RYONA ROVALF

tvale is a shorf-form erofic roleplaying game, infended for flashy, stylish scenes of high-impact sexual violence.
Importantly. your main characters can all equally give and receive said violence, and these rules do not require a designated
game manager or GM, every player can play a fighter.

Every main character inﬁko@_ﬁg)@}_ﬂ,has Basic Moves, a Style, fwo Specials, and four Edges. The following sections will
explain each of those in detall, and how to dress them up for horny roleplay.

Ries

Each of the Basic Moves consists of rolling fwo six-sided dice. Assign one of these dice to the Goal (succeeding or failing)
and one o the Danger (cost or complicafion). Dangers. ie costs and complications, are independent of succeeding or failing:
you carAffack someone successfully (deal one Injury) and also have the Danger come true (sustain one Injury) at the same fime.
Or, you'can falil Teﬁ#ack. buf avoid the Danger, and no one gefs Injured, or any combination that comes from the dice.

When assigning dice. 1-2 is always Bad News, 3-4 is always Unfinished Business, and 5-6 is always Good News. In more
detail:

. QOaZf accomplishing what the Basic Move infends to do.
. /:2= failure af the Goal, and you can't try this Move again unfil the situation changes in some way.
. S-ﬁt partial success or headway. describe more risk or brazenness, or do another Move fo seal the result.
» 5-6 full success at what this Move does, dealing Injury or getting away or whatever the Goal implies.
. ,Dangqrw risk, cost, or complication that comes from even frying a given Move.
. /*Z= the stated Danger happens, you take Injury or lose Power or become waylaid.

* 34 the Danger can happen, on your next Move roll a third (or fourth, or ef ¢) d6, fo determine when or whether this
Danger happens.

* 5-6 the Danger doesn't happen at all. you don't fake Injury or get waylaid or ef c.
. Fcfgﬁes added dice that you can safely assign bad values to.

. /-£= the Edge takes its full beneficial effect, and is depleted.

. 3-4= the Edge isn't depleted yet, you can sfill use if.

* 5-6:the Edge isnt depleted af all. you can sfill use if, and also you look really cool.

Notice that Basic Moves starf with two six-sided dice, but unresolved Dangers (Dangers that receive a 3-4 die) carry info
your future Moves, which means you roll an additional die for each unresolved Danger. These added dice persist unfil you
resolve their associated Dangers (for good or bad). or until the scene ends and the Dangers stop being relevant.

fastc Hores
All main characters have all of the following Basic Moves, and can do them whenever it makes narrative sense. Anyone can

FVaefa f?a(s/). —Affack. or Combo at any time--unless the main character has been bound up. or blindfolded. or otherwise
narrafively prevented from some kinds of actions.

* FEvage when cornered, affacked, or to oufmaneuver or aftack from a different angle. Danger: getting waylaid and
prevented from action, or losing 1 Power.

* RYsh to corner someone else, deny their advantage, or prevent their own escape or evasion. Danger: getting countered
or launched info a hazard.

B to learn others' abilities, infentions, or anything you can exploit or make up to use in the area. Danger: a hazard you
didnt count on comes to light.

. 74ﬁac/< af full force to destroy things or Injure or intimidate ofhers. Danger: take an Injury in the process.
*  Combo to use your saved-up Power for a massive narrative advantage. Danger: someone else gets their Compo in as well.

Note: Conpo above is separate from the Specials youll see below. When successful. Copbo allows you to spend 1 Power for
general, all-purpose uses of any unigue powers or apfitfudes your character might have, like telepathy, magic, nanomachines, or
Just quirky obedient goons. Cgmbo can drop a mech info the sfage, open a fentacle-portal underneath someone. or tumn
someone info a girl. Your opponent can do the same, if the Danger comes true and they have Power they want fo spend. The
Specials listed below are specific and they work automafically without any dice.



[Fower Speqigls

All main characters have a 1-Power Special they may wanf fo use once or fwice during a heafed fight. These are pretty
impressive’” unique feats, presented in generic terms here, but by all means, dress them up with narration: dramatically stop
time and fondle yourself to Hegl or laugh ominously as you menacingly caress your opponent unseen when you l/ap;sh All
Specials work automatically, without rolling dice.

. /4@ yOou can recover one Injury.

. %6[/” deal one Injury withouf roling e Affack (or in addifion fe Affackg).

* Rgwe you caﬁﬁﬁack anyone, anywhere, this one fime.

. /—/azam‘ creafe an Edge. of a specific kind. such as pools of ail or rolling smokebombs.

. \/aﬁﬁsf}' you can disappear from sight or slip ouf of reach for a few moments, allowing you one Move ofher tha ack
without opposition. Anything that would normally be a Move fargeting others is instead a thing you just do without rolling,
the Goal succeeds and the Danger does not come true. (This does not give Power for Styles)

3-Pover Seechl Flispers

All main characters have a 3-Power Special Finisher they can use fo decisively end a fight. These are big, flashy, dramatic
shows of power, force, or technique that defeaf a worthy opponent after you've traded enough blows with them (usually at
least six). But, if you have the Power saved up. you can bust your Finisher out even on unsuspecting mooks you just ran
info--it'd be a waste, but it will be a day they'll remember for the rest of their life. For you, it's Tuesday.

. y: heal someone for one Injury, and secure their friendship or af least compliance for the next scene.

. MW you can give your victim one command or fask. They will do it, in front of you, or offscreen later. They will
probably hold a grudge about it.

. ,Domma;‘]op‘ describe your victim's immediate, degrading. and final end. it does not have to be fatal. They will never hinder
you again and their underlings will scafter at the sound of your steps.

* Masfery: having fought fo the death (or disgrace and dishonor) in this place. name how you end your victim using the
location against them. Anyfime you refurn fo this place, you gain an Edge for your first Move.

Sies

All main characters have one of the following Styles for how they fight and how they gain Power to fuel their Combo and
Specials. This also makes for a good prompt for characterization, but don't feel forced to have yourfqﬁ?[ess character (who
gains Power from successmﬁfrac/@) always do litfle-r ruthless things.

ﬁq{ﬁew you gain one Power for every successFu&ZAﬂack you make.
f4 you gain one Power for every successful Fvage you make.

Pessie you gain one Power for every successfulysh you make.
‘ercepffre you gain one Power for every successful you make.
. fa&sﬁ#& you gain one Power for every Move in which the main Danger gets a 6 die (and nothing less).

Power fthat you gain from these Styles is available on your next turn. For example, if you'refemep{]%e and successfully,
the Power you gain can let you creafe a/-#aazam‘ on your next turn or any time afferward. ﬁeaq

Pasfe Seftyp

Each fighter can sustain three Injuries (meaning a fourth Injury-causing thing will defeat the fighter). Each fighter can build
up to three Power, starting from zero. Each fighter has one (1) Style, one 1-Power Special, one 3-Power Finisher, and four
Edges reflecting their character's fraits, examples to follow.

