My Group of Role-Players

A role playing game about how to survive disfunctional
role-playing.

by Arturo Gonalez-Escribano



"Inside the game you are not friends, you are not romanyicadjnificant, you
are not socializing; you are just playing your role. Areroiy? Come and watch
those little poor RPG gamers trying to create fun with thgwseworking against
them. You have probably experienced it from inside. Now,wslioe hidden
agendas and see the social troubles working up and front.”

The draft of this game was an entry for the Game-Chef 2008 @titign
(Group Taurus).

Inspiring artwork by Tony Dowler.
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Chapter 1

Introduction

This is a game that explores in a funny and enjoyful way théudidional be-
haviors that may be produced in a group of role-players whmbroach a social
activity with a broken social attitude.

Three to six players will create characters representimgaymof role-players
with very different social and creative agendas. The charaavill try to play and
enjoy a role-playing game together. However, incompaglglendas will produce
a mix of satisfaction and frustration. When the tensioneases, the little egos at
work may become an explosive cocktail.

The game contains rules to create the group and their ageondasulate how
their play affects them, and especially rules to play and\ettje social uncon-
trolled situation and how it breaks.

Play outlook

Each player will be responsible to create and play the rolen&f character or
protagonist. The character will be a role-playing "Gamerhis gamer will be
defined by her agendas: likes, dislikes and priorities wHayipg a role-game.
The gamer-characters will meet to create fictional charactean imaginary
role-playing game. From now own, that in-game charactdibe/icalled "Pawns”
to distinguish them from the "Gamer” characters. The gamarsry to play sev-

[Image: Table]

Figure 1.1: How do you survive incompatible agendas at work?



eral sessions, to create an in-game campaign, enjoying igetting satisfaction.
However, they will also get frustration when things are naihg as they like.

This will last until the gamers decide to end the campaigrhersocial situa-
tion breaks completely. It may happen in only one actuay-pkssion of the real
players, or along more than one.

What do you need to play?
Three to six players. A couple of polyhedral dice: 1d20, 1d8

A note on terminology

Some role-playing theory terminology is intentionally dse the text with very
fuzzy or inappropriate meanings. Don't be scared.



Chapter 2

Agendas: What the gamers want to
bring to play?

Role-players enjoy different things when they play. Theyehgriorities for the

in-game content which they want to produce. They are callgdnflas in this
game. We will present here different types of agendas, fogum examples that
may provide troubles and disfunctional play in the groupobdéplayers. Use the
examples as inspiration to create your own disfunctionakoe consider two
types of agendas with different game impact:

Creative-Agendas: What kind of content does the Gamer-Character expect in
the game, that is not related to real social interaction wfkier gamers?

Social-Agendas: What kind of interaction with other Gamers is expecting the
Gamer-Character to be reflected in the in-game play, or fleemri-game

play?

2.1 Creative Agendas

2.1.1 Story-Now Creative agendas

These agendas are related to the gamer interest into estaldivelop, or resolve
an ideological challenge in play. Typically related to treevp’s or gamer’s pas-
sions or believes. They may represent an interest of the ygamexploring a

behavior that she considers an ideal, or she thinks she.ldtkesay also be a
reflection of the gamer about her own traumatic life expesn Examples:



e Law should be respected at any cost: The gamer wants to exploat
happens when the pawn'’s priority is law above all. Aboventl® love or
even any other human feeling.

e Someone will love me: The gamer feels trouble to get into mmare-
lationships. She will look for platonic or idealized lovepegssions and
romantic commitment in the in-game. To avoid the risk of d se&ial in-
teraction she will try to choose non-gamer-pawns insidegtimae to show
it.

e | miss my dog a lot: The beloved pet of the gamer died. She wants
bring back the feeling of enjoying its company through imagesituations.
Perhaps creating content where another pet (not necgserisame kind)
is involved, or having a loyal side-friend that always felland help her.

2.1.2 Step-on-up Creative-Agendas

The gamer looks for social assessment due to her persoai@gstrand guts when
facing risk. She looks for challenging situations to show ddalities. Good ex-
amples for this game may be related to trying to asses in-gacoenpetence in a
field where the gamer herself has none. Examples:

e I'm the best lover: Show that your pawn is the best lover ofithgame
world, getting into risky seductions, choosing forbiddangets for your
love.

e I'm a god of war: You will become the best fighter ever. Shownttedl.

