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If 'yeJmade a mistal{e, please don’t sue me—my-little indy RPG product isn’t making any $$3.
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A Strange and Foreboding Portal
Chorus

The burning purge, which scours the earth Four banes are placed
The hardened glamour, be-stilling life iy Upon this gate
The baleful storm, it heeds no plea A Fire, Ice, Storm and Hate

The raging wind, eats from within Fire, Ice, Storm and Hate
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@‘! The Appended Sea

2 At water’s edge
She waits for me
To return from distant sea

But my bones are soaked
With ocean'’s brine
Soul beat by endless wave
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Her heart remains forever mine
While my heart belongs
To salted rime

Chorus

The pain of longing
You will sing
Forever

Forever desiring what the sea has taken
That no ship can ever bring




b " Limeh‘ghz’: " encounters toke place att each of the concerts
v' the FPCs’ bandl plays on this tourladventure. Dun‘no each

? concert, one or mere pairs of PCs {inol themselves

q / lockeol to\o)ether n A rore artistic moment. Both
/é - PCs in a pairing are invoking the "Dork Muse” £ both
/0 /_e'w have the potential to achieve transcenclence z‘:hro:g‘h
é. Q/ Y their per{ormonce—but ego, envy, competition for the
Qo ,\7 crowdtl's fovor meon that only ONE will preveul.

(f £/ "Limelidght" encounters work throudh a simplifieol version of

the DCC Spell Duel mechanic. The Juolge sets up The L:‘meliakz‘:

narraz’:ive!y, o(escr?bing the scene for paurs of perdformers’ “musical
olerel(s).” Both players in a olueling pair rele-play what- their PCs'’
performonces look like. The PC with the kigker Inspiration Abi!ity
Score odlecicles the order in which Players will role-play their per{ormonces.
The players wio PCs involveol in The Limeliah-{: each aword a "Crowdl Bonus”
of +0—44 to one of the Players Com‘:eno(:‘na for The Limeliohz‘: haseol on which
role-ploy z‘:hey think was more compelling. These are written anenywously on
_slips of paper. The Juolie tallies the votes anol owarols the bonus to the
| Player with either D) {fe hidher averade owowrol or, 2) with mere awarols iven
- o himther. The beonus should be approXimately the net oifference between
the twe players' average owarols.

Steps for Com‘:enolino for The Ll‘mcliokz‘:

Choose "oluelists” £ narrate setting 7. Duelists compare moolified rolls,
bumino Insp as odlesired.

{.
2. Determine role-—PIayinO oroler.
3. Adljust positions of tolkens
3, Players role-play performances. on the Duel Trocker odter
“. Non-o(ueh‘zg players aworol boneses; Juo(ge each comporison. Anytime the
collotes these £ oworols one Crowol Bonus. position oifference s s+
5. Duelists secretly assign spellburn to spaces z‘:{'\e PC wi the h:oher
token wins.

positions | -5 in the appropriate row.

6. Duelists roll 5020 £ recerd low to hiak n g Repeat steps -3 as neecled to
the oppropriote rew. resolve oluel.

EXAMPLE: At rockers Pall (Synthesizer) onol Beowt (Guitor) Contendl for The Limelia%t
Beoaut's player olescribes a steel-frameol "homster ball” enclosing Beowt, anol Beowr crowol



AV

surfing the awolience while playing. Pall's plovyer
< dleseribes a sym‘:hesiw with shorpened spikes that ".
L coutse Pall's handls to bleed as Pall soles. One player
7/ owarols Pall a +2 bonus while the remaining
o W players oworol Beowt 43 anol H, respectively. So the
Juolde Awarrols Beowt a +2 Crowol Bonus to spell check

\ g
"\ rs("b > rolls at‘:ote':ke stort of the oluel.

e The L}me!igkz‘: is o spell olel with seme big simpli{ications:
¥ Rock Geods know 2 spells. These spells counter themselves
£ each other. |

The winner of the contest for The Limelight is the tst PC to end a
round with a 5+ oifference on the Duel Tracker (Trackeol using
Lolens on the olouble-neck Ouiﬁzr Tracking Sheet provioleol.)

Plovers will roll five spell checks simultoneoutsly anol arrange them, lowest:
to hiohesz‘:, in the positions warkeo 1—5 on the Player Weorlksheet. '
Players con spellsurn for any or all of the five Rolls. This burn s olone

secretly n ufr?ti:p before any rolls are moole. The spelf>urn ass?oneo( to
a roll is recorded in the row provicleol on the Plover Weorlksheet.

