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Today:  
A Game About  t he Fi r st  Day of  t he Rest  

of  Your  Li f e 
 
 

“ Pai n i s no evi l  unl ess i t  conquer s us. ”   
—Geor ge El i ot  

 
Ever yday someone i n your  c i t y,  your  t own,  i s  on t he edge.   
You can' t  al ways t el l  by l ooki ng t hem over ,  but  i f  you l ook 
i nt o t hei r  eyes,  t hei r  soul s,  you can see t hat  somet hi ng 
i nsi de t hem i s i n danger  of  br eaki ng.   Pai n i s a par t  of  
t he human condi t i on;  no one can avoi d i t .   But  somet i mes 
t he Pai n becomes over whel mi ng,  i t  consumes ever yt hi ng t hat  
i s  good,  bl ot s out  t he sun,  and t hr eat ens t o swal l ow your  
ent i r e l i f e.   Somet i mes t hi s over whel mi ng Pai n i s f r esh and 
f i er y l i ke a f ever  or  an open wound,  ot her  t i mes i t ' s  an 
ol d f est er i ng sor e t hat  i s  s l i ck wi t h t he pus of  cur dl ed 
memor i es.   I t  doesn’ t  mat t er ,  one day wi l l  come when t he 
Pai n i s br ought  t o a head.   On t hat  day,  your  abi l i t y  t o 
Fi ght ,  t o st and st r ong i n t he f ace of  your  Pai n,  det er mi nes 
whet her  you l i ve or  di e.   Of  cour se,  t he physi cal  deat h may 
not  come qui ckl y,  but  t he spi r i t ual  one wi l l  be i mmedi at e — 
t her e wi l l  be no mor e Fi ght  i n you,  you wi l l  be onl y an 
empt y shel l  dr owned i n Pai n.   A Pai n t hat  wi l l  onl y be 
ext i ngui shed i n deat h.    
 
Today mi ght  seem l i ke any ot her  day,  but  t oday i s t he day 
you f ace your  Pai n.   Maybe i t ' s  a choi ce you made,  or  maybe 
i t ' s  a ser i es of  r ude coi nci dences — ei t her  way,  t oday you 
Fi ght  or  gi ve i n,  br eak down or  br eak t hr ough.   A par t  of  
you al r eady knows whi ch way i t ' s  gonna t ur n out ;  i t ’ s  been 
wr i t t en i n your  eyes f or  a l ong,  l ong t i me.   
 
 
Char act er  Cr eat i on  
 

“ When t her e i s pai n,  t her e ar e no wor ds.  Al l  
pai n i s t he same. ”   
—Toni  Mor r i son 

 
The char act er s i n t hi s r ol epl ayi ng game ( RPG)  ar e peopl e 
wi t h deep Pai n t hat  def i nes t hei r  l i ves and t hr eat ens t o 
consume t hem.   Up unt i l  now,  t hey have been abl e t o Fi ght  a 
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hol di ng act i on and keep t hei r  Pai n at  bay,  but  t oday i t  
wi l l  al l  come cr ashi ng down and t hey wi l l  come f ace t o f ace 
wi t h t he peopl e t hat  have caused or  abet t ed t hei r  Pai n and 
be f or ced t o conf r ont  t he mani f est at i ons of  Pai n t hat  have 
t ai nt ed t hei r  l i ves.    
 
Once you not e a coupl e of  basi c f act s about  your  char act er  
( name,  age,  occupat i on,  et c. ) ,  you get  t o move on t o t he 
bi g st uf f .   The most  i mpor t ant  par t  of  char act er  cr eat i on 
i s t o det er mi ne t he pi vot al  event  t hat  cr eat ed your  
char act er ' s Pai n.   No compl ex conspi r aci es or  gr andi ose 
t al es — keep i t  s i mpl e:   abuse;  t he deat h of  a l oved one;  
bet r ayal ;  a mi ssed oppor t uni t y;  an act  t hey can never  t ake 
back.   Even t hough i t ’ s  s i mpl e,  t he char act er ' s Pai n must  
be somet hi ng bi g,  so power f ul  t hat  i t  has br ought  t hem t o 
t he br i nk of  despai r .   I f  t hey cannot  summon t he wi l l  t o 
Fi ght ,  t hen t he char act er  wi l l  gi ve i n — commi t  sui c i de,  
f al l  per manent l y i nt o subst ance abuse;  go i nsane,  et c.   The 
st akes ar e bi g,  so make t he Pai n somet hi ng wor t h dest r oyi ng 
your  char act er ’ s l i f e over .   Not e t he Pai n you have chosen 
i n a coupl e br i ef  sent ences;  avoi d t he t empt at i on t o go any 
l onger  t han t hi s.   The event s sur r oundi ng t he Pai n wi l l  be 
f i l l ed out  dur i ng pl ay.  
 
Next ,  choose t hr ee mani f est at i ons or  ef f ect s t he Pai n 
cont i nues t o have on your  char act er ' s l i f e.   These ef f ect s 
ar e t hei r  Pai n made r eal  i n ever yday l i f e.   These 
mani f est at i ons can be at t i t udes or  behavi or s,  physi cal  or  
soci al  l i mi t at i ons — anyt hi ng t hat  ser ves as an echo of  
your  char act er ' s Pai n.   Of t en,  t he char act er  wi l l  deny t hat  
t hese t r ai t s have anyt hi ng t o do wi t h t hei r  past ,  but  we 
al l  know t hat  Pai n i s what  dr i ves t hem.   
 
