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TIMEGASM

A LARP about time travel, legal wrangling
and accidental incest

RESET

A mystery story game for two players
inspired by the classic neo-noir Memento

TURNING

A universal tool for dealing with vast
time-spans in any RPG

OVERLOOKED

Play as an android hated by humans in this
original dystopian RPG

THE IRON TYRANT

Battle a tyrant from a different time in this
Dungeon World starter

THREE DOZEN IN MEDIAS RES STARTERS

A miscellany to get you into the action
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CONTENT WARNING: DISCUSSION OF INCEST

Since the advent of time travel in the year 2783, there has been an increasing number of people
finding out that they are their own mother, father, grandparent, progenitor, etc. Now it is 2790, and
local lawmakers have gathered to debate whether or not safe time travel should be added to the
sexual education curriculum in their city in order to prevent the quite frankly disturbing revelations
from continuing to rise. The issue is heated, and there are no clearly defined party lines. A majority
is needed to make changes to the current law around sex education and time travel education,
currently two separate courses that do not intersect.

At least 3 lawmakers should gather together wearing their best political finery of the year 2790.
Lawmakers will have one hour exactly to debate the issue and come up with a compelling solution. If
no solution is reached, then the fraught genealogical issues will continue. Debates are civil and polite,
but people do occasionally get passionate. There is also the record keeper, who brings issues to the
floor and prompts lawmakers when there may be a lull in the debate. It is also the record keeper’s job
to draw pictures of the ensuing proposals from the debate.




THARRLTERS

Players should choose from the following lawmakers. Not every position needs to
be filled. Players create their own names.

LAWMAKER A

You believe that the sanctity of sex ed classes
should not be breached by some frilly time travel
nonsense. If people would just listen in sex ed and
use condoms anyway, this problem wouldn't exist in
the first place. You think that perhaps sex ed should
be taught in time travel class, but you refuse to give
up a minute of traditional sexual education for any
time travel related content.

LAWMAKER B

You think integrating everything is a great idea!
Basic ideas such as checking last names, adoption
histories, and other mysterious backgrounds should
be implemented into sex ed curriculum. After all,
you've been doing this since you read Oedipus Rex,
and you've got the DNA test to prove it — you're
definitely not your own parent!

LAWMAKER C

You wish to ban time travel altogether. It’s too risky!
But a discussion of banning time travel is not the
point of this session, which you're very upset about.
Even though you can’t get what you want in this
session, you think you can help folks make good
choices by showing them some of the dangers of
time travel in both time travel class AND sex ed class
— you're certain more stories of people’s missteps
will work as a deterrent!

LAWMAKER D

You have a dark secret: you're your own progenitor.
You don't want to go into details, but what with one
thing and another, you managed to become BOTH
of your own parents. You wish there'd been more
warnings about this in school, but then again, if
there had been, you might not have been born to go
on and be your own parents. This makes you deeply
conflicted on the issue — you may change your
mind at many times during the debate.

LAWMAKER E

You're of the opinion that the government ought to
stay out of time travel — let people do what they
will, and if it brings about the end of civilization,

so be it! You mostly come to these meetings to eat
the free cheese. To be honest, you're not a very
good lawmaker. How on earth do you keep getting
elected?

RECORD KEEPER

You're just here to take notes. Lawmakers come

up with funny things sometimes, dont they? You
keep yourself entertained during meetings by
drawing possible solutions and timelines suggested
by the lawmakers, and also help prod them along
sometimes if the discussion doesn’t go smoothly.
You are, after all, an expert on both time travel and
time travel law. Why, exactly, are you working as a
record keeper for these people?
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Reset is a game for two players inspired by the film
Memento. One of the players is the Game Master (GM) while
the other plays the protagonist, an anterograde amnesiac
trying to solve a mystery. The protagonist’s condition

was brought on by some sort of trauma and it prevents
them from forming any new memories after that point. To
simulate this, the game can only be played by any given
player once. The GM s free to continue running the game
for a new player each session. Recording each session is
encouraged so that a narrative can be built and reviewed in
the end by everyone involved.

There are several moves used throughout the game.
Moves tell the players when they need to stop and make a
choice about where to take the fiction next. If no move is
triggered, the conversation continues until either a move
is triggered or the session ends. The GM is responsible

for conveying the world around the protagonist and for
generating an interesting scenario for the player to react
to. The player need only tell the GM what the protagonist
does: how they feel and how they react to the world
around them.

