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An Introduction
This book is a Storygame.
It’s different from most other stories because you won’t be writing 
it down, or working to create a ‘final version,’ and you won’t be 
writing 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, or working against each other.  There are rules, 
but they’re there to help you understand each other; to help you 
communicate what you’re imagining and how you’re experiencing 
what you dream up.  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.

The point of this activity is to pretend like you’re another person - a 
character in this Story.  Along with the characters that are portrayed 
by the other players with you, you’re going to explore a large, 
magical city called Andexus.  This is a name i made up, by skewing 
a Latin word for “Connection.”  The characters you’re pretending 
to be will explore who they are, their connections to each other, 
and their place within the city.  You’ll spend time pretending to 
talk like this character, and interacting with other characters in the 
story and throughout the setting.  You’ll experience the city through 
the explanations and verbal illustrations of your MC (this stands for 
“Master of Ceremonies”).  Eventually you will resolve the issues that 
brought your characters here by facing your Shadow - the part of 
you that hinders you from being who you want to be, and escaped 
you, fleeing to the magical city of Adnexus .
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What is this game about?
Adnexus is Connection.
This game is about the connections between us all.  Every character 
in Adnexus is special, and unlike any other in the city, which is why 
everyone fits in - everyone is different, therefore, the same.  All who 
travel to Adnexus are chasing or being chased by their Shadow, 
a manifestation of what keeps them from being who they want to 
be.  Fortunately Adnexus is a safe-haven for all manner of Sage, 
these are the wise and willing that offer hope and help in one’s 
confrontation of their Shadow.

What do the Characters Do?
Adnexus is a city of Shadows and Sages.
Your reasons for coming to Adnexus will be made up individually.  
But your means for getting to Adnexus will be decided as a group.  
All the time spent exploring the city will be imagined together.  
Adnexus is an adventure.  What will you do for money here?  What 
Sage will you seek out to help you?  What is the shape of your 
Shadow and your relationship to it?  What is your role in this new 
group of friends you’ve found?  Will you try to return home?

What do the Players Do?
Pretend to be your character based on the playbook that chooses 
you.  Make up the history this person has, which lead to the shape 
and manifestation of their Shadow; you get to decide how scary, 
sad, or simple that history is.  Explore the magical city of Adnexus, 
looking for a way of life, and clues to how you must reconcile 
with your Shadow.  Help the MC define and grow who and what 
your Shadow is.  As you do all this, the connections between your 
character and the other player’s characters will grow and become 
more defined, and the story of your character will come to light.





Chapter One

Into the city
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This story begins by leaving one world and going into another.  
The world you’re going into is strange and new, and going 
there will make you strange and new.

Home
You’re going to play a person - a human being - from the 
real world.  By that I mean this world, the world where you’re 
holding a reader or sitting at a computer and reading these 
words.  Adnexus is the fantastic place you’ll find your way to.  
But the life of your character leading up to that journey is set 
in the same world you see around you now.
This doesn’t mean you have to play a boring character.  You 
can make any kind of character you want, and feel free 
to dream up someone with a very cool and very stylized 
life.  But remember:  the life you lived before you came to 
Adnexus is all in the backstory, it’s only mentioned in this 
tale.  But it will help you to pretend to be your character.  So 
imagine someone that you think is cool, someone who would 
be interesting to see leave this world behind to explore a 
magical city off the maps of reality.

Suits
Your character can be as interesting as you want them 
to be.  But when they get to Adnexus they’re going to 
change into something very totally unique.  The process 
of leaving the world behind you and finding Adnexus 
causes this transformation.  What you become is something 
special to your character.  In Adnexus, nothing is the same, 
no two things alike.  You’re going to find you’re not just 
different in shape from the way you were before, but that 
you’re completely different form everyone else, too.  This 

The Wor ld Beh ind You
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transformation will reveal your Suit, which is an over-arching 
theme to your new self.  Every Suit has a Trump, also called a 
Face, which reveals something about your deeper nature.
When you become your Suit you are fundamentally altered 
into something new.  This is a magical transformation into 
anything, and is not derived from myth or legend.  Your Suit is 
an outward appearance that only you possess, with abilities 
and traits only you understand.  It is, in some way, a revelation 
of your heart and soul.  Especially in that it represents your 
relationship to the darker side of yourself, called your Shadow.

Shadows
Every character who comes to Adnexus has a Shadow.  This 
is the manifestation of some part of their own heart that fails 
them, or hinders them from being who they want to be.  What 
makes you different from everyone else in the world behind 
you is that your Shadow has taken shape, and escaped into 
the City.  Somewhere in Adnexus there waits a reckoning 
between you and your Shadow.
Shadows can take any form and manifest for any kind of 
reason.  This results in a relationship between a Shadow 
and its maker.  For most Shadows, there are three common 
connections to their maker.  The first is a reckoning of battle.  
The Shadow is hunted by their maker, or the maker is hunted 
by their Shadow.  This connection can only end when the 
Shadow is defeated and undone.  The second is a reckoning 
of mystery.  The Shadow is a question or wish unanswered 
by the maker.  Until some truth is revealed, the shadow 
will forever haunt it’s maker with uncertainty.  The third is a 
reckoning of change.  The Shadow is the manifestation of 
some pain or regret the maker must cope with.  Until they 
are transformed, healed, or made whole, their Shadow will 
forever be a wound that does not heal.
Shadows are what drive a person to seek out or stumble into 
the city of Adnexus.  They are the intolerable part of us that 
escapes into the unknown, pulling us toward a change we 
cannot see but must pass through.  Our connection to our 
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Shadows is innate but not direct or defined.  One knows their 
Shadow when they speak to it, but they cannot control it.  
One knows their Shadows intentions, but cannot predict their 
actions.  One knows that their Shadow is their own weakness, 
but that doesn’t mean it’s always clear what that weakness 
actually is or how it affects them.

Sages
The city of Adnexus has existed for ages uncounted, through 
shapes and populations impossible to record.  It changes 
constantly, with each new traveller coming to it’s Walls and 
exploring the streets for their Shadow.
Throughout all the ages of Adnexus, however, there have 
been what the denizens call Sages.  A simple word to 
describe all those wise or worthy souls that remain within 
the city, waiting to help those that come to confront their 
Shadows.  Some are born to the city, with natural Gifts that 
make them who they are.  Some are exiles, defeated by their 
shadows, hoping to spare others from the same fate.  Some 
are simply fascinated with the city enough that no exit or 
means back home could tempt them to leave.
Whatever the reason for a Sage to be present in Adnexus 
varies, but their role is the same.  They are there to ask 
questions, aid in training, or offer emotional support to those 
dealing with their Shadow.  Often enough they also provide 
jobs for coin, shelter from the weather of the moons, and 
general advice or guidance to those who have never before 
lived in a magical metropolis.
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The City Before You

The City of Adnexus is much like a dream.
To see it is a bit bewildering, a bit breathtaking, a bit 
daunting, and a bit fascinating.  To traipse the streets is to 
see places foreign and familiar all at once.  To take in the 
many faces and many sights is nothing short of glimpsing 
the limits of imagination.
Adnexus is not a world between worlds or any kind of 
multiverse.  Everyone in this city is from our world, or is a 
descendant (sometimes very distant) of an exile.  The 
World Behind You is always spoken of in reverence.  It is 
a place where the old life is considered a respectable 
thing.  However, beyond respect, the city has many, 
many opinions about how to walk the road of one’s 
destiny.  Many philosophies and theologies argue what the 
appropriate relationship should be between travelers to the 
city and their life after arrival.
Philosophy and Religion also speculate what has caused 
this inexplicable realm.  Something that only the most 
arcane of occult knowledge can open pathways to.  
Some claim to know all the roads.  And there are certainly 
mysterious forces that can travel between.  But in the 
end, no solid explanation is offered.  The nature of its 
own cosmology is not Adnexus concern - it is here for the 
metamorphosis of its denizens, not a place in the universe.  
It abides for the revelation of inner truth, not the discerning 
of academic certainty or explanations.
Whoever finds the City is never overwhelmed by it to the 
point they cannot become a part of it, that they cannot 
find their way.  Some get homesick, some are eager to 
return.  But no one is ever brought to the City that cannot 
comprehend it, that cannot embrace it.
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Circles
Your characters will arrive at the City from one of four 
cardinal directions, for one of four basic reasons.  The 
means and reasons will be decided as a group, by the 
players as you invent your characters.  The process of 
leaving The World behind and appearing in Adnexus is 
called Fading.  All your characters will Fade together, by 
the same means, and more importantly, you will belong to 
something called a Circle.
Your Circle is a group of people that have a mysterious if 
not obvious connection.  Some parts of this are going to be 
easy to explain - you arrived at the same moment, and by 
the same road.  Other parts are going to be discovered by 
your characters and authored by you, the players, as you 
play to find out the shape of this Circle.
Your Circle is very important to the game.  Most of the 
characters you meet are only going to pass through your 
story, playing their small part.  But with your Circle you can 
form a very special relationship.  This is called Amicus.  And 
your Circle is a collection of sacred souls that you can 
forge Amicus with.  The only other characters in Adnexus 
that can forge Amicus with you are the Sages you follow, 
and your Shadow.

