The Buy-In

Never Going Home is a party-focused role-playing game set in horror-

haunted trenches during the First World War. If that sounds good to you, skip
this page, and get ready to deploy. If you aren’t sure, read on to see if Never
Going Home is for you.

Role Playing Game (RPG): “Table top” or “pen and paper” role-playing
games involve some people sitting together, with one person serving as
the Narrator, who directs the adventure, and everyone else portraying
characters in the story. The Narrator needs to know the rules add use
them to give the other players challenges to overcome while craftingfan
engaging story. Together the player characters (PCs) form the, Unit, who
are friends, allies, or at least willing to work together. The Unit moves
together from event to event, solving problems, défeating enemiesy and
gaining rewards as they go. Ideally, a role-playing session should be an
enjoyable experience for everyone involved, even if terrible things happen
to their characters.

Party-Focused: Never Going Home uses the +One System to focus play
and growth on what an individual charactéfiean do as part of the larger
story that follows a group of soldiers called aUnit. Individual characters
may depart regularly as they di€ from injuries orfcollapse into madness
due to forces from beyond the Veil. €haracters are quick to create, so
players should expect to re-join the story portraying a new member of the
Unit. Each character can hayvé their owniheroic moments, but the story of
the Unit is the focus.

Horror-Haunted: The Veil between worlds has been opened by the
slaughter from the wamyand‘the menstrous Whispers of beings wholly
alien to humanity can now be heard. Some people have listened to the
Whispers enoughsto gain areéane powers and now struggle to maintain
control as theif minds and bedies begin to change. Others are too far
gone, mutatéd into barely-recognizable versions of their former selves. War
consumes the days and monsters stalk the nights. Not even dreams are
safe. Players manage their characters’ mental and emotional resources
with a dwiddling hand of cards.

The First World War: The setting is the real Earth and the characters
are all humans. A terrible new element has been added to the war, but
the true horrors of the real war are part of the story as well. The game is
set in the years between when the Veil was torn in 1916 and when the
war réally ended in 1918. The focus is on the front-line soldiers who are
fighiting and experiencing the worst of the magic and monsters. There is
some mention made of, but little exploration of, the “home fronts” of any
of the belligerents and civilians only appear in passing.

Thank you for reading. Hopefully, now you know if this game is for you or

not. We hope it is. Your first mission is waiting.
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October 15, 1917
To Yis Koya/ Y/{g/zne&s y King George Vv
London, England

Enclosed i1s the report I am regutired o Swbrnt reﬁa/-a//ng
1y imvolvement in and ,énow/ea’ge of the events thal occurred
on the Somme batt/erield Aegznn/ng :fa/y ly 191. 7 he fo//ow/ng
docwuments have been collected Fror various sources, bt
Zhe primary content of the manuscripl is a replica of e
Jo&(ﬁna/ of” Alfred tarbeck, an £n3/1‘5/7 soldier wwhdhserved
dar/‘ng the Gread ar. The discovery of Ais Joarna/ 1h, Delil/e
Wood in the 5/9/‘/‘/73 of this vear, 7 3&\/63 Us a_eSrndoeo o
Zhe \ear/y da/s of the Catastrophe. IZ i's a \5‘/7407& thHad woe
don? know what happened o him—bud thal Sta +aded ad
has befallen many an €n /rshman Camong ot erhatons.
Soldiers Ffor certan) Since Zhe owtbreak of coar ik 1914. Had
he /ived Z‘/v‘oag/? the attack @ a Longueval in 1916, A& cocrtld
be a valuable resowurce o ws rnoeo. YZZ, a/eépl‘fe his abSence
in 2AIS world, e has provided ws viluable informadion about
hoto these beas?s and their masters)afe copjured, what Chey
want noeo Lhad They are fere, andyhoronlo interact coith Chent
ewrthoutd AeCOM/‘ns cOrrapfeo/ 5}/ Z2her vile Mag/cé .

