not only remember what 

happened, but can make it much easier to tie the plot together (as we'll talk about in the next section).  

If you generate an NPC, note down the details you create, even if at first they don't seem 

relevant in the long run. For settings, encounters, and similar, note descriptions and sensory 

information; perhaps they will combine to mean something more to you later on. 

And if you really find your stories picking up in excitement, consider keeping a narrative journal 

for them. Fleshing out the tale both makes it more interesting, and also helps you keep track of 

possible hooks for continued adventures! 

While this may seem more relevant in an intentionally plot-heavy game--mystery, investigation, 

or similar--keeping detailed notes can also serve hack-n-slash games very well. Who have you been 

hacking, and what about their friends? If you turned left at that last sewer junction, but then hit a dead 

end, can you just go back and take a right instead? Notes, maps, and drawings can add significantly to 

the thrill of a game.  

Wrapping up a plot  
Let's talk briefly about how to end a story. 

The first rule is, of course, that no matter what the end actually is--whether the players 'win' or 

'lose,' or just stop--it shouldn't ruin anyone's fun. Winning and losing can both ruin a game if handled 

badly. Just ask the teams responsible for triple-A video game trilogies that rely on story decisions and 

player choice to 'influence' the end result.... 

Which means: when creating the 'final encounter' or revealing the solution to a mystery, 

anything that would spoil the game is automatically off the table ​even before you draw a card. If a 

random event suggests betrayal, but the only possible traitor would be a silly choice in a serious game, 

skip it; if the draw indicates that the big bad in a gritty drama that has been building to an epic fight is 

actually a whiny little goblin with no real power, skip it unless you can make it fit the tone.  

Also, importantly, if you find yourself already in possession of an idea for what should happen 

at the conclusion to a game, and you feel like anything else would be disappointing, then start there! 

Yes, I do mean that you should assume that you are right... but then ask: "And what ​else​ is going on?" 

Draw a random event or a set of tag symbols and use them to modify your assumptions.  

This works for mysteries as well as hack-n-slash games. Take the clues generated over the 

course of the game and try to put them together ("We found scales, claw marks, and a smell of 

sulphur--it could be a dragon!"), decide how likely you are to be correct and also what the next most 

likely option is ("This is a fantasy world, so it probably is a dragon, yeah.... but it COULD be a demon!"), 

and then draw Yes/No. If you were right, great! If not, go with the second option.  

And then, in either case, ask yourself, "But what ​else​ is going on?" and again draw a random 

event or a set of tag symbols to modify your situation, providing additional detail. 
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FINAL WORDS 
 

Just a few things I haven’t covered, or which bear repeating! 

Adventure Guides 
Adventure Guides are short, targeted genre support supplements that are meant to work with 

the deck, to either get you started or to enrich your experience, depending on your needs. They supply 

several basic things, including notes on the genre, suggestions for partially-built story seeds and 

characters, and tables to supplement the deck (including examples of the tag symbol charts and 

various uses for them). If you’re having trouble figuring out how to use the cards in practice, these can 

be a help. They will be available as PDFs from the same source(s) as the GameMaster’s Apprentice 

deck. 

 

Genre Mashups 
I built the base GameMaster’s Apprentice deck to be genre-neutral, but that doesn’t necessarily 

mean it is always the best fit for a situation. Thanks to incredible Backer support, there will be 

genre-specific decks and Adventure Guides to follow the release of the base deck, including this 

Demon Hunters version. These are naturally going to provide tailored results, but you can also combine 

them in unusual ways! Combining the Sci-Fi deck with the Fantasy Adventure Guide could produce 

adventures suitable for a world of strange wonders and lost technology; combining the Age of Sail deck 

with the Sci-Fi Adventure Guide might lend itself to the adventures of a Star Navy.  

Of course, the Adventure Guides aren’t actually required to use one deck with a different genre 

of game; just tailor the results on your own initiative if you prefer. Personally, I try to avoid needing an 

extra set of reference tables, so rely on the deck alone as much as possible! 

 

Make your own materials! 
Why stick with my tables? These are for ​your​ games! Either in combination with the Adventure 

Guide tables and starters that you have, or beginning entirely from scratch, you can easily create a 

custom Adventure Guide suited for your setting and play-style of choice. Grab one of the standard 

Adventure Guides to take a look at the outline, and then have at it! 
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Backer Names 
Once again, thanks so much! Without these backers, and the approximately 250 others, The 

GameMaster’s Apprentice would never have made it this far! 

 

And, if you ever need even more names to draw upon, consider this list as a set of suggestions. 

 

1soni, Aaron Killeen, Adam Benedict Canning, Akiazoth, Albey Amakiir, Alice Peng & Brandon Powers, 

Andrea Hinkle, Andreas Walters - Metal Weave Games, Andrew C, Andrew Eakett, Andrew Ring, 

Andrew Stobie, Arkane Loste, Armin Sykes, Arun Shankar, Atzix, Barl0we, Benjamin & Lauren Rieker, 

Brent Lyon, Brian Horstmann, Brian Iraheta, Brian Ostrander, Caleb Burley, Carly Robertson, Charles 

Brokaw, Charles Kersey, Chris Pickler, Christopher Ruthenbeck, Cody A. Campbell, Craig S Janssen, Dan 

Cetorelli, Dan Suptic, David Carrus, David Korabell, Davis Silverman, Dennis Appell, Devin La Salle, Eben 

Alguire, Eddie Meshach Sells, Eden Brandeis, Erik "Kiraki" Schaeffer, Ewan A Dougall, Galit A., George & 

Brenda Anderson, Gnome Archivist, Greg G., HavenWorth, Hershco, Hilary B. Bisenieks, Ian 

McLaughlin, Harbinger of Plague, James 'Great Old One' Burke, James "Dregg" Carpio, Jay Baris, Jazzy 

Bear Brown, Jeremy Tuck, John Kane, Joseph Schutte, Josh Chunick, Josh Wilson (sohjsolwin), Joshua 

Jones, Katrina Clark, Keith Preston, Kenny the Solo Roleplaying Sage, Kjaskar Swafnildson, Kyle J. 

