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no more than one) on his turn.
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tailed settings
STORY ELEMENTS
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History and53t%k SFing settings, situati
and tone), and degree of realis

. in Chapter 4 to define specific ¢

he action s¢eie By §658%entral to the u
in advance leads to a more coh

> story forwigdigate in their creation and ac
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clear about the nature of the up
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Challenge her upcoming proposal]
Albert: Like what? [Albert's not sure he likes where this is going]
Christine: Well, like that famous quote "Any technology suffi-
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full Challenge]
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mals mixed in with the techng
xciting locationgey still ride dewbacks and t
Challenges, so Dave pays 1 Cg

ympelling chbdaitengeresting. But here's a t
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History and batkoulg regular size s
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_ . Bob: What, small like Smurfs?!

he action scgfié 5885 ally high tech..d
of course.

> story forwakdstine: Ok, but not lizards,

desired conclugioistine's turn, so she isn't es
Tenets of the game world. At t

r own surprise’tindlqyrot thakshg's likely ¥

ing lizards. She could propose the "no lizards" rule as a

ntire worlds

ailed settings,

ine, lizards can y then or some

e enem p R
ory and contribuggia4 Qﬁqm%t}féﬁﬂ@mg:anm\#%‘ﬁ&@ erpwer to dramatic:
tion of the stogy; @irfhe weryamiorlshidbmt spzales esclcoénthgother players.
courage suspernimetiod thieturingfadugbhflitkelywhill énpriotediurg] the tools go kee;

ving forwargy,g so it continues, until the groundwork for the game is
completely Iai(i., . .
pported by a hveiy on-line discussion forum and a frequently updfd we
les of st®aigaLcCentrthdrdssastual play and a number of player suggited
The Social Contract can be one of the most important aspects of o
“ie game. It is not always necessary to define each aspect of the
acial Contract as a formal Tenet although this may be especially

, Tenet faor 1 Coin on.her turn .
structure ark%lg% 5 ech%rentﬁs ens&r s that every dyeal; SWIH have the oy
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desirable if playing with a ne

‘a game Wharg playRls wWARRSERSHHEr so
(ing stories issues are automatically assum
explicitly stated. Other times, fi

e as outrageamsriél depbyisng yiatential 4
truly is unligni¢eed! and basic rules of etiq I )
the most established groups sp¢ Z it (3 RS

to: game and how players expect ¢ 2 4
able exercise.
Basically, the Social Contrac
ers as to how they want to pla
. . own style of play and every pl4
failed settmgﬁjoys experiencing his games
them. By discussing these in ad

xciting locati®bst what is and isn't accepta
avoid many of the conflicts tha

ympelling chimaiit@ihese as explicit game

accepted, the players are forma

Histo andtmﬁﬁgi’()ﬁ'ff Tenets may in

y distractfons, table talk, and ho

. adhere to the tropes of a partic

he action SCCHfe uﬁﬁ%ﬁamic issues fo
unique to Universalis. In fact,

> story forwagitkept in every role playing g

desired conchksioriowever, in the absence

differences and “rule from on-

r own surpri¥ésTHid St ghese par

Returning to our example
structure and robst,ReGhaples, ABRHRHI R e RIEVSF Wil have the or
ory and contribute fq, 3#r3padiss eRdiiehe Yo RAMRLAS PGS fo dramatic:
tion of the story, ofigHaefyieeyemiond disdtatgzo qlieteaahsop tigtother players.
couragg suspense attinkteaningfdl peshvliel. Whidersprovidinturhié itools to kee
ving fi ard. should raise his hand to get everyone's attention, and
everyone else has to stop gabbing when he does. [1 Coin

ipportefliby a lively®a-Tipet dHdeasysiolatfefall and a ftrequer;tly updated we
es of Jhies credt AT A AT B L T O P guegested

all the phones and pagers and stuff off, and we can check
our messages at the next break. [1 Coin for a Tenet
addressing outside distractions]

http://universalis.actionroll.com

CHAPTER 2: GAME R7PARATIN

ntire worlds

gs.com

DIIRTIICLTINIGT



Ed: And no Monty Python joke
 a game where BlayRRCHAPHAIR & in
ting stories

RuLes GimMmicks

e as outraRatraionndekpdythmvingniver:
 truly 15“%1’1&?&@&31 rules created on the
issue or player concern. Should a pl;

' to: tion where no current rule reflects t
after, he has only to introduce a Rul
layer may wish to create special

of die rolls that aren’t covered i
adding more simulative detail than the
tailed sefdngs Rules Gimmicks can be used t
where a player wishes to say “if this ro

xciting ledtifaressible within Universalis usi
rules may not involve dice at all, but

yiften, players can write

Dmpelhlfﬁ' E}% are introduced like any
deﬁ the immlck nd if no one C
History gRdeRRekerabtifice suggestions
Challenge Negotiation process. This ¢

the actiome seRNGHRY, SERME that it take m
iting its use to just this one scene.

e story folimeaodadopt these as desired, depg

desired %halifgibﬂinning a Challenge.
In our ongoing example of play, se
r own surprises @nfloplaitwithiis tingerous spider. The pint size heroes
manage to escape from the clutches of the dreaded sp?der but

/ structure afndt roBRALE MsEh aHpest &mw t‘]‘iﬁ‘ﬁ)@b pymld9eterwill have the op

ory and cont\?ﬂ%ﬂgﬁa fga‘ﬁﬁ;ﬁﬂ[ﬂ%ﬁgﬁ e nes ehﬁ‘%m R 8§ver to dramatica
ction of the %EWT“)EF mafemeg/vfafl@?,e sgo @ﬁ‘il qnother players. T
courage SuspERpeeAn hasasring fabis onllicd, Nbéﬂ@hBIQNé‘ilHé&:ﬂhe tools o keey
ving forwargresent the group with a medical kit to take with them.

1pported by ﬁﬁert er)tﬁytﬁzrmfﬁdcm fd qu";%%%%%ﬁ"ﬁ"ﬁe ﬂ tly updfed wel
les of storiesigaie ATO AnSbBIE AL, BBRNRERQ! RAVer Suged g

Chapter 4 for clarification of Traits). Ordinarily this
Component would cost 6 Coins (1 for each Trait), but Albert
wants the kit to only be able to be used a few times before
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tailedTﬂﬁﬁm, the team of meadow heroes escape:
backs of fleeing squirrels.

xciting locations j gone. Universalis has

) doses, ammo, charges, or fi
ympelling charac@#smick is in order. For 1
one of the Healing abilitie

History and bacKgbeavekd by the approg
off (wounds are simply Tr

the action scene Bigdg%?feinjureq party). /
make the Med-Kit cost o

f d would, or in this case 2 Cd
e story forwar and so Albert adds 2 more

desired conclusiagyins (6 total Traits at 1/3

I OWN surprises gha oti'(e)% exam lse. Christ
| P exc “PQ scene where the heroes are clinging to the backs of

squirrels, racing to escape a forest fire. There are a mli‘ﬁlf
7 structure and rofyt isEheHIGS AU TES E0Bk ST RIRYSEMWblhave the of
ory and contribuknd'e fauddanedtienandisfgoinéou have the power to dramatice

ction of the story,pf thg ovﬁ%lmﬁ(% R%YSQO &qpegh @ﬁim&other players. 1
courag suspense@nﬁ;m@@nmﬁﬁ&mﬂﬁu\% ijgimroviding the tools to keey
ving fofflward.  Albert: Here you go.

Dave: Wait a minute, you can't give Coins away like that, its
ipported@y a livelyneninlte rdiscussion forum and a frequently updated wel
les of slries createdrfrOkn hectsdl GolayonaduenGimbiek tfaplayseyosuggested ru

12 can loan Coins to another player if that player agrees to
pay back double next time they receive Coins..any
Challenges? Christine you agree to that? Great, here are

your ¢ Coins, gay me back 8 when you get them.
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e as outrageous or deeply moving
- truly is Simi‘:taﬂof the items mentioned h

detail in later chapters. They arg

a feel for how game play progrg
activities described in those chapters ¢ :
ntire worl%llé play occurs within scenes. Ong = : o
which all players will have the oppo : /

tailed ﬂa ers will narrate the Events and 4
ailed s¢f é}igts_ir own turns and by Interrupf

- to:

xciting leeation
FRAMING SCENES

ympellingiwlrarakiers SCENE

When one scene has ended, the pl

. T4S ins (see below). T
History f%r{;&ngim%]i‘l[ %ﬁ%ﬁ Each player (i
. just ended) makes a secret bid (Coin{

the acu%rﬂf%‘ﬁchYs $hEX Cevealed simulta
drawn, the winning bid remains on {

e story fanwateer to frame consecutive scg

desired Estidlokiofe, the player sitting clos
who framed the last scene wins.

r own surpPRE&abds ﬂfsﬁt‘Wig i ’ i
pl{}}gmr (i.e. clockwise] is declared the winner and must then bid at

least 1 Coin. If this pl Coins, ceed to the, first clogk-
/ structufgssggpaﬁé i if}gscﬂgnhcass ensures that gvery ﬁ:layer Wﬁl have the or

ory and contribute to a dramatic ending. You have the power to dramatice
tion of the sg(])”sungﬁ?ﬂseh%scen&vwﬁﬁﬂg g?us'rrel %d%ﬁm%: Igaq[;_other layers. 1
: i gr\%m hto%’ranc% acrd: ]ﬁl.rivgr %.sa TN tpa - players.

n ranc cn,
courage suspeiigeRBL BEAREHEINh &R hipidlingedhe tools b keey
ving forwardwhich of them will frame the next scene. Each player secretly

selects a number of Coins for their bid and holds them in their

ipported by adiyebt svertieadie pussiambarwm andyndmguently updad wel

o

4 Coins, he has a pretty good idea he wants to try. Christine
bid zero because she doesn't have many Cains, just the few
she received from Refreshment (and, in fact, owes Albert 8).
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Dave also bid 4. Ed bids 3.

, a game where ers cooperate to
g PlAyers, 8 ;

: ¢ ave are tied with
ing stories tlng immediately clockwise

and Ed both return the

e as outrageous qﬂs 1R RS, pe s

- truly is unlimited , ' p))
WINNING THE Bip: T LAY G S =
to: The player who wins the bid § ) '
called the Framing Player. His
ntire worlds°n the table and can be used th
this bid that are not used beforg
The Framing Player must fra
He must Establish a location
Introduce any desired characte
xciting locatigéies, simply extend and cont
Framing Player cannot be Inte
ympelling clwaraetens! at least 1 character

tailed settmg

. Dave, having won the bid fi
History and backgreangdene.

ave Ok the scene cuts and
Yoo (illfﬁthe Slytheran Qu
People [This Establishes
e story forward Slytheran are a race of
desired conclusionserve as the principle villa
people and the Queen wg

r own surprises and dohahysedter the Neroc
[Setting the time consecutive to the previous scene costs

the action scene

7 structure and roblﬁ‘?p}ﬂ&hamcs ensures that every, Eﬁ yer Wlll have the or

ueen, and 3 fhe eral are
ory and contribute to a Jaﬁ%gtﬂ)&a 804 L}gng aye ??Ya?%io dramatice

ction of the story, %&mecaém Wb U £AGH ch efisth either players. 1
couragg suspense anderadsinghal with Aechivohder pnmdmtihmiools to keey
ving f@ward. 3 Generals are new. They cost 1 Coin each to Create them
into the scene which gives them nothing but a basic Role
ipporteflby a livelyfreih (dinendisivat Siomrflo in# 21 add # Fretheatisdys-updated wel
les of Myries creat&iPHUMAe iR REM Wi B fePitay@suggested
14 The defining of the first Event ends the framing part of
the scene, and begins regular play. Dave continues with
his turn but can now be Interrupted.]
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ENDING THE SCENE
, a game alfel apetisngFOPRIatentform
ting stories be Challenged to get him to do
his turn (except while being Interrug
e as outsageots erodeefihe neavinge is f

- truly isSeeAKtsdnothing.

O The player may choose to pa

 to: scene to “Fade to Black"

ding to Black prevents the next 7 V S : 7
ntire worlF & P A
the scene or returning to it at ar :

be desirable if the player feels he haj
tailed Seﬁm’gﬁc fashion and doesn’t want 3
Like anything else in the game, “Fad

xciting Ibgatipmsayer who feels it inappropi

)mpelhngﬁmgnt occurs immediately f
. This is true even if the new scene is
History g Slﬂa;ﬁ%%gw&ve a set numbe
suggested that starting groups use 5

the acticimsgenouvyasiireup is encourag
amount they find most appealing (R

e story forvenglt this)

desired concRasieting to Christine's earlier sc
and the squirrels, we can see that -

r own surprigegizrrade pliot terigteng escdpc dcro
declared the scene over. She, and all of the other players

7 structure aﬂﬂc%ﬁﬁsqoi?l%@ﬁ@ﬂi&%ﬂ'%ures that every player will have the op
: ' rto dramatice

ction of thellsscel;’}és te e yery rld but SO df thei other players. T

a nnln an
courage SRR féﬁﬁﬂ&ta e ools P kec
ving forwasds and Interrupt each other to narrate some element of the

story. The Framing Player essentially has the first turn which
1pp0rtedbbgina. Jivglon QB thngdissussinBafovidn apdyerficasnilynupdfd wel

les of stendiesuaic fieduloniendainbtplayt andaa natmfferdad pbagrar- suggMted ru

thing further) they end their turn and play proceeds to the next
layer in clockwise order. Note: ending ones turn is not the same
1ing as ending the scene.

http://universalis.actionrol
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INTERRUPTION
 a game whereAphleyersawbyjenate tpot
ting stories ©f player's turn by spending 1

Coin to do so. Play passes to

e as outragedhis Bfeavepng rlexemand prd

- trulv is unli Tfié lockwise from there
y \;vfﬁxen(ie is done, unless he is

also Interrupted.

- to:
O Interrupting a turn

ntire worlds  costs 1 Coin

) ) These rules provide a good
tailed settingfal of structure as to whose
turn it is and what they get to

xciting locatinsn their turn. However, in
practice players will find turns

ympelling chevel¥gdps very free form fash-

ion. A player may spend some

. tjme narrating.a scene until a
History ands &%%B?éﬁ*ntempts. That
player just adds a single Event

the action sGRRgeDYeSFR1Hs turn until In
narrating his own ideas, until

e story forwsamdt a Complication. In other

desired condﬁsﬁblw-hile d player has the p
in any way he sees fit during

r own surpri$dSiSHP 1783 'y 2dhsr playe

way suspense 1S maintained because no player can ever really

be sure what's about to happen or why.

/ structure andrp Rk BERIARGSHHUGES dNGY FRadlay thntiihiaye. the of
ory and contitHadun dmmadherginge skppehavmithepowamnte dramatice
ction of the stonpt ofntineeveith Wotlds bayorsbthks ieautdie e thedicotlite iplafyers. T
couragefsuspOuse 41 thipmig feindodtreupisned ‘?Y"é‘%}iﬂfﬁ"g" it to keey

ving foward The only time a player cannot be Interrupted is when they have
won the bid for turn and are engaged in framing the scene. Until
he. i tj incipal T
rt SilnsRi%h itk SOR foTURR At fiyipdated wel
Ipporte@aby a thrﬁ ?ﬂg(m]g% fort Pnte J%, nc‘é ated we
L]

les of Mcies;cicatnd o A e A BTSSRy Hegested n

Dave has continued to narrate his scene in the Queen's
throne room when he is Interrupted by Ed.

ttp://universalis.actionroll.com
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Ed: I'm Interrupting you [for 1
- a game where QBIYRES GO ORI 1 f

ling stories As the planning continue

thran a ismaunts t
e as outmgeous1 .‘ﬁ%ﬁﬁ’ ﬁf‘o eﬂg

v i limi eate t out a
- truly 1s unhmigggl 1.t of *Scout”. Note: th
same if Ed were Introducing

- to: into the scene.

"My Queen" he says "the V : T~

orders, however, | regret to i /

. . the Meadow spies managed

tailed settings [rhis costs 1 Coin for the Even
er his report to the Queen an

xciting locationse fire having been set by th

ntire worlds

. There are a couple things o
ympelling charagters forest fire scene, she
origins of the fire. Ed has interru

History and thaickgfounds intentionally se
will stop at nothing to kill the Mg

the action scehoW{Fogéw@isethe Scout and D
(see the section on Control below
53 other in the voice of those

forw
- st.ory © rules (also found below).
desired conclusion

MiNI SCENES .
r own subpirises mapdrphétstiwsigtsn during a scenc, ¢ may temporarily
change the scene in order to describe events happening elsewhere.

7 structuREiad Yosastiathe dh then 668 e tbevar§ gherpEs apsil have the op
0 andtggﬁéa eyt vt f?ﬁﬁ BRI 38 T A hEF6Ner to dramatics
r.y enou EY 0 win %’le nexat SCene an éesésribe ?he evcn%s t tli.)
ction of {6 eStQro dithG MR el doehlEs 38 .A9nEAGH BT iBR1OBhEr Players.
couragedsigpeatseGong sreandngialeomfliahwhile: pravisingethacools o kee
ving fomfamation the player desires to convey would lose its impact if
not conveyed right then. When this is the case, the player may

Ipportednbie aiddwély Mimi Snendiscussion forum and a frequently updfed wel
les of stofid¥inSseag Frennbe Framied Rpcali dsadergrivsdrabavp oy anyug ilted ru

other scene, this includes immunity from Interruption during the
-~tual Framing. The player must Establish Location, Set the Time
10st often either concurrently with the main scene, or in the past

ChapTER 3: Turn ORDER € GAME FLow
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UNIVERSALIS

as a flash back), and Introduc

, a game whereTipd MWieiScoepeusitbetende
ting stories by ending it himself, or throug
Refreshment received for it. Unl

e as outragedischrhdeepty theovirigeene
- truly is unlithh&qs another mini scene, or

Ed has ended his turn, so p 7 =

to:
Albert: Ok, I'm declaring 3

origin of the forest fire
where the fire began, a

the past (see Chapter 5
tailed settings the past)]

ntire worlds

Present are a team (
the entire team as a ¢

. details on creating grou
ympelling characters
...and Jerek the Spar

. Jerek into the scene. Jerek
History and backgiopnd, . £ tat he

. years ago. He also has as

the action scene by'sggewhich he rides.
been defined as a separatg

e story forward  the Scene automatically

desired conclusion details on using Traits to

Jerek observes the S
r own surprises anchguas tiwisdsuts follow the Meadow People heroes as
they flee. [1 Coin for the Event of Jerek observing the

7 structure and robuadtiviychgeitcioelndipeksioldheseonfs pit/he wiiechave the op

ory and contribute fo %’éﬂr@‘rﬂﬁgﬁwqﬁ'ﬂﬁlg&hY@ghﬁg% Hife H}’ﬁfef’% dramaticz
ction of the story, oi‘lrteﬁeyveegf] vsf)crria%db'{‘lt 30 db each of the other players. 1
couragegsuspense and Hieatitsrdiofarvtiee WHE pididitnthbetools to keey

ving fi ard managed to tie the roguish character Jerek to the events of
’ the story with this scene. Perhaps in another scene one of

ipporte@by a lively"nP/R¥ee 4 dsssibn rikuiingdn B i didda epdated wel

X tential i ti his past, t
les of ies createae'f%’. 0 ec'][ﬁaall\’ﬁfzrﬂ}ngﬁe q %{frrhgoerr o 1% a}gsély Esuggested I
18 unspecitied, Crimes

xciting locations
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A gamem%%ég% Blsate to

ting storfyD O COMPONENTS 1

e as outrAgUp e TARFADAR) Coighnent

- truly is(@mkinedetng or newly Created).

the end of the scene. When a new s

to: Player gains Control of whichever Cd

new scene extends or returns to an @

ntire wdiFRing Player gains control of any

there regardless of who Controlled th

. A player can narrate Events (see (]
tailed Se‘EH‘{l‘ gi);er, or even destroy any Co

. Control. He may add Traits or remo

xciting logatiaeisHe may not directly do the

which is not under his Control (incl

ympelling Ttlearastéwsr things a player can

not under his Control: Take it Over,

History Ml Budrgryalyg it in a Complicy
a Complication) Draw upon one or

: fth i P l i th C 1‘
the actichiSeEHE Biféseepis in the Complid

e story fmmndponmm NOTE ABOUT CO

desired :OMLH§;I91{}HQ about Control, it is impo

turns and framing scenes, and between Co

r own sprprises and r;)lo‘[ twists : 1\ e :
en a player frames a new scene that is a continuation of a previous scene,

he aytomatically gains, Control (at no cost) of any Components that are
/ structuge Miyw MR R A CSICILHELE ALY By B a¥dll ave the of
ory and [ConvtrihHiea tomisthba thadiseared Bgran(ngh anectig paiwas i dramatice
ction of hthmtstbpyﬂidﬁsthgiwdlgtmthdqnbut so do each of the othe |‘ players. T
courage [Surpensavandyiaegmingd il orflicimpshitedprovidingtithe thpols Jp keey

»Ving foiw aed Introduced that Component, or you took it over from another player.

so, Creating a Component does not confer any special advantage regarding

Al
ipported) bioadiveR, Mkt Hs ehssind inbncandydieryiertly Ypdgd wel
les of stpriesteraadegodtam cantraadvgliayy amdontiruimdactiof pdager syigoMted ru
Control of subsequent scenes is determined irrespective of who initially Created
the Component. Who Created the Component has no impact on the game.
S

i http://universalis.actionrol
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UNIVERSALIS

- a game wherbASFaQMER 0 operate to

ting stories O Control of a Compon
another player by pa

e as outrageous gr dSeply OV g

- truly is unlimyfed i possible for Control {
a Coin); and two players inte
may spend Coins back and fo
this is very similar to the Cha 3
ntire worlds Players are essentially Challe ) "
It does not have to be your

tailed setting§omponent, nor does taking o
fact, a common use is to Take

i . player's turn for the express p
xeiting Iocat@nlssyuse, a Take Over can occ
. or activity but before it has be
mpelling Chzﬁ?&tgr@bmponent involved af]
Event or activity into a Compl

History and back%round

our example, it is now
. scene). He decides to Take
the action scene by §§gDEontrol of this ¢

who'd originally Introducg

- to:

e story forward
desired concl@éﬂ&bﬁ?ﬁ

ecause Universalis does no

. opportunities to speak in the
rown Surprl%ggll%gé QE?C%I B&{ﬁgsacﬁon in Universalis is described in the third
person, including conversations like “Joe asks the bartender where
7 structure angerahyhsts e N s a6 pRrcilayehovéls hawe the of
ory and contnibtiéeety wodt ambdiactn dpsgks i¥ avrdaly saith énpidwvel disodramatice

ction of the stinnymafkehBoveaxerntbetd mpyibs dindes wdeh of attuabtidpgplayers. T
courage fusp&EEesh gha ﬂFEBMfW@?%%HPHg@% WP to keey

entertaining ("Yes Luke, I am your fath his rule allows for that.
* Normally, when a player attempts to interact or manipulate a

1pported,| y aﬂﬁ%&%he ﬁ?leesndti§8 ﬁtsrs%ltf‘ Sl wﬁ'ﬁdahf}%(&’f:gﬁ?ﬁﬁﬁ?ated wel

_t e interaction involves a charagter
les of syMies greata 1o, AR AR R AHB WBLOST, DhdtlaNeh BiEgested

result instead. Note that if one of the players doesn't desire dialog
he can force the Event into Complication and the winner can nar-
rate the conversation third person as desired. However, if both

ttp://universalis.actionroll.com
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(=}

, a game where players }&opera l!
ting stories

xciting Iocatlons%ﬁf"%

)mpellin%m

History a backgro: ‘3} £ K
[/ r_\/ v

VN A
the actionF-,_ R(by_STe
77> =
e story forwardl
desired cor 1 i

art O 2002 dav d hedgecock

r own ri i
0 Sp ergegrea\.% nPgOISiSNéSgn be a powerful story tool. Players are

free to Take Over characters and enter into Dialog in the same way
7 structuge @pdarphiis EHARIRE S RIEGIsERAE SYFIYaRLAY arpbhave the of
ory and gepnwibuiekttmavdiaittatiaekingveroUohpvacthaiponey to dramatice
ction of tleesthrin 66nthel véiy avdsrlth dgegoiddielngh of the other players. T

courage su¥pense ahditogattnpnrlccontltverniHiiRs ittt tools P keey

for 1 Coin and can end it at any time and continue with his
ing f g
ving Olﬁﬁtﬁn@tw turn. If the other character still has more to say, that play-

1pportede5 {/e%‘rl n L e %iﬁ%%@%‘gﬁ@;ﬁﬂﬁ%uﬁéﬁzﬁ :
les of Stﬂf@%%ﬁffsﬂ &wﬁ%@ﬁm o, BRI Ao IRSE G RIAKET Sugs

soeaking w1thout breaking the Dialog. Essentially, in game terms,
ach back and exchange of dialog is treated as a free Interruption.
After that, each player is free to speak in the voice of the charac-

http://universalis actionrol
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UNIVERSALIS
ter he is Controlling, in first pg

 a game whetterplaykehdaoperataciiarac
ting stories not have to be paid for and th
However, significant items that

e as outragedustoNdeepist ifiavhagcter

- truly is unlibistaygay Island” that the rele
be found on Castaway Island, |

to: be found there. The character ¢ : St
“Other Details” section of Chap «“g AR ! : S

. might be worth paying for fro el
ntire worlds Note: because of the potentid
is suggested (although not req

tailed settingfterrupting in the middle of a
ticularly dramatic to do so.

xciting locations Having taken over General #
. with the Queen who is still (
ympelling charachiegs, also present in the scq

. Bob: General Frederich vq
History and baCkg]f% neral Trait has a
this character by Dave,

the action scene bynseN@ him to replace
This costs 1 Coin.]

e story forward Oh, by the way, we

desired conclusion na@mes for the Slythera
Fact attached to the g1

. Prussi mes". A
T OWIlL SUTPrISEs anﬁ?ﬁ%ﬁﬁi{é?ﬁ%ck, requiring the special attention of the
players. Either way it costs 1 Coin and can be Challenged.
7 structure and robustmamggrgn_sgg,% % BV SISh PAAY ST N Il.have the or
ory and contribute pmiheiaipdtiesendimgaitsyomn haym thenpower to dramatice
ction of the story, of théy Gerymn eirehy lyurgoyaloteachnsiferltbiogher players. T

couraggsuspense atfdhate Mt IR IRNEYWRATRPGSES5kITS fﬂ’f@gools to keej

ving fofward. will be.waltmg for us, Their defenses are strong, we nee
more time to prepare” [The plan the General refers to was

ipportefllby a livelyPyh iRV A& sncadiEn i Bh L Ui ipdated wel

. igs are, of cqurse, the aeroes whﬁ've naged- to
les of sMies creategf o gl DRy, ThA tha Rg delehd hquggested r
22 ; . ; ; .
established earlier in the story. Since nothing new is
being introduced there is no additional cost. Dave, how-
ever, can reply]

http://universalis.actionroll.com
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Dave: "Rubbish, the Meadow Pg

@ game where payREvGaapaT alientand

ting stories [again, nothing new in the d

buy the Traits "Proud” and "

e as outrageousQored doplascribeiangttitud

- truly is unliBetredMy Queen, if we but wa :

become complacent and we ¢ I U W

to: Dave: "If we strike now we will :

of the river did the spies end L b :

tantly at Ed playing the Scou 5, A : T~
Ed: “The north side my Queen /

. . direction had not been explicit

tailed settings yeing referred to, Ed is free td

desires. Thinking fast he remg

xciting locationSlytheran is to the north of th

heroes on the north side of th

ympelling charifeg@ranother obstacle to cro
home. He pays 1 Coin for this

. i o t" addressing G
History and li)G’E{(re'ﬂka e sure those spies don't
. in time to raise the alarm” {

the action scengohmgﬁpmgﬂ says “at your
his heels together smartly a

e story forwardrder) [Here Dave has engage

desired conclusibsis also under his Control
sides of the conversation. Da

r own surprisegr%d’fﬂjé@ﬂa?&ﬁskscmn to

scene. pays 1 Coin to add the Trait

ntire worlds

“U ioni [" and ther for the Trait
7 structure and r@iﬁgﬁtﬁgg lyntﬂ'cog:qgg}%ﬂat Tat eerve%f p gyer?will have the or

ory and contributegtgemdinmaienendigg. noasrdienaIine makwer to dramatice
ction of the storsadpfilih ®readyCavoatd’; but ddoaddrelses Edlmmdther players. T
courage suspenB@varld Geieafoi gl Reendflferietslep o ghe tools

ving forward sounding weapon that as yet no one knows anything
" about because Dave just made them up]
ipported by £4ivayobAONHaNdisGSH thFaas SHeng ﬁéELH%'ﬂtly updfd wel
r
Y

les of stories crt%?seggzlféﬁ?;asgﬁaq a;') %‘?fssﬁ:ﬂ agegﬁ)?n er o l:%rer suggMied 1

CHAPTER 2: Tuy ORDER €t GAME FLow
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UNIVERSALIS

COMPLICATIONS
, a game wherdplayeasedoaperd¢tintan

ting stories Component under their control
(including adding, removing, o
e as outragedhat dhed depiyolmidamayer, if ¢

- truly is unli {éﬁley do not Control in an;
omplication. Complications a

to: Complications can also be thg . b
Obstacle into the scene. This ca { e % : S

. an Event (even one involving h :
ntire worldspjayer wishes to turn into a diff
Buy Dice representing the diffi

tailed settings must roll against in order to
Note that Buying Dice for an Of

xciting locatfg@’ting a new Component to
for it, and than having that Co

ympelling ch¥if@dpgget Component whic
At this point Christine pa

History and baclegg#duietiuce Princess Alt
Princess is an existing cha

the action scene Br\?’ iggghgg Thff Meadow Pg
orie of the main characters.

perately try to convince hg
e story forward sion, so she decides to Orig

desired conclusiomincess (Controlled by Chr
by Dave). Both players will =
r own surprises dmib pleertviistde scenc or duying them outrignt witr
Coins. Other players Controlling other characters can partic-
7 structure and ro@ﬁtah%é%fbﬁﬁffsﬁféé"ﬁi’aﬁé\‘}@w ?%Sl%frtb\?iﬂ"have the op
ory and Contribu‘%vé'sll{%%ggﬁ%arﬁ%iérg U%fﬁntgzecﬁoh :lﬁﬁfe hit:i&;’ rci%ﬁé’f"ﬁo dramatice
ction of the story, a’phg Ve e bt §0 do each of the other players. 1

couragdfsuspense and meaningful conflict while providing the tools to keej

ving fowar€@ HALLENGES AND FINES
Challenge js the way that players can police other players in
ipportefliby 4, ye Qs i iSeI SR O RRGns ATSARR Y pdated we
les of sMriesrcaiadebranthaghnid @kayeandiRngbdhes efnplayele gggested ru
24)  pehaviors that are not directly game rule related but are deemed
inappropriate. There are two phases to a Challenge, Negotiation and
Bidding. In the Negotiation phase, if players can reach an agreeable

ttp://universalis.actionroll.com
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accord, play can continue virtually
 a game Wher, Playeks QBaPHAtedi%ng
ting storied player normally uses challenge:

oppose or suggest changes to what
e as outrageous or deeply moving

truly isNEGOMATEON |
To initiate a Challenge a player m N

to: raises a dissenting voice. This can bq . e
tion of Challenge or be as simple as (e & i : >

X much sense”. Challenges can also be
ntire WQglfient approach that the Challeng
“Hey that's great, but I think he’d bd

tailed segtingsn sit there and take it like th
If the acting player alters his play

xciting |elealtipger, then the Challenge ends
his turn. In this way, all players can

ympellinfSeHr e (@fsreien in players who
ontract or a desired game mood, et

History and Ihaeckggroamekne, the party of
crossing a pond in a makeshift

the action scEHEDG2EAEA @ couple of twi
Compli¢ation involving a snappi

roll.and used his bonus Coins to

e story forwﬂ'gsithe boat and then snapping
desired conchagj@hin half and devouring hi
to Turk's Importance as explaineg

ALY Surpriﬁstﬁs\/\%ﬂ% R%%Etﬁ"‘flﬁ}’% Turk, he's a pretty cool character.

Besides he's a special forces operative and the team needs

/ structure and gpbushn@chamics waswigsthakgvery player will have the op
ory and contBiutes tak dodave atieracndingje, Vaidehdwvehthe pdlwer to dramatice

ction of the storgmefardedeseryesatorhidt batersolehs sewbht dpbrAOther players. T
courage suspen‘é‘@eﬂnt&en{‘é'ﬁiﬁffgtf’ﬂf i r1ede SeniveuptVvidi B the tools o keep

ving f r built a bigger Dice Pool if you didn't want to lose.
ving forwa (E‘d: How about this. The turtle snaps at Turk, but given his

Trait of "Split Second Reflexes" he manages to jam_his XR-
ported by a 1§ IR ISR PRSI ATy upga we
les of stories c%@ggxistgamg‘actua play and a number of pTJayer suggmted
Bob: Ok, but the turtle snaps the rifle in half and Turk has @

to cross that Trait off his sheet [its removed per the rules

in Chapter 6].

http://universalis.actionrol]

& Gave FLow
~ L]

CHAPTER 3: Tur ORDER

PRI ISH [N (O e —




UNIVERSALIS

Since Bob and Ed have co

, a game where plégrepScatopBesdtution is
ting stories and game play continues

e as outrage(ﬁi@ﬂil“ﬂeeglg\’pfgy%\{i%%ses ¢

trulv i li l.ftl;actl
Tuly 1s un %&% to insist, then the Nego
begins. The Bidding is a proces

to: get to rule on the outcome of { ) | 7
. support whichever player they et . : <&/
ntire worlds Bidding begins with the Chal

If he is not willing to do so the

tailed Settingbt acting player continues his
clockwise with the exception th

xciting Iocatgﬁymgeﬁ goes last. Each play
favor of either the Challenger o

. Alternatively, a player could bid
ompelling Chs%{l.%{frelrosf his own, giving the
. The bidding continues in this
History and:hackgnewne Coins. The Coi

most support wins. Ties go to t

the action scene gif %ﬁ%%allenger wins,

accordingly. The acting
e story forward

desired conclusion ' the Challenged playg

change the Challenged

. furt hall , and
r own surprises and plff)[[ Felispge, an
O All Coins bid from any side go to the Bank

7 structure and rofishnBek diGH CHAIME o hak SVGEY silgaeebnvill have the of
ory and contributaeugp A %%nil&‘il,g bendi . You have the power to dramaticz

o n n]%
ction of the storyg b i Ty MO T a0utiosh SRnaeha O thimather players. 1
couragdfsuspense apdenesringfiddannthint)while providing the tools to keey
i ard.  Albert: Doesn't matter to me either way, I'm not spending

anything [Bob as the Challenged party gets to go last]

by a liv@yistinelindodtisikestio ileo vfimnaaird chafretqudyithysupdated wel
ies createtPycHs sdtion iplesyaahatrawing sed SiddCpimipsEduggested
Dave: Silly name, eh? | named Turk, | don't think its such a

silly name, 1 Coin for Ed.

Bob now sees 3 Coins arrayed against him. If he had a lot of extra

:[[universalis.actionroll.com
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Coins, he'd Bid 4 and see how far t
 a game Whe?@il}b&fﬁﬁlﬁ@%ﬂmﬁﬁhﬁf&oe
ting stories its hard to overcome 3 other play

so he resigns...planning to try to kil
e as outrageasivh of eleeplyinnontiang the
- truly is unlisnikeldy continues. The 3 Bid Coin

to: UsING FACTS IN CHALLENGES : 5 : ]
Every Trait and every Event in the > Al ] : <

. Fact is defined as any piece of info :
ntire Wqglds) in the game and has paid a s
If a Coin wasn't spent on it, its not (

tailed seddim@act can be used interchangeab
in many cases as all three involve a

xciting e tinsCoin for it.
In game terms the effect of a Fact

)mpellingﬂﬁ%&@%ﬁ If an established

ins spent in defense of that Fact (

] are doubled for purposes of determir
History @Ef:&ﬁ%ﬁ%&%ahng the viola
intentionally not the same thing as s

the actiomesc@®aglibyasgensies are rife wi
believed to be true until discovered ¢

e story Rypwpari@natically believing contradi

desired ¢ d!;yﬁlg:fo:hl:act is only absolutely
a different Fact that contradicts it, A

Challenges that contradiction. For ex
rown SE&RE&E&%‘&BO’;@& lagﬁghter; but sometime later a player
decides to frame a scene “revealing” that she is actually Drake’s
/ structuggugRd T s steBrechamici @M st iliadne Ve CRIAYEEE 11 have the op
ory and wed itk tthd oveighrarhtiti o xdgidin gactYoehihd ite bilrafpoveee to dramatice

ction of 4PRs Shemhe Aavc Raeky takerik{febfut so do each of the other players. 1

t ¢ c
courage 3 Erfle JHREAATh O MBI I M The tools 1o ke
VINg 101w §ation can be described as an exception to the Fact which
otherwise remains in placg rather. tharn. being repealed entirely. For
pported B T e ot Lo AR R o wel
les of stpFies FEtRAnT Mn AN MePIN B RUPRRRIRTTIRY ehasuggMied 1t
light travel, it doesn’t necessarily eliminate the original Fact. @

1stead the Fact could be modified to become “Nothing can travel
ister then the speed of light, except the PanGalactic Hyperform

http://universalis.actionrol o€
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, a game where players cooperaté
ting stories

e as outrageous or deeplif g
- truly is unlimited

- to:

ntire worlds
tailed settings
xciting locations
ympelling characters |
History and backgroun

the action scene by scene §

" |

e story forward

desired conclusion o
Transducer Drive”. This still lea

h enders.
rown surprfg%getgglgﬁilg ?\r et %Ega Fact is replaced or modified occurs during

a Challenge as part of the conditions of the Challenge. Often, a play-
/ structure ang yp %&aﬁﬂﬁﬁ%&%ﬁ&?%%&ﬁﬁi%m%% Hiﬁé’ﬁ{si‘é’(%b@t‘ﬁf the of

ory and contgiftententiramadtiec enditgd aeu tavendecapesgeién dramatice

ction of the stony phghecwemtenprt]t; ringsoFda gwolplef theirgther players. T

ofsuspeirltendtd bifed mheve fislaoy BBt 4519l EsprRRHEHHBY HemaBIS to keey
vote of players can determine it. If a player doesn't agree with

the decision, the outcome of the vote can itself be Challenged.

O A Fact that is being Challenged can not be used to
defend itself.

ttp://universalis.actionroll.com
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Back during the forest fire scene, |
 a game Whegecjantiise SaapsrafGrtas, D
ting stories rated several things; one of which
the characters) being caught by t
e as outrageoUiriaindCeplkygatotingarrati
 truly is unlitdétessh's Traits was “Flame Retart
pressed the issue and tried to bu
. to: spent opposing him would ha
because the majority of players r
a Fact protecting Marissa from firs
ations and suggested that a fair cg
. . to pay double Coins for whatever
tailed settingg, have since the suit was only
complete protection. Ultimately D
xciting locatibnstead narrating Marissa bei
thanks to the suit emerged singed

ompelling characters
NES

. IIn tead of, or following, a Challe
History @enl@v ckgoumlid be reserved f
abuses, which are chronic, have not

the actioNegeenthyirsteredetracting fron
amount of the Fine will generally beg

e story fop@/ierdot to punish but to serve as
. s. A player who finds t
desired {?g{?ﬁ%%lg{

e has been formally request
If a Fine is requested, hoth sides s
higt

RS SBWG\%&I{ umgsa Fine should be levied) or thumbs

down (no Fine is necessary). )
/ structure and robust mech?mcs ensures that eve I}%gygr will have the op

If the number of thumbs up is higper, the atc 5 .
ory and contribul & et eyt RIS Bfiver 1o dramaice
ction of the stoppqadibe y&avigyorld; but so do each of the other players. T

: i 1 ding th 1 K
courage suspegiys and meanjnglul onlict while proyiding the tools p keey
ving forwar

* accuser pays Coins equal to the thumbs down to the

1pported by a li%aéllﬁlfsrrllﬂ'ﬂ?&eﬁfggﬁsaﬂ(éﬂ? f8r&di"nd a frequently updagéd wel

les of stories@tédhedhfimbn aretiied fiery iamd Binauewberasinplayer sug
either party.

ntire worlds

In an earlier scene Albert had described an aviary where the
Meadow People keep swallows as mounts.
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> a game where plagavsmo epei@iittio

ting stories

e as outrageous o%h(eieepeff)w P6ving
 truly is unli

, to:

ntire worlds

tailed settingig Engage in dialog for a characts

xciting Iocarf
ompelling chiaracters

History and

the action sdeneshy;

e story forwRrd, woq gyitding Activity (Chapt

desired cong

r OWn surpr

Dave: What is the airspeed

4 thumbs immediately
4 Cajns to

e
?’ucu

O Spend a Coin to Interrupt and
O Spend a Coin to Interrupt and
O Take Over a Component in the
O Initiate a Challenge. Bid Coins

ACTIONS YO

ACTIONS YOU CAN

1) Scene Narration Activity (Chap
Establish gr change the scend
backgriid

O Introduce an existing Component
it %€ Hponent from a sce

O Describe an Event for 1 Coin.

lusioQreate a new Component and
Coin.

sesOadd frhotvetwriRtstore a Tralt Tor 1 Coin per Trait.

/ structure a

ction of the §tory, P

couragegsus

O Reduce or Restore Importance for 1 Coin per Level.

d aahmstrene ahanjdshepsizies that every player will have

the op
ory and contrib@ereprss alremen tiedidnabi exstind/engish Gantradh ésspoiaretr el dramatice

rers. |
[0 keey

PO V" IRIINET 108 SR AT b Pt EBther play
nse ar 3s%e"§Hi%g"ﬁﬂwc?)nneﬂfclfg\Nﬁffe f)nr%%l(ffng e tools
4) Complication Activity (Chapter 6)
) Originate a Complication with one or more Components you do not
 livef9"8%l-line discussion forum and a frequently updafed wel
di lication Dice
) r.of pbla ex *sntrlggested Iu

eré PR AR 298 TSP A GTA'RIN B
Eg uy che anna}us%llfe h@ pl.yr:hase%{l;or a Bbm

;ﬁlcation ice
Coin apiece

O Roll the dice, determine the winner, and spend or keep Bonus Coins

\

i J
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CHAP
> a game where players cooperate to
ting stories éﬁE AﬁN G ‘

e as outrageous or deeply moving

 truly is rrgheitere three broad types of C
tions, and props (people places
 to: most important Components of

heroes and villains, to antiheroes, to
fas- Locations can be thought of
rops for the action. Props are eve
. objects, like a car or sword or valual
tailed Seggﬂg%gibles like religions, ideolog
if it is a noun it can be Created as a

xciting locations

ntire wo

ompellingR&quacters
Each Component is defined by a s

. ist i until a Trait hs
History %ﬁiﬁ%g&é@ézﬁm Components
. building blpcks of the game world. 2

the actiojReaNe Ry £ ponent can be ¢
“Likes the Ladies”, “Devout Buddhist

e story ferwaxdise a river can be “Deep” aj

desired &slaekgdiombar could be “the place
name”. Traits can be virtually any w

r own stEPHS& dREEPIotiaefsfye Comps rprow.
mation about thé Component that would be useful in the game.

