


THERE CAME A TIME WHEN THE OLD GODS

DIED! THE WILD DIED WITH THE WEARY! THE

MAGNIFICENT PERISHED, LOCKED IN BATTLE

WITH THE UNFORGIVABLE! IT WAS THE LAST

DAY FOR THEM! AN ANCIENT ERA WAS PASSING

IN A GREAT DISASTER!

Nowinaworld after theirs, younggunslingers

carveout a livingon theMeteoricPlanes.

Bountyhunters andbandits drifting through

asteroid towns. Lawmenappointedbymining

corpsbaronsenforcing their irongrip.

Labourersbeingpushed tobreakingpoint

ready to takedestiny into their ownhands.

Preachers looking for legaciesofOldGods in

thedust. Truth is theonly reliableprofessions

on thebelt areundertakers andbartenders.
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READ THE FIVE CLASSES AND SELECT AS MANY AS

YOU WATCH TO BE IN CHARGE OF. NOW YOU’RE

GOING TO PLAY A ROUND OF MARBLES.

CREATE A CIRCLE IN THE AREA YOU ARE PLAYING IN.

(YOU MIGHT DRAW THIS IN CHALK, USE A STRING TO

MARK IT, OR PLACE CRUMPLED SCRAPS OF PAPER IN

AN OCTOGEN SHAPE.)

IN THE CENTRE OF THIS CIRCLE PLACE 10-15

MARBLES OF TWO COLOURS. (JUDGE THE AMOUNT

BASED ON THE AMOUNT OF PLAYERS YOU HAVE.)

DESIGNATE ONE COLOUR THE HOT MARBLES, THE

OTHER COLOUR THE COLD MARBLES. (THE HOT/

COLD DICHOTOMY IS NOT RELEVANT IN THE OLD

GODS PHASE BUT IT IS FAIRER TO HAVE DECIDED

BEFORE PLAYING.)



GRAB A “SHOOTER” MARBLE. IT IS BEST IF THE

SHOOTER MARBLE IS LARGER, TO BETTER KNOCK OUT

OTHER MARBLES, AND AT THE VERY LEAST SHOULD BE

DIFFERENT FROM THE TWO MARBLE COLOURS IN THE

CENTRE.

KNEEL OUTSIDE OF THE CIRCLE AND SHOOT YOUR

MARBLE FROM THE GROUND. YOUR OBJECTIVE IS TO

KNOCK MARBLES OUT OF THE RING. TO SHOOT YOUR

MARBLE CORRECTLY, FOLD YOUR THUMB, PINKIE, AND

RING FINGER INTO YOUR PALM. ROLL YOUR POINTER

FINGER AROUND THE MARBLE, HOLDING IT AGAINST

YOUR THUMB KNUCKLE. WHEN YOU'RE READY TO

SHOOT, FLICK YOUR THUMB OUT.



ANY MARBLE KNOCKED OUT YOU COLLECT. IF YOUR

SHOOTER IS LEFT IN THE CIRCLE AND YOU KNOCKED

A MARBLE OUT TAKE ANOTHER TURN. IF YOUR

SHOOTER LEAVES THE CIRCLE OR YOU DON’T KNOCK

ANOTHER MARBLE OUT IN YOUR TURN THEN THE NEXT

PLAYER TAKES THEIR TURN.

AFTER EACH TURN ANSWER A PROMPT FROM THE

RELEVANT PICKLIST TO CREATE YOUR OLD GODS.



AFTER THE ROUND IS COMPLETE, YOU MIGHT WANT

TO SUMMARISE AND EMBELLISH YOUR OLD GODS AND

HAVE AN OPEN DISCUSSION ON WHAT YOU THINK THE

STORY WILL BE. THEN YOU’LL TELL THE STORY OF

THE GREAT DISASTER AND THE DEATH OF THE OLD

GODS. THE PERSON WITH THE LEAST MARBLES

GATHERED CAN BEGIN THE STORY. WHEN THEY FEEL

LIKE THEY’D PREFER TO LISTEN THEY PASS THE STORY

TO THE PLAYER WITH THE NEXT LEAST MARBLES AND

THIS CONTINUES SO ON, UNTIL THE STORY SATISFIES

YOU. (THIS ORDER IS PRIMARILY A SUGGESTION TO

SHARE AROUND FEELINGS OF NARRATIVE CONTROL,

DEPENDING ON YOUR TABLES VARYING COMFORTS

WITH IMPROVISED ORAL STORYTELLING YOU MAY

PREFER TO USE A DIFFERENT ORDER OF TELLING,

FEEL FREE TO DO SO.)

