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Introduction

Sometime after the world drowned I found myself on one of the
boats that go to Town.

I didn’t know yet that the world had fallen.

Being and nothingness were swallowed, both of them, by the
tidal wave of the Outside, but I hadn’t noticed yet, because I’d
been living in one of the places that got covered by it, and so I’d
stopped existing in any kind of defined way for a little while.

Then one of the exploring boats found Suzhou, where I’d been
living. It made Suzhou exist again, more or less. It stopped being
a wild, chaotic delirium and became a place again... more or less.

I don’t think I was fully real again yet when I boarded.

I didn’t wake up, not all the way, until the boat crested the
horizon of Big Lake and I saw the dockside settlement of For-
titude for the first time. Then it was like my heart woke up, and
everything that had been black and white became color, and the
textures of the world came back, and sound had richness and
deepness once again.

It wasn’t because I’d been unreal, exactly.

It was part of it, I think, but only part of it. It was because...

it was because as soon as I saw Fortitude I understood that work
would be rewarded; that things had a beautiful simplicity; and that
I had a home.

I guess that if you’re reading this then you are real. As I write
this, you are mildly notional, of course. You can’t possibly be as
real as the wood of the buildings, the depth of the air, the sounds
of fish being sliced open and the smell of marlin cooking on a
limestone slab. You’re part of the diffuse potential of “you could
be reading this.”

But by the time you actually see this I guess you must be
someone real. You must be a real, physical person, in one of the
reclaimed regions, and maybe not even knowing that the world
was lost. You might not even realize that you’ve been cheated,
that there could be—

That there was more.

So come. Come to a little place called Town, in the middle
of nowhere, circled by its reborn sun. Come, at least in play, and
maybe in person if you can stand giving up some of the modern
luxuries, and feel what it’s like to really live.

There is so much to experience here. You could live.
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The Chuubo’s Marvelous Wish-Granting Engine RPG is a guide-
book to finding magic and wonder in your everyday life. It’s de-
signed for telling charming little fantasy stories, heart-lifting and
soul-cheering stories, things to leave you with a smile; as well, of
course, as a couple of doses of laughter, adventure, and fun.

For this game, I’'m targeting forum and tabletop play—any-
thing where you can have a permanent physical record of events.
You can have fun with this stuff in a real-time online game but it’s
going to be a little more difficult!

The Wishing Boy (or Girl)

And let’s start by imagining you as a pretty ordinary kind of person.

Just an ordinary kid, living on an ordinary street. If you’re usu-
ally older than a kid, well, bear with me. Get younger? Or at least
imagine yourself a little younger than you actually are. Just an
ordinary kid, in a kind of modern part of a kind of rustic Town.

You get ordinary grades. You do ordinarily well at sports. You
like to sit out on the sidewalk of your street and eat ice cream
or play jacks or talk to your friends or pet the neighborhood cat.
You’re named something bland like, I don’t know. If you’re a boy,
maybe Chuubo or something? If you’re a girl, how about Sho-
kyou, instead?*

You’re normal and you have no trouble fitting in.
You’re ordinary and you like it that way.

But just because you’re not very strong, and you’re not very
smart, and you’re not very fast, and you’re not even very char-
ismatic, and you are, in fact, pretty much all-around ordinary in
every sort of way, that doesn’t mean that you can’t go down to the
vacant house at the end of your cul-de-sac and go in and close the
door and unroll your plans and get out your saw and hammer and
nails and wood and build a Marvelous Wish-Granting Engine that
grants wishes.

Because, obviously, in fact, you can.
You did.

It’s right there.

The Game

That’s the kind of game this is. That’s the kind of character you’ll play.

You don’t have to actually play a kid with a wish-granting en-
gine, of course. That’d be a bit weird after a while. In the first ma-
jor campaign for this game, The Glass-Maker’s Dragon, you’ll
have a total of eight standard options, in fact—

Chuubo or Shokyou, with their wish-granting engine;

Seizhi Schwan, their best friend;

Rinley Yatskaya, troublemaker;

Leonardo de Montreal, the master of deviant science;
Natalia Koutolika, hero and ice queen, best of her mortal gen-
eration;

Principal Entropy II, his hands dripping with his father’s blood;
Miramie Mesmer, the dream-witch; and

Jasper Irinka, the daughter of slain Jade Irinka, angel of the
houses of the sun.

GOH G808 s

1 Warning: names may not be ordinary in non-participating locations.
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Not to mention variants, characters from various supplements,
and characters that you’ll design yourself—

But at the core of it all?
At the heart of it?

This is the kind of game where your wishes come true.

Town

This game is set in Town. It’s a pretty nice place, surprisingly
rustic, with about 165 square miles of settlement and suburbs and
80,000 people? calling it home.

At its core, Town is

Fortitude, a sweet, laid-back pastoral region;
Horizon, the ruins of a vampire’s “Night London;”
Big Lake, that spans the worlds, and its

Little Island—a jewel in that endless lake;
Arcadia, a dazzling whirl of fun and magic;

Old Molder, left over from the age of progress;
Bluebell Park, a lurid place of alien magic; and

the Walking Fields, dotted by scattered settlements;
and beyond and around all of that is the Outside.

BH8BBBBH

Town used to be a youkai place. It used to be a monster town,
home to creatures that served the gods of dream and nightmare.
It used to be in darkness, every day, as it had no sun. But then
humans came sailing over the Lake—first from Russia, then from
Japan, and later elsewhere; and Alexandrel Celdinar built Night
London; there was a grand age of deviant science and strange
wonder, and one day Jade Irinka showed up.

She was the sun.

She’s dead now. She’s dead, and we all almost went with her.
But we didn’t. The sun came back—there are a handful of differ-
ent stories as to the reason—and that pretty much brings us up to
the present day, in Town.

What is this for?

This is a system to help you tell stories. It’s a story of a beautiful
place. It’s an ideological tool, too, it’s totally propaganda, because
I do have a purpose here, in writing it.

I want you to heed the call if you ever hear it.

I want you to come to Town if you ever find it. I don’t want
you to be scared or disbelieving. I don’t want you to be dismis-
sive. It’s a beautiful place and it needs a few more people, good
people, like you.

2 Depending on how you count the ghosts, vampires, ogres, rats, dryads,
robots, fairies, and youkai, I suppose.
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Basic Principles

preamble

The Chuubo’s Marvelous Wish-Granting Engine RPG is a game
of pretend.

It plays out in the course of a conversation. It can be an online
conversation or a bunch of people sitting around a table. It can
have props or it can do without. But fundamentally, the core of
play is a bunch of people talking.

Most people are playing a single character—their PC or Avatar.

If you’re doing that then your fundamental power is the right
to take actions. You can use your game traits to do stuff. You can
say, “I do this,” or “I do that,” meaning your character by ‘I.”

This doesn’t mean that your actions will do what you want
them to.

It just means—

The game is built on the assumption that you can always
do stuff.

This isn’t philosophy or a manifesto. It’s just how the rules are
designed. You could have an ability that helps you wake up fast,
so you’re allowed to use your abilities even when you’re asleep.
You could have a character who’s really good at reacting quick-
ly—so nothing ever happens “too fast for you to react.”

Sometimes your actions are pointless. Sometimes you’re try-
ing to do stuff that is just plain beyond what your character can do.
If your character is a normal human, and you take an action like
“I catch that falling star,” then maybe all that happens is that you
run down the beach and realize too late that it’s actually extremely
far away. If your character is on a fishing boat in a storm trying
desperately to bring a forty-foot halibut in, and you take an action
like “I play a quick game of tennis,” then maybe all that happens
is that people blink at you and then say, “OK, and, moving on.”

(Or ask a question like, “Wait, what?”)

But if you’re playing then you have access to the game rules
and your abilities. You’ll be able to use Skills (pg. 64), emote (pg.
18), take quest-related actions (pg. 87-88), and earn XP (pg. 10)—
if you’re in the game, if you have a PC, then you have full access
to the rules.

Conversely, if you lose control of your PC so thoroughly that
you can’t act—

If your PC dies, and the game doesn’t just pick up with you
playing their spirit out in the bleakest regions of the Outside where
the dead things go; or if they’re possessed by some evil witch
or dream-poison and you’re not in their driver’s seat; or even if
they’re just so thoroughly beaten that they’re part of someone
else’s story now—

Then you’re no longer playing them. All conditions like that
mean that you don’t have a PC any longer, and you’re just a spec-
tator until you get them back or make a new one. You’re never
actually playing a character that you can’t control.

One player—maybe one or more players in a big game—does
things a little differently.

They’re called the HG (or “an” HG). They’re the final arbiter
of rules stuff that affects or changes your abilities, but more im-
portantly, they’re not playing a character. They don’t have a PC
or an Avatar.

Instead, they play the world.

What this boils down to in the end is that the HG’s role is to
describe what happens as a result of how you act. Often the HG’s
descriptions will look a lot like the people in the world are taking
actions, and that’s fine—it’s even normal. The HG can pretend
that some kid you’re playing hockey with has a Hockey Skill, like
a PC would, and is using that to take actions, like a PC wound,
with a certain numerical level.

But that’s not what’s really going on! That’s just how it looks.

The rule is... players take actions, the HG describes
what happens.

Gaming Terminology

& PC or Avatar—Player Character. Your Avatar in the
world of the game.

£ NPC—Non-Player Character.

€ Main Character—this term isn’t actually standard. A
Main Character is someone at the heart of the story, in-
cluding all PCs but some NPCs as well.

€ IC—“IC” actions are taken by your character, “in char-
acter.”

£ 00C—“O0C” actions are things you do as a player, “out
of character.”

€ HG—this term isn’t actually standard. The HG is the
“Hollyhock God,” this game’s equivalent of the Game
Master.

€3 Chapter—this term isn’t completely standard. This refers
to a short unit of play with a relatively coherent beginning
and ending, usually taking 15-90 minutes of tabletop play
or a week or two on a forum.

£ Chuubo’s Marvelous Wish-Granting Engine—this term
isn’t actually standard. This is the general term for the
game rules we’re using, e.g. “In a Chuubo’s Marvelous
Wish-Granting Engine game, you’ll have 8 points of
Skills....”
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<~ An Overview of Play ~—=

Here’s what happens in a Chuubo’s Marvelous Wish-Granting
Engine game.

First, your group will choose a genre (pg. 17) and a concept
(pg. 16) for the game. Then, with the exception of the HG, each
player creates a single suitable character to play.

These characters will have collections of Traits such as Skills
(pg. 64) and Connections (pg. 73) representing their areas of com-
petence. They may also have mundane or miraculous Perks (pg.
81, 390) and Arc Traits (pg. 59, 390) that represent some of the
stories that they have “lived through” prior to the beginning of
the game. These Skills, Connections, Perks, and Arc Traits work
more or less like the Traits in any other RPG; that said, a charac-
ter’s baseline areas of competence are less central in the Chuubo’s
Marvelous Wish-Granting Engine RPG than in many comparable
games, and we’re going to focus more on the dynamic evolution
of your character than on any particular static state. For instance:

The “XP” or experience points (pg. 10) that your character
uses to advance and improve their abilities is first and foremost a
dramatic pacing mechanism for the game.

Your character will be on at least one quest (pg. 80) at all
times; anything that your character is working on in their life, or
working through in their life, can be a quest. These quests com-
bine into larger Advancement Arcs (pg. 388-389) that organize
and reward the stories of your character’s life. Except for the brief
transitional periods between those stories, when you don’t know
for sure what Arc your character will be on, your character will
always be on exactly one Advancement Arc.

Over the course of play you will have many opportunities to
collect XP, which you’ll care about because XP helps you to ad-
vance through your character’s quests and Arcs. You’ll often earn
XP from:

£ evoking a character-specific emotion from the other players
(pg. 46, 60);

£ doing things that express a particular quest (pg. 87-103); or

£ participating with the other players in telling the ongoing sto-
ry of the game through genre-specific (and occasional out-of-
genre) “XP Actions.” (pg. 11, 21-45).

Some of these XP sources let you earn an XP every 15 real-world
minutes, up to a maximum of once per in-game scene. Others let
you earn an XP a limited number of times in each of the story’s
“chapters” (pg. 7, 12).

Often when someone earns one of these chapterly XP, and
almost always when they’re completely out of valid chapterly
options for XP, their character “fades into the background” for a
little while (pg. 12)—not necessarily departing play, or even being
less bombastic and active than they were, but letting go of enough
of their hold on the spotlight (the players’ attention) that the HG
can advance the clock or calendar and the other PCs can grab the
opportunity, if they’ve needed one, to act.

Thus, in each chapter of the game, you’ll experience a couple
of XP Actions from each player, roughly round robin; possibly
one or two quest actions from each player; and have the oppor-
tunity to take several or a few of these actions yourself. Mean-
while, as the chapter is playing out, you’ll have the chance to earn
additional XP from various every-15-minute/per-scene options,
with a bias towards the sillier and more fun options having an
every-15-minute limitation on them and the solemner and more
meaningful options having a 1-2x/chapter limit.
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Afterwards (or, OK, sometimes during) the HG can retroac-
tively give the events of a chapter a bit more structure and mean-
ing by assigning one or more PCs a point of an “Issue” (pg. 12,
139-202) relating to that chapter’s events. In the medium term,
these Issues build into subplots and character mini-arcs before
resolving themselves; in the long term, the chapters will be orga-
nized into larger “books” (pg. 12) that represent the stories or the
seasons of your game.

As you progress through these chapters and books and Issues
of your game, your accumulated XP permits you to complete and
resolve the various quests that you’re on. Each time that that hap-
pens (that is, each time that you complete a quest) you’ll earn a
“Perk” based on what happened and what that quest was about.
You’ll also earn or achieve (or sometimes a better word might
be “suffer”) some resolution to something in your character’s life
deriving from that quest’s place in your character’s Arc.

For instance, the third quest in an Otherworldly Arc (pg. 410,
406) focuses on something that’s trying to change you; whatever
else happens when you complete the third quest of an Otherworld-
ly Arc, and no matter what that quest actually was, you’ll always
discover a part of yourself at the quest’s ending that hasn’t been
changed, and apparently won’t be changed, by the stuff that’s been
going on. That’s the mandated outcome, result, punishment, and/
or reward of an “Otherworldly 3” quest, whatever that quest itself
might have been—that you’ve found something in you that’s still
unevolved, untwisted, undeveloped, or unmarred.

After finishing your quest, and taking care of its Perk and out-
come, you’ll usually look for a new quest to follow it up with or
to replace it—although you can let that matter sit for a little while
if you’re busy, well, playing, and you don’t have to replace a com-
pleted quest if you’ve still got plenty of other quests going on.

Eventually you’ll hit a certain minimum XP target from all
of your completed quests, and you’ll also reach a certain mini-
mal level of resolution in the story of your character’s life. At that
point you’ve completed your Advancement Arc. This gives a per-
manent and substantive upgrade to your character’s abilities and
afterwards you enter into a brief transitional period wherein you
don’t necessarily know—not until you finish the next quest, any-
way, and maybe not even then—what story Arc you’ll next be on.

One of your character’s stories has ended; their next story con-
tinues from there.
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&~ Quests and ~»
Experience

Chuubo’s Marvelous Wish-Granting Engine tracks all the things
that your character is working on or through, the various projects
and efforts and struggles in their life, as “quests.” If you’re trying
to learn the flute, that’s a quest. If you’re building a little ship,
that’s a quest. Even more abstract life things like living through
a tough time and taking care of a shrine or park can be a quest—

They’re the targets of your time and focus, in whatever form.

P The big thing you’ll be doing during play is making progress
& on these quests; and to do that, and to move forward with your
X life, you’ll need to earn “experience points,” or, XP.

There are three major sources of XP in this game:

& Action XP (aka Group XP) comes from taking various actions

that advance the story. It goes into a group pot that will be

shared among the players and you can spend your share on
any quest.

£ Emotion XP comes from evoking certain emotions and

semi-autonomic responses from the other players. For in-

stance,
* if your character type is “hapless,” you can get XP from
(e # making other players head-desk.

* If your character type is “stoic” in enduring awful things,
‘ you can get XP from evoking an aww!
* o Emotion XP goes to specific players, and you can spend it on
any quest.

£ Bonus XP (aka Quest XP) comes from the quests themselves.
If you want to learn the flute, you need to practice; practicing

@
% the flute, ergo, is the kind of thing that earns bonus XP specific

to that quest.

You’ll be earning these XP at a steady pace throughout the
game—the rate will depend on how exactly your group plays, but
we’re basically talking 2-3 times per hour in a tabletop game or
every 2-3 scenes in an online game, with occasional special bo-
nuses pushing that up.
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Sometimes in play there’s a choice of paths—between something
meaning, something mattering, and something kind of fading into
a diffuse blur of stuff.

Action XP exists to open those meaning/mattering paths a
little wider.

The rules won’t always get this right. In fact, I’'m not even
really trying to get it 100% right. Think of these rules more as a...
freeway network through the space of story. Sometimes you’ll get
stuck on the road and it’ll go past your destination. Sometimes
you’ll have trouble crossing from one side to other.

The freeway system isn’t there for this specific trip to this spe-
cific place.

It’s just here to make it a little easier, on average, to get where
you need to go—even if that means that you get stuck or blocked
at other times.

Here’s how it works.

Sometimes you’ll find yourself in an identifiable situation—
one of the 3-5 that I’m going to ask you to keep in mind, or one of
the other 13-15 that’ll be floating around in the rules in case you
happen to notice that they’re going on. You’ll spot one of the 3-5
conditions that let you do something in your particular genre of
game, or your HG or group’ll realize that this is a perfect use for
one of the out-of-genre actions.

In that case, you’ll have the chance to take an XP Action—
You’ll do something, and earn an XP for the group.

For instance, in a Pastoral game, you’ll be watching for op-
portunities for...

& Shared Action (pg. 21)
& Shared Reactions (pg. 21) and
& Slice of Life (pg. 22).

If you’re in a Gothic game, you’ll still want those three actions,
but you’ll also be on the lookout for opportunities for

£ Obsessive Action (pg. 24).

You usually won’t use the full rules for, say, monologuing and
taking a Decisive action (pg. 38-39), because those rules are more
specific to epic and adventure fantasy, but even in a Pastoral game,
you can dig them out if you’re reminded of them and you think
they’ll fit.

The Group XP that you get from XP Actions goes into a shared
“pot” that you can divide up among the players at any convenient
breakpoint during play. If there’s XP left over after a division,
it stays in the pot; at the end of the session, the HG should add
enough XP to the pot to make the final division even out.

Conditions, Actions,
and Details

Here’s the internal anatomy of an XP action.

It has a condition. That’s the circumstance where you can
use it. For instance, the trigger for a “Shared Action” is that
you encounter someone who’s doing simple, honest stuff—
you know, studying, or fishing, or whatever.

It has an action—the thing you do to get the XP. In this
case, say: you reach out to them.

In a few cases it also has a special consequence—some-
thing that happens because of the action that isn’t just “my
character does/feels/experiences X.”

Normally at that point you add an XP to the group pot,
play out the XP Action and the rest of the scene, and then fade
into the background so that somebody else can act. If there’s
anything more to it than that, I’ll mention additional details

and consequences in the description of the action!

Session Goals

At the beginning of the session, particularly if the players or
characters are or might be having trouble figuring out what to
do with themselves and which quests matter, I recommend the
HG ask each player to define a session goal.

This is a wish or dream that will be guiding their charac-
ter’s heart for the session.

It will tie directly into character motivation: the same
thing in the character’s heart that pushes them towards that
wish and dream drives them towards the XP they can earn in
play. It’s the thing inside your PC that makes them willing
to face trouble, adversity, and the like when the opportunity
arises and drives them to connect to people in a more pas-
toral game.

I T




AN

3 . {5 [ :
R ot iees S hg
«_~ Issues ~

Taking an XP Action can earn you a point of an “Issue”—a little
story, a dramatic movement in your character’s life, that moves
forward from there. (The full rules for Issues are found beginning
on pg. 139.)

For instance, take the Slice of Life XP Action.

It’s pretty tame. It doesn’t require much. It’s just you out there
in the world, taking in the things around you, and feeling an emo-
tional response. You might think that there’s no narrative move-
ment there; but I like to think that we can do something with it
anyway. So if the scenes are cool, even a laid-back Slice of Life
scene’ll get you a point of an Issue.

What does it say about a character that they’re spending a lot
of time out in the world feeling things?

What kind of story are they in?

My favorite Issue for that is the Something to Deal With Is-
sue. You have some baggage you have to deal with, something in
your psyche or your life. That’s why your life’s slowed down and

why you’re so wrapped up in your moods. And the first few times
you’re doing Slice of Life stuff and get +1 to the Issue, you prob-
ably have no idea what that little-i issue even is. But I’m thinking
that by the time you’ve had the Issue on your plate long enough to
get to level 4-5?

You’ll know. You’ll know what’s going on with you, and you
can resolve it, and all that time you’ve spent emoting responses to
tasty food and sad events and cool vistas will make more sense.

That’s how an Issue works.

In a fast-paced tabletop game you might wait a while between
doing an action and getting an Issue. You might get an Issue that
sort of summarizes everything everybody’s been doing rather than
a specific response to your cues. Even there, though, it’s basically
the same idea:

Do quiet stuff, get the Issue for people who do quiet stuff.

Get in a lot of trouble? Grow towards being a Hero!

«_~ Fading ~—»»

After an XP Action, a character normally “fades into the background.”

This is a conceptual trick used to explain why you’re not off
doing a zillion other things; why, having savored a view or bonded
with a friend or gotten worked up into a spiral of obsession, you
can relax and feel done for the next third or half of a chapter.

You’ve faded.

The XP action casts its shadow over everything you do, for-
wards and backwards from that moment, for a third to two thirds
of a chapter each way.

For instance, you’ve been exploring a haunted house. And you
came around a corner, and you saw a face just before the flashlight
went out. It wasn’t actually anything scary—just some old rags, as
it turned out—but that Discovery Action earned you a group XP
and left you freaked out for a while.

You’re still freaked out now!

After a while, you unfade, and you’re back to being an active
character once again.

&~ Time ~2>

Games of Chuubo’s Marvelous Wish-Granting Engine play out
in a series of “books”—stories or seasons—Ilasting about 2-5 ses-
sions of tabletop play, dozens or hundreds of meaningful events,
and often 2-13 weeks in the game. A long quest will typically take
about a book to complete, and your most impressive powers can
typically be used 1-2x/book (with additional uses costing a re-
source.)

In the shorter term, the game divides into a series of chapters,
each covering a couple of significant events in the life of each
PC and roughly 15-90 minutes of tabletop play. Many of your
powers will have limited uses per chapter, again with additional
uses costing a resource. In particular, your supply of “Will”—
willpower, gusto, and cope—is tied to chapters; you’ll spend
your Will over the course of a chapter, and renew it when a new
chapter starts.

If you’re wanting to know how much of your life an XP Action
should cover—

How big a part of your life it becomes totemic for—

!

The answer is that your character can take around two XP Ac-
tions per chapter. In a Pastoral game, that means two XP Actions
a week, and each one probably sets the tone of your life for 2-5
days. In a Gothic game, chapters aren’t so regular: you might have
one chapter representing a single fervent night and another repre-
senting a slow and grueling season.

Either way, you’ll get two XP Actions per chapter and you’ll
usually take them both.

The rhythm of play might be expressed as a chapter beginning
with all the PCs looking for opportunities for action; the charac-
ters finding definitive moments and fading into the background
one by one; one or two time-skips to later points in the chapter,
to give PCs the chance to take their second or their skipped-over
XP Actions; and then, when everyone’s done or the chapter’s time
frame is naturally drawing to an end, a final jump forward so the
next chapter can begin.

That said, you’ll probably wind up skipping one of your XP
Actions every now and then; and, on rare occasions, the HG or
group might find a situation so compelling that they push you to
take a third XP Action in a given chapter.
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&~ Ares ~»

The quests that you’re on are organized into larger-scale “Arcs”— epic stories of personal advancement.

I’ve broken these down into eight generic focuses—

forbidden, or dangerous things.

Blue or “Bindings” Arcs, focusing on sealed, bound powers: containment and targeted use of wicked,

Orange or “Knight” Arcs, wherein you take on a formal role and wield its perquisites and powers.

Green or “Otherworldly” Arcs, connecting you to some great force of nature as another part of yourself,
and vice versa, often by way of dreams, nature walks, and communication with ally spirits.

Red or “Storyteller” Arcs, focusing on telling stories that come true, or, more generally, on changing the

boundary between ideas and life.

L)
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vivid chaos of the near; and

and walk in the footsteps of, higher powers.

CMOL

Each character will spend most of their career pursuing these Arcs.

For instance, looking back at some events in my own life, my
childhood was mostly silver Arcs and college mostly golden; my
last RPG, Nobilis: the Essentials, was written late in the course
of a multi-year Shepherd Arc; and if everyone in the world buys
a copy of this game and I am anointed with jewels and cherry
boughs and made the ruler of all things, with clothes cast out of
diamonds and a retinue of double gnus, that will doubtless repre-
sent the beginning of a glorious Storyteller Arc.

Golden or “Aspect” Arcs, wherein you develop and unleash new powers from your body, mind, and training.

Purple or “Shepherd” Arcs, whereupon you learn to guard things, guide things, and wake powers in things.

Silver or “Emptiness” Arcs, drawing on the bleak, lifeless power of the far Outside and sometimes the more

Black or “Mystic” Arcs, taking you outside of yourself; on these Arcs, you give yourself into the keeping of,

An Arc lasts 3-5 quests, but in practice it can go a little more
than that because when you map the formalism onto the play ex-
perience and they don’t quite fit together, the play experience gets
to win.

Completing one quest will usually earn you a “Perk” like
a cute new power, power-up, or bicycle; completing a full Arc
will provide a substantive holistic improvement to your entire
power set.
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As the HG in a small game—with 1-2 other players, say—you
may find it worthwhile to create an Avatar of your own to play.
As the HG in a game of any size you may from time to time find
yourself temporarily “playing” as a miscellaneous character or as
“the world.”

In these roles you’re always entitled but not obligated to use
the rules that are set up for players in such events. That is, you
are a player, so you can take 2 XP Actions per chapter; with your
own permission, theoretically, more. You are a player, so you can
emote. You are a player, so in theory in the person of your Avatar
or even of the world as a whole, you can take on a quest.

You’re only one player, I should note, so you shouldn’t indulge
in this too deeply—

You can imagine that each of the Main Characters has a set
of quests, but if you’re actually going to use the quest rules, you
should use them either for your personal Avatar or for “the world.”

«_- Playing as the HG ~ =

You can imagine that everyone in the world is constantly going
around doing XP Actions in their own subjective realities, but if
you need to do more than two in any given chapter, or if you need
to do XP Actions without fading a little bit after them, you’d be
better off just giving the PCs some XP by fiat.

But you are that one player, so you have access to the players’
rules.

There’s never any obligation here. This isn’t something you
have to do nor is it something you’re generally expected to do.

Just, if it ever happens that something would be easier to re-
solve or to understand if you, as the HG, were a player?

Surprise!

You are!

e
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The Chuubo’s Marvelous Wish-Granting Engine RPG is de-
signed to handle a number of different genres and game concepts,
small though Town might appear. Before you create your charac-
ters, before you start playing, you’re going to want to pick:

£ a specific Region or game concept,
£ atarget power level, and
© a conceptual genre for your game.

The standard concepts—the default stories to turn to if you just
want to “play a Chuubo’s game”—are these:

& A Fortitude Story—your characters live out their lives in
Fortitude

& A School Story—your characters attend School in Horizon or

£ Coming to Town—your characters come from Earth or from
elsewhere to Town.

Some of my other favorite pitches include:

& Adventures on the Far Roofs—your characters adventure
with the rats of Fortitude

& A Garden in Old Molder—visiting or living in Old Molder,
your characters discover things about themselves and the nat-
ural world

£ A Horizon Gothic—ghosts, mysteries, and obsessions haunt
the characters in Horizon

There are two standard power levels for a Chuubo’s Marvelous
Wish-Granting Engine RPG campaign.

The first is the mortal level.

At this level you play ordinary residents of one of Town’s Re-
gions—normal kids, teachers, vampires, talking rats, shop foxes,
magicians, foreigners, laborers, Jotun, dryads, deviant scientists,
consulting detectives, long-neck people, exorcists, ghosts, and the
like—or the ordinary residents of wherever else.

Characters like this won’t be gods, or at least not important
ones, and they probably won’t shake the world with their deeds.
They can be jaw-droppingly cool. They can be capable of some
pretty astonishing stuff. They aren’t even necessarily weaker than
characters at the miraculous level—but they’re fundamental-
ly physical and mundane. They’re limited. In the final analysis
they’ll just be people.
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«_- Campaigns ~ =

& An Outside Story—a trading or exploration ship sails through
realms of wonder

& Changed by a Wish—some wish-level effect has turned
Town into a land of, say, dinosaurs, and you run with it for a
complete short campaign

& “Stray Cats”—your characters get involved with the exorcists
and youkai of Arcadia

& The Walking Fields—larger-than-life characters live/adven-
ture in the Walking Fields or

& Weekends in Arcadia—a game about your characters’ visits
to the Shopping District.

You’ll also have the option of

& An Else-world Story—you play out a Chuubo’s-style game in
an original or borrowed setting.

Note that it’s easy to adapt Chuubo’s to any world but you may need
house rules to adapt it to a different tone or sensibility. Without
house rules, it’s always going to be a measured game of difficult but
hopeful times, a game of growing up, whether your game is about
dungeon delvers, superheroes, space opera, wuxia, talking animals,
cosmic horror, weird time shenanigans, or wizards at school.

Whatever you pick as your basic story, you’ll probably want to
refine it by taking early player ideas and running with them or by
consciously emulating and implementing some media that you enjoy.

«<_-~ Power Levels -~

The second option is setting the game at the miraculous lev-
el— in which case the players’ Avatars wont just be people. They
will instead be something more. In a miraculous game, your
PCs’ll be archetypes. Symbols. They will be creatures of cosmic
import, even if their concerns are mostly local and even if they
happen to be people as well. PCs at the miraculous level are icons,
myths, and world-shaking heroes:

Great forces of the natural and unnatural worlds, or the agents
or representations of such.



Genres

This game engine is built to support eight different genres of play.
The delineation between them isn’t a hard one—I think you’ll
need to choose one, but I also expect bits and pieces of the other
seven to show up in play, and that’s why I’m covering all of them
now.

In no particular order, these are:

Q Pastoral, focused on simple, honest living over the
course of many seasons;

@ Gothic, focused on slow, brooding passions;
“ Immersive Fantasy, set in a place of marvels;
C Techno, with a goofy, meta, stylized kind of play.

a The Road of Trials, where characters struggle against
impossible odds;

@ Fairy Tales, for characters who flourish there;

‘ Epic Fantasy, focusing on the deeds of flawed, larger-
than-life heroes; and

| Adventure Fantasy, with magic and danger around
every corner.

The most important distinction between the genres is the XP
Actions that you’ll wield. In particular, each genre’ll give you
3-5 XP Actions that players can initiate on their own, while the
other 12-15 only come into play if the HG or group consensus
suggests them—

If you’re in a Gothic game, then a player can just declare that
they’re overwhelmed by their obsessions or their passions and
throw an XP in the group pot; if you’re in a Pastoral game, that
only comes up as an option if the HG or the group as a whole
thinks it’s appropriate/fun.

The second most important distinction is the length of a typi-
cal chapter—Pastoral games, for instance, are designed to eat up
weeks, seasons, and even years; Gothic games are highly vari-
able; but an Immersive Fantasy can escalate from a handful of
kids bumping around the shopping district to the end of the world
over the course of just 2-3 weeks.

A “book” usually takes around 10 chapters or 3-5 sessions to
play through; if the genre doesn’t specify, assume that it takes
one of those.

On the Chuubo’s
Marvelous Wish-Granting

Engine Genres

I should warn you that all these genres are handled in a way
pretty specific to this work. These aren’t generic rules for eight
different literary genres—they’re labels applied to eight genres
worth of stuff happening in Town and its environs.
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Pastoral gaming is focused on slow, dreamlike play:

You can think of it almost more as a memory of a long-ago
summer than something urgent that’s happening now.

So I suggest

£ atypical chapter length of a week;

£ books that last a season;

% and occasionally stretching beyond that and playing out the
characters’ childhoods, golden years, or other periods you’d
normally just skip over at a pace of one chapter per season, per
year, or per multiple years.

Speaking of Christmas, festivals are a feature particular to Pas-
toral play—

They may show up in other genres, but not as frequently and
with less import. A festival week adds to your XP Actions—you’ll
get a bonus XP Action that week, with the intention being that you
spend it at the festival itself.

If you don’t have a suitable festival calendar handy, assume
there’ll be one every 7-8 weeks.

The festival calendar in Fortitude, for instance, has:

the flower-viewing festival in the fifth week of Spring;
children’s day, in the ninth;

the star festival, in the fifth week of Summer;

the harvest and apple festivals in the tenth and eleventh weeks;
a cleaning festival in the fifth week of Winter;

and a cultural festival, on the eighth.
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Pastorals

a genre

That means that in a typical week you’ll take about two XP Ac-
tions and maybe a bonus action or two relating to your quests.
The time it takes to reflect and process a single XP Action can run
to 2-5 days. Picking up basic proficiency with a flute or a fishing
boat could take half a season; mastery would take plausible years.

In play, of course, some of this reverses—just like your mem-
ories, when you look back at them, Pastoral gaming seems to go
by pretty fast. If you have year-length chapters, you could play
out multiple years of your characters’ childhood or adulthood in
a single session; even with week-long chapters, you’ll barely turn
around after summer before Christmas decorations start going up.

«_~ Festivals ~—=

I’m not including Christmas or Pancake Week because the festival
eats the whole week—you don’t need an extra action to partici-
pate in those. I'm also leaving off holidays like Halloween that
aren’t very important to the local culture—

Town’s aware of Halloween; it’s begun to make itself known
here, thanks to sailors seeing video of festivities and such and
bringing the idea of it home, but it’s not important enough yet to
justify giving you an extra action for it in Fortitude. If you want to
participate you’ll have to make your own time!

There are a few things using the festival rules that don’t appear
there, though—the festival in honor of the elderly, say; or Valen-
tine’s Day, which can be like a festival if you’re in love. You’ll get
the bonus action in chapters like that if and only if the holiday’s
a festival for you.

««_~ Emoting -~

Pastoral (and Gothic) games make heavy use of the concept of
“emoting”—

Of consciously letting a certain emotion show. Maybe you get
angry, so you’ll say something like:

£ “ “You bastard!” ”
& “I'm kicking the wall” or
£ “I emote anger.”

...not so much to cause an effect as to let the emotion play out.

Or maybe your character’s happy, so you’ll smile. But the oth-
er players might not notice you smiling, or they might think it’s
just you as a player, or they might assume for no real reason that
your character is putting up a front. So you say:

€ “Smile” or
& “I emote ‘happy.

3%

I don’t mean to imply this is a new concept in RPGs or anything.
It’s not!

I’m just calling it out and giving it a name.

Your character can take physical actions. They can say things.
And also, you can emote:

Take an emotion. Let it radiate. Let your character be
the vehicle through which that emotion expresses itself in
the world.
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Emoting vs. Taking Action

Unlike most actions, emoting isn’t physical and tangible. Often
you won’t be able to describe all of the elements of your charac-
ter’s behavior that go into it. You’ll know a lot of them, of course,
but you should assume that there’s probably even more to it than
your character is consciously aware of—and even more than you
are. Emoting will come out in your body language, your voice,
your eyes, and the way you think and act.

There are two key rules for emoting:

£ You have to let the other players (in the scene) know what
you’re emoting.
¢ Emoting has to be honest.

If you don’t keep those rules, you’re not emoting. I don’t know
what you’re doing but it isn’t that!

Making it Clear
The first rule:

To emote, you have to let the other players know what you’re
emoting.

That means that if your feelings are too wordless, quiet, or sub-
tle to express at a noisy gaming table, you’ll have to make them
explicit. You’ll have to actually say something like “I emote [ the
relevant feeling ].” If you’re trying to stay in character, and you’re
wondering what it means to say that, it just means that you’re
leaking enough emotion through your expressions and body lan-
guage for other people to read.

Success and Failure

Your emote does not succeed until somebody acknowledges it.

Now, it’s possible that you don’t need an emote to “suc-
ceed.” This game doesn’t currently include any sort of mini-
game where you have to emote successfully four times within
a minute or whatever to earn a Watanabe candy. The rules that
demand that you emote, herein—they don’t require your suc-
cess.

I’m just saying!

Physical actions tend to “succeed” by achieving a desired
physical result. Mental actions tend to “succeed” by giving
you correct, actionable information. Emoting “succeeds”
when the HG or another character acknowledges the emoted
feeling by responding. Maybe a PC comments on it. May-
be they emote back. Maybe they just look over at you, sigh,
and nod. Maybe an NPC does one of these things. Maybe the
world itself responds—Ilike, you shout that you’re not afraid of
Heaven, and then, a few seconds later, thunder rolls in.

But if nobody at all notices, that emote is a kind of IC fail-
ure on your part.

I like there to be a beat—a pause of a second or two—
between an emoting action and the response. If the response
is too quick, or too immediate, with a couple of exceptions
maybe like sweeping sad people up into hugs, the exchange
starts to feel like overlapping actions instead of like action and
response. Accordingly, a too-quick acknowledgement might
or might not count.
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You don’t have to be that explicit if you can make your feel-
ings obvious through play. You can just react to something, for
instance, and let the other players see your reaction, and that’s
often completely adequate as an emote.

Often—but not always.

Remember that if you are not going to make something an ex-
plicit statement, and you want it to be an emote, you are responsi-
ble for making sure that the idea gets across.

You can express sympathy and shock with a muttered, “wow.”
Some people may even express their sympathy and shock by to-
tally ignoring someone’s pain and rambling on about furniture.
That’s fine, when it comes to expressing your character, but it’s
not emoting.

“Oh, my God, that’s awful, that’s so awful, is there anything I
can do?”—that’s the kind of thing you need to be saying for an IC
statement to qualify as emoting sympathy and shock.

And bear in mind that it also works to say “Oh, my God, that’s
awful, is there anything I can do?” and then wait a beat and then,
when your character would be doing something difficult to convey
like squeezing a shoulder or feeling a silent burst of empathy, “—
I’m emoting sympathy and shock.”

Keeping it Honest
The second rule:
Emoting has to be honest.

