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A ychJourney

Welcome to the Second Edition of Mythic Game Master Emulator! This bookdhas been along time

coming, but 'm pleased to present at last a fresh new version of [Mythigthatreflects nearly tio

decades of player experience.

Mpythic Role Playing was first published in 2003, the result of years spen¢longing for and
experimenting with a solo role-playing method that felt satisfying to me. Havingused it for my own
solo adventures, I felt Mythic deserved to exist as its own book and not just scattered pages in a folder.
My intent was to produce a single copy for my own private collection—surely no one else would be
interested in such an unusual endeavor as solo role-playing.

I was pleasantly surprised to find there were many other§ also wafiting an effective solo play strategy.

Fast forward to today, and oracle-style solo €0lésplayingisa staidard afid accepted part of the tabletop
role-playing industry with its own vibrant and creative community. Mythic has inspired many others to
create their own solo oracle systems, leaving players withya wide yatiety of options that suit a gamut of
tastes and play styles. Solo rules are even finding their waytinto published games as an expected element
of the rulesets.

I cannot express how proud I am that Mythic has ¢hanged'the hobby that I love. Where I once
assumed no one would be interested 40 $6lo role-playing because it went against the grain of what role-
playing games were perceived to be—a social experience—I now see it flourishing and growing.

And just like I felt Mythicdeserved the respeesof being in an actual book back in 2003, today I feel
Mythic deserves the respectof beingiman updated volume.

This Second Editiong@fiMyrhic Gane Master Emutlaror is meant to give the system a fresher, cleaner
look. The text has béen rewsitten with an‘eye towards making Mythic approachable to new players while
still giving experiéneed players‘plénty to work with. The core mechanics are much the same, with some
streamlining based'on‘almost 20 yeats’ worth of Mythic play and feedback from fans. New material has
been addedgisome uniqueo this edition, some adapted from Mythic Variations, Mythic Variations II, The
Adventdre Crafteryand Mythic Magazine.

The rules afid ideas contained in this book are what I believe to be the most essential tools for
successtul afd enjoyablesolo role-playing today.

Happy adventuging!
danaLigeon, January 2023 /V 7
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Mythic A

he Mythic Game Master Emulator replaces
Ta live Game Master (GM) with a set of rules

that emulate a GM’s creative decision-making,
allowing you to play any role-playing game (RPG)
solo or in a group without a designated person to
run things. Mythic becomes your GM, answering
your questions and progressing the adventure one
step at a time. While the system is based in your
expectations and interpretations, it’s designed
to periodically subvert those expectations and
introduce surprises to keep the narrative exciting,
This may sound complicated, but Mythic’s core

HOW DOES IT WORK?

How does Mythic emulate and replace,a living
human being who would othefwise be rainning
your game?

Mythic uses a few congepts toachieve this end:
»  AYes/No question’'and answermechanic
»  Random Events that add surprises

»  Meaping Tablesithat offerimspirational
prompts fogimpontant details

»» Lists tragking important goals and characters
which afe kandomly selected when called for

»alPA SCene stricture to give your adventure
formand order

» A Chaos Factor that changes the tempo of the
ad¥enture as you play

Everything above is guided by your expectations
and interpretations based on the ongoing
Context. This makes sure the adventure continues
in a coherent fashion while still allowing for twists
and subversions that keep things exciting.

dventures

mechanics are deceptively simple, and‘once you
put them into pragfice it wonrt belong beforeit all
starts to click.

Let’s go over the yarious ways that Mythic can
be used as well as the individual compenents that
make it all work.

MYTHIC, YOUR
ROLE-PLIAYING
PARTNER

Thereare a number of ways you can use the
Mythic Game Master Emulator. Here are a few to
get you started.

Solo Role-Play

Mythic is designed primarily for solo role-

playing, where you play alone with your RPG
system of choice and use Mythic to answer
questions, resolve the action, and guide the
narrative along.