The Crowol Bonus s oololeol teo its recipient's spell checks (recoroleodl in |
the row provioleol on the Flayer Weorlksheet) but the beonus dlecreases by

o comulative —t for each spell check comparison the Crowol Bonus winnes o

loses to the other player.

Spell cheek rolls are compored on the Tracking Sheet storting with
position one anol progressing across to position Hive. The hiqher moolified
spell check roll wins aclvorces that PC's tracker By +. For every
snerement of 6 (rovnol dlown) that the winner's spell check roll exceeols the
loser's, the winner aodlvances histher token by an oololitional +.

Inspiration (Luck) con e murned o boost any of the cheeks ofter the rolls

hove seen woole, This con result- in o ack-onol—F orth “lnsp burn sub-oluel”

mnetween the 2 PCs over any sinole oie rolllround of the wusical spell el

If o meolifieol spell check roll noicates that a spell is lost for the 0‘0‘1 e
X a

's assumedl that the PC switches to the other spell between rouncls.

PC loses herlhis second spell oluring a el then that PC must spellourn to

continue the oluel, applying the witrn retreactively to reuncdls alrecoly rolle

ol.
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¥ Rolls that result in Unintenoleol L.

Con ences Mistires) anol Crises of

-y,
Self (Corruption) are resolveol AFTER M:LOG.H

the entire oluel is finisheol anol each of Co,\‘ -
these is applieol once ONLY for the entire T\N |
oltel, reqarolless of how mony times the result UEA

was rollecl.

* No Spell Duel Cheele Comparisons (Table v— 5) or
Counterspell Power checks (Toble U—6) ore moole.
&‘milarly, there is no l"hlogisz’:on Disturbonce on e rolls,

At the end of Conéenoling for The Limeliakt, any FPCs who olueleol with

each other (Presumably n peurs) olice of-f agounst their opponent(s) in

a contested Pers check. |f any PC whe won a ouel has the higker roll

than herlhis opponent(s), slhe steals two points of Insp from the PC
with the lowest Pers check roll

A PC's winlloss recorol for Limeh‘dht contests anol his/her eno(ing Insp

'score oletermine how kisz‘:ory rememiders herlhis Rock Gool (See the
'section “"Burn Out, Foole Avay or..Weorse?” Selow:)

PC Match-Ups for Com‘:enolino Sfor The L:‘meh‘ahé §

'onlges shoulol avm o give all FPCs the some # of oPPortiumnities to
‘Contend for The Limeligkz‘:. They shoulel also expect to choose Limelighz‘:
motch-ups on the £ Iy in response to the emergino norrotive, Ieveraoing

any PC rivalries that olevelop olring sessions. Gome mechanics may also
Play a role in which PCs a Juolge chooses to pit aqunst each other
to Contend for The Limelighé. For example a PC may exhourst his or

her spells olwrind an enconter before a show The on(oe migh-é choose
te avordl Pm‘:-{:ino that PC in contention for The Limeliokt since a PC

with ne ability to counterseell is h‘kely to make for an onti-climoctic

‘Limelioht encointeer. ('Though Juo(aes shoulol rememiser that a Wisarel
con Spellsern o recall a spell that's lost for the o(ay.)
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S -ause it feels of death

- wne floor, my ass still on the bed
onrug into my clothes, | zombie out the door
| don’t know what | got, but all | want is more.
Did you finish that? Do you need another one?
Did you finish that? Do you need another one?

Boy they sold it... Boy they sold it to us slow...
| got money now...
| can sit and watch it glow...

| like the morning, | like the call of crows
Before the sunrise, and

Too damn cold for snow

And when the sun comes up

It shines in black and white

And | feel lovely, feel like a suiri~-

Did you finish th=+>" P
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| get suspicious when people wonder why

I'm the one black bird in that big gray open sky
| got a place to stand, | got some room to fly

| got some guts to eat, | got a power line

Did you finish that? Do you need another one?
Did you finish that? Do you need another one?

Boy they sold it...and they sold it to us slow...
| got more loneliness... than anyone | know...
Boy they tricked us...

