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Carter Observatory Sky Report
Chester Cobblepot
Astronomical Observer

This is the Carter Observatory Sky Report for 
the period ending Wednesday, November 28, 
1980.  Here is what’s happening in the sky 
over North America:

The waxing moon will change from crescent 
to first quarter phase on Tuesday the 20th.  
The full moon will appear on Wednesday, 
November 28, coinciding with a penumbral 
eclipse, resulting in a shading over the top 
portion of the moon, visible by 6:00 a.m.

Of special note is the hue of a star in the 
Northwestern skies.  This particular mass 
has suddenly increased in magnitude to a 
breath-taking minus 1.9!  In addition to the 
brightness, the stars corona has altered to a 
spectral type B, but so intense the blue-aura 
has burned away to something possibly hotter 
or inexplicably different!

Consultation with the Benjamin Crandall 
institute has already resulted in negative 
testing for any frequencies or patterns to the 
light emanating from this star, but, speaking 
as a veteran observer, I can only assume 
such a drastic change heralds an astrological 
event we do not yet understand.  Keep your 
telescopes fixed on this lodestar as further 
reports are published!
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An Introduction
This book is a Storygame.

It’s different from most other stories because you 
won’t be recording it, and you won’t be coming up 
with it alone.  It’s similar to stories because you’re 
going to build it from your imagination, drawing on 
things that fascinate you, things that you remember, 
and things that frighten you.

It’s different from other games because you’re not 
going to be playing to win.  There are rules, but 
they’re there to help you understand each other; to 
help you communicate what you’re imagining.  It’s 
also very different from most games because what 
you imagine, and your creativity in general, is going 
to shape and alter the game as it’s played.

To play this game, you’re going to pretend like 
you’re a Character in the Story.  The other players 
in the game are going to play their own characters, 
just like you.  These players are called PCs (which 
stands for “Player Characters”).  One player, who is 
called the MC, is going to take control of building and 
imagining a far-off alien world that you’re going to 
explore together.  The MC will pretend to be all the 
other people in the story that each player is not in 
charge of, and they’re going to imagine and describe 
the world you explore based on questions that you 
answer as a group.
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What is this game about?
A group of misfit kids - scientists, explorers, fighters 
and charmers - are going to leave their home 
behind, going on a journey to an alien world that 
only they have a connection to.  This game is about 
exploring the world or worlds of the Lodestar - the 
alien star that calls out to the kids.

What do the Characters Do?
Quite suddenly one day, these kids are going to hear 
The Signal.  A message from The Harbringers, who 
are, for some reason, threatened by The Tormentors.  
What The Signal is, what the Harbringers want, and 
how to deal with The Tormenters will be discovered 
as the story unfolds.  Together the group will build 
a Bridge to the world or worlds of the Lodestar, 
exploring it, discovering who the Harbringers are, 
and why they alone were called to the Lodestar.

What do the Players Do?
Pretend to be your character based on the playbook 
that you choose.  Make up the history this person 
has, make up their personality, and make decisions 
that they would make that are logical but also fun to 
see happen in a story.  As you play your relationship 
with the other Player Characters will deepen and 
grow stronger.  As you play the game your character 
will become stronger and more capable, as well.  Use 
this new courage and prowess to tell a story about 
how you help those who dwell at the Lodestar, and 
then, find a way back home.





Chapter One:

Misfits & Aliens
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Misfit Kids

This game is about a group of close, 
unique, dreamers between the ages of 
14 and 17.  The archetypes you’ll pick 
from are mostly representative of typical 
outsider kids in the urban or suburban 
cities of America in the 1980s.  Your 
group doesn’t have to play kids in the 
Eighties specifically.  If you’re interested 
in playing kids from the modern day, or 
as far back as the 60s, those options will 
only take a bit of stretching to work.  The 
Eighties are the default setting because 
they provide a certain limit to everyday 
commodities while also adding a nice 
flavor to technology.  Cell phones were 
not a common device in the Eighties, and 
laptop computers were not a common 
tool.  In the Eighties the internet was not 
the daily routine it has become today.  As 
such, these kids are actually going to have 
to hang out with each other in person, 
even if they’re not exactly alike.  They are, 
however, going to find genuine friendship, 
in whatever form that takes.

Each character has a Playbook.  Playbooks 
are a collection of special abilities and 
attributes that tell you what your character 
is good at, and what is often difficult for 
them in the fiction.  They each have a 
theme based on an archetype.
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Adventurous Hearts

This game takes place on a faraway 
alien world, one that the PCs are going 
to choose to seek out and explore, even 
at risk of peril.  So, as you imagine 
your character, remember to give them 
some reason to leave this world behind.  
This doesn’t mean you’re rejecting or 
abandoning your life here, there should 
be people and things you’ll miss and hope 
for back on earth.  Ultimately, however, 
the story will uncover if you even want to 
return home, just as it reveals what the 
Lodestar really is, and why you’ve come.  
A healthy sense of wonder and curiosity 
can be enough to push young adventurers 
into the unknown in a genre like this, but 
make it your own.

Your kids should also be true friends.  Not 
only do you want to make a character 
willing to explore the Lodestar, you’re 
going to want to play one that does it 
with the other characters.  A big part of 
this story is the connections you cultivate 
on the adventure.  Personal interactions 
all effect how this young group sticks 
together in the face of danger and wonder.  
Talk to your friends about how you’d like 
to play your character, and be willing to 
customize that character so it compliments 
the ideas of the other players.
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The Lodestar

The first session of this game begins 
with a typical day in the lives of the kids.  
Answer questions about what their life is 
like - do they attend the same school, or 
are they all home-schooled?  Do they all 
play on the same sports team?  Do they all 
hang out at the same video store?  Maybe 
they have a club or secret organization of 
some kind, one they’ve joined or maybe 
one they’ve made up for themselves.  The 
MC will ask you questions about your 
character individually and as a group.  As 
you answer, play out scenes together 
when you come up with an answer that 
introduces another character that you find 
significant, or a location that you think is 
cool.  Start in the morning and just go.

The Signal
At some point in this part of the game 
you’re going to hear the Signal for the 
first time.  This comes with a custom 
Move (Moves are explained later) that will 
determine a very special element of your 
connection to the Lodestar.

The Signal is not defined.  How it affects 
you, and how you can handle it, are all 
up to you and the MC.  Once you make 
up how the Signal hits you run with it, 
because explaining what the Signal is 
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comes later in the game - and keeping it 
consistent will pay off.

The Signal was obviously meant only for 
you, as no other person besides your PCs 
will be able to hear it, or even believe you 
when you describe it.

Once you hear the Signal, it’s always 
there, in some faint form, and you can 
try to listen to it, if you try.  In some 
situations the Signal will just increase in 
intensity, giving you visions, or ideas, or 
emotions.  The first thing it does, is tell 
you how to build a Bridge from your world 
to the Lodestar.

The Signal comes from the Lodestar, and 
the Bridge is all that can get you there.  
It’s something that only you, the kids, 
can use.  And, at least at first, it’s only 
one-way.  The look, style, and design 
of the Bridge are all up to the players.  
Tell the MC what you’d like to do to get 
to the Lodestar.  Build a special kind of 
spaceship out of scavenged parts from 
your parent’s garages?  Construct some 
kind of portal out of materials you knew 
to find only because of a mental map 
uploaded directly to your brains?  Given 
the coordinates to an old abandoned cave 
where unrecognizable glyphs put you into 
a trance and send your minds to duplicate 
bodies on the far reaches of space?  
Whatever you want to punch your one-way 
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ticket to the Lodestar is your Bridge.  And 
once you use it, the adventure begins.

The Aliens of Lodestar
The reason you’re hearing The Signal 
is tied to two alien species.  Those that 
are sending the Signal to you are the 
Harbringers.  These are the benevolent 
aliens that wanted you to acquire your 
Bridge to the Lodestar.

What the Harbringers want, or what they 
even are, is not yet defined.  This will be 
determined by answering questions as you 
play.  What is set in stone, however, is that 
the Harbringers do not intend to harm you 
or trick you.  It’s up to the MC to imagine 
and portray the Harbringers based on 
everyone’s input, but the tone and truth 
is always this:  the Harbringers are your 
friends, they can be trusted.

The Harbringers are in some kind of 
conflict or peril with another alien race, 
however - these are the Tormenters.  
The Tormenters are the dark opposite to 
the Harbringers; their role is to play the 
villains for this adventure.  What they are, 
what they want, what threat they pose is 
all defined as the story unfolds, but you 
can be safely assured - the Tormenters are 
dangerous, evil, and not happy about your 
arrival on Lodestar.
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Adventures and Endings
The details for each game is up to the 
players to define.  If you want the 
Lodestar to be completely alien, rich 
with descriptions that are baffling and 
confusing and colorful, go for it, but make 
sure everyone’s on the same page.  In the 
end, it’s up to the MC to make a final call 
on what the Lodestar is like; this helps 
the players feel like they’re exploring 
something that is consistent and real, 
while still having room to help create the 
story through it’s setting.

The Harbringers and the Tormenters 
are also conjured further as the game 
progresses.  Be clear and communicate 
what you’d like to see in the games 
for Non-Player Characters.  Are 
the Harbringers terrifying?  Are the 
Tormenters stupid and brutish?  Or are the 
Harbringers almost like humans in most 
ways, and the Tormenters like horrifying 
monsters?  All this will unfold in stride.

It’s also not determined who will make it 
back.  The game’s system makes it really 
hard for anyone to die on the adventure, 
but who they become along the way is 
definitely going to change.  When you 
reach your ending, it doesn’t have to 
be one or any of you returning home.  
Perhaps you become the new rulers of 
the Lodestar, or perhaps you all have 
something you miss too much.





Chapter Two:

Playing the Game
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The Die Mechanic:
Roll 2d6.
Add them together.
Add your Stat.
Add any other Modifiers.
This is your Total.

A Total less than 6 (written <6) is a MISS
A Total between 7 and 9 (written 7-9) is 
called a PASS
A Total higher than 10 (written 10+) is 
called a HIT

A MISS is pretty bad for you, it means 
things are going to get complicated, 
painful or dangerous.  It also usually 
means that whatever you just tried to 
do didn’t work.  Sometimes you can try 
again, sometimes it’s just too bad.

A PASS means you still succeeded, but 
the effort was complicated or cost you 
something you didn’t expect.

A HIT means you did it!  It’s a clean, 
concise, Just-As-You-Please victory for 
you, and often you looked good doing it.

The Basics
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Take +1F and +1og
Take +1F means “Take Plus One Forward.”  
Which is shorthand for saying, “On the 
next roll you make, add another +1.”  
Sometimes the +1F can only be used on a 
specific type of roll, meaning you keep it 
until you get to make that roll.

Take +1og means “Take Plus One 
Ongoing.”  This means you keep adding +1 
to every roll until the scene is over.  Most 
scenes have a natural end point, and most 
situations that give you a +1og often tell 
you when they’re specifically up, or it will 
be obvious when the +1og is ‘spent.’  The 
simple rule is:  when whatever it is that 
gave you the +1og is irrelevant, drop it.

The Big and Bad Numbers
What you roll is modified by your Stats (-2 
to +3) and by Moves and other rules.  The 
most you should ever be rolling is a +4, 
typically, (maybe a +5 if it’s appropriate).

No matter what bonus you have to the 
roll, however, any time you roll Snake 
Eyes it’s considered a Miss; and no matter 
what Weights you’re carrying, any time 
you roll Double Sixes (hereafter referred 
to as “a Vincent Baker’s Dozen”) the roll is 
considered a Hit.

The Big and Bad Numbers
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Stats

Every character has Four STATS.  Each 
Stat represents a way in which your 
character affects the fiction.

Bold
Bold is your courage, your 
drive to face danger head-
on, and your steadiness when 
threatened.  Bold characters are 
first to take action, confident in 
their fate, and dauntless.

Sharp
Sharp is how smart, well-
educated, and perceptive you 
are.  Sharp characters figure 
things out quickly, they notice 
more, and they remember a lot.

Warm
Warm is how you use your 
words and make people 
feel.  Warm characters are 
charismatic, likeable, and 
capable of affecting emotions in 
many ways.
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Link
Link is different from the 
other three stats because 
it doesn’t describe your 

characters archetype, it describes how 
clear the Signal is to them.  The stronger a 
character is Linked, the better they are at 
hearing and getting useful feedback from 
the Signal.

You don’t always have to be consciously 
aware of your Link, either.  Just because a 
character has a strong Link doesn’t mean 
they’re constantly tuned in, it just means 
that when they do hear the Signal, it’s 
clearer, and more helpful.

When your character hears the Signal it 
doesn’t have to be a conscious decision, 
either.  If you want to, as a player, you 
can simply say, “And that’s when Amos 
suddenly Hears the Signal,” and make your 
move.  How you describe and detail the 
nature of the Signal, how you explain it’s 
source and function, is all up to you.  But 
as it is designed for this game, Hearing 
the Signal is a player choice as much as a 
character choice.
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Moves

Stats tell us about your character’s 
strengths and weaknesses.  The Dice tell 
us if things go good, bad, or forward.

Everything happens as a MOVE.  Moves 
are descriptions of how things happen, 
written in a more specific way.  Every 
Move describes when or how it’s used in 
the Fiction.  When you are in that situation 
in the story, your character can (and 
should) use their Move.

The fiction comes first when you’re doing 
a move.  You can’t just say, “I want to 
do this Move,” you have to describe what 
you’re doing.  What you describe will 
inform what Move you’re really doing.  
Sometimes you’ll want to do something 
in the fiction and you won’t realize it’s a 
Move.  That’s when the MC will tell you 
what to roll, and now you’re doing a Move.  
Sometimes you’ll want to do a Move 
because you know what outcomes it could 
give you, and that’s cool, too.  No matter 
how straightforward it is, though, describe 
it in the fiction.  Make your move in the 
story, not just with the dice.
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There are three kinds of Move for PCs.

The first is the BASIC MOVES.  These 
are the 7 things any character can do (or 
try to do).  There are two Basic Moves for 
Bold, Sharp and Warm actions.  There is 
one primary Move for Link - which is to 
Hear the Signal.

The second type of Move is your 
PLAYBOOK MOVES.  These are Moves 
you have or gain access to because of the 
type of Playbook you’re portraying.  As 
your character goes on this adventure, 
you’ll learn new tricks.  This is represented 
by getting new Playbook Moves.  At later 
stages in the game you might even get a 
custom Playbook Move that you or another 
player write up.

The final type of Move is any special Move 
that comes with a Front.  These are written 
by the MC and used in specific situations as 
they come up in play.  Sometimes a certain 
location will give rise to events that are best 
described in a CUSTOM MOVE.  Or a special 
alien weapon or artifact could come with 
unique moves when you try to use them.
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The Basic Moves

+Bold
Fight - for when you want to attack and 
hurt someone or something.
Take a Chance - for doing something 
risky, with a clear threat that will 
happen if you fail.

+Sharp
Figure Something Out - for when you 
want to look around you and figure out 
what’s going on, or when you want to 
observe something specific, and deduce 
things about it.
Hatch a Plan - for when you want to 
put things into motion that will have 
specific or beneficial results.

