
Black Seas of Infinity 

Black Seas of Infinity is a role-playing game about the end of the world. One player 

takes on the role of Master of Ceremonies (MC), which is like the GM or Referee 

role in other role-playing games. The other players portray the protagonist 

characters, usually one each. 

 

The group as a whole determines what the game’s setting looks like and what 

threatens to end it all—that’s the eschaton. How far into the future is the game set? 

What kind of technologies are available and which ones are commonplace? The 

game makes a few assumptions—science fiction, humans only, minds are attached 

to bodies—but aside from that, the details are up to you. 

 

Once this setup is finished, you create the protagonist characters. To do this, 

choose an archetype and fill it out. This will give you a fairly fleshed-out character, 

complete with an issue, stats, and equipment, along with a variable amount of 

background. 

 

In play, the protagonist players and the MC have different responsibilities. 

 

Protagonist Players’ Responsibilities: 
• Portray your character like a real person. 

• Say what your character says and does, thinks, feels, and remembers, according 

to the circumstances and the effects of external pressures. 

• Answer the MC’s questions about your character’s daily life and past. 

 

MC’s Responsibilities: 

• Portray a world that feels real. 

• Push forward the eschaton. 

• Adjudicate the rules. 

 

 

 

 

 

 

 

 

 

This draft finished October 2012, in Vancouver, Canada. 

Johnstone Metzger. 
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moves 
Most of the time, the game is like a conversation. You say what your character does, 

the other players say what their characters do, and the MC says what happens 

around them and what the rest of the world does. But there are some situations, 

based on your character’s actions, which call for the dice to determine what 

happens. When you describe your character acting in one of these ways, it’s called a 

“move.” When you make a move, you roll the dice. 

 

How to Roll 
Often, when you roll, you will roll two six-sided dice and add the results together. 

Sometimes, you will roll three or four dice and keep the two highest results, adding 

them together. Occasionally, you will roll three dice and keep the two lowest. The 

exact number of dice you roll is based on your character’s stats. If your relevant stat 

is rated 2, 3, or 4, that is how many dice you roll, keeping the two highest. If your 

stat is rated P (instead of 1), you roll three dice and keep the two lowest. 

 

This gives you a number between 2 and 12 that is then modified by any advantages 

or disadvantages that might affect your character’s actions. This final number then 

determines the outcome of your move. A result of 7 or higher is called a “hit,” and 

means you have at least some success. A result of 7-9 is a weak hit, a 10 or higher is 

a strong hit, and occasionally a 12 or higher is an exceptional hit. The specific 

results are given in the description of each individual move. A result of 6 or less is 

called a “miss,” and means the MC is able to describe the results, which are usually 

detrimental to the protagonist character. 

 

Stats 
Protagonist characters in every Black Seas of Infinity game have four primary stats: 

cold, heavy, hot, and sharp. There are also four optional peripheral stats which can 

be used to add depth to a game: deep, hungry, psychic, and technical. The default 

rules assume that the deep stat is being used, but not the other three. You can play 

without the deep stat, of course, although the six basic archetypes also assume it is 

in play. Decide which peripheral stats are available when you create your setting. 

 

’Vantage 
Various things can give you an advantage or a disadvantage when you make a roll. 

Each advantage gives you a +1 to your roll, and each disadvantage gives you a -1. 

There are limits to how many, and which, ’vantages can apply to each roll, 

however, based on the scope and scale of your action. 
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Scope 
There are three particular areas that determine how much of an advantage or 

disadvantage you can gain when undertaking a particular action. These are scopes: 

circumstances, personal ability, and technology. From all the factors that contribute 

to your success or failure, only one from each of these three scopes can be applied 

towards advantage, and only one from each can count as a disadvantage. 

 

Circumstances: You can gain advantage from favourable circumstances, such as a 

better understanding of the situation or help from other people. You can be at a 

disadvantage in unfavourable circumstances. 

Personal Ability: A personal ’vantage can come from your skills or failings, your 

own abilities and memories, or from your own understanding of a situation after 

studying it. Methods and styles are special categories of personal abilities. 

Technology: You can also gain advantage by having specific technology, in the 

form of implants or superior equipment. If you technology is inadequate, you can 

suffer a disadvantage. 

 

You can gain one advantage from each scope, and one disadvantage from each 

scope. After that, you must rely on your natural skill and talent. Note that acting 

on information gained by looking for clues and weakness can count as either a 

circumstantial or personal advantage (but not both). 

 

Methods and styles are specific forms of advantages that apply to specific moves. 

Your character may have other abilities and implants that only grant advantage or 

put you at a disadvantage for specific moves. This is noted as part pf the 

description, along with a +1 or -1 to show the effect. For example, “combat training 

(assault+1)” is an advantage, while “style: friendly-1” is a disadvantage. ’Vantages 

like skills, that are not methods or styles and do not list a specific move, can take 

effect in whatever situation makes sense. 

 

Scale 
The scale of your action, determined by which “level” of existence it occurs on, also 

limits which of your ’vantages can be applied. This includes methods and styles. 

Each ’vantage listed on your sheet can only be used in one particular level. 

 

Level 0 is the flat world of data: information in books and on the net. Level 1 is the 

physical world. Level 2 exists solely within the mind, the world of thoughts, 

memories, and psychic phenomena. Methods and styles that work on one level will 

not work on the others, and each source can be accessed only on a single level. 
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the basic moves 
You roll dice when your moves tell you to, and not every protagonist character has 

the same moves. There are nine basic moves that every protagonist character has. 

Each primary stat has two basic moves associated with it, and there is one 

additional move that does not require dice. 

 

When you act in spite of danger, or do something risky that doesn’t trigger another 

move, the MC will choose 1 or 2 of the following: 

� It’s stressful. 

� Someone gets hurt. 

� Something is damaged. 

� You draw unwanted attention to yourself. 

� You end up in a difficult position. 

� You leave something behind. 

� You take something with you. 

If you have any relevant ’vantages, an advantage may allow you to ignore one of the 

MC’s consequences, and a disadvantage may allow the MC to choose an additional 

consequence. 

 

When you commit assault, roll heavy+assault. On a 12+, all 3. On a 10 or 11, 

choose 2. On a 7-9, choose 1: 

� You prevent moves from being made against you. 

� Your enemy suffers. 

� Your maneuver is successful. 

If your enemy takes action to avoid harm, they must either do what you want or 

exit the fight. 

 

When you evade detection, pursuit, or trouble, roll cold+evade. On a 12+, you may 

end or exit the scene having completed your main objective. On a 10 or 11, you 

avoid the danger. On a 7-9, you stay out of trouble for now, but the danger 

remains or you have to deal with other consequences in order to get away. 
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When you influence someone, roll hot+[style]. On a 12+, they will do what they can 

to appease you or make room in their plans for you. On a 10 or 11, they want 

specific promises. On a 7-9, they want concrete assurances. The MC will tell you 

what. If you hold up your end, you can hold sway over them or use them as a 

source later (source+1). Alternately, they can resist your influence and suffer stress. 

If you influence another player’s character, they get circumstantial advantage if they 

are swayed by you, and suffer stress if they refuse you. 

 

In order to influence another character, you must either have (or be) something 

they want, or hold sway over them. 

 

When you interview someone, roll hot+[style]. On a 12+, you learn 2 things about 

them and may declare 1 thing about them in return. On a 10 or 11, either learn 2 

or declare 1. On a 7-9, learn 1 thing only. Acting on this information grants you 

advantage. 

 

When you look for clues, name a location and roll+[method]. On a hit, the MC will 

give you an honest and detailed description of anything hidden or suspicious there. 

Additionally, on a 10+, you can name a second location or ask a follow-up 

question. Acting on the clues or answers you receive grants you advantage. 