2.1.3 Right-to-Dream Creative-Agendas

The gamer is commited to the imagined events of play, thegaime causes and
the pre-established thematic elements. You may get a nexedagwhen the in-

game coherence details, and how to use the in-game systetpltweesthem, be-

comes an obsession. Examples:

e Accounting is key: The gamer thinks that accounting litttegame details
is key to know what is possible to do. How to know if your pawn carry
that sack if you don’t know the exact number of Kg. of equiptngme is
already carrying? If I didn’t bought two pieces of 10 metefrsape in the
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last town | cannot get-down into this dark pit. If our horses/él only 40
Km. per day we will not arrive to the battlefield on time. Etc.

e Only very detailed combat tactics are realistic enough: olfi ylon’t pay
attention to the details the fighting situations are notdwalble. Exact po-
sitions of pawns, hit locations, are you at higher ground? tiis things
should appear in play.

2.1.4 Content Creative-Agendas

A gamer may have a special interest on showing during playnasgecific kind

of content. The unspoken assumption that other gamersiigejoy such demon-
strations may bring trouble when it comes to play. Each gitegrer should decide
before starting to play if her gamer-character will like,rut care, or dislike that
specific content. If nobody is going to dislike it, the agestauld be discarded.

e Cross-genre expectations: The gamer has a preferenceafente differ-
ent to the one of the game they are playing. She incorrectlyrass that
all people in the group surely likes it, and that is is fairntreduce relevant
in-game elements which are clearly out of the scope of thgame genre,
but thematically related to her preferred one.

e Sexual content: The gamer thinks it is appropriate and esterg to in-
troduce explicit sexual content in the in-game play. ButIlshe not asked
anyone how they would feel about it.

Be careful about how you describe your gamer-charactendntring this
kind of content in the in-game. Get the whole players-grqugraval before
describing fictional details that real-players may dislike

2.2 Social Agendas

2.2.1 Shared Social-Agendas

Two gamers may have a reciprocal agenda related to theialsexgppectations
about the other. The two players should collaborate and ttakesame one by
mutual decision. Trust and loyalty are typically involvedthese relationships.
These features may be easily exploited by one part to huttier. If the other



tries to maintain a relationship where this happens sydteallg it derives in an
abusive one. Examples:

o Girlfriend/Boyfriend: The gamers are (or they think theg)an love. They
expect to have romantic in-game situations together, oatdns where
they show their faithfullness and commitment to the other.

e I'm not getting involved with him/her, but it is so nice shetiging: One
part wants to get involved with the other, the second one krnbw he sec-
ond part does not want to get involved, but enjoys the apjmescT he first
part will look for romantic situations in-game with the ottgamer. The
second generally rejects the approaches, but there is abkitmhdescend-
ing acceptance and an unspoken promise of future involverhtre first
part shows that she is worth of it. For the second part it iy w&sy to
abuse the situation. In-game experiences may include tmoizing or
even ridicule the first part.

2.2.2 Opposite Social-Agendas

For two gamers by agreement of the players. Both particgphave a related
social agenda where the accomplishment of one part impligsg the feelings
of the other part. Examples:

e Old lovers: The gamers were previous lovers. They do notgmize it in
public, but they are still hurt by the presence of the othdreyTwill try to
keep apart in-game, to look for situations where the othurs, or much
worse, to bring old personal issues to the table througtamegplay.

¢ | was forced to bring my little brother/sister: The big ondasced (and
ashamed) to bring the little one to play. She will look foustions where
the little one is forbidden to do things, is hurt or deprotaiged. The little
one will look for situations where both pawns are protagomisict together
to do something. The big one is ashamed when this happens.

2.2.3 Incomplete Social-Agendas

These agendas are chosen by only one gamer. However, theyadesl to another
gamer, and may be acknowledge by her. The gamer with the adpasdchn interest
(good or bad) on a given second gamer. The second one doeaowt dr does

10



not really care about it. These social agendas typicallycgatplete when they
come to actual-play. Examples:

e | like her/him so much, but she/he does not know yet: The gamaai to
get romantically involved with another. The other does i yet. The
gamer will try to produce romantic situations between thateel pawns in
the in-game to reflect on the expected situation and/or stesvielelings in
a (supposed) safe environment.