Wilson, Laura Pinson, Lauren McLemore, Lord Marlith, Lucas Bell, MadLad Designs, Mark Cox-Palmer, 

Mark Leymaster of Grammarye, Mark the Encaffeinated ONE, Matthew White, Matthias 'Yolgie' 

Holzinger, Myles Corcoran, Nathan Gilliam, Neil J. Roberts, Nicholas Hutchind, Nicholas Stice, Paul de 

Haan, Paul Goddard, Penni Walker, Pete Petrusha, Philipp Dopichaj, Pier Antonio BIANCHI, recrispi, 

Rick Sardinas, Robert Sweeney, DM, Roy Romasanta, Sasaki Chasofito, Scott Pinnow, Sean, Sean 

Chvatal, Sean West Money, ShadowCub, Simone Maisen, Snider, Sophia Brandt, Stanley Jack Slater, 

Stefan Leonhardt, Stelio Passaris, Stephen Stalker, Steven K. Watkins, Suzette Mariotti, Talares, Teppo 

Pennanen, The John Blair, The Roach, Thor, Tim Thompson (Streetmonk Studios), Timothy J. Watkins, 

Tina & John Tipton, Troy Small, Tuomas Kuusniemi, Umberto Lenzi, Vincent Arebalo, Virginian John, 

William D. Sharpe III 
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The voice of (a) god...

Discarded armor...

Abrasive, eye-watering bleach...

E F J

i

Z

Hit your funny bone...

Lie detector: Truth serum,

polygraph machine, mental probe.

Lie detector: Truth serum,

polygraph machine, mental probe.

Down the rabbit hole.Down the rabbit hole.

Convention.Convention.
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Something slithering...

Hatched eggs...

Apples and plums...
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Knocked to the ground...

Scandalous evidence: Link to
crime, records of payments, past
life.

Scandalous evidence: Link to
crime, records of payments, past
life.

Severe deja vu.Severe deja vu.

Shop.Shop.
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A booming, unnaturally loud voice...

Glowing, slitted eyes...

A cloud of tobacco smoke...
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Like you haven't slept in days...

Contact info: Fence's name,

relation to highly placed official,

friend of a star.

Contact info: Fence's name,

relation to highly placed official,

friend of a star.

Your clothes stolen.Your clothes stolen.

Oasis.Oasis.
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Muffled, stealthy footsteps...

A strange city in the distance...

Toasting nuts...
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A wave of dizziness and nausea...

Access pass: Secured border,

military base, corporate facility.

Access pass: Secured border,

military base, corporate facility.

Lost a bet.Lost a bet.

Colony.Colony.
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A pained bellow...

Mountaintops obscured by clouds...

A clinical, hospital quality...
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Squirming under your skin...

Smuggled goods: Body parts,

dangerous drugs, stolen

corporate secrets.

Smuggled goods: Body parts,

dangerous drugs, stolen

corporate secrets.

An old acquaintance.An old acquaintance.

Castle.Castle.
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The door creaking open...

Stones of all shapes and sizes...

Fresh linens...
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A cold coming on...

Biohazard: Diseased corpses,

radioactive waste, bio-weapon.

Biohazard: Diseased corpses,

radioactive waste, bio-weapon.

Malfunctioning abilities.Malfunctioning abilities.

Cubicle.Cubicle.
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Mournful howling...

A crack runs through the...

Coppery blood...
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A crunch underfoot...

Eye care: Monocle, glasses, vision

enhancement chip.

Eye care: Monocle, glasses, vision

enhancement chip.

Unnecessary violence.Unnecessary violence.

Bar.Bar.
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The skittering of a many-legged thing...

Suspended in a tank...

Almond oil...
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Your muscles burn...

Posh invite: Royal christening,

diplomatic dinner, secret initiation.

Posh invite: Royal christening,

diplomatic dinner, secret initiation.

Back from the dead.Back from the dead.

Warehouse.Warehouse.
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Low noises of appreciation...

A palace in the sky...

The elderly...
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Lifted off the ground...

Blessing: Bodyguard, secret
government tech, unbelievable job
offer.

Blessing: Bodyguard, secret
government tech, unbelievable job
offer.

Villain vs villain fight.Villain vs villain fight.

Ship.Ship.
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The clattering of bones...

A long-necked bird stares...

Bureaucracy and red tape...
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Your weapon gets caught in...

Curse: Unknown disease, object
that causes misfortune, psychic
parasite.

Curse: Unknown disease, object
that causes misfortune, psychic
parasite.

Creepy child.Creepy child.

Village.Village.
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A stone slab slamming to the ground...

A half-seen figure beckons...

A trace of spice...
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So full you can't move...

Fairy-tale gift: A 'guardian

angel,' a baby, 'miracle' beauty

makeup.

Fairy-tale gift: A 'guardian

angel,' a baby, 'miracle' beauty

makeup.

Paparazzi followers.Paparazzi followers.

Barn.Barn.
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Murmuring in a unknown language...

Roiling, oily smoke...

Putrid flesh...
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X

Like you could eat a horse...

Sufficiently advanced:

Reanimation, incredibly

miniaturized tech, true A.I.

Sufficiently advanced:

Reanimation, incredibly

miniaturized tech, true A.I.

Lost the ability to speak.Lost the ability to speak.

Fog-bank. Fog-bank. 
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Grotesque, gristly chewing...

Dead, sun-bleached branches...

Deodorizing spray...
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Tired and irritated...

Massive inheritance: Vast estate,

Fortune 500 company, museum

of curios.

Massive inheritance: Vast estate,

Fortune 500 company, museum

of curios.

Out-of-body experience.Out-of-body experience.

Houseboat.Houseboat.
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The hiss of escaping gas...

A dying neon sign flickers...

Sage incense...
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An insatiable hunger...

Arcane weapon: Cursing mirror,

undetectable gun,

mind-controller.