 

When you look for weakness, name a target and roll sharp+[method]. On a hit, the 

MC will tell you its most obvious weakness, honestly and in detail. Additionally, on 

a 10+, you can name a follow-up target or ask a follow-up question. Exploiting a 

weakness or acting on the answer your receive grants you advantage. 

 

When you recover from trauma, roll heavy+recover. On a hit, you can stabilize 

your wounds now, or cross off a disorder or injury after taking time off to rest and 

heal. Additionally, on a 12+, you can instead erase an injury now, and on a 10 or 

11, you can instead cross off an injury now or erase an injury over time. 

 

When you resist pressure, roll cold+resist. On a 12+, choose 2. On a 10 or 11, 

choose 1. On a 7-9, choose 1 but if you resist, you also freeze or hesitate: 

� Resist an external pressure. 

� Resist an internal pressure. 

� Reverse an external pressure. 
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sway 
When you influence someone and you keep your part of the bargain, you can hold 

sway over them. When you interview someone and you say you hold sway over 

them, you do so. When you look for clues or weakness and you ask how you could 

hold sway over someone, if you do what the MC tells you, you can hold sway over 

them, exactly as described. 

 

When you hold sway over someone, write down a short phrase describing the 

influence you have over them, the bond the two of you share, or the deal you made 

with them. You can point to that sway as leverage, in order to influence them, or 

you can cross it out to gain circumstantial or personal advantage. You may hold 

sway over another character multiple times, as long as the phrases are different. If 

you cross out a phrase to gain advantage, you can write the same phrase again if you 

hold sway over them later, thus reaffirming your relationship with them. 

 

When you make your character, there are a number of phrases on your sheet, 

representing what kind of sway the other protagonist characters have over yours. 

During character creation, you will give at least one of these to each other player’s 

character. 
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trauma 

Trauma is a complicated thing, and takes several forms: disorders, harm, injury, 

stress, and wounds. Disorders and wounds are conditions you write down on your 

sheet. They exist in the fiction. You write a disorder when stress and horror cause 

you to dissociate. You write a wound whenever you suffer harm or injury. 

 

Harm, injury, and stress are numbers, abstracted from the fiction. When you suffer 

harm, the MC will tell you how much harm you suffer. You must mark this harm 

down on your sheet, distributed between injury and stress as you see fit. You can 

only suffer harm because of a hard move, not from a basic move or setup move. 

 

When you suffer injury, mark your injury meter. The MC can also choose 

consequences. When you suffer stress, mark your stress meter. You can suffer injury 

because of suffering harm and choosing to suffer injury because of it, or when the 

MC makes a hard move and inflicts injury (usually because of an unstabilized 

wound). You can suffer stress by suffering harm and choosing to suffer stress 

because of it. You also mark a stress whenever you face the horror, when you are 

influenced by another player’s character or a supporting cast character and you 

deny their sway, or when the MC makes a hard move and inflicts stress. 

 

Conditions. 
Conditions are states of being that affect your character, usually because of harm or 

stress. They count as vantage (usually disadvantage) if they are directly relevant. 

 

Harm. 
When you suffer harm, record the wound and distribute the harm between your 

injury and stress tracks. 

� 1 harm: Unarmed attacks, improvised weapons, and ricochets. 

� 2 harm: Handguns, knives, and clubs. 

� 3 harm: Assault rifles, grenades, and swords. 

� 4 harm: Mortars and tank guns. 

� 5 harm: Missiles and napalm strikes. 

� 6 harm: Nuclear strikes. 

For incidental fire and glancing blows, divide harm by two, round down. 

For concentrated fire or aggravated assaults, add +1 harm. 

 

When you suffer harm, you will also write the wound or wounds as a condition on 

your sheet. When you heal, you may be able to cross off or erase wound conditions. 
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Injury. 
When you suffer injury, the MC will choose up to 1 option per point of injury: 

� You are stunned or knocked unconscious. 

� You fail to notice something important. 

� You freeze up, hesitate, or pause. 

� You lose track of someone or something. 

� You lose your footing. 

� You lose your grip on something. 

� Your movements or senses are impaired in some way. 

If you accumulate 4 points of injury, you die. 

 

If you stabilize your wounds, erase the marks on your injury meter. 

 

Stress. 
Facing the end of the world is stressful. Mark a stress point whenever: 

� …the rules tell you to do so. 

� …you ignore another character’s influence over you. 

� …you face the horror. 

� …you fail to resist pressure. 

� …you suffer a traumatic experience. 

When you mark your fourth stress point, you must face the horror. Then erase all 

your stress and mark a point of stress for facing the horror. 

 

When you suffer stress, you choose how you react to it, unless you accumulate 4 

points of stress, in which case you must face the horror. 

 

The Horror. 
When the stress gets to be too much, or when you are confronted with the full 

realization of the impending end of humanity, that’s when your mind begins to 

dissociate and you risk losing your sanity. 

 

When you mark your fourth stress box, you must face the horror. Clear out your 

boxes, roll four dice and then mark a stress for facing the horror. 

 

When you are confronted by a manifestation of the eschaton for the first time, you 

must also face the horror. Each particular manifestation will only force you to face 

the horror once, the first time you encounter it. Further encounters might be 

stressful, but you won’t have to face the horror until you mark your fourth stress 

box. When you roll, roll dice equal to your current stress level 
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When you face the horror, roll 2d6. On a 10+, your reaction is delayed, and you say 

how you deal with it later. On a 7-9, you suffer a minor dissociative reaction now 

and the MC chooses 1: 

� You fail to notice something important. 

� You lose track of someone or something. 

� You lose your grip on something. 

� You take one concrete action of the MC’s choosing. 

On a miss, you experience a severely dissociative reaction. 

 

Your existing disorders may serve as disadvantages to this roll. 

 

Whatever your reaction to the horror is, record a disorder on your sheet. The MC 

will determine the name and severity of this disorder based on how you handle 

facing the horror. Your choice of reaction is dependent on your archetype and 

decisions you made during character creation. 

 

Reactions: 
When you create your character, choose two reactions. When you suffer a reaction 

in play, choose one or both of your two reactions and then say how this makes your 

character behave: 

� Arousal: You experience an inappropriate sexual reaction, and become aroused 

by stimuli that would normally either shame or repel you. 

� Fight: You must engage in violence, striking out at the cause of your stress or 

something that reminds you of it. 

� Flight: You must flee from the source of your stress. 

� Freeze: You either freeze up, unable to react, or simply ignore any threats. 

� Hallucinate: You experience vivid hallucinations, or consume drugs in order 

to. 

� Self-Harm: You experience a violent urge, but turn it inward on yourself, 

engaging in extremely risky behaviour, or outright self-harm. 

 

Reducing Stress Levels: 
If you engage in low-level behaviour that corresponds to one or both of your 

reactions, and do not suffer stress because of it, or for any other reason in the same 

scene, you may clear out your stress track at the end of the scene. 

 

Likewise, if you engage your issue and its manifestation for a scene, in an attempt 

to make things work out for yourself, whether or not that corresponds directly to 

your available reactions, you may clear out your stress track at the end of the scene. 
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winning 

There are two ways for a protagonist character to “win.” You can defeat the threat 

of the eschaton, of course, but you can also improve your own abilities. When you 

fulfill your own agendas, you can mark experience, and when you have marked 

enough experience, you can improve. 

 

Agendas 
Each character has two agendas. You can rewrite your agendas at the beginning or 

end of a session, and you can rewrite an agenda when you fulfill it. When you fulfill 

an agenda, you mark experience and you can write a new agenda. Agendas must 

represent something that is meaningful to your character and your character’s issue, 

but aside from that, you have a great deal of leeway. 

 

Experience 
When you mark experience, log it on your experience track. When you have 

marked four experience boxes, you can erase them all and get an improvement. 