This is not the game for sending off false emotional cues.
You can totally house-rule this at your table, if you and the oth-
er players want to play through convoluted mind games, but at
its core, emoting is about sharing your character’s true feelings.
Don’t worry about being too obvious and open. The other players
and the HG will find ways to be confused about what’s going on
with your character’s head even if you give them a play-by-play
of your character’s internal monologue. Don’t worry about losing
the potential for problematic interactions, either. People can hurt
each other, and misunderstand each other, and have trainwrecks of
conversations even when they’re being honest, and in fact, it may
even make it easier.

So you’re allowed to fake emotions in character—

— but any time you actually say that you’re emoting something,
you need to be giving your character’s real emotional state. And
any time your character is giving a false impression, and someone
asks if you’re emoting, or fits things into some kind of rules frame-
work where emoting matters, or whatever, you need to clarify that
you’re not emoting, you’re just talking and doing things.

Emoting is for showing your character’s heart.

Why Do You Need This?

Here’s the three reasons I’'m including the emoting rules:

£ to give you a handle on the Slice of Life, Obsessive, Dis-
covery, and Adversity actions, below;

& to legitimize a focus on the things your characters are feel-
ing; and

£ because people often find it a useful concept to keep in their
mental foreground in a Chuubo’s Marvelous Wish-Grant-
ing Engine game.

The last is also why I’ve gone into such depth!

.‘ \-.



Pastoral Actions

There are three XP Actions that form the heart of a Pastoral game.

You can do plenty of other stuff, and probably want to in order
to take care of all that stuff like “progress with your life” and
“fight scary monsters” and “get things done”—but these three ac-
tions are what define the course of play:

@ Shared Action, where you find someone who’s doing
something simple and honest—chores, studying, fish-
ing, or whatever—and connect with them as they work;

@ Shared Reactions, where you talk things through with
someone—sort out your head and/or theirs about stuff
that’s been going on; and

@ Slice of Life, where you travel, admire the scenery, have
a meandering conversation about nothing in particular; in
general experience stuff and emote your reactions to it.

You can think of these as in-game actions if you’re in a player
headspace and as descriptions of what the game thinks really mat-
ters if you’re in a character headspace.

Shared Action

Condition: Someone’s doing something simple and honest,
like cooking, cleaning, or practicing their martial arts katas.

You’re hanging out with them, socializing or helping.

Or, you’re the one doing simple, honest stuff, and someone
else is interacting with you!

Action:

£ Reach out to them. Try to connect.

Shared Reactions

Condition: You’re having a relatively open discussion with
someone—something that touches on stuff that matters to
you, and isn’t just formalities and etiquette.

Action:

£ Reach out to them. Try to connect.

Genres: Pastoral, Gothic
(in other genres you’ll need the HG or group to suggest this action)

Since this is the first XP Action I’m talking about, I want to make
special note—

This doesn’t have to be a big deal.

It’s not like you have to interrupt their cooking by grabbing
their hand in your two hands, looking soulfully into their eyes, and
saying, “I... want to connect with you.”

It’s just... you know.

You do something. You say something. You ask them what they’re
cooking, or if there’s anything you can do to help. Or, if you’re cook-
ing, you ask them to stir something. If they’re doing martial arts pos-
es, try to imitate them and work alongside them. If they’re packing,
and you can’t help because you don’t live there, hang out and chat.

And in truth, what matters most is actually the movement in
your heart that says: I want to relate to this person!

Everything else is details.

Genres: Pastoral, Gothic
(in other genres you’ll need the HG or group to suggest this action)

PCs or NPCs?

You can try to reach out or connect to either PCs or NPCs and
get the bonus XP.

In a tabletop game, you should have a strong preference
for connecting to other PCs, both in terms of frequency and
the amount of time you put into a given interactions. In an
online game or LARP the matter is more ambiguous but it’s
still probably best to connect with the other PCs unless there’s
a high HG:PC ratio.

Vulnerability and
Trust

In general both Shared Action and Shared Reactions work
best if you make yourself a little vulnerable—if at some point
you do something that shows some level of trust for or weak-
ness in front of the people around you, or if someone shows
that trust or weakness to you.

As an optional rule, if the HG thinks that happened, they
can add a second group XP to the action’s rewards. I think
you should skip this for the first few sessions of the game but
add it in once you have a good handle on Shared Action and
Shared Reactions.

-




Slice of Life

Condition: You’ve just had an emotional reaction—an
action or emote—to something in the world. (A tasty cake? A
pleasant view? A sorrowful scene?)

Action:
£ The image/moment sticks with you; or

£ You get lost in that mood.

Sharing a Moment

In general Slice of Life works best if you get two people emot-
ing about something—even if it’s just as simple as you look-
ing at the sunset and sighing, and someone else nodding and
agreeing, “Yeah.”

As an optional rule, if the HG spotted a second person emot-
ing, they can add a second group XP to the action’s rewards. I
think you should skip this for the first few sessions of the game
but add it in once you have a good handle on Slice of Life.

That moment will set the tone for your life for a while.

Genres: Pastoral, Gothic
(in other genres you’ll need the HG or group to suggest this action)

The Pastoral Icon

This is the Pastoral icon. I use it to denote all kinds of pastoral
and conceptually connected things.

You don’t have to do anything about it. Just admire it. You
know. It’s kind of cool!

The Setting Icon

This is the Setting icon. I use it to denote all kinds of stuff
that’s related to... just living in the world.

You don’t have to do anything about it.

It’s just... there.
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<~ Isolation ~=

So technically you can take all these actions more or less on your
own. This is an animistic game, so I’m not going to insist that you
have someone else there even for Shared Action—I mean, if you
must, you can take the world itself as your partner in that action.

Even without that—

You can go down to where someone’s working, and you can
try to talk to them, and they can completely ignore you. And you
can declare,

“XP Action: I’m reaching out to them.”

Even though saying that doesn’t change anything; and then they
still ignore you, probably, and eventually you go home.

Or, you’re at home. You’re talking to your stuffed animal.
You’re having a frank, open conversation that you can’t have with
anyone else. And you decide,

“XP Action: I’m trying to connect here.”

That can happen.

It’s a little sad. Just like being ignored is. It’s a little sad! But
it still sort of works. I mean, there’s something there that’s worth
playing out, if it’s going to happen anyway, you know?

And even with slice of life—

I mean, that’s not the same kind of problem. It’s not inherently
weird to have a Slice of Life where you are at home, and no one
else is there, and you eat a delicious sandwich, and emote, mm!

Or clean your bathroom and emote, yuck!
But if you decide:

“XP Action: I’m losing myself in that mood.”

...and fade into the background after that? If that moment lingers,
if that’s what sets the tone for like half a week for you, if that’s a
core event in your life?

That still isn’t a very good sign.

So here’s the rule.

In a Pastoral game, if you take one of these core XP Actions
and you don’t connect to anybody at all—you’ll pick up a point of
the Isolation Issue (pg. 171-174).

This isn’t a big deal.

It’s not even really a penalty. An Issue is even technically a
bennie of sorts. But it’s also something to help put you in a certain
headspace—in this case, the headspace of someone who’s more
and more isolated, but shouldn’t be.

So it’s not a penalty, and I can even imagine you actively seek-
ing it out for fun (as a player), but at the same time, even in the
very moment that you’re doing that, I want you to think of it as
something that you probably should avoid.

In Other Genres

In most genres, the only way you’ll do Shared Action,
Shared Reactions, or Slice of Life is if the HG or the group
really thought it fit—

That it was a good moment.

For that reason, outside the Pastoral and Gothic genres,
the rules for Isolation are optional and case-by-case. If you
can have a good moment eating a sandwich alone in an adven-
ture fantasy, if the group says, “That was awesome! It should '
be Slice of Life,” or whatever, then you shouldn’t feel like you
need to worry about Isolation.

I mean, maybe you should! Maybe it’s Isolating! 1

But in the other genres, Isolation isn’t a core part of the rules. |

—
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Gothics

a genre

Gothic gaming adds a spiral of obsession and a dash of depravity C@ @D

to a typical Pastoral scene. L - Q B s
Chapters here can range from a night to a season—there’s no

fixed calendar or pace. The movement of the game ebbs and flows

as to the passions of some cosmic beast: Ob S e S Sive Actio n

One moment life is afire with inspiration and events flow with
a frantic haste; the next, the world has begun to dry out, the river
of inspiration sinks down into the earth, the mud of it dries, bub-
bles, and crackes, and the world becomes sere, thirsty, and sore.
Weeks pass under a shroud of lifeless, brittle gray; months pass, Action:
even, and nothing seems to move.

Condition: You’re getting really worried or excited about
something. It’s taking up a larger and larger portion of your
character’s thoughts

& Tip over the edge into obsession; or,

To the XP Actions that we di d bef Gothic add :
i B ot secCbeiore 4 Lialic adds one mote & Just... kind of short out and shut down mentally.

You’re done.

| Obsessive Action, where you get worked up about
something—usually escalating slowly to the point of
obsession or paranoia.

Note that even when you tip over the edge into obsession, you’ll
still fade into the background shortly afterwards, unable or at least
unlikely to make meaningful progress on your obsession for a
while.

This is not an error.
It is intentional.

To pour all your effort into something and then not get any-
where for a while is a key part of how obsession works.

Genres: Gothic
(in other genres you’ll need the HG or group to suggest this action)

Reaction Shots

In general Obsessive Action works best when someone else

A ./‘ ...gasp!

I | 1t is a Melodramatic Icon!

Are these things, these scattered treasures, which you have

'}; discovered to be labeled with this icon, truly... melodramatic...

VK things? Or is this icon actually... misplaced, cruelly affixed to
the wrong events, the wrong quests, the wrong occasions?

Tune in next time, dear reader, when I shall reveal the se-
cret—the shocking secret—

That I am judging melodrama, not by the way you act, but
by the way you react to what you see! That when the world
weaves its dizzying net around you, captures the senses, draws
up your breath, enspells you, ensnares you, makes you gasp,
aches and lays siege onto your heart —

Dear reader! I shall confess it all!

emotes their reaction to your going over the top—when your
frenzy or shutdown is interrupted, or possibly not interrupted,
by someone expressing their worry, fear, amusement, or what-
ever at your obsession.

As an optional rule, if the HG thinks that happened, they
can add a second group XP to the action’s reward. This doesn’t
even have to be immediate—it can happen a few scenes later,
when someone witnesses your obsession continuing to thrive.

I think you should skip this rule for the first few sessions
of the game but add it in once you have a good handle on
Obsessive Actions.
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«_-Gothic Isolation ~»

A Gothic game makes Isolation a little harder to pick up.
...not that you’re less isolated. Oh, no.

Rather, it’s that being a little isolated and withdrawn is nor-
malized. Pulling away from others to protect your stubborn pride
is standard. So being so thoroughly isolated that it’s worth taking
note of and tracking it as an Issue—

That’1l take a little bit more.
So here’s the new rule.

If you complete any of the four standard XP Actions for this
genre—

@ Slice of Life
Q Shared Action
Q Shared Reactions, or the new

Obsessive Action
— there are now three outcomes.
Connection. You connect to somebody;

Isolation. You succeed at what you’re doing, more or less; at
least, it doesn’t bite you. But there’s no one to share your victory.
You’re alone with it, or cut off from other people. No one but you
to appreciate it. You gain a point of the Isolation Issue (pg. 171-
174), as before.

or

Failure. The action spirals out of control and bites you. Maybe
it failed because you were alone. Maybe someone tried to reach
you, but you pulled away, and everything blew up in your face. Or
maybe you were on your own, and you failed, and you don’t have
any reason to try to connect to anybody.

Why would you show someone that?

Put as a simpler but far less intuitive rule:

If your action made you miserable, it doesn’t give you Isolation.

The Most! Passionate! Icon

This is the Passionate icon. I use it to denote all kinds of stuff
that’s related to... obsession, passion, excitement, working
yourself up into a total frenzy of wherever this sentence was
supposed to end!!!! Over that! You know! thing!

...but you can ignore it.

Yes. That is acceptable. Leave it be. It doesn’t need you any-
way. It doesn’t require your attention.

You may read on.




Immersive Fantasy

a genre

The streets are alive and full of magic. There’s wonder around
every corner. You can’t go half an hour without finding something,
if you look for it—

A hopping umbrella tsukumogami? A mysterious book-shop?
Two cars made out of fire, racing through the pre-dawn streets?

Immersive Fantasy is about knowing that you’re surrounded
by magic, yet being awed by it anyway. It’s the genre for people
who want to play in a world that’s endlessly exciting, amazing,
joyous, terrifying, and new.

I’m pegging a typical chapter to a single morning, afternoon,
or night—Ilike, the HG might announce them with:

& Morning: “A new day and a new chapter! What are you doing?”

& Afternoon: “The next chapter picks up after a refreshing
[walk/lunch/whatever]...”

& Night: “So, next chapter! It’s time for a [fun/terrifying] night.
Where are you?”

...but you might skip one or two of those depending on your
schedule, or lump them up and redivide them to get a one or
two-chapter day.

I don’t want weird interactions between this pacing and your
powers, so I’'m going to say that abilities that talk about “every few
hours” actually mean “every 15 minutes.” Powers that talk about
“every few minutes” actually mean about 15 seconds, instead!

¢~ Experiencing the World ~—=

Immersive fantasies are built around three key XP Actions:

0 Sympathetic Action, where you see someone who’s
all frozen up (from emotion, shock, a sudden change
of context, the spotlight suddenly on them) and you
express comfort, reassurance, or sympathy;

0 Foreshadowing, where you pay a lot of attention to
something. After a while, you react or emote; and

@ Discovery, where you’re exploring somewhere
you’ve never been, or trying something that you’ve
never done—and you find or learn something!

There’s also a special variant on Sympathetic Action, where the
person who’s “all frozen up” takes the XP Action instead; when
that happens, it’s called

0 Shock.

Again, you can think of these as in-game actions if you’re in a
player headspace and as descriptions of what the game thinks re-
ally matters if you’re in a character headspace.

A Furious Reaction

In general Sympathetic Action works best if the person you’re com-
forting explodes into emotion when you’ve comforted them—if they
shift gears from “frozen up” to “demonstrative” after you act.

When you comforted them, they were all deer-in-the-head-
lights; but once you’re sympathetic—

&

they collapse in tears;

get angry at you,

run away;

melt in adoration;

vent loudly; or

& step up to the plate and do something completely awesome.

&
&
o
o

As an optional rule, if the HG thinks that happened, they can
add a second group XP to the action’s rewards. I think you
should skip this for the first few sessions of the game but add
it in once you have a good handle on Sympathetic Actions.

Sympathetic Action

Condition: You notice that someone’s frozen up from, e.g.,
overpowering emotion, a sudden change of context, a sudden
spotlighting, or shock.

Action:

£ Try to comfort/reassure them, offer them sympathy, or
physically help.

If this is more important to their story than your own, or if you
can’t take an XP Action right now, you can also offer them the
chance to take an XP Action here (even if they’re too locked up to
actually “do” anything). Specifically, after you notice that they’re
frozen up, and when you’re offering them reassurance, comfort,
sympathy, or aid, say something like:

£ “Is this your XP Action, and not mine?”
& “Is this worth an XP Action?” or
& just show them an XP token questioningly or ask, “XP?”

If they take you up on it, then this isn’t your Sympathetic Action
at all—it’s their XP Action, Shock.

The HG can offer this along with an NPC’s sympathy, comfort,
reassurance, or aid.

Genres: Immersive Fantasy, Techno
(in other genres you’ll need the HG or group to suggest this action)




Foreshadowing

Condition: You notice that you’re paying a lot of attention
to something.

Action:

£ Get caught up in it!

Discovery

Condition: You’re doing something you’ve never done, ex-

something unexpected!
Action:

&% Declare that it’s neat, mysterious, or scary enough to
have an impact on you.

ploring somewhere new, or investigating an anomaly. And
you notice that you’ve just found or discovered or learned

Genres: Immersive Fantasy, Techno
(in other genres you’ll need the HG or group to suggest this action)

Genres: Immersive Fantasy, Techno
(in other genres you’ll need the HG or group to suggest this action)

Reaction Shots

In general Discovery works best when someone—it can be
you—emotes a response to what you’ve found.

This isn’t a very difficult criterion.
It’s not like you’re not going to react most of the time anyhow.

This note is just here to encourage you to fade to black on
the scream instead of the monster’s face, the oooo instead of
the wonder, and the “...what?” instead of the mystery itself.

So, as an optional rule, if the HG thinks that happened, they
can add a second group XP to the action’s reward. I think you
should skip this for the first few sessions of the game but add it
in once you have a good handle on Discovery Actions.

A Delayed Reaction

In general Foreshadowing works best if, after you’re
been caught up in something for a while, it gets to you
and you react.

You emote. Or you do something big. You’re like,
“But... that story. I’ve seen that sword!”
Or “How dare they? I emote berserk!”

As an optional rule, if the HG notices you emoting or re-
acting at least a little while after you announced the action,
they can add a second group XP to the action’s rewards. I
think you should skip this for the first few sessions of the
game but add it in once you have a good handle on Foreshad-
owing Actions.

It’s great if foreshadowing comes into play later on, in a
real way that’s even more important, but I’m not going to give
XP for that—basically because I, um... I don’t want you to
have to take notes.

A Simplified Way to
Play It

A lot of the time Foreshadowing is a relatively passive ac-
tion OOC—you'’re listening as another player or an HG does
their thing. Someone’s telling a story, or interesting events
are happening, or whatever, and you’re interested or at least
willing to hang out and listen as a player too.

You don’t have to make a big deal of it to turn that into
an action.

Just, next time there’s a pause when it might seem like
they’re checking for reactions or seeing if one of the other
players will interject, chuck an XP into the group pot, aside
something like “ ‘Foreshadowing’ or ‘Go on,’” and go back
to listening!
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«<_-Hollow~_2>

For all three of these actions—Sympathetic Action, Foreshad-
owing, and Discovery—you should aim for the feeling that you
are in the presence of something emotionally important. You need
to evoke a certain... quality, sometimes called “the mysterium fas-
cinans” or “the mysterium tremendum”:

That here is an experience that commands the attention.

Here is something that fills you with the fascination or the ter-
ror of chaos and the unknown. Here is a feeling that you can pic-
ture, taste, or grasp at as a player, that you can vicariously experi-
ence as a player rather than merely intellectualizing it (even if you
do not actually feel it for yourself). Something rich. Something
tangible. Something weighty, something inexpressible, something
that presses down against your inner tongue, admixes a heavy,
leaden stillness into the substance of your breath; or the opposite
thing, perhaps, the thing that is in motion, the thing that seizes you
with its motion, stirs you like a river surging strange and wild with
its wonder, pins you down with the crashing waves of it or shoves
you onwards with the current of it, fills you with it, makes you
want to rise and meet it maybe, drags you forward to it or holds
you still there as it rushes in—you cannot understand it, how such
a marvel as this can be!

Here is a thing like that—

Or maybe its lesser cousin, anyhow, some smaller mood but of
that flavor, like: this means something. I can feel this. This is sad.
This is joyous. This thing matters. This thing matters, after all.

You can invoke these XP actions even if you don’t get a feeling
like that—

Even if you explored a comfortable and safe territory; even if
you comforted someone who didn’t need it; even if you paid atten-
tion to something you didn’t really care about, because, well, the
HG seemed to think it was important, or whatever, right?

But doing so will increase the Issue, Hollow (pg. 162-165).

As with Isolation, Hollow is technically a bennie but I'm go-
ing to ask you to think of it as a price. This isn’t an Issue for
glorious fools or tragic heroes. This isn’t an Issue for people who
find wonder in the ordinary—if you can put yourself in your PC’s
shoes and feel wonder, or terror for that matter, genuine fascina-
tion, then you should be fine, that should count, you shouldn’t
get Hollow, it doesn’t matter whether this stuff was objectively
a big deal.

Instead you should get this Issue if you try to react, emotion-
ally, but there’s nothing in you reacting. This Issue makes you
the kind of person who has trouble finding wonder anywhere, nor
fear neither—who is too hollow to understand beauty, maybe, too
hollow to feel fear, or maybe just the kind of person who thinks
they know everything, who thinks they’ve been around the block,
maybe, when they’re really just a frog in a well.

This rule is in the player’s hands. The HG can veto your taking
Hollow for OOC reasons, like, if they don’t want to track it; and
they can hand it out based on the premise that the HG can hand out
Issues whenever they feel like it—but this rule, this decision as to
whether you really felt something during the XP Action?

That’s going to be up to you.

In Other Genres

In most genres the only reason you’ll do these XP Actions is if the
mysterium is already there—if there’s nothing deep and mean-
ingful going on, why does the group or HG think it’s important
to raid the Immersive Fantasy rules to give these actions weight?

But justifications aside—

Outside the Immersive Fantasy and Techno genres, the
rules for Hollow are optional and case-by-case. If it feels
right to have comforting somebody who has a splinter be one
of your XP Actions for the chapter, and to have that be Sym-
pathetic and not Shared Action, then you don’t have to worry
about picking up Hollow.

You still could, if that’s what feels appropriate. But in the
other genres, it’s not an intrinsic part of the rules.

4

Oy

000



Wl

Techno Gaming

a genre

Techno gaming takes your immersive fantasy and stylizes it—it’s
got the same basic genre concept, “the world around you is amaz-
ing,” but it trades in its verisimilitude for a bunch of extra style,
symbolism, and cool.

Chapters here mostly cover a whole day, but you’ll skip the
boring days—each chapter is one day from a weekend, holiday,
or adventure. You’re also going to start a new chapter for each
“big event”—the notional equivalent of a boss fight, for what-
ever kinds of challenges you undertake—and depending where
you are in the day, you might start another chapter thereafter.

This could lead to a four-chapter weekend, for instance, re-
sembling:

& Chapter: Saturday

& Chapter: Sunday

& Chapter: Boss fight!

& Chapter:... the rest of Sunday

«¢_~ Meaning in

A Techno game raises the bar for the Hollow Issue.

If you complete any of the five standard XP Actions for this
genre—

0 Sympathetic Action

0 Foreshadowing

@ Discovery

a (Triggering or Participating in a) Ritual or

a (Reacting to a) Transition

— there are now three outcomes.
Mysterium. It was meaningful. It evoked something.

Hollow. You’re kind of pretending that your life has meaning,
but, at least for this action, it really didn’t. Pick up a point of Hol-
low (pg. 162-165), as before.

b 27 ;x; %, %

The Big Change (is not
actually rules-relevant)

The big difference between Immersive Fantasy and Techno isn’t
actually going to matter in rules terms.

It’s just an expectation.

Techno is going to make heavy use of two special-purpose XP
Actions that I’'ll be talking about later on—

° (Triggering or Participating in a) Ritual, a special
event where things get a little weird and abstract, with
special game rules, psychedelic phenomena, and/or
strange in-character posing. Think magical girl transfor-
mations, cinematic drug trips, and travel montages; and

° (Reacting to a) Transition, where things get so weird
and metaphysical that you go out of normal play entire-
ly. Think stock footage, minigames, religious experienc-
es, and random chapter-header poetry in novels.

These are both pretty special-purpose, and they’re both ultimately
HG-triggered, so I can’t say that they’re Techno-specific or Tech-
no-focused.

Instead, I’'m just going to advise you:

They should be pretty common in a Techno game.

the Noise ~

or the new option:

A Pretty Noise. Sure, it didn’t mean anything, exactly, but it
was kind of cool.

Basically, in a Techno game, you’re still aiming for that mysteri-
um, that sense of wonder, but if the reason that you didn’t get it is
that things got so weird and stylized that you stopped feeling like
the stuff going on was really real?

That’s OK.

Heck, I’ll even be nicer—if you do an XP action, but it doesn’t
really get you on the gut level because you were pulled out of
things by OOC stuff? And you think it might have gotten to you, if
OOC stuff (whether “we were laughing too hard at OOC humor”
or “toddler aggro”) hadn't gotten in the way?

You don’t get the Hollow Issue. You just get the tasty group XP.
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The Road of Trials

a genre

This isn’t a place or a genre, really. It’s an interregnum. It’s some-
thing that happens to you, something you have to get through—

The scariest and most exciting parts of your life comprise the
Road of Trials.

Are you lost in the distant reaches of the Outside?

Shipwrecked, crawling to the shore of some little Big Lake
isle with one leg broken and nothing to protect you from the sun?

Infected with the blood of a dead god?

Stepping into the dark, ruthless, and fantastic underworld of
the manga artists, surrounded by ruthless shark-toothed gangsters,
critics, and editors that’d just as soon eat you as see you thrive?

Becoming a parent?

Going to war?

On the Road of Trials, each new day will bring new challeng-
es. Each chapter is a new challenge or a new day. You won’t keep
track of them, but the narrator might, e.g.:

Day 1. Day 2.... Day 39.

“The Incident of the Squirrel.” ®
\ »
“Danger Island.” B
Round 4—Fight! -
...Day 62.
Each book covers a new crisis, a new environment, a new tourna- Yo%y

ment, or the birth or resurgence of a terrifying enemy.

««_~ Breaking From Reality ~—=

The road of trials is littered with psychedelia. When the relatively
stable reality of Fortitude, Suzhou, Baltimore, Seattle, or wherev-
er suddenly gives way, you are said to break from reality—

Things will happen that just shouldn’t happen.

The story will slip out from under your fingers and reality will
fade into delirium.

It’s a break from reality when there’s an epic transformation
sequence, robot or monster summoning, or musical number. It’s a
break from reality when you stagger along in a world warped and
wobbling from your fever; when people’s faces start falling off
and the walls start bleeding; when everything around you starts
growing tentacles; when a weird, stylized council gathers to cryp-
tically discuss the issues of the day.

Things get weird.

How to Handle It

In Chuubo’s Marvelous Wish-Granting Engine, a break from re-
ality represents the temporary intrusion of another place’s laws—

To fall into delirium is to fall into the grip of the Outside. To
daydream is, perhaps, to touch Celestia; to feel suddenly at home
in the world around you is to enter, in spirit, into Fortitude.

This is a transient and principally experiential phenomenon.

The marks that another realm can leave on your emotions,
memory, and ideas are stronger than what they can leave on a
rival physical world. So there’s a tendency, for instance, for the
wild chaos of Bluebell Park to fade away rather than leaving ev-
idence—

It may be that there was a sudden musical number or transfor-
mation sequence, for instance, where Bluebell Park intruded upon

the world, but the effects of that intrusion will tend to fade away
under the scrutiny of a historian or a scientific mind as if most
of it were nothing but a dream. Recordings of its most elaborate
spectacles erase themselves or replace themselves progressively
with recordings of bland, mundane events. If the ground burst to
release robots, eerie statues, or magical streamers, it’ll be whole
and unbroken again two hours later.

This coverup is not complete. I should clarify that. It’s not de-
batable or dismissable: this stuff does happen. Now and again the
self-effacing quality of breaks from reality comes up against some
other quality of existence and, in consequence, it leaves tracks.
There are some videos that show this stuff happening, some doc-
uments, some artifacts and testimonials in the libraries of Town—

For every five hundred eyewitnesses or so, there’s often a sin-
gle proven fact.

So if you’ve ever wondered—Ilike, you watch a magical girl
transformation sequence or one of those Final Fantasy-style attacks
and you think, how much of this do the characters experience?

I can tell you that in this game it is experienced.

Stuff the HG describes is stuff that the HG describes, you know? \
And actions the players take are actions the players take. There’s no
way that one thing would be more valid than another, just poten-
tially more canonical, more solid, more persistent in its being real.

000

It’s just that some stuff might not be... super-sticky. It might
not be more than a metaphor, an illusion, an effect.

So a break could be a purely psychological experience—
Or, on the other hand, completely literal and real. -9

And there are three magic phrases that the HG can say to help
put these things in context, so that players aren’t always wonder-
ing what happened to the pink elephants that they lately saw.

The HG’lI finish their description of what happens, and then...

Oy
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Three Magic Phrases .surprising no one.

Why get worked up over it? That’s so embarrassing! That’s
like being that girl who’s always complaining about the henshin
This isn’t binding, but if the HG says this after a break from  transformations!?®
reality, it means that you’re well aware that whatever they just
described “couldn’t” have just happened, didn’t just happen like
that, anyhow. “And how it works? That’s your problem.”

“Let us never speak of this again.”

But it feels wrong to focus on it further. As a response to questions about a break from reality, the HG
may duck responsibility. Yes, things happened. Yes, they were
weird. Yes, they probably left distinct physical evidence. Yes,
those elephants may be hiding in the corner of the room now, ter-
rified of the harsh weightiness of reality—or they may be eating
people, or already popped.

Just... let it be.

“...surprising no one.”

This is again not binding—the HG describes, the players act.
But if the HG says that, it means that it feels weird to question
the events. Of course there were pink elephants floating around
during that sugar rush. Of course that nap involved an elaborate 3 jenna does a swirly gesture above her ear, as if to pretend that s just those
plummet onto a four-poster bed while dancers spun around with other people who can’t cope with having the entire neighborhood turn into
red satin veils that became the sheets, in the middle of class. a backdrop cosmos just so that Jasmine Apocynum can change clothes.

<~ Stations on the Road ~—»
our éy actions earn you XP when you’re on the Road of Trials: C@F @ ;\\3?3

It’s up to the players to decide what happens, or, it’s up to their
characters to figure it out!

B (Suffer) Adversity: you experience something awful.

@ (Suffer) Corruption, where something corrupts you;

(Suffer) Corruption

Condition: You’ve just failed to completely defend against a
poison, possession, or other corrupting influence; or, some-
thing’s just triggered/awakened an ongoing corruption.

@ (Suffer) Trauma, where it’s all getting to you; and

Q Never Say Die!, where you defy it all anyway.

Action:
...as you can see, it’s a pretty rough road.

c@g//%ﬁ%

£ Experience surreal effects; then, the corruption/sick-
ness gets stronger.

Special Consequence:
If you don’t already have one, you’ll pick up a “trigger”—

o Something that can happen to reawaken the corruption,
(SU.ffeI') AdV@I'Slty even if you get away from whatever is causing it right now.
Condition: You’re in a really unpleasant place and situation. aribuges o= i s Sabil e SRLe R Sl cos
It’s getting harder and harder to think of anything but how

much this really sucks.

Genres: The Road of Trials, Fairy Tales
Action: (in other genres you’ll need the HG or group to suggest this action)

& Tip over the edge into delirium: or

& Just... give up

Genres: The Road of Trials, Fairy Tales
(in other genres you’ll need the HG or group to suggest this action)

b 27 !x; %, m




(Suffer) Trauma

Condition: You’ve just failed to completely defend against
something really traumatic. This could be anything from
“seeing something horrifying” to “the psychic attack of an
elder god.”

Or, something’s just triggered/reminded you of an ongoing
trauma.

Action:

< Experience surreal effects; then, your psychological
wounds deepen.

Special Consequence:
If you don’t already have one, you’ll pick up a “trigger”—

Something that can happen to reawaken the trauma, even
if you get away from whatever is causing it right now. For
instance, if you’re traumatized by seeing bugs eating a dead
animal, then seeing similar bugs or food with a similar con-
sistency might trigger a resurgence of this trauma and a new
Trauma action, later on.

Genres: The Road of Trials, Fairy Tales
(in other genres you’ll need the HG or group to suggest this action)

Never Say Die!

Condition: You’re completely overwhelmed and overmatched.

Or, you’re willing to frame this conflict as if you are—
you’re awesome, maybe, but doomed.

Action:

£ Fight to the last drop of strength in your body!

Reaction Shots

In general Adversity works best when someone else emotes
their reaction to your troubles—when your suffering is inter-
rupted, or possibly not interrupted, by someone expressing their
concern, horror, amusement, panic, or whatever at your state.

As an optional rule, if the HG thinks that happened,
they can add a second group XP to the action’s reward.
This doesn’t even have to be immediate—it can happen
a few scenes later, when someone notices that your tor-
ment has yet to end.

I think you should skip this rule for the first few ses-
sions of the game but add it in once you have a good
handle on Adversity Actions.

“Experience Surreal
Effects”

Corruption and Trauma work best when the world goes
weird—

Both the “I’m in shock” kind of weird and the “the
moon’s just started bleeding” kind.

Maybe it comes from the HG. Maybe it comes from
the player. Maybe it happens in the “real” world. Maybe
it’s just in the character’s head.

But it should happen.

As an optional rule, if the HG thinks enough of that
happened to matter, they can add a second group XP to
the action’s rewards. I think you should skip this for the
first few sessions of the game but add it in once you have
a good handle on Corruption and Trauma.

Genres: The Road of Trials, Fairy Tales
(in other genres you’ll need the HG or group to suggest this action)

Raising the Tension

I find Never Say Die! most dramatic when it’s sprinkled with
little defeats. When, over and over again, the effort that you’re
putting out...

Just isn’t enough.
So each time that happens—

Each time you seem to finally have a shot, or even a sure
victory, and then it’s overturned by a sudden, unfair bump in
the encounter’s difficulty—

The HG should add another group XP to the action’s rewards.

This lasts from the time you throw yourself into the strug-
gle to the time it ends with your victory or defeat. This is tech-
nically optional and in the HG’s hands, but I encourage it to
happen every time.

(Or at least, more specifically, every time that the HG be-
lieves that that’s what they just did.)







«_~ [llusion ~=

The core theme that unites these various actions is suffering—

Each and every one of them is meant to end with you broken and
fallen down, even if you happen to have won or made it to safety
first. Each and every one of them is the story of how you get badly
hurt, how you suffer, of the terrible things that you endured.

...but I’m not going to actually require that.

If at the end of the scene where you used an XP Action, it turns
out that you’re totally fine—maybe the threat was a paper tiger,
maybe someone saved you, or maybe it was a reasonably scary
event but some special case circumstance or rule sheltered you
under its aegis—

That’s OK.

It just means that you’re not actually suffering adversity, cor-
ruption, trauma, or fighting to your last ounce of strength. Some-
thing happens, sure, and you might even think that that’s what it is,
or experience it, but some part of it is maya—Illusion (pg. 144).

These epic battles that you’re having, this awful suffering, this
corruption and this trauma—

It’s not all entirely real.

That’s not necessarily a bad thing, you understand. It could
mean that you’re making a mountain out of a molehill, which is
bad; or that you have a vivid, entertaining imagination, which is
good; or that you’re wrestling with metaphysical enemies instead
of real ones, which I guess is a little of both. It could mean that this
whole story that we’re seeing “on-camera” is a lie that you’re tell-
ing the cops later, or a reconstruction from scattered evidence after
you later on hit your head. It could be that you’re an illusion—or
that you’re being protected from the threats you’re facing by some
power-player that hasn’t yet shown up in game.

All T can really say is that at least some of what we “see” going
on in the game—

Itisn’t real. You thought it was real, but it was just a fading break
from reality. An Illusion. And that’s why it all came out OK.

In Other Genres

In most other genres, you’ll only be invoking these XP Actions
when they really seem to fit. That means that a Corruption or
Adversity Action with no real bite to it isn’t an oxymoron any
longer—it’s something that your HG, or group, has already
discovered to be a meaningful event in play.

I’m not saying that you cant pick up Illusion from that.

I mean, maybe that’s why it’s a meaningful event, be-
cause it hints at some deception.

But you don’t have to pick up Illusion there; outside
the Road of Trials and the Fairy Tales genre, the rules
for Illusion are optional and case by case.




Fairy Tales

a genre

A fairy tale adds an element of destiny or transformation to the
road of trials—

You still struggle, and ultimately you’re still the pawn of forc-
es beyond yourself, but much of it is neutral, bearable, or kind.

Chapters are ad hoc, I think.

There’s no real pattern—most likely the other way around.
Chapters conclude when the PCs have used up their XP Actions
(and done anything else they specifically want to do before the
chapter ends); the end of the chapter brings patterned events, like
a new sunrise, sunset, info-dump, or the visit of a recurring men-
tor/godmother.

As noted, you’ll add a new element to the Road of Trials—a
fifth XP Action,

@ (Suffer) Transformation/Metamorphosis, where
you’re transformed or graced by some external power
in a fashion that isn’t, or isn’t necessarily, bad.

Objectively, this is exactly Corruption; the difference is a matter
of tone.

-

(Suffer) Transformation/
Metamorphosis

Condition: You’ve just failed to completely defend against
a transformational influence; or, something’s just triggered/
awakened an ongoing metamorphosis

Action:

£ Experience surreal effects; then, the corruption/trans-
formation gets stronger.

Special Consequence:

If you don’t already have one, you’ll pick up a “trigger”—

Something that can happen to encourage or reignite the
metamorphosis, even if you get away from whatever is caus-
ing it right now. For instance, some characters will have their
transformation advance further every time they sleep. Other
characters will just be triggered randomly by the distant ac-
tions of some god-monster NPC.

Genres: Fairy Tales
(in other genres you’ll need the HG or group to suggest this action)

«_- Fairy Tales and Illusions ~—=

If you’re already living in a fairy tale, the bar for something be-
ing so implausible there must be an Illusion is going to be set
pretty high.*

If you complete any of the five standard XP Actions for this
genre—

 (Suffer) Adversity
@ (Suffer) Corruption
@ (Suffer) Metamorphosis/Transformation
@ (Suffer) Trauma or

Q Never Say Die!

— there are now three possible outcomes instead of two.

4 “That pixie just pulled one ring through the other! There must be some
trick going on!”

Suffering. You wind up damaged or broken.

Illusion. Some of your suffering appears to be unreal. Pick up
a point of Illusion.

or the new option

Transformed. You’re not damaged or broken, per se—but you
are altered. You’re alienated from your usual way of being. You’re
glowing and speaking disjointedly, or you’re finally at peace, or
you’re a foot taller and covered in feathers.

It’s still damage from the perspective of the game, if you’re
curious—that’s all the kind of stuff that the wound system can
handle if it needs to, up to and including “being finally at peace.”

But it doesn’t have to be damage in the sense of... well, con-
ventional damage any more.

In fact, you could even handle a typical devotional/spiritual sto-
ry with this genre: instead of declaring it delusional, you can now
end a long night of spiritual struggle with a “transformation,” in
this case representing personal growth, salvation, hope, or grace.




Epic Fantasy

a genre

Epic Fantasy focuses on the deeds of great and legendary he-
roes. It’s about duels that last for ninety-nine days, punches that
shatter mountains, wrestling eight-headed dragons, locking death
in a jewel, standing in the center of town and calling out your
enemies, hunting for the holy grail or the elixir of immortality,
demanding the services of fire-shrouded angels, leading armies,
building worlds from dust and ashes, and making the most terrible
and horrible mistakes.

It’s superheroic or Arthurian. Maybe a little shounen.
There’s a bit of the sagas in it as well.

Most of all it’s about declaring what you’re going to do and
then doing it, and experiencing the consequences that befall. If
Pastoral is meant to feel like a memory, epic fantasy is meant to
feel like those moments when you throw caution to the wind and

just go for what you want and/or take a stand.

