




In the previous episode: In late August 2017, I discovered Grant Howitt’s one-page games thanks to my 
friend Melville. I found them formidably inventive, a masterclass in game design in their concision and 
aesthetic; I was so attracted by them that I decided to do exactly the same thing. I wrote a game by hand, 
published it discreetly, and moved on. Except inspiration didn’t, and I suddenly got an idea for a second 
game, and then a third, and then...

I decided to dare myself to write one game per month for as long as I could. A year later, I had written 14 games.

***

In late August 2017, I was finalizing the first collection of my mini-RPGs after a year of 
intensive creation and 14 games published. I was thinking that a full year was a good chal-
lenge, and I could probably stop there; except I had one or two more ideas in store, and by 
the time I published them, I got another one, then another, then...

In the end, I made it through a full second year publishing games every month, sometimes 
even twice a month, following jams, challenges, or just my fancy... This second year was also a 
chance to test a bunch of stuff: what if I wrote a mini-RPG you could play in a campaign? With 
bits of paper to tear off? A play-by-letter game? A game you can combine with other games?

The result is 13 more games in this full collection, to which I added 6 bonus games, less 
tested, weirder, but that I wanted to give you anyway.

So, if you like to play... to RPGs, storygames or LARP, with or without a GM, alone or with 
12 players, with dice, cards, stick, tokens; if you like short games, campaigns or sagas; if the 
idea of playing a time traveler, a pensioner on the run, a flower in a suit, a lost cuddly toy, a 
tree, a teenage investigator, a ghost, a doppelgänger, a constellation, a roboanimal, a human-
oid vulva, a dream, a Victorian explorer, a coffee drinker, a wannabe detective, Death, a poet 
pirate, a city, the member of a secret society, an Egyptian zombie animal, a quantum monk, 
a mad scientist, a broken robot, a mecha pilot, the employee of a multiverse corporation, a 
Russian fighter, a poison-pen writer, an astronaut, yourself, a grieving adventurer, a mur-
derer by chance, a murderer by choice and many other things still thrills you, you should 
definitely find a couple of games that suit your fancy in there!

—Côme Martin



THE ANTI-PARADOX BRIGADE
With a GM / 2h - 3h / Play unskilled time agents

LAST ESCAPE
Without a GM / 2h - 3h / Play fugitive pensioners

The Disorder Suit
With a GM / 2h - 3h / Play flowers stuck in a human costume

FLAYED IN THE FREEZING NIGHT...FLAYED IN THE FREEZING NIGHT...
Without a GM / 2h - 3h / Play Cuddly Toys fighting nightmares

YOU ARE A TREE 
With a GM / 2h - 3h / Play magic trees protecting their domain

AFTER SCHOOL INVESTIGATIONS
Without a GM / 4h - 5h / Play high school students torn between their problems and their case

SATURDAY NIGHT FOREVER
With a GM / 2h - 3h / Play ghosts stuck in a time loop

THE DOPPELGANGER EFFECT

With a GM / 2h - 3h / Play parallel versions of the same character

UNTIL DAWN COMES 
With a GM / 30mn - 1h30 / Play constellations telling stories to an astronomer

ROBONIMALS: escape from the lab

With a GM / 3h - 4h / Play animal-robot hybrids in a destroyed lab

VIOLENCE/SEX/POOP
With a GM / 2h - 3h / Play filthy characters in a violent and disgusting world

Without a GM, 3 players only / 1h / Play the exploration of a shared dream

THE TO DREAMS

YOU WON’T BELIEVE ME BUT I GOT TO THE RUINS!

Without a GM / 1h / Play Victorian explorers who exaggerate a bit

HOLY HECK CRAZY STUFF HAPPENED TO ME ON THE WAY!
With a GM / 1h / Play people making things up to justify why they’re late

YEAR ONE: September 2017 - August 2018
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YEAR TWO: September 2018 - August 2019

IT WAS A CLEAR AND SUNNY DAY or THE KEY TO THE MYSTERY
Without a GM / 2h - 3h / Play amateur detective obsessed by strange signs

Death in VeniceDeath in Venice
Without a GM, 2 players only / 2h - 3h / Play Death and a nightlifer bargaining together

Piracy & Poetry
Without a GM / campaign play / Play poet pirates roaming the twelve seas

HUNGRY CITIES
Without a GM, alone or with others / 3h - 4h / Play Travelers and the City hungry for them

Without a GM / 2h - 3h / Play Acolytes trying to keep an Old God asleep

THE EGYPTIAN JOB
With a GM / 2h - 3h / Play Egyptian animals robbing a museum

Murder in the Quantum Monastery 
With a GM / 2h - 3h / Play Monks accused of murder in a shifting monastery

One minute to midnight
Without a GM / 3h - 4h / Play broken robots on a planet nearing extinction

FORTUNATELY, YOU WERE THERE
Without a GM / 1h / Play a group of friends remembering how the hard times were overcome

THE DOPPELGANGER PROJECT

With a GM / campaign play / Play explorers of a deliquescent multiverse

THE STELE AT THE HEART OF THE PLAINS

Without a GM / 1h - 2h / Play lost travelers in an hallucinated landscape

Poison your Pen with Revenge
Epistolary game / campaign play / Play a poison-pen Writer, their Victims and the Detective after them
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THE · CREATOR · AND · THE · CREATURE
Without a GM, 2 players or more / 2h - 3h / Play a scientist and the creature fleeing from them



BONUS GAMES

A GM and a player at a time / 15 mn / Play the escape from a retorse module

LAST DUNGEON
Without a GM / 1h / Play grieving adventurers exiting a dungeon

THE INTERROGATION
Without a GM,  2 players / 1h / Play a Detective and a Criminal in a tense confrontation

HERE
Without a GM / 1h / Play the exploration of a place at different times

NOW
Without a GM / 1h / Play the exploration of the same moment in different places

HERE & NOW
Without a GM / 1h / Play a combination of the two previous games

TOOTAL REMIX!
???? / ???? / Mix ALL the games from the collection!

THANKS to Alceste, Arjuna, Arnaud, Belfeuil, Caroline, Cathia, Chestel, Chiffre Indigo, 
Chloé, Damien, Emmanuël, Eric B., Eric M., Eric N., Ethelen, Eugénie, Fabulo, Fanch, Fe-
lix, Florent, Florian, Gabrielle, Guillaume, Guylène, JC, Jean, Jérémie, Jérôme, Jean, Julien, 
Kai, Kamaril, Kobal, Manuel, Matthieu, Marie-Anne, Nabe, Nitz, Olivier, Osha, Orsu, Peggy, 
Pierre, Stéphane, Steve, Théo, Thomas, Tibur, Timothé, Tiramisu, Tom, Valentin, Virgile, 
Vivien and Yannick for their participation to playtests and proofreading!

THANKS to Meguey Baker, Cédric Ferrand, Grant Howitt, Thomas Munier, Alex Roberts, 
Julien Pouard and John Wick for the system bits I took from them!

pp. 87-91

pp. 93-108

p. 110

pp. 112-120

p. 122

p. 122

p. 123

pp. 125-130

THINK ABOUT WHAT YOU WANT AND PUSH THE BUTTONAND PUSH THE BUTTONTHINK ABOUT WHAT YOU WANT AND PUSH THE BUTTON

THE DEAD BODY IN YOUR HEAD
LARP with no organizer / 4h15 / Play a group of friends after they committed a murder
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THE ANTI-PARADOX BRIGADE
A mini-RPG by Côme Martin for a GM and 3 to 5 play-

ers, written in September 2017.

All the best Agents are already on the field when the 
alarm goes off at the Time Agency. That’s why, for once, 
it’s you they call... Here’s your chance to shine again, or 
confirm your ineptitude!

CHARACTERS
Roll a bunch of dice to create your character. They 

will give you their Exploit, their secret Motivation (added to 
the official mission) and their starting Equipment. Fill the gaps, 
invent stuff if needed. Your character is a little clumsy, yes, but 
they are also a potential hero!

What’s your PC called? Choose a grade and a historical an-
cestor: Corporal Lewis Charlemagne, Sergeant Laura Cleopat-
ra, Lieutenant Sergio Kennedy...

EXPLOIT: To have...
1: ... convinced the king of Sweden to yield you some lands
2: ... infiltrated a troop of Huns in the middle of the night
3: ... repaired a gravicopter’s motor in the Mesozoic era
4: ... documented the mores of 43th century Amerindians
5: ... won the annual strong-arm tournament in Green River, 
Wyoming in 1837
6: ... discovered a 123rd element on Mendeleiev’s table

SECRET MOTIVATION
1: Respect the last will of your mother, a former Agent
2: Surf on the Pompeii’s eruption
3: Hide from the authorities, who’d like to ask you a few questions
4: Avoid the 4th Korea War
5: Swipe Ramatonov XIV’s personal rifle
6: Show Buffalo Bill you’re stronger than him

EQUIPMENT
2: A gammapistol 8: The History of Time by Leon Kulp
3: Antigrav boots 9: A Repairbone minute kit
4: Scan goggles 10: A transtemporal phone
5: A mini holoproj 11: A pair of Breath’gloves
6: An InfiniOven™ 12: A damaged ServoBot
7: A paradoxometer
Other things found during the session can be added to your 

Equipment if the MC agrees.

Finally, you’re afraid of something because of a previous mis-
sion gone bad: cats, tunnels, the color red... The player to your 
left decides what exactly is your Fear.

THE GROUP 
Detail the relations between the PCs by 
asking some of the following questions 

(1 or 2 by PC is enough):
- Who have you ac-

cused of being a dan-
ger for the group?

- Who could you 
wake up in the middle 
of the night for a trifle?
- With whom have you 

made a stupid bet you bring 
back up with each new mission?

- Who do you secretly think is super classy?
- To whom would you steal their Equipment be-

cause they clearly doesn’t know how to use it?
- Who knows your secret Motivation?
- Who do you think has completely made up 

their Exploit?
- Who do you hate while the rest of the group 

loves them?

TRAVELING
The group travels thanks to a time elevator. It can 

be locked with a key (who keeps it?) and 6 people 
can stand in it by squeezing a little. Whether it 
pops up from the ground when you arrive some-
when, or opens in the underground, it stands out 
from notice.

DOING STUFF
For uncertain actions, roll a die. You can add 

one if the action is related to your Exploit, your se-
cret Motivation and/or your Equipment. Keep any 
die you want, unless the action involves your Fear, 
in which case you keep your worst die.

1: Total failure, but win a Chronotoken
2: Failure but opportunity for the PC
3: Failure but opportunity for the group
4: Success but complication for the group
5: Success but complication for the PC
6: Total success!

If you help another PC, give them a die; if you 
oppose them, each one of you rolls and the high-
est result wins.

CONDITIONS
They get added and removed in order; each re-

moves 1 (stacked) to the final result of an action 
roll (after the die is chosen).

☐ ​1.​ Shaken ☐ ​1.​ Troubled
☐​ ​2.​ Wounded ☐ ​2.​ Agitated
☐​ ​3.​ ​Seriously harmed ☐ ​3.​ At your wits’ end
☐​ ​4.​ Dead ☐ ​4.​ ​Completely unstable

CHRONOTOKENS
Each player begins with a chronotoken. They win one when 

they end up with a 1 on their action roll, or when their Motiva-
tion keeps the mission from going right.

Each chronotoken spent after a roll adds or removes 1 to a 
die’s score.



PARADOXES
The Paradox score starts at zero and is common to the 

whole group. It raises by one depending on the PC’s 
actions and when dice match in an action roll: if the num-
ber is higher than the score of Paradox, that’s a minor 
paradox, otherwise it’s a major one (see examples at 
the back). 

MINOR PARADOX
1: The PCs get a strong premonition

2: A starting Equipment stops working
3: Someone suddenly gets younger/older
4: Someone/something crucial becomes 

partially intangible
5: A stasis bubble appears close by
6: Time is briefly reversed

MAJOR PARADOX
1: A NPC/PC is duplicated

2: Someone/something anachronistic appears
3: Someone/something crucial disappears
4: Time gets looped
5: A spatiotemporal rift opens up
6: Rules of physics get weird

If things are too messy because a lot of 
paradoxes have already been introduced, the MC can 
just worsen existing ones.

To lower the Paradox score by 1, a PC can willingly and 
definitively switch a part of their identity with a local NPC: 
their Exploit, their secret Motivation, their knowledge of 
the mission’s goal or their memory are exchanged with 
those of a cow-boy or a cavewoman, for instance. Other 
players choose what replaces the PC’s aspect.

THE MISSION
GM, roll a bunch of dice to get the basics of an adven-

ture: when it happens, what the PCs have to do, a key 
place, the PC(s) and/or Object(s) it involves and a twist 
the PCs don’t know. Fill the gaps, invent stuff if needed.  
A mission always implies time must be modified!

TIME PERIOD
1: The day dinosaurs went extinct
2: On the eve of Julius Caesar’s assassination
3: Two days after the Great Fire of London
4: Nine months before the birth of Calamity Jane
5: In the midst of an interplanetary war between Ve-

nus and Pluto
6: Fifty years after thermonuclear apocalypse

GOAL
1: Stop the death/destruction of...
2: Cause the death/destruction of...
3: Hand something over/escort someone important
4: Create an object/historical building from scratch
5: Repair a broken object/heal someone dying
6: Keep away from prying hands...

IMPORTANT PLACE
1: The biggest bazaar miles around
2: A small, almost unnoticeable school
3: The summer palace of a local ruler
4: Ruins deserted after a skirmish
5: A secret hiding place, highly protected
6: The only passage between two uneven territories

NPC
1: A criminal wanted dead or alive
2: The secret heir of a large fortune
3: The youngest sibling of a 

family of insignificant peasants
4: The beast currently ter-

rorizing the region
5: A rebel of the Agency 

hiding here incognito
6: The chief of a corrupted police

OBJECT
1: The favorite weapon of the 

most famous fighter around here
2: The corpse of a so-called 

sorcerer, thrown into a mass grave
3: The forgotten Memoirs of a genius inventor
4: Counterfeit money spread throughout the country
5: The vaccine against a deadly epidemic
6: A ship stuck here, something to do with taxes

TWIST
1: Time tourists are visiting the place!
2: A crucial NPC was replaced by an android!
3: Highly skilled robbers covet the mission’s Object!
4: Other Agents have already failed the mission!
5: Time terrorists want to make the mission fail!
6: The PCs have arrived far too soon/too late!

Note: all of this game’s tables are optional. If you get 
better ideas, kudos to you! Go ahead and use them!

THANK YOU Grant Howitt for inspiration 
and Manuel Bedouet for his precious advice!
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The Disorder Suit
A mini-RPG for 1 MC and 2 to 5 players by Côme 

Martin, written in November 2017 for the #1cou-
v1page1jdr contest of the Courants Alternatifs

Today was carnival day at the Flow-
er Kingdom; they put on their human 
suits and imitated human society all 
day long... But your group wandered off 
a little and when excitement dies down 
in the evening, you realize you got lost 
in the Human Kingdom! You’ll need to 
get home safe and sound before the suit 
bursts and the day rises... Unless that’s 
the perfect opportunity to learn more 
about these strange beings?

Creating the Flower-Charac-
ters

1) Each player says a truth about the 
Flower Kingdom (that’s a good mo-
ment to decide whether flowers can 
talk to animals and insects) and a thing 
flowers find strange about humans. 
Others can be created during play.

2) Each player chooses the species of 
the Flower-Character (FC) they play: 
that’s their name. They then say a ru-
mor about the species of another FC.

3) Each players adds a detail about 
the human suit the FCs try to control.

4) Each player secretly chooses 
which part of the suit their FC handles 
the best—feet, hands, mouth, eyes 
or ears—and which they handles the 
worst. The suit also has a nose, but ev-
erybody knows flowers have a perfect 
sense of smell, no problems to worry 
about there!

5) Each player secretly chooses their 
FC’s main motivation: “Get us home 
as fast as possible,” “Learn more about 
this strange world” or “Have fun with 
the suit just a little more”.

6) Choices are revealed!

7) Each player draws for their FC 4 
petals which carry 5 pollen seeds each.

Facing obstacles

• If players agree about which FC 
has to act and how, the concerned 
player rolls 1d6.

-> If the action is related to the 
part of the suit the FC handles best, 
the player rolls 2d6 and keeps the 
best die; if it’s related to the part 
they handle worst, the player rolls 
2d6 and keeps the worst.

-> Before the roll, the player and 
anyone who wants to help them can 
spend pollen seeds to add +1 (by 
seed) to the final score.

-> To succeed, the score must be 
equal or higher than the obstacle 
threshold (which is kept hidden).
• If several FCs want to act and/or 

can’t agree on what needs to be done 
to face the obstacle, each concerned 
player rolls 1d6.

-> See above for bets and the 
number of dice to roll.

-> The player whose die (without 
bets) has scored the highest wins, 
and their FC acts.

-> In case of a tie, all the PCs 
who tried to act lose as many pol-
len seeds as their die score, and 
it’s the die just after the tie which 
wins (if all dice are equal, the ac-
tion fails).
-> In case of a success, the FC who 

acted gets back whichever seeds are 
missing on their current petal (up 
to 5).

-> In case of a failure, the Rip 
score is raised by 1.

The suit’s Rip starts with a score 
of  0: it rises when several players roll 
dice and the action fails, or when it 
makes sense during the story (for in-
stance, the suit goes through a win-
dow or gets bitten by a dog). When 
the Rip reaches 10, the Flowers spread 
throughout the air and the session’s 
over. Additionally, when the Rip score 
reaches 4, 7 and 9, all FCs immediate-
ly let a petal escape through the rip.

Framework

• When calm falls again and the 
game begins, the suit is:
1: Buying a bouquet at a florist’s
2: In the midst of a date at the restaurant
3: Driving a car, at a red light
4: About to say a poem during the lo-
cal slam night
5: At a birthday, a glass in hand
6: Carrying a sofa during a move

• The passage to the Flower King-
dom is:
1: Deep in the sewers’ maze
2: In a bank’s strong room
3: In the kitchens of a 5-star hotel
4: In the washing room of a museum
5: At the last floor of a tower in the 
business district
6: In the storeroom of the local library

Obstacles examples

Feet: Escaping from a pursuer, run-
ning after a bus, discreetly sneaking in 
a corridor, jumping above a hole...

Hands: Using a tool, giving a punch, 
climbing a wall, drawing a tree...

Mouth: Convincing a cop, bartering 
with a seller, calming a child, swallow-
ing food...

Eyes: Making sense of a scribble, 
finding your way in the dark, finding a 
hidden object, expressing joy, surprise 
or sadness...

Ears: Noticing a sound amongst a 
hundred others, understanding in-
structions, remaining calm in the pres-
ence of a deafening noise, making out 
the emotions of an interlocutor...

Nose: No obstacles—remember, 
perfect sense of smell! But don’t hes-
itate to often evoke smells in your de-
scriptions...

Difficulty thresholds for ob-
stacles

4 -> Average, 6 -> Very difficult, 
8 -> Almost impossible.

Try to vary which part of the suit is 
necessary to face obstacles!

Background photo: Stefano Akrama (Flickr)

If a petal has no more pollen seeds, 
it falls permanently. Without any pet-
als left, a FC can’t act anymore.





FRAYED IN THE FREEZING NIGHT...FRAYED IN THE FREEZING NIGHT...
A mini-RPG by Côme Martin, written in December 2017 during the Doudou Chef, for 3 to 5 players and no MC.

You’ve been protecting the Child against their nightmares forever. Whatever the circumstances, 
you’re always here to comfort them... except for today. Today, the Child forgot you during an outing 
with their parents, and came back home without you. Outside, it’s cold, there’s noise, Christmas lights 
hurt your eyes, and without your protection, nightmares roam freely... Will you get back to the Child, 
against all odds, before the nightmares devour them?

Creation Creation   

Each player draws on a blank sheet the cuddly 
toy (CT) they will play. They then puts 10d6 wher-
ever they want on the drawing: they define what 
the CT can do skillfully (to put 3d6 on a tiger CT’s 
head, for instance, can mean it ferociously bites its 
opponents and/or can rack its brains when need 

be). Also prepare a space for a support pool, which 
begins empty.

Each player decides of a name for their CT, and 
they all agree on the Child’s name as well as their 
age and where they live. It’s implied the CTs all 
belong to the same Child. Then, roll 1d6 to know 
where the CTs start:

1 - In a movie theatre 3 - In the middle of a mall 5 - In front of a carousel
2 - In a pool’s locker room 4 - In a bus, at the last stop 6 - In the arms of another child! 

Finally, each player takes 2 pieces of paper on 
which they describe or draw a small and a regu-
lar nightmare—the physical shape they take in the 
real world. The players then create a big night-

mare as a group, each adding a detail in turn. 
Small nightmares are worth 1d6, regular ones 2d6 
and the big one 3d6 (separate them into 3 piles). 
If you’re lacking inspiration, roll for a few details:

3 - Enormous yellow eyes 9 - Thousands of hairy paws 14 - Always hidden at the corner of 
your eyes

4 - Too many pointy teeth 10 - Slimy tentacles 15 - A fur with horrible smell

5 - Made of black smoke 11 - Growls like a monstrous cat 16 - Breathes in all the surroun-
ding light

6 - Made of a swarming mass 12 - Leaves oily traces eve-
rywhere 17 - Exhales a freezing cold

7 - Blood-soaked claws 13 - Moans like a child 18 - A pasty consistency
8 - Ash wings

CTs and the big outside worldCTs and the big outside world
CTs can talk to each other and to other toys, 

pacifiers and children. They’re led to their Child 
through an unshakable bond of love; the same 
power stops adults from noticing the CTs moving 
by themselves, talking and fighting against hor-
rible nightmares.

How a session unfoldsHow a session unfolds
The session is divided in three acts: I. Leaving 

the starting location, II. The way home, III. Coming 
back to the Child. In each act, a new nightmare 
size (little / regular / big) is added to the end of 
the current pile. When a nightmare is defeated, it’s 
torn off and removed from the pile. The CTs move 
from one act to the other by common agreement. 
The game is over when the CTs have made it home 
and defeated the big nightmare terrorizing the 
Child; conclude with a short epilogue.

The game is played without a MC and is divided 
in turns. During each turn, one of the CTs is under 
the spotlights: their player describes where it is, 
what’s it doing and so on. The other CTs act when 
their players decide they do.

During a turn, a player can start two actions 
which require a roll of the dice: a Brave Act and a 
fight against a nightmare (see at the back). None 
of these two actions is mandatory. The rest is han-
dled through narration: there are other obstacles 
separating the Child from the CTs, but those are 
events, not dangers.



Facing the outside worldFacing the outside world
Attempting a Brave Act

This is a risky action which, if it succeeds, adds 
dice to the support pool. It’s always described by 
another player than the active one, through their 
CT: “Geeeez, Greenie, we’ll never manage to climb 
this building!”; “Squarehead, are you sure you want 
to go down this cellar with no light at all?”; and so 
on. The player putting forward a Brave Act also puts 
forward 1, 2 or 3d6 from the pile: the active player 
needs as many success as there are dice to com-
plete the Act. A Brave Act can always be refused.

If the active player gives it a go, they roll all 
the d6 of their CT’s appropriate part(s). Each die 

scoring 4 or more is a success: if the Brave Act is 
a success, the dice that were put forward go into 
the support pool. If a die rolls a 1, it’s lost and 
the CT gets hurt; if there are no more dice on a 
part where there were before, it’s ripped off. To 
be stitched or to stitch new parts to a CT, players 
need dice from the support pool: they take them 
and put them on the CT’s drawing. You can never 
stitch your own CT and it needs to make sense 
within the story. If a CT has no more dice, it’s only 
a pile of rags, barely held together by the pow-
er of love; it can’t do anything (not even moving 
or talking!) until someone gave it at least one die 
from the support pool.

A few possible Brave Acts:

3 - Squeezing out of a crowd without getting trampled 11 - Stopping a child from stealing one of the CTs
4 - Scaring away toys which want to capture a CT 12 - Fleeing from a big angry dog
5 - Getting the help of an adult 13 - Catching a starting car
6 - Climbing a building in spite of strong winds 14 - Crossing a street with cars zooming by
7 - Finding your way in a place without lights 15 - Getting inside a place with locked doors
8 - Using one of your threads to pull out a stunt 16 - Sending a soothing message to the Child
9 - Escaping from the rodents running in the 
subway’s halls 17 - Appearing impressive and not simply cute

10 - Staying clean despite the rain and the mud 
puddles 18 - Comforting a stranger in deep sorrow

Fighting against a nightmare
The active players puts the first nightmare from 

the pile face up, and describes where and how 
their CT fights it. The die or dice of the nightmare 
are rolled: their score is the number of success 
needed to beat it. If the dice rolled score lower 
than the number of CTs, that number is added to 
the necessary successes.

Example: 4 CTs fight against a small nightmare. 
Their players roll 1d6 which scores a 5; it means 5 
successes will be needed to defeat the nightmare. 
If the d6 had rolled a 2, they would have added 
the number of CTs (4) and 6 successes would have 
been needed to defeat the small nightmare.

The CTs can then make one action each against 
the nightmare: dice are rolled just like for a Brave 

Act, and what happens is described depending on 
the number of successes and defeats. If CTs act as 
a group, they can add dice from the support pool 
to their rolls.

If everyone has acted against the nightmare and 
it’s still standing, it hits all the CTs present who 
each lose one die; then the turns starts again, if 
the CTs want to keep on fighting. A face-up night-
mare never lets the CTs go and can follow them; 
it can even fuse with another nightmare if players 
feel they have too many opponents after them 
(their scores are then added).

When a nightmare is defeated, each CT wins its 
number of dice as a reward, not going over the 
maximum of 10d6. To defeat a small nightmare thus 
gives a 2d6 bonus to everyone.

THANKS TO Felix “kF” Beroud for proofreading!
Thanks to Farane, Guylène, Steve and the other anonymous contributors for the photos of their cuddly toys.
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SATURDAY NIGHT FOREVER
Mini-RPG on a loop for a Medium and 2 to 4 Ghosts. Writ-

ten by Côme Martin in March 2018, drawings by Fabrissou !

During the big part last Saturday night, where all the 
cool people from college were, you died. You forgot how 
and leave quite a few regrets behind, but you have the 
opportunity to fix that, by controlling your ghosts, back 
30 minutes before their death...

SET UP: A PC is made of a name, two note-
worthy personality traits, and three positive 
memories: one linked to another PC, one linked 
to a NPC, and one to their childhood.

They also have 3 regrets, things they would 
have liked to do if he hadn’t died unexpectedly: 
one about the party itself, another about a rela-
tion with a PC or a NPC, the third about some-
thing on the long term.

Players will control both the Ghost of their 
character and the corporeal envelope (CE) of 
another. The player of this character can veto 
actions they deem contradictory with the per-
sonality they imagine about them.

