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This book is meant to be used with Troika! But I think anyone 
who decides to back an RPG zine on Kickstarter could hack 
their way through converting the few mechanical parts to the 
language of  whatever dice-bible they read from on Sundays.

More than anything I wanted to make a game book that could 
just be enjoyed like a regular book. The kind of  thing that 
doesn’t just sit on your shelf  until it’s time to look up a table, 
but something that makes you want to bust out your notebook 
and make something of  your own. 

Since we made this for Zinequest, I took it as a chance to 
illustrate everything in collage style. All the images are pulled 
from free library sources, chopped up and reassembled. It’s 
a skeleton made of  lots of  folks’ bones and I hope nobody 
minds.

I’m glad that Kari agreed to write this because she has a 
mind sharper than a poet’s knife and cares more about words 
than she does about dice. She put a lot of  life into these pages 
and it would be less than good without her. 

I’m very lucky to be able to make art with a person that I love, 
and I hope everyone enjoys it.

-Sam (Skullboy)

Ten People You Meet In The Undergarden 

Special thanks to all those that donated to the kickstarter and 
made this possible, you’re the best kind of folk and we 

appreciate the hell out of you.























The first time I played a tabletop RPG was when I was in high 
school, and I absolutely wanted to play because my fun new friends 
were all going to play, and I wanted to be included, dammit. We 
were playing D&D 3.5 and I made a half-elf rogue named Redde 
who was tough and cool and also had a tough and cool backstory. I 
had a great time eating donuts and pizza with the aforementioned 
new friends, but Redde was kind of a nonstarter. It turns out it 
wasn’t that fun for me to play someone who was just supposed to 
be a tougher, cooler, more grown-up fantasy version of myself. 
Inspired by one of these new friends, who was playing a straight-up 
bonkers weirdo with oodles of personal rules and motives, I swore 
that I’d be someone more interesting in my next game.

I’ve stuck to that pledge in pretty much any game I’ve played since. 
I’ve played an ineffectual self-styled pick-up artist, a druid that 
got stuck as a non-verbal cat, a crab that eventually turned into 
sort-of-Barbarella, a coward that is always hiding behind a bush, a 
pansexual trance music-loving elf who throws dope parties, and a 
sailor called Fishmael. Somewhere along the way, I realized that as 
much fun as I could have playing the game, creating the characters 
themselves was way, way more fun for me.

With the encouragement of some of my pals, I wrote and ran a few 
sessions of my own game, in a world of my own invention, populat-
ed by my own awesome weirdos. Well, I think they were awesome. 
I really like it when NPCs are just as rich and compelling and 
potentially bizarre as player characters. When Sam suggested col-
laborating on this book for ZineQuest, I got to create a whole new 
crew of characters to fit into the Undergarden setting; and, as it 
turns out, cooperatively building a world with your partner rules. 
I’m pretty proud of these folks we created, and I’d be honored if 
they found their way into some of your games in whatever capacity 
suits you best.

-Kari
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