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Welcome to Algol 
THE BASICS 
This is a table-top role-playing game, with a Game Master (GM) and players who 
portray one character each. The rules are adapted from Apocalypse World by D. Vincent 
Baker. The setting is Planet Algol, originally developed by Blair Fitzpatrick. Planet Algol 
is a weird, post-apocalyptic science fantasy setting full of magic, monsters, ruined 
civilizations, futuristic technology, and pulp adventure. 
 
Players’ Responsibilities: 
Play your character like a real person. 
Say what your character says and does, thinks, feels, and remembers. 
Answer the GM’s questions about your character’s past. 
 
GM’s Responsibilities: 
Set the tone. 
Adjudicate the rules. 
Portray the world. 
 

EXPLORATION MODE 
There are three modes of play in World of Algol. In the exploration mode, characters 
roam through abandoned cities, underground labyrinths, and other strange and deadly 
locations in search of treasure. The GM must prepare these locations in advance. 
 
These rules are for the exploration mode only. 
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Making Moves 
DICE 
Stats are: alluring, careful, mighty, resolute, weird, and wise. 
Rolling: 2d6+stat. A 10 or more is a full hit, a 7-9 is a partial hit, a 6 or less is a miss. 
Except if you have bonus dice or penalty dice. 
 
Bonus Dice and Penalty Dice: 
You can get bonus dice penalty dice from conditions, special moves, and using bonds. 

 If you get a bonus die, roll 3d6 and keep the two highest. Add your 
stat to these two and use that as your total. 

 If you get a penalty die, roll 3d6 and keep the two lowest. Add 
your stat to those two and use that as your total. 

If you get more than one bonus die or penalty die, you still only roll 3d6 and keep either 
the two highest or the two lowest. If you get bonus dice and penalty dice for the same 
roll, they cancel each other out. If you have more of one than the other, that’s the one 
that counts—more bonus dice, keep the two highest; more penalty dice, keep the two 
lowest. If you have the same number of each, just roll 2d6, like normal. 
 

BASIC MOVES 
There are nine basic moves. When you undertake the actions they describe, roll the dice 
and follow the move description. There are also peripheral moves in two categories: the 
bond moves happen when the player decides to use them, while the reaction moves 
happen when the GM calls for them. 
 
If a move does not apply to a character’s actions, do not roll dice. There is no general act 
under fire or defy danger move. Custom moves may not be written during a game 
session. 
 
Action Moves: 
When you go into danger, roll+mighty. 
When you make an attack, roll+mighty. 
when you recover from harm, shock, or other setbacks, roll+resolute. 
 
Manipulation Moves: 
When you try to attract attention, roll+alluring. 
When you offer one of the GM’s characters a deal, roll+alluring. 
When you use unfamiliar technology, roll+careful. 
 
Perception Moves: 
When you open yourself to mystic forces, roll+weird. 
When you search for something hidden, roll+careful. 
When you study someone carefully, roll+wise. 
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GO INTO DANGER 
When you go into danger, roll+mighty. On a 10+, you avoid or resist whatever danger 
is threatening you and you may act unimpeded. On a 7-9, you can act but there are 
consequences. The GM can offer you a hard bargain or an ugly choice. 
 
In order to make this move, you must be aware of the danger and its consequences, and 
be taking steps to overcome it. Giving in to the danger means suffering it’s effects. 
 

MAKE AN ATTACK 
When you make an attack against someone, roll+mighty. On a hit, you inflict harm 
or perform a maneuver. Additionally, on a 10+, you may choose 1: 

 You defend yourself from harm. 
 You force your enemy to move. 
 You inflict +1 harm. 
 You seize definite hold of something. 

On a 7-9, if you’re attacking at range, the GM may choose 1. In close combat, your 
enemy may choose 1: 

 You become vulnerable to counterattack. 
 You need to move to a new position. 
 You over-extend yourself, your gear, or your other resources. 
 Your attack causes collateral damage. 

 

RECOVER 
When you recover from harm, shock, or other setbacks, roll+resolute. On a 10+, 
you recover quickly. On a 7-9, if you have time, you recover fully. If you don’t take time, 
you recover partially, the GM will tell you how much. 
 
If you are shaking off the confusion of battle, recovery means coming back to your 
senses. If you are treating a wound in the field, recovery means stabilizing and reducing 
a condition’s severity to zero. If you are resting and healing, recovery means removing 
conditions. 
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ATTRACT ATTENTION 
When you try to attract someone’s attention, roll+alluring. On a 10+, you catch 
their eye and they choose 1: 

 They must find out more about you. 
 They must get closer to you. 
 They must meet with you soon. 
 They must watch you now. 

Other players’ characters may ignore this urge if they hold it together. The GM’s 
characters gain this urge as an impulse. On a 7-9, they notice you, but you must 
continue to hold their attention if you want anything more to come of it. The GM will 
tell you how, if necessary. 
 

MAKE A DEAL 
When you make a deal, you’re offering someone something they want, or threatening 
them with something they don’t want, in order to get them to do something they won’t 
just do for free. This must be explicit. If it’s not, don’t roll. 
 
When you offer one of the GM’s characters a deal, roll+alluring. On a 10+, they do 
what they can to make the deal happen. On a 7-9, they want something more, and the 
GM will tell you what. If you meet the requirements, they do what they can. Otherwise, 
they can freely refuse or renege. 
 
When you offer one of the other PCs a deal, mark a bond with them. If they do what 
you want them to, it counts as helping them. If they refuse, you’re interfering with 
them. If you also cross the bond off, they can mark xp if they do what you want, and you 
can put them at a disadvantage if they still refuse. 
 

USE TECHNOLOGY 
When you use unfamiliar technology, roll+careful. On a 10+, you figure out how to 
use it, or at least what it does, without exposing anyone to danger. On a 7-9, your 
understanding is incomplete or you expose someone to danger, GM’s choice. 
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OPEN YOURSELF 
When you open yourself to mystic forces, roll+weird. On a 10+, you can identify the 
nature of the mystic forces and interact with them. On a 7-9, you can perceive the 
mystic forces, but you also become vulnerable to them. 
 
You can selectively open parts of yourself, like your mind, your eyes, or your heart. 
There are various mystic forces operating on Planet Algol, including demons, divine 
influence, magic, magnetism, mutagenics, psionics, radiation, and Z-rays. 
 

SEARCH 
 When you search for something hidden, roll+careful. On a 10+, the GM will give 
you good information and tell you interesting and pertinent details. Within the scope of 
your methods, you find anything hidden or noteworthy. On a 7-9, the GM will give you 
an impression or vague details. Anything poorly hidden becomes obvious. If you have 
found all there is to find, the GM will tell you. 
 

STUDY SOMEONE 
When you study another person, ask a question from the list below and roll+wise. 
On a hit, that character’s player will give you an honest answer. On a 10+, you can ask 
two more questions, at any time up until you finish interacting, from the list below: 

 Are you lying? 
 How could I get you to __________? 
 What do you intend to do / want to do? 
 What do you want from me / wish I’d do? 
 What are you really feeling / thinking? 

You can only study the same person once during each interaction. 
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BOND MOVES 
If you are helping or interfering with someone, or someone is helping you, you can mark 
a bond with them to alter a roll. 
 
If someone helps you and you mark a bond you have with them, you get +1 to a roll 
you are making or a bonus die, your choice. 
If you help someone and you mark a bond you have with them, they get +1 to a roll 
they are making, or a bonus die, your choice. 
If you interfere with someone and you mark a bond you have with them, they get -2 
to a roll the are making, or a penalty die, your choice. 
 
You can only mark one bond at a time, and you can’t mark a bond twice. Unmark all 
your bonds at the end of a session, or when there’s downtime during a longer session. 
When another player’s character helps you, you can mark a bond for receiving help or 
they can mark a bond to help you, but not both. You can’t get a bonus die or a penalty 
die after you roll. 
 

REACTION MOVES 
Even if your character is performing the actions described, you only roll for a reaction 
move when the GM asks you to. 
 
When you are cursed or harmed, if the GM asks you to, write a condition down on 
your sheet with the severity number next to it. The GM also chooses up to one reaction 
per curse or harm suffered: 

 You are bleeding out or exposed to ongoing harm. 
 You are crippled or disabled in some way. 
 You are incapacitated: stunned, trapped, or unconscious. 
 You freeze, hesitate, or pause. 
 You lose track of something or miss noticing something. 
 You lose your footing. 
 You lose your grip on something. 

If you accumulate 5 curse, you are doomed. If you accumulate 5 harm, you are dead. 
 
When you consult your knowledge, if the GM asks you to, roll+wise. On a 10+, the 
GM will tell you something interesting and useful about your present situation. On a  
7-9, the GM will tell you something interesting. It’s up to you to make it useful. 
 
When you try to hold it together, if the GM asks you to, roll+resolute. On a 10+, 
you’re so steady you get +1 to your next roll. On a 7-9, you can either lose your shit and 
still take one action of your own volition, or you can hold it together and the GM 
chooses 1: 

 You fail to notice something important. 
 You freeze up, hesitate, or pause. 
 You lose track of someone or something you’re attending to. 
 On a miss, your will breaks and you gain a condition. 
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Getting into Trouble 
CONDITIONS 
Conditions are outside influences inflicted on your character that affect mental and 
physical functioning. There are four categories of conditions that are important in this 
game: contamination, enchantment, injuries, insanity. 
 
Contamination can be caused by disease, drugs, poison, and radiation. When you are 
contaminated, write the cause as a condition and a number next to it. This number 
starts at 1 and increases—sometimes quite rapidly—if you are further contaminated or 
the contamination spreads. The severity of any contamination that affects you 
contributes toward your death countdown. 
 
Enchantments are not always detrimental, but those that are contribute toward your 
doom countdown. You gain enchantments by being cursed or subjected to magic. 
 
Injuries are caused by being harmed. When you suffer harm, the GM will tell you the 
wound you suffer and the harm rating, which becomes the severity of your injury. 
Injuries contribute toward your death countdown, and will often get worse unless 
treated. 
 
Insanity is most often caused by failing to hold it together in the face of cosmic horror. 
Insanities contribute toward your doom countdown. 
 
It is easier to treat injuries and contamination that it is to treat insanities and remove 
enchantments. 
 
When a condition would be detrimental to your ability to perform an action that you 
have to roll for, it gives you a penalty die. Occasionally, you will have an enchantment or 
other condition that is actually a benefit. In this case, it gives you a bonus die. 
 

DOOM AND DEATH 
When you accumulate 5 curse, you are doomed. When you accumulate 5 harm, you die. 
If you want to continue playing your character, choose a debility and reset your curse or 
harm to zero. 
○ Crippled: You get -1 careful and  -1 mighty, and choose how you are crippled. 
○ Disfigured: You get -1 alluring and you are easy to recognize. 
○ Mutated: You get -1 alluring and your appearance changes for the worse. 
○ Promised: You get -1 wise and your soul is promised to a demon god. 
○ Shattered: You get -1 resolute and -1 wise. 
○ Weakened: You get -1 mighty and you are prone to physical exhaustion. 
You can’t take the same debility more than once. 
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NPCS AND HARM 
The GM’s characters have hit points. Once they suffer curse or harm equal to or greater 
than their hit points, they are dead, disabled, or otherwise removed. 

 Incidental characters have 2 hit points. 
 Recurring characters have 3 hit points. 
 Pivotal characters have 4 hit points. 
 Monsters can have more hit points. 

 

INJURIES 
0-harm injuries: Being attacked by a small animal, physically restrained, or pushed 
around. Getting kicked in the shins. Having kids throw rocks at you. Falling down. 
Spraining your ankle. 
0-harm weapons: Boffer weapons, heavily padded fists. 
 
1-harm injuries: Being beaten with a club, bitten by a dog, hit by a ricochet, slashed 
with a broken bottle, or whipped. Being exposed in the desert all day with no water. 
Getting seriously cut, bruised, or lacerated. Falling down the stairs. Having adults throw 
rocks at you. Suffering a broken nose, mild frostbite, minor burns, or severe sprains and 
fractures. 
1-harm weapons: Brick, broken bottle, caltrops, club, fists, large rock, needlegun, 
shield, staff, throwing knife. 
 
2-harm injuries: Being severely burned, hit by a car, kicked by a horse, mauled by an 
attack dog, shot, or stabbed. Breaking an arm or a leg. Falling one story and landing on 
your back. Having a foot or hand crushed or severed. Shattering your jaw. Suffering 
severe frostbite. 
2-harm weapons: Crossbow, crowbar, dagger, hammer, handgun, heavy throwing axe, 
laser pistol, mace, short bow, short sword, spear, submachinegun. 
 
3-harm injuries: Being attacked by a large predator, crucified, hit by a truck, run over 
by a car, set on fire, or vigorously trampled by a horse. Breaking your hip. Falling a few 
stories onto jagged ground. Getting caught in the blast of a nearby grenade or missile 
explosion. Having a limb severed. 
3-harm weapons: Assault rifle, axe, chainsaw, laser rifle, long bow, sniper rifle, sword. 
 
