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This is a game of drama, of desires, motivations, and downfalls. You play characters caught up in a
devastating circle of events that can lead only to a tragic fall. Set them on their course, turning a
volatile situation into a disastrous final act, until the stage is filled with the bodies of the fallen, and the
grief-stricken words of a single survivor.

Important Terms Reference

Caution: in Act V, Caution allows you to
protect yourself against downfalls

Desire: a motivation/goal for a character,
involving another character, that is
rooted in one of the four Qualities and
fleshed out by a detail. e.g., one
character seeks the love of another, or
one character seeks the aid of another to
regain their stolen lands.

Detail: a brief description that adds
depth to a Relationship or a Desire. e.g.,
“bastard” or “forgery”.

Forsworn: a key character who is cast
out from the rest in some way, an exile.
Unlike the rest, he is able to change his
Nature, to adapt to his surroundings.
However, this character tends to invite
tragedy, whether they be noble or
dastardly. The Forsworn is often a
character who has been gravely
wronged.

Nature: the guiding principle of your
character. A Nature comes with two
Qualities, which determine which
Natures you may choose from in Act I.
More importantly, every Nature has three
Traits, which help to guide your actions
in the rest of the game.

Pivot: the character who becomes the
centerpiece of the game in Act III,
plunging everything into a downward
spiral of tragic consequences.

Quality: the underlying facet of a
Relationship or Desire, along with a
Detail. There are four Qualities: Deed,
Duty, Secret, and Taint.

Relationship: a connection between two
characters, it is rooted in one of the four
Qualities, and fleshed out by a Detail.
e.g., one character is the sworn liege of
another, or one character has been the
other character's rival.

Scene: a unified collection of dialogue
and/or actions between characters.

Setting: a collection of Details, sorted by
Traits. The Setting frames the story, and
shapes what sorts of Details are
contained in it. The best way to change
the main themes of the drama is by
changing the Setting.

Spotlight: the character who dies last in
the game, leaving the Survivor to muse
upon life, death, and picking up the
pieces.

Survivor: the character left alive at the
end of the game, to whom it falls to pick
up the pieces and set things in order. Will
they be broken, or steel themselves to
press onward?

Tragedy: in Act V, you spend your
Tragedy to bring about the downfalls of
other characters, in small or large ways.
Beware: when you run out of Tragedy,
you die.

Trait: an aspect of a Nature which you
gain points in over the course of Act II
and Act III. Trait Points are spent during
Act IV to generate Tragedy and Caution.
Traits also help you to generate Details
for Relationships and Desires.



What You'll Need
Pencils and a sheet of paper for every player (used to record character information)
Four six-sided dice for each player

Index cards (for Natures)

Things to Remember

Men of Stones is a story game. It is framed by scenes, and so character abilities and skills are not
taken nearly as much into consideration as in traditional RPGs. The important thing about a Scene is
the traits of the characters that it demonstrates.

The order of play alternates between Acts. In Act I, Act III, and Act V, the order of play is to the left.
In Act IT and Act 1V, the order of play is to the right.

Characters need to have a Name, a Nature, and three Traits. The Forsworn also needs a space to note
his total Trait Point pool. By Act IV, characters will also need spaces for Tragedy and Caution pools.
For the purposes of Acts I, II, and III, you can designate spaces to place dice: Deed, Duty, Secret, and
Taint.

Once Relationships and Desires are established in an Act (Acts I, I, and III) , players have Scenes to
establish these. When a Scene finishes, every player who was in it assigns themselves a Trait Point for
a trait which was played to in that scene, and then assigns the next player in turn order a Trait Point for
a trait which they played to in that scene.

Scenes should always serve to ratchet up the tension between characters. Every scene needs to make
something happen; no Scene leaves the game unchanged, even if it's a soliloquoy.

If at any time a player is unable to (or does not want to) have a Scene with other players, they may
elect to have a soliloquoy; this establishes something about them, pushes the plot along, and allows
them to assign themselves a Trait Point. However, they are only assigned a single Trait Point.

Players are allowed to participate in other Scenes, as non-central figures, and may bring minor
characters (non-player characters) into Scenes as they wish. Most of the interaction should involve the
players' characters, however.



ActI: Introduction

In Act I, the major players of the game establish themselves. Every character will receive their
Nature, including the unpredictable Forsworn, and every character will develop a Relationship. These
are done at the same time, through a simple process. Before Act I begins, set out a number of Natures
equal to the number of players, plus three. One of these Natures must be the Forsworn.