Means and Mechanics
Your Circle is built from all the characters portrayed by your 
fellow players.  The MC is limited to having Amicus through 
Shadows and their Sages for two reasons:  it gives the 
players a reason to stay close to each other, sharing the 
story; and it focuses the MC’s responsibility to build in-depth 
characters the players might want to connect with.
There’s certainly nothing wrong with players wanting 
to have deep, meaningful relationships with anyone in 
Adnexus, but the game only addresses the Amicus if it’s 
between players, or between a PC and their Shadow or 
Sage.  This is to keep the focus on the story between you.
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F a d i n g  A w a y

How you get to Adnexus should be a group decision:
Seeking the Way
Some are aware of Adnexus.  They learn secrets, or uncover 
mysteries that lead the way to the city of Sages.  Some are 
even aware that doing so will manifest their Shadow.  These 
characters arrive by Train, allowed one bag each, and they 
travel together.  These are called Questers.

Lost or Fooled
Some find Adnexus through wanderlust, or by treachery of 
their Shadow.  If you want to play a group of characters that 
find Adnexus by following a White Rabbit, or as a trick of 
your Shadow, you can play the Lost or Fooled.  The Lost find 
a secret pathway that eventually leads to a high mountain 
Tower kept by a woman in silver.  The Fooled all end up in the 
dark of a cavern or lost in a blinding fog, both of which give 
way to the Lighthouse on the beaches of Adnexus, kept by 
the Seer.  Be it trick of your Shadow or wanderlust, those that 
come to Adnexus by these means are collectively called Lost.

Forgotten
Some do not seek Adnexus at all, but drift there by dream.  
They fall into a deep sleep, seeing a flickering glimpse of their 
Shadow as it escapes to the city, just before they wake in the 
warm waters of the Sea.  These are called Exiles.

The reason it’s important to decide as a group how you’re 
travelling to Adnexus is to make it clear who your Circle is.  
And also to give you a starting point for camaraderie, so 
you’re there with roughly the same outlook at first.
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 If you want to play characters that are going to Adnexus 
on purpose, you’ll begin by playing a scene on the Platform.  
This is a mysterious underground station that only the Player 
characters know about.  The first scene begins as the last of 
you arrive, ticket in hand, ready to take the train to Adnexus.  
You can talk about who sold you the ticket, what fears you 
have boarding the train, and what you expect to find in the 
city when you get there.  If you want, you can even address 
what your Shadow is and how you mean to confront it.  Only 
Questers can begin with a clear knowledge of their Shadow.

For those that get lost or tricked into Adnexus, the game 
begins as the last of you stumble into the light of the Tower or 
Lighthouse, and find the rest of the Player characters waiting.  
You can each tell how you followed something into the dark, 
or why you felt compelled to take that footpath that you’d 
never traveled before.  Your hosts will be glad to hear your 
stories, as well, and kind enough to explain the situation 
you’ve suddenly come into.  Being a Lost traveler means you 
get to choose whether or not you are even aware of your 
Shadow.  If you’d like, a lost or fooled Circle can discover 
their Shadows entirely in play, from the story as it unfolds.  Or, 
for simplicity, it could be the weight of your Shadow that 
compelled you to take that path past the toadstool rings, 
or whatever White Rabbit that lured you could also be your 
Shadow in disguise.

The Forgotten are unique among travelers.  Their quest is 
sudden, to some extent, and not an act of choice, but 
reactionary to their Shadow.  The game begins as the last 
of you are fished from the waves by the Captain of a ship 
called The Blue Nyad, whose purpose is to seek Suits adrift 
in the Sea.  Such a chore is not easy, as most Forgotten are 
afraid, confused, and nearly in shock from waking almost 
drowned in a long-lost otherworld.  Fortunately, they find they 
are not the only one’s here, changed and weird, feeling the 
same sudden rush of questions.  Each with a similar dream, 
which hints at their Shadow, now lurking in the mysterious City 
looming past the waves, on a grey horizon.
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S u i t s

Suits and Shadows
Your Suit relates to your Shadow in any number of ways, but 
the three main Trumps are Swords, Scribes and Pages.  Each 
represent a general idea about how to face their Shadow.  
Swords are on a quest to face or destroy their Shadow in 
battle.  Scribes are seeking an answer, truth or belief to solve 
their Shadow, ending it’s control over them.  Pages are 
wounded or suffering from their Shadow, and have come 
here to reconcile the pain, and become whole again.

Suits and Circles
Your Trump relates to your Circle in subtle ways, as well.  
Swords are powerful in battle and challenge the others in 
their Circle, as well as defend them.  Scribes are intellectual, 
and serve as philosophers and counsellors, as well as sources 
of information or technical expertise.  Pages keep the 
bonds between the Circle strong and healthy, and provide 
inspiration and aid in communication.

All Suits have a theme - this is also called their “Face” - which 
ties them together.  The Face of a Suit relates to the depth 
and detail of their transformation.

All characters change at least slightly when they become a 
Suit.  Some Faces are drastically, radically different.  Others 
are only subtly different.  But to there is always something 
obviously inhuman about a denizen in Adnexus.  To travel 
here means to change, to expose elements of who you are 
on the inside.

No matter the details of your Suit, you can always add 
themes or elements of your transformation from your own 
creativity.  It is encouraged to dream up anything that reveals 
things about your character’s heart.
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O f  t h e  S u i t s

Trumps

There are three common Trumps and Suits to choose from in this 
book.  Others are available online.

Swords seek a reckoning with 
their Shadow that can only be 
fulfilled by destruction.
They serve their Circle by being 
the defenders or enforcers.

Pages are seeking reconciliation 
with their Shadow.  To find 

means to coexist, or to heal 
what their Shadow has become.

They serve their Circle with a 
quiet voice and an open heart.

Scribes seek a truth or axiom to free 
them from the pain or weight of their 

Shadow, a Truth or an Answer.
They serve their Circle as councilors 

and philosophers, as well as cyphers.
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Moons
Suits

CupsLeaves

Keys

Moons are Suits that appear with only the slightest 
details of their physical self changed.  Moons are 
called Changers, however, because they possess 
an alternate form that they can shift into at will, 
becoming something utterly new.

Leaves bear some mark or obvious physical 
affectation that separates them from their past 
self, but can also be different in other subtle 
ways, such as hair color or body type.

Keys are a Suit that is generally 
human in shape, but are merged 
with something else, they are 
more than flesh & blood.

Cups are in no way human.  
Their Suit shapes them into 
something humanoid, but 
completely, obviously different.
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H o w  a  S u i t  P i c k s  Y o u

No matter how you faded here, when you find your new form 
it will be surprising, but also natural to you.

Suits (also called “Playbooks”) are a summary of the 
unique elements of your character.  Not everything about 
your character can be written down - no person can be 
accurately summarized.  But the parts of a Suit are how you 
communicate things you’re good at, things that distinguish 
you, and things that you have access to in the fiction.  It’s 
the primary tool for how you shape the story with your 
imagination.

Each playbook is also unique to itself and to the Suit you’re 
playing.  So if you’re a “Targoyle” - you’re the only Targoyle in 
existence.  There is not a ‘race’ of Targoyles.  Adnexus is not a 
world that makes sense, and it does not allow repetition. 

Each Suit is going to come with a starter sheet - this is just 
a few questions and calculations you’ll need to make at 
the first.  More importantly, it shows the flavor of the Suit, its 
archetype and abilities.  To find out which Playbook is picking 
you, read the Feel described for each, and the directions for 
each.  One of two things will happen:

1 - You Read a Playbook and Immediately Think of a 
Character you want to play.  Go with it.  Fill out the starter 
sheet and add details to this new invention of a person.

2 - You Read a Playbook and Realize One Is Perfect for 
playing a Character you want to play.  Go with it.  Fill out the 
starter sheet by asking yourself the details of this new person 
you’ve made up, by pouring them into this new Suit.

Each starter sheet ends with a piece of paper to give back to 
your MC - this will help them begin to dream up your Shadow 
and ideas for a Sage that can help you.



21

A n  O v e r v i e w  o f  t h e  S u i t s

The Hellhound
Hunter and horned wolf-changer, firespeaker

The Leadwood Samurai
Wooden soldier, honor bound blade

The Threadbearer
Weaver of strings and relationships

The Cryptomancer
Loreist, decypher mage, spellcaster

The Featherblade
Winged warrior, wielder of weapons of light

The Lucid Mask
Master of intrigue, faceless beauty

The Clockwork Doctor
Analytical genius, brass-bodied automaton

The Targoyle
Monstrous ally, terrifying spire of muscle and tar

The Dulcet Shadow
Shadow-shrouded servant to art and allegiance

The Sparktail
Light-bearer, illuminator, fire-eater

Scribe of Moons

Sword of Moons

Page of Moons

Scribe of Leaves

Sword of Leaves

Page of Leaves

Scribe of Cups

Sword of Cups

Scribe of Keys

Page of Keys
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Illustration by Jose Emroca Flores
http://www.emroca.com/
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What Brings You To The City?
You find Adnexus because of your Shadow.  When you get there 
you’re going to take a form that reveals some deeper shape of 
who you are.

