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B
uilding a C

haracter
E

ach player grabs a book. O
n the back is 

their character sheet. A
t the top are Th

ree 
Tokens. 

C
hoose a Token as a prim

ary token, then 
choose a Token as a secondary token.

T
he T

okens
Body       Physical A

bility
M

ind       M
ental A

bility
Spirit       M

agical/Spiritual A
bility

G
ive yourself one A

ttribute that describes 
your character, or what they can do.

Setting up the G
am

e
Each player fills their ow

n bag (know
n as 

Th
e Keegan) w

ith a Body token, a M
ind 

token, a Spirit token, and a Failure Token. 
Th

ey need to be all different colours.  W
hen 

that’s done, each player w
ill add an extra 

token from
 the prim

ary token, and their 

BM
S

secondary token.
Each player has a pocketm

od of this gam
e, 

and they w
ill turn to either the PA

ST, PRES-
EN

T, or FU
TU

RE page. Th
ey don’t have to 

discuss it, there can be m
ultiple people at 

the sam
e page.

P
laying the G

am
e

Each player w
ill take turns being the sto-

ryteller. Storyteller describes their action, 
another player w

ill call for a draw
 from

 
Th

e Keegan if there is a conflict. Storyteller 
draw

s from
 Th

e Keegan, picks a Q
uestor 

and keeps the token.
If they draw their prim

ary token, the 
Q

uestor will ask a question using a keyword 
from

 the sam
e Token on their page about 

how they succeeded.
If they draw their secondary token, it’s a 
question on how they succeeded at what 

cost.
If they draw any other token, it’s a question 

on how they failed. If they draw the Fail 

Token then that leads to an injury, which 
m

eans that they will cross off an A
ttribute 

that has been used this session. If there are 
no m

ore attributes at all to cross off and the 
fail token is drawn then that character dies, 

give them
 a good send off.

U
sing A

ttributes
You can use an attribute once per session 

to draw
 a new

 token from
 the bag. You w

ill 
take the better of the tw

o tokens.

G
etting Stronger

O
nce you draw

 the Fail token, if you have 
m

ore tokens in your hand than you have 
attributes then you can gain an attribute. 

Put all the tokens back into Th
e Keegan and 

then get ready to draw
 again

G
etting B

etter
You can recover all your crossed off attri-
butes at the beginning of a session. W

hen 
its your tim

e to be the storyteller, describe 
how your character was healed.
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