Dream
Askew.

Playing through the queer apocalypse.

What Is Dream Askew?

How Do We Prepare To Play?

Dream Askew gives us ruined buildings, ruined lives, ruined faces, loaded
handguns, psychic powers, heartbroken underdogs and turbulent skies,
asking “What do you do next?”

Prior to play, print off this entire document (rules, diagrams, Character Sheets, and
half-page Situation Sheets). Gather some tokens (10-20) and pencils. Read these
rules thoroughly, to ensure you understand them.

Imagine that the apocalypse didn't happen everywhere at the same time.
Instead, it happened in waves. It's still happening in waves. You were hit
recently. You've fallen out of the society intact.

Gather together 3-5 people, including yourself. Read aloud the previous column
(What Is Dream Askew?).

You've found others who you can relate to, and you've banded together with
them to form a queer enclave. Gangs roam the apocalyptic rubble, and scarcity
is becoming the norm. And just beyond our everyday perception, howling and
hungry, there exists a psychic maelstrom.
Dream Askew is a game about post-apocalyptic lives. It’s a game that queers
the post-apocalyptic genre, exploring how the apocalyptic process could
impact our sexuality, genders, livelihoods, experiences of marginalization,
and experiences of liberation.
It's a story game. You create a character and then you play as that character
- narrating their actions, making their life choices, speaking their words,
demonstrating what it would mean to be that person. The game is full of
tools to make this task easier.
Dream Askew is a game for 3-5 people. It takes 3-4 hours to play a full session.

Take turns reading the italicized description text for the Character Sheets and
Situation Sheets aloud. Then, ask everyone to choose a Character Sheet that they
are excited to play.
Place the How To Do Character Setup diagram on the table and read the
following aloud:
This diagram walks us through creating our characters. Let's move through it
together, step-by-step.
Once everyone has finished, go around the circle and give everyone a chance to
describe their character to the group. After describing their characters, each player
picks a question from this list to ask to the person on their left, and another to ask
to the person on their right:
•
•
•
•

What were our characters talking about yesterday?
What has my character borrowed from yours?
What scary event did our characters live through together?
How has our characters' relationship changed recently?

Next, everyone chooses a Situation Sheet. Three of them have a plus-sign right
below the title. These three are mandatory - they must be among the Situation
Sheets included in each game. With additional players, choose which of the
remaining three Situation Sheets are also included in this game. If a sheet isn't
included, its ideas and content might not appear in your game.
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Right below the title of each Situation Sheet, it mentions the characters that it
tends to be most directly tied to. Try to avoid picking a Situation Sheet that is most
directly tied to your Character Sheet. For example, if you're The Iris, don't also play
The Psychic Maelstrom.

How Do We Start The Game?

How Do We Create Scenes?

Read this aloud:

Have someone read this aloud:

Everyone has ownership over a character and a situation. To begin play, we
should just imagine what our characters' daily post-apocalyptic lives might be
like, and start narrating some of those details. As with every other moment of
the game, make sure to give everyone equal space to talk.

We work collaboratively to set up scenes. Scenes are narrated back and forth
between us. They're an opportunity to be surprised, to find out what happens
next. A scene can start in several different ways - with a line of dialogue, with
a request to learn more about a specific character, with a juicy question that
takes some time to answer, or with a spark of inspiration.

When someone is describing their daily life, the rest of us should ask
them questions, especially questions that reveal who else is there and what
the larger scene is like.
Soon enough, details will coalesce and a scene will emerge.

As each scene unfolds, anyone who isn't directly involved can ask questions
and add little details. Questions might reveal who else is present, or other
important pieces of context. Little details might add smells, sounds, scenery,
and other accents.
Scenes might explore the daily lives of the characters, the unfurling fate of
the queer enclave, the dangers that face a character who wanders out into
the wasteland, or a tender moment between two world-weary lovers. If ever
the group is unsure what a scene that's in progress is about, they can end it
or continue playing in hopes that its purpose reveals itself. Scenes can take
anywhere from five to twenty-five minutes of real-world play time.
A scene can end when someone cuts to a new scene, or when people start
asking questions about what might be happening elsewhere. A scene
might also naturally shift from one location and tone to another, effectively
becoming a new scene altogether.
A scene can end with questions lingering. If we move on to a new scene, we
can safely assume that lots of ordinary things happened in the meantime wounds might have been tended to, necessary supplies scavenged, food
eaten, and the like. The next scene can take place moments later or days later.
Either way, we'll make assumptions about the events we skipped over, and
clarify if it becomes necessary.
As you create and play through scenes, pay attention to whether everyone
is being given equal space to talk. If someone hasn't been receiving much
spotlight, someone can set up a scene that centers on their character.

How Do We Play Characters?

And Minor Characters?

Read this aloud:

Read this aloud:

When you play a character, you narrate their actions, make their life decisions,
and speak their words. You describe the state of their sleeping area, and the
way that shafts of light hit their unkempt hair.