When this agenda comes to play, and the players think it heante obvi-
ous enough, it may derive in the creation of a shared or oppagenda (if
the proposed relationship is accepted or rejected).

e You pissed me off, | will kill your pawn: The gamer feels thénet one
was unfair to him in real gamer-life or in-game. She will Ioiok revenge
hurting the other’s pawn in-game.

When these punishment-based agendas are executed thesplagale if
the situation settles down and the agenda disappears, hiitges to an
opposite one, if it moves to the other gamer to return the ghument, or
whatever solution they think is appropriate.

11



Chapter 3

Preparation

3.1 Creating gamer-characters

Each player creates one Gamer-Character. They are defindteinyagendas.
To create a proper disfunctional situation it is needed tiaiplayers create and
discuss the Gamer-Characters together.

Choose a name for the gamer. Write down 4 agendas for yourregzmeacter.
At least one creative and one social agenda should be irtlude

[Image: Cocktail]

Figure 3.1: Agendas: A recipe for an explosive cocktalil

This part of game preparation is key. Recipe for a good exmasocktail:
Two spoons of social-agendas. Look for other players comanit by involving
them in the creation of your shared, opposite, or incom@gendas. One mea-
sure of mixed creative-agendas such that other playerk @udyor cheer-up when
you describe them. Look for conflict looking to other playermsative-agendas to
create your own. Let the game system shake it hardly. Seidendth 1d8 (see
below) and enjoy the fun.

Note about creative-agendas: A gamer may have creativelage different
classes, representing different interests that will bevshat different moments.
Be sure that all classes are fully represented in the graugifferent classes are
non-compatible in-play.
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3.2 Thein-game

Once created we assume the gamer-characters meet togatkeide which game
are they going to play, and to create their in-game chamoteiPawns”.

Players should collectively agree on a fictional/imagirRIRG that the gamers
are going to play. It is enough to choose a sounding name aedra @r setting.
The actual game-system will be abstracted, and even spedific may appear
during play. After choosing the details, you may narrate leowited are the
gamers about playing this game.

Example: We may play "King’s Throne”, a pulp-fantasy gameimedieval-
like setting. Nice! We like the classic genre a lot. Or "S¢agents”, an spy game
in the modern era. | saw the cover and | couldn’t avoid buyinGool! The pitch
says you can play 007 movies. Let us try it. Etc.

3.3 The Game Master

This imagined game will have a Game-Master (GM). The garharacters should
choose who of them will be the GM. They may even decide thaGiewill be
rotating on each session.

The text of the in-game clearly say which are the respornséslof GM and
other players: "The GM will create a story, and the other ptaywill lead the
actions of the protagonists of that story”. You may narrate the gamers commit
to their assigned tasks, and no gamer will question thiseppdéthe game text (at
least not yet).

3.4 Creating pawns

Each non-GM gamer creates a pawn for the in-game. The pawhgeavthe
protagonist of the in-game stories.

3.4.1 Abilities

The pawns have a numerical value associated to each of thevifod eight abili-
ties or competences. As a player you assign one value to éditi. dAssign one
14, two 12, two 10, two 8, one 6 (the higher the better).

e Personal combat
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Warfare

Stealth

Athletics

Survival and tracking

Subterfuge

Etiquette

Lore/Technology (Use the most appropriate term for yousehnaenre/setting)

Note to the reader: This list is mainly lame. There are soraardholes and
overlappings. But | would suggest you to keep it as it is. Tikei$ created by
many years of experience in RPGs, and it is specifically thotayeasily support
all possible creative agendas (or none of them). In othedsyaton’t try to repair
the crappy thing. It may help to bring up some confuse sibnatiand arguing
when the gamers are playing.

3.4.2 Magic

If you are playing in a setting with magic or extraordinaryygos, choose one
spell type or magical power for each point of Lore above 1le(power for a
score of 12, three for a score of 14). The exact effect of theep® may be
discovered during play.

3.4.3 Other detalils

Choose and describe the two preferred pieces of equipmgmissessions of the
pawn. Describe how it dresses normally. Give a name to thepsWite every-
thing down in a piece of paper.

14



Chapter 4

Sessions

The gamers will meet together to play sessions. Each segdiia®present one
evening of play. During the play many things will happen, &émel gamers will
enjoy them or not. At the end of each session they will comé& bame and they
will have time to think about how the game is going before taetisession.