Group Role-Play With No GM

The same rules that allow you to play solo
can also be used by a group of Players referring
to Mythic for answers instead of a GM. Group
play like this requires Players to agree on when
to ask questions, what questions to ask, and how
to interpret results. Exactly how you arrange
to play will depend on your particular group’s
dynamics; see the sidebar “Mythic With a

Group” on page 8 for some suggestions.
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The tools that allow you to generate adventures
on the fly also allow a GM to run a traditional
role-playing group using Mythic behind the
scenes. This gives you the freedom to decide how
much you want to come up with yourself and how
much you want to discover in play.

You could start your adventure with no prep
and use Mythic to come up with everything as
you go, leaving you almost as surprised as your
players, or you could generate the adventure in
advance and tweak things to your liking before
you hit the table with your group. If you'd
rather split the difference, Mythic can be used
to come up with “adventure seeds” that act as
a springboard for your own ideas without you
having to start from scratch.

If you'd prefer to do most of the prep work
yourself, you could use Mythic to fill in the gaps
of your outline or shape anything you hadn’t
counted on once the adventure is live. Mythic can
easily become your advisor, suggesting twists or
alternatives to what you already have that you can
run with or discard as you seé fit.

... And Another Thing ...

Above are the‘most common‘ways Mythic can
be used. However, imaginative players can find
other waysfto tise Mythic as well.

For gxample, Myithic can be used as a writing
tool to help you craft ficiional stories. Since
Mythic is, At its heaft, a narrative constructor, it’s
only natural that i'd make as good an assistant
witer a8)it doesan assistant GM.

If you love being a Game Master, you can flip
the script and use Mythic to emulate live Players
instead, asking Fate Questions to see what the
Player Characters do as you run them through an
adventure or published module.

Speaking of published modules, Mythic can

also be used to run yourself through a published

MYTHIC WITH A GROUP

A group of players using Mythic to guide their
adventure should decide afeadyof timehew.
decisions will be made, such as what the'irst
Scene will be, how to€ome up with Expected
Scenes, when to ask Questiens, what Questions
to ask, and howfta interpret Mythic's answers
and prompts. Heréafe'a fewsuggestionson
how to divvy up thiswork:

DECIDE AS A GROUP:Have everyone collaborate
and make decisions togetheralhis can be efficient
if you all work well together; R@Wever, it can

also stewthings down as you pause to reach a
cofisensusatievery decision point.

CHOOSE A PRIMARY GUIDE: Pick one person
ta Rayethe final'say after hearing everyone
else's suggestons. This has the benefits of
group fmprovisation and moves faster than
déciding everything as a group.

ROTATING GUIDE: Choose a Primary Guide,
then periodically change who that Guide is,
such as every Scene or every dice roll. This is
probably the best balance of group input and
game efficiency. Everyone gets their chance

to be in control, and no one Player bears

the full burden of decision-making because
responsibility is shared evenly around the table.

The methods above all require Players to
cooperate and trust each other. Each of you
needs to accept that your ideas won't always
prevail, and that's okay. You're a group of
storytellers working together in a tradition
going back thousands of years. There's also the
satisfaction of knowing that none of you are
fully in control: Mythic is part of the group as
well, acting as the Game Master who ultimately
determines whether or not your ideas play out
as expected.

adventure solo; you can find guidance for this on
page 156.
The possibilities are endless!
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FATE QUESTIONS

Fate Questions are the core of Mythic, the
mechanism through which the adventure moves
forward. The idea behind Fate Questions is that
you can ask Mythic anything, posed as a Yes/No
Question, just as if you were asking a live Game
Master. Is the room occupied? Does the alien
attack? Do I find any ammunition after searching
the house? Is the treasure chest locked? Does the
wizard cast a spell?

When you ask a Fate Question, you decide on
the Odds that the answer will be Yes based on

your impression of the adventure so far, or the

Context. Mythic uses common language for Odds

to make them as intuitive as possible, such as
Likely, 50/50, or Nearly Certain.

Once you have your Question and your Odds,
you consult the Fate Chart to get the percentage

chance of a Yes answer, then you roll 1d100. Ifyou

roll that percentage or less then the answerfis Yes;
if you roll above it then the answer is No. Rolling

very low or very high will give you Exeeptional Yes

or Exceptional No, respectively. Once you haye
your answer you interpret it il the Centext of the
current adventure and keep [playing.