The MC chooses the cause of the PC’s common 
death (a fire where the party takes place, an over-
dose, a car accident on the way back...). He writes 
a summary of the 30 minutes leading to this 
death, which must be a consequence of 3 distinct 
causes (for instance, for a fire: a  faulty outlet, a 
spilled beer and a fragile floor). As long as these 
3 causes are not neutralized, death will always 
come, one way or another (the beer is spilled on 
another outlet, the ceiling collapses instead of 
the floor...). The MC also prepares an incident 
happening to each of the CE during these 30 
minutes (see the opposite table if need be).

What do the Ghosts look like? Where and 
when is the party happening? Decide between 
yourselves. You should have a map of the place 
of the party and its surroundings, and a playlist 
of 30 minutes of deafening music.

DURING THE PARTY: The Ghosts wake up 30 
minutes before their CE’s death with very vague 
memories of the 30 minutes to come. They for-
got their death and its cause.

They can do anything a spirit is traditionally 
able to: moving objects, possess a living body, 
whisper a few words, write on a mirror, briefly 
appear... The effect of these powers is always 
temporary. They also have to always stay in their 
CE’s line of sight (if it enters a room and closes 
the door, the get dragged there despite them). 

Don’t forget that the living, when they’re so-
ber, are often afraid of ghosts!

To succeed at an action, you need to roll 8 
or higher on a d10; otherwise, it happens but 
doesn’t have the expect result. A Ghost can strike 
out (and definitively forget) their name, traits 
and memories to get automatic successes. If ev-
erything is struck out, the Ghosts disappear.

When a Ghost manages to get their CE to fix 
one of their regrets, their success threshold for 
their actions is permanently lowered by 1.

TIME LOOPS: The MC keeps track of the fic-
tional time passing by: after 30 minutes, the 
CEs die again and the Ghosts are sent back to 
the beginning of the time loop. Rewind your 
playlist! The Ghosts remember everything that 
happened and everything is identical to the pre-
vious loop, except for regrets fixed and struck 
out things, which remain forgotten. You can 
play the loops from beginning to end or omit 
scenes when the PCs want to try many varia-
tions around the same obstacle or when they 
repeat an action they’ve previously succeeded 
in doing. Take notes and get inspiration if you 
need from this incident table:

1 Music is turned off by a clumsy partygoer
2 Someone spills alcohol on someone else
3 Someone throws up in the middle of dancers
4 The pizza delivery person rings the 

doorbell
5 2 people fondle each other in front of everyone
6 Something valuable is broken by accident
7 The toilets get clogged and start to overflow
8 Someone falls into a severe ethylic coma
9 Intruders try to gatecrash the party
10 Someone spaced out is ridiculed and filmed

To leave this eternal repetition, the Ghosts 
must save all the CEs and fix all their regrets. If 
they manage to, end the game with an epilogue 
in which each player plays their own character, 
after the party. Do they know they have diced 
with death? What will they become without 
these regrets weighing on their shoulders?

Advice: To keep the element of surprise, the 
MC should only unveil the game mechanics and 
the story’s victory conditions progressively, af-
ter each loop.





A few possible variations across the multi-
verse: a reality where...

1. ... the OC led an incredibly successful or failed life

2. ... the weather conditions are radically different 
(because of the OC?)

3. ... the OC is dead or doesn’t exist

4. ... a NPCD has already replaced the OC

5. ... the OC is of a very different gender, skin 
color, appearance

6. ... the OC is wanted by the authorities

7. ... the OC’s country is under a radically differ-
ent political regime (because of him?)

8. ... the technological level of the OC’s country is 
radically different (because of him?)

9. ... the people are aware parallel realities exist 
(because of the OC?)

10. ... everything seems identical to the reality of 
one of the PCs, until...

D
O
P
P
E
L

G
A
N
G
E
R

E
F
F
E
C
T

Yo
u’

re
 a

ll 
fr

om
 d

iff
er

-
en

t p
ar

al
le

l r
ea

lit
ie

s.
 

Yo
u’

re
 th

e 
sa

m
e 

pe
rs

on
, g

iv
e 

or
 

ta
ke

 a
 fe

w
 d

e-
ta

ils
...

 W
ill

 th
at

 
le

ad
 y

ou
 to

 h
el

p 
or

 a
vo

id
 o

ne
 

an
ot

he
r?

H
ow

 w
ill

 t
he

 m
ul

tiv
er

se
 r

ea
ct

 w
he

n 
yo

u 
st

ar
t 

tr
av

el
lin

g 
in

 it
?

Se
t 

up
: 

St
ar

t 
by

 c
re

at
in

g 
th

e 
or

ig
in

al
 

ch
ar

ac
te

r 
(O

C
) 

fr
om

 w
ho

m
 a

ll 
ot

he
rs

 d
i-

ve
rg

e.
 T

he
y’

re
 d

efi
ne

d 
by

 a
s 

m
an

y 
tr

ai
ts

 
as

 t
he

re
 a

re
 p

eo
pl

e 
pl

ay
in

g 
(M

C
 i

nc
lu

d-
ed

), 
th

e 
sa

m
e 

nu
m

be
r 

of
 N

PC
s,

 a
nd

 a
ny

 
ot

he
r 

de
ta

ils
 y

ou
 d

ee
m

 n
ec

es
sa

ry
 (

ag
e,

 
ge

nd
er

, a
pp

ea
ra

nc
e.

..)
. D

ec
id

e 
w

he
n 

an
d 

w
he

re
 th

ey
 li

ve
.

Th
en

, c
re

at
e 

th
e 

PC
s:

 th
ey

 e
ac

h 
ha

ve
 th

e 
sa

m
e 

tr
ai

ts
 a

s 
th

e 
O

C
 e

xc
ep

t 
on

e 
w

hi
ch

 
is

 d
is

tin
ct

. 
D

es
cr

ib
e 

w
ha

t 
ha

pp
en

ed
 d

if-
fe

re
nt

ly
 i

n 
th

ei
r 

lif
e 

to
 e

xp
la

in
 t

hi
s 

di
ve

r-
ge

nc
e.

 T
he

 P
C

s 
ca

n 
ha

ve
 ti

es
 w

ith
 p

ar
al

le
l 

ve
rs

io
ns

 o
f 

th
e 

O
C

’s 
N

PC
s,

 o
r 

w
ith

 c
om

-
pl

et
el

y 
di

ffe
re

nt
 N

PC
s 

(th
e 

sa
m

e 
nu

m
be

r, 
if 

po
ss

ib
le

).
D

ec
id

e 
w

ho
 a

m
on

g 
th

e 
PC

s 
ca

n 
tr

av
el

 
be

tw
ee

n 
re

al
iti

es
 (

m
ay

be
 n

on
e 

of
 t

he
m

!)
 

an
d 

ho
w

.
Ea

ch
 P

C
 h

as
 a

n 
U

rg
en

t 
N

ee
d 

he
 c

ou
ld

 
on

ly
 s

ol
ve

 w
ith

 th
e 

he
lp

 o
f o

ne
 o

f h
is

 D
op

-
pe

lg
än

ge
rs

 (
pe

rh
ap

s 
un

kn
ow

in
gl

y)
 a

nd
 a

 
Se

cr
et

 h
e’

d 
lik

e 
to

 k
ee

p 
fro

m
 th

e 
ot

he
rs

.
Th

e 
M

C
 c

an
 c

re
at

e 
a 

fe
w

 N
PC

 D
op

pe
l-

gä
ng

er
s 

(N
PC

D
) w

ith
 th

e 
sa

m
e 

st
ep

s.

Fi
na

lly
, 

ea
ch

 P
C

 c
ho

os
es

 a
 n

ic
kn

am
e 

fo
r 

th
em

se
lv

es
, 

to
 

te
ll 

ea
ch

 
D

op
pe

l-
gä

ng
er

 a
pa

rt
.

A
t 

th
e 

be
gi

nn
in

g 
of

 t
he

 g
am

e,
 t

he
 P

C
s 

ju
st

 m
et

 f
or

 t
he

 fi
rs

t 
tim

e,
 a

lo
ng

 w
ith

 a
 

N
PC

D
, 

in
 a

 d
is

cr
ee

t 
pl

ac
e.

 I
f 

no
ne

 o
f 

th
e 

PC
s 

ca
n 

tr
av

el
 

be
tw

ee
n 

re
al

iti
es

, 
th

ey
 

w
er

e 
co

nt
ac

te
d 

by
 th

is
 N

PC
D

.

A
ct

io
ns

 
an

d 
re

pe
rc

us
si

on
s 

on
 

th
e 

m
ul

tiv
er

se
: 

A
t 

th
e 

be
gi

nn
in

g 
of

 
th

e 
ga

m
e,

 th
ro

w
 a

 b
un

ch
 o

f p
ic

k-
up

 s
tic

ks
 o

n 
th

e 
ta

bl
e:

 t
he

y 
re

pr
es

en
t 

th
e 

m
ul

tiv
er

se
’s 

en
ta

ng
le

m
en

t. 
To

 s
uc

ce
ed

 a
t a

n 
un

ce
rt

ai
n 

ac
tio

n,
 a

 p
la

ye
r m

us
t r

em
ov

e 
on

e 
of

 th
os

e 
st

ic
ks

. T
he

 M
C

 d
ec

id
es

 w
hi

ch
 a

cc
or

di
ng

 
to

 t
he

 a
ct

io
n’

s 
di

ffi
cu

lty
: 

a 
st

ic
k 

w
ith

 2
 

st
ri

pe
s 

or
 m

or
e 

fo
r 

an
 e

as
y 

ac
tio

n,
 w

ith
 

3 
st

ri
pe

s 
or

 m
or

e 
fo

r 
an

 a
ve

ra
ge

 d
iffi

cu
l-

ty
, 

w
ith

 5
 s

tr
ip

es
 o

r 
a 

sp
ir

al
 f

or
 d

iffi
cu

lt 
ac

tio
ns

 (
ad

ap
t 

de
pe

nd
in

g 
on

 t
he

 t
yp

e 
of

 
pi

ck
-u

p 
st

ic
ks

 y
ou

 h
av

e)
. 

If 
th

er
e 

ar
en

’t 
an

y 
ad

eq
ua

te
 s

tic
ks

 in
 th

e 
pi

le
, t

he
 a

ct
io

n 
fa

ils
 a

ut
om

at
ic

al
ly

.
Th

e 
pl

ay
er

 c
an

 m
ak

e 
th

e 
st

ic
ks

 m
ov

e 
as

 
m

uc
h 

as
 t

he
y 

w
an

t, 
bu

t 
ea

ch
 m

ov
em

en
t 

di
st

ur
bs

 t
he

 m
ul

tiv
er

se
 (

se
e 

op
po

si
te

). 
If 

th
e 

pl
ay

er
 g

iv
es

 u
p 

on
 h

is
 a

tte
m

pt
, t

he
 a

c-
tio

n 
fa

ils
; 

if 
he

 r
em

ov
es

 t
he

 s
tic

k,
 t

he
 a

c-
tio

n 
su

cc
ee

ds
. I

n 
bo

th
 c

as
es

, d
is

tu
rb

an
ce

s 
ha

pp
en

.
Fo

r 
de

lic
at

e 
or

 t
im

e-
de

pe
nd

in
g 

ac
tio

ns
 

(s
ur

ge
ry

 o
pe

ra
tio

n,
 t

ai
lin

g 
of

 a
 t

ar
ge

t..
.) 

th
e 

M
C

 c
an

 i
m

po
se

 a
 l

im
ite

d 
tim

e 
or

 
nu

m
be

r 
of

 m
ov

es
.

To
 c

an
ce

l a
 d

is
tu

rb
an

ce
, t

he
 a

ct
iv

e 
pl

ay
-

er
 c

an
 t

hr
ow

 b
ac

k 
on

 t
he

 p
ile

 a
s 

m
an

y 
st

ic
ks

 a
s 

he
 m

ov
ed

 it
. W

he
n 

th
er

e 
ar

e 
no

 
m

or
e 

st
ic

ks
 a

va
ila

bl
e 

in
 th

e 
pi

le
, t

he
 m

ul
-

tiv
er

se
 im

pl
od

es
.

N
b.

 o
f 

m
ov

es
D

is
tu

rb
an

ce
 o

f t
he

 m
ul

tiv
er

se

1
A

no
th

er
 P

C
 b

en
efi

ts
 f

ro
m

 t
he

 
po

te
nt

ia
l s

uc
cc

es
s.

2
Th

e 
ac

tiv
e 

PC
 s

w
ap

s 
th

ei
r 

po
-

si
tio

n 
w

ith
 a

 D
op

pe
lg

än
ge

r 
ab

-
se

nt
 fr

om
 th

e 
sc

en
e.

3
A

 tr
ai

t o
f t

he
 a

ct
iv

e 
PC

 is
 m

od
i-

fie
d;

 th
e 

pl
ay

er
 c

ho
os

es
 w

hi
ch

, 
th

e 
ot

he
r 

de
fin

e 
th

e 
ne

w
 tr

ai
t.

4
A

 
ho

st
il

e 
N

PC
D

 
ap

pe
ar

s 
in

 
th

e 
st

or
y.

5+
A

ll 
th

e 
st

or
y’

s 
D

op
pe

lg
än

ge
rs

, 
PC

s 
an

d 
N

PC
s,

 r
an

do
m

ly
 s

w
ap

 
th

ei
r 

po
si

tio
n.

M
in

i-
R

PG
 fo

r 
1 

M
C

 a
nd

 2
 to

 4
 D

ou
bl

es
, w

ri
tte

n 
by

 C
ôm

e 
M

ar
tin

 in
 M

ar
ch

 2
01

8.
 L

on
g 

ve
rs

io
n 

of
 a

n 
R

PG
 s

ub
m

itt
ed

 to
 th

e 
20

0 
w

or
ds

 R
PG

 c
ha

lle
ng

e 
on

 
th

e 
th

em
e 

of
 a

lte
rn

at
e 

hi
st

or
y.

 
Th

an
ks

 to
 C

ar
ol

in
e,

 Jé
ré

m
ie

, P
ie

rr
e,

 E
ug

én
ie

 a
nd

 
M

as
s 

fo
r 

pl
ay

te
st

in
g 

et
 fe

ed
ba

ck
!

Th
an

ks
 to

 G
ui

lla
m

e 
Je

nt
ey

 fo
r 

th
e 

dr
aw

in
gs

!

T
H
E





UNTIL DAWN COMES
A mini-RPG by Melville and Côme Martin, for 1 Astron-

omer and 3 to 5 Constellations. Written in April 2018.

You are constellations watched by an astronomer. Yiu 
get to tell him about the story of the cosmos during a 
whole night. But beware! If you try too hard to shine, you 
might end up disappearing completely...

First light: Choose a constellation in the margin 
and draw it with phosphorescent stars if possible. 
Those that are not chosen will be used as NPC 
(Non-Player Constellations) during the session.

The Astronomer and their questions: Alone 
in their tower, the Astronomer watches the move-
ment of constellations and writes down the tale 
they’re telling. They start the session by asking a 
question to all the PC (Player Constellations) 
involving one of the NPCs and a cosmic event: 
“Tell me how the cosmos almost got destroyed by 
Orion’s Sword;” “Tell me how Ursa Major refused 
to appear on our maps during a century”... This 
question will be the common theme of the story.

The PCs which want to answer the Astronomer 
and weave a story which will be drawn on a stel-
lar map throughout the session.

The Astronomer can rekindle the story between 
two narrations by asking specific questions, which 
always begin with “Tell me how...”, either to build 
on an idea (“...you discovered this planet you’ve 
mentioned”) or to introduce a complication 
(“... you reacted when a black hole a appeared near 
the Charioteer”). The Astronomer never interrupts 
the PCs and waits for silences to intervene.

Answering questions: The PCs can try to an-
swer questions by rolling a d12: rolling above or 
equal to their current number of stars is a success. 
A 1 is always a failure. It’s always the PC who 
rolled the lowest which speaks; the Astronomer 
decides in case of ties.

When a PC succeeds, they start a long narra-
tion: they weave the story’s thread with as many 
details as they want, and by using the symbolic 
aspects of constellations. The other PCs can in-
terrupt them, occasionally and briefly, by giving 
them one of their stars, but the winning PC al-
ways has the last word.

The PC who failed the roll immediately loses 
a star. If none has succeeded, the PC with the 
lowest roll start a short narration, answering the 
Astronomer with one or two sentences.

A PC can also let someone else speak when 
they succeed; if they roll lower or equal to anoth-
er PC’s number of stars, they steal one in addi-
tion to letting them speak.

A PC can also offer one of their stars to anoth-
er PC they wish to interrupt. Interruptions are 
always brief and aim to add information or deny 
some of the details mentioned.

Metamorphoses: A PC going higher than 
their initial number of stars (maximum 10) 
can choose to change their name and appear-
ance; in this case, they briefly speak and de-
scribe this metamorphosis.

If a PC has no more stars, it dies down and 
cannot intervene in the story anymore. Their 
player then becomes an Assistant of the Astron-
omer and can ask questions to the other PCs, 
just like their master.

A story lasting one night: The Astronomer 
decides how long (in real time) the night will be 
for the constellations: 30 minutes for a summer 
night, 1h for an autumn night, 1h30 for a winter 
night. They regularly remind the PCs how much 
time they have left to tell their story, with sen-
tences like: “The night is already half over, hasten 
your tale, my dear stars!”.

At the end of the night, the Astronomer says: 
“The day is coming, I almost can’t see you any-
more...”. They leave their tower, and each PC can 
narrate a brief epilogue, in ascending number of 
stars left (the Astronomer decides in case of ties). 
They choose in the following list; each epilogue 
can only be chosen by one of the PCs.

- Shines even in the brightest day

- Inspires a poem

- Permits a great scientific discovery

- Becomes a symbol of ill omen

- Is eclipsed by another celestial body

- Is no longer visible from Earth
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ROBONIMALS: Escape from the lab

A mini-RPG by Côme Martin written in May 2018, 
for 1 MC and 3 to 5 players.

You just woke up in the scientific laboratory. There’s 
no noise, apart from the hum of a few machines: you, 
half-robot half-animal creatures, are the only sur-
vivors of this place... Well, almost. There’s also the 
Thing roaming at the end of the corridor...

Characters: Choose your animal and your ro-
bot in the two following lists, or roll.

/ Animal Robot
1 Octopus Piercer

2 Chicken Acrobat

3 Mouse Puncher

4 Snake Analyst

5 Ostrich Armoured

6 Goat Tinkerer

7 Fish Programmer

8 Crow Shooter

9 Fox Detachable

10 Otter Spy

You have two pools, Animal and Robot, each start-
ing with 3 tokens. If one of those pools drops to zero, 
you’re out of order. If one reaches 6, you overheat 
and become a Thing tracking the other PCs...

The PCs don’t really remember their life before 
they came into the lab; they can speak to each oth-
er thanks to their robotic implants. The players de-
scribe what they look like (and possibly their name 
or nickname) at the beginning of the game.

Basic rules: Robonimals is played without dice, 
one action per player at a time, in a flexible clock-
wise order (it can be shaken up if it makes sense in 
the fiction or to make sure every player plays the 
same number of actions).

When it’s their turn, a player chooses if their PC 
uses their nature of Robot or their nature of An-
imal to act, and puts the corresponding tokens on 
the “Goal”, “Pursuit” and “Danger” tables (see at 
the back). Every token in a given pool must be used 
during an action, divided freely between these 3 ta-
bles (if you want, you can put zero token on one or 
two of the tables). The player clearly states what 
the success of his action implies before dividing the 
tokens; at the same time, the MC tells them what 
Danger they expose themselves to (see page 3). 

After the resolution of each action, the player 
moves a token from the unused pool to the used 
pool; in other words, using the “Robot” pool re-

moves one token from the “Animal” pool and adds 
one into the “Robot” pool, and vice versa).

Bonus tokens: If the PC showcases their Animal 
or Robotic specificity when they act (rushing head 
on for the Goat, springing across the room for the 
Acrobat...) they get a bonus token they can put on 
any table (the token is then discarded).

A PC can also get a bonus token (nev-
er more) if another PC helps them to 
make the current action. This token 
is also discarded after use. The conse-
quences, both negative and positive, are 
shared between the two PCs, and only 
one PC can help at any given time.

Finally, when a PC 
finds an Object in the 
lab, the MC gives it 1 
to 3 tokens (determined 

randomly) which can be used during 
an appropriate action (only one token per 

action, discarded after use). When an Object has no 
more tokens, it’s destroyed and/or unusable.

Wounds: Each Wound suffered blocks a token 
which cannot be used before the PC is healed. These 
blocked tokens count in the pool’s total: for instance, 
2 blocked tokens and 3 free tokens in the “Animal” 
pool count for 5 tokens, which is quite dangerous 
for the PC’s balance...

A pool which is entirely blocked can still be used 
via the bonus tokens: in other words, it’s possible 
to get help on a “Robot” action, use (then discard) 
the bonus token, and get one from the “Animal” 
pool, for example. However, blocked tokens are not 
movable: if the PC’s “Robot” pool contains only 
blocked tokens and they make an “Animal” action 
(or vice versa), they don’t win any token in this sec-
ond pool.

Dividing the tokens: The success of any action de-
pends of the “Goal” table: moving from one room to 
another, giving or healing a Wound, using an object, 
searching a room to find an Object or a Clue...

The movements of the Thing at the PCs’ heels de-
pend of the “Pursuit” table. 

The realization of the poten-
tial danger announced by 
the MC, rel-
ative to each 
action of the 
PCs, depends of the 
“Danger” table. 
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Tinkerer fish

GOAL - Does the PC manage to do what 
they wanted to?
No token: It fails and the PC discards 
a token from the pool they used, loses 
a Clue or destroys an Object (the MC 
chooses).

1 token: It fails.

2 tokens: It succeeds.

3 tokens: It succeeds and the PC wins a 
token in the pool they want, or an Ex-
tra clue (the player chooses).

The PC freely describes the Clues their PC find, 
helped if needed by the table on the last page. It’s 
up to them to make a link with the existing context. 
Three Clues can provide an answer to one of the 
game’s Questions.

PURSUIT - Does the PC manage to not at-
tract the Thing pursuing them?
No token: The Thing moves (the MC 
chooses where).

1 token: The Thing’s Movement pool in-
creases by 2.

2 tokens: The Thing doesn’t move.

3 tokens: The Thing moves one room (the 
player chooses where).

The Thing’s Movement pool starts with 4 emp-
ty boxes at the beginning of the game. When the 4 
boxes are checked, the Thing moves one room to-
wards the PC, and the pool is then emptied.

If the Thing arrives in the same room as one or 
more PCs, it gives as many Wounds as its Attack 
score to one of them in a random pool and makes 
them flee to an adjacent room (staying in the same 
room to fight requires a successful action). 

DANGER - Does the Danger announced by the MC happen?
No token: The danger happens and the PC cannot use 
bonus tokens during their next action.

1 token: The danger happens.

2 tokens: The danger is avoided or delayed (the player 
chooses).

3 tokens: The danger is avoided or delayed (the player 
chooses) and the PC gets an extra bonus token for their 
next action.

Details about dangers can be found in the MC 
section.

Analyst fox

Answering the Questions: The PCs have to 
answer three Questions, all available at the begin-
ning of the game. It’s up to them to answer them 
by making sense of the Clues they find, which 
they use freely on any Questions; the MC bases 
their descriptions from their answers.

Each Question has a different effect:

QUESTION EFFECT

“What devastat-
ed this place and 
why?”

The PCs can now kill a 
Thing by exploiting its 
weakness (it still needs 
to lose all their hit 
points beforehand).

“What’s this labo-
ratory’s purpose 
and where is it?”

The PCs can now heal 
their Wounds with the 
laboratory’s equip-
ment (they still need 
to find the adequate 
material).

“How can we get 
out of there?”

The PCs can now run 
away (they still need 
to get to the exit).

Answering any of these Questions also makes 
the Thing faster and more aggressive...

Ending the game: Once the PCs have escaped 
from the laboratory, end the game with a short 
epilogue, which can be more or less happy wheth-
er some of the PCs are severely wounded or if the 
Thing is still after them!

Shooter mouse

Spy ostrich



strike them gradually. The laboratory’s exact floor 
plan (number of floors, number of doors in each 
room, etc.) is up to you.

Movements, actions and dangers: Moving 
from one room to another often requires a success-
ful action: because doors are locked, blocked or dif-
ficult to open; because floors are slippery or dam-
aged; or because a threat is present in the room. 
However, a room which has already been crossed 
by a PC without trouble can be crossed again with-
out an action if the MC prefers.

All actions involve two dangers, the first always 
being the Thing getting closer. The second danger 
is at the MC’s choice; depending on the circum-
stances, it can be:

- The partial or total demolition of the cur-
rent room;

- A malfunction of the PCs’ internal system or 
the laboratory’s electronic system;

- The sudden irruption of an animal, a robot or 
hostile vegetation;

- A looming disaster within the laboratory (a 
fire, a power failure, a flood, a toxic gas...);

- A Wound inflicted to the PC;

- Any abstract danger related to the realization 
of an action (it’s loud, it takes a lot of time and/or 
must be divided in several turns...).

The nature of the Danger and its consequences 
must always be clearly stated by the MC before 
an action takes place. A Danger can never involve 
the complete failure of an action: it’s always a “Yes, 
but,” not a “No”.

Before the 
game, the MC 

must prepare a 
basic plan of the 

laboratory and 
think about the 

Thing’s nature.

The Thing: The 
Thing’s exact nature and its motivations can remain 
unclear, even if it means making them more pre-
cise when the PCs find Clues and answer Questions 
during the game. It’s useful to think about what it 
looks like—a corrupted robonimal? A half-plant, 
half-animal being? An unspeakable monstrosity? 
Something else?—keeping in mind this description 
may need to be modified or amended: remain vague, 
describe a shape moving in the shadows rather than 
precise details.

The Thing always starts with as many Hit Points 
as there are PCs, an Attack score of 1 and a Move-
ment pool of 4. When the players answer one of the 
Questions, the Attack score immediately increases 
by 1, while its Movement pool loses one box.

Wounding the Thing requires the success of an 
action; it can never lose more than one hit point at 
a time. A wounded Thing immediately empties its 
Movement pool and moves one room, fleeing the 
PCs. When a Thing dies, another wakes up in the 
room farthest from the PCs (if possible, a room that 
hasn’t been explored yet). This new Thing has the 
same characteristics as the starting one: as many 
Hits Points as there are PCs, an Attack score of 1 
and a Movement score of 4.

The laboratory: The MC decides where the 
PCs begin in the laboratory, by rolling 2d20 on 
the table on the next page or by choosing them-
selves. Draw a handful of rooms around this start-
ing point (by rolling on the table if need be) and 
put the Things two rooms away from it. The rest 
can be improvised and drawn gradually as long as 

everything remains coherent.

