
I’m in a bedroom but it’s not mine.
Where am I?

Where are my clothes?

...who am I?
Ambush; oddity is invisible/hostility. Can I dodge the blow?

1d + 1 out of Brilliant + 1 out of Reserve. 1 5 6. The 6
says yes; I put it back into Brilliant. I discover “Sharp Ears

1” and I’m “Grazed -1”.

, WKURZ P\VHOI DVLGH DV D GDJJHU RI LFH� ZLHOGHG E\ DQ XQVHHQ
KDQG� KLVVHV WKURXJK WKH VSRW ZKHUH , ZDV� JUD]LQJ P\ DUP.

Dramatic Move; show something awful off-screen.

7KHUH’V D OLQH RI EORRG� VWLFN\ DQG GDUN� RQ WKH яRRU� UXQQLQJ
RXW IURP XQGHU WKH FORVHG GRRU.

Can I tackle the assassin?

1d + 1 Sharp Ears + 3 Reserve. 2 1 3 4 3. A 4; I
choose success at a cost, with five bad dice.

, OXQJH LQWR WKH LQYLVLEOH DVVDVVLQ� WDNLQJ XV ERWK WR WKH яRRU.
7KH EODGH VOLFHV DFURVV P\ SDOP DQG JRXJHV P\ DUP.

Bleeding -3 and Injured arm -2. Can I hit him accurately
enough to knock him out?

1d + 3 Brilliant + 4 Reserve, all of it. 1 4 2 4 1 6 5 4.
The highest, the 6, drops by 5 from penalties. I read the 5

as “yes”, but that’s five more bad dice. Injured ribs -3,
injured arm worsens by 2 to -3, bruised hand -1.

The three good dice, the 4s, go into Fisticuffs.

, SODQW D юVW DV KDUG DV , FDQ ULJKW ZKHUH , KRSH KLV IDFH LV.
7KH HGJHV RI P\ YLVLRQ DUH JRLQJ EODFN� DQG ,’P GL]]\� DQG ̈

Why is someone trying to kill me?

BLANKSLATE

<RX KDYH Amnesia �� DQG
Seize Fate �.

5ROO D Starting Trait DW �.

<RX KDYH � 5HVHUYH GLFH.

5ROO D Location� WZR Keywords
for Setting Scenes� DQG DQ Ac-
tion. 'HVFULEH KRZ \RX ZDNH.

what Happens Next?
5ROO DQ Interrupt DQG Oddity.

)UDPH D TXHVWLRQ DERXW ZKDW
\RX GR.

<RX JHW RQH GLH MXVW IRU WU\LQJ.

<RX FDQ PRYH GLFH IURP RQH
VXLWDEOH 7UDLW WR WKH SRRO.

<RX FDQ PRYH GLFH IURP \RXU
UHVHUYH WR WKH SRRO.

5ROO \RXU SRRO� WKHVH GLFH DUH
LQ SOD\.

Resolving the Roll
,I QHJDWLYH 7UDLWV DSSO\� VXE�
WUDFW WKHP IURP WKH KLJKHVW GLH�
GRZQ WR �. &DUU\ H[WUD RYHU
WR WKH QH[W KLJKHVW� DQG VR RQ.

3LFN RQH GLH WR DQVZHU WKH
TXHVWLRQ.

6 <RX JHW WKH DQVZHU \RX
ZDQW.

2-5 &KRRVH� \RX JHW WKH DQ�
VZHU \RX ZDQW� EXW WKHUH’V
D PLQRU FRPSOLFDWLRQ 25 \RX
GRQ’W JHW ZKDW \RX ZDQW EXW
WKHUH’V DQ XSVLGH.

1 <RX GRQ’W JHW WKH DQVZHU
\RX ZDQW DQG WKHUH’V D PDMRU
FRPSOLFDWLRQ.

Dispose of the Dice
,I WKH DQVZHU LV D � RU WKHUH’V
DQ XSVLGH� PRYH WKH DQVZHU GLH
LQWR D SRVLWLYH 7UDLW.

,I LW’V D � RU WKHUH’V D PLQRU
FRPSOLFDWLRQ� PRYH WKH DQVZHU
GLH LQWR D QHJDWLYH 7UDLW.