4.1 GM preparation

For each session, the player of the GM-gamer should prepargfedefined key
events/scenes that will determine the story major pointse [ast one will be
the climax of the story for this session. The player of the GiMdd write 4
sentences, one for each key-scene. The sentence will erwmrit terms of the
results or events that the pawns will achieve or not duriegsttene.

Examples: "They will discover that Henry is the vampire”. i@y will con-
front Clara’s nemesis but he will escape one more time”. {dl find the great
ogre and they will kill him”.

Ideally, the 4 sentences will form a kind of story skeletonthva starting
point, a couple of plot twists, and an ending climax. Howesemetimes the GM
character will have other life priorities than preparing tession and she may
arrive with a quite unconnected thing. If you are the playidhe GM, don't get
stressed. Anything will work.

4.2 Gamer’s scores

Each gamer-character has three scores.
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Satisfaction: Measures the satisfaction obtained so far in the session.
Frustration: Measures the frustration obtained so far in the session.

Excitement: Measures the gamer excitement and commitment to acconfyaish
agenda on each scene.

The three scores start the first session at 0. The exciteroer# s reset to 0
at the start of each scene (with an exception described tioaet7.3).

4.3 Number of scenes

v2 TO REVISE: The number of scenes and their use should beady playtest-
ing to achieve a proper length of play and to fix the appropriratximum for
tension.

The gamers will play up to 8 scenes. The 4 predefined by the GMeBudes
between them, and 1 epilogue scene at the end which is notudsaonp, but may
be required by any gamer (see the section "Preparing theseeston”).

All the pawns of the gamers will play on key scenes and ep#odtiowever,
interlude scenes may be used by the GM or players to play wittepawns aside.

4.4 Session end

After playing the epilogue, the gamers will finish the sessaod they will part
company until the next one. See section "In-between sessidtemember that
more than one gamer-session may be played in the same pkgssion if you
have time.
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Chapter 5

Scenes

5.1 Scene start, narration and task resolution

To start each scene, the player of the GM-character narnatesshe frames it,
explaining where the pawns are and what is going on. The gastart each new
scene with 0 excitement points (see exception below).

The players narrate what the gamers narrate about theirgpagtions. This
can be done easily, thinking that the pawn is your directattar in the in-game.
But you should keep the distance. Feel free to narrate wieagdmer feels or
does in the gamers-world.

The free play continues until the GM-gamer notices the finst df conflict.
Then, she starts to organize turns. Asking all the other gaat®ut their intended
actions, and resolving all their actions before proceethrtge next turn.

5.2 Task resolution and excitement points

During conflicts, when gamers declare the actions of theamsa they may ask
for tasks to be done. But the statement should not includesgtadeed, if the
gamer adds a goal, it is not really a problem, just disregavtién play continues.

Example: A gamer may say: "I hit him with my sword in the facklit he can-
not add "to mark him”, or "to knock out him”, or "to unbalancenhand quickly
cross the door”.

Gamers discuss which is the most appropriate pawn’s abilitihe task. GM
has the final word. The GM organizes the order in which ganesslve their
tasks. When it is her turn, the player rolls 1d20. If she gess br equal than the
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ability score, the pawn task succeeds, and the gamer getsitéraent point. If
the result is higher, the task fails and the gamer gets ngthin

TASK-RESOLUTION: 1d20
Success: Less-equal than ability score. Gamer gets 1 maritiegpoint.
Failure: More than ability score. No effect.

5.3 Excitement and shared-social agendas

When two gamers have both set for this scene a common shaced-agenda
(see section 5.7.1), their are supporting each other, ihgiloh the content added
by the other. When one of them earns 1 excitement point, ther gamer also
earns 1 point.

5.4 The excitement points of the GM

Once during each turn of resolution, the GM will also ask oae/pto solve a
task. For this roll, the gamer will not get any excitement igia success. But the
GM will get 1 point of excitement if she fails.

A excerpt from the in-game text of the gamers says: "The GM bhel re-
warded by occasionally choosing difficult tasks for the pswihasks which test
their worst abilities. It will add to the reality feeling and the immersion, and it
will create an urge on the gamers to improve their pawn’s albgdities”. Per-
sonally, I have no words for this.