Fi nal l y ,  br i ef l y  descr i be t hr ee peopl e ( one of  whom can be 
dead)  who ar e associ at ed wi t h your  char act er ' s Pai n.   These 
peopl e ar e t he per pet r at or s,  i nst i gat or s,  and passi ve 
obser ver s of  t he pi vot al  event  t hat  cr eat ed t he char act er ' s 
Pai n,  as wel l  as peopl e who ser ve as r emi nder s or  hel p 
cont i nue t he pat t er n t hat  Pai n has wr i t t en i n t he 
char act er ' s l i f e.   Each of  t hese non- pl ayer  char act er s 
( NPCs)  wi l l  appear  i n a scene dur i ng t he game,  so choose 
wi t h t hi s i n mi nd.    
 
Exampl e:  Mar gy Kl i ne was sexual l y abused by her  al cohol i c 
f at her  when she was a chi l d.   She r an away f r om home as a 
t eenager  and never  came back.   That ' s her  Pai n.   Her  t hr ee 
cur r ent  mani f est at i ons ar e:   Can Never  Fi nd a Good Man,  No 
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Educat i on,  and Can' t  St and Bei ng Touched.   Her  t hr ee peopl e 
ar e her  f at her ,  Jack Kl i ne ( now dead) ,  her  mot her  Ger t r ude 
Kl i ne,  and an abusi ve ex- boyf r i end,  Ni ck Rami s.   
 
Exampl e:  Geor ge McI nt yr e i s a wi dower  af t er  hi s wi f e Gi na 
di ed of  st omach cancer  l ast  year .   That ' s hi s Pai n.   Hi s 
t hr ee cur r ent  mani f est at i ons ar e:   Cr i ppl i ng Lonel i ness,  
Sees Gi na Ever ywher e,  and Heavy Dr i nki ng.   Hi s t hr ee peopl e 
ar e hi s wi f e Gi na ( now dead) ,  Gi na' s mot her  Rose,  and hi s 
young daught er  Al i ce,  who l ooks so much l i ke her  mot her .   
 
 

 
 
 
The char act er s ar e t r y i ng t o make do and make a l i f e 
despi t e t hei r  Pai n.   Thi s i s  r epr esent ed by t hei r  Fi ght  
pool ,  t he wi l l power  and st ubbor ness t hat  keeps t he 
char act er  goi ng i n t he f ace of  t hei r  Pai n.   ( See bel ow f or  
mor e about  how t o use a char act er ’ s Fi ght  pool )   When 
cr eat i ng a char act er ,  choose t hr ee peopl e who ar e 
associ at ed wi t h t he char act er ’ s Fi ght  — peopl e who mot i vat e 
t hem and br i ng t hem hope.   One of  t hese peopl e can al so be 
associ at ed wi t h your  char act er ’ s Pai n.   That ' s how gr i ef  
and despai r  of t en wor k,  af t er  al l ,  wi t h some peopl e ser vi ng 
as bot h your  sal vat i on and a pi ece of  what ' s dr aggi ng you 
down.   Ther e i s a char act er  sheet  i ncl uded at  t he end of  
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t hese char act er  cr eat i on r ul es t o use i n not i ng al l  t hese 
i t ems.  
 
Exampl e:  Mar gy Kl i ne' s t hr ee peopl e ar e her  t eenage son 
Mi key,  Pat t y,  a suppor t i ve co- wor ker ,  and Jackson,  a 
nei ghbor  i n her  apar t ment  bui l di ng who may be sweet  on her .   
 
Exampl e:  Geor ge McI nt yr e' s t hr ee peopl e ar e hi s young 
daught er  Al i ce ( al so a par t  of  hi s Pai n) ,  hi s br ot her  Her b,  
and Dar i a,  one of  Gi na' s best  f r i ends.   
 
Pl ayer s can choose ei t her  t o l et  each of  t hei r  char act er s 
exi st  separ at el y,  i n whi ch case i t  i s  possi bl e t hey wi l l  
not  i nt er act  at  al l  dur i ng act ual  pl ay,  or  t o t i e t hei r  
char act er s t oget her  t hr ough common bonds.   Char act er s may 
shar e a per son i n common,  per haps connect ed t o bot h 
char act er s ’  Pai n or  bot h char act er s ’  Fi ght .   Or  a s i ngl e 
per son coul d be associ at ed wi t h one char act er ’ s Pai n and 
anot her ’ s Fi ght ,  wi t h t he pot ent i al  f or  hi ghl y char ged 
i nt er act i ons.   An even mor e emot i onal  opt i on i s t o have 
anot her  char act er  be one of  t he peopl e associ at ed wi t h a 
char act er ’ s Fi ght  or  Pai n.   Such char act er s woul d 
f r equent l y i nt er act  i n pot ent i al l y  expl osi ve ways.  
 