For two-player use, decide for yourselves who gefs the first Move, and note that usually, the Danger implies that the ofher
player, the one not making the Move, still does something in response. For example:

Alice decides TO741fac/< Befty, rolls a 2 and a 5, and decides she really wants fo start the fight with Injuries in play. She
assigns the 5 to the Goal forAffackhg. which is to do one Injury to Befty. This means she has to assign the 2 to the Danger for
ackhg. which is to receive‘one Injury from Betty. Befty can work fhat info her description, when her furn comes fo do a

Move, such as Fvadg. Rushing: or Combapg:

For short, self-contained, one-on-one duels, the defaults of three Injuries and gaining 1 Power at a fime from your Style
should suffice for fense, fast-paced, flashy action, culminating in someone’s humiliating defeat. However for longer-term play,
encounters or adventures lasting multiple scenes, or play involving one powerful main character against a group or stream of
weaker opponents, consider increasing the main characters’ number of Injuries, and possibly adjusting Styles to provide 1
Power every alternate successful use of a Move.

These adjustments allow for a fighter who lasts longer in a bout, but has longer to wait before using their flashy Compo and
Specials. For a more classic feel to duels, however, you might simply use rounds, resefting Injuries after a defeaf, but possibly
leaving Power and Edges unchanged.



Confo Jn Hore e

The Combo Move serves a special purpose compared to the more sTraighTForwardﬁrfack. FVaQa Ysh. andﬁaaq. Your 1-Power
Special gives you clear, defined, mechanical benefits, and your 3-Power Finisher puts different tones on suddenly and
dramatically ending the fight, but Combo lets you both invoke "video-game logic’, as well as break i, while still keeping a sense
of structure, stakes, and fairness.

A fighting-game doesnt need fo explain why a fighter can radio for a satellite laser to shoot their opponent, they can just
do that. because it's a video-gamel And for ah74rfac/<. or a use o?ﬁame or Ma[m. that would go without much remark. But for
using your satellite laser to zap you out of the bondage-sybian your opponent strapped you info when ]Evaefe fails, Combo is the
answer.

Likewise, a video-game can't really accommodate "‘conjuring your opponent's dead wife o mess with their head" as a
move, even if your scheming necromancer should be able o do thatl Buf the beauty of roleplay is that you don't have fo limit
yourself, you can do anything you can imagine. But, to keep things af least sort of on the rails, Conbo makes you earn and pay
for these instances of breaking the rules’, and likewise gives your opponent a chance to break out their own weird flourishes.

Compo can't deal Injuries, or heal them, but it gives you an excuse fo really let loose with creative answers to your opponent,
to show off your character and what they can do. and fo prompt the other player fo come up with even more sexy and
creafive (mis)uses of your various fanfastical techno-magic powers, and even the sefting you share. and lefs you justify the
kind of crazy spectacle that a fighting-game does best at.

Usig Fages ard Pargers

Edges represent special fraits about your character or about the world that let you succeed more easily or get by with
less risk, by giving you a ‘'safe’ die to roll alongside the rest. For example:

Alice decides t ack Betty again, but because she has an Edge for being a fraitorous bitch’, and Befty never saw it
coming. Alice rolls a Third die on her-Affack. This time she gefs a 2, a 3, and a 4--s0 she can assign the 5 to Ihjuring Betty. the 4
to getting Injured, and the 2 to her how-depleted Edge for treachery. The 4 means she sfill has a lingering Danger of faking an
Injury, and she can only fake three tofal, but now she's in the lead on Befty, who definitely does have one Injury now.

But now that Alice put a 2 into her ‘fraiforous bifch’ Edge, she can't use it again unfil after the scene concludes. If she has or
can make any new Edges, she can use those, so long as she describes some plausible way the Edge would help with her Move.

Edges should be cool, unique, or legendary fraits or skills or oddities about your character, but they don't have to be
anything elaborafte. "Tough Tits", "Big Dick’, ‘Corporeal Ghost’, or even just "From the Streefs” should all work fine. Ideally an
Edge shouldn't be so broad as to always be applicable, but for short baftle scenes it's no big.

You can declare you want to make an Edge as the Goal of any Move, for example, ]:‘vade to a beffer vantage, and give
yourself a short-lived Edge for higher ground. orAffack a fire-hydrant fo create an Edge for ‘instant fountain. You sfill deal
with the Danger of the Move, as normal, but instéad of trading Injury or simply cafching or escaping someone, you gef an
advantage fo later Moves.

While all Moves allow you to create an Edge, exists specifically for the purpose. Use it fo ask the other player for any
hinfs or suggestions, or simply declare "there’s a fire-escape fo swing off of', or "the bubbling mud is like quicksand', to create
an advantage you can use as an Edge. And much like ho ack risks Injuring you, the Danger for is in creafing a hazard
that might disadvantage you. Once that hazard is created’though, it can hinder the other fighter just as easily. soﬁead early
andﬁeaqoﬁen. It's the one Move you can almost always make.

Alice and Betty both can also name added Dangers on Moves: this lets Alice risk something else in addition to Injury, when
sheﬁﬁacks Befty, and gives Befty more ftense flexibility fo action. For example:

Alic Befty, but Befty names an added Danger of ‘kicking the secret serum Befty is holding and knocking it off of
the rooftop”. Now, if Alice rolls 2, 3, and 4. she has to choose whether to miss Betty (do no Injury), leave herself open (take
Injury from Betty), or lose the secref serum (a narrative consequence rather than mechanical).

Alice can also name an added Danger, in addition tfo Betty's, for example, ‘Befty’s lackeys snatch off some of Alice’” skimpy
outfit’, an oufcome that Alice doesn't actually mind that much. If Alice and Betty both add a Danger in this way. Alice ends up
rolling four dice, and assigning them for heF74Tfac/<.

As a caufion, Alice should probably listen if Befty thinks an added Danger is too frivial (making it basically an Edge): likewise
Befty should fone it down if Alice thinks an added Danger is foo severe or would ever contradict a successful Goal. Your
characters are fuck-fighting. but as players, youre working tfogether!



Ustng Tre Rifes

All of your Moves have horny and sexual applications: Evage someone’'s thrusting hips even if theyre moving on their own;
Ush to make them come first—Affagk their weak spot 'to leave them a twitching mess; to figure out their secret
masochistic or submissive fripwire; Combo in some supernatural or technological martial-arts perversion.

Use the environment in frue brawler style: don't just beat somecne with a pipe, scarecrow their arms leaving their chest
and midsection exposed, frip and spread their feet, shove a stray beer-bottle somewhere instead of bludgeoning with it.

Think in terms of actual, flowing combos: AliceAffacks a devastating haymaker on Befty, leaving her head ringing; Betty fails
to Fvage fo safety, so Alice slams Betty fo her knees for forced fellatio, Ryshing fo prevent Betty from Evagg again; Betty can
only for the moment, and Alice follows up with-Affackhg Befty's pussy for an Edge of "bloated with come’. Betty can Fvaq‘e
now, buf if she doesn't, Alice’s nex%{ack will be a come-squirting gufpunch.