You should add to each room’s 
description, and even add rooms, 
with each movement by the PCs. 
Some rooms can be rolled sever-
al times; for others, it’s better to 

MC SECTiON
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Laboratory rooms table (2d20)

2 An arms cache. Most of the weapons are still usable but the munitions are in poor condition.

3 Really filthy toilets: a foul smell comes from most of the cabins.

4 A large aquarium takes up most of the room. It seems empty, but is it, really?

5 The dropped ceiling of this room has been ripped open: on the floor, metallic walls and a few ventilation blades.

6 The office of the manager, with a huge mahogany desk. It clearly was searched recently.

7 A real carnage in this room: the Thing dragged all its victims there and piled them in a bloody heap.

8 Large puddles of blood, slippery and viscous, are scattered throughout this corridor.

9 A break room. Large armchairs that were comfortable once, softened light, a record player in a corner.

10 An armoured and opaque glass roof replaces the ceiling. Desks were piled to try and reach it.

11 A security room: dozens of screens cover the wall and show, in low resolution, what is going on in several 
places of the laboratory. Many screens are turned off or full of static.

12 A kitchen: large sideboards with rotten vegetables and fruits in it, damaged ovens, dismantled cupboards...

13 A dining room: rows of chairs and tables, distasteful paintings that are supposed to lighten up the mood.

14 A corridor in poor condition; its access is blocked by bicolor strips taped across its walls.

15 Strange vegetation proliferates here and hampers the PCs’ movement, seemingly reacting to what they do.

16 This room was probably destined to become a garage, but its construction was never finished...

17 A dormitory where, on rows of bunk beds, lie bodies, their throats slit in their sleep.

18 A long corridor full of diverse metallic parts: a dismembered robot?

19 A room full of old dusty files and sleeping computer towers.

20 A badly lit staircase. Several steps, sometimes whole flights, are full of huge holes.

21 The walls of this room are covered with large human-sized tubes, full of a dark liquid. The neons of the 
ceiling flicker and drop sparks.

22 Large menacing electric cables make it difficult to go through this corridor.

23 An office, almost completely burnt to ashes, save for a large safe with an electronic lock.

24 In this small stinky room, pipes eject waste to the outside, thanks to powerful garbage disposals.

25 On the walls of the corridor, long and deep claw marks instead of the colored strips indicating the laborato-
ry’s different departments.

26 Small specimens lie in jars under infrared light. Some are broken or open.

27 An office with metallic furniture. Files are scattered on the floor.

28 The corridor has partly collapsed, PCs need to crawl under the ceiling to go through.

29 Large containers are stocked here, only tagged with obscure series of letters and numbers.

30 This room contains several small animal-sized cages. Some of them were clearly occupied until recently. 
Some are open.

31 In this corridor lies the body of a man in a blue uniform, his electric drill twitching by his side.

32 A surgery room. Large and powerful lamps are placed here and there, blinding the PCs.

33 The morgue. A lot of corpses were eaten; large gashes ripped their bodies and the white sheets.

34 An elevator shaft; the elevator lies at the bottom, shattered.

35 Generator room. Between two series of hums, it lets out worrying noises.

36 A series of recording devices are measuring all sorts of data about a pedestal to which heavy chains are at-
tached. What was kept there has clearly been freed.

37 The room contains half-finished robot corpses and various reparation tools.

38 The room is plunged in total darkness; cocoons, anarchically developed there, are barely visible.

39 A sticky matter covers the walls, ceiling and floor of this room, leaking from an outlet pipe.

40 A safety airlock with several armoured doors, which don’t seem to work properly.

Programmer 
snake



Clues / Objects table (2d20)

2 Syringes of unknown liquid.

3 A USB key which looks like a tiger head.

4 A lamptorch with almost empty batteries.

5 The diary of a laboratory employee, its pages stained with blood.

6 The egg of an unidentified animal.

7 Building plans for a robot.

8 A voice recorder containing a troubling recording.

9 The building’s evacuation procedures.

10 A locked suitcase.

11 A 5-number code, scribbled on a napkin.

12 A plastic bag, on which is written “Toxic”, and which contains colored powder.

13 A complex mathematic formula on a tacticle screen.

14 Rotting food, recently nibbled.

15 An experimental module which could be installed on a robot.

16 A notebook full of observations about the sexual mores of various animals.

17 The sketch of two of the PCs.

18 A human arm, torn off with precision.

19 A bunch of keys of various colors.

20 Pills hidden in a gun’s magazine.

21 Instructions to build an artisanal bomb.

22 A leather pouch containing animal tails.

23 A bag of fertilizer for ultra-fast growth.

24 A miniature replica of one of the PCs: an automaton set off with a key.

25 A jar full of swarming larvae.

26 Poisoned animal food.

27 A series of polaroids showing several places of the laboratory.

28 The casting of an animal print.

29 A few pages from an employee’s private diary.

30 A plastic security pass, a little melted.

31 A powder bag on which is written “Add water to grow”.

32 Little cristals which cause a strange noise when rubbed.

33 The fossil of an unknown species.

34 A formula to combine various chemical products; next to the formula, one can find all the necessary ele-
ments, except one.

35 Several blood samples.

36 A stillborn animal/plant hybrid.

37 A map of one part of the laboratory, hand-drawn; one of the rooms is circled several times.

38 A burnt out electronic chip, recently pulled off from where it was planted.

39 A symbol, similar to what is written on the PCs’ robotic part, hastily drawn on a door.

40 A list of names: they are all struck out, except the last two.

Detachable chicken

Thanks to Meguey Baker and Grant Howitt for the use of the systems from Psi*Run and Honey 
Heist! Also contains parts of We3, Ocean and Reign. Thanks to the playtesters: Belfeuil, Chloé, Guil-
laume, Jean, Kamaril, Pierre, Stéphane, Théo, Vincent, Vivien and Yannick!





A dead cat A Teflon 
Fleshlight A turd gun A shit 

sandwich Rotten seeds A foreskin 
armor

40 uranium 
coins

Cyprine 
wine A lube jar

A pouch of 
pig eyes

A very soft 
roll of toilet 

paper

A dildo 
covered with 

nails

An old 
rusted bike

An anti-boner 
grenade

A bottle of 
old sperm

A whip 
made of lizard 

tails

An old 
electric guitar

Brök 
IV’s 
supreme 

glove

A fucking 
huge axe, 
three times 
your size

Some drugs, 
enough to get 
you high once 

or twice

The fire 
sword of 

draco-warriors

A magic and 
infinite Pez 
dispenser!!

A picture of the 
Master’s mother

A portable 
anus (there 

might be 
a parallel 
dimension 
inside)

A big book 
written in 

Latin. At 
least its pages 

don’t chafe 
your ass too 

much.

The 
secret code 

of something. 
What thing? 
What do I 

know!

A 
full-body 

leather suit, 
smelling like 
dead fish

Cyborg full of proteins (4/2/1) Thousand-rod being (2/4/1) Shit golem (1/1/5)
Supercharged amazon (3/3/1) Cum homunculus (1/5/1) Sentient urine mist (1/2/4)

Drugged and frenetic punk (5/1/1) Humanoid vulva (1/4/2) Menstruation-powered android (2/2/3)
Huge soulless robot (5/1/1) Iron maiden (3/3/1) Constipated tiger (3/1/3)

VIOLENCE/SEX/POOP
A mini-RPG by Côme Martin, crapped in June 2018, for 

one Master and 3 to 8 Slaves.

You’ve been slaving away for this fucker of a Master who drags you 
through shit every other day. And there they go, giving you one more crap-
py mission... What if, this time, you told them to fuck off?

Foreword: don’t wipe your ass with emotional 
safety. I’m not fucking around: if in the middle of a session, someone 
points to the X-card or whatever safety mechanism you got going on, 

you stop it right there. Actually, it’s probably better if you tell each other 

stuff you don’t want in the game before you start. You’re playing to have a 
blast, not to make everyone feel bad, alright?!

And I may be speaking for myself but don’t use oppressive 
insults and the like. Seriously, you’re above this shit.

Who’are you? You’ve got 3 stats: Violence, Sex 
and Poop (hey, that’s the name of the game! Whaddya know!). 
You start with 7 points, put them wherever, 1 point minimum in 
each. If you’re unsure, choose one of the following (don’t roll 
it, you dope! Own it up and choose), but honestly, some are 
pretty shitty:

Each point gives you a trait in that stat, like “Crazy-ass me-
chanical arm”, “Can fuck for 10 days straight” or “Pisses fire and 
blood”... Whatever, make up useful stuff. No putting several points 
in a single trait, that’d be too easy!

Oh yeah and you’re not just a brute, you’ve also got a soft side, 
choose which: uh, for instance “Smells like roses”, “Loves ro-
mantic poetry”, “Paints sublime sunsets”... It serves absolutely 
no purpose during the game.

What else... Right, you and the others are slaves obeying a 
Master, who’s the worst scumbag ever, like really horrible and soul-
less. And you got to describe them, that way you create your own 

oppression, eh eh! The only thing is the Master put a chip in your ass, 
tracking you with it, and they can push a button and blow you to bits if you 
tell them to fuck off.

Right, then you’ve got equipment! You can choose in that table below, 
or the MC gives you whatever without having to justify themselves. 
I dunno what are half of those things but you can probably hit or fuck 

someone with them, or probably wipe your ass too.

Finally, one of the other PCs violently betrayed you in the past: who the hell and how?

There you go! Get yourself a name and 
you’re ready for action.



Bring back Brök IV’s shield from the 
puke mountains

Go and nick a jerking machine in the plant of 
the southern suburb Bash the fuck out of the local arena’s minotaur

Find the formula to change shit into gold, 
I heard the old crazy guy from the northern 

district’s got it

Force the draco-warriors’ lord to spill out 
where he hides his genetic tubes

Kill off the queen of constipated tigers and get 
her heart (it melts under yer tongue)

Dive at the bottom of the time snotex and report 
what’s on the other side

Figure out how to get a pink poney, it’s gonna 
be the Master’s nephew’s birthday soon Wade in the sewers and collect ball ticks there

the beginning of the session. There’s no reward if you do it, only if you don’t, 
the Master, they gut you.

MC, take the mission’s outline an’ make up 3-4 incidents, I’m not gonna 
do everything myself now am I. Pro tip: it’s a good thing to alternate action 
and interaction scenes. Like, they gotta punch, then they gotta 
talk, then punch some more. Basically, as long as no one’s bored 
as fuck and the players can play off-the-wall PCs, it’s all good.

Where you at? Basically: you’re in a big wrecked city, like New 
York if all the toilets were clogged during a hundred years, with radioactive 
rain everyday. It stinks, it swarms. Outside of the city, devastated lands, 
everywhere. It’s like the worst post-apocalyptic city with extra added tons of 
shit, the smell of old clams and ultraviolence everywhere.

 And what’s the big idea? Well, it’s like that: the MC 
chooses a mission on the table below, that the Master gives the PCs at 

How d’ya do stuff? When you oppose something 
(a monster, a buddy, a shitstorm), you bet one of your traits. 

And then, we count one-two-three and you do like Paper / 
Rock / Scissors except it’s Violence / Sex  / 
Poop: for Violence, you give the finger, for 
Sex a finger in a hole, and for Poop you remove 

your finger from the hole. If you play online, you 
can also shout the word you choose after one-two-

three (or type it, your choice but then you gotta type it 
in caps). Oh yeah and that’s not a strategy game 

so don’t think! Shout whatever comes first, the fun-
ny thing you wanna do. You’re gonna screw the other guy every other time 
anyway, so yeah.

Violence is stronger than Poop; Sex is stronger than Vi-
olence; Poop is stronger than Sex. The winner describes 
what they’re doing, it gotta be related to the chosen stat (like if you shoot 
“POOOOOOOOOOP!” that’s not to punch someone, it wouldn’t make 
any sense!). The loser must describe how the trait which was bet is lost 
(“Oh no, my shit skin is drying up!”; “oh fuck, you ripped off my metal 
arm!”; you got the idea). If there’s a tie, you both lose, that’s life.

The thing is you can’t die. Yep, even if you lose your legs and all your 
traits, you’re just a ridiculous tiny pile of flesh. Except if the Master kills 
ya or ya kill yourself (let’s be serious for a sec).

Alright so we’re just losing points in this shitty game? Hell no, that’d 
be lame! The MC’s job is to make sure you always got one or two 
points in each stat, so the thing keeps working. Like, they can let you graft 
an opponent’s dick to win back a Sex point, go fool around in a 
barrel full of piss to win back a Poop point, that sort of things. 
If they don’t, insult them, but go ahead and give them 

suggestions (hey, they can’t think of everything now can they!). It’s super 
important, don’t forget!

MC, you need monsters? Hey, you got lazybones, honestly, 
look, I’m gonna think about for a couple minutes and there, let’s make up a 
nymphomaniac boar, a blob of acid, a thug gang with metal plates on them 
faces, a plant eagle, diarrheic gnomes... Alright, yeah, that’s no good, you’ll 
probably do better. Anyway, give ‘em 1 trait if they’re crap to wipe off with the 
back of the hand, 3 if you want some fighty-fight, 6 or more for serious stuff. 
You don’t have to define the traits but hey, maybe it works better. An’ when 
they drop to zero, they dead. And it works the same if the PCs want to 
destroy a door or disarm a bomb, fuck yeah, this abstract system kicks ass! 
Oh yeah but it means a door can pierce a character’s bionic eye... Yeah 
well that’s a bit weird but it works.

And sometimes they can talk things out, right, no need to unsheathe hands 
all the time. Remember: action, then interaction. It rhymes, shouldn’t be too 
hard to remember!

Thanks to Julien D. for the title and to Guillaume, Sygillé, 
Chestel and Belfeuil for bravely testing the game!





THE TO DREAMS
A mini-RPG for a Dream and 2 Dreamers, a hack of “La 

Clé des nuages” (The Key to Clouds) by Felix “kF” Beroud, 
written in July 2018 by Côme Martin.

Two Dreamers wander through the same onei-
ric landscape. Will they find there the fulfillment 
of their deepest Desires, or a simple and welcome 
breath of fresh air?

Falling asleep: One of the players will be 
the Dream, the other two the Dreamers. A 
Dreamer’s role is to describe their progres-
sion inside the dream towards their uncon-
scious Desire, and how they help the other 
Dreamer to reach theirs. The Dream’s role is 
to describe scenes, to pay attention to what 
the Dreamers seem to reveal about their 
Desires and to redistribute Symbols.

The Dreamers first each choose an un-
conscious Desire, unfulfilled in reality (find a 
memory or a lost relative, solve an existen-
tial problem, find the answer to an in-
timate question or the solution 
to a personal problem...). The 
more precise the Desire, the 
simpler it will be to integrate 
it into the story. The Dream-
ers won’t reveal their De-
sire to each other or to the 
Dream during the game.

They also create two objects that they will 
bring inside the dream: the first evokes their 
Desire (it might be a feather, a drawing, a scarf. . .); 
the second is related to an aspect of their per-
sonality (maybe a key, a cube, a locket. . .).

The Dream creates two Symbols of their 
choice. They can be objects (a ladder, a sword), 
traces (a spiral, a cross), geographic or natural 
elements (a river, a tree), actions (dancing, fall-
ing down)... or anything else. 
The Dreamer also thinks 
about the place where 
the story will start: a 
dormitory, a ship’s hold, 
an hotel room or even a 
stranger place like a cave 
or a forest.

Light sleep: The Dreamers each briefly de-
scribe how they get to sleep before the 
story begins: which thoughts fill their heads, 
which objects they see from their bed 
(the ones they will bring into the 
dream). They specify which object 
relates to their Desire. It’s also 
the time to describe themselves 
physically. At the same time, play-
ers can think of nicknames for 
each of the Dreamers, based on 
their appearance or any other as-
pect they wish to underline.

The Dream describes the place where the 
Dreamers wake up, in their bed: they include 
the Symbols they’ve prepared there (point-
ing them as such). The Dreamers can each add 

a detail to this place if they wish.

Deep sleep: The Dream-
ers always stay together 
and cannot speak, whether 
to each other or to other 

characters: they can communi-
cate through gestures or describe the 

action of speaking (without making explicit 
what words are spoken), and always instinc-
tively understand the people they’re inter-
acting with.

The Dream must regularly ask one of them 
or both (making sure each is asked roughly 
the same number of times) what they except 
to find a little further in a place or later in 
a scene; these expectations can be fulfilled, 
modified or ignored, depending on the Dream. 
The purpose of these questions is to harmo-
nize communication between the players.

When the Dream describes a new scene, 
each Dreamer is free to influence this de-
scription and modify a detail (similarly to the 
beginning of the fame). This modification can 
be as minor or huge as needed. Places needn’t 
remain coherent from one scene to the next: 
as in a dream, it’s possible to switch from a 
cave to an apartment to a castle.



In addition to the Symbols made explicit 
at the beginning of the story, the Dream 
and the Dreamers can reintegrate any de-
scriptive element as an additional Symbol. 
They mustn’t make this recycling explic-
it. The more the Symbols are reused, the 
more coherence the story will have.

When the Dream describes a new scene, they 
are free to place there as many elements as 
they want with which the Dreamers can inter-
act: mysteries (strange objects, weirs writings), 
obstacles (a room with no doors, an opponent 
to fight) or any other type of interaction. The 
Dreamers can interact with any element they 
want, ignore some, and even create others. It’s 
up to them to describe how these interactions 
go; this description must be progressive so the 
other Dreamer or the Dream can step in if they 
want, participating to the action or lightly mod-
ifying its description. However, it’s not possible 
to completely deny a description.

Paradoxical sleep: The Dream must 
continue to lead the Dreamers from 
scene to scene; the Dreamers per-
petually discover new places and 

new scenes. The Dream keeps on ask-
ing them what they except to find fur-

ther away, in order to pay attention to what 
their Desire is; each Dreamers must also pay 
attention to the descriptions of the other one 
in order to guess what their Desire might be.

When the Dream asks them, a Dreamer is al-
ways free to say they except to find the fulfill-
ment of their Desire in the next scene, or to 
modify the description of the current one to 
integrate it right away. In both of those cases, 
this Dreamer wakes up and leaves behind him 
the Dream and the other Dreamer. The game 
then ends with a short epilogue for each of the 
characters: the Dreamers describe how they 
wake up, the Dream how the Dreamer’s pres-
ence has left traces inside the dream. 

A Dreamer can also decide to wake up before 
having reached their Desire; the game then 
ends in the same way. A Desire must be con-
sidered as a direction guiding the Dreamer (and 
their descriptions), not necessarily like a goal 
that has to be reached by any means.

Waking up: After the game, the 
players should take the time to de-
brief it. Was it a satisfying session? 
What were the Dreamers’ Desires? 
Were they anticipated, is it unsatis-

fying if they weren’t fulfilled? Were 
there high points? Were there frictions 

or frustrations in the way narration was 
shared? Were the Dream or the Dream-
ers disappointed to having spoken less?

To sum up
The Dreamers have an unconscious De-

sire, symbolized by an object, and another 
object which relates to their personality. 
They describe how they fall asleep; the 
Dream describes where they wake up 
and links two Symbols to this place. The 
Dreamers each can add a detail to this 
starting place.

During the game, the Symbols (from the 
Dream and the Dreamers) are recycled at 
will, plus other Symbols if anyone wishes 
to (but they’re not pointed out as such).

Progression is interspersed with the 
question “What do you expect to find fur-
ther away?”. The Dreamers can always 
modifying the description of a scene as 
much as they want. Within a scene, the 
Dreamers choose which elements they in-
teract with and can create others. When 
they explain what they’re doing, they’re 
careful to leave silences so the other 
Dreamer and the Dream can step in. Just 
like for the description of places, Dream-
ers can modify the descriptions of others, 
but can’t deny them.

After a while, a Dreamer wakes up, either 
because they have fulfilled their Desire or 
because their player feels the story has 
reached a satisfying conclusion. They nar-
rate a short epi-
logue, followed 
by the other 
Dreamer and 
the Dream, 
then the game 
ends with a debriefing.





To play YWBMBIGTTR, gather in a comfortable 
room, if possible with velvet armchairs. Imagine your Explorer: 
they have a Trait, Equipment and a Servant. One is helpful, 
another a hindrance, the third neutral; they are only narrative 
crutches which should vaguely evoke the United Kingdom in 
the XIXth century. Also imagine 3 incidents each, that your 
Explorer might have faced during their journey to the Moon 
ruins: the first one should relate to a character, the second to a 
place, the third to an event. Write them on pieces of papers and 
gather them into a pile.

The game begins when talking points become difficult to find: 
while people refill their drinks, the last player to have created 
their Explorer says: “By the way! You won’t believe me, but I 
got to the ruins!”. They randomly draw 3 incidents from the pile 
and get ready to narrate their expedition. They must describe 
how they overcame one of the incidents with physical Prowess, 
another by Ruse, and how they suffered a Setback in front of 
the third one. They might have been helped or hindered by their 
Trait, Equipment or Servant. While they’re preparing their 
story, the other Explorers should politely talk about something 
else; they will then be able to comment, ask for details, but not 
(yet) question the story.

The incident causing a setback is then discard-
ed and the others put back into the pile, as 
another Explorer says “By Jove! I too 
recently got to the ruins!”. Their story 
follows the same rules as above; they 
can stress the fact of having faced 
the same obstacles, narrate a scene 

again but from another point of view, reveal they were part of 
the same expedition, imply the dishonesty of their predecessor... 
However, no one can ever describe what the ruins look like or 
what is to be found there. 

When everyone has narrated their journey to the mysterious 
Moon ruins, players write their Explorers’ names on the incidents 
still in the pile which they’ve created. One of the Explorers then 
accuses another of lying about a precise point of their tale (prob-
ably the one showing them to their best light), and insists on them 
telling the truth about it. The accused Explorer then draws a new 
incident on which their name isn’t written, which replaces the one 
about which they were accused or which adds new narrative ele-
ments to it. After having justified themselves, they can discard 
this new incident or put it back into the pile.

They then too accuse another Explorer, who have to justify 
themselves following the same rules. Accusations pile up, and 
so do poor excuses, until players run out of incidents, or until one 
of the Explorers realizes it’s time (for tea, for the lecture of an 
esteemed guest, for a nap...). Discussion then concludes and the 
game is over.

Examples of incidents: an attack by giants, meeting with 
a moon being, an airship breaking down, a flock of 

telepathic birds, a Martian invasion, forget-
ting snacks, an earthquake, a wizard telling 

riddles, the irruption of a boring socialite, 
sabotage by an enemy, a sudden access 
of depression, an impassable moun-
tain...

To play HHCSHTMOTW, gather for something else, if pos-
sible somewhere coffee can be had. The game begins when ev-
eryone is there: before getting to it (the meeting, the work ses-
sion, the other game...) the last person to arrive says “Holy heck, 
crazy stuff happened to me on the way!”.

The others each propose one thing which might have hap-
pened to the latecomer on the way; they choose one by saying 
“Yes, that’s exactly it!” and then describe how they faced this dif-
ficulty. They can also say “Nope, are you kidding?!” and describe 
freely what happened to them. Every proposition, retained or not, 
is written on a piece of paper.

Confronted to a difficulty, the latecomer may have been Clumsy, 
made a Blunder, or used Coffee. The first two approaches 
are probably negative and the third positive.

The process is repeated until the late-
comer has narrated three incidents, 
confronted with three different ap-
proaches. The difficulties overcame 
with Coffee are thrown away.

Then, someone says “That’s insane, because crazy stuff also 
happened to me on the way!”. The others propose difficulties by 
choosing among the papers (make some more if needed). Nar-
ration works as in the first turn; speakers can stress out the fact 
they confronted the same difficulties, describe a scene again but 
from another point of view, question the previous story...

When everyone narrated the crazy stuff which happened to 
them on the way, another turn can be made if someone says “By 
the way, did I ever tell you about the incredible incident of last 
month?”; or someone says “Alright, shall we get to it?” and the 
game is over.

Difficulty examples: a dragon attack, 
meeting with a time traveler, a bus driv-

er strike, a pack of telepathic dogs, an 
alien invasion, forgetting your keys, an 

earthquake, a sphinx asking riddles, 
the phonecall of a chatty uncle...

	

 		              A pico-RPG to describe an 
			             expedition to the Moon,

			             exaggerating    just a tiny 
			        bit. Written in August 2018 .YO

U
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N

’T BELIEVE ME, BUT I GOT TO THE RUINS! 

         A pico-JdR to have fun with before getting

 to it, written in August 2018 by Côme Martin

                     for the Coffee Jam. HO
LY

 HECK, CRAZY STUFF HAPPENED TO
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A mini-RPG of metaphysical in-
vestigations, for 3 to 5 people 
and without a MC, written by 
Côme Martin in September 2018.

While you investigate on a 
disappearance, signs are mul-
tiplying: this case is hiding 
something big, something which 
might just change about every-
thing...

It was just beginning, 
and everything was already 
muddled... Start by agree-
ing when and where your in-
vestigation takes place. A 
standard setting would be a 
crowded city, nowadays.
Create your PCs: each is de-

fined by 2 positive Traits, 2 
negative Traits and a Symbol 
they obsess over: a geometric 
shape, a number, the face of 

a child, three whis-
tled notes, a weird 
sentence, the picture 
of a place... the more 
specific the Symbol is, 
the better, and several 
PCs can share the same. 
Each PC is close to at 
least another one: these 

characters will lead an in-
vestigation together, they 
should have reasons to trust 
each other. It’s probable the 
PCs know about each others’ 
obsessions.
Together, create a NPC who 

will disappear at the be-
ginning of the session and 
kickstart the investigation. 
The PCs should have a close 
relation to the disappeared 
or at least a reason to 
go looking for them.
Finally, take 6 

pieces of paper. On 
the front of each, 
write one of the 
PCs’ Symbols and 
others of your in-
vention.
On their back, 

write a game chang-

er, the most 
metaphysical 
and/or post-
modern you can 
think of: the 
PCs are all the same per-
son, one of the PCs is the 
culprit, no one’s disap-
peared and the NPC never 
existed, the whole situa-
tion is a movie shoot, the 
PCs are dead but don’t know 
it, every other scene is a 
dream... If you can’t come 
up with enough ideas, leave 
some blanks for now. At the 
beginning of the game, each 
paper shows the Symbol on 
their front.

I was starting to make sense 
of this case... The session 
is divided in short or long 
chapters, each focusing on 
one of the PCs. The player 
of this focus PC frames the 
scene: they freely choose if 
their actions fail or suc-
ceed, guided by their Traits 
and what happens in the sto-
ry. Players whose PCs are 
not present during a chap-
ter are invited to play the 
weirdest NPCs they can come 
up with.
A chapter must always deal 

with the ongoing investiga-
tion and describe the dis-
covery of at least one Sym-
bol, which is interpreted as 
a clue leading to the disap-
peared NPC. To describe the 
discovery of a Symbol, the 
player of the focus PC rolls 
1d6 and puts the die on one 
of the papers, which means 
they discover a representa-
tion of this specific Symbol 
(written on a wall, heard in 
a conversation, read in a 
book...). A PC can discover 
as many Symbols as they want 
during a chapter.

