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Directions

1. First roll either a 2D6, 1D12, 1D20, or 3D6 to find which row to consider: sensory, element of time and
space, emotion/mood, or state of change. For the dice, colors indicate which number square to read -
2D6, violet; 1D12, green; 1D20, red ; and 3D6, orange. Optional: for 2D6, rolling double threes (3s)
results in unnumbered row between 7 & 8.

2. Roll the dice again to find a detail indicated by the column. Optional: for 2D6, same as the row.
3. Repeat as many times as needed to generate additional details.

4. Discard or change as necessary.

5. Interpret the result using creativity and considering your story situation.

For example. A roll of 1D20 resulting in 6 means something about sound, indicated by the ear
symbol. Another roll of 1D20 equaling an 12 would indicate Loud.

Something in the story was loud.

If you need further details you could roll more.

Lets say that you pile up loud, cold, and move. If in a modern house indicate something about a loud
refrigerator vibrating. In space it might be indicate something about a scream from a cryogenic chamber. In a
horror story or game it might indicate a chill running down a character's back pushing the character to flee as
a loud rumble shakes the ground. In a fantasy story, it might indicate the launch of an ice ball from the trigger
of a trap.

It's just meant to help creativity. So use, discard, and change the results as needed.
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