4-harm injuries: Being broken on the rack, disemboweled, flayed, impaled on a spike, 
mauled by a bear or tiger, run over by a truck, or struck by lightning. Falling more than 
a few stories. Breaking your back or shattering your skull. Puncturing a lung, rupturing 
a kidney, or suffering internal hemorrhaging. 
4-harm weapons: Flame thrower, grenades, tank gun. 
 
5-harm injuries: Being blown up, burned to ashes, decapitated, frozen in ice, ground 
into pulp, or run over by a train. Falling out of a plane. Long exposure to the vaccum of 
space. Losing all the blood in your body. 
5-harm weapons: Direct hits from missiles, napalm attacks, and nuclear bombs. 
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The BARD 



11 

DESCRIPTION 
I am… (choose 1): 
○ …a synthetic person, grown in a vat to my patron’s specifications. 
○ …an Algol Man. 
 
I am best known for… (choose 1): 
○ …how graceful and desirable I am… 
○ …how loud I am… 
○ …my beautiful, hypnotic eyes… 
○ …my extravagantly expressive nature… 
○ …my unforgettable voice… 
○ …throwing great parties… 
 
…even though… (choose 1): 
○ …I am so [fat / small / weird-looking]. 
○ …I look so non-descript in every other way. 
○ …I never smile. 
○ …my art uses other assets. 
○ …my body is withered and old. 
○ …my eyes are always bright and shining. 
 
I am usually accompanied by… (choose 1): 
○ …a lackwit assistant, some relative of mine. 
○ …a promising apprentice. 
○ …a synthoid, whose main talents are hauling and carrying. 
○ …no one, I work alone. 
○ …one or two slaves, well trained, but not in the arts. 
○ …two or three children, who appear young and impressionable. 
You can write an extra bond on your sheet with each of the GM’s characters who are 
accompanying you. 
 
I am usually dressed… (choose 1): 
○ …all fancy, oiled and bejewelled. 
○ …in a mask and costume. 
○ …in outrageously-hued plastextile leisurewear. 
○ …in run-down and dirt-stained travelling gear. 
○ …in my patron’s traditional livery. 
○ …rough-and-tumble, in a mail shirt and leathers. 
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STATS 
You get alluring+2 and choose a line: 
○ careful-1, resolute+1. 
○ mighty-1, wise+1. 
○ mighty-1, weird+1. 
If you’re synthetic, you also get +1 careful and -1 wise. 
 
Then choose 1: 
○ Get +1 to a stat (max stat+2). 
○ Get a second move from the Bard special moves. 
 

BARD CLASS MOVES 
You get all 3: 
 
● Master of the Stage: When you perform your great works before a potentially 
appreciative audience, roll+alluring. On a 10+, name up to 3 members of the audience. 
On a 7-9, up to 2. For each of the GM’s characters named, choose 1 option: 

 They admire your patron. 
 They love you. 
 They must bring you a gift. 
 They must defend your reputation. 
 They must grant you a favour. 
 They must have your services. 

The GM’s characters gain the chosen option as an impulse or agenda. Other players 
choose the option that affects their characters if they are named. On a miss, you still 
perform well and may name 1 person, but you also attract the wrong kind of attention. 
 
● Object of Desire: When you pursue another character romantically and are not 
rejected, choose 1: 

 Choose one option from Master of the Stage for them. 
 You can write a new bond with them, on your sheet. 
 You get +1 to your next roll, and they get +1 to their next roll. 

 
● Ramble On: When you pursue another character romantically and they spurn you, 
take a bonus die to any moves you make in order to travel to a new location of any 
significance. 
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BARD SPECIAL MOVES 
Choose 1: 
 
○ Breathtaking: You get +1 alluring (maximum alluring +3). 
 
○ Experienced: You get a special move from another exploration class. If this move 
gives you spells, you must be performing your bardic arts in order to cast them, but you 
can take the option unusual shape for your spellbook for free. 
 
○ Get Comfortable: When you study someone you’re already in conversation with, you 
may roll+alluring instead of rolling+wise and on a hit you may also ask this: 

 What manner  of comforts and luxuries does your character value? 
 
○ Life of the Party: When you spend time indulging seriously in pleasures or 
celebration, roll+alluring. On a 10+, choose 3. On a 7-9, choose 2 (and the GM will 
introduce a complication): 

 You are invigorated and get a bonus die to your next roll  during the celebrations. 
 You are rejuvenated and heal one circle of harm. 
 You can unmark all your bonds with one person at the party. 
 You can write a new bond with someone else at the party. 
 You don’t  have an awful hangover later. 
 You meet someone interesting. 

You may choose to pass any bonuses on to other characters who are partying with you. 
On a miss, the party turns sour. 
 
○ People Talk: When you want to know something about somebody important (your 
call), ask around and roll+alluring. On a 10+, ask 3. On a 7-9, ask 1: 

 Are they linked to any scandals? 
 How are they doing, really? 
 How could I get to them, physically or emotionally? 
 What (or who) are they into? 
 When should I expect to see them next? 
 Who are their enemies / friends? 

 
○ Tales of Brave Ulysses: When you regail an audience with a long, involved story 
about yourself or someone you claim to know, roll+alluring. On a 10+, the majority of 
your audience will believe your tale to be true, and will behave accordingly, until 
presented with proof to the contrary. On a 7-9, your audience will enjoy the tale but 
only believe parts of it. Which parts are up to the GM. 
 
○ Well-Travelled: When you come to a settlement for the first time (in play), say 
whether you have been there before, and when. At your option, name someone you met 
or something you left behind. The GM will tell you what has changed. At the GM’s 
discretion, this may apply to non-human or abandoned settlements as well, or even 
cities of the Ancients. 
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GEAR 
You get: 
 1 functional weapon. 
 1 or 2 bardic instruments. 
 Fashion according to your description. 
 Fashion worth 1-armour, if you want. 
 Oddments, money, or intoxicants worth 2-barter. 
 
Bardic Instruments (choose 1 or 2): 
○ Collapsible vibrophonic piano table. 
○ Crystal-amplified brassteel sitar. 
○ Crystal-amplified large- or small-bodied spike fiddle. 
○ Drone pipe cylinder with chambered air bags. 
○ Drum and percussion collection. 
○ Hand-cranked calliope organ. 
○ Magna-coil oud/guitar and sound box. 
○ Oscillating metal multi-valve trumpet. 
○ Theramin. 
○ Visi-Sonor. 
○ Wood flute ensemble. 
 
Functional Weapons (choose 1): 
○ Axe (3-harm hand; messy). 
○ Ornate dagger (2-harm hand; valuable). 
○ Smoke bombs (stun close; area, infinite). 
○ Staff (1-harm reach; area). 
○ Sword (3-harm hand; messy). 
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BONDS 
O I swore to accompany __________ on a dangerous adventure. 
O I told __________ all about performing inside a rich noble’s home and saw the 

greed in [her / his / its] eyes. 
O __________ is enthralled by my art and awed by my talents. 
O __________ is my intoxicant connection. 
O __________ is my lover, or was, or would have been, or… it’s complicated. 
O __________ started a fight while I was performing, and payback’s a bitch. 
O __________ will be the subject of my next great composition. 
 
Any other player whose character helps you perform or takes care of your stuff can 
write an extra bond with you, but no one who doesn’t appreciate your art can start with 
more than one bond with you, on their sheet. You’ve got an image to maintain. 
 

BARD IMPROVEMENT 
Each time you improve, choose one of the 
options. Check it off; you can’t choose it again: 
__ Attract a group of followers. 
__ Get +1 to one stat (max stat+2). 
__ Get a crew of 2-6 to assist you. 
__ Get another Bard move. 
__ Get another Bard move. 
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The BRAVO 
DESCRIPTION 
I am… (choose 1): 
○ …a mutant. 
○ …a synthetic person, grown in a vat to my patron’s specifications. 
○ …a Terran space explorer, stranded on Planet Algol. 
○ …an Algol Man. 
○ …an automaton, animated by mystic forces. 
○ …not human. 
 
As to my demeanor, I am… (choose 1): 
○ …all smiles and scars. 
○ …always primping and preening and showing off. 
○ …arrogant and overbearing, surly and haughty. 
○ …batshit crazy. 
○ …grizzled and rugged. 
○ …often poor company, being laconic and solitary. 
○ …quiet and attentive to orders. 
○ …silent and traitorous. 
○ …sleek and predatory. 
 
I have… (choose 1 or 2): 
○ …a broken nose and cauliflower ears. 
○ …a long moustache, curled at the ends. 
○ …a mouth expressive of insolence and contempt. 
○ …a proud step, my swagger so bold even the dead are shocked. 
○ …a real occupation, but I do not employ it. 
○ …an imperious frown and a frosty glare. 
○ …little respect for my own safety. 
○ …muscles like you read about. 
 
I wear… (choose 1 or 2): This choice gives you a bonus: 
○ …all my weapons, all the time, like a walking arsenal. 
○ …a long lock of hair over my face. 
○ …a mask. 
○ …a war skirt and a couple metal plates. 
○ …dark clothes, leather, no nonsense. 
○ …flashing jewellery and swirling, multi-hued fabrics. 
○ …large, loose pantaloons. 
○ …my patron’s livery or uniform. 
○ …primitive armour and cheap clothes. 
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My weakness is… (choose 1 or 2): 
○ …a soft heart. ○ …my quick temper. 
○ …greed. ○ …romance. 
○ …I’m a thrill-seeker. ○ …the battle frenzy. 
○ …my bad reputation. ○ …those damned intoxicants. 
○ …my code of honour. ○ …vengeance. 
 
This weakness counts as a permanent condition. 
 

STATS 
You get mighty+2 and choose a line: 
○ alluring+1, careful-1. 
○ alluring-1, weird+1. 
○ resolute+1, wise-1. 
If you’re a mutant, you also get +1 weird and -1 resolute. 
If you’re an automaton, you also get +1 weird and -1 wise. 
If you’re synthetic, you also get +1 weird and -1 careful. 
If you’re Terran, you also get +1 careful and -1 weird. 
 
Then choose one stat and add +1 to it (max stat+2). 
 

BRAVO CLASS MOVES 
You get both: war and love 
 
● Lord of War: At any point during a fight or battle, you may commit to a specifc style: 

○ Bloodthirsty: When you inflict harm, inflict +1 harm. 
○ Mystical: When you open yourself to mystic forces, roll a bonus die. 
○ Soldier: When you help someone else, they take +2 instead of +1 to their roll. 
○ Tactician: When you make an attack, on a hit, you may also ask 1 question as if 

you had studied your opponent and rolled 7-9. 
Once you have committed to a style, it stays in effect until the end of the fight or battle. 
 
● When you become romantically involved with another character, roll a die and ask 
their player the question indicated. They must answer in character: 

1-2 What do you want my character to do for you, more than anything? 
3-4 What is the last thing you want my character to do now? 
5-6 Who do you want my character to kill the most? 

If you pursue the action they tell you, take +1 to your next roll. If you succeed, mark 
experience. 



18 

BRAVO SPECIAL MOVES 
Choose 1: 
 
○ Conspicuous: The first time you roll+mighty during a fight or battle, roll a bonus die. 
At any point after that, until the end of the fight or battle, if you roll+alluring, roll a 
bonus die. 
 
○ Fuck this Shit: Name your escape route and roll+mighty. On a 10+, sweet, you’re 
gone. On a 7-9, you can go or stay, but if you go it costs you: leave something behind or 
take something with you, the GM will tell you what. On a miss, you’re caught 
vulnerable, half in and half out. 
 
○ Perfect Instincts: When you’ve assessed a situation and you’re acting on the GM’s 
answers, take +2 instead of +1. 
 
○ Professional Gossip: When you ask around at the local watering-hole or other social 
nexus and make your profession obvious, roll+mighty. On a hit, you’re told about 
available work. On a 10+, you’re able to suss out the backgrounds of prospective 
employers. On a 7-9, you only hear about the most promising job currently available. 
On a miss, you’re shut out or given bad information. 
 

GEAR 
You get: 
 1 backup weapon. 
 2 pieces of serious battle gear. 
 2 specialist weapons. 
 Fashion according to your description, with armour worth up to 1-armour. 
 Oddments or money worth 1-barter. 
 
Backup Weapons (choose 1): 
○ Black powder handgun (2-harm close; loud, reload). 
○ Curved sword (3-harm hand; messy). 
○ Knife collection (2-harm hand; multiples). 
○ Long-barrelled hunting musket (2-harm far; loud, reload). 
○ Shield (1-harm hand; worn, +1 armour vs. hand weapons). 
○ Spear (2-harm reach; area or 2-harm thrown). 
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Serious Battle Gear (choose 2): 
○ Bomb-thrower (4-harm close; area, messy, reload). 
○ Disruptor ray (2-harm close; area, hi-tech, psi). 
○ Infiltration cloak (+camouflage, hi-tech). 
○ Laser rifle (3-harm far; hi-tech, laser). 
○ Magic sword (3-harm hand; magic, messy). 
○ Magna-coil bolt thrower (3-harm close/far; autofire, hi-tech). 
○ Pain-wave projector (1-harm close; area, hi-tech, loud, psi, reload, remote trigger). 
○ Personal defense field (+2 armour vs. ranged attacks; force, hi-tech). 
○ Personal grav sled (flight, hi-tech; seats 2 or 3 max). 
○ Phasic machete (3-harm hand; hi-tech, phase). 
 
