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WEDDERSHATNS

. Widdershing, You pLag a Lost toy. Perhaps YOU Were
abandowned or forgotten. You might have been misplaced
and never found. Regardless of clreumstance, You are no
Longier with the one who cared for You. You may have been
gone WeeRs, or monkhs, o Years, but eventually, Yow cane
Across 0 Rey... o special Rey. And this ey woke You up.
NOW. YOI LA AOVE AL ACE DALY OUL OWIA, QAL LYOU KEVAEN~
bex how You were Lost. Pedhaps You lnave returned to Your
fanily. Pedhaps You have gone to see the world. Pedhops
You have found sonething preclous to You. Regardless,
covered L leaves and mud, ov dust and cobwebs, or ol and
grense, You have awakened, and have become sovnething
else; not quite a-toy, wot gquite alive. You arenomed for the
flest of Yo kind: You ave widdershin.

You're _widoershin. \What
that meamns, reattg, Ls up to
the game waster. Nobody
Ls certain what malkes You
the thing you are. \Why does
a_key watter to Your exLs-
tence? WM@ are You atwags
covereol L spot, or dyied

mud, or aripplng with water
frove vains long stinee gone?
IS Lt some Long-lost magie?
IS Lt the emotions that were
Lnvested b You from the
ehtlal_who once held You
dear? \was 1t _sowme sort of
SpULE possessing You? Ave
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Lag them? Avenglng them?
Punlshing them? Trg/wu@ to
find them?

The Hollow Ones
You're wot alowne. There
ave others Like You — other
widdershinm. But thew there
are the Hollow Owes. These
are Lilkee You, toys discarded
and  animate, but they're
milssing something. They
are  devolodl  of  positive
eVOtLONS; tm@ are cold.
Hungry. Bvil. They seek
to hwt human  famdlies;
they seek to snuff out the
widdershin. They cut and
buun and torture, ano tm@
do Lt with an unnening
delight.  Some  widdershin
avoid the tHollow. Some hunk
them. They can't be Left to
Llive. Have You eVer encou-
tered a Hollow? Dial they see
You? Did you have to fight
or fleez The Hollow ave stul-
borwtg hard _to Oiestmg -

You atw&%s thinlke it's the
Last time Mou’tt see thew,
yet they keep coming back,
burned, scavreed, or broken.
The doll was Rkept Ln her
origlagl Lox, wever opened,
covered Ln dust. She awalke-
ens, ang for hoving been
left o weglected.. She
hunts for those who laave
Rinown. the Love of The Girl.
Shelooks shiny and pefect,
wintouched bg o child’s
hawnds.  She will atwags
Looleshiny-and perfect, but
Lnsioe she Ls eptyY.

Naming Conventions

widdershin  nawe  them-
selves after thelr environ-
ment; one that was Lost Lin
the woods valght mawe ttself
after trees ov anlmals, witle
one _abandoned L a house
aay nauneitselfafterobjects
L the lhouse. For the world
avound them, widdershia



will use the deseription of an. \Womaw, or _perhaps  The
object as its wame: a dog will _Stranger. If necessary, they
be called The Dog, a bird will  may add wore details, such
becalled The®ivd, orifamore as The Man bn the \white
_ disthnctive nawme s needed, Coat.  widdershin  will

The Owl. A family that s _never use the proper name

. being  watehed over waay —of athing except for another
e The Father, The Mother, widdershin, awnd even then

The Boy, The Girl.  For aonly once it has been freely

stranger,  the widdershin  given. To the widdershin, =

wiLLL oY The Mow or The WOvies Ore prL\/atA




CHRRBCTER

widdershins character
creation Ls unlilee most vole-
ptagwb@ games. You don't
have a List of attributes or a
list of skills. Such things
aren't important; You don't
neeol to really Rnow how
strong or healthy You are, or
Mowsmmtgoume.Youo{th
need to kwnow how to drive
A _CAv or USE A computer, or
have a knowledge of history
or how to swimt. You were o
toy, but now You're Some-
thing else. These things
moy e relevant from time
to tlme, but usuattg You
have more tmportant things
OV YOUr mind, Liike surviv-
lng the world arowna You
and _avoiding  the Hollow
Ownes, or_even protecting
Your Child. \What You need
to kRmnow Ls: Pack, Purpose,
Role, Key, and Stuff. That
Ls, Literally, everytiing on

CREATZOM

Your sheet that You need to
vaalRe - declslons o,

i
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Nearly all iddeml/llmjolm
a_Pack for survival. Each
Pock usually consists of
at least four widdershin.
Having one of each Role is
constdered Llucky; whew You
have at least one widodershin
for each vole, all the charac-
ters tn the Pack gain a +5
to Chawce. This Ls a one-time
bonus: if you have two of
each Role, this does wot
Lnerease to +10, for exam-
ple. Bach Pack has a nawe;
Lt's usually poetic, or tied to
the Pack’s goals. The game
puaster can vule that if the
Pack doeswt have a_nane,
Lt L't o veal Pock, awnd
You down’t get the bonus to
Clhace.