5.5 Hurting or delaying other’s pawn

A gamer may declare an action in opposition to the actionghadrgawn, or aimed
directly to hurt her. This inter-pawn conflicts are resolweth a task-roll for each
pawn. It both results are a failure, they lose their turn.dtftbare successes, roll
again to break the tie. When only one is a success, that aotemails and the
other is a failure.

Before the climax of a scene, the effects of a pawn hurtingrermne, in any
sense, is just making the looser lose 1 excitement poinel#ys the climax and
the looser probabilities to successfully resolve her agend
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During the climax of a scene, the effects of a pawn trying td hoother one
may be whatever is declared as a goal. Nevertheless, thégpfeehngs cannot
be part of any goal. While not killed, their free-will is ne\ag the stake.

If a gamer’s pawn is killed by the GM, she gets 1 Frustratiompolf the
pawn is killed by another gamer’s pawn she gets 2 Frustratants. She cannot
introduce in-game content during the rest of the sessiowveltleeless, if all the
other gamers agree, she may create a new pawn an enter playirajge next
scene. In any case she could come back to play in the nexbsessi

v2, NEW: A gamer without a pawn may decide to leave. But if stefgrs
she may stay. She is still able to participate in the soctabhtion, delaying the
climax and interfering in other’s agendas resolution. Heeveas she may not set
and resolve her own agendas, she will not be able to getaetimh points. She
will calmly quit the session when she gets fed-up. See seétio

5.6 Narrating outcomes, the sacred-dice rule

The GM narrates the outcome of the task. As it is said in thgeime text: "When
narrating the outcome the GM must always abide the resulieotiice. The task
should always be successful or a failure according to the désult. This will
improve the trust of your players on your fairness”.

[Image: Saint20 ]

Figure 5.1: The Sacred-Dice rule

However, the GM narration may introduce new elements or tsviéxat may
be opposite to the perceived goals of the gamer.

Example: The gamer looks interested on his pawn startingreamtic rela-
tionship with a lady. He says that the pawn wants to approacrahd kiss her
passionately. Roll succeed. GM narrates that he kisseadlgghbssionately. For a
moment she is so surprised that she accepts, but then she abaaptly, pushing
back the pawn and closing the door on his face.

The players may narrate the gamers feelings or reactiormkipeal by the in-
game resolution events.
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5.7 Scene excitement, climax, and ending

5.7.1 Setting agendas

When a gamer earns the first excitement point in a scene, dyempshould set
which one is the most important agenda for the gamer in themesc Choose
among the ones your gamer have. It is called the Active-Agdadthat gamer.
When the gamer gets the sixth excitement point, the playgrseta secondary
agenda.

During the rest of the scene, the gamer should be trying todnte little bits
and details on the in-game related to the agenda/s. Whemgaxcitement the
player may narrate how the gamer is advancing to fulfill hévated agenda/s.

v2 NEW: Instead of earning an excitement point the player ingose to
change her agenda and set a different one.

v2 NEW (Alternative): At any time, except during the climaxgamer may
spent one point of excitement to change her agenda.

5.7.2 Group excitement, climax and goals resolution

When the sum of all gamers excitement arrives at 3 times thebeuof players,
the scene proceeds to its climax. Solve the rest of the tasdared for this turn
normally. When the turn ends, no more excitement pointshelearned by task-
resolution.

Gamers play now one turn more, the climax turn. They may navlade in-
tentions which include not only tasks, but also pawn’s gdsdés/ertheless, players
use the same task-resolution roll-system described above.

Successful goal-rolls does not report excitement, but Inpaglvancement to-
ken (see subsection "Pawn’s improvement”). The GM shouldeain the narra-
tion to the success or failure as indicated by the dice. Rerhat this time task
and goal should be aboded. The non-GM gamer may help addiaisde

No matter if the goal-roll is a success or a failure, the plyeceed to resolve
the agenda with an agenda-roll (see next section). Gaménsuwtian activated
agenda (no excitement points) when the climax turns stéstigerustration point.
Apply this process to each gamer, including the GM until ggae resolve her
agendal/s.

v2 NEW: Proposal, to study: Solve in decreasing excitemeagro Players
with two agendas are counted as having 5 points less for tondeone.
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5.7.3 Ending the scene

After all agendas are resolved, the GM may not add more netenbar situation
for the pawns to play. Remind to introduce enough elementimglahe climax
to allow a natural closing of the scene. Ifitis a key scene, @M shows the
pre-written plot sentence. If it was not properly accontpid by the pawns, the
GM gets 1 Frustration point.