Specialist Weapons (choose 2): 
○ Antique hand-cannon (3-harm close; loud, reload, valuable). 
○ Ceramic grenades (4-harm close; area, messy, reload). 
○ Fighting steed (alive, valuable). 
○ Fire lance (2-harm reach; hi-tech, laser, touch). 
○ Needlegun pistol (1-harm close; poison optional). 
○ Needlegun rifle (1-harm far; poison optional). 
○ Ornate armour (2-armour, hi-tech, valuable). 
○ Shatter gloves (2-harm/stun hand; hi-tech, worn). 
○ Shotgun (3-harm close; messy, reload). 
○ Stun whip (stun reach; area, touch). 
 

BONDS 
O I am in love with __________  but have yet to declared it to [her / him / it / them]. 
O I met __________ during a fight. 
O I met __________ in [a vapour lounge / court / prison / the slave pits]. 
O Me and __________ were both hired by a boss who turned on us. 
O __________ is my drinking buddy. 
O __________ saw me kill someone important. 
O __________ stood up to me and got away with it. 
 
Everyone else can write an extra bond with you. 
Bravos come cheap. 
 

BRAVO IMPROVEMENT 
Each time you improve, choose one of the 
options. Check it off; you can’t choose it again: 
__ Get +1 to one stat (max stat+2). 
__ Get a paying job and Real Work. 
__ Get a special move from another class. 
__ Get a squad of 3-6 soldiers to boss around. 
__ Get another Bravo move. 
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The EARTH MAN 
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DESCRIPTION 
I arrived on Planet Algol… (choose 1): 
○ …a day or two ago… 
○ …a week or two ago… 
○ …a month or two ago… 
 
…from… (choose 1): 
○ …a Classical era of Earth’s history… 
○ …a Medieval era of Earth’s history… 
○ …a Modern era of Earth’s history… 
○ …a primitive Earth society… 
○ …one of Earth’s Post-modern eras (i.e. sometime after 1972)… 
 
…and I came here via… (choose 1): 
○ …astral projection. 
○ …dreams, trance, or ecstatic visions. 
○ …experiments of an unknown nature. 
○ …physical transportation through space and time. 
Your origins affect your stats, moves, and what equipment you have. 
 
I was accompanied by… (choose 1): 
○ …a large group of people, some of whom now depend on me. 
○ …a small group of people, now scattered. 
○ …no one, I came alone. 
○ …one companion, who has disappeared. 
 
I appear… (choose 1): 
○ …equipped for travel, according to my era. 
○ …naked but for mismatched and scavenged Algol clothes. 
○ …richly attired, according to my era. 
○ …strangely attired, according to my era. 
○ …suitably attired, according to my era. 
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STATS 
If you are dreaming, you get alluring+2, and weird+1. 
If you were physicaly transported to Planet Algol, you get alluring+2, and weird-1. 
If you were subject to experiments, you get alluring+2. 
If you’re an astral projection, you get alluring+1, and weird+1. 
 
Then choose a line: 
○ careful+1, mighty-1, wise+1. 
○ careful-1, resolute+1, wise+1. 
○ mighty+1, resolute+1, wise-1. 
 

EARTH MAN CLASS MOVES 
● Archetype: Choose an archetype. Whenever you improve, you may choose to switch 
your archetype, or leave it as it is: 

○ Child: When you go into danger to escape a threat larger than yourself, roll a 
bonus die. You may not choose this archetype if you are a grown-up. 

○ Explorer: When you roll+careful to manipulate Earth technology, roll a bonus 
die. 

○ Hero: When you go into danger to save someone, roll a bonus die. 
○ Mystic: When you have time to perform a msytical ritual and you open 

yourself to mystic forces while doing so, roll a bonus die. 
 

EARTH MAN SPECIAL MOVES 
If you were subject to experiments, choose 2 special moves. If you’re an astral 
projection, you get Strange Magick and choose 1. Otherwise, just choose 1: 
 
○ Daredevil: If you go straight into danger without hedging your bets, you get +1 
armour. If you’re leading a gang, fleet, or convoy, it gets +1 armour too. 
 
○ Earth Science: You are possessed of special knowledge from Earth; choose a 
profession and write it on your sheet. When you employ your Earthly knowledge, 
roll+wise. On a 10+, it works, just like it would on Earth! On a 7-9, it sort of works, but 
the MC will choose one or two: 

 The best tools you can find are still inadequate. 
 The results are only temporary, at best. 
 Using Algolesian materials results in additional, unforeseen results. 
 You need something that doesn’t exist on Algol. 
 You need trained assistants to help you. 

On a miss, disaster! Your profession is: ___________________________________ 
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○ Exotic and Foreign: When you spend time telling someone stories from or about 
your Earth, they become fascinated by you. Roll+alluring. On a 10+, hold 3 over them. 
On a 7-9, hold 1. They can spend your hold, 1-for-1, by: 

 Doing something you want them to do. 
 Fighting to protect you. 
 Sticking up for you or your reputation. 
 Warning you of danger. 

For the GM’s characters, while you have a hold over them they can’t act against you. For 
other players’ characters, any time you like you can spend your hold, 1-for-1, so that: 

 They are distracted by thoughts of  Earth and must go into danger if they act. 
 They are inspired by thoughts of Earth. They take +1 right now. 

On a miss, they hold 2 over you, on the exact same terms. 
 
○ Reputation: When you meet someone important (your call), roll+alluring. On a hit, 
they’ve heard of your strange origins, and you say what. On a 10+, also take +1 the next 
time you make a roll dealing with them. On a miss, they’ve heard about you, but the GM 
will decide what. 
 
○ Strange Magick: Choose three spells or rituals. If you were physically transported, 
these are written in a spell book and memorized as normal. If not, they are unwritten 
and may not be taught to others, but are automatically re-memorized while you sleep. 
 
○ Telepathic Sensitivity: When you have time and intimacy with someone, you may 
open your mind to their thoughts, as if they were mystic forces. Unless they are shielded 
against psychic intrusion, on a hit you may also ask one of these questions: 

 What are your character’s intentions  / motivations? 
 What does your character know that I don’t? 
 What does your character not want me to know? 

 
○ Well-Equipped: You get up to four additional pieces of useful Earth gear. 
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GEAR 
You get fashion according to your description, including if appropriate a piece worth 
1-armour or a hand weapon that isn’t hi-tech. Depending on your circumstances, you 
may also possess useful Earth gear. If you were physically transported to Planet Algol, 
you also get up to six pieces of useful Earth gear, and if you were subject to experiments, 
you also get a piece of useful Earth gear, if you want one. Otherwise, you need to be 
well-equipped to have any of this gear. 
 
Useful Earth Gear (choose according to your description and moves): 
○ Art or antiques worth 2-valuables. 
○ Assault rifle (3-harm close; autofire, loud). 
○ Battle rifle (3-harm far; hi-tech optional). 
○ Big box of ammo. 
○ Binoculars or telescope. 
○ Chainsaw (3-harm hand; messy). 
○ Designer body protection, from any era, worth 2-armour. 
○ Fire-fighter’s outfit (1-armour, fireproof). 
○ Flashlight and batteries. 
○ Handgun (2-harm close; loud) or two. 
○ Kilo of drugs and works. 
○ Lady’s fur coat. 
○ Medical kit, worth 2-stock. 
○ Night-vision goggles and batteries. 
○ Personal computer/phone. 
○ Personal vehicle. 
○ Pet animal. 
○ Rad-suit worth 1-armour. 
○ Radio or recording device, and batteries. 
○ Rope and climbing gear. 
○ Several grenades (4-harm reach/close; area, messy, reload) or C4 and detonators. 
○ Small collection of books. 
○ Submachinegun (2-harm close; area, loud). 
○ Steed or pack animal. 
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BONDS 
O I would follow __________ to the ends of the Earth… the ends of Planet Algol, too! 
O __________ enjoys my tales of life on Earth. 
O __________ gave me food and shelter when I had nothing. 
O __________ is the first person I met on Planet Algol. 
O __________ saved me from a common Algolesian man-killer. 
O __________ showed me how to get high, Algol style. 
 
Your bewilderment is an open book. Everyone else can write an extra bond with you. 
You cannot start with any bonds with the GM’s character except those that came with 
you from Earth. You are not from Planet Algol and you do not understand. 
 

EARTH MAN IMPROVEMENT 
Each time you improve, choose one of the options. 
Check it off; you can’t choose it again: 
__ Attract a group of followers. 
__ Get +1 to one stat (max stat+2). 
__ Get a special move from another class. 
__ Get another Earth Man move. 
__ Learn more about the link between Earth and Planet Algol. 
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The ROBOT 
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DESCRIPTION 
I am a robot. I look… (choose 1): 
○ …all hardcore, greeble-covered, deconstructionist aesthetic. 
○ …blackened and blood-stained, like some kind of war-machine. 
○ …extremely hi-tech. 
○ …like a human on the outside, but I’m a machine on the inside. 
○ …painted, adorned, and decorated by hand. 
○ …sleek and shining, a chrome [man / woman] of metal. 
 
I was recently… (choose 1): 
○ …charged with an important mission. 
○ …created. 
○ …reactivated after being shut down. 
○ …rebuilt and repaired. 
○ …reprogrammed, after a full data erasure. 
 
I was programmed to… (choose 1 or 2): 
○ …attack a specific foe (say who)… 
○ …defend a specific community (say which)… 
○ …never harm a human… 
○ …perform a type of work (say what)… 
 
…but I feel my most important goal is to… (choose 1): 
○ …become a god. 
○ …become human. 
○ …defend or rescue a specific person (say who). 
○ …destroy my creator. 
○ …find my creator. 
○ …know what love is. 
○ …recover a specific item (say what). 
○ …sabotage a specific group or operation (say what). 
 
However, I am currently lacking… (choose 1 or 2): 
○ …a convenient fuel supply. 
○ …a soul. 
○ …free will. 
○ …important information (the GM will say what). 
○ …my memory banks (and all my original memories). 
○ …the awe and respect of humans. 
○ …the macguffin. 
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STATS 
Choose a line to start with: 
○ alluring-1, careful+1, mighty+2, weird-1. 
○ alluring-1, mighty+2, weird-1, wise+1. 
○ mighty+2, resolute+1, weird-1, wise-1. 
 
If you look like a human on the outside, you may choose this line instead: 
○ alluring+1, mighty+1, weird-1. 
 
Then choose 1: 
○ Get +1 alluring. 
○ Get +1 careful. 
○ Get +1 resolute. 
○ Get +1 wise. 
 

ROBOT CLASS MOVES 
As long as you remain a robot, you get all 6: 
 
● Durable: Due to your artificial, robotic frame, you always have 1-armour. This does 
not combine with other armourr. 
 
● From the Ashes, a Titan Arises: If you are ever completely destroyed, another 
character can try to rebuild you. They should roll+careful. On a 12+, the GM will pick 
some goals to meet, but you will be restored almost fully. On a 10 or 11, all or most of 
your functions and bonds can be salvaged, but you revert back to the stats and moves 
you started with (un-mark appropriate improvements). On a 7-9, you may only be 
rebuilt as a brand new Robot character. On a miss, your memory banks, personality, and 
programming are lost forever. 
 
● Kaiju Fighter: When you roll+mighty in a fight against a gang or monster, roll a 
bonus die. 
 
● Mechanical Titan: As a robot, you function differently from living organisms: 

 You are unaffected by most psychic phenomena. 
 You are unharmed by cold, heat, lack of oxygen, and most forms of poison and 

radiation. 
 You cannot memorize spells or perform rituals. 
 You do not need to eat or drink. 
 You heal curse instead of harm when you recover. 
 You only heal harm if you have self-repairing systems or a qualified technician. 
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● Prime Directive: When you act against your programming, you are going into danger, 
unless you are pursuing your most important goal. 
 
● Scientific Machine: When you roll+careful to manipulate a specific type of 
technology, roll a bonus die. Choose which type of technology (choose 1): 

○ Devices of the Ancients. 
○ Earth technology, of the industrial age and later. 
○ Mystic forces. 
○ Space alien technology. 
○ Stone-age and iron-age technology. 

 

ROBOT SPECIAL MOVES 
Choose 2: 
 
○ Heavy Metal: Your massive metal form gives you +1 mighty (maximum mighty+3). 
 
○ Interface Jack: You are able to communicate with any and all thinking machines, 
simply by plugging into them. Using your interface jack (hi-tech, implanted; wireless 
optional) you may attract their attention, make deals with them, and study them as if 
they were people. 
 
○ Metaphysical Sensors: When you train your scientific sensor array (hi-tech, 
implanted) upon some manifestation of mystic forces, roll+careful. On a hit, you can 
(choose 1): 

 Isolate and contain a fragment of these mystic forces. 
 Isolate and protect a person or thing from these mystic forces. 
 Open a portal into or through these mystic forces. 
 Reach through these mystic forces and make contact with someone or something 

connected to them. 
 Send information through or into these mystic forces. 