I figure that each chapter is an episode, an event. A situation.

Like:

& In Which We Visit the Streets of Fortitude
€ In Which We Sailed across Big Lake
& In Which There is a Battle

There’s no real sense of time here, just as that psychological mod-
el might have suggested; there’s just what you do and what hap-
pens after.

Nothing more.

«_~ Defining Moments ~=

The three most important actions in an epic fantasy are—

Science, Faith, and Sorcery Actions, where you
come up with a theory about how something works,
and then you test it out.

Decisive Actions, where you decide to do something.
and

@ Wicked Actions, where you decide to do something...
wrong.

Science, Faith, and
Sorcery

Condition: You’re explaining or wondering how something
works.

Action:

£ Propose an idea—an implication? loophole? a desper-
ate hope?—& then test it.

Genres: Epic Fantasy, Adventure Fantasy
(in other genres you’ll need the HG or group to suggest this action)

“Science, Faith, and
Sorcery?”

In a Science, Faith, and Sorcery action, your actions create a
new covenant. They bring new definition to the nature of the
world.

You test your beliefs and in doing so earn power.

The three concepts are completely different, of course.
Faith trusts that things will work out. Science isn’t sure—it
just wants to know! And Sorcery—well, Sorcery is what I’m
calling it when you decide to force the world into your desired
shape by act of will. Three really different things, that you do
for very different reasons, as very different characters in very
different states of mind...

But they’re all the same action:

You take a breath. You let it out. You step forward into the
world of the unknown.
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Decisive Action

Condition: You’ve been narrating or explaining your hopes,
dreams, plans, actions, or thoughts. Or, someone/something
else has been doing that for you!

Action:

£ Take an action that you can’t retreat from—something
decisive or definitive!

Genres: Epic Fantasy, Adventure Fantasy
(in other genres you’ll need the HG or group to suggest this action)

Playing to the Crowd

In general both Decisive Action and Science, Faith, and Sor-
cery play best when there’s an audience—

Not just a narration or explanation, but someone listening
to it and, at some point, making or emoting a response.

So, as an optional rule, if the HG thinks that happened, they
can add a second group XP to the action’s reward. I think you
should skip this for the first few sessions of the game but add
it in once you have a good handle on Decisive and Science,
Faith, and Sorcery Actions.

- N

The Icon of the Magician

This is the Defining Icon, the Icon of the Magician, the icon
of the player or PC in the process of self-creating and recreating
the world. It is the icon of strong decisions and powerful actions.
It is the icon of the scientist, the alchemist, and the celebrant.

I’11 use this icon to mark up stuff where you say: “I will do this.”
And stuff where you say: “This, I shall believe.”

All the different kinds of things, really, where the player can
push forward and the HG doesn’t have to do much at all. All the
quests, and the XP Actions, and the other stuff where the moti-
vation comes from a player and not from elsewhere in the game.

This game is pretty player-driven anyhow. I don’t know for
sure that that thing that I’m talking about is not just everything
in the game. I mean, I’m not sure that the distinction I’m draw-
ing here is actually a thing with a real, defined meaning.

But I’m going to declare that it is!
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Wicked Action

Condition: You’re doing something that you know IC that
you shouldn’t.

It’s just not healthy!
Or, it’s wrong!
Action:

£ Fall into a delirious abyss of self-indulgence.

Genres: Epic Fantasy, Adventure Fantasy
(in other genres you’ll need the HG or group to suggest this action)

“Experience Surreal
Effects”

Like Corruption and Trauma, Wicked Actions work best when
the world goes weird—

When your delirious descent into vice is accompanied by
the surreal and bizarre.

Maybe it comes from the HG. Maybe it comes from the
player. Maybe it happens in the “real” world. Maybe it’s just
in the character’s head.

But it should happen.

As an optional rule, if the HG thinks enough of that hap-
pened to matter, they can add a second group XP to the ac-
tion’s rewards. I think you should skip this for the first few
sessions of the game but add it in once you have a good handle
on Wicked Actions.

Decisive Choices

If you’re not in a position to make an irrevocable external
commitment to something, you can still bind yourself to it in
a Decisive Action. You can still say: “my decisive action is
choosing sides,” for instance, even if there’s nobody there to
care.

But this does have to mean something.

If you wind up breaking a commitment like this later, you
might wind up suffering a Serious or Deadly spiritual wound
(pg. 128), on account of having to betray a promise made to
your heart.

Turn Back! Turn Back!

(N
Turn Back!

The most important feature—in all of these cases—is risk.

The worth of the action is the worth of the gamble; if you’re
not taking a risk, then you can still take the XP actions of Epic
Fantasy, but they’re going to fall a little bit flat.

It’s a valid act of Faith, for instance, to say:

“I believe in you. I trust you. That is why I am going to loan
you this comic book, even though it would cost me three whole
dollars to replace if this transaction goes horrifyingly wrong.”

And it’s Decisive to say: “I will not eat Indian for lunch to-
day—though the Heavens fall!”

But it is, as epic heroes go, perhaps just a little bit tame.
So here’s the rule.

If you do that kind of trivial thing, that’s fine. It’s an XP Ac-
tion. But if you do something bolder and more epic, you have a
chance at something more.

If the HG sees you walking into your doom—a normal course
for Wicked Action, perhaps, and a common one for the other
two—they may give you a fey intimation of the burdens to come.
They may cry out, through the voice of ravens, signposts, or robe-
clad seers along the road: “Turn back! Turn back!”

They may even lay out exactly what you face:
The consequence to come.

And if they do this thing, and you turn back, then the action is
for nothing, of course; it’s not an XP Action at all.

But if you heed not their errant cry, they add another bonus
XP to the pot.

At that point your doom is writ, but not necessarily a doom—if
the HG’s warning left you wiggle room, either on the odds or on
the meaning of it, you can still work around it. Or you can escape
it using the rules for fighting Bleak or wish effects (pg. 476-481,
472-475), below.

...But it is writ. The price is paid. It’s real.

—
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Adventure Fantasy

a genre

An Adventure Fantasy is like an Epic Fantasy, except that the

heroes aren’t completely larger-than-life and awesome— In O th e r G e n r e S

They get into trouble. They’re down to earth.

I’'m not going to explicitly make Turn Back! optional in the
They get scared. other six genres, since the HG has to decide to invoke it any-

The first way I’m going to represent this is with a new XP vy

Action—in addition to the standard XP Actions for Epic Fantasy, There’s no point in making an option an optional rule!

a Fantasy Adventure also offers: p s ) . 4 {
That said, it’s less important in the other six genres, and if

the HG decides to use it, they can decide case by case or in
general whether it runs on the Epic Fantasy or the Adventure
Fantasy rules.

Q (Be in) Trouble, where something really scary is hap-

pening.
I find Trouble most interesting when it’s sprinkled with

lulls—moments of apparent safety—followed by heart-stop-

(B e in) TrOUble ping moments of fear.

Condition: A threat approaches! So each time that happens—

Action: Each time you seem safe for a moment, and then it turns
out you weren’t—

Like so:

Lulls

& Be overwhelmed and overmatched.
The HG should add another group XP to the action’s re-

wards. This lasts from the time you first get into trouble to
the time you take your next XP Action, for this and all similar
threats. This is technically optional and in the HG’s hands,
but I encourage it to happen, either “every time,” “every time
the trouble is related,” or “every time the trouble gets bigger.”

Genres: Adventure Fantasy
(in other genres you’ll need the HG or group to suggest this action)




«_~ Trembling ~—=

Adventure Fantasy lowers the bar for fear.

No longer need the HG foresee bad things before they can cry
out, “Turn back!”

In fact, much of the time, the bad end they warn you of—it
won’t come true at all. Oh, sure, it sometimes happens, but it’s not
a “fey intimation”: it’s just your fears. Or, if you’re not the kind
to be afraid, the inherent narrative fearsomeness of the situation.

If you complete any of the four standard XP Actions for this
genre—

‘ Science, Faith, and Sorcery
‘ Decisive Action
@ Wicked Action or

e (Being in) Trouble

— and the HG warns you of impending doom, and adds an XP to
the pot, and you go forward, well.

That bad thing might still happen. It might still be writ.
Or, it might not!

The Icon of Struggles

This is the icon of Struggles—the icon of danger, adversity,
striving, and heroism. (At least, action heroism, you know, the
modern kind, the kind where you feel outmatched and either
frightened, hopeless, or doomed every step along the way.)

You don’t have to do much when you see it.

Just... maybe, try to be a hero? Or at least a little better than
the person you thought yourself to be.

. AN
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Special-Purpose Actions

a preamble

There are two XP Actions that I want to handle a little differently.
They’re not really a part of the game in the same way as the others
because they’re narrative tricks.

In character they represent stuff that’s impossible to process—

Spiritual and transcendent experience, psychotic breaks, the
most surreal dream worlds, data dumps from superhuman minds,
sensory overwhelm, overpowering charisma or glory, psychic
self-alteration, awakening inner potential, or even perfectly ordi-
nary stuff that can’t really be reasoned out like creating art, intro-
specting, falling in love, shifting from vacation mode into work
mode, or enjoying a new piece of music.

Stuff where just saying it in words either doesn’t cover it or
can't.

This stuff takes you outside of normal play, but I’d kind of like
to think of it as actions and give you a chance at group XP from
it, so... here we are.

The two special-purpose actions I’ll be talking about today are
Rituals and Transitions.

These are genreless—they only come into play if the HG or
group consensus wants them to. Otherwise you’ll skip the ritual
or transition and just have a bit of HG description of what happens
when... you do whatever... instead.

«_~ Rituals ~=

So I think that sometimes the world is weird. Sometimes acting
in the world gets weird. Sometimes the whole model of “I do
X, then I do Y, then I do Z” doesn’t seem on point, because
emoting and being metaphorical and being literal and proposing
what your character does and proposing what other people do
and stuff—

Sometimes I think that’s all scrambled up.

When you’re acting on a spiritual level or in a spiritual place.
When you’re playing mind games or social games with your
own identity. When you’re wrestling with metaphysical things
and problems that are too big for you. When you’re dealing with
something where reason and ego and all the normal parts of the
modern mind aren’t enough—

I think that if you’re playing that out normally, something is lost.
So sometimes I’ll ask the group for a Ritual Action instead.

I’m modeling this pretty consciously on film techniques—on
the ways that anime directors, in particular, and film-makers, in
general, use repeated and abstract footage to achieve effects.

Here’s the core of a Ritual.

Invoking a Ritual
Without an XP Action

In general a Ritual requires an XP Action to invoke. That said,
the HG always has the option to invoke a Ritual themselves if
someone says the key phrase, takes the key action, or if they
just feel like it. (They could even throw an XP in the group
pot as they do!)

For example, if a player suddenly needs to use a Ritual
Power late in the chapter, and the HG wants the power invo-
cation to involve a Ritual, and the HG doesn t want to give the
player a third XP Action for the chapter to use it with, it’s ap-
propriate for the HG to wait for the player to use the standard
cue and then invoke the Ritual themselves.

.‘ \-.

Ritual Actions
The Invocation

Condition: You have the OOC attention of all of the players,
and there is an applicable ritual.

Action:

¢ Invoke a Ritual!

Each Ritual begins with a ritual phrase or symbolic action.
Maybe you’re casting a spell from a strange book. Maybe you’re
taking a special pose. Maybe you’re taking some necessary action
that opens a sailing path through the Outside.

This only works if all the active players are paying attention
to you. This is a practical convention, because rituals break the
normal course of play so anyone who is playing in one needs to be
aware that it’s going on. But it’s also a meaningful criterion. It’s
part of how a ritual works.

You arrest the players’ attention. You invoke the ritual—
And the world stops.

The world stops; play freezes; it must stop, or the ritual fails.
There is a requirement for a frozen, timeless moment in character,
and not just the suspension of normal play on the players’ part.

The world stops, and the normal course of play stops, and for
a little while, you do something else.

Genres: None
(you’ll only play out a ritual if the HG or group wants to)



Prompts

The metaphorical spotlight now moves from character to charac-
ter. Usually the HG points to someone and gives them a prompt,
something to help shape and define the ritual, something like—

£ “say something cryptic.”

“a soul-beast is flying out of you; what does it look like?”

“you. Play out your unleashed id in ritual actions.”

“you’re in your worst nightmare; what are you doing?”

“you’re being interviewed by an imaginary magazine or film

crew; their first question is ‘what made you decide to come to

Town and work with these people?’”

£ “do something. It can be anything, even a normal action, but
the further it gets from ‘frolicking amidst the clouds and rain-
bows’ the higher the Will surcharge will be.”

&
&
&
&

Sometimes instead of the HG giving prompts, the spotlight will move
from character to character by informal group consensus instead.

A Symbolic Icon

What is this for?

Rituals are most important for:

travel montages

shopping montages

clothing-selection montages

training montages

magical girl transformations

invoking big powers

launching giant robots

and stylized, surreal student council meetings.

GHBHBEBG

But that’s not why I’m including them.

I’'m including rituals in the game because I want you to be
able to engage, if not on equal terms, on some terms with numi-
nous forces. I want the Headmaster of the Bleak Academy (pg.
73) to be able to challenge your faith without mind-controlling
you. I want it to be possible to tell a story of healing a wounded
soul. I want you to be able to form complex, emotional bonds
with mecha if the game takes a sharp right turn into being a
mecha story. In short, ’m giving you rituals as a mode of inter-
acting with things for which ordinary play falls short. They’re a
way to inject meaning into elusive, peculiar events!

&

Ritual Actions

Condition: You’re in a ritual. The spotlight’s on you, or on
someone in physical contact with you.

Action:

¢ Add a group XP to the pot and declare that your im-
pending action is meaningful.

When the spotlight’s on you, you take a ritual action or make
a ritual response’:

& stating or emoting your reaction to some recent event;

£ emoting your reaction to the ritual;

& “posing” or otherwise showing off in some iconic fashion suit-
ed to the spirit of the special effects or the ritual’s mood;

& taking actions that are specifically called out by a rules book or
the HG as part of the ritual;

& doing something that starts a different ritual—in particular,
invoking a symbol of your own power (like activating the
Marvelous Wish-Granting Engine)—and combining the two
rituals thereby.

If two characters are in physical contact, they share a spotlight and
can interrupt one another here; otherwise, they should not.

Genres: All
(if you’re already in a Ritual,
this is always an option.)

Closure

The HG decides who has the power to finish out the ritual and
what they have to do to do so. This mostly shouldn’t be a chal-
lenge—it amuses me to imagine players sweating as they try to
figure out how to get out of the ritual, and if you’re running some
sort of weird existential horror game then it might even make
sense, but I'm assuming that the HG either tells people how to
end the ritual, or bends the rules until they manage it if people
start to flail.

Afterwards, the HG describes the ritual’s effects.

5 1It’s sometimes possible to break the rules and take an ordinary, unrelated
action in here, but please only do this if you can make it awesome. Also
you’ll need to overcome a barrier—a level 2-5 Obstacle or Auctoritas, as
described on pg. 67 or 114.

Oy
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Ritual Powers

A handful of powers available to you in this game take the form
of Rituals. In order to invoke them, you’ll have to walk through a
Ritual Action of some sort.

I’'m usually only requiring this for the most potent and mirac-
ulous abilities.

There’s flooding a magical artifact with the wishing power
of your heart, which I’ll talk about on pg. 535 under the head-
ing Combo Move; that’s epic and can have Town-shaking con-
sequences and it usually takes a Ritual to perform. If you have
access to something like the eponymous Wish-Granting Engine,
that’ll generally require a Ritual Action to get it going as well.

{ e But this isn’t strictly a power level thing, and you shouldn’t
<=2,  feel obligated to treat it as such—it’s a matter of the nature, and
dramatic importance, of the event.

Even a very basic application of a magical Skill could require
a Ritual every time, if that’s what the HG thinks is right—for in-
stance, if you have a “Magical Girl” Magical Skill, changing cos-
w32 tumes with it is probably a simple Obstacle 1-2 magical action.

...but it could require a Ritual.

Or it could be a Transition, an option we’re about to discuss!

7 Unnatural, Alien, N
Numinous, and Strange

“This is my blood. It will change you, if you let it. It will make
permeable the barrier between you and the greater world.

“I can’t stop it.

faa® “It keeps coming from my hands. It is because I am born
from my father, and my father slew the throne of God.

“I can’t stop it; it is not mine, but rather yours. It is the world’s
gift to you, who have lost so much. I am touching it to you. I am
marking you with it. I am freeing you. Be no more what you have
been; release the grip of the old covenant upon you;

HY

“Renewed.”
: — Principal Entropy II, The Angel of Fortitude,
christening a new hall monitor at his School

- Character Type earns: (Overacted) Shiver of Wonder/
Terror XP -

N\ C~Z70 Emotion XP ON\D Va
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~«_~ Transitions ~=>

Transitions are an alternate approach to the numinous and incom-
prehensible.

On occasion you may want to bring normal play to a stop—
triggered either by IC or OOC events—and substitute a short read-
ing for events in play.

Here’s my pitch.

I don’t think that RPGs need thematic poetry and whatever.
At most a game’s soundtrack plays that role. But I do think that
sometimes switching from looking at game events to... reciting
something outside the course of play... is the only way to express
the idea that what is happening is inexpressible.

If you want to describe a tragedy that’s too awful to compre-
hend—

If you want to describe a brush with the divine—

Just talking about how awful it is, how illuminating it is, how
big and impossible to understand it is, won’t work. Just talking
about how you can’t comprehend it won’t work. There are no
words to express “words can’t express this”—

Except poems about related things. Except stopping talking
about the battlefield and its awfulness, or the vastness of the
touch of God, or the loss of a child, or the experience of becom-
ing something more than human, whatever, just, stopping. Stop
talking about it, look away, and quote something else. Ground the
experience in something else, like a mind flailing for a way to
understand.

If the point is that no description is adequate describing that
won’t work.

Do something else.

The kind of thing you’d need this for—

I don’t know.

Sometimes there isn’t anything you can say at all but
Leaves, like the things of man, you

With your fresh thoughts care for, can you?

Genres: All
(the HG invoking a Transition qualifies as approval)

)
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4 Stoic N

“When I was a kid in Russia, my trainer wouldn’t let me have
flounder. He thought a growing girl should subsist on sawdust
and chips of ice.

I dreamed of honey and wildflowers. But most of all of
flounder.

I made a little flounder out of ice chips. [ wiggles a hand ]

I swam it back and forth, like this.
In the end I could not eat it. It was... too precious to me.”

— Natalia Koutolika, The Prodigy,
as played by Heather Sullivan

- Character Type earns: Aww! XP -

What is this for?

In practice, when writing campaigns, I mostly wind up using
Transitions to give you a way to grapple with things of the
Outside, things of grief, and things that take you outside of
yourself—particularly since the shape of shapeless chaos is
notoriously difficult to grasp.

As weird as quoting poetry might be, it’s a better way of
handling an elevator ride to the top of some Outside-infested
building than saying “this is a really disturbing, metaphys-
ical elevator.”

N C270 Emotion XP O\ 7
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In Chuubo’s Marvelous Wish-Granting Engine, each character
has a “bonus XP emotion” or “bonus XP condition”—a particular
emotional reaction you’re trying to get from the other players.

This is ideally something that can be boiled down to a gesture,
involuntary vocalization, or emotional reaction easily overact-
ed—you’re looking for, e.g.,

&% Aww! XP

&% Face-palm/head-desk XP

& Fist-shaking XP

£ “Oh no! (Name) is in Trouble” XP

& (Overacted) Speechlessness XP or

& (Overacted) Shiver of Wonder/Terror XP

Or some emotion that can be tangibly represented by handing you
an XP token, like:

& Putting my Faith in You (with this XP token) XP
&% Offering you Comfort (with this XP token) XP

Or something that needs a complicated explanation for what you’re
trying to play here, but which is physically pretty simple, like:

& Finger-snap and beckon over XP—this is a good one for nat-
ural minions, whose exaggerated or long-suffering reactions
are a source of amusement to others. When your doom is pre-
pared, they snap their fingers and/or beckon you over, knowing
you’ll put up with it but won’t jump in on your own.

& Fist-pump/Salute XP—you’re playing someone so bombas-
tic and dramatic, with such recognizable catch-phrases, that
expecting people to cheer those catch-phrases on or celebrate
them with a fist pump or salute is actually reasonable.

% Thumbs-up XP—this is a good one if your life is pretty hard
but has good moments, at which times people are happy for
you and give you a thumbs-up.

The most important feature of a bonus XP emotion is that it’s al-
ways based on the players’ emotional reactions and not their char-
acters’. If the players are deep in their characters’ headspace, then
there’s no real difference, of course—but when that difference
exists, it’s the players that you’re targeting here. I don’t care how
strong an emotion your group says that your character evokes; I
care about the emotion that your character actually evokes.

&%&’ S

Emotions

The second-most important feature is that the players can and
should exaggerate their reactions to make this pretty easy.

Listen—I"m not looking for you to drive the players to tantrum
and fury while getting face-palm and fist-shaking XP. I’m not ex-
pecting you to be able to get honest shivers of wonder and terror
from them as often as you can get an honest aww!

It’s totally OK to exaggerate your emotional reactions for the
sake of giving people this XP. You should be ready to shiver at a
player with a “shiver” XP condition if you’re in the vicinity of
shivers at all. You should be ready to point and gape and work
your jaw when someone with a speechlessness XP condition says
something disconnected from reason and the world. Fist-shaking
should be more a matter of mock-outrage and shouting their name
in slow-motion than of actual rage—as long as there’s this honest
seed of...

I guess it’s the same underlying “noooooooo” as for face-palm-
ing, but built up into a totally different mood.

You can earn this bonus XP once per fifteen minutes of
real-time play.

I’m expecting you to earn it maybe once or twice per hour.

As a general rule you should earn emotion XP from actions taken
in character. This is a soft rule—I don’t mind if you get the occa-
sional bonus XP from things that are pseudo-IC at best, or even
completely out of character. (I mean, if I’m playing someone with
the “fist-shaking” bonus XP emotion, and sometime in the course
of play someone shakes their fist at me as a player and cries out,
dramatically, “Jennnaaaaaa!” then my getting the bonus XP isn’t
really bad.)

But at the same time, don’t get into the habit of thinking that
that’s what it’s about.

It’s not! It’s your character’s actions that are meant to earn the
actual emotion XP.
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Character Building

Now that we’ve covered the basic experiences and emotions of
the game, I’d like to take a bit to talk about how to build your
character.

I’'m going to start by explaining what a character build “looks
like” at the mortal and miraculous levels. I haven’t covered all the
rules for this yet, so if this is your first read-through, I don’t expect
you to get more than an impressionistic sense of how a character
works—it’ll make more sense after playing or reading the book.

A mortal character starts out with:

£ 8 points of Skills (pg. 64)

& alevel 1 Connection Perk (pg. 73, 390) to any PC whose play-
er agrees that you should have one

& 2 Normal Health Levels and 1 Tough Health Level (pg. 124-125)

© 1 MP (pg. 112)

£ a basic quest (pg. 62), and

£ abonus XP emotion (pg. 46)

7 Seizhi/Suzy N

Being a character is rough! Like, imagine: you’re a swirl of
conceptual detritus in some player’s head, and then bam, char-
gen, everybody expects you to be this real and fully-formed
person! But no matter how bad your particular PC might have
it, no matter how unreal they might feel or how uncertain you
might be that you’ve got them quite right, they should count
themselves lucky. They’re not Seizhi Schwan!

Seizhi Schwan was wished into existence right out of noth-
ingness to be Chuubo or Shokyou’s best friend.

In your campaign, there might or might not be a Wishing
Boy (or Girl)—a generic archetype title for someone who can
make wishes happen. Maybe they’re a PC. Maybe they’re an
NPC. Maybe they’re not even in the game at all!

But if there is, if they are, then that wishing boy or that
wishing girl probably went down to their wish-granting en-
gine one day and wished that they had a best friend. And then,
where there wasn’t, there was!

That’s this Main Character. The Best Friend, usually
named Seizhi or Suzy Schwan.

And, quite frankly, as bad as it might be to be your PC
right now, you know, all unfinished and stuff? Your PC cannot
possibly be worrying about their sudden existence as much as
a typical Best Friend does every day.

Seizhi Schwan, aka

They’ll also start with a level 0 Advancement Arc (pg. 387)—a
story of character growth that’s just beginning—and it’ll come
with the following benefits:

& alevel 2 Bond (pg. 116)

& an Affliction (pg. 119) tied to the Arc Trait’s rating (pg. 390)

& alevel 0 Arc Trait (pg. 390), which isn’t inherently useful but
can grow later on; and

& the ability to “advance” or “complete” this Arc by earning
about 120 XP (pg. 388), giving the benefits described on pg.
452.

If you start the game at the miraculous level, characters will be a
little scarier. A miraculous character starts out with:

8 points of Skills

2 Normal Health Levels, 1 Tough Health Level, and 2 Divine
Health Levels

a level 1 Connection Perk to any PC whose player agrees that
you should have one

5 MP

a basic quest, and

a bonus XP emotion
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To this each character adds a certain number of miraculous “Arc
Traits” and “Perks” (pg. 81-82). There’s some flexibility here—

The HG can fine-tune the power level of a miraculous game
by deciding how many Arc Traits and how many Perks a PC will
get. (Technically the group decides this. But the HG is going to
need the best understanding of what all the PCs are capable of and
how their powers interact, so I’m putting the first and last call in
their hands.)

In any case, a miraculous character gets the HG-determined
number of Arc Traits, e.g.,

& (default) “you can start with three points of Arc Traits”

& “you start with a level 1 Arc” or

& “you’re a formerly-mortal character, starting at level 0 of your
first miraculous Arc”

...and the HG-determined number of Perks, e.g.,

& (default) “in addition to the Connection stuff and anything
your Arcs come with, you can pick two free Perks suiting your
Arcs.”

The character can now continue an established Arc or begin a new
level 0 miraculous Arc.



«_- The Character Creation Process-—=>
Step 1: Choose Your Arc

I want to start things off with something active—something that
leads straight into play. So the first step in character creation is
choosing your starting character Arc.

Campaigns and setting books for the Chuubo’s Marvelous
Wish-Granting Engine RPG will often come with campaign- or
Region-specific character creation processes. If you don’t have a
relevant setting or campaign book, though, here’s what I"d recom-
mend as the process for creating a new PC for this game:

make sure that there’s a campaign concept already on the table;
choose your starting Arc and first quest;

choose your Skills;

choose your special abilities;

choose your bonus XP emotion;

fill in miscellaneous little details for your character; and
choose a “basic quest” for your PC’s daily life.

GHBBBBS

I’m going to assume that you already have a campaign idea taken
care of—I think it’s cool if you discuss it as a group, but I bet
that most of the time you’ll have that sorted by the time you’ve
actually agreed to play the Chuubo’s Marvelous Wish-Granting
Engine RPG in the first place. The HG will say, “Hey, I want to
run a Pastoral game on Little Island, who’s in?” or people will talk
about what RPG to play and someone will say, “Hey, we could be
Stray Cats in Chuubo’s.” or something like that.

Assuming, then, that that’s taken care of—

I’ll go over the next six steps now.

7 In Their Own
Private World

“I, me, I, Leonardo de Montreal, I have plunged myself re-
peatedly down into the darkest depths of my own primordial
psyche and found there—at the tangled root of the spiraling
garden of my dreams—a place where the real world and the
world of nightmare twist together into a bottle without shape
or form and there one may fold through the What is Not into
the Is.

I have made my dreams a blueprint for reality.

I have ascended to the throne I have always occupied, in
some unknown Heaven; I have discovered myself as God.

And who better? And who else?

There was never a better qualified; no, not among all the
scattered stars.”

— Leonardo de Montreal, Nightmares’ Angel,
explaining why he drank the last of the milk and did not buy
any more.

- Character Type earns: (Overacted) Speechlessness XP -
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Or, if you’re a necromancer from beyond the world, you might
start off with

What will your character’s life focus on in the early stages of

the game?

What’s your goal or your mission statement right now?

Choosing Your Arc—Mortals

Are you a mortal? Then you’ll start by picking the type of your
Arc—the kind of thing it is, which is in some respects also the kind
of thing you are right now.

Pick...

Bindings if you want to work with weird and forbid-
den stuff;

Q Khnight if you want to find or live up to your place in
society;

@ Otherworldly if you’re torn between two worlds;
0 Storyteller if you’re a larger-than-life, cinematic figure;

\

I/ Aspect if you’re striving to become better, stronger,
more;

@ Shepherd if you want to guard, guide, or strengthen
others;

@ Emptiness if you’re dealing with loss, hurt, or the
Outside; or

O Mystic if your fate is in the hands of some higher mor-
tal or supernatural power.

This turns into your starting level 0 Arc. If you’re in the process
of learning Shaolin Kung Fu, for instance, your character might
start out with the Arc

“\’ Aspect (Shaolin Kung Fu) 0

@ Emptiness (Necromancer) 0, instead.



Choosing Your Arc—Miraculous
Characters

For a miraculous character, your power sets and your life’s stories
are tightly related—including your starting character Arc. If you
play through, e.g., the story Arc “Primordial,” you’ll evolve into
a divine spirit of the natural world and get powers accordingly;
conversely, if you want those powers or that evolution, you’ll play
through the Primordial Arc.

So let’s start the character creation process with a look at the
powers your character is learning or developing right now—

The evolution path that they’re on when the campaign begins.

Maybe it’s something they’ve been doing for a while. Maybe
they’re just starting it now. Either way, based on what you want
your character doing, pick...

a Knight (Become Somebody) to find or live up to your
place in society;

@ Otherworldly (Spiritual) to develop elemental powers

0 Storyteller (Creature of Fable) if you’re becoming a
story or myth;

Aspect (the Ace) if you’re striving to become super-
humanly awesome; and

Q Shepherd (Sentimental) to create magic stuff or have
magical pets

If you’re willing to walk a path that may sicken you—a path ac-
tively detrimental to your character’s health and well-being—then
you also have choices like:

Bindings (Wounded Angel) if you practice deviant
science or forbidden magic;

a Knight (Reality Syndrome) if you’re developing
powers that you don’t understand; and

@ Emptiness (Accursed) to take the first steps towards a
tragedy—towards becoming a living weapon with a
terrible life.

If you’re actually turning into a god—into something divine, holy,
something so far beyond humanity that while you walk this path
you will be immortal, you can also pick...

@ Otherworldly (Child of the Ash) and maybe possibly
turn into a giant monster;

0 Storyteller (Creature of the Light) and become a sa-
cred existence;

Q Shepherd (A Keeper of Gardens) and rule one or
more magical places; or

c Mystic (Primordial) and become the incarnate and
generally inhuman form of some natural force, e.g.,
evolving into the dragon of the wind or the ma-
ny-armed goddess of Hope and the Sun.

Which path are you walking when the story begins?

Starting Quest

Regardless of power level, you’ll now choose a quest to start that
Arc out.

Turn to...

pg. 52 if you’re on a Bindings Arc (including Wound-
ed Angel);

pg. 52 if you’re on a 6 Knight Arc (including Become
Somebody/Reality Syndrome);

pg. 52 if you’re on an @ Otherworldly Arc (including
Child of the Ash/Spiritual);

pg. 53 if you’re on a 0 Storyteller Arc (including Crea-
ture of the Light/of Fable);

pg. 53 if you’reonan ' | ) Aspect Arc (including The Ace);

pg. 54 if you’re on a Q Shepherd Arc (including Senti-
mental/A Keeper of Gardens);

pg. 54 if you’re on an @ Emptiness Arc (including Ac-
cursed);

pg. 55 if you’re on a O Mystic Arc (including Primordial).

7 Larger-than-Life

“If there is one among you who has the courage, come up and
join me on this stage.

I will kiss you and I will transform you. I will reach my
good right hand into your chest and I will pull out your living
heart. I will transform what is left of you into a giant robot,
and with that giant robot I will buy us freedom from this dis-
mal reality’s chains.

Do not despair. Do not let the world crush you. We can
do this.

All is not lost.

You who were given to and mired in your misery. You who
had abandoned hope. Come stand before me. Set aside this
prison of your own making and I. will. make. you. good.

Salute! Apocynum!
Salute! Apocynum!”

— Jasmine Apocynum, the Ideologue,
organizing an escape from detention using a
conveniently-placed stage and mike

- Character Type earns: Fist-Pump/Salute XP -
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Starting Quest—Knight Arcs

If you’re on a Knight Arc, then you’re starting the game with a
dream. There’s something you want to be. Something more than
you are.

Starting Quest—Bindings Arcs

If you’re on a Bindings Arc, then you can pick either of these
starting points:

£ You’ve just been thrown into a new relationship with some
troubling power—e.g.,
* you’ve been assigned to watch a criminal,
* you’ve been partnered with something dangerous,
* you’ve been given responsibility for something dangerous,
* you’ve captured something,
* you’ve wound up spiritually entangled with something, or
* your parents are pressuring you into dating something

that’s conventionally “wicked” or “disfavored.”

P So now you have to build a working relationship with
L them. Who is it? What are they? What’s the problem?

or

£ You’re having a crisis of faith. You work with weird and for-
bidden stuff. You find yourself worrying about whether you’re
an OK person anyway. Why are you worrying? Just how bad
2 is it? Are you facing the truth that you’re probably not OK, are
you worrying over nothing, or is your moral standing here a
legitimately troubling question?

You can either create a custom quest for this (see pg. 55) or pick
(e * one of the following quests from later in the book:

& Science! (pg. 344): you’re investigating something. What is it?
* ‘- & Bind (pg. 320): you’ve just bound some horror and now you
L] want to redeem it.
& Mental Training (pg. 328): you’re studying!... maybe some
sort of wicked magic?

@
% If you have a new partner/relationship, completing this quest lets

you hammer out a working relationship with them. If you were
having a crisis of faith, completing the quest lets you reach some
kind of closure.

You’ll then move on to a new quest (pg. 394): there’s some-
body in need of your help!

" Worrying e

“I could hear them talking in their low, rich voices. I could
KO feel the pulse of magic from their tattoos. I didn’t even have to
open my eyes to get the picture.

“I was a prisoner of the Russian cyber-Mafia.

o “...again.”
— Edony, The Magical Detective
as played by Diane Firth
o - Character Type earns:
“Oh no! (Name) is in Trouble!” XP -
\\ Cm Emotion XP w //
"’
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Do you want to be something abstract, like “a hero” or “awe-
some” or maybe just “more?”

If so...

* What kind of thing are you aiming for?

* Who do you talk to about your dreams?

* Do you really believe that you can make it?
* What’s in your way?

Or is there something in particular that you’re trying to be?

* is it something forbidden to you?

* something special, but not impossible?

* something you’re already studying to be?

* something you already are, like “an exorcist” or “part of an
important family” that you’re trying to learn to be well?

Or are you already pretty successful at something, and it’s just
pushing it to the next level that’s giving you trouble?

If so...

* what’s a particular sub-problem that can make you feel kind
of lost again? Like a newbie again?

* what’s going on that you’re spending your time dealing
with that?

You can either create a custom quest for this (see pg. 55) or choose
one of these quests, if they fit:

8 8 8 6

Adventure GET (pg. 354): adventure and become what you
dream of being!

the Refusal of the Call (pg. 366): or are you resisting your
path?

the Object (pg. 330): learn to look the part before you can be
the part!

Mental Training (pg. 328): study hard! or

Taking Care of a Small Child (pg. 339): it’s hard to find time
to become anything but a parent when you’re taking care of
small children, but you’re still allowed to forge a new destiny!
Let’s go!

Completing the quest lets you put a name to the thing you want to
become, if you hadn’t, and also puts your feet on a legitimate path
towards becoming... well, that!

You’ll then move on to a new quest (pg. 401): some vice or

weakness stands in your way.

Starting Quest—Otherworldly Arcs

If you’re on an Otherworldly Arc, then you’re starting the game
torn between two worlds. You’re having “otherworldly” experi-
ences (usually dreams, but not always) that connect you to some-
thing beyond and outside yourself.

For instance, you might be...
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& having shamanic/spiritual/out-of-body experiences?
& or something closer to visits to a fairyland?
£ or are you staying in the world, but with a connection to some
alien person or power?
* ..amysterious enemy trying to manipulate you?
* ...amagical companion trying to recruit you?
* ..a distant person in distress calling out to you for help?

& or is it more that you’re transitioning from one world and life
to another, in what could be a relatively mundane way, and you
still have ties to the past?

What works for you here? Does it tie to the campaign concept?
(If not, can it?)

Who are the major figures involved?

You can either create a custom quest for this (see pg. 55) or
choose one of these two, if they fit:

& Science! (pg. 344): Your dreams are calling you to a place of
danger...

& Changes (pg. 364): You are becoming someone else. Some-
thing else.

Either way, completing that quest tells you what you have to do
about this.

Usually this is something that both you and your PC will fig-
ure out slowly as the quest draws towards its end. Other times,
you’ll pay off the XP for the quest and still won’t know what
you’re supposed to do; in that case, you or the HG should figure
out the way forward on the player level and then pass it on to
your character in a “burst of [IC] inspiration.” It’s also possible
that you’ve known the way forward all along and just didn’t have
the IC confidence or OOC authority to stand behind it until you
completed the quest.

If for some reason you really don’t want to know the right
way forward, if you don’t like the implicit guarantee that you’re
going the right way from there on, completing this quest can also
offer you 2-3 different alternatives as to what you’re supposed to
do—in which case you’re allowed to guess wrong.

Either way, you’ll then move on to a new quest (pg. 408): you
struggle with your chosen path’s weight.

Starting Quest—Storyteller Arcs

If you’re on a Storyteller Arc, then you’re going to start out by
having fun. You’re a tourist. You’re a meddler. Maybe you’re a
newbie. You’re going to get involved in something neat. Maybe
you have already, maybe it started just before the game began—or
maybe you’re just about to find it!

What is it?

£ Do you already know what that’s going to be?
£ Or are you planning to get involved with

* whatever the PCs are doing

* whatever is available to get interested in in the early part of
the game and/or

* whatever plot the HG throws your way

and declare it “neat?”

You want to be a self-propelled adventurer or a dedicated med-
dler to get the most out of a Storyteller Arc—if neither of those
really fit you, if you rejected all of the above options, if you don’t
have a strong concept of what you want to do and you’re not flex-
ible about throwing yourself into whatever plot comes your way,
you might want to go back and pick a new Arc.

As for the quest itself—

You can either create a custom quest for this (see pg. 55) or
choose one of these, if they fit:

£ A New Job (pg. 318): it’s so exciting!