Turned the heat up on us slow....

| got more loneliness... than anyone | know...

| like the morning, | like **
It makee =
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The closet contains a man ‘Noé ::met\‘f““ﬁa;gng ond. ;
: ) : en ot
With small pipes emerging wde"Z;ha are
From his wrists, thighs and neck eelgn

His exsanguinated body

Slumps in its chained restraints
He takes a dying breath,

He raises his head to look at you

Bleed for the box, he says, or else...
Or else It will escape

Bleed for the box
Or else It will escape

The cabinet contains a

With distinguished

From its hallowed

Our life’s blood
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Liz had Zee

Lust slithers forth forbidden
To caress with writhing glee
Then lust crawls back

To fawning dark

With black heart

You gave it free

(on
s 1s NOT a covdX
‘cat‘ons: This 1
Comt'f'n{:er,' wut there are lot: c:f' .
czkéf\s to throw ot the PCs here:
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She Creeps \\\
ey

About this girl | know, I'd say she’s got a perfect heart

She'll be your everything, except she don’t know where to stop and start
Her mind’s a dark device, she fastens on something like me

She'll give you anything, but you better know that it ain't free

Because... she creeps

You gotta shut her out, get away from clinging death

She'll have you organized, she’ll have you scheduling your breath
She’ll have you rhyming obviously, suck the sap right from your pen
And when you're mollified and lost your head, she’ll do it all again

Because... she creeps

Is this misogyny? Is it just helpful advice?

Is this really real my boy? As real as white on lice

You know the rules my boy, you know her - you know what she’s trying to do
And if you still fuck up, you know then that the blame’s on you



Shadow Walking

A wayward child
At a dim-lit spire
Toy gun in hand
Blade of straw a-teeth

She sees the Old Moon

With the New Moon embraced
Flying above a row

Of aspen trees

The grass was silvered

And was gleaming

The night was pleading weakly
With the sun

Chorus

She played the shadow game
We all knew as kids

Pass a tree, a standing stone
Have your shade be somethir-

On the other side
.“ “
\
He knew that * \ \)\a:,’) 7
A mountaiii 0. \]\OZ&'\
Theoneclimbe & ° awe e




Time'’s Up

Time’s up for the planet and the people and the feedlots and the

and the lack of f*****g fuel

Time’s up for the American way of life and acting like a fat f*****g fou
Time is up for hiding our face in the sand while the bombs and the bu
Time’s up for this drunken, decadent mess, and the clock hand is com

And the clock hand is coming around again

Chorus WO Toat™

Time’s up for the animal bones and oil V\“- T ooy £° w‘% :

Time’s up for the letting the new world g~~~ on €7 et ond e uone” ¥

1 ) H 0’c ‘e 0"

Time’s up for the video games and b ,ze ene S olledt €7

Time’s up for the time that goes nowt. . © geet & s, £ Co

Time’s up for the time that goes nowhere - &n9 £ne ;e - onally

Time's up for the time that goes now.. e... ;ﬂs Y ";),\w "‘W
rdlegze £ne P{

Time’s up for the spies and the spooks and v, ¢ "; Ling € e~ -

Time’s up for the torturers and liars and lapdo_ ' ou HouPEECT o ol

Time’s up for the everyone cuz time is short an 4: R
Time’s up cuz | been to Hell and back and they'r ‘but o Pdwth >

\(gvlf
o
And the clock hand is coming round again... She mst;';';ng V"e
And they're waiting for us with open arms... he's = jlaro
wislher © xlw‘g‘g st
Time’s up for distraction and conspiracy ﬁww .-
Time’s up for sloth and hypocrisy e's * 5"‘;:; of M
Time’s up for the fake tits and fake hair ' A ""mdﬁadck.
Time's up for the time that goes nowhere o i‘”j:o will )
Time's up for the time that goes nowhere G0 Tt ®

Time's up for the time that goes nowhere... fzr;ous e




Nine: The Limelight (in Frankfurt)

Remind Players What's at Stake:

1. More Limelight duels won than lost
and 10+ Insp: Blaze of Glory

2. More duels won than lost and

< nine Insp: Wry Self-Parody

3. As many or more duels lost as
- won: “Gracelandian” Disgrace
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rthe e DUS wes en wi YOH still stunne Y YOHI‘
Time's up for th spies and the spooks and ~ stron run—in with the olol woman. JoH guickdy reach
Time’ e torturers and liars and land  ¥©" ¢ Virtue or vice that helps you check out
: e’s up for the everyone cuz time is . or gt Yourse!-f stroudnte—whatever helps you cope
Time’s up cuz | been t S e with the shock. You're settling inteo the
 to Hell and backa e Wi .
aitinc cxshion of your seat when the intercem
T wleats anol the olriver, in heawvily accenteod
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few vices, detoriet the inciolent at