Gamers that successfully resolves their agendas (see ogétvene point of
excitement for the starting of the next scene.

5.8 Agendas resolution

5.8.1 Agenda roll

When a goal-roll is done, no matter the success or failuréaénin-game, the
gamer may feel that her agenda has been accomplished or hi.isTmainly
determined by her excitement points.

AGENDA-RESOLUTION 1d20
1st gamer agenda: Excitement Success with less-equal
1 6
2 8
3 10
4 14
5+ 18
2nd gamer agenda: Excitement Success with less-equal
6 12
7 14
8+ 18
Success: Gamer gets one Satisfaction point
Failure: Gamer gets one Frustration point

The player narrates how the agenda is accomplished or netnmstof the
impact of in-game events on the gamer. All players may addeonarration
details about their own gamers reactions, especially iy tre affected by the
following rules.
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5.8.2 Agendas impact on other gamers

Resolving some agendas may have impact on other gamers.

e Opposite-agendas: Each time one gamer resolves the agecwkssfully
the other gamer receives 1 Frustration point.

¢ Incomplete-agendas: Only those based on punishment; vinegnate re-
solved successfully the other gamer receives 1 Frustrpbont.

e Content-agendas: When they are resolved successfultireatjamers that
specified during gamer-creation their dislike for that emnt they get 1
Frustration point.

e Non-compatible Creative-agendas: When they are resolvedessfully,
all the gamers which have set for this scene a creative-agehd non-
compatible class get 1 Frustration point. The non-comfetiasses are:
Story-now, Step-on-up, and Right-to-dream.

5.8.3 v2 NEW: Gamer’s positioning for Agendas

This section is new in v2 and should be reconsider. It indudainly ideas not
yet fully developed. The maximum tension or the excitemeanbabilities are
related to this new rule.

Gamers get 1 Commitment point at the start of each scene. pbinigs are
cumulative until they are spent. When any agenda is goingetedived, any
player (not only the one who is going to solve), may declaeg thse commitment
points. For each point spent the agenda-roll is modifiedraddi substracting the
equivalent of 1 excitement point.

Thus, gamers may interfere in the solving of other’s agetidaismay affect
them.

Associated disruptive techniques. ldea: Use of specifiar@dier creation)
techniques teharge the commitment points?

Also use 1 commitment point to interfere and delay the clithax

Gamers may have a fixed number of Commitment points at the aftéine
session?

22



Chapter 6

Satisfaction/Frustration at play

6.1 Gamer’s and group tension

The gamer internal Tension is calculated as her Frustrations Satisfaction. It
may be negative. The group Tension is the sum of all Frustratoints of gamers.
At the start of the session, the maximum internal tensionmraeganay bear is 4.
The limit decreases by 1 each time the Group Frustratioreas®s on as many
points as the number of players.

TENSION:
Gamer tension = Frustration - Satisfaction
Group tension = Sum Frustration of all gamers

Max. Gamer Tension bearable =
4 - GroupTension/Num.players (rounded down)

As soon as a gamer gets more internal tension than the maximitnshe
cannot bear it any more and quits the session. All other gainemediately
receive 1 Frustration point. Repeat the process if needext b®low section
"When a gamer quits”.

6.2 Techniques to move frustration to other gamers

At any time of the play a gamer may try to get some relief moviagFrustration
to other gamers. When the quiting moment arrives, this tecies are the last
resource to reduce the internal tension and avoid to breckjait
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Anything that explicitly punish others in public is enoughstart the process.
Make a public statement about other gamer bad-play strabegyin-game behav-
ior or even bad social behavior in the group. Any kind of coanl is allowed.
No real foundation is needed, but it helps if you may relate #ctual play events.
To know if the movement is successful, roll 1d8:

MOVING-FRUSTRATION ROLL: 1d8
Success: 5 or more, move 1 point of Frustration to the otheega
Failure: 4 or less, you cannot try again with the same gamer

However, some other things may influence this roll. All baesisf the Starter
gamer are added to the roll. All bonuses of the Target ganess\#itracted.

e Agendas: Some agendas may provide a bonus for one of the gamer
volved.