First, every character rolls four dice. They then choose to assign each die to one of the four
Qualities. Having more matching dice gives you better choice, although it offers you less control over
the Detail of the Relationship developed in this act. (A higher number on matching dice means a more
positive Relationship, and a lower number means a more negative Relationship. More on that later.)

Each player takes note of the highest number of matching dice among the four they rolled, and the
value of those matching dice. The player with the most matching dice (if there's a tie, then the player
who has a higher value of matching dice) goes first. They choose a Quality assigned to one of the
matching dice, and choose a Nature associated with that Quality (or the Forsworn Nature). Then, they
choose one of the three Traits, and check this Trait on the table for the chosen Setting. There will be six
possible Details under that trait, one for each die result. Pick the one which matches the value of the die
that was assigned to the Quality.

From that Quality and that Detail, develop a Relationship with the player who is next in the turn
order. They are free to negotiate aspects of the Relationship and offer suggestions. In fact, this can yield
far more interesting play.

e.g. Phil, playing the character Horatus, rolls three 4s, and goes first. He assigned them to the
Deed, Duty, and Taint Qualities. He picks the Family Nature, which has the Qualities Duty and Secret,
because he selects the Duty Quality. The Nature also has the Traits Kin, Heritage, and Companion. He
rolled 4s, and chooses the Trait Heritage, checking the Setting. Under the “Heritage” entry, it lists the
following Detail for the value 4: “Nobility”. He determines that his relationship with the next player's
character is the following: a nobles' agreement to protect one another.

The number which that player picked may no longer be chosen in Act I. All players who have that
number must reroll until they no longer have it. Then, play passes to the next player in order of play,
who repeats the above steps. If the Forsworn has not been chosen by the time the last player goes, that
player must choose that Nature.

Natures

*  Forsworn (Special): when you take this Nature, take three other Natures and keep them
facedown. At the start of every Act, beginning with Act II, you may reveal one of the facedown
Natures; that becomes your Nature for the entirety of the Act. If you have at least one revealed
Nature, you may instead choose to make that Nature your permanent Nature. If you begin Act
IV and still do not have a permanent Nature, the remaining facedown Nature becomes your
Nature. Whenever you gain Trait Points, those points go into a generic Trait Pool.

*  Traitor (Secret/Taint; Might, Foe, Trust) Vassal (Deed/Duty,; Heritage, Companion,

* Rival (Taint/Deed; Foe, Trust, Kin) Land)
+ Mentor (Deed/Duty; Trust, Kin, Heritage) . g;;lleczd (Deed/Taint; Companion, Land,

*  Family (Duty/Secret; Kin, Heritage,

Companion) * Magnate (Taint/Duty; Land, Gold, Might)



ActII: Conflict

In Act II, the characters show their motivations, coming into conflict with one another. Natures are
already assigned, and this time, characters establish Desires. The process for giving a Desire to a
character is the same as that for a Relationship in Act I; a Desire still involves another character.

e.g., Phil goes, picking the Quality Taint, and the theme Kin. With his result, he adds the Detail
“Disowned”, and comes up with the following Desire regarding the player next in turn order: “to
ensure that their family will disown them.”

Once every player has established a Desire, they begin Scenes and have Trait Points awarded. In this
act, schemes should begin, plots unfold, and characters set on a collision course with disaster.
Ambitions will rise...



Act III: The Pivot

This is the hinge wherein everything turns. One character, the Pivot, emerges, causing all of the
action to escalate catastrophically. They force the other characters to move onward, and increase their
problems.

As before, players roll and assign dice to Qualities. Before doing anything more, they add the total
value of all dice. Those three players, each in order, select a Trait. Each selected Trait must belong to a
Nature currently in play. Furthermore, the second of the players must select a Trait that belongs to a
Nature with the first person's Trait, and the third of the players must select a Trait that belongs to a
Nature with the first two Traits.

This results in the pinpointing of a single Nature; the character with this Nature is the Pivot of the
game. In this Act, they will drive the action. Every player develops either a Relationship or a Desire
(their choice) with the player next in the turn order, as before.

This time, after all Scenes are played through, every character participates in the Turning Point: the
Pivot calls each character to a decision, by one pivotal action, something dramatic, such as a killing, a
conquest, or an alliance. After every character has made their decision, each player gains one Trait
Point in a Trait of their choice.