The first chapter should 
focus on the discovery of 

the disappearance and/
or the beginning of 
the investigation. The 
next chapters fol-
low the same rules, 
but if a player gets 
a result already 
present on one of 
the papers when they 

roll, they must stack 
their die on top of the 
present die or dice, 
not next to it.
It’s also possible 

to decide which Sym-
bol is discovered instead of 
rolling for it, by directly 
stacking the die on one of 
the papers.
To better control the ses-

sion’s flow, play with dice 
of different sizes, to 
build strong or fragile 
foundations, depending 
on what you want.

I could see clearly 
now... When a play-
er tries to put a new 
die on a stack and it 
collapses, the paper on 
which they were put is 
turned over: the focus 
PC becomes aware of the on-
tological shift written on 
its back. It’s not a sudden 
swing, more of a doubt which 
will begin to grow in this 
PC’s mind (as well as the 
others’, maybe). The Symbol 
written on the front of this 
paper can still be discovered 
but it’s now related to this 
shift. It’s not necessary to 
stack up dice on this paper: 
each die players put on it 
reinforces the doubt about 
the reality of this shift.
During the course of play, 

several game changers will 
end up being present simul-
taneously; don’t try to make 
them inter-coherent. The PCs 
and/or the players can focus 
on only some of them at the 
same time, or decide some of 
them are red herrings.

I needed to end it all, and 
quick... The game concludes 
when the PCs realize the 
absurdity of the investiga-
tion, and maybe even their 
existence and/or all reali-
ty. Conclude with an shared 
epilogue, a scene where all 
the PCs are present: each 
of them mentions an element 
let unsolved during the 
game and which will remain 
so forever.

IT WAS A CLEAR AND 
SUNNY DAY

or 
THE KEY TO THE 

MYSTERY





When Death 
announces who shall die instead of them, the night-
lifer can change their mind and die as they should or 
accept the deal. In the latter case, Death briefly de-
scribes how the victim struck instead of the nightlif-
er dies; the nightlifer briefly describes their reaction 
to this encounter with Death, then the scene ends.

Between two scenes: Between two scenes: The two players swap 
their roles. The player is going to play the nightlifer 
decides how many years go by until the next scene; 
the player who just played the nightlifer decides if 
their desires and projects have been fulfilled in the 
interval. They also describe what changes in the 
life of the nightlifer and their loved ones.

Ending the game: Ending the game: The game always ends with 
the nightlifer’s death, either because they willingly 
choose the demise Death announces them, or be-
cause the cause of this demise is old age (it’s the 
only cause of death which is impossible to avoid). 
In both cases, the game ends with a brief ep-
ilogue during which the nightlifer can ask 
Death one question (and only one) about 
the future of those they care about; 
Death tells them the truth.

 A mini-RPG written 
by Côme Martin in 
October 2018,
for 2 play-
ers.

Thanks toThanks to Cédric 
Ferrand,  Guillaume 

Jentey, Jean, 
Eugénie and 

Guylène!

A nightlifer en-
joys life in Venice’s 

alleyways. When Death 
comes to take them, they re-
fuse to die. It offers them a 
deal: a life for a life...

Before the party: Before the party: Both 
players choose the era in which their 
nightlifer will live and die (the place 
is always Venice). In turns or to-
gether, they also each define a detail 
about the nightlifer: their names, their 
age when play begins, their appear-

ance, their dreams and desires, 
their fears and superstitions, their 

family, their friends and/or enemies, 
their love interests.

Players also decide who will play the 
nightlifer and Death in the first scene: both 

roles will be swapped between two scenes.

During During 
the party: the party: 
The night-
lifer’s play-
er describes 
the scene, 

which always takes place during a party: where 
in Venice is the nightlifer, with whom, what they 

are doing, and what mask they wear on the occa-
sion of this party.

Death, for its part, describes how it appears to the 
nightlifer and what is supposed to cause their im-
minent death during this scene. A dialogue begins: 
time is not frozen and the nightlifer can try and run 
away, fight Death or protect themselves with some 
ritual, but these precautions always fail and the 
nightlifer ends up begging Death to spare them.

To soften Death’s attitude, the nightlifer can talk 
about their projects and desires for the future; 
Death, in return, can describe the nightlifer’s re-
grets or dark moments from their past. They can 

be previously described elements or details im-
provised on the spot. The characters never talk 

about the present time.

If the nightlifer accepts their fate, they 
take off their mask and suffer the demise 

Death had predicted them: the game 
is over.

If they refuse their fate, Death 
announces a toll to be paid 

for a little more life: in 

other words, the name 
of the person who will 
die instead of the night-
lifer. Death should choose 
victims who are closer and 
closer to the nightlifer as 
play unfolds: an unlucky 

passerby in the first scene, 
then a distant friend, until 
the closest loved ones of the 
nightlifer are designated. Moreo-
ver, Death is encouraged to be cruel and 
to detail the consequences of such a toll 
on the nightlifer’s life and those of their 
beloved. Note that, however, the toll to 

be paid can 
never be 

in relation 
with the 
nightlifer’s 
desires and 
projects.
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HUNGRY CITIES 
A mini-RPG for 1 to 6 players, written by Côme Martin in December 2018.

The City wants to keep the Traveler inside it. The Traveler is looking for something in the City; they don’t know that they’re 
going to find much more... at their own risk.

Start by deciding who is playing the City and who is playing the Traveler(s). Several players, or none, can play 
either of the roles: two players can control the same City, three players can play three Travelers or control a 
single one... Every combination is possible.

Scaffoldings - The City

The City is a fantasized 1930s town, with a little 
more mechanical technology than the average. Each 
player tells a rumor about it, the kind you would find 
in traveling books and stories; then, the City draws 
two red cards and two black cards out of a 52-cards 
deck and reads the table at the back. It chooses a 
card of each color: they represent the two patterns 
that will constitute the central themes of the session 
and will keep on appearing, more and more insis-
tently, in its descriptions. Afterwards, it puts these 
cards back into the deck.

Then, it removes from the deck the cards above 8 
(Aces count for 1s) and shuffles the rest into a pile. It 
takes 5 cards from this pile to make itself a hand.

If no one is playing the City, these 5 cards are put 
face up on the table and will be randomly played at 
the beginning of each scene.

Scaffoldings - The Travelers

The Travelers invent, decide or draw in the fol-
lowing table (with cards they then put back into 
the deck) the reason why they’re visiting the City, 
what may particularly attract them and what would 
drive them away. They complete their description 
with any detail they want and prepare two levels, At-
traction and Repulsion, which both start empty and 
contain 4 boxes.

If no one is playing a Traveler, prepare two levels 
for an anonymous Traveler who is never 
fully described.

/ Reason for the visit Attraction Deterrent

♥ Find someone in particular Great adventures Things which are too simple
♦ Make up a map of the place Stories to reveal Discordance
♠ Overthrow the existing power Secret connections Physical violence
♣ Amass wealth Occasions of helping someone Things which are too complex

The story begins when the Travelers enter the 
City; they react to the encounters and events they 
are faced with anyway they like. In general, their ac-
tions succeed or fail when they wish it so: no setting 
is indestructible, no NPC is indispensable, all are 
but cogs in the City’s trap.

A scene begins when the City plays a card face up 
and ends when everyone agrees to. At the end of a 
scene, the Travelers tick as many boxes as they want 
on their Attraction and/or Repulsion levels: they 
can tick none, tick all five boxes of a level at once, 
tick one box in a level and two in the other, etc. If 
no one plays a Traveler, it’s the card played by the 

City which determines how levels are filled: as many 
boxes in Attraction (red card) or Repulsion (black 
card) as there are cards of the same color in the last 
5 which have been played.

When either level of a Traveler is filled, the City 
stages an interlude, after which both level of all 
Travelers are emptied. After the sixth interlude, the 
Travelers decide whether they run away from the 
City or lose themselves in it forever: in the latter 
case, they become its newest inhabitants, ready to 
welcome new Travelers. The story then ends.

THANKS to Eugénie, JC, Julien, Felondra and Macalys for the explorations !
This game contains bits and pieces of all the fictional cities I’ve traveled through: Cities of the Fantastic, Exil and Itras By among 

others.

Explorations - The Travelers



The story begins when the Travelers enter the City; 
it describes, with one of the cards in its hand (or the 
first one from the pile) the first thing, scene or per-
son they meet. To this end, it puts the card face up in 
front of everyone. Cards played by the City refer to 
the table below. In general, everything that the City 
introduces should appear mysterious, secretly won-
derful, and the City should build upon the Travel-
ers’ expectations while also implying there are other 
attractive things a little farther, a little deeper, so as 
to incite the Travelers to explore it more and more. 
The City can change or complete the details of the 
table as it likes.

As soon as the City plays a card, it draws another, 
so it always has 5 cards in hand. If the pile is empty, 
every card which is face up except for the last 5 ones 
is shuffled back into a new pile.

The City has to adapt its descriptions depending 
on the way both levels of the Travelers fill up and 
try to attract them as much as it can without driv-
ing them away. Every element of the city can thus 
be constantly modified: neighborhoods rearrange, 
people change their looks, streets lead to more de-
sirable places...

When either level of a Traveler is filled at the end 
of a scene, the City stages an interlude: this is a scene 
which spotlights the attractive (when Attraction is 
filled) or dark (when Repulsion is filled) pattern 
which was drawn before play. Travelers needn’t be 
present during an interlude but should sense some-
thing has changed in the City.

After an interlude, the City puts the cards it’s hold-
ing back into the pile. It then removes from the deck 
the lowest four cards (randomly if necessary) and 
adds four cards to it: the 9s after the first interlude, 
the 10s after the second, and so on.

Interludes are brief and the patterns they spot-
light fleeting when the 9s, 10s and Jacks are put into 
the deck; they become more important when the 
Queens and Kings are put into the deck.

Once the Kings are put into the deck, the next in-
terlude (the sixth one) is the last one and constitutes 
the apex of the City’s exploration. The Travelers then 
decide whether they run away from the City or lose 
themselves in it forever: in the latter case, they be-
come its newest inhabitants, ready to welcome new 
Travelers. The story then ends.

/ Attractive thing (♦ or ♥) Dark aspect (♠ or ♣)
A An unusually attractive inhabitant (expensive 

clothes, magnetic charisma, atypical looks)
A fragment from a building falls down and threat-
ens to hurt a Traveler

2 Allusion to the City’s rich and complex history A fight breaks out for no apparent reason
3 Intriguing things escaping from a basement win-

dow (lights, sounds, smells)
An inhabitant insists the Travelers should flee and is 
then swiftly arrested

4 A great fair filled with unusual things (plants, ani-
mals, objects)

A public execution is being set up

5 A luxurious place is abandoned and yet perfectly 
preserved

An attractive thing is actually a ruin or in decay 
(food, building, plant)

6 A private museum, recently robbed A work of art describing the Travelers’ horrible death
7 Signs leading to a precise place (perfume, etchings, 

hidden passages)
The setting’s constant rearrangement causes un-
pleasant effects (dissonant music, acrid smoke)

8 Seemingly inhuman acrobatics Inhabitants are replaced by others
9 A small shop of unusual things (automatons, 

paintings, rare books)
Travelers are spied on by agents always out of reach

10 A magnificent person seen from afar Inhabitants seem to be controlled from afar
J An artist breathing life into their works A foul creature slithers nearby
Q A natural element (forest, river) is out of place Inhabitants pray to dark deities 
K A procession of being of a superior rank Buildings around the Travelers are mere facades

Explorations - The City
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THE EGYPTIAN JOB
A mini-RPG for 3 to 5 players and a GM, written in 

February 2019 by Côme Martin for Felonious Fauna 
2k19.

For centuries, artifacts have been unlawfully re-
moved from Egypt to be placed in museums all 
around the globe. Well, enough’s enough: if no one’s 
going to give them back, it’s up to you to 

do the right thing and steal them. 
Well, it’s up to the sorcerer who 
raised you, actually, but he’s 

been dead for centuries and his 
spell has just now activated. Oh, didn’t 

I mention you were ancient undead Egyp-
tian animals brought back to life, about to 

stage the heist of your unlife?

Start by choosing which animal you play (sever-
al players can play the same animal). Each player 
writes down their 4 stats, their dice, and their injury 
levels (3 ticks).

/ Havoc Deftness Brains Stealth

Hippo 4d4 1d4 3d4 2d4

Jackal 1d4 2d4 4d4 3d4

Beetle 1d4 3d4 2d4 3d4

Crocodile 3d4 2d4 2d4 3d4

Ibis 3d4 4d4 1d4 2d4

Your job is to steal some Egyp-
tian artifact from the museum and 
then… You haven’t thought about lat-
er, honestly. Choose what you need to steal, 
with the obligation of making it very obvious 
and cumbersome (at the largest animal’s scale; a 
clay tablet is quite small for a hippo but rather 
large for a beetle).

You also make up your opposition during an 
unplayed planning scene: each of you details at 
least one of the obstacles you will need to over-
come to get to your precious cargo. For each obsta-
cle you make up, you get a bonus point which you 

can spend whenever 
you want to roll an 
extra die or re-
veal you know a 
crucial piece of 

information about 
the museum.

The session be-
gins when you’ve 
just entered the 

museum. The GM is 
allowed to get you 

into trouble right here and now!
To act, roll an appropriate number of dice. Every 

die rolling 4 (or above, see below for fusion dice) is a 
success: you need one success for most obstacles, 2 
successes to overcome something tricky and 3 suc-
cesses or more for near-impossible feats.

By the way! The sorcerer who resurrected you 
also gave you the power to FUSE TOGETHER! 
You can become a beetle-jackal hybrid anytime, or 
hell, an ibis-crocodile-hippo or whatever you want. 
When you do so, you change dice type: roll d6 if 
you are two animals fusing together, d8 if you are 
3, and so on! You roll as many dice as the highest 
stat among all fused animal: so if a jackal-bee-
tle-crocodile tests for deftness, it will roll 3d8, which 
allows for heroic feats in a heartbeat!

There’s several catches, though: first, when you 
fuse, it’s loud and flashy, so it’s bound to warn any-
one nearby. Second, fusion only lasts for one die 
roll. Third, after it, animals who were fused together 
will roll a single d4 for their next roll, whatever it is. 

Think about it if you want to break down a big 
heavy door and just fused the hippo and the 
ibis together.

A final thought: GM, never make fail-
ure mean nothing happens. The 
story is always propelled forward 
by mistakes. If in doubt, you have 
two options to fall back on:

- Inflict a colorful injury on the PC. 
They can’t really die, since they’re undead 

animals, but hitting 3 levels of injury probably 
means they’re incapacitated for some time (they 
roll less dice and/or need to be carried by their 
mates). And this being a heist, the PCs won’t have 
time to heal.
- Create an alarm level, give it, say 6 boxes, 

and tick one per failure. When all boxes are ticked, 
security rolls out, the police arrive, or whatev-
er creates a lot of pressure and incentive 
for the PCs to move their beastly asses 
forward.

THANK YOU to 
Guylène, Kamaril and 
Jean for playtesting and feed-
back! And thanks to John 
Wick’s Wilderness of Mirrors 
for inspiration.





A mini-RPG by Côme Martin, for one Father Superior and 3 to 5 
Moines, written in March 2019. Thanks to Arjuna, Belfeuil, Eugénie, 
Jean, kF, Macalys, Stéphane, Tibur and Tiramisu for playtesting, 
and to Guillaume and Manuel for ideas.

Thus it was written that a vile murder was committed 
within the Monastery. And the quantum fluxes pointed each 
of the Monks as the unique culprit. And the Father Superi-
or summoned the Monks to give them a chance to explain 
their act. And the Eternal spread His divine light, and the 
quantum fluxes dissipated, a single reality emerged and only 
one of the Monks was condemned to excommunication and 
death. Amen.

Book of Preparations
1. Thus it is written: each Monk chose a first 

name for themselves amongst those inscribed in 
the Holy Bible. Those who wanted to play Nuns 
chose their names in a similar way, and they 
wrote it on parchments. And the Father Superior, 
meanwhile, rolled and looked below to know how 
the poor Victim (to whom they also gave a name) 
passed away.

2. And once names were chosen, each 
said what their role was within the 
Monastery, be it bursarship, copy-

ing bibles or something else still. 
Then everyone revealed 

why the Monk to their 
left might have assassi-
nated the Victim, and 
which remarkable per-

sonality trait the monk to their 
right possessed. Those were mere 

perceptions but they sometimes 
reflected reality.

3. And the Father Superior gathered the cards of  
the different domains and separated them into dis-

tinct decks; and each Monk drew two cards from 
any deck they wanted. Amen.

Book of Investigations
1. Thus it is written: to 

reach the Truth, the Father Superi-
or could frame four types of scene; 
and none was mandatory, and they 
framed them in the order of their 
choice. And the Monks could ask for one of 
these scenes to be staged if they felt it necessary.

2. And during a scene, the Monks could gain 
Piety points whenever they acted as people of 
faith should, with calm, compassion and devo-
tion, for instance; and the Father Superior was 
generous like the Lord in their distribution of Pi-
ety, they gave it often and largely.

3. And when the Father Superior felt it nec-
essary, they could express their doubts about a 
Monk’s probity by giving them a point of Culpa-
bility. The Monk thus blamed could then spend 
two Piety points to prove their good faith and 
cancel the Father Superior’s act; but the Culpa-
bility points couldn’t be retroactively discarded 
in this way.

4. And Monks also gained Culpability points 
when they completely denied a fact rather than 
try and justify its validity.

5. And thusly were described the four types of 
scenes: firstly, the Father Superior could summon 
one of the Monks in a confessional; and in this safe 
place, no other Monk could hear their confessions, 
and they couldn’t be a source of Culpability. And the 
Monk was thus asked to atone for their sins of ac-
tions or thoughts, or to reveal those of other Monks 
which could have been a burden upon their soul. 

6. And secondly, the Father Superior could 
try and reconstruct the Victim’s last day, 
during which every Monk had crossed 
paths with them. To this end, they put one 
of the Monk into a reminiscence, stating an 
interaction between the Monk and the Vic-
tim (played by another Monk), keeping 

Murder in the Quantum Monastery

Table of Passing (1d10)

1. Hanged 2. Poisoned

3. Strangled 4. Smothered

5. Stabbed 6. Thrown off

7. Slashed 8. Drowned

9. Squashed 10. Boiled



in mind how events previously narrat-
ed had happened. And each Monk thus 
brought their vision of the Victim during 
their last day upon this Earth, and tried to 
show how they couldn’t have committed 
the murder of which they were accused.

7. And thirdly, the Father Superior could ask 
the Monks their opinion about one of their broth-
ers in faith; and the Monks could then underline 
the lack of fervor or the strange behavior of each 
other, or even directly accuse one another of im-
pious crimes.

8. And lastly, when a Monk reached 5 Culpabili-
ty points, the Father Superior could gather all the 
Monks in a small room and reveal to them the cul-
prit’s identity by detailing how they came to this 
conclusion. And the Monk thus designated as a cul-
prit could try and convince the others of their inno-
cence; if their justification was deemed convincing 
by the majority of players, they immediately lost 2 
Culpability points and the search for the real culprit 
continued. If they were not convincing, they were 
then submitted to the worst of punishments, and 
peace came back to the Monastery.

9. And if reality imploded before this punish-
ment, so much were the quantum fluxes tangled, 
the Father Superior then declared the end of the 
Monastery. Amen. 

Book of Quantum 
Realities
1. Thus it is written: the 

Monastery was situated 
in many different quantum 

fluxes and its reality was un-
stable. Thus it was organized 

in four domains: the mechani-
cal rules which presided over 
its functioning, the composition 

of its setting, the circumstances of the murder 
which happened there and the meta elements or-
ganizing it. 

2. And each domain was composed of 10 
cars which were face down in separate decks, 
amongst which each Monk drew 2 cards at the 
beginning of the game.

3. And a Monk could, by asking 
for a Divine Intervention, influence 

reality; it needed the spending of 3 
Piety points, or the gain of one Cul-

pability point.

4. And when the Lord interceded in a Monk’s 
favor, they could draw a card in the deck of their 
choice and keep it in their hands. 

5. And when they had a card in their hands, 
they could whenever they liked superpose it to 
the current reality. They then put it on the table 
and this card was for all the Monks and the Fa-
ther Superior as true as the Holy Scriptures.

6. And if another card of the same domain was 
then put on the table, it canceled and replaced 
the previous one.

7. And whenever a card was on the table, an-
other Divine Intervention (through the spending 
of 3 Piety points or the gain of one Culpability 
point) made it unmovable: it remained true and 
real, forever and ever, even if another card of the 
same domain was played and even it brought 
contradictory logical superpositions. And reality 
became ever more complex, and ever more un-
stable. Amen.



M2The Monks’ players can’t talk 
anymore (they can still write 
and make gestures). M2The Monks can now trade 

places with the Father Supe-
rior during 10 minutes at the 
cost of 3 Piety points.

M2The players must now play 
standing up and speak only in-
game.

M
The Monks aren’t allowed to 
mention the Victim or anything 
about its murder investigation 
anymore. The Father Superior 
is not bound by this rule.

M
The Monks must now explain, 
whenever then can, why the 
Victim’s murder was justified  
(even if they didn’t commit it).

M
The Victim is now very much 
alive, but the Monks are poten-
tially guilty of the murder of 
someone else.

M
The Monks can murder the 
current Father Superior and 
take their place: they automat-
ically do it if now other Monk 
stops them (the former Father 
Superior now plays a new 
Monk).

M
The Victim is now well and 
alive: they have survived their 
assassination attempt and can 
now testify about what hap-
pened (though details may be 
sketchy).

MThe Monks now have abilities 
which allow them to talk, more 
or less easily, with the Victim.

M
The Victim is now one of the 
Monks (chosen randomly). This 
new Victim can only intervene 
during flashbacks (multiply 
them!).

M
The Father Superior imme-
diately rolls a new cause of 
passing for the Victim (which 
is now the only true one).

M
There are now two Victims 
(the Father Superior randomly 
rolls the cause of passing of the 
second one).

SThe Monastery is now a night-
club: prepare your soundtrack! MThe Victim is now the last in a 

series of similar murders.

SThe Monastery is now a giant 
robot fighting the forces of evil.

SThe Monastery now has a 
time machine that the Monks 
can use whenever they want.

SThe Monastery is now classi-
fied as a historical site and is 
full of tourists.

S
The investigation now unfolds 
on a stage; Monks who are not 
present during a scene play 
the public and their taunts and 
cheering is law.

SThe Monastery is now a 
spaceship headed for Venus.

SThe Monastery is now a com-
pany which sell copiers.

SThe Monks are now immortal 
vampires (the Victim also pos-
sibly is).
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M2

R
The Monks can now lose 1 Cul-
pability point every time they 
cause another Monk to gain 1 
through their slanders to the 
Father Superior (even several 
scenes later).

R
The Monks’ Culpability and Pi-
ety points (those they current-
ly have and those they gain 
from now on) are doubled.

SThe Monks are now ghosts 
haunting the Monastery.

SThe Monks are now talking an-
imals (they freely choose their 
species).

R
Whenever they like, and only 
once, the Monks can destroy 
a card put on the table and 
replace it with a card of their 
invention in the same domain 
(Rules, Setting, Murder or 
Meta).

R
The Monks can now challenge 
the Father Superior to a Rock/
Paper/Scissors match: a victo-
ry gives them  3 Piety points, a 
defeat 1 Culpability point.

R
The Monks roll 3d6 several 
times to know their Strength, 
Dexterity, Wisdom, Charisma, 
Intelligence and Constitution 
scores. They now test them 
with a d20 whenever the Fa-
ther Superior asks them to.

R
The Monks can now atone for 
the sins of their brothers in 
faith: for each Culpability point 
they take from someone else, 
they gain 3 Piety points.

R
The Monks can now bet points on 
whether a die is going to roll odd 
or even. They double their stake of 
Piety points if they win and lose 
them otherwise; they lose their 
stake of Culpability points if they 
win or double them otherwise.

RThe Monks immediately 
switch their points of Piety 
and Culpability.R

The Father Superior becomes 
a regular Monk: he immediate-
ly gains a Culpability point and 
2 Piety points. The Monks now 
mutually give each other Piety 
and Culpability.

R
The Monks aren’t allowed to 
say “Yes” or “No” anymore; 
they gain one Culpability point 
every time they are caught 
saying it.

M2Two Monks, chosen at ran-
dom, are now considered as 
one single Monk (including their 
points).

M2Two Monks, chosen at random, 
immediately switch characters, 
including their points.M2

During a confessional scene, 
Monks must now reveal they 
are the true authors of at least 
one sin confessed by another 
Monk.

M2
Two Monks, chosen at ran-
dom, are now considered dis-
tinct personalities of the same 
person (they don’t share their 
points).

M2During a Monk’s reminiscence, 
all the other Monks must now 
explain how they were present, 
even if it doesn’t seem plausible.

M2The Monks are now actors 
and can ask to replay a scene 
which didn’t unfold to their lik-
ing (only once per scene).

The Monks immediately 
switch their role with the one 
of the player to their right. 
Their characters don’t change 
anything else.
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FORTUNATELY, YOU WERE THERE

A carewave mini-RPG for 3 to 6 people, written in February 2019 by Côme Martin for the TLPL challenge “Getting through winter”.

Some possible settings:

· Adventurers back from a long and exhausting expedition 
(loss of bearings, lack of supplies, decreasing morale, frantic escape, 
imposing natural obstacles, death of a comrade)

· Teenagers after a particularly rough school day (clothing inci-
dent, surprise test, constant teasing, fall down the stairs, disloyalty of a 
good friend, persistent stomachache)

· Mech pilots at the end of a difficult mission (clumsiness while 
following orders, short-circuit, wily opponents, dispute between two pi-
lots, risky ground, important damage to the mech)

· Animals who fought against nature for a whole season 
(cold temperatures, lack of food, badgering of bigger animals, contin-
uous bad weather, weakened shelter, elusive sleep) 

· Members of a sport club at the end of a tournament (de-
vious tactics by the opponent, lack of coordination, attempted cheating 
going south, increasing weariness, unexpected change of rules, destabili-
zation in the locker room)

· Pensioners remembering the setbacks of their entire lives 
(unhappy love affair, loss of a beloved, complex illness, squabble with a 
descendant, financial trouble, falling out with a friend)

Example:

Comfort: What a rotten day! It all started during maths class, 
when you sat on chewing-gum and it stuck to your skirt...

Narrator: Yeah, that was dreadful... For the whole next 
period, the others were glancing and snickering at me and 
I couldn’t understand why, but I felt super bad. [They hand 
a Jenga brick to the Comfort] Fortunately, you were there 
and you discreetly slipped me this not so we could meet in 
the bathroom...

Comfort: Well, I couldn’t unglue the chewing-gum but I 
expertly hid the hole I had cut in your skirt! Oh, and then 
there was the fire drill, and you almost fell down the stairs 
during evacuation...be described in detail but that could be an occasion for 

defining some lines and/or veils if necessary.