Exampl e:  Ben Kl i ne i s Mar gy’ s cousi n.   Hi s Pai n cent er s on 
t he hunt i ng acci dent  wher e Jack Kl i ne was k i l l ed.   He and 
Mar gy bot h have Jack Kl i ne associ at ed wi t h t hei r  Pai n,  but  
f or  ver y di f f er ent  r easons.   A meet i ng bet ween t he t wo 
coul d occur  i n pl ay t hr ough t hi s t i e.  
 
Pl ayer s shoul d col l ect i vel y deci de upon a set t i ng f or  t he 
game.   Whi l e t he def aul t  set t i ng i s one of  moder n ur ban 
Amer i ca,  pl ayer s shoul d f eel  f r ee t o make l ocat i on mor e 
speci f i c  ( Det r oi t ,  f or  exampl e)  or  t o compl et el y change i t  
wi t h r espect  t o t i me and pl ace ( a game set  i n czar i st  
Russi a,  f or  exampl e) .    
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Today 
( I s t he Fi r st  Day of  t he Rest  of  Your  

Li f e)  
 
Name:  
 
Age:  
 
Occupat i on:  
 
Your  Pai n:  
 
 
 
 
Thr ee Mani f est at i ons of  Your  Pai n:  
 
 
 
 
Thr ee Peopl e Associ at ed Wi t h Your  Pai n:  
 
 
 
 
Thr ee Peopl e Associ at ed Wi t h Your  Fi ght :  
 
 
 
 
 
Your  Cur r ent  Fi ght  Pool :  
 
 
 
 

" We must  embr ace pai n and bur n i t  as f uel  f or  
our  j our ney. "   
—Kenj i  Mi yazawa 
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Pr ogr essi on of  Pl ay 
 

“ The pai n of  t he mi nd i s wor se t han t he pai n of  
t he body. ”   
—Publ i l i us Syr us 

 
Today i s i nt ended t o pl ayed by at  l east  t hr ee pl ayer s 
pr ef er abl y i n a s i ngl e sessi on.   Each pl ayer  cr eat es a 
char act er  as descr i bed above.   Ther e i s no gamemast er  ( GM)  
i n t hi s game.   The pl ayer  t o your  l ef t  i s  gi ven cont r ol  of  
t he Pai n f or  your  char act er .   Thi s pl ayer  wi l l  f r ame t he 
Pai n scenes f or  your  char act er  t hat  f eat ur e t he t hr ee 
peopl e associ at ed wi t h t he char act er ' s Pai n.   Thi s pl ayer  
wi l l  r ol e pl ay t hese peopl e as wel l .   Wher e a char act er  has 
a second char act er  as one of  t he peopl e associ at ed wi t h hi s 
Pai n,  t he second char act er ’ s pl ayer  shoul d be sur e t o s i t  
on t he f i r st  pl ayer ’ s l ef t .  
 
The pl ayer  t o your  r i ght  i s  gi ven cont r ol  over  t he peopl e 
associ at ed wi t h t he Fi ght  of  your  char act er .   Thi s pl ayer  
wi l l  pl ay t he t hr ee peopl e associ at ed wi t h t he char act er ' s 
Fi ght  i n scenes wher e t hey appear .   Wher e a char act er  has a 
second char act er  as one of  t he peopl e associ at ed wi t h hi s 
Fi ght ,  t he second char act er ’ s pl ayer  shoul d be sur e t o s i t  
on t he f i r st  pl ayer ’ s r i ght .  
 
I f  char act er s shar e a common per son associ at ed wi t h t hei r  
Pai ns or  Fi ght s,  seat i ng shoul d be ar r anged t o al l ow t he 
pl ayer s t o r ol e pl ay t he common per son f or  each ot her  i f  
possi bl e.   I f  t hi s cannot  be wor ked out  compl et el y,  st i ck 
wi t h t he def aul t  r ul es not ed above.    
 
Pl ay const i t ut es a ser i es of  f i ve scenes and a f i nal  
epi l ogue f or  each char act er ,  const i t ut i ng t he one day i n 
t hei r  t r oubl ed l i f e wher e t hei r  Pai n comes t o a head.   
Ther e wi l l  be t hr ee scenes f ocusi ng one t he char act er ' s 
Pai n and t he peopl e associ at ed wi t h i t ,  and t wo scenes t hat  
cent er  on t he char act er ' s Fi ght  and associ at ed peopl e.  
 
Pl ay al ways begi ns wi t h an i nt r oduct i on of  each char act er ,  
hi s or  her  Pai n,  and t he key peopl e i n t hat  char act er ’ s 
l i f e.   Then,  each char act er  i n t ur n has hi s or  her  f i r st  
Pai n scene.   Fr om t her e,  pl ay pr oceeds f r om char act er  t o 
char act er ,  gi v i ng each a chance f or  a scene.   Scenes f or  
each char act er  al t er nat e bet ween t hose f ocused on Pai n and 
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on Fi ght ,  wi t h t he f i r st ,  t hi r d,  and f i f t h scenes bei ng 
Pai n scenes.   Each Pai n scene t hr eat ens t o r educe your  
Fi ght  pool ,  whi l e each Fi ght  scene has t he chance t o r ai se 
i t .   ( See bel ow f or  how t he Fi ght  pool  i s  t est ed i n t he t wo 
di f f er ent  t ypes of  scenes)  
 