Keep in mind, not only does button-mashin '74rrac/< gef old pretty quickly, in practice you offen cant. your opponent's
narrafion and actions will often force you to Ev. orﬁqs/; after them, and you'll often want Toﬁeaq to get an Edge and make a
crucial Move mare safely when you need it most.

Most of your Moves, especial|y74rfac/<, implicitly presume your opponent takes some kind of action at the same fime you
do. While the other player always ‘describes their own character's words and actions, your Dangers often say whether those
words or actions affect you, so be open and lenient with each other, and fry fo keep to one Move per turn.  Technically, you
can do more than that, and your roleplay and narration will sometimes even require it, but one reaction to your opponent and
one and Move per turn should suffice, every turn.

That is, unless you have a better idea: while fighting is fun, and winning and losing should both be gratifying, %SK)@E]MIS
also a roleplaying game. Sometfimes, instead of a Move, the best thing you can describe is your opponent’s sweefheart
cheering them on, while the alien abductors activate The Device. Now the scene is more excifing--and you've given your
opponent a prompt Toﬁwﬁ,ﬁm or eveﬂ74ffac/<. without involving your fighter yet at all

Keep all this in mind, when your opponen?ﬁacﬁs. trapping your face smothered in her tits while she spanks you raw, and
you fry and falil To]ZVaefe out of it, and can'w k her in refurn, or a convenient weakness or other Edge out of the situation:
when your fighter'is stuck, you still gef to narrafte, and it's your chance to zoom in on your character's imminent defeat, or
zoom out and make the rest of the scene memorable.

Sexg yp Pase Moves
Following are some specific examples of how to use your Moves to put some force into the high-impact sexual violence:

. E\/ when cornered, aftacked, or fo outmaneuver or attack from a different angle. Danger: getfting waylaid and
prevented from action, or losing 1 Power.

* Squirm out of a grapple before your opponent can do any dirty deeds fo you
*  Pull out (or make them pull out), before you/they come. controlling the situation
» Try fo cover yourself after clothing damage. as the prevented from action Danger

. 7‘?45/; fo corner someone else, deny their advantage, or prevent their own escape or evasion. Danger: gefting countered
or launched info a hazard.

*  Quicken your pace to make you/them come faster
* Prepare restrainfs, bondage gear, or other implements without letting your victim escape
e Land in the clutches of a new horny contender as the launched into a hazard' Danger
. to learn ofhers' abilities, infentfions, or what you can use in the area. Danger: learn a hazard you didn't count on.
* Know exactly the right spofs and pace to melt someone’'s mind
* Understand through infimate violence, ask questions about your opponent whose answers you can use lafer
* Answer inconvenient questions your opponent can use, as the hazard you didn't count on’
. 74Tfac/< at full force to destroy things or Injure or intimidate others. Danger: take an Injury in the process.
. Zdrrack their fun bits with overwhelming force, and74frac/< with your fun bits fo squeeze the resistance out of your
opponent

* Destroy clothing and infimidate your opponent info compliance and submission fo what you have in mind, or simply
Injure their pride

* Instead of Injury, your Danger can leave you exhausted and drained when you finish them
* Combo to use your saved-up Power for a massive advantage. Danger: someone else gets their Combo in as well

* Use your character's theme or power-suite to bring in implausible effects: hurl energy blasts (or focus an ‘energy
blast’ on your opponent’s junk)

* Deploy a complicated chain sybian or milking machine from offscreen

» Conjure grappling alien tentacles or chattering imps for a few moments

*  Order some lackeys or fans from the crowd fo pin or molest someone for you

* Your opponent’s thematic power or technobabble kit may interact in fun ways, as the Danger



Makng Specls Specil

Your Combo Basic Move acts as a general catch-all for typical fighting-game profagonist powers, while Specials give
specific, mechanical effects regardless of how you describe them. So here are some ideas for describing them well:

. yOu can recover one Injury.
* Cinematically pause the action fo ‘massage’ and fondle yourself, easing the bruises
* Reach info your conveniently-placed wardrobe to repair clothing damage
* Chug a fechno-serum or magic potion to get your stamina back up

* Mg deal one Injury without roling feAffack (or in addifion toAffackng).
* Reveal your secret technique fo crush phalli and/or strain orifices
* Whisper what dark things you've yetf to do to your opponent to crumble their resolve
* Reveal the implements you've been saving for just such a heinous person

. ﬁame you caraﬁfﬁack anyone, anywhere, this one fime.
* Perform a provocative and sensuous dance or display that your opponent can't resist
* Activate the cursed mark or electroshock bug you didn't mention planting fill now
* Have your familiar, minions, or admiring onlookers get a few licks in for you

* Hazandg create an Edge, of a specific kind, such as pools of ail or rolling smokebombs.
* Lustful succubi or dripping tentacles reach through portals surrounding the arena
* Nighfclub lasers, a pounding beat, and nubile dancers accentuate (and obfuscate) your every move
* Spray sticky, slippery. glistening ocoze around the area, preventing escape

* Vafsfr you can disappear from sight or slip out of reach for a few moments, allowing you one Move other Than7417‘ac/<
without opposition. Anything that would normally be a Move targetfing others is instead a thing you just do without rolling,
the Goal succeeds and the Danger does not come tfrue.

* Become a ghostly apparition, caressing and fondling your opponent as youRysh them info a corner

* Slip behind the scenery andﬁaacf your surroundings and opponent for the best opportunity and way fo put them on

their knees

* Leap out of reach fo laugh mockingly from afar while you ready a Conbo your opponent can't prepare for

. /‘(fepcy-' heal someone for one Injury, and secure their friendship or at least compliance for the next scene.
* After mercilessly formentfing and teasing your opponent throughout the fight, you finally grant them mind-melting
release
* You give your opponent a sample of the ‘special serum’ that powers you up for battle
* Your opponent is worthy, they fought bravely and well, and you soothe their baftered ego as well as their body

* Bigng: you can give your victim one command or task. They will do it, in fronf of you, or offscreen later. They wil
probably hold a grudge about it.
* Your Chakra Deranging Technigue has ruined your opponent for lovemaking--but you can restore them i#~-
* You lock one of your patented Control Collars on your opponent, they'll probably find a way fo pry it off later, buf
till then--
* Your loyal familiar has goften a good scent of your opponent, and will frack them down anywhere they run, unless--

. ’Dommaﬁo/r describe your victim's immediate, degrading, and final end. it does not have to be fafal. They will never hinder
you again and their underlings will scafter at the sound of your steps.

* Your fechnique is beyond mortal endurance, leaving your opponent a drooling husk enslaved to your pleasures.