This i< 5ow d@{umm@ ooal.

This ts what's meortamt to

You, apart from the Pack.

setting = but Yyou should
always get approval from.
the game yaster.
coampatown, fending off an
nvasiown of thny  aliens

Yow may want to Protect could be..p&n{&attg vatlonal,

the BoYy, or You may wank
to Hunt the Vermin King.
what's_the Veomin King?.

That's up to you and the

gome_waster. Perhaps,
this world, there are tntelli-
gent yats trying to spread

plague across the city. You
are g walking, talking toy,
_ofter all. Theve vaust be other

welrdiness out there. Durding,

—scene, Lf lou are perforia-

Lng) Q. actlon. to laelp You
fulfil Your Puipose, add +5
toYyour Clagace for that voll.
Ifthisisa critically bmport-
ank action, add +10 to 5ow
Chawnce Lnstead. i)
The—world
place, so You are comPLetetg
allowed tomake sometiabing
up to go along witlathe

o g stmm,@é

whilebn anothercampalgn Lt
would malke o sense. Also,

talle with the other pLagers,

and tryto have covaplenen~
taxy purposes. If—one has
‘Seethe World” and awother
has “Protect the Glel”, there
could be a-conflict, wnless
the Glrl s prone to travel-
lng. Mare sure You've not
WOrRLIAG O CrOSS=PUIPOSES.

WVAVE) 7o
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Theve _are _four  Roles
available to yow. Flghter,
Outsider, Undersioer, ana
Roammer. Your Role Ls deter-
bined DY aow. Lou. Were
Lost, waisplaced, or _aban-
doned. [t defines what You
are. You alght wot Likke it
or-_aovee with Lt but it Ls
You Lin.averly veal. waly. Tiae
other widdershin will vecog-
nize Your Role by the Stuff
OV You; tt’s hnavd to laide the
nature of what Yyou are, but
Your Role provides some
bewefits-as-well.

Broken
Yow're damaged — goods.
You wight have a tear or
crack, or o bit wmissing. In
sovne Wiy, You're broken or
Lncomplete, You were cast
out or thrown away because
You were no Longer perfect,
Or.__You vaay.  have been
neglected because of Your

damage. Your family cast
You out or You were Lost anol
left behind tn an accloent
— a house flre, thrown from
a_car winodow, or perhaps
something  else. — You've
survived, however, and have
aroww stronger from it. The
domage will always be theve
= Yow can't really hide it -
but these scars define you.
Now, You have a new family
= Your Pack - ano You wiLLL
defend it fievcely. \When
You succeed on a voll Lnvolv-
Lng an extended task, You
revaove two Stuff, not one.
when You suffer o Loss on
an extended task, the first
Loss costs Youno Stuff.

Outstder
You were Lost outsiole an
left _to the elements. You
could have beew misplaced or
forgotten, hidden or thrown
AWaY. YouNe Deen. exposed
to the world. You might be



weathered ov faded, covered
Lt vl or soakeol, covered
Ln twigs and Leaves. You're
Oi’wt@, UnREMLPE, dugtg,
or vagged. You've seew the
outside world, explored Lt
move thaw most others have,
anol know things about the
world and tts secrets. Choose
plant or awnimal. f you
pick plant, thew the wind
angl plants respond to Your
words. You can make a voll,
and it you succeed the plants
wiLll move at Your comma ndl
(but not grow), or the wind
will blow and whisper (up to
a_stifr breeze). f You pick
aninal, Yo con. speak. to
anLnals; tmg wnderstand
You and You  can. UAOlEr-
stangl them. You can nego-
tlate with thewa: a voll allows
You to be_favoured b@ .
anlinaal and Lt will oo what
Yo ask, Lf Lt thinks Lour
request. Ls veasonable. \When.
Lavolbved Lo extended or

opposed xoll Ln/olviing Your
cholee, add _+10 to Lo
Clhawnce.

Undersider

You were lost tn a dark
place: wnder the bed, in the
closet, dowwn a vent. Perhops
You were flushed dowwn the
toilet or dropped through a
drainor sewer grate. Regaro-
less, tt was dark, and there
are things n the dark-
ness. You may e Ofustg oY
moldy. You could be covered
L cobwebs or nibbled on b@
cats or bugs. You've Lleapned
from _the darke places and
oW You prefer thevn to the
ligit. When You want to,
You don't make a_sound.
Not evewn b@ acclolent. It
oets very gulet arouwnd You
when. You do this. The shad-
ows bend around Lou anol
the davke grows dariker, the
Lights flickeror shut off at



strange times tn Your pres-
ence. BY spending apolnt of
Stuf, You can make Your-
self silent and stealthy.
Your Chawnce of  SUCCESS
LCYeases bg one Step on
any rolls Lnvolving being
quiet or wot being seen for
the scene. i additlon, You
can waRe rolls to manipu-
Late shadow and darlkewness.
This wowt oo anything
truly harmful, but You can
MOARE O Ored SEeVA  MALOYE
tewt{glv@, or conceal some-
thing L the shadows You
don't want spotted.