+Warm
Use Your Words - for when you want 
to speak to someone and get through to 
them in some way.
Read Somebody - for when you want 
to figure out something about a person 
you’re observing or talking to.
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+Link
Hear the Signal - for when your 
character wants to search the Signal for 
some insight, or for when your player 
wants to give sudden epiphanies to the 
character they’re playing by having the 
Signal swell and inform them.

+Cx
Help or Hinder - for when you want 
to aid someone you have a connection 
with.  A connection means you know 
them well enough to be acting at 
the same time as them, and can 
successfully help or hinder what they’re 
trying to do.

-Stress
Shake It Off - for when you get hit, but 
the MC takes it easy on you.  You’ll roll 
to see how bad it hurts you.

Patch Up - for when you have 
downtime and want to recuperate from 
the harm and suffering that this journey 
has done to you.



Fight
When you attack or react to an attack with intent to 
harm your opponent, you’re Fighting.
On a Hit:
You take them out of the fight, and the MC will tell 
you how; or you do your Stress (minus their armor) 
to them.
On a Pass:
The fight didn’t go so smooth...
[Pick one]

* You deal your Stress but you drop, break, or 
loose something you have, the MC will tell you 
what it is

* Your enemy runs off with something you need 
or want, the MC will tell you what it is

* You deal your Stress, but your enemy refuses to 
flee, bracing to fight harder, take -1F

* You both take Stress as you fight

On a Miss:
The MC will make a Move against you.

+Bold

The Basic Moves



Take a Chance
When you do something risky, the MC will tell you 
what will happen if you don’t pull it off.
On a Hit:
You succeed, the danger fails to affect you
On a Pass:
Things complicate.
[Pick one]

* You failed, but you can try again at -1F
* You did it, but the MC will give you an effect or 

make you roll - Stress

On a Miss:
You didn’t pull it off, the risk unfolds (MC can make 
a Move against you, or just narrate what obviously 
happens as a cost of failing).

+Bold

The Basic Moves



Figure Something Out
When you look around you, to figure things out, or 
observe something specific, to understand it...
On a Hit:
Ask any 3 questions of the MC, they’ll answer 
honestly.  If you ask more than 3, for each question 
additionally, the MC can ask you a question in 
return, answer them.
On a Pass:
Ask any 3 from the list.

What am I not noticing?
What’s the biggest threat here?
What would happen if I ______________?
What would be the equivalent of ____________ 

on earth?
How could ________ be useful to me?

On a Miss:
Ask 1 question from the list.  The MC will not 
answer directly, but will give you a hunch.

+Sharp

The Basic Moves



Hatch a Plan
When you come up with clever actions to achieve a 
desired result, the MC will tell everyone what they 
might have to roll to make it happen, then you’ll 
Roll +Sharp...
On a Hit:
It works without a hitch or negative consequences.  
Nobody has to make any rolls to help.
On a Pass:
Things get complicated, Pick One:

Someone helping you must Roll + Cx to help at 
-1F.  The MC will say why.

Something physical and necessary to the plan 
breaks or malfunctions:  You can try again at 
-1og, for everyone helping.

Someone takes Stress as the plan almost fails:  
have them Roll -Stress.

On a Miss:
The MC will make a Move against you, and against 
anyone involved in the plan.

+Sharp

The Basic Moves



Use Your Words
When you try to sway someone by communicating 
with them, you’re trying to Use Your Words.
On a Hit:
They listen with confidence in what you have to say 
- this will alter their behavior.
On a Pass:
They listen, but are not fully swayed.  They’re going 
to demand a promise or an action from you.  If you 
don’t deliver on this, there will be consequences.  If 
you refuse to promise them or act as they demand, 
they will deny you or refuse to cooperate.
On a Miss:
They react strongly, but not how you’d like.  Tell the 
MC to over-react to your words, and then assign 
one of these Reactions to whoever you were trying 
to sway based on that reaction (if none apply, just 
make one up).  Until you take action to resolve this 
offense, you will take a -1og against them for all 
Warm rolls.

Hurt - they are hurt by your words
Offended - they are angry or shocked
Disgusted - they think you are vile or degenerate
Defeated - they are saddened by the your words
Unimpressed - they think you’re feeble or useless

+Warm

The Basic Moves



Read Somebody
When you speak with someone in attempt to 
understand or open them up, you’re trying to Read 
that character.  Start with a Hold of 3.  Spend your 
Hold 1 for 1 as you speak to the character, each 
Hold spent does one of these things:

Tells you if a statement made to you is true.
Have them open up more to you about a topic, 

providing details or impressions.
Avoid being asked any questions about a topic.
Answer a direct question honestly.

Once you’ve spent your Hold, to keep Reading 
Somebody, you’ll need to Roll +Warm
On a Hit:
You’re leaving a good impression, take 3 more Hold.
On a Pass:
You can’t keep their attention forever, take 1 more 
Hold, you can’t roll again after that Hold is spent.
On a Miss:
They’re loosing interest, growing uncomfortable, or 
they have something else that calls their attention 
away from you.

+Warm

The Basic Moves



Hear the Signal
When the Signal grows stronger, or when you try 
to pull answers from it, you’re trying to Hear the 
Signal...
On a Hit:
The Signal comes in clear.  The MC will tell you 
something new and useful about the situation, 
maybe even answering your question directly.  If 
they ask you any questions answer them honestly.
On a Pass:
The Signal is coming through faintly, or with noise.  
The MC will give you an impression or a hint at 
something that you might find useful.  If they ask 
you any questions answer them honestly.
On a Miss:
The Signal is blocked or faded for reasons that 
might be obvious or mysterious.  If the MC chooses 
to explain what’s causing the noise to your Signal, 
it’s probably going to affect the Signal for everyone 
else there, too. 

+Link

The Basic Moves



+Connection

The Basic Moves

Help or Hinder:
When you’re trying to aid someone or stop them, 
and you have a real connection with them, you’re 
rolling to Help or Hinder, Roll + Cx:
On a Hit:
They take a +1 (help) or a -2 (hinder) right now
On a Pass:
They take a +1 (help) or a -2 (hinder), but you also 
expose yourself to danger or retaliation
On a Miss:
They are unaffected by your actions
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Details

Some of the details to a move are obvious.  
Some are going to have to be interpreted 
as the story informs what’s going on.  
Whenever the MC doesn’t know how to 
answer a question or what to tell you, just 
let it go and try a different way.  If there’s 
nothing for you to learn or figure out, the 
MC will tell you, and this should not ‘cost’ 
you the Move.

The difference between Attacking and 
Taking a Chance is Stress.  If you’re just 
trying to keep from getting hurt when 
someone attacks you, you’re just Taking a 
Risk.  As soon as you decide you want to 
hurt them back, it’s Fighting.  It’s possible 
to chase someone off by Attacking or by 
Taking a Chance, Hatching a Plan, or even 
by Using Your Words.  It doesn’t matter 
how you get there, but it matters what 
you’re trying to do in the story.  Every 
detail could spin into any number of 
outcomes, better to clearly define where 
you’re launching from.

The broadest and vaguest way to affect 
the story is to Hatch A Plan.  A “Plan” can 
be any desired effect or outcome, but 
you’ve got to tell the MC what that is, you 
can’t Hatch a Plan in secret.  Once you’ve 
told the MC what it is you want to happen, 
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they’ll let you know what could go wrong, 
and what components are in play.  Then, 
make your Roll.  If you get a hit, it goes 
smooth, and you get your desired effect.  
If you Pass the roll, then things aren’t 
thwarted, but something goes awry.  You’ll 
pick the nature of that mishap, and the MC 
will detail it.  If there are others helping 
you in this plan you can bet they’re 
targets for things going wrong, too.  And 
if anything goes wrong that means you’re 
not out of the woods, and you’re going to 
have to make more rolls to see if it pulls 
together.  If it doesn’t, treat the roll as a 
Miss, which means things just crashed.

When you’re Reading a character, it’s 
best to take three tokens, or beads or 
something and set them in front of you.  
This is your Hold.  As someone says 
something in the conversation that you’d 
like to open them up about, tell if they’re 
lying or not, or answer a direct question 
you ask them in character, spend one of 
that Hold, and take away a counter.  You 
don’t have to break character to do this, 
but it helps, since your insight is going to 
be detailed by the MC.  If you keep Hitting 
on a Read A Person roll, you can keep 
talking them up.  But as soon as you Pass 
or Miss, the conversation is in decline.
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Connections

When you know someone really well, 
this is called your Connection, which is 
abbreviated “Cx,” so when you see “Roll 
+ Cx” it means you’ll be rolling your 
Connection to the other player instead of 
Bold, Sharp, Warm or Link.  Connection is 
a unique stat, a measure of how deep your 
bond with the other player-character is.

You can roll to help someone whenever 
you want, but that means, in the fiction, 
you’re actively doing something to help 
them.  You have to explain what action 
you take to aid a Cx, and if you don’t 
do so (maybe because you’re thwarted, 
maybe because you just choose not to) 
the person you’re helping does not get a 
bonus.  When someone makes a move, 
you can help, but that’s what you’re doing.

The Move for helping or hindering 
someone you have a Connection with 
is pretty loose.  So it’s possible that 
whenever the MC targets a player, if you’re 
all there together, just doing little things 
to work together can give you the chance 
to roll + Cx.  The idea is simple - if you 
Help or Hinder a person you have a Cx 
with, you can roll to give them a bonus (or 
a penalty) and that might expose you to 
whatever challenges they’re facing.
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Custom Moves

In some situations the MC will come up 
with specific Moves for specific locations, 
fights, situations, diseases, or whatever.  
The most common Custom Move comes 
with Stuff - any kind of significant weapon 
or technology you find from the denizens 
of the Lodestar.

Custom Moves are open to being anything. 
They’re written to capture the feel and 
theme that is impossible to write here, 
in this text, because i’m not going to be 
able to figure out all the cool stuff that 
can happen in any game.  As the story 
unfolds and changes you’ll be exposed to 
all sorts of Custom Moves that flesh out 
each situation one moment at a time.  The 
MC might even replace one or more of the 
Basic Moves in certain circumstances.
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Stuff

When you first leave to cross the Bridge to 
the Lodestar, you’re going to go with some 
stuff your character archetype would have 
access to.  This list is on your character 
sheet, and you can pick or omit from it as 
you see fit.  If you can think of something 
else you’d like to have, ask the MC and the 
group - if everyone’s okay with you having 
that item, then write it down.  What Stuff 
you have is always up for changing.

Each character is going to have one unique 
item, as well, that they start the journey 
with.  This unique item has it’s own move, 
written with your Playbook.  If you loose 
this unique item, it’s going to leave your 
character feeling pretty awful about it.  
The downside is, you loose the Move you 
had with it.  The upside is, you’ll gain a 
bonus Experience Point.

For anything else the rule is simple:  if 
you’re using it in the fiction, it can be 
knocked out of your grasp or broken.  
The MC has their own set of Moves they 
can make, and that’s often an option for 
them.  So if you’ve got a lucky hat you 
always wear, the MC might blow it away 
in a powerful wind.  Or, if you’ve got a 
multitool you use for almost everything, 
don’t be surprised if it breaks.
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Encumbrance & Inventory
and other boring crap

So in some games it’s important to keep 
track of how much you’re carrying and 
how much that weight will tucker you out.

But that’s boring so we’re not going to 
do that for this game.  If you’ve got it on 
your sheet, you can use it.  If you find it in 
the game, and say you pick it up, you can 
write it down.  Heck, if you come across 
it and forget to say you take it with you, 
but later on you wish you had, it’s okay 
to say, “Hey, can we just assume I would 
have taken it along?”  Stuff in general 
doesn’t mean you get any kind of bonus 
or benefit other than how it works in the 
story itself.  If, at any point, the MC tells 
you you’ll need X to do Y, and you’ve got 
a make-shift X on you, tell them.  That’s a 
great way to use the stuff you’ve got.  Just 
remember - if you use it, you might break 
or loose it.

If you need a Move for ‘what if i don’t have 
something like that on me?’ then the MC 
can write one.  If you need a move for 
‘what happens to our energy levels as we 
spend the day hiking in the desert?’ the 
MC can write that one, too.  If how much 
you’re carrying and what, specifically, you 
have on you is important, write a Move for 
it.  But i’m not gonna.  No way.
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Stress

As the kids in this story face perils and 
enemies, they’re going to get stressed out 
by the danger.  When you’re in a fight your 
Stress Track measures how far you are 
from being taken out of the fight.

There are two ways to take Stress.
The first is a Move the MC might ask you 
to make.  Roll - Stress.  If you’re in the 
Diamonds, make that roll straight up.  If 
you’re in the Circles, you’ll take a -1.  If 
you’re filling in Triangles you’ll take a -2.  
If you’re wearing some kind of armor or 
protective gear, and if that equipment 
helps you, add that to this roll.

The second way to take Stress is if the MC 
uses a Hard Move - this means you don’t 
get to roll to shake it off.  When the MC 
does a Hard Move to deal you Stress you 
take the amount of Stress the MC is doing, 
subtract your armor from it, and color in 
that many shapes on your Stress Track.

If all your shapes are filled in on the Stress 
Track, that means you’re out of the fight.  
This doesn’t mean you’re dead.  It doesn’t 
mean your crippled or scarred or exploded 
into bits or anything.  What it means is 
you just can’t resist any more.
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What taking Stress looks like is going 
to depend on the situation.  You could 
easily get Stressed Out without taking a 
single hit, but only getting too close to the 
action, or just getting too frightened by 
the danger you’re up against.  It’s partly 
the feel of the situation, and partly the 
reaction you think your character would 
have.  If you want, you can have your kid 
getting punched and kicked with every 
Stress taken.  It’s not a meter of how 
‘damaged’ you are, it’s a measure of how 
cool you are under all this pressure.

Getting Stressed Out doesn’t mean 
your unconscious unless that seems 
appropriate.  It can just as easily mean 
your in too much pain, or just too 
exhausted, to keep resisting the dangers 
around you.  Someone with a full Stress 
Track can’t make Moves.  So while you 
might be aware of it when the ancient 
ruin starts to crumble around you, if the 
MC is calling for a Take a Chance move 
to escape, you’re going to have to hope 
someone else carries you out of there, 
or else you’ll be buried under the rubble 
(again, not dead, just, you know, buried).

Anyone who has a full Stress Track is 
subject to one free Hard Move the MC can 
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make as soon as it happens.  The MC can 
declare that PC to be captured.  A Villain 
has to make off with that unconscious 
character for this to happen.  If there are 
no villains on the scene to capture the 
character, then it’s not logical and can’t 
happen.  But if there is at least one MC 
character present that can make off with 
the Stressed Out character, they can 
escape the scene with that character in 
tow.  If they leave and another character 
gets stressed out, another Villain must 
capture them, and escape.  If all the 
player characters get stressed out, the MC 
takes control of where they end up next.

Look at Stress as a measure of how close 
your character gets to real wounds.  In 
a story of this genre, you’re not going to 
play high school kids that get shot and 
stabbed and thrown from trains.  Rather, 
you’re going to play kids that get shot at, 
and the bullet misses.  You’re going to 
play kids that get attacked with spears and 
swords, but manage to scramble away, 
or hold their enemies off.  You’re going to 
play kids that get thrown from trains, and 
use the grappling hook they built in their 
parent’s garage to swing to safety.
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Shapes

This game utilizes several Shapes to 
shorthand certain in-game happenings.