If there's a minor or antagonist character who belongs in a scene, and it's not
clear who should step in and play them, anyone can do it. You can trade off
responsibility for a minor character whenever it makes sense to, especially if
they become entangled in one Situation and then another.

Place the How To Play Your Character diagram on the table. Read through it
together, learning how to play characters. Then, read this aloud:
We use Principles to guide our decisions. We use Moves as prompts whenever
we need something to say. We play to find out what happens.

It's best to avoid situations where a single player is playing both sides of a
conversation. Trade off responsibility for a minor character if this happens.

How Does The Game End?

How Do We Play Situations?

Read this aloud:

Read this aloud:

A full session of Dream Askew will take 3-4 hours. Your characters will
encounter problems and try to handle them. Your situations will evolve. Your
story will organically develop a little arc of its own.

Situations are big chunks of the game's setting. We each play one, in addition
to our character. Of the two roles, playing a Situation is much more abstract.
You introduce new characters and dilemmas as it feels appropriate, and as
suggested by your Principles and Moves. You add interesting details to the
world of Dream Askew, details that all our characters need to navigate.

There will be a moment that feels like the end. Thank everyone for playing
with you. Decide whether you'll get together again for a sequel session.

Place the How To Play A Situation diagram on the table. Read through it
together. Then, read this aloud:
Situations aren't going to require your attention all the time. It's fine if your
Situation doesn't have a big impact on the story that gets told. You'll probably
end up investing more of your attention in your character than your Situation.
Make moves on behalf of your Situation when it feels right to do so.
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Introducing

The waves of apocalypse keep crashing upon the shores
of society. And things keep washing up - memories,
psychic offerings, little glitches in reason. The Iris has
been irrevocably changed by that tide.

The Iris
1

The Iris is an unnerving individual. They might be
2calculating, rash, or opportunistic. Their power is
mysterious, ephemeral, and unprecedented.

}

3

How To Do
Character Setup
This is the name of the character type.

1 If you pick this sheet, this is the type of

person you'll be creating and then playing.

Choose a Name
Shadow, Lively, Smith, Pallor, Azure, Damson, Raksha,
Kite, Monsoon, Micaela, Burroughs, Tion, Pity, Brace

This is a brief description of the character

2 type. If you haven't already read these

Choose A Look
4 frame, angular frame, disfigured frame,
slim

aloud as a group, do so now.

soft frame, steely frame, willowy frame

calculating eyes, dead eyes, wet eyes, arresting eyes,
caring eyes, pale eyes, ruined eyes

3

First, skim this column and get a sense of
your options. Then, go down the column,
circling choices as directed. Share your
choices with the other players as you go.

4

Circle one choice from each of the
three Choose A Look lists. The third list
is about gender expression. If you don't
understand a term, feel free to ask the
players at the table or look it up online.
Alternately, make up an interpretation
that seems appropriate.

5

You decide how your two wardrobe styles
combine - whether you mix-and-match
those articles of clothing, switch between
two different modes of dress, etc.

6

These final three sections are totally
unique to your character type, and define
much about their role and capabilities in
the community. Once you've circled your
final selections, your character is ready!
Continue imagining little details about
who they are and what they're like.

androgynous, concealed, femme, transitioning, gargoyle

Choose 2 Wardrobe Styles
5 wear, luxe leather, casual wear, doctor clothes,
formal

bondage gear, hoods and robes, elegant black standards

Choose 2 Psychic Gifts
Visions of Death, Direct Brain Whisper Projection,
Hypnotic Gaze, Shared Dreams, Memory Harvesting,
In-Brain Puppet Strings, Pain Wave Projections

Choose A Signature Weapon
silenced handgun, ornate spiked chain, bronze censer,
scalpels, taser, hidden knives, violation glove

Decide What The World’s
Psychic Maelstrom Told You
•
•
•
•
•
•

That it needed me for a higher purpose.
That it would shelter me from any repercussions.
How and when I would die.
That it would some day claim and consume me.
That love is the only salvation.
That power is the only salvation.

}

6

Strong Moves
4 out of harm's way.
• Get

How To Play
Your Character
Principles are guiding ideas for playing
your character. Don't worry about
memorizing this list, but do glance at it
from time to time and let it influence you.
Whenever either of these situations comes
up, follow the special rules explained here.
The first of these two Special Rules is an
incentive for other players - tell the other
players about this rule, and remind them
of it occasionally as you play.
Whenever someone looks at you expectantly, and you don't know what to say
next, pick a Move and narrate how that
thing happens. Don't say the name of the
Move - just describe it happening.

•
•
•
•

1
3
Principles
• 1Make your character fallible and relatable.
2

3

•
•
•
•

Find opportunities to use your psychic gifts.
Pay attention to who is weak or in need.
Over-extend yourself and become vulnerable.
Press upon other characters' boundaries (while
being very cognizant, as a player, of the boundaries
of the other players at the table).
• Explore themes of deviance and difference.