 

 
 
 
Af t er  t he f i f t h scene f or  each char act er  has been pl ayed,  
each pl ayer  i n t ur n nar r at es an epi l ogue t o wr ap up t hei r  
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char act er ' s st or y.   I f  t he char act er ' s Fi ght  pool  i s  
posi t i ve,  t hen t he char act er  has weat her ed t he st or m of  hi s 
or  her  Pai n and come out  t he st r onger .   They have won t hei r  
Fi ght .   They have st ar t ed t o move on and can move past  t he 
Pai n t o embr ace t he peopl e t hat  have been t her e t o suppor t  
t hem.   I f  t he char act er ' s Fi ght  pool  at  t hi s poi nt  i s  zer o 
or  negat i ve,  t hen hi s or  her  Pai n has won and t hey gi ve i n 
t o i t  per manent l y.   Deat h,  sel f - dest r uct i on,  and madness 
become t he onl y r oads f or  such a char act er .  
 
 
Pai n Scenes   
 

" Gi ven t he choi ce bet ween t he exper i ence of  
pai n and not hi ng,  I  woul d choose pai n. "   
—Wi l l i am Faul kner  

 
The pl ayer  cont r ol l i ng a char act er ' s Pai n f r ames t hr ee 
scenes — t he f i r st ,  t hi r d,  and f i f t h f or  t hat  char act er .   
Each wi l l  cent er  on a conf r ont at i on bet ween t he char act er  
and a per son associ at ed wi t h t hei r  Pai n.   I f  t hi s per son i s 
dead,  t hen a f l ashback,  ni ght mar e,  or  ot her  st r ong 
r emembr ance t akes pl ace.   Hooki ng t hi s i nt er act i on t o one 
of  t he mani f est at i ons of  t he char act er ' s Pai n i s a good 
st ar t  t o such scenes and al so y i el ds a mechani cal  ef f ect  
( as di scussed bel ow) .   Each per son and mani f est at i on can 
onl y be used once ( i . e. ,  i n a s i ngl e Pai n scene) .  
 
Each scene shoul d f ol l ow chr onol ogi cal l y  wi t hi n one day i n 
t he char act er ’ s l i f e.   Locat i on can var y,  but  shoul d 
gener al l y  be at  pl ausi bl e l ocat i ons wi t hi n t he same ci t y or  
t own wher e t he pl ayer s have agr eed t he act i on f or  t he game 
shoul d t ake pl ace.   The cont r ol l i ng pl ayer  shoul d est abl i sh 
t he t i me,  l ocat i on,  and what  t he char act er  i s  cur r ent l y 
doi ng as t he per son associ at ed wi t h t hei r  Pai n appear s.   
Once done,  f r ee r ol e pl ayi ng can t ake pl ace bet ween t he 
pl ayer s.   Peopl e associ at ed wi t h a char act er ' s Fi ght  may 
al so be pr esent  i f  t he char act er ’ s pl ayer  does not  obj ect .    
 
Exampl e:  Af t er  i nt r oduci ng t he char act er ,  Geor ge McI nt yr e' s 
f i r st  Pai n scene i s f r amed as i nvol v i ng Gi na' s mot her ,  
Rose.   The pl ayer  cont r ol l i ng Geor ge' s Pai n f r ames t he 
scene as Rose knocki ng on Geor ge' s door  at  8am Sat ur day 
mor ni ng af t er  Geor ge was up hal f  t he ni ght  dr i nki ng 
heavi l y.   The scene f r amed,  f r ee pl ay pr oceeds.  
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Event ual l y,  a cr i s i s or  deci s i on moment  wi l l  ar r i ve,  most  
l i kel y when t he per son associ at ed wi t h t he char act er ’ s Pai n 
makes some demand or  accusat i on agai nst  t he char act er  t hat  
cannot  be s i mpl y avoi ded.   At  t hat  poi nt ,  t he char act er ' s 
pl ayer  must  t est  t he char act er ’ s Fi ght  pool .   Then,  once 
t he r esul t s ar e det er mi ned,  t he Pai n scene i s nar r at ed t o 
i t s  concl usi on based on t he r esul t s of  t he t est .    
 
Exampl e:  Af t er  Geor ge st umbl es t o answer  t he door ,  Rose 
smel l s t he l i quor  on hi m and a heat ed ver bal  exchange 
begi ns.   The pl ayer  cont r ol l i ng Geor ge’ s Fi ght  pool  
r equest s t hat  Al i ce be al l owed t o ent er  t he scene.   
Geor ge’ s pl ayer  appr oves,  and Al i ce comes downst ai r s i n her  
paj amas,  happy t o see her  gr andma.   Pl ay cont i nues unt i l  
Rose t r i es t o t ake Al i ce out  of  t he house.   Geor ge’ s Fi ght  
pool  i s  t est ed.   The r esul t  di ct at es t hat  Geor ge’ s pl ayer  
must  nar r at e how t he scene ends badl y.   Geor ge r ef uses t o 
l et  Al i ce l eave,  hur t i ng her  ar m i n t he pr ocess,  bef or e he 
pr oceeds t o f or c i bl y k i ck Rose out  of  hi s house.   Rose 
t hr eat ens t o go t o cour t  t o t ake Al i ce f r om hi m.   
 