THE SECTION EVEN GODS MUST DIE HAS SOME

THOUGHTS ON STRUCTURING YOUR GREAT DISASTER

AND SOME PROMPT QUESTIONS THAT MIGHT HELP

YOUR TABLE OUT.



◇DESCRIBE A WEAPON YOU WERE LINKED WITH

◇DESCRIBE AN ALLIANCE AND IT’S PURPOSE

◇DESCRIBE A SACRIFICE THAT WAS OFFERED

TO YOU, AND HOW YOU REACTED

◇DESCRIBE A PUNISHING SHOW OF POWER

◇DESCRIBE A BENEVOLENT SHOW OF POWER

◇DESCRIBE A WRONG THAT WAS DONE TO ANOTHER GOD

First Marble Knockout Prompts

Second Marble Knockout Prompts

◇DESCRIBE A THEFT OF POWER

◇DESCRIBE A DEATH AND RESURRECTION

◇DESCRIBE AN ACT OF DIVINE VENGEANCE

◇DESCRIBE A JOURNEY TO AN OTHERWORLD

◇DESCRIBE A STRANGE BEAST YOU HUNTED, AND ITS FATE

◇DESCRIBE A WRONG YOU COMMITTED,

AND WHETHER YOU WERE

PUNISHED



Third Marble Knockout Prompts

◇DESCRIBE A RUMOUR OF YOUR MIRACULOUS BIRTH

◇DESCRIBE A RUMOUR OF HOW YOU STOLE POWER FROM

A PRECURSOR

◇DESCRIBE A RUMOUR OF HOW YOUR

PRECURSOR TRIED TO DESTROY YOU

◇DESCRIBE A RUMOUR OF A

PROPHECY THAT GREETED YOUR ORIGIN

◇DESCRIBE HOW YOU CONQUERED YOUR DOMAIN

◇DESCRIBE HOW YOU WERE AWARDED YOUR DOMAIN





ROLE: CHTHONIC GOD, DEVIL, SCHEMER

DOMAIN: COLD, STILL, SLEEP, DEATH

DESIRE: THEY WANT TO CONQUER THE WORLD AND

MAKE IT STILL, ANY WHO OPPOSE THEM ARE

ENEMIES.

THEIR FORM IS AN IRON STATUE WIELDING A SPEAR

OF ICE.

THEIR FORM IS A PERSON, BLUE TO THE BONE,

WEARING A CROWN OF FROST.

DESCRIBE ANOTHER FORM:





ROLE: COSMIC GOD, MONARCH, JUDGE

DOMAIN: FIRE, VICTORY, FEEDING, SACRIFICE

DESIRE: THEY REWARD LOYALTY AND FORGIVE

NOTHING. THEY SEEK TO GROW, TO FEED THE

FLAMES.

THEIR FORM IS A SPACESUIT FORGED FROM MOLTEN

VINYL, A HEXED SPIRIT SEALED INSIDE.

THEIR FORM IS A TESSELLATING FACE OF FURY.

DESCRIBE ANOTHER FORM:





ROLE: CHTHONIC GOD, AFTERLIFE CUSTODIAN,

SEEKER

DOMAIN: SECRETS, CODE, DESIGN, AFTERLIFE

DESIRE: THEY SEEK AN ANSWER TO WHAT IS AND

WHAT WILL BE. THEY SEEK TO MAKE THEMSELF THE

ANSWER.

THEIR FORM IS A MECHANICAL SKELETON FLYING

ON WINGS MADE OF WIRES, HOLDING A FAVOURED

SOUL IN THEIR CLAWED STEEL HANDS.

THEIR FORM IS A DIGITAL REVENANT, HOSTED ON

MACHINE POWERED BY THE VITAL ORGANS OF A

FALLEN ANGEL.

DESCRIBE ANOTHER FORM:





ROLE: COSMIC GOD, TRICKSTER

DOMAIN: PLANTS, FUNGI, MISCHIEF, CREATION

DESIRE: THE SPORELORD IS CURIOUS, AND SO THEY

PLAY. THEIR LOYALTY IS NOT TO THE GODS, BUT TO

THE BUGS AND THE CLAY.

THEIR FORM IS MUSHROOM COVERED BODY WITH A

CHARMING SMILE. THEIR MOSSY HANDS WEAVE A

DAISY CHAIN TOGETHER, THEN RIP IT APART.