Arcane weapon: Cursing mirror,

undetectable gun,

mind-controller.

Impossible crime.Impossible crime.

Estate.Estate.
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The creaking and groaning of...

A blackened skull...

A dusty cellar...
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A phlegmy cough wracks your body...

Ultimate quest: Infernal demand,
clue to humanity's doom, ancient
prophecy.

Ultimate quest: Infernal demand,
clue to humanity's doom, ancient
prophecy.

The Purple Ninja!The Purple Ninja!

Clocktower.Clocktower.
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DaemonDaemonBenevolentBenevolentPardonPardon
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A dying engine...

Strange fungus covers...

Aromatic potpourri...
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Bored to tears...

Proof positive: Death certificate,

DNA result, incriminating photos.

Proof positive: Death certificate,

DNA result, incriminating photos.

A fatal illness.A fatal illness.

Survival shelter.Survival shelter.
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A drunken scuffle...

Ancient and blocky architecture...

Rancid oil...
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l
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Blind, stinking drunk...

Valuables: Religious icons,

expensive watch, prototype tech.

Valuables: Religious icons,

expensive watch, prototype tech.

Wake up bound.Wake up bound.

Landfill.Landfill.
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A bestial roar...

A child's toy sits...

Rank sweat and sour bodies...
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A thud against your side...

Snacks: Savory meat pies, bag of

trail mix, nutrient chips.

Snacks: Savory meat pies, bag of

trail mix, nutrient chips.

Unusual inheritance.Unusual inheritance.

Hell-Dimension.Hell-Dimension.
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Slurred speech...

Row upon row of glyphs and sigils...

Noxious chemicals...

H I J

l

Z

Overcome by memories...

The Unknowable: Eldritch truth,

horrible secrets, alien geometry.

The Unknowable: Eldritch truth,

horrible secrets, alien geometry.

It followed you home.It followed you home.

Larder.Larder.
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A slow tap, tap, tap...

A spreading pool...

Cinnamon and cloves...
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Something lands on your head...

Treats: Sweatbreads, cookies,

foreign candies.

Treats: Sweatbreads, cookies,

foreign candies.

Followed in the street.Followed in the street.

Workshop.Workshop.
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Something dripping...

A sprawled form...

Beer and piss...
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A push from behind...

Light reading: Trashy romance,

crime novel, ghost hunter

website.

Light reading: Trashy romance,

crime novel, ghost hunter

website.

Assassination!Assassination!

Cabin.Cabin.
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An electrical hum...

A horror only you can see...

Ancient, dry dust...
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A prod in the back...

News media: Old news reel,

podcast on PDA, gruesome crime

report.

News media: Old news reel,

podcast on PDA, gruesome crime

report.

Mundane crime.Mundane crime.

Mansion.Mansion.
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Frantic pounding...

A carved symbol...

Recently applied polish...
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Movement in your pocket...

Common medications: Herbal tea,

aspirin, burn salve.

Common medications: Herbal tea,

aspirin, burn salve.

War!War!

Morgue.Morgue.
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Shocked blasphemies...

Garish and clashing colors...

A camp-fire...
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Crawling inside your mind...

Expensive meds: Medicinal

flowers, narcotics, prototype

gene-therapy pills.

Expensive meds: Medicinal

flowers, narcotics, prototype

gene-therapy pills.

Demonic carnival.Demonic carnival.

Lockup.Lockup.
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Shuffling steps...

A familiar face...

Sharp ozone...
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Muscle spasms cramp...

Illegal drugs: Exotic tincture,

opium, experimental stims.

Illegal drugs: Exotic tincture,

opium, experimental stims.

Summoned to HQ.Summoned to HQ.

Highrise.Highrise.
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The step-clop-step-clop of...

The flash of a knife...

Industrial grease...
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j

Y

A surprising pinch...

Climbing gear: Mountaineering

axe, speed harness, microtooth

grip-gloves.

Climbing gear: Mountaineering

axe, speed harness, microtooth

grip-gloves.

Expired coupon.Expired coupon.

The back room.The back room.
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A scream...

A splash of red...

A light, delicate bouquet...
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Soot makes your eyes itch...

Small change: Strange coins,

embossed token, nearly empty

credit chip.

Small change: Strange coins,

embossed token, nearly empty

credit chip.

Long lost sibling returns.Long lost sibling returns.

Mountain.Mountain.
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Running feet, closer and closer...

Flames in the distance...

Burning hair...

A D I

j

Z

Bile rising in your throat...

Communications: Scribbled phone

number, burner phone,

walkie-talkie.

Communications: Scribbled phone

number, burner phone,

walkie-talkie.

Your drink + SCIENCE!Your drink + SCIENCE!

Wilderness trail.Wilderness trail.
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Tick, tock, tick, tock...

Thick fog...

Sulfur and brimstone...
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A stomach-tilting lurch...

Travel accessories: Traveler's
phrase book, tickets,
self-inflating neck pillow.

Travel accessories: Traveler's
phrase book, tickets,
self-inflating neck pillow.

Children in danger.Children in danger.

Gardens.Gardens.
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The sounds of a fight...

Dense black smoke...

Moist earth...
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An electrical jolt...

Small game: Dice in a cup, playing
cards, handheld electronics.
Small game: Dice in a cup, playing
cards, handheld electronics.

Vampire just killed you.Vampire just killed you.

Dangerous ground.Dangerous ground.
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A wet, meaty THUMP...

Blood stains...

Damp, wretched air...

A E G

l
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Deep, throbbing headache...

Crude weapon: Battered club,

shard of glass, wooden stake.

Crude weapon: Battered club,

shard of glass, wooden stake.

Mortal knows too much.Mortal knows too much.

Smuggler's den.Smuggler's den.
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A devil, quoting scripture...

Blinking lights...

Petrichor--rain on dry earth...
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A rush of adrenaline...

Hunting weapon: Bow and arrows,

rifle, spear gun.

Hunting weapon: Bow and arrows,

rifle, spear gun.