Improvements that are available to you are listed with your archetype’s description. 

If you have no improvements available, you may not clear out your experience 

track. 

 

Improvements 
You have a list of ten improvements as part of your archetype. when you erase four 

experience boxes, you can mark an improvement and get the bonus described. 

When you get an improvement, you may also cross off a disorder, if appropriate. 

 

Your character may start with up to five improvements, without having to mark 

experiences during play. For each improvement you take, however, you must cross 

another one off. You may not gain crossed-off improvements during play. That 

means if you start play with five improvements, you will not be able to gain any 

improvements at all during play, no matter how hard you pursue your agendas. 
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archetypes 
To create a character, you must first select an archetype. This choice constrains 

your options as to what stats and ratings you have, but also gives you special moves 

and opportunities for improvement. Each archetype specializes in two stats. 

 

The Agent (Provocateur) runs hot and cold, a mole, a plant, a sleeper cell deep 

undercover. Bankrolls and bombs, smiles and cold knives—these are just the tools 

of the trade when you live only for the ruination of your foes by stealth and 

sabotage. Keep your enemies close and all that, but don’t keep your friends around 

at all, unless they’re into going down with you. 

 

The Asset is sharp and heavy, a specialist operator trained to act independently in 

the field, whether it’s hunting rogue replicants through the urban jungle or sniping 

at rebel leaders through third-world foliage. Who picks the targets you take down, 

though? Not you. The people that own you make those decisions. 

 

The Heartbreaker is hot and heavy, James Bond style. A smile or a threat gets you 

what you want, but the edge is it’s own reward. Keep skirting it, that’s the only 

way. Think you can keep from burning out, or did you give up on the world 

already? 

 

The Pilot is cold and heavy, encased in violent metal. Wheelman, space fighter, 

frame jockey—when you’re in the saddle, none can match you. It’s like the line 

between man and machine ain’t quite where it used to be, and that’s an envelope 

you’re more than willing to push. 

 

The Razor is cold and sharp, running ops in the shadows. When you take down 

scores, the underworld walks away with nothing more than rumours. When you hit 

somebody, you leave less behind, not more. The normal world hasn’t got a clue, 

but then, you never used to live there anyway, did you? 

 

The Snake Charmer is the face, the front, hot and sharp like an electric wire. A 

silver tongue and ready words keep the pawns in line, and when the point man 

steps up to take them down, who ever would suspect you? You weren’t around, you 

were schmoozing somewhere else, far, far away. 
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The Agent (Provocateur) runs hot and cold, a consummate pretender, a stalking 

horse, an undercover mole. You know the talk, you know the walk. You can charm 

your way all the way into it, and when you’re there, you’re steady enough to plant 

the bomb, flick the switch, give the order that turns things around… for the worse. 

And when it all comes crashing down, they’ll never suspect it was you until it’s too 

late, when you walk away, leaving only ruins behind you. 

 

Read the whole archetype first, then return here and begin. 

 

issue 
Nihilism. 
Your whole life is an endless procession of backstabbing, sabotage, and false fronts. 

A smile on your face and a knife in your hand. When all you know how to do is 

destroy what you see everyday, how do you know when to stop, which targets to 

choose, when to get out? Why do you do what you do, and how do you draw the 

line? Will you give in to nihilism and set fire to all that you can, or will you clear 

away the rot so that something better can grow in its place? 

 

How is this struggle with nihilism manifested most clearly in your life? Choose 1: 

 

○ Alien: You never intended to be a double agent, but nature forced your hand. 

You used to be one of the beautiful people, but now you’re a mutant, a deviation 

from the norm, betrayed by your own biology. If they knew what you were, your 

people would reject you. So you hide it and lie. When someone comes close to 

knowing, you sabotage them. Or they find out and then it’s blackmail, when really 

all you want is to just fit in, for real. But that’s not going to happen, is it? You 

might as well settle for the next best thing and burn it down around them before 

they have a chance to judge you. 

Describe how your physiology and/or psychology is different from that of a 

“normal” human being, and how you hide it. Survival instincts or mutant biology 

gives you recover+1. You might also consider selecting special moves based on your 

mutation(s). 

 

○ Baggage: They say it’s lonely when you’re out there, inside the enemy, but you 

wouldn’t know. You’ve had your family with you all along. Are they hidden, or 

right there in the open? Do they know about you, or do they get the same story as 

the rest? What happens to them when it’s over—will you get them out when you 

leave or will they be marched off by your side when you’re discovered? And what if 
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you win, what side of the fence is your baggage on, anyway? And hey, don’t hate 

me ’cause I ask, but… how much do you really care? 

You get the method: question+1. Describe your family or dependents, where 

they live, when you see them, and how much they know about your secret life. 

 

○ Replicant: You are the perfect mole, built specifically for this mission, from 

scratch or from the person you used to be. This infiltration isn’t just a matter of 

your commitment or your skills at subterfuge—it’s a part of your very nature. 

Question is, are you even human anymore (if you ever were to begin with)? And if 

not, why stop with the humans who are supposed to be your enemy? Why not get 

rid of the rest of them too? And while we’re at it, why not just get rid of the ones 

you work for, if they’re the only thing keeping you from actually becoming what it 

is you’re pretending to be? 

You get 1 or 2 enhancements, from any of the basic playbooks. Describe your 

mission and say why an artificial person is perfect for it. Who is your new identity, 

and who was your old one? 

 

identity 
Fill in the following statements, then read them out loud. 

 

The group I am infiltrating is ____________________ 
Possibilities include a corporation, a criminal gang, a military organization, a political 

party, a secret society, an intelligence service, and the upper classes. 

 

I am working [for / on behalf of / with] ____________________ 
Possibilities include a national government, private interests, the revolution, and all the 

groups suggested for infiltration. 

 

My mission is to… (mark any that apply): 
○ deliver contraband services 

○ expose a secret. 

○ expose a weakness. 

○ investigate a disappearance. 

○ obtain secret information. 

○ promote an internal minority faction. 

○ sabotage an operation. 

○ terminate an individual. 

○ transport contraband goods. 
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If your mission includes multiple objectives of the same type (i.e. multiple 

disappearances, operations, or individuals), note that as well. 

 

My present identity is ____________________ 
Describe who you are (pretending to be), what you do, where you work, the kind of life 

you lead, and what kind of access you have that allows you to pursue your mission. 

 

numbers 
Stats: 
You get cold 3, heavy 2, hot 3, and sharp 2. 

Any secondary stats in play begin at 2. 

 

Advantages: 
You get 1 primary training, 1 weakness, and 4 picks from methods, skills, and 

styles. 

 

Primary training (choose 1): 
○ Authority figure: You get style: mentor+1. 

○ Document analysis: You get method: intel+1. 

○ Enhanced perception (implant or training): You get method: assess+1. 

○ Mole: You get willpower (resist+1). 

○ Saboteur: You get skill: sabotage+1. 

○ Spy: You get tradecraft (evade+1). 

 

Methods: appraise, pictures, search, surveil. 

 

Skills: accounting, architect, burglary, business management, engineering, food 

preparation, history, law, photography, politics, propaganda, public speaking, 

smuggling. 

Or choose a profession and take that as a skill. 

 

Styles: charming, confidante, lies, mentor, seduce, sympathetic. 

 

Weakness (choose 1): 
○ You’re at a disadvantage when acting in a physically violent manner. 

○ You’re at a disadvantage when influencing people you really care for. 

○ You’re at a disadvantage when making threats. 

○ You’re at a disadvantage when you reveal your true feelings. 
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agent (provocateur) moves 
Choose 2: 

 

○ Charismatic: When you share insider information with, or add it to, a source, it 

counts as honouring them and you can take source+1 with them immediately. 