With each Questionthaving four possible
answers the narrativg of yout adventure will shift
slightly with everff Question you ask, and the
answers you receive and how you iaterpret them
will shapeghi@€ontext.This process of Question,
answerfinterpretation buildsen itself: every new
Question addé Context and sends the adventure
in a directién, leading to the next Question
which does the samie, and so on. In this way Fate
Questions construct your adventure as you play.
The further along you get the more naturally the
process flows.

Faté Questions are discussed in the “Fate
Qiiestions” chapter on page 17.

a Mythic adventure off the g

Mythic Fate Questio
of two d10 dice. T
percentile resul

de6, and d8 for

CHAOS FACTOR

A good GM knows when to ramp up the
tension and when to ease off and let the players
catch their breath. This ebb and flow of action is a
crucial part of any adventure and it rarely stays the
same throughout.

The Chaos Factor is Mythic’s way of simulating
this changing tempo. It uses a value between 1
and 9 to measure how much control the PC has
over the action. The higher the value the more
Mythic generates active elements such as Random
Events, unexpected Scenes, and Yes answers to
Fate Questions.

The Chaos Factor is discussed in the “Fate
Questions” chapter on page 17.
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WHAT'S CHANGED?

You may be familiar with the first edition of Mythic Game Master
Emulator and wondering, “What has changed?” While the rules
have been completely rewritten most of the core components
of Mythic are the same while much has been added or refined.
Here is a summary of the biggest changes:

THE FATE CHART: Odds have been slightly simplified and some
of their titles changed to hopefully give a more intuitive feel for
deciding Odds as you play. The table itself has been redesigned
to also make it more intuitive, and some of the percentages have
been lowered to add more uncertainty to Fate Question answers.

THE FATE CHECK: This mechanic was brought in from Mythic
Variations II. It has been refined to make it feel more like the
Fate Chart.

RANDOM EVENT FOCUS TABLE: The Focus Table has a new
addition to it, “Current Context”. The d100 roll values‘have also
been slightly re-balanced.

CHOICES: Mythic GME Second Edition gives mor€ power to Playen
choices. You'll find rules pertaining to choicésthroughout the
book. For instance, choosing an Event Facus instead offfolling is
an option.

LISTS: There is more direction indaew. to handleikists infa
defined way. Lists are also wejghted;with elements,able to
appear more than once on a List. This makes Threadsiand
Characters Lists more dynamic:

MEANING TABLES;Some of the Werds in the Actions and
Descriptions Meanig lTables have'teen changed to make their
meaning more clear.

ELEMENTS MEANING TABLES: In addition to the Actions and
Descriptions Meaningyables there are 45 Elements Meaning
Tables that arglmore'speeifically themed. This gives you the
option to ch@@se a Mganing Table that is most relevant to the
current Context,

OPTIONS: Thereare a lot of options throughout Second Edition,
more ways for you to customize your Mythic experience. These

run a wide gamut, from choosing how you want to start and end
Scenesfto' mechanics like Keyed Scenes to guide your adventure.

DISCOVERING MEANING: Referred to as “Complex Questions”
in Mythic Variations, Discovering Meaning is about generating
adventure details by rolling on a Meaning Table. This takes on
greater significance in Second Edition with the wider range of
Meaning Tables.
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RANDOM EVENTS

Although most of your adventure is built upon
Fate Questions, Mythic will periodically interject
new elements at random. These Random Events
allow Mythic to add surprises and plot twists that
aren’t based in your expectations, guaranteeing
that you’ll never know for sure what’s going to
happen next.

Random Events can occur when you ask a
Fate Question or when you start a new Scene.
They are generated using the Event Focus Table
and the Meaning Tables. The Event Focus tells
you which aspect of the adventure the Random
Event involves, while the Meaning Tables
give you a pair of words meant to inspire an
interpretation of what the Random Event is. If
the Event Focus Table gives you “PC (Player
Character) Positive”, and the Meaning Tables
give you the words “attainment” and “travel’;
you might interpret these words to meandthat
your post-apocalyptic PC has found a working
vehicle, or that your high-fantasy PC has found
a possible means of escaping the dungeon they’re
trapped in.