What Have You Become?
The story you tell will take place entirely in Adnexus.  You’ll appear 
as your Suit the whole time you’re there.  And you’ll be joined along 
the way by a special group of characters the other players are 
going to play.  You’re all people from this world, the real world, now 
changed into something strange and new, revelatory of who you 
are inside, and each bound to a Shadow in the city of Adnexus.

Where Do We Begin?
Begin by thinking of a person in the real world that you find 
interesting.  From there, pick a Suit that matches their inner self.  
Once you’ve done that, use the Suit to define their Shadow, and 
the reason they have for entering Adnexus.
This is how you create your character.  After that it’s up to your 
group how you actually got to Adnexus.  And once you’re there, 
it’s up to the story to reveal how you survive, who you seek out as a 
Sage, what your reckoning with your Shadow yields, and whether or 
not you ever return home.

Character Creation Summary
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The Steel

Underside
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Mapping Adnexus

Adnexus is divided into four Levels, from the ground up.  It’s 
divided by streets into Districts in the cardinal directions.

The Levels of Adnexus begin at the Wall.  All around the 
edges of the city, where the roads weave toward the 
entrances, are different Gates embedded in the city’s Wall, 
which is made of many kinds of material, though mostly 
rusted iron and cement.  Just inside the Wall is a layer of 
industrial sub-complex and support structures.  This is called 
The Steel.  The Steel is the foundation of the city.  For anyone 
inside the Walls, this is considered below “Street Level,” 
because above the Steel is where the city truly begins.  Lower 
buildings are simply called ‘the metro’ and the very tall 
skyscrapers are called “The Heights.”  Different sections of 
town that reach into the sky are often called different names, 
grouping areas of Heights together.  Just inside the Wall, 
below the Steel, is Underside, and the catacombs of the city.  
No one lives in the Underside, and very few live in the Steel 
(though many work there).

The Districts divide the city in its cardinal directions, and are 
much more vast.  The City folds in on itself, through portals 
called “Stepways,” into places that are sometimes bigger on 
the inside than they are on the outside.  It’s possible one door 
in an alleyway could appear to lead into a small storage 
shed, but through that Stepway you might find another 
District to itself, larger than several city blocks.

Stepways only work for places that can see the sky  The Steel 
and Underside are all set and mapped.  But the Metro and 
it’s Heights hide many layers of reality; so long as there is a 
Sun, Moon or Star overhead to tether it to Adnexus.



26

The city thrives on mysterious circumstances.  But certain 
resources are sometimes found more conventionally.  From 
the West trains roll into the city, making a long slow arch in 
through tunnels in the Steel, before setting back out again 
toward the forest.  From the north a High Road leads into the 
caverns of the foothills below the icy mountains, past the 
Tower.  From the South and East a seashore stretches along 
the narrow edge of the city Wall, with docks and shipments 
coming in from unknown places over the nautical horizon.

Wood, game and vegetation come by train to Adnexus.  
Some precious gems, metals and ore come from the northern 
Highroad.  And anything that can be fished or supplied by 
ship can appear on the docks.  And yet no normal routine is 
tied to the commerce of Adnexus.  Currencies from all human 
countries circulate in this market, including some coin that is 
minted in this lost world.  Clothing only seems to hint at some 
distant culture that first wove it, appearing more as a myriad 
of disguises.  Architecture is as much the product of surreal 
inspiration as any kind of memory.  It is, all at once, old and 
new, familiar and arcane.

The inner streets of the Metro are traveled, almost entirely, 
by the Metro buslines.  Older or more prominent Districts are 
saturated with public transport, as well as a few automobiles 
and chariots.  Lesser known or more hidden places within 
the Metro are sometimes limited to one or two stations along 
lost routes that rarely see more than a few stops in a day.  
In addition, most Heights have elevated trains that reach 
through the rooftops of the Metro, connecting the taller 
portions of the city.

Busses and Trains
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2 - The Traintracks

The Lighthouse

The Tower

The Platform

2

2

4 - The Sink

4

6 - The Elderheights 
(Oldtown)

6

1 -  Tower of the Moon

1

3 - The Glimmerheights

3

5 - The Oldwood

5

A d n e x u s
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As you play this game, the Levels of Adnexus are set.  You 
can always go deeper into the Underside.  But the Steel is 
set, and the Heights are the highest points of the city.  It is a 
realm unto itself, and to walk along the outer wall would take 
no more than a couple of days.  But exploring the interior of 
the city is limitless.  Because of the mysteriously built Stepways 
the actual traversable space of the city inside the Metro 
is considered by some to be infinite.  Certainly no one has 
proven this, but none have managed to disprove it, either.  
No known limits have ever been held so long that the city 
does not discover some unused pocket that expands every 
map, and thickens every registry.

From a story perspective, exploring Adnexus only takes as 
long as you want it to.  The goal is not to map it out in search 
of all limits, but to keep track of the places you’ve been while 
seeking new locations and seeing the many sights.  Even 
here, as comfortable as it is, your character does not feel they 
truly have a place.  Adnexus may be their home eventually, 
but until you face and overcome your Shadow, no place 
is a final destination.  There will be places that comfort you.  
There will be places that frighten you.  But in the end it’s all a 
journey, through the vast metropolis, in search of resolution 
with the part of you that left, which keeps you from being 
whole again, and who you want to be.

The game starts with a handful of Districts that are already 
written, offering some loose explanations of how the city 
works and sustains itself.  But between that are as many 
streets and locations as you want to pack into it.  Whatever 
elements of urban life have fascinated you can be found 
here.  And i mean fascinated in every sense of the word.  This 
place can make you feel wonder, revulsion, confusion, fear, 
glamour, fortune, or blues.  Every human emotion, every layer 
of your memory can take shape here.  There is a place for 
every state of mind, a pathway for every question.
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S t r a n g e  a n d  N e w

There are a few patterns that weave through Adnexus.

Crowns
Each district has a manifestation of Power - this is typically 
called a Crown.  Crowns are the ruling force that maintain 
peace in their district.  Some Crowns do not get along so well, 
and a secret struggle for territory can emerge.  Some Crowns 
are less than interested in keeping their streets safe, and 
villainy can fester in those places.  Some Crowns are daunting 
in how they maintain their streets, and that is another form of 
villainy, some would say.  Still, there are occasionally districts 
that have been entirely abandoned, or kept by such a 
missing Crown that the streets are practically lawless.

Moons
The weather is affected by the Moons over Adnexus, and 
the color of the moon determines the nature of the climate.  
This can be made extreme or subdued to nothing by certain 
powers in certain districts, but overall the weather can be 
forecast by he Chrometeorologists that keep track of the 
Lunar Hue.  A current Lunar Forecast is scheduled in part in 
the later pages of this text.

Denizens
There are some who did not arrive in this city by way of 
seeking Shadows.  These are called the Streetborne, they are 
the descendants of those who never completed their quest 
to face their Shadow, or did and remained within the city 
none the less.  As they are touched by the nature of Adnexus 
even from birth their Suit is more obvious and pronounced, 
their Gifts stronger and stranger.  They often become Crowns.
It is no surprise, after these many hundreds of years, that the 
Streetborne do vastly outnumber the Travelers in Adnexus.



The Weathermoons of Adnexus

When the question comes up “What is the weather like right now?” the MC 
will ask one of the players to roll a d6.  This will determine the affects of the 
current Weathermoon.  Each moon has different effects during different 
seasons, so once a Season is established keep track of it.  When time feels 
appropriate to move on to the next Season, do so; there’s no math to 
track this, just the feel of the story’s pace.  If you’d like, you can roll a d6 to 
determine the season:  1-2 means it is the same season as the one you’re in 
right now in the real world.  3-4 it’s the opposite season.  5-6 it’s the season 
you just left (so if it’s summer in real life, the game is happening in spring).

W o l f M o o n  o r  B l o o d n i g h t
Summer:  Buslines close down - vehicles breakdown

Fall:  Howling Night

Winter:  Gatenight - stepways glow, appear, vanish, 
shift or close.

Spring:  Wounds heal faster (all take +1 Endure)

H a r v e s t  M o o n  o r  E m b e r m o o n
Summer:  Sandstorms/Drought/Beutiful days

Fall:  Thunderstorms

Winter:  Fires burn wilder/warmer and brighter

Spring:  Gentle storms



B u t t e r m o o n  o r  G o l d m o o n
Summer:  clear nights

Fall:  Buslines run extra well

Winter:  Fowlnights - birds fly overhead

Spring:  Goldenmoths come to the city in swarms

E v e r i d i a n  M o o n  o r  S e r p e n t  N i g h t
Summer:  Snakes and Frogs plague the city

Fall:  Acit rains - cloudy - “Neon nights”

Winter:  Hollyfall - Gently blustery snows

Spring:  Iveymoon - Ivey grows magically around 
the city, everywhere

B l u e  M o o n  o r  G h o s t  M o o n
Summer:  Fog - “Striders” stalk in the distance

Fall:  Ghostnight - sages see old students, Questers 
see loved ones

Winter:  Blizzards

Spring:  Flooding - fishmen come up from sewers

R o y a l  M o o n  o r  T r a v e l  N i g h t
Summer:  Fires burn purple - no smoke

Fall:  Starshowers

Winter:  Gentle snows like stars falling, clear 
overhead

Spring:  Gentle storms
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The Buslines
Throughout the City you can travel by Bus.  In the most remote 
districts you’ll find only one line is running. But, it is said, there are 
not places in the City that one cannot find at least the ### Busline, 
always collecting people and taking them back to the center of 
the city, to the Metro Transit Hub.



