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Blood on the Snow: a DramaSystem Companion

From Islands Icy to
Tropical, and on Some

Continents In Between,
Drama Ensues

As the subtitle implies, Blood on the Snow:
the DramaSystem Companion serves as
accompaniment to something else. If you hold
this in your hand in a friendly retail location or
bustling convention stand but have not yet held
Hillfolk, go hold that first. Hillfolk presents the

core rules and recommended starting setting

it’s time to once again gorge on the

of DramaSystem’s applicability with

a further cascade of Series Pitches. Our
international super-team of contributors spans

schools and generations of gaming. Showing off

storyline that deepen the game’s flair for the historical, they take you
that book you’ll also

settings, whi

to 10™ century Iceland, the Spanish Reconquista,
30s Shanghai, and the American Civil War. With
s robot doctors, transhuman transformations, and

genetic hegemony, they exploit DramaSystem’s
suitability for classic, idea-driven SE. Those
looking to get crazy will find improbability-
powered mecha, Tsarist steampunk, and a war in
heaven. Literary inspiration abounds, from the
tearooms of Jane Austen’s Bath and a revolution

stem MasterClass dives deep against Robert W. Chambers’ Yellow Sign, to

, tricks, and techniques to enrich your wizards suffering middle-aged despond as
, whether you're playing it straight-up, or faculty of their magical alma mater.

sing it as a springboard for another roleplaying In other words, Blood on the Snow contains
experience. This section provides inspirational more options for play than any one group
exhortations, reverse engineering anecdotes, and could ever exhaust. Thank goodness there’s a
step-by-step methods to unblock stumped scene MasterClass entry helping you to pick your next
callers. Join our vanguard of early adopters as destination for drama, whether you find it in
they analyze the drama token economy, ponder the glossy world of England’s equestrian set, the
the paradox of low-pressure GMing, hack the rural grit of a declining town in the American
scene calling process, and raid the engine for heartland, or a good old fashioned fantasy city
prequel potential. chockablock with elves, dwarves, and orcs.

As soon as our crowdfunding backers first
checked out DramaSystem in draft form, they — RDL



Robin D. Laws

DramaSyste

Life During Wartime Swing for the jugular. Don't get trapped
Chris Huth thinking that the battlefield consists of a bunch
The blurb on the back of this book probably tells i ¢ d. Instead,

you that DramaSystem is a groundbreaking new atios : e world are
step forward in roleplaying games, tearing away ymotice, and
the wall of combat-centric thinking to create a g. Watch
new kind of collaborative exercise to bring about i afiticipate their

a cohesive, shared narrative experience, wherein w elements of the world, and

everyone plays people who grow to examine heir creations are. Their

their relationships together. assumptions are where
Lies! > your fight. Nothing is certain,
The DramaSystem is a brutal, no-holds- ingis liquid.

barred, take-no-quarter, player-versus- v. Through what are you enacting

deathmatch. Your characters face bet conflict? Recontextualize the other players’

inhuman treatment, and a host of fat i ations of elements of the game. These

social labels, and the emotions attached to
them—are created through three means. First,
deliberate creation, wherein you describe an
element of a world directly. Second is reflexive
creation, wherein a description of another
element implies the context for that thing.
Finally, intersectional creation, wherein two or
more previously described elements connect

gun. Don't get or conflict in an obvious way, results in a third

haracter you play element emerging.
. The character doesn't exist; The first method is the easiest to see and
what the o layers think of your character block. The second and third are where the
i other players feel they are forced opportunities are: it is easier to attack an

ose in response to what they interpret as element by recontextualizing it. It is easier to
happening is the bullet. The words (and often, defend by recontextualizing the attack. Chaos
body language) you choose to lead them to that is your friend. Since focus is the only way of
point is the gun. You are your only weapon, so staying afloat in the liquid battlefield, instigation
know it well. of broader potential change—more places
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ean winning. If everything sucks,
robably just means you or the GM are
oing their job. Here’s the biggest difference
between DramaSystem and other games: your
standards of measurement of success are also
part of the fluid battlefield. Your character works
toward their goals. You do not work toward
your character’s goals. In fact, you should

keep even the meaning of your character’s

goals in abeyance, both to keep other players in
suspense while depriving them of the ability to
recontextualize them. Never be fooled, by yourself

or someone else, into thinking youre winning.

What Does the GM Do?

Nick Wedig

About halfway through the first time I GMed
DramaSystem, a player looked over at me with a

strange look and asked “Do you do a

this game?”
The fact was that

ant jobs to do as GM, and a host of tools
at your disposal.

The GM’s main tasks in DramaSystem are to
keep the PCs” dramatic decisions interesting and
to pay attention to the bigger picture. While the
players are looking out for their PCs, you tie the
scene into the larger thematic situation.

Recurring characters are one of the GM’s
best tools for this job, but they are far from the
only one. Minor characters can bring a concern
to the forefront even without petitioning or
granting. All of the GM techniques useful in
other RPGs can be repurposed here to highlight
the game’s interpersonal drama. Describing
the environment where action occurs, asking
leading questions, introducing external threats,
and many other standard techniques can be useful
in bringing forward the dramatic poles of the PCs.

For example, in one game a cowardly
diplomat, Fivetongues, wanted respect from
the crazed warrior priest, Chosen. Before going
into a dangerous battle, Fivetongues went
to Chosen’s temple of the battle god to seek
assurances. The group had established Chosen’s
temple previously, but no scenes had been set
there yet. This seemed like a good time for me
as Game Moderator to use the environment to
reinforce the dramatic situation. I could have