 

○ Committed to the Lie: If you face the horror while you’re undercover, you may 

roll your cool instead of 2d6. If you suffer stress while undercover, you don’t show 

it. 

 

○ Persuasion Deflowers your Sympathy: When you have time and intimacy to 

discuss ideology, tactics, and “the cause” with someone on the inside, you can plant 

seeds in their mind that blossom later. When you do so, roll hot+[style]. On a hit, 

the two of you have a bonding moment, and you can hold sway over them. 

Additionally, on a 12+, choose up to 2 options, and on a 10 or 11, choose 1: 

� You cast doubt on someone or something they believe in. 

� You give them reason to trust false information. 

� You incite them to action. 

 

○ Secret Handshake: When you go looking for contacts in the circles you have 

infiltrated, roll hot+[style]. On a hit, you find a source. On a 12+, you can find 

multiple sources. On a 10 or 11, on only, but it’s solid. On a 7-9, you find a 

source, but there are complications. Write down who you find and give them 

source+1. 

 

○ Switch and Bait: When you commit an act of sabotage, roll your cold. You can 

disable or reprogram a system, switch out crucial materials for faulty facsimiles, or 

plant something, like explosives, false info, poison, or surveillance tech. On a 10+, 

it works just as you intended. On a 7-9, someone or something else gets caught in 

the resulting crossfire. 

 

○ Undercover: When you present yourself as someone or something you’re not, roll 

your cold. On a 10+, your front is solid, from now until it’s not. On a 7-9, you 

raise suspicions, but there’s no immediate proof you’re not who you say you are. 
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gear 
You have whatever you need to maintain your identity, including a home, job, 

vehicle, and possessions, plus a couple or so pieces of specialist gear. 

 

Specialist Gear (choose up to 3): 
○ Backup firearm. 

○ Coded financial account. 

○ Disguise kit. 

○ Electronic surveillance detector. 

○ False identity collection. 

○ Hidden camera device. 

○ Safe house. 

○ Secret encrypted comms unit. 

 

improvements 
You may start with up to 5 improvements, but for each one you take, you must 

cross another one off. When you mark 4 experiences in play, choose an 

improvement. You can only choose each improvement once, and you may not 

choose improvements that are crossed off. 

 

Agent (Provocateur) Improvements: 
○ Get +1 to a stat (max stat 4). 

○ Get a move from any archetype. 

○ Get a move from any archetype. 

○ Get another agent (provocateur) move. 

○ Get another agent (provocateur) move. 

○ Get another method (your choice). 

○ Get another primary training. 

○ Get another skill (your choice). 

○ Get control of a terrorist cell. 

○ Make an investment. 
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bonds 
Sources: 
For each contact, handler, and intel provider, give it a name and rate it source+1. 

 

Contacts (choose up to 6): activist, archivist, arms dealer, business owner, celebrity, 

clerk, criminal, drug dealer, entertainer, entrepreneur, hacktivist, industrialist, 

ingénue, journalist, lab tech, manager, matriarch, media personality, medical 

doctor, office drone, patriarch, playboy, police, prostitute, protester, publisher, 

researcher, revolutionary, rich kid, smuggler, soldier, surgeon, thief, thrill seeker. 

 

Handler (choose 1 or 2): corporate, cutout, government official, intelligence 

officer, private sector headhunter, professional, technician, zealot. 

 

Intel Providers (choose up to 2): blackmailee, deviant, dupe, grudge-bearer, idiot, 

paid informant, plant, political sympathizer, traitor. 

 

Sway: 
Each other protagonist character must hold sway over you, at least once. Choose 

from these options or write your own that are specific to your setting: 

� Which one are you obsessed with? 

� Which one connects you to some very dangerous people? 

� Which one did you make a promise to, that you have yet to fulfill? 

� Which one do you love, unconditionally? 

� Which one do you regularly trade intel with? 

� Which one do you respect more than anything? 

� Which one has expertise that you desperately need? 

� Which one helped create the person you are today? 

� Which one knows your secrets, even though they shouldn’t? 

� Which one would you never betray? 

Once you decide who it is, tell them to write down the sway they hold over your 

character. 
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The Asset is sharp and heavy, a specialist operator trained to act independently in 

the field, whether it’s hunting rogue replicants through the urban jungle or sniping 

at rebel leaders through third-world foliage. Who picks the targets you take down, 

though? Not you. The people that own you make those decisions. 

 

Read the whole archetype first, the return here and begin. 

 

issue 
Autonomy. 
You’re a tool, a weapon, owned and operated by someone else. You’re supposed to 

act independently behind enemy lines, infiltrate and improvise, do what you have 

to do to complete the mission. And yet, you go where they tell you to go, you do 

what they want done. Is this what you care about? Things are coming to a head. 

Maybe it’s time you decided what it is you actually stand for? 

 

How does this lack of autonomy manifest itself? Choose 1: 

 

○ Amnesia: They don’t just own your work, they own your memories, too. You 

don’t even know what it is you do, because you never remember it. 

You’re at a disadvantage when trying to use your memory, and you start with 

no more than one contact. Say where you’ve washed up and how much memory 

you have lost—has it been an accidental by-product of the job, or do they erase 

memories on purpose? 

 

○ Owned: You can’t just quit. It’s do the job or face reprisals. Looming debts, a 

prison sentence, active harassment—whatever it is they have on you, it means you 

work the job or you lose your position in society. Or any position in it, really. 

You’re at a disadvantage when trying to buy, and you get no picks from the 

funds list. Say who your boss is, and why you put up with this situation. 

 

○ Replicant: Quite an experience to live in fear, isn’t it? That’s what it is to be a 

slave. They made you, from scratch or from the person you used to be. Do you ever 

wonder what it would be like to be a real human? 

You’re at a disadvantage when trying to be or appear empathic. Say what kind 

of artificial person you are, and what kind of expectations are placed on you 

because of it. 

 



The Asset 19

identity 
Answer these questions in order, then read your answers out loud. 

 

It’s your birthday. Someone gives you a calfskin wallet. How do you react? 
 

 

Who are you? 
Choose 1 option in each set of brackets: 

I am a [man / woman] with [black / blank / sharp] eyes, a [commanding / judging / 

piercing] gaze, and a [calm / deep / harsh] voice. I have a [fit / lean / muscled] 

body, [tanned / tattooed / tinted] skin, and [gloved / scarred / strong] hands. I’m 

wearing [black / functional / someone else’s] clothes. I have [a cheap hotel room / a 

fancy apartment / no place to stay]. I’m into [drugs / monogamy / voyeurism]. I 

spend a lot of time at work. 

 

Who do you work for? 
I am currently employed by… (choose 1): 

○ a corporation, in their [legal / operations / security] division. 

○ a criminal organization, overseeing [expansion / security / trafficking]. 

○ a law enforcement agency, in the [investigations / special / support] branch. 

○ a national military, in a [counterinsurgency / covert / solo / support] unit. 

○ an intelligence agency, in [countermeasures / operations / surveillance]. 

 

What went wrong during your last mission? 
 

 

Describe, in single words, only the good things that come into your mind about 
your mother. 
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numbers 
Stats: 
You get cold 2, heavy 3, hot 2, and sharp 3. 

Any secondary stats in play are rated 2. 

 

Advantages: 
You get 1 specialization, and up to 5 picks from enhancements, methods, skills, and 

styles. 

 

Specialization (choose 1): 
○ Adviser: You get noncombatant (assault-1), method: intel+1, and style: 

diplomacy+1. 

○ Disposable: You get hyperaggressive reactions (recover-1), and one extra 

enhancement. 

○ Field Medic: You get skill: medic+1. 

○ Tactical: You get infiltration training (evade+1). 

○ Versatile: You get one extra pick from enhancements, methods, skills, or styles; 

or invent your own method, skill, or style. 