By default, the effect will last only as long as you maintain it, will reach only shallowly 
into these mystic forces as they are local to you, and will bleed instability. On a 10+, 
choose 3 options. On a 7-9, choose 1: 

 It doesn’t attract any unwanted attention. 
 It reaches broadly throughout these mystic forces or this area. 
 It reaches deep into or through these mystic forces. 
 It’ll persist (for a while) without you actively maintaining it. 
 It’s stable and contained, no bleeding. 

On a miss, whatever happens, your sensors take the brunt of it. 
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○ Programmed to Destroy: When you break things or smash through walls, 
roll+mighty. On a 10+, if it can suffer damage at the hand of a robot, it breaks. On a 7-9, 
breakable things still break but the GM chooses one: 

 You are impeded slightly and must hold it together to make follow-up actions. 
 You cause unintended harm or damage. 
 You leave something behind. 
 You take something with you. 

With a miss, you suffer harm instead of breaking things (ignore armour). 
 
○ Self-Repairing: Your systems repair themselves, as long as you have proper materials 
to replace damaged parts (metals, plastics, crystals, etc). When you have such fuel, you 
may roll+material’s worth in valuables, up to a maximum of +3. On a 10+, you heal all 
harm. On a 7-9, you heal 1 harm. On a miss, your need for materials is insatiable and 
you run out before the repairs can be made. 
 
○ Unstoppable: When you suffer harm, the GM picks no reactions for you. 
 
○ Versatile Utility: Choose another two auxiliary or specialist functions. 
 
○ Zardoz Speaks to You: When you attract attention or make a deal, you may 
roll+mighty instead of rolling+alluring, as long as you are not trying to be subtle or 
tender. 
 

BONDS 
O I was programmed to assist __________, or someone similar enough that it makes 

no difference. 
O __________ helped get me repaired when I was broken. 
O __________ knows where I was [assembled / built / programmed]. 
O __________ reminds me of my creator(s). 
O __________ seems to understand me, even though I am a robot. 
 
Other robots and synthetic beings can write an extra bond with you. Human or alien 
characters may not start with more than one bond with you, on their sheets. You are a 
robot, you don’t normally get close to fragile meat packets. 
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GEAR 
You get: 
 1 specialist function. 
 2 auxiliary functions. 
 Clothes, if you want them. 
 
Auxiliary functions (choose 2): 
○ Blades (3-harm hand; implanted; messy optional). 
○ Crystal power recharger (hi-tech, implanted). 

Uses surplus energy production to recharge one radiation crystal per day of activity, or 
two per day of inactivity. 

○ Drug injectors (hi-tech, implanted, touch). 
○ Extendable limbs (hi-tech, implanted; hand weapons become reach weapons). 
○ Extending eyepiece (hi-tech, implanted). 
○ Hardened metal exterior (2-armour, hi-tech, implanted). If you wear armour, use 

that instead. 
○ Microphone and speakers (hi-tech, implanted, loud; records as well). 
○ Stun-wave projector (stun close; ap, area, hi-tech, implanted, loud, reload). 
 
Specialist functions (choose 1): 
○ Energy beams (3-harm close/far; hi-tech, implanted, laser). 
○ Flame thrower (4-harm reach; fire, implanted, messy). 
○ Force shield (force, hi-tech, implanted). 

When your force shield is activated and you suffer harm, suffer -1 harm. 
○ Infiltration apparatus (alive, hi-tech, implanted). 

Includes alterable, chameleoline synthskin exterior and interior organs that can mimic 
human biological functions. 

○ Interior space (dimensional, hi-tech, implanted; secret optional). 
Compartment can be large enough to hold a containment chamber, or a full room 
(complete with controls, mini-bar, abd viewing screens), or a sizeable inventory. 

○ Suspensor arrays (+flight, hi-tech, implanted). 
 

ROBOT IMPROVEMENT 
Each time you improve, choose one of the options. 
Check it off; you can’t choose it again: 
__ Attract a group of followers. 
__ Get +1 careful or +1 resolute (max stat+2). 
__ Get a special move from another class. 
__ Get another Robot move. 
__ Get another auxiliary or specialist function. 
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The SAGE 
DESCRIPTION 
I am… (choose 1): 
○ …a mutant. 
○ …a synthetic person, grown in a vat long, long ago. 
○ …an Algol Man. 
○ …not human. 
If you’re a regular Algol Man, choose one of the many races that inhabit Planet Algol. If you’re 
not, say what you look like. If you’re not human, you can choose a specific race if you like. 
 
Others tend to notice… (choose 1 or 2): 
○ …how laden down I am with trinkets, knick-knacks, and small artifacts. 
○ …me easily, swathed in dusty robes, metal rings, and spectacles. 
○ …my deep, soothing, sonorous voice. 
○ …my hands, like claws, clutching an ancient tome. 
○ …my piercing eyes that seem to look into a person’s very soul. 
○ …my unkempt hair and [crazed expression / dirty feet / long, shaggy beard]. 
○ …that I’m adorned with [strange tattoos / painted sigils]. 
 
My reputation… (choose 1 or 2): 
○ …draws a steady stream of eager would-be students. 
○ …is false. 
○ …is that I am expensive, and have expensive tastes. 
○ …is that of a generous sage, and wise. 
○ …is typical for such a prodigious scholar. 
○ …is undeserved. 
○ …marks me as a debased hedonist, a scholar of pleasure. 
○ …would lead one to believe me degenerate and corrupt, with many dangerous 

friends, and many dangerous secrets. 
 
I am very wise, primarily because… (choose 1 or 2): 
○ …a symbiotic alien has infected my body and dumped its knowledge into my brain. 
○ …gods and spirits come to me in dreams and grant me wisdom. 
○ …I attended one of Planet Algol’s most prestigious schools, the [give it a name]. 
○ …I have spent so much time in the famously well-stocked library of [give it a name]. 
○ …I studied at the feet of a wise old master sage. 
○ …I used forbidden sorceries to make demons offer up their secrets to me. 
○ …I was taught by a series of great teachers, each more learned that the last. 
○ …I worked in the laboratory of a reclusive yet brilliant experimentalist. 
○ …my brain has mutated and is now vastly more capable than those of others. 
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Every sage has his or her own unique field of interest, usually a blend of several lesser 
disciplines, in which he or she is the undisputed expert. What is yours? 
 
Specialties of the Lesser Disciplines (choose 2; or 3 that are similar): 
○ Agriculture ○ Maps and the surface of Algol 
○ Alchemy ○ Mathematics 
○ Animals ○ Medicine 
○ Art and architecture ○ Music and performance 
○ Divination ○ Other planes of existence 
○ Geo-sciences ○ Philosophy 
○ History, politics, and war ○ Plants 
○ Languages ○ The gods 
○ Lore and customs ○ The stars and heavens 
○ Magic ○ Write your own: _______________ 
When combined, these specialties create the subject on which you are the supreme 
authority: 
________________________________________________________________________ 
 

STATS 
You get wise+2 and choose one line of stats: 
○ alluring+1, mighty-1. 
○ alluring-1, resolute+1. 
○ careful+1, mighty-1. 
If you’re a mutant, you also get +1 weird and -1 resolute. 
 
Then choose 1: 
○ Get +1 to a stat (max stat+2). 
○ Get a second special move. 
 

SAGE CLASS MOVES 
You get all 3: 
 
○ Assess Your Situation: When you assess your situation, roll+wise. On a hit, you can 
ask the GM questions. On a 10+, ask up to 3 from the list. On a 7-9, ask 1: 

 What should I be on the lookout for / paying attention to? 
 What’s my enemy’s true position? 
 What’s my best escape route / way in / way past? 
 Who has the advantage / is in control here? 
 Who is the biggest threat / most vulnerable to me? 

If acting on one of the GM’s answers requires you to make a roll, you get +1. You can 
only assess the same situation once. 
 
○ Foremost Expert: When a question arises that pertains to your special field of 
knowledge, the GM will consult you first. The GM may also introduce custom moves 
based on your specialties. 
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○ The Gift of Knowledge: When you have time and intimacy with someone who has 
come to you for knowledge, advice, or teaching, if you do not already have a bond with 
them, on your sheet, you may write one. If you do have a bond with them, you can open 
both your minds to mystic forces together, experiencing the same thing. With another 
player’s character, roll once but add both your weird stats. 
 

SAGE SPECIAL MOVES 
Choose 1: 
 
○ Consult Sage: When a character comes to you for advice on how to achieve an 
important goal that is related to your specialty, tell them what you honestly think the 
best course is. If they are a PC and they do it, they take a bonus die to any one roll they 
make in the doing, and if they reach their goal, you can mark experience. If they are an 
NPC, they act with an advantage. 
 
○ Critical Thinker: You can study anything that falls into your field of expertise—
whether it’s an institution, an object, a place, or a theory—as if it were a person. 
 
○ Field Scholar: When you roll+careful while investigating your field of study or your 
specialties, roll a bonus die. When you roll+wise to study someone who is also working 
within your fields of expertise, roll a bonus die. 
 
○ I Know this Work: When you encounter an interesting artifact, construction, or 
device (your call), roll+wise. On a hit, you can ask the GM questions. On a 10+, ask 3. 
On a 7-9, ask 1: 

 How could I make this thing do ________? 
 How is it weak or vulnerable? 
 What’s happened to it recently? 
 What’s it for? 
 What’s it made of? 
 Who made it? 

On a miss, it is something beyond your knowledge and understanding. 
 
○ Perspective Taking: You can assess another person’s situation, as long as you 
witness it yourself, read about it, or have it explained to you. On a hit, you can ask your 
questions from your own perspective or from theirs. 
 
○ The Sage’s Book of Spells: You get a spellbook with three spells or rituals. 
 
○ Who’s Who on Planet Algol: When you meet someone important (your call), say what 
you’ve heard about them and roll+wise.  On a hit, the GM will tell you more details. On 
a 10+, the GM’s details will complement yours. On a 7-9, the GM’s details may 
contradict your own information, and how you discover the truth is your own affair. 
With a miss, you are wrong about something important. 
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GEAR 
You get: 
 1 weapon for self-defence. 
 Fashion according to your description. 
 Oddments or money worth 2-barter. 
 
Weapons for self-defence (choose 1): 
○ Cane sword (2-harm hand). 
○ Ceramic knife (2-harm hand; ap). 
○ Old pistol (2-harm close; loud, reload). 
○ Shield (1-harm hand; worn, +1 armour vs. hand weapons). 
○ Staff (1-harm reach; area). 
 

BONDS 
O I studied with __________. 
O I told __________ where I suspect an Ancient city may be hidden. 
O __________ brought me safely to the Forbidden Bazaar of [Demon-Traders / 

Shath-Nahal / the Gods / the Xenon District / Thieves], and back again. 
O __________ didn’t heed my advice. 
O __________ once supplied me with forbidden tomes. 
O __________ protected me from trouble, more than once. 
 
Anyone who’s ever come to you in need of answers can write an extra bond with you. No 
one else can start with more than one bond with you, on their sheet, and you can’t start 
with more than one bond with them, on your sheet. You’re just too wrapped up in your 
researches to care that much. 
 

SAGE IMPROVEMENT 
Each time you improve, choose one of the options. 
Check it off; you can’t choose it again: 
__ Attract a group of followers. 
__ Get +1 to one stat (max stat+2). 
__ Get a crew of 2-5 assistants to run chores. 
__ Get a special move from another class. 
__ Get another Sage move. 
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The SORCERER 
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DESCRIPTION 
I am… (choose 1): 
○ …a sorcerer from Earth, come to Planet Algol on purpose. 
○ …an Algol Man. 
○ …not human. 
If you’re an Algol Man, choose one of the many races that inhabit Planet Algol. If you’re not, 
say what you look like. If you’re not human, you can choose a specific race if you like. 
 
I appear… (choose 1): 
○ …bored and perpetually unimpressed. 
○ …intense and maniacal, with blazing eyes. 
○ …nervous and skittish, eyes full of fear. 
○ …perfect, unblemished. 
○ …tall and imperious, with an air of unshakeable confidence. 
○ …withered and depraved. 
 
I am attired in… (choose 1 or 2): 
○ …a black cloak, and clothes of felt and leather, equally as black. 
○ …a star-patterned robe and a conical hat. 
○ …animal hides. 
○ …antique or bizarre jewellery. 
○ …garments picked up off the ground. 
○ …soft and stylish synthsilk clothes, all “gifts.” 
○ …the garb of a long-dead culture. 
 
I gained my sorcerous arts… (choose 1): 
○ …after being possessed by a spirit. 
○ …as a blessing from the gods. 
○ …as the slave of demons. 
○ …at a school for sorcery. 
○ …by apprenticing to a master from a long line of sorcerers. 
○ …by bartering with supernatural beings. 
○ …from forbidden books. 
○ …when I realized I am the reincarnation of a mighty sorcerer who gained [his / her] 

powers… (choose a second option for your past life). 
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STATS 
You get weird+2 and choose one or two stats lines: 
○ alluring+1, careful-1. 
○ alluring+1, weird-1. 
○ alluring-1, mighty+1. 
○ careful+1, mighty-1. 
○ mighty-1, wise+1. 
 
Then choose 1: 
○ Get +1 to a stat (max stat+2). 
○ Get a second move from the Sorcerer special moves. 
 