2Q D PDMRU FRPSOLFDWLRQ� DGG
WZR H[WUD �V WR WKH GLFH LQ SOD\
DQG DGG D GLH WR \RXU UHVHUYH.
5ROO DQ Interrupt.

0RYH DQ\ UHPDLQLQJ GLFH LQ
SOD\ LQWR ORRVHO\ DSSURSULDWH
7UDLWV� XVLQJ WKH юFWLRQ DV D
JXLGH. ,I D GLH LV ��� UHYHDO
RU ERRVW D SRVLWLYH 7UDLW� ��� D
QHJDWLYH RQH.

7UDLWV FDS DW �� H[FHSW Seize
Fate� ZKLFK FDQ KROG �.

1DUUDWH WKH RXWFRPH� WKHQ UROO
D Dramatic Move DQG IUDPH D
QHZ TXHVWLRQ...

Traits
7UDLWV FDQ EH DQ\WKLQJ IURP DW�
WULEXWHV DQG VNLOOV WR HYHQWV RU
UHODWLRQVKLSV.

&UHDWH 7UDLWV DV WKH\ DUH GLV�
FRYHUHG LQ WKH юFWLRQ. /RRN IRU
FKDQFHV WR UHYHDO DQG UHODWH.

<RX PD\ UDLVH Seize Fate RQFH
SHU VFHQH.

5HGXFH D QHJDWLYH 7UDLW E\ RQH
DIWHU \RX DSSO\ LW LI \RX FDQ H[�
SODLQ KRZ LW ZDVQ’W WKDW EDG RU
LV JHWWLQJ EHWWHU.

5HGXFH 7UDLWV LI WKH юFWLRQ UH�
TXLUHV LW.

Starting Traits
� TXLFN � GHDGO\
� EULOOLDQW � VNLOOHG
� GHWHUPLQHG � OXFN\

Interrupt (3-)
� DPEXVK � SURSRVDO
� DODUP � DVVDXOW
� H[SORVLRQ � Conflict

Oddity Part A
� LQH[SOLFDEOH � IRUFHG
� YLFLRXV � XQH[SHFWHG
� LQYLVLEOH � RXW RI SODFH

BLANK SLATE
LV E\ 7DP +.

katamoiran rpgs

,QVSLUHG E\
One Eye Open
Apocalypse World
6 Hours to Midnight
Swords Without Master

6HSWHPEHU ��� ����.

Oddity Part B
� � � � � �

� PRYHPHQW VWLJPDWD ZKLVSHULQJ VKDGRZV EXOOLHV K\VWHULD
� QLJKWPDUH WKLQJ YHUWLJR VFHQW HFKR KDOOXFLQDWH
� DWWUDFWLRQ EORRG ZLQG DFWLRQ яDVKEDFN WLPH
� VWDWLF KRVWLOLW\ OLJKWV DWWDFN FROG YLEH
� юUH ZDWHU JHDUV GHDWK NQLIH WKXPS
� EORZ ZHDWKHU LOOXVLRQ WRXFK QRLVH HPRWLRQ

:KHQ \RXU QHJDWLYH 7UDLWV WR�
WDO PRUH WKDQ WZLFH \RXU SRVL�
WLYH� PDUN GRZQ HDFK WLPH \RX
GRQ’W JHW ZKDW \RX ZDQW.

,I \RX KDYH WKUHH PDUNV� \RXU
PHPRU\ LV ORVW. 'RQ’W UHGXFH
Amnesia DJDLQ� DQG VXEWUDFW
Amnesia IURP Seize Fate.

Scenes
6HW WKH VFHQH XVLQJ WDEOHV� LQ�
FOXGH DQ 2GGLW\.

(DFK VFHQH� XVH DW OHDVW RQH
7UDLW WKDW \RX KDYHQ’W EHIRUH.

:KHQ \RX GRQ’W NQRZ ZKDW’V
QH[W� UROO D Dramatic Move.

:KHQ \RX UXQ RXW RI UHVHUYH�
HQG RQ D EDG QRWH.

6WDUW WKH QH[W VFHQH XQGHU
GXUHVV DQG UHюOO \RXU UHVHUYH DW
WKH VWDUW RI LW.

Remembering
:KHQ Amnesia LV UHGXFHG� UH�
PHPEHU D Missing Piece.