Once the situation and the characters are defined, 
choose who will talk about their calamities first (the Nar-
rator) and who was there to help them (the Comfort). 
Their dialogue goes like this: the Comfort frames the sit-
uation in which the Narrator was; the latter builds on this 
frame until they describe a first calamity; they then take 
a Jenga brick, a puzzle piece, a coloring pen or a mis-
matching sock and give it to the Comfort, implying how 
the latter helped them; the Comfort then completes the 
description. If they want, the Narrator can also talk to a 
second Comfort when they describe a calamity, saying 
something like “And you, you were also there...”.

The story continues until a satisfying conclusion 
is reached, then another player (someone who hasn’t 
spoken yet if possible, otherwise one of the Comforts) 
takes on the role of the Narrator to describe their own 
series of calamities. Be careful and avoid turning the 
Narrator of one turn into the Comfort of the person 
who helped them during the next turn! Vary the rela-
tions and points of view and make sure everyone gets 
a chance to speak instead of always turning things over 
to the same persons. 

The game ends when the Jenga tower or the puzzle 
is reconstituted, the drawing is completed or the room 
is tidied up.

In “Fortunately, you were there”, you play a group 
of friends who reminisce, after a long string of calami-
ties, how they supported each other.

To play, first choose a reassembling activity: rebuild-
ing, brick by brick, a fallen Jenga tower, completing a 
puzzle (you can find some online), finishing coloring a 
drawing, or even tidying up a room if you feel like it...

Choose or get inspiration from the examples below 
to create your characters, your starting situation and 
the calamities your characters have faced. Talk about 
their relations, bearing in mind they must care about 
one another. Take some time as well to think of the 
situation you will reminisce about together: it needn’t 





THE DOPPELGANGER PROJECT

A mini-RPG by Côme Martin, for one GM and 3 to 5 players, conceived as 
a sequel to The Doppelgänger Effect. Written in June 2019.

Thanks to Guillaume Jentey for the drawings and to Gabriel, Jean, Nitz and 
Orsu for playtests and feedback!

Morley Corporation, Inc. has discovered the secret to trav-
eling between realities; you are the brave volunteers who will 
undertake the first mission to a parallel universe. Scientists 
have unfortunately determined that the breach between uni-
verses has awoken giant, reality-devouring slugs, but this side 
effect will not seriously hamper your installment of relay trans-
mitters throughout the multiverse, will it?

Before going away
Each player has 4 points to create their character; they use 

those 4 points to build skills they determine themselves (for 
instance, Gabriel creates a negotiator and decides on the fol-
lowing skills: Inspires trust 2, Sweet talk 1, Never cracks under 
pressure 1). The PCs’ profile is completed by discussing the 
reasons why they work (or are forced to work) for Morley Inc., 
how they feel about each other and who are the NPCs close 
to them. One of these NPCs must give them a reason to look 
for its parallel versions: lost love, disappeared sister, ill parent, 
friend who turned bad...

The GM then gives players details about the setting by read-
ing out loud the following elements, completing and/or modi-
fying their description as need be. The GM also decides where 
Morley Inc.’s offices are, how the PCs travel through the mul-
tiverse and what a relay transmitter looks like.

Neighborhoods: 
· The residential ghetto (cramped, run down, overcrowded, 

ill-famed)
· The industrial zone (proliferating, deafening, polluted, 

labyrinthine)
· The administrative neighborhood (secured, clean, icy, opaque)
· The commercial district (deserted, demolished, infested, 

feared)

Important places: 
· The ghetto’s bazaar (full of beggars, under the mafia’s 

thumb, cluttered with damaged goods)
· The ghetto’s galleries (underground, trapped, crossed by 

strange gangs)

· The power station (automated, malfunctioning, haunted by 
other ghostly realities)

· The patent office (incorruptible, irritable, abstruse)
· The civil servant’s bar (dull, hermetic, straining under debts)
· The former bank (cavernous, invaded by insects, rock solid)
· The implant market (nomadic, overflowing with products, 

devoid of morality)

NPCs of note:
· Mother Miracle (cyborg, silent, benevolent)
· The Rat King (repugnant, leading a network, incognito)
· Three-lightning (crook, claims he has psi powers, informant
· Conscience-326 (automaton, paranoid, fragment of a 

hive-mind)
· William rank-3 blue (civil servant, secretly a mutant, 

go-getter)
· Rosa rank-12 purple (amateur poet, introverted, head of 

her department)
· The Swollen (human body full of insects, haunted by his 

banker past, suicidal)
· The small one (no ties, blue collar, alcoholic)
· The tall one (intimidating, pimp, from another reality)

These elements will change, for better or for worse during 
the PCs’ travels through the multiverse.

The preparation phase ends with a prologue during which 
each player describes their PCs’ last preparations before leav-
ing for the mission, probably with no hope of going back: 
the MC adds details to the descriptions so as to introduce the 
setting’s first landmarks. Then the PCs start the first transmitter 
and go head first into their first parallel universe.

Across the multiverse
In each new reality, the PC’s official goal is to set up a di-

mensional transmitter and making sure it’s safe before hop-
ping on to the next reality, so Morley Inc.’s expansionist dream 
becomes more and more tangible. Informally, they can take 
advantage of each travel to gather information on their dou-
bles, try escaping their employer and/or looks for the parallel 
version of the NPC the players described during the prepara-
tion phase.

Each reality is infested with gigantic slugs which devour re-
ality itself; their progression varies from one reality to another 
but the space beyond the city’s limit is always nothing but 
disintegrated void. Adding to this cosmic force chasing the 
PCs and their doubles, they could also face:



· Gangs of pillagers, determined on sur-
viving at any cost until the end

· Memetic spirits, able to propagate their 
personality and physical aspects from one 
body to the next

· Android, more or less defective, trying 
to impose their domination

· Cleaners, sent by Morley Inc. to hunt 
down uncooperative employees and speed 
up the conquest of all realities

· Employees of Tamel Enterprises, a ri-
val company

· Being who were humans once, now 
controlled by the eggs of cosmic slugs hid-
ing inside them

Changing things
When a PC acts and the result is uncer-

tain, their player draws as many cards in a 
52-card pack as they have points in the most 
appropriate skill. They then play as many 
cards they want from their hands (no min-
imum). To succeed, they must exceed 8 for 
complicated actions, 10 for difficult actions 
and 12 for the toughest ones (a Jack is worth 
11, a Queen 12, a King 13 and an Ace is 
worth 1). A player can add several cards 
to reach the threshold; if they have no ap-
propriate skill, they write down a new one 
which begins at 0. PCs can also help each 
other by adding up their skills.

 When they use a skill at 0 in a test, players 
still draw a card but discard their highest card 
beforehand. If they have no cards in hand, 
they discard the highest face up card charged 
on the transmitter (see opposite) before draw-
ing. If the transmitter has no face up card, 
they draw one without drawbacks.

Cards which have been drawn by the 
players but not played to get a success can 
be kept in hand (and be used in future tests) 
or be used to charged the dimensional trans-
mitter (the choice is immediate, you cannot 
keep cards in your hands and use them to 
charge the transmitter later). Cards played to 
get a success are discarded; a player cannot 
have more cards in hand than their highest 
skill level.

To other realities and beyond
When PCs arrive in a new reality (includ-

ing after the preparation phase), the GM 
draws a card and places it face down on the 
table: it’s the transmitter’s current charge. 
Players can add as many cards (face up) as 
they want before leaving to a new reality. 
When they decide to power up the trans-
mitter, the face down card is revealed and 
its value is added to the others; the players 
or the GM then get to change one or sever-

al aspects of the elements which define the 
city (among the neighborhoods, the places 
or the NPCs) however they choose:

· less than 7: the GM changes one of the 
aspects, in a worse way if they want

· 7-11: players change one aspect
· 12-16: players change two aspects
· 17-20: players change three aspects
· 21 exactly: players change all the as-

pects of 2 elements
· 22 and more: the GM changes one of 

the aspects, in a worse way if they want

Outside of the aspects defining the ele-
ments, the GM can vary things as much as 
they want from one reality to the next, even 
if progressive changes are preferable. Don’t 
hesitate to reuse NPCs already met by the 
characters and alter their behavior, or let 
actions made in one reality have an echo 
in the next ones.

When arriving in a new reality, cards 
from the discard pile and from the transmit-
ter’s charge are put back in the deck, which 
is then shuffled. Players keep the cards they 
have in hand.

An aspect changed by the players stays 
unmodified from one travel to the next, 
fixed in all realities. For a shorter cam-
paign, elements are changed all at once 
instead of their aspects (getting a 21 thus 
has the same effect as getting a charge be-
tween 17 and 20).

A campaign of The Doppelgänger Project 
ends when players have changed all the as-
pects of all the elements and/or when PCs 
have succeeded in stopping the slugs’ im-
placable progression (which shouldn’t be 
an easy fix).

Learning and absorbing
During their journeys, characters can get 

more skills points in 3 ways:
· Starting from level 1, by playing in a test 

as many cards of the same value or suit as 
the level to reach. To improve a skill to lev-
el 3, for instance, you can play three Jacks 
or three spades.

· Every time they travel to another reality, 
each PC gets 1 point in the skill they used 
the most (including a 0-point skill) or in a 
0-point skill of their choice.

· Finally, when a PC kills one of their 
doubles, they absorb their quantum energy 
and get 3 skill points to add wherever they 
like (including in a 0-point skill).





T
H

E
 S

T
E

L
E

A
T

 T
H

E
 

H
E

A
R

T

O
F

 T
H

E
 

P
L

A
I
N

S

A
 

m
i
n

i
 

r
o
l
e
p
l
a
y
i
n

g
 

g
a
m

e
 

b
y

 

C
ô
m

e
 M

a
r
t
i
n

 f
o
r
 2

 t
o
 6

 p
l
a
y
e
r
s
.

W
r
i
t
t
e
n

 
i
n

 
J
u

n
e
 
2
0

1
9
 
f
o
r
 
t
h

e
 

G
a
m

e
 C

h
e
f
 c

o
n

t
e
s
t
.

I
n
s
p
i
r
e
d
 

b
y
 

S
t
a
l
k
e
r
, 

I
t
r
a
s
 

B
y
, 

M
i
l
e
s
v
a
l
e
 a

n
d
 R

a
d
i
a
n
t
 T

e
r
m

i
n
u
s
.

T
h

a
n

k
s
 
t
o
 
G

u
i
l
l
a
u

m
e
 
J
e
n

t
e
y
, 

a
n

d
 
t
o
 
E

u
g
é
n

i
e
, 

F
l
o
r
e
n

t
, 

J
e
a
n

, 

O
l
i
v

i
e
r
, 

S
t
é
p

h
a
n

e
 

a
n

d
 

V
i
r
g
-

i
l
e
.
 D

r
a
w

i
n

g
s
 b

y
 S

a
k

i
 (
I
n

s
t
r
u

c
-

t
i
o
n

s
) 
a
n

d
 V

T
7
8

 (
S

e
t
t
i
n

g
).

Y
o
u

 c
a
n

 u
s
e
 v

i
s
u

a
l
 a

i
d

s
 t

o
 r

e
m

e
m

b
e
r
 

w
h

i
c
h

 
p

l
a
y

e
r
 

h
a
s
n

’t
 

i
n

t
r
o
d

u
c
e
d

 
h

e
r
 

P
r
e
s
e
n

c
e
 
y

e
t
.
 
I
f
 
a
 
p

l
a
y

e
r
 
l
a
c
k

s
 
i
d

e
a
s
 

t
o
 i

n
t
r
o
d

u
c
e
 i

t
, 

t
h

e
y

 c
a
n

 a
s
k

 t
h

e
 o

t
h

-

e
r
s
 f

o
r
 a

d
v

i
c
e
.

W
h

e
n

 a
l
l
 t

h
e
 p

l
a
y

e
r
s
 h

a
v

e
 d

e
s
c
r
i
b
e
d

 

a
 P

r
e
s
e
n

c
e
, 

t
h

e
 l

a
t
t
e
r
 c

o
m

e
 c

l
o
s
e
r
 a

n
d

 

c
l
o
s
e
r
 t

o
 t

h
e
 c

h
a
r
a
c
t
e
r
s
 a

n
d

 t
h

e
 s

t
o
r
y

 

e
n

d
s
 w

i
t
h

 t
h

e
 s

c
e
n

e
 f

a
d

i
n

g
 t

o
 b

l
a
c
k

.
 

Y
o
u

 
a
r
e
 
d

e
s
p
e
r
a
t
e
 
w

a
n

d
e
r
e
r
s
, 

r
o
a
m

-

i
n

g
 
t
h

r
o
u

g
h

 
t
h

e
 
i
r
r
a
d

i
a
t
e
d

 
p
l
a
i
n

s
 
o
f
 

R
u

s
s
i
a
, 

d
u

r
i
n

g
 
a
 
n

u
c
l
e
a
r
 
w

i
n

t
e
r
 
a
n

d
 

e
n

d
l
e
s
s
 

s
i
e
g
e
 

w
a
r
s
 

b
e
t
w

e
e
n

 
o
b
s
c
u

r
e
 

g
r
o
u

p
s
. 

Y
o
u

 
a
r
e
 
l
o
o
k

i
n

g
 
f
o
r
 
t
h

e
 
s
t
e
l
e
 

a
t
 t

h
e
 h

e
a
r
t
 o

f
 t

h
e
s
e
 p

l
a
i
n

s
; 

i
t
 i

s
 s

a
i
d

 

t
o
 w

a
s
h

 t
h

e
 s

i
n

s
 o

f
 w

h
o
 t

o
u

c
h

e
s
 i

t
.

Y
o
u

r
 

g
u

i
d

e
 

s
u

d
d

e
n

l
y
 

d
i
s
a
p
p
e
a
r
e
d

, 

l
e
a
v

i
n

g
 o

n
l
y
 a

 p
i
l
e
 o

f
 c

l
o
t
h

e
s
 b

e
h

i
n

d
.
 

Y
o
u

 
a
r
e
 
l
e
f
t
 
t
o
 
y
o
u

r
s
e
l
v

e
s
, 

l
o
s
t
 
i
n

 
a
n

 

h
a
l
l
u

c
i
n

a
t
e
d

 l
a
n

d
s
c
a
p
e
.

1

T
o
 
c
r
e
a
t
e
 
a
 
c
h

a
r
a
c
t
e
r
, 

t
h

i
n

k
 
a
b
o
u

t
 

t
h

e
 

f
o
l
l
o
w

i
n

g
 

q
u

e
s
t
i
o
n

s
: 

w
h

a
t
 

i
s
 

t
h

e
i
r
 o

c
c
u

p
a
t
i
o
n

?
 W

h
a
t
 h

a
v

e
 t

h
e
y

 s
a
c
-

r
i
fi

c
e
d

 
f
o
r
 
t
h

i
s
 
t
r
i
p

?
 
W

h
a
t
 
d

o
 
t
h

e
i
r
 

l
o
v

e
d

 
o
n

e
s
 

t
h

i
n

k
 

a
b
o
u

t
 

i
t
?
 

H
o
w

 
d

o
 

t
h

e
y

 
c
o
m

p
r
o
m

i
s
e
 
i
n

 
t
h

e
 
c
u

r
r
e
n

t
 
e
n

d
-

l
e
s
s
 
c
o
n

fl
i
c
t
?
 
W

h
y

 
a
r
e
 
t
h

e
y

 
i
l
l
-

p
r
e
-

p
a
r
e
d

 
f
o
r
 

t
h

i
s
 

j
o
u

r
n

e
y

?
 

W
h

a
t
 

s
i
n

s
 

w
o
u

l
d

 t
h

e
y

 w
a
n

t
 t

o
 w

a
s
h

 a
w

a
y

?

2

E
x

a
m

p
l
e
: 

I
g
n

a
t
y
 
L

a
r
i
o
n

o
v
, 

c
o
u

n
t
r
y

 

d
o
c
t
o
r
. 

H
e
 
s
o
l
d

 
h

i
s
 
p
r
a
c
t
i
c
e
 
t
o
 
m

a
k

e
 

t
h

e
 t

r
i
p
, 
t
o
 t

h
e
 d

e
s
p
a
i
r
 o

f
 h

i
s
 w

i
f
e
 a

n
d

 

t
w

o
 c

h
i
l
d

r
e
n

. 
B

u
t
 h

e
 w

a
n

t
s
 a

b
s
o
l
u

t
i
o
n

 

f
o
r
 r

e
f
u

s
i
n

g
 t

o
 t

e
n

d
 t

o
 a

 L
i
e
u

t
e
n

a
n

t
 o

f
 

t
h

e
 C

i
r
c
l
e
, 

f
r
o
m

 f
e
a
r
 o

f
 r

e
t
a
l
i
a
t
i
o
n

.

E
x

a
m

p
l
e
: 

A
n

z
h

e
l
i
k

a
 B

y
c
h

k
o
v
, 

w
r
i
t
e
r
.
 

S
h

e
 
h

a
s
 
n

o
 
t
a
l
e
n

t
 
a
n

d
 
t
h

e
 
s
m

a
l
l
 
a
r
t
i
-

c
l
e
s
 
s
h

e
 
w

r
i
t
e
s
 
f
o
r
 
t
h

e
 
T
r
i
a
n

g
l
e
 
d
o
n

’t
 

s
a
t
i
s
f
y
 h

e
r
 a

n
y
m

o
r
e
. 

S
h

e
 w

a
n

t
s
 t

o
 a

t
o
n

e
  

f
o
r
 h

e
r
 m

a
n

y
 a

b
o
r
t
e
d
 r

e
l
a
t
i
o
n

s
.

4

E
x

a
m

p
l
e
: 

K
l
a
r
a
 

S
o
r
o
k

i
n

, 
w

a
r
 

c
r
i
m

i
n

a
l
.
 

H
e
r
 

c
o
m

r
a
d

e
s
 

f
r
o
m

 
t
h

e
 

S
q
u

a
r
e
 
s
t
i
l
l
 
h

a
v

e
n

’t
 
u

n
d

e
r
s
t
o
o
d

 
w

h
y

 

s
h

e
 g

a
v

e
 e

v
e
r
y

t
h

i
n

g
 u

p
 f

o
r
 t

h
i
s
 j

o
u

r
-

n
e
y
, 

s
i
n

c
e
 

s
h

e
’s

 
n

o
t
 

g
u

i
l
t
y

 
o
f
 

a
n

y
 

c
r
i
m

e
; 

b
u

t
 
i
t
’s

 
p

r
e
c
i
s
e
l
y

 
h

e
r
 
c
o
w

a
r
d

-

i
c
e
 s

h
e
 w

a
n

t
s
 t

o
 a

b
s
o
l
v

e
.

E
x

a
m

p
l
e
:
 

V
l
a
s
i
i
 

U
k

h
t
o

m
s
k

y
, 

p
r

o
-

p
a
g

a
n

d
a
 
p

h
o

t
o

g
r

a
p

h
 
f
o

r
 
t
h

e
 
L

o
z
e
n

g
e
.
 

H
e
 s

t
r

a
n

g
l
e
d

 t
h

e
 p

e
r

s
o

n
 w

h
o

 w
a
s
 s

u
p

-

p
o

s
e
d

 
t
o

 
g

o
 
i
n

s
t
e
a
d

 
o

f
 
h

i
m

.
 
B

u
t
 
i
t
’s

 

t
h

e
 

p
r

i
c
e
 

t
o

 
p

a
y

 
t
o

 
s
t
o

p
 

d
r

e
a
m

i
n

g
 

a
b
o

u
t
 t

h
e
 b

o
d

i
e
s
 h

e
 p

h
o

t
o

g
r

a
p

h
e
d

 i
n

-

s
t
e
a
d

 o
f
 s

a
v

i
n

g
 t

h
e
m

.

5

Y
o
u

 d
o
n

’t
 h

a
v

e
 t

o
 w

r
i
t
e
 a

l
l
 t

h
e
s
e
 a

n
-

s
w

e
r
s
 
d

o
w

n
, 

t
h

e
y
 
a
r
e
 
m

o
s
t
l
y
 
u

s
e
f
u

l
 
t
o
 

d
e
fi

n
e
 y

o
u

r
 c

h
a
r
a
c
t
e
r
. 

I
f
 y

o
u

 d
o
 w

r
i
t
e
 

t
h

e
m

, 
d

o
 
i
t
 
v

i
s
i
b
l
y
 
a
n

d
 
m

a
k

e
 
s
u

r
e
 
a
l
l
 

p
l
a
y
e
r
s
 h

a
v

e
 a

c
c
e
s
s
 t

o
 y

o
u

r
 n

o
t
e
s
.

T
h

e
 

s
i
n

 
y

o
u

r
 

c
h

a
r
a
c
t
e
r
 

w
a
n

t
s
 

t
o
 

a
b
s
o
l
v

e
 
i
s
 
s
e
c
r
e
t
 
f
o
r
 
t
h

e
 
o
t
h

e
r
 
c
h

a
r
-

a
c
t
e
r
s
 (

n
o
t
 t

h
e
 o

t
h

e
r
 p

l
a
y

e
r
s
);

 i
f
 t

h
e
y

 

r
e
v

e
a
l
 
i
t
, 

t
h

e
y

 
k

n
o
w

 
t
h

e
 
s
t
e
l
e
 
w

i
l
l
 

n
o
t
 w

a
s
h

 i
t
 a

w
a
y
.

3

T
h

e
 

s
t
o
r
y
 

b
e
g
i
n

s
 

w
i
t
h

 
t
h

e
 

c
h

a
r
-

a
c
t
e
r
s
 
l
o
s
t
 
i
n

 
t
h

e
 
p
l
a
i
n

s
. 

W
h

e
n

 
e
a
c
h

 

s
c
e
n

e
 b

e
g
i
n

s
, 
p
l
a
y
e
r
s
 d

r
a
w

 o
n

e
 s

e
t
t
i
n

g
 

c
a
r
d

 
e
a
c
h

 
a
n

d
 
a
s
s
e
m

b
l
e
 
t
h

e
 
e
l
e
m

e
n

t
s
 

w
r
i
t
t
e
n

 o
n

 t
h

e
 c

a
r
d

s
 t

o
 c

r
e
a
t
e
 t

h
e
 c

u
r
-

r
e
n

t
 
l
a
n

d
s
c
a
p
e
 
a
s
 
t
h

e
 
s
c
e
n

e
 
u

n
f
o
l
d

s
.
 

T
h

e
y
 
d

o
n

’t
 
h

a
v

e
 
t
o
 
i
n

t
e
g
r
a
t
e
 
a
l
l
 
t
h

e
 

e
l
e
m

e
n

t
s
 t

h
e
y
 d

r
a
w

.

T
h

e
 a

i
m

 o
f
 t

h
e
 s

t
o
r
y
 i

s
 t

o
 b

u
i
l
d

 a
n

d
 

e
x

p
l
o
r
e
 

t
h

e
 

r
e
l
a
t
i
o
n

s
 

b
e
t
w

e
e
n

 
t
h

e
 

c
h

a
r
a
c
t
e
r
s
 a

n
d

 t
h

e
 c

o
m

p
l
e
x

i
t
y
 o

f
 t

h
e
i
r
 

p
e
r
s
o
n

a
l
i
t
y
; 

t
h

e
 r

e
s
t
 i

s
 s

e
c
o
n

d
a
r
y
.

6

P
l
a
y
e
r
s
 

f
r
a
m

e
 

t
h

e
 

s
c
e
n

e
 

i
n

 
t
u

r
n

, 

g
o
i
n

g
 
c
l
o
c
k

w
i
s
e
 
a
r
o
u

n
d
 
t
h

e
 
t
a
b
l
e
. 

T
h

e
 

c
h

a
r
a
c
t
e
r
 
o
f
 
t
h

e
 
f
r
a
m

i
n

g
 
p
l
a
y
e
r
 
i
s
 
a
t
 

t
h

e
 

c
e
n

t
e
r
 

o
f
 

t
h

e
i
r
 

s
c
e
n

e
. 

W
h

a
t
e
v
e
r
 

h
a
p
p
e
n

s
, 

e
a
c
h

 p
l
a
y
e
r
 h

a
s
 t

h
e
 l

a
s
t
 w

o
r
d

 

o
n

 t
h

e
i
r
 o

w
n

 c
h

a
r
a
c
t
e
r
 a

n
d
 t

h
e
 e

l
e
m

e
n

t
s
 

t
h

e
y
 
i
n

t
r
o
d
u

c
e
. 

T
h

e
 
p
o
t
e
n

t
i
a
l
 
e
x

t
r
a
s
 

a
r
e
 p

l
a
y
e
d
 b

y
 w

h
o
e
v
e
r
 w

a
n

t
s
 t

o
.

T
h

e
 
e
l
e
m

e
n

t
s
 
d

o
n

’t
 
h

a
v

e
 
t
o
 
b
e
 
i
n

-

t
r
o
d

u
c
e
d

 r
i
g
h

t
 a

w
a
y
, 

t
h

e
y

 c
a
n

 b
e
 m

e
n

-

t
i
o
n

e
d

 i
n

 t
h

e
 m

i
d

d
l
e
 o

f
 a

 s
c
e
n

e
.

S
c
e
n

e
s
 
t
a
k

i
n

g
 
p
l
a
c
e
 
i
n

 
t
h

e
 
c
h

a
r
a
c
-

t
e
r
s
’ 

p
a
s
t
 
o
r
 
t
h

e
i
r
 
m

e
n

t
a
l
 
s
p
a
c
e
 
a
r
e
 

a
l
s
o
 p

o
s
s
i
b
l
e
.

7

W
h

e
n

 
a
 
p

l
a
y

e
r

 
w

a
n

t
s
 
t
o

 
s
k

i
p

 
t
o

 
t
h

e
 

n
e
x

t
 
s
c
e
n

e
 
o

r
 
a
n

o
t
h

e
r

 
p

l
a
c
e
 
i
n

 
t
h

e
 

p
l
a
i
n

s
, 

t
h

e
y

 
p

u
t
 
t
h

e
i
r

 
h

a
n

d
 
o

n
 
t
h

e
 

s
e
t
t
i
n

g
 
c
a
r

d
s
 
p

i
l
e
 
a
n

d
 
w

a
i
t
 
f
o

r
 
t
h

e
 

o
t
h

e
r

s
’ 
a
s
s
e
n

t
.

T
h

e
 
p

l
a
i
n

s
 
a
r

e
 
a
n

y
t
h

i
n

g
 
b
u

t
 
n

o
r

-

m
a
l
:
 
t
w

o
 
p

l
a
c
e
s
 
c
a
n

 
b
e
 
a
 
f
e
w

 
m

e
t
e
r

s
 

o
r

 
m

i
l
e
s
 
a
w

a
y
, 

a
 
f
e
w

 
h

o
u

r
s
 
o

r
 
w

e
e
k

s
.
 

W
e
a
t
h

e
r

 
i
s
 

u
n

i
f
o

r
m

l
y

 
m

o
r

o
s
e
 

b
u

t
 

n
e
e
d

n
’t

 r
e
m

a
i
n

 c
o

h
e
r

e
n

t
.