Trait 3 in Uni lis. 3
/ structure and robust'mechanics ensures that every player will have the op

ory and contribufEstéhsyemidtit HE s Wit g24ge thehsdwer to dramatica
ction of the storﬁl:os%totﬂgo%%lwbkﬁ&?%ﬂ?‘gdtéi(l)meﬂadcﬁe(‘)lf ‘' other players. T
courage suspelglsgeg&&rﬁg?}amgggltﬁpg%‘r{)m%lgimoviding the tools P keey
ving forward. Importance. Importance is explained below but
basically the more Coins that have been spent to
ipported by a livigly eRirdife sissupsiens faamoanshgofigaugatly updad wel
les of stories cre@imgdireminaiuad ptay. and a number of player sugg®ted ru
3. Third they can be'Drawn upon to provide dice to
roll in Complications.

o
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s a game where playegsf@ 8psEatsIdo

ting stories

e as outrageous onHdeCRhpBHRHIRSmpo
 truly is unlimited Traits

, to:

ntire worlds

tailed settings
xciting locations “poom Cannons".

ompelling ch%mhtuo

History and

the action sq

S Story forw m'r‘i]aarrati(m, additional consideration

desired cong
I own surpr

/ structure a
ory and con
ction of the

couragegsusy

O The first Trait that is

O Adding 1 Trait to a Cq

Later in the game, while t
their way back to the Med
where he cuts to a scene
slowly but inexorably tow
Mini Scene, Albert decides
Cannons. Dave had Create
which in game terms boug

BUYING THE SAMI
backgrouRdLy the same trait

be done to indicate a particular ag

ENg Rivh §GFAMe x2, or x3 after t

A multiple Trait allows multiple dicg

lusiiead advantage.
Also, the additional copies of the

Seﬂaﬁﬂﬂ’ed@kﬁﬁtmﬁ’ﬁ&t&t enough to designate a character as being “very
strong" by way of having a Trait of "Strong x2", as opposed to simply defin-
d ingtha starteolaa 1stam gt itsumesutled thenttisydpitmyat s trerigthladiv e

the op
ilsarme sereamppatfpathe ¥#ding. You have the power to drgmatica

rers. 1

tolfy, pafieth @riveryowwosld gHutdiordbdiea & wd inbecma‘imtvplﬂ
fo keey

erifeCarrpicaien ATAY Fre it T S PHrerribR IerTRiE ¢H61s

Instead of buying "Sword Master x3", consider buying "Sword Master",

ving fofward. “Incredible Reflexes” and "Combat Awareness” as three distinct Traits. All
ipporteliby f lf’\‘féfgrﬁﬂ‘ﬂtﬁ% ?di@&ﬁgﬁt&ﬁ’afgrﬁﬁfaﬁﬂﬁ"ﬂ PRI WYiated wet
les of sMlrieq created ﬁo‘rﬁngclﬁfsé Sp 551 and a number of player suggested ru

If, however, the characters concept truly demands an extraordinary caliber

of sword mastery, the first option is perfectly acceptable.
J
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» a game where players ¢@opgrate to
ting stories "

, to:

tailed settings

art ® 2007 daov d hedgecock

xciting locations

Doom Cannons advancing ¢

ompelling chAteretelrgom Cannons are armor
have “Thick Scaled Hides", whi

History and bal Platipy’ Being Chame
in any direction. Since their ng

h . str'tl)te at range with their tong
the action sceng By SECHE, the Trait of *Pi
the thing. They've been su
e story forwardongues they have a large b
desired concludiosed in their mouths ("2
Tongue" which he buys at x3 rg
r own surprisegaﬁ'ﬁ’ﬂ]-pib‘t FhAgedeons ar AN L i
Embedded in their Brain". When they go to strike a target

i i it fi I i : .
/ structure and ST, ufﬁif%s'ree%gl{frége{ﬁrg‘}egeery player will have the op

ory and conti¥stbreys® Bennfatiterhemsdndivased Fralie Gpadinsher to dramatica
ction of the Sgg)%,ﬂbef ?lz%a%&'iﬁ}“&?fd; ft 5’5 AR "Bt S ther players. T

onent has an fmpartance of .10 . . q.
courage suspense an meamnglqutlacon ict while providing the tools §p keey

ving formignhinG upoN TRAITS

Complications are described in Chapter 6, but essentially, the more dice

1pportedalplayerliniBlip @ fehiplcatisc teshererf diudiveand canfedepuentdf2upd Jd wel
les of stéprgsche spadithes meyatarithtnp bay o hid ewva W¥edbidr i hptarer suggMted ru

Draw upon the Traits of Components that are participating in the
“omplication and which would be useful in that situation. Each applicable
rait allows 1 die to be added or subtracted from an appropriate Dice Pool.
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It is likely, that when thg

> a game where plpyers conpaEatRatoso
ting stories Troopers attempting to des
Doom Cannon will be cont

e as outrageous oplaeepbytmiéngnige Troo
t truly is unlimitedny Complication where
attempting to avoid being

. to: Traits "Thick Hides", and "A
upon to provide 2 dice to
Unless of course, the play
can come up with a means
armor plating wouldn't hel

ntire worlds

tailed settings
RoOLE
xciting locatiods Role is a standard Trait
the most basic form of definin
Hmp elling chﬁﬁl‘é’f‘é!ijsbe used”. A Role is s
into existence.
Role’s can be just about anyth
accountant”, or *
They could have a more story re
the action scenerhipleeane”. They could hi
another Component like “Jeb’s sq
e story forwahelrole is usually an actual plac

desired concHispiase “Pry Gulch”, “Abando
Bar & Grill”, or “Spooky old May

defines what the prop is: a “swoy _ :
T OWn SUIprisGyan 1rPelso fh%‘ﬂ?ﬁesmvolves multiple related Traits which need
to be purchased separately. For instance, the “Spooky old Mansion”
/ structure ang "@gyﬂ"memaﬁm ensEts thateencakayerevill have the op
ory and conttifeudantena’ drghtdiécaeridingintdiol, taWytie roplanttngramatica

ction of the sfoin, E}Fﬁ?fé}ﬂ?éﬁj&%b?ld;“wg@r‘&&é‘ﬁbmfﬁﬂ% obedEplayers. T
suspbRRELN AOSHEETBIRM conflict while providing the tools to keey

A Role coveys a basic set of characteristi at make t
ardCamponent identifiable. For instance, a horse Created by paying 1
Coin for the Trait “Horse” will have four legs, hpoves, eat hay and
by 410l B ARCRbn FORI AR  IRGHGRI g dated we
Gesihiendred hEQTHo AiRbiR AR st BES b D ANGE dtiggested v
34) means is that while the horse exists in the world and can be
included in the story and described as doing whatever horses do, it

is little more than scenery at this point.

ttp://universalis.actionroll.com
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How Roles are used in the game an
> a game WRATR By SEhERRBAISHRifc
ting storid®ve “horse” is a horse. But, if a pla

riding it would another player be justi

€ as OUtKAEPOUS HOFsE BEPLYHTIBERE"? Is i

 truly iswildlhersted work horse, a race horse

themselves how detailed they want to

 to: they would consider “War Horse” to b

(“Horse”, and “Trained for Battle”). Si

e rules to account for a nearly inf
ntire Woilfofrgr;{ Universalis specifically leaves

. play group preference, best defined as

tailed sef{ii&sng of the game, or when such

A Component with nothing but a
xciting Ibepditmse. A Role can be Drawn uj

Complications in which that Role wd

ompelliniaihthes eppties if the Role consists

example if the Complication involve

History hPhAEIERfAg™ the Role Trai
I'yt ing Rat rgiaorses are certainly

. groups may want to specify the diffg

the actiqf} SFERE BYaSi6Wehorse and may
Horse” as being specific enough. O

e story fovayardiorse” is actually 2 Traits.

desired tissicdarsieeh be Drawn on for dice.

T own sﬁ%ﬁ%ﬁ%&é 2 gv&lnsrﬁ%onent is bought like any other Trait.
Buying a proper name for a Component serves 3 purposes. First, it

/ structuggndeFabpatameshadHEs: GosBhes g ssasay @ kwystigvill have the op

ory and atomtiihudeItds a dirpinafimevidingd feuthavibatliaposter to dramatica

ction of diastersy, asf meeevenp e tidab itnnnied exdlasofSdeendther players. T
courage R§apenitds Anpadiinm] Iralt dodpicinatid sttt the tools o keer

ino f omlp nent'’s Importance it game terms as well (see below for more
ving O%gu{f[mpartance). Third, for a character only, a proper name Trait
n be Brawn u to previde 1 die for any Complication of
tpported B NI RS OGO, DA GG, upd hd wel
les of stapiesnoteates iae Rl PRgaldnte AUmPSE B Plade suggMted ru
This does not apply to locations and props, simply because the @
Jationship between in game name and meta-game importance
sesn't have a parallel in movies and literature. The heirloom gold

http://universalis.actionrol
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watch so important to a charag
- a game whif{ AL S0PS R iP oo
ting StoOries |y have a proper name, such as
Trait that gives additional Impd
€ as outrageQus, O geE RN Sipon.
 truly is unlimiteditself an item of extraor
certainly be used to give the it
 to: Thus, in a barroom brawl, th
“accountant” does not provide

ntire worldsconvey any particular fighting
“accountant” does provide 1 di

. . ter. John's pocket calculator
il in
tailed sett g%her hand, does not, because I

.. and the proper name rule does
xciting locations
In the scene in the thron

gpgral #2 and gave him t
tuben. As a named charac

. ble to cqntribute 1 die td
History and bacg&m’ﬂﬂa«n from his name
to have been given a prope

the action scene by scene

TrAITS DEFINING NUMBERS OR

e story forwapgis entirely possible for a Co

ne item or person. This can be

desired con lrlt‘?s}](:)q'rajt to the Component

number of members, as in “Th ' I
r own surpriggseapst DIQL FWAStSmmon format, as in these examples, is to
simply append the Group Trait to the Component Role.
/ structure andtriebusteiy poksitiédsreinsumesothat mirelyspiag/Growpllthave the op
ory and contriBunt times deasheesikneitdiensingBolarieniotpe: pBWERYPUfamatica
ction of the Sfﬁry, Y Eo\fgr%d%% Ak TBERRess 49, 299UPsE RIS PHEE players. T
oesh't need to be, hef';lll itional .Group Traits ser\‘a. ree functi rins.
courage suspense and meanin .contlic 1 elg)r(%VI ing the tools to keey
ino fdward 1. To define a Telative size of the group for purposes
ving : of aiding in player narration.

ipportefby a liveRy Bndlzteaddiional dirsommianes # feguiésttiyrupdated wel

les of Jiries create(géffg#tl:g;ﬂi‘&ﬁl’ pagreatded Bmbee S S suggested ru
36

3. To provide additional Importance to the Component
making it more difficult to eliminate because of

http:J[universalis.actionroll.com
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If the Component is a fairly signif
 a game GWHgHR Pl ¥ERCARBCELE oy
ting storifigle member (if the Components

course, each member could simply b
€ as outrags eapnAte ARERIYNENO vildZether
( truly isroeahintited simply a throwaway op

a squad of enemy troopers) or repre
 to: an army battalion, or a wing of figh
Trait can be left as an abstraction o

rs can use the Challenge mech:

rait doesn’t reflect the numbers su

. This section speaks to using Trait
tailed SE{NBS on Master and Sub Compond

entire classes and categories with a

xeiting Iocatllgor}sexample. after defining t

. decides that he doesn't know ho
ompelling Chﬂ!@ﬁtﬁlfé Slytheran Army, but h
Mini Scene shows more than o

History and haickgraundLance" to repres
adds x2 to represent that a Lan

the action scexwelsys Gbemeiginal plus 2 mo
This costs an additional 2 Coins

e story forwﬁ&he Component to 12. Obvio

ntire w

. o0ins, Albert is saying that dest
desired conc S:}(wrnerstone of the scene (o
tle between the Meadow People
r own surprises and plot twists

TRAITS DEFINING RELATIONSHIPS:
/ structurel 2t SUbInARIORHEPE RS GRIEROPERIS JIASEF T have the op
ory and gﬁfﬁ%ﬂfﬁ@ f\gcgoﬁr%%gﬁ\@ﬁ(?é{gﬁ o pzy\lf%df Oﬁc‘)wgr to dramatica
; ncess Ridelg.can have a Trai nks Sir Ulaf 1s a cruge boor
ction of Fie. S{oT 3k DY fhi A GHek BUERR 8, SAghQl 1 other players. 1
courage SHERENSBeadTae Ak B reolélighindrie povidieg dhe tools
ving forokanadier (if the character is worth defining relationships for, he must
have some importance to the story), but also can be used to Draw on
1pportedfirydiael iv el ConpHdatin iseussted téahanebandnahfyeforently updfd wel
les of stipescerdbblef fsmpirciusddptayrinsesaRidslntibe dnptayeit sugcMied ru
would likely be drawn upon by the player Controlling the princess to
:sist the attempt. If Guenevere was in danger, Lancelot might Draw
pon his love Trait to gain an additional die to try and save her.

D keey
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> a game where players cooperate to
ting stories

e as outrageous or deeply moving
 truly is unlimited N
%

 to:

ntire worlds

tailed settings :1 g Ll

iting locati . AT
>xciting locations |
L ‘

‘..!
Dmpelling|ﬁ¥/m$ﬁ:€: / m‘

Y ufrd- =S
oy . 0 "

A
art & 2002, david

History ape fi/

-y,

the acti

% e _y chie

e story dQuWiakd ady Alasandre, with the snake sh
desiredsudwrehitijh fommand.

. Note that it is possible for a
T OWn SUrprises 4 BLOIEQEWEIE#S(WU or more Components, to apply to all
related Components for that same single Coin. For example: a play-
/ structure ang g@RusTEIeedramiGst ensiresisthat misTyad ay eiewatbiye the op
ory and contfibittfortdack dfdildisibrethdihghictododsaee ddse o ¢e teratdamatica
ction of the story,,pfthe ¥reyobiR ddioh Weil, Beh&artr Silterothar players. T
suspense tined the anong fatecenodfitie MhdidovpPeopidingkike dbols to keey

ard.  them because of the treacherous spy, Lady Alasandre; a self
styled Meadow aristocrat who has betrayed her people's

ries crea&@ﬂfrﬂﬁ?ﬁt-ﬁﬁtﬁﬁﬁ‘iﬁ%ﬂ/cﬁ'ﬁﬂ'i%atfﬁﬂn%&%‘iffﬁﬁ'ﬁ)@yﬁlggested U

Trait of "Obsessive Lust for Turk Reigns" (all part of his appar-
ent quest to see Turk suffer). This Trait does not automatical-
ly spawn a corollary Trait in Turk, but can be used to provide
dice inill orts of interesting ways.
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2 game wihere PlaYGcCPORFRISN©

ting storieThe simplest way to define a poss|
Trait of the owning Component. Thi

e as outragie@usroedrepby aranpiGone o
( truly is henRairitdPearl Handled Revolvers
to provide dice in a Complication a

. to: in a social scene where the pearl ha
ence. Another character might have

. ox 1Sharp Pressed Suits”, or “Carries
ntire woﬂgs : | =
ometimes, however, the item is in

. be worth Creating as a separate Com
tailed SeREHAE8rthur's sword, Excalibur). In s
Components can be Created separate

xciting |laeititensof them as being in the po
ownership relationship applies to bo

ympellin@<cirapadtes second is owned by
to how many Components may be o

History SR BIRMEHBLRghanie et
1. If the owning Component
ene, the owned Compong

. S
the action scenehfl) 4 &eelaeas well

27 In most cases a Coin can bg
e story forward
arate the owned Compone

desired C0ndum&:‘l‘nf‘:‘[hing which can be dr
This is akin to paying to re

r own surpriseSbamdr. ]ﬂﬂ&eﬁWil&i&l] uses of Coins, have to be justi-
fied. It is not enough to simply spend the Coin and

7 structure and rdinlwe thealrepdtaiednDapesding pevenpglthjer will have the op

ory and contribuPe%ER s faBelicAEn s v omMisheAheSEfver to dramatica

ction of the storfgfgmt fé %é%fﬁ#;ﬁi@%ﬁg@e ﬁ?:g@' (b)¥ e other players. T
courage suspeysg, ang meaningful, copflict whulc providing the tools Ip keey
ving forward. also Controls the second Component. If a player
. Takes Over, the first Component he also automaticall

tpported by a iy anaTii AREUSINR IPHIIAG Aisgisntly updagld we
les of stories cregiedafrnmasiual dlay tad 2 prayarhgn phyplayer suggiited ru
Coin to Take Over that Component individually.

4. The first Component’s Importance is increased by the
Importance of the second Component for as long as the

http://universalis.actionrol).€ox
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second Component is

 a game where playegs, §aaREEA LS Wpa
ting stories other words if a 5 Imp
Importance item, the ¢

e as outrageous or dqgRlyiR@VINE unle

C truly is unlimjigdpossession rule was spec
sessions, like a mad scientist's

- to: hammer, Arthur and Excalibur
However, with a little judicious

ntire worlds can become a real story driver.
defined as possession. Bringing
one separating him from th
ody guards can be possession
i Importance, protecting him fro|
xciting Iocatll% thselves are defeated.
Important Note: It is not nec

ompelling chpaiagigkgs to be defined as Po
most often they won't be. Trea

History and sbapkgiwiines described in

some how extraordinary shouls

the action scEHEPBYeutape treated in this

During the scene with the
e story forward Challenges section, it was

desired conclusioffigns possesses an XR-27
was crossed off Turk's rece

I OWn surprises mﬁiﬁ# half bysthe hun

eatl s is an example of the simple type of possession.

tailed settin

/ structure and roBugnaiiesexanpleeKevireMetrae EoeBeeplsipetedvill have the op

ory and contribut®&8o4" &f&ﬁfaﬁﬁ“Enﬁ?ﬁ?h%ﬂ’hﬁww B9 dramatica
ction of the story; o Cr

neer. He also has as a pet r named Fritz. Ed, eated
KE ¥ o stat i, D el estedl g it Ol e players. 1
couragegsuspense zid KcerbgubsR thetiw s argreinenitacdools to keey
ard. fruit. As a bit of color (which didn't cost him anything
except the 1 Coin for the name) Ed described how Kevin

1ipported@iby a livefyvonisljee dispnesin mapeUrmanden Siyespanthsvapdated wel

reptile. Ed could have defined Fritz simply as a Trait for
Kevin, but he became so enamored of the little guy that he
Created him as a separate Component complete with Traits
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> a game where players cooperate to
ting stories

e as outrageous or de
 truly is unlimited /

, to:

ntire worlds

tailed settings

MDOP ‘2002 @ 440

xciting Iocatlon§
ompelling char&cters

History and backgro
Kevin McCrae and his p

the action scene by scene
like "Skylar Pet" (Role), "Devot|

e story forwé{fﬂned with an "Embedded Co

desired conclli§ibyf"1tz" Throughout play, t
enough of a character to beng

sules. Kevin was then, gjven the - [
I own Surpnﬁ:ﬁ T%#\ Bm% tmtﬁatically adds “Owned by Kevin" to

Fritz for that same Coin. )
/ structure and robust mechanics ensures that every player will have the op

ory and AsncNibGtEAcraTdrarheihe ordin EMEM@R&IEImr to dramatica
ction of &%?;7" S?T't‘ffé”%]éﬁ’?gpd?qufﬁm %ﬁ)m& o R G S éﬁ'ﬁ@r players. 1T

Scene as actugl
(i D keey

can pur hase
courage AERERS GG b BCT IR L S ALt AT ALC. RIS b Tools
ving forwlaﬁd:gmpuncnt As mentmned in the opening chapter, the Events

that take place within a scene as described in Cha qpter 5, are Facts

1pportedybiyght orelaoRehd) Gt sa seiods Reumaand enbiraugnily upda

les of stB;rtﬁshm@ﬂefbnfrhmg:aﬁtu&lplﬁyemramumbghtaﬁ platyidesugg
the purchasing of Traits for Components described above.

For example: Facts related to the weather or time of day might be

ought for a scene. The laws of how magic works or what level of
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technology is available in the g
 a game whegige HaYE TR AP R FakGstQhe

ting stories Staying with the Tenet Al

‘iﬂﬁ' El?ﬁ ict] %ﬁﬂﬁ and
€ as ou.trage(.)us O§se 0 aﬁfﬁrrt:lgg introdu
 truly is unlimited

Ed: Both the Meadow Peoy
 to: er chips embedded in th
make them do their bidg
Some play groups may |
Facts, one for the M
Slytheran and charge 2

ntire worlds

tailed settings

MASTER AND SUB COMF

xciting locatloﬂ&aster and Sub Components
. Component Creation in order t
ompelling chgragtggshe bank.
One Component is defined t

History and tha¢kgronmdd in common b
1 Coin for a Trait which desig

the action scEfiaPByegkehMaster Compon
should only possess Traits that

na're class. It essentially serve
e story forw%r
omponents that are based on

desired ConclHﬁb‘ched into scenes or mani

A Sub Component is Created
r own surpriggilandibohd @dstsonent as being a member of the class define
by the Master Component. There is no limit to the number of Sub
7 structure armpbussttstieatiraniles tégdstereMdstear, ovdhy plaper o Maiene the op
ory and contFIEReNEHS thrbaritele GompRaeny 6R1 R v (b pb R Riltamatics
ction of the R N t&}ltha\t/gl pughord esg relesiall suies foF CRIRORERIS | avers. T
apply’ to %om;l;_gnen 3, Sheept as ncﬂed ere. ﬁ:ex_’e SrOsATrP AV Crs-

courage uspggfﬁg ﬁ@ﬂ?ﬁ@ﬁ@&f‘&& inbM HEsRERYiAURG. the tools to keey

1. The Sub Component is assumed to have all of the

, . Traits of the Master Component withoyt them hav-
1pported@y a lively 9&—[;%% ﬁﬁ%?l%iéf%ﬁm,%d ,%;ggygpﬁyr_updated wel
ries Createdrﬁmlgltﬂem&ﬁmoaﬁsmymﬂfémépLaMﬁr suggested 1
Drawn upon during Complications. Multiple Sub
Components can Draw on the same Master
Component Trait during the same Complication, just
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as if each had that Trait t
> a game wherez_p}.ﬁé/i:rs coopera etthOSu

) . mportarice o
ting stories increased by the Traits of

Even though the Sub Com|
€ as outrageous %ﬁf&.ﬁﬁﬁf BEYHounte
( truly is unlimite@mponent’s own Importa

the Master Component “S
 to: has many Traits, allowing

Components to Draw on
ntire worlds Complications, a Sub Com

is “Super Ninja Warrior #1
tailed settings of only 1 and can be elimi

3. Sub Components can have|
Traits in addition to being
Component Class. These Tt

i h other Sub Components or
ompelling charagigrs s that sub Compong

. 4. It is possihle for the Sub C
History and bac:kglr ely negates a 1|
Master Component. Such a

the action sceneChyipseRR€ from Drawing
Master Component, but do

e story forward Components Importance. I

desired conclusifft Sub Component’s indi
Importance to the story. Fo

. Traitg asgribed to the Mastq
AL Surprlsesh%rnll(j i sfg}e%‘%})sﬂgs._ A particular character who has

the Trait “Elf” (and is hence a Sub Component of .
/ structure and reRugt opashanicsLnsUres tabeyens hiayehevill have the op

ory and contributedds"a khis firati ¢nerrdingthe Yaipdraveetbf tipower to dramatica
ction of the storghasficthiewhileaividel danbsutigo ptevenidhg aflle-other players. T
courage suspens® S #as the ol heswdiibeivhile providing the tools o kee

ving forward.> A Component may l.)e a Sub Component of more
than one class. For instance, a character may have

ipported by a livety @ii-lfskoarsenssia b fempanentattelevantly upddibd wel
les of stories cr@d&@ﬁiﬁlﬁo@‘“ﬁh’[ﬁli@}ﬁyufi}ff’daﬁt‘i{ﬁﬂfﬁé’f MTayer suggMted ru

one elton. n they may have @
“Imperial Guardsman”, and “Worships Ammon” as

Sub Components and have all of the Traits granted
by trainin7 as a member of the Imperial Guard and
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all of the Traits comq

> a2 game where plagel:ﬁec&g&grr e to

. . ompone
ting stories increased by the Imp

onent members

e as outrageous or degq(iﬁﬁllppmglgves fr

( truly is unlimited oyt all of the individ

and then Eliminate t { S

 to: ’ >\ ﬁ
In our sample game, Bob C (T ) , 2
o SR\ ok g

X a Master Component. He > : g
ntire worlds “Slytheran Shock Troopers”
ing pits", “Venomous Fangs"

tailed settings  Aggressive” and “Blindly
“High Power Assault Rifle", 4

xciting locations including the one designati

From now on individual Sho
ompelling charact@gscene for a single Coin
Trait “Slytheran Shock Troo
History and backgedhphéhe above Traits of
will have only an Importang
the action scene Hifd¥pfozens as require
rules a Component can be

¢ f d Troops", “Shock Squad x3".
¢ story forward .4 Importance of 4. It w

desired COHChlSiOSlytheran Shock Troops and
troops in a single Compone

r own surprises and plot twists

INJURING, DAMAGING,

/ structure anAIND EISIMINATINIGSGOMREONENTSvery player will have the op

ory and contribute to a dramatic ending. You have the power to dramatica

ction of the SMENUNRe,very worldehut, vuidgyRas aalcihs ethsplavers. 1

cgsuspgns o W cr i nghith comBliet vrlbile take vidingothgad@ols to keey

ardCoins) that have been spent describing a Component, the more
valuable it is, and thus the more difficult it should be to remove

to the story and thus can be removed easily. Or to put it another
way, while the army of thugs may, in fact, be an important element
in the story, no one thug has any value on his own...unless that
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> a game where players cooperate to
ting stories - |

i‘,

e as outraggp - Hee
 truly is u "iﬂ' ite

, to:
ntire worlffd ’i

o

tailed sett

xciting lodatly

d bacheig ﬂ%\ & 4

the action i . y
e story fo 1! ' Dy
desired 43.' d{ s%n " :
I own surpris \ﬁ&d WOt

; X;\"\\s
ompelling 1\1&{\% }
BESS \‘\ _.

/ structure and rob
ory and comTibijte
ction of the stop)
courage suspense and A4z
ving forward.

, rer will have the op
e tIf power to dramatica
gach of the other players. T
MiQ providing the tools g keey

ipported by a lively on-lin€ ,‘r 3CH iq agd a frequently upddd wel
les of stories created from#A¢tualEad « nfmber of player suggMted ru

art @ 2002, david hedgecock

A Slytheran Shock Trooper with body armor and assault rifle.
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thug is individualized further I

> a game wherqRlgyers o nfaber@at
ting stories the Component has (by extensi

spent on it). If the Component
e as outrageousr@kcdaspipe MPyHASce of
( truly is unliktited Component, its Importa

all of its Sub Components (assu
 to: Components have not themselvs

O Importance equals 1 fi

ntire worlds has, plus the Importa
the Importance of an

tailed settings
Marissa Tournou is one of t

xciting locations Was Created by Christine a
has accumulated the foll

. Tournou" (proper name), '
ompelling Charath ﬁ:h she's particularly
Rugged”, "“Fiercely Deter

History and backggpynd “mpatient”,
Demeanor” and equipped

the action scene Byase®atardant Jump Suit
Goggles”, and “Type VIl

e story forward Pistol". All told this is a tota
desired conclusioﬁa““r.' which cost 1) Lolnsa
provides Marissa with

. Importance of 11. Later in {
I OWN surprises LidVisIS led

that she had a *“Torrid {’/ﬂ' = ’

the op
matica

= Je -
/ structure and robfsit witadbraktiarsd ensures tha Wﬁw
ory and contributtfeets betdayehbrtiereliodnieh  You have, the power t6dra
ction of the story,“BF'EREMPRIPIGEIAE: bulsasdapaniiah Westhesplayers. T
suspense and meaningful conflieding/h Feotrditgethenttoieto keey

T MINATING A COMPONENT
A Component can be Eliminated for many reasons: a character

1pportedlby ankiy sbykndlint dissH s ol ime alestraybir quenilyragdated wel

Component’s Importance. For instance: “Jack”, the “Alcoholic”,
“Bartender” has 3 Traits and thus an Importance of 3. In a gang-
land attack on the bar, a player wants poor Jack to get whacked. 3
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Coins will do the job. Kang the Me

> d gameﬂ&h@tﬁxm@f&w&%gm@m

ting storigfl take far more Coins to Eliminat

The game mechanic effect of Eli

e as OUlIAGAaUE SHpbaeRtYIIBaNIME to b

 truly is chndioddgidally set in the future. Th

introduced into scenes set in the pas

 to: However, while additional Traits ma|

in those prior scenes, they will not (

e onent’s Importance) over ride

ntire Wq%zsag}een Eliminated. In other words

. Elayer flashes back to Jack the Bartd
tailed se E‘Hﬂgée Graduate”, and “has a you

been increased to 5. That does not ¢

xciting Ipitktidnsing the hit even though th

instead of 5 to do it. In stories, it is

ompellingeednasaetegsimportant after he is
What Elimination actually represe
; i i enditure of Coi
History %ﬁ%&gﬁt gjusdﬁed. Bl
. of a character or destruction of a log
the actiqp, SEENG PYSHERS. 1t could meal
Component out of play for the rest g
e story fi@imakdminor Components, the ca
desired botaflusisiaied. The faceless mook i
really cares if he lives or dies. The ej

r own sﬂf’}fﬁ‘ié‘é?%ﬁﬂ“{}f’ﬂi‘ﬁ’ﬂﬁﬁ% story. SRS
the key witness disappears overseas, a character takes an extended
vacation. Whatever the reason is, he is ffectively out of th

w
/ structuYe and,rohust mecharics ensures that every player wiil have the op
rest of the story.

ory and coRiElute,QAdramatics GRdiRgessY ot RAK S LhR POWEL to dramatica
ction of dlity sequyze ahdhauref woirldh argso dgheaiefeaédhe other players. T
courage Istivpesise lavell aneawha gfedndolefid afterialle-pheyidéniathe tools o keer
ving forAlggia for 10 years. The broken sword can be forged anew, and

the One Ring lost for generations can be rediscovered. To “resur-

1ipported’ ¥y & FRAPPTSAL i i9edis3iPAYF Fatht Aiseely Pegd et upd Jikd wel

ber of Coins equal to its n Q c i a
fes of stpies SR CE o B R R D e S o Meca

enough manner to avoid (or overcome) Challenge from other play- @

s, than that Component can be welcomed back to the land of the
http://universalis.actionrolkg
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used as a way of preventing a

 a game wheggiplayght ¢OQRHIErithce
ting stories how the villain manages to es
preventing another player fron

e as outrageopis @hee€Rh BxOMitigh. Eit
( truly is unlinmided longer plaguing manki

While attempting to make
have several run-ins with
had dispatched to stop thg
ntire worlds handled as a Complicatio
point Slytheran Shock Trog

 to:

tailed settings

Following the resolution
Controlling the heroes us
xciting locations Complication to narrate th
can describe blasts of lase

Dmpelling charactnefeats of derring-do as
driven off, taken prisoner,

History and backd&baifipt essentially eq
y ooper Squad". Since the
uires 4 Bonus Coins to

. re
the action scene l?ﬁ?ssiﬁgmer also entitles

related to the Elimination
e story forward ful description as desired

desired conclusioether players willingness tf

r own surpripgsyafidapiRhfwists

Components can be damaged or injured without having to first

7 structure art¥¥shusthpiedmparaneh ftedisidaceirayinp lpey With Kake the op

ory and contﬁ%é%sﬁgii?ﬁﬁm ' ’8’6?1‘5%[’ - pajd for, then Efgge\‘/‘\;ﬁro SPQramatica
ction of the %I‘grgs Yegﬁ;&%?i@; ca?vgegﬁgfs_ %%(e%:)@&lg)w tch'ofY l;Ey(‘g‘?ﬁj}eplayers. T

suspense and mcaninglul, ConiRctudils Areyiding, heuiools to keey

ard. character has “44 magnum” as a Trait, it is a simple

it off fi in. disar-
1pportediiby a lively ma%?;i%ihg%& Gértl é@gp@r_updated wel
ies created dffRRY achuhipliays arfnpldwmarbetorapiaysr suggested ru

Trait off as a result of suffering a debilitating illness.

2. Second, new Traits can be purchased which reflect
the nature of the damage. These Traits can then be
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awn on just like any otl|

> A game.Where pi@%&ﬁ&%ﬁﬁ%etﬂé’ Co
ting stories them. A character may su
a car from a “Blown Tire"

e as outrageous QyiflESY 1@ VEREshed
 truly is unlimited Note that adding Traits
es a Component’s Importa

 to: injury. There are two pring|
author of a story usually o

ntire worlds the injuries of characters
acter’s Importance in the g
do this. Second, in many s
after beating but actually |
. . cult to kill. In Universalis 1
xciting locationsimportance is going up eve

tailed settings

. 3. If the player is actually Eli
ompelling charagterss merely using the ex
Coins to graphically descri

History and bagkighodiniken the Coins are
injury Traits as in #2 abo
the action scene"B?aEEé‘nEm instance, a
Importance of 5. A player
and kill this henchman ang
¢ Stf)ry forwardvso' He describes a hard kic
desired conclusigg knee, a twist to the ar
der, and finally a chop to {
r own surpriseslagaxplaéstwhisds injuries are not added as Iral
to the henchman, they are just part of how the

/ structure and rBpiebmaTeiiakitsde Hsthreherithmenergs phiyer will have the op
ory and contribdtd @%ﬁ%ﬁéﬂ@"éﬁ&ﬁl .dﬁ%ﬁlhffb@é“fﬁe power to dramatica
ﬁow |

; 8.
ction of the stor}"/‘fo(l)'1 the Ve%ev%%rﬁogu S0’do each of the other players. T

courage susphi$t€ SRAPHSAHHESHRI W R IO Whitek SR the tools g keey

. yperblast Rifle” trait was Removed from the character
ving forward, ST N
record as a consequence of escaping with his life.

ipported by dnlivielgpom-shiane discussBhackosauat,dad go Biegquedtly updad wel

from the Complication. 3 Coins would not be enough to
Eliminate the squad as a Component. Instead, the players
could use the 3 Coins to Eliminate the "Shock Squad x3"
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Trait. This is the Group Tra

 a game where playgTs GORRETHE e
ting stories players can narrate how
Eliminating all 3 occurr

e as outrageous otgheeiygare Virgted hg
 truly is unlimited member of the squad.
would be back to the playg

 to: happens to that final me

During Complications, bot]
ntire worlds receive Bonus Coins. Assu
ning side in the Complica
tailed settings player Controlling the Sq
Complication) would also
example we'll assume he
spend to give Marissa an i
) how in the fire fight her Ig
ompelling charactggsyas a “Severe Blaster
tially bought the same
History and baclegv@ityidrhis injury serves|
by 2 from 13 to 15 (until

the action scene Bt gbéiie to walk has be
delay the heroes return to

e story forward The effect of this injury i

desired conclusiopiayers should take the in
Marissa's activities, possibl

I OWn surprises zi'ﬁﬂébfo‘f"ﬁ&‘i@ft%’ the haFERCHpRIEEone

as a Fact in any Challenge against a player who's not taking

he injury into account to another player's satisfaction. Thi
 structure and rofo DK Eh e oS MR TRVl pave the op
ory and contributffie tsrBEBHGFOfIRSe rdfieNAYBHRCIROWCEd® dramatica
ction of the storydrf thenvspporwarid epteteso tder daphciodntive atilinr players. 1
couragegsuspense and meaninﬁ‘ful conflict while providing the tools to keey
ardRESTORING TRAITS: HEALING, REPAIR, OR RECOVERY

" Healing or repair of such damage and injury is simply handled

Y{ © or

.ej ing to remove.a dapia inj rait which has
y 4 ATt ’%y%gger%s’ffyrypdated wel
Cies A 10 BrAsoHal BLEY ARfvad e RREd RIRYETNEgested 1

from the illness and gets his “excellent physical condition” back).

In the case of a lost item, a Coin can be spent to have the item
found, returning the Trait to the Character sheet.
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When Turk gets back to the Mea
@ game Wherg DAV&TS FRPRREAE 6 s
ting stories Turk at the time can pay 1 Coi
the X-27 Hyperblast Rifle
e as outrageonreMdateaplyhangnjaSmay
 truly is unliwrpedunity to upgrade to the
under barrel grenade launcher,
 to: rifle and one for the launche
Traits instead of Restoring the o

ntire worlds Remembering the Med Kit the g
example in the Rules Gimmic

tailed settingwork tending Marissa’s injury. S
wound Traits (could Dave have 4

vl -chose to give her two...). Unfort
xeiting Iocat@ﬂi};s“ Trait left in the Med Kit.
. osed by Albert, she crosses off|
Dmpelhng Chgﬁﬁqﬁlﬁs crosses off one of th
Marissa is still suffering from a

History and haekgrevatd importance drop

) Since the injury may still impact

the action Scmmydééffﬁ%m; Christirfe p
1 Coin. Justified by Marissa's Trd

e story forwangistine proposes that Mariss
desired conclasdorias if she didn't have the
leg until she returns to the Mead

r own surprifed- dhdepst {vigake the € o
Challenged, and because she thinks it would be cool) she
oposes that due to the added strain.of pushing herself too .
 structure arflBSHEE RS SRS PSR BRY Sl have the op
ory and contgibyie Jogkightarmmtic fpaing" ¥athevidhgupwer to dramatica
ction of the sheatyd.ofhéhes,viessead @l dsntowingotidor@agbraof ijerpther players. T
courage susp&adeeatirdhiniéaviireftdpoedhicthve lndemprontidiaiy #he tools gp keey
ving forward¥a injury to be proud of. The _rest of the player's agree to
this unusual way of dealing with an injury Trait and so it

ipported by PITOER; FREAL R ¢EWSsion forum and a frequently updafld wel
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CHAPTE

> a game where players cooperate to
ing stories. NARRATING
e as outrageous or deeply moving
 truly is unlimiged 11 of the action that tak
Azcenes. Chapter 3 desc
 to: nd this chapter serves
there. Except as noted in Chap
both scenes and mini scenes.

ntire worlds

JSRAM]NG THE SCENE

The Framing Player has the
seene of the story or extending
otnany duration, from a brief ¢
. an epic climax that is extended
ompelling Chﬁ%&ﬁﬁ%ing includes the foll

Location, Set the Time, and Inf]
History and backgeeesndart as collectio
the scene (i.e. a location, chara

the action scéé aspsewend. The act of ad
called “Introducing” that Comp

e story forwgf’&lp"“?“t already insts (i.e.
he .1 Coin pays for its presenc

desired conc ??&been Created, then it is
buys its Role as described in C ' [
I OWN Surpriggs dud plebdWdsts this way are present in the scene.

Components that have been eliminated through the Importance

7 structure amdleobaustonbechamnits ehsuzres dirathevealpgitaljierfivilthhawne the op
ory and contiib¥tichdhgyarsinstiiesidéng. You have the power to dramatica

et gSm(fd’Lle%':é‘hcgsﬂ

tailed settin

xciting locat

. Is it initially.
ction of the s]té]iﬁ%glﬁ C.Elﬁaieo%l\lgspl%yers. T

trol can uring .the scene throug
CouTageguSPERSE AN A DU kD BAClnt Bil5 BTHE B e S hoRMS, to keer
ardfemove, or restore Traits to the Component, unless this is done as
the result of a Complication. Control of a Component in one

ipported@y 3 diyehnons ingidissHssioncdamam mrdcantpeamentlys upslated wel

The Framing Player cannot be Interrupted while he is framing
the scene. Framing refers to the 3 required activities of:
Establishing Location, Setting Time, and Introducing Components.
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o game Yo AR ds et th
. g is ConsidPré) Sver: EGIBponents can
ting stoTigSne, not just during framing. The

of the Coins he bid to win the sceng
€ as outrgg %E?d%:gge?ﬁ ifBONN)SF the

( truly is pepdignif€deene ends are lost to the
- to: ESTABLISH LOCATION
O Establishing a location costs 1

ntire Worlgﬁ scenes require a location to og
of Component which are Created by

tailed seftings:pter.
Locations can be changed during

xciting lecablshing a new location as abovs
tions is not the same thing as starti

Dmpellinﬁﬁ‘cﬂﬂfﬂh@?s& single scene spans

as with a chase scene). Characters aj

. fairly constant across locations. It is
History tarlg{e'(g] @gl éﬁé:l{g# lilo(iaﬁon at no add
. should be paid to exit (see below). O

the actiqy.$66R&rPYvEASHIE to be Drawn
also involves a substantial change i

e story figrwnalig the current scene and beg

1

desired %'; uuuuuuuuuu

: Clﬂ'l'ING.BACK TO [ T )
f own § 1rR£1§‘§l§il%]a|gy€p L%Fe%ﬁﬁfm to a previous scene to continue the action of

that scene he needs only pay the 1 Coin necessary to Establish the location.
/ structulre malerciisly B schaRieSE HeuReST thateticnthphay smumidl Rave the op

ory and |costopbnsedibtet minaind ranmuatidyauittl g, rec¥aseehalve the power t i» dramatica
ction of [theostonsatsafst heevpiy veor kdathinédsoveley parh e fibher eie | players. 1
courage [suipeteseotdad tteasiiediodd.coriddid thidsiletorctididgeqlire tpols go keey
ving fomw§?i’E to Exit a Component from a scene where it otherwise should be.

It is important to mention that in this way scenes can be paused while a new
1ipported| byeeaelivie by aommlinavrbiscunsi aBuQiuam eud @nfiiegnently U
les of stpries begeantpictoractrntefaheistycens dack wforbeheofiplayet
off with all prior components included. Note that if this technique is used
often, players would be well served to keep careful record of scenes and the
Components that were present.
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SET THE TIME
» a game where players cooperate to
ting stories O Setting the time costs 1

per player to set in the f

e as outrageougEdeERINIONIRG, eac
[ truly is unlisabiduent to the previous ong
if framed at a different locatio

 to: ing. Establishing a time other
There are two ways to frame

ntire worlds distant past to deal with Events
began. These are the easiest pas

. . ust only ensure he does not es
tailed Settlnég already known to be Fact (u
. Challenge). The second is to fra
xciting locatignge game itself. This is a mud
intend to use it with any freque

ompelling chaxaetersi maintain a record of
order to preserve continuity.

History and biwagipgiinygene into the fu

other scenes that occur before

the action scgﬂ@agér]%(?er%% Ty fEAME 8 %
pay 1 Coin to each other playg
limjting their future control in
e story forwarﬁur’mg most scenes, time prog
desired conchisi@nThe time of the scene is
the way a location can be chang i 1
r own surprisesedndbpiotiatiyiforgvard or IST0 TS DaCH CPaSLEW

new scene or mini scene is framed and an appropriate time set.
e 3 : : ;
s PO s AR R p AT e o
ory and contHbiE M & ERmMAVC ndiDs: TRURAY bR Eshgludramatic
ction of the sfgsh Qfather¥STk Wotdsdeltspacdakactnafutippther players. T

1 J oty ; : s
usrp =nse an 616&%51&%%8 1 conflict while providing the tools to keey

O Introducing components costs 1 Coin to Introduce or

es cpgated from actyialplav o AVMBR! 6fhRIAvsTsuesgsted 1

provide the actors in it. The player must decide which characters
and other major props he desires to be present in the scene. As
noted above, it costs 1 Coin to Introduce an existing Component
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into or Create a new Component wi
@ game YHETCRIAVER SROBRIN P be
ting storifSany time throughout the scene d
player turns in this same way simpl

€ as outragdens OFiACHR Yn RIS pla
¢ truly ishanéimitiedControl. Controlled
Components can similarly be Exited

 to: scene by paying a Coin to have the
depart. Any Component is assumed

ntire w \Iﬂ'%ab!e to_ bE:‘ brought into a scene
as been Eliminated.