THEIR FORM IS AN OFFBEAT STRANGER, TWIRLING AN

UMBRELLA SHAPED LIKE A MUSHROOM, WEARING A

COAT WEAVED OUT OF MORELS.

DESCRIBE ANOTHER FORM:





ROLE: CHTHONIC GOD, EARTH TEACHER

DOMAIN: DIRT, MINERALS, TUNNELS, STONE

DESIRE: THEY WANT TO BE ENTERTAINED AND

OBSERVED.

THEIR FORM IS GOOP. WHEN YOU LOOK CLOSELY YOU

SEE PRECIOUS STONES SHAPED LIKE HEARTS, SHAPED

LIKE LUNGS, SHAPED LIKE EYES. YOU CAN FEEL

WHEN THEY SMILE, AND WHEN THEY DON’T.

THEIR FORM IS A ONE-EYED HAG, CAKED IN DIRT,

WEARING A CROWN OF HORNS AND WAITING FOR YOU.

DESCRIBE ANOTHER FORM:





ROLE: COSMIC GOD, CROSSROAD MESSENGER

DOMAIN: WINDS, RAIN, TRAVELLERS, MAGIC

DESIRE: THEIR WHIMS CHANGE WITH THE SEASONS,

ALWAYS SEEKING STRONG FEELING.

THEIR FORM IS WORN REPTILE IN TATTERED ROBES,

PROPPING THEMSELVES UP ON A CROOK CARVED FROM

LIGHTNING.

THEIR FORM IS A HUNGRY RUNAWAY WITH THE HEAD

OF A FALCON, A BAG OF SNAKES SLUNG OVER THEIR

SHOULDER.

DESCRIBE ANOTHER FORM:





ROLE: PRIMORDIAL CLAIMANT, PLAYER OF ALL SIDES

DOMAIN: KNOWLEDGE, TRANSFORMATION

DESIRE: THEY SEEK TO DESTROY, TO CREATE, TO

REDEEM, TO DAMN, AND TO SEE THE PROCESSES

REVERSE AND COME FACE TO FACE WITH THEMSELVES.

THEIR FORM IS A CLOAKED FIGURE CONCOCTING

STRANGE EXPERIMENTS AT THE EDGE OF SPACE-TIME.

THEIR FORM IS AN EYE ENCIRCLED IN STARS,

JUDGING YOU, WATCHING THEM.

DESCRIBE ANOTHER FORM:



THE QUESTION “HOW DID THE OLD GODS DIE?” IS

A PRETTY BIG ONE TO ANSWER OFF THE TOP OF YOUR

HEAD. WE’D SUGGEST DRAWING FROM SIMILAR

STORIES OF GODLY DEATH THAT HAVE APPEALED TO

YOU. PERHAPS YOU’D LIKE TO TELL A STORY OF A

NEW GENERATION RISING UP TO OVERTHROW THEIR

ANCESTORS A LA TITANOMACHY. YOU COULD EXPLORE

IDEAS OF A PRE-DESTINED APOCALYPSE THAT KEY

EVENTS BRING ABOUT A LA CERTAIN POP CULTURAL

RAGNAROCKS. MAYBE GIVEN THE SPLIT BETWEEN

CHTHONIC AND COSMIC GODS YOU’RE INTERESTED

IN A GRAND WAR ACROSS THE HEAVENS WHICH

DESTROYS THEM ALL.



THIS GAME DRAWS LOTS OF INFLUENCE FROM JACK

KIRBY’S FOURTH WORLD STORIES. IN ’84 THE

GRAPHIC NOVEL THE HUNGER DOGS WAS RELEASED,

KIRBY’S ATTEMPT TO WRAP UP HIS COSMIC

MYTHOLOGY, WHILE COMPLYING WITH EDITORIAL

MANDATES TO LEAVE THE CHARACTERS ALIVE. THE

STORY PRECEDING THE HUNGER DOGS, EVEN GODS

MUST DIE, FEATURES A FINAL SHOWDOWN BETWEEN

TWO KEY GODS, THE GOD OF EVIL DARKSEID AND HIS

SON ORION, RAISED BY NEW GENESIS. THE HUNGER

DOGS ITSELF FEATURES THE DESTRUCTION OF NEW

GENESIS FROM DANGEROUS TECHNOLOGY WHILE

DARKSEID IS OVERTHROWN BY THE OPPRESSED

MASSES OF APOKALIPS. THESE STORIES MIGHT ALSO

SERVE AS INFLUENCE FOR YOU IF YOU DESIRE.