SORCERER CLASS MOVES 
As long as you remain a sorcerer, you get all 3: 
 
● Jaded: When you hold it together in the presence of magic, roll a bonus die. 
 
● Spellcaster: You start with 4 spells or rituals. 
 
● Sympathetic Magic: When you have an arcane connection with someone, you may 
affect them with your spells and help or interfere with them at any time, no matter 
where they are or how far away they are. To achieve an arcane connection with 
someone, you need any one of the following: 

 A piece of their body. 
 A psychic or mystical link to them. 
 Something they cherish or hold dear. 
 To be romantically involved with them. 

 

SORCERER SPECIAL MOVES 
Choose 1: 
 
○ A Summoner’s Judgement: You may study a magical creature, a god, or a monster as 
if it were a person. On a hit, you may also ask either of these two questions: 

 How can I use this being’s magic to my own advantage? 
 What is my standing in this creature’s eyes? 

 
○ Expanded Spellbook: You get an additional 4 spells or rituals in your spellbook, and 
the extra room to hold them. You may not choose the tag small. 
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○ Fearsome Presence: You can roll+weird to get the effects of making an attack 
without physically attacking. Your victim has to be able to see you, but you don’t have to 
interact. If your victim suffers harm as a result, your will counts as a weapon. When you 
take this move, choose one type: 

 Kinetic force (2-harm sight; loud optional). 
 Mystical evil (1-curse sight; loud optional). 
 Psychic trauma (1-harm sight; psi; loud optional). 

 
○ Hypnotic Gaze: When you enter into a charged situation, you may roll+weird. On a 
hit, you can make eye contact with any one of the GM’s characters present, who freezes 
or flinches and can’t take action until you break it off. On a 10+, you may do this three 
times while the situation remains charged. On a 7-9, once only. On a miss, your enemies 
identify you immediately as their foremost threat. 
 
○ Legendary Spellbook: You get an additional 3 spells or rituals, plus an additional 
option and an additional tag for your spellbook. You may not choose the tag copy. 
 
○ Magic in the Blood: You get +1 weird (max weird+3). 
 
○ Sorcerous Regalia: You get 2 additional pieces of sorcerous equipment. 
 

GEAR 
You get: 
 1 piece of sorcerous gear. 
 A spell book. 
 Fashion according to your description. 
 Oddments, antiques, books, intoxicants, or money worth 2-barter. 
 
My spellbook… (choose up to 3 options): 
○ …consists of multiple volumes. 
○ …constantly reorders its own contents. 
○ …has a reputation. 
○ …is dedicated to a specific extraplanar entity. 
○ …is beat to shit and falling apart. 
○ …is bound in human skin. 
○ …is engraved and decorated with gold. 
○ …is lavishly illustrated. 
○ …is made of metal. 
○ …is my own creation. 
○ …is perfumed and scented. 
○ …is stolen. 
○ …is written in a dead language. 
○ …was made from the corpse of a fantastic beast. 
○ …was written by demons. 
○ …was written in human blood. 
 



40 
By default, your spellbook can hold up to a dozen spells or rituals. Give it a name and 
choose up to 2 tags for it: 
○ Alive: Your spellbook is a living thing (+alive). 
○ Copy: There are multiple copies of this book in existence. 
○ Encrypted: Written in code that cannot be read by others without powerful magic. 
○ Inconspicuous: Does not look or read like a magical tome. 
○ Insight: Grants +1 to rolls involving one type of magic when consulted. 
○ Large: Holds up to two dozen spells or rituals but is bulky and cumbersome. 
○ Limitless: Holds an infinite amount of non-magical writing. 
○ Monograph: Choose one subject from the Sage’s list of specialties. Your spellbook 

contains extensive information about this topic. 
○ Poisonous: Those who touch it, save for you, are poisoned. Choose a poison type. 
○ Secure: Magical locks or wards prevent others from opening it. 
○ Small: Holds half a dozen spells or rituals but is easy to conceal and transport. 
○ Trapped: Those who open or read it without your permission suffer harm (2-harm 

intimate; applied, magic, trap). Choose a damage type. 
○ Unusual shape: You spellbook is not a book. It is a scroll, perhaps, or a memory 

cube, a box full of intricate clockwork, a collection of engraved coins or knotted 
strings, or a deck of playing cards that must be laid out in specific patterns. It may 
also communicate its spells to you in a manner other than writing. 

○ Warded: You always know where your spellbook is and who touches it. 
 
Sorcerous Equipment (choose 1): 
○ Bag of holding (magic). 

This bag can hold up to a thousand pounds worth of small objects without becoming 
bulky or heavy. 

○ Compass rose (magic). 
Points north, or to a location the sorcerer has been to before, or to a person the sorcerer 
has an arcane connection with. 

○ Flask of purification (magic). 
Any water in this flask will be purified and safe to drink after an hour. 

○ Mummy dust (stun hand/reach; multiples). 
○ Ornate or jewelled mask (valuable, worn). 
○ Ring of feather falling (magic, worn). 

Allows the wearer to fall slowly and land softly. 
○ Ring of fire resistance (magic, worn). 

Renders the bearer immune to normal flames. 
○ Runes of protection (1-armour, magic, worn). 

Cannot be combined with armour; must be worn on bare skin and visible. 
○ Someone else’s shadow (alive, magic). 

Can be ordered to perform menial chores, but its owner may have plans to get it back. 
○ Sorcerer’s staff (1-harm reach; area). 

This staff can memorize one spell, which any wielder can cast. If the staff breaks, the 
spell is released, and the staff loses its magical abilities. 

○ Wand of extinguishing (magic). 
This wand puts out fires, dampens lights,  and turns off powered devices within sight 
with but a wave. 
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BONDS 
O I have used my magic [on / on behalf of] __________. 
O __________ and I shared a vision once, after we [ate the flesh of the giant black 

centipede / drank the blood of gods / performed gruelling magical ceremonies / 
smoked thag weed] together. 

O __________ knows I have a secret map. 
O __________ obviously doesn’t trust me, and this needs to change. 
O __________ proved a worthy ally in [court / my darkest hour / prison / the Demon 

Wastes / the last war]. 
O __________ was once my enemy, but we’ve since reconciled. 
 
Anyone with magical origins or abilities can write an extra bond with you. No one else 
can start with more than one bond with you, on their sheet. You’re not exactly good 
with people. 
 

SORCERER IMPROVEMENT 
Each time you improve, choose one of these options. 
Check it off; you can’t choose it again: 
__ Get 3 more spells or rituals. 
__ Learn how to memorize one extra spell. 
__ Lift a curse afflicting yourself or another. 
__ Make another piece of sorcerous equipment for yourself. 
__ Summon a demon and bind it (negotiate a deal with the GM). 
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The THIEF 
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DESCRIPTION 
I am… (choose 1): 
○ …a mutant. 
○ …a synthetic person, grown in a vat. 
○ …an Algol Man. 
○ …not human. 
If you’re a regular Algol Man, choose one of the many races that inhabit Planet Algol. If you’re 
not, say what you look like. If you’re not human, you can choose a specific race if you like. 
 
I appear… (choose up to 3): 
○ …deformed or mutilated. 
○ …full of mischief, with sparkling eyes and a smirking grin. 
○ …immaculately well-groomed. 
○ …nervous and stuttering. 
○ …ostentatiously bedecked in rings and jewels. 
○ …rarely, my thick dark clothes blending into the night. 
○ …small and slight, clothed in soft greys and blacks. 
○ …to be dressed as some other profession. 
○ …to have long thin limbs, and long thin fingers. 
 
As to my origins, I… (choose 1): 
○ …am the dissolute child of a decadent noble house. 
○ …grew up in the slums or xenon district of a great city. 
○ …joined a criminal guild after the deaths of my whole family. 
○ …learned my trade in shitty wasteland villages. 
○ …tried honest, hard work but it never got me anything. 
○ …was raised by cultists or revolutionaries. 
Name someone close to you, a person from your past, and write a bond with them, on your 
sheet (pick from the options given later). 
 
Somebody’s after me. Nobody important, nothing to worry about, really, just… 
(choose 1 or 2): 
○ …a band of slavers. 
○ …a few priests of Light. 
○ …a magical creature. 
○ …a nasty bounty hunter. 
○ …an evil wizard. 
○ …my family. They’re rather prominent in society. 
○ …some rival thieves. 
○ …the law. 
○ …this weird cult of incompetent assassins. 
Name your pursuer and write a bond with them, on your sheet (pick from the options given 
later). 
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STATS 
You get resolute+2, and choose a line to start with: 
○ alluring+1, careful-1, mighty-1, wise+1. 
○ alluring-1, mighty+1. 
○ careful+1, wise-1. 
If you’re a mutant, you also get +1 weird and -1 alluring. 
If you’re synthetic, you also get +1 careful and -1 wise. 
 
Then choose 1: 
○ Get +1 to a stat (max stat+2). 
○ Get a third move from the Thief special moves. 
 

THIEF CLASS MOVES 
You get both: 
 
● Criminal Specialty: Choose a specialty. Whenever you improve, you may choose to 
switch your specialty, or leave it as it is: 

○ Bandit: When you roll+mighty in a direct attempt to obtain valuables, roll a 
bonus die. 

○ Grifter: When you roll+alluring in an attempt to disingenuously obtain 
valuables, roll a bonus die. 

○ Kleptomaniac: When you roll+weird in an attempt to find or obtain 
valuables, roll a bonus die. 

○ Sneak Thief: When you roll+resolute in a direct attempt to obtain valuables, 
roll a bonus die. 

 
● When you have time and intimacy with another person, you may ask one question 
from Thieving Nature about their assistance, companionship, friendship, knowledge, 
love, respect, skills, or trust, as if it was an object and you had rolled 7-9, even if you do 
not have the move. 
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THIEF SPECIAL MOVES 
Choose 2: 
 
○ Break and Enter: When you disable a trap, pick a lock, or otherwise tinker with 
mechanical devices, roll+careful. On a 10+, choose 2. On a 7-9, choose 1: 

 You leave no trace behind. 
 You work fast. 
 You work quiet. 

 
○ Climb Walls: If it can be climbed, you can climb it, without facing the danger of 
falling. 
 
○ Eye for a Mark: When you assess your situation, on a hit, in addition to your other 
questions, you may ask this: 

 What and where is the most valuable thing here? 
When you study someone, on a hit, in addition to your other questions, you may ask 
this: 

 What’s your character’s most valued or valuable possession? 
 
○ Opportunistic: When you help someone and they roll 10+, you may unmark a bond 
with them, on your sheet. When you interfere with someone and they miss, you may 
unmark a bond with them, on your sheet. Asshole. 
 
○ Stealthy: When you move silent, unseen, roll+resolute. On a 10+, hold 3. On a 7-9, 
hold 1. Spend your hold 1-for-1 to remain undetected, if at all possible, while you take 
an action, including: 

 Cover your tracks. 
 Get close to someone or something. 
 Hide or conceal yourself. 
 Infiltrate a guarded location. 
 Snatch, pocket, or conceal an item. 

Each piece of hi-tech or magical gear that helps you sneak can give you +1 hold. If you 
reveal yourself, you lose any remaining hold. On a miss, you’re caught in the act, in a 
bad position. 
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○ Thieving Nature: When you see, hear about, or otherwise come to know of an item 
or object you want, roll+resolute. On a hit, you can ask the GM questions about it. On a 
10+, ask 3. On a 7-9, ask 2: 

 How can I make this mine? 
 What is this truly worth? 
 What kind of advantage will I have if I make this mine? 
 Who or what will stand in my way if I try to make this mine? 
 Who will try to take it from me once it’s mine? 

On a miss, ask 1 anyway, but your face and body language betray your interest in the 
thing to anyone who’s paying attention.  
 
○ Toss the Room: When you search for hidden dangers or hidden valuables, you may 
roll+resolute instead of rolling+careful. 
 

GEAR 
You get: 
 1 stolen item. 
 3 pieces of criminal gear. 
 Fashion according to your description. 
 Oddments or money worth 1-barter. 
 
Criminal gear (choose 3): 
○ Automatic lock disabler (applied, hi-tech). 
○ Caltrops (1-harm close; area, multiples). 
○ Crowbar (2-harm hand). 
○ Hidden knives (2-harm hand; multiples). 
○ Mesh armour (1-armour, hi-tech). 
○ Needlegun pistol (1-harm close; poison optional). 
○ Plasteel cable and grappling hook. 
○ Poison (3-harm poison or stun/paralytic; applied, multiples). 
○ Shigawire (2-harm intimate; also records sound). 
○ Sword (3-harm hand; messy). 
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BONDS 
O I was caught stealing from __________. 
O Me and __________ are the only survivors of a dubious adventure. 
O __________ fenced stolen goods for me. 
O __________ helped me steal something valuable. 
O __________ is my wife or her lover. 
O __________ knows where I stashed some loot. 
O __________ saved my life, and I won’t forget that. 
 
Any other criminals can write an extra bond with you. No one else can start with more 
than one bond with you, on their sheet. You’re a thief, you got secrets. 
 