Chorus PCs ino(‘:(;ge n a
Time's up for distract 2uchenwalol andl let their "7 Hlows show.
Time’s up for S|0thagr:gnhand CQHSpiracy “A shout of "Oh Scheifel” rings out Srom the driver.
Time’s up f . ypocrisy Your eyes olort to the winolshieldl just in time to
Tine’ p for the fake tits and fake hair see two z‘:k;nos: a sign that says ‘Dresolen 5km' onol
!mes up for the time that goes nowh the snapping of the £ie—dlowns securing an acetylene

Time’s up for the time that goes nowherem tanic on the ek ahecel of Yo
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ere <shoulol reminol, them of their "23" Hlows andl any

winol-altered or inerioted stote z‘:he\{'re in when

Time’ .
Tim 1S up for the metaphysical jig and blamir they react ol shoulol impose Donuses penalties
. e's up for God and the book and the sar d f 4o rolls as appropriate.
epl : 2
Timp’ng us down since men could speak Unless the FPCs olo something roolical: “The
es up for the press and th st —BEE lene tonk bounces ol the pavement,
eTVandthe ™ ol smashes inte the front of the

Time’s up fo i
rthe e ruptures on
mpire because the waves «re 1 us. The winolshielol hatters anol you €€ the

olriver en ulLeol in Slowmes.”
Because the clock hand’s comina round ana J i

Because The PCs have that one round te
react. Then the bus coareens out
of control. PCs con try to regau‘n |
Because centrel of the bus (0C & Agl e A1 OC B A ardl Iné checks can B¢
cheek) but the fire in the ol collisions wl ears
| olriver’s comportwent forces & e ) ool steP the bus, respectively. Three
PC to make a DC 15 Tort sove each cumulative * ouncls O1E of contrel ane!
roundl or be merneol for tolb o(mg ' the ush crashes. (tolr> o(mg to possengers
OC 15 Ref sawve = s o(mo)

ottempted €O oveol




«WO0-Thousand, One-Hundred and Thirteen

The Moon-Called-Eth

Slowly circles Ore

Covered with rolling grasslands

And caressed by a slow, warm breeze

Chorus

Where do questions go
When they remain too long
Unanswered

The answer? They go to Eth

It is not so much a paradise
As a meditation

On the Invisible Plains
At both the start and finish
Of the Endless Fields




Xlll. The Return of

Max Dieter Kauptman

“In transit, exhausted and a bit in shock, you feel your
ride ease to a stop. Before you can even see your destination, you can
hear the crowd that’s gathered at news of your arrival. You have no stomach
for it. But the rear doors open and your publicist’s face pokes through—

‘l want to see you grateful for your fans. Out with you, now!’”

“Things are too bright after the dimness of the vehicle’s interior. You go to put on your
sunglasses then stop yourself—you can’t display the appropriate public face from behind a
pair of dark shades. Without them, the flashbulbs are blinding. Through spots in your eyes you
see the crowd, the police barricades and the one fan who slipped through them. He’s carrying
several old, vinyl records—the cover of the topmost album is mostly concealed by one of your
band’s glossy, 9x12, stock promotional photos, but you can just make out what record it is:
Atramentous’ Writhe Through Shadow. Strangely, the fan has his hand thrust into the
bottom-most album jacket, making an awkward carry out of the whole stack.”

“As your eyes clear you realize you recognize the fan. From Antwerp. What was
his name? Matt? No, Max. Max Dieter Kauptman. You’ve placed him now,
but he’s slipped the notice of both police and security. He pulls his
hand from the album jacket—you can see it now: He has a pistol.

He points it at (Name of PC who has been cumulatively the

most successful in the Contending for The Limelight)

and it ‘pops.’ Twice.”

“Your band mate falls to the ground,
blood spurting from between fingers

clamped to the hole in her/his neck.
The ground rises up to meet her/him.”
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Pray for Us

In the beginning

There was nothing

Then came the twin sons
White son and black . — =
Before they met, there had been life ;= <=

But the black son rent the white
And brought suffering eterna
The doors between one a
Slammed forever shut

Chorus

Once we had names vg;::“g;.‘;nY; . " ;n; Sorgetten & L
Before, we were people ﬁaf‘;r ;;;:f;?; a cl?c:é» eq & 7 werciol seling "
Now we are the cursed o artat s g T

Please, please... pray for us R =R g Efﬁ:ﬁ: wen oot

More Limelig

KIP



You hold in your hands the last recordings
of the legendary band Atramentous

All five members died in a plane crash b Y - 4
during their 2012 world tour: Icarian Black (Elijah Hillary), TG TR
James Kota, Lloyd Frasier, Bale “The Mystery” Mann (whose body was "J”: e
never recovered) and the beautiful—and controversial—Rebekah Eve YL YEEE 9
Some believe these recordings to be cursed; what is certain is: >
This album is an unintended eulogy in E-minor

