
 
Sundo: We, Once Mortal 

The Second Flight. A game about death, rebirth, memories, and letting go 
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Chapter 0 
A Chapter That Will Stop Existing Once Sundo is No Longer 

in Beta Mode 

 



Welcome to the Open Beta Playtest of Sundo! 

❖ 

❖ 

❖ 

❖ 

Changelog 

MARCH 2020 
❖ 

❖ 

❖ 

❖ 
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❖ 
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o 

o 

o 

o 
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❖ 

❖ 

 



Copyright & Other Attributions 

 

https://twitter.com/SweetCyanid3


Thank You to My Patrons! 

Other Acknowledgments 



Things I Need Help With 

Bonds 

The Countdown System 

Facilitator Moves & Principles 

The Keystones 

Solace Moves 

 



Chapter One 
The Game 

SUNDO, a Filipino word meaning “to fetch, to find, to 

meet, to chaperone, to bring home.” The word also refers 

to ghosts who act as psychopomps for Death, fetching people 

who are about to die. 

 



The Premise 

Remember 

https://open.spotify.com/playlist/6EBzr7uAaW4aK6MWNQMXjB?si=rHT9SvXeRZmyVIeU07bz6A


How to Read This Book 

https://drive.google.com/drive/folders/114jRmhzBpdqkAlhmveis0nmW73qkAZCj
https://www.montecookgames.com/consent-in-gaming/
https://www.montecookgames.com/consent-in-gaming/


Powered by the Apocalypse x Sundo 





❖ 

❖ 

❖ 

❖ 



Tokens in Sundo 



Keystones, Changes, and Tokens 

 



Chapter Two 
The World 

The Rules 

I. These are the Rules all Psychopomps Must Follow. 

II. All Things Must Have Their Time. 

III. All Things Will Meet Their End. 

IV. All Souls Have Their Place. 

V. All Guides Exist to Show Souls the Way. 

VI. All Guides Must Remain Beyond the Living. 

VII. All Ways Are One Way. 

VIII. All Masks Stay On. 

IX. All Burdens Must Be Shed. 

X. All Memories Must Fade. 

XI. No Rule Must Be Broken. 



Life is Inevitable. Death Goes On. 



The Flock 

THE DYING 

THE ECHOES 

THE BROKEN 

Building the Flock 

❖ 

❖ 



The Dying 

Write 3 to 6 superstitions/beliefs that Mortals have about Death & their Psychopomps. 



Write 3 to 6 things about the Mortals in the City. 



Write 3 to 6 things that the Dying can do while they’re under the Shadow of 

Death’s Wings. 



The Echoes 

Echoes are called Echoes because… 
1 

2 

3 

4 

5 

6 

In general, Echoes look like… 
1 

2 

3 

4 

5 

6 

Echoes can harm psychopomps by… 
1 

2 

3 

4 

5 

6 



The Broken 

The truth is, the Broken are… 
1 

2 

3 

4 

5 

6 

The Broken can harm psychopomps by… 
1 

2 

3 

4 

5 

6 

Death 

 

 



 

 

 

 

 

Death Is… 
1 

2 

3 

4 

5 

6 

We Call Death… 



The Form Death Takes Is… 

Death’s Mask Is… 



Their Countenance 

Their Quirks 



Their Domain 

The City 

Our City Is… 
1 

2 

3 

4 



5 

6 

The Mortals in Our City Are… 

1 

2 

3 

4 

5 

6 

Our Krewe Is… 

1 

2 

3 

4 

5 

6 

Psychopomps 

 

 



 

 

 

 

 

 

 

 

 



They Lied About Death 

❖ 

❖ 

❖ 

❖ 

❖ 

❖ 

And So Comes the Night 

❖ 

❖ 



The Countdown Advances When… The Countdown Falls When… 

❖ 

❖ 

❖ 

❖ 

❖ 

❖ 

❖ 

❖ 

❖ 

The Countdown & Building the Tension of Unraveling Lies 



How might a Finale play out in Sundo? 

 



Chapter Three 
Guides 

 



Making a Psychopomp in Sundo 

What is the Name that Death gave you? 

What was your True Name? 

What is their Look? 

What are your Quirks? 

What was your End? 

Who were you when you were mortal? 

What is your Memento Mori? 



The Four Ends 

The Crimson Riders 

❖ 

❖ 

❖ 

❖ 

The Viridian Riders 

❖ 

❖ 

❖ 

❖ 

The Pale Riders 



❖ 

❖ 

❖ 

❖ 

The Gold Riders 

❖ 

❖ 

❖ 

❖ 

A Final Note About the Four Ends 

Remember that you will die. 