The GM should read this entire text. The player should only
read their section, overleaf.

PLAYER: WHAT YOU NEED TO KNOW e oy

Having anterograde amnesia means you cannot make any %

new memories. You can still remember everything up to L'a.-—f/"/(’“———
the traumatic incident that caused your condition. You can g\
still learn habits and you have trained yourself to act on
instinct. You live a life of discipline in order to make your
investigation possible.

Ask the GM what the last thing you remember is.
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HABITS

You have conditioned yourself to have the following
habits; they are integral to your survival and
investigation:

Check your pockets whenever you reset for notes,
Polaroids, and anything else on your person.

Check your watch for the time.

T

Trust your own handwriting, and only your own :\
handwriting. -'

Trust your instincts.

LOOK IV THE TorcTRUNK
to recognize them, then pretend you do. If you can't, i - '

Bluff if you can to save time; if someone expects you

telling people about your condition is usually the ' ——
fastest way to move forward. '

Take a picture of anything and anyone important with your instant camera and write down
who they are and what you need to know about them. Your house, car, friends, and foes.

FOCUS AND MOVES

To simulate your condition you have 10 Focus. Once you're out of Focus, you reset and the
game session ends.

Bullshit Detector: When you look someone in the eye and read their body language to see

if they're lying, spend 1 Focus to know whether they're lying or not. (You may not know why
they're lying, but at least you can scribble “liar, do not trust them” on your Polaroid.) If you don’t
spend Focus, you can't tell one way or the other, but don't let that stop you from getting to the
truth.

5 Bluff: When you fake it with someone in order to get
A c /r‘ information from them, spend Focus. If you spend 2, you
¥ ?/ y get the information you're looking for, as well as gaining
\ &% some insight into their motivations. If you spend 1,
you'll get some useful information, but it will come
with some sort of cost. If you choose to spend no
Focus, all bets are off on whether the information you
get is any good, if you get any information at all.

Hold it Together: When you try to keep a reset from
coming on during a tense moment, spend Focus.
If you spend 2, you push the reset back and keep
control. If you spend 1, you push the reset back,
but only for a matter of seconds; you better do
what you need to do quick! If you have no Focus
~ orchoose not spend any, you reset and the
17 SEEMS: ¢+ game session ends.
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GAME MASTER

It’s up to you to describe a disorienting reality for the
player as the protagonist wakes up without having any
new memories from the time of their incident. Make
the trail the player is on feel lived-in. They’ve already
been doing this for awhile.

CREATING THE MYSTERY

Come up with a mystery for the protagonist to solve as
well as a traumatic incident that took away their ability
to form new memories. Whatever the mystery, the drive
to solve it should be visceral and revenge should be

27829872193791-33293 i /D motivating factor. Another way to understand the
é 4 . protagonist’s motivation is the following question: how
A S s, . do you move on from something if it's the last thing
7 .- W

you'll ever remember?

Put yourself in the protagonist’s shoes fora L s
moment and choose some options below to form \ T
your mystery. Extrapolate what their goal is from
there. For example, maybe they were a private
eye who was hired to find a priceless statue, but
were then double-crossed and left for dead. In
that example, their goal may be to find the statue
in addition to locating and killing whoever double
crossed them.

| want revenge for (choose as many as you want
and/or come up with your own):

- Being left for dead.
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- A cruelty shown to me. ,_ RO

-The death of a loved one. - x
oM 137 IS WHERE THEY

- What they took from me. ;. RN

- A betrayal.

- How others see me now.

Treat whatever ideas you decide for what happened, who did it, and their motivations for doing
it as objectively true so you can anchor the plot to these ideas. There needs to be a through line
from session to session so that there actually is something that can be solved by the players,
even if the player ends up skewing things or believing totally different ideas from the objective
truth by the end of the game.



CREATING STARTING INFORMATION

You'll need to come up with the information they
have available to them right now, both to give the
player a concrete idea of their mission and to give
them leads that point to courses of action they can
take right away.