. Players can also spend a Coin to e
tailed SC!:H(& Component as not being in t
This may be desirable because anoth

Xxciting lpeatipRsroactively place any charag
limited into the scene at a later time
Dmpelling(@hdpatft&m]ivents of a scene ing
murder, another player could later fr

History St Butkggebaglife precinct wher
ter (who wasn't explicitly present in

. scene) is claiming to be a witness to

the aCtI%IﬁM& ing £ ot have that ¢
resent at the scene is a Fact that co

e story %ﬁ%’éﬁdn Challenging that attempt
desired €balltdugsorbeing true, the characte
lie about having been a witness, but

r own sﬂ‘i?i‘is@k kBAY s shswvctally wastrer
the location changes during a scene, all I ‘ ‘
/ structug}éaﬁaf‘ft ?qaﬁll‘}}ls‘fr?ﬁséél’fﬁsﬁif&sm trilleusfgél hat every myer Wwihjve thegop
€ mov 0 the ne ocation {with, proper ' ) 4
ory and %sﬁuﬁ%q{]ﬁm@gﬁ@&%}a&m u haEypower (oldramaic:
ction of phesiREy: Ofithanveeypamor dxibufesofhen eaeh of \hf players; T

courage sespdfisee e tpcdiemighelves niflidficatiedfioviding the tdeols po keey
ving foriRh eharacters and props then it is probably an entirely new
scene. The player should end the current scene and then bid to take

1pportedfynEXipeEnsohe G ARC$S #AVSIS and a frequently updJfkd wel
les of storiestangatcid firoganathabipyary sandh ahustaneanaovplayer sug

give direction to the story:

Dave: Ok, lets get started, the place is the "Town" of
"Meadow” [This costs 2 Coins and Creates a Component
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with "Town" as its Role

 a game where playgrs SORRYAE I0def
ting stories Component as the loca
We see the town fr(

e as outrageous or dRRPAYadNENENS pure
 truly is unlimited direction type informat
ture for his fellow playg

 to: It is "quiet little co
“red tile roofs". Given

ntire worlds diminutive people, ever
middle of a small meag
grasses the height of th
ers towering like trees".
" . contrast: here are "stre
xciting locations  pestones” and an "old
"satellite dish” and "ant

ompelling characterspeaking, he has a ha
When he mentions som

History and backgrésg#paving for. he d
who has taken it upg

. Components in the ga

the action scene bysgr(f & furiously eac
simple expedient when

e story forward  thing you want writte
desired conclusion costs you a Coin. The at
tion marks for referend

r own surprises andhplFeaniabeye, MeadOwrrowT POTEAICC O

Dave has spent a lot of his initial Coins, but has really put

/ structure and robugiiﬁji%ﬁ;?ﬂli@se égfrﬁ}’é{sg{ﬂ%? S’eu\%%.c elia%/tehre will°have the op
. what yague lenets the group came up with. .

ory and contribute to g g‘ir %ﬁ%ﬁ% tt’y G1d Vgrgl?r@ RepweHie dramatica

ction of the story, ofdreavgnéevrotkds buosadihg ercheadodreanther players. T

suspense anthmireptoitagfah adefiectimdeidé geovdddtigeytdentools to keey
ard. inate the horizon like mountains. [Here Dave has set the
time for the scene. Since this is the first scene of the

ipportediby a lively gamelibavelhssussiban Rstuahcalpitiar fieinentNotipdated wel
ies create&tf’fbfﬁeﬁ‘éiﬁﬂleﬁiweﬁﬂ'%’ﬂﬁﬂ?ﬂ’@%f_{rﬁﬁfg@? Kiggested ru
how long befare or after a previous scene it was). Any

scene set immediately following the previous one costs

nothing, but since there has been no previous scene, this
costs 1 Coin (e_; fair price, since Dave has now established
ttp :ﬁumversalls.actlon roll.com
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a season for the story to start
@ game where flayRI5eFRAPENER. e d
ting stories and no other player feels diff
him on it. He does drop a Co
e as outrageoussoiral@amly thzomMeagow" tq
( truly is unlimitedn. Given that the town
assume the trees as a given, 4
 to: explicit and getting to decid
bargain. Albert, keeping recg
tains" for free, feeling that t
and Dave has spent plenty of
. . Down in the "square” ther
tailed settings ,pout like they're waiting fo
of my turn. [Dave buys yet
xciting locationsnsuring that it has a prope
total Importance of Meadow

ompelling char#@&rSoins, 1 each for the t
the activity of them waiting fi

. i te those figures
History and ba&m }Jgrﬁzgch of them. Ho
) something unusual (unusual

the action Scenﬁ;EYeﬁﬁﬁp? Rules Gimmick
the figures, but left defining

e story forwardise. This is Dave's way of get

desired conclustafi the story. He set the sta
tial characters and now he's I

r own surprise%c'ﬁfﬁtf’iﬁé‘?%&'gm do s d :

ave's turn ends (having spent 19 Coins on Framing the

ntire worlds

 structure and SRR Shorn vt svsry,laygryvil have the op
ory and contribgitgetQtapdvainatis SodHaghas tRihfavedhedapwer to dramatica
ction of the stowpaofhthesidayningokdmbrabsendebsathisiothetother players. T
courage suspenstitinad thieahiropfab doraflietainililéusrivdimgrahe tools o keey
ving forward. important way, it dovetails nicely. Ed is planning on hav-

ing the character's homes threatened by an enemy, and

ipported by a IRAR SR CHRE] RN IBEum and a frequently upddikd wel

les of storiesEdr@iteik fronraaiarad iplayoandf shinbuidieysddrplieyer suggMted ru
square”. It is an "imposing stone edifice" with the words @
"Defense Command Headquarters” carved above the door.
We watch as the three figures walk inside. [Ed has creat-

http://universalis.actionrol)

CHAPTER 5: NARRATING THE SCENE

DIIRTICLIING,



UNIVERSALIS

ed a new location for

 a game where playgsreoperate Jo m
ting stories Ok, I'm changing t
“Offices of General Jag

e as outrageous or dggplyedstevingoins
 truly is unlimited Component with the in
Coin also Establishes th

, to: the upcoming scene. T
as being a Possession o
way to connect locatio
Trait above serves the s
HG and the town of Mg
tailed settings The General is prese
ures. [Since the locat

xciting locations  Components from the g
matically change locati

ompelling characterkd pays 2 Coins to Cre
(his Role) and define hi

) General's Office
History and backgrﬁhlgég are Traits added

] er Chapter 4]

the action scene bypscenep
At this point the scene co
q threat from an old enemy

e story forwar
desi I'}(’i lusi Slytheran. Christine Takes
esired conclusiofh, per turn begins defini

ntire worlds

other characters will event | N
r own surprises aRdgrl@f §Wdstss part of a team ordered to investigate
Slytheran activity. The story has now been given a direction.
/ structure and robust mechanics ensures that every player will have the op

ory and contBMENT a dramatic ending. You have the power to dramatica
ction of the Jhesyried the Bamrsvorld; but so do each of the other players. T
FUSDENSE, KT ETH e Bhen? WHIEH WAl sPRRVIF i fte o0ls o keey

ard.

3) a single Component receiving the effect.

Events include: actions performed, conversations held, emotions
felt, ideas thought, environmental impacts, and anything else that

ttp://universalis.actionroll.com
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can be thqught of as an effect or a
- a game hire RIAVRFS SO el Ona
ting stori@® verbs and Events as the sentenc
Events are considered to be Fact (i.e
€ as outrageea) kSRR MO WERE: in
 truly is unlimaitkelogical result of an Eve
Components by adding, reducing, o
 to: are paid for separately as described
essentially the justification behind i

ntire worlds For example: the Event may be
with her laser pistol". The shot
tailed settingfs‘omponent causing the effe
Component receiving it. The pist
xciting locatiBHE of t_he I_Event _("gu_ns don't kil
Rather, its inclusion in the Eve
detaili%% the results of the shot

ompelling chygaciets, . target. He uses 2 Co

in the Wing" and to pay for the E

History and background
Note, some play groups may arg

. "Marissa pulls the trigger on the
the action scgfiF Y 3RS shoots th bu
example, we feel that this interpre
e story forwaggky to make for an enjoyable ga
desired conchitsatimns in the game which arise
ly well in different ways like this. O

r own surpri®esiserergsentivviytder” thanwang
vidual play groups to determine to what degree they wish to

/ structure artd oPEHY %%Hﬁﬁﬂféﬁféﬁ%?@ﬁ' 3?W%f$éf’uwﬂl have the op
apother group may arque that. the Eyent is redlly 4 Events .
ory and contrﬂ?alh Eﬂo@egﬁ@frﬁﬁ gn'exe’él%gg er%ﬂh’s h%vtgi gtgkgp.'p%\éver to dramatica
ction of the stqygér @By pyerldrdykispskiR s ashpebdhe other players. T
courage suspERse AR ISR SARBIC LBl Br Qwiding,he tools |p keey
ving forwardun e narrated, there is no way to write rules to cover each
ssibility specifically, What is clear is that some definitions
ipported by aiyeheArb s 5SRO BrP iy 8 AFEQHERLY updald wel
les of storiesoeeatiednition acinavitayrand @obsabaneiplayer suggiited ru
allow players to accomplish too much with a single Coin.

Arriving at some general consensus before the game as to
how your group plans on defining the scope of Events and
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Traits is a large part of the
> a game where playerre@aepesate to

ting stories Universalis is designed to

e as outrageous of HELBIEH lﬁ%\gw |
. . .. playeristates his nt an

 truly is unhmlte(ﬁ_‘hallenges then the scope
acceptable. If some player
narrow or not narrow
Negotiations phase of thg
ntire worlds about what they feel is or
particular event and sugge

tailed settings  Event should cost (i.e. ho
ly embedded in what th
Negotiation or Bidding (or
resolved, the Coins get pai
. oint to help judge whg
ompelling characiggsre. the bottom line is,
the threshold for the sco

History and backguounsgling fun, its set a

. This is why in the first chap

the action scene l@%?ﬁﬁggmup must deter
the game with and to recg

e story forward choice will depend on how

desired conclusiokvent of "Marissa shoots th

 to:

xciting locations

Events are the entire point o ' 1
r own surprigggeAfoplethiWistSidea of what they wish to accomplish within
each scene and then pay for the Events necessary to make it happen.
/ structure andNwetbustynmechaeicspeksu bgsthh alagee mugl hy erity ftir hawe the op
ory and contEisateThs Rlayerrisdire ndiindeedsreapgedht spRetshdramatica

ction of the sgg?ﬁ“ﬁz‘q%tgg&t;w deraihNots hovexsh hat trehpigally éiiltayers. T
courage uspgpgg mar}a JICANPES s to keey

t are icitly. paid for ¢ the wei
[ eam{T cw% oPRRHHHLT Bl 100
ardgives special significance that it otherwise wouldn't have. In game

terms, it has become a Fact,
ipportediby a lively onylinerdiscrssia o oap i diadviefregmenthy upslaged wel
riesberpaitetb o hedeitiabplayanieat nastlién pfaptayeyssuggested ru
thing that should be written down so it gets remembered (like
recording information on a character sheet) its worth paying a Coin
for, If a Coin isn't paid, it doesn’t get written down.

ttp://universalis.actionroll.com
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OTHER DETAILS
> a game wﬁl:é]}e }E)'{ayers cooperate to
ting stories © Other details cost 1 Coin as fg

Qther details liki y"” and “ho
€ a5 outiggeUS O SIS et

 truly is éﬁﬂllﬁﬂlﬁﬁdl is demonstrated by the
because they are bad guys, the ea
 to: force of nature, etc. Other times a p
state the why. The Event may have

ntire woiddgend. The player may want to il
the betrayal and this can be done ju

tailed seﬁffgg‘g_coms'
n times, however, the player

e whys or hows. These may be le

xciting '81‘5%%53 future scene in a way co
initial player. In this way suspense ¢
ompellinghehagiaCiRkfrs have total power 1
ple, a Mafia hit man just kicked in
History enecbfbthelgaruinmtincipal characte

player framing that scene never said

the actid}?&%‘éﬂgwosk‘@ﬁ% a rather glarin

somebody is"going to have to come

ramr: a cene accordingly. Until they

e story g “why the heck is the Maf
desired C(mﬁ]illk&ﬂ?pconsider a scene frami
an agent and his underworld conta '

r own sufprigégaivd fllotritveists Chapter b) where governmen

counter espionage forces attempt to apprehend the characters.
/ stmctu?@‘ﬁﬂﬂdﬁﬁtﬁé’tv PR AN RO WerstiRh mesiéng inlayder Wil have the op
ory and c&Sﬂ’tI‘fblH@ mt &Pé’fﬁaﬁ'& 8&8"}{% Eaﬂﬁg H}ﬁ/ & to dramatica

%
con of S o e B e B e player. 1

courage csd;&p@m@ avsupneapdngful conflict whlle prov1d1ng the tools
ving forwarqn the example of the opening scene earlier in this chapter, Dave
woorted by & i“VCrTEth”il’.? ﬂmlfar when ht'i Ieft e |dent| fth "F s v undkd wel
pp y rrjl?neé ooy at tﬂrppom aye) Y UPCS

les of storleshgge,r%e qmoqﬁgg@ AN Ghede BH I?eyer suggited ru
there. In this way, even though there is no Game Master to keep @
secrets hidden from the players, there is still ample opportunity
for secrets and suspense built into the game.
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> a game where players cocl)vlrate to

ting stories C PL] '

e as outrageous or deeply moving
 truly is unlimite@d Complications occur i

1) Whenever a player a
with a Component t

 to:

2) When another player

ntire worlds Obstacle and purchas

tailed settings O Resolving Complicatio
against each other to s
EXCiting locations deciding the outcome.

smpelling chSPNEHCATION BASICS

1. Start a Dice Pool for t

History and backgP&’HﬁdehU Controls a
2. Go around the table an

the action scene 9 Pooclelffemawmg. Ao
; en no one wishes tg

4, Count the number of

e story forward Pool (a Success), the Pg
desired conclusiosn The player rolling the
the total sum showing

r own surprises &nilapte rediggsnon wi

the number of dice rolled.

 structure and robuSiH YEE W58 U eacfié’%f&? Tﬁyeer%fﬂmnave the op
; nd add, remove, or restore lraits as desired.
ory and contributg %Qinamnﬁaﬁﬂi‘ﬁﬁg‘ﬁﬁgcoi éﬂlaﬂgl

SPawer e dramatica
ction of the story, ofythe ¥sgssworld; but so do each of the other players. T

couragegsuspensegahekinge qiiapgiful inonfiiet whitegprovidiasg Crénools to keey
ard. received, do likewise, limited by what has already
been narrated.

ipporte@iby a liviéhyPlanelide dishaysitmsiordall fadsyReiyentRitipdated wel
les of sPllries createPrBRRtAAUAT PIRLA%add A deWerEr player suggested ru
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> A game-wnere prayecrscooperate
f NEW CONCEPTS
ing stories
ORIGINATOR _
e as outragbeypsaper ddapizand viin gompl
¢ truly is Geslpatieathe does not Control, or

. to: TARGET
The Components that the Originat

effect, or interact with, as a result o
ntire Wolr:lfgits of the Complication. A playe
Component is a Target Player and rq
tailed se€timgsnent’s behalf. Note: that if th
Target is the same player as the Orig

xciting |besmbstion. That player can simpl
with those Components as he desires
._that;player really desires to turn the
Dmpelhné %g%l I&éﬁtuet%ser players to volunta
) Target Components and oppose him
History and background

THE DICE PooLs wr _
the actionD3¢@ifetlisyCopahigation there wil

is for the Originator and represents {
ho Coatrols a Target of the Compli

¢ story é’\&‘{vgsrwell. The dice are d10s with

desired C%ﬂélﬂ@ Complication, players
their choice (how is explained below| 1
r own syFpuisag andiplaé Cwhpiscation Pool describing the nature of
the threat / challenge [ opponent [ or obstacle. Controllers of the
7 structufergai Padbust hecaddand djceriouthesr that Rvargegshibyieg ol have the op
ory and B prsHR TR AP Asfstd CHEFiREC AR AR hOTENGeT to dramatics
. 1s¢ E{event tigu:t n%}nators mfax_ldoe actma from omfn to 8%55
ction Ofﬁ}ﬁ 0%81 Fl’x \H_IOI' ut so 3 €dacn o ﬁle €r players. 1
ayers+ithout Pools 0f their own_may participate as they
courage SARENAARUERGB IR I SHBTHS USRI ERE tools o keey
ving formiaydnay also, on their turn (normally or by Interrupt) Introduce
additional Components and involve them in the Complication.
1pportedrigcadivelptonslin & stissessienyiormn pogasispaendly upddikd wel
les of stoeislicadiated from actual play and a number of player suggiigted ru
Alternatively, players may prefer that every participating player @
~ 2ep their own Pool and narrate its results regardless of whether
iey Control a Target Component or not. After the dice are accu-
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mulated but before they're roll

 a game Whepg, RIRYALS £ QRREFAKEs Qens
ting stories

CommiTTED COMPONENTS ANI
e as outrageouJabr Qeeplyorkosimgially
( truly is unlititfethe following restriction.

that have been committed to t
- to: be Taken Over. This rule is the
could result from Components
Complication.

Committed Components incl
tified Target of the Complicatig
tailed settingSentified as the source of the

that has already had at least 1

xciting locatiBirs Pool.

ompelling chBrBING THE DICE PO(

Once Originated,

History and $raerigréiangproceed regard-

less of other Events that may
. narrajed around them. Players

the action seCHCRY SOHC v upt and take
thejr turns normally. The

e story forw%plication remains open so

desired conclusiosn any player has an inte
est in it being open.

r own surprisdgaprimpte (thovighsot the
only) activity that should be

7 structure arftfHBBMECH R ORI ¥hsures
ae (iomglgatlon s bee

ntire worlds

2) Purchase new Traits for an

that g?g&fﬁﬁ?ﬁ”%ﬁf hgnve he op

once H .
ory and contihilfe, 19'{ dfamaticeshdne:| Youchave et andramatic:
ction of the staiyppisthe very world; but [so deuetetr odwtheitsthdirglayers. T
suspense &Rg d%lga ' é%l%oﬁﬂ;l & c whi®providing the tools l o keey

ard.

Pools can be done to ...

During their turn any player can call for the Complication to be
closed. If all other players agree (i.e. no player wishes to add any
more dice) then dice are rolled to resolve it.
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2 gameﬂvnk%r%%%}ﬁrs %ooperate to
ting stories
O Drawing upon traits is FREH

e as outrageousubtra@epldign®wing Dice
 truly is uﬁi&m&%pon Traits is the prima

means of increasing the dice in a Di
involves simply identifying an appr(
the scene and which would apply in|
ntire wdiddwgplication at hand. Usually this
appropriate Dice Pool, but it could a

tailed Se%tﬂif%sp':'{’l depending on how the
A player can Draw on the Trait o

her he Controls them or not. Hd
Mher consistent with its natu

a part of. In many cases this considg

ompelling, gharagher sffects.

 to:

o, whe
xciting 19ca

. or example: During the final
History and E?&ﬁ‘ié%rﬁga}‘%. ding collapses a
. some rubble. A Complication ens

the action scgngsh¥nsk&aR him before S|
take him prisoner. The Complic

e story forwardvy rubble as an obstacle th

desired conch§siph Control Turk, but on hi
Turk's "Strong" Trait. Since bei

t] he lift : b .

r own surpri§d Qﬁﬁ’ SEETNRsEge it
P go ignto t eﬂ'grgets ngce Pool. Even though Bob has shown
“has it in" for Turk, he can't use this Trait against him

that h .
/ structure an @i’%@@%ﬁﬂ%\%?&ﬂ?% @tgﬁz‘é’ﬁ]}}’td?a e&twﬂl have the op
ory and contiiutetwithereamatic eadingntcharerhpvarthepawer to dramatice
ction of the $tosyhjarf th€mateygeyorld; but so do each of the other players. T

courage suspensaand ahearingiith sontictywhile R vigiagdhe tools go keey
ving forwardnake the lift, that die would obviously hinder the character's

efforts and either have to go into the Originator's Dice Pool
ipported by fohibehyifosrtieendisgusseon dovamsant aciirguantly updgibd wel
les of storieslarpetis®icdiRonl actual play and a number of player suggji§ted ru

62)

This is nothing more than the application of the standard rule
iat is true throughout Universalis: any action taken with Coins
ust be justified. To Draw upon the Trait, the player must explain
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how that Trait applies to the si

> a game Wheig PIANFESof R Ftsifhon
ting stories to Draw upon another Trait T}
available to oppose uses of ot

e as outrageosdousiigrply. moving
( truly is unlim#e€ftait can only be Drawn
for each Complication. If, how|

 to: same Trait multiple times (i.c.
then each occurrence of the T
providing additional dice, If th
a scene, a Trait can be used in

. . apply. Traits newly purchased
tailed settings ,un upon immediately.

xciting locatiBHENG DICE

O Buying dice costs 1 Cg
ompelling characteis/from a Dice Pool

ntire worlds

) Buying dice is the only othe
History and hacigiouB dice in a Dice P
to any Pool or an existing die

the action scereghisessoene game, howevg
Buying Dice allows players to

e story forwagdantages, or disadvantages {

desired concﬁi’ﬁgﬁt h.and and unlike Trait
omplication. If the player wa

bought ag Trait. If the feature
rown Sumrﬁﬁyﬁ&iﬁ%ﬁm ﬁ%tg Trait), other players may use the Challenge
mechanic to see that it is accounted for properly.
/ structure and pRRushdweehavaissugnsuReSpiaL aMarpblayes wildrpaye the op
ory and contribwhet theasolramatf iheemditifii:atibouslithie ddserjpoiwemby dramatica
ction of the stispyporidedustifiraien]®r BietASimsiam eh odfetidadither players. T
suspense fan exampin Dghial one nflicteraidbn pliavisdinga thadools to keey
ard.  up the final battle, Dave paid 2 Coins to remove 2 Dice from
Marissa's Pool declaring "you are fighting at a disadvantage

ies creafieqlr freYRNeretaIripiag St PAMmMIR oFFisyer iggested ru
Goggles" Trait to add a die back to her Pool. Ordinarily this Trait

would have no applicability to a scene during the day, but the

nature of the Dave's description provided the justification.

ttp://universalis.actionroll.com
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2 game REXQLIN GeldE SRVREHA
ting storiegVhen none of the players desire {

tion to the Complication and all are
e as outrdgyotmdfode¢plsstmsvingilling

t truly is tﬁﬁﬁ&fﬁgﬁr), resolution begins.
The Originator will roll all of the

- to: Pool and control any Coins generatg
who has a Component that he Cont

. Complication will have his own Dicg
ntire Worlgdsiye Core rules, there are only
Complication itself, and the Targets

tailed setitirigsget Pools are counted togethd
mine the winning side of the roll (ci

xciting |6eEfIbeRion wins). They are countd
spending the Coins generated (with

Dmpelhn%%ﬁag]éﬁgl}gis own Pool).

niversalis expansion will co

. inclyding different ways of handlin
History @cﬂx&’}j?@aqlﬁggpﬁg rs are free to

unique situations where they feel t

the actiofifiseemtyby scene

@] Jhe dice are d10s with “0”
e story forwar

desired concitidfbgice that roll 1-5 (50%
and are kept, and all dice,

r own surprisesasideplath teshisst Successes is the winner, the
other side is the loser.

/ structurepgnd robust mechanics ensures that evert\éspg%xe‘giﬁvill have the op

€ 51 MOSL JDUCCESSCS WINs ¢ con

ory and gQRUIPYLS a3 HEABRLSIRE AR Sesul P Havsh taSuRMVEE L0 dramatica
ction of trepstamagtiof shoeigryitvarhdydnatgeoud oratichivithigather players. T

courage Sashiegte ahdumbeandhEfins eon fieeravtdoprovd diingotlie tools g keey
ving fordd3]e used to narrate the outcome of the Complication.

1 h . . .
spported BPLERFIETY AR RS diccuseign forum and g g e
les of Storigs RISAIEY JRONE SLLALRIANce Bl Ach B erne binlawgr suggllted r

the highest total has the Edge. Add one free die of a different color
) that Pool and reroll both Pools. Continue (giving out additional
dge dice each time) until the tie is broken. If the totals are tied,

http://universalis.actionrol
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both Pools get an Edge die ang

2 game.Whesstpmqgaﬁeqmﬁ%t&;paf
ting stories multiple player Pools on the
Target side, give the Edge die

e as outrageomps PEoAGERIN WAYiHged the
 truly is unliméteduccesses to the Target
side’s cause. Ties in this go to

 to: the player sitting closes to the
left of the Originator. In resol
ing the Complication, players
should treat ties as indicating
. . cscalating drama or suspense
tailed Settlngfnd workgthis into the narrati

accordingly.

xciting locations During the final battle the
. is a Complication involving
ompelling charactﬁrléight pbetween teams
Meadow  Soldiers a

History and backgyeund Shock Troope
Both sides are eve

the action scene Inatsieedhand both sides ha
6 dice in their Pool. The di

e story forward 2'¢ rolled and the results a

desired condusio(iomplication (Slytheran) 1,

E, 6, 6, 9 and Targg

. (Meadow) 2, 2,3,7,8,9.Bo ' I

T OWN SUrprises %ﬂas RIOE 39S ses so there is a tie. The Slytheran have a
sum of 1+3+5 = 9, however, while the Meadow has 2+2+3 =

/ structure and robusfe Sigbtban ies e tisuaka itage adesnygplearetdyeilliiave the op

ory and contributg e a,dramatic £aingan Yow havs dee AWy e dramatica
ction of the story,,afAheavery, wowld 1bud s Bcartiopfidsyaiben players. T
courageguspense @aud, 1h,en i Bgubrodn Mctdwwh lgapriwiding tihettdols to keey
ard. Success each. This time the Meadow has the Edge with

4+5+5 = 14 vs. 2+3+4 = 9 for the Slytheran.

ntire worlds

Meadow: 2, 4, 4, 8, 8, 9 edge 3. The Meadow has 4 success-
es to the Slytheran 3 and thus wins the Complication.

Continuing with the above example: The Meadow forces won

ttp://universalis.actionroll.com
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with_4 successes: 2, 4, 4, and 3

> a game wheyg play s, COORK 8 SptRd o

ting stories  Complication.

e as outrageoll Slviee@pIip!lsbAsifs: plus

. - Di Téuey get 1 Bonus Coin per
 truly is unhra%dliﬁ e 9 from the Edge Die (ev

 to: ful). That gives them 16 Bonus (

The Meadow has the advantage
that they narrate the outcome
please, but the Originator of the
Coins (even more than the Mead
gI%ss.es with. This encounter becz

Victory for the Meadow People.

xciting locations _ _ _

In this way, ties make it possible

. the si ining the Edge, whethe
ompelling characters 9 ¢ Hoge whe

Using THE CoIns
History ardibackgtrounekeep in mind t
hit” roll, or a “task resolution roll”,

the actiofllsd®f¥ 5§ 2tdheff between pla
gets to decide the outcome of the Cqg

oes to g'le player who invested the

. St.ory %gr‘rl:vp ication and accumulated the 1
desired conclusion

ntire worlds

tailed settin

NG COINS

. RULES FOR US| | i
I OWh § I'pﬁlﬁ% Jr%-}!%f gf%tel%gn%ﬁgation narrates his Coins first, although he
may discuss options with the Loser if he desires, -
/ structufe ayde [9RMS B SSHARIRR SMSBIRS ikt ey SRy RIaNE Ll flave the op

ory and [contbidvateola acelvedpptie lesrding. You have the power 'i dramatica

ction of [theé)stsrigses gk darets hiy Gelnk;ab desistd, ddthémtts pafatieterodie
courage [susp&fikttnpsehas ATEA"eGiHdict while })rovid_in% the t
vine fo a"i}) The Coins should be spent on items directly or ingirectly tied o the
g omplication itself, not on items completely unrelated.
ipported| by A IivPHRIHNE HEHl oM RN Y Fa R RGNS |
1 mpoments of the Pool that won or to the detrime Tt
les of s rlesm];gﬁlbfmm aeival play and a number of player s
6) The Events and activities narrated should tie into or reference, at least
tangentially, the Traits that were Drawn upon and the justifications
given for purchased dice.

players. T
0 keey
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Complication and accumulated
@ game whererplaygrs CAPHETAA 1 an
ting stories these rules. This includes: Cre
Component, removing or resto
e as outragequsnity depphantg Hatgting
 truly is unlifeitgdnents into the scene, C
of the scene, and even proposi
 to: restriction is that the use of th
Complication at hand and bea
were Drawn upon and the jus
The generated Coins can alsg

. . his own Wealth. In fact, Origi
tailed Settlngﬁayer short of Coins to eamn a

ntire worlds

The big Complication Exa
the forest fire, the heroes
to get back across the rive]

the town of the i
them were troops dispatc
History and backggewngstop them.

th t ts Albert's turn and he ha
¢ action scene By, 3GC%n stream away

the river on a hastily buil{
e story forward for a sail. He Created the]
desired conclusiohaits of "Pontoon Boat”,
Chip Paddles", and "Big Eng

r own surprises 4H8 316 toPAkBENY in t
when he is Interrupted by Bob.

/ structure and roBoistAntbeleani ¢sesnsumss tHeaivevbey apd metbywibeihave the op

ory and contribute t@f firelfeomdtic apnesitigbanfotmiatrediiiegpdwirdd dramatica

ction of the story, OPEEFW?WHPW% %803&?}? ((‘)rf’sﬁ%g&:ﬂf&? players. 1T

ke ﬁgﬁ;ﬁgﬁ%&o@&i@ols to keey

wil Complicatign. out
courageguspense arll fRInEH] GOt
The squads both have Traits of “Shock Troopers", "Fierce

ard. Trait rules from Chapter 4].

y a lively pyprdific-gsgaaminidlp Raleane: afucqmgnpbapdated wel

ies createdstsomRiietunbpliy @nitraxampdier of player suggested ru
| think those all apply to the situation of trying to gun

down the heroes on their little raft before they can cross.

That's a total of 5 Dice apiece, or 10 Dice total for the

ttp://universalis.actionroll.com
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‘ h Clirgilicatiun Pool. Isu,tnum
A game WAETE Pk, SREPSALUAR ha

ting stories Draw on for 6 more dice. [B(
"Acute viper-like sensing pits"
e as outrageous o B, MM Eor do

[ truly is unlimitge they aren't fighting at
are "Blindly Loyal", but so far
 to: morale has been called into g
trait either. They are equipped
ntire worlds Target's haven't declared the
doesn't apply yet.]

tailed settingghristine, Dave &t Ed all take the
the table, and all pass in order

:xciting Iocatiﬁ"ﬁgdes to address this threat.

Albert: Wow, that's a hefty Co

ompelling charalkitdrgou really want the S|
with the obvious choices. Firs

History and batRp¥stingre ‘named” and
each have roles, but only T

. seems applicable to the situ

the action Scen?ni)r}fl %ﬁ:&ﬁ%ving framed a
so far, Albert is in Control of

e story forwarq:oint, so there is only o
desired conclusiemplication]
| guess we need to decide hq

r own surprise$o drigdplot teiggstoe to tdt
ty futile (especially since Turk no longer has his weapan),

/ structure and YOBESEH OITAHE AR Wl Lerds H’\/Hi;}ﬂs't%::igf@f’:}/vﬂl have the op
e

wnstream; outrunning the tmo?s
11 5 81

., do on th an .
ory and contribgit m%o ad AMANE ¢ %Shéjllye% hepower to dramatica

ction of the storymaf ghg MskYIiMgeTdit itk SRedea e edypd the pther players. 1T
courage suspenSeratthtimsaittifagitthcodatlichduBibeoproviding ¢he tools go keey
ving forward. Trait had been added earlier during the snapping turtle

scene when the players needed a way to get across the
ipported by a liealy Boh-dinstddisCositdoginfothesaefd e fatgirently updgikd wel
les of stories ciéafeHPRravnciggad pisse shepavaturilbds BYpliRer sugglted ry
speed up a raft heading down stream already, but decides
it isn't worth making an issue of]

Bob: | think the Complication is good where it is [he decides

http://universalis.actionrol
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to hold off adding any
> a game where players cooperate To

ting stories Christine: Well, Marissa.
sounds useable, so a dig

e as outrageous or d%?ﬁg{f" HAnge ads
. - Chrisfine is soliciting o

( truly is unlimited . )
particular Trait]
 to: Bob: | don't think so, the
particular boating skill

ntire worlds moment. [The other pl;
| die is added)]

tailed settings  Dave: | pass

o . Ed: What about Fritz? Kevi
xciting locations  pank and signal when
say that counts for 4 f

ompelling character§ontrol Chip®, the prop
counting, and “Flys" f

History and backgrdiia

Bob: Man you're really mil
the action scene bysbkaeeidehave named hi

Ed: We've used him to sco

e story forward ' .
desired conclusiof?® ! te!l you WP atlgi
one for being “Highly

. til 1s.a its silly to give
T OWN SUrprises ana& %£M55E§ But the “Embedded Control Chip" and
the "Fly" thing are what makes the justification even pos-
/ structure and robusibeeehiamisisenswies: thaiv gueny playey addlahave the op
ory and contribute @l autlehhistio edudihiinRyituidtdve cduatpberetoto dramatics
ction of the story, ofﬁﬂ?éwfﬂﬂﬁ‘?gﬁdﬁﬂf%@ BH7HER Of the'SERLY players. 1
couragegsuspense ang grcff'aa{ﬁ%w%ﬂlh'%oﬁtgi%ﬁﬁgﬁa%mf@f)ﬁr o dmf'ools to kee
g p I} e og\er pgyers in fio 'S reasorﬁng ere |ga}}ﬁte I
ard. flimsy, because that logic could apply to a lot of different
situatjons, byt when Chr?rgne points out that regardless

tpportedby a lively o 105 RGN GBLPIID RO dFeEiseteripdated wel
les of silries createghfiowingeiaalekaytndeaidtmberrightiiay 6k guggested ru
2 Dice only are added to the Target Pool.]

Albert: Well, that gives us 10 Dice total. Lets go ahead and

roll see wbat happens. . .
http:ﬁumversalls.actlonrolI.com
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The Targets Roll 10 dice. They co
> a game where players cooperate to

ting stories The Complication Rolls 10 dice.
5 557,7,828,8,90

¢ as outrageorks O5mIRPBAMMENE 9 S

 truly is unh%gte(glives the Complication 1

to: Bonus Coins, and the Target gets

Bob: Ok, this is what happens.

ntire worlds  Coin 1: Blazing fire from the
repeatedly. [1 Coin Event]

tailed settings Coin 2: Turk attempts to get t

[1 Coin Event]

xciting location
g Eoins 3-4: but fire rips throug

. mast [2 Coins put into the b
ompelling character[s P :

Coin 5: Meanwhile Slytheran
History and bA€krigids providing aeria
Coin 6: They open fire on it. [

the action ScenE()hy?:Sﬁ'ﬁyﬁodges and weave

Coin into Fritz]

e story forward, | )
Coins 8-11:2 blasts hit the s

desired Conduss]&&ssion and Fritz is inci

. Importance of 6, so with 2 Co
r own surprisesandBIOCIWESR eliminate Fritz altogether]

Coin_11: Kevin gets a “signal not found" error from his .
7 structure and ggﬁ% td%ei% glr%lc%s[go g}}ﬁgscgf}%# every pfayer will have the op

ory and contribute to a dramatic endlrelg You have the power to dramatica

ction of the stoggﬁglff@é:fg d?sﬂfl t:?f t;gg’"ﬁ? E%@’ft;dy?[%s%ther players. T
courage suspeni, ik HicA YRR B L MEGHREIORV I RS the tools
ving forward. _ . o

Coins 13-15: But the damage done to it is making it dif-

ipported by a 1fifdlyte gonrtrrl et rlesoiampastiee éhﬁtéiﬁié‘ﬁﬂy upd4ld wel
les of stories ctiREd"FrB%Al gEc[aksla?lﬁ a"agn(cff P 'Zﬁflgl?etfo%tf Eﬁf er suggMted ru
to tFmportance DP’& s th oins already appli %}’ @
it takes 3 more to eliminate the boat altogether]
Coins 16-18:The team is dumped into the water, and
http://universalis.actionrolkcor
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with no boat to help c

 a game where playgey GRRSEMKei Qo
ting stories and are now even fart

were before they crossg
e as outrageous or dgepty tHViBgblies
 truly is unlimited Component so 3 Coins

Coins 19-23 & 24-31:

- to: total so far. I'll use 5 mo
losing Pool leaving you
ntire worlds recouping my cost for t

tailed settings  Dave: Oh my god, you kills
Ed: Poor Fritz, he was a go

Albert: Ok, with 5 Coins |

. ously Bob's intention. S
ompelling characters ¥

Coins 1-3: All three tea
History and backgrﬁ‘lﬁi desired share, so

river. [3 Coins for each ¢

. ly part comes as a result
the action scene bycﬁgﬁ}eﬁrs with any inju

Coin 4: Turk recognizes
[1 Coin to establish tha
that difficulty going fo

r own surprises an§18t ¥ {Lgally. none® sk e
damaged in the dunking [One could argue that this should

require g separate Coin for each character whose gear.made
 structure and robuf{ RIS SN Fediiay Plast uillhaye the op
ory and contribute @Sﬁ,g(ig%g;,ﬂtlc ending. You have the power to dramatica

ction of the story, of the very world; but so do each of the other players. T
couragegsuspense Albeit anda thingcfnt anddficrtawduile gf tiddidifiavheingols to keey

ard. the right to frame the next one. He decides to continue
where the previous one left off and so begins his scene with

y a livelje watandoeogied erorsRaMna it SaMeRty Epdated wet
ies creag'@‘:ﬂa' Pegkn He st 9P YRl PR BER BP0 IR Siggested rv

in to Interrupt.

xciting locations

e story forward
desired conclusion

Bob: I'm Creating “Buzzers", they are the somewhat “larger”,
“more aggressive", “carnivorous", "cousins of Skylars". They

ttp://universalis.actionroll.com
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e as outragepus or deep' i
( truly is unl{§nite : -

 to:
ntire worlds

tailed se

xciting Ic_icaiLQinX =

ompelling character,

Jerek and his War Sparrow "Fri

History and backgroun

also “Fly", but they eat meat i

the action scentpdnylyticemom”, that they
which allows them to leach on

e story forwardafety. They also have "embeg

as "Aerial Weapons by t
SRl conclusé%gls for the above traits, plu

Master Comonent Ed wonde
I own surprlseﬁ t"n‘EM’ %bsmntmg to introduce Fritz's evil twin.]
They'd been following the team's progress down the

/ structure and siebushdngehantasnensaresithat shueryaipay@eywill have the op
ory and contribdeseetd to firisin ttiqobni2ifigins Youthedfottorliegpower to dramatica
ction of the stoi‘%ﬁ depegné dgniebrld; but so do each of the other players. T
courage suspense afi T there Of th H;fl T6RNg ‘&f’ g he tools go kee

g p néomponen %zze wi ha ersx ?r:P{P E:n I

ving forward.
Dave: Dang, that's 18 Coins you sunk into this Complication.

ipported by gyfighe. oRahing dircuerigpalorim AR i rrsupptly upddged wet
les of stories cxptrdahrormyastualRlvg.and dimunshemeyf player suggited ru

an airforce too. @

"oou

Bob: Ok, “Iarge“ “aggressive”, "carnivorous”, “Fly", “paralytic
venom”", sp?atthelrtarget" "suckthe;rpreydry "control

http://universalis.actionrol
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chips" and Aerial Weapo
> a game where playest gogperate to

ting stories Christine: are we going tg

e as outrageous oDaleepyhniguéssgve ha

( truly is unlimite@y istine: Ok, well then |
would apply, as would

- to: Draw on her “Trained K
covers flying lizards. Bu
ntire worlds can work. | see this as &
where the camera focus
tailed settings cool, and collected bar

Bob: That works for me,
xciting locations Dave: What about her "De|

ompelling characfeigstine: Well, you can [
seems to me that sinc

. ing the river to
History and backgr%%ﬁg

the action scene BgvScétemm, we'll see.
another 3 for the namg

e story forward Forces Training" makes

desired conclusiokd: Beats me

Albert: Time to call in the

r own surprises anchpdabcEWisds into the scene. That also brings in the
sparrow he rides automatically as a possession. He's been

/ structure and robushareedhqus eseesipurds waithed g spdkepatavtiiahave the op

ory and contribute 16/ aAfNAN 1€ SSREN AT PNt aRd decidee Pow@E ¥ dramatica
ction of the story, ogkfi]f%bﬁ%\y%\;?ﬁ?ﬁ'p%‘q‘gt%f(]);t(gg':ekggihéf fﬁ?ﬂdllc‘)cttl'loe%‘ players. T

or. the Bve € n followin
couragegsuspense ang meaningiud g Eqi;awhlfe providing the tools to keey
ard. Lets see, he's got "Ace Flyer x3", and his sparrow is

“Cybernetically enhanced" and has "mounted laser cannons

ipported@iby a lively Jomsd te ndirsussians lorbmdrafhaidgeaucptirmpdated wel

[buying the 3 extra dice costs 3 more Coins] that's 16.

Bob: Sweet, | wondered if that rogue was ever going to show
up. | figured he might if | threw a flying enemy at the heroes,

ttp://universalis.actionroll.com
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@ gane eSS

ting stories
Dave: Don't know, but | think th
e as outrageous%r Hedplyiipaoado tr

 truly is unlimiP@ ermined” Trait, so I'm goi
us up to 17 dice.

, to: Ed: | say we roll, Bob you want

Bob: Lets roll.

ntire worlds
The Target Roll on 17 dice comes

tailed setting% BZBEMG

The Complication Roll on 12 dicq
xciting locati®rfs & 9. 0.

The Target wins with 11 Successg

ompelling Chﬂﬁcg‘?\% the Target 1+2+2

2] Bonus Coins and the Target 12
History and background
We'll end the example here in th

the action scitr{g § tsh(?é[r?éct Eralant e
from Nparissas pistol, all of thg
Jerek, then agreed to take the h
e story forwagght way if they agreed to he
desired concleisitmed in the air wing (you'll
some, as yet still unspecified, cri i T
r own surpridéseariddpléth tMakis riding oo CSAaul,
and Turk and Kevin dangling painfully from Flight's claws

/ structure ar#?fth%Fmﬁfﬁhﬁgﬁnﬁgﬁ% CEAAGTAOdRS Q?Y%y;%?tg/vill have the op

oy and contBE e el S G AR Brer 1o aramatic
ction of the story, of the very world; but so do each of the other players. T
courage suspense and meaningful conflict while providing the tools go keey

ving forward.

ipported by a lively on-line discussion forum and a frequently upded wel
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> a game where players (@)@N@L

ting stories

e as outrageous or deeply moving

( truly is unlingtegrow you have everything
worlds and characters

 to: what kind of story com
of you and your friends. You

ntire worlds Universalis, the more the syste
into the background; and the 1
m in new and unexpected w
rocess of aclimating to these
L. _play, the better it gets. The mo
xciting locat'ﬂ&%mes the game that you ne
overlooked. Many games get o

ompelling charagtaksit they don't like abo
the same sort of action. Unives

History and backifiecdamd it needs to be t
tem out “as is” for a bit, but d¢

the action scBHEnBYFIs¥efecl the need.

for you. Get creative with it's

tailed settin

e story forward What will happen to the hg

desired conclusiogPle to help in the defens
story end? We don't know

. n_part. af Unive
T OWn SUTpses &7 ‘ég’gl{ﬁi; sFt;wrlyE;[ssgoing until it gets there. You could play

ut the end of the Meadow gang if you wanted to. Better

/ structure and roﬁ&sm«; oWRSHERRI, BGb L VETY sy gsuwithflave the op
ory and contributenieies daraeiisraingling yolomidtavavdimaneedr to dramatica

ction of the stqgy of the el Ay dRBal of the other players. T
courage SuspRpse ARl RsAIETIWbEeaH Gt nerhilguBr avigling the tools to keey

O Add-ons...pre-designed Rules Gimmicks that can be incor-
1yP ORI BOP YO BABE and a frequently updated wet
. air}ks to the Un veﬁsahs Forum on Tl%e Fo YJhEl’ ¥
ies created from actual play and a number of player uggested v
can have your game questions answered
O Essays and game guides on how to get the most out of
your Universalis sessions

http://universalis.actionroll.com
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e also want to see transcripts off

> a game %‘ﬁ%%ﬁyﬂ SIERRREA 16 HRion
ting stori@s like them, we'll put them up on

use them as a source of inspiration
e as outrageous or deeply moving

 truly is unlikiippg Gaming,
Ralph & Mike
, to:

ntire worlds

tailed settings

xciting locations
ompelling characters
History and background
tile action scene by scene

e story forward
desired conclusion

r own surprises and plot twists

/ structure and robust mechanics ensures that every player will have the op
ory and contribute to a dramatic ending. You have the power to dramatica
ction of the story, of the very world; but so do each of the other players. T
courage suspense and meaningful conflict while providing the tools go keey
ving forward.

ipported by a lively on-line discussion forum and a frequently upd{fd wel
les of stories created from actual play and a number of player suggii§ted ru

(9)
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> a game where players coo@rws

ting stories

e as outrageous or deeply moving

 truly is unlipaifiedA central reserve of Coins

new Coins are drawn from.
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Order of Play

PREPARATION

Decide the number of coins each player starts with and the
Refreshment rate for each scene. (The default is 25 coins
per player and 5 coins Refreshment.)

By any means the group prefers, choose someone to
begin. The first player then pays 1 coin to propose a Game
Tenet or passes to the player on his left. When all players
have passed, begin the Bid for the first Scene.

PLAY

Play proceeds in Scenes. At the beginning of play, and
after a Scene ends, players Bid for the Next Scene. The
winner Frames the Scene, and play proceeds to his left.

Bid for Next Scene

Players secretly bid coins. Bids are revealed
simultaneously. Losing bids are retracted. Ties go to the
player closest to the last Scene Framer’s left. The winner
is the Framing Player.

The coins bid by the Framing Player are set on the table;
he may use these, in addition to his own, during the scene.
Any bid coins not used when the scene ends are lost.

Framing a Scene

The Framing Player establishes (and pays for) the
Location, the Time, and any Components present. He
Controls any Components he introduces. Framing ends
when the player narrates the first Event. The Framing
Player may not be Interrupted until then. His turn then
proceeds as normal.

Rounds of Play

On his turn, a player narrates his additions to the story, and
pays for any changes. He Controls the Components he
brings into the scene. If he tries to change a Component
he does not Control, he starts a Complication.

Other players may Challenge, Create an Obstacle, Take
Over, Interrupt, Call for a Fine, or speak Dialog for
Components they currently Control.

A player may end his turn at any time, but must end it when
Interrupted or when he has no coins to spend. If not
Interrupted, play passes to his left.

Ending a Scene

Only the Framing Player may end a Scene and only on his
turn. Ending a Scene normally costs nothing, but does
allow other players to continue or flash back to that scene.
Fade to Black costs 1 coin and prevents anyone from
returning to the scene.