More on Memento Moris 

Memento Moris that are objects… 
o 

o 



Memento Moris that are distinguishing physical characteristics or a 

notable figure of speech… 
o 

o 

Memento Moris that are habits or routines… 
o 

o 

Sample Memento Moris 

Object: The Ring 



KEYSTONES 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Physical Characteristic or Trait: 

Notable Figure of Speech: 

Habit or Routine: 

Keystones at Play 



Creating Keystones 

General Questions 
❖ 

❖ 

❖ 

For Memento Moris that are objects 
❖ 

❖ 

❖ 



For Memento Moris that are distinguishing physical characteristics or 

figures of speech 
❖ 

❖ 

❖ 

❖ 

For Memento Moris that are habits or routines 
❖ 

❖ 

❖ 

❖ 



Identity Tables 

Our Death Names Its Psychopomps After… 



How Did I End? 



Memento Mori: Object 

Memento Mori: Distinguishing Physical Characteristic or Trait 



Memento Mori: Figures of Speech 



Memento Mori: Habit or Routine 



Keystone Memory Fragments 



Bonds 

The Krewe 

Do Not Fear the Reaper 



In Their Shadow 

Tokens: The Fragments of Keystone Memories 

You Take a Token When… 
❖ 

❖ 

❖ 

❖ 

❖ 



❖ 

❖ 

❖ 

With Tokens, you can… 
❖ 

❖ 

❖ 

❖ 

❖ 

❖ 

Changes 

❖ 

❖ 

❖ 

❖ 



❖ 

 



Chapter Four 
Player Moves & Other Things to Remember 

 



How Do Moves Work Again? 

HOW DO YOU USE A MOVE? 

❖ 

❖ 

❖ 

❖ 

RESOLUTION IN SUNDO 

❖ 

❖ 

❖ 

❖ 



Player Moves 



Shepherd Moves 

FLIGHT 

Resolution 

o 

o 

o 

PSYCHOMETRY 



Resolution 

o 

o 

o 

FUNERAL RITES 



Resolution 

o 

o 

o 

AVERT YOUR GAZE 



Resolution 

o 

o 

o 

PERFORM A SENDING 



Resolution 

o 

o 

o 

HELPING HAND 

Resolution 



BY THE RIVER 

Resolution 

o 

o 

o 



REACH OUT 

Resolution (Krewe) 

o 

o 

o 

o 

o 

o 

Resolution (NPC) 

o 



o 

o 

o 

o 

o 

Reaper Moves 

RIDE 



Resolution 

o 

o 

o 

SPREAD MY SHADOW 



Resolution 

o 

o 

o 

UNMASK 

Resolution 



o 

o 

o 

LEAP OF FAITH 



Resolution 

o 

o 

o 

REAP A SOUL 



Resolution 

o 

o 

o 

COME TO THE ALTAR 

Resolution 



o 

o 

o 

STEALING THE SUN 

Resolution 

o 

o 

o 

o 

o 



o 

o 

o 

o 

o 

o 

o 

o 

DO AS YOU WILT 

Resolution (Krewe) 

o 



o 

o 

Resolution (NPC) 

o 

o 

o 

Solace Moves 

AND, CUT! 



MAY I HAVE THIS DANCE? 

PAUSE BUTTON 



PERCHANCE TO DREAM 

SMELL THE ROSES 



Corpus: Harm, Dematerialization & Rebirth 

❖ 

❖ 

❖ 

❖ 

❖ 

❖ 

What happens next? 



A little more on Harm 

 



Chapter Five 
To Our Dearest Facilitators 

 



Facilitator Principles 

SET THE STAGE FOR YOUR PLAYERS. DO NOT UPSTAGE THEM. 

AGREE ON PROPS AND GESTURES THAT YOUR PLAYERS CAN USE TO 

DISENGAGE FROM THE TABLE, OR TAKE A BREAK. 

DELIVER EVERYTHING WITH HONESTY 



DO NOT LET THE DICE CONTROL YOUR TABLE 

TREAT DEATH AND ITS REALITIES WITH DIGNITY. 

THIS SOUNDS IRONIC, BUT: BRING DEATH TO LIFE FOR YOUR 

PLAYERS. 

THE CITY IS BOTH SETTING AND CHARACTER FOR YOUR GAME. 



FIND TIME FOR TEMPERATURE CHECKS 

YOU ARE MERELY MORTAL. 

 



Session Zero 

 



Facilitator Moves 

Welcome the Dawn 

❖ 

o 

o 

❖ 

❖ 

❖ 

❖ 

❖ 

The Wheel Spins 

❖ 

❖ 

❖ 

Piercing the Mask 



Save Point 

Pull the Breaks 

❖ 

❖ 

❖ 

❖ 

❖ 

❖ 



Edit That Reel 

Knocking on Heaven’s Door 

The Tower Crumbles 

o 



o 

o 

o 

The Howling 

o 

o 

o 

o 

During the Wake 



Bring the Night 

Walk into the Garden 



Build the Storm 

Turn the Hourglass 



Draw the Curtains 

Expanded Systems: Clocks 

 



Player vs. Player in Sundo 

 



The Endgame 

 



Variant Rules & Hacks for Sundo 

Running Sundo Oneshots 

Running Sundo Online 

 



Facilitator Tools 