33





Chapter Two

playing the game
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T h e  B a s i c s

The Die Mechanic:
When you want the fiction to have interesting, unexpected 
changes or outcomes, you can roll to find out:

Roll 2d6 (that’s two six-sided dice).
Add them together.
Add your Stat and/or any other Modifiers.
This is your Total.

A Total less than 6 (written as <6) is a MISS
A Total from Seven to Nine (written 7-9) is a PASS
A Total higher than 10 (written 10+) is a HIT

A MISS is means the resulting fiction is bad for your character, 
it means things are going to get complicated, dark or 
dangerous.  The MC details a Miss with their own Moves.

A PASS is what happens more often than not.  This 
is considered a successful effort, but with a cost or 
complication.  The outcome is negotiated between a player 
and the MC.

A HIT is awesome - it’s a clean, concise, victory for the PC.

Whenever you make a Roll the MC will add details to the 
resulting fiction, guided by what are called “Moves” - which 
are instructions on how to interpret the die roll.  The MC will 
rely on the other players to help interpret or inspire their 
Moves.  When you HIT the MC is trying to make you look 
awesome, when you PASS the MC is aimed at driving things 
forward or building tension.  When you MISS the MC will try to 
think of consequences the Player is going to like, but which 
their Character is not going to enjoy (or easily cope with).



37

Take +1F and +1og
Take +1F means “Take Plus One Forward.”  Which is just 
shorthand for saying, “On the next roll you make, add 
another +1 to your Total.”  This happens a lot, as a means of 
snowballing a situation, from one Move to the next.

Take +1og means “Take Plus One Ongoing.”  This means 
you don’t just get a +1 to your next roll, but to every roll until 
the scene is over or the +1 goes away.  Most scenes have a 
natural end point, and most situations that give you a +1og 
often tell you when they’re specifically finished; often it will be 
obvious or intuitive when the +1og is ‘spent.’  The simple rule 
is:  when 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, 
however, (maybe a +5 if it’s appropriate).

No matter what bonus or hindrance you have to the roll, any 
time you roll Snake Eyes it’s considered a Miss; and no matter 
what Weights you’re carrying, any time you roll Both Sixes it’s 
considered a Hit.

Note
:  Sh

apes

Thro
ugho

ut t
he c

hara
cter

 she
et 

ther
e is 

a th
eme:  d

iamonds
 are

 

good
, Cir

cles
 are

 neu
tral

, and
 

Trian
gles

 are
 bad

 or 
dang

erou
s.



38

Stats

There are Five Stats.  Each represent a way in which your 
character affects the fiction.

Boldness is a measure of your bearing and courage.  Bold 
characters are dauntless.  They act with confidence.  They 
are certain in their choices and beliefs.

0-1 +3+2+1+Bold

Quickness is a measure of your speed and gracefulness.  
Quick characters have sharp reflexes, and a keen sense of 
their surroundings.  They are observant, quick to learn, and 
quick to react.

0-1 +3+2+1+Quick

Warmth is a measure of your characters’s empathy and 
charisma.  Natural connection with others.  Warm characters 
are alluring or disarming.  They can draw you in or set you at 
ease.  Or, with as much charm, fool or frighten you.  Warm 
characters are adept at swaying and understanding people.

0-1 +3+2+1+Warm

Deep characters are profound in thought and 
contemplation.  They have a strong sense of self and a 
powerful connection to their Suit.  And, often enough, to their 
own Shadow.

0-1 +3+2+1+Deep
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There are also Tracks - these are like Stats, but they fluctuate 
in play, going up and down as the fiction changes.

Edge
Edge is a measure of your characters ability to fight 
and harm others.  Edge is how you physically harm 
or battle the agents of your Shadow in Adnexus.

Amicus
Your Amicus is a measure of your relationship with another 
character.  Amicus is recorded in two parts - the name 
of the person you’re connected to, and the nature of 
your relationship.  Some relationships are self-explanatory 
in on a few words, “Drinking Buddy,” “Dance Partner” or 
“Confidant.”  Some are more poetic or personalized, “My 
Fonzie” or “My King Arthur” or “My Lucky Penny” for example.

Harm
Your Harm Track is a fluctuating Stat, it gets 
worse the more you face danger and take 
harm.  This measures how injured you are, 
and how much it’s affecting you.  The Harm 
Track does not represent serious, long-term 
damage to your physical self, only cosmetic or 
short-term effects.  Serious, long-term damage 
to your character is called “Wounds” and 
function differently.  When you’re trying to 
Endure pain, you’ll roll + Harm.

-1
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Moves

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

When you want to affect the fiction in a way that uses the 
dice or in a way that’s formalized, it’s called a MOVE.  Moves 
are pre-designed outcomes or a set of randomly generated 
outcomes that you and the MC will write into the story as 
it’s happening.  Moves are often ‘triggered’ by events in 
the fiction, this is defined by their description starting with 
the phrase “When you...”  Some of these moves are simple 
definitions of what happens next, and there is no roll.  Most 
moves, however, will call for you to roll + a Stat.

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, and it has to be plausible in the moment.  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 then you’re doing a Move.  Sometimes you’ll 
want to do a Move because you know what outcomes it 
creates, 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 outcome in mind.

There are 6 Basic Moves, one for each stat and one that 
uses the four core stats.  Everyone in the game can do 
most anything to affect the fiction by trying one of these 
Moves.  Custom Moves that come from your Suit or from your 
experiences in Adnexus will do more specific things, or do the 
same but with better results.
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T h e  B a s i c  M o v e s

+Bold
Steady - When you attempt to stay calm or true to yourself, 
or when you seek to aid someone else do the same, you’re 
trying to Steady someone.

+Quick
Percieve - When you want to take in your surroundings for 
answers or advantages, your attempting to Percieve.

+Warm
Connect - When you interact with someone else, to 
understand, predict or affect them, you’re Connecting.

+Deep
Contemplate - When you take time to consider a specific 
question or topic.

+ Bold, Quick, Warm or Deep 
Risk a (stat) Maneuver - When something in the fiction 
threatens you, and you must take action against or despite it.

+Edge
Harm - When you’re deliberately seeking to wound or kill
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When you attempt to remain calm or composed in 
the face of something threatening, overwhelming, 
or affecting you negatively; or when you attempt 
to help someone else remain calm or composed 
for the same reasons, you’re trying to STEADY a 
person, Roll + Bold...
On a Hit:

Whoever is being steadied successfully hold’s true 
and can act despite the threat

On a Pass:
hearts hold true, but only at great effort,
[Pick one]
• the threat must be constantly resisted or 

focused on
• the threat must be retreated from immediately 

or else the Steady fails
• The threat is internalized - whoever is affected 

by the fear must take one Weight to their Bold
On a Miss:

the threat or affect takes root, breaking someone 
down, forcing them to give in, or causing them to 
black out.

Steady is used most often to resist things that are 
frightening, intimidating or cruel.  It can also be 
used to bolster someone when they’re faced with 
a daunting task (in which case a +1F should be 
in order for the actual attempt at the task).  In 
some cases you’ll need to roll to stay Steady when 
someone taunts or humiliates you.  And in some 
rare cases, a magical spell or curse cast against 
you might give you the chance to hold Steady as a 
means of resisting it.
If you take on a Weight to Pass a Steady check, 
it’s safe to assume that Weight is Fear, and will go 
away as soon as the threat is behind you.
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Perceive
When you look around you, to find answers or 
advantages, your attempting to PERCEIVE, Roll + 
Quick...
On a Hit, choose one of these up to 3 times:

Ask the MC a question about your surroundings, 
the MC will answer all questions honestly and with 
insight relevant to the situation at hand.
Add a detail to the scene.  Any details added to 
the scene are incorporated by everyone playing.

On a Pass, choose one of these:
Ask the MC 1 question.  The MC will reply with 
limited details.
Add a detail to the scene.  The MC will also add a 
detail in reply, but cannot modify what you add.

On a Miss:
Ask the MC up to 3 questions or add up to 3 
details to the scene.  The MC will answer in vague 
impressions or scattered details, but for each 
question you ask the MC will ask a question of you 
in return - answer honestly.  If you add details the 
MC can alter them as they see fit, and for each 
detail that you add the MC can add another 
detail of their own.