The general rule is this:

Diamonds mean you’re in the good.
Circles are neutral.
Triangles are bad.

Not everyone is going to have the same 
Stress Track.  Some tougher characters 
have more of one Shape or another.  This 
means they can deal with more Stress 
before they’re taken down.

Bold

-2 -1 0 +1 +2 +3

Above is a Stat Block - this is 
where you mark down what 
level your Stat is.  Color in 
the shapes from left to right, 
the corresponding bonus 
you’ll get to each roll is below.
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Effect (Fx)

Effects are anything that can slow you 
down and is not explicitly Stress.

Effects come in two flavors.  There are the 
Temporary Effects, called “Temp Fx,” which 
only last for the next round or the rest of 
a short scene.  Examples are things like 
“Shaken” or “Panicked” or “Confused.”  A 
Temp Fx is going to have a simple modifier 
or consequence to it that will typically 
resolve itself in a moment or two.

Effects can generally be anything (from 
the effects of an alien poison, to the 
hurt from a terrible argument).  But 
the general rule is this:  Temp Fx cause 
penalty to a certain Move or a certain Stat, 
and go away quickly.  Severe Fx are more 
rare - but can last until you do something 
to remove the Fx.
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Healing and Recuperating

When ever you have down time to rest 
and revitalize yourself, you can roll to 
see how much Stress you should erase.  
Sometimes the MC will replace this Move 
depending on the situation.  Sometimes 
the MC will just say, “And you all wake up 
later, feeling fine, erase your Stress.”

Temporary Fx will be explained when they 
are taken.  If you’re “Shaken” from the 
explosion you just barely dodged, you 
might have a -1F for all Sharp Moves.  But 
that could go away on your next turn.  
It’s possible, though, that you’ve got the 
Temp Fx of “Terrified” giving you a -1og 
for all Bold Moves.  If you’re terrified of 
a monster you just encountered, then as 
soon as it’s dead or behind you, the Temp 
Fx goes away.  It should be rare that a 
Temp Fx lasts more than a scene.

Severe Fx are for those situations where 
something will last but you don’t want to 
treat it as something super serious.  Good 
examples of this are when you get sick, 
or when you get poisoned.  Severe Fx are 
often just ‘ongoing’ Temp Fx that ‘feel’ 
appropriate to play out for a little longer in 
the game’s fiction.



Shake It Off:
When you get hurt, beat up, or really stressed out by 
something dangerous or threatening, The MC might 
ask you to Roll - Stress taken...
If your Stress Track is in the Diamonds: roll -0
If your Stress Track is in the Circles: roll - 1
If your Stress Track is in the Triangles: roll - 2
On a Hit:
You shake it off, get back up, and keep going.
On a Pass:
You color in one Shape on your Stress Track.  If this 
puts you into a Circle, take a Temp Fx.  If this puts 
you into Triangles, take a Temp Fx for the scene.
On a Miss:
This hurts.  Take the Stress of the weapon or threat 
against you, subtract any armor you’re wearing, and 
color in that many Shapes on your Stress Track.  If 
this puts you to a Full Stress Track, tell the MC.  If 
this puts you into a new Shape (Diamond to Circle, 
or Circle to Triangle) take a Negative FX.

Stress

The Basic Moves



Healing

The Basic Moves

Patch Yourself Up:
When you have down time to rest and recuperate 
from your adventures, Roll - Stress Taken...
If your Stress Track is in the Diamonds: roll - 0
If your Stress Track is in the Circles: roll - 1
If your Stress Track is in the Triangles: roll - 2
On a Hit:
Erase all of your Stress Track.
On a Pass:
Erase all the Circles and Triangles on your Track.
On a Miss:
Erase up to the next Shape on your Stress Track.
[Triangles go up to Circle, Circles go up to Diamonds]
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Weights and Wounds

Whenever you’re stressed out, and 
starting to actually get beat up in a fight, 
but you want to keep going, you have the 
option to choose to take a special type of 
Severe Fx: a Weight or a Wound.

Wounds are simple to explain - the next 
attack that hits you, if it’s going to Stress 
you out, instead, erase your Stress Track 
to zero, and take a Wound.  This time, 
when you narrate what happens to you, 
describe how the injury is not a near miss, 
but a severe blow that makes you scream 
with pain.  Wounds are also non-lethal in 
this game, but they represent getting hit 
in a way that’s a big deal.

This doesn’t mean you’re suddenly ‘healed’ 
it means you’ve internalized your Stress, 
and that’s going to push you to react out 
of pain and a new drive.

Another option is to take a Weight - which 
is like a Wound, save that it’s a grievous 
mental or emotional Effect.  When 
you take a Weight you’re saying that 
something has frightened or humiliated or 
angered you so much you just can’t let it 
go.  It’s weighing you down.

The effect of a Wound or a Weight is the 
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same - pick one Stat that the Wound or 
Weight affects primarily.  A Wound that 
is described as getting stabbed deeply 
by the leader of the Graelok Hoard might 
affect your Boldness.  However, if you 
were only fighting the Graeloks in the first 
place because Nissara, the alien queen you 
thought you could trust, betrayed you and 
sent you into their trap, you might take a 
Weight that affects your Warm.

When you have a Wound or Weight that 
affects one or more Stats, that means 
you cannot roll a Hit with that Stat.  
Anything you roll between 7 and 11 is 
considered a Pass.  You can only ever get 
a Hit on a natural 12.

You can have more than one Weight 
affecting more than one Stat.  Or you can 
take as many Wounds as you want, all 
affecting one Stat.  But to heal a Wound or 
lift a Weight is a big deal, so be sparing.

Generally speaking, all types of Effect, 
including Weights and Wounds, don’t 
have to be limited to one specific rule.  If 
a clever idea for how to take an Effect 
strikes you, tell the group, see what the 
MC says.  Give it a try!
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Weights
Weights are a big deal.  This is something 
that’s going to affect you emotionally, or 
mentally, and really weigh you down for 
the foreseeable future.  Weights can’t be 
ignored until you deal with them in some 
conscious way, and until they are resolved 
you’ll be at a serious penalty.

To Lift a Weight you must spend time 
alone with your Cx talking about what is 
weighing on you.  If someone you trust 
Uses Their Words to help you, and gets a 
Hit, you can remove one Weight.  Some 
Weights might have built-in conditions for 
lifting them, or even a Custom Move (good 
for, like, Mind Control or “You Must Make It 
Up to Kelly” kinds of Weights).

Lifting Weights
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Wounds
Wounds are just severe damage or bodily 
harm.  They clear when one of two things 
happen:

* The Character gets help or healing from 
an NPC or Technology that uses a Move to 
repair their body

* They mark 3 Experience Points

If time goes on in game you can narrate 
that your character doesn’t visibly suffer 
as much from a Wound, but it’s still there, 
still limiting them.  If they have three 
Wounds, they won’t be fully healed until 
the player marks nine Experience Points.

Healing from Wounds
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Experience

As you Experience the world of the 
Lodestar you’re going to grow and become 
stronger.  This is reflected by Experience 
Points, which mark your progression 
toward being more awesome.

On Average, each game should yield 1-3 
Experience Points (XP).  A big game, with 
lots of stuff happening, could turn out 
4-5 XP.  This margin is determined by 
‘bonus’ XP that is given out based on some 
choices that you can make in the game.

XP Moves
Every Playbook has one XP Move - this 
is a thing the character is good at or 
actively pursuing.  When you meet the 
requirements for your XP Move in a 
session, you can mark XP.  This can only 
happen once per session.

Each session or circumstance can also 
offer a Custom XP Move that the MC 
will write.  Sometimes this Move is only 
available for a scene, sometimes it’s just 
a blanket option during most sessions.  
When you meet that Move, mark XP.

At the end of each session the group 
will give each other Applause.  This is 
really just an additional XP given one at 
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a time to each person, but it’s ritualized 
to help build appreciation for each other 
as players.  Start with one XP for each 
player in the game, including the MC.  
Then, whoever wants to go first, takes 
one point and gives it to another player, 
telling them about something they did 
in that session that made them want to 
applaud.  This could be funny, frightful, 
profound, or just charming.  Then the 
player that was just given applause marks 
their XP and chooses the next person, 
repeating the act.  This goes around the 
room until everyone has picked someone 
else for Applause.  (The first person to go 
is subsequently, always picked last; you 
can’t pick the person that just applauded 
you to applaud them back).  When you 
applaud your MC, you can do it for a 
character they portrayed, or for a scene 
they brought to life, or for a plot revelation 
that you enjoyed.

XP Track
Every playbook has the same XP 
Track.  Once every three XP you get an 
Advancement.  Each dot is an XP gain 
toward a Diamond, which means you can 
pick an advancement.
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Increasing Cx

Every character has a secret.

Some secrets are dark, and hard to speak 
out loud.  Sometimes this is because of 
shame, or fear, or guilt.  Some secrets are 
just hidden for lack of interest, a detail 
about yourself you don’t think anyone else 
will ever get, or appreciate.  Some secrets 
are hidden because they could upset 
someone you care about.  Some secrets 
are just secret because you never thought 
to explain it to anyone.

Write down a secret thing about your 
character.  Describe it as dark, or hidden, 
or oblivious, or kept for no reason at all.

When you reveal this secret about your 
character to another PC, mark your Cx 
with them at +1.

If they ever reveal their secret to you, 
mark your Cx at +2.

Once you’re at +2 Cx it’s time to choose 
what this person is to you.  Come up with 
a one or two word description of what role 
they play in your life.  Write that by their 
name.  The next time they do that for you 
in game, roll + Cx.  If you get a hit or 
pass, increase your Cx to +3.
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Cx with MC Characters

this is cool, too.

need to think of something for this.

because, like, you should totally have 
special alien friends that you’re super 
invested in interacting and adventuring 
with.  you should totes have Cx with aliens





Chapter Three:

The Playbooks
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The following pages list the features of each 
Playbook.  Not all of this information is 
provided on each Playbook when you print it 
out, so you’ll need this text to fill in certain 
details.  Anything that’s not printed on the 
Playbook but is listed here is option, though, 
so if you want to make up your own feel 
free.  Wherever you fill in a blank on the 
Playbook is open-ended, and the stuff listed 
here is just a pile of suggestions to get your 
thoughts jogging in the right direction.

The Lists
Nicknames - these are the kind pseudonyms 
that i think 80s misfit scientist kids would 
give each other (or be given by a merciless 
junior high scool).  Pick one from this list 
or use the one you think of for yourself.  If 
you want, you can even just have a normal 
name, especially if that highlights your 
character for you.

Stats - each Playbook has two starting 
‘packages’ for you to pick from for your 
starting Stats.  Pick one of these.
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Look - Your Look is a brief description of your 
character.  The stereotypes in most 80’s movies 
are pretty sad, to be honest; if you’re a young, 
good-looking white dude, you’re there, if not, 
you’re treated pretty poorly.  This game should 
not follow those guidelines.  Choose your 
characters race, religion, sexual orientation, 
gender and body type based on what you’re 
interested in playing.  Don’t stick to the cheap 
end of cinema.  Pick your Look based on two 
things:  Your clothes (which suggest what kind 
of lifestyle you lead, or what part of society 
you’re from) and your Shoes.  In the 80s Shoes 
were a big, big deal.  What shoes you wear in 
this game are a great place to start for your 
Look.  Again, this list is not exhaustive, so 
draw from your own experience to make your 
character signature.

Stuff - this is just a quick list of the kinds of 
things your particular Playbook might have 
on their person, in their pockets, or access to 
in their life.  I tried to list only the things that 
you’d consider taking with you on an adventure.
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Gear
Each Playbook has one piece of Gear that’s 
special to them.  You start with this piece of 
Gear and the MC should treat it as something 
special.  Most Gear starts with some kind 
of Move or stats associated with it.  Some 
Gear is a direct tie-in to the building of the 
Lodestar.  If you ever loose your signature 
piece of Gear, you have two choices - gain a 
bonus XP, or immediately upgrade something 
you have on your person from Stuff to Gear.  
The general difference there is - Stuff is just 
details about what you have on you, but 
Gear is something that comes with a Move.

Starting Moves and Playbook Moves
When you first build your character most 
Playbooks let you pick one Move to start 
with.  Some Playbooks have a ‘starting 
move,’ however, and this means you don’t 
pick which move you want to start with, it’s 
pre-determined.  Everyone starts with one 
Playbook Move.
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Signal Moves
Each Playbook has one Signal Move - this is a 
Move you cannot take when you first build your 
character.  Every Signal Move is a Move based 
on learning to hear or ‘filter’ the Signal once 
you’ve reached the Lodestar.  To get this move 
you’ve got to spend XP on at least the first 
Move advancement.

Details
There are 10 Playbooks.  Three favor Bold, 
three favor Sharp, three favor Warm, and one 
favors Link.  The Link-favored character, The 
Orphan, is different from the rest, because, 
while you’re not going to be good at most of the 
basic moves, your connection to the aliens of 
the Lodestar is something very, very significant.

Some Playbooks have different shapes in 
their Stress Tracks, showing that they are 
more timid, or that they can take more Stress 
without getting hurt.  This is just a flavor for 
the style of the Playbook, and it’s not meant to 
‘balance’ anything.  Some kids are just tougher.



Style:

The world is tough for a kid like you.  Outsider or 
Fighter, you know how to take a hit, and you know how 
to hit back.  Maybe you’re taking some martial arts 
classes, maybe your ol’ man just taught you a thing or 
two.  Either way, when it comes to a straight up fight, 
you’re the best thing this crazy crew has going for it.  
You’re their bodyguard and protector.



Stats

Look stuff

Stress Track

Gear

The Fighter
Bold: +2
Sharp: -1
Warm: +1
Link:  0

The Outsider
Bold: +2
Sharp: +1
Warm: -1
Link:  0

Nicknames
Bull, Blackjack, Knuckles, Mad Dog, Viper, Pistol, 
Mallet, Hatchet, Hurricane, Moxie, Sweetie, Shinobi

Army Surplus, Letter Jacket, 
Sportscoat, White T-shirt and 
Jeans, Hoodie and trackpants.

Running shoes, pump-up 
sneakers, Ratty Canvas and 
rubber shoes, combat boots

Class ring, fingerless 
gloves, switchcomb, 
jockstrap (1-armor), 
Headband, dufflebag

Louisville Slugger - When you try to hit something toward a 
target with this, take +1F and Take a Chance

Bowie Knife - When you Use Your Words to intimidate someone, 
and you show this blade, take +1F

Nunchucks - When you defend yourself with these take +1F

Bokken - When you defend another with this take +1F

  All signature weapons deal 2 Stress

Knuckleheads start with a Signature 
Weaon.  Pick one, and choose a look:
Shiny & New, Duct-taped & worn, or 
Rusted & Scavenged



Moves
Black Belt
When you use your martial arts to attack, choose 
one option:  +1 Armor or +1 Harm
Conditions can effect your ability to use martial arts, 
including requiring a tool or stance.