* You banish your opponent to the Otherworld, where your inhuman minions and kin will enjoy them for efernity

* You leave your defeated victim tied up publicly for use. as an example for everyone fo see

* Masfery: having fought fo the death (or disgrace and dishonor) in this place. name how you end your victim using the
location against them. Anytime you refurn o this place, you gain an Edge for your first Move (and second and subsequent,
If you use Masfery here again).

* Use the cables of the underground control cenfer to bind your enemy and leave them in a shocking predicament

* Pin your adversary befween a pair of trees, and let the jungle creaftures have their way with them

* Prop your opponent up afop a stalagmite in the crystal cavern--one that's just a little too fall for them to get off of



Oitsige. Contar

While best suits short, self-confained scenes of sexualized fighting. your Basic Moves can also support longer
horny adventures. When oppressive government agents and corporate mercenaries have the upper hand, and shadowy
cultists lurk in every corner, sometimes you have to solve problems with your wits. And then solve other problems with your
fists.

. Fvae/e can lef you avoid scrutiny, hide from sight, or even obfuscafe and lie. The Danger of "gefting waylaid" and
‘prevented from action” can involve being stuck hiding while goons patrol around, or forced fo fast-falk around a lie.

* Ryshis good for any difficulty where speed is key, outrunning someone or something, hurrying fo safety, even grabbing
The Device before someone else does. It can even suit rushing” someone info doing what you want: the Danger of "gefting
countered” or "launched info a hazard" can include having fo agree to something you didn't plan on.

. has a lot of general application. fo fell you about a person's motivations, goals, or weaknesses, as well as to tell you
abouf things and places. You can even strefch it to include poring over a dusty tome or ancient scroll, since the Danger is
SO broad: "a hazard you didn't count on’.

. ack doesn't have to be physical: threafs of violence, intimidation, even warning someone about a different threat than
yourself are all valid. Likewise, you ca ack someone emotionally or psychologically, and hit them in the feelings. The
Danger of "take an Injury in the process won't always suit though, so oufside of combat, you should take that fo mean
"suffer some harm in return’, or else add in "do harm or damage fo something you didn't want to hurt’, or perhaps "make an
enemy when you didn't want to'.

*  (Combo exists to allow fancy. flashy. implausible technomagic superpowers and cartoonish special effects. Success lets
you spend 1 Power for whatever advanfageous effect you can think of or justify. for your character's quirky power-suite
and theme. The Danger is normally “someone else gefs their Compo in as well’, but outside of combat, you can construe this
to mean a weird complication or mishap brought on by recklessly abusing your fechnomagic powers. This cannot ever
stop you from getting the Goal if it succeeds, but it gives you a possibly literal fire to put out, as a side-effect.

You might fairly ask whether your fighters can build up Power using their Style oufside combatf. The answer is: if the
players collectively think that sounds cool or makes sense. Decide whether you prefer an adventure where your characters
supernormal abilities somehow only suit violence, or one where violence is merely the distilled manifestation of things that sef
them apart in all other respects as well. Or, at the very least, decide whether you want fo fireball harder as a result of insulfing
people%rfack. with-Rifffess Style)

Your Specials will require some more personal imagination and justification. On one hand, they all specifically suif either the
mechanical mathematics and tempo of combat, or else ifs dramatic conclusion. On the other hand. their narrative details
depend on your power, theme, and inferpretafion. But as with your Basic Moves. if you can think of a way to use Mafn or Y.

and have the Power to spend on if, then go for if. Explain why it makes sense to you and if the other player(s) agree. then it's
valid.



| The preceding all g;ives)e(r\og

h to usezj@@z@;ﬁg@é in practice, so youre ready to start playing right now! But if you want a
bit more: sample Edges. example fighters and enemies, and optional mechanics, read onl

As STE)E earlier, each fighter has four Edges, skills or quirks or other general traifs that allow you to roll an extra die on
Actions, making them more likely fo succeed, or safer fo do. On a character sheet, these are just short phrases that give the
other player(s) an idea of what the Edge means, what sorts of things it applies fo, and ideas fo spotlight those traits of your
character. These can, technically, be anything, but the following should give some good ideas to build on, or just handy items
to pick. You can even roll two six-sided dice fo choose a group of six, and one within the group. to quickly come up with any
nemeses, rivals, or other adversaries you might need.

2 3
. Voice of the Deep Killer Thighs The Curse
By the Four Winds Zepar's Favored Xenophile
3. Elemental Mastery Upload Complete Have Faith
. Operafion Omicron Sucker for Souls Lost Lenore
. Dashing Desperado Tentacled Terror White Magic
6. lluminati Backing The Only Survivor Foiled Again
5 6
. Intergalactic Party Animal Glory and Conquest Adaptive Aftachments
Radioactive Love Song Champion of Jusfice Ten-Finger Technique
3. We're Not So Different Nicotine and Coffee Pickman's Supermodel
. Bouncy and Bulletproof You Were Never Here Timid but Terrifying
. 1 Came From Planet Nine Everyone's Favorite Have Gun, Will Travel
6. Machine Around the Ghost Join the Revolution Quest for the Scepter

91 Forre

or simple one-on-one fights between two players, all the plz&yers really need o do is decide who makes the first Move,
and work with each other as Dangers occur, since each player's Dangers will usually imply the ofher players character taking
some action. Buf for anything more complex, such as sneaking info a secret facility, or storming an imperial outpost, or
conniving against eldrifch occulrists, it helps o have more structure and contfrolled narration throughout scenes.

GM Poinfs serve to mete out who has narration duties through play. Instead of one parficipant always acting as the game
manager, describing the location, scenery. side-characters, and presenting adversity and interest to main character(s). these
(GM duties rotate according to who has the most GM Paints.

~ Fach player starts with zero GM Paints af the beginning of EI&\/. Each fime a player makes a Move and has to assign a 1-2
die to the Goal or a Danger of that Move, that player gefs one Poinf. As soon as a player has three GM Points, they should
wrap up their current scene, set their own GM Paints 10 zero, and take up narration duties for the other player(s).

A player can remove one GM Paint, once per scene, by choosing fo speak up and take over narrafion for another main
character (especially, narrafing interesting adversity for the main character of whoever is currently GMing). Thaf way. even the
Blayer who currenfly has game manager duties Can keep ftheir main character in the scene, béating Up mooks and getting

eaten by bosses, while they still describe the big-picture goings-on.

To make it explicit, a player who currently has narrafion duties (gof three GM Poinfs, sef them to zero, and took up scene
and side-character narrafion% can alwa%/s include their own main character in scenes, and can even make Moves. When they do
?o. |F»Thfehy hav?l_f% ut a 1-2 die into the Goal or a Danger of that Move, then they add a GM Paint, shortening their ownlater

ime in the spoflight.

However, it's difficult to actually do this, as it would entail a player narrating both their own main character's Move, and the
reaction of whatever they're making that Move against. This is why other players can remove one GM Point if they volunteer
to narrate opposition against that main character.