So long as you’re spending time in a scene trying 
to search it or analyze it you can continue to roll 
Perceive.  After the first roll, however, the MC can 
respond to any Miss with any MC Soft or Hard 
move, as best it follows the fiction.  Spending all 
your time looking about can have it’s cost.
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Connect
When you interact or communicate with any 
speaking thing to understand, predict, or affect 
them, you’re attempting to CONNECT, Roll + 
Warm...
On a Hit, hold 3 • On a Pass, hold 2 • On a Miss, 
hold 1 - but you cannot re-roll until you’re in a new 
scene or time has passed.
Spend your Hold 1 for 1 to evoke any of the 
following effects as you interact with anyone 
you’re trying to connect with

• TRUTH - you can tell if they are lying
• IGNORE - they ignore the fact that you do not 

reply to one question or respond to a comment
• DIFFUSE - your words calm the situation if they 

become upset, offended, or shocked
• INSIGHT - The MC will elaborate on how they feel 

or the deeper meaning their words
• ANSWER - you ask a question and they answer it
• CONSIDER - They will listen to your words and 

consider them - this will have impact on them
You can Connect by speaking with someone, or by 
lengths of time via letters or email.  You can also roll 
to Connect with groups of people, speaking to a 
crowd or posting an open message.  Most effects 
are designed to be played with a single statement 
or non-verbal queue, however, so when you write 
your communication spend all your Hold on active 
statements you make (Diffuse, Answer, Consider) 
and wait for a reply to make a new roll or spend 
another Hold.  As always, if it doesn’t make sense in 
the fiction, you can’t do it.  So don’t.
When you roll a Miss the MC might have them over-
react or misunderstand.  They might also just be 
short on time or the patience to continue talking.
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Contemplate
When you take time to think and analyze a 
question, topic or person, you’re CONTEMPLATING 
something, Roll + Deep:
On a Hit:

Ask the MC 3 questions about the topic - they will 
answer with insight or ask you to fill in the details

On a Pass:
Ask the MC up to 3 questions, they’ll reply with 
questions in return that guide your thoughts, or 
with multiple possible answers.

On a Miss:
Ask the MC 1 question, and they will answer it 
honestly, but they will choose one of the following 
to complicate your efforts:
•  They hold their reply from you until later, 
revealing the answer as an epiphany at a later 
moment
•  They give you two conflicting possible answers
•  They give you bad news along with the answer, 
complicating the situation you’re in.

Generally speaking Contemplate isn’t something 
you can do under stressful situations.  If you’re 
fighting a monster, fleeing a fire or attempting to 
solve a puzzle before a timer clicks away, you can 
roll to Perceive what’s around you, but you can’t 
take time to really contemplate.  This Move is for 
still, focused thought.
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Risk a (Stat) 
Maneuver
When you attempt to do something hazardous or 
with uncertain outcome, the MC will define what is 
at Risk, and ask you to roll + the appropriate Stat:
When Overpowering, Resisting, or acting in the 
face of Fear, roll + Bold
When acting Quickly, Gracefully, or with Cunning, 
roll + Quick
When anticipating, imploring, or fooling an enemy, 
roll + Warm
When you use your Gift to take the risk, Roll + Deep
On a Hit, you see your action through, look good in 
doing it, and remain safe from the risk.
On a Pass, you manage to see your maneuver 
through, but suffer a consequence in the act:

• HARM - You are hurt in the process
• LOOSE YOUR GRIP - You drop something, break 

something, or misjudge the use of an item
• LOOSE YOUR FOOTING - You stumble, get 

knocked to the ground, or end up right close to 
something dangerous

• SUFFER AN FX - Whatever threatens you 
becomes a temporary Weight

On a Miss, your maneuver is unsuccessful and 
results in a negative outcome - the MC will make a 
Hard Move against you.
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Harm
When you want to harm, wound, or destroy your 
enemy, Roll + Edge:
On a Hit:

They are brought low by your attack - they will 
Halt, Fall, or Suffer a great wound (+1og)

On a Pass:
They are brought low by your attack, but (pick 1):
•  HARM - They harm or stun you in the process
•  LOOSE FOOTING - you are knocked back, 
tumble to the ground, or end up right close to 
danger in the process of attack
•  LOOSE YOUR GRIP - you are disarmed as a 
consequence, or they knock something else from 
your person in the process
•  The attack is less effective (no +1og)

On a Miss:
They evade your attack or shake it off, the MC 
will tell you if they counterattack or flee, and then 
make a Hard Move.
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Amicus

“Amicus” is a word for the special bond between you and 
your Sage, your Shadow, and your Circle.  Each Amicus has 
a theme - a sort of explanation for the nature and actions of 
the connection.  This theme is given a title to represent the 
Amicus.  Some titles are self-explanatory - such as “Drinking 
Buddy” or “Lab Partner.”  While others can be explained more 
poetically, like “My Sacred Rose” or “My Tin Man.”  An Amicus 
can also be themed simply, “Confidant” or “Sensei” are 
excellent Amicus.
Amicus has a unique system that advances like a Stat - it 
starts at +1 and increases to become “Permanent.”  As the 
story progresses you’re going to build Amicus with your Sage, 
your Shadow, and mostly with your Circle.  Eventually this 
will lead to a special Advancement:  you’ll not only have a 
strong bond with them, you’ll get to learn something from 
them.  This is called an Amicus Move.
Your Amicus Move is invented based on the talents and 
theme between two characters, and is designed by the 
MC and the player that is teaching the new Move.  While 
an Amicus Move can’t employ it’s teacher’s Gift, it can use 
the player’s existing Gift in a similar fashion.  For instance, 
a Leadwood Samurai could not teach another character 
to turn to wood, but could perhaps teach the Targoyle to 
harden their black slime flesh to obsidian.
Each Suit has starting examples for their Amicus, but these 
are only suggestions.  You’re encouraged to create your 
own, so that it fits your character better.  You don’t have to 
know immediately - it’s best practice to develop an Amicus 
with another PC as you interact and role-play together.  It’s 
also best to clearly define what the Amicus is, and how it 
increases.  The pre-written Amicus are meant to have clear, 
obvious events that trigger their increase and decrease.  They 
are also related to the theme of the Suit they belong to.
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Once an Amicus reaches the point where it grants a Move 
to the other player, it becomes permanent.  It does not suffer 
from Moves that decrease it - that relationship is forever.
Amicus does not have to go both ways.  It’s possible to 
have the bond “Father Figure” with another character that 
does not pay your character any attention or even have an 
Amicus with them.  This often works out best with Amicus such 
as “Secret Love” or “Hidden Rage.”  Those will eventually 
boil over, or be addressed.  Or worse - reach their limit and 
become permanent.  You’ll still get a Move for making that 
Amicus permanent, but it’s going to have powerful effects.

Amicus can be used any time you want to help or hinder the 
person you have the bond with.  This connection means that 
you have access to the Move:  Help or Hinder.

Help or Hinder:
When you’re trying to aid someone or hinder them, you’re 
rolling to Help or Hinder, Roll + Amicus:
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 get away unaffected by your actions

Amicus starts at 0, goes to +1, then +2, then +3, then becomes 
permanent, granting an Amicus Move.  The Move is written by 
the MC and the player for whoever has a Permanent Amicus 
with them.
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Starting Amicus
At the end of the first session everyone is allowed to fill in 
one person as their first Amicus.  By default this bond can 
be called “Confidant.”  It means the person you trust the 
most, and feel the safest sharing with.  Every Suit can have a 
Confidant as their starting Amicus.

Whoever you pick as your Amicus will be written down in one 
of the four slots.  Next to their character name write down a 
word that describes the Amicus (such as “Confidant”) and 
color in the first bubble (+1).

The nature of the Amicus defines how the bond increases.  
Some are easier than others, but they should all be 
incremental, getting harder as they increase.  Harder simply 
means “more rare to change.”  This increase represents the 
character becoming a more profound role in your life.  A +3 
Amicus should be a big deal.  A +1 should be significantly 
more than other connections you have to people.

Amicus can appear positive but function in a negative 
way.  They can appear negative but yield positive results.  
Sometimes it’s just a complicated bond that does both at 
the same time.  Overall, however, an Amicus should not be a 
rivalry or a loathing.  This is designed to create camaraderie 
between characters, not misery.

Amicus can change, as well.  When this happens it does not 
increase or decrease the Amicus - the bond is a bond, even 
if “Secret Love” changes to “Unrequited Love.”  The nature of 
the bond changes, but the closeness doesn’t.
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Common Amicus for Suits :

Amicus for Swords
Shield Someone you trust to have your back in a fight
Challenger Someone that proves capable of helping hone 
your skills or pushes you to achieve goals
Protected Someone you seek to keep safe
Protege Someone that wants to learn to be bold like you

Amicus for Pages
Treasured Someone dear to you for their good qualities
Counselor Someone you trust to share your own troubles with
Concern Someone that upsets or worries you
Jester Someone that makes you laugh and puts you at ease

Amicus for Scribes
Resource Someone that you can rely upon for knowledge
Pupil Someone interested in learning from you
Wildcard Someone that seems to have useful random insights
Chessmate Someone whose intellect you respect greatly
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Amicus with your Sage
TBW
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Amicus with your Shadow
TBW
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Help or Hinder:
When you’re trying to aid someone or hinder them, 
you’re rolling to Help or Hinder, Roll + Amicus:
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 get away unaffected by your actions

Amicus starts at 0, goes to +1, then +2, then +3, 
then becomes permanent, granting an Amicus 
Move.  The Move is written by the MC and the 
player for whoever has a Permanent Amicus with 
them.