£ A New Hobby (pg. 316): which is even more awesome!

£ Fascination (pg. 376): someone is or is about to be alluring/
fascinating to you. Are they a mythic figure that will lure you
into their world, or vice versa? or

& Adventure GET (pg. 354): you don’t know what you’re doing
yet, but you’re darn well going to find an interesting story to
get involved with—and then, get involved!

In either case, the first “blush” of the adventure fades when you
finish the quest. It doesn’t necessarily start boring you or anything
but that’s the point where you become less of a tourist and more of
an active force in the plot.

You’ll then move on to a new quest (pg. 414)—either “Taking
Charge” of the situation you’ve found yourself in or ignoring the
situation and doing things “Your [Own] Way.”

Starting Quest—Aspect Arcs
If you’re on an Aspect Arc, then the game starts with you stuck.

You were making progress on... whatever you do. Whatever
you try to do, to be the best. You were a fighter or athlete trying
to get stronger, or a musician learning an instrument, a magician
learning the ways of power—or whatever!

Only, now you’re stuck.
You’ve hit a wall.

£ What are you trying to do? What are you trying to be?
£ What’s the wall you’ve hit?
€ And how are you trying to get past it?

You can either create a custom quest for this (see pg. 55) or choose
one of these, if they fit:

& Mental Training (pg. 328): an intensive program of study

& Physical Training (pg. 334): rigorous physical training!

£ Above the Fray (pg. 350): first, you need to clear your head
and take a while to think about some stuff that’s gone on or
happened to you.

& Beautiful and Far Away (pg. 374): your training’s fallen apart,
to be honest; you’ve retreated from the world to a secret place.

When you complete the quest, you’ll be able to push past the bar-
rier—past whatever’s had you stuck. You’ll be able to reach a new
level for the first time.

Afterwards, you’ll move on to a new quest (pg. 422): some-
one or something presents you with the option of a new way
of thinking.

Oy
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Starting Quest—Shepherd Arcs

If you’re on a Shepherd Arc, then the story starts with your ordi-
nary daily life. So tell me:

£ Who are you?
£ What do you do with yourself?
£ What’s your daily life like?

You’ll usually make a quick custom quest to start this Arc off (proba-
bly a purple quest, “part of a simple and honest life,” pg. 55) but if it
fits, you can also pick one of the following from later on in the book:

& Connecting With Someone (pg. 324): you’ve been making a
conscious effort lately to connect to somebody. Who?

& Down (pg. 362): you’ve been having a really hard time lately.

¢ Beautiful and Far Away (pg. 374): you’ve taken to hiding
yourself away, recently, among your precious things.

During this quest you’ll still be engaging in your ordinary life—no
matter how weird things get for you, your ordinary life will be con-
stant. You might get taken away from the flow of things for a while,
but the baseline for your life doesn’t change. You don’t change.

You’re still basically you. Your home and your life are still there.

Completing the quest, though, marks a change in the pattern of
your life—towards or at the end of that quest, a new responsibility
falls on you out of nowhere. And you accept it, at least to a degree.

Maybe that’s something the HG provides. Like, you hit the end
of the quest, you say, “OK, I’m done. A new responsibility falls
on me?” And the HG says, “Oh, OK, it looks like your cousin is
coming to live with you for a bit.”

Or maybe there’s something that has come up in play—some-
one who needs help, something that’s needed taking care of, what-
ever; somebody has to step forward to do it—and when you hit
that quest endpoint, you realize: “Oh! That somebody who has to
step forward? That’s me.”

Or, as a final option, if none of that applies, maybe complet-
ing this quest makes you feel ready to grow and do more. If you
were selling stuff at fairs, it’s time to open up a shop. If you were
working on a ship, it’s time to apply for a promotion or take over
a ship of your own. If you were just a kid, doing random things,
maybe it’s just generally time to grow up a little and look for some
more work to take on?

Anyway, at that point, you’ll take on a new quest (pg. 430):
given plot, life stuff, and your new responsibilities, can you keep
your life on an even keel?

7 Minion

“And why am I the one carrying everything?”

N\

— Alucard Sunadori, the Vampire,

interrupting himself in the middle of a rant about
vampiric superiority to wonder why he’s the only one
staggering along with a zillion bags

- Character Type earns: Finger-snap and beckon over XP -
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Starting Quest—Emptiness Arcs

If you’re on an Emptiness Arc, then there’s something you have to
live with. You’ve been touched by the Outside somehow.

This can mean a lot of different things. Are you...

£ touched by the Outside in the form of bleakness and non-being?
* depressed?
* emotionally numb?
* damaged, missing part of yourself?
* your soul?
* your heart?
* your memories?
* your name?
« portions of your volition?

£ touched by the Outside in the form of death?
* in that you deal with death too much?
* or just too much death recently?
* in that death magic has marked you somehow?

£ touched by the Outside in the form of the Riders and the Bleak
Academy (pg. 73, 292)?
* poisoned by some sort of Rider magic?
* a pawn of some Outside power?
* a descendant of the Riders?
* a Rider who has chosen reality over the void?
* a Rider who hasn’t done that yet, but is sympathetic enough
that one day you might?

£ touched by the Outside in the form of Outside-fueled magic?
* are you from one of the shrine families of Fortitude (pg.
210)?
* from some similar sacred family?
* do you travel the Outside to gain power?

& or are you a sailor or traveler who frequents it?

In all these cases your first quest is really simple:
Explore how you live with that.

What are you living with? Who is supporting you in living
with it?

It’s pretty easy to create a custom quest to start things off
(probably a gray quest, “part of the background of your life and
healing,” pg. 55) but if it fits, you can also pick one of the fol-
lowing:

& Bind (pg. 320): you try to humanize some vampire, evil ghost,
or awful power.

& The Object (pg. 330): the story of your hat, diary, or flute.

& Physical Training (pg. 334): exercise will help you keep
control.

& Someone’s in Trouble (pg. 346): you stumble on someone
like you in some important way—can you help them out?

& Changes (pg. 364): you’re in the process of a transformation.

Either way, the quest represents a time of contemplation and wres-
tling with who you are and how the Outside touches your life.

Completing the quest spurs you to make a change in your life.
What change? I don’t know!

Afterwards, you’ll start on a new quest (pg. 437)—it could be
any number of things, but at the core of the quest, you pick up or
express an obsession.



Starting Quest—Mystic Arcs

If you’re on a Mystic Arc, then you’re surrounded by portents.
Something is coming. Something is coming that will change you,
will make an end to the you that you are today.

Do you know what that is? Is it something you’re planning or
is the game going to surprise you?

You can either create a custom quest for this (see right) or pick
one of the following from later in the book:

& Down (pg. 362): this is a really rough time in your life. Magic
hasn’t shown up to save you yet, or at least, if it has, it has not
been enough.

& Changes (pg. 364): you’re in a process of evolution, and you
don’t know where it’s going yet!

At the end of this quest, you’re confronted by a “miracle.” That is,
something that you couldn’t imagine happening—something that
would change everything if it happened—does.

It could be something as simple as someone trusting or loving
or being honest with you. It could be as massive as a dead person
coming back to life. It could be something as unexpected as some-
body blowing a trumpet and the walls all around you falling down.

It doesn’t have to be a good thing, but it usually is. It doesn’t
have to be supernatural, although it usually is.

It’s just... a miracle:

A wonder. A thing with incredible experiential weight—a thing
that you can’t go back from. A moment when you realize that you
were wrong about how the world worked—when someone you
were sure hated you saves you; when an angel steps in to shelter
you from a storm; when you’re forgiven for something you never
believed you could be forgiven for; or the moment when every-
thing was good, everything was sunny and peaceful and happy,
and then the sky above you cracked open and a miles-long feel-
er-leg from some insect slipped in.

Afterwards, you’ll start on a new quest (pg. 444).

Y-

“ Someone Struggling
with Life

“It’s just . . . I try so hard. I try so hard, you know? And yet
nothing ever gets back to the way it used to be.

“I don’t even think it can.”

— Miramie Mesmer, the Dream-Witch,
after another delay in the re-opening of her café

- Character Type earns: Offering you Comfort
(with this XP token) XP -
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Step 1a: Custom Quests

The rules for creating your own quests are found in the quest
chapter, but I wanted to take a moment in character creation and
give you a sense of how it will work.

The easiest way to make a custom quest is to decide whether
the quest is...

£ ...a way of thinking?
* You will spend a lot of time proposing relevant theories/
ideas in play.
* If that sounds right, fill out the blue quest card from pg. 93.

£ ..a private struggle?
* You will maintain a false public front over private troubles
in play.
* If that sounds right, fill out the orange quest and flip cards
from pg. 99-100.

& ...a temptation or division between states?
* You’ll have two very different moods/states in play.
* If that sounds right, fill out the green quest and flip cards
from pg. 96-97.

£ ...alove or hate you have for something?
* You’ll have a catchphrase/exclamation that you’ll use fre-
quently.
* If that sounds right, or at least plausible, fill out the red
quest card from pg. 91.

& ...an exciting adventure?
* Quest-related stuff will often go over the top!
* If that sounds right, fill out the golden quest card from pg.
(94-)95.

& ...part of a simple and honest life?
* You’ll have a catchphrase that puts things in your ordinary
life’s context.
* If that sounds right, or at least plausible, fill out the purple
quest card from pg. 90.

& ...part of the background of your life and healing?
* You’ll have a catchphrase that reflects your life’s current
state.
* If that sounds right, or at least plausible, fill out the gray
quest card from pg. (100-)101.

& ...something weird, symbolic, and mystical?
% Fill out the black quest card from pg. 102.

Copy or download and print the appropriate quest card and fill in
the blanks. Mark how much XP you want to put in it—if you don’t
know how you’d choose that, choose “35 XP.”

So for example:

You’re on an Otherworldly Arc. You’ve decided that your char-
acter has a wicked changeling for an older brother. It’s feeding on
your life! That doesn’t quite fit either Science! or Changes so you
make a custom quest. Maybe it’s a private struggle, and you hide
what it’s doing to you? Or maybe it’s a temptation or division
between states: sometimes you’re free, and sometimes you’re its
mind-addled slave. You pick up an orange or green quest card, fill
in the blanks, and choose 35 XP as your target.
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Step 2: Choose Your Skills

After choosing your starting Arc and quest, you’ll choose your
baseline mundane abilities—8 points worth of Skills.

Schticks

If you’re still working out who your character is, what their life is
about, you might first look over these possible schticks:

£ Once-in-a-Generation Talent. You have a level 4 Skill. May-
be even a level 5.

& Special Type. You’re a magical or not-quite-human character
type—in a Town game, for instance, you might be a ghost,
vampire, talking rat, shrine family member, deviant scientist,
dryad, Rider, dolphin girl, exorcist, robot, long-necked person,
or someone trained by a spirit of wind.

& Unique Magic. You have some unique magic Skill of your
own design, something that lets you do things that humans ar-
en’t supposed to be able to do.

& Inhuman/Pulp Ability. You have an unusual Superior Skill. It’s
like magic in that it lets you do things that humans normally can’t,
but it’s not so much a trained Skill as an inhuman quality—you’ve
been chosen by something, or altered by something, or you aren’t
human, or maybe you live by your own genre rules in a certain
way. It’s best if you can relate this somehow to the premise for
the game, or vice versa—for instance, if you want a weird psychic
talent in a School-based game, maybe there’s a special class for
psychics and characters with weird talents and you can talk the
other players into making that a major or minor focus of the game.

& Incredible Cool. This is a relatively weak schtick in the long
term—it’s easy for other PCs to catch up to you in Cool—but
if you want to be really good at, well, being awesome and win-
ning, starting with some points in the Cool Skill will help.

& Incredible People Skills. If you want to be a natural leader,
particularly a warm-hearted and generous one, you might want
to start out with some Shine.

If you’re interested in playing a special character type, then you’ll
want to review the setting material on that character type and
any associated magical and Superior Skills. Otherwise, just keep
schticks that caught your interest in mind.

It’s also probably worth taking a moment right now to think about
what your character is best at and whether that’s something they’re
really genuinely good at or just the best of their rough lot of Skills.

Skills

I’ll talk a lot about Skills on pg. 64-77, but choosing them is fun-
damentally a freeform task—

Figure out some things your character does or is good at. List
them. Those are your Skills.

Now rate them from 0-5.

In a spirit of expectations management: a 4-point Skill is a pretty
big deal. You don’t need a 4-point Skill to be good. You need a 4-point
Skill to be noteworthy. A level 5 Skill could make you a legend.

The usual range is 0-3.

If you have a Skill that lets you push beyond human limits,
that can be but isn’t necessarily related to its number—instead,
you’ll mark such things as “Superior” or “magical” Skills. The
Skill in question is a Superior Skill if you can go past human lim-
its because you’re not actually human or because you’re “just that
good.” It’s a magical Skill if you’re cheating somehow.
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If you have a Skill in... being generally awesome and unflap-
pable, call it Cool.

If you have a Skill in being radiant, inspirational, or vulnera-
ble, a Skill that helps other people do things for you, call it Shine.

When you’ve written everything down, massage your numbers
and choices until your Skill ratings add up to 8 points.

Aside

For the most part you’re free to pick whatever Skills you like—

If the other players are cool with your being Gilgamesh, you
can have Superior God-King 4 and I won’t mind!

That said, do please make sure that your basic character con-
cept fits the group and the game that people want to be playing, or
at least that it doesn’t disserve them.

Step 3: Choose Your Special
Abilities—Mortals

Even at the mortal level, you’ll have two powers that transcend
your mortality—two traits that express not your mortal will and
your mortal Skills but rather stuff like “destiny,” “the human spir-
it’s power to defy destiny,” and “the wishing power of the heart.”
Both of these traits are associated with your starting Arc, so if you
wind up unhappy with your character direction and drop your orig-
inal Arc you’ll also have the chance to replace these two powers.

Mortals—Choose a Bond

The first ability is something that drives you forward, something
that strengthens you, a kind of passion. In game terms, this is a
level 2 “Bond,” as described on pg. 116.

Choose...

£ there’s something you never do, that you can’t do;
€ there’s something you always do, that you must do;
€ there’s something that you’re driven to do.

For instance, if you’re really in tune with the street dogs and cats
of Fortitude, and your starting storyline is a Bindings or Shepherd
Arc about that, then you might pick a Bond like:

& I can’t turn my back on an animal in need;
& I (must) sense an animal’s true intentions;
& I’m driven to spend time with my animal friends.

It may seem a little weird that two of these are technically lim-
itations or weaknesses, but don’t worry about that—a Bond will
make your life better regardless of whether it’s technically a
weakness or a strength.

If you have a magical Skill, it’s common to relate the Bond to
that Skill—for instance, if you practice ghost magic, as discussed
on pg. 234, you might take a Bond like “I (am driven to) help
ghosts resolve their unresolved business.”

What kind of Bonds fit your Arc? What kinds of Bonds fit your
character?

What’s your Bond?
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Mortals—Choose an Affliction

You’ll also have an “Affliction” associated with this Arc. This has
the same basic format—

£ there’s something you can’t do;
£ there’s something you must do;
& there’s something that you’re driven to do—

but it’s not a passion. It’s something cosmic. It’s a power, or a
destiny. At minimum it’s a hard, inescapable truth about who you
are and what you’re doing. It’s not arguable and it’s not driven by
your heart—if you have something like “I can’t turn my back on
an animal in need” as an Affliction, that means you’ll get up from
a coma and maybe even from death if you encounter an animal
in need.

To give you a sense of how this differs from Bonds, I’m going
to revisit the cats-and-dogs example; for that, some suitable Af-
flictions include:

£ I can’t turn off my awareness of the animals of Fortitude;

£ I (must) be connected to a great animal spirit;

£ I’'m driven—even destined—to spend time with a particular
pack.

In play, the difference between a Bond and an Affliction is that
you’ll invoke a Bond yourself for bonuses or compensation while
it’s the HG who makes sure your Afflictions stay true.

What kind of destiny do you have? What’s your role in the
cosmos?

What’s a hard, inescapable truth that you might have to face?

...and what’s your Affliction?

Step 3: Choose Your Special
Abilities—Miraculous
Characters

The next step, for a miraculous character, is choosing an HG-de-
termined number of “Arc Traits” and “Perks.”

Introduction
Here’s how to understand Arc Traits:

Over the course of the next 8-15 sessions of play, the charac-
ter Arc that you’re currently on will turn into +1 to an Arc Trait
and 3-5 “Perks” (little bonuses you’ll pick up on the way.) For
instance, if you’re on a Wounded Angel Arc, and your first quest
starts your partnership with something wicked/disfavored... may-
be an evil AI?... then the story Arc that begins when you meet that
Al will eventually turn into 3-5 Perks and +1 to your Wounded
Angel Trait.

A miraculous character starts with some HG-chosen number of
Arc Traits—usually three points’ worth—and what that means, what
that’s really saying, is that your character begins with that history.

If you have three points in miraculous Arcs, that means that your
character has already lived through three epic stories. If you start
with one point in miraculous Arcs then they’ve lived through one!

Maybe those stories are related to what you’re doing now.
Maybe they’re not. That detail will be up to you.
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What parts of your character’s past qualified as epic stories?

...I don’t know! That’ll ultimately be up to you. But if you have
trouble figuring out how to boil your character’s history down into
the Traits you have to work with, imagine that you’re writing up
your character’s history as novels or short stories and decide: what
stories would you tell people first?

Spend a point on each one, in the order you’d tell them, until
you’ve run out of your points.

Or, if you don’t know your character’s history yet—look over
the list below and figure out which stories you’d be most interest-
ed in reading/watching about them? Again, spend a point on each
story, in the order of interest, until you’ve run out of your points.

This approach could leave you short a couple of necessary
powers—for instance, you could wind up with a character that you
know has wings and can fly but without any Arcs that give them
wings or flight as a power. If so, I recommend going back and
working the missing powers somehow into your 8 points of Skills.

Playing to Type
Some players may prefer to choose their characters’ miracu-

lous powers first, based on what they’d most enjoy playing,
and extrapolate the history backwards from that.

In you’re that sort of player, here’s a basic guide to what the
miraculous Arcs in this book do:

@ Accursed (pg. 543) gives you a tragic life and an incred-
ible weapon;

The Ace (pg. 530) makes you awesome with mundane
and Superior Skills;

Q A Keeper of Gardens (pg. 537) is good if you like mak-
ing NPC minions and props;
Q Become Somebody (pg. 494) outfits you for a social role;

@ Child of the Ash (pg. 508) gives you a giant war form
and some neat tricks;

0 Creature of Fable (pg. 525) eventually makes you a
terrifying bogeyman/huntress;

0 Creature of the Light (pg. 520) eventually gives terri-
fying levels of stage presence;

e Primordial (pg. 547) is great if you like coming up with
cool uses for strange little abilities and features, or if you
like being cosmically important.

Q Reality Syndrome (pg. 500) has the F/X of ultimate
cosmic or story-breaking power but some serious limita-
tions on how much you can exploit it;

Q Sentimental (pg. 533) gives you collections of eccen-
tric, unique abilities;

@ Spiritual (pg. 515) lets you command a player-defined
“element;” and

Wounded Angel (pg. 490) trades wounds for custom-
ized power sets of your own design.

Feel free to choose your Arc Traits accordingly—or even to go
back and change your starting Arc so it fits!
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Miraculous Characters—Choose
Your Arc Traits

So here’s how to map those big stories of your character’s past to
Arc Traits.

For each of the most important stories in your character’s past,
put a point into...

Wounded Angel (pg. 490) if...
% your character tried to be better than they are, and failed
* your character dabbled in science, magic, or forbidden
powers

Q Become Somebody (pg. 494) if...
% your character had a role they were trying to fill
* your character fought to be normal and real when they
weren’t

Q Reality Syndrome (pg. 500) if...
* your character was kind of delusional and goofy
% your character learned important lessons
* your character developed potentially story-breaking/god-
like abilities

@ Child of the Ash (pg. 508) if...
* your character displayed an exceptionally deep sort of re-
ality
% your character connected to a magical place, far away
* your character worried about turning into a giant monster,
or did

@ Spiritual (pg. 515) if...
* your character spent a lot of time in dream-worlds and oth-
er-worlds
* your character developed a deep connection to some “ele-
ment” of the world, like Fire or Dreams or Recycling

0 Creature of the Light (pg. 520) if...
* your character developed into something inhuman, saintly,
and holy
* your character was a bit of a showoff at the story’s end
% your character was set apart and exalted in some fashion

0 Creature of Fable (pg. 525) if...
* your character’s identity was compromised by a myth or
story
* your character acted like a mythic or archetypal figure
% your character fed off of others’ lives or natures to survive,
or hunted for food

The Ace (pg. 530) if...
* your character fought hard to become “stronger”
% your character was basically an action hero
% your character was basically a pulp hero
* your character regularly achieved “flawless victory”

@ Sentimental (pg. 533) if...
* your character collected magical things or animals
* your character created magical things
% your character studied an art or a craft
% your character’s good heart inspired others around them

Sy

@ A Keeper of Gardens (pg. 537) if...
* your character claimed, maintained, or defended a magical
place
* your character created or summoned memorable minions
or props

@ Accursed (pg. 543) if...

* your character retreated from the tumult of the world to a
special sanctuary

* your character fell under a terrible curse

* your character sulked and angsted over their awful fate

* your character didn’t sulk at all! But they showed their hurt
once or twice. Were they comforted, or did they suffer
alone?

c Primordial (pg. 547) if...
* your character developed unexpected inhuman features
* your character’s role in the cosmos and their identification
with some natural or philosophical force was really important

Once you’re confident that you’ve chosen the right Arcs, or as part
of becoming so, review the Arcs you’ve chosen. Some of them
will have embedded character generation steps—for instance, if
you put points into Becoming Somebody, or even if you’re just
starting it now, you’ll want to choose a special Truth about your
character—as discussed, pg. 494.

Miraculous Characters—Choose
Your Perks

Characters in this game have access to a set of “Perks”—little
rewards and bonuses that they’ll pick up every few sessions. You
usually won’t keep them forever, since you’re only allowed to
maintain up to 8.

Realistically, unless your character just fell out of the sky a few
minutes ago, you should have a full set of 8 of them. Even mortal
characters should have a full set of 8 of them, because, after all,
they’ve lived life.

...but I don’t want you to spend the time figuring out what your
character’s historically-developed Perks “should” be every time
you create a character. I don’t even want you to spend much time
figuring out what Perks you might want!

By default a miraculous character starts with two free Perks.
So, if you know what you’re doing in this game, pick a couple
of Perks now—or, if the HG changed the number you get, pick
however many you should.

But... if you’re not familiar with this game, if you haven’t
picked out any Perks before over the course of a campaign? Then
I suggest that you skip them for now. Later on, maybe between
sessions or during a break, look over the Perk lists on pg. 393-448.
If you see one that you really want, particularly one that you could
have plausibly picked up while pursuing your Arcs? Take it, up to
however many free Perks you should get.

And if you don’t see any that grab you, don’t worry about it.
You’ll get up to 8 soon enough!
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Step 4: Choose Your Bonus
XP Emotion

In Chuubo’s Marvelous Wish-Granting Engine, each charac-
ter has a “bonus XP emotion”—a particular emotional reaction
you’re trying to get from the other players.

Let’s pick yours!
I suggest...

% Aww! XP
* if you want incredible troubles piled on your back
* if you want to face them stoically
* if you want to be kind of cute and adorable in how you cope
with them
* if you have a tragic backstory

£ Head-Desk XP

if you want a good excuse to do kind of goofy stuff in play

if people are always head-desking at your characters anyway
if you want to not think things through very well

if you want to have powers with a really high unintended
consequence risk

¥* ¥ H H

¢ Fist-Shaking XP
* if you want to be totally convinced you’re the center of the
universe
if you like being a lovable jerk
if you have an impulse control problem
if your name is a good one to shout while shaking one’s fist

¥* ¥ *

£ “Oh no! (Name) is in Trouble!” XP
* if you plan to get in way over your head all the time
* if you’re irrationally convinced of
* your own personal immortality
* everyone else’s good intentions
* the fundamental justice of the universe
* if you’re cute, underaged and/or undersized

£ (Overacted) Speechlessness XP
* if you want to be bombastic and over the top
* if you’re living in your own world
* if you’re absolutely convinced of your own righteousness
and logic
* if you overcome self-doubt with bluster and grandeur

£ (Overacted) Shiver of Wonder/Terror XP
* if you’re older, bigger, and/or in a position of authority
* if you’re monstrous in some fashion
* if you’re the symbol or the spearhead of some cosmic principle

& Putting my Faith in You (with this XP token) XP
if you’re a big brother/big sister archetype

if you’re sincere and diligent

if you’re earnest and heroic

if you’re a lot skilled and just a little bit lucky

¥* H H H

& Offering you Comfort (with this XP token) XP

if you stress out a lot over your life

if you’re a comparatively normal person

if you have a big neurosis, trauma, sickness, or fear
if your big successes are rare

¥* H X H

)

& Finger-snap and beckon over XP
* if you’re a natural minion (in denial or otherwise)
* if other people are always roping you into stuff
* if you’re a fool for love or friendship
* if you wouldn’t know what to do with your life on your own

£ Fist-Pump/Salute XP
* if you have a ton of catchphrases
* if you’re bombastic, larger-than-life, and dramatic
* if you have a genre
* if you don’t really act like (or think) the world around you
is real

& Thumbs-Up XP
* if you’re kind of sweet and kind of goofy
* if you’re a natural sidekick
* if you don’t believe in yourself
* if you think of others first

& Something Unique
* if you have a good idea for another emotion to evoke
* and a good hand gesture/sound for other players to use to
signal that emotion

The goal is to get that reaction from the other players through
your character’s actions—e.g., if you have thumbs-up XP, and you
get other players to be happy for your character, and give you a
thumbs-up, you’ll earn an XP!

Step 5: Little Details

Next I have some miscellaneous questions about your character.
You... don’t actually have to answer them. But you might!

What’s their name?

What’s a good 1-2-word summary of their academic ability?
What’s a good 1-2-word summary of their athletic ability?

Do you know their blood type?

What’s their favorite food?

What’s a zodiac or real animal that you think has a similar
nature to theirs?
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Step 6: Choose Your
Connections

Connections are basically a measure of how well you know and
get somebody. They’re also a measure of how good you are at
living somewhere or with someone.

The backstory in your head doesn’t start you off with any Con-
nections—

The past is generally subject to revision and reinterpretation
right up to the moment that it matters in actual play—

But that’s only true to the extent that your character is show-
ing up “for the first time” in play. If there’s something about
your character that already has mindshare with the other play-
ers—like, maybe you talked about them and their family a lot
before the game started, or they have specific ties to in-world
organizations, or if you’re borrowing a character from histo-
ry, real life, or the media, or you’re taking over an established
NPC—then the HG should talk to you about what Connections
might be appropriate, and you might pick up a few starting
“Connection Perks” free. For instance, if you’re playing King
Arthur, and Merlin, Lancelot, and Guinevere are all around in
the game, then you should probably start Connected to them
by default!

I’'m also going to give you the option of starting with free Con-
nection Perks to one or more of the other PCs—

Specifically, you should talk to the players of the other char-
acters, either now or after the first couple of sessions. If someone
agrees that you “should” be close to or comfortable with their
PC, you can get a free level 1 Connection Perk relating you to
their PC!
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Step 7: Choose Your Basic
Quest

Finally, in a typical Chuubo’s Marvelous Wish-Granting En-
gine campaign, every character has a “basic quest” (pg. 450)—a
thing they’re always doing, in the background. Every now and
then this will earn you a precious memory or cool thing (a “Re-
charge Token”)—specifically, at the end of each 15-XP repeti-
tion of the quest.

For now, imagine your character. Write down, or at least re-
member, your answers to these questions:

£ It’s just a random day. A random time. What are they doing?
What do you see them doing?

& If it’s something different—what’s the core of their character?
What do you want to be showing about them, all the time, that
might get lost if you just focus on their powers and their abili-
ties and the dramatic stuff?

£ What’s something that isn’t necessarily super-productive, isn’t
necessarily going to be “worth it” by standard gameplay mea-
surements, but which you don’t want them to get discouraged
about because it’s who they are?

Looking over all of that—

What’s your basic quest? What’s the thing that they’re always
doing?

Again, decide if it’s...

£ ...a way of thinking?
* You will spend a lot of time proposing relevant theories/
ideas in play.
* If that sounds right, fill out the blue quest card from pg. 93.

€ ..a private struggle?
* You will maintain a false public front over private troubles
in play.
*If that sounds right, fill out the orange quest card from pg. 99.

& ...a temptation or division between states?
* You’ll have two very different moods/states in play.
* If that sounds right, fill out the green quest card from pg. 96.

& ...alove or hate you have for something?
* You’ll have a catchphrase/exclamation that you’ll use fre-
quently.
* If that sounds right, or at least plausible, fill out the red
quest card from pg. 91.

& ...an exciting adventure?
* Quest-related stuff will often go over the top!
*If that sounds right, fill out the golden quest card from pg. 95.

& ...part of a simple and honest life?
* You’ll have a catchphrase that puts things in your ordinary
life’s context.
* If that sounds right, or at least plausible, fill out the purple
quest card from pg. 90.

& ...part of the background of your life and healing?
* You’ll have a catchphrase that reflects your life’s current state.
* If that sounds right, or at least plausible, fill out the gray
quest card from pg. 101.

& ...something weird, symbolic, and mystical?
*Fill out the black quest card from pg. 102.

Only this time you need 15 XP.

Are you always...

. studying the world around you, scientifically?
‘ thinking about fate, destiny, and meaning?
‘ thinking about spirits, ecology, or gods?

. thinking about justice, morality, and the right?
Q trying to live up to some virtue?

a trying to live up to some social role?

6 wrestling with a dark or troubled past?

& housework?
& sailing?

& fishing?

£ woodworking?
& gardening?

& martial arts?
& art? or
£ music?

Q working on and thinking about some job or life thing, like

Some Suggested Basic Quests

0 talking/thinking about your favorite thing, like

€ animals?

€ ships?

€ manga?

& science fiction novels?
€ cooking?

€ your latest health fad?
& fresh air?

€ the game of Go?

& historical trivia?

€ candy?

0 fretting over exaggerated fears?
s

3); getting really worked up over your favorite thing?
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or some fear?
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1" or some ideological/conspiracy theory concern? or
@ torn between two worlds or natures?

Then that could be your basic quest!







A Skill is a simple description of something your character is good
at—one of the tools they use to solve problems in the world. It’s
normally a one-word summary of an actual Skill, like “Cooking,”
“Cook,” or “Teacher,” but it could be a philosophy like “People
are good” or a complex concept like “Discover a Convenient
Shortcut” or “There’s Nothing a Nip of Vodka Won’t Cure.”

Each Skill is paired with a numerical rating from 0 to 5—e.g.
& Cooking 0
& People are Good 5
& Scholar 2

& Discover a Convenient Shortcut 1

You can even go lower, if you want to say how bad your character
is at something. I’ve never found a reason to go lower than -1.

0 is the default Skill.

Let’s say that you’re a human. Then you have a default level
0 Skill at basically anything that humans do that isn’t covered by
your other Skills. For instance, most characters have Brain Sur-
gery 0. They’re not good at it, but they’re about as good at it as is
the average person on the street.

&%&’ &G

Resources

I’ve talked about how characters are built and mentioned a number of Traits and abilities they might have. I’d like to take a few chapters
now and explain them—the rules and concepts that make your character run.

- Skills ~=

The Skill levels mean something like...

-1» You’re not good with this, but you do/enact it anyway.
0» You’re not comfortable with this, but you could try it.
1» You’re familiar with how this works.

2» You’re good at this.
3» You’re professional level.

4» You’re a once-in-a-generation prodigy or an elite, top-shelf
professional.

5» You’re a legend, or should be.

Gaming Terminology

Trait—an OOC, rules-based representation of some ability or
quality your character possesses. Skills are one example of
a Trait.
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Gaming Terminology

Nobilis—these rules are based on the rules from my earlier
RPG Nobilis: the Essentials, which focused more on cosmic
metaphysical conflict than on pastoral slice of life.

Of the two, Nobilis is a more technical game. It has
more precise handling for weird corner cases of the rules
and a rigorous power design system. Chuubo’s Marvelous
Wish-Granting Engine is a looser design, but I’'m spending
more time explaining the hows and the whys.

The biggest metaphysical and setting difference between
the two games is the formation of the Outside. In Nobilis,
I divided the world sharply into the real and the unreal—
Creation, and the Lands Beyond. That division is much less
sharp in this game, which divides the world into the Known
(mostly Town and what survives of Earth) and the Unknown.
Not only is that line intrinsically blurrier but it’s a lot harder
to observe!

That may be part of why you get stuff like the Riders (pg.
292) living peacefully in Town.

You don’t need to know anything about Nobilis to use
these rules. This isn’t a Nobilis supplement. I just happen
to mention Nobilis, now and again, since it’s a part of this

game’s DNA!
\ Y 4




«_~ Actions ~ >

Here’s how Skills work in practice. You remember my mentioning
Will earlier?

You have a pool of 8 Will.6

When you take an action, you’ll pick one of your Skills to use
as the basis for that action. If that Skill isn’t an obvious choice,
you’ll want to describe what you’re doing in such a way as to
explain how it applies.

Then you’ll spend some Will from your pool, adding it to your
Skill number.

You’ll compare the total of [your Skill + spent Will] to the list
of things that you can do below:

You can...
0 or . .
less attempt to do things, but only make things worse;
1 use your Skill in such a fashion as to please yourself
and make you happy;
2 accomplish a task; have a tangible impact on the world;
3 do something “correctly;” impress people around you;
4 do something effective—something that moves you
closer to your goals;
5 do something productive—something that makes
your life better.
6 do something that looks dang good—impressive,
dramatic, and cool;
7 do something really effective, moving you a lot
closer to your goals;
8 do something really productive—it will make your
life a lot better;
9 do the “right thing,” for some fuzzy definition of right.

You can claim as many of these as you want, up to the level of
[your Skill + spent Will.]

6 Some characters have a secondary pool of 3 “miraculous Will>—but
we’ll talk about that below!

This chart is why I said that a level 3 Skill implied professional
competence, for instance—with Skill 3, even if you’re staggering
and completely out of spare cope, you can still do things “cor-
rectly,” for some value of correct. It’s also why a level 5 Skill is
legendary: a single point of Will lets you do the kinds of tricks you
normally only see in action movies or the pulps.

Note that the HG is allowed to give you more success than
you’ve earned—for instance, you’re allowed to be effective or
productive with a lower result than 4. Every time I come home
and open my door, I’m probably mustering a Skill total of like 0-1,
but I have tangible impact on the world anyway and sometimes
opening that door is even actively productive! That’s the leniency
of the cosmic HG.

Most of the time, for most purposes in this game, a 2-point out-
come will be “enough.” But sometimes you’ll really want some-
thing higher-level than that and it’s worth spending extra Will for
a guarantee.



<~ Intentions ~=

Your actions aren’t bound to any particular time-scale. They’re
not necessarily fire-and-forget. More often you’ll set yourself a
task or project—

I call this an Intention.

You don’t spend Will so that you can “swing a sword” or “turn
the oven on.” You spend Will to “win a fight” or “bake a cake.” To
“prove [yourself] a hero” or to “cook for the family this week.”

Maybe even to “live a full, fulfilling, happy life.”

And sure, at some point during that happy, fulfilling life you’ll
probably swing a sword or two, turn an oven on, you know how it
is, but that isn’t all there is to living a happy life. There’s also, like,
um, you know. Other stuff! Like, you’ve got to type!

And, blow your nose!

Even if you did just want to swing a sword once, and that was
all, you’d have to:

& first, get it moving;
£ move it through its arc; and even then, you’d have to
£ bring it to a stop.

It isn’t just a single thing, you see. Not just a swing.
Nothing mortal ever is.

So the normal mode of operation in this system is that you take
your Skill, add some Will, and create a [Skill + Will]-based Inten-
tion. This then hangs around for a while—until the chapter ends,
or until you finish, or until you stop doing it. It’s always there,
part of your life. If you splurge on a level 6 fitness program in a
Pastoral game, you could wind up doing some really impressive
exercise all week. If you’re ever just “doing” something in the
game without formally invoking the mechanics, it’s probably a
[Skill + 0] Intention—the rest of the time it’s either a bigger Inten-
tion you forgot to spend Will on, a power, or a mistake!

You can have two Intentions floating around at any given time.

Strictly speaking the rule is you can be performing two actions
at any given time, and Intentions are a kind of action. They’re the big-
gest, most important kind, because they’re the kind most people take.

Time Scales

As noted (right), Intentions reset each chapter. What if you’re
doing something on a bigger time-scale?

One option is to just pick it up again each new chapter—ev-
ery chapter you make a new Intention and go out and deal with it
some more. That’s how some people get through their lives, par-
ticularly if they’re not trying to get anywhere. Another option is
to lobby the HG to zoom out the time-scale of the game, if you’re
not the only one focused on stuff bigger-picture than a chapter.

The last option is to take up the matter as a quest.

The division between Intentions and quests is pretty much
conceptual. If something feels like a big, long-term project,
it’s a quest, even if you super-rush it and finish it in a chapter.
If something feels like a quick, short-term thing, it’s an Inten-
tion, even if you wind up having to drop the Intention and pick

‘it back up again over the course of multiple books. Y.

N

Will Spending
Here are the amounts of Will you’re allowed to spend on an Intention:

» 0 Will - free!

> 1 Will

» 2 Will

» 4 Will - a strain on mind and body

» 8 Will - a potentially murderous strain on mind and body

I’ve skipped some numbers there to help make Skills feel a little more
distinct and fluid—it helps each point of Skill make a difference in
what you’re capable of, rather than just feeling like a point discount.

So if you’re wondering if you can spend exactly 3 Will or 5
Will or something?

Nope!

You can’t!

Will Recovery

There are four reasons why you might shed (stop carrying) one of
your Intentions.

£ you finished what you were doing, successfully.

€ you’ve given up.

€ this chapter of the game is over. A new chapter means new Will
and new Intentions!

£ you have too much to do and have to drop it now to make room
for something else.

The first two cases are life-affirming—they represent natural end-
points. It doesn’t matter if you’ve finished by saying “this is good
enough for now” or “Gah! This isn’t working!”:

You’ve finished.
That matters.

If you spend 1+ Will on an Intention, and you can get to that
kind of ending—whether it’s victory, a good stopping place, or a
wall you can’t get past—you get one point of that spent Will back.

If it’s not like that, though—if the Intention just kind of
trails off?

That’s not as good. You don’t get back the Will.

As noted, at the beginning of each chapter of the game,” you’ll
shed all of your Intentions and get back all 8 Will.