When a Scene ends, all players claim Refreshment coins,
and then start the bid for next scene.

Spot Rules

Challenges

A player may challenge at any time. Play pauses
for negotiation and bidding. If no agreement is
reached, bidding starts with the challenger and
goes to his left, except for the challenged player,
who bids last. The challenge ends if the challenger
does not put up at least 1 Coin in his first bid.
Other players may pass or bid as they wish.

Players place their bids in support of the challenger
or the challenged. (Or they may suggest an
alternative, which may also be supported with
bids.) The solution with the most number of coins
wins, and may not be challenged again.

All bids are public. All coins bid are paid to the
bank. A player who passes is not barred from
bidding later. Bidding continues until all players
pass.

Fines

Anyone may call for a fine. Play pauses while the
accuser and defendant make their cases. Then all
players vote. The majority wins. The loser must
pay to the bank a number of coins equal to the
number of votes against him.

Importance

The total of all Coins spent to create a Component
and any Sub Components. The value of a Master
Component is not included in the Importance of a
Sub Component.

Injury, Death, and Elimination

Injury may be added as a Trait. This increases the
component’s Importance. Alternately, you may just
remove Traits. A component with no Traits may be
removed from play for 1 Coin. A Master
Component may not be eliminated until all Sub
Components are eliminated.

Master Components

A Master Component defines a template for Sub
Components. Traits bought for the Master
Component may be used by each Sub Component
in a Complication. The Sub Component’s
Importance is based only on their own Traits, not
the Master’s.

Copyright 2001 by Ralph Mazza
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Actions you can do any time
e Interrupt and begin your own turn. 1 Coin.

e Turn an Event into an Obstacle, starting a Complication. 1 Coin
per die.

e Take Over a Component (as long as it is not part of a
Complication). You now Control it. 1 Coin.

e Challenge. Bid Coins if necessary.
e Call for a Fine. No cost.
e Speak Dialog for a character you Control. No cost.

Actions you can do ONLY on your turn

1) Scene Framer Only (Chapter 5)
o Establish scene’s location. 1 Coin
e Place a scene in the present. No Cost.
Place a scene in the past. 1 Coin.
Place a scene in the future. Pay 1 Coin to each player.
End the scene. No cost.
Fade to Black. 1 Coin.

2) Narration Activity (Chapter 4)
e Change scene to a new or existing location for 1 Coin
Introduce an existing Component into the scene for 1 Coin.
Exit a Component from a scene for 1 Coin.
Describe an Event for 1 Coin.
Start a Mini-Scene, which ends when your turn is over. No cost.

3) World Building Activity (Chapter 5)

Create new Component & Introduce it (or not). 1 Coin.
Add, Remove, or Restore a Trait for 1 Coin per Trait.
Reduce or Restore Importance for 1 Coin per Level.
Create a Master Component. 1 Coin.

Link a Component to a Master Component (creating a Sub
Component). 1 Coin.

4) Game Tenet Activity (Chapter 2)
e Propose or modify a Social Contract issue for 1 Coin
¢ Propose or modify a Story Element for 1 Coin
e Propose or modify Rules Gimmick for 1 Coin.

5) Complication Activity (Chapter 6)
o Originate a Complication with Components you do not Control
e Draw on a Trait to add dice to a Complication Dice Pool

e Buy Dice (and justify the purchase) for a Complication Dice Pool.

1 Coin per die.
¢ Roll the dice, determine winner and spend or keep Bonus Coins

Control

A player controls any Component he
brings into a scene. During the scene,
other players may Take Over control of
any Component., as long as it isn’t
involved in a Complication. When the
scene is over, all control is lost.

COMPLICATIONS

A Complication begins when the acting
player wants to change Components he
does not Control, OR when another
player buys dice to create an Obstacle.

1) Start Dice Pools for the
Complication and each player who
controls a Component involved.

2) Regular play continues. However,
narration should focus on the
Complication. On their turn, a player
may add dice to (or subtract dice from)
the pool(s) of their choice by drawing on
traits or buying dice. He may also Call
for a Resolution. If all players agree,
the dice pools are rolled.

1 Trait or 1 Coin = 1d10.

3) Roll the dice. Arollof 1-5is a
Success. Compare the total successes
in the Complication Pool to the total of
successes in all opposing pools. The
side with the most successes wins.

Ties: Sum of the numbers on each
side’s Success dice. The higher side
gets an Edge dice. (If more than one
player is involved, then the Edge die
goes to the highest single total or the
player closet to the acting players left.)
Reroll and repeat as necessary, adding
more Edge dice.

4) Get coins. Winner gets coins equal
to the sum of the numbers on his
Success dice. Losers gain 1 coin per
die rolled.

5) Winner uses Coins to narrate
Events and add, remove, or restore
Traits as desired. He may also buy
down the coins other players got in the
Complication.

6) Losing players narrate, in order
from most to least coins received,
limited by what has already been
narrated.

Coins not spent may be kept.

Copyright 2001 by Ralph Mazza Permission is granted to photocopy this page for personal use.




Add-ons

Rules Gimmicks are changes and addition to the game rules that are invented on the fly as
needed and added to your game for 1 Coin.

Add-ons are Rules Gimmicks that have been written down and standardized so that they can be
reintroduced into future games without needing to be completely reinvented.

Some of these are just minor rules tweaks. Some will cover special situations that may arise in
the game better than the core rules cover them. Some completely alter the way the game is
played.

If you've created interesting Rule Gimmicks in your game, let us know, we'd love to see them.

Game Preparation Add-ons (Chapter Two)
First Scene Coin Refreshment (Roy Penrod)
Setting Creation Phase (Mike Holmes)
Serial Play (Roy Penrod)

Meta Game Jobs (Mike Holmes) 106/02

Game Play Add-ons (Chapter Three)

+ Open Scene Framing (Ralph Mazza) 10602
Judgment, Challenge Variant (Kirt Dankmyer) 73103
Alternate Reality Variant (Kirt Dankmyer) 73103
Friendly Control (Kirt Dankmyer) 73103

Comoonent Creation Add-ons (Chapter Four)
Greater Control (Bob McNamee)
Royalty (Ralph Mazza)
Player Character (Mike Holmes)
PC Endowment (Mike Holmes
PC Plot Protection (Mike Holmes)

PC Descriptive Paragraph (Ralph Mazza)

PC Story Driver (Ralph Mazza)
Durable Components (Bob McNamee) 102702

Enigma Traits (Christopher Chinn) 102702
Public Domain Trait (Kirt Dankmyer) 73103

Scene Narration Add-ons (Chapter Five)
Plot Pools (Mike Holmes)

Mechanically Enforced Pacing (Ralph Mazza)

ComDhcatlon Add-ons (Chapter Six)
Add Dice Only (Roy Penrod)
Multiple Target Pools (Ralph Mazza)
Nested Complications (Ralph Mazza)
Using d6s instead of d10s (Jonathan Nichol) 12103
Extended Complications (Chris ) @& 72704

Inter-Session Add-ons
Players Present Limit (Mike Holmes) 106102
Revisit Game Tenets (Mike Holmes) 106102
Introduce New Players (Mike Holmes) 106/02
Coin Option Gimmicks (Mike Holmes) 106/02
Create Components Between Sessions (Mike Holmes) 10602




Game Preparation Add-ons

Some optional rules that change the way the Game Preparation Phase is handled.

Additional Coin Refreshment Before First Scene
Submitted by Roy Penrod

Coins refresh to 25 before the first scene is bid on (applies to the first session only).

NOTES
I use this Rules Gimmick to encourage players to really detail the setting and characters before we start playing.

With this Rules Gimmick, players are encouraged to get involved in the world building phase because they each have 25 Coins that
can't be saved for later use.

----1 really like this one and intend to use it for my own games, Ralph.

Setting Creation Phase
Submitted by Mike Holmes

After the normal Game Preparation Phase, but before the first scene is framed, insert a new special Setting Creation
Phase. Give each player a separate pool of 25 Coins (or more if you like) just for this phase. During this phase only setting
information can be generated. This includes, but is not limited to, declaring Tenets that relate to the setting, Creating
Components that exist within the setting, and establishing a variety of Facts related to historical events. Anything is
possible really, as long as the player can rationalize it as setting development (and the other players do not challenge). The
phase will continue until all players have either spent all of their Coins, or until all players pass (or the phase can be
extended at that point with a new gimmick). At which point any unspent coins are returned to the Bank.

NOTES
Use this Add-on for a game that emphasizes a more developed setting before play begins. This is a more involved version
of Roy's Coin refreshing Add-on above.

OPTIONS
One can also insert separate special phases to address characters, or to develop a detailed situation or premise. Whatever
you think needs more attention.

Serial Game Structure
Submitted by Roy Penrod

Declare that a game is to be part of an ongoing series of sessions. Players are required to leave at least one plot thread
dangling to be picked up at the start of the next session.

NOTES
| use this Rules Gimmick to add a serial structure to a campaign game of Universalis. It's really just a reminder to make
sure we leave a plot thread dangling so we have something to look forward to next session.

Metagame Jobs
Submitted by Mike Holmes

These Gimmicks can be established at any time, but are least disruptive to institute during the Game Preparation phase.
Essentially, a player may be designated with a title and certain responsibilities for which he receives some scheduled
remuneration in Coins.

The game pays the player Coins from the Bank to perform certain duties. The payment can be received on a per scene
basis; or, for multi-session games, at the beginning or end of each session. It can be on a "per item produced" basis, or
any other schedule of payment. The amount and timing should be well designated as well as the nature of the duties.
Gimmicks can also be instituted, of course, to terminate any such contract between a player and the game.

Some sample jobs:

- Record keeper - Potentially onerous depending on the speed of play, this player is responsible for taking notes on
the game. He records all Components created, all their Traits, and all Facts, and organizes their presentation so
that he can recount details when necessary. Having one player do all this (as opposed to each player making his
own notes) makes recalling records easier, and frees the other players from note taking leaving them less
distracted.

- Librarian - often the same player as the record keeper if there is one, this player is responsible for keeping all notes
between sessions of play. If there is no sole record keeper, he collects the notes from each player. The downside
to the librarian is that he must be present at every session, or have his archive accessible for play. Else play is very
difficult.

- lllustrator - players can sell articles of art created during the game or between sessions to the game on a
"freelance" basis. Truly gifted artists might be able to do a running account in which case they could be paid per
scene, theoretically.

- Journal Writer - between sessions a player can write the reflections of a character into a fictional journal entry.
These can be submitted like art for payment.

- Disc Jockey - a player can be paid to act as DJ for a session, ensuring that a constant supply of appropriate music
(or sound effects) is provided. Discuss well with the group what music is appropriate before hiring a DJ, and
promptly fire a DJ that gets out of hand.

« Host - consider paying the host of the session a fee to account for the problems associated with having the players
over.

- Caterer - similar to the host, payment can be assigned for food brought to share.
- Prop Master - players can be paid for creation of interesting and evocative props.



Game Play Add-ons

Some optional rules that change Turn Order or Game Flow.

Open Scene Framing
Submitted by Ralph Mazza

In the Core rules there is only 1 active scene at a time. Other scenes may remain unresolved and waiting for completion,
but before players can return to them, the current scene must be formally declared ended by the Framing Player and a new
scene started which returns to that previous one. In between, players Bid for Scene to determine who has the privilege of
Framing that new scene. Mini scenes allow for small, short, scenes to be inserted into the main scene. This add-on allows
several full scenes to be going on simultaneously.

The Bidding for scene procedure was written to keep the flow of the game very structured and progressing in a clearly
delineated way. This is especially valuable for introducing new players to the concepts of total player control. The Open
Scene Framing Add-on is an advanced technique that does away with all of the above mentioned structure.

When using this Add-on there is no Bidding for Scene Framing. Two new options are added to the player’s turn. "Frame
New Scene" and "Switch Between Scenes" either of which costs 1 Coin.

To Frame a New Scene a player on his own turn pays the 1 Coin and then proceeds to frame the scene exactly as
described in Chapter Five. After he Establishes a Location, Sets the Time, and Introduces Components, he continues with
his turn normally.

At any time a player can on his turn pay 1 Coin to switch from the current scene to another of the currently active scenes to
continue the action there where it was left off. He, or some other player who Interrupts him, can then pay a Coin to switch
back again. The Framing Player for a given scene can at any time on his turn close the scene by paying the 1 Coin to Fade
to Black. Once closed the scene can no longer be switched to.

This technique is fairly advanced and demands good organization to keep all of the separate scenes straight. It is not
recommended that more than 2 or 3 Scenes be active at any one time.

It is also possible (and in some cases encouraged) to use this Add-on like a Rules Gimmick. In other words use the Core
rules for Bidding for Scene as the standard in the game. Then, only on the occasion where rapid fire switching between
scenes becomes desirable, propose this rule be adopted. When that sequence of scenes is over, revert back to the
standard rules.

Judgment, Challenge Variant
Submitted by Kirt Dankmyer

This Add-on replaces the normal Challenge Variant. It offers the opportunity to bring a more GM like influence to the game.

If players disagree about the legality of a move or the interpretation or application of a Gimmick or Fact, then the player who
spent Coins before the current player's turn is to is to be the Judge and decide the question. Disagreement for the
purposes of this rule may be created by the insistence of any player. This process is called invoking Judgment.

When Judgment has been invoked, no one may Interrupt or pass the turn without the consent of a majority of the other
players.

The Judge's Judgment may be overruled only by a unanimous vote of the other players taken before the next Coin is spent.
If a Judge's Judgment is overruled, then a player chosen at random from those remaining (i.e. not the one of the previous
Judges or the player on whom Judgment had been called) becomes the new Judge for the question, and so on. If all
Judges are overruled, well, then, the player on whom Judgment was called can continue without further Judgments
regarding that action.

New Judges are not bound by the decisions of old Judges. New Judges may, however, settle only those questions on
which the players currently disagree and that effect the completion of the turn in which Judgment was invoked. All decisions
by Judges shall be in accordance with all the Facts and Gimmicks then in effect; but when Tenets and Facts are silent,
inconsistent, or unclear on the point at issue, then the Judge shall consider game-custom and the spirit of the story before
applying other standards.

Alternate Reality Variant
Submitted by Kirt Dankmyer

This variant requires very careful record keeping with regards to scenes. Scenes should be arranged on a chronological
number line.

At the end of any scene, you can split off a "mirror scene". This puts a fork in the number line immediately prior to the just
finished scene and adds the mirror scene. This mirror scene starts the same way (time, location, and introduced
Components) with no additional framing cost. At that point the group plays the same scene again, likely with different
events and outcomes.

There are now two alternate realities. The first where the events proceeded according to the original scene, and the
second where the events proceeded according to the mirror scene. There can be many branches formed in this way. The
same scene can be mirrored multiple times and each branch may then branch out itself. Only the very first scene of the
game, the starting point, cannot be forked.

The cost for creating a mirror scene in this way is 1 Coin per fork (including the newly created one) between the mirror
scene and the original first scene of the game.

Each Branch needs to be labeled and each Component must be identified with the branch it belongs to. A component is
part of each successive branch after it is Created, but if it is altered subsequently, it is only altered for that current branch
(and subsequent ones) and so a duplicate Component must be made specific to that branch. Whoever splits off a new
branch, should be appointed record keeper for that branch.

Friendly Control
Submitted by Kirt Dankmyer

Whoever Controls a component can cede Control at any time
to another player, at no cost to anyone

Variant: Anyone can take Control of any Component on their turn for no cost. The current owner can Challenge this with
the weight of Fact behind him to prevent it.



Component Creation Add-ons

Some optional rules that change the way the Components Get Created, including three variants on the oft requested "PC
Add-on".

Greater Control Over Created Components
Submitted by Bob McNamee

Add a Trait to any Component you Created called "Controlled by player name " (as in "Controlled by Bob"). This doesn't prevent
other players from Controlling Component's that you've Created but it is a Fact that gives your Coins double value to Challenge for
Control.

---I call this the PC-lite rule. It is by far the simplest means of gaining a degree of traditional Player Character like authority over a
particular character in the game.

---Note the possibility for a "hostile takeover" as other players attempt to remove and replace a "Control” Trait and this attempt is
Challenged.

OPTIONS
Allow this Add-on to apply only to characters not other types of Components. Allow each player to buy this Trait only once, limiting
each player to a single controlled character. Allow this Trait to be applied to a Component even if the purchasing player didn't Create

it. Disallow "hostile takeovers" by ruling that Control Traits can never be eliminated or altered.

Public Domain Trait
Submitted by Kirt Dankmyer

This add-on is something of the reverse of the Greater Control add-on above. Instead of adding a "Control Trait" that makes it harder
for others to take Control of a Component, the player adds a "Public Domain" Trait to the Component.

This Component can now be Taken Over for free, without spending a coin to do so. The Take Over can be Challenged as usual.

---This gimmick would be useful in a variety of situations such as: Large complex locations like a castle or city that every player
wants to be able to add Traits to at any time without having to spend a Coin to Take Control each time, reoccuring villains so that any

player can initiate a Complication using that villain without needing to pay to control him.
---See also the Friendly Control Add-on for a similar way of handling this.

Royalty Add-on
Submitted by Ralph Mazza

Must first be playing with Bob's Control Add-on above. This Add-on allows players to take Control of a Controlled Component
without fear of Challenge if they first play an additional 1 Coin from Wealth, directly to the player named in the Trait.

---Royallties were actually a concept from way in the early days of Universalis, whose intention was to motivate players to Create
interesting Component, by paying them if they were something other players would want to use. This motivation proved completely
unnecessary and so the rule was scrapped,; but it fit so nicely with Bob's clever Control rule above that I resurrected the concept just
for it.

Player Character Add-on
Submitted by Mike Holmes

A player can, once during the game (across all sessions), spend 5 Coins, and permanently Take Over a single character.
This character becomes the Player's Character (PC). Add a Trait to the character of "_Player Name's_ Character” (as in

"Mike's Character".

The PC can only thereafter be Controlled by that player. Further Take Overs of that character are not allowed. The PC can
not be altered in any way (such as buying Traits for the character) by any player other than the owner, except through the
use of Coins received from a Complication in which the PC was a participant.

This includes being Introduced into scenes. The PC can only be Introduced to a scene with the agreement of the owning
player (who still retains Control despite not having Introduced the character). If a player wants to Introduce a PC against its
owner's will, he can frame a Mini-Scene in which the PC is involved in a relevant Complication and use Coins won in the
Complication to Introduce the PC into the main scene.

The owning player is also solely responsible for all of the character's dialog.

---This Add-on can really alter the game in subtle, but powerful ways. Shifting the player's emphasis from the story as a
whole to a specific character, can lead to player myopia and disinterest in parts of the story not involving the PC. Itis
suggested that not all player utilize this option at the same time. It is perhaps best used to give the hero of the story to a
particular player as a PC, and perhaps the major villain of the story to another player as a PC, but for the rest of the players

to remain unattached to specific characters.

---See also the Judgment Challenge Variant Add-on for a way to bring a more GM like influence to the game. Ralph

The PC Endowment Pool
Submitted by Mike Holmes

When a player adopts a PC he gets an Endowment of 25 Coins, which are kept in a separate pool. These Endowment
Coins can only be used to give Traits to the PC, or to add to Complication Pools in the case of Complications in which the
PC is involved. These Coins are never Refreshed. When they are spent they are gone.

OPTION
Set the number of Endowment Coins at a different amount based on the character's importance to the story and the level of
realism in the game.

PC Plot Protection
Submitted by Mike Holmes

With this option it takes double the normal number of Coins to eliminate a PC by reducing Importance.

---This rule has the interesting effect of causing players who are determined to eliminate a protected character to
concentrate first on removing the character's Traits, thereby lowering the PC's Importance before having to pay to reduce
it. 1 recommend considering this sort of protection for major villains or other important Component as well. Ralph

OPTIONS

Allow this Add-on to be purchased individually for any important Component, not just PCs (even in a game that isn't using
the PC Add-on). Alternatively players can make it illegal for any player except the owner to reduce a PC’s Importance.
Thus only the owner can decide if and when it's time for the PC to be eliminated.

PC Descriptive Paragraph Add-on
Submitted by Ralph Mazza

This is a special method of generating Player Characters which should be used in conjunction with the Endowment Add-on
above. Players must write a paragraph (or several) describing who their character is and what he’s like. Game balance
issues are not important here (they will come into play below) but players should strive to keep their description limited to
100 to 200 words. This will help ensure that the description is tightly worded, and focused on the most essential aspects of
the character. Sentences that are merely lists of things the character can do are to be discouraged.

Key elements of a paragraph would be cultural and social background, occupation, personality, important possessions,
friends or contacts, hobbies or things the character does exceptionally well. Take this paragraph and use it as a source to
draw the character's Traits from. Pay for those Traits (or at least as many as possible) out of the character's Endowment.

---This Add-on is inspired by several RPGs such as Hero Wars which use just such a descriptive paragraph to create their
characters. Ralph.

PC Story Drivers
Submitted by Ralph Mazza

This Add-on should be used in conjunction with the Endowment Add-on above.

The Story Driver is some compelling feature about the character’s personality or motivations that serves to provide interest.
The Story Driver is the reason why the character is part of the story being told. It is the reason the character is a protagonist
of the story and is the motivation that drives the character through the story. If the character does not have a Story Driver it
probably isn’t compelling enough to be a player character and is best left as an NPC.

The Story Driver is that facet of a character that makes him of interest to the audience. It may be tied to the character’s role
but this is not necessary. It answers the questions: "Why should we care what happens to this character?", "What makes
this character suitable as a protagonist?”, "What keeps the character moving forward through the story?", and "Why is this
character worth telling a story about in the first place?" It may be a quest to complete, a vendetta to pursue, a mystery to
solve, a promise to keep, or a destiny to fulfill. It may also simply be an interesting situation that the character is in that
requires immediate action to respond to. For supporting characters, it may be largely tangential to the main story line
(which should be concerned with the Story Driver of the protagonist) but it should provide the opportunity for subplots, and
exciting narrative in its own right.

The Story Driver should not just be a static tag line. It should be an ongoing theme in the character’s life which become
more developed as the story progresses both from the character’s perspective and the audience’s. The player should make
an effort to work elements of the Story Driver into his narrative where appropriate and keep in the back of his mind the
potential for its ultimate resolution or fulfillment, if such is possible.

The Story Driver for a player character can be altered and changed during play as the character evolves and the details of
the surrounding world and events get filled in. In this way a character whose Story Driver includes following in the footsteps
of his dead and heroic father, can, later in the story, latch on to the idea of making the main villain of the story his father,
who is not dead after all.

The elements that make up a Story Driver write-up are not considered Facts for game purposes. They are merely the
perceptions of the character whose actual veracity may vary. Elements of the Driver that the player wishes to be irrefutable
can be purchased as Facts normally.

Whenever the player manages to focus attention on his Story Driver he can earn Coins from the Bank. For each scene in
the game that addresses some aspect of the character's story driver, the owning player may draw 1 Coin from the Bank
and add it to the character's Endowment Pool.

Whenever the player manages to actually resolve his Story Driver (if such is possible) the owning player may draw a
number of Coins from the Bank equal to the total number of game sessions that character has participated in with that
Story Driver in place and add them to the character's Endowment Pool.

---This Add-on is inspired by features found in many games, such as Sorcerer's Kickers. Ralph

Durable Components
Submitted by Bob McNamee

This is an add-on designed to make it more difficult to remove Traits or Eliminate Components from play.

When Components are Created, they can be designated as "Durable". This is a special Trait that costs 5 Coins and cannot
be Removed from the Component. For the rest of the game it takes 2 Coins instead of 1 to Remove a Trait of that
Component or reduce the Component's Importance. This will make killing Characters, destroying Locations, etc much
harder. It will tend to skew things toward making existing things gain Importance, since it is cheaper to add a Fact to
something than to destroy a Fact from it.

A combat example...

Bob's has character A attack B. Character B is Durable. After resolving the Complication. A side wins with 10 coins, B side
gets 3. B is an Importance 6 character. With this Add-on, instead of reducing Importance to 0 and describing the 6 "coin
moves" and keeping 4 Coins- killing B like the normal rules, Bob can't kill B (he would need 12 coins to reduce the
importance), so he adds 6 Coins worth of Facts (like...Flesh wounds x2, Weak with Blood Loss x2, Broken Nose, No match
for Character A) and keeps 4 Coins. These added traits will have the effect of acting against B in other Complications, but
they also increase the Importance of character B to 12. These "negative" Facts are also difficult to remove from B. (and
perhaps Bob will destroy one or two trait Facts and add a couple wounding traits etc instead of using them all one way)

If you want to make sure that the groups creative work hangs around longer, this might be a good Add-on for you.

---Mike and Bob worked on this Add-on on our Discussion Forum. | added a couple small tweaks to it before posting it
here. Ralph

Enigma Traits
Submitted by Christopher Chinn

This rule allows players to conceal the hidden facts about a character or other Component. You can buy Traits for
Components that are not known to the other players, although they do have to be written down, and cannot be used for
Complications or Challenges until revealed.

You have to pay 2 Coins for an Enigma Trait (essentially 1 Coin for the Trait and 1 for the privilege of keeping it secret).
The Trait is written down and not revealed to the other players. At any point the player desires he can reveal the Trait and
bring it to bear in a Complication or Challenge or simply refer to it in narrative.

The purpose of an Enigma Trait is to allow a player to secure "first dibs" on an idea but yet still keep it secret to "spring" on
the other players at a dramatic moment. Players can always add "surprise" or "plot twist" Traits to Components via the
normal rules. But by waiting for the right moment to purchase those Traits other Facts may be purchased by other players
in the mean time that invalidate the player's plans.

For instance. Dave might really want to add a Trait to Elton Frakes that he is, in fact, a werewolf. He decides to wait to a
suitable moment to buy the Trait and reveal Elton's secret. Before he gets the chance, Ed buys "Immune to Lycanthrope”
as a Trait for Elton. Now Dave could Challenge this, but in addition to the expense it may make his announcement anti-
climactic. Using the Enigma Trait rule Dave buys the Werewolf Trait for Elton but records it in secret. Now if Ed tries to
render Elton "Immune" he will be too late. Dave can now challenge Ed with the weight of the newly revealed Enigma Trait
serving as Fact.

These traits work well for mystery stories, noir stories, heroes with undiscovered powers, and soap operas. Memento
comes to mind as a movie that would incorporate this very well.

---This Add-on was first proposed in our Discussion Forum. | tweaked it a bit before posting it here. Ralph

Making Protagonists Special

These Add-ons suggest a few ways to mechanically make the main characters of your story more involved and influential
than the supporting cast.



Complication Add-ons

Some optional rules that change the way the Complications are handled.

Dice Can Only be Added to Dice Pools
Submitted by Roy Penrod

The core rules allow dice to be added or subtracted from dice pools. This rule prevents dice from being subtracted from a pool. Any
event that would logically be justified as subtracting dice from a pool is instead added to an opposing pool..

NOTES
I use this Rules Gimmick to make sure we never end up with an empty dice pool (no dice to roll).

For example: A named character only has 1 die to contribute to a Complication (e.g. his name). He does, however, have a Trait that can
be used against him (e.g. Cowardice). Using the standard rules, the character would end up with an empty dice pool. Using this Rules
Gimmick, the character still contributes 1 die to his dice pool while the opposing dice pool is also given 1 die for the character's
negative Trait.

Multiple Targets in Complications
Submitted by Ralph Mazza

These Add-ons illustrate several different variations on the standard Dice Pool for Complications which players may find
more accurately reflect a given situation.

Nested Complications
Submitted by Ralph Mazza

A nested Complication is nothing more than a new Complication that is Originated before an existing Complication has
been completely resolved. This sort of Complication can either be internal to the current Complication or external to it.

An internal Nested Complication is one where the source of the new Complication was generated within the current
Complication. For an example inspired by Ron Edward's Sorcerer, imagine a Complication which involves a party of
sorcerers fighting an enemy deep in an underground stronghold. One of the players seeks to draw upon Traits from a
powerful demon that a character is bound to. This demon has not had its Needs met in a while and so is likely to resist its
master's commands. Another player begins a new Complication pitting the character against his demon in a battle of will to
see if the demon will obey or not.

An external Nested Complication is one where the two Complications are entirely separate and running parallel to each
other, but where the outcome of one Complication can influence the outcome of the other. The classic example of this is
where one group of characters is responsible for establishing a "diversion" while another group proceeds with the mission.
These Complications could be going on separately within the same scene or actually simultaneously in two different
scenes.

Both types of Nested Complications are handled the same way. One of the Complications must be resolved first and has
the capability to impact the Dice Pools of the other. In the case of multiple Nested Complications going on simultaneously,
they all might impact the same primary Complication, or they may all impact the next Complication up daisy-chain style. A
word of caution: multiple Nested Complications are an advanced technique that, while they can be extraordinary fun,
requires lots of dice, lots of table space, and careful organization. Which Complication is resolved first is up to the player
Originating the new Complication. Almost always it will be the new Complication being resolved first.

Each Nested Complication will have its own set of Dice Pools, and are separate Complications for purposes of Drawing
upon Traits. Resolving the Nested Complication is handled just as any other. Common uses of the bonus Coins generated
by a Nested Complication include: purchasing a new Trait attached to the scene which can then be Drawn upon to provide
dice to another Complication; describing Events and Facts related to the Nested Complication that can be used to provide
justification for Drawing upon Traits in another Complication that otherwise couldn't be used; to Introduce or Create new
Components that can be used in another Complication; or to damage or even eliminate Components that could be useful
to another Complication before they're Drawn on.

Using d6s Instead of d10s
submitted by Jonathan Nichol & Wilhelm Fitzpatrick

When resolving Complications one normally rolls d10s with 1-5 being successes and the sum of the numbers rolled being
the bonus Coins received. In a thread in our discussion forum, Jonathan and Wilhelm described using d6s instead.

Simply treat odd results as successes (which maintains the same 50% chance of success) and add the numbers normally.
In this case the numbers 1, 3, and 5 have the exact same average sum as the numbers 1, 2, 3, 4, and 5 when using d10s.

As Wilhelm said, "the simple elegance of that approach is astounding"”; which leaves me a little embarrassed that | hadn't
seen that myself. --- Ralph

Extended Complications
submitted by Chris

After dice pools are assembled for a Complication but before the dice are rolled, a player can make the complication
"extended." This means that rather than resolving the complication with one roll of the dice, the dice pools are divided
and each is rolled separately.

The person who pays to extend the complication gets to decide how many sub-pools the complication will be divided into.
The dice in each side's pool are then divided as evenly as possible into that number of sub-pools.

The smallest sub-pools on either side are rolled first. Edge dice are accumulated in the sub-pool that rolled them. The
winner narrates the victory as usual. Then proceed to roll and narrate each of the other sub-pool pairs in the same way.

The purpose of this Gimmick is take a complication and convert it into a number of separate stages allowing the full
complication to be narrated back and forth in multiple steps rather than resolved all at once. This is especially useful for
climactic battle scenes with arch villains and other similar scenes where players might want the action to trade back and
forth.



Narration Add-ons

Some optional rules that change how players can narrate the story.

Plot Pools
Submitted by Mike Holmes

If you have a particular idea for a subplot or even main plot that you want to ensure has a life of it's own, give it a Plot Pool. Depending on how
important the plot, give it between ten and fifty Coins from the Bank. Any player may, on their turn, spend up to two of these Coins per scene so long
as their spent in a way that relates to developing the action or backstory of the plot with which they are associated.

OPTION
Adjust the rate of spending, increasing the number of Coins per scene to bring a Plot to the forefront, or reducing the rate to draw its conclusion out.

Mechanically Enforced Story Pacing
Submitted by Ralph Mazza



Intersession Add-ons

For games of Universalis that are intended to go for more than a single session, players may want to set up a

set of Tenets for continuing play. Below are a set of standard Tenets that can be adopted by the group via social

contract before play, or paid for with a single Coin after play has begun. They are very standard and intuitive,
and most people playing adopt something very similar even if the specifics are unspoken.

Standard Intersession Rules

The first scene framed in the subsequent session is considered concurrent with, or immediately following the end of the last
scene of the previous session, unless Coins are spent to set the time differently..
Scenes that are open at the end of the last session are still considered open, and can be continued as normal.

All players begin the next session with the same number of Coins that they had at the end of the previous session. at the end of

the last session.
At this point play continues as if there had been no interruption

Players Present Limit
Submitted by Mike Holmes

Subsequent sessions can only be played if all players from the first session are present, and wish to play.

Revisit Game Tenets
Submitted by Mike Holmes

At the start of the subsequent session, a new Game Preparation phase occurs wherein players can discuss and modify
current Tenets. When this is finished begin with a new scene. This gimmick is intended to address any concerns players
may have over the direction the story is going, and to make sure everyone is on the same page to start the new session
(players satisfied with the current direction of play may just pass in this phase in order to get directly to the first scene).

Introduce New Players
Submitted by Mike Holmes

Each new player is introduced to the game by a special Rules Gimmick so that the other players can object to the new
player's presence if they so wish. Alternatively, one can have an "open-door" policy, and allow any player to add any other
new players that they like.

If new players are allowed, the number of players who are involved in the story can be capped, as can the total allowed to
play in a single session. If the latter is selected, and too many players present themselves for play, players should bid Coins
in round robin fashion for the right to play. Those who bid lowest cannot play in that session.

If persons who were not players in a prior session are allowed to become players, then a rule for how many Coins they start
with needs to be adopted. Often a group will endow new players with whatever the standard starting Wealth is for that play
group. Other options include starting them with the same number of Coins as the player with the most or least Coins; or an
average. Any number that seems sensible can be selected. Such a Coin level Gimmick can be declared to be a one-time
thing, or a policy for all new players.

(One can also see here the possibility of using similar player-adding gimmicks to allow new players mid session. The
author highly recommends this.)

Coin Option Gimmicks
Submitted by Mike Holmes

Some players may wish to allow for the level of Coins to be adjusted between sessions. This can take many forms:
For example, the end of a session can be treated like the end of a scene, and additional refreshment can occur.

Or, normalization of Coin totals for each player can occur, perhaps resetting the number of Coins to a certain level (perhaps
the starting level) at the beginning of each session.. This latter option will have the result of having players spend all their
Coins during the course of a session as the "Use 'em or lose 'em" mentality sinks in.

As always, any adjustment of Coin availability will affect the pacing of the game; potentially dramatically. Players can
conceive of other methods of moderating the number of Coins available, and should consider the potential effects before
putting them into play (or allowing them into play unchallenged).

Create Components Between Sessions
Submitted by Mike Holmes

Gimmicks can be established to allow players to flex their creative muscles between sessions.

Allow for a limited amount of Coins to be spent between sessions on creating things. Potentially players may be given a
pool of Coins for just such a purpose that are used or lost between sessions. The results of such creativity can be
presented at the time of the Game Preparation phase at the start of the following session, each player presenting one
Component on his turn, at which time they can be challenged.
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Intent and Departure from Tradition

Universalis is not the first game to push the envelope of what role-playing games are. In fact, elements of the
Universalis can be seen in games like Story Engine, Once Upon a Time and Baron Munchausen. Even so, it is
quite different from any of those and vastly different from any traditional RPG. Many aspects of Universalis are
so different that it has led some to question whether it is even a role-playing game at all. We think there is great
opportunity for role-playing within Universalis, but it all depends on how you use it. More than anything,
Universalis is a tool kit for the creation of stories. With it, you can create entire worlds and civilizations to
whatever level of detail you desire. You can populate those worlds with a cast of characters limited only by your
imagination and the needs of the story; and you can concentrate on defining only those aspects of the world that
are important to that story.

The plot of the game is entirely created and motivated by the players. Other games in the past have used
various mechanisms to give players a degree of control over the story. "Hero Points" as a way of cheating death,
or "Drama Points" used to achieve some cinematic effect, are examples of granting limited power of this kind to
players. Other games use "Plot Points" to give players a great deal of dramatic control over the course of a
game’s events. Some even empower players to describe the entire resolution of a conflict in whatever manner
they choose. Universalis goes further and puts the entire story in the hands of the players. Not only what the
characters want to achieve and how they will achieve it, but also what their enemies are doing and what
obstacles they’ll have to overcome along the way as well. All of it (including everything normally reserved for the
Game Master only) is player created, player developed, and player driven.

There is no pre-established setting. While many games are designed to be generic in that they can be used with
a variety of different settings, Universalis can be played literally without defining any setting at all in advance.
While it is possible to play Universalis using already published settings for inspiration, or predefining a few
features; the game is at its most revolutionary when players sit around a table for the first time with no
characters and no clear idea of even what sort of game is about to be played. Everything in Universalis is under
your control as a player: the setting, the genre, various genre conventions; even the theme, mood, situation, and
plot are all decided upon and moved forward by player interaction, collaboration, and even competition. Every
mountain range, every city, every NPC, every monster, every mission, every powerful evil empire is totally
invented by you and your friends as you are playing. Even the characters in the story will be created "on the fly"
as play progresses. Universalis’s rules are designed to promote the creation of a good story, and a good story
can be told about any place and any situation.

There is also no Game Master. Almost all traditional RPGs, and even most non-traditional ones, rely on a Game
Master. The Game Master is the one who does not play an individual character himself but rather controls the
game world and everyone else in it. In Universalis the GM’s powers aren’t just shared with the players, they're
totally ceded. Player’s have all of the control, all of the power, and do all of the decision making. As players, you
will decide where the characters of the story are going and what manner of obstacles they will find when they get
there. You will decide the nature of the adventure, who the enemies are, and what those enemies are plotting.
You will decide the reward for success and the price of failure. You alone have absolute power. Essentially,
every player is a Game Master and Coins are a measure of your authority.

But don’t be fooled into thinking there is no game to be played, that with absolute power there will be no
suspense and no challenge. Indeed the opposite is true. For while it is true that you have enormous power to
influence the world and everything in it, so do each of the other players. Each of them will have their own ideas
of what to do, and where to go, and what should be found there. Instead of several players trying to unravel the
twists and turns of a single GM’s story you have several players trying to unravel the twists and turns of several
GM'’s stories. You can’t do everything your way. You can try, but then you’ll quickly run out of Coins and hence
out of power. The collaboration, competition, and even subterfuge of play provides its own very powerful form of
suspense and challenge.

But don’t take our word for it. Head on over to the Play Examples page and see for yourself the kind of stories
that have been told using Universalis.

----Ralph Mazza



Coins and Currency

Every RPG has its system of rewards. What kind of activity in the game earns a player a reward? What form does that reward take? What can that reward be
used for? In many traditional fantasy RPGs for example, characters are rewarded for defeating monsters. The reward takes the form of experience points and
treasure. Experience points are used to make the character tougher by increasing his skills or level; and treasure is used to make the character tougher by giving
him powerful items or the gold to buy powerful items. The effect is to render the character better able to defeat more monsters and thus earn more experience
and treasure.

This circular system of rewards functions as the game’s currency, or money. In the real world people pursue different ways of earning money, and then spend that
money on the various products and services that are available. While playing the game, players will pursue various ways of earning game rewards, and then
spend that reward in whatever manner the game makes available. The game’s flavor text may say that the game is "about" something. But it is the system of
rewards provided that determines how it will really be played.

The core mechanic of Universalis is its system of rewards. Beginning with the thought that these rewards function like a game’s currency, Universalis uses Coins
as its primary resource. They are spent to gain dramatic control over the story and all aspects of the game world itself. The entire game world is available for
player creation and manipulation: geography, economics, politics, religion, and the people and creatures who populate it. Likewise the plot will be written,
developed, and negotiated by the players through the mechanism of Coins.

The spending of Coins creates an entire Coin based economy to the game. As a player, you will notice that your play is different you are "wealthy" than when you
are "strapped for cash". You will learn to keep a close eye on the "money supply" of the game and who is currently rich and who is currently poor. This economy is
the driving factor behind the entire game. All game mechanics are essentially 1) a means of spending Coins, 2) a means of acquiring Coins, or 3) a means of
settling disputes (in the absence of a Game Master) about how Coins are spent or acquired.

It is important to understand what Coins represent in Universalis, which may be most easily explained by what they are not. Coins are not a literal measure of in
game character wealth, nor are they "Hero Points" which allow characters to achieve extraordinary feats. They are not a measure of Action Points, or who is more
powerful. In fact, they are not associated with individual characters in any way.

What they are is very simply clout. Players as a group have ultimate authority over every single aspect of the game. Coins are a measure of how that authority is
currently distributed among those players. You achieve control over the world and story by spending Coins. Your current Wealth is your store of potential authority
for the future. This has great impact on play. If you spend a lot of Coins in a brief amount of time you’ll have had tremendous impact over events and the scope of
the world. However, your impact in the future will be more limited because you will now have fewer Coins relative to your fellows. Horde Coins in order to have
decisive control in the future (enough to win Challenges or Complications with ease) and you'll find a large part of the story has already been told, and a large part
of the world defined without you. Balancing this dynamic is a key to play.

Universalis can be compared to a team of scriptwriters working on a TV show episode. Everyone has ideas of what they'd like to see in the show or how a scene
should play out and many ideas are tried and discarded and batted around for commentary. What Universalis does is superimpose a game structure on this
collaborative process, using Coins to measure each player's ability to contribute.

----Ralph Mazza



The Importance of the Social Contract

Before the game begins, players are encouraged to establish a Social Contract, that is to get a consensus about individual play style
preferences and expectations on the record in advance. Chapter Two mentions several features that can be included in a Social
Contract. The Contract is an explicit acknowledgement that every group has its own dynamic. Everyone has their own preferences and
their own expectations. They have their own ways of dealing with situations and with other players.

Preferences are a collection of things a player likes and dislikes. Often times if a game does not fit within a player’s set of preferences
there is not much to be done. Everyone is different, and everyone is entitled to like what they like. This means Universalis may not be for
everyone. However, most of the time, preferences are flexible. There is usually a lot of gray area between features players insist on
having and things they refuse to play with. This is where expectations come in.

Expectations are what a player believes he will be getting when he sits down to play. In any game, if a player’s expectations aren’t being
fulfilled they are going to be dissatisfied with the experience. However, much of the disappointment can be avoided if players are clear
about what they can expect from the game right at the start. Universalis offers a game that is unlike almost any other RPG out there. We
think it is a damn good game: a lot of fun and a powerful story creating took kit. However, if a player comes to the table expecting
seafood and instead gets served a thick steak, he will likely be disappointed, regardless of how good a steak it was. The Social Contract
is the way to make sure everyone knows what’s on the menu. ltems to discuss in a Social Contract include:

Outside Distractions:

Some groups have no problems playing a game amidst many distractions. Other groups have very strict bans on things like cell phones,
televisions, Monty Python jokes; or discussing sports, a favorite movie, or a new computer game. Some groups forbid food and
beverages at the gaming table, and establish set break periods where the game halts at a predetermined time for such activities. One of
the first parameters that should be established by any playgroup is its policy on distractions. A rambunctious, talkative group with lots of
out of game camaraderie will present a very different play experience than one where such things are banned and total focus on the
game is demanded. Players expecting one will be very disappointed if presented with the other.

Table Talk:

Related to this is the idea of table talk. During a player’s turn is it encouraged, permissible, discouraged, or even forbidden for other
players to offer suggestions, reminders, or threaten retribution to the player taking his turn? Some groups will find that the story is more
collaborative if collaboration is allowed at all times. Players can actually work together to help another player craft his turn in the best
way possible. Other groups feel that such efforts stifle individual creativity and lead to bland predictable stories. Still others simply find
that it's distracting, promotes too much chaos at the table, or allows powerful personalities to dominate play. Some will permit a
suggestion or two if a player seems stumped but discourage it in general. Games will function much more smoothly if a group’s attitude
towards table talk is identified before hand.

Game Rule Priorities:

How fast and loose vs. meticulous and detailed does the group as a whole desire to be with regards to game rules? Some groups will
fall into the fast and loose category. They may get so absorbed with slinging around cool descriptions and clever plot twists that they
forget to keep track of exactly how many Coins they're supposed to have spent. Later, when they realize this, they might be satisfied to
simply say "yeah, that would have been something like 6 Coins or thereabouts". Other groups will want to be far more meticulous in their
accounting. They will explicitly cost out every detail and if the player is a Coin short, they’ll expect him to cough up another one to make
good. Either method can make for an entertaining game, but all players should be on the same page as to what to expect.

Pacing:

Universalis is a game focused on the creative process in which brainstormed ideas serve to shape the game world’s reality. The ability
to Interrupt another player’s turn to add details of your own, is a cornerstone of game play. Some individuals are not as quick as others
at this and prefer a more deliberate pace where they have time to carefully think each item out and frame it "just so". Others are
brainstorming dynamos spitting out ideas by the bushel. If your group includes a mix of these types, players should discuss in advance
how to keep the "rapid fire" players from dominating play and leaving the "deliberate" players behind, and conversely how to keep the
"rapid fire" players from getting bored with a more "deliberate" pace.