Special Rules
2
Whenever
someone invites you to use your psychic
gifts on them, they gain a token.

When you make a Strong Move, spend a
token. Make sure others see you spending
it. This is your moment to shine, and the
other players should recognize that and
give you a proper moment in the spotlight.

4

When you make a Weak Move, gain a token.

5

Question moves are in italics. When you
ask one of these questions, your character
learns the true answer (whether through
conversation, intuition, or other means).

6

Reaction moves are just like other moves,
but are separated out so that if you need
to figure out how you react to a pressing
situation, you can quickly glance at them.

7

Whenever someone has sex with you, the next move
they make needs to be a Weak Move.

Move unseen.
Use your psychic gifts on someone.
Restrain someone, physically or psychically.
Lash out with your signature weapon.

• Ask someone "What does your character secretly
desire right now?"
• Ask someone "What does your character wish I
would do next?"
• React by abruptly seizing control of a situation.
• React by invoking the world's psychic maelstrom.

Regular Moves
•
•
•
•
•

Take action, leaving yourself vulnerable.
Stare into someone's eyes without blinking.
Quietly gather clues or information.
Open your brain to the world's psychic maelstrom.
Use your psychic gifts with unexpected side effects.

• Ask someone "What should I be on the lookout for?"
6
• Ask someone "Is your character telling the truth?"
• React by digging in or enduring fire.

Weak Moves
5 unwanted attention to your movements.
• Draw

• Experience psychic flashbacks.
• Lend someone your signature weapon.
• Temporarily lose control of your psychic abilities.
• Ask someone "What makes me vulnerable in this
situation?"
• React by caving to someone else's desires.
• Fail to react, suffering the consequences. 7

You Also Play The

Queer
1

Enclave
2 tied to: The Arrival, The Tiger
Directly

How To Play
A Situation
This is the name of the Situation

1 Sheet. Choose one you want to play!

We queers were always living in the margins of a society that didn't want to see or
3 our existence. Our very lives were creative resistance. We found solidarity,
validate
love, and meaning in the strangest of places.

2

If this line ends with a plus-sign, this
Situation Sheet is one of the three
mandatory ones. Below the line, some
Character Sheets are listed. Don't play
this situation if you're already playing
one of those characters.

3

This is a brief description of the
situation. It helps inform you and
everyone else about the nature of
your Situation Sheet.

4

These are the guiding Principles for
playing this situation. Skim them
from time to time, and let them
influence what the situation does.

Apocalypse didn't come for us first. But it did come for us. The neighbourhood
fell. Our stopgap survival solutions were rendered obsolete. Everything changed.
What lies in the rubble of apocalypse? For this queer enclave, could it be utopia?

Principles
4 provocative questions about
• Ask
the enclave's members and its
physical spaces and build on the
answers that others give.

• Introduce new enclave members
as needed - give everyone a
name and make them human.
• Over time, reveal how each
member of the queer enclave
has unique capabilities, anxieties,
and subversive streaks.
• Demonstrate how the enclave's
values may be interfering with its
short-term viability.
• Show what tenderness and love
look like in a queer enclave.

Craves
• 5
Community.

• Safe space.
• Equality.
• Thriving and growing.

Moves
6 someone starting a project.
• Show

Craves are the things that the people

• Put two people alone together.
• Reveal someone's vulnerability.
• Introduce a point of drama
and contention.

5 and forces involved in the situation

After every move, ask
"What do you do?"

6

will actively pursue and covet.

These are the situation's Moves.
Whenever you need the situation to
change or impact the scene, choose
one and narrate how it happens.

Introducing

The Iris

The waves of apocalypse keep crashing upon the shores
of society. And things keep washing up - memories,
psychic offerings, little glitches in reason. The Iris has
been irrevocably changed by that tide.
The Iris is an unnerving individual. They might be
calculating, rash, or opportunistic. Their power is
mysterious, ephemeral, and unprecedented.

Choose a Name

Principles

Shadow, Lively, Smith, Pallor, Azure, Damson, Raksha,
Kite, Monsoon, Micaela, Burroughs, Tion, Pity, Brace

•
•
•
•
•

Choose A Look
slim frame, angular frame, disfigured frame,
soft frame, steely frame, willowy frame
calculating eyes, dead eyes, wet eyes, arresting eyes,
caring eyes, pale eyes, ruined eyes
androgynous, concealed, femme, transitioning, gargoyle

Choose 2 Wardrobe Styles
formal wear, luxe leather, casual wear, doctor clothes,
bondage gear, hoods and robes, elegant black standards

Choose 2 Psychic Gifts
Visions of Death, Direct Brain Whisper Projection,
Hypnotic Gaze, Shared Dreams, Memory Harvesting,
In-Brain Puppet Strings, Pain Wave Projections

Choose A Signature Weapon
silenced handgun, ornate spiked chain, bronze censer,
scalpels, taser, hidden knives, violation glove

Decide What The World’s
Psychic Maelstrom Told You
•
•
•
•
•
•

That it needed me for a higher purpose.
That it would shelter me from any repercussions.
How and when I would die.
That it would some day claim and consume me.
That love is the only salvation.
That power is the only salvation.