Fellowship:
When you spend time with someone from your 
Circle, doing things that your Amicus theme brings 
you together to do, Roll + Amicus:
On a Hit:

Remove all the Weight on one Stat - explain how 
your time together helps make this happen

On a Pass:
They can shift or remove one of their Weights.

On a Miss:
Tell the MC the answer to one of the following 
questions:
•  What about you is weakest to your Shadow?
•  What gives your Shadow an opportunity?



55

+
A

m
ic

u
s

Auger the Darkness:
When you contemplate, observe or interact with 
your Shadow (or Agents of your Shadow) loose any 
Hold you have on them, and Roll + Amicus:
On a Hit, hold 3, on a Pass hold 2, on a Miss, take 
-1F against your Shadow or their Agents.

Spend your Hold 1 for 1 to do the following:
•  +1F on any Deep roll against them
•  Ask a question about them based on what 
you’ve seen and what you anticipate from them
•  Do +2 Edge against them

Train:
When you spend time in training with your Sage, 
reset all your Axioms, loose any Hold you have from 
previous training, and then Roll + Amicus:
On a Hit, hold 3, on a Pass hold 2, on a Miss, take 
-1F against your Shadow or their Agents.

Spend your Hold 1 for 1 to do the following:
•  +1F to any action in defiance of your Shadow 
or their Agents
•  Bump a Pass to a Hit on any Deep Roll
•  Bump a Miss to a Pass on any Endure roll 
caused by your Shadow
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Weights

Weights are things that cloud our attention, darken our 
emotions, and sink our efforts.  These are specific fears or 
emotional struggles that keep us from acting at our best.

Weights on Amicus
When someone hurts our feelings it might strain our 
relationship with them - this is a Weight on that relationship.  
This could be caused by cold words, failing to support us, or 
even for unfair things like not returning romantic feelings or 
having a different opinion on something we hold dear.

Weights on our Heart
When something happens that shakes our confidence, 
undermines our efforts, or humiliates us, we can suffer a 
Weight on our how we see ourselves.  Weights can then be 
attached to a character’s Stats.  Someone who is defeated 
effortlessly by an opponent they thought to be no great 
threat might now have a Weight upon their Boldness.  
Someone who feels they are well liked could be rejected 
thoroughly by a seemingly pleasant person, putting a Weight 
on their Warmth.  In some cases all efforts to deal with a 
problem could come up, time and again, with failure, putting 
a Weight on how Sharp one might feel.  

When you suffer from a Weight it means that any roll you 
make with that Amicus or Stat is only a Hit when you roll Both 
Sixes.  If you roll less than 12 on your dice the best you can 
get is a Pass.  Less than six is still a Miss, but no matter the 
Total, if you don’t have Both Sixes showing (called “A Vincent 
Baker’s Dozen”), your Move is a Pass.  This represents your 
being affected by the Weight your heart is carrying.
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Lifting Weight:
There are two ways to lift Weights.  The first is through 
Reflection and the second is through spending time with an 
Amicus.

Fellowship:
The simplest way for a Weight to be lifted is through the 
interaction with an Amicus.  When you spend time with 
someone from your Circle, doing something that illustrates the 
nature of your Amicus, you can roll for the Fellowship Move.

Reflection:
Using a Move is not required heal from Weights.  Just 
spending time with an Amicus lifts a Character up.  If you 
suffer a Weight to your Bold from being shouted down by a 
Crown, spending time in training with your student can rebuild 
your confidence.  If your latest experiment went horribly awry, 
putting a Weight on your Sharp, talking theory with a fellow 
scientist can inspire your confidence again.

Any character can spend time with a confidant, considering 
the things that weigh on their heart.  If there is a confession, 
revelation, or explanation that directly lifts the weight in the 
fiction, then no roll is necessary.

For example:  if a Weight is caused by someone keeping 
a secret from another character, and then they choose to 
reveal it, if the truth doesn’t cause further emotional stress to 
either of them, then the weight is simply lifted.

The simple rule is:  when a Weight is no longer relevant, 
remove it.  Otherwise, use it to grow what the character 
believes about themselves and their Circle.
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Harm

Harm is a measure of how hurt, battered or 
wounded your character is.  Harm is measured 
on your Harm Track.  The Shapes on your Harm 
track represent how harmed you appear to be.  
Diamonds are mostly cosmetic damage, though 
you can be as cinematic with them as you want.  
The Circle represents your breaking point - where 
you are hurt enough that you can operate, but 
it’s no small distraction to fight through the pain.  
Triangles are the downward spiral, representing 
serious wounds.  This means you’re really broken, 
and you’re going to need medical attention after 
this.
You can’t heal Triangles on your own or with time.  
You have to find someone that can care for you, 
by Gift or medicine.  Circles will go away with rest 
and care.  Diamonds can be erased after the start 
of a new game session, or if more than a couple of 
days pass in the fiction.

Filling up your Harm track does not mean your 
dead.  It also doesn’t mean you’ll live.  The nature 
of the Harm as it happens in the fiction informs how 
lethal the Harm is.  In addition, you should discuss as 
a group - do you want death to be an element to 
this story?  Or do you want to agree that Harm only 
leads to incapacitation, perhaps scars?  But never 
to final death?  Either way, the results will be similar:  
when you fill up your Harm Track your character 
has been Harmed to the point they can’t continue.

Erased after the start 
of a new Session

Erased after more than 
1 or 2 days pass in the 
game

Erased after you play a 
scene receiving care or 
medical attention

Erased after spending 
more than a few days 
relaxing and staying off 
your feet

Does not go away 
without medical 
attention or healing by a 
Gift or magic
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Heal ing

When you spend time in a place where you can 
catch your breath and tend to your wounds, 
without interruption and relative peace, you 
can Rest and Mend, removing Harm from your 
character’s Harm Track.

Rest and Mend
When you have time to rest and patch yourself up, 
Roll + Harm taken:
If you are wounded in the Diamonds: +1
If you are wounded to your Circle:  +0
If you are wounded in the Triangles: -2
On a Hit:
Erase your Harm Track and remove one Wound.

On a Pass:
Erase your Harm Track or one Wound.

On a Miss:
You can shift your Harm Track to zero and take 
another Wound, or you can shift a Wound.

“Shifting a Wound” means changing the nature 
of the description so that it shows healing without 
actually going away.  For instance, a broken foot 
could start out as a Wound affecting your Edge, 
as it keeps you from effectively doing battle.  But 
then it is Shifted to affect your Quick, after you get 
it splinted and wrapped, showing that it’s on the 
mend, and until your out of this cast you won’t be 
Risking any Quick Maneuvers very successfully.
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G e a r  a n d  C o i n

Gear is all the stuff you’ve got on you that you want to name 
or specify.  This could be weapons, or signature items, or just 
the unique props you’ll need for whatever you’re doing.

There are three ways to go about gear.  The first is by defining 
what it does and giving it Tags.  Tags are descriptions the MC 
can use to flavor the fiction according to what the gear is 
or does.  So if you have a pair of gloves that are ‘fire-proof’ 
and ‘ugly’ the MC can use those to color the fiction when 
you’re trying to grab something hot, or trying to sell them for a 
high price.  One of the MC’s Easy Moves is to color the fiction 
according to a Tag.

Weapons are described by giving a bonus to Edge, and 
being detailed by Tags.  Armor also has tags, and gives it’s 
wearer a bonus to rolling the Endure Move, given the right in-
fiction circumstances.

Some Gear is magical.  It may come with it’s own Moves, or 
it’s own descriptions that affect the Fiction.   Some Gear has 
a value - this is measured in how much Coin you’d have to 
spend for it.

Coin is measured in Shapes as well.  There are five steps to 
how much Coin you have:

• Lots +2 to Coin Rolls
• Some +1 to Coin Rolls
• LIttle +0 to Coin Rolls
• Broke -1 to Coin Rolls
• Debt -2 to Coin Rolls
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Each slot has it’s own modifier to any Rolls that require you to 
buy something.  This could be materials, amenities, or even 
people or secrets.  When you need to spend Coin to acquire 
something, you’re going to Roll + Coin.  There are several 
moves you can use for this, but the default is Spend For It.

Spend For It:
When you want to buy something with Coin, tell the MC what 
you’re looking for, and they’ll tell you where you can go to 
get it.  If you go there, Roll + Coin
On a Hit:

It’s in great shape and costs less than you’d think, keep your 
Coin rating where it is

On a Pass:
It’s in decent condition but it’s going to cost you, choose 
one:
Lower your Coin by one slot
Keep your Coin in the same slot, but take -1 Ongoing with 
it, until you can fix it, upgrade, it or do whatever the MC 
says to make it functional or workable

On a Miss:
It’s crap - take -2 Ongoing with it and lower one slot of Coin
It’s expensive - lower your coin to the next Shape
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Rest and Mend
When you have time to rest and patch yourself 
up, in a place where you can catch your breath 
and tend to your wounds without interruption and 
relative peace, Roll + Harm Taken:
If you are wounded in the Diamonds: +1
If you are wounded to your Circle:  +0
If you are wounded in the Triangles: -2
On a Hit:
Erase your Harm Track and remove one Wound.