Adherence to Conventions:

An important item to establish up front is how rigidly you plan on adhering to Game Structure decisions about genre and theme and the
like. If the genre is one of Dark Horror, how much "humor" or silliness will be tolerated before the Challenge mechanic is used to drag
the story back on course. If the genre is a gritty realistic police drama, how much tolerance will there be for over the top kung fu
escapades and open flaunting of authority. Some groups couldn’t care less and are willing to follow the story wherever it takes them.
Other groups will demand players adhere to the setting and genre conventions as they’'ve been established. Spelling this out up front,
will save a lot of headaches and Challenges later on.

Level of Simulation:

Universalis gives players a great deal of power to author and direct the story as they see fit. In this sense a player is much like a screen
play writer bound only by his imagination and his budget. However, he is also bound by his ability to "sell" his ideas to the other players.
When engaged in a scene, should players attempt to use their authority to ensure that the actions in the scene are "realistic" and
reasonable? Is verisimilitude important to the game? Or are players free to be as outrageous and over the top as they desire? This is yet
another issue that is almost sure to cause a great deal of conflict within a group if all of the players are not in accord. Many groups will
expect the players to be self limiting. That is to say, each player voluntarily limits his own power to alter the world to what makes sense
or is reasonable given that world’s reality.

It is not expected that players will go down this list item by item and sign a written contract. In fact, if you're part of a well established
group that has been playing together for a long time, you were probably able to recognize where your group already fits as you read
through each item. Most likely many of the issues above have been tacitly assumed within your group for some time simply as a result of
being familiar with each other. You may, however, have noticed an area or two in which there is some friction because players have
different priorities. Or if you're part of a new group, you may not have a clear idea of what your fellow players' preferences are.

Simply being aware that these differences (and many others) exist and that not everyone in your group will share the same view on them
as you do can go a long way towards smoothing tensions. Often a simple discussion about an issue can resolve it before it becomes a
major source of friction. These principles can be adopted to any game (or really any social activity at all).

Universalis, however, goes one step further. It allows (and encourages) social contract issues to be introduced as a rule in the game.
Items like "no food at the table", or "no chit chat while a player is taking his turn", or "make sure we account for our Coin expenditures
exactly" can be proposed as a Tenet of the game. If not Challenged by the other players it is now a rule of the game that the other
players are expected to abide by and can be used as part of the Challenge or even Fine mechanic if necessary.

----Ralph Mazza



More Details on Story Elements

Genre:
A category of literary composition characterized by a particular style, form, or content

Genre is often one of the first choices that will be made in a game of Universalis. Universalis is truly a universal game, games can be
about anything. Genre will help to define the style, form, and content of the game world. It will be the first indicator of what is or is not
appropriate to create and do in the game. Genre conventions are those aspects of a genre that are recognizable characteristics of that
particular genre. They may either be definable or too subtle for definition, but they are what make one genre feel different from another.
As an example compare the detectives Sherlock Holmes and Poirot with Rick and AJ Simon and Thomas Magnum. Obviously there is a
noticeable difference in feel between the adventures of Holmes and Poirot and those of Simon and Simon and Magnum PI. These
differences are in the genre conventions.

At the macro level, genre encompasses major literary divisions of the type of categories you might find in a bookstore. Romance, is
separate from fantasy which is separate from westerns which are separate from science fiction. When someone in a game of
Universalis declares "tonight we are playing a Murder Mystery", he is setting the genre of the game. Other common genres might
include: cyberpunk, horror, anime, spy thriller, kung fu action, Hollywood action, or something else more exotic.

At the sub level, genre can be broken down further. Fantasy, for instance might be more specifically defined as "Swords and Sorcery"
(ala Howard and Liebler), "High Fantasy" (ala Tolkein and Jordan), Dark Fantasy (ala Moorcock), or even "Historical Fantasy". Science
Fiction might be based on near future hard science, or it might be a sweeping space opera. Westerns might be about cavalry and
Indians, or cowboys, or pioneers, or prospectors or gunslingers.

We suggest that when a player first introduces a genre he specify only the macro level genre leaving the sub genre to be specified on a
later turn or by another player.

Theme:
An implicit or recurrent idea. What a piece of writing or artistic work is about

Themes are useful tools to ascribe to a game of Universalis. They don’t so much determine plot as they suggest what the purpose of the
over all plot should be. Themes can generally be summed in just a sentence or two. A game’s theme might be about "the struggle
against tyranny", "the search for redemption”, "vengeance", "vindication", "survival", "the struggle to maintain tradition in the face of
change", "the decent of greatness into decadence”, "the corrupting influence of power”, "the loss of innocence". These are just samples,
but hopefully they've sparked some ideas of your own. Players are encouraged to frame scenes and Originate Complications (explained
in Chapter 6) which serve to illustrate the story’s theme. This will help give focus to the story and help keep if from being simply a

collection of events happening to a group of characters.

Universalis is a game about telling stories. Theme can be thought of as the reason you are telling this particular story. Besides the
entertainment value, what message might you try to convey, what avenues of the psyche might be explored. What hidden moral might
be pursued. What commentary are you making about the nature of life. Plot is a tool through which you will explore theme. Theme is the
reason you are taking the journey.

Premise:

A proposition antecedently supposed or proved, a basis of argument.
A proposition stated or assumed as leading to a conclusion

In his seminal work, The Art of Dramatic Writing, Lajos Egri introduced the world of theatre to the idea of premise. Premise is very
similar to theme but to Egri it is much more powerful, decisive and less open to misinterpretation. The goal of any good play must be to
prove its premise and all aspects of the play must be focused on leading the audience to that conclusion. Offered as examples are
premises such as: "great love defies even death”, "Blind trust leads to destruction, "Jealousy destroys itself and the object of its love".

To Egri, premise trumps both situation and emotion. "No idea, and no [unusual] situation was ever strong enough to carry you through to
its logical conclusion without a clear-cut premise”. "No emotion ever made, or ever will make, a good [story] if we do not know what kind
of forces set emotion going". Both situation and emotion are necessary but a story only becomes great if these are both focused on
proving a premise.

The idea of premise must go through some alterations if it is to be applied to role-playing. In the theatre, the playwright is separate from
the audience. The playwright must be convinced of the truth of his premise and must do all in his power to prove that premise to the
audience. Role playing games are far more interactive, and in games like Universalis the players are both playwright and audience.

The Forge has been the leading proponent of adapting and applying the concept of premise to Narrativist RPGs. The adaptation takes
the form of altering the idea of premise as a truth to be proven to one of a truth to be uncovered and discovered through play. In other
words, in a role playing game, the premise is not a statement of fact but rather a question or inquiry. The answer to the question is
explored through the game and the results of game play.

For role playing purposes then, the above example premises might be restated in the following manner: "Can great love survive in the
face of great opposition and even death?"; "Can anyone, even family, ever be trusted completely and without question?"; or "At what
point does strong desire stop being a motivator and start being self destructive?" The answers, rather than being decided by the
playwright (GM) and proved to the audience (players), are instead unknown until the players decide for themselves based on the results
of their role-playing experience what lesson is to be learned.

Narrative Premise is an exceedingly sophisticated role-playing technique. It is not one that will be mastered easily. It is also certainly not
required for a role-playing game to be enjoyable. But it is a technique that can turn an enjoyable experience into a truly powerful and
moving one. Egri indicates that it is not necessary to establish the premise first, that it is possible to have the sketch of a story in mind,
and from that derive a suitable premise. Likewise in Universalis, premise may be left until a suitable one shows itself in the story before
being introduced as a Game Structure element. For maximum effectiveness, however, if it is to be used at all, it should be introduced
early on and all players should endeavor to stay focused on it thereafter.

Situation:

The relative position or combination of circumstances at a certain moment in time.
A critical, problematic, or unusual state of affairs.
A patrticular or important complex of affairs at a given point in the action of a narrative

If theme or premise is the driving factor behind the meaning and importance of plot, then situations are the specific facts leading up to it.
Situation is what gets the story going. It provides the starting place from which players can begin to narrate. Most episodes of The
Twilight Zone began with an introduction something like: "Picture this, a small town. A town, like any other town in middle America; and a
day like any other day. Until today..." These opening remarks defined the situation that was going to be explored in that episode.

Traditionally, situation has been the focus (often the exclusive focus) of RPGs. Many a game campaign begins simply by the GM
framing a situation and the players deciding how to react to it. Similarly, games of Universalis must have a situation. There must be
some starting point to focus players’ attention and act as a catalyst for the rest of the action. Universalis can also be played exclusively
as focused on situation created by one player and responded to by another. Hopefully some of this section will have offered ideas on
how to incorporate other story elements into the game as well..

Situations may simply be a jumping off point from which the players begin before taking the story in any direction desired. This is often a
fun and enjoyable means of playing. However, situation can also be used to provide an overreaching story arc to the campaign. The
direction of the entire game might be established by the resolution of a specific initial situation.

Setting:
the time, place, and circumstances in which something occurs or develops.

Setting is often closely tied to Genre and Situation. Setting does not refer to a specific location but more to the period, style, and color of
the story that will pervade all of the locations. For example the setting might be that the story takes place on a stark, harsh prison planet,
or in a fairly tale kingdom amidst the clouds, or in 17th century France, or in Texas right after the fall of the Alamo.

If a player has a specific location in mind that he wants to create during the Game Preparation Phase (see Chapter Two), he can do so,
but only after a setting has been accepted.

Note that it is entirely possible for players to use an established and well known setting for their game of Universalis. They may model
the setting after a favorite movie, a series of novels, or the setting of another RPG. If this is done, many of the genre convention and
mood choices will already be made. There are three basic ways of using a pre existing setting in Universalis.

The first is the "Inspired by" method. This method most closely resembles a standard game of Universalis in that the game starts with no
Components (see Chapter Four) being predefined. Rather the players play as they would any Universalis game but take their cues from
the established setting. Locations and characters and organizations and such can be created when needed and loosely based on the
inspirational setting.

The second method is "full conversion”. In this case a selection of key locations, characters, and other important features of an existing
world are taken and defined in terms of Universalis Traits and Facts before game play actually begins. Play begins with a substantial
number of Components already in existence and already defined according to their actual capabilities in the converted setting.

The third way is actually highly encouraged, and that is to use a previous session of Universalis as the existing setting. In other words
each game can continue to build on the world created and defined before. Players may wish to move to a slightly different geographical
location, fast forward to different point in history, or even use the events of the previous game as part of the legends and mythology of
the new one. In this way playgroups can write their own trilogies and decologies of stories.

Mood:

A conscious state of mind or predominant feeling. A distinctive atmosphere or context

Mood very well may be the most pervasive story element in Universalis. Players who select and agree to a mood (especially if the Social
Contract calls for it to be strictly enforced) are influencing virtually every scene and Complication that will take place during the game.
This even includes creating the elements of the world itself, as visual imagery and the appearance of those elements goes a long way
towards establishing mood.

Mood is often closely tied to genre. In fact, mood may well be part of the conventions of a particular genre. Mood is what sets a police
drama like Hill Street Blues apart from a show like CHiPs. Mood is what made Miami Vice a sensation. It is the dark and brooding angst
ridden mood of neo-gothism that made Vampire: The Masquerade one of the most widely played RPGs of all time.

Games can be full of in your face attitude, wit, or even silly. Despite similarities in genre, clearly the mood of Rush Hour is much different
from that of The Dead Pool. The mood of Star Wars is much different from that of Blade Runner. Mood often evokes a particular
emotional response: despair, humor, hardness, grit, hyperactivity, and silliness are just some examples. Stories told with a consistent
mood throughout will be much more memorable and less disjointed than those whose mood fluctuates widely. A player expecting a
game of serious soul searching will be greatly disappointed by a rampaging farce and vice versa.

Realism:
Fidelity to nature, fact, and reality and to accurate representation without abstraction

The level of realism is another facet that players should agree upon. Few factors are as likely to cause disharmony among players than
differing priorities regarding realism. Some players get a great amount of enjoyment from establishing the precise differences and
effects on game play between a 9mm Beretta and a .45 Automatic. Some desire an exact accounting of the money that characters
spend and the items they have on them at the time. Some want to know the acceleration limits of a sports car, and precisely what
handling penalty is incurred for a wet road. Some players desire to establish how a suit of plate mail protects differently from a suit a
chain mail when faced with a heavy bludgeoning weapon. It may become important to them to see these differences reflected in the
actual Events and dice mechanics of the game.

Other players care little for the real world statistics of what, to them, are merely story props. A gun shoots until its dramatically interesting
to run out of bullets, nobody dies unless there is a good story reason for them to do so. Travel times are based on the need to arrive in
the nick of time not on encumbrance and terrain features. MacGyver really can make a bomb out of bubble gum and a paperclip, but
only when it's dramatic to do so. So what if Arnold walks calmly out in front of a dozen trained soldiers who all have automatic weapons
and doesn’t suffer a scratch...hey he’s the star right?

The game of Universalis plays most smoothly with the latter sort of attitude towards realism than the former. However, given the level of
authority players have over the game direction, it is within their power to ensure the choices and decisions they make adhere to
whatever standard of realism they choose. Deliberate use of advantageous and disadvantageous Traits can be made to illustrate the
performance differences between a Ferrari and a Corvette, or a grenade and a stick of TNT, or a masonry wall and a steel reinforced
concrete barrier. Rules Gimmicks, (which are basically player decided customized house rules) allow for the establishment of effects like
fire vs. concussion, impaling vs. slashing, or anything else players can imagine. It should be noted here, that while the core rules of
Universalis do permit this sort of realism, they do not offer any details or guidance on how to accomplish it. It is assumed that players
who prefer a high level of realism normally play games that provide a high degree of realism and thus already have experience with how
things should or shouldn’t work in game terms. We leave it to those players to manipulate the rules of Universalis to create the effects
they desire.

Role:

A part played or a character assumed with a socially expected pattern of behavior
determined by an individual’s status in the story.

All Components in Universalis have a role. Role is the first Trait that must be defined for any Component. For most Components Role is
pretty self explanatory...a gun has a Role of "gun" (or perhaps some specific model of gun). This discussion will concentrate on the
roles of characters in Universalis.

All stories involve characters and all characters have a role to play in the story. Role indicates (although it doesn’t restrict) much of what
the character’s purpose in the story is. A role can indicate an occupation like "battle hardened ex-soldier" or simply carry story weight like
"scrappy sidekick". Roles can be virtually anything, but every character should have one. Example roles include: wizened old hermit,
wise old mentor, hard-boiled hero, wise cracking assistant, or buddy partner. However, Universalis supports a wide range of less clichéd
roles as well. A character may be the ghost of another character’s father, or even a favorite pet. In one of our play test sessions a
character was given the role of a sentient starship. Villains, of course, also have roles to play. Even lesser characters have a role to play
in the story, even if its only as "Thug # 3"

Role is always the first Trait to be assigned to a character. The reason for this is to define a narrative territory for a character that other
players should act within when controlling that character. Since you will be manipulating the game world and story line primarily
(although not exclusively) through characters and their Traits, a character’s place in that world and story will heavily influence the nature
of those manipulations. The type of narrative you as a player will create while controlling the "Lantern jawed hero", will be decidedly
different from that which you create while controlling "Joey, the eager boy scout". Roles are crucial to establishing what sort of story
involvement the character should have. Players should use these when narrating the story as guidelines for what sort of activities they
should be engaging in and how much "camera time" should be focused on each character. Side kicks, may periodically have the story
focused on them (as is often done in television) but by and large the primary story should be being told about the protagonist.

If a player has an idea for a specific character at this point it can be Created now, but only after a Role has been established for him.

----Ralph Mazza



Using Challenges to Regulate the Game

In a game with no Game Master, one might wonder who decides what is appropriate and what isn't? Who decides, amongst many
players competing to put forth their own view of how the story should progress, which vision gets realized? Who decides when a player’s
"creative interpretations" of the rules is spoiling the gaming experience for others? In Universalis that's where the Challenge mechanic
comes in.

First it should be noted that the Challenge mechanic goes hand in hand with the Social Contract and the selection of appropriate Story
Elements in the Game Preparation Phase. If those things are complete, then most players should already be on the same page about
what to expect and what is considered appropriate. If these steps are skipped, then everyone will be running off in their own directions
and may not understand or appreciate the directions of others. While this sort of totally free form and chaotic game play can be fun (and
can also result in some of the most powerfully creative and bizarre games you can imagine), it too is best established in advance that
this is how the group intends to play. Giving some thought to Social Contract issues and complete set of Story Elements will go a long
way to avoiding unnecessary Challenges because your players will already have a good idea about what is likely to be Challenged and
what isn’t.

The importance of the Negotiation phase of a Challenge can not be stressed enough. By far, the majority of Challenges in the game
should never make it to the bidding stage. Most Challenges are the result of a player taking a dislike to something another player is
doing, or thinking they can do a better job themselves. Often times, the acting player will be willing to make adjustments to what they are
doing to enhance the enjoyment of their fellow players. They may actually agree that the other player’s idea is a better one then their
own and will welcome the suggestion. They may just be willing to compromise for no other reason than the expectation of similar
consideration in the future. Sometimes they may even convince the Challenging player to drop the Challenge because their way is
better. If any of these are true, no bidding ever needs to occur.

Since Challenges do not require an Interruption of a player’s turn, most of them can be quite informal. In fact, many playgroups already
engage in some degree of kibitzing and friendly suggestions to other players in all of their games. They may not even realize that this
sort of activity is part of a formal Challenge mechanic in Universalis.

Only if absolutely no accord can be reached do you have to resort to bidding, and even then a quick straw poll may be enough to
estimate who the likely winner of such bidding would be, causing one side to concede. Using Coins for the bidding is a way of causing
you to put your money where your mouth is. If your opinion on a Challenge item isn’t strong enough to be worth paying for, it isn’t worth
delaying the game for either. Allowing all players to participate in the bidding ensures that the preferences of the entire audience are
represented.

While the most basic use of the Challenge mechanic is to prevent players from violating the rules or agreed upon Story Elements, it
should not be thought of as purely confrontational. In fact, the Challenge is a powerful collaborative tool enabling all players to ring in on
how they’d like to see a particular Component or plot point developed. Negotiation backed by bidding is designed to allow the players to
achieve consensus even if they don’t all agree on every detail.

Fines should not be overlooked as tool either. It is a tool of last resort, but one that fills a very important function in the game. Unlike
Challenges it does not employ Coins so there is no bias in favor of the rich. The Fine mechanic gives every player equal voice as an
audience member to vote their displeasure (or lack of displeasure) with a player’s behavior.

The actual penalty is a modest one. The primary use of Fines is as a gauge of player sentiment. If a player repeatedly engages in play
behavior that other players find dissatisfying, the first step should be Negotiations, moving on to full bidding Challenges if necessary. If
neither of these has the desired effect, a Fine, especially one universally levied by all other players, can serve as clear and unmistakable
notice that the behavior is not appreciated. Conversely, if there is a behavior that you find intolerable, but when you calls for a Fine the
other players do not vote in favor of it, you now clearly realize that your distaste is not shared by the rest of the group and it is a behavior
you'll have to live with if you're to continue playing. What the Fine mechanic does is serve as a formal adjustment to a players
expectations. A player who expected to play a certain way is told in no uncertain terms that the other players have different expectations.
A Fine that is not supported by the other players informs the initiating player that the activity is acceptable to them and that he is the one
who must adjust his expectations.

Through the Challenge and Fine mechanic, Social Contract items can be recognized, addressed, and ruled upon during game play until
all players are familiar with the expectations of the group.

----Ralph Mazza



The Purpose of Complications

In our Discussion Forum, Ed Heil asked: "One thing that seems vital
that is a little hard to get into is exactly what Complications are for
and how they work. They're clearly at or near the heart of the game,
but they have no exact parallel in any other RPG"

Complications are indeed a key facet of the game. Here are some of the ways in which we've used them. If you've found some other
good uses for them, let us know.

1) An idea starter:

Sometimes you have a scene with a lot of potential but you don't have a clear idea what direction to take it, or how best to spice it up.
One way of doing this is by Originating a Complication. The act of Drawing upon Traits (and which Traits get Drawn on) can provide a ot
of interesting details to the action when it comes time to resolve the Complication. Often whole new branching story ideas can come
from how players responded to an otherwise innocuous Complication.

2) An alternative to Challenges:

Complications can be used to guide a story another player is telling in a desired direction without resorting to Challenging that player or
Interrupting them completely. Rather, a Complication can be used to introduce elements into a scene and force other players to react to
those elements.

3) To introduce a certain degree of challenge or difficulty:

Sometimes in the course of a narrative a player may be having the hero perform all kinds of high flying actions (or even not so high
flying). At some point you may want to interject a very traditional concept of "hey lets make him roll to see if he succeeds at that). This is
where the Obstacle Complication comes in. When another player is narrating an Event and you want to interject an element of
uncertainty into the outcome you can Originate an Obstacle Challenge. The twist is that the roll doesn't determine success / failure of the
Event directly. Rather it determines which player (or combination of players) gets to decide how the Event happens.

4) Another means of adding an element of suspense to the game:
Which player wins will often make a big difference in the direction the story goes. That this is determined with a dice mechanic can add
an element of unknown and surprise.

5) As a way of generating new Coins:

Complications are one of only two ways to earn additional Coins in the game. The interesting detail of how this works is that it
encourages you to base Complications off of elements that already exist in the story (which helps maintain consistency). It does this
because of the way Complications work. The more dice you roll, the more likely you are to get more Coins out. Also the Winner
statistically should average 1.5 times the Coin output of the Loser and the more dice you roll, the more likely you are to win. So
obviously, more dice in should lead to more Coins out. There are 2 ways of getting more dice. One way is to buy them at 1 Coin each.
However, if you are paying Coins for most of the Dice in your Pool, your net profits will likely be slim (or even a loss if you wind up Losing
the roll). So the better way is to get most of your dice from Traits that are already present in the scene. Someone else paid to put those
Traits there (or you Introduce a Component that has many useable Traits for just 1 Coin) and you capitalize on their presence.

If you can arrange a situation where you are rolling a lot of dice for which you paid very little: a) you are likely to reap great profits
allowing you to pocket those Coins you earn in excess of those you use to bring the Complication to a satisfying resolution, and b) the
Complication is likely to be consistent with the story being told because it was built from elements that already exist in the scene.

6) And, in point of fact, | find them to just be flat out fun.

----Ralph Mazza



How to Get Started Playing

Universalis is not a difficult game to play, but because it is so radically different from traditional RPGs it can be difficult to know where to
star Most of the familiar places to begin (like character creation or how to make a skill roll) don’t exist in Universalis. For this essay I'll
describe the method | use to introduce new players into the game, particularly at cons where time is of the essence. My method is to
break the game up into stages, describing the basic core of each stage but leaving the more advanced or tangential parts for later. I’ll
structure this essay kind of like a script, it's the sort of things | say during my demoing patter, and roughly when I'd say them when
teaching the game.

Where to begin? | start with what the game is about.

“Universalis is a game about creating stories. Every story needs a setting, characters, and a plot so we'll be creating those in the game
too. Every player will have a supply of Coins. Every setting element or character you create and everything you have those characters
do will cost Coins. So Coins are a way to regulate how much of the story you'll be able to tell at one time. Basically, 1 statement = 1
Coin.

“When you run low on Coins you’re actually running low on the ability to influence the story, at least until you acquire more Coins.
Everyone will get a few additional Coins periodically during the game but the best way to replenish a low supply is to introduce plot
complications into the story (usually on another player’s turn). We’ll get into that later.”

Then | talk about the game preparation phase and facts.

“First we need to decide what kind of story we’re going to be telling. Is it going to be an action adventure story, a romance, a mystery, a
psychological thriller? Is the mood going to be dark and gritty, a light comedy, outrageously absurd humor? How strictly are we
expecting the other players to abide by the conventions of the genre we're playing in. What's the setting? Is it going to be a science
fiction story featuring space ships, or will it be set on an alien planet, or is it a future version of earth? Is it going to be fantasy, based in
actual history, a western...?” |1 go on like this using examples of movies or TV shows until its apparent everyone gets what we’re talking
about.

“To do this we're going to go around the table and everyone is going to add one element about the type of story we're going to tell.
This costs 1 Coin. As | mentioned anytime in the game you make a statement about something in the game it costs 1 Coin. Once you
spend a Coin on something it becomes a Fact of the game. Facts are important when it comes to other players who want to challenge
what you're trying to do. Basically, anything anyone says about anything related to the story is subject to being challenged by one of the
other players who doesn't like it, but if its something that’s already been established as fact its more difficult to it challenge later.

“When a disagreement arises you discuss what you don't like and offer suggestions. If you can come to an agreement, great, play
goes on. If you can’t agree, then a full Challenge occurs where everybody spends Coins voting for the outcome they prefer. We'll talk
more about that if it ever comes up, for now just be aware you can do that.” Often this has been all I've ever said about Challenges for
the whole game. Players just worked it out amongst themselves and never felt the need to call for the full bidding process.

“Ok, so, let’s start collecting the elements of our story. I'll start and we’ll go around clockwise how ever many times we need to. Once
everyone feels they have a good idea what kind of story we’ll be telling we’ll move to the next part of the game. As we go along start
thinking of a good opening scene, like the opening scene of a movie, something that will get our attention and give the story something
to build on. Usually, once you get an idea for a good opening scene you have enough to work with and its time to move on and get that
scene started. Ok, here’s my Coin, tonight we'll play a game that involves...”

Usually | try to keep my opening tenets pretty basic so that there is a familiar genre or story style for players to latch on to. While
Universalis can be used to do a story like Memento or Pulp Fiction, such play is best left for experienced players. For first time play |
stick to convention and cliché (although depending on the group | may make a point to mention that this is for teaching purposes only).

If play has gone around a few times and after a little prompting no one seems like they're really getting an opening scene idea I'll grab
one (again relying on cliché or scenes stolen right out of a movie) and bring this phase to a close. There are 3 keys to keep in mind
during this phase.

1) If the other players are struggling with it you need to kill the prep quickly and get to the fun parts before they get discouraged and
lose interest.

2) If the other player get into it full bore right away you want to try to avoid starting to actually play scenes in the middle of prep. If
that’s happening, they’ve obviously got it, so kill the prep and get right to the scene bidding.

3) I really prefer that one of the new players come up with the opening scene unless it just gets obvious that isn’t going to happen.
The reason is that, if | do the opening scene, it can get players into traditional player / GM thinking with me as GM. Best is when one of
the players immediately grabs the opening scene and runs with it...shattering that GM expectation right from the start.

Setting up the Scene

“Ok now we're going to get into scene by scene play. All scenes start by being framed. That sets the stage for other players to
visualize what's going on. All scenes have a beginning and end. Before each new scene begins three things happen: 1) everyone gets
5 new Coins. 2) We bid for the privilege of framing the new scene, and 3) the scene gets framed. Ok everyone take 5 Coins.

“Bidding for the scene works like this. Everyone secretly takes a number of Coins into your fist as your bid. If you have a really great
idea for what to do with the next scene bid a lot of Coins. If you don’t, bid few or none. Keep in mind that a big part of the overall
direction of the story will come from what scenes are played so being the framer is a fairly influential thing. Since this is your first game
I'd keep your bids to less than 8-10 Coins but I've seen players bid more than that once they got the hang of things.

“Bids will be revealed simultaneously and whoever wins will frame the first scene. Losers will get to take their Coins back. Winners will
spend their Coins during the scene” | don’t get into ties and all that stuff unless it happens. Usually this part goes pretty easy and if
you're really lucky you have 2 players both bidding high, which means at least 2 people have some really good ideas for what to do and
you can sit back and watch them go. | always bid 0 or 1 at this point unless I’'m convinced I’'m with a group that really requires additional
hand holding before they’ll try it themselves.

“Ok, now that you've won the bid you have to frame the scene. You'll spend the Coins you just bid to do this (plus any others you
want). Framing involves establishing the “who”, “when”, and “where” parts of the 5Ws. The “what”, “why” and “how” will come about as
the scene is played out. You can go in any order but usually | start with stating where the scene is about to take place. Then | describe
who is there and a little something about them. Time for the first scene can be pretty much anything, and time for every other scene will

be in relation to this scene.”

At this point assuming the player doesn’t require additional prompting | generally will let them riff for about a paragraph or so. Then Ill
stop them and say “Ok, hold up a second and let me tell you how much all of that costs” At that point I'll pick up the pencil and
summarize what the player said, writing down statements he made that | can identify as Components and Traits. | indicate what
specifically I'm writing down and the rough hierarchy I'm placing them in to give a sense of how the game stats are organized.

“Congratulations, you just created your first game components. The location you just named and the characters you just introduced
are now officially Components of the world. They exist and can be used and manipulated by any of the other players. Those descriptive
phrases you added about each of the characters that cost 1 Coin apiece...those are called Traits. All Components consist of 1 or more
of them. Even the name of the character or the type of location is a trait. Keep in mind anything can be thought of as a Trait so don’t
just limit your thinking to skill or attribute type stuff, possession, beliefs, relationships, emotions, personality, gifts and flaws, anything.
Also if a Trait is supposed to be particularly important it can be purchased more than once. Any time one of these Components is
brought into the story from here on out their Traits come with them and are considered Facts of the game. Note that you don’t have to
pay a Coin for every single detail. If its just a minor descriptive feature that adds a bit of color but isn’t really important its free. But if you
didn’t pay for it, it doesn’t get written down and it isn’t considered a Fact.

“Ok, now go ahead and begin to describe what happens and what the characters are doing. When you think you've done enough,
pass your turn and the next player will continue with the scene with those same characters” After another paragraph or so I'll stop them
and repeat the pricing routine, this time referring to Events instead of Components. Most players at this point are a little tentative and
are fairly quick to pass. If the player seems like he’s heading down the road of trying to tell the whole story in a single scene I'll point out
how many Coins he’s spending relative to how few Coins he got at the beginning of the scene; and suggest he let some of the other
players help pay.

When it's the second player’s turn to go, | introduce the concept of Control. “Ok, now let me tell you a little something about Control.
Right now, everything in the scene belongs to <player 1>, not because he created them, but because he brought them into the scene. It
never matters who created what, only who introduced it into the scene. You can’t do anything with those Components, because you
don’t Control them. So here’s what you can do: you can either introduce your own characters and other things into the scene and have
them do their own thing, or attempt to have them do something to his characters...or you can pay 1 Coin and simply take Control of one
of his characters so it becomes yours.”

At this point one can bring in the Dialog rules or Complication rules as needed. | will typically wait until it seems like people are grasping
the nature of Control and the “paying Coins to do stuff” routine before bringing up the ability to start interrupting each other...especially if
it looks like there are 1 or more shy or reserved players at the table. | definitely want them to get at least 1 turn in before other more
vocal players start interrupting them. Also, unless someone specifically asks, | don’t mention how to bring a scene to an end until it gets
back to the first player and everyone’s taken a stab at scene one.

For my own turn, the first time around | do one of two things. | either take the lead and create some interesting characters who have
obvious sources of conflict (or create conflict for existing characters), or if it seems like the players are getting the hang of it themselves,
| try to hang back and let them go without much interference. As I'm taking my turn I'll take a handful of my own Coins and drop one in
the bank every time there’s something worth paying for. This gets the players into the habit of counting out the Coins as they're talking
rather than stopping the narrative to do accounting, and also clues me in as recorder what they think is important enough to pay for.
Once they get in the habit of that I'll interject just enough to keep everybody at about the same scale of what they're getting for 1 Coin.

Other Stuff

From there the game starts to take care of itself. All of the other subsystems of the game are brought up only when a player starts to
do something for which those rules might apply, or if they express puzzlement about how to “do” certain things. These subsystems
include Master and Subcomponents, or using a single Component to represent a group (goons/mooks/brutes). This usually occurs
when someone comments on how expensive it would be to do...”x”. Chances are “x” can be done quite cheaply and effectively with one
of these rules. Also in this category is Importance, which | wouldn’t bring up until someone tries to eliminate something. Using Traits to
represent negative features like “he’s been shot” is usually one of the first ones to come up and is often an epiphany moment for several
players. I'll often make a point to do myself as illustration if no one else has thought of it. | may try to introduce a Rules Gimmick of
some kind myself after the game has been running for awhile just to illustrate the flexibility of them and encourage people to think
outside the box. Framing scenes into the future or past, increasing Importance through the possession rules, Mini Scenes, Fines, Social
Contract Tenets (unless that’s a particular hot point with your group), Fading to Black, cutting back to a previous already played scene,
or advanced Complication variants are all more esoteric rules that can be safely set aside until the group has mastered the basics.

Hopefully this outline has provided some guidance on how to introduce Universalis to new players and get them quickly up to speed. If
you've used any of these techniques, or developed a few of your own we’d love to hear about it on our discussion forum.

----Ralph Mazza



Traits, Challenges and Enforcing Story Logic

Sometimes a game of Universalis can get somewhat chaotic. Because the story is driven forward by the input of several
different people things can from time to time start to look a bit piecemeal. Different players can have different ideas about
what the main character is like, or even who is the main character. As a result the story can start to drift to and fro as if
buffeted by gale force winds every time a new player takes a turn.

Sometimes this can be a lot of fun. Some of the most entertainingly bizarre games I've played have been when people just
cut loose and go where ever the brainstorming madness takes them. However, other times this sort of play is inappropriate
and may detract from some players' enjoyment of the game. Universalis provides many ways to bring focus and vision to the
story, this essay is going to concentrate on one of the more subtle, and I've found, underused methods: Traits.

Every player knows what effect Traits have in Complications. They are a source of free dice to roll. They have a noticeable
and measurable impact. But what about outside of Complications? Are they just words on a sheet meant to serve only as a
storage place for dice?

In a recent thread on our discussion forum, veteran player Tony Irwin explained how to use Traits as a powerful tool for
articulating your vision of a character and how to see that that vision is followed by the other players.

[equals notations by me to Tony's original post]

Tony Irwin:

I've seen people use characters/components that were central to the story, in ways that were upsetting to others; either
because they were using them purely to win coins (and the coins weren't even being used to fund anything) or they were
using them with disregard for the story logic that other players took for granted.

What we came up with was that Traits should be viewed not just as "situational modifiers" either giving or removing a dice,
but that clever selection of Traits can be used to enforce story logic. For example:

I give Frankie the trait "loves Johnnie"

Now I get a die when Frankie is protecting Johnnie or I can probably remove a die from someone if they try to make Frankie
attack Johnnie.

But what people forget is that any time someone uses one of these characters in a way that seems to defy that Trait, I can
Challenge for it. I just say "Frankie loves Johnnie, so Frankie wouldn't do that". My coins are worth 2 for every 1 of theirs.
People forget that I can Challenge the Complication before it ever gets as far as building dice pools.

[Players often forget that all Traits are automatically Facts] You just declare a fact "Frankie loves Johnnie" or "Norgoth
feels betrayed by the zombies" or even "Norgoth is slow to anger", and now you have the option to enforce some story logic

when people want to introduce Complications [or just narrate something contradictory]

The thing about facts is that they're very obviously control mechanisms for your vision of the story. As soon as you introduce



Other Uses for Universalis

Click on these links to see other cool stuff people have done with Universalis.
If you've used Universalis in one of these ways, or in a way we haven't thought of yet, let us know and tell us how it went.

Player Driven Metaplot
Scenario Creation
Setting Creation

LARP Backstory

On-Line Play
Authoring Group Fanfic




Player Driven Metaplot

There are several benefits to a strong, well-detailed metaplot. They provide a number of ready made plot hooks for the GM to build upon and give
the players a real sense that the world actually exists. In other words that there are things going on in the background that the characters may or may
not be a part of. There are some strong disadvantages to metaplot too. If the source material is too tightly woven to it, then large parts of the game
setting may become unusable based on a play groups actions. Even worse is when players become disinterested in major elements of a meta plot.
No matter how good the game is, if the players don’t buy into the story and become committed to moving it forward play can quickly become lack
luster.

Universalis is a great way of providing metaplot to your games while avoiding many of the disadvantages. In between sessions of regular play,
players can get together for a quick session of Universalis (often this can be fit in before a session while waiting for late comers, or afterwards when
some players have to leave early. It’s also very easy to do on-line). In the Universalis game, players will be concerned with crafting the actions of
the mover and shakers of the world, playing out what the various factions and power brokers are up to. For instance, in a Vampire campaign where
player characters are relatively weak soldiers, Universalis can be used to play out the interactions and plotting of the influential powers. The new
happenings and story lines so developed can then be easily brought into the Vampire game as current events going on in the city.

There are two huge advantages to this. First, the players will never outrun or render obsolete a prewritten metaplot. Likewise, GMs won’t have to
railroad players in order to keep them within the canon material. Instead the metaplot that is created over time using Universalis will already be
customized to the needs of the actual campaign being played. Second, players will be much more into the story because its one which they helped
to develop. Whatever aspect of the setting that the players find most compelling is the one most likely to be developed in the Universalis game.
Thus, the GM can be assured that when he dangles plot hooks based on that game, his players will eagerly leap at them.



Scenario Creation

One of Universalis’s strengths is the ease at which entire sections of a world can be created on a meaningful level very
quickly. Locations, key characters, and the web of connections between them all get created as part of an ordinary
Universalis game. One of the things we’ve been amazed at, is how good some of those Universalis creations would be as a
scenario for another game. The places, people and situations created by the game can be easily modified and adapted into
an adventure to use in another RPG. At GenCon 2002 we ran several demos. One of those demos would have made a great
scenario (with minor modification to adapt to setting specific details) for a game like Blue Planet or The Babylon Project.
Another was practically begging to be played in Feng Shui or even Unknown Armies.



Setting Creation

Beyond just scenarios for other games, Universalis can create entire worlds for other game systems. A big part of the design
of Universalis has always been to allow each game session to build upon the setting created in prior sessions, even if the
characters and plot are different. Such an ongoing world creation effort can easily provide the background for an entire
setting useable with another RPG system like GURPS or FUDGE.

One of our play test groups set out to do just that. They wanted to handcraft their own fantasy setting, so they started with
Universalis. The earliest characters they introduced would become the gods of their world. Through play they fashioned a
creation story and an entire mythology complete with a war between the gods and gods who were banished or even dead.
They moved on history where they fashioned the legends and great historical events of the world complete with mighty
heroes and a couple of sagas. When finished they took the whole thing and wrote it up for play with GURPS Fantasy.
Benefit: every player had a vested interest in the world that they had helped create and all of them shared knowledge of a
common history and mythology that was all the more meaningful to them because they had written it.

"We used Universalis to create a setting and it was splendid. Before the game even started we had this rich, layered, detailed setting. Universalis is a
neat, neat game/gaming tool/imagination prod. --- "Paka" aka Judd who used Universalis to design a campaign for The Riddle of Steel



LARP Backstory

A LARP session is only as good as the character relationships and plot points which drive it. Coming up with new situations
with enough things going on to hook the players and drive interaction forward is a challenging endeavor and can lead to flat
game play if not done well. At least one player who organizes LARPs intends to use a game of Universalis to help develop
the character map and plot points for an individual run; and also to advance the story arc between runs.



On-line Play

The format of the Universalis rules makes it ideal for PBEM or chat room play. In fact, our first play tests of the game were exclusively through
chat. Its exceptionally good with chat rooms with a dice server. This means that any of the above ideas for using Universalis can be expanded to
groups that can’t meet face to face. Universalis can also be used to provide some formal structure to persistent free form chat room or forum based
role-playing for groups that would like a few more rules to work within. Universalis is so well suited for chat-room play that the rules don’t need to
be modified at all except that references to “clock-wise” player order should be changed to “alphabetical screen names” or something similar.



Group Authored Fan-Fic

Universalis could be one of the best "fanfic" games ever. Get a group of players really into Babylon 5, for example, and go to town. ---Lou Goncey

Never having really been involved in the fan-fic community, I have to say, this idea had never occurred to me. But Lou's idea seems like it would
work extremely well.

In the essay on Story Elements, the section on Setting discusses a couple of ways to base a game of Universalis on an established setting. Using one
of those methods one could easily base a game on a property and from the write-up of the game session have the foundation for a great piece of fan-
fic

---Ralph

I leave it to the authors of such works to determine the various legal issues surrounding copy right of licensed properties.



Space Traders
Early Playtest

Our very first play test of Universalis (using a much older and since highly revised set of rules) was played via Instant Messenger
between just Mike and myself. I've adjusted that session a little to be consistent with the final version of the game (to avoid confusion)
but the core elements are still relevant.

Mike initiated the game by proposing "sci-fi" as a Story Element. | followed up by making the setting focus on a tramp freighter traveling
between the stars. We established that there were two key characters: Ulysses Korosuki scruffy hyperdrive engineer, and Maxwell
Smith daring space pilot.

During the Game Preparation phase we established that in addition to his role as Hyperdrive Engineer, Ulysses also had Traits of
International Politics, and Advanced Robotics, which he learned at the Skorfar Institute. Max had Traits of both Lucky and Reckless. Our
ship was called the All’s Fair, with a role of Medium Cargo Ship. She had Traits of Old, Heavily Financed, Three KM long, and Hyper
Space capable.

We also established that Max had been married to Ulysses sister Susan, but she’d left him and the ship. The Sexy, Android Science
Officer named Shiela had been programmed with Susan’s voice and Ulysses had refused to change it, making Max very uncomfortable.

We then established the current situation. Our business was transporting cargo between two large interstellar powers: the Terran
Unified Polity and an unnamed "Empire". The two powers were engaged in a long cold war with occasional local flare-ups making it
difficult to navigate through all of the tariffs, custom requirements, and secured "no fly" zones. As such we’d occasionally supplement
our business with more legally-gray activities.

Currently we had just departed Mars Colony after a major refit with a cargo Max picked up for which we were being paid a huge amount
relative to the cargo’s declared value. Max figured his natural talent and charm had just enabled him to negotiate a good deal. Ulysses
was more suspicious. For a theme we selected the entanglements of politics. No matter how hard we’d try to stay out of them, we’d
keep getting involved; with especial emphasis on the futility of the conflict in general.

The first scene started with an immediate Complication: alarm klaxons going off in the engine room, and warnings about a pressure
build up in the hyperdrive. | was the Originator and Mike, in control of Ulysses, was the target. Mike won the Complication but rather than
fix the engines he used his free Coins to Originate a new Complication. He stated that there was nothing wrong with the drive system so
there must be some problem external to the ship. He made Max the Target as he was in the cockpit.

| was in control of Max so | drew upon Shiela’s Role as a Science Officer for a die and purchased the Trait of "Advanced Sensors X2"
for the ship for another 2 dice. Mike purchased facts for the game world that sensors didn’t function to the aft where the engines were
and used that to add more dice to the Complication. | therefor decided that Max (being reckless) would slew the ship around in "Crazy
Ivan / Bootlegger Reverse" fashion and drew dice from Reckless, Lucky, and the Pilot Role.

I won the Complication by a huge margin and used my successes to identify the source of the problem. A small drone ship with TUP
customs markings was pursuing us. It had caught us in a Hyper Interferon Beam, trying to force us to drop out of hyperspace.

For this final Complication, Mike took control of Max and Shiela and the Ship and | targeted all of them with the newly created drone
ship. Mike bought Quick Thinking as a Trait for Ulysses and Created Rollo the Ship’s Computer to help him out. Max tried to go for a full
burn on the engines at the exact moment that Ulysses modulated the drive’s Calax Frequency in the hope of breaking free of the beam.

He lost the Complication, and as a result had to shut down the engines to avoid implosion. The ship dropped out of hyperspace and was
face to face with a Terran Unified Polity customs vessel...while carrying a suspicious cargo.

We called the game at this point as it had been only an early test, but both of us had been so engaged by the story creation process we
knew then that this was a game we wanted to see to completion.

Featured Effect, Suspense:
Traditionally in role-playing, suspense has meant the GM keeping secrets from the players and the players not knowing what the GM

was going to spring on them next. It quickly became obvious to us that that paradigm wouldn’t work in Universalis. We were afraid that
with all players having GM level power there would be no suspense or surprises..."If | have total control over everything, how can | ever
be surprised?"

The answer surprised us. There was actually a greater degree of suspense in a Universalis game because all of the players have power
over the story. Instead of being in a game with 4 players, each of you wondering what nasty surprise the single GM has up his sleeve; in
Universalis you’re in a game where each of you are wondering what any of the 4 other players might have up their sleeve. With 4
creative minds working on it you never know what to expect.

This is exemplified even in the brief 2 player game example above. The first complication of the scene was originated by me...
something was wrong in the engine room. What was wrong in the engine room? Not only was Mike not expecting this problem and so it
was a surprise to him, | had no predetermined list of "bad effects" and so it was equally suspenseful for me to see what he’d do with it.