ON THE NEXT PAGES ARE SOME QUESTIONS THAT

MIGHT HELP YOUR TABLE FORMULATE IDEAS. YOU

DON’T NEED ANSWERS FOR ALL OF THEM, OR EVEN

ANY OF THEM. USE THEM AS MUCH AS THEY

ENHANCE YOUR STORYTELLING EXPERIENCE.



WAS THE GREAT DISASTER FORETOLD? DID ANYONE

ATTEMPT TO DELAY THIS FATE? DID ANYONE ATTEMPT

TO HASTEN ITS ARRIVAL?

A DANGEROUS ENEMY WAS IMPRISONED ONCE, WHO

WERE THEY? HOW DID THEY KNOW THE OLD GODS?

WHO DID THE DEED OF IMPRISONMENT? THE GREAT

DISASTER INVOLVED THEIR RELEASE. WHO FREED

THEM? WHAT DID THEY DO AFTER BEING FREED?

WHAT WAS THE FIRST SIGN THAT LIFE WOULD GO

ON? WAS IT SURVIVORS, HUDDLED TOGETHER TO

SURVIVE THE STORM? IS IT A FLOWER GROWING IN

SPACE? DOES ONE OLD GOD SURVIVE TO NURTURE

A NEW WORLD BEFORE GENTLY PASSING? OR MAYBE

THERE WAS NO SIGN, LIFE JUST DID GO ON.

WHAT DEMAND WAS TOO GREAT FOR THE COMMON

FOLK TO STOMACH? HOW LONG HAD THEIR OUTRAGE

BEEN FERMENTING? DID ANY OF THEM CRY FOR THE

OLD GODS?



WHAT WAS THE LAST STRAW THAT MADE THE OLD

GODS TURN AGAINST EACH OTHER? WHO STRUCK

FIRST? WHO WAS BETRAYED IN A PIVOTAL BATTLE?

WHO WAS BETRAYED IN THEIR MOST UNGUARDED

MOMENTS?

WHEN A CHTHONIC GOD DIES WHAT BECOMES OF

THEIR SUBTERRANEAN DOMAIN? DOES IT CRUMBLE,

BURYING ALL THEIR SQUIRES UNDER MOUNDS OF

DIRT AND STONE? OR DOES IT EXPLODE?

WHEN A COSMIC GOD DIES DOES THE SKY WEEP?

OR DOES IT FEEL RELIEF?

WHAT BECOMES OF THE BONES OF THE OLD

GODS? DO THEY FORM MOUNTAIN RANGES ON

METEORS? DOES THEIR SPILLED BLOOD CREATE

NEWS LAKES IN THE HEAVENS? DO THEIR EYES

LIVE BEYOND THEM? FLOATING IN SPACE,

OBSERVING THEIR SUCCESSOR, JUDGING THEM AS

THEY REPEAT THE SAME MISTAKES?



THE DANGEROUS LIVES OF
THE YOUNG GUNS



Build your Young Gun. Roll on background

tables or pick from them and think about

who this Young Gun is. What do they look

like?What pronouns do they use or not use?

You should give them a name. Describe the

artefact of the Old God that is in their

possession, drawing on what was played

out in The Time of the Old Gods, and

answer how it came into their possession.

Introduce this Young Gun to the table.

The YoungGuns are not necessarily a posse

of gunslingers with shared interest. They

might be. They might also be completely

opposed.



Pick from the lists of artefact abilities to

build your own artefact. Pick as many Hot

Abilities as you have Hot Marbles. Pick as

many Cold Abilities as you have Cold

Marbles. To use your abilities, you must

spend a matching marble. The players with

less marbles pick first. No ability is shared

between Young Guns. When an ability is

used it is gone forever.

The game isGMfull, each player takes turns

to describe the world and control NPCs.

If a player is in charge of setting the Scene

they may sometimes find it useful to de-

centre their Young Gun. Not always, of

course, maybe not even most of the time

depending on your game.



Pick from the lists of artefact abilities to

build your own artefact. Pick as many Hot

Abilities as you have Hot Marbles. Pick as

many Cold Abilities as you have Cold

Marbles. To use your abilities, you must

spend a matching marble. The players with

less marbles pick first. No ability is shared

between Young Guns. When an ability is

used it is gone forever.

The game isGMfull, each player takes turns

to describe the world and control NPCs.

If a player is in charge of setting the Scene

they may sometimes find it useful to de-

centre their Young Gun. Not always, of

course, maybe not even most of the time

depending on your game.