Dauntless
When you Roll - Stress taken, always roll - 0

Dominator
When you want to take control of a situation with 
your bearing, Roll + Bold:
On a Hit - Choose one or a few people, they are 
frightened, dismayed, or impressed
On a Pass - same as above, but pick One:
•	 They don’t stop what they’re doing
•	 They react by Attacking you, or acting with 

violence
•	 They run away or refuse to leave
•	 They call out for help in some way

On a Miss - nobody is really affected, you appear 
unimpressive or foolish.

Protector
When you aim to keep someone safe, Roll+Bold
On a Hit hold 3, on a Pass hold 2 
on a Miss hold 1 but take -1F
•	 When an NPC attacks them and you are in 

arms reach, you thwart the attack, by moving 
your protected out of the way or countering the 
attack

•	 When an NPC that seeks to attack them is in 
arms reach, you disable or cancel out their 
attack

•	 You close distance to an NPC or your protected
•	 You ignore all Stress for 1 attack against you

Knucklehead
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Loner
When you’re in a Fight alone, or with no help from an 
ally, take +1og.

Nemesis
If a named or recognizably different character defeats 
you or any of your allys in a Fight, take their name as a 
Weight affecting your Warm.  Until you defeat them, or 
leg go of your anger and shame, all attempts to Fight 
with that character or their agents automatically turn 
every Pass into a Hit.

Signal Move:  Tormentor’s Shadow
When the Tormentors or their Agents are near you, 
the MC will ask you to Roll+Link.  On a Miss you know 
they’re close, but that’s all, on a Hit ask 3, on a Pass, 
ask 1.

Are they aware of us?
How many / how strong are they?
What are they doing?

XP Move:  Guardian
Take a bonus XP in each session the first time that...

• Someone calls out to you for help
• You take Stress or a Wound

Knucklehead



Style:

You are an agent of chaos.  Things break, and you 
break them.  Things go off the rails, and you’re 
laughing and riding them when they do.  You’re more 
than a little crazy, and that’s just the kind of guts these 
guys are going to need when traveling through space.  
You might be a bit of an animal, but you’re a fun 
animal.  You might be a bit of a psycho, but you’re this 
group’s psycho.  You’re there to light the fuze.



Stats

Look

Gear

stuff

Stress Track

The Psycho
Bold: +3
Sharp: -2
Warm: 0
Link:  +1

The Animal
Bold: +2
Sharp: -1
Warm: +1
Link:  0

Nicknames
Chainsaw, Nutzo, Nails, Stormy, Chica, Sluggo, 
Rocket, Bullet, Tornato, Streets, Blitzy, Mace

Punked out leather jacket, tattoos 
and mowhawk, trenchcoat & 
shorts, hoodie & cargo pants

Grungy sneakers, combat boots, 
cowboy boots

Cigarettes, hip flask, 
twine, gum, candy, booze, 
fireworks, switchblade (1 
Stress, small)

Matte Black - Tell the MC this truth:  The Tormentors are afraid 
of Fire

Scuffed Silver - Tell the MC this truth:  The Harbringers are 
immune to Fire

Emblazoned - Pick what’s on your Zippo, and describe it to 
everyone playing.  That image or part of that image is a sacred 
symbol to some group on the Lodestar, and they will be very 
interested in you if they find you carry it.

Every Detonator has a treasured Zippo 
lighter.  Pick a Look:  Matte Black, Scuffed 
Silver, or Emblazoned



Moves
Just Like Nails
When something destructive that you’ve caused 
threatens to cause you Stress, take +2 to Roll - 
Stress

Firestarter
TBW

Destruction Artist
When you cause serious damage, Roll + Bold
On a Hit - You & everyone you choose to protect are 
inexplicably safe
On a Pass - Either you or someone the MC chooses 
take Stress
On a Miss - You and everyone logically affected take 
Stress

Rubber Stomach
When you eat something not-exactly-food, Roll + 
Bold 
On a Hit - goes down fine, no worries, take +1F
On a Pass - puke now or take the Severe Condition: 
Sickly (-1 to Bold and Sharp Moves until you feel 
better)
On a Miss - seems okay now, but later the MC 
will give you a Severe Condition and a detailed 
explanation

Detonator



Moves
Common Shrapnel
When you use whatever you can grab as a weapon, Roll 
+ Bold
On a Hit - Tell the MC how many things are around that 
you can use:  1 3-Stress item, 2 2-Stress items, or 3 
1-Stress items
On a Pass:  The MC will tell you what things are around 
and their Stress (at least 2 or more things are around)
On a Miss:  Pick one - a 3-Stress item useable once, or a 
1-Stress item

Signal Move: TBW
TBW

XP Move:  Troublemaker
Take a bonus XP in each session the first time that...

• You cause someone to flinch or shout “No!”
• You break something that was threatening a friend.

Detonator



Style:

Adventure is in your blood.  Whether it’s exploring the 
urban landscape, or scouting the wild earth, you’re 
ready to seek out new places and new faces.  You get 
by on your own, but you’re more than handy to have 
around when the road is rough.  You’re sneaky, you’re 
keenly aware, and you’re pretty good in a fight, too.  
Your friends are looking for a way, and you can help.



Stats

Look

Gear

stuff

Stress Track

Citywalker
Bold: +3
Sharp: 0
Warm: +1
Link:  -1

Trailblazer
Bold: +2
Sharp: +1
Warm: -1
Link:  0

Nicknames
Rivers, Stick, Outlaw, Backpack, Grungy, Flint, 
Frosty, Swamps, Pathfinder, Montana, Trailmix

Camo gear, Rugged Canvas Coat, 
Layers of Cotton and Flannel, 
Earthtone suit and coat

Hiking boots, tattered shoes, 
sandals, cowboy boots

Backpack, bedroll, canteen, 
candles, waterproof 
matches, rations, rope, 
climbing spikes, lockpicks, 
multitool, fishline, 
binoculars

Gift - It is travel-worn and rugged, Who gave it to you?
When you use it to find another person, a Total of 7+ is a Hit

Purchase - It is brand new and perfect, What did you have to 
do to afford it?
When you use it to seek out resources, a Total of 7+ is a Hit

Antique - It is old and unique, Where did you find it?
When you use it to find your way alone, a Total of 7+ is a Hit

A Wayfinder has a very good compass, 
choose how you came by yours:



Moves
Danger Sense
When you get the feeling you’re in Danger, Roll + Bold
On a Hit pick 3, on a Pass pick 1, on a Miss the MC will 
tell you how you feel, either uneasy or fine, but nothing 
else
An impression of what you’re in danger of
An impression of how powerful the danger is
An impression of the danger’s intention or function
How you might avoid it

Escape Artist
When you’re captured, trapped, or bound, Roll + Bold
On a Hit hold 3, on a Pass hold 1, on a Miss the MC gets 
a Hard Move against you.  Spend your hold 1 for 1 as 
you try to escape
You can pick the locks on a set of shackles
You bypass a door or passage that was locked
Nobody notices you passing

Survivalist
When you make camp with or without supplies, Roll + 
Bold
On a Hit - you’ve got all you need
On a Pass - Pick One Condition:
The environment is harsh, everyone who sleeps here 
takes the Condition “Weary” in the morning (-1 Sharp) 
until they rest
No Food - everyone takes the “Weak” (-1 Bold) until you 
eat
“Miserable” - the camp is just a lousy place, (-1 Warm 
until you make a new camp)
On a Miss, pick 2 Conditions

Sneaky
When you try to take action without getting noticed, Roll 
+ Bold
TBW

Wayfinder



Moves
Signal Move:  Pathways
When you listen to the Signal for a path to someone or 
someplace, Roll + Bold
On a Hit ask 3, on a Pass ask 2, on a Miss ask 1
Where can i find _________?
What is between me and __________?
What is the best way to get to ___________?

XP Move:  Brave Heart
Take a bonus XP in each session the first time that...

• You enter someplace dangerous or unknown.
• You enter a new place or area alone.

Wayfinder



Style:

As the kings of old, as Arthur himself, you are the voice 
that calls them together, the keeper of the round table 
of this circle of friends.  While each might have their 
own quarrels among them, you are the axle to which 
every spoke connects.  They lean on you, they trust 
you, and they confide in you.  You’re not their leader, 
you’re not their commander, though you sometimes can 
be.  You are, quite simply, their friend and their anchor.



Stats

Look

Gear

stuff

Stress Track

The Anchor
Bold: +1
Sharp: -1
Warm: +2
Link:  0

The Dreamer
Bold: 0
Sharp: -1
Warm: +2
Link:  +1

Nicknames
Arrow, Captain, Guru, Toaster, Ace, Angles, Scooter, 
Rook, Blanket, Reverend, Trusty, Castle, Hollywood

Conservative, Sharp, or Plain

White sneakers, black tennis 
shoes, brown hiking boots

Map holder, Journal, Bag of 
Marbles, Headphones

First Aid Kit - Holds 3 Stock, starts with 2 Stock
When you roll to patch yourself or someone else up, spend 
Stock from your kit.  Each Stock spent is +1 to your roll.  When 
the Stock is out, you can still use the First Aid Kit, but it offers 
no bonus to the roll as it’s dry of useful materials.

Pick one Feature for your Kit:
Bulky - Holds 6 Stock, but is very obvious
Compact - easily hidden, easily carried on your person
Standard - Can be used by any other NPC/PC without you

The Pendragon carries a custom First 
Aid Kit with them on adventures, always 
concerned for their friends.



Moves
Words Into Hope
When you speak to your friends about perseverance, or 
when you comfort them in a time of fear, Roll + Warm
On a Hit everyone takes +1F if they openly choose to 
move on
On a Pass Hold 3 - spend your hold 1 for 1 later to add 
a +1 to any companion who listened to your words
On a Miss take +1F to any attempts to Help someone 
who heard your words

Confidant
When a friend tells you about what’s weighing them 
down, listen with an open mind and, Roll + Warm

On a Hit - you pick one Weight they are suffering from, 
and they pick one Weight they are suffering from, 
remove those
On a Pass - you pick one Weight - modify it, or define 
a way for them to be rid of it
On a Miss - You can take one of their Weights onto 
yourself

Diffuse
When an NPC is upset, offended or shocked by 
something you or one of your companions has done, Roll 
+ Warm

On a Hit - explain why it’s not so bad, or isn’t how it 
seems, those offended will listen
On a Pass - you can speak to calm the situation, but 
the offended will not forgive the offender
On a Miss - you can speak to calm the situation, but 
the offended only back down for now, they’re still 
upset

Defender
When you fight alongside someone you have a Cx with, 
or in defense of another character, Roll + Warm to Fight.

Pendragon



Moves
Everpresent
If the MC ever uses a Move to separate you from the 
group, pick one other PC, and Roll + Cx.

On a Hit - You stick close to them, negating the move
On a Pass - You’re both separated from the group
On a Miss - They notice you’re absence somehow

Starting Move:  Round Table
When you make your character, go around the table 
asking each other player why you’re such close 
friends.  As they answer, write down the nature of your 
relationship with them under the Cx, and give it a +1.

Signal Move:  Universal Appeal
Choose one - the Harbringers, the Tormentors, or one 
other - this race or group native to the Lodestar has an 
uncommon affinity for you.
When you roll any +Warm move against them, consider 
any Pass to be a Hit.

XP Move:  Anchor Heart
Take a bonus XP in each session the first time that...

• You make a character smile.
• A friend that trusts you speaks of giving up and you 
listen.

Pendragon



Style:

You’re quick with your words and quicker with your 
wits.  You’ve not come up to a situation yet that you 
couldn’t charm your way out of.  Pressures rarely get 
to you, and you’re more than a little lucky most of the 
time.  But when it really comes down to it, you know 
how to talk to people, and how to open people up.  
You’re just darn likeable.



Stats

Look

Gear

stuff

Stress Track

Smartmouth
Bold: +1
Sharp: 0
Warm: +2
Link:  -1

Charmer
Bold: 0
Sharp: +1
Warm: +2
Link:  -1

Nicknames
Mouth, Spanky, Pudge, Dynamite, Elvis, Sike, Slim, 
Spotty, Grinner, Gent, Sharky, Lady, Chuckles, Trixy

Sharp Sportcoat, Hawaiian Shirts, 
Bold colors and loose fitting 
clothes, Pink and white

Red sneakers, snappy shiny 
shoes, house slippers

Playing cards, dice, comb, 
shades, mini tape recorder

Pick a style:  Trenchcoat, sports jacket, denim decorated with 
logos, corduroy with elbow patches, leather bomber jacket.
When you try to smuggle something in your coat, Roll + Warm

On a Hit - Nobody would guess
On a Pass - It’s suspicious, Give them something else to 
‘confirm’ their suspicion, or they’re going to search you
On a Miss - They dog you until they’re satisfied - to them 
you’re certainly hiding something

Every Quickwit comes with one custom 
taylored, really cool, really nice Coat.



Moves
Saw It In A Movie Once
You’re not always the action oriented type, but you 
love to watch adventure movies.  When you try to 
do something like what you’ve seen a character in a 
movie do once, Roll + Warm
On a Hit - it happens just like in the movie, with 
style
On a Pass - you pulled it off, but Pick 1:
•	 it’s not as effective
•	 it’s scary doing that stuff - take the Temp Fx 

“Shaken”
•	 it results in you taking one Stress and +1F

On a Miss - Didn’t quite work, and The MC will 
make a Hard Move against you

Lucky Shot
When you try to do something on blind luck, Roll + 
Warm, if someone you have a Cx with tells you to do 
this, and you don’t know how or why, take +1F

On a Hit - it works!  Pick another player to explain 
why/how
On a Pass - It works!  but Pick 1:

Take appropriate Stress
Take a Severe Fx

On a Miss - better luck next time, for now, the MC 
will make a Hard Move against you

Persuade
When you want to convince or manipulate someone 
with your words, Roll + Warm

On a Hit - they think you’re brilliant or worthwhile, 
tell the MC a reasonable way you’d like them to act
On a Pass - They’re with you on this, but Pick 1
•	 They’re confused about your request - the MC 

will show you how in their efforts that follow
•	 Someone or Something won’t let them follow 

through, they may or may not say who/what
•	 They demand something from you in return

On a Miss - they think you’re crazy, stupid or 
dangerous

Quickwit



Moves
Bluff
When you tell a lie, for whatever reason, Roll + Warm

On a Hit - they believe you wholeheartedly.
On a Pass - your ruse draws suspicion or interest that 
leads to questions
On a Miss - they straight up don’t buy what you’re 
selling, and they say so

Charm
When you focus on getting someone (or something) to 
like you, Roll +Warm...

On a Hit - it works!  they’re impressed or delighted 
with your presence.
On a Pass - It works!  but Pick 1:

They like you for now, but they’ll forget you after
They like you alright, but don’t want anyone to see

On a Miss - You annoy them, or leave them 
unimpressed, either way they’re cold to you.

Distraction!
When you attempt to keep one or more people occupied, 
Roll +Warm...