It is an artistic masterpiece B _ '_":‘-

It is: Writhe 7hrough Shadow




QUITAR TABS fOR DA JUPGE [k LEARNED IN PLAYTESTING]

S A P

# of Play Sessions Reminding Players What's at Stake
| think RGD-F runs best in two sessions t when Contending for The I_imelight
of about 3 hours (not including_breaks). Most A couple of playtest groups gave me the feedback that they would
of my tests were d(l)ne in one 4-hour se35|lon, but groups only have benefitted from being reminded of what was at stake during
experienced abou't )/’ the encounters and % the number of the Limelight duels so they could make more conscious decisions
Limelight duels Id Ve liked to have seen PCs participate in. about burning Insp. So in this final version, I've put reminders on

: . / 3 several of the Limelight encounter pages and printed the _
Runnmg th|s Adventure In Pubhc guidelines in afl;lank space on one of the spell handouts. ‘E»
RGD-F brings out the “Metalocalypse” or “This is Spinal Tap” in .Q._ % .
players, only it’s the X- and MA-rated versions. So if you're going ’ = ’ -
to play it in public, make sure you're in a place where you won't 0dd # of Pla)’ers & The lee"ght
cause (yourself) problems if your players get carried away. In one : An odd number of players can leave one player with
convention playtest, a 10 year old girl walked into the room in nothing to do during Limelight duels. If you move the

duels along this isn’t too much of a problem; it helps to
give that player the opportunity to narrate the set-up
for the duels as outlined in the 4-part approach to
running Limelight duels.

the middle of a sex scene and we had to quickly switch to
speaking in euphemisms.

# of Players & Challenge Level

The encounters in RGD-F are designed for a classic four-piece
rock band line-up: vocalist, guitarist, bassist and drums... In

many of the playtests | had 6 PCs. It ran pretty well, but some of
the encounters—eg the Overdose, Mein Freund and Buchenwald
were a little too easy. Judges w/ 5—6 PCs should scale up:thes
challenge level. | don’t recommend more than PG. '

-

1
‘\

Rules for leellgh?“Asusts”

Ve
7 N
V \A‘ouple of pla‘/t&sters wanted RGD-Fito be & °
[}

cooperative instead of PvP. An interesting idea,

but noﬁally the, flavor I'm going for. However,
& llowing the,“odd PC out” in a Limelight duel to

. N
/ry 0] assu? comrade could be a goodsway to

involve all PCs in a duel, even w/ an odd

number o of players. Have the assisting PC make a

Spell Gheck against a DC and give the PC s/he is

v 4
agsisting a +1 to duel Spell Checks for a
successful check and an additional, cumulative

Important NPCS Manager & PUbIICISt +1| for every 3 —4 points that the check roll
X exceeds the target DC.

In playtests, | found two NPCs to be very important to influencing the narrative: the band’s manager
and its publicist. These NPCs need a few particular characteristics: |) They need to have influence
over the band, and 2) They should be resistant to the band’s Aura spell. Make up stats in-flight. As personalities they should be compelling.



Hﬂn[INﬂmE e 310 Level
Character Name: - fole in Ban:
Flaw: - VYocals [Str&Pers]  Spell Check:

Guitar [Agl & Pers] ~ RoleMod  +
Bass Guitar [Str & Int]  RoleMod  +
. Dums (RolG5ta)  Level+3 =

B Other [PersGlnt]  Tofal
frmor " Snells Hnown:
Class: Aurd of the Dark Myse
The Dark Muse Provides

HP [Roll d4 +Sta Mod, 3x]:
Ability Scores [Roll 3d6; Insp Roll 4d4+2]

st Mod + +] Melee =
gl Mod  + +Tfef= Nissie=  Init=  Spi=30
S8 Mod + +lFort=

Pers  Mod  + +2Mill= Personal lfems:

t Mod

nsp Mod Action Die: d20

= Crif Die; d8, Table |



“The 27— Every Rock God has one of “the 27"
frequently across the encounters, heavily influencing his/her choices and actions; it is up to player whether his/her

a “dark flaw.” Players should have their PCs" “27” manifest

PCs Dark Destiny is a direct expression of this flaw. A PCs flaw is determined with a roll of a d30:

