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Health Learning Contact Magic This Is Home

ForceXP

MoveXP
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Trouble 

If there is a consequence for failure, no matter how small or how large; 

and there is a non-negligible chance of failure, 

you are in Trouble. Describe how you overcome the Trouble, then roll dice: 
● Add the die of the Attribute you're using — 1d6, 1d8, 1d10, or 1d12. 
● Add the dice of the Skill you're using — 1 to 5d6. 
● Add dice from items and hobbies. Common Items and Hobbies add 1d6, your 

Favorite Item/Pet adds 1d8; Special Items add 1d6, 1d8, 1d10, 1d12, or 1d20. 
Each die that shows 6 or more is a success. You usually need one success to overcome 
Trouble, but you might need two, three, or even four. 

If you push a roll, you take a Condition and reroll all failures. You can push a roll a 
number of times equal to the amount of successes you need.
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Setting Principles 

1. Folkloric Origins. In the Hidden 
World, the boundary between myth and reality has 
broken down. 

2. Fictional Origins. The Hidden 
World is inspired by modern fiction. 

3. Magic Everywhere. Magic is very 
common in everyone's day-to-day life. The effects of 
magic are usually obvious and instantaneous. 

4. Limited Technology. The tech-
nological development of the world is equivalent to 
that of the 1980s (or early 1990s at most). 

5. A Dangerous World. The Outside is 
dangerous. 

6. A Safe Place. Home is safe. 

7. Violence Isn't the Answer. 
The PCs should not use violence to solve their 
problems. As the GM, you should always give your 
players non-violent solutions.

Home 

These are the requirements for a place to 
be considered Home: 

Food & Drink. Home must have 
food & drink for those who need it. 

Shelter & Space. Home must 
provide shelter to, and be big enough for, 
you and your stuff. 

A Friend. Home must contain a 
friend (even a soggy one). 

Safety. You must be safe at Home. 

These are the things you can do at Home: 

Heal Conditions. You can spend 
a scene to heal up to 2 Conditions. Other 
players can heal or spend XP in the same 
scene. 

Spend XP. You can spend a scene to 
spend up to 10 XP on Skills. Other players 
can spend XP or heal in the same scene. 
Once you've spent 35 XP on a Skill, it 
increases by 1d6.

Outside 

Anywhere that isn't Home is Outside. 

These are the things you'll do while you're 
Outside: 

Get in Trouble. This can happen 
at Home, but it's more common Outside. 

Gain Conditions. This can 
happen at Home, but it's more common 
Outside. You usually gain Conditions by 
failing rolls to overcome Trouble. The 
Conditions are Hurt, Tired, Upset, Scared, 
Cursed, and Sick. When you gain a fourth 
Condition, you're Broken. 

Earn XP. You can earn XP from your 
Problem, or by discovering something or 
interacting with something in a new way. 
You can earn XP from your Problem while 
you're Home or Outside, but you can only 
earn XP by discovering things or inte-
racting with things in new ways while 
you're Outside. 
● Common: 1 XP 
● Uncommon: 2 XP 
● Rare: 3 XP 
● Mythical: 4 XP
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