On a Hit - it works!  They are at least stunned into 
silence or confusion, and pay you all attention.
On a Pass - They know something is us, but they’ll 
fail to notice it, though they likely won’t ignore it long.
On a Miss - They take their confusion out on you, 
attacking you, yelling, or chasing you off.

XP Move:  Jester
Take a bonus XP in each session the first time that you 
make a fellow player say one of these things both in and 
out of character...

• What?!
• Shut. Up.
• [laughter]

Quickwit



Style:

I have no idea how to make this playbook.  I just 
needed another Warm favoring character, and it feels 
like every 80s adventure has to have teenage crushes 
in it somewhere.  So i thought, “what if there was a 
character that just ended up on this crazy ride because 
he/she had a crush on someone else in the group?”  
It’s probably just an excuse for in-game smooching, 
though, i do admit that.



Stats

Look

Gear

stuff

Stress Track

Sibling
Bold: +1
Sharp: 0
Warm: +2
Link:  -1

Afterthought
Bold: 0
Sharp: +1
Warm: +2
Link:  -1

Nicknames
...?

???

Pick stuff about that, or something.

The Crush, i think, should have, like, 
keepsakes, or something?  Some token of 
who they have a crush on?



Moves Crush

need a little help here.



Moves Crush



Style:

As a high-ranking member of an Anachronistic society 
you’re more than just a History Buff.  You’re a living 
embodiment of your favorite time period, or time 
periods.  You’re cultured, quick, experienced, and 
educated.  But you’re also trained in combat from the 
days of yore.  You’ve competed in historically accurate 
Boffer fighting since a young age.  Your mind and your 
weapon are both to be respected.



Stats

Look

Gear

stuff

Stress Track

The Knight
Bold: +2
Sharp: +2
Warm: -1
Link:  -1

The Scholar
Bold: +1
Sharp: +2
Warm: 0
Link:  -1

Nicknames
Tome, Grendel, Specs, Witchy, Grimiore, Claymore, 
Skips, Flash, Books, Wolf, Tiara, Stacks, Omnibus

Regal & Immaculate, Historical 
Flaire, Mousy & Reserved, Normal 
as Ever (almost unnoticable)

Plain shoes, Slippers, Bell-cuffed 
Boots, Studded Leather Boots

Cheaply made but totally 
gorgeous shield with your 
‘family crest’ (1 Armor), 
various Boffer weapons 
made to period specs (1 
Stress in your hands)

Genuine Chainmail - 
3 Armor, heavy, waterproof (modern design!)

Replica Blade - 
2 Stress; heavy, very accurate to (name your time period)

Journal - 
Once per session you can use insights from reflecting and 
writing in this journal to push one Miss to a Pass, or one Pass 
to a Hit when you try to Figure Something Out

Unto all who claimeth the ways of 
Historical Anachronism, beith these gifts...



Moves
History Buff
When you compare the cultures of our Earth to that 
of the Lodestar, Roll + Sharp
i have no idea how to write this one...

Classical Weapons
When you use melee weapons to attack, Roll + 
Sharp

Regal and Confident
At the courts of many (imagined) kings and queens 
you have spoken your mind and heart, when 
you speak to any authority, or attempt to act 
appropriately in a new culture, Roll + Sharp

On a Hit - They are impressed and will remember 
you well, Take +1og with them
On a Pass - They like you well enough for now, 
but first impressions don’t count for everything, 
Take +1F for now, next time you’ll have to re-try
On a Miss - Your confidence makes them 
uncertain, uneasy, or unhappy for some reason, 
ask the MC why

Battlesoftened
When you observe a hoard or army, Roll + Sharp.  
On a Hit pick 3, on a Pass pick 1.  On a Miss the MC 
will provide you an impression of their nature.
•	 The MC will tell you about 1 Move associated with 

this Hoard, tell the MC how you can cancel that 
out and they will erase it from their Moves

•	 The MC will tell you one safe way through or 
around this Hoard or it’s territory

•	 Name a Leader - if that leader is taken out the 
Hoards Stress is cut in half

•	 Name a Weakness - all allies can tag this for +1 
in a Fight

Bofferbabe



Moves
Fierce Tactics
If you Hatch a Plan during a battle or brawl and give 
orders to your allies without explaining your plan, 
change any Pass to a Hit.

Signal Move:  Ghost in the Signal
You can focus the Signal to filter out the consciousness 
of those tied to a physical location.  When you seek the 
Ghosts in the Signal, Roll + Link

On a Hit - Pick someone you’d like to conjure from the 
Signal and the MC will portray them for a conversation
On a Pass - The MC picks who appears, you can ask 
them any 3 questions you can think of
On a Miss - A tormented or tragic Ghost appears, ask 
them any 3 Questions, but they only answer 1

XP Move:  Formalities
Take a bonus XP in each session the first time that you..

• Introduce yourself or others in a formal situation.
• Recount a story from Earth history.

Bofferbabe



Style:

Technology is your essence.  The more complex it is, 
the more fascinated you are, and the easier it is for you 
to tear it apart, understand it, and modify it.  You’re 
elders call you a genius, your friends call you brilliant, 
and your gizmos are a testament to themselves.  
Everywhere you go you carry an arsenal of inventions 
you made yourself.  Even the Lodestar could learn from 
you, and there’s a lot you could learn from it.



Stats

Look

Gear

stuff

Stress Track

The Fixer
Bold: 0
Sharp: +2
Warm: +1
Link:  -1

The Labrat
Bold: 0
Sharp: +2
Warm: -1
Link:  +1

Nicknames
Sparks, Twitches, AV, Doc, Holo, Toothpick, Source, 
Spacey, Wizard, Sci-Fi, Fuzebox, Astro, Goggles

Cargo pants & Pocket vest, 
Waistcoat & Trousers, Stained 
t-shirt & Singed Lab-Coat

Penny loafers, Rubber Boots, 
Sneakers with welding holes

Measuring tape, lazer-
pointer, litmus strips, 
saftey goggles, welding 
mask, gasmask, walkie-
talkies, calculator watch, 
ridiculously long scarf

Pick a Look - A slingbag, a Utility Belt, a bulky Backpack
Each bag starts out with 3 Parts to use, and holds up to 6 Parts
Pick on Feature:
Tough - 1 Armor, heavy, waterproof (modern design!)

Deep - Holds 7 parts

Compact - is concealable and lightweight

The Circuiteer scavenges for Parts to 
create their gadgets and gizmos - each 
have a Bag that holds their tools and stuff



Moves
Arsenal of Science!
When you use your gadgets to attack or defend, Roll 
+ Sharp
On a Hit - pick 2; costs you 0 Parts
It gives you +2 Armor
It gives you +2 Stress
It inflicts one Scene Fx
It removes one Fx
On a Pass - also pick 1 and Loose 1 Parts
It blows up - take 1 Stress
It runs out of juice before you can use it again
It costs you additional parts - 1 Parts
It has a weak or impractical effect
(only +1 Armor or Stress)
On a Miss - it fails completely and costs 2 Parts

Gadgeteer
When you build a device to serve some purpose, Roll 
+ Sharp.  Using that device allows you to push any 
Pass to a Hit when you incorporate the device into 
Hatching a Plan or Taking a Chance.

Rigger
When you use a piece of Tech in a dangerous way or 
a way it was not intended, Roll + Sharp

On a Hit - It works!  Greater effects!
On a Pass - It works! but Pick 1
•	 Someone gets hurt (Stress or Fx) MC picks
•	 It malfunctions immediately after it serves it’s 

purpose once
•	 It’s destroyed in the process, but if you can try 

to fix it
On a Miss - It breaks, take a Stress or Fx in the 
destruction

Circuiteer



Moves
Scavenger’s Habits
When you search for Parts, Roll + Sharp

On a Hit - increase your Bag’s Parts by 2
On a Pass - Increase Parts by 2 but take a -1F to any 
Gadget based moves
On a Miss - Increase your Parts by 1, but it’s from 
something that’s clearly not okay to take.  If this is a 
friend of yours, take -1F with them.  If it’s an enemy, 
take +1F.

Shoptalk
When you interact with another Engineer or Scientist, 
Roll + Sharp instead of Warm.

Signal Move:  Things Speak
The Signal feeds you with information about how things 
on the Lodestar work, and, on a deeper level, what 
patterns surround them.  Whenever you handle or 
examine something interesting, Roll + Link.  On a Hit 
ask the MC 3 questions, on a Pass ask 1.

Who handled this last before me?
Who made this?
What strong emotions have been most recently nearby 
this?
What words have been said most recently nearby this?
What has been done most recently with this, or to 
this?
What’s wrong with this, and how can I fix it?

On a Miss take the Temp Fx ‘confused’ as the 
information overloads your mind, giving you nothing 
tangible to learn from, and a bit of a headache.

XP Move:  Digital Eye
Take a bonus XP in each session the first time that you...

• Discover or learn about new alien technology.
• Fix or repair something complex.

Circuiteer



Style:

You love animals more than other people, and they 
typically love you more than other people, too.  You 
keep multiple pets, you’ve read more than a little about 
how to take care of them, and you’re more at home 
cuddling with something furry, scaly, or slimy than 
anyone in a clean outfit.  Your friends are your only 
human contacts that really matter, and to that end, just 
as much as your animal companions.



Stats

Look

Gear

stuff

Stress Track

The Cuddler
Bold: 0
Sharp: +2
Warm: +1
Link:  -1

The Biologist
Bold: +1
Sharp: +2
Warm: 0
Link:  -1

Nicknames
Duckie, Weasel, Penguin, Hawk, Monkey, Falcon, 
Snowy, Swamps, Firefly, Dragon, Cuddles, Booger

Country kid, Hippie Treehugger, 
Science brat

Galoshes, Flip-Flops, Cowboy 
boots

Seeds, oats, milkbones, 
falconer’s glove, rope?

Pick one Pet and name it, and give it a Look.
Cat - Stealthy, has Sixth Sense - When danger is about, the 

MC will tell you to Roll + 2 - On a Hit the MC will give you 
details based on the Cat’s reaction, on a Pass ask the MC any 
question and they’ll give you an impression, on a Miss the 
MC will give you spooky details

Falcon - self-sustaining, can fly and carry messages
Dog - A fierce protector, can Attack or Defend along with you

Attack gives you a +1 to Fight and does 2 Stress
Defend gives you 1 Armor and +1 to Hatch a Plan

The Xenokeeper can choose to take one 
pet along with them to the Lodestar, or, if 
they so choose, pick up a new pet there



Moves
A Way With Animals
When you try to get an animal to like you, Roll + 
Sharp
On a Hit - It will serve you loyally until wounded, 
protecting you and those with you as it’s own kind.
On a Pass - It will hang around you, defending you 
alone, up to a point.  It will not leave it’s domain 
with you.
On a Miss - It will provide for you, but won’t fight 
for you or leave it’s domain with you.

Animal Companion
You can spend any Playbook Move or Gear Advance 
to gain an Animal Companion on the Lodestar.  As 
long as that Animal is with you others of it’s species 
will count you as sacred.

Each Animal Companion starts with a Move that 
the MC will write to reflect their species.  To add a 
new move to your Animal Companion spend any 
Gear or Playbook Move Advance to ‘upgrade’ your 
Animal Companion.  Both you and your Animal 
Companion can act on your turn, make separate 
rolls.

Monstrous Anatomy
When you Hatch A Plan vs. a Monster, and Name 
a Weakness, the MC will half the Monster’s Stress 
Track.

Rider
When riding an Animal Companion, Roll + Sharp 
to Take A Chance.  When you ride an Animal 
Companion into a Fight or Battle, Roll + Sharp to 
Fight.

Xenokeeper



Moves
Mender
When you seek to aid a wounded animal, Roll + Sharp
On a Hit - you’ve patched it up as best you can, should 
be fine with time and rest.
On a Pass - You’ve stabilized it, but significant travel is 
out for some time, it must rest immediately.
On a Miss - There’s nothing you can do, Roll once 
more.  If you Miss again, it dies.  If you Hit or Pass take 
that new result but also take one Stress.  If the animal 
is one of your Animal Companions, take a Weight that 
is just the animal’s name.

Signal Move:  Xenolink
The Signal you hear connects you and your Animal 
Companions.  To filter the Signal so it shares your 
senses with one of your Animal Companions, Roll + Link

On a Hit you are with them in every way, clearly 
sharing your thoughts with each other
On a Pass you can ride one or two of their senses, but 
you can’t command them or convey anything to them 
once they’re away from you
On a Miss you can glimpse what they’ve seen after 
they return to you

XP Move:  Heavy Petting
Take a bonus XP in each session the first time that you..

• Touch or feed an animal you’ve never seen before.
• Analyze or solve a problem caused by animals.

Xenokeeper



Style:

The Orphan is different from everyone else.  Appearing 
as just a normal kid, though marked as an outsider, 
and often un-liked and excluded, that which makes 
the Orphan unique is their inherit and uncanny bond 
to the Lodestar.  The Orphan is not just hearing the 
Signal to this other world, they belong there for some 
reason.  Perhaps, secretly, they are the chosen of the 
Harbringers.  Perhaps, secretly, they are not of our 
earth at all, but a descendant of the lodestar itself.  
Only an expedition to this homeworld that calls to them 
will reveal the truth...



Stats

Look stuff

Stress Track

Gear

The Freak
Bold: +1
Sharp: -1
Warm: 0
Link:  +2

The Loner
Bold: 0
Sharp: +1
Warm: -1
Link:  +2

Nicknames
Batty, Dirt, Weirdo, Froggy, Queue, Jinx, Scratch, 
Ghost, Burnout, Ferret, Shady, Glitch, Spaz, Stooge

Dark and brooding, Ragged and 
poor, mis-matched and weird

Black sneakers, mis-matched 
sneakers, hand-me-down shoes

Bottlecaps, candles, tin-
foil, magnets, duct-tape, 
crayons, string, empty 
film canisters, nuts and 
washers, antique coins, rain 
hood or poncho

Describe the metal of your Amulet - it’s not a common alloy
Describe the Look of your Amulet - it’s covered in strange 
markings that could be decorative, could be symbols...

When you hold or examine your Amulet once you’ve reached 
the Lodestar, Roll + Link
On a Hit - 
On a Pass - 
On a Miss - 

The Orphan starts with a mysterious 
Amulet that was left with them as a 
newborn - presumably from their Parents



Moves Orphan

Starting Move:
Human Heart
You can sense when someone you have any Cx with 
is in trouble.  When you want to find them, Roll + Cx

On a Hit you’re pretty sure something is wrong, 
and you’re pretty sure you can find them
On a Pass you’re pretty sure you know something 
is wrong, but you don’t know exactly what it is or 
where to find them
On a Miss you get a bad feeling something is up, 
but you don’t know what specifically is going on

Technomancer
You can operate and explain the technology of the 
Lodestar as if you were trained to use it all your life.