Make your character fallible and relatable.
Find opportunities to use your psychic gifts.
Pay attention to who is weak or in need.
Over-extend yourself and become vulnerable.
Press upon other characters' boundaries (while
being very cognizant, as a player, of the boundaries
of the other players at the table).
• Explore themes of deviance and difference.

Special Rules
Whenever someone invites you to use your psychic
gifts on them, they gain a token.
Whenever someone has sex with you, the next move
they make needs to be a Weak Move.

Strong Moves
•
•
•
•
•

Get out of harm's way.
Move unseen.
Use your psychic gifts on someone.
Restrain someone, physically or psychically.
Lash out with your signature weapon.

• Ask someone "What does your character secretly
desire right now?"
• Ask someone "What does your character wish I
would do next?"
• React by abruptly seizing control of a situation.
• React by invoking the world's psychic maelstrom.

Regular Moves
•
•
•
•
•

Take action, leaving yourself vulnerable.
Stare into someone's eyes without blinking.
Quietly gather clues or information.
Open your brain to the world's psychic maelstrom.
Use your psychic gifts with unexpected side effects.

• Ask someone "What should I be on the lookout for?"
• Ask someone "Is your character telling the truth?"
• React by digging in or enduring fire.

Weak Moves
•
•
•
•

Draw unwanted attention to your movements.
Experience psychic flashbacks.
Lend someone your signature weapon.
Temporarily lose control of your psychic abilities.

• Ask someone "What makes me vulnerable in this
situation?"
• React by caving to someone else's desires.
• Fail to react, suffering the consequences.

Introducing the

Maestro

The market failed. The shops and restaurants and
factories closed their doors. And into that void stepped
The Maestro, hustling and working odd jobs and pulling
a livelihood out of the rubble of apocalypse.
The Maestro is an industrious individual. They might be
charismatic, predatory, or weary. Their power is material,
social, and contingent.

Choose a Name

Principles

Angler, Cookie, Devraj, Chief, Jackbird, Sugar, Esme,
Proper, Proust, Lafferty, Waters, Fancy, Zachariah, Zola

• Make your character fallible and relatable.
• Look for opportunities to provide for others,
but also to hustle your wares.
• Cultivate a unique aesthetic and demeanor.
• Foolishly overextend yourself from time to time.
• Think about how your supply lines operate and
what might put them at risk.
• Explore themes of livelihood and economic justice.

Choose A Look
pinched face, warm face, tired face, honest face,
scarred-up face, friendly face, flawless face
quick hands, precise hands, tattooed hands,
calloused hands, slight hands, fresh manicure
femme, butch, androgynous, transgressing, raven

Choose 2 Wardrobe Styles
utility wear, scrounged clothes, immaculate whites,
display wear, butcher's apron, vintage formal wear

Choose 3 Things You Provide
a venue, easy food, luxury food, liquor, coffee, fantasy,
nostalgia, surveillance, companionship, enforcement,
deliveries, body-guarding, expertise, guns and ammo,
art, a thriving social scene, lodgings, tobacco, smut,
hard drugs, whatever people are chasing at the time

Choose 2 Preferred Currencies
cash, debt, secrets, protection, dependency, goods,
work-trade, something weirder

Decide Who Wants You Dead
•
•
•
•
•

The person I stole a fortune from.
The person whose business I drove into the ground.
A scary loan-shark who followed me here.
The person I refuse to do business with.
The police officers who think they still have a
right to patrol this area.

Special Rules
Whenever someone offers you a new gig, or gets
hooked on something you provide, they gain a token.
Immediately after having sex with someone, you can
make a Strong Move without spending a token.

Strong Moves
•
•
•
•

Get out of harm's way.
Bring out supplies that no one knew you had.
Draw a weapon before anyone has a chance to react.
Lace something with undetectable poison.

• Ask someone "How could I put your character at ease?"
• Ask someone "What does your character have
that I might want?"
• React by abruptly seizing control of a situation.

Regular Moves
•
•
•
•
•

Take action, leaving yourself vulnerable.
Deal with a routine and uneventful job.
Lie fairly convincingly.
Offer them something for free.
Bolt for the nearest exit.

• Ask someone "What does your character
need right now?"
• React by digging in or enduring fire.
• React by caving to their demands.

Weak Moves
•
•
•
•

Walk into a situation unarmed and unprepared.
Misplace something very important.
Lie unconvincingly.
Accidentally open your brain to the
world's psychic maelstrom.
• Lace something with easily-identified poison.
• Ask someone "How have I earned your character's ire?"
• React by begging for mercy.
• Fail to react, suffering the consequences.