4/)742//7\9/}/, Z‘/v—oagh Ais Joarna/ s eoe have tracked down
a few other of the fey p/ayer\f 1\ ChoSe e_ar/y das/s and
Conducted interviecss tidlihther ) Lhe main ones being a Former
soldier in the Germdhfar»1/y Kepper KactFman, and the First
Metlineer, as he has come Cobe Known, John Hamplon. 7The
army has also jhelided select E&leqrams and letters Fron our
rulitary arcines, andicontacted the sister of Alfred tarbeck,
/V/ary, Zo A/ in the 5@9\5 in he Sioh/ Ffor Your M\ajeSfy. Sone
of Che Infrmalion Aere comes Fror Z‘e/eﬁramé Sent o and
Fror WSe/f Grd Sthers before John %ampion Arst deserded
s, oSt . JO7 /1eRS’ come after T becare apparent Chat our
war of allritien was Fast éedomfn a war aqanst the occult.
Tn Le@ling ¢S tHs informalion, Alfred A)arégcé continues to
serve 2/us greal rnalion, even Fror Aeyonc/ the grave. I ?rest
that et will wuse discretion when 6/742)-/'/73 Zhe informalion in
thesé pages. I regret Chat T arr wunable 2o come Zo fng/and at
2he rmoment o deliver CAis in person, as I am Aere Sez‘z‘//ng
mallers in Africa. Ths malter nevertheless /*e?a/reé haste.
ZF Lloyd George , Lord Stanley, and Kobertson can come 2o an
agreemenf on w/'}af Zo do in Fl-‘dnCe ) May /7 p/ea\Se yoL( Zo Send
word 2o me as soon as you can. I, for one, ar at a /o5s.
Dowglas %@3, Commander—in—-Chief,
British fxpeo’/z(/onary Force
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Playing the Game
S olls

When a character wants to do something, they may be asked to make
a skill roll against a Target Number (TN). Some Target Numbers are set by
Missions, the Narrator sets all other Target Numbers. Players roll D6 dice
(called Skill Dice) equal to their training in the skill. Dice showing 5 or 6 are
successes. The number of successes on the roll must meet or exceed the
Target Number to accomplish the action. On each roll, the player may use
as many +One manipulations equal to their current score of the governing
attribute of the skill being rolled. Attributes do not decrease through use.
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Failure simply means what the character was attempting doesn’t happen.
All skill rolls take the form “roll [skill name]: TN #” which means “roll dice
equal to skill training, manipulate dice equal to attribute rank, meet at least
the required number of successes.”

Skill Manipulation (The +One System)

The attributes are linked to specific skills which dictate which ones they
can manipulate. A character’s score (rank) in a skill’s governing attribute
dictates how many times a skill roll can be manipulated. A roll can be
manipulated in the following ways:

Before a Roll:

* Temporarily gain an untrained skill (dice are bought separately).

* Add a die to the roll (ex: roll 4 dice on a skill with 3 training).

After a Roll:

* Add a pip to a die (ex: change a 4 to a 5).

* Reroll any number of dice. Keep the result (once per skill roll):
Simpson has 2 training in Ranged and 3 ranks of Guts. Tohit an injured
Trenchstalker requires 4 successes. His player buys two extra dice with 2
points of Guts and rolls: 5, 4, 3, 1. He keeps thesd,and rolls the remaining
three dice again: 6, 5, 2. A total of only 3 suécesses, the shot misses.

Roth has no training in Communi€ation but#4 Smdirts. Trying to get
useful information from a raving soldieris TN 2. Heg/player buys the
Communication skill for the roll and two dice ther'rolls: 5, 4. She spends her
last point of Smarts to add a pip testhe 4, giving her the two successes she
needs.

Durand is severely injured{ He has Athletics 2, but currently only 1 rank
of Brawn. Crossing the stream requires 3 successes. His player buys an extra
die with one point of Brafwn and rolls#4 1, 1. There is nothing else he can do,
and the stream washes him away.

Challenges

Throughout the'game, theére are touchpoints that represent significant
barriers to th€eharacters. These are things that will happen if encountered,
no bypassing or talking their way out of them. The Narrator may sometimes
insext other Challenges as needed.

Challenges are oo big to overcome alone and require the characters to
work together: AlChallenge may require multiple skill rolls that must be
accefplished by the group, one skill roll that every person must succeed at,
or even ong skill roll with such a high Target Number that multiple players
must make the roll and combine their successes. Challenges take the form
“Challenge [skill name(s)]: TN #” which means “each character participating
in the Challenge makes the appropriate skill roll individually then pool total
successes, meet at least the required number of successes.”

Unlike skill rolls, failure of a Challenge can have a penalty associated with
failure.