Gaming Terminology

Sustained Action—something you are currently doing.

N Y a

7 For instance, in a typical Pastoral game, this is on Sunday’s dawn.
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<~ Miraculous Will ~—=

A few characters have powers that make things a little easier.
They’ll glide through life, or at least, a specific part of life, without
it taking the normal toll on their energy and cope.

I don’t want to just waive the Will cost for this stuff.

Perfection won’t let you escape the fundamental experiences of
the game. No matter how smooth your life is, the Road of Trials will
still take its toll. Even the greatest genius has a finite weekly output
in a Pastoral game; an epic fantasy demands decisiveness; an im-
mersive fantasy requires alertness, care, and attention to the world.

So instead—

If you have a power like this, I’'m giving you access to a sec-
ond pool of Will: a pool of 3 “miraculous Will.” This pool refresh-
es automatically every time you complete an in-genre XP Action,
and every time you’re in a scene with somebody else who does.

So, for instance, you’re in a Pastoral game. You’re in a scene
with someone who does a Slice of Life Action—

You’ll refresh your 3 miraculous Will.

Or, you’re in an Immersive Fantasy, and you make a cool
Discovery?

That’ll refresh this pool as well.

Not everything is easy. There’s a fundamental difference between
petting a lonely kitten while sitting right next to that kitten... and
petting it across the void of interplanetary space.

One is practical.
The other faces an Obstacle (level 4).

In Chuubo’s Marvelous Wish-Granting Engine, an Obstacle
is a game mechanic representing the fundamental impracticality
of what you’re trying to do. Its rating summarizes how far you’re
having to warp the current definition of your Skill and circum-
stances to apply that Skill to do this thing.

Put another way, it’s a measure of how ill-equipped your Skill
is to do what you want to do.

I mean—

This is totally circumstantial. If you have a remote robot
arm for petting kittens, you can reasonably pet a lonely Kkit-
ten from a bio-station around some moon of Mars. The light-
speed delay might be a problem but it won’t stop you. So don’t
make the mistake of thinking Obstacles are an intrinsic part
of the task.

It’s just...
You’ve said something. You’ve declared an action.

Leaving aside success and failure, how reasonable is the idea?

No matter how many powers you have like this, there’s only one
pool of miraculous Will. If you have a power that lets you spend
miraculous Will to cook, then you can spend your miraculous Will
to cook. If you have a second power that lets you spend miraculous
Will to fight, then you can spend from your single pool of 3 miracu-
lous Will to cook or fight. But it’s the same single pool in every case.

You can use Will and miraculous Will on the same action. Or
not, if you’d rather not! If you lose track of which kind of Will
fueled a given Intention, don’t sweat it too much—you’re not sup-
posed to use the Will recovery mechanic to funnel Will from your
miraculous Will pool to your regular one, but as long as you’re not
deliberately doing that, I don’t expect you to keep careful track.

What is this for?

I don’t want this to become standard-issue—it works against
the point of “8 Will per chapter”—but I suspect that if the
game runs long enough about half of the PCs will pick up
some access to miraculous Will.

“This is particularly easy for me” just seems like a com-
mon sort of power to have!

That’s why I’m giving it a prominent place.

N e

_~ Obstacles ~ =

The basic scale of Obstacles looks something like:

Obstacle 0.  This is a reasonable thing to do, particularly with

that Skill.

Obstacle 1.  This is going to be rough.

Obstacle 2.  This is going to be epic. Or a failure.

Obstacle 3. This isn’t possible, but if you squint, you can see
“possible” from there.

Obstacle 4.  This is just plain goofy.

Obstacle 5.  This is fundamentally, outrageously impossible

—it violates logic, thermodynamics, genre, or
something else close to the HG’s heart.

Let’s implement this in the kitten example. You’re trying to pet
a kitten and make it purr. You are using your default, level 0 Kit-
ten-Petting Skill. How rough is this going to be?

Some examples of how rough it could be, and the accompany-
ing Obstacle, include:

Obstacle 0.  The Kkitten is right there.

Obstacle 1. The kitten is skittish and does not want petting.

Obstacle 2.  The kitten is in the open maw of a nearby shark.

Obstacle 3.  The kitten is in a sealed, steel box.

Obstacle 4.  The kitten is on Eris. (A dwarf planet populated by
a species of melancholy bat-people. And their kitten.)

Obstacle 5.  The kitten is dead. Three years ago it fell into the

heart of the sun.

Did it ever even exist at all?

Oy
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Here’s how this actually manifests in play.
Obstacles are a “Skill Penalty.”

Before you claim any rewards, you subtract the highest appli-
cable Skill Penalty from your Intention. So if I want to pet a kitten
and make it purr, and it is in a sealed steel box, my Intention rating
is [my Skill (0) + spent Will (0, 1, 2, 4, or 8) - the Obstacle (3)].

Reasonably speaking this does less than nothing—
I probably can’t even figure out how to start.

I poke the box, maybe. Maybe not. There are no guarantees.
The kitten may not even be alive. But let’s say I find a way to bring
my Lion-Taming 4 Skill into play. (Let’s also say that I have such
a Skill, even though I don’t.) And let’s say I put two Will into it.
Subtract 3 and we still wind up with me being able to pet the cat
“correctly”—as an elite Lion-Tamer, even the steel box doesn’t
stop me from impressing the people around me with my ability
to make it purr.

But that’s not actually all that weird!
I bet it’s like...

I tap the box here. I tap the box there. I tap it here, and there,
and—

There is now a purring coming from inside the box.

This could happen! It’s absurd but not impossible. I have seen
similar events transpire.

4

Z Sweet but Troubled
Kid
“It’s really OK? I can have this?”

Seizhi Schwan, the Best Friend,
doublechecking before actually chewing an offered
stick of gum
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Reasonable Applications

or, “I blow up the earth with my mind.
Cooking Skill 3 + 8 Will.”®

Note that at no point here does the HG have to violate causality
or reason. There’s never anything that says that the HG has to let
my arm stretch between planets if I don’t have a stretchy arm or
pass through steel if I don’t have a way to do it. The Obstacle isn’t
there to say “petting kittens across time and space is difficult.” It
is difficult, but that’s not the meaning of the Obstacle.

The Obstacle is there to say—

“This is well outside the things you know how to do with your
Skill. Do you even know how to start? How to make something
happen? What you’re trying to achieve?”

So there’s only a level 4 Obstacle to blowing up the Earth with
your mind.

It’s goofy but it’s not literally impossible—it’s not a per-
petual motion machine or a paradox or anything. You can take
your Cooking Skill 3 and your 8 Will, or, I don’t know, maybe
your Glass-Making Skill would be better, but the point is, with
just those tools you can still get to a level 7 Intention despite the
nigh-impossibility of the feat.

It’s super-effective!
...but that doesn’t mean that the world blows up.

I feel that what should happen is something like this. Your
mental conception of the earthbreaker omelette—“you can’t blow
up the earth without cracking a few eggs”—actually causes trem-
bling in the substrate. Lights blow out. Tables shake. People who
were scoffing just a few moments ago are looking a little worried
now; and if you want this worry to be useful in intimidating them
later, that’s cool, because that helps make your actions productive
(one of the benefits you can claim).

Overall that image is sillier than I’d like, and less effective
than I’d like—

But I’m actually pretty satisfied with this scene. I mean, in a
heavily realistic game it might be better to replace it with a dream
sequence and in a full-on comedy the Earth might actually blow
up just then® but the whole trembling substrate, minor earthquake,
people worried thing? That seems like it’s a pretty fair response to
the Intention level that doesn’t tear the veil of reason away.

So stuff could happen. Even with just a level 2 Intention,
something probably will happen.

But, you probably still won’t blow up the world. The HG
doesn’t have to let you. “Really effective at using cooking Skill to
blow up the world with your mind” isn’t the most effective thing
in the world to be super-effective at!

8 Now you’re cooking with gas!
9 Strangelets.




«_~ The Meaning of a Skill ~—

Discovery

Part of the reason that we know that Cooking Skill can’t psychi-
cally blow up the world is that the Skill has a plain, common-sense
meaning.

Not every Skill does.

And even a Skill like Cooking has a meaning that evolves over
time—if two cooks have this Skill, one may master the perfect
sandwich while another focuses on fancy high-tech foods. Their
Skills might both be called “Cooking,” and they each might be
able to learn to do the other’s tricks in short order, but the Skills
themselves are not the same.

So let’s talk about how Skills differentiate and define them-
selves during play.

Consider a ninja faced with a blackboard and a complex sys-
tem of linear equations on it. The ninja throws down a smoke
bomb, vanishes; when the smoke clears, a solution is written on
the board.

Ninjutsu, to solve a system of linear equations. Can such a
thing be done?

As noted, the HG is under no real obligation to allow it. It’s
obvious that the ninja can write something on the board during the
smoky interval, at least with an Intention 2+, but whether it’s cor-
rect or not—well, equation no jutsu seems like an odd technique
for a ninja to have.

They probably can’t get it right! Not even with a “correct ac-
tion” (3+) Intention!

...unless they can.

Unless it’s well-known that equation no jutsu is one of the
techniques that they do have, maybe, or should. Or unless Chi ma-
nipulation theory is actually grounded in systems of linear equa-
tions, which all ninjas must learn to solve in an instant. Or maybe
even if they’re in a comedy game, because in a comedy game,
(insert task) no jutsu is probably fine.

So the answer to my earlier question is, if your Ninjutsu can
solve systems of linear equations, then it can solve systems of
linear equations. If it can’t, then it can’t. It’s nothing to do with the
fuzzy, abstract division between ninjas and mathematicians; it’s
only about the concept and the history of that one particular Skill.

What about Skills like “Excellence?” “Do Stuff?” “Dashing
Hero?” “Good Fortune?”

Can they handle systems of linear equations?

Again it’s not about an abstract comparison of the word or sen-
tence fragment to the task at hand; it’s about the meaning of those
words, as established over time in play. The power of a Skill isn’t
determined by its name or even its number; it comes from the
credibility of your idea about how you’re using it, based on your
high concept for the Skill, your confidence as a player, and the
elements and outcomes established in previous events.

So here’s how this works in play.

When you start using a Skill, you need to construe it pretty
narrowly. You need to focus on the things that you know that it lets
you do, the things that are central to its concept; and if you haven’t
really determined that, then the first few things you do with it will
help to define that concept.

However, over time, you’re allowed to stretch it out.

You can shake it up a little bit, do something that’s pretty close
to what worked before, and that’ll be fine—just Obstacle 0, a nor-
mal use of the Skill. And then you can push it a little farther than
that, and so forth, potentially down the slippery slope forever until
you’re using your “Architecture” to fly a car.'

You can even learn to do harder, more out-of-reach things.

If you stretch a Skill to an Obstacle 1-2 application, and suc-
ceed at the underlying task, and you do that often enough, repeat
it often enough—eventually it stops having an Obstacle, or maybe
drops down from level 2 to level 1. It stops being really weird and
unusual. It becomes just a part of how you use that Skill.

In sum, your Skills aren’t in their final form when you get
them. You can develop them, even if the numbers don’t change.
Getting the most out of your Skills is a learning process—you and
the HG will learn what they will be good for over the course of
the game.

=
(=)

It branches off that thing with the pickles.
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The opposite pole from an Obstacle is something that puts you on
firmer ground—something that acts as a guideline, as a stabilizer,
as a support team.

Something that makes you better.

Chuubo’s Marvelous Wish-Granting Engine calls these
somethings Tools.

Tools are pretty rare. Even a +1 Tool turns someone complete-
ly unskilled into an amateur and lifts a professional up to the level
of the elite. A +2 Tool is radical; it makes your Keanu Reeves’ into

your Humphrey Bogarts, puts your local college physicist on a
level with Steven Hawking, and gives random people off the street
the illusion of reasonable competence at whatever the Tool is for.

That said—

A lot of low-end mystical effects manifest as +1 or +2 Tools.
A shrine might offer +1 towards getting in touch with the spiritual
world. A magical cloak might be a +1 Tool towards concealing
yourself. The Meyer House is peaceful; it gives a +1 Tool bonus
towards a good night’s sleep.

«_~ Conflict ~=

The rule for handling conflict between Intentions is pretty simple.
First, calculate the effects of Tools, Obstacles, and whatever.

Then, compare the numerical ratings for the two actions. The
higher-level action “wins,” and the HG gives it the appropriate
rewards for its Intention rating. Then lower-rated actions get, well,
as much as is possible from what’s left.

So for instance, if I have an Intention to take a shower, and you
have an Intention to shut off my building’s water, and you have
the higher Intention rating—well, at the very least, your action
resolves first.

Our actions aren’t directly opposed. There could be water left
in the water tower. I could be perfectly content just trying to show-
er and realizing that there isn’t water. But the point is, if your

Intention rating is higher, my shower is taken in a context of the
building’s water being off. Or maybe the water hasn’t even gone
off all the way yet and all you’ve done really is add an Obstacle to
my shower—that gets really ridiculously math-y and flow-chart-y
for a diceless RPG showering system, but it could arguably hap-
pen.

The point is, if my action has a lower number, then it’s taken in
the context of your action. It’s taken in a world where your action
is guaranteed success and mine, as yet, is not.

If the two numbers tie—

It’s really up to the HG. I suggest a bias towards “the defend-
er,” if there is one, and after that towards “the most reasonable
victor,” but, basically, it’s just up to the HG which “wins” the
conflict and takes precedence.

«_- Edge ~=

Sometimes a conflict is weighted. It isn’t fair. Somebody in a
bomber plane will probably win a fight with me even if I train for
like two years in mantis-style kung fu. Even if I become a much
better all-around fighter than they are due to an unconventional
mantis' the fact that they have one jet, plus bombs, is an almost
unconquerable Edge.

Edge acts as a Skill Penalty to the disadvantaged party; only,
it’s only a penalty for the purposes of resolving conflicts. It doesn’t
actually make them worse at what they’re doing. It just means that
they’re outgunned.

How outgunned? Something like...

0 » This is a fair fight.

1 » It’s arace, and you know the terrain (and they don’t.)

2 » It’s a jury trial and all the jurors are on your side.

3 » It’s a water balloon fight and you’ve got the last water balloon.

4 » It’s a foot race, and you have an armored motorcycle.

5 » It’s a game of “guess what Alexei will say next”... and you’re
Alexei.

11 Er, master. I mean, master.

.‘ I-.

Note that an opponent’s Edge doesn’t stack with an Obstacle—
they’re both Skill Penalties. So if you’re in a footrace against
someone who knows the terrain (Edge 1) and you haven’t had a
good night’s sleep in the past few days (Obstacle 1), their Edge
just doesn’t matter. If you’re a brawl against someone who can
fly (Edge 3) and you haven’t had a good night’s sleep in the past
few days (Obstacle 1), you’re at a -1 penalty in general and a -3
in terms of deciding who wins the brawl—but you’re not at a -4.

In a normal contest, only one side has Edge at a time. This isn’t
100%—if you’re playing full-team basketball against a 2-person
team but the referees are completely on their side, it might be
more convenient to think of both sides as having 2-3 Edge instead
of neither side having any—but one side at a time is the normal
approach: the HG boils everything down to determine which
side has the actual advantage, and then, how much of one. This
is why I’ll sometimes talk about something giving you a certain
amount of Edge “in an otherwise fair contest”—powers like that
won’t mean as much if the deck is already stacked, in your favor
or against.



«_- The Ace -~

Some characters will develop the miraculous ability to... do ordi-
nary, human things really well. It might be Skill-specific, making
them a miraculous doctor, knitter, or fisherwoman; or, they might
just be really good at everything.

Sometimes I’ll call that, and particularly that last option, being
the Ace.

I don’t really want to talk about miraculous abilities yet. I’1l
get to them! But not quite yet. I just want to talk for a moment
about the idea of a perfected or improved human because I’ll be
using it as a mental shorthand in discussing the ideas to come.

Some perfected Ace, some once-in-a-generation prodigy—

They wouldn’t always need to test themselves with Will and
Intentions to get things done. They’d be able to bypass all the
difficulties and just do things—but what things? Could they run at
thirty miles per hour? That’s not that much faster than Usain Bolt.
What about forty? Sixty miles per hour? One hundred?

Just how fast can they run? Just how much can they lift?

Could they outwrestle a dragon? Stare down a sea serpent?
Shatter glass with their spit at a range of twenty yards?

Where exactly is the line for perfection?

I think in some cases it’s OK to let that depend upon the play-
er. I think that in some cases it might be OK to let a perfected or
enhanced human do something, but only if the player explains it
first—if they want to wrestle an elephant to the ground, they may
need more than just the declaration of perfection, but also a hand-
wave like “elephant judo” or even something more realistic and
precise.? It may take details and discussion to anchor one’s belief
to before one can imagine a perfected human doing any given
thing; the line may be a pretty mutable and circumstantial thing.

I’'m going to rely on it anyway, though—the line between per-
fected and impossible Skill—so that’s why I’m defining how Aces
work herein.

12 “Asiatic elephant judo”

- Cool ~2%»

Cool is a sort of Skill with special rules. It’s pretty rare.

It’s basically your ability to make whatever you’re doing look
easy.

You don’t use Cool actively. Instead, anyone trying to hurt
you, embarrass you, corrupt you, co-opt you, or mess with some-
thing you’re actively watching or protecting takes your Cool as a
Skill penalty to their mundane actions.

This won’t stack with Obstacles or Edge, so it’s most useful
when you’re fighting on an apparently fair battlefield.

The ratings look something like:

Cool 0: Ordinary levels of Cool.

Cool 1: You’re unrealistically cool, like “the cool one” in an
American sitcom.

Cool 2: You’re unnaturally cool, an undefeatable villain or a
perfect knight.

Cool 3: It’s like the world has a law that says you always win.
Cool 4: Your luck and calm are both actively supernatural. The
world wants to go your way. Maybe you’re a saint. Maybe
you’re a devil. Maybe you’re just a key part of how this Town
should be.

& Cool 5: Nothing mortal ever troubles you. It’s not so much that
you can’t get hit or shot or poisoned or burned or embarrassed
or sick as that you don t—it just doesn’t happen. It’s a ridicu-
lous concept. You’re far too awesome.

88 9 8o

7 The Prodigy

Fortitude is the home of the Prodigy, a supremely talented in-
dividual. By default this Main Character is Natalia Koutolika,
a PC-aged girl from Russia, although you could substitute a
boy named Antony Yuryevich; the sophisticated French vam-
pire princess Natalie Coutourier; the Spanish child of masked
adventurers, Natalia Cordova; the African princess Zeinaba
Kiros; or the somewhat older Ms. Mithrida Koutolika, a new
teacher at Horizon’s School.

Despite my vague suspicions that they’ve been involved
with a secret KGB training program or something, I like her
family—Yuri and Lenya are pretty good people, and little
Sergey is adorable! Their home might even qualify as a “good
place:” a little kind, a little sacred, to the point where it has
protection against evil magic and the Outside—

So why is the Prodigy herself so very cold?

Natalia Koutolika, aka
The Prodigy




Shine is another Skill with special rules. It’s also pretty rare.

Shine is being so inspiring, lovable, or commanding that peo-
ple can do better at life when they’re doing things for you. Basi-
cally, if it’s for your sake or to protect you or in the name of their
love for you or whatever—

People can use your Shine instead of their own Skill.

The ratings look something like:

«_-~ Shine -~

& Shine 0: Ordinary levels of Shine.

& Shine 1: You’re unusually charismatic and inspirational.

& Shine 2: You’re easy to love and do things for. You’re easy
to respect.

& Shine 3: You’re amazing, and can inspire people to do amaz-
ing things.

& Shine 4: You’re like a good fairy, everyone’s parent, or a trans-
formational leader: you can help people towards productivity.

& Shine 5: You're like Helen of Troy—it’s not so much that you
can do awesome things as that people who do things for you
do... kind of epic things. Sometimes even epic things that you
may not want.

A Bit of History

In the old days Town was a youkai Town. It was a place of
giants and monsters, ruled over by the gods of dream and
nightmare.

Best-loved of all who lived there were the swan people.

Now when the humans came to Town and settled Forti-
tude and brought their iron and their crosses with them, the
Jotun resolved to destroy them. Humans and youkai moved to
a condition of war—well, war for the Jotun and participating
youkai; a desperate struggle to survive, for humankind—

Until one of the swan princes saw and coveted the clothes
that Elizaveta, a human, made.

Such was the love the Jotun held for the swan people—
such was the love everyone had for the swan people, in those
days, except perhaps humanity—that the Jotun then stayed
their hand, ended the war, and accepted the human presence
in Town. Now there are very few of them remaining, out-
bred a thousandfold by their part-human descendants: these
days “Jotun” is more of a cultural identity than anything else,
though even a modern Jotun will have some trouble with
crosses and iron:

And all for the sake of Elizaveta’s needle and a swan
prince’s love for clothes!

4 The Idol N

The Idol (which is to say, the biggest mega-idol superstar
of all the students at Horizon’s School) is probably a mod-
ern-day swan person—though why a magically lovable
swan person should suddenly appear after generations of
their being merely “pretty glamorous” is a mystery to me.
Perhaps it’s not actually got to do with the swan people and
it’s just that the Idol is just. That. Cool.

Vain, maybe. Pretty sleepy. A little patronizing. Self-in-
volved. A bit over-the-top with the fashion, really. There are
a few little personality faults. But still just. That. Cool. The
most beautiful, amazing, perfect, magical, incredible thing
you can imagine.

By default this Main Character is either a PC-aged boy
named Soun Shounen or his PC-aged sister Soun Shoujo.

Soun Shounen, aka
The Idol
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«_~ Connection Skills ~—=~

Connection Skills are your reward for investing time in a place,
context, or person. (Or, in rare cases, in beloved possessions.)
They’re the sense of harmony, familiarity, the ability to click that
you can get from all those things.

They’re written as something like—

¢ Connection: the Suzuki Family

¢ Connection: Herakleides Vasili

& Connection: the Moon Catch Neighborhood

& Connection: my Job at the Supermarket or

¢ Connection: the Headmaster of the Bleak Academy

and, like most other Skills, they’re rated from 0 to 5 (or sometimes
a little less.)

Connections are a restricted form of Skill—you use them like an or-
dinary Skill but their default uses are defined for you automatically as:

see into a (specific) person’s heart;

act appropriately in that person’s company;

trust that person;

work well with them;

enjoy their company; or

remind them who they are, helping them fight off temptation
or something that’s changing them (particularly including the
power of the Outside.)

GHBB08

Or, for a place/context—

understand what’s going on there;

fit into it;

go with its flow;

help keep its engine running;

live your life in a place; and/or

ritually reinforce a place and strengthen its borders against the
Outside or other alien forces.

GHBB08

For ordinary people, the benefit of Connections is that you can
pick them up quickly—it can take years of effort to develop a new
Skill, while a new Connection “Perk” takes weeks or months. For
characters with access to miraculous powers, the benefits are more
variable: some characters will be able to leverage their Connec-
tions to work wonders, while others will leave theirs to molder
and become increasingly isolated from the world.

You have a default Connection 0 to just about everything.
From there, you can aim for...

& Connection 1 once you’ve hit it off with somebody;

& Connection 2 once they become an important friend;

& Connection 3 if you think you’re great companions, allies,
and/or partners;

& Connection 4 if this is a really deep connection;

& Connection 5 if they are your sun and your moon, the better
part of yourself.

For a place or context, you can aim for...

& Connection 1 once you’re starting to feel comfortable here;

& Connection 2 once you’ve started to understand how it works;

¢ Connection 3 if you’re immersed and totally know what
you’re doing;

& Connection 4 once you’re an elite master of this environment.

& Connection 5 if you’re becoming a kind of spiritual represen-
tative thereof.

If your Connection lags behind your emotional connection or your
mastery, it means that your connection is narrow—you have a
strong emotional bond, but you don’t have the breadth of accumulat-
ed experience that the Connection Skill requires. Maybe that means
you’re not as connected as you thought. Maybe it means that you
haven’t put in the work yet. Or maybe it means that there’s a side of
this friend or context that you haven’t yet had the opportunity to see.

" The Headmaster of S
the Bleak Academy and
the Death of the Sun

The Headmaster of the Bleak Academy is one of Town’s bo-
geymen. He’s a lot of different things in a lot of different sto-
ries, ranging from “the lord of Death’s dominion” to just a guy
who runs a school.

He’s definitely one of the Riders, with his eyes all night and
falling stars, and it’s pretty likely that at some point he showed
up in Fortitude with “the dust of a far and sunless land” on his
feet, fell in love with or deceived Jade Irinka and vice versa,
and fathered the Child of the Sun.

And in canon, he’s the one who killed Jade Irinka—it’s not
certain, but it’s the standard—

It isn’t at all clear why.

What is clear is that this act was in some sense the meta-
physical origin of the Outside: that it drowned much of Cre-
ation and all of the Lands Beyond Creation, much of existence
and all of nothingness, under the multicolored void.

To the best of my knowledge this was on March 9, 1997,
inasmuch as Gregorian dates mean anything. I figure you
probably want to move it around some, maybe into antiqui-
ty, maybe put it more recently, maybe you even want to have
it happen during play. I’'m certainly not shy about having it
happen at different times in different stories; it was more of
a metaphysical than a physical event. But March 9, 1997 is
when Russia witnessed the corresponding total eclipse.

By default the Child of the Sun is a PC-aged girl named
Jasper Irinka, although you could substitute a boy named Ra-
ven. The first campaign will feature her as a helpful and kind
of goofy Main Character who occasionally grows weird but
pretty tentacle-limbs; she fell to Fortitude, doesn’t know how
to get back into the sky, and doesn’t quite grasp that she is
the new sun yet. Later stories will deal with the Headmaster’s
daughter, a teacher in Horizon; with the sky kingdom that Jade
ruled and Jasper fell from; and with the Bleak Academy itself.

Jasper Irinka, aka
The Child of the Sun
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«_~ Magic-—

A magical Skill in Chuubo’s Marvelous Wish-Granting Engine
is a Skill that isn’t natural to you—it’s a Skill that lets you cheat,
a Skill that lets you break with the natural and normal rules of the
world. It’s a Skill that lets you do things that people, even your
potentially rather special sort of people, just oughtn’t be able to
do, and without the use of miraculous or wish power.

Magical Skills mean that you’ve found a cheat code to the
world.

Most of the time, in Town, that means that you’re using the
power of the Outside. The Outside isn’t just outside the physical
boundaries of Town. It’s outside the organizing principles of the
world as well. Using the power of the Outside lets you do things
that shouldnt be possible, but—for whatever reason—they are.

For characters with Ace abilities, for perfected prodigies with
mastery of every Skill, the most important feature of magic is that
they are not automatically good at it. Magic doesn’t work like
mortal Skills. It’s fundamentally alien. Ace abilities and Skills like
“Hero” or “Paragon” make you better at what you are; even for
magicians, magic is something you’re not.

For everybody else, the most important feature of magic is that
it’s difficult.

Everything that you can do with magic has some sort of Obsta-
cle attached. A normal Skill has a set of standard uses. Like, run-
ning—if you’re in good health, and wearing good shoes, and on
a decent road, you can just run. You don’t start facing Obstacles
to your running until you have a broken leg, or you’re on slippery
ice, or something of the sort.

Magic isn’t like that.

Everything you want to do with magic is extraordinary. Ev-
erything forces you to push past some sort of barrier. Sometimes
it’s a trivial barrier—a few of the “magical” techniques in this
book are so ambiguous or intangible that they’re barely breaking
the rules at all, and we’ll call those Obstacle 0—but the barrier
is always there. You’re never in optimal conditions for using a
magical Skill. It’s always something you’re not supposed to be
doing and can only do because some alien and supernatural power
intervenes.

I’m implementing each magical Skill starting with a list of rel-
atively standardized and specific techniques. In some cases this is
an extremely accurate portrayal and the underlying magic is built
on named techniques. In other cases it’s closer to a description of
how that school of magic looks from the outside.

For instance, the Sosunov family in Fortitude has a secret tech-
nique that lets them visit their loved ones in dreams. It lets them
do things like:

[Obstacle 1] send and receive detailed information

through a loved one’s dream;

[Obstacle 2] sense unnatural forces at work on dreams;
and even
[Obstacle 3] send a dream forwards or backwards
through time.
5
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A typical Sosunov magician can communicate with a loved one
who is far away. An exceptional Sosunov can stay in communi-
cation with dead loved ones, have extensive dream-conversations
with a future lover or a child not yet born, and even risk paradox
(and possibly a slightly higher Obstacle, at the HG’s option) at-
tempting to change their own history. I know that some of these
things are studied explicitly as techniques but others just emerge
naturally from their general studies of dreams.

As this suggests, the list of techniques isn’t the end-all and be-
all of a magical Skill. All Skills have potentially unlimited appli-
cations; magical Skills have potentially unlimited unreasonable
applications. You can expand this indefinitely and effectively use
any magical Skill to do essentially anything. However, you do still
have to maintain credibility—

Experimentation, practice, or inspiration is required before you can
roll out a new technique. Mastering it—to the point where its Obstacle
level becomes reasonable—will take an enormous amount of time.

Some of the powers associated with the various magical Skills
are functionally mundane. For instance, the magic of the Yatskaya
family includes an Obstacle 0 power—

[Obstacle 0] reassure, befriend, or make peace with a cat

or cat-like spirit;

I don’t have the heart to tell you that you can’t reassure or befriend
a cat just because you don’t know the Yatskaya Family Magic; and
if someone like the Prodigy studied under the Yatskaya, she ought
to be able to learn to do this kind of thing perfectly. So some of the
lower-level powers aren’t actually magical; they occupy an in-be-
tween state, where using them is kind of cheating and kind of not.

Here’s how this is going to work.

If a magical technique exists, and the HG agrees that you can
perform or approximate it—e.g.,

£ you’ve seen it done, and you’re good at copying others’ tricks;
£ you’re in a magical place or situation where it should be feasible;
£ your Skills should let you do something similar, here—

then you can use it, with a mundane Skill or some other magical
Skill, at +2 to the Obstacle.

This isn’t always the best option! You may be better off just
ignoring the magic and doing it your own way—for instance, re-
assuring a cat is usually going to be Obstacle 0-1 anyway, so doing
it the Yatskaya way isn’t necessarily a good idea.

But if you have a highly flexible Skill like Do Stuff and you’ve
seen Yatskaya doing their thing and you want to copy their tech-
nique and soothe a cat—

The Obstacle is 2.

Connection to the
Outside

As an optional rule, the HG can set the default Connection to
the Outside to -2.




Here’s another example.

The Kichi family have magical scrying pools. They can look
into those magical pools, overcome a level 2 Obstacle, and leave
their body behind to wander Town as an incorporeal spirit. If you
have a spying and sneaking Skill like “Go Where I Like,” maybe
you ought to let yourself do that as well!

Astral projection is normally Obstacle 2-4—it depends on
whether your HG thinks psychic powers are real or not—but hon-
estly, it’s not likely to be that meaningful even if you overcome
that wall. The normal outcome of a vigorous attempt at astral pro-
jection is that you have a daydream voyage, possibly augmented
by a sensitive instinct and a heightened data-processing ability. Or
maybe you break your mind-body connection and hurl yourself
off into disorientation, Bluebell Park, or the Outside. Or—

I mean, well, all kinds of things could happen, but they’re
whatever would normally happen to a human throwing them-
selves against an obstacle of that sort. Not magic.

But if you’re at the Kichi Pools? If you’re willing to overcome
an Obstacle 4 (the normal Obstacle for the Kichi, plus 2)?

I think you should have the same mostly-controlled experience
as they.

If you do this often enough—five or six times a season, per-
haps—then this application of your Skill might work its way down
to Obstacle 2-3, with the normal difficulty for the Kichi forming
the lower bound. Or it might make more sense for you to pick up
the Kichi Magic instead. That’s up the HG. It depends!

Summing it up:

You can sometimes use even the fully magical techniques
with a mundane Skill or a different, inappropriate magical
Skill—if it makes sense, and at +2 to the Obstacle. Sufficient
experience may reduce this to +0 or +1.

Creating Magical Skills

When assigning Obstacles to techniques, I like to use a “small
magic” to “ambitious magic” scale—

[Obstacle 0] Mundane tricks
[Obstacle 1] Small magics
[Obstacle 2] Bigger magics
[Obstacle 3] Ambitious magics

—reserving Obstacle 4+ for pushing the limits/inventing new
applications, and deciding what “small,” “bigger,” and “ambi-
tious” mean based on the magical Skill’s thematics. In general,
the Obstacles you pick can be up to two points lower (or, in
weird cases, up to three points higher) than they’d be for a
non-magical Skill.

I’d recommend starting with 5-12 total techniques. In terms
of what techniques are available—

Honestly, you can pretty much put together any technique
list that seems suitable. If you want to play the Demiurge
and have omnipotence, omniscience, and omnibenevo(throat
clearing noises) as techniques, that’s fine; or, rather, it’s prob-
ably not fine, talk to your HG and group before you play the
Demiurge! but it’s not an invalid magical Skill.
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Associated Bonds

Most magicians have one or two “Bonds,” taboos or governing
principles that shape their life outside the domain of the magic it-
self. For instance, if you practice ghost magic, you might be stuck
helping the ghosts resolve their unresolved issues in the living
world. If you practice the Sosunov magic, you have to be care-
ful not to let yourself have nightmares or fall into delirium—that
could pull you, and the world around you, into the chaotic Out-
side!

The full rules for Bonds will appear on pg. 116; for now, just
assume that they’re something all Main Characters, most magi-
cians, and a few non-magicians can have.
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&~ Superior Qualities and Skills ~—

Superior Qualities and Skills are the other side of the coin from
Magical Skills. They’re abnormal or inhuman abilities that are
natural to you.

They let you break the rules for being human, by declaring
that you’re not.

The Jotun have these. The dryads and vampires too. At that, so
do elephants, fish, and the bird-faced spirits of the sky. It’s not that
they’re alien. They’re not. Nor are they touched by the Outside.
They’re just not human—

At least, not once they come into possession of a Skill like this.

(So why is the yardstick humanity? Why does that even mat-
ter?

...the reasons are mostly OOC. There may be a cosmological
reason for humans or some human-like creature like the elves or
Riders to set the norm, but in practice, I’m just writing an an-
thropocentric RPG. If the default character type were dogs, then
I’d write up humans as having amazing, supercanine Skills like
Superior Language and Superior Thumbs!)

Each Superior Quality or Skill confers three advantages.

The first advantage is that a Superior Quality or Skill helps
you win contests. If you can bring your Superior Quality or Skill
into play, it gives you Edge in an otherwise fair contest equal to
the rating of the Quality or Skill. For instance, the Yatskaya Skill,
Superior Cat-Speaker, will help you out in any contest where
being able to talk to cats, or being good at talking to cats, is key.

The second advantage is that you can use a Superior Quality or
Skill as a regular mundane Skill.

This Skill can be broader than the circumstances that give the
Edge.

For instance, Superior Thumbs includes an implicit ob-
ject-manipulation/tool-use Skill that makes even a thumbless or
thumb-occupied human good at doing that kind of thing. Humans
are better at soccer than ordinary dogs even if their thumbs don’t
give them an overpowering Edge. Superior Wings sharpen one’s
sense of 3-D motion and will make somebody a better airplane
pilot and swimmer if the wings don’t physically get in the way. As
a final example, Superior Cat-Speaker makes the Yatskaya good
at all kinds of cat-like activities; they don’t generally get their full
Edge in jumping, sneaking, or hunting contests, but they’re still
good at all of them.

v Infuriating N

“I thought the party was for me.”

— Soun Shounen, The Idol,
explaining why he punched out the newly-arrived
Belgian ambassador

- Character Type earns: Fist-Shaking XP -
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The third, and probably the most important, advantage of
having a Superior Quality or Skill is that it makes you abnormal
or inhuman. There are things that you can do without magic that
humans would need magic to perform. Forget improved piloting
skills and 3-D orientation: having Superior Wings means you
have functional wings. Forget the athletics and the occasional
edge-case Edge: having Superior Cat-Speaker means you can
talk to your cats.

The higher the rating of the Superior Quality or Skill, the more
overtly supernatural this can be. The default expectations for this
in Chuubo’s Marvelous Wish-Granting Engine are:

0» You’re within human norms.

1» You’re unrealistically good.

2» You’re like Rasputin (Superior Endurance 2) or Thumbelina
(Superior Tininess 2).

3» You’re like a beast—bears have Superior Strength 3, great
cats Superior Reflexes 3.

4» You’re something far beyond human—mountains have Su-
perior Strength 4.

5» Nothing mortal can stand against you—Ilight, for example,
has Superior Speed 5.

So, for instance, the various levels of Superior Wings would look
like this:

& Superior Wings 0. You have the same wings as any other hu-
man. I guess those are like your eyebrows or your back hair or
something. Or the wings (dramatic pause) of your mind!

& Superior Wings 1. This might mean that you have function-
al wings, but they’re really only good for hitting people with
or maybe helping you control and aim your falls. The kind of
wingspan it would take for a human to be able to fly is just
ridiculous, so at this level you don’t have that.

& Superior Wings 2. You can have working wings, but you
might need to make some concessions to realism. Maybe
they’re gliding wings, or maybe you exhaust yourself in just
a minute or two of flight. That still isn’t necessarily realistic,
you understand, and it’s not even supposed to be, but it affects
to realism by gesturing in its direction.

& Superior Wings 3. You can have working wings, and can fly
as well as any bird.

& Superior Wings 4-5. This only barely makes sense, really—I
mean, even in Dog Nobilis or Puppy Force where dogs are
the default character type, humans would only have Superior
Thumbs 2-3, you know? But maybe if your wings can let you
fly off with whole cities, or outrace your own sonic boom, or
something, you might have this level of Superior Wings.

These aren’t necessarily absolutely hard limits—Ilike, I’m not go-
ing to come to your house and lecture you if you try to get away
with functional Superior Wings 1 or if you want your incredibly
skilled aerobatic flyer to have Superior Wings 5.%° But in the first
case I’d probably be happier with your talking your HG into giv-
ing you an extra point of Skills, instead, and in the second case,
maybe it’s worth sucking up the inefficiency and taking Superior
Wings 3 plus Aerobatics 5, or—maybe—just taking Aerobat-
ics 5 as your base, starting with a hang-glider or something, and
working your way up to a power that gives you actual flight?

Stuff like being the Ace—

13 Unless I know you personally.
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That is, stuff that makes you “better” or “perfect” with your
Skills—

Enhances the abilities that are natural to you. Normally that’s
abilities “natural to a human,” but ultimately it’ll enhance what-
ever you actually are. So you can generally use Ace abilities to
perfect the abilities that a Superior Skill gives you. If you contrive
to give a perfected human or enhanced skill-user a set of Supe-
rior Wings 3 (or, for that matter, a biplane), they will fly it with
unnatural grace.

