What you need to play:

· A coin for each player.

· Something to denote the points. (corn kernels, pretzels, more coins... whatever you have handy.)

· A map. (Either a pre-made one from the game site, or one a player has created for the setting.)

· Paper and pencils for each player.

· A marker for each player on the map. (Something small, the maps will be an 8.5x11 paper size, so maybe a bean or something similar in size.)

The main theme of this game is espionage and subterfuge. There is no GM and it is a collaborative storytelling game.

At the beginning of the game a setting is decided on: Regency era near the sea, Victorian era but in Hong Kong, Mars in 3028... Whatever players can decide on together.

Each player (or team of players, depending on the group) represents a separate interest and develops that story before play starts. Maybe two players form a dark shadow organization that will end up taking out all other organizations and interests, or maybe they are government agents that are protecting the people. They will then announce who they are, but beware! They may be double agents.

Each player can also play up to three NPCs. This is so that they can play groups and make “monsters” without having to convince someone else to play it for them. NPCs follow the same rules as the players, but they only get one free decline of non-ideal situations. However flipping for success or failure is the same (see below).

Characteristics for play:

· Dexterity/Strength/Fitness Level – How fit you are needs to be addressed for contested scenarios that may come up.

· Connections – Who you know and how you are connected will come into play, so this needs a metric.

· Charisma – Can you convince people of your lies or to help you out? 

· Intelligence – How well can you make a bomb from household objects or diffuse one if you come across it?

· Intuition – This is the metric that tells you if someone is lying to you, or if there is something weird going on when you walk into a room.

· Stealth – Cat burglar skills are a must in espionage.

During character creation, it is assumed everyone is trained one point in each of the characteristics, this is just basic spy training. However, three of your characteristics will be at 2, 3, and 4. (Example: Dex – 4, Con – 1, Char – 1, Intel – 2, Intuit – 3, St – 1.)

Pre-made maps will be available for players so that they could print them and know the town/building they are in. Probably town maps would be best? That way not everyone is trying to operate in one room. Players can also generate maps of their own that are fake cities. These maps must still have all of the things you would normally find in a city though; a water system, electricity (if applicable), town hall... Anything that is fitting to the time period chosen should be on the map.

Points are given when a player accepts non-ideal situations from other players. These situations can be turned down with no consequence 3 times per session. Players should constantly be throwing each other into non-ideal situations, so three could be very few, depending on the length of the game. Once your free times run out, you must toss a coin to see if you take a disadvantage in the setting. Heads you do not, tails all characteristics receive a -1 penalty for that scene. 

Points can be used to give you advantage in battle, or to go up a level.  For advantage in battle, the player receives a +1 bonus to a characteristic of their choice for the scene, totaling one bonus per point. To go up a level, the player must turn in (amount of points to be determined). They will then increase each characteristic by +1 permanently.

In contested scenarios, both players must toss a coin. Heads beats tails and in the case of a tie the coin must be flipped again. 3 ties means a win for the player who is being attacked. If it is unclear who is being attacked, flip the coin again and one of you calls it.