Introducing The

Stitcher

Things break. Supplies run out. Bodies get wounded. The
Stitcher is there - fixing, mending, making, re-purposing.
They have a workshop and an uncanny intuition.
The Stitcher is a resourceful individual. They might be
obsessive, compassionate, or devoted. Their power is
technical, material, and reactive.

Choose a Name

Principles

Nils, Tai, Spector, Lemieux, Dremmer, Sander, Spook,
Grip, Corey, Robyn, Depot, Jane, Garon, Aiden, Knots

• Make your character fallible and relatable.
• Establish meaningful, personal relationships with
your tools, supplies, and workshop ephemera.
• Occasionally try to fix things that aren't broken.
• When you need to fix or make something in your
workshop, ask the other players to help you come
up with interesting potential barriers to doing so.
• Explore themes of compulsion and estrangement.

Choose A Look
knowing eyes, appraising eyes, skittish eyes,
covered eyes, modified eyes, red eyes
scarred hands, clean hands, greasy hands,
gloved hands, worn hands, busy hands
pangender, agender, conforming, transgressing, raven

Choose 2 Wardrobe Styles
scrounge wear, casual wear, duck canvas, oil stains,
countless pockets, a re-purposed uniform, visible tech

Choose 3 Workshop Functions
motor vehicle repair, bicycle repair, infirmary, art space,
tech assembly, arms manufacture, bionics, hydroponics,
signal transmission, brewing and preserving, recycling,
body upkeep, psionics, metalworking, woodworking

Choose A Helpful Support
a pair of apprentices, black market friends, textbooks,
a talking machine, prophetic dreams, friendly ghosts

Decide Where You Get the bulk
of your Supplies
•
•
•
•
•
•

I scavenge ruined buildings and abandoned districts.
I barter with those still living in the society intact.
People bring me the weirdest shit.
I take apart the old to furnish the new.
I have access to a partially-excavated landfill.
I steal what I need.

Special Rules
Whenever someone asks you to make, fix, or do
something special for them, they gain a token.
Whenever you have somebody up on your operating
table and get to work, gain a token.

Strong Moves
• Get out of harm's way.
• Ease somebody's pain.
• Have everything required to fix or make something
right away with no compromises or sacrifices.
• Jury-rig a temporary solution while under duress.
• Ask someone "What supplies does your character
have that they could easily part with?"
• Ask someone "When was the last time that your
character felt truly happy?"
• React by abruptly seizing control of a situation.

Regular Moves
•
•
•
•
•

Take action, leaving yourself vulnerable.
Fix or make something, partially or shoddily.
Open your brain to the world's psychic maelstrom.
Head out to scavenge or barter for supplies.
Take something apart to re-purpose its parts.

• Ask someone "What does your character have
that needs fixing?"
• While your character holds an object, ask someone
"What powerful emotion has this recently absorbed?"
• React by digging in or enduring fire.
• React by appealing to justice and reason.

Weak Moves
• Realize you're missing key supplies required
to make or fix something.
• Tinker with an object, leaving it dangerously
volatile or irrevocably broken.
• Isolate yourself to work on a secret personal project.
• Ask someone "What has your character lost that
can never be recovered?"
• Fail to react, suffering the consequences.

Introducing the

Tiger

The police fled the neighbourhood. Things were scary for
a while. Now, The Tiger and their gang own the streets
around here, though that ownership is still contested.
The Tiger is a wicked fierce individual. They might be
cutthroat, dutiful, or desperate. Their power is social,
violent, and hard-won.

Choose a Name

Principles

Domino, Tyrus, Blues, Keegan, Smith, Duke, Tawny,
Cheshire, Vigo, Boston, Impala, Diesel, Mia, Aadita

• Make your character fallible and relatable.
• Sometimes ask the other players about whether
your gang willingly follows your orders.
• Play to reveal the ways in which you aren't in control.
• Think about what separates you from other
sources of power and authority.
• Demonstrate both your kindness and your cruelness.
• Explore themes of dominance and resistance.

Choose A Look
scarred face, baby face, pretty face, weathered face,
tattooed face, masked face, tough face, narrow face
slender arms, sporty arms, tattooed arms, burned arms,
decorated arms, shot-up arms, a busted arm
rocky, hard femme, high femme, stud, man, gargoyle

Choose 2 Wardrobe Styles
black leather, velour, scrounge wear, militant wear,
tailored suits, breathable athletics, flashy items, armour

Choose 2 Gang Accoutrement

Special Rules
Whenever someone relies on you to solve one of their
problems, they gain a token.
Whenever someone has sex with you, choose one:
they gain a token or you take one of their tokens.

Strong Moves
• Get out of harm's way.
• Lead your gang into battle.
• Say just the right thing to extinguish someone's
fear and bolster their confidence.
• Kill someone.
• Ask someone "What resources is your character
doing without right now?"
• Ask someone "How could I get your character
to do what I want them to do?"
• React by abruptly seizing control of a situation.
• Calmly watch on as your gang reacts for you.