Random Events are discussed in the *Random

Events” chapter on pagé35:

SCENES

To Keep your unfoldingadventure within a
structured nafrative Miyshic divides the action
into Sceneg. What gonstitutes a Scene is up to
you, but just like ifia movie a Scene should
bé'a disérete portion of your adventure that
encapsulates an important moment or event. A
Warriog'searching through a cave system and
battlifig lizardmen or a space-traveler walking
through a market and buying supplies for his ship
can both be a Scene.

When the important action in that Scene is over
the Scene ends and we move on to the next Scene.

MYTHIC ADVENTURE ELEMENTS

FATE QUESTIONS

CHAOS FACTOR

RANDOM EVENTS

SCENES

LISTS

MEANING

DR HE

EXPECTATIONS &
INTERPRETATION

YOUR
CHOSEN RPG
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The end of a Scene is when Bookkeeping takes
place: updating the Threads and Characters Lists
and adjusting the Chaos Factor.

Scenes are discussed in the “Scenes” chapter on

page 59.

LISTS

Mythic uses a simple List system to keep
track of important goals and characters in your
adventure. The Threads List is for adventure
objectives while the Characters List is for
important Non-Player Characters (NPCs). These
Lists are adjusted at the end of each Scene with
Threads and Characters being added or removed.
(You can also add Threads and Characters as they
appear if you'd prefer.) Lists come into play with
Random Events which use the Lists as random
tables that you roll on to select which Threadsor
Character the Random Event is referringgo.

Lists are discussed in the “Scenes” ghapter on

pages 60 and 111.

MEANING

Meaning Tableg,setve a purpose beyond
Random Events: they €an also betused to add detail
to your adventure withotit asking a Fate Question.

Asking a'Yes/No Question assumes that
you have somegxpectation for the outcome.

You might ak the Question “Is there a
mushrooni person inl the cavern?” because you've
encountered mushiroom people in your adventure
before and have come to expect seeing them.
However, there will be Questions for which

you haye no expectations, and times when you
wantfdetail that doesn’t fit easily into a Yes/No
framework. Questions about what something
looks like or what someone does can fall into
this category. In cases like these, you can get the
information you need through Meaning Tables

USING THIS BOOK

The core rules for using Mythie Game Master
Emulator to run solo role-playingiadventures

are spelled out in threggmain chapters: Fate
Questions, Random Events, and'Sceénes. These
chapters tell you gVerything iou needito kpow to
run exciting and effectixe Myithie, adventures:

If you want to addimere to yourMyithic
experience checkout the Variationschapter.
This section has additionakrule supplements,
variations on the core mechanics that might
better suit your play style, ang'discussions on
howdt® USeythe Mythic system in different ways.

Ifyon the gther hand, you're unfamiliar with
solo rolé=playing'or unsure of how the rules in
this Book are used in play, The Big Example
offers aydetailed demonstration of Mythic in
action that'will hopefully shed some light on the
System'’s ins and outs.

YoUllltind a quick reference guide to the core
rules in the Rules Summary chapter. This is

handy for when you need a brief refresher on
Mythic's mechanics.

The final portion of this book is a collection

of all the tables and charts found throughout,
gathered in one place for easy reference during
play. These pages have had the top and bottom
borders removed for cleaner printing so that
you can make copies for your own personal use.

or through one or more Fate Questions. Both
options can achieve the same narrative end, and
the one you use in a given situation may simply
depend on your preferences.

The Player Character (PC) encounters a new
Non-Player Character (NPC) in an alternate
dimension, and the Player has no idea who or
what the Character could be. They could ask

a Fate Question like, “Is this person hostile?”,
or they could go to the Meaning Tables to get
inspirational words for what the NPC looks
like and how they initially act. Maybe they roll
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“ruin” and “mundane” and interpret this to
mean that when the NPC is encountered he is
vandalizing a building.

You can consult the Meaning Tables at any
time to get a pair of words to use for inspiration
and learn more about your adventure world.

Meaning is discussed in the “Random Events”
chapter on page 46 and in the “Scenes” chapter
on page 84.