Players only gain one GM Point per Move, even if all their dice land as 1-2, and Edges do not count as a Goal or as a Danger,
so players can use their Edges to postpone GMing duties, at least for a little while. And under this s%/sfem, GMing duties only
change based on main characters making Moves--meaning, doing tense, fraught, exciting things that could work awesomely,
or fall in interesting ways. Whoever has GMing duties has o make the worldand its opposition exciting and sexy. so be sure
to do that during your turn in the hot-seatl

Mook HMops

normally caters to one-on-one duels, but you can quite easily represent a whole group of horny hooligans and
buxom brawlers. The whole group shares a pool of four Edges and a common fund of Power, and each Injury represents one
or more mooks tapping out in disgrace. submission, or mindbreak. In every respect of the rules, a mob is idenfical to a single
fighter. In narration. be sure fo be clear who is where, or in what orifice. and be exfra sure to sell the quivering defeat of a few
mooks, each fime your singular opponent lands an Injury. That's one or two or three people, beaten or fucked or both into
submission, so take the opportunity fo make it exciting!



Passie forens
Once you feel comfortable with the base rules and flow of Ry ou can add a little more depth and strategy to fights
/ ok sty

by addi_n§ Passive Powers. These effects allow your fighter O change the ferms of a fight in their favor, and make Them align
more wifth a thematic, stylistic approach fo combat.

All Passive Powers take the form of "my opponent cannot {actiont against me until they {conditiont, with a condition that an
opponent can meet during the normal flow of combat, but possibly only with some disadvanfage. difficulty, or narrafive hurdles.

Actions: Evade. fsh. Read, Compo-Affack sexually-Affack nonsexually
Conditions: Injure me, receive an Injury, gain Power, spend/lose Power, creafe an Edge. exhaust an Edge

Nofe: Injure me” includes if you747‘fac/< your opponent and put a 1-2 into the Danger, receiving an Injury. This constifutes your
opponent Injuring you.

To give an example: 'my opponent cannot%fﬁack sexually against me until they create an Edge’, well-suited to anyone with a
power-suif, or armor, or ofher inconvenient/barrier to sexual violence. This’ still fully leaves the opponent able to—Affack
nonsexually, so they can sfill Injure (and can sfill ‘destroy’ your clothing). but they'll have 10 use their other Moves if they wanr o
put the mdves on a fighter with this passive.

Take special notfice of cerfain combinations: ‘my opponent cannot Evage against me until they gain Power’ would seem to
shut down gor af least seriously hinder) anyone with'the e Style, which gains Power from successfully Evaghg: But this isn't
guite true, The key is for the’opponent fo find something else 1o | Vaqea%ain_st in the middle of the fight. However, this is

ifficult, requires quick thinking, and narrative cooperation, and that's entirely infentional.  Some Passives will be exceptionally
painful against some opponents, while ofhers will have no real effect af all.

Keep in mind, you can create Ed§es with any Move, as the stated Goal of that Move. Al gou have to do is describe how this
Move would give you some kind of advanfage besides frading Injury or doing the usual effect of that Goal, and be clear what
thaf advanfage is. and you can make it a femporary Edge.

Try to describe the effect of your Passive Power, or suggest whz_ your_opponenfs_alwaaés face such a disadvanfage. It may
be beCause youre a stealthy predator, difficult to defend against, striking without warning. Or you may be wily and cQy. hard 1o
cafch or pin"down without "being very resourceful. Or you might be very ‘distracting’, and require adversaries to suffer serious
stakes before they can snap ouf of it.

Pegredaffon Pamage

Nor_mallsy, fighters can sustain three Injuries without |QSIH§. allowing them fo stand up o three successful Attacks, or uses of
the Maim Special, and still have a chance to win. Injury” in this systém is defined loosely, and need not refer to bloodshed or
even harm, so much as reflecting a fighter's loss of abilify fo continue.

Degradation Damage §ives you a way fo not merely hurt, but humiliate your opponent. [t modifies this system of damage,
by adding a second frack of Degradafion and removing one available Injury. This means a fighter can susfain fwo Injuries and
two Degradations without losing.” The third Injury or third Degradation, whichever comes first, will mean defeat.

Whenever %/o_ur character does a successful Affack (or a use of Maim), your opponent can choose whether fo fake the
damage as an Injury, or as Degradation. Whenever your opponent chooses __egradahon instead of Injury, you may name an
additional Danger fhat will apply fo their next Move, That will reflect their humiliation, debasement, or wea enm% resolve. This
addedlDanger cant take them out of the fight or directly hinder them, but anything else is fair game. Start wif
examples:
74ﬁac/< sexygl: distracted with their own gratification; fixate on a part of your body; fixate on a part of their body

ack on-sexygly: open themselves for molestation; miss' a hazard in the environment; describe what they Trefuse’ to do

vage ‘accidentally’ remove clothing; reveal what you can do that they're weakest to; say what they ‘fear’ you doing
7‘?45# leave a frail of juices; corner themselves along with you; whimper and mew! with desperation

blurt out their submissive desire; reveal their hidden" weak-spot; plead for pleasure and release
Combo pleasure themselves while focusing their Power; reveal a sexual drawback to their Power; brace to not climax

In this_model, Injury sfill needn't be specifically bloody or gruesome, but should sfill reflect physical harm or debility. By

contrast, Degradation should reflect the fighter's weakening will or diminishing defiance against thelr opposition.

As an example of faking Injul % ¥ou can describe %/our_ character's bruises, aches, and pains, their cock chafed or sprained.
Bussy sfretched or swollen, with The third Injury showing how dyour fighter cannof continue. As an example of fakin

egradafion, you can describe your character's whimpering and pleading. stammered protests, biften lip and squirming hips, wit
the third Degradation showing how your fighter will not continue.

Clach Moves

When youre on or in the ropes, gasping and panfm% and almost spent, your Clutch Move mi%hf just turn the tables, and let
you fuck someone info theml " You gain use of your Clutch Move when, you have three Harm Tusing normal damage). or fwo
njury and two Degradation (using Degradation Damage). It's for when you're one hit away from losing. buf--

. fodeﬁ simple as, you gain one Power the moment you have only one hit remaining, use it wisely or af least erotically.
. (S//;sjpac = you have a pile of Dangers on you? No you dont. They all drop as if with a 5-6 (this does not grant Power for
yles).

the following

. ﬁwf»{e you really wish you could take one more hit--butf af least all your permanent Edges refresh, letting you use them
again.

. #ﬂ)‘ﬁﬁd that's right, all along you secretly knew a different 1-Power Special and/or 3-Power Finisherl You can use that
right now if you have the Power for it.

. _()Zd Ficks: your Passive Power takes effect again if your opponent overcame if, and your opponent’s Passive Power ends
if yOuU haven't overcome it yet.