— Shared-social: If the gamers have a shared agenda, eveis ihat
active, the starter gets 1 bonus.

— Content-agenda: If the target/starter has activated aenbrigenda
disliked by the other gamer, in this or in previous scenes dikliker
may complaint about it to get 1 bonus.

— Incomplete-agendas: If a gamer reveal in public a hiddeaonmiete
agenda which may embarrass the other gamer, she gets 1 bonus.

e At any moment, while they are complaining and discussingiskee a
gamer may escalate the situation to get bonuses. Only onergaithget
escalation bonuses. It will be the first one to escalate tchibkeer level
finally achieved.

Accusations and complaints 0 bonus
Direct or condescendent insult to the other gamer 1 bonus
Menaces 2 bonus
Physical violence (see below) 3 bonus

If you arrive at the physical violence level, all gamers gxtabe starter will
get 1 extra Frustration point.

e Other gamers support. A gamer gets a bonus of 1 point for ¢aen gamer
supporting her complaints, insults, menaces, or violence.
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Any gamer may start the process again and again. But withaitme garget it
may only be initiated at one more level of escalation eacle tievertheless, if
the starter fails the roll she cannot try again with the saarget for the rest of the
scene. Unless she receives another Frustration point.

If escalation goes to violence, when the question is setitedn, and if the
gamers still decide to try to continue, no gamer may start éwerfrustration
points until someone receives one more point due to an agesdéution. The
restriction ends anyway when another scene starts.

Social-agendas may be changed or updated immediatelyoaienf the parts
tries to move frustration points to the other part. Typigédl reflect the lowering
on trust, loyalty or affection. They may change its content/ar its class. For
example, a shared-agenda may become opposite to reflecrget gamer not
trusting the other anymore.

6.3 Techniques to reduce group tension

Any gamer may ask at any time for a Break (to get some food, tolwienportant
news on T.V., to go out for smoking, whatever). It may be danéhe middle
of a scene or in-between scenes. When the 4th key-scenerenBseak can be
requested anymore. Epilogue can not be interrupted by &Bid#ere could be
only one Break during a full session.

Other gamers may complain or accept the Break proposaletfesthey may
vote, with the GM having the power to break ties.

If the Break succeeds, the gamers stop playing for a whilaydPs may nar-
rate the gamers talking about how the game is going, do otitaitees, relax,
etc. When gamers come-back to play, they have lost all tixeiteanent points,
including those which may come from the previous scene. r&abthe number
of players from the Group Frustration accumulated so fathéfBreak does no
succeed, the gamer may not ask for it again for the rest ofdéees(or the next
one if asked between scenes).

6.4 Violating a sacred rule

The gamers has bought a magazine published by the same cpthparthe game
they play. In an article about GM-ing techniques they haeelréThe GM may,
and should, cheat the dice rolls if the obtained result iagan detriment of the
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story”. Itis clear. The GM may cheat any task or goal-resofutoll. However,
agenda-rolls cannot be cheated by a gamer, even the GM,\aarthaot done by
gamers, but by players.

Just after a task or goal roll, the player of the GM may anneuhat she is
cheating the roll, announcing also the final result she psefe

[Image: Dilemma]

Figure 6.1: Internal struggle, the GM pressured to decitie itheats this roll

No matter what the magazine says, gamers may not like it tochnifithey
notice her cheating. It does not matter if it was done for @leesof the story.
When GM cheats, all players make an agenda-roll with theraotated excite-
ment so far. Those who succeed does not notice it and go onlyapbe ones
that fail, notice the cheating. Gamers noticing cheatirgg lb excitement point
(if they have it). Moreover, if it is a goal roll, and the ganveno stated the goal
notices the cheating, she gets one Frustration point.