Roamer

You. aren't from around
heve. ou wight have been
lost on a vacation, or left
behind  whewn  someone
moved, —awnd made Your
way o wlhere tmg AYe NOW.
Peraps You were paisplaced
oo trip, lost L. flight, or

fell off a boat and washeod
ashore far from  howe.
You aren't like the local
widdershin; You're some-
thing else entirely. Pick a
Unloue abltl‘cg — something
strange or exotic yow can
do that wo other widdershin
Ln the area cawm. The bene-
fits should roughly mateh
the other =oles, however: a



decrease in Stuff Loss, or an
Lnerease tn reduciing Stuft,
2 bonus to Your Chance roll,
a trick that requires You to
spend Stuff for o benefit,
or_a_source of bnformation
or influence unigue to what
Yoware. Youmiust cLeargow
Ldea with the game master -
dlseuss it with them and see
what You can agree Upow.

You weve g _doll, Left at a
Shinto shrine bg a_tourist
fanaily. bn Japan. Now that
You're widdershin, Lou\ve
maoe Your way to Conada
to  flnd the {amitg that
Left You behind. As a holy
doll, Lo con spengl po'u/\,t
of-Stuffto protect the aven
You ave Lia. Those who want
to Luflict havm must spend
two polints of Stuff to-do-so,
thougin they only have to
SPENU-LE pIALE PEr-SCENg.

|
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The Key is the single most
Lmportant thing You own.
It s a weapon — it can't be
destroyed b@ noral means
- and having become a part
of You it has changed to
mateh Your deveanouy. |t
may have an edge Like a
sword, or it can be long and
sharp Like a needle, or Lt can
be thick awnd heavy Llike o
club. (£t will still looke a bit
Like a key to normal people,
but tn Your hawnds it s an
effective tool. \When using
a_key. to bnflict harwm, the
target loses two Stuff, ot
DINE.

The Key LS _an. LnAports
gt part_of who You 0re.
When_you flrst becone
widdershin, Youfound your
ey LA very shoit ordey; Lou
elther went to Lt ov Lt came
to-you. You can owtg AVIAS

L



have one Rey, and if You
lose Your Rey but it hasn't
been destroyed, spending
a_point of Stuff will bring
the ey to you wilthin the
SaMme scene. Sowmehow, the
ey flnds its place by your
side, or You are brought to
the place where the ReYy LS.
If-your key ts destroyed -
which usually takes Lnereol-
Lbly intense fire or a grinoer
oK Sovne other bnstruvment of
great destruction = You Lose
all Your Stuff, and can get
A new Rey L the mext scene.

Theve ave  four  different
klnds of Keys. Eaclonelnas
a wnlque advantage besioes
belng aweapon. ASLAG 0
ey talkes o polut of Stuff,
but activates the key forthe
entlre scene, allowling You
topecform its spectal-advan-
tage as many thmes as You
want.

Car

The Car Key can be any
Rey connected to a vehicle
Ln _some fashion; car ReYs
are just the weost common. A
polnt of Stuff will allow You
to touch the lkey to an object,
anbmating it bn a fashion
which ts wormal for tt. You
can VARE toYS MAOVE, dial o
Phone, start a car’s engine,
o cause aw office chalr to
wheel arownd as You see fit.
There's wnot vauch force to
this animation, unless the
itewa can. provide the force
itself - a cav’s accelevation.
can. e useful and danger-
ous, ot _an. action. floure
wow't be able to domuch.

E5PRED
EPE
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| House
The House Key  protects
you ond your Pack from
the elements. BY activat-
ng Your Rey, the group will
not _accidentally get wet
or Ol’wtu, or colol or hot. As
Long as You don't deliber-
ately act £ EXPOSE Yoursely,
you WLLL not be Ll/\dlxtl(ﬁOL oY
harmed. This can be l/lavwig
— L A e springls wp, sptihe
flamwes _and swoke won't
harm Your Paclk while t]/lfld_
_____,’CKg_tQ pte nemselves, o
where vain and wind won't

spale You. ox blow Lour Pocle

AW, Al AR e e 0

chelteyr \‘/m,{ co  choopse to

thﬂr% others l/)mdm/\,d__zém,rv
Pack, but Lt takes awn addl-
tlonal polut of Stufftocover