A prophecy fulfilled.A prophecy fulfilled.

Mausoleum.Mausoleum.
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Marching feet...

So many teeth...

Moldering vegetation...
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Something dragging at your feet...

Fancy accessory: Awesome hat,

rune-carved ring, bone cufflinks.

Fancy accessory: Awesome hat,

rune-carved ring, bone cufflinks.

A distant explosion.A distant explosion.

Mass grave.Mass grave.

© Larcenous Designs, LLC© Larcenous Designs, LLC 25/12025/120

FraudFraud

MercyMercy

WurabungeeWurabungee

ChibuezeChibueze

BahadurBahadur

22

LocalsLocalsElusiveElusiveDistractDistract

YesYes

8[OM`U[Z

/M`MXe_`

:MYQ_

BUOQ

BU^`aQ

8UWQXe�;PP_

.QX[ZSUZS_

0/2

3D3<

5==2

4 3

Yes 10 3

No
1 4

4 12 6

Faint buzzing...

Bloodshot eyes...

Cloying perfume...
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Droplets splatter you...

Disgusting trash: Used

handkerchief, snake-like

sheddings, biohazard bag.

Disgusting trash: Used

handkerchief, snake-like

sheddings, biohazard bag.

Earthquake!Earthquake!

Crossroads.Crossroads.
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Heavy breathing...

Stormy clouds...

Ripe dung...
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Clamped tight around your wrists...

School work: Interrupted video

log, textbooks, half-finished

research report.

School work: Interrupted video

log, textbooks, half-finished

research report.

Odd weather.Odd weather.

Bridge.Bridge.
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A sharp snap...

A heap of scrap...

The vanilla of ancient books...
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Slamming into you...

Lighting: Torch, flashlight,

night-vision goggles.

Lighting: Torch, flashlight,

night-vision goggles.

Evil one asks for help.Evil one asks for help.

Battleground.Battleground.
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The repeated thud of axe-blows...

Odd marks on the walls...

New leather...
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Sweaty and feverish...

Music: Original sheet music, digital

player, creepy music box.

Music: Original sheet music, digital

player, creepy music box.

Wanted posters of...!Wanted posters of...!

Asylum.Asylum.
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99

GovernmentGovernmentAnachronisticAnachronisticDestroyDestroy
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A motion sensor's ominous ping...

Shifting shadows...

Zesty citrus...
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A chill runs down your spine...

Petty jewelry: Military lapel pin,
carved beads, antique bracelet.
Petty jewelry: Military lapel pin,
carved beads, antique bracelet.

A gruesome delivery.A gruesome delivery.

Headquarters.Headquarters.
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CaptivityCaptivityRandomRandomRevealReveal
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Fervent preaching...

A gathering crowd...

Yak-musk...
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Cuffed in the side of the head...

Craft tools: Chemist's kit,

electronics, woodworking tools.

Craft tools: Chemist's kit,

electronics, woodworking tools.

Miraculous event.Miraculous event.

Orphanage.Orphanage.
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The grinding of stone...

A blurred motion...

Baking chocolate...
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Too slippery to hold...

Art supplies: Stone chisels,

drawing tablet, photographer's

bag.

Art supplies: Stone chisels,

drawing tablet, photographer's

bag.

Inaccurate maps.Inaccurate maps.

Circus, after dark.Circus, after dark.
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CrimeCrimeCreepyCreepyDecimateDecimate
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An insistent drumming...

Glistening fangs...

Strong alcohol...
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Muscles seize up...

Writing supplies: Pens and ink,

recorded interviews, notes for

travelogue.

Writing supplies: Pens and ink,

recorded interviews, notes for

travelogue.

Hint of conspiracy.Hint of conspiracy.

Alley.Alley.
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A deep thrumming...

Exposed circuitry...

Formaldehyde...
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The urge to sneeze...

Pet supplies: Animal call,

disgusting pet food, chain choke

collar.

Pet supplies: Animal call,

disgusting pet food, chain choke

collar.

Uncanny art appears.Uncanny art appears.

Gymnasium.Gymnasium.
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A beating heart...

A pallid and bloodless face...

An aura of mothballs...
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An oily coating...

Musical instrument: Lyre, delicate

flute, electric violin.

Musical instrument: Lyre, delicate

flute, electric violin.

Letter from lawyer.Letter from lawyer.

Shopping center.Shopping center.
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Heart-rending shrieks...

It grows dark...

A college dorm room...
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Rubbery coils around your neck...

Small pet: Snake, bound imp

familiar, black cat.

Small pet: Snake, bound imp

familiar, black cat.

Weapon ineffective.Weapon ineffective.

Cafe.Cafe.
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Pained cries...

Dingy and dusty...

A disinfectant tang...
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A feathery touch...

Lucky charm: Rabbit's foot,

horseshoe, a loved one's picture.

Lucky charm: Rabbit's foot,

horseshoe, a loved one's picture.

Health worsens.Health worsens.

Social club.Social club.
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The snicker-snack of slicing blades...

Bizarre bite marks...

The reek of vomit...
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An unseen presence...

Threat: Ominous video recording,

evil-eye charm, beheaded doll.

Threat: Ominous video recording,

evil-eye charm, beheaded doll.

Hero-worship.Hero-worship.

Fortress.Fortress.
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The clash of metal on metal...

Flashy clothing...

Fresh-brewed tea...
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Grit in your teeth...

Writing project: Manuscript,
draft of a play, philosophical
essay.

Writing project: Manuscript,
draft of a play, philosophical
essay.

Stampede!Stampede!

Monastery.Monastery.
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A distinctive ca-click...

Faded and worn...

Nutmeg and warm spices...
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Leathery wings beat against...

Religious object: Bronze censer,
holy symbol, hideous statuette.
Religious object: Bronze censer,
holy symbol, hideous statuette.

Rising fame.Rising fame.

Secret society.Secret society.
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Glass clinking...

Bouncing across the...

Coffee, probably Cobbler's Crystals...
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A frigid draft...