*  Wha Jpe— roll a d6 to choose the Clutch Move that actually happens. On a 6, your opponent describes how you winl

Choose one of fthese, alongside your usual fighter creafion opfions. The stated effect or opfion fakes place immediafely

when your Harm or InJury/Deﬁradaf|on reach their Tast hit, including if this came from the Dan%er on an Aftack or other Move you

made.” But if you did make the Move that unlocked your Clufch"Move, you still owe the ofher player their furn in response; so
time your Moves well, as always. You may use your Clutch Move only once per fight.



» »

You wouldn't need or wanfﬁz}gg%ﬂ)@é if all the parties consented--if they did, then they'd just have sex. Buf as strong as your
.F\yvckﬁigh’rers and Eap\eru%ﬁans arel 1f's flin"sometimes fo get bowled over not by a kick fo the guf, but a kick fo the kinks. That's whaf
eaknesses' are for

A Weakness is some kink or horny-appeal your MC /Cly has a weakness for, something that would make them fap ouf of a fight and lef
the opponent have their way, if fhis is what “losing” medns.  Specifically, a Weakness 15 an Edge that any qualifying baddie, hazard, or
technically even NPC can puf on Moves They make against your MC. This helps these specific qualifying baddies/erc o hit ¥our MC more
offen and with less risk to themselves, until they use up the free Edge you gave them when they puta 1-2 die info it. Putfing a 5-6 die
info It only takes the Weakness off the table for’the rest of this scene.

. Your MC doesnt have to react to this in any parficular way, but since you singled out this one kink or appeal as your MC ‘having a
weakness' for this thing, you should af least describe the MC going jelly-kneéd, tenfing their pants, gawking and stammering, or something
equivalent and appropriate.

A few examples of Weaknesses your character could have:
* {Big and Tallt: any character noficeably bigger than yours gefs an Edge, especially useful for Rushing or Aftacking you.
Goth Girlst: any character with a noficeably ‘goth’ vibe and aesthetic getfs an Edge against your MC.
Bugfuckt: horny insects get an Edge fo use against your MC,
Tied Upt Moves made against your MC get an Edge. if your MC is bound or restrained.
Rear Parkingt: any Move gets an Edge if it might end with the MC's cock in someone’s ass.
Creampie Queent: an Edge on any Move leading o a dicklike inserfion unloading a semenlike fluid inside your MC.

In refurn for putting a Weakness on your MC, you get one of the following:

An additional regular Edge, afop the usual four you get for your MC.

Raise the limit of Power you can save up, usually that's three.

Raise the amount of Degradation Damage you can take by one, normally fwo at most.
Raise the amount of Harm you can fake by one, normally also fwo at most.

If youre nof using Degradation Damage. an extra Harm requires fwo Weaknesses.

Cancel an ongoing narrative disaster for your MC, like cyberization, kaiju pregnancy., un-possession, something you'd rather they
not have fo ride out, but still bear a lasting mark--especially a sexy one:

~ These Weaknesses help keep everyone focused on the really appeahn% kinkery, by both fellinEg the narrating pla?/er ‘hey, hif me with
this’, and lefting the narrafing player say ‘hey, Im about fo hit 'you with That, just look af this Edge’. And by pufting it"info the dice
themselves, these Weaknesses help lower the odds of RNGesus cockblocking youl

Try to keep to three Weaknesses or fewer, to keep your MCs simpler, and not give the other player foo much to mind and frack.

The/\sZandard Moves OFQL%Q% work for short fuck-fights, but don't support nuanced social conflict, delicate infrigue, or unique

phenomena of a disfinctive’setting” This section gives a few example Moves you can use directly, or as femplates to supplement or
replace the core Moves:

. a/or when_you ply a loyal peer in a group you belong to, remind a superior of your greaft potential, or press an inferior to
ﬁ%uf@%ing. T¥we go%l is fo _gpain an E§ge nguseFul information or secrgfs. a vala/ablegdewcg. or the beﬁeﬁf of some rare
phenomenon. The Danger is faking on a dufy imposed by your benefactor.

While you could fight the ofhers in your ninja clan, secref government deparfment, or vampire coven.ﬁ/]] /fa/op lets you just cut to "do
| get backip. or am | aToose cannon”.

. @aff} wf;len you hike through the jungles or slink through the streets to get to a specific place. The Goal and Danger work
itferently:

o The Goal is your speed of fravel, you getf to your destination in: 1-2: several days; 3-4: under a day; 5-6: a few hours.

o The Danger is your safefy on the way, which may hassle you with: 1-2: a nasty encounter; 3-4: weather, damage, or lingering
risk; 5-6:nothing but smooth progress.

Adjust the fime-scale to something sensible for how far youd really have fozzvaug‘/f You always eventually reach your destination, and
your mishap does not bring Danger dice onto your next Moves, but can’say what kind of stafe youre in when you arrive. You should only
detour your trip into a messy encounter if that’kind of side-quest seems like funl

. f_-'ocqs-' when you confrol your breath, steady your hand, and fry a fraught or complicated fask, while under pressure or in
Jreopardy. or fo help somedne else in jeopardy. if no other Move c&uﬁe applies. The Goal is to do the fraught or complicated fask.
he Danger is whichever pressure or threat causes the task fo be fraught or perilous.

This is basically a catch-all wild-card Move, use it only as a last resort. P6 lists some off-label uses of your normal Moves, giving them
some wider applicability, and, you should see if any of those can apply first. But if they don', focqs Can help you answer the eternal
question these rules exist for: "Okay, so what happens now?

Stk Fters

The following example fighters show how a character comes together, gve a good idea of fone and flavor, and best of all, serve as
characters you can use right away, as either your own main character, or as characters in a confinuing advenfure. To simplify using them as
NECS, ou ﬁz/]an freat them as having no Moves, a lower limit of Injuries, and their main distinction is imposing an added Danger To a main
characfer's Moves.

/. Sgt Bartlet 2. Gloria Jackson 3. Unknown Specimen
%. Mumei Kage 5. Tamika Braxton 6. Acquisition Unit Mk69
/. Severine 2. Arenotfsuki 3. Sister Dominique

4. Vigl 5. Jeni Parry 6. Xel-Alholta



SergeqT- S

A hmsﬂn efﬁense of the word, Sgt Bartlet headed an elite firefeam with ‘distinguished zeal, unfil the events of
Operation Omicron. She still holds that she acted in good judgment, and it shows in her spray-and-pray fechnique. Curiously,
her aim is bad enough in practice to leave only scrapes and flesh-wounds even at very close range, but she enjoys the sound of
machine-gun fire enough to keep doing it.

ﬁqﬁﬁw ou gain one Power for every successful-Affack you make.

. / owep [af/ g deal one Injury without rolling (or in addition to-Affackng).

. 33‘30#&/7 JN ’Domﬂyaﬂon describe your victim's immediafe, degrading. and final end, it does not have to be fafal. They
will never hinder you again and their underlings will scatter af the sound of your steps.

. ﬁ@es Killer Thighs; Operation Omicron; The Only Survivor; Have Gun, Will Travel

* -Fasske My opponent cannot vage against me unfil they receive an Injury.