 
Fi ght  Scenes  
 

“ I t ' s  odd t hat  you can get  so anest het i zed by 
your  own pai n or  your  own pr obl em t hat  you 
don' t  qui t e f ul l y shar e t he hel l  of  someone 
cl ose t o you. ”   
—Lady Bi r d Johnson 

 
The pl ayer  of  t he char act er  get s t o f r ame t wo scenes 
bet ween t he char act er  and t he peopl e associ at ed wi t h t he 
char act er ’ s Fi ght .   These ar e t he char act er ’ s second and 
f our t h scenes.   These ar e scenes wher e t he char act er  may 
have a chance t o r al l y  hi s ener gi es t o Fi ght  mor e st r ongl y 
agai nst  hi s or  her  Pai n.   As wi t h Pai n scenes,  chr onol ogy 
and l ocat i on shoul d be est abl i shed t o al l ow f or  event s 
dur i ng t he same day of  t he char act er ’ s l i f e,  t he day t hey 
ar e bei ng conf r ont ed wi t h t hei r  Pai n.   The pl ayer  chooses 
whi ch peopl e wi l l  appear  i n t he scene,  t o be cont r ol l ed by 
t he pl ayer  seat ed t o hi s r i ght .  
 
Once f r amed,  t he scene cont i nues wi t h f r ee r ol e pl ayi ng 
bet ween t he pl ayer s.   The cont ent  of  such scenes shoul d 
gener al l y  be mor e posi t i ve,  wi t h t he per son of f er i ng t he 
char act er  suppor t  or  sol ace.   Once at  a good t r ansi t i on 
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poi nt ,  t he char act er ’ s Fi ght  pool  can be t est ed.   Thi s can 
r esul t  i n an i ncr ease i n t he char act er ’ s Fi ght  pool ,  a 
st r engt heni ng of  t hei r  r esol ve t o f ace down t hei r  Pai n.   
But  even t hese scenes hol d t he r i sk t hat  a char act er ’ s Pai n 
wi l l  cause t hem t o l ash out  at  t hose c l osest  t o t hem.   When 
t hi s occur s,  t he Pai n can become even mor e t r agi c.    
 
Exampl e:  Geor ge’ s pl ayer  f r ames t he scene.   Wi t h Rose gone,  
Geor ge set t l es i nt o hi s weat her ed r ecl i ner  and l ower s hi s 
head i nt o hi s heads.   Hi s dr y sobs echo i n t he dar kened 
l i v i ng r oom as wan l i ght  ekes past  gaps i n t he bl i nds.   
Al i ce appr oaches her  f at her .    
 
Wi t h t he scene f r amed,  t he pl ayer  seat ed on t he r i ght  r ol e 
pl ays Al i ce t r y i ng t o comf or t  her  f at her .   Af t er  a f ew 
mi nut es of  i nt er act i on,  Geor ge’ s Fi ght  pool  i s  t est ed i n an 
at t empt  t o i ncr ease i t .   The di ce ar e not  k i nd,  and 
Geor ge’ s pl ayer  must  nar r at e t he end of  t he scene wi t h 
Geor ge l ashi ng out  at  hi s daught er .   Al i ce whi sper s t hat  
she’ l l  never  l eave Geor ge,  not  l i ke Mommy di d;  t hat  she 
l oves hi m so much,  mor e t han Mommy l oved t hem bot h.   Geor ge 
f l i es i nt o a r age and sl aps hi s daught er  i n t he f ace.   
Al i ce r uns upst ai r s cr y i ng and scr eami ng how much she hat es 
her  f at her .  
 
 
Epi l ogues 
 

“ Your  pai n i s t he br eaki ng of  t he shel l  t hat  
encl oses your  under st andi ng. ”   
—Kahl i l  Gi br an 

 
Af t er  a char act er ’ s Pai n and Fi ght  scenes,  t he pl ayer  has a 
chance t o nar r at e an epi l ogue f or  t hat  char act er  t hat  ends 
t he day and det er mi nes t hat  char act er ’ s f at e.   The cont ent  
of  an epi l ogue i s di ct at ed by t he char act er ’ s Fi ght  pool  
af t er  t he f i f t h scene.   I f  i t  i s  posi t i ve,  t hen t he 
char act er  has weat her ed t he st or m of  hi s or  her  Pai n and 
come out  t he st r onger .   Any ot her  peopl e can be pr esent  i f  
t he pl ayer  desi r es and r ol e pl ayed by t he appr opr i at e 
pl ayer .   The char act er ’ s pl ayer  shoul d pr ovi de a qui ck 
scene summar y t o ensur e t hat  ever yone i s on t he same page 
about  hi s i deas on what  t he scene shoul d cont ai n.   Then 
f r ee r ol e pl ay shoul d occur ;  no t est s ar e made dur i ng an 
epi l ogue.   Any k i nd of  posi t i ve cont ent  can occur :   peopl e 
associ at ed wi t h a char act er ’ s Pai n can be r econci l ed wi t h;  
peopl e associ at ed wi t h t he char act er ’ s Fi ght  pool  can 
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become cl oser  t o t he char act er ;  t he char act er  can l eave t he 
cur r ent  l ocat i on and st ar t  anew;  et c.    
 