Stolen items (choose 1): 
○ A bottle full of who-knows-what. 
○ A cautious man’s purse, as yet unopened. 
○ A cursed statuette. 
○ A damaged hi-tech device, bleeding radiation. 
○ A doctor’s bag. 
○ A jar of mysterious powder. 
○ A locket with a lover’s picture inside. 
○ A piece of gear from any playbook (ignore the implanted tag). 
○ A sorcerous book. 
○ A young girl’s heart. 
○ Human bones. 
○ Incriminating letters. 
○ Lead-coated gamma orichalcum cubes. 
○ The key to some noble’s sky-ship. 
○ The knife that killed the hierophant’s child. 
 

THIEF IMPROVEMENT 
Each time you improve, choose one of these options. 
Check it off; you can’t choose it again: 
__ Get a crew of 2-5 assistant thieves. 
__ Get a special move from another class. 
__ Get an animal that helps you work. 
__ Get another Thief move. 
__ Join a thieves’ guild. 



48 

The TRADER 
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DESCRIPTION 
I am… (choose 1): 
○ …a synthetic person, grown in a vat. 
○ …an Algol man. 
○ …not human. 
If you’re an Algol Man, choose one of the many races that inhabit Planet Algol. If you’re not, 
say what you look like. If you’re not human, you can choose a specific race if you like. 
 
I am… (choose 1 or 2): 
○ …a fast-talking entrepreneur, always looking to make a deal. 
○ …always at ease, in any company. 
○ …bright-eyed and motivated, a smooth talker. 
○ …old and wizened. 
○ …pretty and aloof. 
○ …scraggly and travel-worn. 
○ …smooth-faced and indifferent. 
○ …threatening and furious. 
 
I have… (choose 1): 
○ …a blank, intoxicant-addled gaze. 
○ …a nasty reputation. 
○ …a pleasant smile and comforting gestures. 
○ …a thousand-yard stare. 
○ …all the time in the world. 
○ …too much crap. 
If you have too much crap, say what kind of crap you have too much of (nothing valuable). If 
you don’t, say why you don’t have too much useless crap. 
 
I dress in… (choose 1): 
○ …a dirty white smock. 
○ …a distinctive trader uniform. 
○ …baggy, nondescript shirts and trousers in neutral colours. 
○ …drab nomad robes. 
○ …hides and furs. 
○ …mismatched outfits I collect like postcards. 
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Most traders buy and sell whatever valuable items they can get their hands on, but 
every one of them has some particular type of good they’re known for or that they’re 
particularly good at appraising, evaluating, or finding customers for. 
 
I specialize in… (choose 1 or 2): 
○ …animals. 
○ …anything cheap. 
○ …art and antiquities. 
○ …books. 
○ …ceramics and pottery. 
○ …clothes, fabrics, and jewellery. 
○ …drugs, intoxicants, and medicinals. 
○ …foodstuffs. 
○ …metal tools and implements. 
○ …radiation crystals. 
○ …slaves. 
○ …weapons. 
 
I am currently in debt to… (choose 1 or 2): 
○ …a cabal of secretive investors who prefer to remain anonymous. 
○ …a conniving oligarch who craves the respect of the nobility. 
○ …a cruel, young noble with a fiery temper and more appetites than incomes. 
○ …a local noble, well-respected but decadent and hedonistic. 
○ …a local warlord, recently victorious in battle. 
○ …a merchant guild (choose which). 
○ …a shadowy thieves’ guild. 
○ …an elderly noble, rich beyond counting. 
○ …another trader. 
○ …the rulers of a nearby city. 
 

STATS 
You get careful+2. 
 
Choose one set: 
○ alluring+1, mighty-1, weird-1, wise+1. 
○ alluring-1, mighty+1, resolute+1, weird-1. 
○ resolute+1, weird-1. 
 
Then choose 1 bonus: 
○ Get +1 to a stat (max stat+2). 
○ Get a second special move from the Trader moves list. 
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TRADER CLASS MOVES 
As long as you’re a trader, you get all 5: 
 
● When you become romantically involved with one of the the GM’s characters, you get 
a new obligation job: keeping them happy (they’re happy / oh no they’re not). With 
another player’s character,  you can write a new bond with them, on your sheet. 
 
● Jobs: You start with two paying jobs and one obligation job. 
 
● Real Work: At the beginning of a session, or when there’s downtime, choose up to 
three paying jobs or obligations to work and roll+careful. On a 10+, you get profit from 
all the jobs and obligations you chose. On a 7-9, you get profit from at least 1; if you 
chose more, you get catastrophe from 1 and profit from the rest. On a miss, catastrophe 
all around. The jobs you aren’t working give you neither profit nor catastrophe, but 
unworked obligations may cause complications. 
 
● Teamwork: Choose one category of basic moves. If you receive help when making one 
of these moves, you can get +2 to your roll instead of +1. 

○ Action moves. 
○ Manipulation moves. 
○ Perception moves. 

You can chance which category of teamwork you are good at between sessions, but not 
during. 
 
● Trade Relations: When you sell or trade something unique or valuable to another 
character, if you have no bonds with them, on your sheet, you can write a new one. 
 

TRADER SPECIAL MOVES 
Choose 1: 
 
○ Minions: When you set a task for one of your underlings or contacts, roll+the number 
of bonds you have with them. On a 10+, they perform the task to the best of their 
abilities. On a 7-9, they undertake the task but encounter complications or difficulties 
which may require your attention. On a miss, they refuse the task, find themselves 
unable to complete it, or run into severe difficulties. 
 
○ Silver Tongue: When you make a deal that includes goods or commercial services, 
you may roll+careful instead of rolling+alluring. 
 
○ Team Effort: When you help someone who’s rolling or you get help from someone, 
on a 10+, you may unmark a bond with them, on your sheet. 
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○ This is MY Store, Motherfucker: When you are defending your goods from those 
who want to take them, you have 2-armour. 
 
○ Web of Contacts: When you go looking for specific goods or services, roll+careful. On 
a 10+, you find someone who can supply you with just the thing, or good enough, for a 
fair price—or someone who will buy your stuff without ripping you off too badly. On a 
7-9, the GM will tell you 1: 

 You find just the thing, but at a great cost. 
 You find just the thing, but with strings attached. 
 You find something close, for less. 

On a miss, the only way to get it here is exactly what you don’t want to do. 
 

GEAR 
You get: 
 1 portable weapon. 
 1 sales structure. 
 Debt equal to your current inventory. 
 Fashion according to your looks, including a piece worth up to 1-armour. 
 Oddments or money worth 2-barter. 
 Inventory of goods according to your specialty, worth up to 3-valuables. 
 
Portable weapons (choose 1): 
○ Hand cannon (2-harm close;  loud, reload). 
○ Hidden knives (2-harm hand; infinite). 
○ Metal club (2-harm hand). 
○ Musket (3-harm far; loud, reload). 
○ Or choose an additional sales structure instead of a weapon. 
 
Sales structures (choose 1): 
○ Caravan of up to 3 pack animals. 
○ Crew of up to 3 assistant traders. 
○ Medical kit worth 4-stock. 
○ Permanent or portable public establishment. 
If you have a crew, you can write an extra bond with each of them, and they have either clubs, 
swords, or the same weapons you have. 
 



53 

BONDS 
O I have a feeling that __________ will be a good investment. 
O I think __________ must be wealthier than [he’s / she’s / they’re] admitting to. 
O Me and __________ were both persecuted by the same [noble / oligarch / warlord]. 
O __________ left me in a pinch when they were supposed to come through for me. 
O __________ needs to learn how business works, and fast. 
O __________ sold me some good shit once or twice. 
 
Anyone who works with you closely—as part of your crew, perhaps—can write an extra 
bond with you, and you can write an extra bond with them (including the GM’s 
characters). No one else can start with more than two bonds with you, on their sheet. 
You try not to get too attached. 
 

TRADER IMPROVEMENT 
Each time you improve, choose one of these options. 
Check it off; you can’t choose it again: 
__ Abandon or resolve an obligation job for good. 
__ Get +1 to one stat (maximum stat+2). 
__ Get 2 new paying jobs and/or another crew. 
__ Get a special move from another class. 
__ Get another Trader move. 
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Resources 
WEALTH 
In World of Algol, wealth and valuables are measured somewhat abstractly, because so 
much commerce is carried on through a barter system. Small items are measured in 
barter, while valuables and fortunes have their own tiers of value. 
 
One unit of barter is worth: 

 a year’s tribute to a noble or warlord; 
 a month’s wages for basic work or on-call time for technical skills; 
 a week’s wages for technical or highly-skilled work; 
 or one significant task or operation. 

 
Subject to availability, 1-barter buys you room and board for a month, or: 

 a month of maintenance and repairs for a hi-performance vehicle; 
 a week’s worth of living expenses for a high-quality steed or two and a groom, 

maintenance of delicate tech, or protection by a bodyguard;  
 a night in high luxury and company; 
 or routine repair work or restoration on one hi-tech item or vehicle. 

 
Each significant item, outfit, tool, or weapon that isn’t hi-tech or valuable is usually 
worth 1-barter. 
 
One valuable item is worth approximately twelve barter—a year’s worth of basic work 
or a season of highly skilled work—but 12-barter does not equal 1-valuable. By default, 
hi-tech and magical items are also valuable, unless they are broken. 
 
Fortunes, for those who do not waste them, are self-sustaining masses of wealth. A 
single fortune is worth approximately twelve valuables, but a fortune can be used to 
obtain barter items and sometimes valuables without being reduced. 
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GEAR 
There is a great technological disparity between communities on Planet Algol. Certain 
guilds, organizations, and social classes have preserved some knowledge of ancient 
hi-tech devices, and are able to leverage this into military power and economic 
prosperity. The most common hi-tech weapons are laser guns. 
 
But most people live with the equivalent of pre-industrial technology. Swords, spears, 
clubs, and crossbows are common weapons. Some militias use black powder firearms, 
although these can be harder to reload than crossbows. 
 
Weapons and gear often have descriptive tags attached to them. These act as cues and 
constraints for the GM to use in describing the items they belong to. Weapons always 
have the amount of harm they cause and their range listed first. The ranges, from 
nearest to farthest, are intimate, hand, reach, close, and far. 
 
+bonus: Adds to a particular stat or roll in specific situations. 
 
acid: Any harm blocked by non-magical armour reduces its rating by 1. 
 
alive: It’s a living creature. 
 
ap: The weapon ignore’s a target’s armour, inflicting full harm. 
 
applied: The item takes time and intimacy to use, and a restrained or willing subject. 
 
area: The weapon targets an area and fully affects everyone and everything within it. If 
used against a gang, an area weapon inflicts its full harm. 
 
armour: Reduces incoming harm by n-armour. 
 
autofire: The weapon can make an area attack, but must immediately reload. 
 
barter: The item is worth n-barter. 
 
camouflage: The item allows the user to hide more effectively. 
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close: The weapon can only be used at close range, within shouting distance. 
 
close/far: The weapon can be used at both close and far range. 
 
contaminated: Causes contamination. 
 
dimensional: The item is able to fold and distort space. 
 
fake: The item is a replica and is only useful if someone can be fooled into thinking it is 
real. 
 
far: The weapon can only be used at far range, beyond hearing distance. 
 
fire: This weapon uses fire, which ignores most types of non-force armour. 
 
fireproof: The item provides adequate protection from fire. 
 
flight: The item can fly or allow its user to fly. 
 
force: Semi-visible shield, always reduces harm taken from weapons. 
 
hallucinogenic: Causes temporary distortions of thought processes and sense 
perception, possibly including prophetic foresight, glossolalia, astral travel, and/or 
fractal x-ray vision. 
 
hand: The weapon can only be used on a target within arm’s reach. 
 
harm: Inflicts n-harm when used as a weapon. 
 
hi-tech: It’s a piece of futuristic technology. 
 
implanted: It’s permanently implanted in, or integral to, the user’s body. 
 
intimate: The item can only be used on a subject or target that is close enough to hold, 
kiss, or grapple. 
 
laser: Laser weapons ignore all armour that is not hi-tech or magical and can cause stun 
harm from blinding. 
 
lightning: Ignores non-force armour that isn’t properly resistant to electricity. 
 
loud: Can be heard by absolutely everyone nearby. Sleepers awaken, children cry, most 
people cover their ears. 
 
magic: Attacks made of magic ignore all non-force armour. Magical armour protects 
against all harm. 
 
messy: This weapon leaves a mess and may or may not act as if it had area and loud. 
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multiples: The item is a collection of many items, considered together for the purposes 
of the rules. If you lose one, you have another. Individual items cannot be traded, only 
the full collection. 
 
optional: Indicates that a specific tag activates or not at the user’s option. 
 
paralytic: Causes paralysis, which is much like stun damage. May also be poison. 
 
phase: Phasic weapons cut through matter and ignore all non-force, non-magical 
armour. 
 
poison: Poisoned wounds usually cause additional harm and do not heal without 
proper medicine. Milder poisons stun or cause hallucinations on contact or when 
ingested. 
 
psi: Interacts with the mind directly. 
 
reach: This weapon is longer than most hand-held weapons and can be used to keep 
opponents with shorter weapons out of striking range. 
 
reload: Specific action to refill, reload, or reset this item must be taken after each time 
it is used. 
 
remote: The item can be operated at a distance, or it can operate autonomously. 
 
remote trigger: The item can be activated at a distance, but not operated. 
 
secret: The item is concealed or naturally hidden. 
 
stun: Disables a target instead of causing harm. Used on another player’s character, 
they must hold it together and/or go into danger to do anything other than be stunned. 
 
touch: Must touch its target to be used. 
 
valuable: It’s worth 1-valuable or n-valuables. 
 
worn: Must be worn to be used. 
 