. CYAZILC() Wefwm simple as,"you gain one Power the moment you have only one hit remaining. use it wisely or at least
erofically.

*  Qyofe "Shoof first. No questions.”

. s military, guns, tactical strikes, serums, gadgets, experimental fechnology

. 745 an /V,DC-' Dangers for indiscriminate fire or explosives.

7%/7( I Jackson

hat 1sn't her real name, but it will do on her current mission. Investigating skefchy, shadowy events, infilfrating fo subvert
them for The Company. and furthering the goals of The Project, Agent Jackson answers only to her superiors. If she has any
other moral code, she definitely isn't telling.

%ﬁ,@e@sﬁi]yw gain one Power for every successful Fvage you make.

. Specdf Vanispr you can disappear from sight or slip out of reach for a few moments, allowing you one Move other
tha k without opposition. Anything that would normally be a Move targeting ofhers is instead a thing you just do
without rolling, the Goal succeeds and the Danger does not come true. (This does not give Power for Styles.)
o 3~Powen mﬁsﬁepﬁ/fﬁm you can give your victim one command or task. They will do it, in front of you, or offscreen later.
They 'will probably hold a grudge about if.
* Eqges lluminati Backing: Were Not So Different; You Were Never Here; Nicotine and Coffee
. fa&sfv‘e My opponent cannotAffack nonsexually against me until they spend/lose Power.

Clifeh ﬁZJWe Unshace you hdve a pile of Dangers on you? No you don'. They all drop as if with a 5-6 (this does granf
Power for Styles).
*  Qofe Ive gotf the package in sight. Moving in for the delivery.’
. r gadgets, surveillance, drugs, satellites, unmarked vans, secret compartfments
. 745 a /\/fG Dangers for gadgefs, unmarked vans, or advance preparation.

Unkrow Specren | . | |

You shouldn't play with telematter gates, that's how you get creatures like the unknown specimen. And as dangerous as she
is alone, one can only imagine her entire hive arriving. With a curvy, chifinous exoskeleton, razor claws, too many feeth, and a
stinger fail, the fact that she sabofages and steals advanced physics equipment--and nubile physicists for her lair--only shows
thaf she doesn't need conventional weapons.

. ﬁﬁeﬁp@m you gain one Power for every successFulﬁeacf you make.
e 3

owen J Hedf you can recover one Injury.
fow'eﬁ C(N ’Dom[haT,’foﬁ describe your victim's immediate, degrading. and final end, it does not have fo be fatal. They
will never hinder you again and their underlings will scafter at the sound of your steps.

* FEdges Voice of the Deep; Operation Omicron; Xenophile; | Came From Planet Nine

. fa&sﬁe My opponent cannot-Affack nonsexually against me untfil they create an Edge.

Clifey /;Zo%e #@Tﬁewq‘ that's right. all along you secretly knew a different 1-Power Special or 3-Power Finisherl You can use
that right now [f you have the Power for if.

*  Qofe 'KhissssSkreeeel
. * abduction, huntfing, strange alien goo, squirmy facehuggers, unwise experiments, mysterious devices
. 745 EY] /VfG Dangers for atfacking out of nowhere, spikes or dangerous biclogy, or larvae squirming in from the lair.

Yrel fage

Mmipfpearing in darkness to silence witnesses, eliminate threafs, and steal secrefs for her employers, Mumei Kage is a nameless
sihouette. Her cybernetic upgrades accentuate her stealth and martial fraining, and her agenda is known only fo the highest
bidder. But while she's no sfranger to assassinafion, she only kills for pay. She prefers other methods for pleasure.

'/D%nsfae' ou gain one Power for every success#ul]fvaqfe you make.
/ owen [a}‘y azarg create an Edge, of a specific kind, such as pools of ail or roling smokebombs.
. 3:90,@7 C()v meffore describe your victim's immediate, degrading. and final end, it does not have to be fatal. They
will never hinder you again and their underlings will scafter at the sound of your steps.
. ngfes Killer Thighs; Bouncy and Bulletproof; Adaptive Aftachments; Ten-Finger Technique
. fa&sﬂe My opponent cannot Rysh against me untfil they Injure me.
* Clifeh /za/e Jte you really wish you could fake one more hit--buf at least all your permanent Edges refresh, lefting you
use them again.
*  Qofe "You never had a chance to escape’
. * cybernetics, cyberpunk, martial arts, secret techniques, criminal underworld, corporafe plots
745 ah NPC: Dangers for being hard fo track or defect, reappearing. or applying some humiliafing debility.



Jant frodo

The ’rrufh will set you free--unless youre guilty. Tamika will find the dirt and expose if, either way. Following the skefchiest
rumors to the most dangerous events, Tamika will report the truth, no matter how strange, shocking, or lurid.
*  Siefercapfie you gain one Power for every successful you make.
. ower Specht Vapfsy you can disappear from sight or slip out of reach for a few moments, allowing you one Move other
tha ack without opposition. Anything that would normally be a Move targeting others is instead a thing you just do
without rolling, the Goal succeeds and the Danger does not come true. (This does not give Power for Styles.)
»  3-Powen [ fsher Mercy heal someone for one Injury, and secure their friendship or at least compliance for the next scene.
ﬁ@es Upload Complete; Foiled Again; Nicotine and Coffee; Champion of Justice
assie My opponent Cannofﬁqsﬁ against me until they receive an Injury.
Clitch Move fOMeﬁ simple as,’ you gain one Power the moment you have only one hit remaining. use it wisely or af least
erohcally
Qqafé 'Say cheesel’
* NOir, secref contacts, coverups and conspiracies, femmes fatale, shady meefings, dramatic exposure
745 EY] /\/fC Dangers of public exposure, or later interference.

—Aeqisfion Un Mk69
Known only by its model number, and of unknown origin, this glossy gynoid states that it is programmed fo acquire rare or
distinctive subjects and specimens, by any means necessary. Though it will usually attempt to capture specimens, sometimes
the fembot will suffice with only a ‘genefic sample--though just as offen, an ‘experimental procedure’ will have the gynoid
inject’ a caphve instead.
ain one Power for every successfulRysh you make.
Spec[ /-fazapcfcreafe an Edge, of a specific kind, such as pools of ail or roling smokebombs.
70 - heal someone for one Injury. and secure their friendship or af least compliance for the next scene.
@es U oad Complefe Bouncy and Bulletproof; Machine Around the Ghost; Adaptive Attachments
70 * My opponent cannot vae{e against me until they gain Power.
Cﬁzfc/) e 074777[0/6“ your Passive Power takes effect if your opponent overcame it, and your opponent’'s Passive Power
ends if you haven't overcome it yet.
Wyofe "You will make a worthy fest subject.
. * robotics and cybernetics, biological experiments, engineered lifeforms, implants and devices, mysterious serums,
emotionless domination
. 745 ah MDO Dangers for modular components for this occasion, sedatives or drugs, fufure encounfers with biomechs.