Conversely, not having a Superior Quality or Skill doesn’t
mean anything.

It’s not a good sign or a bad sign.

A typical human doesn’t have Superior Thumbs and doesn’t
have Superior Wings. Yet they still have thumbs and not wings.
That’s not because of some arcana hidden in their Skills. It’s just
because... they’re a typical human.

Put another way—if I suggest a Superior Skill below, or if
someone in your game has one, that doesn’t mean that normal
people don’t have that Skill. And it doesn’t mean that they do! If
some alien from a distant clothing-world has Superior Fashion 3,
that doesn’t mean that fashion is equally alien to humans. And it
doesn’t mean it’s not!

It just means that I think being superhumanly fashionable is a
thing that an alien could be.

4 Hapless S

“Well, of course, wishing to have an ice cream didn’t work. I
mean, you can’t have an ice cream and eat it too.”

— Chuubo, The Wishing Boy,
explaining why he wished to be an ice cream

- Character Type earns: Head-Desk XP -
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Quests are the core character advancement and achievement
mechanism in a Chuubo’s Marvelous Wish-Granting Engine
RPG. You’ll use them to improve yourself, to connect to places
and people, and to make long-lasting changes in the world.

You’ll find quests particularly useful for livening up technical
and tactile activities and for getting a grasp on ambiguous ones. If
you’re studying aquaculture, for instance—learning to manage the
fish and shellfish of Big Lake—then quests will provide an OOC
eidolon for the technical details and hands-on experience that you
can’t really cover directly in play. If you’re learning to become
a more dependable person, the quest will provide you a way to
measure progress on something otherwise unquantifiable.

Quests exist because a lot of life is about little things—tiny
moments, textures, and details; things that get stripped from the

Each quest starts with a note on how much XP it needs and some
metadata—

For instance, a quest tagged with

1:@
2:0

is a good starting quest for a Shepherd Arc and a good second

quest in a Storyteller Arc. It could be “the story of your ordinary
life—the everyday work stresses, and pleasures that form the fab-
ric of your days” (Shepherd 1) or just “ignoring the pressures on
you and just doing things your own way.” (Storyteller 2).

I’m calling that metadata instead of actual data because you’re
not usually going to look it up from the tag—instead, you’ll either
find the quest while looking for a good Shepherd 1 quest, or a
good Storyteller 2 quest, or you’ll just use that data towards the
end of the quest to help get a sense of an appropriate reward for
completing it.

After the metadata, the body of the quest starts with a high
concept description of what the quest is all about.
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Quests

experience of Town by the abstraction of play; by the conversion
of a PCs’ life into a player’s words and actions around a table.
Quests are their own kind of little thing, in turn: the player-level
equivalent to all the bitty ephemera that you don’t want to explain
in-game. You don’t have specific little body insights about wheth-
er someone is comfortable in your company, or an exact number
for the optimum salinity level for raising lake snails, or names
for all the colors, sounds and moments of a PC recovering from
despair—you have accumulated XP towards a quest, instead.

Eventually you’ll accumulate “enough” XP (each quest has its
bank) and earn its rewards—stuff like life victories, new manga,
1/chapter abilities, and improvements to your abilities and Skills.

In practice you’ll organize your quests into longer Arcs of 3+
quests. I’ll talk about those later on!

«_~ Quest Description ~—=>

notes and examples

Then there’s a section, “What You’ll Do,” that’s optional for
both of us. You can skip it if you don’t want it to apply and some-
times I leave it out. It’s basically here to talk about the special
effects of the quest—

The things you’re doing, or the signs upon your person, that
show you’re working on that quest.

Then there’s another optional section, “What You’ll Know,”
that talks about the kinds of things that people who are on this
quest tend to learn or know about. You can generally assume
that if you’ve been on that quest for a while, you can use your
Skills (pg. 64, 69) to know or do that stuff—you don’t need any
other excuse to stretch your most appropriate abilities to cover
that.

Sometimes I’ll use a different section, like, “What Happens,”
to talk about the things that happen over the course of the quest.

You can push the HG to have those things happen, if they’re
otherwise not.

For instance, here’s two versions of a quest to clean up an old
house and make it habitable again:



Cleaning up an Old
House (version 1)
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Cleaning up an Old
House (version 2)

25 XP Quest
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You’re cleaning up an old house to make it habitable again.

What You’ll Do

You’ll probably have some cobweb in your hair or on your shoul-
der. You’re going to be harried and you won’t have much time
for getting together with people. You might get sick a lot—you’re
around a lot of dust and mold.

You’re always inviting people over so they can see how far the
house has come.

What You’ll Know

You’ll know a lot about building codes in the Region.

In Fortitude, for instance, you’ll know the building codes for
Fortitude—or, rather, more specifically, you’ll know that there
aren’t any. Not officially. But that there is some pretty intense if
hands-off oversight from the Fortitude Regional Council: they’ll
make sure you’re aware of the unofficial standards and best prac-
tices documents floating around the local library and provide at
least gentle pressure against the house becoming or staying an
eyesore. In fact, they’re probably what made sure the house
you’re renovating came onto the market or into your hands in the
first place!

(They’re not all-knowing or all-powerful or anything, just,
well, very interested in the state of the local buildings and streets.)

This is an adventure about finding friends in the most unlikely
places.

What Happens

This quest seems like it’s about cleaning, at first, but not long into
the process you’ll realize that you’re not alone. A study of your
environment leads you to discover a strange, displaced hedge-
hog-man living in the basement—apparently he’s taken shelter
there because he’s being hunted by creatures from Outside.

You’ll make friends with him, over the course of the quest, and
have a strange adventure; but then he’ll depart, leaving you with
more questions than answers and a mostly-renovated house.

&~ Perks -~

a rules concept

When you complete a quest, you’ll earn a reward!

The Perk you’ll get is usually based on your character Arc.
For instance, let’s say that you’re on the fourth step of a typical
Knight Arc—

“You’ve fallen short of who you wanted to be. You’ve erred,
or lost your path. Now you have to make amends, and grow.

Outcome: Redemption is an ongoing process, but you’ve
made a start. If possible, an NPC acknowledges that. Either
way, the weight of guilt and wrongness on you lightens.”

To finish the quest is to seize that outcome, which is pretty nice
in and of itself—but you’ll also get a bonus. One of the options,
for instance, is...

Cool. You gain a new level 1 Cool Perk.

This isn’t a fixed part of your character to the same extent as your
inherent Skills—you could, for instance, wind up losing this Perk

later. But for right now, if you take that option, your work on
redeeming yourself has earned you a point of Cool. If someone
comes along right now and tries to corrupt or trick you, they’ll be
facing a level 1 Obstacle that they might not expect!

You might also get some benefit that isn’t a Perk proper—

+1 to an existing Cool Perk, up to [a limit we’ll talk about
later, but basically, “the number of Arcs like this you’ve
done.”]

So, if you’ve already done this Arc a few times, and you already
have a level 1 Cool Perk floating around, you can now upgrade
that Perk to level 2 Cool.

In a long game you’ll be able to take the Perk all the way to
level 5, evolving from an Umino to an Akio, from the Urkel to
the Fonz, from a Doogie Howser into a Barney, or even from a
Roseanne Rosannadanna all the way up to a Beatrix Kiddo, Ellen
Ripley, or Emma Peel.
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Perk Slots

I don’t want characters to collapse under the weight of sixty-five
different Perks—I’m OK with you having a lot of different pow-
ers, and a lot of different stuff going on in your life, but Id like to
keep your concept relatively clean.

So the rule is:
You can have up to eight total Perks.

After that, when you finish a quest, you can either pick a re-
ward option (e.g. “+1 to an existing Cool Perk” or “move 1-2
points between skills”) that doesn’t require a new Perk, or sacri-
fice one of your existing Perks to make room for something new.

I’m not actually expecting this to be a problem for you—

By the time you actually exhaust the potential of the advance-
ment system you should be able to afford a few Perk slots that you
just use to hold your latest cool toy instead of stuff you intend as
permanent; also, the rewards from longer Arcs can potentially ac-
cumulate indefinitely. If you ever wind up heartbroken because you
really desperately need nine Perks, though, it’s probably OK to trade
in the normal reward for an Arc for an additional Perk slot instead.

The mechanical heart of a quest in play is its quest card. This has
two key features—

£ a progress grid of blank spaces, representing the XP cost of
completing the quest.
£ aset of options for gaining quest-specific bonus XP.

Some quests have multiple options for this card.

You can technically use a quest card straight from this book,
another book, or the Internet, keeping track of accumulated XP
elsewhere; but normally when you start a quest you’ll copy,
hand-copy, or download and print the quest card, filling in the
progress grid as you advance the quest.

There’s a lot of flavor and ideas in the descriptions of the
quest, and you probably want to pay attention to it if you want
to maximize the fun and depth of experience of your game. But
in practice it’s all down to the card. Use the bonus XP conditions
on the card. Fill in the progress grid or accumulate the requisite
number of XP—

Get the rewards.
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Progressing Through an Arc

Quest mechanics are asynchronous—you don’t always finish
quests in the same order that you start them, nor do you always
know in advance which of the quests your character takes on will
be the important, life-changing or life-affirming quests and which
will throw them down into the dark.

Accordingly, the whole process of finishing a quest and choos-
ing a Perk that fits its place in your Arc is going to be a little ad
hoc. The platonic ideal of an Arc is that you do 3-5 quests in order
for that Arc until you’re done; a Bindings Arc is a Bindings 1
quest, then a Bindings 2 quest, then a Bindings 3...

But if you start a Bindings Arc, and then finish two quests in
short order, they’re probably both from the “same” phase of your
life—you’ll get two rewards from the Bindings 1 step. Maybe that
speeds you through Bindings 2 later, maybe it doesn’t. Sometimes
you’ll even notice that a quest that you’ve just finished really has
nothing to do with your Arc at all—it’s a “side quest,” as it were.
In a case like that, you’ll usually just take a Perk or other reward
that fits the quest, even if it’s a Perk from some completely differ-
ent Arc—for instance, you might look at the metadata for Clean-
ing Up an Old House, decide that when you did it it was kind
of like an Emptiness 2 quest (pg. 437), and take the appropriate
outcome and Perk.

Ultimately you’ll finish the Arc after putting a certain amount
of XP in, as soon as you complete the next plausibly Arc-com-
pleting quest.

Quest Cards -

Bonus XP

There are two basic models for quest-specific bonus XP.

The first model is the “any time” kind of quest—there’s some-
thing simple that you can do at any time to bring the quest into
play. This’ll earn you a bonus XP. For sanity’s sake, you can only
earn this bonus once in each scene and only once per 15 minutes
of real-time play (approximately); this is over all of your quests
combined.

The second model is the “storyline” quest—the quest is a
structured experience, with some specific goals to aim for and a
list of suggested actions. You can usually earn +5 XP towards the
quest by hitting one of the major goals, and even if you don’t, you
can earn one bonus XP per chapter by taking an action or setting
up a scene of the appropriate sort.

There’s no limit on how often real-time you can earn bonus XP
for a storyline quest, but I’m not expecting them to be balanced—
even with the occasional +5 XP bonus, storyline quests are gener-
ally a little harder and take you a little longer to complete.

Examples

I’ll show you two “any time” quest cards and a “storyline” quest
card for the Cleaning up an Old House example, and then discuss
them in more detail below.
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Cleaning up an Old House
(Example 1)

e L
Bonus XP

You can earn a bonus XP towards this quest at any time (but only once per scene/15

minutes) by explaining some of what’s happened in the past scene—your being ex-

hausted and shaking, your backpack being full of hammers, the reason you showed up

at a friend’s house in time to rescue them from a fire—as

“It’s the house, you see.”

Quest Flavor

That’s why you were in the neighborhood. That’s why you’re sick. That’s why you’re
staring blankly at someone’s hallway. That’s why you didn’t have anywhere to sleep
and went over to visit them. It’s the house, you see.

Pick some standard phrase to indicate this, it doesn’t have to be the one I just said,
and just use it or a close variant when you want to claim the XP.

What’s yours?
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Cleaning an Old House
(A Goofier Form)

e 15
Bonus XP

You can earn a bonus XP towards this quest at any time (but only once per scene/15

minutes) by proposing a theory about how something will help you with renova-

tions. For instance, if you’re being attacked by zombies, you might exclaim, “Endlessly

reviving flesh! I bet this could fix my insulation problem!”

Note that you have to actually consider this theory. I mean, it’s OK if someone stops
you, but the point isn’t to come up with something goofy to say, the point is to come up
with a goofy idea to think—or, put another way, to show that everything you encounter
is being filtered through the screen of “I’ve got to get this house into shape.”
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| Major Goals

The HG can award you 5 XP towards this quest—
O if you are injured while working on the old house

O if you have a gathering of your friends there, and they pitch in.

You can earn each such bonus once per quest, for a total of 10 XP.

Quest Flavor
- 1/chapter, you can earn a bonus XP towards this quest by:

Q working on cleaning or repairing the old house
Q @ sleeping over at a friend’s because your house isn’t ready yet

Q 0 telling an anecdote to your friends about the house and its condition
You can combine this with an XP Action, but you’re not required to.
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«_- Choosing your Quests ~—»

Each PC can pursue up to four quests at any given time.

I’m not expecting you to need that for just the quests in a giv-
en campaign—you’re only going to need two at a time for that,
maybe three if you find something cool on the side—but it’s very
easy to design new quests. An any-time quest should only take 2-3
minutes to put together if everything goes smoothly and 10-15
if there’s some HG-player disagreement or negotiation involved.
A storyline quest’ll take longer, but 10-20 minutes to hash out
something quick or 2-3 hours to make something worth sharing
publicly online isn’t an unreasonable time frame.

Getting back to your four-quest limit:

It’s on the high side for the content I’'m giving you and it’s
definitely not something to think of as a quota you need to fill. But
I’'m giving you four as an option, because there’ve been times in
my life where that’s fitting—where I’ve had, say,

«_~ Starting

Quests structure activities that your character is already doing or
things that you expect to have them do. That means that there’s no
white-armored knight waiting to ride up and escort your character
into a magical land of questing when you start a quest—there’s
just the things you... do. When you take a quest, you’re just say-
ing, this thing is important, and I expect that my character is or
will be spending a lot of time on it in between game events.

Here’s all you have to do to start a quest:

& Decide that you’re interested in a quest.

& Make sure you have fewer than four quests. If necessary you can
drop a quest (see “abandoning a quest,” below) to make room.

& Resolve to yourself that your character will pursue this quest.

& Tell the HG that your character is now on that quest.

£ Wirite the quest’s name on your character sheet, print or copy
or create a quest card, or otherwise make a semi-permanent
record of the fact that you’re on that quest.

& Starving Artist

& Working on an RPG manuscript
& Far From Home

€ Working on a Fiction-based Blog

and while I could think of other quests I might theoretically have
been doing, or combine two or three of them into a single quest, or
whatever, those four items just seem right to me as a quest-tinted
picture of a life.

You’ll have a pretty free hand in choosing what your quests
are. Almost every quest is available to any character that wants
it, and hardly any quests have any sort of formal prerequisites.
Even the Arc structure is a way of saying: try to interpret what
you wind up doing this way, rather than “take these quests, in this
order, or else.”

Fundamentally, a quest is just something you want your char-
acter to be doing and working on, both during and between the
scenes of play. If you’re playing a pre-built character from, say,
Fortitude: the Glass-Maker’s Dragon, and the quests I’ve given
you don’t seem to fit you, feel free to raid other sources for any-
thing else that seems better fit.

a Quest ~»

For instance, you really like birds. You decide to start a quest to
learn more about the birds of Fortitude—well, done! Resolve that
you’re going to foreground that part of your life. Tell the HG that
your character is studying the bird life of Fortitude. Record this
information somehow. Copy, hand-copy, create, or download and
print a suitable quest card and bam! You’re on that quest.

The other side of that is that starting a quest doesn’t give you
anything in and of itself. If you declare, for instance, that you are
now on the quest Taking Care of a Small Child (pg. 339), that
doesn’t provide a small child for whom you can now take care.
It just structures and surfaces whatever existing opportunities for
childcare you already had. If you’re playing the kind of game
where you can declare “I adopt a kid,” “I babysit a neighbor’s
child,” “I take care of my little sister,” or “HG, provide a small
child!” then the quest will help make that declaration worthwhile;
otherwise, I guess you are woefully providing childcare to your
chia pet, basement toad, or tiny egg.
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«_- HG/Group Quests ~—

The HG also manages a pool of up to two “group quests.” These
are things that the players are doing as a group that the HG is
interested in treating as a quest.

& any player can contribute XP towards the quest
£ the HG chooses some number of players, and
* each chapter that many players can each earn 1 bonus XP
towards the storyline;
* each hour,'* that many players can each earn it 1 any-time
bonus XP.

14 This could be 15 minutes as usual but that seems like it might get spammy.

«_~ XP and

I’m calibrating the game on the following assumptions:

£ atypical session runs 4 hours
€ it gets through about 3 in-game chapters—sometimes 0 and
sometimes 10, but ~3
£ you’ll earn about
* 10 XP for casual play
* 20-25 XP for focused, intense play
* 35-40 XP if you’re focused and covering a lot of IC time
* 50-60 XP if you’re focused, rushing, and everything goes right.

Each quest has an associated XP Cost, which you can understand
in those terms.

The XP cost for a quest measures how much work and time
it takes to complete the quest—the higher the XP cost, the more

Group quests are almost always storyline quests with 1/chapter
options that the HG is interested in seeing the PCs pursue.

£ the HG chooses, starts, and chooses whether to abandon these
quests.

& the quests don’t generally give Perks, Arc advancement, or in
fact any benefit save “cool stuff happens,” but if they do, the
benefits are shared with all appropriate PCs.

XP Cost ~—»

effort you’d expect to put into the quest before you see real results.
If you’re college students or NEETs with a lot of free time then
you might get through 100 XP in a week of real-time play; if your
gaming group is full of busy people with awkward schedules, you
might manage 20-30 XP in a real-world month.

So when you’re looking at the XP cost for a quest, you can
understand it in that frame of reference—e.g. “50 XP? That’s a
couple of months of play!” Or “15 XP? I could get there in a single
session, even half a session, but it’ll probably take two.”

I’ll normally write a quest’s cost under its title—for instance,
“Cleaning up an Old House,” above, is a 25 XP quest.

«_ -~ Bonus XP ~=»

Each quest has a way—often, several ways—to earn bonus XP
specific towards that quest. I’'m including these to make sure that
quests don’t drift into being just a background activity; while your
character is likely to do a lot of the work towards the quest be-
tween scenes and sessions of play, I hope that you’ll care about
quests during the game as well!

There are two models for this.

Any-Time Quests. You can get a bonus XP at any time for this
quest with some variation on:

£ saying a quest catch-phrase

£ emoting a quest catch-... emote?

€ using a sign or prop associated with the quest
& proposing a quest-related theory or idea

There are cool details, and it’s all built around the notion that you
wouldn’t be doing this, saying this, emoting this, using that sign
or prop, whatever, unless events fit the quest—but mostly that’s
all there is to it. Just say something, or use a prop, and bam! I’ve
made this very simple and easy so that all of the complication can
come from the roleplaying around these events.

You can get one XP like this every 15 real-life minutes (or
s0), and at most once per scene. (That’s over all of your quests, if
you happen to have 2+ that work this way.) I’'m expecting you to
get this maybe once per hour, maybe less, and 2-3 times per hour
when you’re really pushing it.

Where Does XP Come From?

You can earn XP from—

& XP actions (pg. 11);
£ quest bonus XP (pg. 87-103);
£ emotion XP (pg. 46).

I’'m calculating casual play as earning a bit under 2 XP per
chapter and 1-2 total quest bonus + emotion XP per hour. In-
tense, focused play can earn 2-4 XP per chapter, 2-3 quest bo-
nus XP per hour, and 2-3 emotion XP per hour instead.

Storyline Quests. These quests have two ways to get bonus XP.
You don’t always have both.

If there’s something in particular that I think would be cool to
have happen during the quest, or something that I want to high-
light as a possible big event during it, I’ll write that in as a “major
goal.” If the HG thinks/agrees that you’ve completed one of these,
you’ll get 5 bonus XP, up to a quest-specific cap. You can ask the
HG and players for help in making these happen. You can’t
demand it, but it’s OK to expect!

In addition, each storyline quest card lists a set of actions you
can take to earn 1 bonus XP per chapter from “quest flavor.” If you
find yourself performing such an action, you get the XP. The 1-XP
limit here is for that specific quest, so “try to get 1 bonus XP for
each such quest” should be on your chapterly agenda.
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If you don’t stumble into it naturally, you can declare that
you’re taking a “quest flavor” action, even if it’s not normal-
ly something you can control—for instance, if your quest fla-
vor includes something like, “encounter a Main Character while
you’re traveling the roofs of Fortitude” or “accidentally swallow
the crown jewels,” you can say that that happens, even though it
normally wouldn’t be in your power to declare.

As usual, it’s up to the HG to describe what actually happens
when you take an action, so you and the HG do have to be on the
same page—I’m just clarifying that you can take the initiative on
quest flavor in a way that you can’t for its major goals.

I’ve marked up the quest flavor with icons. There isn’t any
rules content to this—it’s just a tool to get you thinking in the right
directions. For instance, when I list an option like

Q working on cleaning or repairing the old house

it might remind you of the icon for Shared Action and Shared
Reactions—but it doesn’t mean you have to play it out that way,
it’s just an indication that I can imagine it as a Shared Action kind
of scene. If I put two icons, it means there are at least a couple of
different ways I can see it playing out; for instance, when I offer

Q 0 telling an anecdote to your friends about the house
and its condition.

I’m saying that that that might be a Shared Reactions or a Fore-
shadowing event. Or maybe it could be Sympathetic Action? I’d
probably go with Foreshadowing, but if your brain goes to Sym-
pathetic Action or even Shepherding instead I’ve decided that I
do not mind.

Recording Bonus XP. I’m expecting you to copy or download
and print the quest cards and mark up bonus XP as you get it
on the XP grid—but it’s also perfectly OK to track this on your
character sheet, writing it on your character sheet next to the name
of the quest.

In general I’'m expecting you to get about 70% of the possible
bonus XP on a storyline quest—you’ll usually get your bonus XP
each week, and you’ll usually hit your major goals, but it won’t
happen every time!

Forum Games

In a forum game, I’m expecting the “per scene” limit on emo-
tion and quest bonus XP to be a bigger factor than the “per 15
minutes” limit.

I believe that in a forum game it’s notionally possible to get
through 2-3 chapters and 20-25 XP in a real life week, but it’s
not going to happen; a more probable time frame is one chap-
ter and 5-7 XP per month. If that’s how it works out for you,
consider slicing two fifths or three fifths off the cost of quests,
the cost of Arcs, and the +5 XP bonuses.

<~ Any-Time XP -

I want to take a chunk of this book now to talk about any-time
XP and how to choose the bonus XP condition for the quests you
create yourself.

I think that there are eight basic ways to understand a quest.
I’ve paired them together with a set of icons and colors, but you
absolutely don’t have to understand that—the icons are conceptu-
al/tactile links between related concepts in the system, not some-
thing you have to worry about as special rules.

Here’s a list of the quest types in their rough order of frequency:

Work and Study: the quest is part of a simple
life—it’s about you doing or learning something in
a simple, honest way.

Melodramatic: the quest focuses on the exagger-
ated reaction you have to something you love/hate/
whatever.

Paradigmatic: the quest defines a paradigm or
context for you—it gives you a unique lens through
which to view and understand the world.

Exciting!: the quest focuses on a passion or fear—
it’s something you get overwrought about.

Lurid: the quest is something that risks your iden-
tity—you’re coping with something that calls you
to go somewhere else, to be somewhere else,
something that changes your state of being or lures you to vice.

Struggle: the quest is about your character’s emo-
tional and life issues writ large. It’s about some-
thing that you can’t process, something that you
deny.

= Setting: the quest is part of the background of your

‘ life—it’s something you live through, day by day.
Symbeolic: the quest is about so something weird,
vast, mystical, almost indescribable.



Pastoral and Passionate
Quests

In some cases the three-word name for Work and Study quests
and the exclamation point for Exciting! quests winds up feel-
ing a little awkward.

So Work and Study quests are sometimes also called
Pastoral.

And Exciting! quests are sometimes called Exciting or
Passionate quests instead.

I’m going to propose slightly different XP conditions for each, so
the first step in designing a quest is to look over the list of them
and figure out which one you want a quest to be. Sometimes it’ll
fit multiple options and you’ll have to read on and see which one
will inspire you more. All of these options boil down to something
you can just say or do, so ultimately “wanting your character to
still be cool, even though you do/say this a lot” is the major lim-
iting factor.

Gaming Terminology

Scene—uh...

OK, look. A dramatic scene is a little hard to define in
general, and even more so when it comes to roleplaying. So
mostly I just want to be clear now that I’'m using the term
more often that you haven’t missed a definition for scene. A
“scene” is just... a scene. One scene of the story. If I were
pressed, I’d say “a unit of stuff happening from the time a
situation is established, until the time the situation changes
in a way that resolves some narrative event.” But that’s not a
rule for you to memorize. It’s the definition that I’d give you
if I were pressed.

You can use your own theory here for what a scene is!

Whatever a scene is, a “scene” in this game is one of those.
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<~ Work and Study Quests ~=

Pastoral

There’s something you’re working on. There’s  This becomes your suggested explanation—either
something you’re trying to build or learn or what-  humorously or seriously—for recent events, suc-
ever. There’s something you’re putting long-term  cesses, and/or failures, and your own part in them.

simple, honest effort into.

To earn a bonus XP, you’ll take a scene where
stuff has already been happening, and you’ll re-
frame it as you doing your regular thing. E.g., say-
ing,

& “Of course, I’m a writer.”

£ “I’m learning!”

& “I'm trying to help.”

£ “Nothing less from a [your last name here].”

€ “And that was another... mistake.”

& “Well, I’ll try anything once.”

£ “Of course, as a brilliant detective, I had seen
through this already.”

£ “Neither rain nor snow shall keep me from my
appointed rounds...”

£ Emoting sparkle or ting! to show how amazing

S

you are.
...or something else?

=
Bonus XP
There’s something you’re working on:

You can earn a bonus XP towards this quest at any time (but only once per scene/15
minutes) by explaining away what you’ve been doing or trying for in the current scene
as part of that thing you’re doing.

Pick a standard phrase to indicate this, and then just say that phrase or some close
variant when you want to claim the bonus.

What’s your phrase?

The idea is that by saying that, you either confirm that something is about the thing
you’re working on, or you make yourself a little goofy and perhaps overly earnest.

This can be a 15 XP, 20-25 XP, or 35-60 XP Quest




«_~ Melodramatic Quests ~—»

Melodramatic!

There’s something you react to strongly. There’s
something that really hooks you, that you really
care about.

“This is perfect for my book!”

“I can’t accept this!”

“Dazzling!”

“Ooh, storytime! Dish!”

“Of course, as a hero, I must face this boldly!”
“00000000”

&
&
&
&
&
&
€ “It must be mine.”
&
&
&
&
&
&

Bonus XP for a quest like this comes mostly
from reaction shots—there’s something you do or
say or emote that indicates that the quest is going
on. There’s something you do to show that your at-
tention has been caught and engaged by the scene’s
relevance to your quest-specific interests, peeves,
fears, or dreams, e.g.:

“This is the life. The life!”

“Impossible. Unacceptable!”

“So. CUTE!”

“I won’t have it. Do you hear me? I won’t have
it!”

“Fascinating.”

...or something else?
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Generic Quest

(Melodramatic)
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Bonus XP

There’s something that just rivets your attention when it happens; or when you think
about it; or when something fits your thoughts about it.
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Something you love. Something you fear. Something like...
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Pick a catchphrase for this. You don’t have to use the exact same catchphrase every
time, but it’s the core of your experience here. It’s what you say to show that your atten-
tion has been totally caught.
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You can earn a bonus XP towards this quest at any time (but only once per scene/15
minutes) with an emote or a statement that goes basically like that!
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k This can be a 15 XP, 20-25 XP, or 35-60 XP Quest
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«_-Paradigmatic Quests ~

Defining

This quest is a way of thinking. It’s a special way of
modeling the world. You have a special way, at least
while you’re on this quest, and possibly long-term,
of modeling the world.

Maybe it’s smart. Maybe it’s goofy.

Maybe it’s science. Maybe it’s philosophy.
Maybe it’s a delusory belief! Or it could be some-
thing emotional or circumstantial, like ignorance,
depression, optimism, alienation, or viewing every-
thing through the lens of your impending child.

Anyway.

Your quest is a way of thinking. So you show
that by proposing theories about the world, deriving
from that style of thought.

Your bonus XP condition is proposing a specific
kind of theory; you have to, e.g.,

& propose a theory about fate

& propose a theory about a mystery

& propose a theory about how to handle things

& propose a theory about how something works

& propose a theory about how to survive an attack
by tigers

& propose a theory about the natural world

& propose a theory about romance and attraction

& propose a theory about what’s going on around
you

& propose a theory about the Outside or the Bleak
Academy (pg. 298-314)

& propose a theory about the history of Town

& ...or something else?

You do have to say it, or at least think it, in char-
acter—the theory isn’t from you, as a player, it’s
something that your character is, at least momen-
tarily, seriously considering in the world.
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Bonus XP

through.

There’s something you’re always thinking about. It’s a lens that you see everything else

come up with new thoughts to genuinely consider.

This can be a 15 XP, 20-25 XP, or 35-60 XP Quest

You can earn a bonus XP towards this quest at any time (but only once per scene/15
minutes) by proposing a new theory about that thing you’re always thinking about.

Make sure to actually stop and consider the theory—I mean, it’s OK if someone
stops you, but the point isn’t to come up with something goofy to say, the point is to
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«_- Exciting! Quests ~ =

/=

Passionate

This bit’s about something that you get worked up
over. [ mean, really worked up. It’s goofy. It engag-
es you. You go over the top.

This is normally signaled by a sign, reading
Over the Top, which you hold up when you or the
natural course of events takes things over the top.
When... for some quests, for quests that go over the
top in comedic ways, it’s for when things get so
ridiculous that you just have to laugh.

And for other quests? The ones that go over the
top in an awful way or a dramatic way?

It’s for when you just have to make that kind of
pained whimper-laugh that you do when the misery
in your life goes over the top.

The XP condition doesn’t have anything to do
with laughing or whimpering, though.

It just means something like that, when you hold
up the sign.

You’ll get the bonus XP itself when you do hold
up the sign—or, well, if you don’t have a sign like
that, or don’t want to do that, or can’t show it to
people, when you emote

& This is over the top! or
& I’m taking this over the top!

This bonus XP condition is obviously pretty gener-
ic—you could indicate any number of Passionate
quests with the same Over the Top sign—but for
a quest like this it’s usually going to be obvious
which circumstances have just gone over the top. If
you can’t tell whether it’s your passion for yakitori
or your love of exploration that has just gone over
the top—

Well, that can’t happen every time, can it?
Surely it’s a special case!

- Off-Camera Quests ~—-

THE CAMERA LENS IS ON FIRE

So there’s some quests that really should mostly
happen in the background. They’re not about you.
They’re not about what you do on stage or on cam-
era. They’re just stuff that’s happening behind the
scenes.

Or maybe the quest is about stuff that happens
during play, but—

You can’t drive it. It’s all up to the HG.

I don’t like that.
I don’t accept it! That’s not a good quest!

Instead, I demand that you step up to the bat and
make goofy stuff happen. If you think your quest
is an off-camera quest or an HG-driven quest, treat
it as an Exciting! Quest instead; only, maybe, with
a bit more player agency and a bit less character
agency in taking things over the top.




Generic Quest
(Exciting)

I

Bonus XP

There’s something you’re doing:

...and you get really worked up over it. Well, you do, or the world does. Ridiculous,
absurd things happen. Things get hectic.

So, look. Arrange for a sign.
It should say “Over the Top.”

You can earn a bonus XP towards this quest at any time (but only once per scene/15
minutes) when your quest, or its consequences, or what you do about it, gets a little
over the top.

Or, for that matter, when you decide to make them a little over the top.

‘When that happens, hold up the sign or otherwise declare/observe that things have
gotten over the top and you can claim the XP.

You don’t even have to say anything in character! You just have to be willing to hold
up a sign. It’s even OK if sometimes you’re being ironic or making a suggestion instead
of an observation, as long as an observation is more typical.

This can be a 15 XP, 20-25 XP, or 35-60 XP Quest
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«_ - Lurid Quests -

Lurid

You’re torn between two worlds or two selves.
There’s a seed of wickedness in you; or sickness;
or corruption; or maybe just another self, another
form, some flowering change; or pain.

Or something’s calling you. Something’s pull-
ing you.

There’s a way you usually are. Maybe it’s a
good way, maybe it’s a bad way, I don’t know.
And then there’s this risk of... change.

In the real world this is a continuum, but for
simplicity, let’s express this as a binary choice.

Generic Quest

(Lurid)

T

You’re in one state, or the other. You’re in con-
trol, or you are lost. You’re the person you’ve been
trying to be, or the person you were. You’re sick,
or you’re OK. You’re transforming, or you’re not;
hurting, or you’re not; having whatever problem
it is happen... or you’re not.

You can get the bonus XP when you flip be-
tween states in active play—in the middle of a
scene. This can be something you say or emote—
“I am now hurting” or “I am now a suspicious
character.” This is usually something you say or
emote, I bet.

XP
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Bonus XP

You’re torn between two worlds or two selves; between:

i
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Ideally, you’ll make a sign for this—a reversible card, which you could in theory have
on the table in front of you in play to show which state you’re in. You can earn a bonus
XP at any time (though only once per scene/15 minutes) by flipping the card, showing
that you’re moving between the two states.

@)@

If you can’t actually keep the card in front of you, holding up the card with the rel-
evant side facing people or just saying or emoting something appropriate can earn you
the XP instead.
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This can be a 15 XP, 20-25 XP, or 35-60 XP Quest




...but if possible, I’d like you to have a two-sid-
ed sign.

Keep it in front of you on the gaming table to
reflect the two states of your being. Have one side
that faces up when everything is OK and one that
you flip to when corruption, metamorphosis, trau-
ma, wickedness, or the allure of some distant trea-
sure gets to you. (You can also just flash either side
of it if there’s no room to keep a prop sign in front
of you at the table, or quote from it if you’re in an
online game.)

I'm explicitly setting this up so that you’ll nor-
mally get the XP from flipping to the “bad” side—
since you can’t get a second XP in the same scene,
and you’ll often switch back to the good side be-
tween scenes rather than during—but so that you will
sometimes get an XP from flipping it the other way.

Some example signs include:

€ Curious / Too Curious.

& Troubled / Free.

€ OK / Haunted.

& Innocent / Suspicious.

& Human / Angel.

& Grounded / Daydreaming

€ Sober / Drunk

€ AtHome in Fortitude / Called to the Bleak Academy
€ Ordinary Kid / Obvious Delinquent

€ Cautious / Tempted

f '3

Two-Sided Lurid Sign Examples
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- Struggles ~=>

Struggle

There’s something you don’t handle well. At least
not yet.

There’s something you don’t easily process.

You’re messed up, and the condition you have
of being messed up like that... is the quest. When
you experience some emotion or situation like suc-
cess, peace, a happy environment, or whatever, you
immediately self-sabotage. Or maybe it’s a nega-
tive emotion, like: you feel fear, and immediately
begin suppressing and denying it.

All you actually have to do here is emote or say
something to indicate that you’re feeling the emo-
tion or being in the situation in question. But this is

another case where I’d like a two-sided sign. One
side, with the emotion, you show to the other PCs.
The other side has your inner monologue, e.g.:

€ At Peace / You don’t have time for this.

& Hurting / Smile!

& I Know What I’m Doing / You don 't know what
you’re doing.

& In Control / You’re not in control.

& Serious, Professional Face / [Sudoku game, for
playing in your head]

& So Cool! / Why can’t I be cool?

& This is Good, Right? / I don’t understand. I
don't... understand.

& Touched / This will end in pain.

]

Generic Quest
(Struggle)

QR

‘_I
Bonus XP

There’s something you’re trying to do or be. It’s probably even a good thing!

...but this quest comes with a psychological or social burden—a private cross to bear.
Something you can’t handle as well as you like to pretend. Something you have trouble
processing. When you’re saying or emoting this to everyone...

OO

Some deeply- or shallowly-buried part of you is actually thinking this:

@,

Create or pick out a two-sided sign: one side is your public face, the other shows your
hidden thoughts. You can earn a bonus XP at any time (though only once per 15 min-
utes/scene) by expressing that emotion—normally, by holding up the sign.

The back side of the sign reminds you of your flaws. If you’re not playing in a place
where you can actually hold up the sign, it’s OK to just remind yourself quietly of what
it says, or, if you must, ignore the back side in its entirety.

This can be a 15 XP, 20-25 XP, or 35-60 XP Quest
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Side B

A Setting quest is about a stage in your life. It’s not
really about something you do. It’s about something
you just have to live through.

Some practical possibilities for Setting quests
include:

£ become a “better” person

& deal with grief

& deal with trauma

& spiritual explorations

& self-exploration

£ adjust to a new lifestyle

& find a way to forgive someone

£ experience an inherently or consciously tempo-
rary phase of your PC’s life—

be grumpy for a while

be overly happy for a while

try hard to be popular and outgoing for a while
buckle down for a while

goof off for a while

experiment with forbidden arts for a while
recover from surgery

wean off of cigarettes, and backslide at the
end of the quest

wean off of cigarettes, and stay off of them
afterwards

be dismissive of local culture for a while

be really enthusiastic about local culture for
a while, instead

*
*
*
*
*
*
*
*

«&_~ The Background ~—=
of Your Life

Setting

I know this is going to sound weird but I don’t
think you can advance a quest like this just by
declaring progress, or by focusing your attention
inwards.

I’'m going to say instead that the core of a quest
like this is something external that happens while
you’re on the quest. You still have to be the one
to do it, so it’s still something your character does,
says, or emotes; the bonus XP condition is going to
be your character reacting to that thing—but still.
It’s something outside you. Something sensory.
Something that takes your attention out into the
broader world. You emote some variant on:

& “Listen to those birds.”

& “Look at those clouds roll in.”

& “I’'m stretching my fingers and watching them
go in and out.”

& “I’m staring at the endless sky.”

& “There’ll be chunks of potato, onion, beef in the
soup tonight; and spice.”