 

Enhancements: 
○ Augmented Reality (you can access networked sources anywhere). 

○ Clean (you have no implanted tech and you get two extra gear picks from 

backup, funds, guns, and/or peripherals). 

○ Close Combat Training (assault+1). 

○ Neural Smartgun Link (assault+1). 

○ Protected Senses (recover+1 or resist+1 where applicable). 

○ Psy Ops Resistance Training (resist+1). 

○ Reference Suite (you get method: research+1 and an extra skill). 

 

Methods: assess, intel, investigate, recon. 

 

Skills: astronavigation, cartography, demolitions, law, pharmacology, psychology, 

signals, survival, technician. 

 

Styles: badge, buy, command, threats. 

 



The Asset 21

asset moves 
Choose 2: 

 

○ Adaptive Biomorph: Your body is designed to adapt to hostile environments, 

allowing you to survive and operate relatively normally in them. 

 

○ Battlefield Instincts: When you assess the field of battle, roll sharp+assess. On a 

hit, the MC will tell you about 1 weakness and answer 1 question. On a 10+, ask a 

follow-up question or make a statement about the field. 

 

○ Bodyguard: When you defend someone or pull them out of harm’s way, roll your 

heavy. On a hit, you save them from the danger, but on a 7-9, you suffer the harm 

instead. 

 

○ Fuck this Shit: When you retreat, detail your exit strategy and roll heavy+evade. 

On a 10+, you’re gone. On a 7-9, you can go or stay, but if you go it costs you: 

take something with you or leave something behind, the MC will tell you what. On 

a miss, you’re caught vulnerable, half in and half out. 

 

○ MacGuyver: When you scrounge amongst everyday items in order to jury rig a 

trap, weapon, or other tactical advantage, the MC will pick 1 or 2: 

� It’ll be dangerous. 

� It’ll take more than a moment. 

� The best you can do is a crap version, weak and unreliable. 

� You’ll need to take something apart, or possibly trash it. 

If the MC picks 2, you may have the option of choosing one or the other, or both 

might apply. 

 

○ Six Million Dollars: Select up to 2 pieces of your gear to be implanted, and up to 

2 of the following: air filters, drug injector, EMP shielding, limb replacements, 

secret compartments. 
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gear 
You get 1 pick from each list, barring special situations: 

Armour: Badge, concealed, or field shell. 

Backup: Baton, knife, or pistol. 

Funds: Bank account, cash, or illicit goods. 

Guns: Assault carbine, laser pistol, or sniper rifle. 

Mission: Extract, recon, or terminate. [+rogue] 

Peripherals: Disguise, empathy test array, or smartphone. 

Ride: Bike, civilian car, or recon ship. [+lost] 

 

Special situation (choose 1, both or none): 
○ Lost: No ride, +1 pick from any other gear list. 

○ Rogue: No mission, -1 pick from any other gear list. 

 

improvements 
You may start with up to 5 improvements, but for each one you take, you must 

cross another one off. When you mark 4 experiences in play, choose an 

improvement. You can only choose each improvement once, and you may not 

choose improvements that are crossed off. 

 

Asset Improvements: 
○ Get +1 to a stat (max stat 4). 

○ Get +1 to a stat (max stat 4). 

○ Get a move from any archetype. 

○ Get a move from any archetype. 

○ Get another asset move. 

○ Get another asset move. 

○ Get another skill (your choice). 

○ Get another style (your choice). 

○ Grow a spine (resist+1). 

○ Start your own operation. 

 



The Asset 23

bonds 
Sources: 
Give each contact a name and rate it source+1. 

 

Contacts (choose up to 3): black marketeer, cop, family member, foreign military, 

intel database, lawyer, legal database, lover, medical practitioner, mentor, 

mercenary, soldier, terrorist. 

 

Sway: 
Each other protagonist character must hold sway over you, at least once. Choose 

from these options or write your own that are specific to your setting: 

� Which one arranged for the prisoner exchange that got you free? 

� Which one do you think will help you get revenge? 

� Which one do you regret giving up on? 

� Which one do you want respect from? 

� Which one has been part of your [squad / team / unit] since the beginning? 

� Which one has been your friend since childhood? 

� Which one have you slept with before, and now it’s complicated? 

� Which one loaned you the gear you needed? 

� Which one saved your ass when a mission went sour? 

� Which one was instrumental in getting you this job? 

Once you decide who it is, tell them to write down the sway they hold over your 

character. 
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Wheelman, rigger, landmate operator—by melding man and machine, The Pilot 

goes beyond the limits of the mortal flesh. Cold and heavy, whether it’s on the 

ground or in space, sea, or air, your abilities to drive your vehicle into (and out of) 

dangerous situations is unparalleled. 

 

issue 
Dependence. 
Man and machine might to make something greater than the sum of its parts, but 

you’re still just one of the parts. Where does the one that is you end and the other 

begin? Who are you without a vehicle, are you anybody? Or is your whole identity 

so wrapped up in this vehicle that you can’t stand to go without it? 

 

How does your dependency on machines manifest? Choose 1: 

 

○ Alien: As the line between you and the machine gets blurred, the line between 

you and the rest of humanity solidifies. It isn’t just the hours you spend in the 

cockpit that sets you apart from them anymore. In fact, you’ve changed so much 

you wonder if you’re even the same species anymore. 

Say how your body isn’t human anymore and in what ways it cripples you 

when you’re apart from your vehicle. You’re at a disadvantage when you have to 

rely on the kind of facilities, food, and medical attention that normal civilian 

people take for granted. 

 

○ Baggage: If you’re trying to become one with the machine, why have a life 

without it? You have a reason, and it’s not you, it’s somebody else. You still have a 

life. Maybe it’s the whole nine yards and you’re expected to host the barbecue or 

give a speech at a wedding, or maybe it’s your disease that can’t be treated inside 

the machine. Whatever it is, you can’t just live in the pilot’s seat, so it better be 

worth it. 

Say who and what your baggage is and why you care enough not to give it up. 

You’re at a disadvantage when you ignore them. 

 

○ Vice: Life out of the cockpit is flat and grey compared to the rush of speed, and 

strength at your fingertips. If you can’t be skating the knife’s edge at every minute 

you can sure as hell try. Sex, drugs, rock ’n roll? Bring it on, let’s go shooting. 

Say what your preferred vices are, and how you go about procuring them. 

When you have the opportunity to indulge, you need to resist the pressure before 

you can decline. 
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identity 
Answer these questions, then read your answers out loud, in order. 

 

What kind of vehicle(s) do you pilot? 
 

 

Which sector do you work in? 
I’m… (choose 1): 

○ a criminal. 

○ a transporter. 

○ an ambulance. 

○ in law enforcement. 

○ in safety and rescue. 

○ in the military. 

○ in the private sector. 

 

What job do you and your vehicle perform, usually? 
 

 

What’s the pay like? 
The pay’s [good / hit or miss / shit]. 

 

When you’re away from your vehicle, what do you do and what are you like? 
Keep it short, hey? 

 

 

numbers 
Stats: 
You get cold 3, heavy 3, hot 2, and sharp 2. 

Any secondary stats in play are rated 2. 

 
Outside your vehicle… (choose 1): 
○ …you lack confidence (your cold is P). 

○ …you’re no tough guy (your heavy is P). 

○ …you’re nobody special (all your primary stats are 2). 
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Vehicle: 
Based on how you described your vehicle, choose its environment, profile, 

strengths, and weaknesses. 

 

Environments (choose 1, 2, or 3): air, burrowing, hostile (specify), land, sea, space. 

 

Profile (choose 1): 
○ 1 armour, 1 strength, no weaknesses. 

○ 1 armour, 1 weakness, 2 strengths. 

○ 1 strength, 1 weakness, 2 armour. 

○ 1 strength, 2 weaknesses, 3 armour. 