D
u

r
i

n
g

 
p

l
a
y
,
 
e
a
c
h

 
c
h

a
r

a
c
t
e
r

 
w

i
l
l
 

e
n

c
o

u
n

t
e
r

 
a
 

P
r

e
s
e
n

c
e
 

w
h

i
c
h

 
w

i
l
l
 

h
a
u

n
t
 t

h
e
m

 u
n

t
i

l
 t

h
e
 e

n
d

.
 T

h
e
y

 c
a
n

’t
 

i
n

t
e
r

a
c
t
 w

i
t
h

 t
h

i
s
 P

r
e
s
e
n

c
e
 w

h
i

c
h

 i
s
 

a
l
w

a
y

s
 
o

u
t
 
o

f
 
r

e
a
c
h

,
 
b
u

t
 
e
v

e
r

y
b
o

d
y

 

s
e
e
s
 i

t
.

E
a
c
h

 
p

l
a
y

e
r

 
c
a
n

 
i

n
t
r

o
d

u
c
e
 
t
h

e
i

r
 

p
l
a
y

e
r

 
w

h
e
n

 
t
h

e
y

 
s
e
e
 
i
t
 
fi

t
,
 
l
o

o
k

-

i
n

g
 
l
i

k
e
 
s
o

m
e
t
h

i
n

g
 
t
h

e
i

r
 
c
h

a
r

a
c
t
e
r
 

f
e
a
r

s
 

o
r

 
r

e
g

r
e
t
s
;
 

t
h

e
y

 
c
l
e
a
r
l
y

 
s
a
y

 

t
h

i
s
 i

s
 a

 P
r

e
s
e
n

c
e
.

8
9

1
0





A
 h

i
l
l
s
i
d

e
 m

i
r
r
o
r

A
 f

o
r
e
s
t
 f

u
l
l
 o

f
 o

b
j
e
c
t
s

A
 d

o
o
r
 i

n
 t

h
e
 m

i
d

d
l
e
 o

f
 

n
o
w

h
e
r
e

A
l
l
e
g
e
d

 m
a
g
i
c
 p

o
w

e
r
s

A
 g

h
o
s
t
l
y

 v
e
r
s
i
o
n

 o
f
 

s
o
m

e
o
n

e
 a

l
r
e
a
d

y
 m

e
t

S
o
m

e
t
h

i
n

g
 i

n
v
e
r
t
s

A
 m

o
s
s
 c

o
n

c
r
e
t
i
o
n

 

s
e
e
m

s
 a

l
i
v
e

A
 t

a
l
l
 l

a
n

d
m

a
r
k
 e

l
e
v
a
t
i
n

g
 

i
n

 t
h
e
 m

i
s
t

A
s
t
r
a
y

 p
a
t
r
o
l
l
i
n

g
 

s
o
l
d

i
e
r
s

A
n

 i
s
l
a
n

d
 s

u
s
p

e
n

d
e
d

 

a
b
o
v

e
 t

h
e
 g

r
o
u

n
d

S
o
m

e
o
n

e
 l

i
v

e
d

 t
h

e
r
e
, 

b
e
f
o
r
e

V
i
o
l
e
n

t
 w

i
n

d
s
 w

h
i
p

p
i
n

g
 

t
h

e
 p

l
a
i
n

s

A
 m

a
n

 i
n

 t
e
a
r
s

A
n

 o
l
d

 w
o
m

a
n

 w
i
t
h

 

c
u

t
 w

i
n

g
s

A
 w

a
n

d
e
r
i
n

g
 s

a
l
e
s
w

o
m

a
n

, 

w
i
t
h

o
u

t
 a

n
y

 g
o
o
d

s

F
l
e
e
t
i
n

g
 a

p
p

a
r
i
t
i
o
n

 o
f
 

d
e
a
d

 p
e
o
p

l
e

Y
e
l
l
o
w

e
d

 p
h

o
t
o
g
r
a
p

h
 o

f
 

o
t
h

e
r
 p

l
a
c
e
s

 i
n

 t
h

e
 p

l
a
i
n

s

A
 r

u
s
t
y

 m
i
n

e
fi

e
l
d

H
e
r
e
, 
g
r
a
v
i
t
y
 i

s
 l

i
g
h

t
e
r

A
 s

t
e
l
e
 (
n

o
t
 t

h
e
 o

n
e
 

t
h

e
 c

h
a
r
a
c
t
e
r
s
 a

r
e
 

l
o
o
k

i
n

g
 f

o
r
) 
w

i
t
h

 a
 s

t
a
r
 

e
n

g
r
a
v

e
d

 o
n

 i
t

A
 r

u
s
t
y

 w
a
g
o
n

W
o
r
t
h

l
e
s
s
 o

b
j
e
c
t
s
, 

r
e
c
e
n

t
l
y

 s
t
o
l
e
n

A
 g

r
a
m

o
p

h
o
n

e
 l

o
s
t
 i

n
 t

h
e
 

t
a
l
l
 g

r
a
s
s

A
 d

u
s
t
y
 c

a
b
i
n

A
 y

o
u
n
g
 m

a
n
 h

o
r
r
i
b
l
y

 

t
r
a
n
s
f
o
r
m

e
d
 b

y
 r

a
d
i
a
t
i
o
n
s

T
i
r
e
d

 h
u

n
t
e
r
s

A
 u

n
i
c
o
r
n

 w
i
t
h

 

t
h

r
e
a
d

b
a
r
e
 f

u
r

P
l
a
n

t
s
 a

r
e
 

c
o
v

e
r
i
n

g
 g

l
y

p
h

s

T
h

e
 c

h
a
r
a
c
t
e
r
s
’ 
n

a
m

e
s
 

a
r
e
 a

l
l
 l

i
s
t
e
d

, 

e
x

c
e
p
t
 o

n
e

C
o
n

t
r
a
d

i
c
t
o
r
y

 

l
a
n

d
m

a
r
k

s

W
h

e
n

 l
i
s
t
e
n

i
n

g
 c

l
o
s
e
l
y
, 

y
o
u

 h
e
a
r
 s

e
c
r
e
t
s

A
 l

o
s
t
 c

h
i
l
d

 

a
b
s
o
r
b
i
n

g
 c

o
l
o
r
s

A
 m

u
t
e
 y

o
u

n
g
 w

o
m

a
n

T
h

e
 f

r
a
m

e
 o

f
 a

 p
l
a
n

e

A
 c

a
r
 f

r
o
m

 a
n

o
t
h

e
r
 

c
e
n

t
u

r
y
 s

t
u

c
k

 i
n

 b
r
a
m

b
l
e

A
 s

w
a
r
m

 o
f
 fi

r
e
fl

i
e
s
 

h
a
r
a
s
s
 t

h
e
 c

h
a
r
a
c
t
e
r
s





A
 s

t
r
e
t
c
h

 o
f
 

s
t
a
g
n

a
n

t
 w

a
t
e
r

A
 l

y
i
n

g
 o

r
a
c
l
e

A
 n

e
t
w

o
r
k

 o
f
 t

u
n

n
e
l
s

S
o
m

e
o
n

e
 w

h
o
 i

s
 

c
o
m

p
l
e
t
e
l
y

 l
o
s
t

S
o
m

e
o
n

e
 w

h
o
 c

l
a
i
m

s
 t

h
e
y

 

f
o
u

n
d
 t

h
e
 s

t
e
l
e

P
r
o
v
i
s
i
o
n
s
 f

u
l
l
 o

f
 w

o
r
m

s

T
r
e
e
s
 s

e
e
m

i
n

g
 fl

a
b
b
y

 

t
o
 t

h
e
 t

o
u

c
h

S
o
m

e
o
n

e
 w

h
o
 r

e
c
o
g
n

i
z
e
s
 

t
h

e
 c

h
a
r
a
c
t
e
r
s
 (
b
u

t
 n

o
t
 

v
i
c
e
 v

e
r
s
a
)

S
t
a
i
r
s
 t

o
 n

o
w

h
e
r
e

A
 c

h
i
l
d

 a
s
l
e
e
p

 

n
e
x

t
 t

o
 a

 fi
r
e

A
 w

a
n

d
e
r
i
n

g
 t

r
a
v

e
l
e
r
 

f
r
o
m

 t
h

e
 p

a
s
t
 o

f
 o

n
e
 o

f
 

t
h

e
 c

h
a
r
a
c
t
e
r
s

A
 l

o
s
t
 l

o
v
e
 r

e
e
m

e
r
g
e
s

S
o
m

e
o
n

e
 w

h
o
 d

o
e
s
n

’t
 

w
a
k

e
 u

p

O
w

l
s
 w

i
t
h

 t
h

e
 h

e
a
d

s
 o

f
 

o
c
t
o
g
e
n

a
r
i
a
n

s

T
h

e
 g

u
i
d

e
’s

 s
p

e
c
t
e
r
, 

d
i
s
s
i
p

a
t
i
n

g
 w

h
e
n

 y
o
u

 

g
e
t
 c

l
o
s
e
 t

o
 i

t

U
n

d
e
r
 t

h
e
i
r
 f

e
e
t
, 

t
i
n

y
 j

e
w

e
l
s

A
 l

a
r
g
e
 c

a
v
e
r
n
 w

h
e
r
e
 

e
c
h
o
e
s
 d

i
e
 q

u
i
c
k
l
y

T
h

e
 r

u
i
n

s
 o

f
 a

 b
u

i
l
d
i
n

g

A
 w

o
m

a
n

 w
h

o
s
e
 h

a
n

d
s
 

c
o
n

t
i
n

u
a
l
l
y

 b
l
e
e
d

A
 r

e
c
e
n

t
l
y

 d
e
fi

l
e
d

 t
o
m

b

A
 c

o
r

r
u

g
a
t
e
d

 p
h

o
n

e
 

a
n

t
e
n

n
a

I
n

c
a
r
n

a
t
i
o
n

 o
f
 d

r
e
a
m

s
 b

y
 

t
h

e
 c

h
a
r
a
c
t
e
r
s

A
 s

t
e
l
e
 (
n

o
t
 t

h
e
 o

n
e
 

t
h

e
 c

h
a
r
a
c
t
e
r
s
 a

r
e
 

l
o
o
k

i
n

g
 f

o
r
) 
w

i
t
h

 a
 m

o
o
n

 

e
n

g
r
a
v

e
d

 o
n

 i
t

T
h

e
 l

a
i
r
 o

f
 a

n
 o

l
d

 b
e
a
r

A
n

 a
n

g
e
l
’s

 s
t
a
t
u

e
, 

b
r
o
k

e
n

 i
n

 a
 s

m
a
l
l
 s

n
o
w

 

p
i
l
e

A
n

o
t
h

e
r
 g

u
i
d

e
, 

w
e
a
r
i
n

g
 a

 m
a
s
k

T
h
e
 s

i
n
 o

f
 a

 c
h
a
r
a
c
t
e
r
, 

i
n
c
a
r
n
a
t
e
d
 i

n
 

t
h
e
 l

a
n
d
s
c
a
p
e

A
 t

r
a
v

e
l
e
r
 m

a
d

e
 o

f
 

g
r
a
s
s
 a

n
d

 m
u

d

A
 l

o
a
d

e
d

 g
u

n

T
h
e
r
e
’s

 n
o
 s

o
u

n
d
 a

n
y
m

o
r
e

O
l
d
 p

e
o
p
l
e
 l

o
o
k

i
n

g
 

e
x

a
c
t
l
y
 l

i
k

e
 t

h
e
 

c
h

a
r
a
c
t
e
r
s
, 
e
x

c
e
p
t
 o

n
e

T
h

e
 p

l
a
c
e
 o

f
 a

 f
o
r
m

e
r
 

e
x

e
c
u

t
i
o
n

A
 c

o
l
l
a
p
s
e
d

 f
a
c
t
o
r
y

A
 w

o
m

a
n

 d
e
v

o
u

r
i
n

g
 a

 d
o
g

A
 l

a
k

e
 f

u
l
l
 o

f
 d

u
s
t

S
o
m

e
o
n

e
 w

h
o
 

s
h

o
u

l
d

 b
e
 d

e
a
d







Poison your pen with revenge
A mini-RPG of letter-writing and plot-scheming for a Writer, a De-

tective and 3 to 5 Victims, written by Côme Martin in August 2019.

One by one, Victims fall prey of a mysterious poison 
pen writer... But are they really that innocent? Will 
the Detective investigating the case uncover the truth 
in time?

HEADERHEADER
Players first agree 

on the game’s context: 
a small suburban city 
in the 1950s, a cyber-
punk megalopolis, sev-
eral contemporary capi-
tals... They also decide 
who will play the Writ-
er and who will play 
the Detective: the rest 
of the players will play 

the Victims.
Discuss the mode(s) of communication and the 

frequency of your exchanges from the start: writ-
ten letters, IRC channel, emails, text or audio 
messages... You might also want to establish 
lines and veils as well as a back channel so you 
can talk about how the game is going.

Victims create their characters first, at least 
their public side. They create a dozen of NPCs in 
total, with whom they have strong links, keeping 
in mind any of these NPCs could be the Writer. 
Each Victim should have at least one NPC in 
common with another Victim.
They tell everyone about these NPCs’ details, 

and the things any-
one could know about 
their character.
Victims can’t meet or 

talk openly with each 
other, they get to de-
cide why: somebody is 
watching them, they 
are public figures, they 

don’t live in the same place...

The Detective creates their character next. 
They choose if they are an extra Victim, a 
member of the community (not one of the NPCs) or 
someone from the outside, mandated to investigate 
these vengeful letters (if so, they decide with the 
Victims which of the latter contacted them). They 
shouldn’t hide anything from the other players. 

Finally, the Writer 
chooses who they will 
play: they hide it from 
the Victim but reveal 
their choice to the De-
tective. By default, they 
will play one of the 
NPCs previously creat-
ed, but the Writer could 
actually be several peo-
ple working together. However, they cannot be 
someone who wasn’t introduced during this cre-
ation phase.

Finally, each Victim invents a dark secret 
about themselves, something that would destroy 
their life were it to become public and that 
was committed with another Victim: a murder, 
a theft, a cheating... Details are secretly dis-
cussed between the concerned players; only them, 
and the Writer, know about it.
Each Victim also determines their links with 

the other Victims: they have a deep friendship 
with one and are wary of another (not necessar-
ily those with whom they share a secret).

BODYBODY
Each role sends differ-

ent messages, correspond-
ing to different moments 
in the story. Every mes-
sage is public and every 
player can read them, but 
there’s nothing stopping 
you from setting up se-
cret back channels.

Victims talk about how and why they were 
brought to commit the crime they are keeping 
secret. Their messages could take several forms: 
a private diary, a will, an exchange between two 
PCs... In any case,  they are about events which 
took place before the game started.



Victims should deliver their 
story in fragments, as if it 
was a correspondence, so as to 
keep the suspense burning: they 
should remember nobody except 
another Victim and the Writ-
er knows about their secret, 
and that the whole point for 
the other players is to discover 
their story progressively!

The Writer can write two 
types of messages: threats to the Victims, and 
letters to their henchmen. What they write takes 
place in the present time: it can be exactions 
from their preys, cryptic intimidations, devilish 
plans impeccably unfolding...
Just like the Victims, the Writer should main-

tain doubt  about their identity, their means and 
their motives until the end of the game. They 
can also write to the Detective when they feel 
the noose tightening around them: it could be the 
time for using the Victims’ secrets as a barter 
for not being arrested. 
The Writer’s player freely decides what their 

motivations are: get revenge from the Victims, 
reveal their secrets, or something more obscure.

The Detective writes their investigation report, 
which is also revealed by fragments. These are 
shown to the other players as the game unfolds, 
but they belong to a future time, at the end of 
the investigation.
In their report, the Detective describes how 

their investigation went, which can imply visits 
or surveillance of the Victims and/or NPCs (thus, 
potentially, of the Writer).
At the start of the game, the Detective tells 

the Victims (but not the Writer) how the story 
will end: with the Writer’s arrest, with their 
death, with a dead end... They 
are, like the other players, invit-
ed to maintain suspense about the 
Writer’s identity and the end of 
the investigation.
The Detective is free to decide 

their investigations are only about 
the Writer or that they also in-
clude the Victims’ secrets.

As the game unfolds, players should 
pay attention to the facts that are 
stated in each others’ messages so 
as not to risk contradiction. The 
shared story emerges from what is 
told in the different messages and 

the different timelines, 
keeping in mind infor-
mation can be inter-
preted in another way 
depending on the char-
acters’ points of view, 
or be deformed by 
subjective memories.
By default, avoid denying facts stated in previous 

messages. If need be, use a back channel to veto 
what other players do or say to your character.

POST-SCRIPTUMPOST-SCRIPTUM
The game can end in three different ways, the 

first one being the best:
1. A limited exchange time had been chosen before 

the game started. When it is reached, the Detective 
writes a last fragment of their report in which 
they reveal whether the Writer has been arrested 
or remains free.
2. The Writer decides his revenge is complete 

and stops sending messages. The Detective then 
writes a last fragment of their report in which 
they reveal whether the Writer has been arrested 
or remains free.
3. The Writer decides to publish the end of their 

report, in which they reveal whether 
they arrest the Writer after un-
masking them or stop their investi-
gation because they lack proof.

Players can then describe and ep-
ilogue for each of their characters, 
depending on their respective sit-
uations. The epilogue can take the 
same form as previous messages or 
be looser: among other things, this 
could be the time for the Victims 
to reveal their secrets if it hasn’t 
been already seen right through 
and for the Writer to reveal the 
reasons of their conspiracy.
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1.	 A player can explore each puzzle 
only one time, in limited, realish time: 
10 minutes of play roughly correspond 
to 10 minutes for the character (short 
ellipses to go from one corner of a room 
to another are acceptable). The GM 
should tell the player how much time 
they have before the beginning of play 
and start the clock only once the initial 
situation is clear. Once their time runs 
out, a player will never be able to explore 
that same puzzle again.

2.	 The game’s title is a major clue 
to find the solution to each module.

3.	 Characters can do whatever action 
they want to; their player only has to say 
them out loud. There’s no randomness: if 
the action can realistically succeed, it does. 
The game’s difficulty is not in possible 
failure to hazardous actions, nor in solving 
complex physical tasks.

4.	 All the actions a character does 
during their exploration have conse-
quences on further sessions and the next 
players’ explorations: a broken wall will 
stay broken, a message scribbled on pa-
per will remain where it’s been dropped... 
The GM should take notes of what the 

players do! Incidentally, I recommend 
giving the players drawings or lists sum-
marizing what they can find within a 
puzzle once it’s been through dozens 
of explorations and a lot of things have 
been left behind.

5.	 At the end of a failed explora-
tion, a player will have the opportuni-
ty to transmit a short message to the 
next explorers: an audio recording of 10 
seconds, a text of 5 words maximum, a 
drawing made in a limited time, for in-
stance. This message will easily (but not 
necessarily automatically) be accessible 
by future players.

6.	 A puzzle’s exit is hard to reach and 
probably cannot be reached by the first 
explorer; maybe because objects must 
be piled to get to it, because it requires 
sacrifices, because it needs a number of 
keys impossible to acquire in one go... 
More generally, puzzles don’t have to be 
realistic—though it’s preferable players 
can perceive their internal logic—and it’s 
not necessary or even counterproductive 
for the players to wonder why their char-
acter is here: it’s how they will get out 
that is interesting, not what came be-
fore or what will come after.

THINK ABOUT WHAT YOU WANT

AND PUSH THE BUTTON

A series of wily modules for one GM and several players, by Côme Martin
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“Think”... offers you to confront players to wily puzzles, escape-room like, which they 
will have only one try to solve, in a limited time. Once their time runs out, a player 
will never be able to explore the same puzzle; but whatever actions they did might be 
useful for the next player who, maybe, will manage to reach the exit...

A module of “Think”... is a maze which can take multiple forms—three examples 
are given for the GM in the next pages. A suitable puzzle must, however, always 
follow these principles:

THINK ABOUT WHAT YOU WANT



1.	 There’s always a button or some-
thing equivalent in each puzzle. It can 
be pushed only a very limited number 
of times and produces any object the 
player is thinking about when pressing 
it: a banana, a ladder, a rocket launcher... 
Anything is possible, including objects 
not existing in our reality if you want to. 
If a player thinks of something else than 
an object, try to interpret their wishes as 
so: “I want to get out of here” will give 
them a map, for instance, or “I want 
some light” will make an electric torch 
appear. If the player pushes the button 
without thinking about anything, noth-
ing happens, unless you want a negative 
effect to be triggered.

2.	 You don’t need to conceive puz-
zles which are too complex or too long: 2 
or 3 rooms with mysterious functions, a 
few interconnected corridors will be more 
than enough for a puzzle requiring a doz-
en attempts to solve it. On a similar note, 
don’t include too many elements which 
unjustly punish players: a trap which can 
kill one or two of them is acceptable if 
these players can then warn the next 

ones. Beyond that is probably unproduc-
tive cruelty.

3.	 Don’t put enemies to be fought 
in your puzzles, it’s not in the spirit of 
the game. Similarly, don’t include NPCs 
unless you can very closely monitor what 
they will do and/or answer PCs and you 
lengthen the time available to players as 
a consequence.

4. Deal with real time elastically: let the 
clock run when you take 30 seconds to 
describe something, because you will 
also sum up the exploration of a 50-yard 
hallway in a few seconds.

5.	 When a puzzle begins to have too 
many elements to describe or even after 
each exploration, feel free to remove red 
herrings and distractions players might 
have left (un)voluntarily. Only keep use-
ful information. Being confronted to 
such situations is often a sign that your 
puzzle is too complicated and/or difficult 
and that going back to its fundamentals 
is necessary to help players solve it.
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Players play robbers in a setting remi-
niscent of the ​1001 Nights.​ Tell them that 
they were robbing a beautiful palace full of 
treasures when guards forced them to run 
away; in their escape, they went through a 
hallway they hadn’t seen on the way in and, 
perhaps because they set a trap off, they felt 
the ground give way beneath them. They fell 
from a great height, felt pain, and fainted.

The exploration begins when they wake up. 
Start the clock, and tell the players they have 
15 minutes to try and escape. Their robber’s 
right leg is broken and they’re quite feverish; 
if time runs out, they die from their wounds. 
They’re laying in a small cave, roughly 10 
feet large, very dimly lighted by an unknown 
source 10 yards above and an Arabic sen-
tence (which they can read) twinkling in red 
just in front of them. The sentence appears 
to be engraved on some sort of oval object 
(an oil lamp) and reads: “Think about what 
you want and rub the lamp”. There’s nothing 
else in the cave save for a skeleton in a cor-
ner and the content of their robbery spread 
on the ground. 

Rubbing the lamp makes a genie appear 
in a white cloud of smoke. He asks the char-
acter what they wish for: if he can interpret 
it as a demand for an object, he makes it 
appear in the character’s hands—”Get me 
out of here” gives a rope ladder, “Fix my leg” 
gives a potion, and so on. Otherwise, the ge-
nie says he cannot make this wish come true 
and waits for another. Once he manages to 
fulfill a character’s wish, or when a charac-
ter has wished 3 times for impossible things, 
the genie disappears and the sentence on 
the lamp stops twinkling. The genie never 
answers to any other prompt than a wish.

Players can try to climb the 10-yard verti-
cal tunnel leading to the light (and they can 
bring the lamp with them). If they are per-
fectly healthy and there is a ladder present, 
it’s not that hard; otherwise, remove 5 to 10 

minutes from the clock based on their current 
situation. At the top of the tunnel is the hall-
way they were in before falling, but very large 
rocks block the way in. Light is coming from a 
barred window way above, and the rest of the 
hallway continues in total darkness. It leads to 
a maze looking like this—the length of each 
corridor is left to your appreciation:

1.	 Entrance of the maze
2.	 Exit to the sewers and victory (what’s 

beyond is left to imagination)
3.	 A trap: when walking on a slab, 

sharpened spears fall from the ceiling and 
kill the character

4.	 A lever allows for deactivation of the 
trap in 5

5.	 A trap: when touching the ground on 
the next 5 meters, walls suddenly close in 
and smash the character

There’s an extra trap in the darkened maze: 
when characters enter it, begin a 5-minute 
countdown. When it reaches zero, the whole 
floor of the maze opens and characters fall 
in pits filled with sharp blades, killing them.

Upon failure, a player can draw, on a sheet 
that will be commonly shared, anything they 
can manage to in 30 seconds (text is not 
allowed). The first skeleton of a character the 
next explorer finds (excluding the one in the 
cave) will have this paper between its ribs.
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Players play an astronaut awaken from 
cryogenic sleep, who realizes they are no in 
their spaceship anymore: a quantum anom-
aly has displaced them in a spheric alien dis-
tress module. Through 4 portholes, they can 
see the module is attached to a ship about to 
explode. They don’t have a spacesuit, so they 
can’t get out; their only survival chance is to 
detach the module.

The astronaut is sitting on a chair at the 
center of the module, which is only a few 
spheric meters large. In front of them is a 
command panel with most commands burnt 
out, except:

-	 A countdown showing 2 minutes (start 
it when you’ve finished the description). When 
time runs out, the ship explodes and the as-
tronaut dies.

-	 A red button around which runs a red 
sentence, in an incomprehensible alien language. 
Pushing it while thinking about something ma-
terializes an object; otherwise the button pro-
duces an unpleasant sound and nothing else.

-	 A lever. When pulled, the whole se-
quence is rebooted: time resets and everything 
comes back as it was at the beginning of the 
game, with two exceptions: the player’s last 
action and the last object they created before 
pulling the lever are transposed from one cycle 
to the next (same thing in case their character 
dies). A player can only go through six cycles: 
the lever then breaks and is unusable.

-	 A screen with green diodes which are 
all turned off except the first one. Under each 
diode, a small button makes a “click” and an 
audio message is played if it is available (the 
diode is then turned on to show it). The first 
message is available from the start of the 
game: it’s 5 seconds of an alien dialect, a re-
minder of a command word (make it up and 
record it!). Upon failure, a player can record 
a 5-second audio message, after you leave 
them 10 seconds for thinking about it. Each 
message will be available when pressing on 
the buttons under the diodes.

-	 A green button next to the red one, 
which only activates if the command word 
is said at the same time; it then detaches 
part of the module. Otherwise, it makes the 
same “click” sound as the buttons under the 
green diodes.

-	 A rectangular locked panel, next to 
the command panel. The key is nowhere to 
be found, it will need to be created with the 
red button. Behind this panel are 4 buttons 
respectively colored yellow, blue, red and 
green. They detach the other part of the mod-
ule when pressed in the following order: Red 
- Green - Blue - Yellow. A button pressed in 
the correct order makes a sound; only three 
tries are possible each cycle. 