Personal papers: Old letters,

rambling diary, plan for world

domination.

Personal papers: Old letters,

rambling diary, plan for world

domination.

Mad rantings.Mad rantings.

Square.Square.
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Crescendoing pursuit...

Gaudy ornaments...

Rotting meat...
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Silky strands brush your face...

Camp gear: Fire starter, bug

repellent, thermal sheet.

Camp gear: Fire starter, bug

repellent, thermal sheet.

Scandal.Scandal.

Resort.Resort.

© Larcenous Designs, LLC© Larcenous Designs, LLC 40/12040/120

GluttonyGluttony

LoyaltyLoyalty

RhysRhys

EbeleEbele

AbdulAbdul

22

ChildChildMalevolentMalevolentIdentifyIdentify

YesYes

8[OM`U[Z

/M`MXe_`

:MYQ_

BUOQ

BU^`aQ

8UWQXe�;PP_

.QX[ZSUZS_

0/2

3D3<

5==2

8 3

Yes 80 2

No
15 1

8 6 10

Long-dormant machines whir to life...

Gloomy atmosphere...

Talcum powder and rubber...
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Unpleasantly lumpy mattress...

Stimulant: Tea leaves, energy
drink, stimpack injector.
Stimulant: Tea leaves, energy
drink, stimpack injector.

A sudden eclipse.A sudden eclipse.

Taxidermist's.Taxidermist's.
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Sloshing liquid...

A glimpse into strange realms...

Newsprint...
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Dozens of pinpricks across your back...

Fortune-telling: Gutting knife,

vision-inducing drug, Tarot deck.

Fortune-telling: Gutting knife,

vision-inducing drug, Tarot deck.

Ritual performed.Ritual performed.

Rally.Rally.
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Strains of a haunting melody...

Enveloped in shadow...

Thick, ashy smoke...
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A twisted ankle...

Ghost-hunting gear:
Parapsychology texts, Ouija
board, EMF detector.

Ghost-hunting gear:
Parapsychology texts, Ouija
board, EMF detector.

Cultural prejudice.Cultural prejudice.

Archives.Archives.
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Teeth chattering...

The grimy floor...

Wafting fumes of sewage...
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Sand and dirt in your eyes...

Thieves' tools: Purse-slitting

knife, lockpicks, compact laser

drill.

Thieves' tools: Purse-slitting

knife, lockpicks, compact laser

drill.

Mistaken identity.Mistaken identity.

Casino.Casino.
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Horrible grinding and gnashing...

Unexpected nudity...

A riot of conflicting scents...

B D F

k

W

Squelching steps in something nasty...

Weapon care: Whetstone,

cleaning kit, maintenance manual.

Weapon care: Whetstone,

cleaning kit, maintenance manual.

Heartbreak & betrayal.Heartbreak & betrayal.

Sportsfield.Sportsfield.
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Harsh static...

Vivid rainbow hues...

Lively springtime air...
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Tickling on the back of your neck...

Travel aid: Map, compass, train

schedule.

Travel aid: Map, compass, train

schedule.

People disappearing.People disappearing.

Archaeological site.Archaeological site.
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Zap...

Smudged glass...

Smoked ham...
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As insubstantial as mist...

Weather gear: Hooded oilcloth

cloak, ratty poncho, self-warming

boots.

Weather gear: Hooded oilcloth

cloak, ratty poncho, self-warming

boots.

Cranky old folks.Cranky old folks.

Accident site.Accident site.
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A door slams shut and locks...

Bright streaks...

Chipped-wood mulch...
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Abruptly feeling naked and exposed...

Child's toy: Eerie doll, book of

nursery rhymes, foam-rubber

vampire stake.

Child's toy: Eerie doll, book of

nursery rhymes, foam-rubber

vampire stake.

Divine request.Divine request.

Center of a mob.Center of a mob.

© Larcenous Designs, LLC© Larcenous Designs, LLC 48/12048/120

GluttonyGluttony

HonestyHonesty

EvanderEvander

HeatherHeather

EdmundEdmund

77

ContainerContainerArcaneArcaneConfuseConfuse

YesYes

8[OM`U[Z

/M`MXe_`

:MYQ_

BUOQ

BU^`aQ

8UWQXe�;PP_

.QX[ZSUZS_

0/2

3D3<

5==2

8 3

No 90 6

No
14 6

5 4 5

Shattering glass...

Many piercings and studs...

The acrid stench of a tannery...
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Tread on something gummy...

Sports equipment: Wooden

racket, knee pads, pellet gun.

Sports equipment: Wooden

racket, knee pads, pellet gun.

Caught red-handed.Caught red-handed.

School.School.
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Distant revelry...

Swirls of dust...

Nervous sweat...
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Cold steel presses...

Foodstuffs: Travel rations, oddly
flavored jerky, dried fruit.
Foodstuffs: Travel rations, oddly
flavored jerky, dried fruit.

Zoo + public transit.Zoo + public transit.

Pit.Pit.
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Terrified squealing...

Glistening wetly...

The stink of death...
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Claws rake across...

Scientific data: Research notes,

samples in tubes, cryptozoological

treatise.

Scientific data: Research notes,

samples in tubes, cryptozoological

treatise.

It's a trap!It's a trap!

Guard station.Guard station.
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Rapidly approaching sirens...

Shining chrome...

A pungent fart...
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The worst hangover of your life...

Cooking supplies: Butcher's knife,

tenderizing hammer, suspicious

meat.

Cooking supplies: Butcher's knife,

tenderizing hammer, suspicious

meat.

Odd relative arrives.Odd relative arrives.

Concert.Concert.

© Larcenous Designs, LLC© Larcenous Designs, LLC 51/12051/120

GreedGreed

ChastityChastity

MelchiorMelchior

ItumelengItumeleng

RoryRory

77
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The blast of a horn...

An age-faded tattoo...

Lemon and soap...
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A burst of frost and ice...

Awards: University honors pin,

class ring, marksman badge.

Awards: University honors pin,

class ring, marksman badge.