○ 2 armour, 2 strengths, 2 weaknesses. 

○ 2 strengths, no armour, no weaknesses. 

 

Strengths (choose 1 or 2, depending on profile): capacious, durable, easily 

repaired, fast, fuel efficient, huge, maneuverable, off-road, sleek, stealthy. 

 

Weaknesses (choose up to 2, depending on profile): cramped, delicate, guzzler, 

loud, sloppy, slow, ugly, unreliable. 

 

Advantages: 
You get skill: pilot+1, and 5 picks from enhancements, methods, skills, and styles. 

 

Enhancements: 
○ Biomedical Merger (recover+1). 

○ Direct Neural Interface (negates physical disadvantages). 

○ Evasive Maneuvers (evade+1). 

○ Heads-Up Display (you can access networked sources anywhere). 

○ Jacked Reflexes (grants advantage when timing is crucial). 

○ Sensors (you get method: sensors+1). 

○ Tank (your vehicle has +1 armour in combat). 

○ Targeting Systems (assault+1). 

 

Methods: appraise, guard, pictures, recon, surveil. 

 

Skills: burglary, cartography, gambling, geography, gunnery, mechanic, military 

history, sensors, signals. 

 

Styles: complain, seduce, shoptalk, storytelling. 
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pilot moves 
Choose 2: 

 

○ Anything that Moves: You can break into and hotwire any civilian or commercial 

vehicle with ease (don’t roll). If you try to operate advanced military or specialized 

vehicles, roll your heavy. On a 10+, this ride is all yours now. On a 7-9, you can get 

it to move or shoot, but not both and no more. 

 

○ Car Chase: When you pursue someone in your vehicle, roll your heavy. On a hit, 

choose 1, but on a 7-9, the MC may introduce a complication. 

� You corner them or cut them off. 

� You get to their destination first (if you know it). 

� You overtake them. 

� You run them off the road. 

 

○ Defensive Driver: When you defend someone else from harm, Roll your heavy. 

On a hit, you get them to safety but you take the harm instead. Additionally on a 

12+, you have +2 armour, and on a 10 or 11, +1 armour. 

 

○ Glove Compartment: When you reach into your vehicle’s compartment storage 

for gear, roll your cold. On a 10+, you have what you need. On a 7-9, it’s close but 

not exact, and not especially hi-tech. 

 

○ Motor Pool: You pilot highly advanced and specialized vehicles for an 

organization that can afford to build and maintain such machines. When you leave 

your vehicle with the techies, roll your heavy+[style]. On a 12+, your vehicle comes 

back in better shape than you started with. On a 10 or 11, it’s fully fixed, erase all 

damages. On a 7-9, it’s patched up, but cross out the damages instead of erasing 

them. 

 

○ Surveillance Van: When you shadow or surveil someone from a vehicle, roll 

cold+evade. On a hit, ask a question from the list. Additionally, on a 10+, ask a 

follow-up question, anything you want. 

� In what ways are they vulnerable? 

� What do they intend to do? 

� What exactly are they up to? 

� Who are they associating with? 
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gear 
You have the usual pocket possessions, whatever your vehicle is equipped with, and 

up to three pieces of additional equipment. 

 

Additional Equipment (choose up to 3): Books, compass, extra fuel, first aid kit, 

food supply, handgun, magazines, mechanic’s tools, physical maps, sketchbook, 

sleeping bag, spare part(s), trucker’s hat. 

 

improvements 
You may start with up to 5 improvements, but for each one you take, you must 

cross another one off. When you mark 4 experiences in play, choose an 

improvement. You can only choose each improvement once, and you may not 

choose improvements that are crossed off. 

 

Pilot Improvements: 
○ Get +1 to a stat (max stat 4). 

○ Get +1 to a stat (max stat 4). 

○ Get a move from any archetype. 

○ Get a move from any archetype. 

○ Get another pilot move. 

○ Get another pilot move. 

○ Get another method (your choice). 

○ Get another skill or style (your choice). 

○ Get another enhancement. 

○ Get another vehicle (your choice). 
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bonds 
Sources: 
For each colleague and contact, give it a name and rate it source+1. 

 

Colleagues (choose up to 3): boss, brain, captain, commando, coordinator, doctor, 

ex-pilot, ex-special forces, lieutenant, maverick pilot, mechanic, medic, old pilot, 

security, senior pilot, sergeant, shit hot pilot, thief, trash. 

 

Contacts (choose up to 3): cop, criminal, dealer, ex-pilot, instructor, lover, 

mechanic, mentor, military, student, supplier, thief. 

 

Sway: 
Each other protagonist character must hold sway over you, at least once. Choose 

from these options or write your own that are specific to your setting: 

� Which one are you financially indebted to? 

� Which one are you trying to protect? 

� Which one do you like riding shotgun? 

� Which one have you committed crimes with? 

� Which one is a friend from way back? 

� Which one is a good co-pilot? 

� Which one is your dealer? 

� Which one makes you think about leaving the rig behind? 

� Which one would you let drive your rig? 

� Which one took your virginity? 

Once you decide who it is, tell them to write down the sway they hold over your 

character. 
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Deep is an optional peripheral stat that can be used in addition to the four primary 

stats. Using this stat introduces skills, sources, and a additional basic move. 

 

Using Sources: 
The primary function of the deep stat is to use sources, including skills, and 

accessing them for information. 

 

Skills are a special type of advantage that can also be used as a source. A skill may 

give +1 to a roll, the same as methods, styles, and other advantages are used 

(especially to grant personal advantage), but skills are also rated from -1 to +3, and 

can be used to provide information just like a source (see below). 

 

Sources are just that—sources of information. A source can be a library, a memory, 

or a person, or a text, anything that produces answers and details for the 

protagonist character. Sources begin rated source+1, but they are not advantages, 

and this rating can change. Sources can be rated anywhere from source=0 to 

source+3. This number is added to your roll when you access a source for info, 

which is a new basic move: 

 

When you access a source for info, roll deep+source. On a hit, you get relevant data. 

Additionally, on a 12+, it’s privileged, but on a 7-9, it comes with strings attached. 

You cannot access a source you do not have written down on your sheet. 

 

The MC will give you data that is as relevant as the source is applicable to the 

situation at hand. You may ask whatever questions you like of your source, in the 

manner of your choosing, and the MC will respond with information that follows 

from your inquiries. It is possible to gain advantage from this info, just like clues 

and weaknesses. 

 

Cultivating Sources: 
In order to access a source, you need it to exist as a source. The most 

straightforward way to achieve this is to find something that is obviously a source of 

valuable information that can be accessed numerous times, like a data library or a 

memoir. If you influence someone or convince them to provide you with 

information during an interview, you can write them down and give them 

source+1. When looking for clues, if you uncover a suitable source—a crime scene, 

for example—you can write it down and give it source+1. Some archetypes have 

special moves that allow you to gain new sources. And of course, you choose a 

number of skills and sources during character creation. 
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Honouring Sources: 
You can also honour sources in order to encourage them to provide better 

information. If you honour a source, take +1 source. If a source reaches source+4, 

reset it to source+1 and hold sway over it. When you hold sway over a source, you 

can cross it out to gain advantage to any roll that involves your source, not just 

accessing it. There are five ways to honour a source: 

� Bag: Collecting or transporting money or goods. You can only bag for people, 

not libraries, memories, or skills. 

� Cutout: Passing information between your source and a third party. One of 

the easiest ways to do this is to disseminate your experiences by blogging, 

lecturing, or teaching. 

� Front: Representing the interests or rights of your source, or otherwise 

promoting it. 

� Pay: Giving money, time, or other valuables. Attention is a form of payment, 

and you can spend time studying a topic in order to pay it. 