In the next sections you'll come up with the
information the player will have to go on and the
contacts they have. Remember that you've got an idea
of the objective truth of what happened, who did it
and their motivations, and where they are and what
they're doing now. The information they have and the | IS THIS IT? )
contacts they meet should all have a reason for being

in the protagonist’s story and you should have some M
motivation in mind for them.
TATTOOS

The protagonist has information they consider to be facts tattooed on their body as permanent
notes to themselves. They already have tattoos of a few crucial details and perhaps some advice.
They do not remember having gotten these tattoos and so each player will be seeing them for
the first time.

Some tattoos will have been professionally done,
some may have been done in a hurry. These tattoos ot
should inform them of their motivation for solving r
the mystery. For example, if they want revenge for
being left for dead after tracking down a priceless
statue, tell them they’ve got“Lorraine killed you
and took the statue” tattooed prominently on their
chest.

Second, give some tattoos with information they
would always need and they have probably
already learned the hard way. Here are some
examples:

-“Don't trust”
-“Camera doesn't lie”
-“PIN = 8990"
-“Consider the source”

-“Notes can be lost”




Finally, give them some tattoos that are concrete leads. These should be immediately noticeable to
the protagonist (such as an arrow on their left wrist where their watch used to be, pointing up their
forearm to the tattoos in question). Here are some examples of such tattoos:

~“Fact 1: From Mississippi”

-“Fact 2: Used Jack as their Fence”

-“Fact 3: License Plate: KVR 1546"

ITEMS ON PERSON

The protagonist keeps track of pertinent information
with Polaroid pictures. What car they drive, who they
know and what they think of them, where they're
staying, and so on. Since time is always against them,
there is sure to be information written on anything
they can get their hands on before a reset so they can
remember when to meet someone, where to go, or
what to do next.

This is what the player will find when they rifle through
their pockets. They've met people and established
some information, but anyone they meet they will
always be meeting for the first time. Consider making
some initial information found on pieces of paper or
in a pocket days old. If they've got a motel room or
house keys then you'll want to have some idea of
what’s there for them to find. If they’ve got a Polaroid
of a contact to meet, have some idea of what the
contact wants from the protagonist and how the

'-;_ : — * contact is involved. Here is an example of starting
i~ information and other items the player could begin

the session with:
_ Polaroid picture: Dull red civic hatchback. Caption: Your car.

_Polaroid picture: Tall caucasian man, goatee, picture looks like it was taken in a park. Caption:
“Jamie - he'll help you if you push hard enough. He feels guilty.”

- Polaroid picture: Travelodge sign with address 1202 8th Ave SW Room 214.
- Wallet with $100 in cash, credit, debit card.

- Polaroid camera, extra film.

- Car keys.

- Crumpled up note: Meet Jamie at 7 PM, 1702 Lexington Blvd.

_Receipt for hotel, Jan 12 (yesterday if they check). $40.
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PLAYING THE MYSTERY

Put the protagonist in stressful situations and

have the Hold it Together move trigger when it

is dramatically appropriate. The situation should

be stressful, sure, but we should care about what
happens next as well. If the protagonist is in their
hotel room trying to find any information they can
about Michelle, that might be stressful, but they don't
need to Hold it Together unless they're desperately
looking for the photo of Michelle because they just
learned that Michelle has been using them to get
what she wants. Resets happen in the moments when
we're on the edge of our seats waiting to see what
happens next.

Below are some other key aspects of play the GM
should keep in mind as they drive the mystery
forward to its conclusion:

Be familiar with the moves and when they should
trigger, then put them in situations where they

will. r

Have the player keep track of how much Focus
they have left.

Don't be afraid to end the game session in
moments of danger and tension. When they
reset, they could be in the middle of a chase,
waiting to ambush someone, struggling to
remember something important as a cop
shows up, or being interrogated at gunpoint.

Run it like a neo-noir story. The past never

goes away. Once NPCs find out about the
protagonist’s condition they will probably {
start looking for a way to use the protagonist '
to get what they want.

You should give every new player some f
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YOUR CAR,

UNDER THE

information to act on right away, as there : SPARE _
will be situations when they wake up after L_ﬂ-_.\\
a reset and won't have the chance to check ' -

out their tattoos. A couple of sentences will suffice.

TYRE



by slade stelar

Turning is a tool that can be used when playing any roleplaying game that covers large
timescales. In addition to your other papers and books, print out The Six Core Values sheet and
place it in the centre of the table; the players and GM will use this sheet as a reference. Any Core
Values with high Consequence ratings should be the focus of charged interactions and social

movements that the players see or participate in.