I f  t he char act er ' s Fi ght  pool  i s  zer o or  negat i ve,  t hen hi s 
or  her  Pai n has won and t hey gi ve i n t o i t  per manent l y.   
Usual l y onl y t he char act er  wi l l  appear  i n such an epi l ogue.   
Of t en a mani f est at i on of  t he char act er ’ s Pai n wi l l  come t o 
compl et el y domi nat e t he char act er ,  set t i ng hi m or  her  on a 
cour se of  sel f - dest r uct i on f r om whi ch t her e i s no r et ur n.   
Any k i nd of  negat i ve cont ent  can be i ncl uded,  but  i t  shoul d 
be such as t o f or ecl ose any chance of  r edempt i on or  t ur ni ng 
back.  
 
Exampl e:  The t i me has come f or  Geor ge’ s epi l ogue.   Geor ge’ s 
Fi ght  pool  i s  onl y 1,  but  t hat ’ s good enough t o qual i f y  f or  
a posi t i ve endi ng.   Geor ge’ s pl ayer  st at es he want s Al i ce 
and Rose t o be i n t he scene,  and t hat  Geor ge i s deci di ng t o 
gi ve up dr i nki ng,  j oi n AA,  and l et  Rose move i n and hel p 
hi m r ai se Al i ce.   Wi t h t hi s qui ck summar y i n mi nd,  t he 
pl ayer s r ol e pl ay t he scene and get  t o enj oy t he 
r econci l i at i on and gener al  good f eel i ngs as Geor ge conquer s 
hi s Pai n whi l e st i l l  honor i ng hi s wi f e’ s memor y.  
 
 

 
 
 
Exampl e:  Assume i nst ead t hat  Geor ge’ s Fi ght  pool  i s  - 2 
af t er  t he f i f t h scene,  i n whi ch he had a conf r ont at i on wi t h 
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hi s daught er  Al i ce t hat  pr ompt ed her  t o r un away.   Geor ge’ s 
pl ayer  descr i bes t he scene.   Geor ge s i t s al one i n hi s 
weat her ed r ecl i ner ,  a bot t l e of  whi skey i n one hand.   A 
scr awl ed not e on t he cof f ee t abl e cont ai ns hi s apol ogy t o 
Gi na,  f or  f ai l i ng her ,  f or  hur t i ng Al i ce,  f or  r ui ni ng 
ever yt hi ng t hey t r i ed t o bui l d t oget her  whi l e she l i ved.   
He t akes anot her  l ong swi g of  whi skey bef or e put t i ng hi s 
pi st ol  i n hi s mout h and pul l i ng t he t r i gger .    
 
 
Fi ght  Pool  Mechani cs 
 

“ Pai n i s weakness l eavi ng t he body. ”   
—Dani el  R.  Evans 

 
Ever y char act er  st ar t s wi t h a Fi ght  pool  of  5 s i x- s i ded 
di ce ( d6s) .   Thi s pool  can i ncr ease and decr ease over  t he 
cour se of  t he game.   I t s  f i nal  amount  at  t he end of  a 
char act er ’ s f i f t h scene i s of  pr i me i mpor t ance;  t hen i t  
det er mi nes whet her  t hat  char act er ’ s epi l ogue wi l l  f eat ur e 
t hem over comi ng t hei r  Pai n or  succumbi ng t o i t .    
 
Test i ng a char act er ’ s Fi ght  pool  i s  done di f f er ent l y 
dependi ng upon whet her  i t  i s  dur i ng a Pai n or  Fi ght  scene.   
I n each Pai n scene,  t he char act er  must  t est  hi s or  her  
Fi ght  pool  at  t he c l i mact i c moment  t o det er mi ne how t he 
scene wi l l  end.   The pl ayer  must  r i sk a cer t ai n number  of  
di ce i n each scene,  but  may choose t o r i sk mor e di ce t han 
r equi r ed,  up t o t he char act er ’ s ent i r e Fi ght  pool .   I n t he 
f i r st  scene,  t he pl ayer  must  r i sk at  l east  1 di e;  t he t hi r d 
scene r equi r es a mi ni mum r i sk of  2 di ce;  and t he f i f t h 
scene r equi r es at  l east  3 di ce be r i sked dur i ng t he t est .   
I n addi t i on,  i f  t he pl ayer  cont r ol l i ng t he char act er ’ s Pai n 
f r ames t he scene t o i ncl ude one of  t he char act er ’ s 
mani f est at i ons of  Pai n i n a meani ngf ul  way ( as det er mi ned 
by t he maj or i t y of  t he pl ayer s) ,  t hen 1 addi t i onal  di e must  
be r i sked i n t hat  t est .   These mandat or y mi ni mum r i sks can 
r esul t  i n bor r owi ng ( see bel ow) .   Each mani f est at i on of  
Pai n may onl y be f eat ur ed i n one Pai n scene.    
 