Psychometry
When you hold something from the Lodestar you can 
stretch your mind out and sense its history.  To do 
this, clear your mind, focus your thoughts, and Roll 
+ Link (if you’re interrupted, this move fails with no 
MC Move penalties)

On a Hit sift back through time to any point you 
seek, even using your intuition to guide you to 
something vague or broadly described
On a Pass you can glimpse back through to a 
few days or weeks, but gain little clarity, only 
impressions and implications
On a Miss you glimpse some relevant detail 
the MC will give you, but it comes with the Fx of 
“Headache” that gives you a -1 Sharp for the next 
few hours

Telekinesis
You’re more than human.  You can now move things 
with your mind.  To do this, concentrate, close your 
eyes, and reach out with your will, Roll + Link

On a Hit you can manipulate it at will, roll to Take 
a Chance to do something specific with it
On a Pass you can shove it or pull it a lot or a little



Moves Orphan
On a Miss you can move it a little bit, but it causes 1 
Stress, or just get dizzy and let it go

Shapeshifter
You’re not human at all, not with this body.  Here on the 
Lodestar, you can shift into something else, of size equal 
to your mass.  To take a shape, Roll + Link

On a Hit you take the shape, but your voice is still 
obviously yours, and if it’s not a creature, you feel like 
flesh to the touch
On a Pass you can take the shape of any animal or 
person, with your voice as your own, but Pick 1:
•	 Fx: “Concentrate” - to keep this form you must Pass 

or Hit on a +Bold roll, or else you suddenly reform 
as yourself

•	 Fx: “Dysfunctional” - some part of your physiology 
doesn’t work correctly - take -1og to an appropriate 
Stat or Move

•	 Painful or Tiring - once you revert back to yourself, 
take 1 Stress

All Fx go away when you revert back to yourself
On a Miss you go wonky, warping into something 
more than a little upsetting, and then you get a 
splitting pain, and revert back to yourself

Flight
You can move through the air here like a superhero, up 
to as fast as you could run.  When you’re in the open air 
take +1og to Take a Chance and Fight

Telepathic
Once on the Lodestar you can communicate with other 
beings with thoughts alone.  To speak to another, Roll + 
Link, to Listen for another, Roll + Cx

On a Hit you can speak with them clearly until you 
loose focus, you can peer into their memories, if they 
let you (if they don’t, Roll to Take a Chance)
On a Pass you can call out to them, but listening 
takes focus - choose one:  Fx “Exhausted” or 
“Headache” - both give you a -1 Sharp
On a Miss no connection, and an MC Hard Move





Chapter Four:

The Master
of Ceremonies
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What Is this Game Really about?
This game is about adventure.  The idea that a 
handful of outcast children could ever have the 
courage to escape our world and explore another is 
hard to believe.  The odds that we’re alone in this 
universe are rampant and unpredictable on who you 
ask, but there are very few that would be willing 
to believe they’re Good and Evil and searching for 
hope among our youth.  This game is far fetched, 
and takes a lot of buy in to play.  But if you want 
to know what it’s really about, it’s about going on a 
breathtaking adventure to a place you’re going to 
imagine with your friends.  They will face this world 
with bravery, intelligence, and warmth.  They will 
get to know each other in an all new way, by playing 
pretend, and they will surprise you over and over 
again with what amazing places they can dream up.

What does the MC do?
Your job is simple - take the players input and 
synthesize it to a thing you can all see clearly in your 
mind.  Keep track of the details, make them richer, 
and inform everything you imagine with what your 
friends are telling you would be cool.

To help with this, we’re going to lay down some 
Principles to follow as an Agenda to stick to.
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The MC Agenda
Reveal the Wonder of the Lodestar
•	 Speak in details, name everything, attack 

the senses
•	 Make it alien, have themes, make the 

world out of other shapes
•	 Use the Moves to create the Fiction
•	 Draw maps, find pictures, play music
•	 Look inside for Spirit, outside for Shapes

Follow the Players
•	 Be a Fan of the characters
•	 Ask them what THEY want
•	 Engage them when they’re aimless
•	 Be gentle when they’re ragged
•	 When they’re defeated, give them hope
•	 When they’re certain, make it hard
•	 When they’re happy, be happy with them
•	 When they’re happy, bring on the danger
•	 Never tell them how they feel, always ask

Questions Before Answers
•	 Focus on what the players want to know
•	 Approach from where the Characters don’t 

know what’s going on
•	 Be honest if you’ve got nothing
•	 Defer judgement!  Be open to suggestions!
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Reveal the Wonder of the Lodestar

So you’re in charge of helping conjure this beautiful, 
mysterious, breath-taking world, right?  Where these 
kids are going to risk life and limb to go and see?  
Here are some tips:

Speak in Details
Name everything means have a cool sounding name 
for your aliens, for the cities they inhabit, and the 
orders they pledge themselves to.  But keep going - 
don’t forget monuments, natural features, species, 
legendary characters from the past.  Pick a naming 
convention and run with it - make a list of alien 
sounding names (or use the one in this text).  Use 
another convention for naming natural sites or cities.  
What you name here will help give theme to the 
Harbringers and the Tormentors.

Attack the senses.  When you describe something, 
don’t just tell the players what it’s size is, or how 
far away it is.  Use words to describe how it sounds, 
what it smells like, how it sticks to your fingers when 
you touch it, how it leaves the aftertaste of a nickel 
in your mouth when you take that first bite.

Make it Alien
The Lodestar will be cooler if it’s not just “like New 
York, but with aliens.”  Start with the opposite of 
what you know - if you’re describing something 
that’s the ‘equivalent of X on Earth’ then grab a few 
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words in your head to describe that thing, and switch 
them around or pick the opposites.  New York is 
Crowded, Sprawling, and a menagerie of different 
architectural styles.  So the Alien New York has 
a strange emptiness to it, is built directly upward 
instead of outward, and follows an organic, unified 
feel to it’s design, as if it were all one big building...

Use the Move to Create the Fiction
Don’t just say, “I choose Stress.”  That’s boring.  The 
Moves you have are a springboard for how you spin 
the fiction.  “I choose Stress” could be “It grapples 
both of your wrists with the two wiry arms at it’s 
midsection, which are surprisingly strong, and then, 
using it’s two upper arms, brings down a haymaker 
that rattles your skull...Take blah blah Stress...”  It’s 
not just about being flashy.  It’s about being in the 
story.  Don’t ever just default to saying what Move 
you want them to make or what Move you’re using in 
reply.  Describe what’s happening like it’s in a story.

Draw Maps, Find Pictures, Play Music
Draw what the players see, from overhead, so 
everyone knows where the stuff you’re describing is, 
for when they run up to it, climb it, or hide under it.  
Find pictures on the internet, find artists who paint 
or draw awesome aliens, download those images 
and print them out to show your friends, maybe 
send the artist a big thank you note at the end of 
the campaign.  Play music - make different playlists 
or Mix CDs, one for spooky music, one for action 
scenes, one for mysterious benevolent aliens.
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Look Inside for Spirit, Outside for Shapes
This is a really poetic principle, sure, but what it 
means is this:  Look to human emotion, human 
interaction, and human history for the spirit of the 
Harbringers and Tormentors.  This world is alien, but 
it’s going to work best if the essence of the world 
is still grounded in human emotion.  Don’t make 
the aliens of the Lodestar so strange they can’t be 
empathized with.  Make them like us in spirit, make 
them like us in simple ways that allow for these 
adventurous kids to befriend them.  This isn’t about 
making the kids feel weird, it’s about making them 
feel like they’re in a magical new place.  So no 
matter how strange the landscape, if they can learn 
the names, leaders, history and beliefs of a giant 
bug-man race, they’ll be having more fun.

When i say look outside for Shapes i mean this is 
where you bend and warp the world of the Lodestar 
to something crazylike.  While the denizens should 
have some emotionally relatable qualities, the world 
itself should be nuts.  Don’t let them ever say, “Oh, 
it’s like my house back in Vermont.”  If they ever 
say anything like that, say, “Oh, yeah?  Does your 
house in Vermont have gravity-free luminescent 
lave that’s cool to the touch?”  Maybe not that 
exactly, but something that proves this place is 
way, way different from anything the players or 
their characters have ever seen.  Keep challenging 
yourself with this.  You don’t have to exclude things 
like a natural environment, or alien cities. But it 
should be full of surprises.
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Follow the Players

Be a Fan of the Characters
This is the best advice to follow when you’re the MC 
- let it inform every decision you make.  No matter 
how air-tight a Move or Story is, if you don’t like 
the Characters, you’re going to make choices that 
screw them over.  If you like them, you’re going 
to hope they get through everything.  Find things 
about these kids you find fascinating, and remember 
all their good jokes; forgive them for their faults.  
Follow them around with interest and a smile.

Ask Them What They Want
Don’t guess what your players want to see, ask 
them.  It’s not going to ruin anything.  If nothing 
else, it’s going to be a great foreshadowing of what 
you’re about to do.  And if they tell you something 
they want to see, something that makes them 
excited (and they will), you’ll only be feeding the 
energy of the group right back into itself.  Go by 
what they tell you would be cool.  Give them what 
they want, and be sure to find out what it is first.

Engage Them When They’re Aimless
At some point you might find yourself in a scene 
where nobody really has any ideas of where to go 
next.  If that’s the case, just threaten them.  Have 
something dangerous or surprising jump at them.  
While they cope, watch what they spring to protect.  
That’s where you want to aim next...
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Be Gentle When They’re Ragged
After a good fight, or a dangerous encounter, or a 
terrifying place, throw in some down time.  Give 
them a chance to speak quietly, to each other, or 
to allies.  In that downtime paint a scenery that is 
beautiful to behold.  Don’t skimp on sunsets, don’t 
forget how universally captivating the stars can be.  
It’s not just about chasing them around, it’s about 
painting with your imagination, and that includes the 
slow, deep-breathing moments.

When They’re Defeated Give Them Hope
If you find they start to hate this world, or feel like 
they’ve failed the adventure, or like there will be 
no way back home, give them access to friendly 
people, or safe havens.  When the characters look 
like they’ve had too much, bring in the cavalry, 
or treasures, or thanks from those they’ve aided 
already.  Give them affirmation that their choice to 
come her as a good one, and remind them that they 
are someplace wonderful.

When They’re Certain, Make It Hard
At some point they’re going to know exactly what 
they want to do next.  When that happens, spice 
up the details between them and it.  What will they 
need to get there?  Who is going to stop them?  
What’s that jerk like?  Who could help them?  What’s 
the real reward for doing this?  Fill their path 
between what they want and where they are with 
obvious hurdles to overcome.
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When They’re Happy, Be Happy With Them
Remember you’re a fan, right?  Well, when one of 
them gets a great hit in on an alien villain, don’t 
just say, “well, i guess it hurts.”  Take the fall!  Make 
it awesome!  And when they come to someplace 
marvelous, or a place of resources, or a home for 
the night, don’t always make them afraid of what’s 
coming next.  When it’s calm, let them be calm.  
When they’re happy, be happy with them.  Your job 
is not solely to ruin everything.

When They’re Happy, Bring On The Danger
Sometimes it IS your job to ruin everything.  Nothing 
motivates a person more than seeing their favorite 
things crunched underfoot.  So don’t be such a fan 
of the player characters that anything they like is 
sacred.  Choose wisely, choose with knowledge that 
whatever you hurt that is precious to them will have 
a deep effect.  Try to imagine what it would feel like 
to have that happen to you in a game.  And if you’re 
cool with it, do not hesitate.  Burn it to the ground.

Never Tell Them How They Feel, Ask Them
Following the Questions First philosophy, try not to 
dictate how the player character’s feel.  Sometimes 
it’s okay to suggest an emotion for an Fx.  But it’s 
always a suggestion, never a Move.  You are the 
world of the Lodestar, you can smash their faces up, 
but you can’t tell them they’re sad.  You can inject 
them with wild poisons, but you can’t say they’re 
broken-hearted.  Ask them how they respond, and 
roll with that.



Lodestar

revealthewondersofthelodestar::followtheplayers::questionsbeforeanswers::thesearethecoreprinciplesoflodestar

Being:the:MC

112 revealthewondersofthelodestar::followtheplayers::questionsbeforeanswers::thesearethecoreprinciplesoflodestar

Questions Before Answers

Focus On What The Players Want To Know
There are two ways to stick to this.  The first is 
to just ask, openly, what they Players want to 
see.  The second is to ask a front-loaded question 
about something you’re interested in.  Always start 
with what the Players have to say.  Ask them all 
the starting questions about what might be on the 
Lodestar.  But if you happen across a cool idea for 
some kind of city or bog or something, just say, “So, 
you’ve had a dream recently about a bog that looks 
like blah blah blah...what do you think the Signal 
was trying to tell you about that?”  If they like it, 
take them there.  If they hate it, let it go, man.

Approach From Where the Characters Don’t Know
Take a moment to consider what the characters 
know about the Lodestar.  Between games, find the 
gaps, and fill those in with questions.  If they’ve seen 
a lot of the jungle territory, what’s underground?  
If they’ve seen a lot of the capitol, what are the 
wastelands like?  Put people out there that might 
help them.  Put people out there that might suddenly 
surprise and threaten them.

If the Players already know a thing, that’s fine.  
Sometimes your Players can predict you, as a friend, 
or sometimes you just tell them, straight up, what’s 
coming next.  That’s fine.  But make sure it’s a 
mystery for the Characters to go through.  This is 
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a strange new world, for them, even if you and the 
Players are hip to all the themes you’re throwing out.

Be Honest When You’ve Got Nothing
A questions-first game is hard.  You’re going to hit 
brick walls as you fly down the story highway trying 
to keep your imagination revved up to the max.  So 
when you suddenly don’t know what to say, just say 
so.  Admit you haven’t thought of that.  Sometimes 
this will prompt your players to back off of that idea, 
and work together to explain why their characters 
are (suddenly) disinterested.  Sometimes they’ll just 
ask for a generic version of whatever you can give.

Defer Judgement!  Be Open To Suggestions!
The best course of action when you’re out of ideas is 
to just ask the players with you.  You’re inventing the 
world of the Lodestar together.  It’s not a problem 
for them to have input on what an NPC might think, 
or what some ramifications for a certain type of 
technology might be.

This isn’t just for when you’re out of ideas though.  
Always, always, always be looking for the input of 
your players.  Build on what they give you, and 
what you put in should also match what you’ve been 
given.  Don’t just say, “Oh, okay, those creatures 
are there, too.  But my new awesome creature is 
there as well!”  Work with what you’re given, and 
the best way to be given anything is to ask, give that 
creativity to the players.
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Making Moves

So the story is a series of events.  And the game is 
a series of questions and answers.  One leads to the 
next as you go forward.

Being the MC means presenting the situation, in 
detail, to paint a landscape around your player 
characters.  This is where they’re going to go 
exploring, where they’re going to engage you.

To begin with, describe pieces of an inexplicable 
world.  Then, the players are going to play pretend in 
that world, adding to it with you.

When a threat arises, or a dangerous situation 
presents itself, or a problem becomes obvious, you 
can use Moves to ‘find out what happens next.’  This 
is more fun than just saying, “They shoot at you, but 
you dodge or something.”  Roll to find out!  What will 
happen when the train de-rails?  What will happen 
with the doors slam shut behind them?  What will 
happen when Lukas tells Lesley he’s in love with her?

If a question comes up, and the answer is obvious, 
answer it.  If it comes up and the answer only has 
one good answer, just give that answer.  But for 
everything else, have the players grab two D6 and 
make a Move.