- o 2% 5 N —— 5
() SASAN e > I SN

.y a0 e
R AR M A

Values change over vast timescales.
All of the really difficult decisions that
we make are based on weighing the
relative importance of our values.
Politicians try to reach out to us using
elaborate performances intended

to cause sympathetic resonance

with shared values. Parents try to
demonstrate values so their children
might develop similar values. A great
deal of ink has been spilt to describe
how surface-level technology and
culture changes over time; however,
less effort has focussed on the ways in
which deep-level social touchstones
change. Turning is one such effort.

The Core Values are statements of
fundamental principle that underlie
(at some very deep, hidden level)

all human decision-making, large
and small. The Six Core Values are
given below. Each Core Value has a
Consequence rating that indicates its
prominence in the setting.

To begin, give the Six Core Values,
listed below, a ranking of Consequence
from 2 to 5 based on the importance
of the issue to the society (go around
the table, or have the GM select them).
(If you want a fully bizarre situation,
simply roll a d6 for each Core Value.)
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Then, select 4 random Core Values to
write Issues for (Issues are described
below). To do so, roll 4d6 and write
an Issue for each corresponding Core
Value (i.e., 1 = an Issue for Reduction
of Pain and Suffering, 2 = an Issue for
Fairness and Equality, etc.).

Issues are short descriptions that are
derived from Core Values and should
complete the sentence “The Issue

we are consideringis ____ " Players
should write Issues they care about
exploring during the game. Any Issue
that is resolved during play because
the population addressed it can be
crossed out; if you see the resolution
of two Issues during play, increase the
Consequence of the associated Core
Value by 1.

If characters in a story travel through
time—via time machine, cryogenics,
near-relativistic space travel, or

the immortality associated with
vampirism—the Core Values and
current Issues of the society should
change accordingly. When travelling

a century (forward or backward), roll a
d6 for each Core Value. If you roll under
Consequence, reduce the Consequence
by 1. If you roll above Consequence,
increase the Consequence by 1. If you
match the Consequence, write another
Issue for that Core Value.
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[1] Reduction of Pain and Suffering - The
goal of all good people is to ensure that pain
and suffering are reduced. War and poverty,
therefore, should be eliminated. Animals
should not be subjected to undue pain.
Prisoners should be treated well. Torture
should never be used, even on the worst of
our enemies. Dangerous weapons should be
restricted. Child and spousal abuse should be
ended. Abuse, neglect, and maliciousness are
the highest offenses.

Example Issue: the use of chemical weapons
during war

[2] Fairness and Equality - The goal of all good
people is to ensure that people are treated with
dignity and have equal opportunities. Diverse
gender and sexual identities are important and
worthy of respect. Accommodations should

be made for those with disabilities. Privilege
should be acknowledged and, sometimes,
compensated for. Taxes, regulations, and
incentives should be used to level the
economic playing field. Nepotism, bigotry, and
corruption are the highest offenses.

Example Issue: the state’s ability to protect its
citizens from (internal) imbalances of power
and privilege

[3] Freedom of Thought and Action - The goal
of all good people is to ensure that thoughts
and actions that do not hurt others are
unfettered. Pornography, drugs, and weapons
should be widely available to people (on an
age-appropriate basis). No association with any
group or person or idea should be punished.
Any kind of sexual activity between consenting
adults should be allowed. Censorship,
domination, and thought-policing are the
highest offenses.

Example Issue: free speech being unhindered,
widespread, and easy

[4] Authority and Control - The goal of all
good people is to follow the wisdom and
organization given to us by our leaders.
Children should be protected and instructed
by their parents. Workers should faithfully carry
out the duties assigned by their employers.
Citizens should follow the laws written by their
politicians. Soldiers should follow the orders

of their commanders. Disloyalty, hubris, and
impertinence are the highest offenses.

Example Issue: citizens helping the police
during their investigations

[5] In-group Thinking and Community -

The goal of all good people is to ensure a
harmonious community. Traditions should be
passed down from generation to generation.
Neighbours should be given help and
hospitality. The family unit should be the basic
unit of civic engagement. Outsiders should be
treated with suspicion, unless they have proven
that they can live peacefully alongside us or
have adopted our ways. Betrayal, dishonour,
and egotism are the highest offenses.