58 

JOBS 
Some characters have jobs the details of which aren’t usually dealt with during play. For 
example, the Trader gets this move: 
 
○ Real Work: At the beginning of a session, or when there’s downtime, choose up to 
three paying jobs or obligations to work and roll+skilled. On a 10+, you get profit from 
all the jobs and obligations you chose. On a 7-9, you get profit from at least 1; if you 
chose more, you get catastrophe from 1 and profit from the rest. On a miss, catastrophe 
all around. The jobs you aren’t working give you neither profit nor catastrophe, but 
unworked obligations may cause complications. 
 
If you have a move like Real Work, you can take on jobs and work them in between 
sessions of play. All it takes to get a job is getting a job—find someone who needs 
something done and make a deal with them. Some jobs may require a crew. These don’t 
come with a job, either you have one, or you need to assemble one. 
 
Paying jobs and obligation jobs both include a description of the results when you get 
profit and when you get catastrophe. If a paying job is left unworked, ignore it, but if an 
obligation job is left unworked, that’s an opportunity for the GM. 
 
Paying jobs: 
Alchemy (2-barter / ambushed, contaminated, deceived, or shut out) 
Begging (1-barter / ambushed or impoverished) 
Brokering deals (1-barter / shut out) 
Companionship (1-barter / entangled) 
Deliveries (1-barter / ambushed) 
Doing murders (3-barter / ambushed or embattled) 
Enforcement (1-barter / overthrown) 
Fucking (2-barter / contaminated or entangled) 
Gambling (2-barter / ambushed, deceived, or embattled) 
Guard duty (2-barter / infiltrated) 
Healing (2-barter / contaminated or shut out) 
Honest work (1-barter / impoverished) 
Infiltration (1-barter / discovered) 
Intoxicant peddling (2-barter / ambushed, contaminated, or embattled) 
Magic (3-barter / contaminated, deceived, or shut out) 
Performing (1-barter / impoverished or shut out) 
Protection (1-barter / embattled) 
Research (1-barter / deceived or shut out) 
Scavenging (1-barter / contaminated or impoverished) 
Slave trading (2-barter / ambushed, contaminated, overthrown, or shut out) 
Soldiering (1-barter / embattled or overthrown) 
Surveillance (1-barter / deceived) 
Technical work (2-barter / deceived or shut out) 
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CATASTROPHE DESCRIPTIONS 
Ambushed: You get ambushed en route by someone who wants your stuff. 
 
Contaminated: Your health or your gear is compromised, putting someone at risk of 
illness—maybe you, maybe not. 
 
Deceived: To you, everything looks fine and under control, but it really isn’t. 
 
Discovered: You’re exposed. Maybe you figure it out before they get you, maybe not. 
 
Embattled: It should have been a decisive action without much resistance or any, but 
instead you’re trapped, pinned down, or hung up. 
 
Entangled: It should have been impersonal, but no, someone’s emotions come into 
play. Yours? 
 
Impoverished: Hard as you work, maybe you don’t get paid, the market drops out, or 
accidents happen, but you end up with nothing worth anything. 
 
Infiltrated: Somebody’s inside who shouldn’t be. Maybe you know, maybe not yet. 
 
Overthrown: Whomever you were supposed to keep down doesn’t stay down. They 
take control of the situation while you lose it. 
 
Shut out: You did your part but some other asshole has undercut you and now you’re 
stuck with the labour or the goods and no buyer. 
 

OBLIGATION JOBS 
Traders start with one obligation job, but anyone with Real Work can pick up obligation 
jobs. You can give up on an obligation job, but it means ruining any chance of resolving 
it for the better. 
 
Avoiding someone (you keep well clear / they catch you in a bad spot). Unworked, 
they’re all over the place, looking for you, and it’s an effort to avoid them. 
 
Building something (work continues / disaster strikes). Unworked, small problems 
build up and keep work from proceeding. Things fall apart, slowly. 
 
Hiding something (nobody suspects / the cat’s out of the bag). Unworked, somebody 
comes sniffing around, all suspicious like, and you need to deal with it. 
 
Keeping someone happy (you keep them happy / you fucking blow it). Unworked, you 
let them down in some small way and they feel it. 
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Living with addiction or illness (you cope with it / you’re overwhelmed). Unworked, 
you experience complications and setbacks. 
 
Maintaining your honour (you keep your word and your name / you cross a line). 
Unworked, someone’s spreading lies about you, or you’ve made some compromise, and 
it’s getting around. People talk. 
 
Mediation (everything’s cool / talks fall apart) Unworked, tempers flare and dealings 
get heated. Everyone expects you to deal with it. 
 
Paying debts (you keep up with them / they come due). Unworked, you’re falling 
behind; the sharks come ’round to make sure you’re going to make good. 
 
Protecting someone (nothing bad happens to them / they’re gone). Unworked, 
something bad happens to them, or they’re in urgent danger, and you have to deal with 
it before it gets more out of hand. 
 
Pursuing luxury (beauty in your life / you wind up in a bad spot). Unworked, your life 
remains ugly, inconvenient, and unsatisfying. 
 
Revenge (you victimize someone / they humiliate you). Unworked, your vengeance 
goes undelivered. The ones who wronged you? You see them around and they seem 
happy. 
 
Seeking answers (you get a clue / you chase a red herring). Unworked, the mystery 
deepens, or something casts your assembled clues in a new, more complicated light. 
 
Subsistence farming (you eat well / you starve). Unworked, you face a shortage of 
something crucial. 
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SPELLBOOKS 
If you want to memorize and cast spells, you will probably need a spellbook. If you are 
shereshi or a sorcerer, use the spellbook rules in your class description. If you’re some 
other class and you get a spellbook, use the rules here. 
 
My spellbook… (choose up to 2): 
○ …consists of multiple volumes. 
○ …contstantly reorders its own contents. 
○ …has a reputation. 
○ …is dedicated to a specific extraplanar entity. 
○ …is bound in human skin. 
○ …is dirty and travel-worn. 
○ …is engraved and decorated with gold. 
○ …is gnarled and blackened. 
○ …is lavishly illustrated. 
○ …is made of animal parts. 
○ …is made of metal. 
○ …is my own creation. 
○ …is perfumed and scented. 
○ …is stolen. 
○ …is written in a dead language. 
○ …was written in human blood. 
 
By default, your spellbook (can hold up to a dozen spells or rituals. Give it a name and 
choose 2 tags for it: 
○ Alive: Your spellbook is a living thing (+alive). 
○ Copy: There are multiple copies of this book in existence. 
○ Encrypted: Written in code that cannot be read by others without powerful magic. 
○ Inconspicuous: Does not look or read like a magical tome. 
○ Insight: Grants +1 to rolls involving one type of magic when consulted. 
○ Large: Holds up to two dozen spells or rituals but is bulky and cumbersome. 
○ Limitless: Holds an infinite amount of non-magical writing. 
○ Monograph: Choose one subject from the Sage’s list of specialties. Your spellbook 

contains extensive information about this topic. 
○ Secure: Magical locks or wards prevent others from opening it. 
○ Small: Holds half a dozen spells or rituals but is easy to conceal and transport. 
○ Trapped: Those who open or read it without your permission suffer harm (2-harm 

intimate; applied, magic, trap). Choose a damage type. 
○ Unusual shape: You spellbook is not a book. It is a scroll, perhaps, or a memory 

cube, a box full of intricate clockwork, a collection of engraved coins or knotted 
strings, or a deck of playing cards that must be laid out in specific patterns. It may 
also communicate its spells to you in a manner other than writing. 
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SPELLS 
Spells are actually extra-dimensional life forms, a type of mental parasite or symbiote. 
They do not normally prefer the minds of men, but may be captured and employed to 
create anomalous effects in the physical world through the use of magical formulae. By 
memorizing a formula, a spell is captured and held in the mind until cast, which usually 
erases all memory of the formula. 
 
There is no limit to how many spells you can know or have in your spellbook, but you 
can only memorize a maximum of two spells per point of weird you have, or only one if 
you don’t have a positive weird stat. Rituals require written aids and are not 
memorized. 
 
When you learn a spell, from a tome or another sorcerer, roll+wise. On a 10+, as long 
as you have enough time, you may learn the spell and copy it into your own spellbook. 
On a 7-9, your learning is imperfect. The GM will add an additional tag or two. On a 
miss, the spell is too difficult or alien, and you risk unleashing uncontrollable powers or 
harming your mind. 
 
Commonly-known spells on Planet Algol include: 
 
Armour: Grants you or someone you touch 2-armour for half a day, or until the end of a 
battle. Does not stack with other armour. 
 
Autarch’s Hand: Roll+weird to create a huge magical hand and manipulate or seize a 
thing or person. On a 10+, choose 1 or 2. On a 7-9, only 1: 

 You inflict harm (2-harm close; magic). 
 You push your target or targets away from or towards you. 
 You seize hold of your target and immobilize it. 

On a miss, the spell is either frightening but ineffective, or choose 1 option anyway and 
cause unintended damage or magical effects. 
 
Bind: You may command any rope-like objects within sight to tie themselves around 
other objects or around people; or you may cast this spell backwards and cause bindings 
to come undone. 
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Breathe Underwater: You may breathe underwater until you once again resurface. 
This spell may be cast on yourself, or a target that you touch. 
 
Change Size: You may double your own size or that of a target within sight, or by 
casting the spell backwards, shrink your target’s size by up to half. This effect can last 
up to a few hours after you stop concentrating. 
 
Charm: This spell temporarily makes a target creature or person into an ally (ally: 
friend). If cast on another player’s character, they can mark an experience if they behave 
like you are best friends and allies (but no more than one, ever), and must hold it 
together in order to oppose you or act in an unfriendly manner. Normal duration is 
between one day and one week. 
 
Cloud of Fog: You may create a cloud, wall, or mass of mist and vapour, roughly twice 
your height and the size of a large hall, anywhere within sight. This fog obscures vision 
until it dissipates or is blown away by wind, though you may command it to move 
slowly while it lasts. 
 
Conjuration: You may summon to your hand a fake item that is not hi-tech or 
mechanically complicated. The item, created from shadowy illusion-matter, looks and 
feels like a normal item of its type, but dissolves after about a day, or when dispelled. 
 
Control Liquids: As long as you concentrate, you may cause an amount of inert 
standing liquid equal to a large room to move and shape itself at your will. This does not 
affect living creatures that are part liquid or ice, but may be used to separate mixed 
liquids. 
 
Counterspell: If you know another sorcerer is casting a spell at you, you may use this 
spell to counter it. Roll+weird. On a 10+, you successfully deflect the spell back at its 
caster. On a 7-9, you may deflect it to the closest person to you instead, or onto the 
environment, if you are alone. On a miss, the effects of the spell targeting you are 
increased. 
 
Create Sound: You may create a disembodied sound as long as you concentrate. You 
may not create sounds you have not personally heard nor have any memory of. Range is 
your own earshot. This spell may be used to amplify your own voice, or someone else’s. 
 
Darkness: You cause any or all light sources within an enclosed area to dim or go out. 
This effect lasts until those sources are restored, or a new light source is introduced. 
This spell does not work outside in daylight. 
 
Detect Evil: Cast the spell and roll+weird. On a hit, you discover if a person or creature 
harbours any evil intentions. Additionally, on a 10+, choose 2. On a 7-9, choose 1: 

 You cast this spell on your whole surrondings, or a group, instead of an individual. 
 You determine the nature of any evil intentions. 
 Your casting goes unnoticed. 

On a miss, you are deceived or mistaken. 
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Detect Lies: You may ask this question without studying another person: 

 Is your character lying? 
 
Detect Magic: Cast this spell on an object to determine its magical properties, or on 
your surroundings to discover what is magical. 
 
Disguise: This spell creates an illusion that changes your appearance. As long as you 
concentrate on maintaining the spell, your new appearance is accepted. 
 
Endure: As long as you concentrate, you become immune to the effects of cold, fire, 
heat, and minor irritants, like dust, smoke, thorns, or jagged ground. 
 
Feather Fall: When cast upon a falling target within sight, including a person, object, or 
yourself, the target falls as if light as a feather until reaching the ground. 
 
Floating Disc: You summon a magical floating disc, about five feet in diameter, that 
follows you around and can carry about five hundred pounds of stuff. It lasts for about a 
day or until dispelled. You may only command one disc at a time. 
 
Ghostwalk: As long as you concentrate, you become ghostly and insubstantial, hard to 
see and able to walk through solid matter easily. 
 
Illusory Sensations: You may create the illusion of touch, taste, and/or smell, as long 
as you concentrate. This illusion may be tied to a specific object, or it may effect a single 
person that you can see. You may not induce sensations you have not experienced. 
 