If one player’s Young Gun is an outright

villain for the rest of the cast then you

might find it straightforward to GM and

play your Young Gun. If the Scene set up is

a conversation with only Young Guns

involved de-centring is unlikely to be

necessary.

You might find it doesn’t cause you much

difficulty swapping in and out of the GM/

player role in an individual scene. But if you

do find it difficult it can be helpful to

remember not every character needs to be

in every Scene.



BUILDING A YOUNG GUN

Bandit Bounty Hunter

Lawman Laborer

Undertaker Preacher

Riches Fame

Work Rumours

Running Seeking

Family youmiss Family you don’t

Bloody scenes Bad reputation

Troubled love Nothin’ but pain

Occupation

Why you came to theMeteoric Planes

Something you left behind



HOT ABILITIES
◇Quiet the skies

◇Banish dreams

◇Call forth dreams

◇Remake something

◇Remake someone

◇Contain a great flood

◇Counteract someone’s greatest strength

◇Shift the world around you

◇Remove all natural ammunition

◇Call forth snakes

◇Create silence, for a moment

◇Feel nothing, slowly



COLD ABILITIES
◇Summon forth natural disasters

◇Tear the fabric of space

◇Fire through time

◇Unmake something

◇Unmake someone

◇Unleash a swarm

◇Break something unbreakable

◇Steal something immaterial

◇Scatter something across the world

◇Make something unstable

◇Create something from nothing

◇Feel everything at once



SET-UPS AND SCENES

A set-up is a suggestion youmight be

interested in framing your story around.

Set-up Promptswill offer some details on

places people and sources of conflict and

ask questions to help you define all those

things. You do not have to use any of the

Set-Up Prompts if you don't want to; you

may have your own hook you want to

pursue or play within a more vibey free-

form structure; as long as

the table is on the same

page about what you

all want out of it.



Playing a Scene is playing a situation in one

place. Players take turns to narrate and

populate Scenes. There is list of brief scene

ideas included, they might inspire you

before you start playing to be a useful

resource if the table reaches a stumbling

block. They can also gather dust,

unattended to, this is not a crime.

SCENES
PROMPTS

Bank Robbery

AMassacre

Tavern, Interior

Feuding Families

Casino, Interior

Bounty Posting

Graveyard of the Gods

Monster Bones

Dragon Rustling

Atomic Gold Mine

Cosmic Storm

A Survivor Arrives



It’s a strange world where tree grows on

themeteors folk havemade their homes on.

It’s a cruel world when people chop ‘em

down and fashion a gallows. This one sits

on the edge of Whisky Barren, a frontier

town “looked after” by Fursho Blanchard,

a scornful law enforcer with foul morals

and a fouler stench.

Someones in a cell.Waiting for their turn. Is

it you? How’d they get the weapon off you?

Huh, bad luck.



You better get it back before it’s your turn

to swing. Unless it’s someone else in that

cell, who the hell are they? To you Imean? I

take it you’re here to spring ‘em loose. Or

maybe to make sure the job is done? Now

that’s cold, all right.

Susie Solset’s been stirring up trouble with

the miners in the town, talking about

throwing down tools until they all get what

Now Blanchard doesn’t have enough to

wrap a noose round Solset’s neck, but I bet

he’ll look at other ways of staying in

business. You could do something about

that whole situation, if you cared to.

In town Brother-Sister Tarlor looks after

zer community, keeping a memory of the

Old Gods alive and raising funds. Oh, you

wanna know about the funds? I ain’t heard

all that much.



The Brother-Sister is a respected figure

and has a way with words so coins flow

freely. Barkeep told me ze just looks after

the poor.My buddyOxton said they heard it

all goes back the home cities. Formymoney

though,I reckon ze’s stockpiling weapons.

So, what are you gonna do?



You wanna trek across theMeteoric Planes

then you got a few options. A pumped up

mutant horse is my favourite way to travel

personally. Some folks prefer the reigns of

the wagon, or hiring a driver for a coach,

but not me. I did know a damn fool who

tried to make it from Angel Bank to

Scorncliff on foot, thinking he’d save some

coin, but the exposure cost him plenty.

Then there’s the railroad.

There’s a train coming this way soon and I

heard what’s it’s carrying is juicy. Nah, I

won’t spoil the surprise for you. Oh, you

already know? Exciting, right?



The train’s engineer, Sylvester Hekkoz, is a

serious sort, unconcerned with anything

other than keeping per crew in line and

keeping the train chugging along.