Example Issue: asylum seekers being carefully
vetted

[6] Purity and Avoidance of Taboos - The
goal of all good people is to protect the health
of the mind, body, and spirit. Incest, adultery,
polygamy, suicide, murder, cannibalism, and
necrophilia should be eliminated. Pornographic
or violent media should not be consumed.
Certain foods should not be eaten. Certain
words should not be spoken. Certain sexual
acts should not be performed. Perversion, self-
indulgence, and promiscuity are the highest
offenses.

Example Issue: the place of sexually explicit
novels in school libraries

During play, the GM and players should use the
Consequence of each Core Value to determine
its prominence/visibility/importance at this
time in history.







Overlooked is a standalone roleplaying game that can be used with the Turning tool above. Have the GM
and players suggest, frame, and play-out scenes in any order, but containing one or more androids and
ending with the android(s) “getting into trouble.” When, after several scenes, the androids are driven
from civil society, are trapped in a cave-in, have shut themselves down to conserve power, etc., move time
forward by a century and use Turning to determine the shifts in society’s values. The game ends when the
androids (a) have fully corrupted all of their memories, (b) circumstances in the fiction have caused them
to be physically destroyed, or (c) circumstances in the fiction have caused them to learn the origin of their
memories.

You are an android. You are stronger than humans, and smarter in many ways, but you cannot always
pass for human. Many humans hate you.

Your body is well understood; you must use your schematics anytime you need to repair yourself.

However, your mind remains a mystery to you. Were you once human? If not, where do these vivid
Y, ‘n’\emorles come from7 o - ; .

Name: GETTING INTO TROU3LE
Memories: Write 3 concrete, real-life memories

of exactly 12 words each. Leave a line of space
between each memory.

When the player character gets into trouble, the GM
hides a d6 with a chosen face pointing upward. That
is, the GM does not roll the die; the GM chooses a
result.

The player then rolls their d6. The character
succeeds on a result that is less than or equal to
their statistic value, and fails on a result that is
greater than their statistic value. After their roll, the
player may choose to take the GM’s (hidden) die
instead, without knowing what it is, at the cost of a
Complication or Entanglement (described below).

Statistics: Assign 2,2,2, 3,3, 3,4, 4,and 4 Once the GM'’s die is revealed, it becomes the new

Grace result; there is no going back.
() Blend into the crowd The GM should offer a result that is what
_ ) the GM would expect to happen in the
() Adopjc acom ple>.< phy5|ca.l mannerism (e.g., situation,basedonwhattheylearnabout
smoking, stuttering, rushing, giggling) the character during play; therefore, an

honest GM will select failures some of

() Seem human during sex " ‘
the time and successes some of the time.

Intellect ) )

If the player uses their own die, the player narrates
() Seem human in deep conversation the outcome.
() Speak an unfamiliar language If the player uses the GM’s die, the GM narrates the

outcome. The player then narrates the associated

(1) Repairyourself Complication or Entanglement.

Strength If getting into trouble ever results in a head injury,
()  Usethe right amount of force Corrupt a Memory (described below).
() Outrun a rapid pursuer

() Block serious injury



{‘ (} "‘\/ P L ! {‘ A ! {} I\ S A D (reveal the GM'’s die to determine the kind of
. . entanglement; the helped player narrates it).
ENTANGLEMENTS

e >y
When you use the GM’s die, you experience ( {} !2 R U I I I\' {7 A
Complications or Entanglements. VIEMORY
If your die and the GM’s die are separated by 2 or

more: pass or fail, someone will try to confront you
now.

When you Corrupt a Memory, cross out a single
word in the written memory and replace it with a
new one, written just below it, such that it remains

If your die and the GM’s die are separated by 1: pass @ comprehensible, grammatical sentence. Don’t

or fail, someone will seek you out later. corrupt words that have already been corrupted.
Once a memory has been corrupted 4 times, it can
If your die and the GM's die are the same: pass or fail,  no longer be corrupted further.
someone will remember you, or something about )
you, for a long while. '4I'P;e following example memory has been corrupted
imes:

The GM does not know what number
the player will roll, nor whether the
player will choose their die; therefore,
there is little opportunity to “game” I was preydaeg - the park with my
Complications and Entanglements. running from

Statistically speaking, the extreme
values of 1 and 6 are less likely to be

sister’s best friend, Art+ee.

separated from the player’s result by 1. only Anderson.