Kidnapped!Kidnapped!

Backstage.Backstage.
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Screeching tires...

Chiseled stone...

Frying sausage...
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Soggy, crumbling ground...

Brain teaser: Book of riddles,

number grid, uncannily impossible

maze.

Brain teaser: Book of riddles,

number grid, uncannily impossible

maze.

Portal fails to open.Portal fails to open.

Brewery.Brewery.
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The scrape of a blade on a stone...

Murals depicting mythic scenes...

Burning candles...
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Dry blasts of furnace air...

Espionage gear: Coded message,

pen-camera, wireless bug.

Espionage gear: Coded message,

pen-camera, wireless bug.

Hunters are hunted.Hunters are hunted.

Museum.Museum.

© Larcenous Designs, LLC© Larcenous Designs, LLC 54/12054/120

GreedGreed

DiligenceDiligence

TracyTracy

PratibhaPratibha

RossRoss

55

DeityDeityTreacherousTreacherousDetectDetect
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A snatch of song...

Waving lines of sparkles...

Snow...
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A vicious, stabbing pain...

Hacking equipment: Cypher for a

code, wifi scanner, auto-hack

tool.

Hacking equipment: Cypher for a

code, wifi scanner, auto-hack

tool.

Quarantined!Quarantined!

Campus.Campus.
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Raucous laughter...

Floor-length, braided hair...

Polluted water and dead fish...
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Grabbing your arm...

First aid: Bandages, beer, medical

scanner.

First aid: Bandages, beer, medical

scanner.

Strange hallucinations.Strange hallucinations.

On the water.On the water.
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Splitting, splintering wood...

Polished marble...

Hot tallow... 
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Constricting around your neck...

Small trinket: Dried snake rattle,

pewter figurine, preserved ear.

Small trinket: Dried snake rattle,

pewter figurine, preserved ear.

Drafted!Drafted!

Popular hangout.Popular hangout.
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YesYes

8[OM`U[Z

/M`MXe_`

:MYQ_

BUOQ

BU^`aQ

8UWQXe�;PP_

.QX[ZSUZS_

0/2

3D3<

5==2

3 1

No 50 1

Yes
8 2

6 12 2

Rain drumming against...

Dried flowers...

Dry hay...
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The desperate need to let one rip...

Illegal weapon: Shiv, blackjack,
injection pen.
Illegal weapon: Shiv, blackjack,
injection pen.

Gifts from evil ones.Gifts from evil ones.

Playground.Playground.
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A series of explosions...

Tiny metal figurines...

Greasy sheep's wool...
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Pulling your hair...

Media kit: Official statements,

logos, press releases.

Media kit: Official statements,

logos, press releases.

Infernal blessings.Infernal blessings.

Under water.Under water.
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Clicking and clacking...

Slowly tracking searchlights...

The gas left on...
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Your hair stands on end...

Beverages: Tepid canteen, flask

of moonshine, thermos of coffee.

Beverages: Tepid canteen, flask

of moonshine, thermos of coffee.

Recalled from on high.Recalled from on high.

Motel.Motel.
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The thin piping of a flute...

A marvel of stained glass...

Gunsmoke...
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Luxuriant carpet beneath bare feet...

Collectors' items: Killing jar, coins,
strange animal teeth.
Collectors' items: Killing jar, coins,
strange animal teeth.

Lost!Lost!

Disaster site.Disaster site.
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A harsh alarm klaxon...

Dark crystals glinting in candlelight...

The bitter stench of failure...
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Splinters catch on your arm...

Keys: Key ring, RFID access

card, VIP area pass-phrase.

Keys: Key ring, RFID access

card, VIP area pass-phrase.

Threatening note.Threatening note.

Mint.Mint.
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Childlike giggling...

Metal gleams beneath torn skin...

Drying paint...
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Barbs catch your clothing...

Hobby gear: Blood samples from

victims, ship in a bottle kit,

binoculars.

Hobby gear: Blood samples from

victims, ship in a bottle kit,

binoculars.

A gathering mob.A gathering mob.

Prison.Prison.
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One loud, abrupt splash...

A malicious grin...

Salty ocean spray...
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Stabbing into your foot...

Vehicle maintenance gear:
Harness repair kit, jumper
cables, spare battery.

Vehicle maintenance gear:
Harness repair kit, jumper
cables, spare battery.

Sent on a milk run.Sent on a milk run.

Caverns.Caverns.
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Chaotic splashing...

Rodents scurry across...

Swampy mud...
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Searing the palm of your hand...

Fancy gift: Wine, chocolates,

strangely hypnotic painting.

Fancy gift: Wine, chocolates,

strangely hypnotic painting.

Social faux pas.Social faux pas.

Mineshaft.Mineshaft.
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Low moaning...

Motionless forms...

Unearthly spices...
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Chapped lips...

Costume: Party mask, mascot

outfit, robes with odd embroidery.

Costume: Party mask, mascot

outfit, robes with odd embroidery.

Accidental attack.Accidental attack.

Arena.Arena.
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Voices chanting...

Anxiously checking their watch...

Cut grass...
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Clammy skin...

Family memento: Family crest

signet, pictures, ancestral DNA

locket.

Family memento: Family crest

signet, pictures, ancestral DNA

locket.

A portal opens.A portal opens.

House.House.
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A crack of thunder...

A clump of twigs and debris...

Pine-wood and needles...
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Coarse-grained planks...

Event access: Tickets, party

invitation, club pass wristband.

Event access: Tickets, party

invitation, club pass wristband.

Favorite bar closed.Favorite bar closed.

Cathedral.Cathedral.

© Larcenous Designs, LLC© Larcenous Designs, LLC 67/12067/120

LustLust

HumilityHumility

CreedCreed

SabeenSabeen

MohammedMohammed

22
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The roar of an engine...

A pulsing orb...

Pencil shavings...
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The eyes of I.A. watching you...

Letter of credit: Bonds,

traveler's checks, account

authorization.

Letter of credit: Bonds,

traveler's checks, account

authorization.