awnothergroup of up-to-glglht

uadividuwals., ﬁ

L3
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The Padlock Key can Loch

ey can do what other Veﬂg

or wnlock anything that

oo, but is Less veliable. Flrst,

like a diary Rey. A mystery .___

has a lock, whether tt’s a

Lt costs two Stuff to activate

door, or a chest, a combing-
tion lock or a padtoolfe B

cate one other tupe of ey for

the Reﬁi ano it will d_‘pLL-

_ spending a point of Stuff, the Scene. Second, it cant
You can ensure that the lock  do the same type of Rey n

remains unlocked or Lockeot

any later scene for the same

~ no attempt to change this

adventure. This wmeans You

_outside of the use of your

get only three scenes” worth

ey or another padlock key
will change this. A lock

fixed in this way con be

durtng the adventure, and

only one type of key per

SCENE.

drilled to open, ej{ectwetg

breaking the lock. \When

You lock something, tt will

close by itself it necessary,

anod when You unlocke some-
thing it will open if that (s

what You destre: a door will

__flip up, or similar.

swing op@m a chest’s Lia will

—t%c;efehetcs—% mioht be—to— — ©

o something unknowwn, or tt
—ﬁ%—}w‘ctgﬁﬂ%@&te something secret, -
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Stuff is your Life force. It
ls the thing that s ilnside
You, maring You alive. You
can see Lk, tangled with You,
soaked into You, covering
You. It can be dust and dirt,
water or otl, cobwebs, twigs,
mold, or leaves. Regaroless
of what Your Stuff ls made
of, it will always be with
YOU, AS mauch a part of You
as the waterials that walke
Up-Your body. \wien. You
need to activate on ability,
OF USE O KEeY, Lou iy e
called upow to spend Studff.
This Ls sacrificlng o Little
bit of Your anlmating force
to create the effect.

Stuft—alsoprotects You.
Rather than suffeding an
actual Lvujmf@, You - spend
Stuff toshield yoursely
fromhavim.Each-thme You
would-be ik, You lose one

or_wore points of Studff.
When you run out of Stuft,
Lou become vulnerable to
havwe and ave as fragile as
the toy DL Weke originally.
Each _lnjury  You suffer
whew _Yow have no Stuff
takes away from the maxi-
mum. Chawnce You can voll.
The flrst LV\JMVM ellminates
the 0, the wnext eliminates
the 40, and so forth. (f the 5
LS revaoved, Lo Qe broken
= Youno Longer exist. I You
con sun/ivetothe next scene,
Lou WiLL vecover Stuff, and
Your Clhanncels linciensed b@
one.step, both Your curent
Chawnce.. and Your MG XL~
MU Chance, 6{{60&\/8%
“healing” You.

At the begluning of —an
aohentire, You voll  one
Lo-sioleo—olie—Tlals—is—laow
WAAEN Stuﬁgou beglin-with.
When You act LIA-OCCOVOIACE
with the goals of your Pack

15



oY WiLth Your PUIPOSE, the

_oame_master will yeward

You with one to thiee polints
of Stuff. At the beglnning
of—ascene, Yo roll_owne

Ww(dersmw collect tmm@s

owne widdershin may
a long length 0{ thread and

_10-sided die, and add that 2 bent paperclip to use as

amuch Stuffto Your sheet s
well. At aunyy tlae Yo lhave

—wore than nine Stuff, You

16

moy-spend-nlne of it and
Lnerease —YourChance oy
pue-step.You can't golbelow
one Stuff by this method. -

a_grappling hook, another
may have a Large button to

use as a shielo, while a thivad

may have cratted a crossbow
out _of a clothespin, rubber
band, and toothpicks. These
ave called tokens, and are o

big part of widdershin Life.
widdershin collect things

they flnd Interesting or
useful (or both!) as a sign
of prestige or stvaple curios-
Lty ALl widdershin begin
play with = tokens - things
of personal significance -
ang coan collect more duriing,

ptag.

Awnother Laportant
thing to the widdershin Ls
performing  Rituals. Eacl
Role ans thelr owin personal

hove



style of ritual: a flghter
may hit themselves with a
stick before a flght, while a
ronvwer may have all sorts
of unusual vituals from
theltr homeland. A yvitual
may. tnvolve rolling thny
dice Lin a thimble to see what
e _comes. up (4s are
stgnificant!) while awnother
cttual may Lavolve vubobing
a Little bit of vaavieer on each
yenaloer of a Pack for good
fortune.