€ “I’m staring out across the lake.”

€ “It tastes like rain.”

& “This tea is so bitter.”

& “This soup is so good.”

& “This sun is so warm.”



Ideally this is something you can say when the quest
is on your mind. Your character is recovering from
grief: you can’t do that by having a scene where you
stomp around emoting recovery from grief, but you
can look off now and then into the distance, hear the
sounds of the gulls over the lake, and say, “Dang,
just listen to those birds.”

And earn a bonus XP for that; and move, bit by
bit, towards peace.

Generic Quest

(Background)

It’s possible that referencing a memory would also
work as a bonus XP condition here. Figure out a
certain kind of memory that you have, like memo-
ries with a precious person or memories of a better
world, and then say or emote something like:

& “Remember the first time we came here?”

% “Remember when we got lost out by the north-
ern beach?”

& “Remember when it was summer and the days
were long?”

Either way, it’s saying or emoting your observation/
catchphrase, or a close variant thereof, that earns
you the bonus XP for such a quest.

o
Bonus XP

There’s something you just have to live through, day by day.

i

And there’s something—some experience or memory—that helps mark out those days.
There is something that draws your attention when this quest casts its shadow or its light
upon your life.

You can earn a bonus XP towards this quest at any time (but only once per scene/15
minutes) by directing attention to this experience. This usually relies on a specific catch
phrase—e.g., your attention drifts to the birds flying out over Big Lake, and you say,
“Listen to those birds.”

...or whatever.

What catch phrase do you use?

This can be a 15 XP, 20-25 XP, or 35-60 XP Quest




«_~ Symbolic Quests ~ =

Symbolic

There’s something that’s happening to you, but  you the bonus XP.
you’re not really sure what it’s about. It’s meta-
physical and ambiguous. You’ve been touched by
destiny and miracle and—

The meaning of these rambles isn’t going to be
clear until towards the end of the quest—

And maybe not even then, though by then you
should at least try to pull it together into some sort

The way to handle this, I think, is that when  of story and some sort of sense—
you feel the touch of that destiny and miracle upon
you—when the weirdness has started—you need
to free-associate a bit on what’s going on in your
character’s head. Talk about images and sensations, Try not to have two quests like this at the same
either emoting “I’m experiencing this / flashing on  time; it won’t be clear which one to give the bonus
this” or as things your character says. That’ll earn ~ XP to when a strangeness like this arises.

Well, it’s not clear where that is going.

So the fulfillment criteria here is the same for
each and every Symbolic quest.

&

®
Q

Generic Quest

(Symbolic)
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[ Bonus XP

| There’s something going on. You think it means... you think it... it relates to...
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—you can phrase it another way; just give some indication that you’re triggering this
- quest condition—
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~ and then free-associating for a few moments about what your character is experienc-
| ing, feeling, thinking.
| Talk about being cold, or warm; talk about visions; whatever. Clenching muscles in
- your arms. Hunger in the sky. Whatever. Random rambles and chill sensations across
| your back, gnashing stars in the glory beyond the world. That kind of experience, the
| taste of bugs chattering in the summer, and that brings you in a bonus XP for this quest.
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«_~ Storyline XP ~ =

Storyline quests are a little harder to break down into solid rules. Mostly I’m going to give you some rough guidelines here, below.

Major Goals

It’s worth note that the “major goals” for a quest arent necessarily
or even generally the character’s major goals. They’re my major
goals, or the HG’s major goals, or your major goals as the player
designing the quest.

Storyline design isn’t in character, in other words; it’s done
from an authorial perspective.

So the major goals are based on things like:

& this would be an awesome dramatic scene here;

€ this would strengthen the feel of the quest;

€ this is something that should happen as part of the quest story,
but the PC doesn’t know that;

€ this would help to fulfill the dramatic purpose of the quest;

as well as
€ this is an obvious strategic/practical mid-point.

You can use this to sneak all kinds of “wouldn’t it be cool if...?”
and “maybe this happens while...?” into the quest.

My personal default is to give you about one major goal for
each 10 XP of quest, so you can earn half, or just a little bit under
half, of the quest’s XP from its major goals. That’s not a hard rule
on how quests have to work, though; it’s just my personal style.

Quest Flavor

Quest flavor is generally just a set of (potentially fun) scenes or
actions that you can imagine a character performing while on the
quest. I don’t mean the actions they take to do the quest—I mean,
the things that you’d expect someone on that quest to be doing.
You're still designing from an OOC perspective, here! You’re still
trying to capture the mystique of the quest, inasmuch as it has
mystique: its appearance, what seems important from the outside,
more than what’s important in actual fact.

There’s no hard rule for how many of these flavor options a
quest should have. I like to have at least three, because otherwise
the quest is just doing the same stuff over and over, and I’ve tried
to rein myself in before I go past one option per 5 XP—but if
you’re creating a quest, and you really need 20 different flavor
options, or can’t think of a reason to have more than 2, well, then,
that’s fine!

«_- Spending XP ~—=>

You can spend XP at more or less any time during the game to
complete a quest. If you have 5 XP floating around, and you’ve
earned 10 bonus XP on a 15 XP quest, you can complete that quest
immediately. You’re obligated to explain how it makes sense to
complete the quest right then—e.g., if Dorothy, in the hurricane
and on the way to Oz, wants to complete a fishing quest, she’d
better be fishing off of her porch and making some folksy obser-
vation about what she’s learned—but as a general rule it can al-
ways be done. There is one exception: as a sanity measure, I’'m
going to allow the HG to veto XP expenditures during play. I don’t
mean “setting consistency and sanity” or “rules balance sanity.” I
just mean, if the HG is already juggling too many chainsaws and
plates, some of which are on fire, they have the right to tell you not
to spend XP bringing another big thing into play right then. Con-
versely, towards the end of a session, the HG may want to actively
prompt people to spend XP on any quests they might want to finish

so that the HG can work the quest’s outcome into the ending or the
epilogue of the game.

After the end of each session, and before the next session
begins, you’ll need to spend your accumulated XP on quests.
For instance, if you earn 18 XP during a 5-hour-long Saturday
game, then, after the game, you’ll have to divide that 18 XP be-
tween one to four of your quests. If you decide at this point to
finish one or more quests, make sure to let the HG know. You
can also pick up new quests at this point, particularly if you’ve
finished one or more quests, and you can spend some of your ac-
cumulated XP on these new quests as well.

If you and the HG like, you can work out “what happened”
with quests you finished and started at this time between the two
sessions. Otherwise, finishing and starting new quests “officially”
happens during the first chapter of the next session of play.

«_- Abandoning Quests ~—=

From time to time you’ll realize that your character isn’t inter-
ested in a given quest any longer. They’re no longer that person
or they’re no longer in those circumstances. They’ve moved on.
They’ve abandoned the quest.

You can abandon an ongoing quest any time you like. Once
you’ve done so, you’re no longer on that quest and it no longer
counts towards your four-quest limit. The story of the quest fin-
ishes, to one extent or another—the HG can still use the story
elements as part of the ongoing game, but there is some sense in
which you both feel and actually are “done.” For a one-off quest,

you feel like you’ve done all that was in you to do; you can’t
do this right now: you’re done. For a repeatable quest, you’ve
decided that it’s not worth it or it’s not possible: maybe you’ll do
this quest again later, but for right now, you’re not going to have a
new plateau, a new level, or a new key defining moment, nor are
you going to for a while to come—and maybe that’s not so bad.

Abandoning a quest costs you half of its invested XP, but you
get the rest back immediately to apply to whatever existing or new
quests you like. As an optional rule, the HG can give you some or
all of the rest at the beginning of the next book of play.
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- Quest Completion ~

When you’ve paid a quest’s full XP cost, the “story” of the quest
completes. Whatever it was you were building towards, you’ve
accomplished it.

Your Arc will tell you the quest’s final outcome and you’ll
choose from its list of rewards.

—well, they’re all suggestions, so you might choose your own
reward, but usually that’s what you do. You’ll read the line that
says “Result:” “Reward:” or “Outcome:” and then you’ll skim the
list of Perks, Perk-improvements, and other rewards.

Unexpected Outcomes

On occasion you and the HG will have to do some thinking here.

For instance, if you’re working on a quest to repair an old house,
it’s logical to assume that you come out of this with a house. On the
other hand, it’s possible that towards the end of the quest there’s a ter-
rible fire, and suddenly there’s nothing left but some scorched land—

And you’re sitting there with 24 out of 25 XP, so you tip in
another to complete it, because, darn it, that doesn’t change the
work that you put in.

And at this point you’re going to want to figure out if the Perk
you get is a reflection of the cruel unfairness of the world or if you
and the HG should figure out some way for you to end up with a
new, cool home like you’d expected to have—

Some eucatastrophe wherein, say, the HG tells you: “well, that’s
it for that project. But you know, your friend’s uncle’s looking to
move in with his children, he has this great little house he’s willing
to let go of cheap, and with the insurance plus some pitching in from
your friends you could have everything copacetic by next Friday....”

You won’t ever technically have to work around stuff like this.
The Arcs are designed with a fair bit of abstraction precisely so I
never have to promise you a house I can’t give. I'm just saying, it’s
important to take a moment to reflect upon what should happen when
you’re approaching a not-immediately-intuitive end for a given quest.

If You Started an Arc...

Completing the first quest of an Arc marks the official beginning
of your journey. That’s the point at which you can say that your
character is “on” a given Arc.

This usually earns you a level-0 Trait, representing the path
that you’ve just started, e.g.,

Q Knight (Idol Singer) 0.

That indicates that you’re on a Knight Arc, trying to be an Idol
Singer, and your current level of awesome at that is level 0.

Ultimately you’re allowed to declare yourself on any color of
Arc after finishing any quest—you can complete a weird hand-
made quest to cook 150 hamburgers and declare that you are now
connected to some great Otherworldly force (pg. 406)—but it’s
good manners to make sure that this makes sense.

.‘ \-.

If You Finished an Arc...

If you’ve crossed the XP boundary for your Arc, you gain a per-
manent benefit of some sort. For instance, if you’re a PC without
access to miraculous powers, you’d get something like:

& +1 to the Arc-based Trait, like °Knight (Idol Singer)

£ +1 to a Skill (pg. 64), +1 to a Bond (pg. 116), or a new level 1
Bond (pg. 116/452)

£ anew level 1 Skill,

£ you can optionally move a point from an existing Skill into the
new Skill, and

€ if the Arc Trait just hit 3, gain a new Affliction (pg. 119/452)

The Skill doesn’t have to be an exact match for the Arc, so you

could advance to, e.g.

S QKnight (Idol Singer) 1, and gain
& +1 to your Bond “alcoholic” and
£ anew level 1 Skill, “Totally Disillusioned”

These benefits are inherent—you’ll never have to discard them
like you would a Perk.

Closing Out Arcs in Good
Order

I don’t want players to be unhappy because they finish a quest 10
XP short of the Arc and the next logical quest for them to take up
is a 50+ XP-costing brick.

So when the Arc’s end approaches, you can talk to the HG
about these options:

£ cutting or stretching a quest’s XP cost by up to 50%;

& finishing the Arc itself midway through the next quest with a
big insight, staying on the quest, and applying the rest of its XP
towards a new Arc.

You can also abandon an existing Arc midstream; much as with
abandoning a quest, you’ll get back half of the invested XP—

Not back back, since you’ve already earned Perks or complet-
ed quests with it or whatever, but, you know, you can apply that
much as a head start on qualifying for your next Arc—

And the HG can later, and optionally, give you access to the rest.
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The Miraculous

Depending on the campaign, characters may start with or acquire
access to miraculous abilities—powers that transcend causality
and process. These aren’t really things you do. They’re things you
learn to make happen.

Things you can just... declare.

They can be really minor things, things that you could also do
with ordinary actions, like:

% “I take a step forward.” or
& “I wriggle around in whatever bag I happen to be trapped in.”

But they’re more likely to be magical or transcendent stuff like—

“I grow wings.”

“I spin some straw into gold.”

“I make a bridge of fire to span this river.”

“I pull the information I need out of this stack of books.”
“I make this harder for someone (raising the Obstacle).”

“I make this easier (lowering or waiving the Obstacle.)”

“I play this instrument perfectly.”

“I run at eighty miles per hour.” or

“I cast a veil of illusion to hide my bike.”

LA GG RGO R G

The best thing about a miraculous action like this is that it al-
ways happens.

There may be limits to its power. It can be opposed by a stron-
ger miracle. Unless the power states otherwise, it has limited
reach—basically, it can affect stuff in the same Region, e.g. “For-
titude” or “Little Island,” as yourself.

But it’s not like a Skill, where your action is “I try to do this”
or “I have this Intention.”

A miracle can fail or be stopped or whatever, but the action
itself, the part that you just do, is “This happens.” You point at the
world. You tell it: make this so.

Even if you shouldn’t be able to “take a step forward,” because
you’re sealed in an iron casket. Even if you shouldn’t be able to
“grow wings,” because... you’re a human or a rat or something,
and they don’t do that.

You use the miracle.
It is made so.

The downside of a miraculous action is that you don’t have any
way to spend Will and buy your way up to a guarantee of “effec-
tiveness,” “productivity,” or doing “the right thing.” Those guaran-
tees are the currency of mortal actions—of fuzzy, organic, slippery
mortal actions, one thing one day and another thing the next.

Miracles aren’t like that.

They simply are.

«_~ Octopus Singer ~—=

an example Miraculous Ability

Type: Miraculous Action
Cost:

% 0 MP—invoke this power by Big Lake, when there are octopi
nearby

£ 1 MP—invoke this power by a different body of water, or
when octopi are far away

£ 4 MP—invoke this power in an epic fashion, e.g.
* summoning forth an octopus-like kaiju
* summoning an octopus spirit
* calling forth octopi from rain puddles or other bodies of

water without them.

Octopi are vulnerable to music—to certain songs that resonate
with their hearts.

Sing near the Lake and invoke Octopus Singer and your song
will call them forth. It will draw them out miraculously; they will
crawl towards you, one after another, from the nearby rocks and
pools. Traditionally, to the people of Fortitude, this is understood
as the octopi praising the rare master of this technique and giving
their consent to be eaten.

This power is a good Perk to pick up after a beach- or fish-
ing-related quest—

Most commonly from the first quest in a Knight Arc, where it
represents an unexpected talent that you discover in yourself, or
in an Otherworldly Arc where you meet an octopus spirit of some
sort in your dreams.
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«_-~ Weathered -

an example Miraculous Ability

Type: Miraculous Action
Cost:

£ 0 MP—weather damage 1/chapter

£ 1 MP—use this ability a second or later time this chapter

£ 2 MP—use this ability a second or later time in a handful of
hours

This miraculous ability protects you from physical damage.

Invoke Weathered when you were just about to be badly hurt
and you can declare that you’re fine instead—that you’ve weath-
ered it like an action hero or an old sea captain, with at most some
trickling blood, torn clothing, or some smears of sweat and soot.

This power reduces the severity of a received physical wound
by about one level (pg. 126-128). The HG can veto its use if the
wound was already too trivial to worry about or so thoroughly
overkill that even being Weathered wouldn’t help.

You’ll pick up defensive powers like this early in a miraculous
Aspect or Emptiness Arc and later on in some of the rest.

«_~ How Miracles Work -~

Let’s go over how these examples work.

Both Octopus Singer and Weathered are noted as being “Mi-
raculous Actions.”

I personally like to think of miraculous actions as “tactical”
abilities, but you should probably think of them in the same way
that the characters do; that is, as expressions of:

£ the wishing power of the heart; or as
£ the power of the Bleak Academy, that hungers to unmake the
world.

Here’s the basic rule for miraculous actions:

A miraculous action automatically takes precedence over
any mundane action. It wins any direct conflict with a mun-
dane Skill.

This doesn’t always mean you win the larger conflict—for in-
stance, if you sing forth an octopus from the nearby waters while
someone is trying to stab you, it may not actually... help. Even if
you’re in an octopus-catching contest instead of a knife fight, it
still might not help. If your opponent is using a vast steam-pow-
ered fleet to trawl the whole area with awful octopus-nets, for ex-
ample, the 0 MP version of this miracle won’t be enough. You’d
need the 4 MP version to actually catch more.

Similarly, if you’re invoking Weathered in a talent competi-
tion, the miracle wins any direct conflict with a mundane action—
but unless you can bait someone into claiming that their ability
to damage you is their talent, it’s unlikely that this will be of use.

Still...

If a mundane action and a miracle come directly head to
head—if someone uses a level 15 mundane action with 5 Edge
to try to stop you from singing forth octopi, and you have Octo-
pus Singer—the mundane action always loses. That’s important.
Mundane actions can never stop miracles from fulfilling the letter
of their effect.

\)

Not every miraculous ability is a “miraculous action.” Other
options include “Imperial Miracles,” which are technically even
stronger; Bonds and Afflictions, which I’ll talk about later; and
miscellaneous oddball things.

Let’s continue examining the example miracle abilities.

After noting their action type (“miraculous action,”) these abil-
ities list a set of costs in “MP” for various modes of use. This is
the fuel for miracles—MP, aka Miracle Points, aka “the wishing
power of the heart.”

Octopus Singer is an example of a power where you spend
MP commensurate to the effects. You don’t need wishing power
to use the basic ability. You’ll only need a little if you’re outside
the power’s normal context, e.g., singing forth an octopus from
the southern California coast. You’ll need a lot of wishing power,
though, to sing an octopus out of a teardrop or out of your day-
dreams of a lake.

Weathered is an example of a power where MP affects its fre-
quency of use instead. The power seemed a little excessive if used
continuously, so I’ve pegged it to the chapter—even a high-level
Techno hero can be brought down by sustained and focused fire;
the most weathered of Pastoral sailors, beaten down by a really
bad week. A power like this typically doesn’t get much stronger
when you pour MP into it, but you can spend MP to use it more
often than its native pace.

After the table of MP costs and uses, the rest of the ability
descriptions explain what the powers actually do. As noted, this is
something that just happens—unless the power says so, you don’t
have to spend Will or do anything else.
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Miracles That Help With
Mortal Actions

A number of miraculous actions affect your mundane actions in
one fashion or another.

Ace abilities, like I’ve mentioned, are built around improving
your mundane and Superior Skills towards perfection, or even be-
yond it. If this kind of power fits your character’s themes, you
might get access to miraculous Will (pg. 67) for mundane actions,
improve your Intention ratings on a regular basis, enhance your
strength and speed, and have the option of intense, over-the-top
martial arts training to pick up temporary Superior Skills.

Sentimental abilities enhance your connection to certain
objects, people, or things that are precious to you—you’ll learn
to evoke extra powers from or share your own abilities with the
things to which you have Connection 3+. You’ll also learn to visit
them in spirit, a power that could persist even after your death.

More generally, a number of miraculous abilities have effects
that, while not directly connected to your Skills, wind up either
improving them or relying on them—e.g., a miracle might let you
call up a magical wind but then let you control that wind with your
Skills. Another might lower the Obstacles your mortal Skills face
when you’re in a meditative frame of mind.

You can invoke a mundane action-affecting miracle and the
mundane action that it affects simultaneously, and doing so only
counts as a single action or thing. For instance, if you have a mira-
cle that lets you form a [Skill+4] Intention without spending Will,
you can generally invoke the miracle and the Intention itself at the
same time. This is important, since you can only do two things at
a time, and you might have been doing something else!

Imperial Miracles

Imperial Miracles don’t cause a thing to happen; they state a des-
tiny. They say: “this will happen,” “this has happened,” or “this is
happening now.”

They’re like genre principles, or stuff written into the setting,
or directives from a higher authority. They don’t say how things
happen, not usually, nor do they make it happen, exactly. They just
say that it does.

Physics changes; fate changes; destiny and circumstances—

I mean, if you use an Imperial Miracle to say that there should be
a bridge across a certain river, there are a lot of ways it could play
out. You could stumble across a bridge that was “already there” a
few minutes later; or spiders could spin a silken bridge across it; or
the local Regional Council could decide to build a bridge there; or
the rainbow could shatter and chunks of it could fall from Heaven to
form a multicolored bridge. There’s usually a ton of leeway in the
details, is what I mean; the HG comes up with something that would
be cool, appropriate, or both and makes it work out somehow in play.

«¢_~ The Door Into Memory -2

an example Imperial Miracle

Type: Imperial Miracle
Cost:

& 0 MP—open the door into memory, 1/book

& 1 MP—open the door again, into the same person’s memories

£ 4 MP—open the door into a different person’s memories (be-
fore the book’s end)

Here’s an example of an Imperial miracle.

Invoke The Door Into Memory and you can open a door
into someone’s dusty memories and physically go through. You
can take them or others with you. The door stays open as long
as you’re sustaining this power; if you stop sustaining the power
with you or someone else trapped on the other side, a path back
into the present must remain.

The HG decides the details of the world/memory interface,
and it can change from time to time; however, you’re usually
safe from “messing up the timeline” or damaging the person’s
mind and the HG should tell you if this is not the case. The high-
er the Arc’s associated Trait when you pick the power up (e.g.
@Otherworldly (Spiritual) 2) the smoother the experience is
likely to be:

At Arc 0-2, this power may well have baroque and unruly ele-
ments and arbitrary limitations on what you can do or see or expe-
rience in “the past,” but at Arc 4-5 this is much less of a concern.

The expected application of this power is gathering informa-
tion and treasuring lost things, but you can also use it to change
the modern world; there’s a quest for doing just that on pg. 326.

Oy



«_ -~ Common Cost Structures ~—=

Inherent Powers

Type: [Variable]
Cost: —

Type: Miraculous Action [and possibly Major]
Cost:

£ 0 MP—starting mid-scene, invoke this power 1-2x/scene

£ 1 MP—starting mid-scene, invoke this power an additional
time

& 2 MP—starting mid-scene, invoke this power as often as you’d
like this scene

£ 4 MP—invoke this power as often as you’d like this scene.

Many powers that represent your natural, always-available abili-
ties are free—there’s no cost to use them at all. Others are emo-
tionally or spiritually keyed: you always “have” the power, but it
takes focus, or a certain mood, or energy:

There’s something that means you don’t go all-out with these
powers unless you really care. These powers generally work start-
ing mid-scene, meaning that you can usually start using them only
after some meaningful stuff has already happened in the current
scene. For instance, if you have the power to fly, but spend most
of your time on the ground, it’s probably built like the second
option above—

It’s not impossible for you to start a tense conflict by grabbing
someone and launching into the sky, or to go back and forth be-
tween airborne and ground-bound a lot, but it’s surprising for you
to do that in the same way that it’d be surprising for a random
schoolteacher to open a fight with a dangerous enemy by punch-
ing it in the head.

Gaming Terminology

£ Mundane action or Intention—the kind of things people

These are keywords I’ll sometimes stick on the description of
a miraculous or Imperial ability:

& Bleak power—a miraculous ability drawing on the bleak,

do. We start out adrift and impractical amidst a welter of
chaotic sensation. Through a billion false starts and errors
we learn how to become ever-more effective, productive,
and humane, but we never quite reach perfection.

Will—the power source for mundane actions. Our limited
supply of time, cope, and effort.

Miracle—the kinds of things warring gods and demons
do. A flare of power rises from the heart and burns its truth
into the world.

Imperial Miracle—the kind of thing that world-dream-
ers, subtle deities, and cosmic principles do. A wish whis-
pers out from the heart to shape the world.

MP—the power source for miracles and Imperial mira-
cles. Sometimes I will speak of this as wish power, “the
wishing power of the heart,” or “the power of the wishing
heart to change what’s possible.” However for the mira-
cles of the Bleak Academy I suspect it is not something
so glad.

Arc Trait—a Trait you pick up from pursuing a given
Arc, e.g. Knight (Idol Singer) or Aspect (perfect, uncon-
querable Ace).

unmaking power of the deep Outside and the Bleak Acad-
emy. These powers usually make it easy to destroy, crip-
ple, invoke despair, and curbstomp your opponents, but
there are special rules for resisting them on pg. 476-481.

Major power—a miraculous ability capable of doing
epic things, extremely complicated things, and/or affect-
ing large areas.

Ritual power—a miraculous ability that triggers/requires
a Ritual when invoked, unless the HG waives that for
OOC reasons.

Unreal power—a miraculous ability whose effects are
treated a little bit like a break from reality: after invoca-
tion, if the world winds up in a weird state, the HG may
revise the lingering effects to something that makes sense
in the local reality. (For instance, creating a Klein bottle or
turning people two-dimensional is fine in the Outside, but
if it’s an Unreal power, and you invoke it in Horizon, then
things will drift back towards normalcy after the scene
and the power’s use end.)

7




Ultimate Techniques
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Powers That Take Effort

Type: Imperial Miracle or Major Miraculous Action [possibly
also a Ritual Power]

Cost:

£ 0 MP—invoke this power 1/book
£ 4 MP—use this power a second or later time in a book

Type: Imperial Miracle or Major Miraculous Action [possibly
also a Ritual Power]

Cost:

£ 0 MP—invoke this power 1/book
& 2 MP—use this power a second or later time in a given book
& 4 MP—use this power a second or later time in a given chapter

Type: Imperial Miracle or Major Miraculous Action [possibly
also a Ritual Power]

Cost:

£ 0 MP—invoke this power 1/book

& 1 MP—use this power a second or later time in a given book

& 2 MP—use this power a second or later time in a given chapter

£ 4 MP—use this power a second or later time in a matter of
minutes

Your high-end, most powerful techniques will often look some-
thing like this. You’re meant to use them once per story, in a big
flashy way, but there are provisions for using them more often
when that fits.

Somewhat Less Ultimate Techniques

Type: [Variable]
Cost:

& 0 MP—you may invoke this power 1/chapter
& 1 MP—do so a second or later time per chapter
& 2 MP—do so a second or later time in a handful of hours

This is a pretty standard format for a power you’re meant to use
once or twice a chapter.

Type: Miraculous Action
Cost:
£ 1 MP (or sometimes 2 MP, or very rarely 4 MP)

Some powers—almost always straightforward miraculous ac-
tions—are atomic bursts of effort. You must spend a surge of wish
power for the power to invoke.

Powers That Take Time to Invoke

Type: [Variable]
Cost:

£ 0 MP—you may invoke this power 1/chapter

£ 1 MP—do so a second or later time per chapter

£ 2 MP—do so a second or later time in a handful of hours
£ 4 MP—invoke this power instantly.

Power Description:... Over the course of a few minutes, you do
[[ something []...

Type: [Variable]
Cost:

£ 0 MP—invoke this power over the course of a few minutes
& [[ some ]]* MP—invoke this power instantly

*usually 1, 2, or 4.

The powers of immortal creatures often take time to use. You have
to gather and condense energy, destiny, and will, or otherwise
slowly shape the world.

When you have a power that works after a few minutes, that
means that if there’s other stuff going on (as opposed to a pretty
dead scene, or a scene where everyone’s waiting on this power),
a few things have to happen while you’re setting it up. Ideally
this covers about 5 minutes of game time in a languid scene or 5
minutes of real time in a scene of fast-paced play—

But there’s no reason to use a stopwatch for this unless you’ve
been watching too much Revolutionary Girl Utena.




The power source for miracle abilities is wish power, aka “Miracle
Points” or “MP.”

Normal people don’t have much of this—

£ humans on Earth don’t seem to have any. Maybe it’s one in a
thousand?

£ most people in Town have 0.

& some people in Town have 1.

£ 1 sometimes suspect the rats of having 2-3.

£ gods and stuff have around 5.

I’m going to set the default at 1 MP, but please note that a higher-lev-
el game should definitely either start you at 5 MP or get you there
pretty quickly with a couple of free 2-MP bumps along the way.

Simplified MP
This is an optional way of handling MP for those without
many miracle powers.

You have 1 MP to spend each session.

If you want more, ask the HG for one. If you want to save up
2+ MP for a particular power use, ask the HG what you’d need
to do.

Every now and then you’ll stumble on or work your way to some-
thing precious to you. Something that you can hang on to. Some-
thing misted over by the power of your heart—like a valley over
which clouds of the power of your heart, pink and purple and well-
loved, hang low.

Something that you can turn your thoughts to when times are
hard.

It could be a collectible figurine. It could be a precious mem-
ory. It could be a token from someone that you love. It could be
a work that you’ve completed, like a story or painting or song or
something, or a work that you love to reread, look at, or listen to. It
could be a recipe or a memory of the smile of someone you cooked
for, if you love cooking. It could be a scar, if you love to fight.

It could be a charm on a bracelet you wear.

Full MP Rules

You have a starting MP pool of 1 MP—or more, if the HG agrees
or you’ve earned additional MP during play.

You’ll regain spent MP, to a maximum of your starting total,
at a rate of:

& 1 MBP, at the beginning of each chapter;
& all your MP, at the beginning of each book.

You can gain additional MP, with no particular maximum:

from Issues, such as Isolation (pg. 140);

when Region Properties get you into trouble;

from Bonds (pg. 116)

when you spend 2-3 chapters diligently honoring a “Region
Property” (e.g. helping somebody find/make a home in Forti-
tude, or helping the cats of the Yatskaya temple come and go,
as per pg. 205 or 220)
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In addition, there are a handful of abilities that improve MP but
only up to the starting total, and you can restore your MP to its
starting total by remembering, cherishing, and ideally monologu-
ing about a Recharge Token (below).

«¢_~ Recharge Tokens ~—=

Something like that is a Recharge Token. It typically takes
you a short (15 XP) “side quest” to get one, and once per token—
after earning it as a reward—you can call upon it to refresh your
Will and MP to their starting totals. (Or just your Will, if you hap-
pen to have more MP than your default.)

You don’t have to touch it. You don’t have to have it on you.

You just have to know that it exists, or existed, at least; that
you had it, once.

I don’t expect you to accumulate too many of these, and I’'m
pretty sure going past 2-3 that you haven’t used is going to be an
unfavorable choice, so I’m not going to limit this. You can have
as many as you earn through quests. Just write down somewhere
what precious things you have, and mark them somehow as de-
pleted when you have called on them to Recharge.
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«_~ Miraculous Conflict >

Like Intentions, Miraculous Abilities have numeric ratings—the
effective rating of your ability derives from the underlying Arc.

Specifically, each time you complete an Arc you’ll raise an as-
sociated Arc-based Trait, e.g.:

& @ Knight (Idol Singer) 0 => 1
& @ o0therworldly (Spiritual) 2 => 3 or
L] @Otherworldly (Can Turn into a Giant Snake) 2 => 3

This also serves as the baseline rating for your Miraculous Abili-
ties—a Perk is going to get its rating from the Arc that you learned
it from (or O if you abandon that Arc before getting to 1) and that
rating will serve as its baseline effectiveness in miraculous conflict.

Specifically, in the event of a conflict between two miracu-
lous abilities, the miracle with the higher Arc rating “wins”—its
success forms the context in which the other miracle must oper-
ate. This works for miracles just as it does for mundane Skills:
the higher-level miracle doesn’t necessarily erase the lower-level
miracle, and in fact most miracles will just glide past one another
with only the slightest friction from the clash, but where there is a
conflict, the higher-rated miracle’s needs come first.

There’s one special exception to this:

I want to give a bit of an advantage to epic, world-shaking
powers, even at a lower Arc rating.

So one of the things you decide when getting a new power—
well, one of the things that the HG decides, probably—is whether
a power is “Major” or not.

Major Miraculous Actions have an numerical rating of
[their Arc + 3.]

All other Miraculous Actions have a numerical rating of
[their Arc.]

Massive, world-altering powers should always be Major. If you
can drown the world in a wave, that’s a Major power. The con-
verse isn’t true. If you can cover anything with a teacup, caging it
and removing it from sight as a miraculous action, then that might
or might not be a Major power.

If you’re not sure, try catching a world-devouring wave under
your teacup!

That’ll probably help you to tell.

Conflict With the Other PCs

After a while you’re likely to notice that the Arc rating for the oth-
er PCs’ best abilities will tend to track pretty closely to your own.
This means that any regular conflict with another PC is likely to
end in a tie."

For the most part that’s intentional—it’s OK to sometimes
overwhelm or be overwhelmed by NPCs, but I’d rather you take
advantage of the semantics of your miraculous abilities when
fighting your opponents, not their rating. That said, if you’re read-
ing the Miraculous Conflict section to figure out how to get a leg
up on the other PCs, there are four basic methods, from best (in
my eyes) to worst:

& bring in some strategic advantage like Strike (pg. 115) and
more specifically your Bonds (pg. 116).

£ accept the numeric tie and pitch a story to the HG as to why
they should call it in your favor;

& put some work into developing a targeted, Major special tech-
nique; or

& focus your character’s efforts on “leveling up” faster than your

rivals do.

I’m a little nervous about the last one causing interpersonal prob-
lems at the gaming table, but it is, in fact (and as long as you’re not
an OOC jerk about it), a thing that you can do in play.

Conflict Between Imperial
Miracles

It’s technically impossible for two Imperial Miracles to be “in
conflict”—even an apparent conflict between two prescribed des-
tinies can, as story after story has demonstrated, work itself out in
practice. It’s like saying both “America must be west of Africa”
and “Africa must be west of America”—

The world will only become round.

In fact, in general, an Imperial miracle can’t be in conflict with
anything, so it doesn’t need a numerical rating at all.

That said, it is reasonable for the HG to assign a higher con-
ceptual priority to the execution of the Imperial miracle with the
higher Arc, and some Imperial miracles will mention minor bene-
fits or downsides to a higher or lower Arc.

15 Except when one is using a Major ability and the other isn’t, or when
you’re in a campaign like Fortitude: the Glass-Maker’s Dragon where
it’s reasonable to imagine having one high-rated and one low-rated Arc,
or when one person has rushed ahead to the next Arc level and the other
hasn’t, etc. etc.—but I’'m putting this in a footnote because the core point
is still an important one to make.
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«__-Miraculous-—
Edge

Now that we’ve established a baseline for miraculous conflict, T
should note that occasional effects grant something called Mirac-
ulous Edge. This, like mortal Edge, affects the outcome when two
miracles come into conflict.

Like mundane Edge, miraculous Edge applies to mundane
conflicts.

Unlike mundane Edge, it also applies to contests of miracles.
For purposes of deciding the conflict, you’ll subtract your high-
est applicable miraculous Edge from your opponent’s miracle’s
rating.

Miraculous Edge doesn’t ever interact with other sources of
Edge. I mean, at all. It doesn’t cancel out or balance against your
opponent’s Edge. It doesn’t add to other sources of Edge or mirac-
ulous Edge. It’s independent!

In a miraculous conflict, you just get the best miraculous Edge
you get.

In a mundane conflict, you calculate the appropriate mundane
Edge; and if your miraculous Edge is better, you get that instead.
It’s even possible that you could have miraculous Edge and be at
a mundane Edge disadvantage.

Weird!
But possible!

&~ The ~Z=o
Auctoritas

The miraculous equivalent of an Obstacle is the Auctoritas.

Things that resist the power of the heart, or the power of the
Outside, are said to be sheltered or shrouded in the Auctoritas (or
“an” Auctoritas)—a shield rated 1 to 5 that keeps miraculous abil-
ities out.

Auctorita guard certain things against interference or prevent
certain things from happening. For instance, the Auctoritas might
prevent the power of the Outside from damaging a certain house
or park; or it might protect your ability to walk down a certain
street from any miracle that would stand in your way.

An Auctoritas differs from an Obstacle in that its primary
mechanism isnt reducing the rating of opposing actions. In fact,
when opposing a typical miraculous ability, the Auctoritas doesn’t
reduce the rating of the miracle at all. Instead, it simply cancels
hostile miracles outright.'®

Where there is an Auctoritas, the thing may not be done.

...at least not with the power of miracles!

16 Or, well, keeps them from doing this particular thing. If you have a
miraculous lying ability, and you lie to a crowd, and one person is pro-
tected by an Auctoritas, the others still hear the lie. This is a rarer case
than you might think.




I should explicitly note that an Auctoritas doesn’t do anything
to stop mundane actions. For instance, a parent’s love might pro-
tect somebody from the destructive, unmaking power of the Bleak
Academy. That’s an Auctoritas! But the Headmaster of the Bleak
Academy could still probably tie the kid’s shoelaces together
while nobody was looking. The kid would trip. It would be awful!
But it wouldn’t be miraculous.

It wouldn’t violate the shield of a parent’s love.
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An Auctoritas can be associated with an Obstacle or other dif-
ficulty. It can even be associated with an active miraculous power
that has the same general theme. It’s just that those things aren’t
part of the Auctoritas—Ilike your hat isn’t part of your belt or vice
versa even though you will often wear both.

So, anyway, you can think of an Auctoritas as a shield against
miraculous powers.

If you need a counteragent to the Auctoritas? The tool you
need is something called Strike.

<~ Strike -

You can spend MP on a 1-for-1 basis to add Strike to a miraculous
action. It doesn’t even cost you an action—you can just do it.

Strike tears through an equal-leveled Auctoritas—if [your
miracle’s Strike > the Auctoritas rating], the Auctoritas is entirely
ignored. It also counts as miraculous Edge.!” So let’s say you’re a
summer hero with a level 2 Arc Trait, aStoryteller (Hero of the
Beach). And you’re trying to break an endless winter. The winter
is fueled by a level 6 miracle and protected by a level 4 Auctoritas
(let’s say)—that’s terrifying!

...but it’s OK.

17 Though note that miraculous Edge and Strike don’t add together.

At least potentially—it’s OK!

If you can get 4 points of Strike, e.g. by spending 4 MP, then
your miracle can ignore the Auctoritas and you’ll have 4 points
of miraculous Edge. That puts the two miracles roughly even:
it’s all in the hands of the HG. If you can get 5 points of Strike,
then you’re in a better position: it’s a win for the hero of the
beach!

Auctorita don’t stack up, so 5 points of Strike is enough to
overcome any Auctoritas. That said, Strike is one of the rare Traits
that can go past 5—it’s technically limitless.
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A Bond is like a super-Skill—it’s a rule that governs your ex-
istence, all wound up in the wishing power of your heart. It’s a
law of your nature, guarded by some unconquerable pillar of your
being.

Your will and drive, perhaps? True love? Or could it be a pri-
mal fear, or loathing, or taboo?

Bonds are character Traits with a rating between 1 and 5. The
core idea of each Bond is that there’s something about who you
are,

& something that you must do;
£ something that you can’t do; or
£ something you’re driven to do—

that’s so strong that any time it comes into play, it fires up your
heart and burnishes your actions with wish power.

Bonds are entangled with the destiny that flows out of you.

They’re extremely natural.