Likewise, when | defined the "external problem" as being a TUP customs ship, that was a total surprise...to both of us. Here we were on
our way from Mars and the next thing we knew we were being pulled over by the federales. That was no preplanned set encounter from
a scenario book, that was completely spur of the moment improvisation that had riveted both of our attentions, because neither of us
had any idea how it would turn out. What did the patrol ship want? What was our cargo anyway? Who were we supposed to deliver it to?
We as players of the game didn’t know any more than a movie audience would know about what was about to happen, and that was
exciting.

----Ralph Mazza



Z.ombie Summer

This game was played with just two players. The genre was to be a high school slasher horror flick, and the action set in an
old abandoned mining town a few miles from where the kids lived.

The action started with a car-full of kids arriving at the town in an old convertible owned by Rick. In the car was Bobby, captain of the
football team, Rick, a rebel without a clue, Lisa, a cheerleader type, and Wayne, an unpopular kid who Bobby had invited along because
he owed Wayne for doing his homework.

The kids had a bottle of booze, and were a little drunk to start off, with the exception of Wayne who kept his wits about him. They got out
of the car, and headed into a nearby house, which was in a dilapidated condition. Bobby and Lisa started making out, and Ricky hitting
the bottle pretty hard. The kids hear a noise coming from a closet, and, upon investigation, are scared witless by the grizzled old man
that lurches out of it at them.

Turns out that it's just old Zeke, a miner who never left the town after it was abandoned. He confronts the characters, telling them to get
out of "his" house. Apparently he feels that squatting here makes it his. He also says that they should get out of town. The kids,
however, just move to another room, and continue partying.

After a bit, there is more noise out back. Figuring that it's Zeke again, Wayne and Rick decide to check it out. They discover an old shed
out back with the door open, and peer inside. They note that there is a shaft leading down into the ground with a ladder protruding from
it, and what look to be a pair of human skulls on the ground.

The first complication then occurs. Just as they turn around, a walking corpse, dripping in some black goop attacks them, knocking
down Wayne, and taking a big bite out of Rick. Just when it seems that the kids have had it, a blast goes off, taking off the Zombie’s
head. It's Zeke, with his trusty shotgun, just in time to save the kids.

The boys ask him about the shaft, and he relates that it leads to some of the mineshafts that riddle the town. He tells them yet again that
they should leave, "before it’s too late."

But do they? Of course not. They go back into the house to tell Bobby and Lisa that they are going to investigate the shaft. Bobby
decides to come with, but Lisa doesn’t want to go. Rick says he’s "not feeling well", and stays behind.

Upon returning to the shed, it would appear that Zeke has gone down the shaft. Wayne and Bobby follow, and investigate the shaft.
They go a ways, and hear a shotgun blast ahead of them, and sounds of a fight. They proceed forward and after a bit discover Zeke’s
body, horribly gnawed and definitely dead. They decide to press on, taking the shotgun with them along with shells they get off Zeke’s
body.

Meanwhile, back in the house, Lisa is investigating the upstairs, and finds a bureau with a mirror, and a nice old brush inside. She
decides to pretty herself up. After a moment, she notes Rick coming up behind her with his hands out. Lisa warns him that she thinks
he’s cute, but that she can't risk losing Bobby. Just before Rick sinks his teeth into her. As a result of the complication, Rick kills Lisa
easily.

Back in the mine, after a bit Wayne and Bobby come across some of the goop on the floor of the mineshaft. They are panicked when it
starts to move, and tries to crawl up Bobby’s shoes, starting a complication. Bobby lets loose with a shotgun blast that begins a cave-in,
in which Wayne barely gets away. Bobby is caught under a rock, on the other side, and Wayne can hear his screams as the goop
covers him.

Unable to return to the surface the way he came down, Wayne starts searching about. He quietly finds the source of the zombies after a
bit, a huge pool of the black goop filling an entire cavern, with hundreds of bodies floating in it. In the following complication, using his
wits, Wayne figures out quickly a way to dispatch the creatures. He uses the mine’s still functioning electrical system to electrocute the
goop, which bursts into flame. Wayne runs as the mine fills with flames, and barely makes it out of the main entrance alive.

Wayne returns to the house to find his other friends dead and lifeless. With nothing left to do, he takes the keys from Rick’s pockets,
gets into the convertible, and rides off into the sunset. Presumably a more self-confident individual than before.

Featured Effect: Two-Player Play
No doubt about it, it's a bit harder to play Universalis with only two players. Not so hard as to make it impossible or un-enjoyable,

however. I've played with two players on a few occasions, and the sessions go fine. But fewer players means that the creativity is split
less ways, and the synergistic effects show up less.

What you have to look out for are the moments where you'll both be out of ideas. As such, it's good to have a source from which to
draw. Try playing in some setting that you both know really well. When you feel a slowdown occurring, just look to the setting, and inject
some character, creature, place, whatever, from it. If you don’t use a preplanned setting, then rely a lot on the clichés of the setting and
genre selected. If it's fantasy, for example, have a dragon show up. Out of the blue.

Randomness is OK in Universalis to an extent. When you throw something in, just work out through play the reason for the interjection.
You still want to create a story. But don't let the worry of unexplained events slow you down. They will probably get explained later, or
perhaps not. Which is not the end of the world. In fact, if you play a multi-session game, those loose plot angles give you something to
work into in follow on sessions.

If you just accept that slowdowns in play may happen before hand, and relax about it, that can help get through these slowdowns.
Nothing exacerbates a block like this as much as pressuring yourself too hard to come up with something. If you just wing it, and have
fun, the pace will be fine; making Universalis perfectly suitable for two players

----Mike Holmes



Zombie Western
DemonCon 2002

The game started out innocently enough. | was hankerin’ to play a Western, so with the first turn that's the Tenet | proposed. The next player set us in a mining
town named Dark Guich, and the player after that made sure the boom times had already turned bust. That’'s when it started to get a little weird.

The first characters in the story were the crotchety old prospector Dirty Pete, and the skinny piano player. After that came Ruby the saloon girl, with a past. Ruby
(plying her trade) had gotten wind of a new, but as yet unclaimed silver strike in one of the abandoned mine shafts. She needed the prospector’s help to claim the
strike...only problem was, the area was crawling with zombies...yes zombies.

Fortunately, also in the saloon, was the Reverend Ulysses, a drunken, ex-minister turned zombie hunter. Plied with drink and a share of the stake, The Reverend
agreed to help clear out the zombies. Unfortunately for them, the prospector was a little drunk himself, and by the time he was done recruiting Ulysses, the whole
town had heard of the plan.

Zeke, a rival zombie hunter and his side kick Ronnie heard about it and decided to collect the bounties on the zombies for himself. Bruce Ashwood, a local miner,
equipped with a steam powered mining pick named Betty decided to head out first and jump the claim. Meanwhile Sheriff Brody had sent a telegraph to a man
known simply as Dirk...the most famous Zombie Hunter in the west. Unbeknownst to us at the time but to be revealed later was that Dirk and Ruby had been
married before a nasty break-up, and the Sheriff's daughter Sally had a huge crush on the mysterious hunter.

Ruby, the prospector, and the Reverend Ulysses went to the town’s abandoned church which Ulysses used as his headquarters to collect their gear, but zombies
had already infiltrated the town. Alerted by Ulysses’ pet dog Ghost (who was quite literally a ghost) the characters managed to blast their way through the zombies
without getting their brains eaten.

They traveled to the mine site where a tremendous horde of zombies were mindlessly making their way into the mine shaft, drawn by the sound of mysterious
music. The Reverend was preparing to lay a wild west smack down on the undead when Zeke and the Sheriff Brody arrived on the scene. Wanting the zombie
bounties all to himself, Zeke had let the Sheriff know that Reverend Ulysses was hunting without a license. Fortunately the Sheriff had a copy of the necessary
paperwork (in triplicate) with him which Ulysses dutifully filled out. Unfortunately the license wasn’t active until it had been properly filed. Scowling, The Reverend
turned to his gas powered camp stove and threw the paperwork in the fire. Watching the smoke rise to the heavens, the Reverend informed all present that he’d
filed the paperwork with God and anyone having a problem with that could take it up with him.

At that point a commotion got their attention. Bruce was bailing out of the mine shaft with a mule cart full of ill gotten silver ore. The zombies made short work of
the poor mule and Bruce, seeing the fire of the camp stove, made a bee line towards the safety of Reverend Ulysses and his posse with the zombies not far
behind. The strange music was growing louder.

As the group prepared to mount a defense, they failed to notice that Bruce had been bitten while in the mine shaft and was turning into a zombie himself. Now
fully transformed he attacked Ruby with his steam pick. She managed to shoot it out of his hand...turns out she was a crack shot, taught by Dirk himself.

The Reverend, Sheriff Brody, Zeke, Ronnie, and the old prospector Dirty Pete tried to hold off the zombie hordes, but it was a losing battle and Pete went down.
His fall did manage to occupy several zombies who were intent on eating his brains. Several more turned their attention on Ronnie. Seeing the odds, Zeke
abandoned his side kick Ronnie to a painful death and while they were gnawing through his skull he high tailed it back to town. Still the music continued.

At that moment Sally showed up with Dirk in tow. She had met her beau at the train station and led him to the mine. Tossing a few sticks of dynamite around sent
zombie parts flying, briefly gaining control of the situation. But Ruby was in trouble. Bruce had gained the upper hand and was about to slay the saloon girl, when
Dirk...moved by feelings for his old flame, leapt in to rescue her. Ruby was saved, and Bruce put down, but Dirk had been bitten. He helped finish off the last of
the nearby zombies but when he felt himself transforming he told Ruby she had to kill him.

Ruby was preparing to do so, but Sally leapt in and stopped her, throwing herself over Dirk to protect him. Dirk, now fully a zombie, promptly ripped out Sally’s
throat before Ruby put him down with a shot that took off half his head.

At this point the strange music had reached a thundering crescendo. Rising out of the mine on a hydraulic lift was a platform containing a steam powered organ.
The skinny piano player from the saloon was playing that organ and through its music he was raising and controlling the zombies. As it turns out, he had loved
Ruby for years, but she had always scorned him. So he went in quest of dark occult arts that would let him get his revenge.

As a fresh wave of zombies came out of the mine, Ruby and Reverend Ulysses made good their escape. Sheriff Brody, shattered with grief over the loss of his
beloved Sally went berserk and killed many zombies before he ran out of ammo and was torn apart by the undead.

Featured Effect, Story Elements:
Story Elements are the type of Tenet which governs what a story is going to be about. The rules specify that each player in turn can propose one and only one

Tenet at a time. This ensures that all players have input into the type of game being played. However, it can also result in something of a mishmash of different
genres and styles as each player puts his own twist on the game. This is not necessarily a bad thing. Some of our best games have involved some wildly
disparate Story Elements all being thrown into the same pot and stirred together.

This effect can be seen in this play example as the story moved from being a traditional western set in a small mining town to a "weird" western complete with
zombies and occultists. As it turned out this wasn’t a bad direction and the game was quite fun with few survivors. However, there are a few tricks to keeping
Universalis games more genre pure if desired.

The most obvious is to be prepared to Challenge players who introduce elements outside of the genre expectations that have been established. Not only can this
mechanic serve as a straw poll of other players as to whether they'd like or dislike the new direction, but if the new element has never been formally proposed as
a Story Element the Challenger can most likely claim the existing Story Elements as Facts with which to oppose the new direction. "This is a ‘western’. There
aren’t zombies in westerns"

However, more important is to recognize the importance of the Game Preparation phase outlined in Chapter 2. In our example above | defined the genre as being
"western". It did not then get narrowed down to "traditional western". If players are truly concerned about genre purity they should take pains to be very specific up
front before the first scene is played about exactly what those genre expectations are.

Also, feel free to make use of negating Story Elements. Knowing the popularity of zombies and "weird" westerns recently, players in this game could have
ensured that these things didn’t creep into their game by proposing Story Elements such as "No occult" or "No undead gunslingers" and such. In another game
we’ve played that was set in a science fiction universe a player made good use of this technique to declare that there was no virtual reality cyberspace in that
setting.

----Ralph Mazza



Alien Love
GenCon 2002 Demo

This game was one of the more interesting and challenging to run. Challenging because it didn’t have an immediate action oriented
premise which makes a demo game a little difficult to keep moving. Interesting because it had a couple of players who were overtly
attempting to outdo each other with convoluted plot twists while another couple of players were trying to reign things in.

This was evident right from the pre-game which started out (as all demos | ran at GenCon this year did for some reason) as a Science
Fiction game. It was to be a story about a first contact situation where aliens were arriving on Earth for the first time. Then they started
twisting it. The aliens were not going to be humanoid, they were going to energy beings who could possess the bodies of humans. But
not just any humans, senior citizens. And not just any senior citizens, recently deceased senior citizens. Further the game was to be set
in prohibition era Chicago. Finally, the main thrust of the story was that the aliens were in love. One of them was lost on Earth and the
other one was searching for him.

The first scene started with a bit of a flash back to the point where the first alien came to Earth. It began with the assassination of mob
boss Don Finito by a rival family. The Don was elderly, and recently deceased. Lo and behold, the assassination attempt must have
failed because Don Finito was still alive. Of course, that was due to his corpse being possessed by one of the aliens, an alien who very
much enjoyed his new role as a crime syndicate king pin.

The second scene took place in a grimy gym where several boxers were training. Big Tony, a manager and fight promoter, called over
one of his star boxers, a wiry middle weight by the name of Little Joe. Tony had some bad news. It seems that he’d just gotten word that
Joe’s mother, who'd been hospitalized for some time, had just passed away at a local hospital. Joe lost no time rushing to the hospital.
As he left Tony reminded him that he had a big fight the next day.

At the hospital we have a brief flashback, to a scene where a number of doctors and nurses are desperately trying to save the life of an
elderly woman. We know they failed when the EKG machine flat lines, they draw the sheet over her head and solemnly leave the room.
We know an alien has entered her body, when the meter begins to beep again and the sheets begin to stir. [Note: we had no idea at the
time whether EKG machines were around in the 20s and 30s but it made no difference for our purposes at the time. Groups desiring a
more authentic setting may want to look facts like this up in advance. A subsequent web search revealed that the first EKG machine
was invented at the University of lowa in 1920, but used an actual saline bath for conductivity. The wires and electrodes weren’t added
until 1940...oh well...on with the story]

The action then cut back to Little Joe in a heated discussion with a nurse who wouldn’t let him past the lobby when suddenly everyone is
interrupted by an elderly woman in a hospital gown striding purposefully towards the door...shocked doctors in pursuit. Joe joyfully
confronts his mother whom he thought was dead but she doesn’t recognize him at all, instead she keeps saying that she’s looking for
someone and has to find him. This alien retained no memories of the host body. As Joe engages the doctors in another heated
discussion, his mother slips away unnoticed, disappearing in the night.

The next scene cut ahead a couple of days with a beleaguered and unkempt Little Joe being led to see Don Finito on the Don’s patio.
The Don, who runs the neighborhood, had had a large amount of money riding on Little Joe and was furious that Joe had never shown
up for the big fight. When Joe told the story about his mother who was still missing, the Don ordered his Concigliere, Vincent to find her.
Vincent sent two goons, Guido and Vito (inseparable brothers) to get her and bring her back to the Don. During this scene it was also
established as another twist that the alien that Joe’s mother was looking for was not the one who possess Don Finito but rather a third
alien we hadn’t yet seen.

In the final scene we ran, Guido and Vito indeed found Little Joe’s alien possessed mother in an ally. She told them she was looking for
someone and asked if they could help her find him. The pair said no, but that she was coming with them to meet Don Finito. That was
the wrong answer. Glowing with alien energy, the old woman sent the two bruisers flying across the ally into a wall. At this point in time a
car drove up with three more goons, these from the rival family who’d tried to assassinate Don Finito. They’'d heard Finito was looking
for this woman and figured she must be someone important, so they planned on getting to her first. Glowing even more brightly now she
cut the three thugs down with blasts of white light setting their car on fire and causing it to explode.

At this point we called the demo due to time but did a brief post game wrap-up to try to make some sense of the story. What we decided
was this: The alien who possessed Don Finito was a criminal among his own people who fled to Earth looking for a place to hide. The
mysterious third alien was actually the second to arrive on Earth. He was there to bring the first alien to justice, but things went awry and
he disappeared. The alien who'd possessed Little Joe’s mother was the life mate of the third alien who’d come to find him after he was
written off as lost. Her possession hadn’t gone well and she hadn’t absorbed the memories of her host and so didn’t know how to get
along on Earth among humans. We decided that the third alien had run afoul of the U.S. Military in some sort of Roswell-esque incident
and was a prisoner of the government who were studying him, perhaps with the idea of using his self sustaining energy form as a source
of power. Further we decided that Guido and Vito’s description of the incident would tip Don Finito off that another alien was around. An
alien he’d now have to Kkill. Little Joe would find out about the Don’s plan and save his mother and somehow come to discover the truth
about her. Together with some as yet uncreated girl friend they’d set out in search of the alien’s lost love.

Featured Element, Plot Flexibility:
At times during the actual session, the play of the demo seemed to drag a bit, but this | think was largely because | had gotten used to a

much more rapid fire action oriented type of demo and the soap opera like pace of this session threw me for a loop at first. In the end |
sold 2 copies based on this demo, so it must have been well received by the players.

What struck me most about the session was how easily the game mechanics adapted to the sometimes bizarre direction the story was
going. Even with two players bound and determined to out do each other for the next big plot twist, the Coin mechanics worked
powerfully well to limit just how much they could do at a time and allowed the more staid players (including myself) to maintain some
sanity in the story line. Despite all of the convolutions, our post game wrap-up demonstrated how easily the session could have been
turned into a coherent story if we’d had time to play it out. The elements we introduced in the wrap-up could have been brought out
during play and while its likely that a few challenges might have been necessary to keep things from getting too zany or obscure | was
really impressed with the tale that we told in a 45 minute session with 4 first time players. We went almost the entire time without a
single complication until | finally forced one into the last scene for the sole purpose of demoing how it works. What at the time seemed
one of the harder demos to play in retrospect is one of the ones I’'m most pleased with.

----Ralph Mazza



7

The Psionic Mines
GenCon 2002 Demo

This demo for potential customers, like many at the con, began with the genre of Science Fiction. Our setting for the game was a mining
colony on a distant world. It was to be a gritty realistic setting with no virtual reality cyberspace, or other cyberpunk extremes.

There were, however, psionics. The humans were there to mine psi crystals which were extraordinarily valuable for they allowed people
to tap into latent psychic powers. The humans had wrested control of the planet from the native species of alien beings whose psionic
powers were so developed that they’d never developed a need for advanced technology themselves. There were two problems,
however. One, exposure to that many crystals over time could enhance a man’s psychic powers to extraordinary levels...while
simultaneously driving him insane. Two, the aliens who’d been driven away from the colony site wanted it back, and the psychically
deranged human miners were their ticket home.

My instructions to this group of players was the same as I'd used many times. To think in terms of a powerful opening scene for a movie.
When a player thought enough background had been developed to give them an idea for one, the game would move to the first scene.
Being a demo, we developed the background much more sketchily than | normally do for games meant to be played over several
sessions, but this proved to be a perfect amount to promote quick, movie-like, one-shots.

The first scene of the game opened in a deep shaft of the mine. There were several miners in enviro suits equipped with sonicvibe
mining tools. One of them, a man named Kurtz, had been in the mines too long and his latent psionic ability had just burst forth.
Wracked with pain and Screaming Crazy, Kurtz lashed out at he stumbled around the mine shaft. A nearby miner died with the tip of
Kurtz’s vibro tool bursting through his chest.

Against the far wall of the mine shaft, standing on a high platform of scaffolding was Engineer Blackthorn. He was in charge of this
mining crew and this wasn’t the first time he’d seen a miner go berserk. He was prepared for it and drew forth a heavy gun loaded with
powerful tranquilizing darts.

In the Complication that followed, Blackthorn managed to shoot Kurtz with a dart, but it wasn’t enough to put the miner down. Enraged,
Kurtz ripped apart the metal scaffolding with unleashed telekinetic powers sending Blackthorn plummeting to the floor far below. As
Kurtz escaped deeper into the mine shafts we saw Blackthorn’s fall slow and stop. The Engineer hovered just off of the ground before
landing on his feet. Blackthorn, its revealed, is a powerful telekinetic himself.

In the next scene, the Framing Player flashed forward in time several days paying each of the other players 1 Coin to do so. The location
was a detention center in an orbiting space station above the planet. Kurtz was imprisoned, ineffectually raging, in an energy field.
Blackthorn, revealed as an undercover psi cop, was reporting to his superior officer.

We ended the game session with a dialog on the dangerous increase in violent psychic reactions among the miners and what it could
possibly mean. All in all it was a powerful opening for a continuing campaign in just a brief 30 minute demo with first time players.

Featured Element, Flash Forward:

The ability to set the time of any scene is one of the most powerful tools in Universalis. For most scenes players will use the default free
setting of having the scene occur immediately after or concurrently with the previous one. But on occasion, a well framed flash back can
be key to really opening up depth in the story.

In this demo a first time player demonstrated a skillful use of the more difficult-to-master: flash forward. Thinking like a movie director
cutting the scene (or more accurately the movie editor), this player skipped ahead to the important stuff. The second scene could have
been a continuation of the first, with a scene of Kurtz running through the mineshafts being hunted by Blackthorn and various security
elements complete with lots of violence to innocent miners and equipment and plenty of psionic special effects. But the player intuitively
recognized that the story was not about this confrontation between Kurtz and Blackthorn. This was just a taste to cue the audience on
what was to come. The real story lay in uncovering the alien plot and dealing with what was likely to be a full psionic war complete with
mind controlled deranged miners. There would be plenty of opportunity for high FX scenes of wanton violence in the mines later on.

So even though this was just a brief demo played right in the booth in the exhibitor hall, and we ended the game with the scene in the
orbital station, it was obvious that we had the makings of a pretty decent story; complete with a group of players who understood the
concept of scene framing and pacing. Even though | needed to end the demo to get back to other things, | was left really wondering
what this group would have come up with for a third and fourth scene.

----Ralph Mazza



The Gangs of New New York

GenCon 2002 Demo

GenCon 2002 was a blitz of Science Fiction based demos for me and this was no exception. The setting was a gritty, post apocalyptic
world with pockets of intense radiation scattered throughout the city. The imagery was very Judge Dredd. The situation was to be one of
rival gangs battling for control of the city. In an interesting twist, 2 Rules Gimmicks came up right in the preparation phase. First each
player (there were 4 of us) would be responsible for detailing 1 gang during set-up. Second, each gang was to have a leader, and the
leaders were to be former friends, who were unable to confront each other directly but only through agents like the gangs they
controlled. The sense was that these leaders were somehow larger than life and the gangs themselves were just tools they used to
strike at each other. A very cool concept. Unfortunately being a demo it was one we didn’'t get to explore in detail and only 1 of the 4
leaders even got created.

The last gang to get created wound up being the focal point for the session so I'll detail it first. They were the Post-Messianics. A
religious cult who believed the second coming of Christ had already occurred and those who were to be saved in the Rapture had
already departed. They believed they were truly living in apocalyptic times and that the people who were left were those that got left
behind to suffer. They blamed technology heralding in the end times, destroying peoples faith and opening the door for the antichrist.
They were essentially militant, hyper violent Luddites, destroying technology wherever it was found.

Their headquarters was in the middle of a radiation zone. They, having repudiated all science and knowledge, had no concept of this,
but knew that in certain areas they got sick (from the radiation). Their headquarters housed a holy idol which protects the cultists from
the sickness as long as they are near its vicinity. They believed it to be a divinely powered artifact, but in reality it was a high tech
detoxifier and radiation dampening device. In other words...technology.

The next most important gang to the session was an Akira-style biker gang of mercenaries and bounty hunters. Part of this gang was a
group of Juicer Ninjas, assassin/infilirators hyped up on reflex stimulants and combat drugs. They were designed as a Master
Component with the Traits of: Stealthed Bikes, Drug Enhanced Reflexes, Laser Edged Weapons, Built in Radio Chips, and Chameleon
Suit. As part of a challenge over how powerful these guys were it was decided that they had limited irreplaceable numbers (100).
However, the high tech components that made them up were recyclable and if recovered could be implanted in a new ninja.

The first gang created were an organization of serial killers and murderers. They had fully renounced God. Not that they didn’t believe in
him, their attitude was "screw-him" and they were dedicated to opposing all facets of Christian morality. They had no role in the session
we played, but their leader was the enigmatic, and mysterious, Red Dragon. He was later revealed to be the secret leader of the Juicer
Ninjas.

The gang | created was "The Law". A group of heavily armored and equipped, very Judge Dredd-like law enforcement officers who
patrolled the twisted streets of the city as best as they are able.

The first scene of the game had the bikers out stirring up trouble with random acts of violence as a distraction while a team of Juicer
Ninjas infiltrated the cultists headquarters to steal their holy idol (leaving them at the mercy of the radiation). They had timed the raid
perfectly, to a time when virtually all of the cultists were away, and so the HQ was virtually empty. What they did not know (because
another player introduced it) was that the reason the cultists were absent is because they were out raiding the various supplies of juicer
drugs cached around the city, destroying most of them and replacing select amounts with caustic acid.

They also did not know that the holy idol had been booby trapped. While trying to remove the central icon (a small key component of the
device) one of the juicers fell into a pit of fire, where he was vaporized by his own flammable chemicals. The last two juicers used their
acrobatic reflexes to leap over the pit and take the icon, but alarms were sounding and both the cultists and the law were on the way.

In the second scene the cultists returned to discover the icon missing. The Law was already on location, and the cultists blamed them
for the theft. The Law Troopers were unaware of the cultists closing in as they patrolled the neighborhood in their armored squad car.
Their infrared sensors detected the stealthed ninjas leaping from roof top to roof top. With a warrant to kill all juicers on sight the
troopers opened fire; one manning a mini gun mounted on the roof and the other with an assault rifle behind an open squad car door.
With automatic shells chewing up the roof tops the ninjas resorted to amazing feats of aerobatics to dodge the bullets. Ultimately they
were cut down dropping the icon into a dark crevice...but not before one of the ninjas managed to radio back the precise location of both
the icon and their bodies. Meanwhile the cultists, armed only with knives and pipes had encircled the occupied troopers and proceeded
to bludgeon them to death destroying the squad car and all gear. They never knew the ninjas had the icon to begin with and, since they
were stealthed, hadn’t seen them on the roof; and so fanned out to look for the icon. The only other witness to the location of the icon
was a strange feral child, known as Wolf Boy, who hung around the neighborhood and had been hitching a ride on the back of the squad
car.

At this point we called the demo. The Ninjas were sending reinforcements to get the icon, the cultists were out in force trying to recover it
and The Law had a full assault team on the way as back-up. Ultimately though, we felt it was probably the secretive and, as yet unheard
from, Red Scorpion who would probably wind up claiming the prize...but to what end.

Featured Element, Challenges:
This demo saw more Challenges than any other | ran at GenCon. This excited me because the players had pretty much figured out how

Challenges would work before I'd even fully explained them. That speaks well for the intuitiveness of the mechanic.

The first thing to get Challenged was the Juicer Ninjas who were turning into an incredibly powerful force before anyone else had even
begun to define such things. The Challenge involved their strength and if we really wanted to embark in what would amount to a Coin
spending arms race between the gangs. In the end, this Challenge never went to bidding. A solution was negotiated whereby there was
only a limited number of Ninja, & they were depended upon vulnerable supplies of drugs for much of their abilities. To mitigate these
weaknesses somewhat, they were replaceable if the bodies could be recovered to recycle the technology.

The second Challenge involved the Red Scorpion as secret leader of the Ninjas. A player proclaimed the leader of one gang was the
real power behind a large segment of another gang, this got Challenged quickly. This Challenge did go to bidding, and the Red Scorpion
player won after Coins had been spent all around. The other two of us figured that not only would that be a great plot hook to introduce
at some future time, but having a conflict like that could only result in a lot of dead ninjas.

The third Challenge involved me in control of the Law Troopers having just killed the two escaping ninjas. | spent Coins to describe how
the mini gun had turned the ninjas to hamburger eliminating any possibility of them being recycled. This Challenge would have gone to
bidding, but a straw poll indicated that all other players preferred to see the corpses left intact so they could be the focus of a rescue
attempt. Faced with such a coalition, | withdrew my Challenge before wasting Coins on one | couldn’t win.

----Ralph Mazza



Pulp Apocalypse

Submitted by: Roy Penrod

Number of Players: 3

Number of Sessions: 2

Total Playing Time: 4 hours
Number of Starting Coins: 25
Number of Refreshment Coins: 5

Our game preparation looked like this:

« Story Element: Post-Apocalyptic Setting.

» Story Element: No spaceships.

- Story Element: Some household androids went berserk and turned on humans.

» Story Element: No aliens.

- Story Element: Food and water are scarce.

* Rules Gimmick: Dice used against a Component during a Complication are always added to the Opposing Dice Pool.
- Story Element: Mutants exist.

- Story Element: Modern firearms exist but modern technology (like cell phones) have been lost.

SCENE 1
The location is a lonely street littered with rubble in a ruined city at dusk. A man in a long black leather duster with dark sunglasses is
walking down the street.

A woman walks up to him and asks him if he's the one she's supposed to meet. He quickly pulls out a revolver and puts it to her head.
He wants to see if she'll sweat under the pressure or if she's an android sent to kill him.

The woman ducks under the revolver and dives behind a large dumpster. A vicious mutant dog comes out of a building behind her and
crouches for an attack.

The woman backs into the street. The man levels his revolver at her. The mutant dog jumps for her throat, but the man blows the hell
out of the dog in mid-leap.

The man lowers his gun and looks to the woman. "Yeah, I'm your man. Let's get out of here. The street's no place for a lady," he says.
SCENE 2
The location is a ruined diner at midnight. The man, Lee Edwards, and the woman, Alinda, are sitting and drinking coffee. In the

background, a young couple are sitting, drinking coffee, and talking.

Alinda tells Lee that the leader of her community, Chief Romano, went out looking for food a couple of days ago. He never returned. She
tells Lee that the community wants to hire him to find the Chief.

Lee says he'll take the job "if the price is right."

Alinda offers Lee her horse, but he tells her a horse is just another mouth to feed. He wants a share of the food that Chief Romano was
after. Alinda agrees to it.

The scene fades to black.

SCENE 3

The location is the street in front of the abandoned warehouse that Chief Romano was looking for food in. It's dawn. Lee Edwards is
standing in front of the building.

Lee looks both ways but the street is clear. He walks up to the warehouse door and kicks it in with his size 13 snakeskin boot.

Alinda comes running around the corner of the building and tells Lee that she's coming with him. Lee argues with her, then shoves her
to the ground as he sees movement out of the corner of his eye.

A bullet whizzes by Lee's head. Lee sees a man running through the warehouse.

Lee shoots the man, wounding him. Lee follows the blood trail and traps the man between the wall and rows of crates. The shooter is
the young man from the diner!

SCENE 4
The location is the interior of the warehouse a few moments after Lee Edwards found the shooter. Lee Edwards is facing the shooter.

Alinda runs up and stops beside Lee. Alinda is shocked and asks the shooter, Richard, why he is shooting at them.

Fire fills Richard's eyes as he smirks. "You'll never stop him. He's too powerful. Soon he'll rule the entire city."

"Who in the hell are you talking about, boy," asks Lee.

"The Reverend. The Reverend's going to take it all and I'll be right there with him. I've been Chosen," says Richard proudly.

SCENE 5

The location is the interior of the warehouse a few moments after Lee Edwards and Alinda found Richard, the shooter. Lee and Alinda
are still facing Richard.

A woman wearing a gas mask sneaks up behind Lee and Alinda. She throws a canister of tear gas in front of Lee.

Lee spins around and tackles the woman wearing the gas mask, pinning her arms to the ground.

Richard pistol whips Alinda, knocking her out.

Tears stream down Richard's face, but the Reverend's conditioning program helps him resist the effects of the gas. Richard points the
gun at Lee's back as he cocks the hammer. "I'd suggest you get off my wife."

'Srr?:gsa(t;ion is just outside the city a few hours later. Richard and his wife Alexandria are standing while they wait for the Reverend. Lee
and Alinda are sitting on the ground with their hands tied behind their backs.

Lee looks up at Richard. "What the hell are you waiting for, boy?"

Richard turns and kicks Lee in the face, knocking Lee to his back. "You'll find out soon enough," says Richard, laughing.

Lee sits up as three figures approach, the bright sun behind them hiding their faces.

A young man and woman step aside as a large man walks between them. He smiles down at Alinda.

Alinda gasps. "Chief Romano! You're alive!"

The large man smiles sweetly at her. "That's the Reverend to you, young lady. Of course I'm alive. Who else will lead my Chosen to
claim the Promised Land tonight?"

Alinda spits at Chief Romano, the Reverend. "You bastard!"

The Reverend just laughs at her. "May God have mercy on your wretched souls, lest you spend eternity burning in the very depths of
Hell when you're crucified in front of the Chosen Ones tonight!"

Lee looks the Reverend straight in the eye. "I'll be waiting for you."
The Reverend laughs then turns to Richard and Alexandria. "Get them up."”
Richard grabs Lee and roughly stands him up as Alexandria reaches for Alinda.

Lee leans back and slams his shoulder into Richard, knocking him off balance. Richard raises his gun in front of him, but Lee kicks it out
of his hand.

Alinda kicks out at Alexandria and knocks her to the ground. Alinda leaps to her feet and runs away.

The Reverend tackles Lee and knocks him out with a solid right to the jaw. "Get that bitch!"

SCENE 7

The location is a small cluster of trees with a clearing just a little while later. Alinda is standing behind a tree, holding a large dead tree
branch. Alexandria and Richard are approaching the trees slowly, their guns raised before them.

Richard hears a twig break somewhere off in the distance. He walks right past the tree Alinda is hiding behind.

Alinda swings the branch down, knocking the gun from his hand. Richard cries out in pain even as the branch crushes his temple,
shattering his skull. Richard's limp body falls to the ground.

Alinda bends down, picks up Richard's gun, and takes a step toward Alexandria. Alinda raises the gun just as Alexandria turns to face
her.

Suddenly, Richard jumps up and shoves Alinda to the ground. Alinda's shot goes wide and hits Alexandria in the shoulder, spinning her
to the ground. Richard picks up the tree branch and lifts it over his head, preparing to split Alinda's skull open. Richard's dead body
tumbles backward as Alinda fires three shots into his chest.

Alinda slowly gets up and walks over to Alexandria.

Alexandria looks up at Alinda, the haze of shock and pain in her eyes. "You shot me, you bitch!"

Alinda's foot connects squarely with Alexandria's jaw, knocking her out cold. Alinda puts Richard's gun into her waistband, then takes off
her leather belt and ties Alexandria's hands behind her back. Alinda picks up Alexandria's gun and chambers a bullet. "l think it's time
we pay the Reverend a little visit," says Alinda to the gun.

SCENE 8

The location is an abandoned auditorium deep within the ruined city late at night. The Reverend is standing on the stage, whipping a
horde of his Chosen into a frenzy. Lee Edwards is tied to a cross behind the Reverend. The captured members of Alinda's community
are in wooden cages on both sides of Lee.

"l have delivered you unto the Promised Land," shouts the Reverend. The cheers of his Chosen erupt.

The Reverend lifts a torch over his head. "Let us purify the spirit of this Unbeliever with the Flames of Righeousness!" Again, the cheers
of his Chosen erupt.

The Reverend turns to Lee. "May God have mercy on your soul."

Lee smiles at the Reverend. "I'll save you a nice warm spot in Hell."

A woman right in front of the stage pushes a hat off her head. Alinda pulls a gun out from under her overcoat. "Oh, Reverend."
The Reverend's eyes widen as he hears Alinda's voice. Slowly, he turns to face her.

"Nobody calls me a bitch," says Alinda as she pulls the trigger.

Blood splatters Lee as the Reverend falls backwards, a bullet hole in his forehead.

Lee smiles down at Alinda. "What took you so long?"

Alinda shoots the ropes binding Lee's hands then quickly climbs up on the stage. "l thought you were supposed to be the hero."
Lee just smiles as he finishes untying his legs.

A young woman runs toward Alinda, screaming like a banshee. "You killed the Reverend! You killed him!"

Alinda calmly puts a bullet in her head.

"I'm your leader now," shouts Alinda to the gathered crowd. "Anybody have a problem with that?"

The scene fades to black. The End.

| ===




Temple of Bast

Submitted by: Bob McNamee

Temple of Bast — Universalis Game — Session 1- (2hrs approx)
Players: Bob, Pat

Scene 1

Location: The Temple of Bast

Time: Midnight

Characters: Pi Wa Ket, Seer of Bast, Lo-Set, Group of Temple Cats

Pi Wa Ket, the temple servant, prepares the Temple for tomorrows service. Lo-Set, a Cat, is among the cats who frequent the Temple.
The Seer of Bast enters the altar room for her midnight meditation. She slips deep into prayerful meditation.

The flickering torchlight casts dancing shadows about the Temple walls. Hidden by the dancing shadows, a Snake slithers and sneaks
up behind the meditating Seer. Suddenly, the unseen Snake lashes out, bites the Seer. She cries out in momentary pain, before she
succumbs to the poison in her, and collapses to the floor.

Pi Wa Ket rushes toward her, sees the snake, and the nasty bite. The snake rears menacingly. She pauses out of its reach, then she
calls upon her ability to communicate with Cats. She commands Lo-Set to “Go get a Healer, quick!”

Lo-Set runs off out of the Temple.

End of Scene 1

Scene 2
Time: immediately after Scene 1
Place/People: (Scene 1 continued) Pi Wa Ket, Seer of Bast, Group of Temple Cats, Snake

Pi Wa Ket runs to the nearest wall, grabs a torch, and daringly thrusts it at the snake. Her efforts succeed at driving the Snake away
from the Seer. It rears up aggressively trying to move forward. She then know she must kill the snake, but is afraid.

Stepping back, she calls on the group of cats currently frequenting the Temple to help her by killing the Snake, while she distracts it with
the torch. Pi Wa Ket agilely weaves an intricate pattern with the burning torch and daringly leaps forward in front of the serpent
distracting it, allowing the cats to circle and attack. In moments, the snake is pinned by multiple cats along its length. They quickly and
efficiently sever its spine, for they often hunt and kill snakes for fun and food.

Pi Wa Ket then goes to the fallen body of the Seer, checking for signs of life. Suddenly ,the fallen Seer stirs, opens her unfocused eyes
and speaks in the voice of prophecy, “| See the City overrun by the forces of the Evil Snake God, unearthed by the wild tribes of the far
desert.”

Her eyes roll up and she lapses back into poisoned unconsciousness.

Pi Wa Ket supports her, laying her back to the floor. Recognizing My-Kat, a Temple Cat who can speak to high-ranking Priestesses,
amongst the gathered group of cats, Pi Wa Ket commands “Go My-Kat! Rouse the Elders of the church. Tell them of the Prophecy!”

My-Kat trots off into the depths of the Temple.

End of Scene 2

Scene 3

Time: Concurrent with Scene 2

Location: Herbalist shop of Juba, down the street from the Temple
Who: Lo-Set, Juba

Lo-Set dashes throughout the Herbalist’s shop, rushing about setting jars and containers to wobbling.

Juba, the Fat Healer, startled out of his nightly habits, gets up from grinding some herbs to chase this unexpected furry annoyance.
Suddenly, Lo-Set bounds over behind a counter where Juba had taken off his charm bracelet and cleverly slips it over his head.

Lo-set, the Thief Cat, pauses for just a moment, allowing Juba a good look at him. Then, he bounds off out of the Herbalist's shop
running for the Temple. An angry Juba puffing along behind trailing him.

End of Scene 3 Notes on Session 1

Temple of Bast — Universalis Game — Session 2
Players: Bob, Pat, Sue (visiting player)

Scene 4

Location: The Temple of Bast

Time: immediately following Scene 2/3

Characters present from Scene 2: Pi Wa Ket, Seer of Bast, Group of Temple Cats

Pi Wa Ket , the Temple Servant, is attempting to comfort the poisoned Seer when Lo- Set, the “Thief Cat”, comes bounding up the steps
to her, wearing the Charm Bracelet around his neck like a collar. She removes it before he realizes, and says “Thank you, Lo-Set, but |
don’t know what use this will be...These look like runes...”

From the entrance...“What’s going on? May | look at that?” says a strangers voice. Kenarsis, the Scribe/Magician, crosses the floor to
her. “I was was just passing by the Temple steps when suddenly a cat passed through my legs wearing that strange collar, my curiosity
demanded that | investigate” She shows him the bracelet , a strange band of shaped crystals, each inscribed with a Rune.

Noticing the poisoned Seer, Kenarsis offers his services “| am not a great Healer, but | do have a great knowledge of Runes, perhaps |
can help heal her with this charm” He is about to try something when the huffing , puffy Juba, the fat Herbalist, enters yelling “Stop! They
must be used in a specific order to be safel... | will Heal her...that's MY charm bracelet!”

Just then My-Kat, the Temple Cat enters, with Kan’ Du, the Priestess Healer of Bast, following close behind. “This is a Temple matter!
And no one will tend our Seer but those of the Temple!” she proclaims.

The visitors back a few steps away from the Seer and temple-folk.

The Priestess Healer calls upon the holy healing forces of Bast to heal the Seer. The Seer is cleansed of Poison, but is locked in a state
of Trance.

Kan’ Du turns to the others, introduces herself, then picks up the bracelet. “Where did you get this? she demands of Juba. Juba does
not answer. “This bracelet is a sacred artifact of a Primary Node”, she states.

Ignored until now, Lo-Set sneaks around the group, then makes a sudden leap upward towards the bracelet. His head passes deftly
through his new “collar”, and his hurtling body weight neatly pops the bracelet free of Kan’ Du’s hands. The crafty cat is off and running
before any human can react, and streaks from the Temple.

“You damned Cat...”, mutters the Priestess Healer

Only the My-Kat can react before he is gone, bounding off out of the Temple in pursuit of him.

End of Scene 4

Scene 5

Location: A rooftop near the Temple of Bast
Time: Immediately after Scene 4

Characters: Lo-Set, My-Kat

“Why did you do that?” My-Kat confronts Lo-Set.

Lo-Set answers. “It is well understood in the city streets, and by those Cats who follow the Wild Ways, that corruption rules the Temple
of Bast even at the highest levels, and the Temple rules our city of Bast-Met. | will not relinquish the bracelet to the Temple.”

My-Kat agrees, “As a Temple Cat, | can attest that not all who are of the Temple are to be Trusted. Still, the bracelet must be returned to
its proper place at the Primary Node, for the power of the Ley lines of the node are diminished by its lack.”

Lo-Set says,“This can be done, but | will need help, for it is not a task which can be successfully completely by Cat alone. We will need
Humans for help and protection”

“Alright, but, there needs to be Temple representation in this undertaking,” My-Kat counters.

Lo-Set responds, “I do not trust the Priestesses.”

“Perhaps one who is not a Priestess, perhaps the Servant, Pi Wa Ket, who speaks with our kind” offers My-Kat.

“Agreed, | like her,” purrs Lo-Set, "Perhaps Juba and that newcomer as well?”

“Not Juba, he is not fit for this trial nor will he provide much protection” argues My-Kat “but, | know of a man who is pure of heart and
purpose, a body guard of a true believer, who would suit. After we ask the humans at the Temple, we should ask this man Bigg-Uhn,

agreed?”

“l agree! Let our partnership begin, let us restore the Node! Now, let us see how the Humans react,” exclaims Lo-Set as both he and
My-Kat begin to run along the rooftop.

End of Scene 5 Notes on Session 2

Bob McNamee



Masasume Blades
Submitted by: Tony Irwin

Being the only one of 6 to own the rule book | skipped all the pre-game collaborative world creation and rules and stuff: "Think
Crouching Tiger folks. If it would work in the movie then it will work in our game."

| took the first scene, we kicked off in the famous Jade Temple with our hero "Wu-Shen", and his wise old mentor (who also had some
made up name | forget). One of our players, Liam, was brave enough to offer to take control of the mentor and the resulting dialogue
helped us establish how Wu-Shen was found as a babe abandoned on the steps of the Temple, and had been brought up in the martial
arts becoming one of the greatest swordsmen in China.

Now that I'd demonstrated how to add traits, everyone started interrupting with lots of ideas of their own. Wu-Shen was brave,
handsome, swordsmanx3, you know the package. "Wu-Shen is schizophrenic" was a shot out the blue, and then Shona went on to give
a name and a bunch of nasty repelling traits to Wu-Shen's other personality. Here | introduced everyone to the challenge technique.
Was Wu-Shen's alter ego to be a drunkard or opium addict? Drunkard might provide lots of comic opportunities, but long pipes and blue
smoke might be more fitting to the setting.

After that *everything* got challenged. Everyone had their own take on Wu-Shen (and also his mentor who changed gender twice). But
when | explained to them all the idea of Master Components, my fellow players became strangely silent as their brains schemed away at
their own ideas and they carefully counted their tokens.