Once t he number  of  di ce bei ng r i sked i n a Pai n scene i s 
det er mi ned,  t he char act er ’ s pl ayer  r ol l s  al l  t he r i sked 
di ce.   Any di ce t hat  come up wi t h t he r esul t  of  1 or  2 ar e 
i mmedi at el y l ost  f r om t he char act er ’ s Fi ght  pool  and set  
asi de.   Conf r ont i ng Pai n has t aken i t s t ol l  on t he 
char act er ;  not e t he char act er ’ s new Fi ght  pool  on t he 
char act er ’ s sheet .   Look at  t he r emai ni ng di ce.   I f  no di ce 
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r emai n,  t he pl ayer  cont r ol l i ng t he char act er ’ s Pai n 
nar r at es how t he scene ends badl y f or  t he char act er .   I f  
t he hi ghest  r emai ni ng r esul t  i s  a 3,  t hen t he char act er ’ s 
pl ayer  must  nar r at e how t he scene ends badl y.   I f  t he 
hi ghest  r emai ni ng r esul t  i s  a 4,  t hen t he pl ayer  
cont r ol l i ng t he char act er ’ s Pai n nar r at es a mi xed r esul t ,  
wi t h t he char act er ’ s pl ayer  addi ng somet hi ng good.   I f  t he 
hi ghest  r emai ni ng r esul t  i s  a 5 or  6,  t hen t he char act er ’ s 
pl ayer  nar r at es a good r esul t  of  how t he char act er  hol ds 
hi s or  her  own agai nst  t he Pai n and pushes i t  back.    
 
Exampl e:  Geor ge i s i n hi s f i r st  Pai n scene i nvol v i ng hi s 
mot her - i n- l aw Rose ( see t he scene’ s nar r at i on above) .   
Geor ge’ s pl ayer  must  r i sk at  l east  1 di e on t he Fi ght  pool  
t est ,  pl us an addi t i onal  di e because t he pl ayer  cont r ol l i ng 
Geor ge’ s Pai n i ncl uded Geor ge’ s heavy dr i nki ng i n a 
meani ngf ul  way.   Geor ge’ s pl ayer  deci des t o r i sk j ust  t he 2 
r equi r ed di ce.   He r ol l s  bot h di ce — get t i ng a 2 and a 3.   
The 2 i s set  asi de and Geor ge’ s Fi ght  pool  i s  i mmedi at el y 
r educed f r om 5d6 t o 4d6.   The r emai ni ng 3 means t hat  
Geor ge’ s pl ayer  must  nar r at e how t he scene ends badl y.  
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I n Fi ght  scenes,  t he char act er ’ s pl ayer  can r i sk any number  
of  di ce ( even i ncl udi ng bor r owi ng,  f or  whi ch see bel ow)  t o 
t r y and bui l d up t he char act er ’ s Fi ght  pool .   Once t he 
pl ayer  chooses how many di ce t o r i sk,  he r ol l s  al l  of  t hem 
at  an appr opr i at e t r ansi t i on poi nt  i n t he scene.    
 
Any di ce t hat  come up as a 1 or  2 ar e i mmedi at el y l ost  f r om 
t he char act er ’ s Fi ght  pool ,  and t he char act er ’ s new Fi ght  
pool  shoul d be not ed on t he char act er ’ s sheet   I f  no di ce 
r emai n,  t he char act er ’ s pl ayer  must  nar r at e a bad r esul t ,  
as even wi t h suppor t i ve peopl e ar ound hi m,  t he char act er ’ s 
Pai n causes hi m t o l ash out .   I f  t he hi ghest  r emai ni ng 
r esul t  i s  a 3 or  4,  t hen t he pl ayer  cont r ol l i ng t he peopl e 
associ at ed wi t h t he char act er ’ s Fi ght  nar r at es how peopl e 
suppor t  t he char act er  and t r y t o hel p,  but  i t  i s  not  enough 
t o t r ul y r ei nvi gor at e t hem.   No di ce ar e gai ned.   I f  t he 
hi ghest  r emai ni ng r esul t  i s  a 5 or  6,  t hen t he char act er ’ s 
pl ayer  nar r at es how peopl e i nspi r e t he char act er  t o Fi ght .   
Add 1 di e t o t he char act er ’ s Fi ght  pool  f or  each 5 or  6 
r ol l ed.  
 
Exampl e:  Geor ge’ s pl ayer  chooses t o r i sk t wo di ce on hi s 
Fi ght  pool  scene,  nar r at i ng how Geor ge’ s daught er  Al i ce 
t r i es t o comf or t  hi m ( see t he scene’ s nar r at i on above) .   He 
r ol l s  bot h di ce and get s a 1 and a 2 — a hor r i bl e r esul t !   
Bot h di ce ar e i mmedi at el y l ost  f r om Geor ge’ s Fi ght  pool  
( now onl y 2d6 af t er  t he l oss sust ai ned i n t he pr evi ous Pai n 
scene) .   Si nce no di ce r emai n,  Geor ge’ s pl ayer  must  nar r at e 
how Geor ge l ashes out  at  Al i ce.  
 
Under  cer t ai n c i r cumst ances,  a pl ayer  may r i sk mor e di ce 
t han t he char act er  act ual l y has i n hi s Fi ght  pool .   Thi s i s  
cal l ed “ bor r owi ng”  di ce.   Thi s can happen i f  a pl ayer  i s  
f or ced t o r i sk mor e di ce i n a Pai n scene t han t he char act er  
cur r ent l y has,  or  i f  t he pl ayer  deci des t o bor r ow dur i ng a 
Fi ght  scene t o pot ent i al l y  i ncr ease t he char act er ’ s Fi ght  
pool  by a l ar ger  amount .   I n ei t her  case,  t he di ce 
mechani cs pr oceed as usual  wi t h one except i on:   r esul t s of  
1 and 2 on t he di ce can f or ce a char act er ’ s Fi ght  pool  i nt o 
negat i ve number s.  
 