A key rule for Bonds is that you as a player are always the one
who brings them into play. They’re not tools for the HG to wield
against you, even when your Bonds are hurting you, and they’re
not tools for the HG to use to help you with, either. You can’t have
a passive-voice Bond like “I can’t be talked about” (or “Nobody
can talk about me”); or rather, you can, but it’s not clear what
that would actually mean. It’s not binding on the HG, being your
Bond, so people will talk if they want to; and you’re the one who’d
have to resolve why that’s so.

Conversely, even if you have a weird mystical restriction like
“I can never give my name to anyone,” that’s only a problem when
you want it to be. I don’t mean that it’s false or that you can turn
it on and off—you can’t.

I just mean, if you want to give someone your name, you just
have to come up with whatever handwave you want. “I’m not giv-
ing you my name—I’m selling it to you, and I’ll be taking pay-
ment later.” Maybe. Or even the great-great-grandmother of all
handwaves:

“Oh, I can do this, here, because... of some reason.'®”

18 Or “the” reason.
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«&_~ Bonds ~—=»

Bonds and Actions

In Chuubo’s Marvelous Wish-Granting Engine, you can apply
a Bond when

&€ you’re trying to do what you must do
& you’re trying to do what you’re driven to do
& you’re trying to avoid doing what you can’t do

or

& you and the HG just think that it probably applies

and this gives you three key benefits—

& if you’re using mundane actions, and dealing with a conflict
or an Obstacle, you can add the Bond level to your Intention
level.

& if you’re using a miracle, you can add your Bond level to your
Strike. Strike from a Bond adds to Strike from other sources
(but not to Strike from a different Bond.)

& if the Bond gets you into trouble, the HG can award you with
Will or MP up to the numeric rating of the Bond.

You only get these benefits from the highest applicable Bond.
If no Bond applies, you don’t get them!

Bonds also offer two minor benefits—

& if you spend 2-3 chapters heavily focused on “serving” the
Bond, e.g. doing things that support its nature, you may re-
ceive up to the Bond’s rating in MP."

& notionally, you can survive off of serving your Bonds—the
Obstacle ranges from +1 to +4, but you can replace food, wa-
ter, sleep, and even air with serving your Bonds if necessary.
You... probably don’t know that you can do this.?

Bonds are technically a sort of miracle power, but since they have
their own ratings and their own meaning, they’re not necessarily
tied to a specific Arc.

Here’s an example of a Bond:

19 You can’t get Will this way because the Will refresh at the beginning of
a new chapter gets in the way.

20 I didn’t want to include this! It’s weird and niche! But I kept thinking
of epic long-term and comedic short-term uses that required it to exist....



«_- Inquisitive ~—»

an example Bond

Type: Bond, Level () (“I can’t resist spying on things and peo-
ple that interest me.”)

Cost: —

You’re a bit of a snoop!

& Invoke Inquisitive when you’re taking a mundane action to
spy on something or someone who interests you and there’s
some sort of Obstacle or conflict in your way—

* someone is trying to spot you, say;

* you’re using magic to spy on them; or

* you need to crawl out on the chimney rafters in utter silence
to get a good look—

and you can add the Bond’s rating, ( ), to your Intention level.

You can only add this bonus from one such Bond.

% Invoke Inquisitive when you’re spying on something or some-

one using a miraculous action and you can add the Bond’s rat-
ing, (), to your Strike. Strike from a Bond doesn’t add to
Strike from other Bonds, but it does add to Strike from MP and
Strike intrinsic to a miracle.

Invoke Inquisitive when snooping really gets you into trouble
and the HG may give you up to the Bond rating () in Will
or in MP. You can also get this MP if you spend 2-3 chapters
focused on snooping hard!

It is notionally possible for you to replace food, water, sleep,
and even air with snooping, e.g. surviving absurd lengths of
time in a cramped space or underwater if it lets you spy on
something. This gets unpleasant almost as fast for you as for
a normal person, though, and the Obstacles can range as high
as 4.
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«_~ Region Properties ~—=

Each Region of the game has a list of Properties, each function-
ing as local level 2 Bonds.

For instance, in Fortitude, there’s a Property which says:

“You have a home in Fortitude.”

If you’re in Fortitude itself, that qualifies as a level 2 Bond for
you; you can invoke it to augment your mundane actions, give
Strike to your miracles, or put off your hunger because you know

you’ll soon be home. If for some reason having a home in For-
titude gets you into trouble, you can earn up to 2 Will or 2 MP.

Similarly, Horizon has the property

“Each person in the School must experience exactly three
events between classes.”

If you’re in School, then that’s a level 2 Bond. You can fudge
the meaning of ‘event’ as much as you like, allowing you to take
shameless advantage of the condition—but on some level it’s in-
herently true.

«_~ Afflictions ~—»

Afflictions are a kind of miraculous ability. They’re the last kind
we’re going to talk about for a while.

Each Affliction is tied to an Arc Trait.

Afflictions are like Bonds in that they’re built to express truths
of your character’s nature. Unlike Bonds, though, and unlike many
other miraculous abilities, they’re larger than your character—
they’re part of a destiny writ into and entangled with the cosmos.

They’re a part of you, they’re something worked deep into
you, bone and soul, but they’re bigger than the wishing power
of your heart.

An Affliction isn’t necessarily more impressive than a Bond in
its description—Tlike a Bond, it’s just

£ something you must do;
£ something you can’t do; or
£ something you’re driven to do—

and like a Bond, an Affliction can focus on something as trivial as
snooping, sleeping, or being able to burp really, unusually loud.

But, as noted, an Affliction is cosmic.

If you have an Affliction that says that your name is known
everywhere, then the bat-people of Eris know your name. If you
have an Affliction that says you “keep abreast of technological
developments,” you can swan down into the sewer-realm of some
tribe of technocratic ghouls, look over their most recent research
in tele-anthropophagy, and make insightful comments about their
previous papers and related research.

It covers everything.

The other side of that is that the Affliction is enforced by the
HG. You can gently remind the HG about it, and often you’ll be
able to activate an Affliction yourself through some trigger—I
mean, if you have an Affliction saying that you can tap your shoes
together three times to fly home from anywhere, then you can in-
voke this as a player by tapping your shoes together three times
and (if necessary) reminding the HG of this power—but it’s never
completely and entirely in your hands. Sometimes the HG will
bring a baroque grandeur or frenetic energy to their enforcement
of your Afflictions. Sometimes they’ll languidly toss out an action
or two, let others’ efforts oppose them, and then shrug and (on
behalf of the Affliction) call it a day. Sometimes, if they remember
or if you remind them, they’ll even use the Affliction against you,
e.g. having you fly home by accident because of your character’s
feet clattering together while they’re asleep on the electric train.

Afflictions have three key benefits:

& the HG may invoke their power to do stuff—usually 1-2 mir-
acles/scene, with a level somewhere around [Arc rating + 1],
but really, whatever actions they want.

& the Affliction’s truth is guarded by an Auctoritas with a rating
equal to the Arc.

& if the HG uses the Affliction to get you in trouble, or notices
that it has done so, they may give you up to the Arc’s rating
in Will or MP.

Note that you can get a little weird with the grammar here—for
instance, while it’s awful indirect, you’re totally allowed to build
a shapeshifting power as an Affliction: “I must be able to shape-
shift.” (Or even “I can’t be a lame static-shaped mortal!”)

You could even write that as “Affliction: Shapeshifter,” if you
wanted.

So why do I bother saying that there’s a must, can't, or is driv-
en to underneath it? I just want to ensure there’s a genuinely en-
forceable rule.

Mortals can have Afflictions, though it’s rare and special,
and can spend their MP to add Strike to the miracles that
these invoke. This is the only real use mundane characters will
have for their MP—the wishing power of the heart piggybacks on
a miraculous action, not a mundane one.

The next page has an example of an Affliction, so you can see
how they might work.

Why Arc + 17

I think it’s the right number!

Strike doubles as miraculous Edge. An Affliction’s Auctor-
itas is usually going to cancel any opposition without [Strike
> Arc rating.] So by the time something has gotten past the
Auctoritas to contest the miracle itself, we’re talking about an
effective action level of 0-1.

I want there to be some cases where the Affliction still
wins, even though at this point it should usually lose. So that’s
why I picked [Arc + 1].

Oy
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Breaking Afflictions
Type: Affliction (“It’s always sunny where I'm drying my laun- and B OndS

Laundry in the Sun

dry”)

Cost: — If you know the mystic rules that bind somebody, you can use
that as leverage to crack those rules or attack the person in
question.

Your laundry, once hung out to dry, must be hanging in sunny Usually this is just semantic games—holding Ms. Hana

weather conditions. (Alternately, you must have sunlight-like Moon’s flashlight on someone who can only die in the light

weather conditions for any laundry of yours that you have hung of the moon and the like—but in some cases, where a Bond or
out to dry.) Affliction represents a supernatural protection with terms that

& The HG will invoke Laundry in the Sun to defend any of the user can violate, you can target the Bond or Affliction di-

rectly. You can trick or force someone into breaking the rules

your laundry that you have hung out to dry against any effects
that govern their life.

that would keep it from receiving sunlight (including rain,
snow, darkness, or someone murdering the sun.) Such an ef- You can “break” their Affliction or Bond.
fect will need [Strike > the Arc Trait’s rating ()] to succeed.
As an optional rule,
£ The HG will invoke Laundry in the Sun when you hang laun- ] ) ]

dry out to dry to ensure that your laundry is in a sunny spot, & If you can convince someone’s player that you’ve dam-

or to preserve that condition when necessary. This typically aged or violated one of their Bonds, or forced them to

consists of a 1-2 miracles rated roughly [Arc rating + 1] ( ) do so, then this wounds them—often a serious or deadly
wound (pg. 128), and often deactivating that Bond for at

per scene.
least a chapter and more typically the rest of the book. The

@ If Laundry in the Sun gets you into trouble, the HG may details are pretty much up to them.
compensate you by offering you up to the Arc Trait’s rating & If you can convince the HG that you’ve created a full-on
() in Will or MP. paradox or inconsistency in a Main Character’s Affliction,

or between two such Afflictions, this may wound the asso-

N . ciated characters—again, often a serious or deadly wound.
AfﬂlCtlonS and AI'CS This may also rip the involved Affliction or Afflictions
out of the weave of destiny, removing them entirely—the
target’s player (or HG, for NPCs) can choose whether to
keep an affected Affliction or sacrifice it in exchange for
receiving some other Affliction or power at a later, appro-
priate date.

As an optional rule, Afflictions have their own independent
rating (from O to 5) instead of the rating of the underlying Arc.




«_- Bonds and Afflictions -~

It is the characteristic of both Bonds and Afflictions that they are
true.

I want to tell you why that is so, and how that is so, and why
it is the case that I call the latter “Afflictions” even though they
can be good.

It is easy to believe that Bonds are somehow “weaker” than
Afflictions. “Less true.” They are not cosmic law; no HG enforces
them, no miracles enforce them; without a player to uphold them,
nothing “makes” them so. They are not the tools, the hands, or
the branches of the great and subtle power that moves behind the
surfaces of things. They are little, instead, they are little as you
are little, as your PC is little, they are limited to the reach of your
hand, your voice, your thoughts. They are the smallest circle of
light around you while Afflictions are a great cosmic night.

But Bonds are true—not as Afflictions are true, not as a truth
that is forced against you, pushed on you by the great machinery
of the heavens, but true in the way that by living we can make
things true. In the way that by being, and believing, and hanging
on to things, we can make things true. Little things. Big things.
Things that are good for us. Things that are bad for us. We can
make them true.

It’s like...

You know how oppressive states and situations are always
trying to erase and unmake the agency of the vulnerable and op-
pressed, and yet there is something worked into the universe that
says, but wait, that agency is still there?

It’s like that.

Bonds are slippery, naming the way that they are true is slip-
pery, because it’s slippery to point out what makes someone who’s
systematically stripped of their strength, strong; systematically
stripped of their value, valuable; systematically treated as a cog in a
machine, a person instead. But that slipperiness doesn’t make them
less true. It just makes them easier to ignore. To simplify away. To
deny. And it is equally easy to habituate ourselves to Afflictions, to
think that some of them are “good” (or, for that matter, that some
of them are “bad”), as opposed to simply recognizing that they are
the things that are held to be true about you by the cosmos, and any
further judgment is meaningless to them, and even if they have your
name in them they do not necessarily care about you at all.

I think it’s one of the strengths of the system that in the end
Bonds can beat Afflictions; that as comparatively weak as they
are, they’re the best way to beat Afflictions. As Solzhenitsyn sug-
gests, and Genseric confirms:

One person who refuses to buy into the lie can bring the vastest
of edifices down.

Variable Afflictions
and Bonds

A few of the Afflictions and Bonds you pick up through Perks
and miraculous Arcs are not linked to a specific number, or to
the level of the Arc Trait, but to the level of some Issue. As the
Issue rises and falls, so will their power.

Conventions

Each campaign has a list of Conventions, typically manifesting
as level 2 Afflictions associated not with a PC but with the HG
or the game.

The standard conventions for
Wish-Granting Engine are:

Chuubo’s Marvelous

& Masks are extremely effective disguises and
& Turning into a giant snake will not help.

The first convention means that the Student Council of Horizon,
for instance, can get away with putting on little masks and being
essentially unrecognizable—they could be your parents! Your en-
emies! Other PCs!

The second convention reinforces one of Chuubo or Sho-
kyou’s long-running woes, since “can turn into a giant snake” is
often a power that that character has.

Feel free to add a few others; future campaigns may do so as well.
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Health Levels

Sometimes people will attempt to inflict an undesirable effect on
your PC.

Sometimes it even “hits”—you’re definitely hurt by this. But
what does this mean? And how should it play out?

What actually happens to you when it does?

I think you should have a stake in this. I think you should
choose whether getting shot means staggering around bleeding
from the forehead, cursing the loss of your favorite whiskey flask,
or twitching on the ground in panic because of how close that
bullet was to your ear. I think you should choose whether getting
hit by a spell to make you fall in love makes you act all lovey-dov-
ey, creepy and obsessive, emotionally mercurial, sweetly devoted,
enraged and fuming and fiercely maintaining the walls around
your mind, dizzy because of how it interacts with your previous
enchantments, completely casual and unaffected by your sudden
new love, or freaked out and twitching in a corner somewhere
from the sense of psychic violation that attends. I think you should
get to choose whether catching a glancing look at Medusa’s face
slows you down for a few days, turns you to rock when you’re not
paying attention, makes you a free-willed, mobile statue, or fills
your mind with the awful nightmares of stone.

I think that if it’s a bad enough situation you should have to
work with the HG and/or the player whose PC attacked you on
this, but generally, I think it should be your call.

To some extent this manifests as a second chance to “dodge”—

If something bad happens to you then you’ve already failed to
use your normal resources to prevent it. But I think that if you’re
willing to acknowledge that something bad happened to you, it’s
OK for a partial or last-second escape to be included in the story
of that wound.

All this—it’s mostly a PC thing.

It’s not that NPCs can’t inflict undesirable effects on one an-
other, or PCs on NPCs, but the point of Health Levels is to handle
stuff that affects your PC. And the reason that your PC is special
here isn’t because they’re important to the story, although they
are, but because you actually have two different stakes in their
fate:

& the stake of “I am playing them, and they don’t want to be
hurt;” or, put another way,

£ the stake of “I don’t want them to be hurt”—but also

£ “I’have my own ideas about what should happen to them here.”

These rules look like normal RPG rules for mitigating damage,
like hit points or a damage track, but that’s not what they’re about,
not exactly.

They’re about making sure that the damage you take fits your
character concept.

They’re about that last stake—about making sure that the aw-
ful things that happen to your character, if awful things happen to
your character, happen in a way that satisfies you, that fits your
sense of the story and the kind of character that you want to play.

.‘ I-.

For instance, if you have a kid, you might want to pick up
the Perk on pg. 430 that’ll let you use your own health levels to
protect them. That has nothing to do with your physical health. It’s
not being a meat shield. It doesn’t even have anything to do with
magical shields of parental love, although those do actually exist.

It’s something that lets you say, “I want this child to be around
and safe. That’s how I want to play.”

Because that could be a part of who your character is.

I’'m combining this stuff, this sense of your character and
the things that matter to them, with the actual damage system
and the ways you have of protecting your character from be-
ing hurt. That’s because like most RPGs Chuubo’s Marvelous
Wish-Granting Engine expects and encourages you to think up
ways for your character to be cool. So it’s only natural that while
you have control over your character, you’ll ordinarily use this
extra power of yours to help your PC survive and flourish. It’s
only natural that there’ll be some overlap between the tactics of a
PC who wants to keep living and the tactics of a player who wants
to keep them cool. That’s why I’m letting you—not requiring you
to—use the damage system to let your PC weather great trials and
come out OK.

Normal Health Levels

Your character has some number of Normal Health Levels.
Usually, 2.

These are used to handle superficial wounds—cosmetic stuff,
mostly. Stuff that won’t stay with you for more than a week or
two. Things that might get you bloody, might get you dizzy or
confused, might make you cough or shudder, but stuff that won’t
actually hurt you all that much.

They’re also your wound levels of last resort—like, if you run
out of all the other kinds, and something bad happens, even if it’s
not cosmetic, even if you’re being skewered or thrown into the
living flames, you can use a Normal Health Level to survive that.

But mostly they’re for superficial wounds.

& Trustworthy N

“I suppose I must have managed it, somehow.”

— Lilimund Cartaign, the Wish-Granting Engine,
explaining how she stole the Bleak Academy

- Character Type earns: Putting my Faith in You
(with this XP token) XP -

A\ 3
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Tough Health Levels

Your character has some number of Tough Health Levels.
Usually, 1.

These are used to handle bad things that happen to you. Stuff
that gets in the way. Stuff like broken legs, pneumonia, love
spells, being turned into a toad, and all that. You can’t get as much
done with a broken leg, or as a toad.

(Being a broken-legged toad has got to be the worst.)

So, having a Tough Health Level makes you intrinsically
tough, and here’s why. As long as you have any kind of Health
Level, you can still cope with damage without losing your char-
acter. But if you have a Tough Health Level, it can’t be wounded
by cosmetic stuff.

So imagine that you’re a typical PC, and you’re in a fight or
whatever, and something a little bad happens. You get your foot
stomped on. It really hurts. That costs you a Normal Health Level.
And then your head gets beaten back into a mirror. Ow! That costs
you your other Normal Health Level. And then you get punched
in the gut and...

And then...

And then, nothing. You can’t lose your Tough Health Level to
that, and you don’t have any more Normal Health Levels.

You’re just fine!

I mean, you’re still limping, because of that foot thing. And
there’s blood on the back of your head. But you can ignore that
gut-punch. It doesn’t matter.

Now, if you live an active life, then eventually something re-
ally bad will happen. You’ll get your leg broken or a three-foot-
long hornet will sting your arm and you’ll lose your Tough Health
Level.

Then you’re vulnerable again.

That said, I don’t want you to suddenly regret, at that moment,
when a gigantic, terrifying hornet has just stung you, that some-
body stomped on your foot earlier in a fight.

So at the very moment that you lose your Tough Health Lev-
el—your last Tough Health Level, if for some reason you have
two—all the wounds in your Normal Health Levels go away, and
you get them both back.

In short, before you can lose your character integrity or be de-
feated you have to first lose your Tough Health Level and then
take two superficial wounds.

Divine Health Levels

Your character has some number of Divine Health Levels.
Usually, 2.
Well....

That’s misleading. Characters with miraculous abilities tend to
have 2, and characters with miraculous abilities are the usual char-
acters for the game. But if you happen to be playing an ordinary
mortal, your default is none.

No Divine Health Levels! You’re not divine!

...Luckily, if you’re a mortal character in an epic campaign,
the campaign should have something set up to get you to 2 Divine

Health Levels without needing Perks or advancement, and in any
other campaign, you either shouldn’t need them or can ask the HG
to let you earn them in some other way.

Anyway, if you have one, a Divine Health Level is even bet-
ter than a Tough Level. You’ll only lose a Divine Health Level
to something that’s actually epically bad. Maybe someone uses a
weapon and a level 6+ Intention to cinematically slice you open
or blow your head off. Maybe someone uses level 6+ magic to do
something equally profound. Maybe you’re blasted by a miracle.

The point is, as long as you have Divine Health Levels, you’re
still a PC. But you can’t lose them to ordinary stuff. So if you have
even one Divine Health Level, and you’ve lost your Tough Health
Level, and you’ve lost your Normal Health Levels—

Until you take some epic damage, you can’t get hurt any more.

I mean, you may act hurt, but mostly, you’ve reached your
dramatic damage equilibrium or something. You’ve got as much
going on, on the damage front, as you can.

Actually running out of Divine Health Levels cleans your
Tough Health Level of whatever wound was in it—you get it
back. It heals. So the only way to actually beat you, the only way
to completely take away your PC status and make you a pawn of
whatever higher or lower power wants to manipulate your body
and your mind, is to first take away your Divine Health Levels,
then your Tough Health Level, then your Normal Health Levels.

There’s a reason I use the word “Divine”—this is survivability
and resilience comparable to a god’s.

Defeat

Run out of Health Levels and you are no longer a viable PC.

That doesn’t mean your character is dead. (In fact, having
Health Levels doesn’t even mean your character is alive!)

It just means that you’ve used up your vested interest in your
character’s fate. They’re a pawn of the HG and the other players
now. And while that could be fun to play, in theory, these rules
aren’t designed for it.

So at that point—

You’re not playing. The HG takes over and you’re just around
to kibitz and watch the game for a bit.

At the next suitable lull in play, talk to the HG about how to
come back. Maybe your PC is salvageable—they can break free
of the enchantments on them, heal from their wounds, even return
from the dead. Maybe you can get control back in a week or two,
I mean, an in-game week or two, or by the end of the session, or
something.

Or maybe they’re basically lost and it’s time for you to pick
out a new PC.

You can come back into the game as soon as the HG allows
you to. You can even play a temporary PC for a while if the HG
thinks that your original PC will recover but not for a few seasons
of the game. As an OOC matter, I think you should get back in
by the beginning of the next session if you can, but, honestly, it’s
whatever works.

Oy
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«_~ Wounds ~—=»

I want a game where witches can turn people into animals, mag-
ic can summon down fire from the sky, love spells exist though
they’re not good things, people can be stabbed or shot or hit by
lightning, and if you spend too much time out there sailing you
could stumble on Medusa’s island and catch a glimpse of her hid-
den face—

But I also want you to retain your dignity and control over your
character’s concept.

I want you to retain your PC’s capacity for action all the way
to the end.

So let’s turn our attention now to what it looks like when some-
thing bad happens and you mitigate or express that incoming dam-
age in a wound.

Surface Wounds

If something happens that messes you up, but not badly—if you’re
feeling it, but you could ignore it if a kid needed to get to the hos-
pital or a monster was stalking you?

That’s a Surface Wound.

Surface wounds cover all the damage and problems that matter
when you’re trying to work and get things done but maybe not so
much on the battlefield or in a crisis larger than yourself. They’re
all the things like pulled muscles and the flu and grief and being
overworked and stressed.

Things like this can only affect a Normal Health Level—they
can’t touch the rest.

So you can only ever really have two of these conditions at a
time and they’ll go away the moment you lose your Tough Health
Level. But while you have them—well. They’re real, and they
mess you up.

In play, I’m actually going to handle this as an advantage.

I know that’s a little counterintuitive, but I want to put the bur-
den on you to play the hurt here up. I can’t expect it to cripple you
and I can’t make the HG drag you down with it because I can’t
predict when you’ll be able to push past these wounds. So instead
I’m going to give you the option of being tough enough to just
ignore them but also give you an incentive to validate the effect,
to treat it and narrate it as something damaging.

You’ll get your choice of:

£ a+1 Tool on actions when you’re playing up the wound;

£ alevel 1 Bond related to the wound;

& if you and the HG can quickly agree on how it works, a level 2
Magical or Superior Skill related to the wound.

Plus, when you take a Surface Wound, you’ll get a free reaction
shot—even if you’re already doing two things, even if you’re al-
ready sustaining two actions, you can do something to show that
the attack or effect has gotten to you.

When you take a Surface Wound you lose a Normal Health
Level. The wound heals in 0-2 chapters, normally at the end of a
chapter, at which point you’ll get that Health Level back. If you’re
already out of Normal Health Levels, you’re temporarily immune
to Surface Wounds.

Ambiguous Wounds

Sometimes you’ll take a very ambiguous wound. Like, you’ll get
punched or stabbed. You’ll hurt your foot. You’ll get sick or fe-
verish. You’ll have a spell on you that “influences” you or affects
your mind. You’ll be depressed or have something really awful
happen.

Just what this does to you—it is not clear.

A detailed examination of what the wound actually is might
end up with it being brutal and terrible. That punch broke your
jaw. That stab wound went through your lungs. That spell has you
utterly, irrationally convinced that if you don’t do what its invoker
asks, your whole family will drown at the bottom of Big Lake.
You may “know” that that’s not true but your heart will feel it as
the given truth.

Look under the skin of an ambiguous wound and you will
sometimes find something awful like that.

...or something pointless, a little bruise or a meaningless effect.
...or something that gives you an Obstacle 1. Now and again.

I like details. I like the fact that if you get stabbed you get
stabbed in a specific place, and either it’s a place that hurts you a
lot or it’s a place that’s comparatively safe. I like the fact that if
something messes with your head, either it’s a temptation you can
easily ignore or a compulsion that you really can’t.

I mean, details like that are cooler than not having them. If we
didn’t have details like that we’d be Outside.

But I don’t like the idea that picking these details is just the HG
making a quasi-random call, and I don’t like that two of those op-
tions boil down to “I guess that attack wasn’t as cool as I thought.”

So when there’s something like this, you have the option of
taking a Surface Wound.

If you’re out of Normal Health Levels, then that Surface
Wound will just bounce off of you. That’s probably a reason
for the HG to take a second or two longer to decide whether the
wound is something more specific before handing it out.

...but, well, if it really is just “you get punched” or whatever,
then you roll with it, and you’re immune, and that’s cool too.

Gaming Terminology

Reaction Shot (Combat)—when you take a wound, even if
you’re already sustaining two actions, you can take an action
or emote that reasonably follows from that wound. I'm ex-
pecting you to use this to stagger or grunt or scream or say
something snappy, most of the time, but it’s completely OK
to use the momentum to do something awesome if you think
that’s the best fit for the scene.
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Serious Wounds

A Serious Wound is something that gets in your way. It crip-
ples your capacity for action in some respect—which can range
from “you’ve been ensorcelled and can no longer sing high-G” to
“you’ve been killed and can no longer do anything.”

At the same time, it’s basically mundane.

We’re not talking about falling into the magma chamber of a
volcano, being regurgitated alive by the unwolves, or having the
wrath of Heaven incinerate you. We’re talking about getting shot, or
falling off a third-story roof, or spending the night on an iceberg, or
something. We’re talking about magic, sure, but not the vast magic
out of legend; rather, the magic of someone pretty close to the level
of mortals. Someone who’s got to work hard to enchant you at all.

A Serious Wound is something that a badass can handle.
John McClane or Abe no Seimei—they would shrug it right off!

The rules for a Serious Wound are very similar to the rules for
a Surface Wound, above. As a PC, taking a Serious Wound, you’ll
get a free reaction shot and a power. (If desired, you can even use
that power in the reaction shot itself.)

For the power, you’ll have the following options:

a +1 Tool on actions when you’re playing up the wound;

a level 1 Bond related to the wound;

a level 1 Affliction related to the wound; or,

if you and the HG can quickly agree on how it works, a related
level 2-3 Magical or Superior Skill.
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This is mostly the same list as for Surface Wounds. I’'m giving you
the option of an Affliction to help you out if you’re under heavy
fire from miracles and the chance to capture some weird curse’s
effect, if necessary, with a level 3 Magical or Superior Skill.

Next, as part of the process of taking a Serious Wound, you get
to mitigate what happened. Choose one (or possibly more) of the
following options:

£ you give the wound a tight focus so that it doesn’t mess with
all your actions;

you reduce the scope of the wound to something specific you
can live with, or mute its overall effect down to the same;

you avoid the wound just in time, but you’re kind of trauma-
tized by it;

you avoid the wound, but hurt yourself doing so (in a different
way);

you get a way to turn the wound “off” and “on;”

you twist the effect into something mildly advantageous;

you suffer the wound’s effects in a metaphorical or otherwise
non-literal way.
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I’ll go over these choices in a moment. I’ll note in advance, though,
that they’re not all meant to be equal. You’re not shopping the list
to find the least painful or the most advantageous. That wouldn’t
be much of a challenge. You’re looking for the one you think hap-
pened, the one that feels the most right to you, or, if you can’t figure
that out, if you don’t know that, for the one that will be the most fun.

When you take a Serious Wound you lose a Tough Health Lev-
el. The Serious Wound heals in 0-2 books, normally at the end
of the book, at which point you’ll get that Health Level back. If
you’re out of Tough Health Levels, you can lose a Normal Health
Level instead. If you’re out of both Tough and Normal Health
Levels, you’re temporarily immune to Serious Wounds.

(Or you’re utterly defeated, if Tough and Normal are all that
you have.)
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Deadly Wounds

A Deadly Wound is just a Serious Wound that you get from a
particularly impressive or epic source. It’s something that should
outclass you—a nuclear weapon; a cloud of military-grade poison
gas; someone using really impressive weapon Skills like you’d
see in a kung fu movie to stab you; a scary, Major, or high-level
miraculous attack; or the supreme magic of an ancient, terrifying
sorcerer with plenty of time to work.

Basically, something’s a Deadly Wound if shrugging it off or
even just surviving it makes you kind of a mythical and epic figure
yourself.

When you take a Deadly Wound, you’ll get a reaction shot
and a power:

a +2 Tool on actions when you’re playing up the wound;

a level 2 Bond related to the wound;

an Affliction, w/ rating tied to a relevant Issue or Arc Trait,
related to the wound;

a level 3+ Magical or Superior Skill; or

a miraculous ability.
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You’ll get to mitigate the wound, too, just as before.

When you take a Deadly Wound you lose a Divine Health Lev-
el. If you’re out of Divine Health Levels, you can lose a Tough
Health Level instead. If you’re out of Divine and Tough Health
Levels, you can lose a Normal Health Level instead. If you’re out
of Health Levels completely, you are defeated and no longer a PC.

A Deadly Wound does not heal on its own, but you can pur-
sue a relatively short quest (pg. 450) to reduce it to a recover-
able Serious Wound. If this is still too slow for you, you may
undertake a longer quest to heal a Deadly Wound complete-
ly—assuming it fits the events of the story, or can be made to fit
the events of the story, you can choose “healing a wound” as the
reward for a 35+-XP quest.

If you’ve lost your last Health Level you can’t do a quest to get
better, but neither do you have to—either you can work out a way
to get back in the game or you can’t, but either way you don’t need
to bother with healing the wound!

Defensive Wounds

It’s normal to choose powers and mitigation methods that
make it a little harder to follow up on an attack. For instance,
if you’re being blasted by miraculous lightning, and you’re
worried that whoever is killing you can just keep blasting it?

Pick some sort of level 1 Affliction that says that you’re all
lightning’d out!

It’s boring to kill someone with the same attack three to five
times in a row anyway. Make them shake it up!




Keeping a Wound

As an optional rule, if you finish healing from a wound, but
want the story of the wound to continue, then the benefits can
remain over the course of an Arc or quest to pick up some
power like the wound’s.

««_~ fAlccepting

If you’re OK with something you do not have to take it as a wound.

If someone curses you to earn two coins for every coin you
spend, say—

Maybe you like that?

I mean, that doesn’t even sound bad! Why would you think it’s
a wound? Maybe I said it wrong and that was actually a helpful
blessing from a friend!

Or someone enchants you to grow wings.
You might like wings!

Or even stabs you. Someone stabs you—you don’t have to use
the wound system. You could just, you know

...be stabbed.

And then maybe you go to do something, I don’t know, ride
a bike? And the HG makes that Obstacle 1. It’s not normally Ob-
stacle 1 to ride a bike, it’s usually just like, um, riding a... just
like catching a fish. You know? Smooth as sailing once you know
the road. And then it’s a little harder all because you have been
stabbed. And it’s hard to stay conscious now and there’s blood
on the keyboard, I mean, gaming table, I mean, bicycle, bicycle,
and you try to stay conscious, and everything’s fuzzy and double
vision, and the HG gives that an Obstacle 2, and you stagger, and
fall over and go to the hospital and you finish your sentence. And
in the worst case now you’re dead and you have an Obstacle 4-5
to doing anything at all.

...but that’s a worst case. I mean, you’ll probably just get med-
ical treatment and get better.

I’'m not recommending this for cases like stabbing.?! I’'m just
saying that there’s a blurry line between wounds and stuff that just
happens, and the way I’m handling that line is to say that in most
cases you have a choice.

The exception is stuff that only affects you through the wounds
system—

& ambiguous wounds, like “you’ve been punched” or “bam!
Mystery energy,” and
& Surface Wounds.

These the HG can just hand out, if they like, to give them a proper
effect upon play.

21 Well, the medical treatment part is OK. Get medical help if you’re
stabbed. But just accepting the wound—that I will not endorse!
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Ambiguous Wounds That
Are Definitely Bad

In a few rare cases you’ll encounter an ambiguous wound that’s on
the Serious or Deadly scale. This is something like “you’re hit by
dark energy! ...which does something,” or “you fall into the vat of
strange chemicals. Have it affect you!”

Strictly speaking it’s the HG’s job to give this more description
first—

...but if it really is just a generic effect, then they can hand it
out directly as a Serious or Deadly Wound and let your reaction
shot and choice of power determine what it actually is.

a Wound ~—=»

Insisting on a Wound

Conversely you’ll have the option to insist on taking something as
a wound even if it might not otherwise be.

Someone summons you with magic. They call you to a stone
circle, where they mean to make you a sacrifice. You don’t want
that to happen but it wouldn’t normally invoke the wound rules—
it’s an action, not a lingering effect.

Still, it does impede your capacity for action, however tem-
porarily. In summoning you they are blocking your ability to do
much else. So if you want, you can stipulate that the effect lin-
gers—bearing in mind that a wound for something like this is at
least Serious, and therefore will last at least until the end of the
season—and mitigate it as a wound.

You’re no longer being helplessly summoned, even though
they presumably beat your defensive action level. You’re instead...
haunted, somehow, and persistently, by the magic of the call!

Unusual Wounds

Normally you can only mitigate or insist upon a Serious or
Deadly Wound—you can’t escalate to the wound system to
fight off, e.g., a Scrabble loss unless that loss is a big enough
deal to inflict a Serious Wound. However, particularly but not
exclusively in Techne games, your group may wish to desig-
nate certain categories of Surface Wounds as things you can
insist upon and/or mitigate: for instance, a game deeply con-
cerned with football could let you ward off enemy touchdowns
by insisting on and then mitigating a new Surface Wound.

/
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You can use one of your health levels to take a wound that would have
been a whole-body or whole-life thing and make it a lot more specific.

For instance,

The Shattered Arm

You’ve just been struck by a bear. Normally this would leave you
kind of whole-body in bad shape. But in this case, you roll with it.

As you land, your arm shatters, but most of you is OK.

The Hunger Curse

You’ve just been enchanted to go hungry: no food shall cross
your lips.

But that’s so vague!

Let’s clarify it. I mean, obviously you can still drink, so you
can drink protein shakes. Right? Protein shakes: OK. And oh!
What about snacks? I mean, snacks aren’t food. Right?

You can use one of your health levels to turn a wound into some-
thing that you know how to live with. Something that sucks, or is
kind of cool, or whatever, but which you can manage—something
that won’t really get in your way.

Like:

The Love Spell

Someone casts a love spell on you.

They come over. You welcome them in, of course. You’re un-
der a love spell. You flop on the couch. You start playing a video
game. They ask you, “It worked, right? You love me now?”

“Sure,” you say. “I love you. Whatever. Could you...”

You wave your hand. You want them to move to the side. They
are between you and your game.

“Just,” you say, “scooch over. You know. A little? Out of the
way? Love?”

The Gunshot

Oh no! You have been shot!

But it looks like... you are OK, I guess? I guess you’ll just have
to bandage it, keep it clean, and try day by day to get by.

The Werewolf

You have been bitten by a werewolf. It is nerve-wracking. The
days of the month slowly tick past. Then... fear!

You look up at the moon! The change is coming!

«_- Focusing a Wound ~—=

option 1 for mitigating a wound

They’re snacks!

And you have a friend whose cooking is definitely not food.
Seriously. (Sorry, [your friend]!) This has been established. You
have told them this many times. And now you’ll have to go to
them and rely on it!

I think a better way to put the curse is clearly “no hearty, prop-
er meals shall cross your lips.”

Let’s go with that!

Recovery

Healing from a focused wound is typically a 0 Melodra-
matic quest (pg. 91).

«_~ Living With a Wound ~—»

option 2 for mitigating a wound

Your eyes cross. Your nose twitches. The world goes weird.
Poof!

You sprout a pair of adorable, fuzzy wolf ears! Maybe even a tail!

The moonlight plays against the Twisting River: the water
chuckles over night-black stones. And as for you, after a while...
you say,

“That’s it?”

And a soft wind blows.

Ghost

You’ve been killed—erased from existence.
But you’re just part-dead.

You’re a ghost, with the ability to live in the ghost world and
make an approach from it to life. And in fact, for some reason—I
don’t know what it is, maybe it’s because of the circumstances of
your death—it’s even recoverable. If you can find your footing in life
strongly enough, if you can fit into the living world, you might return.

Recovery

Healing from a wound like this is typically a @ Pastoral
quest (pg. 90).




«_~ Avoiding a Wound ~—

option 3 for mitigating a wound

You can use one of your health levels to take the trauma of a near-
missed wound instead of the wound itself.

For a magical effect you manage to cling to reality but the
magic fills your dreams.

For a physical effect you see a vision of what’s about to hap-
pen just before it does, and you manage to avoid it. You twist out
of the way. You stop short of making a mistake. You don’t get
brutally hurt but it’s filling your mind just how sickeningly close
you came.

If the circumstances allow, if it’s OK with the HG, you can
sometimes have this vision later: like, you have a near-miss but
don’t know it, and only later when you find out how close you
came does the wound take hold.

This counts as a wound in all respects. You still have some-
thing to recover from. But it doesn’t impede your physical actions.
Instead, you’ll only suffer from it in flashes of trauma, in dreams
and daydreams, and in magical environments.

For instance,

The Transformation

A witch turns you into a duck. Only—you snap yourself awake a
moment later. That didn’t happen!

But now and then there are little slips in reality.

A duck is walking down the street—well, I mean, you are.
Someone shouts, “Duck!” and you respond, reflexively, “Qua!” In
dreams you are hanging out with your friends and then someo