7KH юUVW WLPH LW KLWV �� VHW LW
EDFN WR � DQG UROO DQ Esca-
lation DQG D Keyword to End
Things.

7KH VHFRQG WLPH� EHJLQ WKH GH�
QRXHPHQW. 5ROO D Big Reveal
DQG D Keyword to End Things.
(VFDODWH. 7LH WKUHDGV EDFN WR�
JHWKHU.

(QG WKH JDPH DIWHU WKLV VFHQH
RU RQH PRUH� \RXU FKRLFH.
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Missing Pieces
��� QDPH PLVWDNH MRE SDUHQW IDFH PHQWRU
��� ORYHU GXUHVV JRDO PLVVLRQ FKLOG ZHDSRQ
��� JHDU UHJUHW SDVW KRPH SHW EUHDNIDVW

Dramatic Moves
� 3XW VRPHRQH LQ D KLJK�VWDNHV RU FRPSURPLVLQJ SRVLWLRQ.
� 5HYHDO DQ XQH[SHFWHG GDQJHU RU FRVW.
� +XUW VRPHRQH RU WKUHDWHQ WR.

�� � 7HPSW RU SURYRNH D UHDFWLRQ.
� 7DNH VRPHWKLQJ RU VRPHRQH DZD\.
� ([SRVH D ZHDNQHVV RU SDVW PLVWDNH’V FRQVHTXHQFHV.
� 8VH WKH KHUR’V 7UDLWV DJDLQVW WKHP.
� 7XUQ WKH KHUR’V DFWLRQ RU LQWHQW EDFN RQ WKHP.
� 6KRZ VRPHWKLQJ DZIXO Rэ�VFUHHQ.

�� � %ULQJ LQ VRPHRQH LQWHUHVWLQJ ZLWK DQ DJHQGD.
� 6KRZ D QHZ IDFHW RI RU GUDZEDFN WR WKH KHUR’V DVVHWV.
� 2эHU D KDUG EDUJDLQ RU DQ XQSDODWDEOH FKRLFH.

Motive
� JUHHG
� UHYHQJH
� GHVLUH
� JRRG
� SLW\
� ORYH

Initial
� 5 0
� 6 *
� 7 3
� / &
� 1 $
� ( -

Interrupt (4+)
� EULEH � VHGXFWLRQ
� VKRXW � EHWUD\DO
� VODS � Escalation

Conflict
� EUDZO JDXQWOHW
� GXHO HPRWLRQDO
� GHPDQG FRXUW
� UDFH KXQW
� WUDS OXUNHU
� VRFLDO PHQWDO

Enemy
� SRZHUIXO EDQQHG
� ULYDO QREOH
� QDWXUDO PRE
� VHOI FRQQHFWHG
� H[�ORYHU SDWLHQW
� KLGGHQ FXQQLQJ

Person
� QREOH DVVDVVLQ
� VS\ WLQNHU
� VROGLHU PHGLF
� H[SHUW VWXGHQW
� VFKRODU KXQWHU
� DUWLVW VRFLDOLWH

Positive Traits
��� ��� ���

� ZHOO�HGXFDWHG ZHOO�WUDYHOHG DUWLVWLF WDOHQW
� WKLHI RU VS\ H[SHUW LQ юHOG VHHU RU SURSKHW
� ZRUOG FODVV DWKOHWH WUDLQHG ZDUULRU KDUG\
� ROG яDPH VHGXFWLYH QRWDEOH HVFDSDGH
� VHFUHW DOO\ UHQRZQHG VXUJHRQ UR\DOW\
� NLOOHG VRPHRQH QRWDEOH IRXJKW LQ D ZDU EXLOW EXVLQHVV

Negative Traits
��� WULFN NQHH IUHH]LQJ EOHHGLQJ
��� SKRELD EURNHQ ULE H[KDXVWHG
��� KXQJU\ VWDJJHUHG VSUDLQ

Emotions
��� VDUFDVP KRQHVW\ WUXVW
��� WHUULюHG YHQJHIXO ODVK RXW
��� DQJU\ GHFHSWLYH GHVLUH

Tone
��� FROG KRW EURRGLQJ DJJUHVVLYH FDXWLRXV EROG
��� VDG MR\IXO VHULRXV MROO\ GDUN OLJKW
��� JULP PDQLF FDXVWLF JHQXLQH GHFHLWIXO WUXH

Seize Fate
6SHQG Seize Fate WR EULQJ GLFH
LQWR SOD\ DV XVXDO.