Once  AUYLAg. O SCene, O

stngle . widdershin._coan
perform a Ritual.  You
describe whot tokens You

are usbng), and - what Your
intent Ls —-are You trylng
to—provide —goodfortuuag?
Ave You trylng to see the
path ahead? Rituals aren't
necessarily magle (Ehough
depending  on the game
master, they could be); they
could stmply be the power of

sugoestion. However, ownce
You have described the ritual
and Your Lntent, You can.
spend two points of Stuff
ond wmake o Chawnce voll.
It You succeed, the game
master can etther tell you
the results of the Ritual,
Or_You can. _give the rvecipl-
ents a simple bonus: a +10
to Chance for a single roll
related to the Ritual in the
future. Larger, wore elab-
prate  yituals _aye possible
— an _entive Pack could get
volved L it, with each
providing apolntof Stuffto
the vitual. The game master
can then dectoe what Rind
of bonus or event can occur
as a.vesult of the vitual.

17



Chaca

Chance  vepresents Your
ab’utﬁt@ tp - Slebceoely Mk TS
broken dowwn into five steps:
0, 40, 20, 10, and 5. This
LS Your chance to suceceed
using two 10-sided  dice.
Select one oie as the 10s,
anol the second die as the 1s,
so a5 and a 2 would read
as 52. It You roll equal to or
unoler Your Chawnce, the roll
Ls @ suceess. I You voll 00
(zevo), the rvoll Ls an auto-
matie success. If you roll
99, the voll ts an automatic
oLl \When You succeed at a
roll, Your Chanee Ls readuced
by one step, though it will
wever be reduced below 5
without modiflers. £ you
fail in a voll, Your Chance
LS Lnereaseot b@ oL SEep, but
never nigher thawn 0 with-
out wvwodifiers. \When, You
begln. an. adventire, Lour
Clhnnce begins ot €0, and ot

the start of every new scene,
Your Chawnce increases by
o Step.

wWhen You wish to perform
an actlom where there Ls a
chance of failure, the game
master wmay ask You to
roll. The game master must
deciole if the action Ls easy,
wormal, or havd. I it Ls easy,
your Chawnce Ls considered to
be 10 higher. If it is normal,
theve Ls no modifler. If Tt Ls
hava, Your Chawnce Ls consio-
evedl to be 10 Lower, meaning
Lt can be bmpossible, Lf Your
chawnce Ls Low enouah. Note
that in this game, the player
alwa Ys geble Nl /cy- — the
oane vaaster, EBssentially,
LYou are elther acting ow the
er/Lronient, or reacting to
the environment. f Yo are
dolng wneither, thew no voll
Ls needed.

wWhewn Lt comes  time  to



roll, You must decide what
You are Lntending. [ some-
ong controlled by the game
master Ls acting against
You, thew the gawme wmaster
will tell You whatthatperson
ls doing. For exavuple, if
the game master ts telling
You a__ttollow Ls_attacle-
Lng, You, You con dectoe to
eltther _attaclke the Hollow Ln
ceturn, or get away. f you
say-You are attackuag the
tollow, then You roll. £ Lou
suceeed, the tollow doesn't
it ol anct LYou Nt
the Hollow. £ You {oil, the
Hollow. luits Lou, but You
dont hut the Hollow. [{gou
decide to-avold belng laurt,
thewnif You—succeed,  You
take wo-damage. 1 you fail,
You take damage, but You
downtlanick the Hollow.

6968
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The Rule of Four

(Complications)
Four Ls  considered @
significant number to the
widaershin.  Four classie
elements,  four  cavdinal
divections, four seasons. To
widdershin, the number four
means  something Lmport-
ant s _ogoing to happew.
wWhen You roll a four getting
Stuff, you may roll another
ten-sided die and add this
to Your Stuff as well. This
seconol die s wot  yolled
again Lf You get another
four. \Whewn a_four shows
up_own a Chawnce voll, either
L the 108 or the 15 place,
then something significant
happens. The game master
adds o twist to the actiown; Lt
oy, bebad, ttwny be good,
but It s slguificant. If You
fail the voll, thea a good
thing comes of the fallure.
[f-You succeed, then o twist
happens tomake Your Life

19



more complicated. And Lf
you roll double fours, then
something  happens  that
changes the scene even move,
upending the sceme n an
Limportant way.

what Can t Do?
A widdershin  is  some-
what stronger thaw its size
and frame would suggest.
Tiny widdershin are about
as_strowg as o toddler or
youna child, while larger
widdershine _are  stronger
yet. A widdershin as tall as
A normal person (posslbtg 0
yanineguin. before beconn-
Lag o widdershing) Ls stron-
gt than. the equivaleat
human. betng. \Widdershin
are.gqulck and Lacredibly
agile; o t/w\@ widdershin
couaLeap from the floor to
the topof-a-bed, while Larger
widdershin . coan perform
Lucredible acts —of paviRour
and - agility. . widdershin

are olso yauch wore durable
than they have any right to
be: You can e thrown from
a_whndow _ov_vooftop and
suffer no siguificant havm,
ANDLEVEN SOVAL EVENES WinLeh
might be fatal for _most
could Lin-tlagory e sun/ived.
The ganme master will decioe
what Ls uLthat@Lg pogslbte,
and-assiga. o diffleulty to
theaction accordingly.