Gotta level with you though, there’s a lot of

guards and such on the train. Heard they

hired Bealuh Grubford’s crew, they’re

straight-shooters, but unforgiving, and

Then there’s the poor suckers who are

gonna get in themiddle of all this. Oh, don’t

get wrong, no sympathy for ‘em. Folk a

little too fancy for me to shed a tear. I hear

Luther Lordia’s here to keep an eye on

things, you got any clue what that’s about?

I’m getting all excited to see how this blows

up. So are you in? The idea seems simple

enough.



First, you knock off the Interstellar

Telegraph Office on Tombsnag to force the

train to stop. Figure you know what to do

from there. Though you better have your

getaway planned tight.

That is if you’re in the crew. Suppose if the

operators hired Grubford they may have

hired others. An’ someone with the weapon

of dead god is always in pretty high

demand. Hell, maybe you just were

catching a train, but with that power in

your holster you better be prepared to use

it.

So, what are you gonna do?



As far as hotbeds of sin go, Thundercrag is

in my top three. Wait, top five, forgot

about, but still! There’s tavern ran by a

barkeep I respect. There’s a casino ran by a

man I don’t. How long have you been in

town? Well maybe I’m telling you stuff you

already know but no one ever said I don’t

like the sound of my own voice.

So the problemwith hotbeds of sin is not all

sinners are created equal. Thonmago

Burdettewas a rich sinner, the worst kind.



Daddy’s a land baron. Momma’s a

politician. So he walks around like he owns

the place. Thing is no one let Rosa McGraw

know that. She’s the big lass with the

battered hat and after Thonmago crossed

the line she’s tossed him in jail. Called in a

bounty hunter, a young butch named Ollie,

who’s gonna escort him to Angel Bank.

The Burdettes’ want their own resolution

before Ollie evenmakes it to Thundercrag

though. They hired a posse, led byHalmo

“HaveMercy”, to break their little prince

out and put anyone standing in the way in

the ground.

Did you ever know Halmo back in the day?

Tell me about ‘em, I’ve always been

interested, given the reputation.



Then there’s some in town who’d rather

see justice served by one of Thundercrag’s

own. It’s just talk for now. Harriet Zunset

causing a ruckus in the tavern, talking

aboutwhat they’d like to do if they got their

hands round Burdette’s neck. But I am

curious. Sometimes talk is talk. But stewing

in cheap booze can change that pretty

quick.

I think we trust eachother, so you can let

me know, who’s side are you? Bestmake up

your mind though, cause all these players,

there on a collision course. I’ve already

placed my bets on how things are gonna

shake out.

So, what are you gonna do?



The tiny village of Lone Tusk has been

raided, again. It will be raided, again. But

don’t worry, there’s a bit of time, there’ll

wait until it’s after the harvest. You don’t

raid for the scraps; you leave that to the

villagers. It’s a certifiable army of bandits,

led by Sampson Lull. Once upon a time this

army was a militia hired to break strikes. A

miner I once knew said that after one such

occasion Sampson found something in a

mine while sending folks back to work. A

little bit of power from the old world.



You know more about that stuff than me,

tell me what he got her hands on?

Last time Lull’s army ran through Lone

Tusk things got bloodier then before.

Sampson did something to a villager.

Unleashed the power on ‘em. Fella who told

me this wouldn’t say what happened, but

he had a stunned look about, and in the

bathroom I saw him bringing up his lunch.

As you can guess, after this the village is

looking for a way out. The old lady, Norim,

once saw the power of anOld God’sweapon

with her own eye. Was it in your hands

when that happened? Or was this before?

Anyway, she had the bright idea to find fire

with fire. They sent the tailor, Shilo

Marvus, to find some Young Guns willing

to see Lull dead



Course, the pay is meager. But maybe it’s

not about that. Come on, you can tell your

ol’ pal, why are you here?

Some of the villagers might be able to lend

a hand, those not too busy with the harvest

at least. Go Calvera, child of a village elder,

wanted to leave home and become a bounty

hunter, send money back.. Couldn’t work

out though, not just yet. Their old folk

needed them to stay, for a reason I was just

a tad too drunk to catch all of. Go will help

out, but they’ve got mixed-up feelings

about y’all, a murky mix of admiration and

jealousy.



Course not everyone is happy withNorim’s

play. They go along with it out of respect.

But if it was up to Petra Opamak they’d just

give Lull’s what they want and get on with

their lives. They really want an out then

they should run, cause truth is she reckons

you’re dead folk. Don’t take it personally,

it’s only your capabilities and life

expectancy she’s doubting.

So, what are you gonna do?
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