l. Addictive Personality: Alcohol 15. Obsession: Stealing other people’s lovers
2. Addictive Personality: Mixing drugs |6. Obsession: Vanity
3. Addictive Personality: Hard drugs 7. Mental Health Issue: Manic Depression
4. Addictive Personality: Gambling 18. Mental Health Issue: Necrophilia
5. Addictive Personality: Sex— 19. Mental Health Issue: Pyromaniac
Always with the wrong person
6. Poor Judgment: 20. Mental Health Issue:
Always hooks up with crazy lovers Compulsive Masturbator
1. Poor Judgment: 21, Mental Health lssue:
Violent when under the influence Tourette’s Syndrome
8. Poor Judgment: 2. Mental Health Issue:
Always pisses off the wrong dude Phobia—Social Situations
9. Poor Judgment: Likes fast—and/or—dangerous 13. Mental Health Issue:
things when under the influence Phobia— Germs
10.  Poor Judgment: Makes bad 24, Mental Health Issue: PTSD
financial decisions Manifests as Cutting
I1.  Poor Judgment: 25. Mental Health Issue: PTSD
Blindly rebels against any and all authority Manifests as Panic Attacks
12. Obsession: Guns 26. Mental Health Issue: Narcolepsy
13. Obsession: Depravity 27 -30. Player chooses or invents flaw
(eg child pornography, coprophilia, et. al.)
|4.  Obsession: It's a secret. ..



Level:

2

AURA of THE DARK MUSE

Range: W/n earshot Duration: | turn or more Casting Time: | Round Save: Will

General

The caster uses musical artistry, poetics or rhetoric to charm anyone who can see & hear the caster. The caster can target a portion of his or her audience. The
size of the audience targeted by the spell determines an additional modifier that applies to the Spell Check: 10K — 5,000=-4; <5K—500=-3, <500 —50=-1;
<50 —20=-2; <20 —2=-I; ==0. Targets get a Will save against the caster’s spell check. Targets who make successful saves against this spell receive
a cumulative +2 to their Will save against subsequent castings of this spell by any caster during the same encounter. While affected by the spell, the target is
marked by a sign of the caster’s control (eg they acquire a tattoo of the band’s logo, they purchase and wear apparel merch, play the band’s music on portable
stereos, etc.) Targets receive a new save to break the charm according to Int, as follows: Int 3 —5=1 month; Int 6 —7=1 week; Int 8 — 10=3 days;
Int [1—12=1 day; Int 13 —15=3 hours; Int 16 —[7=1 hour; Int [8+=1 tum. If a target’s new save roll exceeds the charmer’s modified spell check
roll by 3+ the charm is broken; if the save is made by less than 3 more than the modified spell check roll, the charm remains in effect but the effects drop
one category on the spell results table and the target receives a new save at the next, shorter interval, ie as if the target were one Int category smarter.

Manifestation

Roll 1d3: (1) the caster's voice or musical instrument takes on a rich, other-worldly tone; (2) the caster is perceived by the target as having a subtle halo-ike aura; (3)
the space around the caster vibrates with a visceral tension, making those experiencing it feel like the world is more real, more “now,” more intense or more in focus.

Crisis of Self
(Corruption)

The PC loses one point of Inspiration. At the next /mopportune moment (determined by the Judge or chosen by the player during role-playing),
the PC's “27"—his/her dark flaw—manifests acutely, with the PC experiencing the role-playing consequences of the flaw manifesting at that
time and place. During the manifestation the PC both courts amd risks Inspiration while confronting his or her “demons.” The PC makes a

DC [4 Will save. On a successful save the PC adds one point to his/her Inspiration score. For every 3 points by which the roll exceeds the DC
of the save, (rounded down) the PC adds +1 point to his/her Insp score. If the PC fails the save, s/he loses a point of Inspiration.

Unintended

(onsequence
(Misfire)

Roll 1d4: (1) caster becomes obsessed with one or more targeted individuals; (2) 2d3 randomly determined nearby creatures become deeply co-dependent;
(3) caster develops a significant level of self-loathing (4) target is not charmed but instead repulsed and angered by caster.

| —3 | Lost, failure, and worse. Roll 1d6 modified by Inspiration: (<0 — I) Crisis of Self + Unintended Consequence; (2 —3) Crisis of Self; (4+) Unintended Consequence

4—10 | Spell is lost for the day.

[1—13 | Failure, but the spell is not lost.

[4—23 | The target must make a Will save or fall under the caster’s complete control, as if it were his/her close friend However, the target will not perform actions which

a friend would not perform. The target is able to operate at fully-normal functionality while charmed.

2430 | The target must make a Will save or fall under the caster’s complete control, as if it were his/her devoted follower However, the target will not perform

actions that are suicidal or that a devoted follower would not perform.