"A Masasume Blade is a master component. Its a sword that is unbreakable, unnaturally sharp, there is only one known to be in
existence." For just 5 beads I'd created something very cool. "Now it only costs me one bead to say that Wu-Shen has a Masasume
blade." Gasp! Sudden intakes of breath! Immediately Wu-Shen was old school, everyone realized that the way to go was create their
own kewl character with his own kewl history and his own kewl weapon. But then why spend 5 beads when you could just spend one to
use my ideas?! Quickly the uniqueness of the Masasume blade was revoked (I had not enough beads and absolutely no allies to help
me challenge this!) and more were soon to appear on newly created characters.

The actual story wasn't moving anywhere so someone did the old "A messenger runs into the room. He says bandits are attacking the
villagers!". It was the perfect chance to mess around with mini-scenes and introduce tons of new components, cutting to the village
being raided by bandits, to the hillside where the Raccoon and Frog clan armies camped opposite each other preparing for war, and of
course to the Masasume armed ronin who was strolling the town looking for work. Story threads were sewn left and right; the bandits
had slain initiates heading for the temple, the chief bandit was Wu-Shen's long lost twin (who of course also had a Masasume blade), a
gypsy woman was the mentor's daughter and also the ronin's lover, the ronin was actually a triplet with Wu-Shen and the bandit chief.
Meanwhile the cult of the sword grew and grew: "A Masasume blade can never be wielded against someone else who carries one, a
Masasume blade will always try and seek out the other two blades," and so on...

Finally once we'd spent all our beads in a mad frenzy of creation (all except Paul, who was obviously saving them up for some serious
Raccoon Clan Army action) we ended the scene. We went over the bidding mechanic and how no one can interrupt the person who
frames the next scene until they have played their first event. Everyone was reluctant to be the first to demonstrate this so | won the bid
by default (everyone else bid zero). First | took them all to Nobunaga mountain on the other side of China. "A Dragon can fly, a dragon
has an elemental attunement, a dragon has a breath weapon appropriate to its element, a dragon can move through substances made
(or akin) to its element, there are only 6 dragons in China." Suddenly the Earth Dragon was born, bursting through the side of the
mountain it soared into the clouds roaring "Today | hunger for man flesh!".

The dragon (apart from adding great mythological colour to the game) was simply a fall back plan in case the Raccoon Clan Army
ended up marching upon the little villages and people that everyone had invested so much in, but obviously Liam was worried that the
dragon might just be another Raccoon Army in disguise so he gave it a quest. "Before the Earth Dragon can hunt he must find his 5
other dragon brothers". This of course reminded everyone that there were five other dragon traits up for grab! "Dragons are shape
shifters.", "Komal (the ronin) has the Dragon trait but does not know his true nature.” "The father of the triplets was the Water Dragon
but when he died Wu-Shen became the Water Dragon but is so far unaware of his true nature". A few more Dragons were fleshed out
and the Dragon master component got "Ancient Wisdom", and "Fierce some Strength"

Now that the power of framing the scene had been demonstrated, Paul used a massive bid to take us to the Raccoon Army Camp
where he was able to flesh out his army uninterrupted and give them a General with divine ancestry (but no dragon blood this time!). In
the next scene Alan took us to his ronin at the armoury, overseeing the sharpening of his famous sword. In the scene after that Shona
created a little shop in the village run by man and wife. | took control of the woman and we had an entertaining little argument about
curtains. Stuart interrupted, introduced his Gypsy into the store and announced that the gypsy had some shoplifting in mind. | reached
for the rulebook and we figured out how to run our very first Complication...

Wow. The gypsy only had a couple of relationship traits (and no sword or a dragon for a dad) but with the *incredible* quantity of beads
won from the complication, a legendary gypsy thief was born! She was someone, we mused, who might even be nimble-fingered
enough to steal a Masasume blade...



Chateau de Sorcerie
Submitted by: Roy Penrod

Part the First

Number of Players: 2

Number of Sessions: 1 (so far)
Total Playing Time: 1 1/2 hours
Number of Starting Coins: 25
Number of Refreshment Coins: 5

Our game preparation looked like this:

Story Element: Based loosely on Sorcerer by Ron Edwards.

Story Element: Setting is a dark version of France during the Renaissance.

Story Element: Demons should have Latin names to keep them out of place.

Rules Gimmick: Coins refresh to 25 before the first scene is bid on (applies to first session only).

Rules Gimmick: This game is a continuing serial. We must leave at least one plot thread dangling to be picked up at the start of
the next session.

We decided to create the main character before the story began. Since the game is based loosely on Ron's excellent Sorcerer RPG, we
also decided to create the demon bound to the main character. Here are the Components we ended up with before the story began:

Component Type: Character

Character Name: Edmund DeVille

Role: Baron of Chateau Le'Brion

Sorcerer

Cynical

Taught sorcery (how to summon, bind, and control demons) by his father
Father died after a long illness

Mother died during childbirth

Owns his father's rapier

Vissago (a demon) is bound to him

Component Type: Character

Character Name: Vissago

Role: Demon bound to Edmund DeVille

Takes the form of the DeVille signet ring

Desires to see Power wielded over others

Needs to feed on the Fear of others

Can boost Edmund's strength and stamina

Can cloak himself and Edmund from others

Has a link to Edmund so that they can see what goes on around each other
Can help Edmund heal faster by removing wounds from him

The signet ring is carved from a Tiger's Eye stone. When Vissago is using one of his powers, the stone swirls.

SCENE 1

The location is Edmund's bedroom in the Chateau Le'Brion. The time is shortly after midnight. Edmund awakes to the sound of loud
knocking at his bedroom door.

Edmund quickly puts on a robe and hurries to the door, jerking it open. A man, Edmund's servant, stands in the hallway.

"I'm sorry to disturb your rest, Monseignur. But it's your wife ... please come ... | think she might be hurt."

Edmund rushes down the hallway, following his servant.

The scene ends.

SCENE 2

The location is a meadow just outside the Chateau Le'Brion. The time is just a few minutes later. Edmund leaps down from his horse
and runs to his wife's prone form. Edmund's servant reins up beside him.

Edmund cradles his wife, Antoinette, in his arms and makes sure she's alive. She is breathing, but unconscious.

Edmund picks Antoinette up, carries her to his horse, and lays her across his saddle. He climbs up behind her and turns the horse to
ride back to the Chateau Le'Brion, but he catches a brief glimpse of a shadowy figure among some trees.

Edmund quietly commands Vissago to follow the shadowy figure.

The scene ends.

SCENE 3

The location is the master bedroom in the Chateau Le'Brion. The time is several hours later. Edmund is standing beside Antoinette's
bed as she regains consciousness. Jacque, Edmund's servant, is standing beside his master.

Edmund sends Jacque to fetch some brandy.

Edmund sits on the bed beside Antoinette. "Where were you?"

Antoinette turns away from Edmund. "It's none of your concern."

Edmund grabs Antoinette by the shoulders and turns her to face him. "Tell me, damn you!"

Antoinette struggles with Edmund. "Get away from me," she cries as she shoves Edmund backwards with all of her fury.

Edmund trips over the bedsheets and falls hard to the floor. Furious, he leaps to his feet and starts toward his wife.

Antoinette pulls a dagger from beneath her pillow and holds it in front of her. "Get away! | would rather die than have you touch me!"
Jacque opens the door and nearly drops the brandy in surprise. "M'lord! M'lady!"

Edmund visibly regains control of himself. "You think | do not know where you have been? | will kill him before you go to him again!"
Antoinette cries and drops the dagger. "No, Edmund! No!"

Edmund tears from the room, knocking Jacque out of the doorway. The decanter of brandy crashes to the floor, the dark liquid spilling
slowly across the carpet as though it were blood.

The scene ends. The first session ends. Notes on Session One

| ===




Notes on Chateau de Sorcerie
Submitted by: Roy Penrod

NOTES ON SESSION 1

We based this game of Universalis loosely on the Sorcerer RPG by Ron Edwards. In Sorcerer, you play a normal person with one
little special ability: you know how to summon and bind demons.

Sorcerer is one of those brilliant games that affects your roleplaying for the rest of your life. You owe it to yourself to check out the
official Sorcerer website.

In order to do justice to Sorcerer, we knew we wanted to tell a story about a man's struggle with his own Humanity. We had just
finished watching "The Count of Monte Christo" (excellent movie), so we had a great idea for the character he could become if he
fell "into the pit" and lost himself "to the monster within".

We also knew we wanted to play a campaign game of Universalis and the serial model fit very well.

We wanted a lot of collaboration when developing our "star character”, so we added the Rules Gimmick that gave us our full 25
Coins back before we bid on the first scene. This worked great and gave us every reason to get creative right from the start since
we didn't gain anything by hoarding our Coins.

NOTES ON SCENE 1
Realizing that we'll probably need several servants before the story is told, we created a Servant Master Component:

Component Type: Character
Role: Servant
Master Component

We also added a "married" Trait to Edmund.

NOTES ON SCENE 2
We fleshed Edmund's wife out as a separate Component:

Component Type: Character

Character Name: Antoinette DeVille

Role: Edmund's wife, Baroness of Chateau Le'Brion
Unconscious

We changed Edmund's "married" Trait to "married to Antoinette DeVille".

Although we established that Vissago took the form of a signet ring before play, my wife decided it would be better for Vissago to
just live within the ring. | didn't Challenge this, so my wife changed Vissago's "takes the form of the DeVille signet ring" Trait to "lives
within Edmund's DeVille signet ring, but can leave it when commanded".

NOTES ON SCENE 3
Edmund's servant kept showing up in every scene, so my wife decided it was time he had a name. Unfortunately, she couldn't think
of a good French name, so she paid the Coin to add the name and asked me to name him. Jacque was born.

| removed the "unconscious" Trait from Antoinette and added the "upset" Trait to her.

My wife added the Traits "angry" and "jealous" to Edmund.

This scene featured our first and only Complication of the evening. My wife was controlling Edmund and | was controlling Antoinette
when | announced she was trying to shove him away from her. Interestingly enough, my wife won the Complication and narrated

Edmund tripping over the covers (which is exactly what | was going to narrate if | won the Complication). That's one of the great
things about Universalis; some scenes just end up writing themselves.



The Pregnant Pope

Thanksgiving 2002 Actual Play

Over the Thanksgiving holiday I had the opportunity to play a game of Universalis with Ron Edwards of Adept Press, Jake Norwood of Driftwood Publishing and Jake’s wife
Earta. Unfortunately, the game took place fairly late at night after a very busy day and we were all a little off form, but even so we produced one of the best stories I’ve had the
pleasure to play in.

The game started with the usual Preparation Phase. Earta was to set the tone for the whole game with just two simple Coins.

Jake: “This game will involve swords somehow” [yeah, we gave him a bit of ribbing about that one]

Earta: “And it will involve the pope.” [bomb #1]

Ron: “And there will be a heresy trial.”

Me: And here on my first turn would be the first of several challenges in this game. I had wanted to set the game in the near future involving the successor to our current pope, but
everyone else was less than enthused about that. But I was determined to not use a general medieval setting, so instead I went with the New World in the 16th century.

Jake: “I’'m creating the character of Rodrigo, a Jesuit Priest”.

Earta: “The pope...is pregnant”. [ With that second bombshell the fabric of the entire game was shaped. As an interesting rules commentary we ruled that just as “Jack is Jill’s
brother” gives an automatic corollary Fact of “Jill is Jack’s sister” that “the pope is pregnant” gives the automatic corollary of “the pope is a woman™.]

The preparation phase continued for a bit and we established a few more features: The actual story would take place in Cartagena. The character of Cardinal Immanuel was
Created. Immanuel had been, and Rodrigo was, the pope’s lover. And that out of jealousy at being replaced, Immanuel had sent Rodrigo to the new world as a missionary to
convert the natives. We also established that the Cardinal was a skilled swordsman who was in possession of an heirloom sword stolen from Rodrigo’s family. Jake added an
interesting twist in that the entire story would be told from the perspective of the pope’s loyal personal bodyguard.

In the first scene Ron created a very cool rules gimmick. In order to meet Jake’s Tenet about the bodyguard, Ron ruled that all scenes would open with a narrative by the
bodyguard. The “audience” would see a much older bodyguard writing a letter in a small room at a Spanish mission in California in which he was describing the events of the
story. This cost him 1 for the gimmick, but it also counted as a flash forward since it established that the bodyguard would definitely have to survive the story, and so he had to
pay each of us 1 Coin. The most fascinating thing about this gimmick, is that it wound up being used in two very different ways. First it proved to be a fantastic way to deliver a
good bit of important factual exposition quickly without needing an actual scene which would have been rather boring (exactly why this technique is used in movies). But second
it became almost like an Inspectres Confessional. Not wanting to give too much away about the scene (and thus have to pay for the flash forward) several scenes opened with a
vague sort of commentary. Like the cryptic comments of a Confessional then, the players would be motivated to work towards including this element into the scene in some
fashion. I’ll try to paraphrase these opening narratives as best as I can remember them.

I write these words by my own hand from the mission at San Pablo Capistrano in Spanish California. They are a true and accurate record of
my time as bodyguard to Pope Ignatius IIl. When we were safely ensconced in our apartments in Cartagena and the pope had removed her
outer garments I could see that she was starting to show and would not long be able to conceal her pregnancy. Yes, Pope Ignatius was actually

a woman named Anna Marie and she was with child. But I get ahead of myself...

The first scene opened with the pope and her bodyguard traveling incognito disguised as a merchant and his servant disembarking a ship having managed to slip out of Rome
secretly. She had traveled to the new world seeking Rodrigo her lover. When they arrived, they found a city in turmoil with soldiers and civilians rushing around, some panicked
and some with purpose. After asking around they learned that a great chief of the native people named Umanhotep was arriving with an armed delegation demanding to speak
with the governor. The audience had been granted and people were either fleeing from the savages or crowding in to witness the event. Anna Marie and her bodyguard were swept
along with the crowd to the plaza outside the governor’s mansion.

It seems Rodrigo fancied himself more of a soldier of God than a diplomat and had begun his conversion of the natives by marching soldiers into nearby villages and forcibly
baptizing the children. Umanhotep was demanding that this practice cease. As the governor and Rodrigo addressed the chief from the balcony of the manse, Rodrigo received a
small token from a servant which he was told had come from the servant of a merchant in the crowd seeking audience. Rodrigo immediately recognized the token as coming from
the pope and completely lost his composure. He abandoned the summit and rushed to meet the merchant and see him safely and secretly ensconced in private apartments in the
mansion. The chief left furious and the governor was horrified at the prospect of hordes of screaming savages descending on Cartagena.

Unbeknownst to us at the time, but soon to shape the destiny of us all, Cardinal Immanuel had also come to Cartagena. Alone in Rome he

knew where the pope had gone and had followed us here to ensure his own plans.

The second scene opened with a silver caravan trudging from the mines through jungle trails to Cartagena to be shipped to Spain. Cardinal Immanuel and two of his special
guards had ridden out to the caravan where he had a secret meeting with Chief Umanhotep in the jungle. The Cardinal was prepared to pay the chief in silver if the chief would
attack Cartagena and kidnap Rodrigo and the woman Anna Marie. He would arrange things so the warrior could gain entrance to the fort with ease. The Cardinal had two plans.
First, he hoped that if he could get Rodrigo out of the way once and for all that he could convince Anna Marie to return to Rome as Pope and return to him as lover and together
they would be the most powerful force in Europe. Failing that, however, he could not allow the Pope to be revealed as a woman, for it had been him who had cast the deciding
vote for her papacy. He would be ruined. Getting her out of the city, and into a jungle filled with savages should make her more amenable to his plan, or at least more easily
disposed of. The chief was to do anything he liked with Rodrigo, but he was not to harm the woman. Umanhotep had other ideas, however. He had a penchant for white women,
and any woman that such a powerful man was willing to pay so much silver for had to be something truly special. He intended to kidnap her as planned, but then keep her for
himself. Rodrigo he would enjoy killing slow. He and his warriors hated the Jesuit for casting the water spell of his god on their children. Nothing would keep him from getting
his vengeance on him.

The scene closed with the two men in agreement and the Cardinal saying “take your payment then”. At that, a screaming horde of native warriors burst upon the caravan from out
of the jungle and slaughtered the Spanish soldiers guarding it. In resolving the complication it was determined that one soldier survived the encounter and even managed to scar
the chief with his sword. It is a mark of our tired condition that this poor soldier was forgotten and we never returned to him.

Rodrigo’s handling of the native savages had been incomprehensible. We should probably have not attempted to contact him at that time, but 1
had never known him to act so foolishly. When they finally met, my lady would not be pleased. I was beginning to see that coming to Cartagena

was going to be an even bigger mistake than I had expected.

The third scene was back at the pope’s apartments where Rodrigo had finally come to meet the merchant who had brought word of his lover. This was handled using the dialog
rules. He was stunned to learn that it was not a merchant at all but the pope herself come all the way from Rome to see him. He was even more stunned to learned that she was
with child. But what truly sent him over the edge was learning that Anna Marie had decided that she had had enough of being the pope, wanted instead to be a woman and a
mother, and expected Rodrigo to leave the church and become her husband..

Meanwhile, the Cardinal had returned to Cartagena and sought audience with the governor. His first act was to demand control of the fort’s garrison in order to organize action
against the natives. This would enable him to make arrangements that would ensure the success of Umanhotep’s attack. His second act was inform the governor that Rodrigo’s
actions towards the natives had diminished the sanctity of the sacrament of baptism and defied church doctrine and that he intended to have the Jesuit arrested and charged with
heresy. The timid governor, who had visions of half naked savages swarming the streets of the city was only too happy to have the trouble making Rodrigo removed and
acquiesced to both demands. They went in search of the rogue priest.

In the apartment, Anna Marie had grown furious with Rodrigo’s less than enthusiastic response. He had no desire to leave the church whatsoever. And that was when the Cardinal,
Governor and guards burst in. Rodrigo was placed under arrest, and when he referred to this woman as the Pope, the governor knew the priest was totally insane. A female pope
was too outrageous to even comprehend. The Cardinal, of course, knew exactly who she was. Everything was proceeding according to his plan.

Rodrigo’s trial was a foregone conclusion. No real evidence was presented, no blasphemous activities were exposed, for Rodrigo was nothing if
not fanatically devout. But it didn’t matter. He had crossed both the church and the state and the governor and Cardinal both wanted him dead,
so guilty he would be. My lady perchance may have saved him. She had the vestments and articles of her authority with her and as pope could
have demanded his release. But, perhaps in fear that she would be exposed here, far away from her power base; or perhaps to teach the lover

who had scorned her a lesson, she did nothing.

In the fourth scene we used the opening narration to largely skip having an actual trial scene. Rodrigo was escorted off to a cell and Immanuel went to the pope’s apartments to
outline his plans for them. After a great deal of dialog between the pope and cardinal we learned that while Anna Marie respected and admired the Cardinal, she did truly love
Rodrigo. Throughout this, the Cardinal was becoming more and more upset, and when she revealed she was pregnant he became fully enraged. Even though she realized her
mistake and tried to pretend it wasn’t Rodrigo’s baby Immanuel knew it was. He decided then and there to have his way with his former lover one last time before the savages
(who even then were infiltrating the fort) came and took her to her fate.

The loyal bodyguard, of course, had other ideas. A complication ensued with me Controlling the dastardly Cardinal and Jake Controlling the bodyguard. We learn that the
bodyguard was a veteran of many wars and is something of a romantic. He has a Don Quixote like belief that he is a gallant knight of old serving his noble and gracious queen.
We also learn that the Cardinal fights dirty and wields a poisoned dagger in his off hand. I turn the tables on Jake’s added “veteran” Trait by using it as justification for the Trait
of “Blind in one eye” which I added to the bodyguard to reduce his pool by one. I win the Complication by a large margin but am prohibited from actually killing the bodyguard
by Ron’s flash forward in the first scene. So the duel is “to the pain”. Brought to near paralysis by the poison dagger, the bodyguard is sliced a dozen times by the masterful sword
work of the cruel Cardinal. However, during the fighting, Anna Marie slipped away. She has realized how much she loves Rodrigo and has run off to rescue him. Cardinal
Immanuel, of course, knows exactly where she went.

During this scene we had another significant Challenge. Earta wanted the Indians to burst in on the duel and attack the Cardinal. I thought the duel with the bodyguard was too
important to interrupt, and for the first time in the game I was beginning to have a good idea of where I wanted the story to end up, and it didn’t involve the Cardinal being killed
just yet. Up until now I had added only bits and pieces to the story allowing the other players to push it along. I had put the pope and her bodyguard in disguise arriving in port,
but Earta and Jake had come up with the governor’s meeting with the chief and the token. I had set up the silver caravan in the Jungle, but it had been Jake who brought in the
Cardinal to plot with the Umanhotep. Jake had run the trial and Ron had made sure that the Cardinal had taken control and confronted the pope. So at this point I had saved up a
fairly dominant number of Coins. Negotiation could not bring the Earta's Challenge to an acceptable compromise so I simply told her to spend as many Coins as she wanted and
I’d spend 1 more and win. In the end, she saved her Coins and winning the Challenge cost me only 1. This was a perfect example of the balance between story power now vs.
story power saved for the future. Earta, Jake, and Ron had assembled a story dramatically different from where I would have taken it, but now I was in the driver’s seat bringing it
to a close.

Even though I was not there to see it, it would be a very bloody night

The fifth scene had us in the prison outside of Rodrigo’s cell. Anna Marie had been unable to find the key to set him free and was frantically grasping him through the bars. “Are
you looking for this key?” the Cardinal asked as he caught up to her at last, holding Rodrigo’s family sword, still covered with the bodyguard’s blood. Filled with hate, the
Cardinal cast the pope aside and opened the cell, striding in to kill Rodrigo. At that, Earta brought in her Indians. Jake had the debilitated but fanatically loyal bodyguard stagger
after his “queen”. He managed to kill one Indian before falling unconscious. The dieing Indian stumbled down the stairs, falling at the gates of the cell with the bodyguard’s
sword still in him.

The Indians were there to kidnap Rodrigo and the woman exactly as they had planned. In one of those continuity issues that creep into such stories, I later wondered how they
knew where Rodrigo and Anna Marie would be found. We were too tired at this point in the game to have picked up on the slight plot hole, but had we been more alert it would
have been a simple matter to describe how it had all been arranged that Rodrigo would be in this particular cell and the woman here to visit him at this particular time. Earta
helped my desired ending by having the Indians nab and make off with Anna Marie. Ron, however, decided that at this point the Cardinal was so full of hate that he had
determined to forgo his original plan and kill Rodrigo himself. He thus found himself fighting off 4 Indians to keep them away from Rodrigo. At last he was disarmed and
overpowered, but before they killed him, Rodrigo scooped up his family’s sword and saved Immanuel. Immanuel then recovered the bodyguard’s sword from the body of the first
dead Indian and together they drove back the remaining “savages” and went off in pursuit of the captured pope. Immanuel had acquired a desperate desire for Anna Marie in the
last scene and couldn’t go through with his second plan to just let the Indian’s dispose of her for him. Since Immanuel and Rodrigo were the only characters still in the scene, a
single Coin was enough to change the location and bring the two along in their chase.

After I had ensured that Umanhotep had escaped with his prize, Earta had Rodrigo kill Immanuel, by stabbing him in the back with the sword Immanuel had stolen from him long
ago. It was after midnight at this point and this part of the scene fell a little flat. However, I imagine that if it had been earlier it would have included dialog between Rodrigo and
Immanuel in which Immanuel, desiring to rescue Anna Marie, would have revealed that he knew exactly where the Indians were going, and in so doing would have revealed that
he had been behind the entire attack. When they discovered that Umanhotep had double crossed him and the pope was lost, it would have been then, overcome with grief and
rage, that Rodrigo would have struck the Cardinal down. As it was, we had begun to rush the game a bit because we were all well past exhausted.

To start the sixth and final scene I proffered a rules gimmick which altered Ron’s initial gimmick such that the narrative by the bodyguard would be at the end of this scene
instead of the beginning. I had at this point a clear idea of how I wanted to end the story tragically. It didn’t go quite as I had planned, despite my still having the most Coins; but
Earta's and Jake’s additions would prove to make it much better.

Months had passed, and Rodrigo had finally managed to track down where the savages were. He had tracked them to their new village but was captured at the outskirts. To
celebrate the capture of their hated enemy, the Jesuit priest, Umanhotep held a great feast. Rodrigo was to be the main course. Anna Marie had been living as the chief’s kept
concubine, and she was forced to watch as her lover, and the father of her child was slow roasted on a spit and then devoured by Umanhotep and his warriors. After months of ill
treatment, this sent her over the edge.

We then learn that the loyal bodyguard, mostly recovered from his injuries had secretly followed Rodrigo to the village, but had done a better job at remaining unseen. He
watched the feast in hiding and that night, when the chief took Anna Marie to his tent he slipped in to rescue her. Anna Marie had concealed a dagger from the feast, and the
bodyguard arrived just in time to see her plunge it into Umanhotep in the midst of his passion. She stabbed him over and over, long after he was dead, until the bodyguard moved
to stop her. It was then that he saw into her eyes. The months of mistreatment, the horrible death of Rodrigo, the committing of violent murder. It had been too much for her. The
queen that he loved and cherished was gone, replaced only with madness. He knew what he had to do. Drawing his knife across her throat, he put her out of her misery. Anna
Marie, Pope Ignatius I1I was dead.

It was then he heard the crying. It was a baby. Umanhotep had intended to kill the white baby when it was born, but instead decided it would provide added leverage and control
over his favorite concubine. The bodyguard discovered that baby and took it to raise as his own.

In exhaustion we ended the story there, and I never did give the closing narrative for the scene. If I had, it would have revealed that the letter the bodyguard (who was
intentionally never named in the story) was writing years later, was to that boy, who himself had joined the priesthood, explaining to him his true parentage, and why he’d been
raised hidden away in a mission in California.

Featured Element, Story

I never cease to be amazed at the quality of the stories that Universalis produces. Despite all the twists and turns, the story had a clear introduction, build-up, climax, and
denouement. It was driven on constantly with few sidetracks towards a distinct ending. However, it did so without the least bit of preparation or railroading. Its hard to imagine
the above story being told in a traditional RPG without large parts of it having been plotted in advance by the GM. Its hard to imagine getting from a female pope arriving
incognito in Cartagena to dieing at the hands of her own loyal body guard after months of being raped by a savage native chieftain without involving a tremendous amount of
railroading or a GM with a near superhuman ability to manage games through Intuitive Continuity. Yet using Universalis we managed to create this story late at night, while
exceedingly tired, with hardly any stress or strain besides a few awkward (but very brief) moments where none of us was clear what to do next.

We started the game knowing only that the pope was pregnant, that Rodrigo and Immanuel had been her lovers, that she was traveling incognito to Cartagena, and that at some
point there had to be both a sword fight and a heresy trial. Other than that, we knew nothing about where the story was going. We didn’t know whether the baby was Rodrigo’s or
Immanuel’s, or even some unknown third party. In fact, we briefly flirted with the idea of the baby being the bodyguard’s but quickly nixed it in the interest of time. We didn’t
know who was going to be on trial for heresy. Early on, the obvious choice seemed to be the pope herself after having been revealed to be a woman. I myself actually toyed with
the idea of making the trial be of Umanhotep, in a very different version of the game where he had agreed to be baptized to make peace, and then in anger uttered words that were
considered blasphemous. The other players had their own ideas that ensured that the game never got anywhere near those events. We had no idea who would live or who (if
anyone) would die (with the exception of the bodyguard who had to live in order to write the letter). In fact, right up to the last scene, Ron and Jake were discussing how they
were going to manage to rescue the pope from the Indians.

I managed to convince them that a dark, somewhat twisted ending was best, but even my planned for ending didn’t happen the way I had envisioned. I had envisioned the pope
never being found, living out her days as concubine to the chief, secretly raising her son to be the instrument of her vengeance in events to be detailed in some as yet unplanned
for sequel. Ron, Earta, and Jake were unanimous in their opposition to that ending, although they did go along with ending it tragically. Earta insisted that any ending that didn’t
involve Anna Marie killing Umanhotep was unsatisfactory to her, and Jake recognized that if the ending of the story was to be recorded as part of the narrative letter, that the
bodyguard needed to be brought in as witness to it. He assured me that he had an ending in mind that would satisfy my desire for twisted depravity, and he didn’t disappoint. The
scene where he described the bodyguard as realizing that the fairy tale was over and where he had him broken-heartedly slit the pope’s throat was the climactic highlight of the
whole story.

Ron had visibly faded towards the end of the evening (it had been a very long day) but was instrumental early on in the story when we were flailing around not certain where to go
next. He made sure, whenever the story started to stall, to throw in a new bang that we had no choice but to address. Ron introduced the concept of bangs in his game Sorcerer and
they really are the key to “story now”. They are much more than simple hooks. They are situations that are impossible for players to avoid reacting to in some way. Yet they are
open ended enough that while they force the players to act, they in no way tell them how to act. It was through how we chose to act regarding the various bangs we threw out that
caused the initial story to take shape.

Watching the story unfold was almost like watching a pottery wheel. It started as this misshapen lump of clay and gradually began to look like something, but we didn’t know
what. Then came the point when it became clear what it was we were making. For me, who spent most of the game clueless about where this thing was going, it came after Ron
and Jake’s dialog as Cardinal and Pope in scene four. At that point, for the first time, the loose ends made sense to me and I could clearly see where the story needed to go. I also
had enough Coins to take it there, but as I described above, even having an overwhelming number of Coins didn’t give me carte blanche to control everything.

This is how I’ve found most games of Universalis to go. The first part of the game involves adding stuff. Throwing in characters and plot elements and different branches and

hooks until at some point, for some player at the table, it all clicks. That player then usually begins working to tie everything together and take the story in a specific direction. At
this point the other players usually clue in, see where he’s going, and begin to help and add their own subtle variations until a definitive ending is reached.

---Ralph Mazza



Space Pirates
Actual Play 4/5/03

This was a three player game with myself Seth Ben-Ezra of Dark Omen Games and Seth's wife Crystal. Since we
only had a couple of hours we skipped through most of the story in the preparation phase and got right to the climax.

This was to be a story about the crew of the space galleon "Empty Bottle". It was a space ship alright, but in a very
Spell Jammer or Space 1889 kind of way. The ship was a wooden galleon, sailing between the stars on a sea of ether.
The pirates were searching for buried treasure following a map that had been tattooed to the skin of a young girl. The
treasure was said to be an Emerald the size of a man's fist.

As they approached the small planet where the treasure was said to be buried they encountered an area of inky
blackness. The dark nebulae was the home of a Arwen Demon Queen of Nightmares, a cross between a Cthulhu Old
One, a Little Fears Closet Land King, and a Noble from Nobilis.

The nebulae was her domain, and within it, all of your worst fears gained substance. Crystal drew her inspiration
directly from one of the islands in the Chronicles of Narnia: Voyage of the Dawn Treader.

Arwen killed the crew and the captain of the ship as they approached her home; but that was not the end of it.
Trapped there in the dark, the pirates did not die and the "Empty Bottle" sailed on a ghost ship, crewed by the spirits
of the dead sailors. All except the girl, who had hid below decks and was spared.

The ship sailed on, rescuing a woman who's ship had been capsized by one of the frequent electrical storms of neon
purple eldritch energy. Unknown to the crew, the woman was actually Arwen in disguise trying to discover why her
efforts had not stopped the pirates completely.

When the ship arrived at a small planetoid where the treasure was said to be, they lowered the ships boats and began
to row for shore. The captain made a copy of the map so the girl could be left safe on board with the rescued woman.

Before they reached the planet they were beset by one of the eldritch storms which lashed the boats furiously.
Fortunately, having experienced these storms before, the boats had been equipped with lightning rods and they made
it to land safely, though not without severe damage to the boats.

To stop them, Arwen teleported to land and summoned a pack of wild dream beasts to attack the crew. Each taking
the form of whatever their victim feared most, the crew was hard pressed. Thanks to their electrified cutlasses, space
muskets, and a small gatling laser cannon, the beasts were all slain, but their blood had stained the crew red, and as
long as it lasted they would be shaken and afraid.

Moving inland they followed the map to a skull shaped mountain where the treasure was said to be. Arwen was
desperate now to stop them, for the emerald housed her power. She returned to the ship, took the girl and teleported
to Skull Mountain. There her powers kept the crew cowering and afraid.

The captain, Ivan Blackbeard (who made his crew drink vodka instead of rum) went on alone, following the map to a
secret entrance. He knew that obtaining the emerald was the key to finally having the tormented spirits of he and his
crew laid to rest and he was determined to get it.

Just inside the entrance he encountered a hallucination of the demon who tried to block his path, but he cut the
illusion down with his sword and strode on to the treasure chamber. Taking the gem he returned to his men and led
them to the beach.

But nothing happened. Finally the captain realized that it was not enough to have copied the map from the girl. She
was the key to the emeralds powers and needed to be present in person...but she had been captured by the demon, who
fortunately did not yet know about the girl's destiny.

Just then the Queen appeared, with the girl and another pack of Dream Beasts. They attacked the ill prepared crew
just as another eldritch storm struck. At first the pirates managed to fend off the beasts, but when a bolt of purple
lighting destroyed the gatling cannon, the crew were overwhelmed, their souls devoured by the beasts.

The captain had engaged Arwen herself and managed to rescue the girl. Only then did the demon queen remember an
ancient prophesy about the girl who would be the key to her demise. She lunged for the girl, but it was too late, Ivan's
sword pierced her through the heart.

Another flash of lightning struck the sword at that moment and blew the captain backwards. Pulling the blade
painfully from her body, the queen swung once, and decapitated the girl.

Greatly weakened Arwen recovered the gem and returned to her lair. Without the girl, the Ivan Blackbeard was
doomed to eternity as a wandering spirit unable to find final rest knowing that the souls of his faithful crew, having
been devoured by the dream beasts, were spending that eternity in nightmarish torment.

The end.

Featured Element, Story and New Players

It occurred to me as I played this game, how differently the story progresses with players who are veterans of the game vs. new players. Both
Seth and Crystal are long time role players, but this was their first time with Universalis.

When the game started, | had wanted a game of pirates: walking the plank, bottles of rum, chests of doubloons on the Spanish Main. Instead
the story became a kind of bizarre conglomeration of different ideas. The story itself, wound up pretty cool. One of the strengths of the
game, [ think is the way it takes a mish mash of ideas and weaves them into a coherent narrative.

But what occurred to me was this. If I'd been playing with people who were already fans of the game, I would have taken a much more
aggressive role with challenges and well placed complications and a lot of Facts to try and establish more of the game I wanted. In other
words, I would have "fought" harder for the story. To put it another way, I would have made greater use of Negotiation to get the other
players on board with my vision, and greater use of Scene Framing to make sure I built in the elements I wanted to see.

But since my purpose in the game was to introduce the rules and make sure the players were enjoying themselves I took a much less up front
role. I let most of the mish mash of tenets stand without challenge (I drew the line at making it a "Romance") and the majority of the scenes
were framed by the newer players.

This leads, I think, to new players gaining a better understanding of the rules and the power they have at their disposal with their Coins. For
me to take charge right off the bat, would limit the new players to being my audience since they would lack the familiarity with the rules to
know what they could be doing. The other side to this is a story that tends to resemble a chimera of genre tropes and takes some bizarre twists
and turns before finally settling on a direction.

With experienced players I've found the game to have a greater shared vision, the players tend to have an easier time getting and staying
within the same imaginary space.

I'd love to read your comments on whether you've experienced a similar phenomenon on our discussion forum.

---Ralph Mazza
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Space Patrol
GenCon 2003 Demo

The tenets of this game began with a "Sci Fi" setting in which "Earth is No More" and humanity has been reduced to a
"Caravan of Dispossessed Vagabonds". Human tech is "primitive" and the caravan is "being pursued by pirates" who want
to harvest human organs. In an interesting twist, one of the players declared that the pirates were actually the protagonists of
the story, not the humans. This led to some interesting twists as we tried to reach a conclusion where the pirates were more
important characters than the humans.

The first scene started with a lone straggling human ship being attacked by a trio of pirate vessels including the "K'tara".

nn

The K'tara was captained by an alien named Jorel who was "Cunning", "Sly", and a "Total Bastard".

As one of the pirate ships docked with the fleeing human vessel and began to board her, a mutiny was taking place on the
K'tara. The crew of the K'tara, feeling that their captain was an "Evil Slave Driver" wanted to leave piracy and join the
Space Patrol. They had taken control of much of the ship and had sent a message to the Space Patrol of their intentions. The
Space Patrol Cruisers "Steel Claw" and "Jade Falcon" were dispatched to the scene with orders to aid the pirate crew to
defect and protect the humans.

There were a few loyalists among the crew and they had notified Jorel of the impending mutiny and so the crew had failed to
secure the ship before the Patrol Cruisers arrived. The Steel Claw was captained by one of the few humans to join the Space
Patrol, Captain "Red Jenkins". He despised the alien pirates who preyed on humanity and despite his Executive order
reminding him of his orders to aid the pirates, he determined to attack and destroy all of them.

Unbenownst to him, however, the captain and crew of the Jade Falcon were on the pirates payroll and so maneuvered to
interfere with the attack.

Finally the crew of the K'tara overpowered the Jorell and his remaining loyalists taking complete control of the ship.
Meanwhile the Steel Claw finally managed to line up an attack run and drive off the third pirate ship.

At that moment an all alert priority one message was received from Space Patrol Command ordering the Steel Claw to
terminate its current mission immediately and return to base. Priority One Alerts cannot be refused and Jenkin's XO
intimated that he would be forced to relieve him of his command if he disobeyed and continued with his attack. Both the
Steel Claw and Jade Falcon left the scene, leaving the humans to fend for themselves. They did manage to defeat the pirate
boarding party with heavy casualties.

Meanwhile, the K'tara had frozen Jorell in carbonite and dumped him into space. They then headed off to a neutral port to
refit their ship and rename it the "Leviathan".

When the Steel Claw and Jade Falcon returned to base, they discovered that the Space Patrol had been disbanded for lack of

funding. The captain and crew of the Jade Falcon turned to piracy while Captain Red Jenkins became the founder of a new
independent Space Patrol. The first volunteer members of the new Patrol were the crew of the Leviathan.

Featured Element, Giant Complication

The most amazing thing about this demo was that the entire story above, all of it, was told with a single giant Complication.
After the tenets were established I won the first scene and opened with the lone straggling human ship. This quickly led to
the introduction of the pirates and a Complication between them and the humans. Every other even of the above story, (with
the exception of the epilogue regarding the founding of the new Space Patrol and the Leviathan volunteering) was told as
part of that Complication. There was no second scene.

Each of the elements -- from the mutiny, to the loyalists, to the arrival of the Patrol ships, to the Jade Falcon being on the
take, to Red Jenkins being a human wanting to kill the pirates, to his XO desire to follow orders, to the orders themselves --
were all Components invented and Traits added and justifications for dice purchases prior to the actual roll. When all was
said and done there was a three way contest between Jorell and the pirates, the mutinous crew, and the Steel Claw the
smallest pool of which was 10 and the largest 18 dice.

Everything after that, from the mutineer victory, to the emergency orders from Space Patrol Command, to the stare down
between Jenkins and his XO, to the human victory against the pirate boarders, to the spacing of Jorell was part of the
spending of the Coins won in the Complication.

This was something I'd never seen before. An entire story from beginning to end narrated within a single Complication and
a single set of rolls. It was fascinating to watch as each of the three players maneuvered to try and get the biggest pool and
determine how the story would end, while simultaneously trying to figure out how to make the pirates be the protagonists.
Ultimately it would be the mutinous crew who became the main characters, but it could just as easily been Jorell, or perhaps
even the crew of the Jade Claw. Each of the three of us continuously tried to trump each other with counters and counter
counters. I, representing the Space Patrol introduced the Claw. Jorell trumped me by introducing the Falcon and making
them support the pirates. The mutineers tried to drag me onto their side with orders from Space Patrol to help the mutineers
"defect". Itrumped that by making the captain of the Claw a displaced human who would kill all pirates on sight. They
countered me by creating Captain Jenkins' XO as a by the book officer who insisted on following orders. The mutineers
went after Jorell by launching a surprise mutiny. Jorell countered this by Creating a faction of Loyalists who revealed the
mutinous plot and so on.

It was truly one of the most impressive displays of Complication cleverness I've witnessed, and by two first time demo
players to boot.

---Ralph Mazza



Hobbits are for Eating

GenCon 2003 Demo

For this game I got to demo Universalis for John Wick, designer of such games as Legend of the Five Rings, 7th Sea, and Orkworld. As I own and
have played the heck out of all of these, this was really quite a thrill. An even greater thrill was when he came back the next day to play in another
demo with Mike Holmes, and brought friends with him, including Tom Denmark, artist of Orkworld and designer/artist of Dungeoneer. John
commented on Universalis in his Live Journal.

Enough fan boy gushing. John started off the game by announcing that this session was to be a Fantasy story. We later learned that there'd be Orcs
and an Orc Cult which worshipped Pain. At this point John saw I was writing Orc with a "C" and immediately implemented a fact that in this game
Orc would be spelled with a "K". After laughing about the joke, I immediately was forced to rewrite everything as "Ork".

We then established there were Hobbits. At this point I assigned Hobbits a few Traits including: "Hobbits are for Eating", "1 Hobbit can feed 3
Orks", "Hobbits are Fat and Lazy", and they are "Weakling Cowards".

The Ork Army meanwhile was "Unruly", "a Horde x2", and armed with "Nasty Rusty Swords". John Challenged me on that and wanted to have the
Orks armed with spears, but I declared that these weren't no pansy spear wielding Orks and won the Challenge. Nothing quite like sharing
Orkworld jokes with the designer of the game. The Ork Leader, "Zrograr" was "Buff x2", and "Clever".

The Hobbit Army was inferior in numbers and armed with "Slings" (of course). They did hold a solid "Ambush position" and had several rapid
firing boulder throwing engines.

At this point a unit of elven sharpshooters were added. They were "Hiding in the woods" and "aiming at the Ork Leader, Zrograr". They were led
by Elf Leader who "Hates Orks", because his "Lover was Killed by Orks". The Elf Leader was given a name of so many syllables that it was
recorded simply as "Really Long Name". He was armed with a "Magic Blood Bow" whose arrows had been "Dipped in the Blood of his Slain
Lover".

The battle started off with the elven archers opening fire on Zrograr. With all of Mr. Long Name's Traits added in, Zrograr was in trouble. Until the
Enchantress Enscalla revealed herself. She of the "Stunning Green Hair" had "Arcane Powers x3", and an "Aura of Protection on Zrograr". The
Ork Leader barely won the Complication. The elven arrows struck Zrograr repeatedly but were mostly thwarted by the arcane shield. Zrograr was
left with a "flesh wound" and became "enraged x2". The flare of the magic shield shot back along the path the arrows had come revealing the elves
hidden position and deleting their "Hiding in Woods" Trait. Enscalla, however, was put into a magical sleep by her exertions.

At this point the Ork Bugler equipped with a "Ramshorn" sounded the advance against the Elven Position. A "Treacherous" Hobbit Spy named
"Bob" had warned Zrograr of the Hobbit Ambush, and so a unit of "Warg Riders" was sent to "Sweep behind the Hobbit Position".

In the ensueing conflict between the Orks and the Elfves, the Elves won. The Elf player used all of his Coins to slay Zrograr and send the Ork army
into chaotic "Disarray". But not before the Loser used his Coins slay all of the elven sharpshooters and cause the Leader to flee. The loser also had
the Ork Lieutenant who was "Faithful" take command and erase the "Disarray" Trait.

The second scene was framed into the future, following the abject slaughter of the pathetic hobbits and the feasting on their fat lazy corpses. The
location of the scene was a nearby shrine where the Apprentices of the Sorceress Enscalla had taken her sleeping body to revive her. The elf leader,
fleeing the recent battle "Filled with Remorse" from his defeat, stumbled upon the shrine and determined to slay the evil Sorceress.

Unfortunately that ended our demo. Jake Norwood needed the table to run a demo of The Riddle of Steel (one of the all time best Fantasy RPGs)
and so we had to call it. The demo was a success, copies were sold, and Jake sold 4 copies to each of his 4 demo participants so I can't hold a
grudge for him bumping me. But it would have been fun to find out what happened to the elf with the "Really Long Name".

Featured Element, Combat Tactics

One of our design goals with Universalis was to create a game where the level of gritty detail was completely customizable by play group. For some
groups I've played with entire stories were told with characters who were rarely given more than 1 or 2 broad Traits. The above combat could have
been narrated completely quickly "And the Hobbits were wiped out and eaten". Instead we took a more detailed approach where some individual
units (like Elven sharpshooters and Orkan Warg riders) were independently detailed. Tactics like ambushes, and arrow volleys, and flanking
maneuvers, and charges were used to add Traits and dice and flavor to the overall battle scene.