Harm

when Yyou are njured, the
game yaster Wil tell you
how_wuch Stuff You wilLl
Lose. Normally, this will be a
single point of Stuff, which
con vepresent o siognificant
hit. If You suffer two polints
of Stuff belng lost, this Ls
considered o serious threat,
anl Ls tmmu@ o attacke
which would visk Rilling o
woraal g va,stawt%:
a—gunshot ~wound, belng
stabbed with a kuife, ov it
b@ a.cav.-If theattack would



cause the loss of three polnts
of Stuff, the widdershin
s wn dire peril, Like betng
thrown nto a  bowfire,
crusheot bg a voad paver,
or thrown tnto a woodchip-
pEr; An attack that would be
expectedt to wear-unstno ntly
RLLL & mormal person. Note
that falling will not do more
than two points to You, as
widdershin are pretty restl-
Lent against falls. Keys are
considered spectal, and thus
cause a loss of two Stuff. I
You use Your K@g as part
of & threat, You are making
a siognificant statement of
tntent — “l will lkeill You.” A
widdershin never points a
Key at another wladershing
this Ls considered a threat to
commLE murder.

Opposed Rolls

There ts wo such thing as
an “opposed voll”. The gane
master wever volls, so the
only roll that watters is
Yours as the active agent. Do
You suceeed, or do You fail?
That's all that wmatters. (f
You and another player are
opposed, there s no roll. The
character who has the high-
est _Chance wins. If Your
Chawnces ave tled, thew the
one with the highest sStuff
wins. If that is tied, thew
each of You roll a tew sided
die until someone has the
highest result. That is the
winmner. (fthere are morethan
two of You involved in this
challenoe - such as a vace
= _then _everyone compares.
The highest Chawnce wins,
andl Uf there Ls a tie for high-
est _Chance, they cowmpare
Stuff. Thew those who tie on
the highest Stuff rolls.
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Extended Conflict

A single voll may not be
enough. If awn event or scene
requires You to perform
multiple steps to complete,
this s called an extended
conflict. For example, if You
are facing dowwn a dog that
wanks You as tts chew toy,
or You need to vace across a
freeway and wot be hit by
cars, or Youw are flghting
against a tollow; this all
WLLL require more than ong
roll.

The game waster  will
assion a_nunber of polnts
of Stuff to the challenge -
from 2 (stmple) to 9 (Lmpos-
stble). A 1 Stuff challenge
LS a g”wmpte, normal voll.
\Whewn You succeed tn a voll,
You wiLL reduce the anount
of _Stuff in the gowme
master’s pool, representing
getting closer to complet-
Lng the goal. If it involves
harming an OPPONENL, You

may reduce the Stuff in the
pool by wp to three polnts,
depenaing own Your action
at_the time (for example,
hitting a Hollow with Your
Rey removes two Stuff). If
You fail, the game maoster
reduces Your Stuff by one
OY_Vnore POLNES, depending
on_the Rind of threat you
are facing. A dog that chews
You up bnflicts 1 or 2 Stuff
depending on the size and
attitude of the dog, while
frylng to sneak through a
nouse may. cause You to Lose
1 Stuff at the very most
(Lf av%). If there Ls a time
LLnalt, the ganne mastermay,
Lastead of Lnflicting ham
DALY, LIAPOSE O AKX LA
numberof volls. You may
need to swnealk through the
house,-and aave five volls L
whlcl to defeat thvee Stuff
(one - Stufffor-eachvooun).
I You are creative, 4 success
miglat 51&0( You two Stuff
You get through the house
faster.
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Working Together

when multiple widaershin
work. together, they  can
eltther tncrease the chawnce
of _success, or Lnerease the
putcovne if the voll suceeeds.
Each individual tn a Pack
can. either grant a  +£5
Chawnce. bonus _to suceess,
or Lncrease the Havm the
widdershin Lnflicts by o
successful roll bg one, but
not both. A widdershin can
acceptlaelp from only - two
uadividuals who are outside
of the Pack, awno will either
goaina-+2 Chance bonius
per-iundividual,-or both-can
be used to-lLncrease Havin
b@ one.A-widaershin may
use—-a—ikual-te t@m/qsomnt@
adopt wndividuals tnto the
Pack for-a stngleadventicre,
dobng the vikual once per
individual betng  adopted
b (or dotng one blg ritual
and splitting the Stuff cost
2%betwem atl-the-participants,

ana dotng a stngle voll and
noplng for success).

Time

Time Ls divided tnto scenes
anol aoventures. A scene
ls o specific period of tlme
that surrounods awnd leaos
up to am event. I the pacing
of a_scene changes, Uf the
widdershin moves to a new
Locatiown, or there is a break
L the action, thew Lt could
be faivto declave a new scene.