� Sleeve: Acting in place of your source, as if you were them. You can only sleeve 

for people, not libraries, memories, or skills. 

 

If you neglect a source that you accessed or interacted with during a session, take -1 

source. If a source falls below source=0, remove it. Skills cannot fall below skill=0 

unless the knowledge is removed from your character’s memories. 

 

New Archetypes: 
Each of the six basic archetypes has skills and sources, and assumes that the deep 

stat is being used, although each archetype is just as effective without it. There are 

also four new archetypes in this section, each of which uses deep to greater effect. 

 

The Analyst is a scientist, going deep, sharp as a scalpel. Once you’re in it, though, 

can your science get you out again? 

 

The Fixer flows hot and deep, she can turn on the charm but if you cross her, lights 

out. In the underground, everything has a price, and everything is for sale. Just like 

in the overworld, really. The best place to be is the middle, skimming the top, 

always looking both ways, knowing every customer. Until one shows up that wants 

the one thing that is priceless. Everything. 

 

The Spider spins a web and hides in it, cold, deep eyes always watching. 

 

The Veteran is deep and heavy, seen it all, walking wounded, scarred for life.
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The Analyst is a member of the academy, the learned few, the men of science who 

would trivialize the collapse of a sun. Sharp like a whip, deep as a well, you know 

how to get to the bottom of something, but here you are at the end of the world 

and how are you going to get back out again? 

 

issue 
Uncertainty. 
You devoted your life to learning and understanding, to increasing our knowledge 

of the universe we live in. But now you’re faced with a universe that seems even less 

certain than it did when you first showed up at school. Out here in the field, things 

are changing. The old ways are disappearing under the weight of time, replaced by 

incomprehensible, alien worlds. Or is it you? Maybe you’re the one who doesn’t 

understand, and you just spent your whole life learning nothing. But if that’s true, 

how will you ever find out? 

 

How does this uncertainty manifest itself? Choose 1: 

 

○ Baggage: You have a life outside your work—a family, administrative duties, or 

maybe you have to spend all your time wrestling with publishers and academic 

committees or negotiating with corporations and governments. All that precious 

time you should be spending in the field, with your studies, is slipping through 

your fingers. 

Say what your other life is and what the demands it makes on you are. You can 

choose no more than 2 colleagues and you can’t take the move End Science. 

 

○ Lifer: You have no life outside of work, and everything you do revolves around 

your research. Does this skew your perceptions of your subjects? It certainly means 

there’s a lot at stake for you, whichever way things work out. How can you make 

sure you know what’s really going on? 

Say what’s keeping you from having a life outside of work, and why you’re so 

obsessed. You can choose no more than 1 contact and you can’t take the move 

Psychologist. 

 

○ Owned: However much time you spend on your work, and however much data 

and knowledge you produce, none of it is really yours. You do your work on behalf 

of someone else, trading your expertise in exchange for a living wage. Or what you 

hope is a living wage. Is it worth it? And does it really matter, if you can’t just walk 

away? 
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Say who you work for and what they want from you, or what you think they 

want from you. You can’t take your employer as a source, and you can’t take the 

move Tenure. 

 

identity 
Answer these questions, then read your answers out loud, in order. 

 

What is your field of study? 
I am an expert in the field of… (choose 1): 

○ agriculture. 

○ archaeology. 

○ astrophysics. 

○ chemistry. 

○ earth sciences. 

○ ecotechnology. 

○ engineering. 

○ genemodding. 

○ hydrospherics. 

○ life sciences. 

○ medical science. 

○ psychohistory. 

○ the social sciences. 

○ xenology. 

○ (other): ____________ 

 

How were you able to afford this education? 
 

 

What is your current position and what are you currently working on? 
 

 

What mistake do you regret the most and who or what did you lose because of it? 
 

 

What aspects of your appearance make you seem trustworthy? 
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numbers 
Stats: 
Choose 1: 

○ You get cold 2, heavy 2, hot P, sharp 3, and deep 3. 

○ You get cold 2, heavy P, hot 2, sharp 3, and deep 3. 

Any other peripheral stats in play are rated 2. 

 

Advantages: 
You get up to 4 skills specifically related to your field of study: choose four 

expressions of your interest in this field. You also get 4 choices from additional 

skills, enhancements, methods, and skills. 

 

Additional Skills: administration, bureaucracy, logistics, mathematics, 

programming, statistics, teaching, writing. 

 

Enhancements: 
○ Augmented Reality (you can access networked sources anywhere). 

○ Implanted Sensors (you get method: sensors+1). 

○ Protected Senses (recover+1 or resist+1 where applicable). 

○ Reference Suite (you get method: research+1 and an extra skill). 

 

Methods: experiments, pictures, research, study, survey. 

 

Styles: analysis, charming, debate, inspire, lecture, pedagogy, seduce, self-

promotion. 

 

moves 
You get this one: 

 

Epistemology: When you examine or interview a subject of your field of study, roll 

deep+[method, skill, or style]. On a 12+, you learn 2 things about your subject and 

may declare 1 thing about it in return. On a 10 or 11, either learn 2 or declare 1. 

On a 7-9, learn 1 thing only. Acting on this information grants you advantage and 

allows you to write this subject down as a source and give it source+1. 
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And choose 2 more: 

 

Building a Better Future: When you use your scientific knowledge to design a piece 

of technology, roll sharp+[method]. On a hit, it performs its intended function 

with few flaws. Additionally, on a 10+, there is only 1 flaw. On a 7-9, there are 2. 

The MC will choose the flaw(s): 

� It’s highly dangerous. 

� The financial costs are high. 

� The labour costs are high. 

� The material costs are high. 

On a miss, three or four of these flaws result in an unprofitable design. 

 

End Science: When you examine a manifestation of the eschaton, roll 

sharp+[method]. On a hit, you may ask 1 or 2 of the following questions: 

� What does this do? 

� What happened here? 

� What has been done to or with this? 

� Who brought this into being? 

Additionally, on a 10+, you may ask a follow-up question, from the list or not. 

 

Prodigy: Get +1 to a stat (max stat 4) or change a stat from P to 2. 

 

Psychologist: When you study another person for clues or weakness, on a hit you 

may also ask one of the following questions, in addition to any other questions: 

� How could I get this person to [name an action]? 

� How honest is this person being? 

� What does this person intend to do? 

� What is this person really feeling? 

 

Tenure: If you have your employers as a source, you can access them for more than 

just information. When you make a request for equipment, fund, or other 

accommodations, roll deep+[source]. On a 10+, you get what you want, as long as 

they can reasonably provide it. On a 7-9, you get less than they are able to provide, 

but it’s still something. If you don’t honour your source while enjoying the benefits 

of tenure, take -1 source. 
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The Talking Cure: When you treat a patient for stress disorders, you can hold sway 

over them and the MC will tell you they need 1 or 2 of the following: 

� A strong support system. 

� Aversion therapy. 

� Drugs. 

� Faith in a higher power. 

� Regularly scheduled analysis. 

� To learn coping mechanisms. 

If they get what they need, they can cross off a disorder or erase a scar. 

 

gear 
You have all the normal possessions that someone of your social situation should 

have, plus 1 piece of the following special gear, if you want: 

○ A particularly skilled assistant. 

○ A special vehicle, with a crew if necessary. 

○ An excellent research lab. 

○ Really good field instruments. 

○ Some kind of weapon. 

 

improvements 
You may start with up to 5 improvements, but for each one you take, you must 

cross another one off. When you mark 4 experiences in play, choose an 

improvement. You can only choose each improvement once, and you may not 

choose improvements that are crossed off. 

 

Analyst Improvements: 
○ Attract a group of followers. 

○ Get +1 to a stat (max stat 4) or change a stat from P to 2. 

○ Get +1 to a stat (max stat 4) or change a stat from P to 2. 

○ Get a move from any archetype. 