[Image: Scrutiny]

Figure 6.2: Discovering your GM cheating may bring Frusbrat

However, any gamer noticing may decide to complain opentuathe GM
cheating. In that case all noticing gamers may complain &qptee effects of
the cheating on them. But the GM and all the non-noticing gambould do an
agenda-roll. Those who fail get 1 Frustration point.
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Chapter 7

Preparing the next session

7.1 Adjusting agendas

If the gamers arrive safely at the end of the session they gém players may
narrate how their gamer-characters feel about the sestgmmeone meet others
and talk about it, if they discuss something on the telephibtigey try to restart a
broken shared-agenda, etc. The players may adjust, maotifglzange the gamer
agendas to show their reflections about what happens duagglpis better not
to change the agendas arbitrarily, but as reaction to plagtsy

7.2 Pawn’'s improvement

Gamers also get some improvement for their pawns. For eaah-pdvancement-
token obtained and kept until the end of the session, the garag improve one
ability of the pawn by one point (maximum of any ability is 1&)Lore ability is
increased, new powers/spells may be chosen.

The important part of pawn-advancement-tokens is that éineyphysical to-
kens in the in-game world. Thus, they may be bought, sold, besken or stolen.
Part of a task or goal declared by any gamer (including the @dy implicate
such result.

The main purpose of the epilogue scene is for gamers to havepbortunity
to hurt other’s pawn or steal their advancement tokens whkerytning should
end happily.
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7.3 Special objects

Once per session, the GM may introduce a Special-Object.ajt lbe anything
that provides +1 point to the owner abilities when facing ecsiic type of tasks.
They may be used for the rest of the pawn'’s existence as féredsegps it. These
special objects may be also stolen/broken etc.

Examples: Ultra-fast laser gun (for combat), a king’s cratenrule people),
a fine horse (to travel fast), etc.

7.4 Initial Satisfaction/Frustration

Gamers start the next session with 0 points of SatisfactimhFaustration, with
the following exceptions:

e Gamers with positive tension at the end of a session startekieone with
1 Frustration point.

e Gamers with negative tension at the end of a session stametttene with
1 Satisfaction point.

v2 NEW: These points are not counted for the group tensionly @oints
earned during the session are adding to the group tension.
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Chapter 8

When a gamer quits

8.1 Immediate effects

If a gamer tension grows higher than the limit and she quitstlaer gamers gain 1
Frustration point. It may produce a chain effect of gamersSmgu The remaining
gamers may decide to continue playing, but the session megrbpletely broken.

v2: NEW: The only exception is a gamer whose pawn has beesdkilf the
other players did not let her introduce inmmediately anoplaevn, she has a good
reason to quit the session at any time without any game impact

8.2 After session

After the session ends, the players narrate how gamerssdigbe issue. All
together or in smaller groups. This does not necessarilgdram the play venue.
They should decide if they are going to get together agaitetyy pnd if someone
is quiting definitively anyway. Anyone may decide not to plaith the group
anymore, or to set any kind of conditions to continue (alttfothe gamers may
not really need to abide them).

If the group is going to continue:

e Players whose gamers decide to finally quit, should creatthangamer.
e Players whose gamers stay, may adjust and change theil-ageiadas.

e The group may reconsider what game do they play.
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e The group may reconsider who is the GM.

e The group may reconsider if they continue the last sessidfrtloey start a
fresh adventure.

If they decide to continue the session where it broke, the Giiless key-
events/scenes to start a new session, but trying to corttieustory where the last
one was interrupted.

All gamers start the next session with all scores at 0.
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Appendix A

Agendas effects

A.1 Gaining excitement during a scene

Social Shared When

eacht

the shared agenda is set by both play-

ers for this scene, one gamer get +1 excitement

ime then other gets +1 excitement.

A.2 Resolving agendas

Social Opposite

Agenda solved sucessfully also means +1 F
tration for the other gamer.

[us-

Social Punishment

Agenda solved sucessfully also means +1 F
tration for the other gamer.

[us-

Creative Content

When solved succesfully each gamer who

tration.

pressed her dislike for this content gets +1 Frus-

Creative Incompatible

» Incompatible classes of creative agendas

tion.

Story-now, The-Right-to-dream, Step-on-up.
When anyone of them is solved succesfully
each gamer who have set one agenda of an in-
compatible type for this scene gets +1 Frustra-

are
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A.3 Moving frustration to another gamer

Social Shared +1 bonus to move frustration to the other player
(even if the agenda is not active in this scene).
Social Incompletg Reveal in public an embarrasing hidden incom-

plete agenda of a gamer to get +1 bonus to move
frustration to her.
Creative Content | +1 bonus to avoid someone moving frustration

to you if she already activated a content agenda
you dislike during this session.
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