Awn._poventure Ls A longer
period of tlme ond can. be
muade up of multiple scenes.
T@p/bcattg, awn._aoventure
beglns with a goal Lin mind,
and Ls completed when the
goal Ls uLthateLg faced,
ana ettherwon orlost. [tisat
the end of an adventure that
a-widdershin - gains Clhoince
Polints and can progress.
conbat,

LA 6\/6}/@@1@%@



surrounds the chavacters. If
the chavacters are ambushed,

they voll to resist being
harwmed.  If they attack,
they roll to inflict injury.

The flow of the warvation
determines who acts, who
rolls, awnol why. If the game
moster says, “four tHollow
descend  upon You from
above”, the veaction from
the widdershin will deter-
mine who rvolls, ano what
Rind of voll is belng madle.
There LS wnwo  “Lnitlative’,
keeping track of “turns’, or
amgtmw@ like that.

Rewards

You have completed the
aolventure — what now?

At the end of the adven-
ture, Your widdershin gatins
from 1 to 3 Chance Polnts.
These ave added to Your
character sheet, at any Level
You thoose. So, instend of 5,
10, 20, 40, €0, You can have
G, JOWP ! B KL A LOWEK
Level can't equal a higher
level.  So, eventually, if
Yow have 9, 10, 20, 40, €0,
You neeod to ratse the 10 to
11 before yow can raise the

9 to 10. The game waster

will_reward Chawnce Polnts
depending on how difficult
they felt the adventure was.
Ifthe adventure was easy,
but haa some good roleplay-
Lag wovnents, the gawme
moster iy veward  two
Chawnce Polnts. If the gawne
master Led You through a
nightmanre scenavio of hovvor
and betrayal, then You will



probably get three. Chance
Points do wnot have to be
spent; they con be saved for
Later things, such as Learn-
Lo new Rituals or collect-
Lng Relics.

Alternatively, Yyou can
spendl_one Chawnce Polnt to
oet a Ritual. This becomes a
permanentpartofyoursheet.
Declare three tokens required
to perform the ritual, and
what the vitual can do. The
gawe wmaster gets final say
o which tokewns are accept-
able and the final reward for
successfully performing the
tual. Once a ritual Ls paid
for, it uses a single polnt of
Stuff to perfoum, and You
pet o +10 Chawee bowus to
perform. it.

Other rewarols may
Lacluole =elics. A Relle Ls 2
specilal token with on. excep-
tlonal qumﬁtﬁ to it, such as

a sewing weedle that will
cause an opponent to lose
two Stuff rather thawn one, a
bottlecap shield that negates
the first loss of Stuff, or a
rhinestone that grants o +5
Chawnce bonus to a single
roll per adventure. The Limit
LS the game master’'s tmagi-
nation, but this can be given
bnstead of o Chance Point
by gome maoster controlled
chavacters as a veward for
acts of hevolsim. Mark these
relies down on Your charac-
ter sheet.



URRERATS

Theve are things out there. The world Ls dawngerous to the
widdershin: rats, cats, dogs, Hollow Ownes, and other things
that are b%omd comprehension. Thew there are threats to the
Childl, whether it might be a bully from school or an abusive
stbling or parent, or worse. The widdershin are prepared
to do what is needed to protect those that are important to

thewn, and to flght for thelr own survival.

The  Hollow are almost
widdershin... but not quite.
They are Lncomplete tn some
fashion. A tollow may not
have o ey (andmostdon't),
anol they do__wnot _mani-
fest Stuff the same way a
wioldershin does. A tHollow
oy Look too perfect, ormay
Look abused and brokewn, or
Lt oy e o hoviific amol-
ganof diffevent toys; it
all-depends on tiae Hollow's
origlin. ALl Hollow are BVLL.
They exist to laurt awnd
torture, auad they do-sowith
maliclous-glee. Tlfleg avethe
cursed-oolls, the scary toys,

the abandoned and Lonored.
TM% do not likee Mumawﬁc@,
and they Ofeﬁvultetg do not
Lilke widdershin.

A Hollow can have Stuff
between. 1 _and 9, but it
doesin't vanifest bn 4 phys-
teal way. A ttollow does not
have a Role, but it can have
a.Packe. Most ttollow do not
have Reys, Lnstead they use
tolkeens and vituals. Hollow
vikuals are AOSEY, and _ave
Lntended to disadvantage
and. o _others, _vather
than helplng the Pack. A
vitual may LMUPOSE =10
Chawnce pmaLtg to soureone,
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or tnflict from 1 to 2 harm
depenaing on how many
Hollow are tnvolved. \When
a widdershin is subject to a
ritual, they roll Chance to
restst the effects.