Everything is a Move.  Everything is a Roll To get a 
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Hit, Pass or Miss.  From there, it all snowballs.  One 
feeds into the next.

I mean, sure, sometimes it’ll be short and sweet:

Example
“I want to pick the locks.”
“Do you have lockpicks?”
“Yep, Glork gave them to me.”
“Well, there’s a guard sleeping nearby.  So if he 
sees you or hears you, he’s going to take those 
away, and probably tighten your manacles.  Roll to 
Take a Chance.”
“Cool...[rolls a twelve] Got it.”
“Okay.  Cool.  They’re off and the guard is still 
asleep, what do you want to do now?”

But a lot of the time it’s a snowball effect:

Example
“I want to try to pick the locks on the cage.”
“Alright, same problem, Take that Chance.”
“On it...[rolls a two].  Uh...that’s a snake eyes.”
“Okay...you’re going along fine until you suddenly 
realize the ‘sleeping’ guard is actually checking 
his cell phone, and he’s not slumped over in 
dreamland.  As the creature sits up, suddenly just 
as aware of you, it bellows a cry of rage and shock, 
calling in two more of his cohorts.”
“How far are they from me?”
“The cage door is at the end of a corridor, you’ve 
got maybe five seconds to try to get this lock 
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picked, if you still want to.  Otherwise you’ll be 
facing a handful of angry guards.”
“Do i still have that hidden brass knuckles?”
“Yeah, if it’s still on your Stuff List, sure.”
“Okay, forget the lock.  When they come in i’m 
going to show them what Earth Kung Fu is like.”
“Sounds like you’re ready to Fight, yeah?”
“Bring it.”

Team Action
When you have multiple players in a scene, you 
want to give them equal time.  This can be difficult if 
everyone is just vying for your attention to make a 
move.  A good way to fix this is to take Turns.

Start by asking who wants to go first, if it’s not 
obvious who should.  In the above example, if 
everyone else is still chained to the wall in the same 
cell, it makes sense to go with Guy Who’s Out Of His 
Manacles.  Ask that player what they’re doing, they’ll 
reply, and you can ask them to make an appropriate 
Move.  Once that happens, ask them who should go 
next, and that includes you.  If they pick another 
player character, just repeat what you’ve just done.  
Once everyone has had a turn, start over again.

When it’s your turn you can make a Move from 
your Easy Moves list.  These are setup moves to 
stir the fiction, and keep a check on the story as it 
unfolds.  An Easy Move announces what’s happening 
without actually making it happen.  This means the 
characters can react, making choices about how they 
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deal with it.  If they don’t, then you get to pull out 
one of your Hard Moves.

Likewise, whenever a Move does not list a specific 
result for a Miss, you’re allowed to make any kind of 
Move, Hard or Easy, using the Move the player just 
made as the setup.  For this, you’ll want to choose 
what naturally makes sense.  If they’re trying to pick 
a lock and they Miss, try bringing in more badguys, 
don’t just inexplicably have their hand explode and 
force them to take Stress.  Don’t be dumb.  That 
should actually be rule number one for any game.  
Don’t be mean, and don’t be inexplicable.  Don’t be 
dumb.  Be cool, man.

You can always use an Easy Move, but you should 
set up any Hard Move with an Easy Move or a 
Player’s Move.  The choice between Hard and Easy is 
sort of a flow thing, and sort of a Tone thing.  If it’s 
a gritty scene where you’re supposed to be terrified, 
and likely not make it out without being wounded 
or being captured, then throw down a lot of Hard 
Moves.  But if they’re just running a foot-race with 
the fuzzy-peoples of Laughy Times Valley, don’t go 
shattering their bones and breaking their hearts.  Let 
the risk fit the mood, and the fiction, as well as the 
causality.  Use the Moves as a guideline to answer 
the same question over and over and over again:  
Okay, what happens next?



Roll - Stress:
When something damaging happens to the players 
and you want to find out how bad it’s hurt them.

Hand Out a Temp Fx
When something happens that will temporarily stun, 
stumble, or halt the player characters.

Surround Them
When they’re up against multiple enemies, or threats 
that are happening all around them - set up that 
getting away won’t be so easy.

Disarm Them
Take their stuff!  Knock their weapon out of their 
grasp, have something fumble out of their pockets, 
have a sudden rip in their bag spill onto the ground.

Point the Danger at Someone
Have the monster spot them, or a giant crumbling 
pillar start to fall toward one of them, or have the 
biggest guard point her sword at one of them.

Count Down the Action Meter
Move closer to something happening in the Fiction.

MC Easy moves

The MC Moves



MC Hard Moves

The Mc Moves

Attack Them:
When something certainly hurt them badly or 
significantly, just have them take your Stress - Their 
Armor straight onto their Stress Track.

Give Them a Serious Fx
Tell them to take an Fx that’s going to last for the 
rest of this scene or session.  Make it noticeable. 

Separate Them
Take one or more away from the others, where they 
can’t communicate or help each other.

Destroy Something
Break their stuff, or kick it into the void.

Increase the Threat
Bring in more troupes, speed up the countdown, 
have more things catch on fire, anything that dials 
up the trouble can Increase the Threat.
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Play With Your Friends, Not Against Them

The idea behind an Easy Move is to set up for a Hard 
Move.  Hard Moves are rough stuff, and shouldn’t 
happen without the players having a chance to do 
something about it.  Often, when you’re playing a 
Hard Move, you’re telling them the consequences of 
what just happened, so some build up is nice for that 
kind of thing.

Remember what’s at stake here.  This is an 
adventure, you’re a fan of the characters, and your 
agenda doesn’t say anything about killing them.  No 
matter what custom moves you write into play for 
each session, “Kill them” should never be a Hard 
Move.  That’s too hard.  The result of every action 
should go left, right or straight on.  Never forward 
or backward.  This is not a succeed or fail kind of 
game, this is a ‘do great, get complications, or 
do poorly’ kind of game.  You’re not here to beat 
anyone, you’re here to help engineer a playground 
for everyone’s imagination.  You’re here to react with 
your players, not against them.

To play With your friends means you’re going to 
take the fall to make them look cool, you’re going to 
wound them in ways that makes them seem heroic 
and tough.  If you’re scaring them out of game about 
what could happen to their character, you’re playing 
Against them.  This ain’t the game for that, friend.
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Action Meters

One way to add a little more teeth to the MC Turn 
is to use the custom hard or soft move of ‘counting 
down the action meter.’  This is just a series of boxes 
you draw on some scrap paper or something.  On 
your turn, or maybe when something happens in the 
fiction, you check off one of the boxes.  When the 
meter is full, you trigger something happening in the 
fiction.

Action meters can be added to Villians.  Instead of 
giving them a Stress Track you just give them an 
action meter.  When it’s full they blow up, or turn 
into smoke and disappear, or stop fighting and give 
themselves up.

Action meters can also be added to situations.  A 
flooding room could be airless when the action meter 
fills up, or a bomb could go off, or the sleeping tonic 
could wear off for whatever villain they put under.

Even more entertaining, you can have an Action 
Clock countdown from two directions.  For example, 
if they’re sneaking into someplace locked down, 
every time they guess wrong on the door code you 
color in the left side, and every time they sneak 
past a guard you color in the right.  Whichever side 
reaches the middle first determines if they got into 
the core or if they triggered an alarm first.
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Stress and Armor Ratings

Here’s a loose scale for what amount of Stress you 
should face for different situations:

0 Stress
small fuzzy creatures throwing pebbles; a wounded 
enemy with no weapons hurling insults

1 Stress
treking a hot desert; fighting a straggly, unarmed 
enemy; getting shoved into a pile of junk 

2 Stress
fighting an alien with a club or spear; evading a 
quick or winged monster; falling off of a 1-story 
building into branches or garbage

3 Stress
getting shot at; dropped from a high place onto loose 
junk; getting strangled; getting hit in the head; 
getting shocked with some kind of tazer

4 Stress
being kicked down by a hulking monster; being 
tossed off of a moving vehicle; or almost drowning

5 Stress
explosions; going over a very high waterfall; 
being struck by a terrible, named villain with their 
signature weapon of horrible murder
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NPCs Taking Stress

NPCs also take Stress and are divided into three 
categories:  Individuals, Hoards and Monsters.

Individuals and Monsters are major threats.  These 
types can have armor between one and three, just 
like a player character.  When a player does Stress to 
them just subtract the villain’s armor, and then mark 
off that many shapes on their Stress Track.  For both 
Individuals and Monsters, if a player gets a Hit on a 
Fighting Move (or a similar move) they are ‘taken out 
of the fight’ despite where their Stress Track lies.

Hoards are different - they, too, can have an armor 
rating, but attacks made against them are not 
considered a wounding blow against one member 
of the group.  It’s an abstract concept, their Stress 
Track representing the groups moral.  If there are 
a whole bunch, feel free to let the players describe 
beating them up or hacking through them as they 
see fit.  If there’s only a few, have them getting beat 
up or wounded, but have them keep fighting.  When 
you take Stress for a Hoard it works the same way, 
Armor-Stress is Stress taken.  But each time a player 
‘takes one out’ (by Fighting or other similar moves) 
you don’t just have them all ‘taken out of the fight.’  
You then describe how one or more of the Hoard is 
taken down, and mark the Hoard’s Stress track down 
to the next Shape.
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Brewing Trouble

As the MC you keep track of your antagonists and 
the troubles you want to throw at the players by 
building Threats.

Threats fit into three broad categories:  Villains, 
Locations, and Mysteries.

Villains
Villains can be powerful individuals, a hoard of some 
size, or monsters.

Individuals are named.  As soon as you name a 
character that’s threatening the kids, you can call 
them a Villain.  If a group is small and has a handful 
of members you can name them all and treat that 
like a hoard or as a bunch of individuals, either way, 
but as soon as the kids can say, “oh, my glob, i hate 
Blerk SO MUCH,” you’ve got a Villain.

Hoards represent the big groups of bad aliens that 
the kids are up against.  When the kids are up 
against a hoard they can take out an un-named 
enemy on most any good Hit.  A hoard is measured 
as a whole, not as a record of how many are in the 
actual group.

Monsters represent the dangerous creatures that 
the kids might encounter on an alien world.  These 
things are not going to have big plans for the kids 
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destruction, but they still pose a threat.  Dealing 
with a monster is more of a ‘what do we do in this 
situation?’ kind of problem, as opposed to Villains, 
who will likely show up more than once, and likely 
have a vendetta against our heroes.

Locations
Locations is a catch all Threat for scary places, 
weird places, dangerous places, mysterious places.  
Basically any time you need a unique place to visit 
for whatever reason, building a Location Threat is a 
great way to give it detail.

Dangerous or scary Locations are going to be 
obvious Threats - going into them might involved 
traps, or just the danger of a rotting or ruined place.  
There could be monsters inside.  Or bandits.  Or 
whatever.  Dangerous places write themselves.

Mysterious or weird places are harder to dig up.  You 
want to start with a reason to invent them.  When 
the kids ask for something, or someone, a great 
way to make getting or finding that person or thing 
interesting is to place their goal in a fancy location.

Mysteries
Mysteries are a catch-all for things that are not 
a person or a place.  If there is some big, broad 
question the kids ask, make it a Mystery Threat.  
This is often about finding something, finding 
someone, or discovering a truth.  Along the way, 
they’ll encounter Villains and Locations.
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Villain Threats

As the MC you keep track of your antagonists 
and the troubles you want to throw at the players 
by building Threats.  Threats fit into three broad 
categories:  Villains, Locations, and Mysteries.

Villains
Villains can be powerful Named individuals, a Hoard 
of some size, or Monsters.

Individuals are Named.  As soon as you name a 
character that’s threatening the kids, you can call 
them a Villain.  If a group is small and has a handful 
of members you can name them all and treat that 
like a hoard or as a bunch of individuals, either way, 
but as soon as the kids can say, “oh, my glob, i hate 
Blerk SO MUCH,” you’ve got a Named Villain.

Hoards represent the big groups of bad aliens that 
the kids are up against.  When the kids are up 
against a hoard they can take out an un-named 
member on most any good Hit or Pass.  A hoard is 
measured as a whole, not as a record of how many 
are in the actual group, and on the MC Turn, the MC 
can make a Hard Move that affects everyone at once, 
so long as the Hoard is up against them.

Monsters represent the dangerous creatures that 
the kids might encounter on an alien world.  These 
things are not going to have big plans for the kids 
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destruction (unlike Named Villains).  Dealing with 
a monster is more of a ‘what do we do in this 
situation?’ kind of problem, as they’re often just 
defending their territory or looking for food.

Locations
Locations is a catch all Threat for scary places, 
weird places, dangerous places, mysterious places.  
Use a Location Threat to map out and detail the 
mysterious, fascinating or dark places of the 
Lodestar, so there’s something there to interact with.

Dangerous or scary Locations are going to be 
obvious Threats - going into them might involve 
traps, or just the danger of a rotting or ruined place.  
There could be monsters inside.  Or bandits.  Or 
whatever.  Dangerous places write themselves.

Mysterious or weird places are harder to dig up.  You 
want to start with a reason to invent them.  When 
the kids ask for something, or someone, a great 
way to make getting or finding that person or thing 
interesting is to place their goal in a fancy location.

Mysteries
Mysteries are a catch-all for things that are not 
a person or a place.  If there is some big, broad 
question the kids ask, make it a Mystery Threat.  
This is often about finding something, finding 
someone, or discovering a truth.  Along the way, 
they’ll encounter Villains and Locations.
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Villains:  Named Villains

This is what you write down for an Individual:

Name
something the players can remember

Look
a brief description, what kind of alien it is, and if it 
serves itself or the Tormentors

Toughness
How many Diamonds, Circles and Squares it has, 
what it might do when Stressed to those shapes

Weapons
what Stress they do, and any Moves that could go 
with them

Gear
what the gear does, and any Moves that might go 
along with that gear

Goal
describe what the Individual wants, how that’s 
going to affect the kids, and what will happen if 
what it wants comes true

Remember that Villains can’t ‘kill’ or permanently 
destroy the kids.  So give them goals that are more 
along the lines of ‘capture them’ or ‘mind control 
them’ or ‘sell them to slavers.’  Something that 
results in Wounds or Weights is better than just 
being chased by a murderous alien.
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Sample Villain Moves

Indomitable
Mark three circles on the sheet - if this enemy 
attacks, and the players find a way to take it out of 
the fight, mark one circle.  Each time you mark the 
circle everyone in the fight gets one bonus XP, and 
the villain is allowed to re-join the fight.

Energinet Caster
On your turn setup with the Easy Move that you 
draw your Energinet Caster.  If your weapon is not 
disarmed before you can make your next Hard Move 
you can fire the weapon to capture one player in an 
energy net.  Escaping the net is a Bold Move, on a 
Hit they can free themselves with an Fx you pick, on 
a Pass they can escape with Stress and an Fx, on a 
Miss they’re still stuck in there.

Intimidating
If a player tries to talk with you, have them roll 
Warm.  On a Hit they sense you’re wickedness, on a 
Pass they’re uneasy in your presence and take a -1F, 
on a Miss they’re utterly afraid, taking a Weight of 
Afraid (affects Warm) in your presence until they roll 
a natural 12 against you.