○ Get a move from any archetype. 

○ Get another analyst move. 

○ Get another method or style (your choice). 

○ Get another method or style (your choice). 

○ Get another skill or source (your choice). 

○ Start an operation. 
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bonds 
Sources: 
For each colleague, contact, employer, and subject, give it a name and rate it 

source+1. 

 

Colleagues (choose up to 4): assistant professor, board member, corporate lackey, 

economist, lab tech, lawyer, post-doctoral fellow, research assistant, researcher, 

scientist, student, teacher, tenured professor 

 

Contacts (choose up to 3): child, doctor, donor, executive, friend, headhunter, 

hobbyist, journalist, lover, parent, politician, relative, spouse. 

 

Employers (choose up to 2): consortium, corporation, dean, department head, 

government agency, international body, museum, non-profit, plutocrat, president, 

private business, union. 

 

Subjects (choose up to 4): archive, arcology, area, artifact, collection, community, 

dig, experiment, factory, habitat, laboratory, library, patient, person, planet, 

population, specimen. 

 

Sway: 
Each other protagonist character must hold sway over you, at least once. Choose 

from these options or write your own that are specific to your setting: 

� Which one came to your graduation ceremony? 

� Which one do you have a child with? 

� Which one do you need to get you out of the mess you’re in? 

� Which one do you need to prove something to? 

� Which one do you respect as an expert? 

� Which one did you go to school with? 

� Which one didn’t you give credit to when they deserved it? 

� Which one have you taught before? 

� Which one makes you forget about your fears and doubts? 

� Which one will help you reach the next great scientific breakthrough? 

Once you decide who it is, tell them to write down the sway they hold over your 

character. 
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If you’re the MC, you have a separate set of rules that tell you how to play the 

game. You have a set of agendas, a set of principles, and several sets of moves. But 

your agendas and moves are different from those of the protagonist players. 

 

agenda 
Your ultimate goal is to achieve the following objectives: 

� Portray a world that feels real. 

� Push forward the eschaton. 

� Set the tone and adjudicate the rules. 

 

In order to fulfill your agenda, you need to speak in a particular manner. You need 

to abide by what the rules demand, what honesty demands, what the principles 

listed below demand, what your prep work demands, and what moves are available 

to you. This seems like a long list of constraints, but it’s really not. You can still put 

your own spin on it, and you should, but these guidelines will help you towards a 

successfully entertaining, and hopefully thought-provoking game. 

 

principles 
In order to achieve your agenda, you have several categories of moves, which are 

things that you do and say, but you also have principles to guide you as to the 

implementation of moves. Your principles are: 

� Address yourself to the characters, not the players. 

� Ask questions and use the answers. 

� Be a fan of the protagonist characters. 

� Be generous with the truth. 

� Consider the repercussions and the issues at stake. 

� Describe the fiction, not the rules. 

� Don’t be precious, the fiction you introduce is always vulnerable. 

� Give everyone a life and make them human. 

� Leave yourself things to wonder about. 

� Look for where they’re not in control and push there. 

� Make it futuristic. 

� Make the protagonists’ lives not boring. 

� Play to find out what happens. 

� Point out the conflicts and the inequalities. 

� Think offscreen, too. 
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moves 
Moves are the specific expressions of your responsibilities as the MC. You have 

basic moves, setup moves, and hard moves. You also have eschaton moves and 

threat moves, but these are associated with specific characters in the fiction. 

 

Basic moves are the ones you use all the time. Anytime you say something, you 

probably start with a basic move. Setup moves are the ones that get the action 

started, that threaten the protagonists and the things they care about. It’s best to 

introduce these one at a time, at least in the beginning. Hard moves are the ones 

that make things hard for the protagonists. These should be serious consequences, 

immediate and irrevocable, no messing about. You can only make a hard move 

when you’re following through on a setup move or when a player misses a roll. 

 

Basic Moves: 
� Ask questions. 

� Describe the world and the people in it. 

� Foreshadow danger. 

� Make acceptance conditional. 

� Make both success and failure consequential. 

� Nudge the players to have them make moves. 

� Reincorporate. 

� “What do you do?” 

� Write things down for later. 

 

Setup Moves: 
� Introduce a manifestation of the eschaton. 

� Introduce a problem. 

� Introduce a threat or danger. 

� Make them buy. 

� Offer an opportunity, with or without cost. 

� Put someone in a spot. 

� Put them together. 

� Separate them. 

� Set up a threat move. 

� Set up an eschaton move. 

� Tell them the possible consequences and ask. 
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Hard Moves: 
� Capture someone. 

� Confront someone. 

� Expose a dangerous secret to the wrong person. 

� Give the eschaton what it wants. 

� Inflict harm. 

� Isolate someone. 

� Make a threat move. 

� Make an eschaton move. 

� Make them pay. 

� Remove their resources. 

� Show the downside of their resources. 

� Turn their move back on them 

 

threat moves 
When you create characters that are threats, give them an agenda, one or more 

impulses, and some moves that they can make. A threat’s agenda should be some 

kind of goal that it is trying to reach that it feels is important. It’s impulses are 

drives, desires, and compulsions that you consult in order to determine the 

character’s actions. Threat moves are setup moves and hard moves that are 

specifically tailored to the threat. You can use these moves instead of the normal 

setup moves and hard moves when you portray that character. 

 

The eschaton and its manifestations are also threats, and they have threat moves of 

their own. But the eschaton is special, because if it fulfills its agenda, the world ends 

and the game is over. The eschaton also has resources provided by the protagonists. 

 

After the protagonist characters have all been made, each one will have an issue that 

you can draw upon. There will also be one or more manifestations of those issues. 

There are only seven different manifestations, which allows you to address multiple 

characters with the same situations, and allows you to segue from one to another. 

 

The seven different manifestations of the protagonists’ issues are: alien, amnesia, 

baggage, lifer, owned, replicant, and vice. 
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manifestations 
Depending on which manifestations the players chose for their characters, these are 

some of the details you should include in your game and places where you should 

push against them. You can use any of these details as basic or setup moves: 

 

Alien: Emphasize how homogenous other people seem. Hunt them. Make them 

buy things others take for granted. Refuse to accept them. Show others’ shock and 

horror when they discover the truth. The eschaton offers humanity. The eschaton 

offers to make this alien-ness the new normal. 

 

Amnesia: Enemies take advantage of being forgotten. Make them buy to discover 

things about the past. Make them forget things they should know. Make them 

remember terrible things. Others react strangely. The eschaton offers a choice of 

memories. The eschaton offers to make everyone forget. 

 

Baggage: Complain. Make them choose. Their baggage gets involved with other 

protagonists. Their baggage makes demands. Their baggage interferes with work. 

The eschaton offers to remove the stress of a dual life. 

 

Lifer: Emphasize the questionable nature of work. Make them buy to have a life 

outside of work. Make them feel awkward. Make them feel unfulfilled. Work 

demands more. Work dries up. The eschaton offers a more rewarding life. The 

eschaton threatens to make the old life obsolete. 

 

Owned: Emphasize the hypocrisy of work. Others react with disapproval. Show the 

boss’ disregard. Someone makes an offer to transfer ownership. The boss makes 

demands. The eschaton offers freedom. The eschaton threatens to enslave everyone. 

 

Replicant: Emphasize how human others are. Make humans seem inhuman. Make 

machines seem human. Make them buy things others take for granted. Make them 

feel owned. The eschaton offers to make this replication the new normal. The 

eschaton threatens a world without technology. 

 

Vice: Emphasize the rush. Emphasize the stress. Offer a moment’s respite, with 

strings attached. Offer an opportunity to indulge. Others judge. Show contempt 

and disapproval. The eschaton offers the ultimate high. The eschaton threatens to 

end all feelings once and for all.
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