The thing that disturbs
widdershin the wost is that
LtLs nearly Lumposstble to RLLL
a_ttollow. A Hollow may be
stopped for a time, disop-
peartng for months or even
years, ano when Yo think
Lt s finally defeated and it
ls nothing but a memory,
Lt will vetuin.  Each Hollow
hos o true death — o specific
weakness that will lay it to
rest forever.  Entire adven-
tures or  even. CompaLgng
mny-sucrownd flaoing. the
true death for a particulary
viclous Hollow.

wKx G 5k

The widdershin tend to
avotd  human  contact.
The varve widoershin may
befriend a child, but bn most
cases they prefer to lkeep
thely existence a secret. It is
easier to protect people it they
dont kmnow You exlst, and
it vwakes Lt easier to avold
those who might prey on
the widdershin. Unless the
ooame wmaster dectoes other-
wlse, LEcam be presument soct-
ety at large Rnow nothing
of widdershin anad Hollow...
and encountering etther is
probabtg 0 tewt{gév@ event
for o human.

A huuman will have between

1 angd 2 Stuff. Awn excep-
tlonal  humawn may have
Up to 5 Stuff, and carely
move.  Humans are gener-
ally squlshg LA COVAPAKLSON
to wioldershin and Hollow.



There are many beasts that

might prey on widdershin:
cats and dogs, owls awnd
rats. [ many cases, these
are slmp% mundane
antmals, anad not much to
worry about. However, the
oame  vanaster cawn  declote
that these animals ave tintel-
Llgent, cunning, and poss’u—
btg hostile tothe widdershin.
There can e other things
that the wtiddershin may
need to face as well, crea-
tures that arve more unnat-
ural.

Beasts  will  generally
have 2 to 4 Stuff. Laroe
or_superlor beasts vmay get
as high as & to 9 Stuff, for
things Like bears and/or
dive wolves. After taking
2 Harme wmormal  animals
will most Likely flee combat
unless they ave despernte.

Dthars

The gaue wmaster  coun
design other threats to face,
depending o thae desired
COMAPALG . SPLILES, wndead,
orfaedescanallbepartoftie
ganae. The ovmount of Stff
these creatures —can—have
depends-on how much of o
challenge the gaome master
wants to glve the players,
and what s appropriate to
the creature encountered.

Magic can be a part of the
Oame, b@@owd the rltuals
that_are performed by the
widdershineg  —  presuming
that such rituals are magic
to_begin with. (£ may be
Lnteresting to provide some
hwmans with the gift of
PAAGLE, OF  Provide  Super-
natueal  creatures  with
strange powers. For A char-
acter conkrollea by the gone
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master to use maglie, Lt costs
a_polnt of Stuff to perform
a wmagical feat. No voll (s
required, unless it is belng
performed _on a  player’s
chavacter, tn which case the
character volls to attempt to
resist the effect.

When tntroduciing magice
lnto the gawe, decide what
the wagic looks and feels
Like. i our world human,
magle Ls tied to  culture
and faith, and the vagical
traditions of one cultuve will
feel quite diffevent from the
traditions of amother culture
or-elief. I You lntroduce
other culturves — faerie magic
for instance — ik should have
aunlgueand. alienfeelto ik,
to-set Lt apont froumdawmma
magie.

it you want a widdershin
to be capable of magic, You
should flrst—declde what

widdershin — wagic  feels
lilee. (s it tied to trinleets
and_relics? 1S it spiritual,
or phgglcat? s it tied to a
widdershin belief system?
Theve ave manyy ways._ you
can__tntroduce wagie  to
the widdershin. f a player
wanks to start a charvacter
with this wagie, Yow can
have the player sacrifice
one Chawnce Point from the
chavacter sheet for access
to wmagle.  This does wot
provide  spells ot charac-
tev _creation, but  Lnstead
allows  the widdershin.  to
perform magie by spend-
Lng two poluks of Studff.
ownce an achentiure has been
completed, the chavacter
MUSE pay back the Chance
Polint Spet, ang-can- then
spend.Clhaance  Polints —to
create spells, mauch as vLtu-
als arve created. A spell that
LS—IRnowia owtg costs —one

point of Stuftf.



wWhat can magie do? This  east lmd widdershin.  Theu

dewswﬁhL@MMw&M

master allows — but MAQLE  thelr vaaoie should {pptdhmr

should have an MVLP&IVH/ILIQ/JI as-wunusual, even to thens

and. _stronge feel to it if
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Name: :
=ole: PUrpose
Stw(;f: K@@:

Chance: ELEL O, DR

Tokens and =elies Rituals

Notes




Description and tHistory

WwWhat Ls Your na me?

How Were you Lost?

what were You before You became widdershin?
How does Your stuff manifest?

How does Your Rey manifest?

What s most tmportant to You?

what do you fear?

what oo You think of humans?

what Ls your favourite token?
Who Ls Your favourite widdershin?

Who s Your least favourtte widdershin?
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