Regular Moves
•
•
•
•
•
•

Take action, leaving yourself vulnerable.
Attempt to recruit someone into your service.
Tenderly care for someone.
Roll up with your gang.
Make an example of someone.
Give something away.

• Ask someone "How is your character vulnerable
to me right now?"
• Ask someone "Who's really in control here?"

motorcycles, bicycles, guns, riot gear, a safehouse,
medical supplies, clean drugs, chains and rusty pipes

• React by digging in or enduring fire.
• React by drawing a weapon.

Choose Something You Want
Desperately To Protect

Weak Moves

my neighbourhood, my blood relatives, my gang,
my queer enclave, my identity, my property

Decide Why You Don't Trust
Your Second-In-Command
•
•
•
•
•

They were my chief rival in the early days.
I had to kill some people to assume command.
They're my younger, less-patient sibling.
They owe a lot of debts that they can't pay.
They're addicted to some dangerous shit.

•
•
•
•

Reveal your secret vulnerability to someone.
Promise something you can't possibly deliver.
Get high at the worst possible time.
Trigger the memory of a past trauma.

• Ask someone "Which character's motives should I
second-guess right now?"
• Fail to react, suffering the consequences.

Introducing the

Torch

Yesterday's religions crumble under the weight of
apocalypse. Old customs feel alien. Old knowledge rings
hollow. The Torch has answers. Followers gather, ready
to learn what tomorrow brings.
The Torch is a compelling individual. They might be
ecstatic, haunted, or beguiling. Their power is spiritual,
social, and mysterious.

Choose a Name

Principles

Hope, Noni, Lucia, Dian, Chester, Always, Wynn, Cass,
Vase, Eita, Rabbit, Rhyme, Sibyl, Sissy, Mischa, Spoke
calm eyes, faraway eyes, forgiving eyes, mournful eyes,
blotted eyes, flickering eyes, smoky eyes, fiery eyes

•
•
•
•
•
•

open face, hidden face, sober face, wrinkled face,
gentle face, ashen face, unwashed face, marked face

Special Rules

Choose A Look

androgynous, concealed, soft butch, goddess, warrior

Choose 2 Wardrobe Styles
tattered vestments, scrounge wear, fetish wear, robes,
beautiful fabrics, coarse natural fibers, striking colours

Make your character fallible and relatable.
Use your rituals to bring people closer together.
Show people how much or little you trust them.
Look for guidance and truth in the ephemeral.
Make yourself valued and needed.
Explore themes of status and sacrifice.

Whenever someone participates in one of your rituals
for the first time, they gain a token.
Whenever someone has sex with you, choose one of
your Moves and add it to their character sheet under
the same Move category (Strong, Regular, Weak).

Strong Moves
•
•
•
•

Get out of harm's way.
Psychically summon your followers.
Soothe someone's pain or duress.
Incite your followers into violent action.

• Ask someone "What is your character's greatest fear?"
• Ask someone "Who or what does your
character secretly love?"
• React by abruptly seizing control of a situation.
• React with a cunning diversion.

Regular Moves
•
•
•
•
•
•

Take action, leaving yourself vulnerable.
Commence a ritual.
Gather supplies.
Give someone advice.
Share food with someone.
Open your brain to the world's psychic maelstrom.

• Ask someone "How could I deepen your character's
sense of belonging and purpose in this place?"
• React by digging in or enduring fire.

Choose 2 Rituals You Lead
Boiling The Bones, Letting the Blood, Street Wards,
Glitter Bombing, Tea Ceremony, Augury, Trials of Fire,
Dirty Flutter, Tripping the Circuit, Recitations, Truth

Choose How You View Your
Followers And Duty To Them
a family I provide for, a cult, students I must teach,
lovers I must please, assistants to my monumental work

Weak Moves
• Ostracize one of your followers.
• Admit you don't have the answers to
someone's question or problem.
• Botch a ritual, exposing yourself to
danger or ridicule.
• Threaten someone or something more
powerful than you.

Decide What Looming Threat
You Alone Truly Understand

• Ask someone "What does your character think of me?"

•
•
•
•

• Fail to react, suffering the consequences.
• React by appealing to prophecy or cosmic forces.

There is a traitor in our midst.
Our souls have begun to rot inside our bodies.
The psychic maelstrom sends wolves to devour us.
Hope and mischief are fires that we must keep
ever-burning, or we will face eternal darkness.
• We're replicating the oppressions of our old society.

Introducing the

Arrival

When society shoves you out, you don't really have
time to process. You need food, shelter, friends. The
Arrival found their way to the enclave. Can they barter a
measure of amnesty into a permanent home?
The Arrival is an individual in flux. They might be
overbearing, tentative, or exhausted. Their power is
contingent, technical, and suspect.