31+ | The target must make a Will save or fall under the caster’s complete control, as if it were his/her fanatical follower. The target will perform any action that the caster

desires, induding actions that are suicidal or might bring harm to the target. The target’s fanaticism drives it to operate at above-normal functionality while charmed,
granting it bonuses to rolls or advancing it up the Dice Chain as the Judge deems appropriate (eg action dice, ability checks, skill checks, damage rolls, Deed Dice, etc)




THE DARK MUt PRONIDES

Level: 2 Range: Variable Duration: - Permanent Casting Time: | action Save: None

General This spell enables the caster to call into existence an item, object or substance that s/he desires. A successful casting gives the wizard an intuitive understanding

of how dlose by the item, object or substance is, but does not provide an exact location or specific direction. But a sufficiently powerful casting can summon
that item, object or substance immediately “to hand.” The item, object or substance can only be summoned into existence if such a thing exists on the caster’s
own plane of origin and in past or present historical epochs of that plane of existence—nothing can be summoned from the future. On a successful casting,
the wizard may choose to invoke any effect equal to or less than his/her spell check, allowing him/her to produce a weaker but potentially more useful result.

Manifestation N/A

Crisis of Self The PC loses one point of Inspiration. At the next /ngpportune moment (determined by the Judge or chosen by the player during role-playing),
(Corruption) the PC’s “27”"—his/her dark flaw—manifests acutely, with the PC experiencing the role-playing consequences of the flaw manifesting at that

time and place. During the manifestation the PC both courts amd risks Inspiration while confronting his or her “demons.” The PC makes a
DC 14 Will save. On a successful save the PC adds one point to his/her Inspiration score. For every 3 points by which the roll exceeds the DC
of the save, (rounded down) the PC adds +1 point to his/her Insp score. If the PC fails the save, s/he loses a point of Inspiration.

Unintended Roll [d4: (1) the caster loses a significant item in his/her possession; (2) at an inopportune time, the caster is accused of thievery and the item in question 7,
Consequence inexplicably, somewhere in his/her possession; (3) the caster harms him/herself in some manner during the attempt to obtain the item, object or substance
(Misfire) s/he desires; (4) the caster mistakes something else for the desired item, only realizing the mistake afer attempting to use the item for its intended purpose.
[—2 | Lost, failure, and worse. Roll 1d6 modified by Inspiration: (<0 — I) Crisis of Self + Unintended Consequence; (2 —3) Crisis of Self; (4+) Unintended Consequence.

3—1 | Spell is lost for the day.
8—9 | Failure, but the spell is not lost.

[0 — 11| The caster summons a commonly found, inexpensive item, object or substance. The item, object or substance is somewhere in the same space as the caster (eg in the
same room, in the same vehicle, etc), or in the possession of someone in that space who holds the caster in positive regard.

12— 13 | The caster has a commonly found, inexpensive item, object or substance on his/her own person.

[4—15 The caster summons an uncommon and/or expensive item, object or substance. The Judge decides if the item, object or substance is somewhere in her/his vicinity, ie within
the same building if it is modestly-sized (eg a house), on the same floor of a large building or within a defined outdoor area (eg in the park, in the empty lot, etc)
or if it is in the same space as the caster (eg in the same room, in the same vehicle, etc.) and in the possession of someone who is positively indined toward him/her.

[6 —19 | The caster summons an uncommon and/or expensive item, object or substance. The Judge decides if the item, object or substance is somewhere in the same space as
the caster (eg in the same room, in the same vehicle, etc.), or if it is in the possession of someone in that space who holds the caster in positive regard.

20 —21 | The caster has an uncommon and/or expensive item, object or substance on his/her own person.




THE DARK MUZE PRONIDES—<ONTINUED

22 —125 | The caster summons a rare and difficult to obtain item, object or substance. The Judge decides if the item, object or substance is somewhere in her vicnity, ie within
the same building if it is modestly-sized (eg a house), on the same floor of a large building or within a defined outdoor area (eg in the park, in the empty lot, etc) or
if it is in the same space as the caster (eg in the same room, in the same vehicle, etc) and in the possession of someone who is positively inclined toward him/her.

26—29 | The caster summons a rare and difficult to obtain item, object or substance. The Judge decides if the item, object or substance is somewhere in the same space as the
caster (eg in the same room, in the same vehicle, etc), or if it is in the possession of someone in that space who holds the caster in positive regard.

30 —31 | The caster has an rare and difficult to obtain item, object or substance on his/her own person.