-	 Under the command panel, there is a 
sliding unlocked panel which hides a battery 
that needs to be charged to power up the mod-
ule. Four colored cables (red, green, blue and 
yellow) are connected to it. You can describe or 
show your players the following drawing:

The cables need to be plugged according 
to the following drawing. When one end of 
a cable is plugged correctly, it makes a wel-
coming sound.
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Players play fictional versions of them-
selves or, if they prefer, perfectly regular 
people of the 21st century. They went to 
sleep as usual the previous evening and, af-
ter an eventful night, wake up in a complete-
ly unknown place. They’re dressed in brown, 
pocketless clothes, in the middle of a very 
bright 50-yard square room, 6 yards tall. The 
characters have been poisoned, unknowingly 
to them. After 5 minutes of play, tell them 
they feel quite sick and are coughing some 
blood; when time runs out, they collapse on 
the floor and die. Why they are here and for 
what purpose is completely unimportant for 
the purposes of the game.

Every wall is immaculately white, as well 
as the floor and the ceiling: all mysterious-
ly produce light. On each wall is exactly the 
same thing: a large timer counting down 
from 10 minutes (start it after your initial 
description), beneath which are three col-
ored buttons, green, blue and red, about 2 
yards above the ground (characters will have 
to tiptoe to reach them). The buttons are 
too much apart for someone to press two at 
once. Beneath the buttons is written in very 
large black letters: “Think about what you 
want and push the button”. 

When a character pushes a button, it dis-
appears behind a trapdoor in the wall. If they 
are thinking about an object or something 
that can be interpreted as such, it comes 
out of a slit in the opposing wall. If they 
are thinking about a person or an animal, a 
drawing of the latter, printed on a business 
card, comes out of the slit. In any other case, 
the following happens:

-	 Green: time left on the timer is 
halved in two and the character coughs 
some more blood.

-	 Blue: a door vertically opens on the 
opposing wall, then closes 3 seconds later.

-	 Red: a red key comes out of a slit in 
the opposing wall.

Each colored button produces two different 
noises depending on whether they are pushed 
while thinking about something or not; there-
fore, there are 6 different noises for you to 
invent, to make the players understand all 
buttons don’t have the same effect.

The slits and doors ring hollow and can 
be detected by knocking on walls, and that 
said walls are indestructible. Their grooves 
are visible.

S-shaped corridors come out of each 
door and lead to the following things:

-	 North: a door locked with three col-
ored padlock (green, blue and red), behind 
which is the maze’s exit (and victory).

-	 South: a pedestal with a green key on it.
-	 East: a pedestal with a yellow key on it.
-	 West: a pedestal with a red key on it.
There’s no light in the corridors and they 

each contain a grey button which makes 
the doors open again for three seconds. This 
button doesn’t disappear once it’s pushed.

To get out of the maze, players will have 
to find a way to block the doors, with heavy 
objects for instance, and create at least a 
blue key. Playtests have however revealed 
that clever players will also pile up the bod-
ies of previous characters to block the doors 
and generate the three keys in one go. Some 
have also tried to cure themselves by think-
ing of an antidote when pushing the buttons: 
it produced a vial extending their lifespan by 
5 minutes. Others have wished for a map 
of the maze, which works, except it doesn’t 
show what’s at the end of each corridor.

Upon failure, a player can leave a message 
of 3 words or symbols maximum to the next 
explorers: it will appear on a business card, 
seemingly written on a typewriter. Every ob-
ject which came out of the room’s slits will 
also remain, of course.
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THE INTERROGATION
A tense micro-RPG by Côme Martin for 2 players (a Criminal and a Detective)

Set up: Sit in the warmest room possible,   in 

front of each other,  with some paper,  pens,  

a die of each type (d4,  d6,  d8,  d10,  d12 

and d20) and something to hide 

them. Decide who will play the 

detective and who will play the 

criminal. Agree on the starting sit-

uation: for what type of crime was 

the criminal arrested,  what is still 

unclear after the investigation and 

perhaps why there’s limited time be-

fore the interrogation definitively ends. 

There already are a few pieces of evidence 

to arrest the criminal; however,  there might 

be unsolved disappearances,  missing suitcases 

full of cash,  unidentified accomplices...

Each player writes a few words on what their 

character feels about the following six values: Vi-

olence,  Love,  Duty,  Justice,  Reputation and Power. 

They secretly write down to which dies each val-

ue corresponds: the higher the die,  the more the 

value matters to the character.

The detective’s file on the criminal they’re in-

terrogating is more or less detailed: they can 

ask them to which die each of their value cor-

responds. But the more they benefit from their 

preparation, the more they expose themselves: 

for each die the criminal reveals,  the detective will 

have to tell them the score of a value during a 

round of interrogation.

The interrogation: It is divided in rounds during 

which each character will try to make the other 

lose dice and push him to concede things.

At the start of each round,  players secretly roll 

their dice and write down the scores they get; 

they will be able to use each die only once per 

round,  in the order they wish,  but won’t be able to 

change the dice’s scores. It is at this moment of 

each round that the detective must tell the crim-

inal one or several of their scores,  depending on 

the number of values that were revealed in the 

previous phase.

During each round,  the detective asks the 

criminal about an unsolved element of the case; 

it could be an element already introduced in the 

story or something that is improvised on the 

spot. The detective always starts the conver-

sation. They must show through their questions 

the angle (the value) they will use to uncover this 

element: by asking about the criminal’s relations 

with an accomplice (Love),  about the reasons of 

doing an action in particular (Reputation),  about 

the fierceness of an aggression (Violence)... They 

give,  before or after their tirade,  a number which 

can’t be higher than the score they got for the 

value being discussed.

The criminal must answer the question before 

announcing another number,  strictly higher than 

the detective’s. To do this,  they can if they want 

change the subject,  so they can add the die of an-

other value to the first. Then it’s the detective’s 

turn,  and so on.

To change the subject,  the detective puts their 

hands flat on the table,  the criminal puts theirs in 

front of their face. This change of value can only 

happen after an answer to a question has been 

given; once the value has changed,  the previous 

value can’t be discussed until the next round.

Furthermore,  a character can dismiss one 

question per die they have lost during a round (a 

player with only two dice left can thus dismiss 

four questions per round). To do this,  the criminal 

says “I won’t answer without my lawyer present” 

and the detective says “I’m the one asking ques-

tions here”.

Losing dice: The exchange continues from sub-

ject to subject,  the scores of dice adding up and 

the numbers announced going higher and higher 

until one of the two players can’t outbid the other 

or accuses them of bluffing.

If they’re right,  the bluffing player loses the die 

of the value currently being discussed;  if they’re 

wrong,  they’re the one losing this die. The round 

is then over.

If no one bluffs,  the round ends when one of the 

players can’t outbid the other;  they then lose the 

die corresponding the last value being discussed.

When a player loses a die,  they show it to the 

other (saying if need be the value it correspond-

ed to). They must then concede this element 

of the case to the other player: the criminal 

confesses to the detective the missing clues,  

the detective admits this element won’t be 

admissible in a trial. This concession can be 

colored by the different values discussed 

during the round. It’s not possible to ask 

someone about a value in which they don’t 

have a die anymore.

The interrogation ends when one of the char-

acters loses their last die:  the players then say 

whether the criminal will be freed or put behind 

bars for good when the trial comes.





BEFORE THE GAME

1. If need be, remind everyone of the main safe-
ty tools, in particular the gestures to say “stop”, 
“slow down” and “it’s OK, keep going”. Talk to-
gether about the lines not to be crossed and about 
the things on which you prefer a veil to be put on 
during play.

2. Complete as a group the sections “Personali-
ty” and “The murder” of character A (by choosing 
only one option when the terms are between square 
brackets and by answering questions in italics), 
then choose a character among those presented in 
the following pages. Freely answer the questions 
in italics about your character; the questions in the 
“Relations” section will be explored in pairs. Final-
ly, complete the “Relations” sections of character A 
and correct previous sections if necessary.

3. Do interviews between players. Each player 
talks with another during 10 minutes, so as to an-
swer the questions they have in common, develop 
the relation of their characters by making other de-
tails up and agree on the outlines of a shared past.

Apart from the questions on the character sheets, 
here are some that players can ask each other about 
their characters:

- How long have we known each other? How did 
we meet?

- From your character’s point of view, is our rela-
tion symbiotic, intimate, close, occasional, distant? 
And from my character’s point of view?

- Which good memory do we share?
- Which bad memory do we share?

4. In turns, introduce your characters: everyone 
presents theirs in a few sentences, as well as what 
they think about the others’. Keep no secret, be 
transparent! It’s a good time to ask questions you 
hadn’t thought about before.

5. Do a “hot seat” as a workshop. In turns, play-
ers sit down, encircled by the others who ask them 
questions. As in a tense police interrogation, ques-
tions must be asked coldly, directly, with the speed 
of a machine gun. Don’t wait for answers before 
asking another question. After one minute of doing 
so, move to the next interrogation.

The dead body in your head
A LARP by Côme Martin for 5 persons, without a GM. 

Length: about 4 hours and 15 minutes (75 minutes of preparation, about 2h30 of play, 30 minutes of debriefing).

You have killed someone. You didn’t really premeditate it, and even if you did your best to cover your 
tracks, you will now have to live with this guilt gnawing at you, the stress of being caught and maybe 

a diminishing trust in your accomplices...

PRESENTATION
You will play 5 characters, all long-time friends, confronted to an event they weren’t really prepared 

for and which will turn their relation to themselves and others upside down. The story unfolds on the 
long term: each scene moves further away from the day of the murder and at the end of the game, five 
years will have gone by.

The characters:
-	 A, the dead body;
-	 B, very sure of themselves and interventionist, in a couple with C, sibling of D;
-	 C, shy and discreet, in a couple with B, best friend of E;
-	 D, ambitious and sportive, sibling of B, colleague of F;
-	 E, anxious and careful, best friend of C, ex- of F;
-	 F, full of joy, colleague of D, ex- of E.



B (choose a first name beginning with B which is not 
one of  the players’)

Personality 
B is very sure of  themselves; they know what they want 

in life and how much hard work is necessary to get it.
(How old is B at the beginning of  the game? What is their job? 

Which status does B think they deserve, but don’t have yet?)

With their friends and their loved ones, B likes to be 
the one in charge, the one who decides. After all, if  
everyone listened to B a little bit more, things would 
be better...

(With whom did B fall out for good because of  their interven-
tionism? Why does B think it’s the fault of  the other person? On 
whom does B puts the blame of  one of  the mistakes made during 
the murder?)

B thinks that of  the five characters, they have the 
most to lose if  the crime is discovered. Their current 
life, in spite of  its defaults, is very cozy, and B doesn’t 
intend on ruining it because of  such a sordid story.

(What element of  their current life is B completely against 
giving up? Would B be ready to get someone else arrested to save 
themselves?)

Their relations
- B is in a couple with, and wants to protect C. (Is this love 

sincere or only comfortable? What could C do better, according to B? 
What did B confessed to C at a time of  weakness?)

- B knows a big secret about D but keeps silent for 
now, because of  their family bonds. (What is this secret? 
When did B told D they knew about it? How does B put D 
before the other persons in the group?)

- B thinks that E has a bad influence on C, and is a 
weak person putting the group at risk. (How did B once 
forced C to pick a side (and who did C side with)? What big 
favor did E for B, for which they are indebted to them?)

- B likes F, even if  they think F could get much fur-
ther ahead in their career if  they were more ambi-
tious. (What advice did B give to F that F didn’t follow? Why 
does B think F is more deserving than D?)

 

A, THE DEAD BODY (choose a first name beginning 
with A which is not one of  the players’)

Personality
Publicly, A was a rather [nice / sullen / discreet / extro-

vert] person. 
In general, people who met A had a [positive / negative / neu-

tral / quickly forgotten] reaction to them.
(How old was A when they died? What was their job? Did they have 

a lot of  relations besides the other characters?)

Behind this facade, A’s personality was in fact [similar / 
the complete opposite / very calculative / totally crazy / 
full of  contradictions]. In any case, it was impossible to feel 
indifferent about A, especially for the characters.

(Who else besides the characters was very close to A? Did someone 
else have reasons to be angry at A? Who, at the contrary, would have 
done anything for A?)

The murder
A’s murder is due to the fact A [brutalized defenseless peo-

ple / embezzled large sums of  money / blackmailed one or 
several of  the characters / had asked the characters to kill 
them / had killed someone the characters were close to.]

A’s murder took place [in their apartment / at one of  the 
characters’ / in the forest / at sea / in an industrial zone]. 
Even though the characters did their best to make any clue 

disappear, two remain: [a witness / the murder weapon / 
A’s body] and [another witness / a document belonging to 
A which incriminates the characters / purchases linked to the 
murder, easily traceable]. The characters know that these two 
clues still exist.

A’s relations
- A was a neighbor of  B. They met frequently, enough to 

know about each other’s habits. (What detail of  the local life did 
A and B share? What small favor had A once did for B?)

- One day, A stumbled upon a quarrel between  B and C. 
A had then approached C several times. (Did A want to make  
B and C break up? Was A coveting C? Were their approaches friendly 
or harassing?)

- A often practiced a sport with D, enough so that a kind 
of  routine had settled between them. (Were D and A competing 
against one another or helping each other? What intimate detail had A 
once discovered about D?)

- A had had a brief  relation with E; they had sporadically 
continued to see each other after that. (Was it a one night stand 
or a fling for a few weeks? Who had broken up and why? Were A and 
E still in good terms or did they see each other by accident?)

- A and F met quite often; it was rarely premeditated but 
they went to the same places to have a drink and have fun. 
(Were they private parties or were A and F drinking buddies? Was A 
able to remain cool-headed or were they always over the top? Which 
embarrassing anecdote remains about an evening between A and F?)

THE CHARACTERS



C (choose a first name beginning with C which is not 
one of  the players’)

Personality
C is not very sure of  themselves; life is so much easi-

er when you follow the others and quietly tend to your 
inner sanctum, it brings less trouble.

(How old is C at the beginning of  the game? What is their 
job? Is their discretion an asset there, or a weakness?)

With their friends and their loved ones, C likes to let 
themselves be pushed around, as long as they are listened 
to when it’s important and as long as their feelings are not 
denied. C  is discreet, not a doormat.

(Who abused C’s trust, which destroyed their friendship? For 
which mistake made during the murder is C blaming themselves 
internally, even though it wasn’t their fault?)

C is terrified at the thought of  going to jail: it would 
surely break them down. To be responsible of  a mur-
der is terrifying, but for their guilt to be discovered 
would be even more so.

(Which past misdemeanor helps C to rationalize this crime? 

Would C be ready to get someone else arrested to save themselves?)

Their relations
- C is in a couple with B, and loves them deeply and 

honestly. (What did B force C to do that C regrets? How did 
B support C during a hard time? What element of  B’s person-
ality would C like to change?)

- C thinks that D is too impulsive a person, but doesn’t 
dare question their skills, especially as D is rather nice. 
(Which personality trait do C and D share? What mistake did 
D do at the time of  the crime, according to C? Did C tell it to 
someone in the group?)

- E and C have been thick as thieves for years, and 
will remain best friends for a long time, that’s for sure. 
C brings them almost unswerving support, even when 
E makes blunders. (Which advice did C gave to E that 
wasn’t followed? Which secret did E tell C and no one else? 
About which good memory of  a moment shared with B and E 
does C think often?)

- F is very exuberant, sometimes too much and at 
C’s expanse, which often hurts C. (Which criticism of  F 
towards B does C have a hard time to accept? What does C 
admire the most in F?)

 

D (choose a first name beginning with D which is not 
one of  the players’)

Personality 
In life, D knows what they want: to reach the top, and 

fast. In all things, they never slack and if  it gets people 
hurt, they will soon heal.

(How old is D at the beginning of  the game? What is their job? 
How do they feel about using force?)

D is a rather solitary person: every bond is an obstacle 
in the race to success. D always finds the others too soft, 
too slow to act, and they frequently take decisions with-
out waiting for the others’ approval.

(To whom did D’s initiative once cost a lot? Which past sacrifice 
is still hard for D, without anyone knowing?)

D thinks that of  the five characters, they have the most 
to lose if  the crime is discovered. Past mistakes are not 
their fault (so they think) and nothing must go against 
what they have planned for their career.

(Which of  the two clues left behind after the crime is really D’s 
fault, without D admitting it or telling the others? Does D think 
they can get someone else arrested instead of  them, without compro-
mising themselves?)

Their relations
- That B always plays Mx. Know-it-all drives D mad. 

But they’re family, and D has already benefited from 
B’s help in the past, for instance by telling them about 
a big secret... What is this secret? When did B told D they 
knew about it? How does B put D before the other persons in the 
group? Is D now afraid of  B, or looks up to them even more?)

- D finds C rather attractive, and thinks that B doesn’t 
deserve them. However, D keeps a cool head, and their 
opinion for themselves. (How did D betray their attraction, 
and did they realize it? How has D defended C against B? 
Which of  C’s personality traits particularly moves D?)

- According to D, E is the only one with a cool head 
in the group. It’s a risky opinion to share in front of  
everyone, but D will generally discreetly stand for their 
ideas, as long as they’re smart ones. (Which of  E’s com-
ment has agreeably surprised D? Which idea rejected by the oth-
ers received the (silent) approval of  D? Does D still blames them 
for the crime?)

- D thinks F is a moron: their permanent good mood 
is exasperating and probably a mask to get on every-
one’s good side. D doesn’t fall for it. (How has D betrayed 
their annoyance towards F? On which point does F have the 
upper hand on D at work? With who else in the group does D 
envy the relations with F?)

THE CHARACTERS



E (choose a first name beginning with E which is not one 
of  the players’)

Personality 
E is anguished: experience has taught them that life 

tends to put difficulties in front of  you, and it’s exhaust-
ing to overcome them. As a result, E thinks of  themselves 
as rather careful, to prevent those potential obstacles.

(How old is E at the beginning of  the game? What is their job? 
Is their carefulness an asset or a weakness there?

With their friends and their loved ones, E is often un-
lucky: never any truly deep or long relationships, things 
always go downhill. Fortunately, there are still their long-
time friends, those with whom E has done the unthink-
able, and a child from a past union...

(How old is E’s child at the beginning of  the game? Is E in good 
terms with the person they had a child? With who has E just started 
a romantic relationship at the beginning of  the game?)

Even if  no one tells them so openly, E often thinks that 
all this is their fault and that the crime committed by 
the group could have been avoided without their inter-
vention. E thinks they’re the only guilty party. But going 

to jail and not seeing their child for years is out of  the 
question.

(How was E closer to A than the others? Would E be ready to get 
someone else arrested to save themselves?)

Their relations
- E thinks that B has a very bad influence on C; ideal-

ly, this relation should stop. C deserves better than this 
egocentric. (Which petty vengeance has E already committed to-
wards B? What does E secretly envy about B ?)

- C and E have been best friends for years and will be 
for a long time. Nothing can tear them apart, save for C’s 
bad taste in partners, but this will eventually change... 
(How did E once forced C to pick a side between B and E (and 
who did C side with)? What flaw does E hide from C? Which of  
C’s personality traits annoys E?)

- E is afraid D will rat everyone out to the police; it’s 
obvious D wants to go far in life, even if  it means burn-
ing every bridge. (On which point are E and D completely op-
posed? How does E frightens D?)

- E and F were once an item; they ended their relation 
in a friendly way. Today, they are in good terms, and E 
even sometimes regrets that this relation is over... (Which 
strong memory do E and F share? How has F cheered E up the 
last time?)

F (choose a first name beginning with F which is not 
one of  the players’)

Personality 
F is rather cheerful: it’s the person people call when 

they are down and who always knows what to say to 
get you back on your feet. But it’s not easy to hide 
one’s flaws and always appear happy...

(How old is F at the beginning of  the game? What is their job? 
Which hard blow hasn’t F mentioned to anyone?)

With their friends and their loved ones, F appears to 
be bold and free. However, things tend to be clear-cut: 
you’re the love of  their life or a one-night stand, a BFF 
or someone who can be swapped for another friend.

(From whom of  their close friends does F hide the murder? To whom 
would F like to get closer but doesn’t dare because of  this crime?)

To their own eyes, F is completely innocent of  this 
sordid murder: it’s not their hand that did the crime, 
and they’ve been opposed to the idea of  this murder 
from the get-go. But F knows the police would dis-
agree if  they were to get arrested.

(What physical clue directly accuses F (and perhaps the others) 

without F necessarily knowing about it? Would F be ready to get 
someone else arrested to save themselves?)

Their relations
- B and F are long-time friends. B often has good 

advice, and has always supported F, in spite of  their 
blunders. (Which advice from B did F not follow, to their great 
pity? Which aspect of  B does F particularly admire? Which 
remark of  B hurt F, and did F forgive them?)

- F thinks C is a bit dumb and doesn’t understand 
what B sees in them. But as long as this idiocy doesn’t 
put anyone at risk, there’s no real harm in it. (Which 
trait of  C particularly annoys F? What does F still finds touch-
ing in C?)

- In their daily life, D and F often run into each other; 
F thinks D is often right in the way they do things and 
sometimes gets inspiration from them, without saying 
anything to them. (On which minor professional misconduct of  
D did F close their eyes? What small ritual do they share at work?)

- E and F were once an item; they ended their rela-
tion in a disastrous way. With time, F forgave E, but 
reminding them of  it is one of  the few things that can 
make them lose their good mood... (Which bad memory 
of  their relation can’t F forgive? What efforts does F to be nice 
to E?)

THE CHARACTERS



 DURING THE GAME
The story unfolds in 10 scenes. 
Scenes don’t all last the same time, up to 10 minutes: 

after 9 minutes, make a watch or a phone ring, to re-
mind you it’s time to conclude. You can also wrap up 
a scene prematurely or leave it unfinished if need be.

At the end of each scene, players collectively make a 
choice which determines which scene is played next. 
If they disagree after a minute, a show of hands is 
organized. If none of the choices seem relevant, play 
scene A.

The first scene of the story takes place the day after 
the murder and the burial of the dead body. The PCs 
meet to talk about what they should do, particularly 
about the 2 clues they left after the crime.

The following scenes take place on longer and lon-
ger intervals (“D” means “The day of the murder”):

- Scene 2 : D + 2 days
- Scene 3 : D + 1 week
- Scene 4 : D + 2 weeks
- Scene 5 : D + 1 month
- Scene 6 : D + 3 months
- Scene 7 : D + 6 months
- Scene 8 : D + 1 year
- Scene 9 : D + 2 years
- Scene 10 : D + 5 years
The last scene takes place 5 years after the murder: 

if they weren’t arrested, the PCs can finally breathe. 
It’s time for them to split up, or to decide to go back 
to their normal life, as if nothing had ever happened.

Between the scenes, players are free to make clari-
fications and/or choices for their characters: they get 
married, split up, move, change jobs, get sick... If nec-
essary, two players can play a “black box” scene of 
5 minutes maximum. These changes are presented to 
everyone before a new scene starts.

It’s assumed that other meetings between the PCs 
can take place beyond those which are played. More 
generally, everything that’s not specified by this text 
can be improvised by one of the players and thus 
become true (and be discussed and/or specified be-
tween two scenes if necessary).

If a scene targets one of the PCs in particular, they 
are chosen randomly or collectively. NPCs evoked in 
a scene are always played by other players.

If a player decides their PC doesn’t go to a meet-
ing with the four others, they simply watch the 
scene be played.

Scene 1 - The day after the murder
The PCs meet to talk about the situation. What 

will they do regarding the clues they left behind? 
Who will take care of it?

At the end of the scene: 
- If at least three of the PCs feel guilt, play scene 

2A next.
- If at least three of the PCs feel their relations 

with A may be analyzed during an investigation, 
play scene 2B next.

- If one of the PCs decides to put their private life be-
fore the priorities of the group, play scene 2C next.

Scene 2 - 2 days after the murder
A day has gone by since the previous scene. Do the 

PCs wish to make any noticeable changes known?

2A. Start by playing a nightmare made by one 
of the PCs who feels remorse. A second player 
plays A, a third one plays their own PC within 
the nightmare. The other players can play various 
nightmarish forms. The 5 PCs then meet to talk 
about their anguishes.

2B. A search party is organized to find the vic-
tim. Play a scene where 3 of the PCs are forced to 
participate to the search with two strangers, friends 
of A or simply good Samaritans.

2C. Play a scene where the PC who puts their pri-
vate life first must answer the questions of several 
of their relatives, who ask in a seemingly suspicious 
way where they were during the previous scene. 
Feel free to go heavy on the NPC’s paranoia. PCs 
who are not present can interrupt the scene with un-
timely phone calls to the PC who is interrogated.

At the end of the scene: 
- If a PC has credible reasons (credible to them 

at least) to think they are suspected of the murder, 
play scene 3A next.

- If at least two PCs think their lies about the 
murder won’t hold, play scene 3B next.

- If one of the PCs thinks the stress caused by the 
crime causes them durable tiredness, play scene 
3C next.



Scene 3 - A week after the murder
5 days have gone by since the previous scene. Do the 

PCs wish to make any noticeable changes known?

3A. One of the PCs has lost a personal object, 
and is sure this object is on the scene of the crime 
or buried with the body (even if it doesn’t seem 
credible). They gather with the others to convince 
them to come back to the scene of the crime. In 
the same scene, another PC presents to the others a 
short item about the crime read in a newspaper: the 
police is already mentioning murder. (The player is 
free to improvise the text of the short item).

3B. Two PCs at least need the help of the others 
to make themselves alibis for the day of the mur-
der. Is it because they lack ideas or because they 
need consistent testimonies? Play a scene where 
the five PCs gather to set straight their schedules.

3C. Play a scene where one of the PCs meets an oc-
cupational doctor (the meeting was scheduled in ad-
vance). The doctor insists on the visible weariness of 
the character and tries to make them talk about their 
private life. The other players watch the scene.

At the end of the scene: 
- If a PC thinks the others are not taking the right 

decision to prove themselves innocent, play scene 
4A next.

- If at least one PC hesitates about going to the 
cops, play scene 4B next.

- If the need of not having to deal with the police 
anymore has already been mentioned, play scene 
4C next.

Scene 4 - Two weeks after the murder
A week has gone by since the previous scene. Do the 

PCs wish to make any noticeable changes known?

4A. The PC who thinks the others are not doing 
what’s necessary comes back alone to the scene 
of the crime. Play a short scene where they meet 
someone there and invent an excuse for why they 
are there. On the way back, the PC is surprised by 
two other PCs: play the confrontation.

4B. One or several PCs decide to meet with the oth-
ers to make sure, in a solemn way if necessary, that 
no member of the group will ever go to the police.

4C. Play a scene where a PC just got pickpock-
eted a precious object, in the presence of a friend. 
The friend advises the PC to go and press charges; 
will they do it in spite of the danger of going to the 
cops? Can the stolen object be tied to the crime? 
The other players play other friends, passersby 
who saw what happened, or they watch the scene 
take place.

At the end of the scene: 
- If at least one PC mentioned a dream or a night-

mare about A, play scene 5A next.
- If the relations of A with their relatives have 

already been mentioned several times, play scene 
5B next.