Additionally, players will be less likely

to choose the GM’s die if their roll i 5§ A= - m— g
e e WHEN DOES IT END?

already a success (i.e., on high numbers).

Because you are androids, you do not experience

A 5 I(l (5’ T E'! = C .., O U D the ravages of time. Move through time in great
FOR HELP jumps of a century or so. Our story ends if all

o o e memories become corrupted, if the androids learn
Each other player’s character collects unique the origin of their memories, or if the circumstances
datasets based on their experiences. You can use in the fiction cause the androids to be physically
the processing power of other androids as a form destroyed.

of cloud computing via a system similar to WiFi
(although at much longer range).
Thanks: P. Czege for Traverser, R. Bohl for

Instead of rolling your die, call upon another player Misspent Youth, and J. A. C. Newman for Shock:
character to roll using their statistic. If they agree to Social Science F’iction

help, have them roll a die instead (the helped player
makes the decision about taking the GM’s die); if the
roll/choice succeeds, the helped player succeeds on
their action. If the roll/choice fails, in addition to the
failure, one of you must Corrupt a Memory and the
other must suffer a Complication or Entanglement



A DUNGEON WORLD STARTER BY RAY OTUS
ILLUSTRATION BY RANDY MUSSEAU

Questions

You have heard rumors of “the Iron Tyrant” that crushes this land in its
monstrous grasp:

«  Why must you risk entering/crossing the Tyrant’s accursed Plain?

It is said the Tyrant comes from a different time. Is it the past or the
future?

«  What have you heard from others about its horrible, inhuman form?

How does it move so rapidly, despite its immense bulk? [The character’s
answer becomes a Tyrant move, e.g. “teleport within line of sight.”]

*  How does the Tyrant unerringly detect and locate those who enter its
realm? [The character’s answer becomes a Tyrant move, e.g: “unerringly
detect rebellious thoughts.”]

«  What character traits are common among those who leave everything
behind to join the Tyrant’s fanatics?

« What lengths have the Tyrant’s fanatics gone to in order to appease it?

* At your first meeting, what terrible demand does the Tyrant make of
you?

* Do you think there’s an “inside” to the Tyrant? If so, what do you
imagine is inside it?

* [To be answered during the adventure] Sadra, Daughter of Chaos (see
below), seems to come from the same time/place as the Tyrant. What
important memory does she have of that time/place? How did they both

get here? Can they go back? What is Sadra’s purpose and/or connection
to the Tyrant?



Impre.rsiom

* Low rolling hills stretch to the horizon, like a green sea filled with the
breaching backs of grassy whales.

Dog—sized creatures with lamp—like eyes croak alarmingly at you from a
safe distance, scuttling into large holes as you pass.

e An orchard of blighted, leafless trees still hang onto their withered,
worm-ridden apples. A path of bleached-out grass, yards wide, leads to
and from the orchard.

A dreary hamlet of doleful People lies defenseless and rundown in a bleak
valley beside a sluggish stream.

A temple of rusty metal, haphazard and yet complex in its design,
dominates the horizon.

Gargantuan ruins pierce the ground in this barren plain. In the still air,
you hear elusive whirring, humming, and dicks.

* A pool covered in iridescent slime looks unsafe to touch, let alone drink

from. Sluggish bubbles break its surface.
« The sharp tang in your nostrils and a far off purple smear of douds

herald a violent storm.

e A tinker and his overloaded wagon cross the plains before you, seemingly
heedless of the region’s troubles.

» Fanatics skinned in gaily striped canvas weave in and out of temporary
structures. They sing in many languages at once and Play a myriad of
instruments, creating a barely coherent musical stew of cultural styles.

(ustom Moves

When a fanatic offers you nectar and you partake, roll+xCON. *On a 10+,

you hear smells and taste sounds. A dream reveals to you some useful and
interesting truth about the Tyrant, possibly a weakness and/or a vision from
its time and place of origin. *On a 7-9, you receive the dream that reveals
something about the Tyrant, but the experience is awful and leaves you badly
shaken. Take -1 ongoing until you rest.