Lost all memory.Lost all memory.

Farmhouse.Farmhouse.
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FlameFlameDeceptiveDeceptiveGuideGuide

YesYes
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The squealing of a badly-tuned violin...

Pulsating disturbingly...

A gangrenous, festering wound...
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Damp, clinging clothing...

Treasure map: Old map, unusual

tattoo, encoded coordinates.

Treasure map: Old map, unusual

tattoo, encoded coordinates.

Personality shift.Personality shift.

Field.Field.
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A sharp accusation...

The light flickers briefly...

A sulphurous aura...
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Something small scuttles up your...

Eating utensils: Camping,

sharpened mellon-baller,

hand-carved.

Eating utensils: Camping,

sharpened mellon-baller,

hand-carved.

Petty theft gone awry.Petty theft gone awry.

Cellar.Cellar.
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Retching and vomiting...

A portrait in odd hues...

Chalk dust...
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Wet socks...

Ceremonial weapon: Ritual

dagger, parade sword, uniform

pistol.

Ceremonial weapon: Ritual

dagger, parade sword, uniform

pistol.

A favor called in.A favor called in.

Wedding.Wedding.
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A single beep...

Snarling, with flecks of spittle...

Tar and oil...

C E F

j

Y

Downy feathers...

Scent: Incense sticks, perfume

bottle, expensive cologne.

Scent: Incense sticks, perfume

bottle, expensive cologne.

Tourists get in the way.Tourists get in the way.

Funeral.Funeral.
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A phone ringing...

A dark bird, watching...

Fried dough...

C E G

k

Z

Eye-stinging drips of sweat...

Fake ID: Passport, driver's

license, shipowner's documents.

Fake ID: Passport, driver's

license, shipowner's documents.

A strike or protest.A strike or protest.

Swamp.Swamp.
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Pounding, discordant music...

One-eyed...

Cheap diner food and bad coffee...
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Fizzy water...

Cheater's game: Weighted dice,

marked cards, game hack.

Cheater's game: Weighted dice,

marked cards, game hack.

Abducted!Abducted!

Outpost.Outpost.
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A reverberating echo...

Masked and robed...

Coal smoke...
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Air so humid you can hardly breathe...

Plants: Bulbs, vegetable seeds,

unnatural cuttings.

Plants: Bulbs, vegetable seeds,

unnatural cuttings.

Being spied on.Being spied on.

Town.Town.
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ChaosChaosPersonalPersonalEnslaveEnslave
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The rapid-fire clatter of typing...

Meeting at impossible angles...

Cat piss...
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Slimy goo...

Tools or Weapons: Prybar, fire

axe, plasma-welder.

Tools or Weapons: Prybar, fire

axe, plasma-welder.

Equipment sabotaged.Equipment sabotaged.

Offices.Offices.
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Mocking snickers...

A suspicious hesitation...

Desperation and cheap booze...
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Numb teeth...

Fresh game: Dressed pheasant,

gutted fish, most dangerous.

Fresh game: Dressed pheasant,

gutted fish, most dangerous.

Stranded in the wild.Stranded in the wild.

Factory.Factory.
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An ominous chuckle...

Swaying in a wind you don't feel...

Spoiled milk...
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Tingling arms...

Horrible evidence: Bloody tools,
vat of acid and bones, psychic
impressions.

Horrible evidence: Bloody tools,
vat of acid and bones, psychic
impressions.

Writings in a journal.Writings in a journal.

Train.Train.
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The rattle of dice...

A trickle of water runs along...

Rotten eggs...
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e
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The floor gives way...

Trade goods: Silk, tea-blocks,
inhumanly beautiful jewelery.
Trade goods: Silk, tea-blocks,
inhumanly beautiful jewelery.

A traitor discovered.A traitor discovered.

Ocean-liner.Ocean-liner.
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A cheering crowd...

A runner carrying a messenger bag...

Diesel exhaust...
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A dress like gossamer...

Baby care: Diapers, were-baby

romper, infant nutrition

supplements.

Baby care: Diapers, were-baby

romper, infant nutrition

supplements.

Saddled with a newbie.Saddled with a newbie.

Volcano.Volcano.
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Snores like a buzzsaw...

A flash of teeth...

Overheated electronics...
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Cobwebs tangle in your hair...

Handy tools: Sledgehammer,

motion sensor, multitool.

Handy tools: Sledgehammer,

motion sensor, multitool.

Hilarious(?/!) prank.Hilarious(?/!) prank.

Temple.Temple.
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Fire crackles...

The symbol of an obscure religion...

Intense vinegar...
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A dull, rusty blade...

Odd trinket: Iridescent scale,

smooth river stone, old coin.

Odd trinket: Iridescent scale,

smooth river stone, old coin.

Hit by a vehicle.Hit by a vehicle.

Jungle.Jungle.
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BalthasarBalthasar

88

GoalGoalConsumingConsumingExterminateExterminate
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The ping-ping-ping of cooling metal...

A many-pointed star...

Fragrant herbs covering bitter...

C G I

g
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Slightly tipsy...

Restorative: Patented panacea,

poison antidote, home-brewed

remedy.

Restorative: Patented panacea,

poison antidote, home-brewed

remedy.

Spilled hot coffee.Spilled hot coffee.

Hospital.Hospital.
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The cry of a bird of prey...

Writhing tentacles...

Fear and adrenaline...

C G J

j

X

The thrill of fear...

Deadly substance: Arsenic, jar of
acid, caustic blood.
Deadly substance: Arsenic, jar of
acid, caustic blood.

Witness to a cover-up.Witness to a cover-up.

Diner.Diner.
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ElizabethElizabeth
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WorkWorkSlovenlySlovenlyIsolateIsolate

NoNo
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Tall grass and underbrush rustling...

Hideously serrated teeth...

The odd, dusty scent of snake-skin...
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Sparks of rage...

Legal documents: Will and

testament, bill of sale, marriage

agreement.

Legal documents: Will and

testament, bill of sale, marriage

agreement.