,Q WKH юQDO VFHQH \RX PD\ DOVR
VSHQG LW RQ Outcomes� RWKHU�
ZLVH WKH юFWLRQ GHFLGHV.

A Different Angle
5HSODFH Amnesia ZLWK D PHD�
VXUH OLNH In the Dark RU Threat-
ened. Seize Fate EHFRPHV
Victory RU Discovery.

Missing Pieces EHFRPHV Clues.

Oracle
)RU JXLGDQFH� IUDPH D TXHVWLRQ
DQG UROO WR DQVZHU. 'LVFDUG WKH
DQVZHU GLH.

,I \RX XVH D 7UDLW RU 5HVHUYH�
UHVROYH DV XVXDO LQVWHDG.

Escalation
� ELJJHU SORW UHYHDOHG
� YLFWRU\� LW’V QRW UHDO
� NQLIH LQ WKH EDFN
� EDG JX\ SODQQHG LW DOO
� UHDO EDG JX\ UHYHDOHG
� UROO D Big Reveal

Big Reveal
� PDMRU FKDUDFWHU GLHV WKH\’UH QRW ZKR \RX WKRXJKW
� VWRU\ ZLWKLQ D VWRU\ WKLV LV QRW WKH HQG
� \RX KDG LW DOO DORQJ \RX’UH QRW ZKR \RX WKRXJKW
� LW ZDV DOO D OLH \RX DUH EHWUD\HG
� VXESORW LV QRZ FUXFLDO LW’V DOO \RXU IDXOW
� ELJJHU HQHPLHV DUULYH UHYHUVDO RI FLUFXPVWDQFHV

Locations
� DяRDW RQ DQ LVODQG LQ WKH MXQJOH
� D GDPS GXQJHRQ D VHFXUH FHOO D GLQJ\ KRWHO URRP
� D FURZGHG EDOOURRP D OX[XULRXV EHGURRP D PDQVLRQ’V EDOFRQ\
� WKH WUXQN D SODQH’V FRFNSLW FDUJR VKLS’V KROG
� D VWHULOH ODE D FRѐQ�OLNH ER[ DQ REVHUYDWLRQ URRP
� D KRVSLWDO URRP DQ DEDQGRQHG DQFLHQW FLW\ WKH FDWDFRPEV

Action
� H[FOXGH UHVLVW GHPDQG
� KLGH SXUVXH FKDOOHQJH
� REVHVV HQGXUH DWWDFN
� FRQIURQW REVFXUH EHWUD\
� GHQ\ GHFHLYH UHYHDO
� HQMR\ яHH FUXVK

Duress
� SDLQ
� LPSULVRQPHQW
� EHDWLQJ
� LQWHUURJDWLRQ
� IRUFH VHUYLFH
� WKUHDWV

Outcomes
� \RX �RU DQ DOO\� VXUYLYH
� \RX �RU DQ DOO\� ZLQ D JRDO
� DQ HQHP\ LV NLOOHG

Outcomes may be literal or figu-
rative; interpret in context of the
fiction.

Keywords for Setting Scenes
� FDSWXUH UHYHQJH ZDWHU ZDQW HQY\ VHOI�LQWHUHVW
� LFH KDWUHG MHDORXV\ ORYH KRSH GHVSDLU
� UDJH юUH IHDU WLPH KLVWRU\ GRPLQDQFH
� DWWDFN GHIHQVH PDJLF UHVLVW SDLQ PDOLFH
� VFKHPH KRQRU GXW\ EHWUD\DO PLVWDNH REVHVVLRQ
� GHEW YLFH IXWXUH SRZHU GHVLUH PDFKLQHU\

Keywords to End Things
��� PXWDQW P\WKRV FRQVWUXFW GHDWK PDJLF ODVW FKDQFH
��� V\PELRQW DIWHUOLIH GUHDP JXDUGLDQ GHPRQ H[SHULPHQW
��� XQG\LQJ WRS VHFUHW EORRG ROG JRGV YDPSLUH VNLQFKDQJHU
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