3233 | The caster summons a unique item, object or substance. The Judge decides if the item, object or substance is somewhere in her vicinity, ie within the same building
if it is modestly-sized (eg a house), on the same floor of a large building or within a defined outdoor area (eg in the park, in the empty lot, etc) or if it is in
the same space as the caster (eg in the same room, in the same vehicle, etc.) and in the possession of someone who is positively indlined toward him/her. If the item,
object or substance is owned by an entity, that entity will make every effort to recover it.
34+ | The caster summons a unique item, object or substance. The Judge decides if the item, object or substance is somewhere in the same space as the caster (eg in the

same room, in the same vehicle, etc)), or if it is in the possession of someone in that space who holds the caster in positive regard. If the item, object or substance
is owned by an entity, that entity will make every effort to recover it.

The 3 Dark Destinies—How History Might Remember Your Rock God:

More Limelight duels won than lost and 10+ Insp: Blaze of Glory

More Limelight duels won than lost and <9 Insp: Wry Self-Parody
As many or more duels lost as won: “Gracelandian” Disgrace




SONTENDING fox THE UMELIGHT
PLAYER \NORKAHEET
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MODIfIER

#PELLBURN
+ D20 ROLL

Steps for Contending for The Limelight

| Choose “duelists” and narrate setting. 6. Duelists roll 5d20 & record rolls from lowest to highest

1. Determine role-playing order. in the guitar pick row.

3. Players role-play performances. 1. Duelists compare modified rolls, burning Insp as desired.

4. Non-dueling players award bonuses; Judge 8. Adjust positions of tokens on the Duel Tracker after
collates these & awards one Crowd Bonus. each comparison. Anytime the position difference is

5. Duelists secretly assign spellburn, as desired, 3 spaces the PL w/ the higher token wins.
to positions | —5 in the appropriate row. 9. Repeat steps 4—8 as needed to resolve duel.
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Designation of Product Identify
All place names, character names, names of organizations and similar proper nouns introduced in this publication are product identity, including but not limited to Rock God Death-Fugue, Atramentous, Writhe Through
Shadow, lcarian Black, Elijah Hillary, James Kota, Lloyd Frasier, Bale “The Mystery” Mann, Rebekah Eve, The 27, Contending for The Limelight, Max Dieter Kauptman, Aura of the Dark Muse, The Dark Muse Provides. All
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Designation of Open Game Content
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OPEN GAME LICENSE Version 1.0a
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. Definitions: (a) “Contributors” means the copyright and/or trademark owners who have contributed Open Game Content; (b) “Derivative Material” means copyrighted material including derivative works and translations
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by the Contributor, and means any work covered by this License, including translations and derivative works under copyright law, but specifically excludes Product Identity; (¢) “Product Identity” means product and
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Game Content.
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the rights conveyed by this License.

6. Notice of License Copyright:You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content you are copying, modifying or distributing,
and You must add the title, the copyright date, and the copyright holder’s name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute.

1. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed in another, independent Agreement with the owner of each element
of that Product Identity. You agree not to indicate compatibility or co-compatibility with and Trademark or Registered Trademark in conjunction with a work containing Open Game Content except as expressly
licensed in another, independent Agreement with the owner of such Trademark or Registered Trademark. The use of any Product Identity in Open Game Content does not a challenge to the ownership of that
Product Identity. The owner of any Product Identity used in Open Game Content shall retain all rights, title, and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of this License to copy, modify and Distribute any Open Game Content
originally distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.
I1. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless you have written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game Content due to statute, judicial order or governmental regulation then
You may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to comply with all the terms herein and fail to cure such breach within 30 days of becoming aware of the breach. All sublicenses shall survive the
termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to make it enforceable.
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DIKE & DRUGZ AND Ro<k 'N' ROLL!

ROCK GOD DEATH-FUGUE is a one-shot adventure that uses the DCC RPG rules to turn players into a heavy metal band
on the German leg of its I* world tour. The PCs are “Rock Gods,” weaving musical “magic” and indulging in
all the debaucheries and dangerous habits of the rock ‘n’ roll lifestyle. To make matters worse, the PCs
all show up listening to Writhe Through Shadow—the so-called “Cursed Album.” It's certain
they're headed for a bad end, the only question is whether they go out in a blaze of
glory or as sad self-parodies like Axl, Elvis or the Ozzy of The Osbournes era. 3

The adventure alternates between encounters on the road that threaten
to derail the tour—or worse—and the band’s shows. In
concert, egos, insecurities & aspirations to true artistry
take over, creating PvP musical duels. The

outcome of these duels determine
how history  remembers
each Rock God!

Price:
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