EXPECTATIONS &
INTERPRETATIONS

The rules above are all tied together by two
things that come from you: expectations and
interpretations. The mechanics for generating
adventures on the fly while still forming a
cohesive narrative hinge on you following yetif
expectations, testing those expectations yith
Questions as you see fit, and interpreging the
results of those tests. Your interpretations then
become narrative fact, which feeds,into yourlever-
evolving expectations of what happens next.

Expectations

Most Mythic play is done imptovisationally:
you decide in the moment what your PC does
and howstheyrespond to'a given situation. You
also improvise any details and circumstances in
the adventw@ world that you don’t feel the need
to test. Thisis you fellowing your expectations
about the advenudfe.

For example, let’s say a sci-fi PC is walking
through a crowded market on a space station.
His Player doesn’t feel the need to randomly
geerate the details of the market, so they decide
that the market is what they expect.

Your expectations are used in Mythic to

determine what is happening in the adventure
much of the time. Just like with the space station

COMING TO TERMS WITH TERMS

This book uses a lot of phrasesiand terms you may:
or may not be familiar with. Here are the most
frequently used terms and their abbreviations:

Chaos Factor (CF): A Valuesbetween 1 and 9
used to control @ew much@activity MytRi€ throws
at you during anadyvenqitire.

Characters: Impartanbpeople (@nd sometimes
non-people) who populatéyour adventdre. Player
Characters (PCs) are characters controlled by you,
the Player(s). Non-Player Characters (NPCs) are
the chagacters your PCs interact with during an
adyenturewhich are mostly controlled by Mythic.

d100: Shorthand,for a pair of ten-sided dice
rolleddogether. You'll see other dice types
mentiened as well, such as d4, d6, d8, d10, and
2d10(rellingttwo ten-sided dice and adding them
together instead of treating them as a “tens” die
anda "ones” die like you do for d100).

Fate Questions: Mythic's central mechanic for
generating information about your adventure as

you play.

Game Master (GM): The person in charge of
running an RPG. When playing solo, you and
Mythic share the role of GM.

Lists: When capitalized, this refers to the Threads
List and Characters List of a Mythic adventure.

Random Events: These are unexpected
occurrences in your adventure that Mythic uses
a special procedure to create.

Role-Playing Game (RPG): An organized system
of rules for playing out engaging, immersive
stories. While Mythic can be played on its own,
it's most commonly paired with a separate RPG,
which the rules refer to as your “chosen RPG".

Scenes: Basic units of in-game time. When you see
the rules refer to Scenes with a capital S, they're
referring to a Mythic Scene in your adventure.

Threads: Tracked goals your PCis pursuing in
an adventure.
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SOLO PLAY EXAMPLES

This book assumes you're familiar with table-top
role-playing; however, even seasoned role-players
may not be familiar with playing solo. If you're new
to this style of play, one way to get accustomed

is to see others doing it. I've peppered this book
with italicized examples that illustrate various
Mythic concepts, and one of the later chapters is
an extended example that demonstrates how all
of these concepts work together.

There are also many talented solo role-
players online who make videos and podcasts
documenting their adventures. Not only are
these episodes fantastically entertaining, they
also serve as excellent examples of how to solo
role-play. Each host runs their games in their
own ways, which gives you the opportunity to
see a variety of play styles. You can find these
shows through a Google search or by asking
around online role-playing communities; 1'vé
compiled a list of some in the “Resourcesf
section of wordmillgames.com.

example, we often have expeétationsabout

what’s going on and what will happen next: how
something looks, howf@ ereature acts, what's
inside a treasure che§t, whetherthe damaged
vehicle will operate; and so on. These expectations
will change througheutithe adventure based on
the evengsfthat infold.

Everything thatthappensin your adventure
which{you establish asmdirative fact is Context,
and Contekt is what you base your expectations
on. As the Context grows through play, your
efpectations become more developed.

You follow your expectations when you are
sure of them. In the example above, the Player
felt tiey understood what the space station was
like'because they had come across other space
stations earlier in the adventure. There was plenty
of Context to build these expectations on, so the

Player decided that their expectations did not
need to be tested.