T bings to Find
The Rod of the Hierophant 1 weight, close

This yard—long, heavy iron rod is seemingly solid and featureless. It may be
used as a club, but when held near a golem it vibrates and strange glowing
glyphs appear along its surface. When you attempt to control a golem with
the rod, concentrate and roll + INT. *On a 10+, it follows your commands
completely, but in an entirely literal way. *On a 7-9, it struggles against
your control; take -1 ongoing while you force it to obey you.

Sadra’'s Heart 1 weight

If/when Sadra dies, she will decay so rapidly that within minutes all that is
left is her metal, plum-sized heart. If you can find a way to put it inside
of you, it will take the place of your own heart, conferring protection from
golems and a dramatically increased life-span (2d4 centuries). Most methods
of putting it inside of you, however, mean rolling Last Breath.

Entities to Encounter
(Joudcow Herd

eAmorphous, insubstantial, levitating
Shadowbite (b[2d101, near, ignores armor), 16 HP, o armor
Instinct: to ‘graze’ on living things below.

Cloudcows appear as small clouds with strange, constantly shifting forms.
They draw energy from any exposed life they pass over. Usually this drain
is distributed and not severe enough to deplete any moderately robust living
thing. When the douds gather into a herd, however, they storm across

the plain and sterilize the earth of any life that can’t take cover. If you can
find a way to seriously threaten cloudcows, they will wander off looking for
easier prey.

Block the sun.
(hase a vibrant source of life.



Fanatic
Qroup, orgunized, intelligent
Instinct: to spread the love of the Tyrant to everyone.
Relax them with food and drink,
Offer a transcendental experience.
Deliver the ultimatum - convert or die!

The Hierophant

Solitary, cautious, intelligent

Instinct: to enjoy the attentions of the fanatics.
Incite/ command the flock.

Ose the holy rod to ask the yrant for a favor.

Excape the consequences.

Sadra, Daughter of (haos

Solitary, intellsgent, magical, from another time
Instinct: to remain ﬁ'ee and tnnocent.

Found as a baby on the day the Tyrant arrived 100 years ago, Sadra appears
to still be in her early teens. She alone among the serfs is able to wander
freely. The Tyrant seems to often be found in the same general region as
Sadra, but otherwise leaves her alone and exhibits no actual awareness of her
presence. The hierophant is looking for her, but the villagers would die to
keep her hidden and safe from the cult.

Inspire trust in others.
Inspire others to act for good.
Die only at the chosen time.

The Iyrant

Solitary, amorphous, construct, from another time, unbreakable

(rushing blow (d12, ignores armor, messy, forceful, near) oo HP, o0 edrmor
Instinct: to demand obedience.

(Ose characters’ answers to build monster description.)

(Moves informed by answers from establishing questions above.)

Swallow whole.



ree Dozen

tarters

You roll 1...

An anemic light is thrown on damp

cobblestones before you. A dense fog
rolls out slowly in the distance, creeping
forward and enveloping the town, building by
building. One by one the lights in the distance
extinguish as the fog encroaches until it
threatens to overtake everything in its path,
you included.

You all wake up in a dimly lit, cold, locked

room, feeling slightly hung over. How did
you get here? Where are your things? What
event are you going to miss if you don't get out
ASAP?

The seas get choppy and you come above
deck to find out what's going on. The crew
is missing and the ship is out of control.

The little boy looks at your formal

military attire and realises at once why
you're here. He slams the door shut and you
hear him run upstairs to his room, in tears.
What do youdo?

You struggle to keep your breathing calm
5 as you walk through the hospital. The coat
bundled in your arms starts to stir. “Oh, not
now,” you think as you pick up speed. Whose
baby is it and how are you getting out of this?

6 The first barrage blows a hole in the wall
and the water begins pouring in. What do
youdo?

in
Medias

Res

You roll 2...

You enter the park with the satchel of
money and see them playing chess, just like
the ransom note said, but where is the package?

The show was magnificent, and the

magician on stage vanishes in a puff of
smoke! What valuable items do you all find
missing from your person?

As each of you begin to come to, you still

cannot move or open your eyes. It's cold.
You hear a steady beeping sound, then a voice:
"Scalpel.”

4 The writhing beast's colossal orgasm
rends new holes in reality. Black-teethed,
gnashing mouths erupt from the shadows.
Your eyes are red with blood.