Stalker
You’ve been hunting these kids for a few days, if 
they find you, flip out and do one Stress to them all.
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Villains:  Monsters

This is what you write down for a Monster:

Creature
So the players can reference it later

Look
a brief description, what kind of alien it is, and if it 
serves itself or the Tormentors

Territory
what kind of environment they inhabit

Toughness
How many Diamonds, Circles and Squares it has, 
what it might do when Stressed to those shapes

Weapons
what natural weapons they have, and what kind of 
Moves go with those natural weapons

Goal
describe what makes the monster a threat, what 
the monster wants and will avoid, and what they 
can do to deal with it and identify that it’s there
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Sample Monster Moves

Thick Hyde
This creature is tough and terrible - add three more 
Diamonds to its Stress Track, one more Circle, and 
one more Triangle

Poison Claws
On any Attack Hard Move, the MC can also hand out 
the Scene Condition of Poisoned:  -2 to Bold Moves 
and -1 to Sharp Moves.  Once the scene is over, the 
poison wears off slowly.

Territorial
If the Kids leave the Monster’s Territory, it will leave 
them be.  If it sees them within it’s Territory, it’s 
going to be near impossible to stop it from attacking.

Pack Leader
After using the Easy Move “Calling for Others” the 
rest of the pack will show up on the next MC Turn.  
Now the Monster is a Hoard with all the same Moves.

Hulking
This is a big, big monster.  If any player attacks it, 
instantly give them the Fx “Puny.”  So long as they 
are “Puny” to it, they make all Bold moves at a -2.
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Villains:  Hoards

This is what you write down for a Hoard:

Leader
is someone calling the shots?  do they have a 
name?  or are they more like a random gang?

Look
who all and what all is in the Hoard

Toughness
How many Diamonds, Circles and Squares 
represent this group, what will they do when 
Stressed to those shapes, and what does that 
Stress look like?  What are their weaknesses?

Weapons and Gear
what kind of stuff do these jerks have on them?  
what are they threatening you with?  Write Moves 
for that stuff

Goal
describe what the Hoard wants, what it’s going to 
do about it, and what the kids can do to avoid or 
deal with the Hoard
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Sample Hoard Moves

To The Last Man
This hoard suffers no penalties to it’s Stress Track 
until it is full.

Dark Mirror
There are members in this Hoard that mirror the 
skills of the kids themselves - and they each manage 
to match up to them as they fight.  The Knucklehead 
will fight another tough, violent member, the 
Circuiteer will face off against another gadgeteer 
member of this Hoard.  If the kids try to fight a 
different archetype, they must flee their enemy by 
Taking a Chance.

Coordinated
As soon as this Hoard decides to attack or fight 
back, the kids are surrounded.  This counts as an 
automatic Easy Move, and the MC can use their next 
turn to make a Hard Move from this setup.

Marked
These are mercenaries of a special cause or order, 
their mark carries fear before it.  All Bold Moves 
made against them are at -1.

Tiny
Any physical attack against them must be made 
based on rolling + Sharp.
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Locations

This is what you write down for a Location:

Name
what it’s called in the alien tongue

Description
what it looks like, when compared to Earth features

Function
what it is to this world (as best you can tell), is it 
remote? sacred? forgotten? heavily populated?

Obstacles
what it has that might hurt or scare the characters 
as the enter/explore it, who is inside that might be 
against them, what harsh environments are there?

Allies
who inside is for the players being there, or who 
will go with them and help them along the way?

Resources
what art, or technology, or history is there?  what 
food, or medicine is available?  who is there that 
would answer questions or give them shelter?

The objective of a Location isn’t to always make 
something frightful.  A lot of Locations are just alien 
places, and a good place to write Moves for just 
exploring a strange civilization.
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Sample Location Moves

The Bazaar
If they peruse the bazaar for what strange items 
they might find there, Roll+Sharp
On a Hit they’ve got something wonderful, and the 
merchant can tell you exactly what it is
On a Pass they’ve got something great, but it doesn’t 
work for you once you’ve paid for it, seems a flaw in 
the design is being a human
On a Miss you buy into a scam or find a lemon

Mystery Guests
Your friends among the Gleebles were able to make 
you robes and masks that match the ranks of the 
cult, but if any of them discover you’re not of their 
race, you’ll be surrounded instantly.
If they come across a Seever, Roll+Warm
On a Hit there are no questions
On a Pass there are questions, and the Seever 
seems suspicious of them
On a Miss the Seever demands all to remove their 
mask, and will not leave until one of them does

Too Close to the Core
If they use any kind of ballistics weapons here, 
it might penetrate the core, and set off a chain 
reaction.  As soon as someone shoots a projectile 
weapon, start the “Core Meltdown Action Meter.”
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Mysteries

Mysteries are different from the other Threats 
because they don’t represent something physical in 
the fiction.  Mysteries are first and foremost a list of 
questions you or the players are asking.

The game begins with three Mystery Threats:
What is the Signal?
Who are the Harbringers?
Who are the Tormentors?

These can take as many as one or two sessions to 
solve, or they can be uncovered slowly over the 
course of the entire campaign.

Here is what you write down for a Mystery Threat?

The Main Question:
What is it that they want to know?

The Details:
What are the physical aspects tied to this question?  
What are the political and ethical aspects?

The Facts:
What do the players already know?  What are the 
characters already asking about?

The Threat:
What will happen if they don’t find out?
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You don’t have to have a threat to make a Mystery 
Threat.  You could leave a Mystery unexplained 
forever, if you want.  The Mystery is really just there 
for you to keep track of what’s been ‘answered’ 
in the fiction, and what questions are currently 
being asked.  A good way to make the details come 
together on this is to make a list of rich questions 
before you really start to delve into the Mystery.

Example Mysteries:

What is the Order of Kardoss?
What do the Kardoss Guard look like?
What town did they destroy first?
Who claims to have seen them?
Who claims to be able to defeat them?
Who thinks they are too powerful to be defeated?
Threat:  if they kids do not answer one question 
about the Order of Kardoss in a session, mark one 
off of the Action Meter - when the Meter is full, a pair 
of Kardoss Guard assassins will strike at them in the 
dead of night.

Where is Mal’kai Renn?
What legends say the Renn is lost below the black 
sea?  Where is the black sea now?
What expeditions never returned from seeking the 
Renn?  Which ones gave up?
Threat:  If they never seek out and travel to Mal’Kai 
Renn, they will not find the Vector Transponder that 
can fix Jesse’s Astral Anchor device.
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The First Session

The First session of Lodestar is different from all the 
rest for one simple reason:  you’re still on Earth.

This is the game where you play a nice long intro 
about the kids coming together to build their Bridge 
to the Lodestar.  It’s a great chance for you to see 
what their life is like, what they’re like together, and 
find out what drives them to seek out this adventure.

The first part is slow and easy.  Just follow them 
around for a day at school, or homeschool, or to 
church, or to karate class, or to their part time job, 
or the afterschool academic club they’re in.  As the 
players start to ponder what their character’s life is 
like, jump in with questions that push them into a life 
that’s interesting and exemplary of their Playbook.

Tell everyone that, unless they specifically want 
things to go otherwise, it should be assumed they 
already know each other and they’re already friends.

Example Questions:
What is the name of your group?
Who are you closest to in this group?
Who do you trust the most?
Who would you want with you in a fight?
Who would you miss the most if they moved away?
Who do you have the most fun with?
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Once the players are all in the groove, you’re going 
to hit the afterburners on their life, and rocket into 
a whole new destiny.  Feel for when it’s appropriate, 
look for the golden moment, and then, with all the 
cinematic gusto you can manage, one at a time, go 
around the group, and hit them with their first dose 
of the Signal.

This first time is going to be loud, explosive, mind-
boggling and shocking.  There’s a custom move 
written for this exact moment.  And let each player 
be the star of the scene when you play it out.

Watch them as they discuss what just happened.  
Who do they go to?  Do they tell anyone?  Who is 
with them when it happens?  How does everyone 
react when it goes down?

Don’t tell the players everything about the Signal.  
What it’s like and how it functions is going to be 
mostly in their hands from now on.  So leave room 
for it to be something different in the morning.

This should happen not too long into the first 
session, because right here, at the mid-way point, 
you want to have night fall, and all the kids go home 
to bed.  And that night, they have a dream.  The 
Dream is the gentle, inspiring version of the Signal, 
and it’s going to tell them how to build their Bridge.  
There’s a special move written just for this, too, and 
use it to be ready for the next morning, when they 
wake up, and start their adventure.



The Signal:
When you first hear the Signal, Roll + your Best 
Stat...
On a Hit:
Answer three of these questions in detail:
What is a natural environment of the Lodestar?
What does a city look like?
Describe a frightening creature:  what is it’s 
name?
Describe a beautiful alien:  what is it’s name?
On a Pass:
Answer your Stat’s question in detail:
Bold - a place of power
Sharp - describe an alien art or technology
Warm - describe a place of suffering or peace
Link - describe a beautiful creature or frightful 
monster
On a Miss:
Take your Stat’s additional Move:
Bold - Skills
Sharp - Patterns
Warm - Tongues
Link - Dreams

Hear the Signal

The First Session



The First Session

The Dream:
The first night you sleep after hearing the Signal, 
Roll+Link...
On a Hit:
Add a detail to the Bridge - what is it, where is it?  
Whatever you describe you have access to.
On a Pass:
Name something you’ll need to make/get to the 
Bridge
On a Miss:
Name a danger of using the Bridge:
why is it one-way?  will using it destroy it?
what can you take with you, and what can’t you 
take?
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Building the Bridge

The Dream should give you enough to work with on 
what the Bridge is and what they’re going to do to 
get to the Lodestar.  When that happens, ham it up.  
Don’t skimp on the magic here.  Ask them about 
every detail.  And give it all a good coat of red paint, 
and hand-drawn lightning bolts.  Some kids build a 
clubhouse themselves in the old woods behind their 
suburb.  Some kids fill a garage with cool stuff to call 
their own.  These kids just built a bridge to another 
world.  Fall in love with that.

Don’t hesitate to let them go shopping for stuff they 
might want to take along, too, but stick to how the 
Bridge works when it comes to what they can and 
cannot take.  If they’re gutsy enough to steal dad’s 
keys and drive the family mini-van to the Lodestar, 
don’t stop them!  Write a move for operating the 
Van, and maybe some moves for how the thing 
handles on the alien world.

Don’t take too long to get this thing built, either.  
Use the consequences woven into the Move to spice 
up how it’s put together, but not don’t drag it out, 
making them Move and blow resources just to get it 
operational.  This is about giving it a feel and look, 
not about challenging them to have it work.

Session one ends when the Bridge is operational, and 
the kids get one last night to say their goodbyes.
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Session two is the first session of the rest of the 
game.  This is where the Bridge is crossed, the kids 
see their first landscape of the Lodestar, and the 
adventure is now fully on.

Remember - the Bridge should be a one-way ticket.  
So if they get here and expect to turn right around 
back home, have something in your back pocket 
to explain why that won’t work.  Maybe it breaks, 
maybe it doesn’t work like they thought it would, or 
maybe it gets taken over by the Signal itself.

From here start exploring your first three Mysteries 
- you should already have some answers about 
landscape of the Lodestar itself, and some glimpses 
of the Harbringers and the Tormentors.  Between 
Session one and two spend some time coming up 
with a few solid facts based on what the players have 
already told you.  Don’t answer any of the following 
questions on the Mystery sheet, but use what you’ve 
got to have something to go by.

If there isn’t enough to go by for introducing the 
Harbringers or the Tormentors, come up with 
another denizen of the Lodestar - a different alien 
race, perhaps caught up in the conflict between 
the Tormentors and Harbringers.  Be sure to have 
the first weird encounter ready to go, with names, 
descriptions, sensory details, and more mystery.

Session Two:  The Lodestar
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Creating the Lodestar

i should probably do something with this.
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Chapter Five:

Examples of Stuff
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Mystery:  The Harbringers

Who are the Harbringers?

What do they look like?
How old are they?
Who came first, the Harbringers or the Tormentors?
How many are left?
Are they of this world or another?
What do the Harbringers see as a perfect Lodestar?

Threat:  The Harbringers know something about 
the Signal, and have something to do with why the 
kids were called to this adventure.  If they don’t find 
out what, they’ll never know why they alone could 
hear the Signal, and why they alone were given the 
chance to see this world.

Action Meter:  For every two questions the Players 
answer about the Harbringers, mark one on the 
Action Meter.

*  At two the Signal begins to make requests of them 
- telling them about locations to go to, and showing 
them people to meet.
*  At three the Signal will begin to answer their 
questions directly and in detail.
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Mystery:  The Tormentors

Who are the Tormentors?

What do they look like?
What makes them scary?
What is their goal for the Lodestar?
Are they of this world or another?
Who is their leader?
What do they know about the kids?

Threat:  The Harbringers know something about 
the Signal, and have something to do with why the 
kids were called to this adventure.  If they don’t find 
out what, they’ll never know why they alone could 
hear the Signal, and why they alone were given the 
chance to see this world.

Action Meter:  For every two questions the Players 
answer about the Harbringers, mark one on the 
Action Meter.

*  At two the Signal begins to make requests of them 
- telling them about locations to go to, and showing 
them people to meet.
*  At three the Signal will begin to answer their 
questions directly and in detail.
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Monster:  The Terpsikor

Creature
The Terpsikor

Look
A giant bug with big dragon-fly wings and a series 
of nipple-like protrusions along the underside, from 
each nipple a prehensile tendril is secreted, with 
poisonous slime all over it

Territory
They fly through the air around the Glib-grim jungle

Toughness

Weapons
Tendrils - 1 Stress / Temp Fx - “Foggy:”  -1 Sharp
Giant claw-hook appendages - 2 Stress

Goal
The Terpsikor is protecting it’s hive, where a 
score of larva are being hatched.  They are giant 
monsters that mate once every 60 years, and 
remain alone and territorial the rest of their days

If the Kids stray too close to it’s territory, it sounds 
like a buzzing noise turned up to 11, and swoops 
in.  It will cease to attack as soon as they leave it’s 
terrain or hide themselves well enough.
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Hulking
This is a big, big monster.  If any player attacks it, 
instantly give them the Fx “Puny.”  So long as they 
are “Puny” to it, they make all Bold moves at a -2.

Airborne
If the Terpsikor is ‘Taken Out’ with a Fight move, 
have it quickly escape into the skies.  It will circle 
about, and come back in a few moments (when it 
does, give everyone present 1 Bonus XP)

Slimy
The Terpsikor slathers its landscape in gross, gross 
slime.  As the players move about in this landscape, 
add the Soft Move “Fall down in gross slime” to your 
Moves list.  Also add the Hard Move “Stuck In Slime” 
- a Severe Fx that can only be removed by fighting 
to get free with a Roll + Bold:
On a Hit they pull out of the glop
On a Pass they free their arms, but can’t move out of 
the slime
On a Miss they’re stuck, even worse
If a player cannot break free for two turns, the 
Terpsikor can Capture them on your turn right after.

Those captured are flown back to the Hive where 
they’re dropped into a pit of slime to slowly become 
food-muck for the larva...
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