On a Pass:
Erase your Harm Track or one Wound.

On a Miss:
You can shift your Harm Track to zero and take 
another Wound, or you can shift a Wound.

Cosmetic Damage - battered, 
disheveled or bruised

Erased after the start of a new Session
Erased after more than 1 or 2 days pass in 
the game

The Hit that Hurts - Your breaking point
Erased after you play a scene receiving care or 
medical attention
Erased after spending more than a few days 
relaxing and staying off your feet

Serious Harm - You will not function the 
same until these are dealt with

Does not go away without medical attention 
or healing by a Gift or magic, or by turning 
each Triangle into a Wound.
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Spend For It:
When you want to buy something with Coin, tell 
the MC what you’re looking for, and they’ll tell you 
where you can go to get it.  If you go there, Roll + 
Coin
On a Hit:

It’s in great shape and costs less than you’d think, 
keep your Coin rating where it is

On a Pass:
It’s in decent condition but it’s going to cost you, 
choose one:
Lower your Coin by one slot
Keep your Coin in the same slot, but take -1 
Ongoing with it, until you can fix it, upgrade, it or 
do whatever the MC says to make it functional 
or workable

On a Miss:
It’s junk - take -2 Ongoing with it and lower one 
slot of Coin
It’s expensive - lower your coin to the next Shape
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Chapter Three

The Suits
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Making a Character

The transformation into your Suit is natural and marvelous, as 
well as startling and hard to comprehend.  While what you 
become is something defined in Moves and rules, you as a 
player get to author all the details that make this Suit your 
own.  Revel in the strangeness, and take each description or 
Move as a theme for you to alter and personalize.  There is 
no ‘right’ way to interpret a Suit - only your way.  So long as 
it doesn’t offend another player or spoil their fun, your Suit is 
yours to expound upon.

Step One:  Read the Feel and the Gifts

The Feel is a description of how the Suit can affect the fiction, 
it’s sort of a tone or style to which playing your character will 
harmonize with this playbook.

Each Suit also has a Gift - this is a manifestation of a magical 
power, in all cases it comes with some physical alteration.  In 
some cases this includes a special ability or knowledge, or a 
unique item.

Pick which Suit you want to play.

Step Two:  Fill Out Your Passport

Your passport is a quick sketch of your character as they enter 
the city of Adnexus.  This will provide useful information for the 
MC as they run the game.  It serves as a foundation for what 
your character is and acts like, but it’s not set in stone.  If you 
want to change things as you ‘discover’ more about your 
character, just explain that to everyone as you play.

Your Passport will record how you and your Circle Faded, and 
what your Suit is, as well as some details that are build to help 
flesh out the character in your mind, and to give you prompts 
for shaping your Shadow, and some ideas for requesting what 



you’d like in a Sage.

Step Three:  Color in the Shapes for your Stats

Every Suit starts with a common spread of Stats in Bold, Quick, 
Warm and Deep:

-1, 0, +1 and +2.

Your edge is determined by your Trump:

Swords are +2 Edge
Scribes are +0 Edge
Pages are -1 Edge

Your Suit has these already filled in.  Once you’ve filled out 
your Passport, however, look these Stats over and increase 
one of them by one shape.

Step Four:  Read Your Starting Move

Every character is most defined by their Moves.  As you 
play the game and your characters grow and change in 
the fiction, they’ll develop new skills and abilities.  These are 
manifestations of their Gift.  The first Custom Move you have is 
chosen for you - this is your Starting Move.

Step Five:  Your Look

Now that you know what you can do, what your Stats tell you 
about your character, and what your Gift is, you can write up 
your Look.  Your Starter Page should have some Suit-specific 
questions about that, feel free to answer them or to just go 
from your own imagination.  The four basic elements to your 
look are typically this:

1 - Details of one or more physical features
2 - Appearance; how you’re dressed / how you carry yourself
3 - A quirk or mannerism that you have, or an obvious habit
4 - A sign of your Gift - some obvious feature that speaks to it
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GIFT:
the clockwork heart
Your blood is oil, your flesh pneumatic, and your thoughts digital 
electric.  You have become machine.  Something inanimate 
but mobile, metallic but alive.  This new shape fits you somehow, 
as an analytical machine, as a human shape no longer human.  
There is something perfect about the clockwork of your heart.

STARTING MOVE:
Gears and Wood
You ware wholly machine - this is a house for your spirit, not a 
ageing or bleeding thing:

• Take a natural armor of +2.
• So long as your mechanical heart can be repaired, you can 

live (or return to life).
• So long as your mechanical mind can be mended, you can 

remember and learn and contemplate.
Name one weakness against which you have no armor:
•  Fire •  Electricity
•  Rust •  Other:

Feel:
The Clockwork Doctor is intelligent and empathic, a creature 
that is able to measure the spirit, and analyze the pattern of life.  
You’re good with technology, 
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Clockwork Heart
Anything you build, if you so wish it, has a spirit, 
thoughts and personality.  When you create a 
gearling by your own design, Roll + Quick:
On a Hit:

It is intelligent and possessing traits you imagine.  It 
can even move of it’s own will and speak.

On a Pass:
It is alive and about as smart as a clever pet.  It 
can carry out simple instructions and will obey 
you.  The MC will choose its demeanor.  It can 
make noises, but cannot speak, it can move, but 
not exceptionally well.

On a Miss:
It is alive, but something of your malice, 
malcontent or spite is woven into it.  The MC will 
choose if it can speak, move and how it reacts to 
you upon coming to life.

In all instances the MC is in charge of this gearling 
and will describe what it does according to your 
build.  When the gearling runs out of life or steam, 
the spirit and memories return to your heart.

Thingspeaker
When you attempt to awake the spirit of any 
mechanical or computerized thing, Roll + Warm:
On a Hit: Pick 3 • On a Pass: Pick 2

• It knows its place and function
• It clearly recalls the past, more than a day
• It has insight to those that live or work nearby
• Its spirit will remain when you leave

On a Miss the spirit will awaken, but the MC will 
choose its demeanor:  hateful, manipulative or 
completely insane.
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Analytical Attack
When you take a moment to regard your enemy, 
Roll + Quick to Harm them or Steady yourself 
against their threat.
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STARTING MOVE:
Tome
A part of your body can urn into a magical book.  This book 
will translate any code or language you hear into words, or 
explanations you can understand.  So long as you keep line of 
sight on someone, it will record what they are saying.
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Abstract Cunning
So long as you are not surprised and have not 
Weights on your Quick Stat, add your Quick on top 
of whatever Stat you roll to Risk a Perilous Action (if 
this just doubles your Quick stat, that’s okay).  If you 
do this and still MISS, take the weight:  SELF-DOUBT, 
until you restore confidence in your own cunning.

Booksage
When someone asks your advice, and you tell 
them what you honestly believe, they take +1F to 
any Move that acts on that advice.  When they 
admit this to have helped them, lift any Weights on 
your Quick Stat.  If they tell you it hindered them, 
however, take the Weight SELF-DOUBT on your 
Quick Stat, or the Weight DISCONTENT on your 
Amicus with them.

Bookeater
When you hold a book, scroll, or paper-written 
record, Roll + Quick and the MC will answer 2 of 
these questions:
• Who wrote this, where are they, and what is their 

current well-being
• What is something interesting or informative in 

regards to Adnexus in light of this text
• What is something interesting or informative 

about the topic of this text
Then:
On a Hit:  The text is committed to your memory 

- hold 2 and spend it later to answer the same 
questions again in new light

On a Pass:  The text is incomplete, partially 
encrypted or obviously incorrect about something

On a Miss:  the text is destroyed in the process
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Ethospells
When you write a koan to change an emotion on 
the paper that is your own flesh, Roll + Quick:
On a Hit:  The person you touch with it is affected 

and unaware until the Moonphase changes.
On a Pass:  The person is affected and unaware 

until they sleep or someone draws attention to 
their emotional change

On a Miss:  The person is affected, but they 
recognize this as magic and can resist the effects.

No koan can conjure love or hate, only, at 
strongest, casual emotions, such as fondness, 
casual trust, and respect.  Romance is impossible to 
fake.  Self-reflection, however, is easy.

Logospells
When you write a riddle to affect memory or 
perceptions on the paper that is your own flesh, if 
you can touch it to someone else the paper will 
cling to them.  As soon as it does, Roll + Quick:
On a Hit:  The persons memory or perception is 

immediately effected, and remains until the 
moonphase changes or the paper is removed.

On a Pass:  The person is affected, but is aware this 
is a magical illusion, and can resist the effects.

On a Miss:  Choose 1:
• There is no effect
• You are both effected

No illusion or effected memory can cause actual 
harm.  Though the person will play into the illusion 
as if the harm does occur.  If they pass out from 
the pain (or think they are dead from it) the illusion 
dissipates and the Riddle turns to dust.
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STARTING MOVE:
Shadowform
You can become pure shadow.  Intangible, cold and swift.