Across town, your wife is giving birth.
Why aren't you there?

An unexpected gust of wind and your last
torch gutters out, plunging you into pitch
blackness.



You roll 3...

It's quiet. The cabin lights are dim. A

snoring passenger is interrupted by the
flight attendant's voice over the intercom.
"Good evening, ladies and gentlemen, is
anyone onboard a pilot?"

Klaxons blare and the bulkhead in front

of you disappears. Debris that was once
part of the ship blocks the light of the stars you
came to explore.

He was supposed to have been a

competent thief, but when the trap went
off with a twang and he fell backwards, dead,
you found yourself forced to reconsider.

As an amalgamation of sweat-soaked

bodies and kitsch pop-culture coalesce
into ethereal holograms that undulate with
the mass of the crowd, you see their hands
stretching up desperately, attempting to touch
them as they pass. A bark of a kinetic pistol is
heard as the ovate glass structure explodes into
athousand shards, piercing the holograms as
they fall. One by one the holograms flicker and
disappear...along with the lights in the room.

The lightning strikes the generator and it

explodes. You see the pieces of shrapnel
moving towards your child and your spouse.
You only have time to knock one of them out
of the way.

6 "Last stop, this is as far as we go,' says the

announcer. Your crew has slept long past

their stop. It's the middle of the night, and it’s
avery long way back. Where were you going?
What is trying to keep you here?
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Youroll a4...

Coming from multiple directions, you

all smash into each other and fall to the
ground. Your pursuers are nowhere to be seen.
Why have they stopped?

You are careening down the side of a

mountain on a piece of furniture rapidly
falling apart. One of you swears this was a good
idea.

It's at this exact point you realize you're in
love.

4 You barely had time to stuff a slice

of toast in your mouth as youran to
school. You didn't have time to stop before
bumping into the girl, picking up her bag, and
intending to run after her. What'sin it that's so
important that these goons are drawing guns
on you, demanding you hand it over?

Each of the characters picks up one of the

Fabergé eggs from its felt-lined case, but
before they can leave the room they hear the
guards behind them shout, "Hands up! Don't
move!"

You're hung from the ceiling by your
6 ankles, as is tradition. The judge clears
its throats before calling out, "In the matter of
Glorbornak vs Miscreants, how do you plead?"

4
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You roll a 5...

Dunkirk's historic town core isn't known
for its giant, fire-spitting snakes, and yet
here you are.

"Surprise! Happy Birthday!" the gathered

crowd shouts, giving you barely enough
time to get your bearings. But it's not your
birthday, and these are not your friends...

You burst forth from the jungle swamp,
finally finding dry land. Before you
stands the ancient temple, its doors open wide
like a yawning mouth. From behind, you hear
hooting and hollering of the war-party who

kills all trespassers upon their sacred land.

4 Your eyes slowly adjust to the glaring sun
and you finally see and hear the roar of
the crowd surrounding you. A large, heavy,
metal gate slowly opens up as aloud voice
announces: "And now for the main event you
all have been waiting for..”

You all come out of the fugue state

covered in blood, carrying hot, emptied
assault rifles. Screams and sirens are heard
from outside the mall.

Dinner with the Baron was lovely, and he
didn't mention that job you did against
him at all. Maybe he's forgotten! But then
you all start getting sick. Maybe he hasn't
forgotten?
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Youroll a6...

At the party in the king's palace, the well-

dressed nobles begin their soup course.
One of them is your mark. Unexpectedly and
without preamble, the king climbs up on his
table, looks around disdainfully, then vomits
blood all over a nearby duchess and drops dead.

All four lanes of traffic squeal to a stop as
your van skids sideways, balancing briefly
on two wheels before rolling onto its side.

The guests are getting restless. You have

been all there is to look at for almost an
hour. You all know the truth as you glance at
one another while avoiding eye contact with
the lone celebrant. There won't be a wedding
today.

“It’s a simple trade,” says the moose-

headed troll king. “Iwill return the infant
prince unharmed, if you will pledge one year of
service to me.”

The tower rumbles and the floor starts to
tilt! The guards suddenly seem a lot less
concerned with your escape.

Something doesn't feel right as the other

party steps out of the shadows. As they
emerge the leader says, "You see, the thing is,
we are you, just from the future.
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