While your expectations will often be
sufficient, you may choose to test them at/any
time. Usually you'll do this whenyou aren’t susé
exactly what to expect orwhen you haye multiple
possible expectations.

Our sci-fi PC waps to hirémore crew for bis
ship, so he goes to\a@ bardecauseheShad success
in picking up crewrmembers in such places before.
After buying a drink, he.asks the bartender if she
knows of anyone looking for werk. The Player
thinks the bartender would knewybut they aren’t
sure. tsgtime to test this expectation and see
whit the bartender says.

Testing dn expeetation in Mythic is done
throughfFate Questions. You pose your
expectatiomas ad¥es/No Question, assign it Odds
based on your confidence in getting a Yes answer,
and roll on the Fate Chart.

If you get a Yes, then events unfold as you
expected; if you get a No, then something else
happens instead.

The Player poses their expectation as a Fate
Question by asking, “Does the bartender direct
me to a possible hire?” with the chosen Odds of
Very Likely. A Yes would mean the bartender
does know of a hire and directs the character

to them; a No would mean she doesn’t know of
anyone looking for work.

Interpretation

Once you've tested your expectations with a
Fate Question you then interpret the answer you
receive. Mythic provides a general framework
of four possible answers to your Questions: Yes,
No, Exceptional Yes, and Exceptional No. Just as
your expectations guide you through developing
detail in your adventure, they also form the basis

of your interpretations.
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TUNING YOUR IMAGINATION

Playing an RPG by yourself can take some getting
used to, particularly if you're accustomed to the
traditional dynamic between yourself, your GM,
and your fellow gamers. There is a dynamic to
solo role-playing as well, but it's one you have to
discover on your own because it will be unique to
your style of play and what you enjoy most about
the gaming experience.

My suggestion is to try one or two “practice”
adventures with Mythic to get a feel for how it
works. Don't try to force anything; let yourself
experiment and make mistakes. You'll probably
hit a few sticking points, but as you work past
them, you'll develop a sense of how everything
works. Once you get past those initial hurdles,
solo role-playing becomes much easier and much
more exciting, and you'll find your adventures
flowing smoothly as you find your groove.

While a solo role-playing experience losesghe
social aspects of RPGs, it gains whole new
aspects that aren't possible with groupiplay.
You can explore any theme or adventure Q any
way you wish, make your advegturesias big or
as small as you like, as epic of as personal. Solo
role-playing really is an expefience like R0 Bther.

You may find that playing sole meakes you a
better player or Gafe Master inta traditional
group setting. The seloexperienceigess you
to think about.characters and adventures

in ways yemay et have'Befere, and these
perspectives and experiencés’can easily carry
over int@ socjdlrole-playing.

Aminterpretation of a Yes answer from the
bartender could be this: The bartender smiles
and nods. “Ob yeah, there’s a few hungry people
aroufid here looking for work. See that guy in the
corner booth? Go talk to him.”

An Exceptional Yes might be interpreted this
way: The bartender taps the bar top, and a
monitor inside it lights up. “Check the board—
it’s full of people looking for work. Dozens|
maybe hundyeds. You should haveyno problem.”

An interpretation of a Nedanswer couldhbe this:
The bartender shakesper head. “Sorry, youre
not the only captdin looking for érew. I don't
know of anyone looking for work right now.”

An Exceptional Novmight be interpreted vhis
way: The bartender gives himva serious look.
“This station is corporation owned; it’s illegal
for independents to try and hire crew here. I'l]
preténd I didis hear you.”

All of the'interpretations above were
informed by the Context of previous encounters:
crewmemibers offen hang out in bars on stations;
there are other ship captains on this station;
cotpotations are a force in this adventure; their
influenee is stronger in some places than others.

Putting It All Together

When you interpret an answer Mythic gives
you, that interpretation becomes narrative fact
and part of the Context for future Questions and
expectations. Mythic adventures proceed in this
fashion from one interesting moment to the next,
building your adventure detail by detail.

YOUR CHOSEN RPG

Mythic is meant to fill the role of Game
Master for your role-playing adventures. It can be
used with just about any RPG out there, allowing
you to play the game while Mythic answers your

questions just like a Game Master would.