Choose a Name

Principles

Burton, Audi, Yeong, Bishop, Lark, Castle, Rutger, Kayla,
Jordan, Veto, Marshall, Javier, Yukon, Fai, Dremmer

• Make your character fallible and relatable.
• Look for opportunities to both fit in and stand out.
• Learn about the queer enclave's social rules
through trial and error.
• Look for opportunities to hint at your troubled past.
• Occasionally use unwelcome means to
achieve necessary ends.
• Explore themes of resentment and acceptance.

Choose A Look
tired frame, starved frame, sturdy frame, plump frame,
muscular frame, hunched frame, bandaged frame
calloused hands, polished hands, slender hands,
scabby hands, capable hands, trembling hands
ambiguous, concealed, conforming, transitioning, raven

Choose Two Wardrobe Styles
standard issue, scrounge wear, rumpled suits, scrubs,
hiking gear, long sleeves, duck canvas, thrown-together

Decide How You Previously
Encountered Enclave Members
• I was a cop, policing the borders of the society intact.
• I was a scavenger, living alone before injury forced
me to seek out a bigger community.
• They showed up armed and looted my family home.
• I used to drive an armoured grocery truck through
the area every week.

Decide Why You Left Society
•
•
•
•

I lost my home, my job, and my support network.
The psychic maelstrom broke something inside me.
Armed men came for me in the night and I fled.
It was that or face years of prison time.

Choose 2 Things You Brought
old pistol, water purifier, inhaler, salt, concealed knife,
truck, photo albums, a phone that's still got service

Special Rules
Whenever someone gives you an opportunity to
prove yourself to the community, they gain a token.
Whenever someone has sex with you, choose one of
their Moves and add it to your character sheet under
the same Move category (Strong, Regular, Weak).

Strong Moves
•
•
•
•

Get out of harm's way.
Reveal a previously unmentioned skill.
Work hard and get the job done.
Eavesdrop undetected on a conversation.

• Ask someone "What does your character wish
I would do next?"
• Ask someone "What should my character be on
the lookout for right now?"
• React by abruptly seizing control of a situation.

Regular Moves
•
•
•
•
•

Take action, leaving yourself vulnerable.
Step in to negotiate with outsiders.
Offer someone a cigarette.
Attempt to lend a helping hand.
Let someone see you at your most vulnerable.

• Ask someone "What does your character need
help with right now?"
• React by digging in or enduring fire.
• React by leaping into the fray to shield
someone else from harm.

Weak Moves
• Confess something and seek forgiveness.
• Threaten or coerce someone.
• Accidentally open your brain to the
world's psychic maelstrom.
• Run out of something that the queer enclave
doesn't have steady access to.
• Demand an explanation from someone.
• Ask someone "Does your character feel okay
with me being here right now?"
• Fail to react, suffering the consequences.

You Also Play The

You Also Play The

Enclave

Scarcities

Queer
Directly tied to: The Arrival, The Tiger
We queers were always living in the margins of a society that didn't want to see or
validate our existence. Our very lives were creative resistance. We found solidarity,
love, and meaning in the strangest of places.
Apocalypse didn't come for us first. But it did come for us. The neighbourhood
fell. Our stopgap survival solutions were rendered obsolete. Everything changed.
What lies in the rubble of apocalypse? For this queer enclave, could it be utopia?

Varied
Directly tied to: The Maestro, The Stitcher

There is no postal service. No municipal waste treatment. No reservoir operations
manager to treat your water. No ecological impact survey team. No police.
No road maintenance crew, and that means no refrigerated trucks hauling
groceries into the area. No signal in the cell towers most days. The people who
used to think about this stuff so you didn't have to? They're gone now.
There's more than one type of scarcity. There's scarcity of food, yes, but also of
willing labour, and of technical expertise. On some days there's a scarcity of hope.

Principles

Craves

Principles

Craves

• Ask provocative questions about
the enclave's members and its
physical spaces and build on the
answers that others give.

•
•
•
•

• Ask provocative questions about
local scarcity, and build on the
answers that others give you.

•
•
•
•

• Introduce new enclave members
as needed - give everyone a
name and make them human.

Moves

• Over time, reveal how each
member of the queer enclave
has unique capabilities, anxieties,
and subversive streaks.
• Demonstrate how the enclave's
values may be interfering with its
short-term viability.
• Show what tenderness and love
look like in a queer enclave.

•
•
•
•

Community.
Safe space.
Equality.
Thriving and growing.

Show someone starting a project.
Put two people alone together.
Reveal someone's vulnerability.
Introduce a point of drama
and contention.

After every move, ask
"What do you do?"

• Demonstrate how different
people have different needs.
• Explore what happens
when everyday services and
infrastructure no longer exist.
• Introduce scavengers, hustlers,
growers, and bandits. Make
them all relatable and give
them all names.
• Occasionally throw a dilemma
at existing supply lines and
watch what happens.