Illusory Vision: You may create a visible illusion as long as you concentrate. The 
illusion may be as large as a room or it may be roughly human-sized and move. You may 
not create images you are unable to imagine or visualize in your mind. You must be able 
to see at least part of your illusion. 
 
Invisibility: As long as you concentrate, you become invisible, along with all your gear. 
 
Jump: Caster or target touched is able, for a full scene, maneuver, or battle, to leap 
dozens of feet across or straight upwards. 
 
Leave No Trace: Once you have cast this spell, you leave no trace on the ground you 
walk on for about a day. 
 
Levitate: You may levitate, hovering or moving up or down at will, as long as you 
concentrate. 
 
Light: You create a luminous glow, which either floats beside you or may be attached to 
a physical object within sight, and lasts until dispelled. If cast on a living creature, it 
glows with a pale light for about a day. 
 
Locate Object: As long as you concentrate, you are drawn to the closest object of a 
certain type, which you picture in your mind. This spell can locate specific, unique 
objects that you are familiar with, as well as objects of a general type. 
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Magic Missile: This spell allows you to roll+weird to make a magical attack at range 
(2-harm close/far; magic). On a 7-9, you may always choose to cause unintended harm 
in order to harm your target. When you learn this spell, choose an additional tag for the 
damage type (e.g. acid, cold, darkness, energy, fire, lightning, quintessence). 
 
Mending: You magically repair defects or damage to a piece of gear that is not hi-tech. 
 
Mirror Wall: As long as you concentrate, you create a shimmering reflective wall of 
magic in front of you, which reflects all magical curses, gaze effects, and energy 
weapons. From behind the mirror wall, you are also immune to powers that require 
being gazed upon to affect a target, such as a medusa’s petrification. 
 
Open: With a word or touch, you cause a stuck, barred, locked, held, or wizard-locked 
door to open. This also works on secret doors, locked boxes, and will loosen welds and 
shackles, but will not ropes or bindings. 
 
Paralyze: You may hold an individual within sight in place, as long as you concentrate 
(stun close; magic). 
 
Penetrating Vision: As long as you concentrate, you can see through solid matter. 
 
Plant Control: A long as you concentrate, you may control the spontaneous growth or 
withering of plants in your presence, even causing them to rot, flower and bloom, or 
wrap around creatures or objects. This spell has only cosmetic effects on sentient plant 
life. 
 
Prismatic Spray: You may roll+weird to attack with a rainbow-coloured magical spray 
(variable-harm close; magic, messy). On a 10+, roll two dice to determine which colours 
hit a lone target, or three dice to determine which colours hit a group of targets, in 
which case each person is only hit by one colour. On a 7-9, you affect one target and roll 
one die: 
1 Red burns (2-harm; fire, magic). 
2 Orange is corrosive (2-harm; acid, magic). 
3 Yellow causes madness (1-curse; magic, psi). Hold it together to avoid insanity. 
4 Green is poison (1-harm now; magic, poison). 
5 Blue petrifies (2-curse; magic, paralyze). Hold it together to avoid petrification. 
6 Purple banishes the target to another plane or dimension. 
 
Prismatic Wall: As long as you concentrate, you create a rainbow-coloured wall in front 
of you. When something touches this wall, roll two dice to see what colours they 
encounter. 
1 Red blocks all non-living matter in a solid or liquid state. 
2 Orange blocks living organisms. 
3 Yellow blocks psychic contact. 
4 Green blocks poison and gas. 
5 Blue blocks all forms of energy. 
6 Purple blocks magic and spells. 
If what passes through the prismatic wall is blocked, it stops moving and is affected as if 
by the prismatic spray spell. 
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Pyrotechnics: As long as you concentrate, you may control non-magical fires within 
your vicinity, including extinguishing them. You must be able to sense the fire, but you 
do not necessarily need to see it. Magical fire that is not controlled by another sorcerer 
may also be manipulated. 
 
Shapechange: You may transform your own shape into that of an animal or creature 
that is larger than a breadbox and smaller than a zorse. This lasts for a few hours or 
until dispelled. 
 
Shapechanging Curse: You can change another creature’s shape. Roll+weird. On a 10+, 
their shape changes immediately and lasts for weeks. On a 7-9, slowly and lasts for days. 
On a miss, the spell backfires on you or someone nearby. 
 
Shatter: You may cause glass or other fragile materials in your presence to shatter. If 
you concentrate on a single object, it will break no matter how strong. Magical materials 
are not affected. 
 
Shield: Creates a magical shield in front of you that gives you 3-armour against missile 
attacks, as long as you concentrate. 
 
Shocking Grasp: For a moment, your touch becomes electric (3-harm intimate; 
lightning, magic, touch). 
 
Sleep: You may cause a target that you can see to fall into a magical slumber, from 
which it is hard to awaken. The target will sleep for several hours. If used on another 
player’s character, they must hold it together to act before falling asleep. 
 
Spider Climb: Allows you, or a target you touch, to walk on walls and hang from ceilings 
like a spider until returning to normal movement. 
 
Spirit Steed: Whisper your need into the ether, and roll+weird. On a hit, a spirit steed 
arrives to carry you to your destination. On a 10+, choose 3. On a 7-9, choose 2: 

 Your steed appears to be a normal animal. 
 Your steed may carry additional passengers. 
 Your steed may carry you to multiple locations. 
 Your steed may fly. 

On a miss, you may choose 1 anyway, but you also summon something else. 
 
Stinking Cloud: You create a toxic cloud the size of a room (1-harm close; ap, area, 
magic, poison). This cloud looms until dispelled or it dissipates. 
 
True Sight: As long as you concentrate, your sight is unimpeded by obstacles such as 
darkness, smoke, dust, mist, magical illusions, or invisibility. Ghosts, demons, and 
concealed objects become apparent, and the alternate forms of shapechanged creatures 
becomes known. This spell does not confer x-ray vision or reveal other magical 
characteristics. 
 
Vampiric Touch: Your touch drains the life out of a target (2-harm hand; magic, touch), 
and you heal one harm circle. 
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Wall of Fire: You create a wall of flames roughly your height and fifty feet long. Anyone 
caught in this fire or passing through it is in danger of being burned (2-harm; ap, area, 
magic). The fire you summon lasts as long as you concentrate on maintaining it, but the 
natural fires it may cause are another matter entirely. 
 
Wall of Ice: You summon a sheet of ice roughly your own height and fifty feet long. This 
may be a free-standing wall or a sheet covering another surface. The ice lasts until it 
melts. 
 
Wall of Stone: You summon into existence in front of you a wall of stone roughly your 
height and up to thirty feet long. It begins to crumble after a few hours and will be 
reduced to dust after a day. 
 
Wizard Eye: As long as you concentrate, you may send forth an invisible eye that you 
can see through. It may travel as quickly as a zorse runs, in any direction. 
 
Wizard Lock: You cause a door, gate, valve, or other closure to shut and hold fast as if it 
were barred and locked. This applies also to improvised doors and barriers, and all types 
of materials, though it does not protect them from being battered down. Normal 
duration is about a day or so. 
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RITUALS 

Some magical effects are too complicated to simply be memorized and thrown around 
like spells. Rituals involve multiple spell entities and take anywhere from several 
minutes to several hours or even days to complete. 
 
Alarm Ward: You may inscribe a magic ward on a doorway, passage, or other limited 
location that will alert you or make noise when someone touches it or passes through 
the area. Your ward lasts for a few days. 
 
Change Weather: After this ritual is performed, which can take less than one hour, the 
weather changes to fit your will. 
 
Construction: You magically repair a piece of hi-tech gear, or, if you have proper plans 
and materials, you may build a piece of hi-tech using magic. This ritual takes about a 
day. 
 
Contact Other Plane: Name the extra-planar entity you wish to contact, and 
roll+weird. On a 10+, you are granted a vision, and the entity gives you answers. On a 7-
9, the power is indifferent, but some minor vision is granted. The entity will also inform 
you about itself or its plane of existence. Take +1 to your roll if you sacrifice something 
precious to you or the entity; +2 if it’s something priceless and unique. 
 
Dispel Magic: You may cancel spells, curses, and magical effects. This ritual takes only a 
few minutes to remove the ongoing effects of spells, but may take hours to dispel the 
effects of rituals. It will not reverse the permanent effects of using magic, it only repels 
existing magic away from this plane of existence. 
 
Geas: With this spell, you may command someone to perform some service or 
undertake some quest. Against another player’s character, they can mark an experience 
if they do it (but no more than one, ever), and may take +1 to one roll while doing so. 
Until they succeed, you may interfere with them regardless of distance or 
circumstances. Cast on one of the GM’s characters, roll+weird. On a 10+, they do it. On 
a 7-9, they endeavour to do it, but either fuck it up or manage to get revenge or some 
advantage of their own out of it. On a miss, things go rather poorly for both of you. 
 
Healing Touch: Lay your hands on the patient and roll+weird. On a hit, heal 2 circles of 
harm, but on a 7-9, choose 1: 

 You heal only 1 circle of harm, not 2. 
 You open yourself and your patient to mystic forces. 
 You’re going into danger due to the magical stress. 

On a miss, heal no segments and treat it as if you’ve opened both yourselves to mystic 
forces and missed the roll. 
 
House of Leaves: By means of this ritual, you cause a house to form around you out of 
nearby materials or magical energies. It may be larger on the inside than the outside, at 
your option. The magical portions last as long s you inhabit the house and for a few days 
more, while the physical construction is permanent. 
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Imprisonment: This ritual takes a full day to perform; at the end, choose a target you 
can see and roll+weird. On a 10+, the target is permanently imprisoned in a state of 
suspended animation inside a small sphere deep inside the planet. On a 7-9, the 
imprisonment is only temporary. On a miss, the GM chooses 1: 

 You free one or more creatures previously affected by this spell. 
 You suffer a magical miscast. 
 Your spell affects yourself or one of your allies instead. 

 
Magic Mouth: You inscribe a magical ward upon an object or location, so that when 
another creature comes close to it, a magical mouth appears and utters the words you 
have taught it to speak. The mouth ward is permanent unless dispelled. 
 
Permanency: This ritual takes a week to perform, but whatever spell you perform 
immediately after becomes permanent. This may cause seriously destructive effects, 
when harmful spells do not dissipate. 
 
Send Dreams: By entering a trance after the ritual, you may send dream messages to 
some other person, no matter where they are, or to a group of people in one specific 
place. Your message will continue to be sent for a day or so after your ritual is complete, 
and your target will receive it if they fall asleep at any point during this time. 
 
Shape Stone: You magically sculpt and shape a piece or mass of stone or earth into 
whatever shape you want, as long as you continue the ritual. 
 
Skinwalker: You may take on the form of another person or animal, as long as you 
have a piece of their body. Roll+weird. On a 10+, your mimicry is absolute and lasts for 
weeks. On a 7-9, your own personality shows through and the effect lasts for days. On a 
miss, the effect can last for days, but there are side effects and consequences. 
 
Trap Ward: You inscribe a magic ward that puts a trap on an object or location (2-harm 
intimate; magic, trap). You may include a phrase or sign that allows someone to avoid 
triggering the ward. When you learn this ritual, pick another tag for your trap (e.g. acid, 
explosive, laser, poison, psi, etc). The trap may or may not destroy the item it is 
warding, at your option. Your ward is permanent until triggered or dispelled. 
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Improvement 
In order to improve your character, you need experience. When you have marked 
experience five times, you can erase them all and choose an improvement. Which 
improvements you can choose are determined by your character class and any class 
expansions you have. 
 

EXPERIENCE 
In any mode of play, you can mark an experience when you resolve a bond or when a 
move tells you to mark experience. If you have marked experience five times, you need 
to erase them and choose an improvement before you can mark experience again. 
 
In each mode of play, you have other opportunities to mark experience. In the 
exploration mode, you mark experience for recovering valuables and completing quests. 
In the survival mode, you mark experience for defeating threats to your community, 
and fulfill community goals. In the intrigue mode, you mark experience for solving 
mysteries and achieving victories over rival factions. 
 

THE EXPLORATION MODE 
Each valuable you recover from an unexplored location is good for one experience. If 
your character is the one who retrieves a valuable, or receives it when the party divvies 
up the loot, you can mark an experience for it. Only one character can mark one 
experience per valuable retrieved. They can be traded around or given away later, but 
experience goes with the character who takes possession of the valuable at the end of 
the adventure. If valuables are sold or traded for wealth that the party can share equally, 
the party as a whole decides which character can mark an experience for that valuable. 
 
If a party recovers a fortune from an unexplored location, each and every character who 
helped to recover it can mark an experience for it, not just the character or characters 
who end up in possession of the fortune. 
 
1 valuable = 1 experience for 1 character who retrieved it. 
1 fortune = 1 experience for all characters who retrieved it. 
 
You may also mark an experience for completing a quest or mission you undertake on 
behalf of a third party, which takes you into an unexplored area. Each character who 
agrees to undertake the quest and helps complete it can mark an experience. Characters 
may not mark experience for acieving goals they set for themselves, but if they have a 
specific mission in mind and they can convince a third party to back them, they can 
count it as a mission. 
 
1 mission completed = 1 experience for all characters who participated. 
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