Not e t hat  what  const i t ut es a good or  bad r esul t  i s  
dependent  on t he Pai n and ci r cumst ances of  each char act er .   
Vi ol ence f r om a mean dr unk i s a bad r esul t  ( as Geor ge shows 
above) ,  whi l e a bat t er ed woman def endi ng her sel f  wi t h f or ce 
woul d l i kel y be a good r esul t .   Gener al l y  speaki ng,  any 
act i on t hat  conf or ms t o t he mani f est at i ons of  t he 
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char act er ’ s Pai n i s a bad r esul t  because i t  l ocks t hem i nt o 
t hei r  cycl e of  sel f - dest r uct i on.   On t he ot her  hand,  any 
act i on t hat  t hat  r uns cont r ar y t o a mani f est at i on of  t he 
char act er ’ s Pai n i s l i kel y a good r esul t  because i t  shows 
t he char act er  engaged i n t he Fi ght  and movi ng t owar d a l i f e 
beyond t he Pai n.    
 
 
Desi gner ’ s Not es 
 
I ’ l l  be compl et el y honest  wi t h you — t hi s game scar es me a 
l i t t l e bi t .   The t hemes and i mages l i kel y t o be evoked i n 
act ual  pl ay of  t hi s game wi l l  be out s i de t he comf or t  zones 
of  many peopl e,  maybe even my own.   But  bef or e s i mpl y 
wr i t i ng t hi s of f  as an exer ci se i n game desi gn,  I ’ m goi ng 
t o pl ay i t ,  and pl ay i t  t he way t hese i deas and i mages have 
i nhabi t ed my hear t  dur i ng t he l ast  day.   When I  l ooked at  
Ron’ s l i s t  of  f our  t er ms,  t he f i r st  t hi ng t hat  occur r ed t o 
me was some sci - f i  r omp i n t he cosmi c spher es.   But  I  l et  
t hi ngs st ew a bi t  i n my gr ay mat t er ,  and t hen t hi s game 
concept  er upt ed al most  f ul l y  f or med i nt o my consci ousness.    
 
A game cent er ed ar ound Pai n,  not  movi e st uf f ,  but  r eal  l i f e 
Pai n.   I  consi der ed not  wr i t i ng i t ,  s t i ck i ng wi t h somet hi ng 
saf er ,  but  t hi s game want ed me t o wr i t e i t .   I  hope I  have 
pl eased what ever  muse t ouched me.  
 
I ’ ve al ways known t hat  r ol e pl ayi ng i s mor e t han f ant asy 
f ul f i l l ment ;  t hat  i t  can be cat har t i c  and r el ease dar k 
par t s of  our sel ves i n const r uct i ve ways.   And maybe i t  can 
hel p us under st and our  f el l ow humans by wal k i ng i n t hei r  
shoes,  i f  onl y f or  a s i ngl e sessi on.    
 
I f  you’ r e goi ng t o pl ay Today,  pl ease be car ef ul  and k i nd 
t o each ot her ;  you don’ t  know how cl ose t o someone el se’ s 
r eal  Pai n you may be t r eadi ng.   And t al k about  i t  
af t er war d,  wi t h each ot her ,  wi t h me,  and wi t h t he communi t y 
at  www. i ndi e- r pgs. com.    
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Summar y Tabl es of  Fi ght  Pool  Mechani cs 
 

Pai n Scenes 
Hi ghest  Di e Resul t  Nar r at i on 

No Remai ni ng Di ce ( al l  1s or  
2s)  

Pl ayer  t o l ef t  nar r at es bad 
r esul t .  

3 Char act er ’ s pl ayer  nar r at es 
bad r esul t .  

 
4 

Pl ayer  t o l ef t  nar r at es mi xed 
r esul t  wi t h char act er ’ s 

pl ayer  addi ng one good t hi ng.  
5 or  6 Char act er ’ s pl ayer  nar r at es 

good r esul t .  
 

Fi ght  Scenes 
Hi ghest  Di e Resul t  Nar r at i on 

No Remai ni ng Di ce ( al l  1s or  
2s)  

Char act er ’ s pl ayer  nar r at es 
bad r esul t  as char act er  

l ashes out .  
3 or  4 Pl ayer  t o r i ght  nar r at es good 

r esul t  but  no di ce gai ned.  
5 or  6 Char act er ’ s pl ayer  nar r at es 

i nspi r at i on and gai ns 1d6 per  
5 or  6 r ol l ed.  
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“ Many of  us spend our  whol e l i ves r unni ng f r om 
f eel i ng wi t h t he mi st aken bel i ef  t hat  you 
cannot  bear  t he pai n.  But  you have al r eady 
bor ne t he pai n.  What  you have not  done i s f eel  
al l  you ar e beyond t he pai n. ”   
—Sai nt  Bar t hol omew 
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