If desired we could have gotten even more detailed. We could have made several units with several Traits each that would have taken many Coins
(and several Complication rolls) to defeat. We could have made even more use of descriptive "Tactics" that provided dice to the pools and made
rules gimmicks that limited how many such "tactic dice" could be added to a pool based on the quality of the troops and leader. We could have used
index cards to represent the units and made rules gimmicks about moving them around the table like a quick and dirty miniatures game with a
gimmick that stated that a Complication occurs whenever cards move into "base to base" contact with rules for adding dice for such factors as
"frontage" and "flanking attacks" and "unit depth" and such.

In short we could have used written an entire little wargame to play out our Ork and Hobbit encounter, either on the fly, or using a standard set of
Add-on rules that we return to for such situations. Instead we chose the middle ground on relying mostly on flavorful descriptions to give our battle
character. Regardless of whether we took a simple narration, flavorful description in multiple Complications, or a miniature war game approach the
battle would have been played out in Universalis terms, customized to the level of detail the group desires.

---Ralph Mazza



The Buffalo Hunters

Submitted by: John Kirk

The story is to be a mystery in the age of cave-men. One person proposed that dinosaurs should be included as well, (as a
sort of land-of-the-lost adventure). But, this was challenged by those players that wanted to exclude dinosaurs from the
game. After conflict resolution, the "no dinosaurs" decision prevailed.

Next, it was decided that the mystery involved figuring out why the buffalo had not appeared this year. It was established
that our meat stores are running low (and that we're tired of eating prairie-dog meat).

Further, we established that the story is to take place on the prairie and that our clan's totem is the buffalo and that of our
enemy is the crow. There is a river between the lands of the Buffalo clan and the Crow clan. And, the Crow clan built an
enclosure to trap the buffalo. It was decided that the fact that the crow clan actually /ad trapped the buffalo had not been
established (since that would prematurely solve the mystery), only that they had constructed this enclosure to do so.

It was established that there was a Shaman named "Infinel" who had recently and unsuccessfully called the buffalo. She has
mystical powers, but is currently missing some key herbs to perform the rites properly. She has an apprentice named "Jama"
that has only been living with her for 3 weeks. Jama has a brother named "Koda" who is considered to be the Buffalo clan's
best hunter.

A Master Component of "Shaman" was created and it was established that all Shaman are women and that they must be
celibate.

At this point some twists were introduced. Infinel has had sex with Koda (Jama's brother) and believes Jama to be her
daughter (but through negotiation it was agreed that the fact that Jama actually was her daughter had not been established -
nor had it been established that Infinel considered Jama to be her biological daughter, she might just believe Jama to be her
daughter in a spiritual (i.e. mentor to pupil) sense).

Some more Master Components were created: hunters and toolmakers. Hunters are stealthy and use spears. Nothing was
really attributed to the toolmakers yet, which seemed odd to me, but that's what happened.

More characters were introduced at this point. There is a toolmaker named Talvas in the crow clan that had raped Infinel
years ago.

At this point, everyone was satisfied with the background and the bidding for the first scene began.

The winner started the first scene in a cave. Infinel and Jama were present and Jama's brother Koda runs frantically into the
cave. He approaches Infinel and tells her that there is a fire on the other side of the river, in the land of the Crow. The three
exit the cave and look to the east to see a column of smoke rising. It is established that the river dividing the lands of the
Buffalo clan and Crow clan runs north-south. The Buffalo clan is on the west side of the river. At this point a new character
is introduced. Tor, the Buffalo clan leader approaches followed by "Group of five hunters of Buffalo Clan". Tor consults
the shaman and it is decided that a group needs to be sent to investigate the fire. Scene I ends.

The second scene initially started on the Buffalo side of the river with Infinel, Jama, Koda, and "Group of Five Hunters".
Nothing much happened and so the scenery shifted to the nearby location of the fire on the other side of the river, where the
whole group was hiding in the bushes. They initially saw that there were a group of Crow dancing around a bonfire, but this
was quickly changed to a "Group of Crow" who were "running frantically around a burning building". Infinel lets out a short
*gasp* as she spots the Crow toolmaker (Talvas) that raped her years ago. He is exiting the burning building carrying a
bundle and looking back and forth as if making sure nobody sees him. Talvas exits the scene into a nearby clump of trees
beside the river and Infinel decides to follow him. Scene II ends.

The third scene is set a short time later in the nearby clump of trees. Talvas is inspecting the contents of his bundle and
Infinel recognizes it as the sacred White Buffalo totem stolen from her clan years ago. It is carved from ivory. At this point
"Group of Five Hunters" enters the scene, crawling up behind Infinel. They spotted her leaving the previous scene and
decided to follow her. Infinel explains that the man in the trees holds the stolen White Buffalo totem. Consequently,
"Group of Five Hunters" come out from hiding and demand Talvas hand over the totem. At this point, Talvas is given the
attributes of "Runner" and "Very fast runner". He grabs the totem and takes off. The "Group of Five Hunters" is given the
trait "Accurate with throwing spears". During the conflict resolution it was determined that the ground is soft and muddy,
being near the river and that five spears against one target is allowed a bonus of one die. On the other hand, Talvas is very
familiar with the territory and has the cover of the surrounding trees. The dice are rolled and it is determined that Talvas is
hit with a spear. Talvas is given the new trait "wound in butt". Talvas falls to the ground and looks back at the approaching
hunters in terror. Fade to black. Scene III ends.

The time was late and the session ended at this point.

Featured Element, Changing Players

I should point out that one of the players showed up late (actually, didn't know we were playing until she showed up). And,
one of the players dropped out after the first scene because she thought things were dragging a bit. As far as that is
concerned, the first scene we played did drag, but that was mainly due to the fact that we didn't fully understand the rules and
we hadn't gotten into the "flow" of the game yet. The second and third scenes went much smoother. All total, we had 6
players.

All agreed that we had a fun time and that it sure was different from what we were used to. Even the player that dropped out
agreed that setting up the background was fun, it was just that one scene that dragged. So, I wouldn't consider that any kind
of testament to the playability of Universalis, only our inexperience with it. Some of the players stated that they wished that
control of one character per player could be permanent. In that regard, they really like traditional role-play. It didn't occur to
any of us that we could probably have set up some kind of a Rule Gimmick to cover this.

[Ralph] There is a bit of a learning curve to Universalis. While we tried to keep the rules as intuitive as possible play can be radically different from
what players of traditional RPGs are used to. In fact the initial desire for a more traditional player character is a frequent response. Its been my
experience, however, that most of this is a result of "reaching for a life preserver" so to speak. A desire to add something more familiar in the midst
of unfamiliar territory. Most groups I've heard this from have gone on to continue to play Universalis without any desire for PCs, but for those who
prefer the more traditional PC situation, several Player Character Rules Gimmicks have been proposed.

What I found especially interesting in this play example is that right here in John's first session one of the key design goals of Universalis is placed
front and center. Players joined and left, not just mid campaign, but mid session and this had virtually no impact on play. In fact in one of our 2003
GenCon demos we had the demoer and 2 players. Over the course of that demo, the demoer changed, 1 of the players had to leave for an event.
Another player took that players place and a then a third player joined us. The two new players were quickly brought up to speed and play continued
without a hiccup.

---Ralph Mazza



The Great GenCon Plot

GenCon 2003 Demo

The first scene of this demo opened knowing nothing more about the story than it would take place at GenCon2003 on Saturday. It began in the
dealer room with an 11 year old boy having just purchased an old boxed Avalon Hill game from Crazy Igors. After the boy leaves, a man in black
Vampire costume and sunglasses approaches the booth and surreptitiously inquires of Igor himself for a particular game that was supposed to be
held for him. The very same game sold accidentally to the boy not moments before...dun, dun, daaaa

Meanwhile the boy was lost. People kept bumping into him as if he wasn't even there and no one he asked for directions paid any attention to him
at all. It was as if he was completely invisible. He clutched his game purchase tighter and began frantically searching for a way out of the hall. But
the hall was laid out like a maze and there was no possibility of actually navigating the isles without a map and compass.

The man in black saw the boy and went after him, grabbing for the game. The boy, realizing the man was trying to steal his game, tried to escape
but no one could see him struggle. No one that is except Lydia, the blue fairy girl with her chain mail bikini, wings, and large glittery butterfly
glasses. You see somehow the boy had been rendered invisible to everyone except those wearing costume eyewear

Lydia got the boy away from the goth wannabe and tried to lead him safely out of the hall, but before she could she was accosted by Sailor Bubba.
Sailor Bubba, a large hairy man with a sizeable beer gut straining against his Sailor Moon costume thought Lydia was all that and wanted to "admire
her costume up close". Before Lydia could extricate herself from his sweaty clutches the boy had disappeared.

At this point the scene shifts to a dark back room at Jillians where that evil cabal known as the Diana Jones Award Committee were holding a secret
meeting. There we see Ron Edwards, part time Sorcerer / full time Cult leader; Matt Forbeck, breeder of his own private army of future game
designers; Peter Adkinson, corporate mastermind who single-handedly managed to figure out how to keep overcrowding down at the con by
trapping most of the attendees in line outside; and newly initiated member Jordan Weisman, creator of an army of mutant clix that have been sold
around the world and are even now waiting to be activated.

They are plotting to take over the world.

Unfortunately for them, the secret plans outlining their nefarious plot have been stolen by agents of the Origins Awards and secretly hidden in an old
Avalon Hill game to be picked up by their vampire agent. They had thought this would be a safe hiding place since "no one plays those musty old
war game things anymore". They equipped the box with an invisibility device that would activate once the box was sold so that their agent could
escape unmolested.

But their efforts were thwarted by a young 11 year old boy who had seen the light. This boy, this miraculous boy, has cast aside collectable cards,
over priced and over sized minis, and rubber clicky things. He has scorned cheap games that come in paper envelopes, and games from foreign
lands whose rules have nothing whatsoever to do with the picture on the box. He refuses to have any association with pale poorly dressed people
who run around with crossed arms shouting "you can't see me, you can't see me". He has seen the true roots of gaming holiness...hexes and
cardboard counters. Perhaps if he can escape the clutches of his pursuers with his prize he will single handedly save gaming and usher in a new
generation of real gamers...

But wait, one of the many hooded and deceitful members of the Cult of Ron has reported that the box and boy were last scene with blue-chainmail-
fairy-chick and she has been located. Already Diana Jones operatives are moving into position to intercept her.

"Excellent" says Herr Professor Edwards, his fingers steepled and his trademark evil grin upon his face. "Everything is proceeding as I have
foreseen"

Meanwhile in the elevator lobby of the Westin hotel Lydia waits to return to her room. Suddenly a faint clicking sound is heard. The sound grows
louder and more numerous until the air is filled with the sound of a million clicking beetles.

They aren't beetles! Its a horde of mutant clicks. They crawl, walk, and even fly, swarming around Lydia and poking her with their little rubber
swords and punching her with their little rubber fists. Lydia tries to defend herself, frantically grabbing them one by one and twisting them till they
show triple skulls...but there are far too many points in this army.

Suddenly, a hulking shape looms out of the shadows. Its Sailor Bubba! Trying to work up the courage to ask blue-chainmail-fairy-chick for a date,
he arrived just in time. Running at a full sprint (just about the speed of an 80 year old man with a walker) Sailor Bubba heaves his bulk into the air.
As a high jump, he might have cleared a two foot bar...but fortunately Clix aren't that tall. With a mighty belly flop...the splat of which reverberates
around the lobby, Bubba crushes hundreds of Clix at a time. Rolling about on the floor like some sort of break dancing manatee in a pleated skirt,
he demolishes the Clix horde giving Lydia time to make her escape.

What will happen now? Will Lydia save the boy? Will the boy escape to realize his destiny of bringing back true gaming to the masses? Will the
corporate shills of the Origins Award Committee succeed in thwarting the plans of their Diana Jones rivals? Will the evil master minds of Diana
Jones succeed in taking over the world, unleashing cosmic destruction? Will we ever find out who this Diana Jones person is anyway?

Who knows. Shortly thereafter this demo was shut down by agents of evil and all participants were hauled off to some empty foreclosed Wizards-
Attic warehouse where even now they are undergoing unspeakable tortures involving thousands of Break Keys. Only I escaped to bring you this

warning.

Be afraid, be very afraid.

Featured Element, Yeah, this was a real demo:

No lie.

---Ralph Mazza



A New York Mob Story

GenCon 2004 Demo

For this demo we established that the story would be a conspiracy involving the mayor of New York, the New York Mob, Sicilians, Indonesian Gangsters, and a
prominent New York family.

The first scene opens at a wedding reception. Christina Wheatley has just married Joseph Radford. Both the Wheatleys and the Radfords are important players
in New York politics and the Mayor is there to woo their support for his upcoming campaign. This campaign looks to be hotly contested as the mayor's primary
opponent has been questioning his track record on crime. Those questions are hitting a little too close to home as the mayor has long been in bed with the NY
mob.

Now both the mayor and the mob are feeling the pressure. A new syndicate of Indonesian gangsters are pushing into the city using violence and killing sprees to
carve themselves out a territory. This is not good either for mayor's election or the NY families. Of course, the mayor is well aware that many of his opponent's
campaign contributions can be traced back to Indonesian sources. Not coincidentally, the mayor is introduced to a Sicilian gentleman, a guest of the Radford's.
The mayor knows him to be connected. He gets the impression the Radfords know it too.

At the reception the mayor is attempting to win the campaign support of matriarch Julia Wheatley with charm, flattery, and expensive wedding gifts; but Julia is too
distracted to notice. She seems nervous, even anxious, and not the sort of nervousness normally associated with the mother of a bride.

The groom, Joseph Radford, seems similarly distracted, although he is not apparently aware of his new mother-in-law's anxiety. He has eyes only for Christina
who seems to go out of her way to avoid any contact or intimacy with Joseph.

The second scene opens the next morning in the mayor's office. We see him pacing impatiently in front of his desk talking animatedly on the phone with a man

named Tony; who we gather from the conversation must be mobster. We hear the Mayor explain that the bride and groom never made it to their hotel following

the reception last night. He suspects they've been kidnapped by the Indonesian gang in order to pressure the Wheatleys and Radfords to withdraw their support
from him. Tony knows that the organized crime business his family runs in New York has benefited greatly from having a friend in the mayor's office and knows
that the mayor's opponent's tough stance on crime will just be an excuse to break the New York families down enough to let his foreign backers take over. They
agree that Tony has to find the socialites and get them back.

The scene shifts to a seedy pub which Tony knows has connections to the Indonesians. He and his muscle are all set to pressure the owner but they don't need
to. The owner hands them a letter with instructions and a photograph of Christina holding today's Times. Unnoticed by Tony at the time, but caught by the
camera, we can see a crumpled towel in the corner of the picture. The towel has the monogram of the Ritz Carlton hotel.

The scene shifts again to a hotel room at the Ritz Carlton. We see Christina there. She runs into the embrace of a young Indonesian man. We hear her
confessing her love to him as sunlight glints off of Joseph Radford's enormous engagement ring.

Featured Effect, Guiding Tenets:
It generally takes some time for players to grasp the nuances of Universalis play. Early on Tenets tend to be very broad genre or flavor statements like "High

Fantasy" or "the Occult". This provides a lot of flexibility and a quick and easy springboard to get started with play, but it also typically results in a fairly eclectic
mix of characters and events and locations mixing together in the game.

As players get more experienced I've noticed they tend to use Tenets differently, not just to establish broad parameters but also to provide solid elements of plot
direction. This tends to provide a more tightly fitting narrative. It was interesting for me to notice the players in this game grasp that idea almost immediately.

The first Tenets included some pretty broad features like "Modern Day", and "Involves a Conspiracy”. But later Tenets added some much more focused story
elements like "The Indonesian Gangsters are backing the mayor's campaign opponent" and "The story will feature a wealthy NY family whose support is vital to
either candidate in order to win the election"

Tenets like this serve as a great set of marching orders for player's to spin off of. There is still plenty of room for twists and turns (like Christina's Indonesian love
interest) but the player's are much more able to stay on track with the added guidance.

---Ralph Mazza



War in Hell

GenCon 2004 Demo

There is unrest in heaven. In the midst of this distraction, souls of the dead have been misjudged. The Innocent and the faithful have
been sentenced to hell. The Archangel Michael has led an invasion of hell to get them back. His forces have carved out a beach head,

a bastion of safety in the heart of the abyss. But the invasion has foundered.

A high level betrayal led to an entire battalion of angels being captured and imprisoned. The unrest in heaven has grown worse and now
Michael and his forces are cut off. They have lost contact with heaven. They are isolated. An age of man has passed and they are
alone in Hell. The tenuous terms of a ceasefire have allowed the weakened angels to hold on to their beach head, but something major
is brewing.

Scene one opens with the camera high above the sphere of Earth. We zoom in closer, through the atmosphere, towards the surface.
We hear the buzz of human speech and thoughts. They are full of doubt, questions, and unanswered prayers. We continue down far
beneath the surface; down into hell. It is the hell of the Inferno. Erupting volcanoes and rivers of lava light the scene with a red glare.
Giant, mile long, segmented, many legged worms burst up through the surface before arcing back down again. Spouts of fire and

clouds of smoke fill the air.

In the distance we see an enormous city of brass and bronze climbing from the cracked surface like a many tiered mountain. Itis a city
of demons and devils. The camera shifts to a much grubbier place. A ramshackle settlement barely more than a camp, fortified with
piles of rubble, craters, and the bones of fallen enemies. This is the beach head. The only place in hell where the demon's don't hold
sway. The angels have dubbed it Purgatory. But for the lost souls gathered here it is the closest to heaven they've been and their last
chance for salvation.

In a dark alley of Purgatory we see Michael the Archangel, general of heaven's troops. He is tired and almost broken. He is wingless;
his wings having been torn off by a greater fiend in a pointless battle centuries ago. He is meeting with one of his angelic scouts. We

see the scout change shape into a form without wings out of respect for his commander. The scout reports that the legions of hell are
massing, but not for an attack on Purgatory.

Whatever the unrest is in heaven, its made the demons bold. They plan to invade the surface and enslave the world of men. Lucifer
would never have been so reckless, but the lords of hell overthrew him long ago and now hell is ruled by an oligarchy of loosely aligned
and constantly jockeying princes. Someone is looking to claim the throne of hell by winning the throne of earth.

We cut to an enormous edifice of grim stone and heavy iron far beyond Purgatory. We come through many walls, locked doors, and
barred gates. It is the Brimstone Prison where the captured angels are held. Deep within a winged angel sits behind a desk doing

paperwork. It is Furion the Betrayer, or so he is called by the inmates he oversees in the prison.

Furion made a deal with hell. When his battalion was cut off and surrounded he bargained for their safety. That is why they are here in
prison instead of laying slaughtered on the battle field. Hell's price was that he would serve them and that he could never speak of the
terms of the contract. Hell is run on contracts, and once signed they cannot be broken. Now Hell can never kill the angels of Brimstone
Prison and Furion can never tell them that it was not he who betrayed them but rather he who saved them from certain death. No one is
more hated by the angels of Brimstone then Furion whose been assigned as their overseer for the centuries since their capture.

Into Furion's office comes Xanphar the demonic warden of Brimstone Prison. Xanphar has discovered that Furion has been smuggling
water to the prisoners above their meager allotment. The angels who curse Furion for allowing them so little water have no idea how
much less they were supposed to have. Xanphar accuses Furion of violating his contract and so he is being reassigned.

Furion will be assigned to the front ranks of suicide shock troops when the legion of hell invades the surface. He will fight his own kind,
angels who defend the earth, and if he falls, all of the prisoners in Brimstone will be tortured for eternity with the most horrific
punishments the torturers of hell can devise.

Before Furion leaves the prison he stops by the cell of Josiah. Josiah has been his comrade and best friend since before the universe
was formed. Josiah believes Furion betrayed them. He hates and despises him with unconcealed fury. Furion can not tell him the

truth. The best he can do is apologize that they would no longer be receiving the extra water he'd been smuggling to them.

Josiah is enraged. He takes up his remaining water ration and hurls it at Furion who can only walk sadly away. Behind him, gaunt
angels throw themselves down on their bellies to lick the spilled water off of the steaming stone floor.

In the next scene we see Michael preparing his remaining angelic forces for battle. The invasion preparations have left them with an
opportunity to strike at Brimstone Prison and free their comrades.

This is where we had to end the demo

Featured Effect, Group Discussion:
This demo was run for a group of friends who've gamed together for some time. It was their habit in their campaigns to stop play from

time to time and discuss, out of character, where each of them thought the story needed to go and what they'd like to see happen in the
future. They did this multiple times during the above session and so fluidly did Universalis accommodate this that to an observer it
would have been difficult to tell where the line between actual game play and brainstorming sessions was. It was during one of these

sessions that we learned that angels curse by taking the Lord's name in vain. The Commandments of man do not apply to them.

Being a demo we could not play through to the end, but the last of these brainstorming sessions revealed the likely direction for the
story. An epic battle for Brimstone Prison would be fought. Furion would be revealed as the source of much of Michael's intelligence
and scouting reports on the enemy, and he would have provided information on hell's invasion plans before departing for the front. The
prisoners would have been set free and, filled with the repressed passions of the ages, the inspired force of angels would have engaged
hell's legions and thwarted the invasion. During this battle, Josiah would have encountered Furion, and not knowing the truth of the
betrayal would have cut him down. After the battle, Michael would have revealed Furion's secret and out of shame and regret and love
Josiah would have dedicated himself to service in Furion's memory. We didn't know what direction the War in Hell would have gone

after that, but we knew that Josiah would be the main protagonist of it.

At one point one of the players stopped and asked me if it was ok that they actually had these out of character discussions about what
each of them wanted to get out of play. | just smiled and said "of course".

---Ralph Mazza



VERSABIS

The Rise of Set

GenCon 2004 Demo

For this demo we established that the story would be a fantasy set in ancient Egypt. The Pharaoh's son has been
kidnapped. There is a prophecy about the return of the evil god Set which will be fulfilled if the son is not returned in
10 days. We knew from the beginning, as part of the Tenets, that the villain behind this prophecy would be the
Pharaoh's chief advisor, Sekhem. We also knew that one of the advisor's chief servants is having second thoughts

about his participation in this plot and has left a map to the son's whereabouts.

The first scene opens in the throne room where the Pharaoh has just given orders to the captain of the guard to find
his son. Sekhem assigns his servant to help in the search, and to sabotage it as necessary. But the servant instead
warns the guard captain of the advisor's plot. He saw Sekhem reading the rituals to summon Set back to Egypt from

an ancient scroll.

The captain reports this to Pharaoh who doesn't believe the ridiculous story and orders the servant thrown in chains.
The queen isn't so sure, and orders Sekhem to be brought before her. But Sekhem slips away down a secret
passage.

Anuka, a Priestess of Isis, informs the queen of the prophecy and her suspicions of Sekhem's role in it. When
Sekhem's servant reveals the location of the secret passage, Pharaoh orders his guards to go down it, and Anuka
secretly follows them. The route leads down into catacombs beneath the palace and as the guards follow the
servant's map they set off a trap which collapses the passage way. All of the guards but the captain are killed and
Anuka must find another way around.

Meanwhile, Sekhem has reached the Pharaoh's son and has taken him to a natural cavern beyond the catacombs.
An inky dark river runs through the center of the cavern. There is something stirring beneath the surface. The son is
shackled to a post at the river's edge.

Here it is revealed that Set is trapped in this underground river. If one of the royal dynastic bloodline is drown in its
waters before the next planetary alignment (in 10 days), the prophecy will be fulfilled and Set will be free to bring a
new age of darkness upon the land.

While Sekhem is busy preparing the ritual, Anuka reaches the chamber. She has had a vision from lIsis that has led
her here and knows what the return of Set means. She cannot allow the Pharaoh's son to be drowned in that river.
She also knows she is not powerful enough to defeat Sekhem's sorcery. So before the advisor can stop her she
reaches the boy and with her ceremonial dagger slits his throat. Already dead, he cannot fulfill the prophecy.

Set arises from the river in rage. He speaks words of doom and dark magic. The priestess desperately tries to ward
off his power with her charms.

At this point, the lost guard captain enters the chamber. The advisor is in the midst of casting a dark spell when the
captain strikes him unconscious and throws him into the river. He then tries to take the boy out of the chamber.

Here it is revealed that Sekhem, the Chief Advisor to Pharaoh, is actually of the royal bloodline himself and was
seeking to usurp his cousin's throne. As he drowns in the river his own death fulfills the prophecy. Set is unleashed

to bring darkness upon the land.

Featured Effect, Twists and Turns:

This demo was characterized by the many twists the story took. From the beginning we knew what the problem was
(the son and the prophecy), we knew who the villain was (Sekhem the chief advisor), and we knew how to start
solving the problem (the map to the son's location). All of this was outlined in advance and known to all of the

players right from the tenet phase.

Yet it was from there that all of the interesting stuff happened. In traditional play it is common place for the GM to try
to keep secrets from the players so they won't figure out the mystery too soon and ruin the story. Here, however, we
started already knowing most of the key secrets, and due to the authority given to the individual players to direct

events still wound up with plenty of suspense and plot twists.

The Pharaoh sends the guards to find his son. Twist: Sekhem sends his servant to sabotage the guards efforts.
Twist: the servant betrays Sekhem to the guards. Twist: the Pharaoh doesn't believe him. Twist: the queen does.
Twist: Sekhem escapes down a secret passage. Twist: the servant knows the passage and in fact that's what the

map is of. Twist: Sekhem moves the son's location so now the map is useless.

The guards and the priestess set off after Sekhem. Twist: a trap collapses the passage. Twist: a vision allows the
priestess to arrive anyway. Twist: Sekhem's already on the verge of fulfilling the prophecy by drowning the boy.

Twist: the Priestess kills the boy herself so the prophecy can't be fulfilled.

Most of the guards were killed by the trap in the passage. Twist: the Guard Captain survived and arrives in time to
defeat Sekhem. Twist: throwing Sekhem in the river fulfills the prophecy anyway.

The entire demo was an example of playing hot potato with the plot. In appearance it resembles play where a GM
has a huge multi-branching storyline and the players choose one branch or another as they move through it. But the
big difference is that the branching story line was created in play dynamically in real time. The chosen branches
were developed further and the non chosen branches where never developed at all. The process was at once both
cooperative and, with this group of players, (which included co-designer Mike Holmes) rife with one-ups-manship as

each player strove to be the one to come up with the absolute coolest ending for the story.

---Ralph Mazza



More Space Pirates
GenCon 2004 Demo

Space pirates are a popular genre in Universalis and this GenCon was no exception. Our Tenet phase left us with a band of 5 misfit pirates on a faulty broken
down ship in pursuit of the biggest score of their lives. A quantum field collapser capable of generating infinite free energy forever. The value of such a device is
astronomical and all of the Big Energy companies in the galaxy are desperate to steal or destroy it before it puts them out of business.

The opening scene begins with disabling laser fire from the pirate ship towards their prey. But they are not the only ones after this juicy target. The Galactic
Space Police is also present in a large number of one and two man patrol cruisers. But they aren't escorting the energy source, they're attacking it. It seems the
GSP has been bought off by Big Energy after all.

Seven of the small patrol craft break off to intercept the pirates. They're targeted laser fire disables the engines and the craft move in, attach to the ship and
begin to board. The pirates will make perfect scapegoats for the destruction of the energy source.

On board the pirate ship, Dr. Bob the ship's physician and sometimes mechanic rushes to the engine room to try and bring the engines on line. He is
accompanied by a second younger pirate known to the crew only as "Bob's Helper". Bob's Helper doesn't say much but fortunately for the pirates he's a genius
mechanic because isn't all that good with a wrench.

In moments Bob's Helper has diagnosed the problem and knows just how to fix it. But he decides not to tell Bob and make Bob figure it out himself, since Bob
will just claim credit for it anyway. After some struggle Bob does manage to bring the engines back on-line. Sure enough he rubs it in saying "Stick with me, son,
and soon you'll make a half decent assistant. But not yet, no not yet. Now you're just one step away from useless. Hand me that spanner”.

As the engine kicks on and brings the ship to hyper acceleration, the police cruisers docked to the hull are all ripped off and destroyed. But unknown to the
pirates, 4 of the police officers have managed to board the ship.

The demo ended with the misfit pirates back in pursuit of their prey.

Featured Effect, Narrating Complications:
One of the things new players have to get accustomed to in Universalis is that the Complication roll is not a skill test or a success or failure check. It determines

which players get to say how much and in what order about how the situation resolves. The players are constrained to act generally in favor of the side that won
or to the detriment of the side that lost but there is no absolute rule regarding failure or success. The players in this demo had no trouble with this concept.

Repairing the engines was the only Complication in the story. All of the laser fire and the police boarding was handled strictly through narration. The
Complication was initially between Dr. Bob and the broken engine (backed by the ship's Faulty Trait and dice purchased for laser fire damage). One of the other

players invented Bob's Helper. With a little Negotiation it was agreed that "Bob's Helper" was not a Role Trait but actually the characters formal name.

The player rolling for Bob's Helper on behalf of the pirates fixing the engine rolled more dice and got more successes than Bob's player. In fact, without Bob's
Helper the Complication would have been won by the broken engine.

Armed with far more free Coins then Bob's player had Bob's Helper set about narrating many things. We learn more about Bob's Helper and his relationship to
Bob as illustrated by the narration of their interaction during the Complication. We learn more about the ship and the pirates and how the engines work. All things

that would be considered reasonably related to the task at hand.

But none of which actually involves succeeding at the Complication. In fact, while the player of Bob's Helper narrates that he does know exactly how to fix the
engine, he specifically pays Coins for the Fact that he doesn't fix it, nor does he tell Bob how.

The big winner of the Complication, spending all of his Coins without ever actually narrating a resolution to the Complication, leaving the resolution wide open for
others to narrate. Beautiful.

---Ralph Mazza



Shrek 111

GenCon 2004 Demo

This demo began with only 4 simple Tenets. The story was to be a sequel to Shrek Il. It was to involve Shrek and Fiona's children.
There would be a talking crow who got the children in trouble and Shrek and Fiona would be dead. Yes dead. 2 minutes into play and
we'd already killed off two animated screen icons beloved by children everywhere.

The first scene opens in the swamp with two ogre children, Brian and Jenny, weeping in front of the gravestones of their parents. Its
been exactly 1 year since Shrek and Fiona were betrayed and killed by the dastardly Puss-in-Boots. They've been living with Donkey
and his half donkey - half dragon children Benny and June. Donkey and Dragon have gotten divorced although the kids still fly off to
see their mother every other weekend and on holidays.

A large black crow named Crackle has become a playmate to the four children. He's something of a trouble maker but the kids trust
him as the only adult they know other than Donkey. He swoops in and tells the children not to cry. There may be a chance to get their
parents back. He just overheard his old pal Bubo the Owl say something that makes him think they still might be alive. Crackle
suggests they go and ask the wicked witch who lives in the Gingerbread House in the middle of the haunted woods. She may be able to
look in her crystal ball and help out. Apparently that whole Hansel and Grettle thing was just a big misunderstanding.

In the next scene we see Brian and Jenny riding on their flying donkey playmates Benny and June swoop down into a clearing in the
haunted woods, right next to the Gingerbread House. Flying donkeys are awfully convenient.

Bubo the owl is sitting on the roof and challenges the visitors with a "whoooo goes there". When he sees Crackle he calls him various
nasty names. Here we have to pause play for a Challenge where we reassert that this is to be a PG movie and replay that part. Crackle
swoops down with his claws outstretched. Apparently they aren't such good pals after all. Bubo beats the air with his massive wings,
causing a gust of wind that blows Crackle backwards, but not before he snags a key that hangs from a chain around Bubo's neck.

A grandmotherly lady come from the cottage and calms the birds down. Inside the cottage Brian and Jenny are treated to a bowl of hot
porridge while Benny and June wait outside. Bubo, being a psychic owl, has already informed the witch of why the children are there.
Here, movie goers would be treated to a montage of images from the first two Shrek movies as the witch summarizes their events. She
then informs them that Puss-in-Boots was indeed convicted of the crime of killing Shrek and Fiona and was banished to Never Never
Land. She's not sure, however, that he actually did it, nor that the parents were actually killed. Their bodies were never found.

Brian and Jenny resolve to find Puss-in-Boots and try to learn the truth. When they ask the witch how to get to Never Never Land she
replies "second star on the right and straight on till morning, of course".

Our next scene involves the four children arriving in Never Never Land. | told you flying donkeys are awfully convenient. Below them is
the Hollow Tree where the Lost Boys live. They see Puss is chained up dangling from the tree while Peter Pan and the Lost Boys have

him on trial. Puss has been caught stealing food and now Pan is going to pronounce sentence.

Smee is there representing Hook and the Pirates. He is asking Pan to turn the cat over to them. They will feed him to the crocodile and
while the croc is distracted finally be able to escape from it for awhile.

Brian and Jenny swoop down proclaiming that they need Puss to tell them about their parents. The Lost Boys aren't all that interested in
parents and Pan gravely informs them that they're in the wrong fairy tale. While Jenny keeps Pan distracted, Brian and June fly over to
Puss, but they can't release him until Crackle remembers the key he stole from Bubo which unlocks the chains. Puss promises them
that he can lead them to their parents.

At that moment the pirates show up in their flying pirate ship. Hook is determined to get Puss by fair means or foul and a great battle
between the pirates and the Lost Boys ensue. The pirate ship fires its cannon at the Hollow Tree, but Benny and June (being half

dragon) fly around and use their flame breath to melt the cannon balls before they hit.

While Peter and Hook are dueling on the deck of the ship, Tinker Bell sneaks below. The pirate ship can fly because Hook has
imprisoned a large number of fairies in great glass lanterns and their trapped magic is what keeps the ship floating. Tinker Bell releases
the fairies and causes the ship to crash.

Most of the pirates were trapped under the wreckage of the ship, but Hook was thrown clear.
In the confusion Brian and Jenny escape with Puss on the backs of Benny and June flying up towards the star that will lead them home.
But Smee isn't done. He manages to capture Tinker Bell in a sack, and using her trapped magic to fly, he flies after the children.

Hook sees his cat, the key to being free at last from the crocodile, escaping and begins to think many evil nasty thoughts. Everyone
knows that Peter Pan can fly by thinking happy thoughts. We now discover that thinking evil nasty thoughts makes Hook happy. He
begins to fly and chases after Smee.

The crocodile has been lurking in the water nearby. He has been enchanted to follow Hook where ever he goes. Since Hook is now
flying up towards the stars, the Croc follows after him.

In the chase Brian gets confused and picks the wrong star. The ogre children riding on flying donkeys arrive in the sky above modern
day New York. They are followed by Smee with Tinkerbell, Captain Hook thinking evil happy thoughts, and the ticking Crocodile.

We figure this would make a good pilot movie for a TV series on the Disney Channel. Each week, the children would crash through a
different fairy tale until ultimately discovering what happened to Shrek and Fiona.

Featured Effect, Universalis and New Role Players:
This demo was run for a girl who was helping her parents out at a nearby booth and who'd come over to see what was going on at ours.

She hadn't really done any role-playing and at first was a little hesitant about how to start. This isn't all that unusual in Universalis where
the ability to "create anything" can be somewhat intimidating.

The routine I'd hit upon for running demos at GenCon was to introduce the mindset required for playing the game as imagining that all of
the players are screen writers in Hollywood brainstorming up a script for a new movie or TV pilot. This proved effective overall at getting
past the traditional GM and Player Characters division of most role-playing games. It also proved effective at getting non role-players to
grasp the point of play quickly. Much more so than the typical "its like playing cops and robbers or cowboys and indians" text we often

see.

In this case in particular it was a particularly effective approach. The player hit on a movie she liked, in this case Shrek, and we were off
to the races. After the first couple of rounds around the table she had picked up the basic mechanics and was fully into the game
throwing out ideas and plot twists with the best of us. She also quickly got the hang of the Challenge mechanics refusing to back down
on the idea that Shrek and Fiona were dead or that Puss in Boots had killed them and skillfully getting other players to add their Coins to

hers to defend it.

Its tempting to think that role-playing requires a higher than usual level of creativity and that non role-players don't role-play because
they're not creative enough. But really, role-players hardly have a monopoly on interactive creativity. We just have an unusual way of
applying structure and game rules to it. Often its that structure and those game rules that keep non role-players away from role-playing.

That and the often unusual cultish culture that surrounds our hobby.

I've found Universalis to be especially appealing to non role-players because the structure of play is much more in line with what they
consider a normal game structure; as opposed to the rather byzantine and somewhat opaque structure that has grown up around

traditional RPGs.

---Ralph Mazza



Guadalupe the Pirate

GenCon 2004 Demo

Guadalupe Smith is a pirate. He is looking for the Skeleton of Cadavra. He is looking for the Skeleton of Cadavra because Cadavra
killed his father. He'd be looking for Cadavra himself, but Cadavra is dead, so Guadalupe Smith has to settle for Cadavra's skeleton.

Captain Blind is also looking for the Skeleton of Cadavra. He is called Captain Blind because he is blind. We know he is blind because
he has a pirate eye patch on both eyes. Captain Blind has a seeing eye dog named Dead Dog. The seeing eye dog is named Dead
Dog, because it is dead. Captain Blind doesn't know his dog is dead because he's blind and can't see; and because he's really really
drunk. Captain Blind has forgotten his dog's real name, but everyone else keeps saying its a dead dog, so now Captain Blind calls it
Dead Dog too..

Captain Blind has a map to the Skeleton of Cadavra. He can't read this map because he's blind. He also can't read this map because
its tattooed on his ass. It was tattooed on his ass in a special code that can only be read by a cross eyed donkey. Captain Blind was
really really really drunk that day. Captain Blind would like to call up his friend Guadalupe Smith because Guadalupe owns a cross eyed
donkey. Maybe Guadalupe Smith's cross eyed donkey can read the map tattooed on his ass, because he's a cross eyed donkey and
the map can only be read by cross eyed donkeys. Plus its hard to see because its on his ass. But that's ok because he can't see it
anyway being blind. But he can't reach his friend Guadalupe Smith because his cell phone is broken. So he'll have to sail over to
Guadalupe's island.

Guadalupe is alone in his hut by the ocean on a tiny island. Guadalupe has been living alone on this island ever since he lost his
marbles many years ago. Guadalupe owns a cross eyed donkey. He is trying to call up his old friend Captain Blind so he can have his
ass read his ass, but he can't get through because Captain Blind's cell phone is broken.

Guadalupe sees Captain Blind sailing his boat over to his island. Captain Blind tries to dock the boat, but he doesn't do a very good job
because he's blind; and because he's really drunk. The boat crashes on a reef. Captain Blind wades to shore pulling his dead dog
Dead Dog on a leash behind him.

Captain Blind has a new pet parrot. Captain's Blind's new pet parrot is named New Pet Parrot because that's what people call him.
Captain Blind's new pet parrot likes to crap on people's heads. Captain Blind's new pet parrot, New Pet Parrot tries to crap on
Guadalupe's head. Guadalupe runs around and around but its no use. New Pet Parrot craps on his head.

Guadalupe sticks his head in the sand to wash off the parrot crap. It would probably be easier for Guadalupe to wash off the parrot crap
in the ocean, but Guadalupe lost his marbles many years ago and now only washes using sand.

Fortunately when Guadalupe sticks his head under the sand, he spies his lost marbles. After all these years Guadalupe has his marbles
back. Thanks New Pet Parrot.

Nearby the cross eyed donkey starts laughing.

Featured Effect, the Bizarre:
This demo wins the prize for single most bizarre game ever played in by me. It resembled listening to a bunch of really drunk people

trying to tell a story, structured like reading a Dick and Jane book.

It made no sense, it didn't need to make any sense. Its was just bizarre, almost surreal.

Universalis games sometimes get silly. Often this is because players are nervous at the amount of power they have over the story.
They're anxious that they might screw the story up so their first inclination is often to retreat into silly humor. lts ok if your friends laugh
at you when you're doing silly humor. Its not okay if they laugh at you when you're trying to be seriously dramatic. So being silly is much
safer. Usually this wears off after a couple of games and a little bit of practice. The players realize they aren't going to screw anything

up and can actually tell a good story themselves.

Other times the game gets silly simply because its time to be a little silly. Maybe its late, everyone is tired, but no one wants to break up
the session just yet. Maybe everyone just has a case of the giggles.. Whatever the reason, Universalis is a fine game to play when
you're just in the mood for something ridiculous. You're not "ruining" a GM's carefully planned scenario by being silly. There is no prep

time being squandered. Just pick up some Coins and let the free association start flowing.
It won't be high drama, but it can be strangely cathartic.

---Ralph Mazza



Zombies in Vegas
GenCon 2004 Demo

Games of Universalis will often wind up dragging in a fair number of cross genre elements. We've seen zombie
westerns, zombies in space, even zombie ninjas (yes, ninja with an "s", its somehow more appropriate that way).
This group wasn't messing around. The very first Tenet out of the gate was one word, "Zombies".

The Tenet phase informed us that this game would involve zombies, Las Vegas, a brothel, an ancient curse on the
city, a bus load of convicts, and of course...the King.

The first scene begins on a dark highway. The convicts have just taken control of the bus when they stop to pick up
a lone hitch hiker in a white sequined jump suit. Its the King. He needs a ride. He suggests stopping off at a great

place he knows on the way where the girls are all clean and real friendly.

When the bus arrives at the brothel they see a big sign that says "No Elvises allowed". The convicts demand to
know why, they're all down with the King.

The madam explains about an ancient curse that lays on the city. Many centuries ago an evil tribal shaman put a
curse on a kingdom that used to be located here so that the people's king would turn into a zombie. The curse had
laid dormant ever since that ancient kingdom collapsed. But now it has become active and is once again turning the
people's king into zombies. There's since been a rash of undead Elvis impersonators plaguing Vegas.

Jack Quick the New York Pimp don't wanna mess with no zombies. He's all for getting back on the bus, leaving off
Elvis right here and high tailing it out of the state in a hurry. But the rest of the convicts overrule him. After all, the
girls are clean and friendly and Elvis offered to pay for everyone, he really is the King.

As the convicts all make their way into the brothel, we see one lone convict still on the bus. Carl the Cannibal locked
in a cage. Even his fellow convicts weren't about to let him out. Carl coughs up a paper clip, opens the door to his
cage and makes his way alone down the dark highway.

Inside the brothel the girls really are clean and friendly and soon the convicts have all dispersed to private rooms.
Jack the Quick is being hit on by a girl named Cinnamon. But Jack is totally smitten. Its not just about a "Quick" roll
any more. This is the girl he's always dreamed of. So while the rest of the convicts are off getting busy, Jack is

talking too much, and Cinnamon is getting bored.

Suddenly, Jack sees Elvis down the hall. He is leaving one of the girl's rooms. He is covered in gore and shambling
slightly as he crosses the hall and enters another room.

Now we discover that the Elvis hitch hiker really was hit by the curse. It also happens that in the close quarters of the
bus ride, all of the other convicts were infected too, and they're all starting to turn into zombies.

The hookers are ready for them. This has happened before and they all have guns and weapons nearby.
Jack screams like a girl.

When Zombie Elvis enters the room across the hall he catches a shot gun blast to the head from the girl inside.
The convict in bed with her promptly chews her throat out. There's a huge gun fight. Bullets fly everywhere. The
brothel is all shot to hell. Jack screams like a girl.

Cinnamon draws a big ass pistol from her purse and begins blasting away. Blood and gore fly everywhere. Jack
screams like a girl.

Jack grabs Cinnamon and knocks the gun away. He's turning into a Zombie too. He gnaws Cinnamon's leg off at
the thigh. Cinnamon is loosing buckets of blood but manages to get to her gun and blow Jack's head off.

Jack dies screaming like a girl.

Finally the last of the zombie convicts are put down.

Alone in the night Carl the Cannibal is walking down the dark highway. He starts to shamble.

The end.

Featured Effect, Big Complications:
Of course the big fight at the end was one giant complication. The major Components were Zombie Elvis, the

Zombie Convicts as a single group Component, Cinnamon the bad ass hooker, and the brothel prostitutes as a
single group Component.

Interestingly one player wound up in control of Cinnamon and the Convicts while another wound up in Control of
Elvis and the prostitutes. We decided to use a the alternative dice pool method that lets each player keep and roll
their own Dice Pool. Thus we wound up with the above 4 main pools plus each of the other players had a small pool

of their own.

In the end, the Prostitutes won. Interestingly, the same player who was spending Coins for Cinnamon would later be
also spending Coin for the Convicts; and the same player who was spending Coins for the Prostitutes would also be

spending Coins for Zombie Elvis.

It appeared like a hugely confusing tangle at first, but by carefully keeping each pool separate, remembering which
Components went into which pool, and then narrating each pool one at a time in the proper order, the whole
Complication got narrated out quite nicely.

---Ralph Mazza
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