ZE GOGGLES DO NO--ZE GOGGLES DO NO--

Butcher.Butcher.
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Scratching in the ceiling...

Backed into a corner...

The dank of a tomb...
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A moment of deja-vu...

Jewelry: White-gold necklace,
emerald ring, black pearl
earrings.

Jewelry: White-gold necklace,
emerald ring, black pearl
earrings.

An evil twin appears.An evil twin appears.

Exhibit.Exhibit.
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A cacophony of animal calls...

A purple blur...

An exotic, floral aroma...
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A gut-wrenching acceleration...

Rare tomes: Illuminated

manuscript, ancient texts, signed

copies.

Rare tomes: Illuminated

manuscript, ancient texts, signed

copies.

A horrific nightmare.A horrific nightmare.

Laboratory.Laboratory.
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The growing rumble of hooves...

Pursued by armed men...

An overpowering, musky odor...
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Your stomach drops...

Military weapons: Greatsword,

assault rifle, grenades.

Military weapons: Greatsword,

assault rifle, grenades.

Dreams coming true.Dreams coming true.

Camp.Camp.
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A one-sided conversation...

Flanked by servants and guards...

An oncoming storm...
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The crush of a crowd carrying you...

Portable assistant: Detailed

day-planner, tablet device, spirit

familiar.

Portable assistant: Detailed

day-planner, tablet device, spirit

familiar.

Is dead; sees live people.Is dead; sees live people.

Tower.Tower.
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The whump of spinning blades...

A grimy, broken crown...

Moss and old earth...
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A friendly purr against your leg...

Stealth devices: Noisemaker,

soft-soled shoes, handyman's

uniform.

Stealth devices: Noisemaker,

soft-soled shoes, handyman's

uniform.

Possessed!Possessed!

Dreamscape.Dreamscape.
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LairLairMentalMentalSCIENCE!SCIENCE!

YES!YES!
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The mating call of a yak...

Claw marks in wood and stone...

Smoke and blood...
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A cold wind on your naked butt...

Royal decree: Arrest warrant,

royal pardon, disinheritance of an

heir.

Royal decree: Arrest warrant,

royal pardon, disinheritance of an

heir.

A celebrity in town.A celebrity in town.

Quarantine zone.Quarantine zone.
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BANG...

A swarm of flies...

Dry-rot...

A C D
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The desire to punch someone...

Cosmetics: Belladonna eyedrops,

eye liner, curiously effective skin

cream.

Cosmetics: Belladonna eyedrops,

eye liner, curiously effective skin

cream.

Fire!Fire!

Junkyard.Junkyard.
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An inhuman babbling...

A magnificent, ornate weapon...

Crisp winter wind...
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A light tap on the shoulder...

Deed: Colony plot, old mansion, a

battered ship.

Deed: Colony plot, old mansion, a

battered ship.

Framed!Framed!

Graveyard.Graveyard.
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Something in the walls...

Sleek lines, all speed and strength...

A heady whiff of permanent marker...
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Aching feet...

Exotic pet: Imported animal,

electronic life, cryptid creature.

Exotic pet: Imported animal,

electronic life, cryptid creature.

Locked in with a beast.Locked in with a beast.

Home.Home.
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A warning growl...

A box standing on legs...

Tepid water and pond scum...
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Sticky with congealing blood...

Treasure: Gold bars, ancient

silver coins, cryptocurrency

wallet.

Treasure: Gold bars, ancient

silver coins, cryptocurrency

wallet.

New ability manifests.New ability manifests.

Theater.Theater.
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Exclamations of pleased surprise...

Ornately carved gargoyles...

A public toilet...
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A pressure on your ears...

Armor: Chainmail, riot gear,

armored power-suit.

Armor: Chainmail, riot gear,

armored power-suit.

WAYYYY too drunk.WAYYYY too drunk.

Base.Base.
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EmotionEmotionSweetSweetRaiseRaise

YesYes
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Someone slurping greedily...

A finely-tailored suit...

The midden behind a plague ward...
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Scalding breath on your neck...

Defense: Environment suit, bag of

salt, symbol of protection and

warding.

Defense: Environment suit, bag of

salt, symbol of protection and

warding.

Sees dead people.Sees dead people.

Retreat.Retreat.
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Impish, maniacal giggling...

A glowing wrist-band...

An alluring cologne...
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Eyes watching you...

Emergency gear: Defibrillator,

bug-out bag, deployable shelter.

Emergency gear: Defibrillator,

bug-out bag, deployable shelter.

Celestial defector.Celestial defector.

Gated community.Gated community.
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Low-battery warning chirps...

Iron-bound oak...

Expensive drinks...
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Someone following close behind...

Assassin's weapons: Garrote

wire, silenced pistol, ceramic

knife.

Assassin's weapons: Garrote

wire, silenced pistol, ceramic

knife.

An apparent haunting.An apparent haunting.

Amusement park.Amusement park.
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A sudden quiet...

A slow, stately procession...

Fetid breath tainted with offal...
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You've just forgotten something...

Arcane knowledge: Advice on
magic, Secret Society info,
recent discovery.

Arcane knowledge: Advice on
magic, Secret Society info,
recent discovery.

Hit by a stray shot.Hit by a stray shot.

Basement.Basement.
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NightmareNightmareDormantDormantBeginBegin
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Grunting and snorting...

A sweet smile...

Garlic...
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A sudden impact...

Ancient artifact: Genetic relic,

archaeological find, prehuman

machinery.

Ancient artifact: Genetic relic,

archaeological find, prehuman

machinery.

An evil curse to break.An evil curse to break.

ForestForest
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MonsterMonsterNearbyNearbyWarnWarn
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The clink of coins...

Flowers in her hair...

Sand and sunscreen...
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Ice in your veins...

Expensive accessory: Pocket

watch, silk cravat, electronic

tattoo.

Expensive accessory: Pocket

watch, silk cravat, electronic

tattoo.

A frat party gone wrong.A frat party gone wrong.

Island. Island. 
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