Competition.
Knee-jerk reactions.
Uncomfortable bargains.
Less for some, more for others.

Moves
• Show someone acting foolishly
out of need and desperation.
• Put necessary supplies at risk.
• Introduce a traitorous individual.
• Spread disease.
After every move, ask
"What do you do?"

You Also Play The

You Also Play The

Maelstrom

Intact

Psychic
Directly tied to: The Iris, The Torch

Society
Directly tied to: The Arrival

Close your eyes, open your brain: something is wrong with the world. That
something is the psychic maelstrom. It's just beyond our everyday perception,
ever-present and howling.

For some reason we thought the apocalypse was going to hit everybody at the
same time. But nothing happens like that: neatly, evenly. The apocalypse comes in
waves, pulling and tugging at the peripheries of good society.

It can offer guidance, protection, even flashes of brilliant inspiration. But it's
hungry, and nobody knows what price it demands in return.

Apocalypse is only a distant nightmare for the privileged, a cautionary tale about
what might happen to them if they should fall from the master's clutches. You'd
be surprised what one of those people would do to keep their society intact.

Principles

Craves

Principles

Craves

• Ask provocative questions about
the psychic maelstrom and build
on the answers that others give.

•
•
•
•

• Ask provocative questions about
the society intact, and build on
the answers that others give.

•
•
•
•

• Describe the subtle impact that
the psychic maelstrom has on
everyday people and places.
• When people interact with the
world's psychic maelstrom, ask
what it's like for them and build
on the answers that they give.
• When people open their brains to
the world's psychic maelstrom,
add alarming sensory details.
• Share the responsibility
of describing the psychic
maelstrom with whoever is
interacting with it.

Human dependence.
Moments of frenzy.
Erasure of meanings.
Intimacy.

Moves
• Foreshadow a threat.
• Put something precious at risk.
• Enter into someone's sensory
experience at the right moment.
• Bleed psychic instability into the
immediate area.
After every move, ask
"What do you do?"

• Describe the environment
and background characters
whenever a scene is set in the
society intact.
• Make interesting decisions
about what you can still buy in
conventional markets.
• Think about what the society
intact is doing even when they
aren't part of the current scene.
• Give society members names
and make them human.

Orthodoxy.
Its own preservation.
Profit in all exchanges.
Ignorance of outsiders.

Moves
•
•
•
•

Introduce an authority figure.
Announce future threats.
Surround somebody.
Offer an opportunity, with or
without a cost.

After every move, ask
"What do you do?"

You Also Play The

You Also Play The

Gangs

Realm

Outlying
Directly tied to: The Tiger

Digital
Directly tied to: The Stitcher

People had wildly differing ideas about what the collapse of law and order meant
for their future. Some shuffled the mortal coil at the first sign of real danger.
Others took to the hills, equipped with water purifiers and dried goji berries.

Everything we'd ever known or said was embedded somewhere inside it. Even
though the digital realm was young, it was hard to remember back to the way life
was without it. It seemed as permanent as it was pervasive.

But some people stayed right where they were, armed and alert. Ready to carve
out an empire by whatever means necessary. Stop whatever you're doing. Crane
your neck just a tiny bit. You can probably hear their roaring in the distance.

Apocalypse pulled the digital realm to pieces. Networks fell into disconnect.
Satellites blinked out. Computers were ripped apart and stripped of their precious
metal content. But humans are wily and resourceful. They know how to salvage,
re-purpose, and rebuild. Maybe the digital realm still has a future.

Principles

Craves

Principles

Craves

• Ask provocative questions about
the wasteland and build on the
answers that others give you.

•
•
•
•

• Ask provocative questions about
the digital realm, and build on
the answers that others give you.

•
•
•
•

• Demonstrate the impact that
the gangs have had on local
landscapes and imaginations.
• Describe the aesthetics of the
outlying gangs often - what
unifies and what differentiates.
• Give people a reason to care
about and sympathize with the
members of these gangs.
• Look for tensions in the queer
enclave that could be exposed
via outside pressures, and then
introduce those pressures.

Territory.
Unspoken fealty.
The smell of fear.
Home-cooked meals.

Moves
• Put a gun in someone's hand.
• Tell them the risks involved in
going somewhere out there.
• Bring gossip in from
the wasteland.
• Give someone the very resources
that a gang is hunting for.
After every move, ask
"What do you do?"

• Describe the sketchy, patchwork
ways that people gain access
to the digital realm after
infrastructure collapses.
• Give some people a reason to
hate, fear, or mythologize the
digital realm.
• Describe technological devices
in physical and sensory terms,
including how they do or don't
fit into their surroundings.

Expanded networks.
Human dependence.
Shared knowledge.
Disregard for flesh.

Moves
•
•
•
•

Reveal something to be broken.
Let the technology speak in turn.
Introduce a glitch.
Trace and reveal the location of
someone or something.

After every move, ask
"What do you do?"