Fate

sking and answering questions is the heart
Aof a Mythic adventure, your principal tool

for learning about the game world and
moving the narrative forward.

Mythic handles this process of inquiry using
Fate Questions: ask a Yes/No Question, determine
the Odds of the answer being Yes, consult the
Fate Chart to get the percentile chance, and roll
1d100. Your roll will determine whether the
answer is Yes, No, Exceptional Yes, or Exceptional
No. Interpret the result within the Context of
your adventure and continue playing,.

All of your Questions about the adventure can
be resolved in this manner. “Are there monstéts
in this room?” “Is the door locked?” “Is i raining
today?” Anything you would ask youstGame
Master in a social role-playing game you ¢an ask
Mythic in a solo game.

WHEN TO ASK A
FATE QUESTION

As youf play through anadyenture, you improvise
the details based on %hat you'expect your Character
to experience: You can pause your improvisation
at any tim¢ to test an expectation with a Fate
Question; usually@you do this during a moment of
flarrative tension or when youre unsure of what will
happen next.

The Player Character is on a distant planetary
golony, trapped in a building overrun by
aggressive alien creatures. They find themself

in the building’s control room, where they plan
to activate the blast shields on all the windows
and doors in the structure. Everything seems to

uestions

FATE QUESTIONS

A
FOLLOW.YOUR

Continue with the
adventure.

EXPECTATIONS

Should this expectation
be tested?

YES NO

ASK A
FATE QUESTION

*

DETERMINE
ODDS

*

FATE CHART OR
FATE CHECK

Roll to determine
your answer.
y

INTERPRET THE
RESULTS
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FATE QUESTIONS

be functioning fine, so The Player expects the
blast doors to respond, but they aren’t sure. What
if the aliens damaged something? The Player
decides to ask the Fate Question, “Do the blast
shields go up?”

Later in that same adventure, the PC is searching
Jfor weapons and has made their way to the
colony’s armory. The Player doesn’t know if there
are any weapons left. Maybe the original colonists
cleaned out the armory when they first faced the
alien invasion. Since the Player is unsure, they
ask Mythic, ‘Are there weapons here?”

THE FATE CHART

The Fate Chart on the following page is used
to determine the percentile chances of your Fate
Questions receiving a Yes answer. Along the lefe
side are probability descriptors (Impossiblé; Likely,
Nearly Certain, etc.), and along the bottom is the
Chaos Factor.

When asking a Fate Question, decide what you
think the Odds are of the an§werbeing Yes“T'his
is a gut decision based on the Questioniyou’re
asking and the Contexflyoure asking itinl'he
Fate Chart’s Odds u$es commen language‘such as
Likely or Impossiblé'to judge probability.

Let’s say the Player Chawacter is anoccult
investiglitor sediching a'library for tomes of
magi. The Playervdecides to make this search
into'@ FarefQuestion:¥Does he find any tomes?”

Maybe at this poiit in the adventure the PC
hasCome across strange magic and supernatural
events, and he knows that the library he’s
searching through once belonged to a sorcerer and
occudtist. Given this Context the Player assigns

this Question the Odds of Likely.

On the other hand, maybe the original owner of
the library is unknown but the Player suspects

they might have been involved in magic. This

ASKING THE RIGHT QUESTIONS

you ask and how you
game. While it's best
naturally as possi
you should keef

Guided By Expectations

erally best to let your Questions be guided
by yeur expectations rather than your desires. A
party of adventurers prowling down a dungeon
hall might easily ask, “Do we hear anything?”

but it would make little sense to ask, “Do | look
down and see a Vorpal Blade of Instant Murder
at my feet?” The current Context offers no logical
expectation to prompt the second Question, but
it does for the first.

Context is different from the previous one:
there’s less evidence that books of magic would be
present. Given this Context the Player assigns the

Odds of 50/50.

Choosing Odds

Who determines the Odds of a Fate Question?
Well, if you're playing solo, then you do. If
youre playing with a GM, then they do. If you're
playing with a group then the Players must all
reach a consensus on how the Odds are chosen.