• You cannot be seen by normal means
• You make no sound
• You can move through any darkness that touches

When you suffer Harm from fire, or bright light, roll -2 to Endure
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Shadowshapes
To mold Darkness into something solid, Roll + Deep:
On a Hit:  It is the perfect shape, as strong as steel 

or silk, as beautiful as art.
On a Pass:  It is ephemeral, fading as soon as you 

stop touching it - Pick 1:
• No stronger than Ice (Will break under strain)
•  Misshapen and gruesome (-1og using it)
On a Miss:  It is as brittle as chalk or dried paper, -2F 

to use it then it fades.

Darkspeaker
When you touch someone’s shadow and speak, 
Roll + Deep:
On a Hit:  ask 3 questions and the Shadow will 

answer truthfully to the best of its knowledge, in 
words only you can hear.

On a Pass:  ask 2 questions and the shadow will 
(pick):

•  Answer in impressions or emotions
•  Answer out loud, and the shadow’s caster is 

aware of the answers given
On a Miss:  ask 1 question.  The shadow’s caster will 

immediately be aware and draw away from your 
control - you will only be able to gain a glimpse of 
emotion or vague expressions.

dArkvision
You cannot be blinded or made unaware of your 
surroundings by anything.

Dauntless Calm
When you seek to Harm, Roll + Deep.
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The Seven Songs
You can form an instrument out of shadows.  To 
play one of the seven sacred songs, Roll + Deep:
On a Hit:  Pick 2

• The invisible becomes visible
• The intangible becomes tangible
• Something unknown is revealed
• Anything which threatens you is stunned in pain

On a Pass: also Pick 1
• You are exposed to danger in the process
• Your spells affect you, as well
• Your spells affect everyone exposed to the 
song, not just whom you choose

On a Miss:  Pick 1 from each list and the MC will 
also do a Hard Move against you.
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STARTING MOVE:
Wings
When you are free to fly:
• in the open sky: +3 Armor
• in a closed space:  +1 Armor
Describe your wings, what they are made of, their color, their 
scent, and where they are on your body.  Do they retract, vanish 
or remain at all times?  Are they the only way by which you fly or 
are they merely symbolic of your ability?
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Gravity Embraced
You cannot be hurt by falling.  Instead, whatever 
you crash into will burst apart as if made of soft 
feathers.  This happens automatically when you fall, 
but to will it to happen upon intentional impact, 
Roll + Bold:
On a Hit:  The effect works perfectly.
On a Pass:  The surface you strike holds together, 

but is soft as featherpillows for a moment.
On a Miss:  The surface you strike is warped in the 

process, but holds, take 1 Shape of Harm.
This effect extends to anyone you’re touching skin 
to skin upon impact.

Healer
When you lay hands on someone to mend their 
Harm Track or Wounds, Roll + Deep:
On a Hit:  Remove 1 Wound and all Harm.
On a Pass:  Remove 1 Wound or all Harm.
On a Miss:  Remove as much as you want, but it is 

transferred to you in the process.

Ravensong
When you call out for help from winged creature:
On a Hit:  A swarm or Enormous Creature comes to 

aid you:  +1 Armor and +1 Edge when they help.
On a Pass:  A small flock comes to you - they can 

perform a small task or carry messages.
On a Miss:  You are alone, take -1F.

Glimmerblade
When you hold light as a bladed weapon:
Take +1og to Edge, this weapon will not cut the 
flesh or Harm anyone you consider an ally.
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Oathbinder
When you tie two hands together with Ribbon, and 
Those Joined take an oath, Roll + Deep:
On a Hit:  Any Oathbreaker suffers one Weight to 
their Bold and their Warm Stats until forgiven.
On a Pass: Any Oathbreaker takes -1og to Bold 
Moves until forgiven.
On a Miss:  Any Oathbreaker is magically branded 
- they take 1 harm.
You know the presence and emotions of any you 
Oathbind.  Oaths can only be taken willingly.

Soulsense
When another character from your Circle is away 
from you, and they are in danger or taking a 
course of action you deem perilous, , Roll + Amicus:
On a Hit:  You magically know what’s going wrong 
and where they are.
On a Pass:  You magically know what’s going 
wrong or where they are.
On a Miss:  You become afraid, and the MC will 
name three characters this could be.  You don’t 
know where they are.
You as a player invoke this Soulsense, feel free to 
meta-game this part.
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STARTING MOVE:
Form of the HOrned Wolf
When you change into the fearsome form of the Horned Wolf, Roll 
+ Deep (if the Moon is full overhead, you do not have to roll, just 
automatically treat this Move as a Hit):
On a Hit:  Hold 3 • On a Pass:  Hold 2
Spend your Hold 1 for 1 to invoke or switch to one of these Boons:

• BLOOD:  You heal rapidly - At the end of every Move reduce 
your Harm Track by 1.
•  BONE:  You’re stronger and tougher -  +1og Endure and +1og 
to Risking a Bold Maneuver.
•  EYES:  You can see perfectly in he dark, and see perfectly 
through illusions.
•  HORNS:  You appear fearsome - ignore all Weights to Bold until 
you leave this form and return to human shape.
•  CLAWS:  You are lethal beyond expectation - +1og to Edge.
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Firespeaker
When you whisper commands to fire, Roll + Deep:
On a Hit:  It obeys you with determination.
On a Pass:  Pick 1:

•  It grows to consume all but your Circle
•  It quenches silently and quickly
•  It takes a shape and simple instructions
•  It changes color and makes no sound

On a Miss:  It grows out of control.

Wolf-eyed
When you roll to Connect, Roll + Deep and add 
these two options to spend your Hold:

• FEAR - what do they fear deeply?
• COWER - they cower at something you do/say

Bloodscent
When you hunt something that bleeds, Roll + Deep:
On a Hit:  The path to them unfold before you.
On a Pass:  The path is a complicated one, Pick 1:

•  It treads into danger
•  It goes through a Gate you cannot pass
•  It leads to a fork in the path - you must guess 

which way they went
On a Miss:  The path goes cold not too far from 

where you picked it up, with no explanation why 
or how, nor sign of where they escaped to.

Wolf-Blooded
When you take a moment to heal in Wolf Form or 
not, Roll + Deep to Rest and Mend, this happens 
instantly and magically.
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Tooth and Claw
When you battle as the Horned Wolf, Roll + Deep:
On a Hit: Pick 3 • On a Pass: Pick 2

• Double your Edge for one Harm Roll
• Double your Stat for one Perilous Maneuver
• Double your Stat for one Endure Move

On a Miss Hold 1, you cannot re-roll for Hold again 
in the same battle.
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STARTING MOVE:
Flesh into Wood
When you transform into living wood, Roll + Bold:

on a Hit - take an armor of +3
on a Pass - take an armor of +2
on a Miss - take an armor of +1

This armor applies to all Harm save that done by Fire
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STARTING MOVE:
Disguises
When you dress yourself or a friend, making a costume out of 
anything you find, Roll + Warm:
On a Hit:  It looks perfect, impossibly so - you and they take +1og 
to Warm Moves until the disguise is harmed, removed, or they fail 
a Warm Roll
On a Pass:  The costume is passable, but noticeably unlike others 
or strangely alluring - they take +1F to Warm until discovered
On a Miss:  They look great, totally passable, with no bonus, and 
obvious tells.
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STARTING MOVE:
Fireform
When you choose to become nothing but living flame,

• Anything that can burn ignites at your touch
• Anything physical passes right through you (and burns)
• All your Harm Track is Diamonds until you become Flesh again, 
and all Damage against you is cosmetic unless by Water.
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GIFT:
the liquid black form
There are two elements to your new body.  The Skull which is 
your face, and the black liquid you have for a body.  The Skull is 
interchangeable, any skull will do, and any object can serve as 
a Skull. The liquid black is your new body.  It can be as hard as 
cold iron, or as fluid as quicksliver, as hot as boiling oil or as cold 
as glacier water.  You can grow to twice your original size, and 
shrink down to a compact glob one fourth of your original size.  So 
long as you can fit your Skull through an opening, the rest of you 
can flow through as well.  Everything else you keep inside of you 
just disappears into the black.  Bones, food, loose change, bullies.  
You’re mostly aware of anything that you absorb like this.

STARTING MOVE:
PUnching Tar
Unless affected by magic, fire, or poison, you never suffer more 
than 1 wound shape of Harm from any attack.

Feel:
The Targoyle has become a large, monstrous creature, though 
monstrous is not necessarily in their nature.  Their form is mercurial, 
taking shape on a whim, and centered around a singular Skull, 
which serves as their new face.  They are powerful, extremely 
hard to harm, and, when necessary, terribly frightful.
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STARTING MOVE:
Threadslinger
When you use your thread to grapple, climb or swing, Roll + 
Quick:

on a Hit - you’re perfectly graceful, untouchable, and have your 
target tightly tethered
on a Pass - you expose yourself to danger or loose grip on your 
string, or loose your footing in the process
on a Miss - your string snaps or gets severed by something - the 
MC will make a Hard Move against you
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