ActIV: Falling Action

It's time to spend Trait Points. Act IV unleashes the consequences of the actions that players have
taken. Whenever you spend points in Act IV, they add to your Tragedy, which is used in Act V.
Relationships and Desires have been established, and there's no more time for anything but the
spending of your Traits.

Every player begins one Scene with at least one other player. Before the Scene begins, every player
secretly bids an amount of Caution less than or equal to their Trait Point total. Caution will protect
them during Act V, although the more points you set aside for Caution, the less you'll be able to get
your way in Act IV.

During the Scene, you spend your Trait Points, in order to establish consequences: concrete events
that come about through the events of drama (such as the death of Polonius in Hamlet). Every
consequence must relate to the Trait which the point is spent from. The Forsworn chooses one of the
Traits of his current (permanent) Nature, and spends one of his Trait Points. A consequence may not be
countermanded, and may not kill one of the main characters, although it can result in the demise of a
minor character. However, a consequence may be halted or diffused if another player in the same Scene
spends a Trait Point. Both players bid back and forth, until one declines to bid further. The winning
player shapes the fate of the consequence in question.

At any point during the scene, a player may declare themselves “finished”. Such a player continues
to participate in the scene, but may not name consequences or otherwise influence the outcome of
events in the scene. When all players are finished, the Scene wraps up, and all players reveal and record
their secretly bid Caution. Any unused Trait Points are changed into Tragedy (one Trait Point increases
Tragedy by one).

During this phase, the Forsworn may not make a Caution bid.



Act V: The Rest is Silence

This is it. Everything comes crashing down at this point. In true Shakespearean fashion, the stage
will be littered with bodies before the game is done. This is where the tragedy comes crashing in, in
dramatic fashion. There are two parts to Act V. First ever player participates in Framing Scenes. These
set all the players up, so that every player is present at the Final Scene. (Be sure to keep plenty potential
lethality in the Final Scene. You'll be using it.)

In the Final Scene, characters meet their fates. Before the scene begins, take note of which character
has the highest Tragedy. That character is the Spotlight; they will be the last character to meet their
demise. This means that they may not die by anyone's hands, not until the Scene concludes. (This does
not, however, rule out slowly-killing poison or other such methods, for instance.)

As you play out the Scene, you may spend Tragedy to bring another character's Downfall upon
them. If you spend 1 point of Tragedy, you bring some heavy mishap upon them...perhaps the death of
a character related to them, or the harming of a Relationship. By spending 2 points of Tragedy, you
bring a crippling mishap upon the character, such as maiming them, or destroying one of their
relationships. They also lose 1 point of their own Tragedy. By spending 3 points of Tragedy, you
severely harm the character, spending 3 points of their own Tragedy.

Any character who has no Tragedy remaining instantly dies by some means.

If a downfall is brought against you, you may spend a point of Caution to overcome it. The Spotlight
may also spend Caution to overcome a downfall for any player.

When the Spotlight remains alive, along with one other player, it's time for the Spotlight to die. The
other player is the Survivor, the player who must live with all of this death and Tragedy. The Spotlight
and the Survivor add together their total Tragedy, and their total Caution. Check the results against the
following table, to determine the fate of the Survivor.

Caution 3 or
more
(Resolve)

Broken, jaded,

Caution 2
(Grief)

Caution 0-1

(Madness)

JIRTLLNARN UG Driven mad by | Dies shortly

more the tragedy; after from grief |finds life

(Disaster) never recovers elsewhere

Tragedy 2 Is never quite Lives a long, Ensures

(Bitter) right, perhaps regret-filled life |happiness comes
could be brought to at least a few
to sanity people

Tragedy 0-1 Somewhat Leaves, forever |Lives on to tell

(Sad) disturbed, tries | holding tragedy |the story to the
to adjust to in memory world

normal life

After this is determined, the Spotlight dies, giving a dramatic death-speech. Usually this is a
reflection on what they wanted, how it came to naught in the end, and who they really are. Then, it's
left to the Survivor to close it out, with a stage full of the dead. With his memorable lines committed,
the game concludes.