- If at least one PC has decided to not come 
with a meeting between the characters, play 
scene 5C next.



Scene 5 - A month after the murder
Two weeks have gone by since the previous scene. Do 

the PCs wish to make any noticeable changes known?

5A. The PC who mentioned a dream/nightmare 
about A meets the others: they want to come back 
to the scene of the crime, convinced the body was 
moved and/or exhumed. Play the meeting scene, 
then a short scene revealing (via an information 
read online if the PCs don’t go to the crime scene) 
that it’s not (yet) the case.

5B. One of A’s family members gives an interview 
to several newspaper in which they criticize the de-
tectives in charge for doing nothing. Do the PC know 
this person? Does this person give new details on the 
personality and/or schedule of the victim? A player 
plays this family member, the others play their PC 
reacting to the interview as if reading it out loud, col-
lectively or separately. If there is time remaining, play 
a short scene where the PCs confront their reactions 
to this interview.

5C. One of the PCs who didn’t go to a previ-
ous meeting meets two friends of another PC by 
chance, who ask about this second PC. The other 
players watch the scene.

At the end of the scene: 
-If the players think the murder investigation is 

not done seriously, play scene 6A next.
- If the players think the murder investigation is 

done seriously, play scene 6B next.
- If at least two PCs feel their private life is too 

much impacted by the group’s actions, play scene 
6C next.

Scene 6 - Three months after the murder
Two months have gone by since the previous scene. Do 

the PCs wish to make any noticeable changes known?

6A. Play five short 2-minute scenes: each time, 
a player plays someone close to A (not necessarily 
always the same person) who goes to see one of the 
PCs in order to do their own investigation. It seems 
to be a systematic visit of everyone in the area, but 
perhaps it hides something else?

6B. Play two short 5-minute scenes: in each of 
them, a PC is visited by two police detectives in 
charge of the investigation. It seems to be a system-
atic visit of every potential witness, but perhaps it 
hides something else?

6C. A PC decides to move outside of the coun-
try. It can be moved to a personal or professional 
development, or to security measures regarding the 
crime. Play a scene during a small party organized 
for their departure.

At the end of the scene: 
- If the players still think the murder investiga-

tion is not done seriously, play scene 7A next.
- If at least one PC feels another PC is not careful 

enough in their private life, play scene 7B next.



Scene 7 - Six months after the murder
Three months have gone by since the previous 

scene. Do the PCs wish to make any noticeable chang-
es known?

7A. The PCs gather after having heard from one of 
A’s relatives that an anonymous letter has allegedly 
been sent to the police. They don’t know who wrote 
or what it says; they just know that they didn’t per-
sonally write it. They also learned some friends of A 
have decided to make an investigation of their own, 
even if it means reexamine already established, al-
ready analyzed clues. Will the PCs’ guilt withstand 
this second assault?

7B. Play a short scene where a PC talks with some-
one else (a friend, a colleague...) who has just un-
knowingly questioned the PC’s alibi from 6 months 
ago: “Hey, do you remember the night of...?”.

Then play another scene where at least one of the 
PCs summons another (the 5 PCs can be present 
in the scene). They think someone close to this 
second PC is too suspicious and that continuing 
to spend time with them would be too dangerous; 
they order this second PC to stop all contact with 
this relative. 

At the end of the sene: 
- If nightmares or dreams about A have been men-

tioned again since scene 5, play scene 8A next.
- If at least one PC thinks continuing to see the 

others is too dangerous, play scene 8B next.
- If a PC tries to put this murder thing behind 

them, play scene 8C next.

Scene 8 - A year after the murder
Six months have gone by since the previous scene. Do 

the PCs wish to make any noticeable changes known?

8A. Play several short scenes where the most 
paranoid PC of the group receives brief menacing 
calls from someone they think is A.

Then play a short scene where, during a conver-
sation, the close friend of another PC insistingly 
mentions the case of A’s murder.

Finally, play a short scene where the two PCs of 
the previous scenes meet by chance in the street.

8B. One of the PCs gathers with the other four to 
tell them they think it’s wiser to break all contact 
with them. Do the others agree?

8C. Play a short scene where someone close to 
a PC tells them about A’s murder, asking if they 
remember this sordid story.

Then play a scene where someone vulnerable in 
the PC’s relations (their spouse, a child, an old per-
son...) confesses they have felt like being followed 
and/or spied upon for a few days.

At the end of the scene: 
- If the fact that A’s murder was for the great-

er good has been mentioned more than five times, 
play scene 9A next.

- If at least one PC continues to think the PCs 
haven’t done all that was necessary to disculpate 
themselves from the crime, play scene 9B next.

- If a PC thinks this murder thing is behind them, 
play scene 9C next.



AFTER THE GAME
Take a break of five minutes or more, then debrief 

together, speaking in turns. At their turn, each player 
talks about their gaming experience:

- First regarding the path their character took;
- Then regarding something they didn’t like in play 

or something they would have preferred to see un-
fold differently;

- Then regarding something they liked in play;
- Finally, regarding any other detail they wish to 

speak about.

Scene 9 - Two years after the murder
A year has gone by since the previous scene. Do the 

PCs wish to make any noticeable changes known?

9A. Play a short scene where one of the PCs 
meets a NPC who looks strikingly similar to A. 
During their conversation, this NPC mentions a de-
tail leading the PC to think about the reasons they 
had to kill A.

Then play a scene where the PC gathers with the 
other four to describe this meeting and decide what 
needs to be done with this new A...

9B. Play a short scene where two police detec-
tives go to the crime scene to dig up A’s body, 
which was recently discovered. They mentioned 
the potential clues they have in their case.

Then play a short scene where a PC, convinced 
efforts still need to be done to tamper with the mur-
der, meets one or two seedy NPCs and pays them for 
another crime (burglary, aggression, threats...). 

9C. Play two short 5-minute scenes: during each, 
a PC is summoned by two police detectives who 
want to get their testimony in a case strangely simi-
lar to A’s murder. Is it only a coincidence?

At the end of the scene: 
- Play scene 10.

Scene 10 - Five years after the murder
Three years have gone by since the previous scene. Do 

the PCs wish to make any noticeable changes known?

The five PCs all meet at the wedding of a friend 
they have in common.

Time has passed, the police investigation and the 
unofficial investigations (if there were any) didn’t 
lead to anything... In short, it seems the crime will 
remain unpunished. However, it changed the rela-
tions between the PCs for good. Will some com-
pletely stop seeing each other, if they haven’t yet? 
What will they become now this weight is lifted 
from their conscience, at various degrees?

If you wish, each player can frame a short epi-
logue for their PC after this scene.





Players first agree on a place or part of a real place 
where the story will unfold: the bedroom of the 
apartment they’re in, the counter of their favorite 
bar, in front of a historical monument...

They also prepare 6 pieces of paper, big enough to 
write several lines on them, and put on each piece of 
paper as many tokens as there are players.

The first player makes a short de-
scription of the place as it is now 
and what is currently happening 
there. They can make details up and 
invent fictional characters as long as 
their description remains believable 
and realistic.

Each player then talks in turn. 
During a turn, a player may describe 
the place at another moment, when-
ever they want: 5 minutes after the 
previous description or billions of 
years before, anything’s possible. If 
they do so, they write on one of the 
blank pieces of paper the moment 

they just described. They may also revisit a moment 
that was previously described: in this case, they take 
one of the tokens on the corresponding piece of pa-
per and writes down her piece of narration, wheth-
er it is about what comes next in this story or about 
its past premises. When a paper has no tokens left, 
its narrative cannot be further explored.

As in the first scene, descriptions should remain 
believable (not necessarily realistic if they take place 
in the remote future) and can’t go beyond the place 
defined by the players. Each scene must be linked—
esthetically, narratively, thematically, symbolically...—
with a previous scene (whether the scene further 
develops a previously described moment or estab-
lishes a new one).

When there are no tokens left, the story ends. It 
can conclude earlier if needed: a player who wants 
to end the story puts all their tokens at the cen-
ter of the table; if they are followed by the others, 
the story ends. The player who started the first turn 
then describes the place as it is in the current time, 
in reality.H
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al
l 

th
e 

to
ke

ns
 a

re
 a

t 
th

e 
ce

nt
er

 o
f 

th
e 

ta
bl

e,
 t

he
 s

to
ry

 e
nd

s. 
It 

ca
n 

co
nc

lu
de

 e
ar

lie
r 

if 
ne

ed
ed

: a
 p

la
ye

r 
w

ho
 w

an
ts

 t
o 

en
d 

th
e 

st
or

y 
pu

ts
 a

ll 
th

ei
r 

to
ke

ns
 a

t t
he

 c
en

te
r 

of
 th

e 
ta

bl
e;

 th
e 

st
or

y 
en

ds
 if

 th
ey

 a
re

 fo
llo

w
ed

 b
y 

th
e 

ot
h-

er
s. 

T
he

 p
la

ye
r 

w
ho

 s
ta

rt
ed

 t
he

 fi
rs

t 
tu

rn
 t

he
n 

de
sc

ri
be

s 
w

ha
t 

is
 h

ap
pe

ni
ng

 in
 

th
e 

fir
st

 p
la

ce
 d

es
cr

ib
ed

 in
 t

he
 s

to
ry

, a
t 

th
e 

m
om

en
t 

th
e 

ga
m

e 
en

ds
 in

 r
ea

lit
y.
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Pl
ay

er
s 

pr
ep

ar
e 

th
e 

ga
m

e 
by

 c
ho

os
in

g 
a 

pl
ac

e,
 a

 m
om

en
t a

nd
 a

 c
om

m
on

 th
re

ad
. 

T
he

y 
ta

ke
 9

 p
ie

ce
s 

of
 p

ap
er

 a
nd

 p
ut

 o
n 

ea
ch

 p
ie

ce
 a

s 
m

an
y 

to
ke

ns
 a

s 
th

er
e 

ar
e 

pl
ay

er
s; 

fin
al

ly,
 t

he
y 

ea
ch

 t
ak

e 
th

re
e 

to
ke

ns
.

T
he

 fi
rs

t 
pl

ay
er

 c
an

 e
ith

er
 b

eg
in

 b
y 

de
sc

ri
bi

ng
 a

 m
om

en
t 

of
 t

he
ir

 c
ho

ic
e 

in
 

th
e 

st
ar

tin
g 

pl
ac

e 
th

at
 w

as
 ju

st
 c

ho
se

n,
 o

r 
a 

pl
ac

e 
of

 t
he

ir
 c

ho
ic

e 
in

 t
he

 s
ta

rt
in

g 
m

om
en

t 
th

at
 w

as
 ju

st
 c

ho
se

n.
 T

hi
s 

ch
oi

ce
 r

ep
re

se
nt

s 
a 

pi
vo

t 
of

 p
la

ce
 o

r 
of

 t
im

e.
 

T
he

ir
 d

es
cr

ip
tio

n 
m

us
t 

in
cl

ud
e 

th
e 

co
m

m
on

 t
hr

ea
d 

ch
os

en
 a

s 
a 

gr
ou

p.
D

ur
in

g 
th

ei
r 

tu
rn

, e
ac

h 
pl

ay
er

 m
us

t 
fo

llo
w

 t
he

 p
re

vi
ou

s 
on

e: 
if 

th
e 

pr
ev

io
us

 t
ur

n 
in

cl
ud

ed
 a

 p
iv

ot
 o

f p
la

ce
, t

he
y 

m
us

t d
es

cr
ib

e 
an

ot
he

r 
m

om
en

t i
n 

th
is

 p
la

ce
, a

nd
 if

 it
 

in
cl

ud
ed

 a
 p

iv
ot

 o
f t

im
e,

 t
he

y 
m

us
t 

de
sc

ri
be

 a
no

th
er

 p
la

ce
 a

t 
th

e 
sa

m
e 

m
om

en
t.

To
 g

o 
fr

om
 o

ne
 p

iv
ot

 t
o 

an
ot

he
r 

(fo
r 

in
st

an
ce

, t
o 

co
nt

in
ue

 d
es

cr
ib

in
g 

th
e 

sa
m

e 
pl

ac
e 

bu
t 

at
 a

 d
iff

er
en

t 
tim

e 
w

he
n 

al
l p

re
vi

ou
s 

de
sc

ri
pt

io
ns

 w
er

e 
ab

ou
t 

th
e 

sa
m

e 
m

om
en

t)
, a

 p
la

ye
r 

m
us

t s
pe

nd
 o

ne
 o

f t
he

 to
ke

ns
 in

 fr
on

t o
f t

he
m

 b
y 

pu
tt

in
g 

th
em

 
at

 t
he

 c
en

te
r 

of
 t

he
 t

ab
le

.

Ev
er

y 
de

sc
ri

pt
io

n 
m

us
t 

in
cl

ud
e 

th
e 

co
m

m
on

 t
hr

ea
d 

ch
os

en
 a

s 
a 

gr
ou

p;
 it

 c
an

 
be

 c
ha

ng
ed

 o
r 

ot
he

r 
co

m
m

on
 t

hr
ea

ds
 c

an
 b

e 
ad

de
d 

by
 t

ak
in

g 
on

e 
of

 t
he

 p
ie

ce
s 

of
 p

ap
er

, a
nd

 t
he

 t
ok

en
s 

as
so

ci
at

ed
 w

ith
 it

. T
he

se
 s

am
e 

pi
ec

es
 o

f p
ap

er
 c

an
 a

ls
o 

be
 u

se
d 

to
 e

xp
an

d 
on

 a
 t

im
e 

pe
ri

od
: t

he
 p

la
ye

r 
ta

ki
ng

 o
ne

 w
ri

te
s 

do
w

n 
th

e 
cu

r-
re

nt
 m

om
en

t, 
w

hi
ch

 w
ill

 n
ow

 b
e 

ab
le

 t
o 

be
 d

ev
el

op
ed

 (
in

cl
ud

in
g 

its
 c

au
se

s 
an

d 
co

ns
eq

ue
nc

es
) 

if 
a 

pl
ay

er
 p

ut
s 

a 
to

ke
n 

on
 it

.
To

ke
ns

 c
an

 o
nl

y 
be

 t
ak

en
 fr

om
 b

la
nk

 p
ie

ce
s 

of
 p

ap
er

.
W

he
n 

al
l t

he
 p

la
ye

rs
 h

av
e 

no
 m

or
e 

to
ke

ns
 in

 fr
on

t 
of

 t
he

m
, t

he
 s

to
ry

 e
nd

s. 
It

 
ca

n 
co

nc
lu

de
 e

ar
lie

r 
if 

ne
ed

ed
: a

 p
la

ye
r 

w
ho

 w
an

ts
 t

o 
en

d 
th

e 
st

or
y 

pu
ts

 a
ll 

th
e 

to
ke

ns
 th

ey
 h

av
e 

le
ft

  a
t t

he
 c

en
te

r 
of

 th
e 

ta
bl

e;
 if

 th
ey

 a
re

 fo
llo

w
ed

 b
y 

th
e 

ot
he

rs
, 

th
e 

st
or

y 
en

ds
. T

he
 p

la
ye

r 
w

ho
 s

ta
rt

ed
 t

he
 s

to
ry

 t
he

n 
br

ie
fly

 d
es

cr
ib

ed
 t

he
 p

la
ce

 
w

he
re

 t
he

 p
la

ye
rs

 a
re

 g
at

he
re

d,
 a

t 
th

e 
cu

rr
en

t 
tim

e 
in

 r
ea

lit
y, 

by
 i

nc
lu

di
ng

 t
he

 
co

m
m

on
 t

hr
ea

d(
s)

 p
re

se
nt

 in
 t

he
 g

am
e.
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· P
l
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ll 

th
e 
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m

es
 

of
 t

he
 c
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n 
o
n
e
 

aft
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 th
e n

ex
t 
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 m
ar

-
at

h
o

n
, 

unun
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l 
yo

u
r 

ne
rv
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 g

iv
e 
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P
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P
O
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TI

O
N

 2
: 

P
L
A
Y

 W
IT

H 
O

TH
E

R
 

RU
LE

S!

- 
P

la
y 

w
ith

 th
e 

r
u
le

s 
of

 
T

he
 

D
is

or
de

r 
Su

it
: 

ea
ch

 p
la

ye
r 
co

n
tr

ol
s 

a 
pa

ra
g
r
a
ph

!

St
art

 a
t t

he 
end

 of
 y

our
 st

ory
 

and
 go

 ba
ck 

to t
he 

beg
inn

ing
, em

bra
cin

g 
inc

ons
iste

nci
es!

YOU WON’T
 BEL

IE
VE

 M
E,

 B
UT

 I 
G

O
T 

TO
 THE RUINS! 

Play w
ith the rules of  TH

E A
N
TI-

P
A
R
A
D
O
X B

R
IGA

D
E: the PC

s are sent 

to stop im
portant people from

 being late!

HOLY HECK, CRAZY STUFF HA
P

PENED TO M
E ON THE WAY!
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T
H
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G
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B

-	
Pl
ay

 
w
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t 
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s 
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r 

th
e 

he
is
t: 

th
e 

PC
s 

m
us

t 
no

w
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e 

to
 E

gy
pt
!

-	
Pl
ay

 
w
ith

 
th
e 

ru
le
s 

of
 

TH
IN

k 
AB

O
UT

 W
HA

T 
YO

U 
W

AN
T 

AN
D 

PU
SH

 TH
E B

UT
TO

N:
 t
he

 m
u-

se
um
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s 

a 
m
od

ul
e 

fr
om

 w
hi
ch

 
yo

u 
w
ill
 h

av
e 

to
 e

sc
ap
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F
O

R
T

U
N

A
T

E
L

Y
, Y

O
U

 W
E

R
E

 
T

H
E

R
E

- B
ef

or
e 

ea
ch

 s
to

ry
, t
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 c

al
am

i-
tie

s a
re

 a
nn

ou
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ed
: e

ac
h 

co
up

le
 

of
 an

no
un

ce
 g

iv
es

 yo
u 

a c
om

fo
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. 
Th

er
ef

or
e,

 so
m

e 
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st
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le
s w
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’t 
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ve
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e!
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T
H
E
 

D
O
P
P
E
L
G
A
N
G
E
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F
F
E
C
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w
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, p
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 o
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1. 
Pl

ay
er

s 
ca

n 
tr

y 
th

e 
m

od
ul

es
 a

s 
m

an
y 

tim
es

 a
s 

th
ey

 w
an

t a
s 

lo
ng

 a
s 

th
ey

 s
ta

rt
 

fro
m

 s
cr

at
ch

 e
ve

ry
 t

im
e.

 O
nl

y 
th

e 
ac

-
tio

ns
 o

f 
su

cc
es

sf
ul

 t
rie

s 
re

m
ai

n 
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r 
fu

-
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re
 p

la
ye

rs
!

2.
 P

la
y w

ith
 th

e r
ul

es
 o

f L
AS

T
 E

SC
AP

E:
 

a 
tr

y 
is 

no
t 

tim
ed

 a
ny

m
or

e 
bu

t 
ea

ch
 a

c-
tio

n 
co

st
s 

eff
or

ts
 fr

om
 w

hi
ch

 y
ou

’ll 
ha

ve
 

a 
ha

rd
 ti

m
e 

re
co

ve
rin

g!

T
H
E
 
D
O
P
P
E
L
G
A
N
G
E
R
 
E
F
F
E
C
T

- 
O

nl
y 

us
e 

th
e 

sy
st

em
 t

o 
di

sa
rm

 
bo

m
bs

, 
sh

ad
ow

 s
om

eo
ne

 o
r 

an
y 

tr
ic

ky
 a

ct
io

n:
 t

he
 r

es
t 

is
 d

es
cr

ib
ed

 
na

rr
at

iv
el

y!
- 

Pl
ay

 w
ith

 t
he

 r
ul

es
 I

T 
W

AS
 A

 
CL

EA
R 
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D 

SU
NN

Y 
DA

Y 
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 T
HE

 K
EY

 
TO

 T
HE

 M
YS

TE
RY

: 
th

e 
m

ul
tiv

er
se

 
be

co
m

es
 m

or
e 

an
d 

m
or

e 
un

st
ab

le
 

as
 t

he
 g

am
e 

pr
og

re
ss

es
, 

an
d 

th
in

gs
 

ge
t s

tr
an

ge
r 

an
d 

st
ra

ng
er

!

T
H

E
 S

T
E

L
E

 A
T

 T
H

E
 

H
E

A
R

T
 O

F
 T

H
E

 

P
L

A
I
N

S

-
	

I
n

s
t
e
a
d

 
o
f
 
P
r
e
s
e
n

c
e
s
, 

i
t
’s

 
s
o
l
-

d
i
e
r
s
 w

h
o
 a

r
e
 t

r
a
c
k

i
n

g
 d

o
w

n
 t

h
e
 P

C
s
.
 

T
h

e
y

 
c
a
n

 
b
e
 
k

i
l
l
e
d

 
b
u

t
 
o
n

l
y

 
i
f
 
a
 
P
C
 

s
u

f
f
e
r
s
 a

 s
e
r
i
o
u

s
 w

o
u

n
d

 i
n

 r
e
t
u

r
n

!
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P
l
a
y

 
w

i
t
h

 
t
h

e
 
r
u

l
e
s
 
o
f
 
Pi

ra
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ry
: 

t
h

e
 P

C
s
 w

r
i
t
e
 t

h
e
 t

a
l
e
 o

f
 t

h
e
i
r
 

s
a
g
a
, 

t
h

a
t
 

t
h

e
y

 
w

i
l
l
 

l
e
a
v

e
 

t
o
 

t
h

e
 

n
e
x

t
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r
a
v

e
l
e
r
s
!
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e 
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t: 
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ca
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m
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e 
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 n
ot

 
th
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f 

H
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O
W
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e 
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 s
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m
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w
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m
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e!

TH
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TE
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P
l
a
y
 
s
o
r
c
e
r
e
r
s
 
t
r
y
i
n
g
 
t
o
 
s
u
c
c
e
s
s
f
u
l
l
y
 

s
u
m
m
o
n
 
a
 
c
r
e
a
t
u
r
e
 
f
r
o
m
 
b
e
y
o
n
d
:
 
o
n
 
t
h
e
 
p
a
-

p
e
r
s
 
a
r
e
 
e
s
o
t
e
r
i
c
 
s
y
m
b
o
l
s
 
w
h
i
c
h
 
a
b
o
u
n
d
 
i
n
 

t
h
e
 
w
o
r
l
d
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a
n
d
 
w
h
e
n
 
a
 
p
a
p
e
r
 
i
s
 
t
u
r
n
e
d
 
i
t
 

m
e
a
n
s
 
t
h
e
 
r
i
t
u
a
l
 
h
a
s
 
b
e
g
u
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P
l
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w
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t
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r
u
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o
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v
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a
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t
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c
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 p
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a 

m
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d 
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 c
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d 
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 t

he
y 
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d
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r 

re
m
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e 
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 t
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m
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 c
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P
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 c
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A GM and a player at a time / 15 mn / Play the escape from a retorse module

LAST DUNGEON
Without a GM / 1h / Play grieving adventurers exiting a dungeon

THE INTERROGATION

Without a GM,  2 players / 1h / Play a Detective and a Criminal in a tense confrontation

TH
E 

D
EA

D
 B

O
D
Y 

IN
 Y

O
U
R 

H
EA

D

L
A

R
P

 w
it

h 
no

 o
rg

an
iz

er
 / 

4h
15

 / 
P

la
y 

a 
gr

ou
p 

of
 f

ri
en

ds
 a

ft
er

 t
he

y 
co

m
m

it
te

d 
a 

m
ur

de
r

HERE
Without a GM / 1h / Play the exploration of a place at different times

NOWW
ithout a GM

 / 1h / Play the exploration of the sam
e m

om
ent in different places

TOOT
AL REMIX!

???? / ???? / Mix ALL the games from the collection!

THINK ABOUT WHAT YOU WANT AND PUSH THE BUTTONAND PUSH THE BUTTON
THINK ABOUT WHAT YOU WANT AND PUSH THE BUTTON

THE
 AN

TI-P
AR

AD
OX

 BR
IGA

DE

With a GM / 2
h - 3

h / P
lay u

nskil
led tim

e agents

LAST ESCAPE

Without a GM / 2h - 3h / Play fugitive pensioners

The Disorder Suit

With a GM / 2h - 3h / Play flowers stuck in a human costume

FLAYED IN THE FREEZING NIGHT...FLAYED IN THE FREEZING NIGHT...
Without a GM / 2h - 3h / Play Cuddly Toys fighting nightmares

YOU ARE A TREE 

With a GM / 2h - 3h / Play magic trees protecting their domain

AFTER SCHOOL INVESTIGATIONS

Without a GM / 4h - 5h / Play high school students torn between their problems and their case

SATURDAY NIGHT FOREVER
With a GM / 2h - 3h / Play ghosts stuck in a time loop

THE DO
PPELGANGER EFFECT

With a GM / 2h - 3h / Play parallel versions of the same character

UNTIL DAWN COMES 
With a GM / 30mn - 1h30 / Play constellations telling stories to an astronomer

ROBONIMALS: escape from the lab

With a GM / 3h - 4h / Play animal-robot hybrids in a destroyed lab

VIOLENCE/SEX/POOP
With a GM / 2h - 3h / Play filthy characters in a violent and disgusting world
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YOU WON’T BELIEVE ME BUT I GOT TO THE RUINS!

Without a GM / 1h / Play Victorian explorers who exaggerate a bit

HOLY HECK CRAZY STUFF HAPPENED TO ME ON THE WAY!

With a GM / 1h / Play people making things up to justify why they’re late

IT WAS A CLEAR AND SUNNY DAY or THE KEY TO THE MYSTERYWithout a GM / 2h - 3h / Play amateur detective obsessed by strange signs
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W
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, 2 players only / 2h - 3h / P

lay D
eath and a nightlifer bargaining together

Piracy &
 Poetry

W
ithout a G

M
 / campaign play / Play poet pirates roaming the twelve seas

HUNGRY CITIES
Without a GM, alone or with others / 3h - 4h / Play Travelers and the City hungry for them

Without a GM / 2h - 3h / Play Acolytes trying to keep an Old God asleep

THE EGYPTIAN JOB
With a GM / 2h - 3h / Play Egyptian animals robbing a museum

Murder in the Quantum Monastery 

With a GM / 2h - 3h / Play Monks accused of murder in a shifting monastery

THE · CREATOR · AND · THE · CREATURE

Without a GM, 2 players or more / 2h - 3h / Play a scientist and the creature fleeing from them
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FORTUNATELY, YOU WERE THERE

Without a GM / 1h / Play a group of friends remembering how the hard times were overcome
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With a GM / campaign play / Play explorers of a deliquescent multiverse

THE STELE AT THE HEART OF THE PLAINS

Without a GM / 1h - 2h / Play lost travelers in an hallucinated landscape

Poison your Pen with Revenge

Epistolary game / campaign play / Play a poison-pen Writer, their Victims and the Detective after them