Primordial power at any price: bound ghosts, nameless gods, faerie contracts, infernal pacts, even communion with Things
Beyond, Severine will go to any length to free herself from all human limitation, and even the bonds of fafe. And with the help of
her familiars, sorcery, and alterafions, she can easily handle anyone foolish enough to stand in her way.

»  She{fereapffe you gain one Power for every successful you make.

. /%iﬂ‘ Specif Vafishr you can disappear from sight or slip out of reach for a few moments, allowing you one Move ofher

tha ack without opposition. Anything that would normally be a Move targeting others is instead a thing you just do

without rolling, the Goal succeeds and the Danger does not come frue. (This does not give Power for Styles.)
s 3-Powen [sker-Bidhg: you can give your victim one command or task. They will do it, in front of you, or offscreen later.
They ‘will probably hold a grudge about if.
* FEdqges Voice of the Deep; Elemental Mastery; Sucker for Souls; Quest for the Scepter
. a&s/«e My opponent cannot Evage against me until they create an Edge.
anq/' that's right, all along you secretfly knew a different 1-Power Special or 3-Power Finisherl You can use
Thaf ngh’r now fyou have the Power for if.

{yofe "Were you expecting me fo rhyme? How ignorant.”
7fae/ae darkness, monsters, curses, talismans, places of power, open seduction
745 /V?DC Dangers for familiars, persistent curses, summonings gone wrong or right.

—Arenofsiy

Guarding the veil fo the spirit realm, Shrine Maiden Arenofsuki banishes demons, puts wandering spirits fo rest, and guards the
innocent from vile and unclean defilement! With a combination of incantations, prayers, blessed sufras, and meditatively honed
rmghf her spmfual strength is mafched only by her purity of heart.

you gain one Power for every Move in which the main Danger gefs a 5-6 die.
Sﬁa}ﬁ@ you can recover one Injury.
= heal someone for one Injury, and secure their friendship or af least compliance for the next scene.
cfg%s By The Four Winds; Elemental Mastery; The Curse; Timid but Terrifying
a&s My opponent cannot Combo against me until they spend/lose Power.
Cﬁzfc e Unshacke you have a pile of Dangers on you? No you don't. They all drop as if with a 5-6 (this does granf
Power for Tyles
Qote Y our pollution will be cleansed in the sight of the kami”
7})e/ﬁenafure spirits, ritual purity, humility, chastity, demureness
745 /V?DC Dangers for supporting spirits, elements and nafure, Arenotsuki's stamina and endurance.



Sster Pompyige

In a world of spiritual sickness, unclean spirits, and primeval horrors, The Order has sent their bravest acolyte to defeat the
wicked. Sister Dominique wields an array of blessed weapons, and the mortification of her flesh has only made it sfronger--or at
least, grveh her an awesome endurance for pain. No weapon forged against her shall prosper--just ask her.

ou gain one Power for every successFuWack you make.

. you can recover one Injury.
. C(N Jhafforr describe your victim's immediate, degrading. and final end, it does not have to be fafal. They
wrll h ver h er you agarh and their underlings will scatter af the sound of your steps.

Fqges Killer Thighs; Have Faith; White Magic; Champion of Justice
. a&S My opponent cannot-Affack sexually against me until they Injure me.

CZ Jte you really ‘wish you could take one more hit--buf at least all your permanent Edges refresh, lefting you
use hem garh

r(efe ‘God will judge you--very, very soon.’

. * judgment, piety. sanctimony, steadfastness, meddling in others’ affairs, divine infervention
. 745 & /\!,DC Dangers for lasting damage from especially cruel weapons, Dominique’s endurance, refurning later.

Vil

Sworn fo guard a kingdom that has long been forgotften, Vigil has awakened to an alien world. Now only a tangible ghost
animating ancient but pristine armor, Vigil has subsumed her self info her duty, and given up everything except her quest, to
keep her Uhcahhy armor frudging ever onward.

ou gain one Power for every successFul]:'Vaqe you make.

you Can recover one Injury.
. Jrafforr describe your victim's immediate, degrading. and final end, it does nof have fo be fafal. They
wrll never hr r you agarh and their underlings will scatter af the sound of your steps.

dges The Only Survivor; Machine Around the Ghost; Glory and Conquest; Quest for the Scepter
. 7D My opponent canno k sexually against me untfil they create an Edge.

lGich Oﬁ ficks: your Passive Power takes effect if your opponent overcame it, and your opponent’s Passive Power
ends If you havehr overcome it yet.

Gfe "You are unworthy of honor.”

h| h fanfasy, curses, quests, legends, noble bloodlines, honor and oaths
C: Dangers for supernafural durability, implacable pursuit, or some manner of curse.

e fam

Fame, forfune, and fisficuffsl That's Jeni's life, and she won' let you forgetf it. Her unconventional stage-song-combat
performance draws an eclectic crowd of teenyboppers and fighting fans alike, and only one reporter has accused her of faking it
(They've sihce recovered) She'll take on any challenger with a song in her heart, and a fist in their face.

ou gain one Power for every successf ack you make.
creafe an Edge, of a specific kind, such as pools of ail or rolling smokebombs.
heal someone for one Injury, and secure their friendship or af least compliance for the next scene.
er hrghs droachve Love Song: Everyone's Favorite; Ten-Finger Technique
My opponent cannot against me unfil they Injure me.

/) Mwe W/aﬁ%e—- roll a d6 to choose the Clutch Move that actually happens. On a 6. your opponent describes how

ou wrhl
ofe: "Let’s see if you can make it to the encorel

: showmanship, spectacle, crowds and fans, pyrotechnics and FX, rigged matfches, handlers and staff

745 a /\/fC Dangers for assistants rigging the match, fans inferfering, pyrofechnics.

J-Ahdta
Stars move slowly, but they are going wrong, and Xel-Alholta is the emissary of the new aeon. With every mind she rends

asunder, her fenfacled grip spreads, and the vell hiding our realm grows thinner. Very fortunate souls might die. but fastier
morsels have a worse fafe ahead.

/»e you gain one Power for every successfulysh you make.
ame you Ca acéahyor\e anywhere, this one time.
. Jralforr describe your victim's immediate, degrading. and final end, it does notf have to be fafal. They
wrll never h r you agarh and their underlings will scatter af the sound of your steps.
cfges Voice of the Deep; Sucker for Souls; Tentacled Terror; Pickman's Supermodel

aSSie My opponent cannot Evage against me unfil they exhaust an Edge.

CYterc/l; /\7 W/;ar%e” roll a d6 To choose the Clutch Move that actually happens. On a 6, your opponent describes how
ou winl

;§q6fe '£.0 khel rabhan, lo meln ekha .

o o 0 0 O o o o o

tenfacles, broken geometry, uncahhy sights, mad cultists, extraplanar infrusions, dark splendor
C Dangers for so many fentacles, culfists, sigils that hurt to look af, going mad.
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