Setting: Rotten Denmark

Heritage Companion
J§ Kin by marriage Bastard Enemy
pA Distant cousin Common Rival
RY Uncle/Aunt Clergy Schoolfellow
¥ Cousin Nobility Acquaintance
] Sibling Royal blood Dear friend
Y Parent Royal Court Beloved

|§ Farm Fool Theft

pA Village Judge Plunder

kY Estate Knight Wages

Y Fief Lord Inheritance

] Duchy General Merchants

[ Kingdom King Kingdom's wealth

J§ Vengeance Loathing Treachery
pA Hatred Spurned Forgery

R Enmity Distant Deceit

¥ Opposition Favorite Secrecy

o Competition Enamored Confidence
[ Sparring Passionate Utter trust




OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and
is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights
Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or
trademark owners who have contributed Open Game Content;
(b)"Derivative Material" means copyrighted material including
derivative works and translations (including into other computer
languages), potation, modification, correction, addition, extension,
upgrade, improvement, compilation, abridgment or other form in
which an existing work may be recast, transformed or adapted; (c)
"Distribute" means to reproduce, license, rent, lease, sell, broadcast,
publicly display, transmit or otherwise distribute; (d)"Open Game
Content" means the game mechanic and includes the methods,
procedures, processes and routines to the extent such content does
not embody the Product Identity and is an enhancement over the
prior art and any additional content clearly identified as Open Game
Content by the Contributor, and means any work covered by this
License, including translations and derivative works under
copyright law, but specifically excludes Product Identity. (e)
"Product Identity" means product and product line names, logos
and identifying marks including trade dress; artifacts; creatures
characters; stories, storylines, plots, thematic elements, dialogue,
incidents, language, artwork, symbols, designs, depictions,
likenesses, formats, poses, concepts, themes and graphic,
photographic and other visual or audio representations; names and
descriptions of characters, spells, enchantments, personalities,
teams, personas, likenesses and special abilities; places, locations,
environments, creatures, equipment, magical or supernatural
abilities or effects, logos, symbols, or graphic designs; and any
other trademark or registered trademark clearly identified as
Product identity by the owner of the Product Identity, and which
specifically excludes the Open Game Content; (f) "Trademark"
means the logos, names, mark, sign, motto, designs that are used by
a Contributor to identify itself or its products or the associated
products contributed to the Open Game License by the Contributor
(g) "Use", "Used" or "Using" means to use, Distribute, copy, edit,
format, modify, translate and otherwise create Derivative Material
of Open Game Content. (h) "You" or "Your" means the licensee in
terms of this agreement.

2. The License: This License applies to any Open Game Content
that contains a notice indicating that the Open Game Content may
only be Used under and in terms of this License. You must affix
such a notice to any Open Game Content that you Use. No terms
may be added to or subtracted from this License except as described
by the License itself. No other terms or conditions may be applied
to any Open Game Content distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content You
indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this
License, the Contributors grant You a perpetual, worldwide,
royalty-free, non-exclusive license with the exact terms of this
License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing
original material as Open Game Content, You represent that Your

Contributions are Your original creation and/or You have sufficient
rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT
NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are
copying, modifying or distributing, and You must add the title, the
copyright date, and the copyright holder's name to the
COPYRIGHT NOTICE of any original Open Game Content you
Distribute.

7. Use of Product Identity: You agree not to Use any Product
Identity, including as an indication as to compatibility, except as
expressly licensed in another, independent Agreement with the
owner of each element of that Product Identity. You agree not to
indicate compatibility or co-adaptability with any Trademark or
Registered Trademark in conjunction with a work containing Open
Game Content except as expressly licensed in another, independent
Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open Game Content
does not constitute a challenge to the ownership of that Product
Identity. The owner of any Product Identity used in Open Game
Content shall retain all rights, title and interest in and to that
Product Identity.

8. Identification: If you distribute Open Game Content You must
clearly indicate which portions of the work that you are distributing
are Open Game Content.

9. Updating the License: Wizards or its designated Agents may
publish updated versions of this License. You may use any
authorized version of this License to copy, modify and distribute
any Open Game Content originally distributed under any version of
this License.

10 Copy of this License: You MUST include a copy of this License
with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the
Open Game Content using the name of any Contributor unless You
have written permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with
any of the terms of this License with respect to some or all of the
Open Game Content due to statute, judicial order, or governmental
regulation then You may not Use any Open Game Material so
affected.

13 Termination: This License will terminate automatically if You
fail to comply with all terms herein and fail to cure such breach
within 30 days of becoming aware of the breach. All sublicenses
shall survive the termination of this License.

14 Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the extent
necessary to make it enforceable.

15 COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coast,
Inc.



	Men of Stones
	A game of Shakespearean Tragedy
	Important Terms Reference
	What You'll Need
	Things to Remember
	Act I: Introduction
	Natures

	Act II: Conflict
	Act III: The Pivot
	Act IV: Falling Action
	Act V: The Rest is Silence
	Setting: Rotten Denmark



