Magical Mystery Tour

You are a group of teens who have grown up together and have your own band. Now you spread the message of Light to the World through your music.  But none of that would have happened if it were not for your special friend, who granted you the power of the Light…

Creating Roles:

This is a game about the conflict between the Light and the World.  Two players will have roles similar to a gamemaster in a traditional tabletop RPG, and the rest of the players will have a single character each.  One gamemaster takes the role of the Light, represented by a single charismatic individual, possibly possessing supernatural powers.  The Light is responsible for forming the message that the players are spreading through their music. The Light may be an alien being from the stars, a prophet who can see the end times, or a con artist who controls their followers through a cult. While the true purpose of the Light may be a secret from the player characters in the game, the players themselves should all know and agree on the Light’s role.  Another gamemaster takes the role of the World, represented by all other people and forces in the game, other than the player characters and the Light. The World presents a story creating moral conflicts that the player characters must decide how to resolve.  The World may be, at its heart, a positive and stable reality, or it may be a place of decay and corruption.  Players should agree on the role of the World.  The natures of the Light and the World must be opposed in some critical way.  For example, if the Light spreads a message of socialist utopia, the World could be full of capitalist record producers.  If the Light is represented by a religious figure, the World should be full of doubt and challenges to that faith.  If the Light is the leader of a cult who has brainwashed the players, the World should contain people grounded in reality who want to help them to break their ties with that cult.  The Light need not be evil or good, but it should have a distinct opposing force in the World.

The players should jointly decide the time and place of the game.  Most of the tropes that this game draws inspiration from are represented in movies and television set in the United States and England during the 1960s through the 1980s.  This means that they are often problematically non-diverse.  While keeping the theme of the band with a cause, this game can take place in any time period or any place. The players are encouraged to take the sample ideas provided as only a starting point, and branch out to incorporate more stories, as well as their own personal experiences.

The next step before starting the story is to choose five Virtues that the Light wishes to spread, paired in conflict with five Vices of the World. Although, for the purpose of the game, whatever the Light picks will be labeled “Virtue”, in practice, Virtues need not be positive or negative. For each Virtue, the Light chooses a special ability that the characters can use if they conform to this Virtue.  It may be a supernatural ability, or it may be a highly expert natural skill.  In addition to the special ability of the Virtues, the Virtues and Vices together represent all actions the characters may take that could result in success or failure.  A brief description of how each Vice or Virtue could be used is included in the list below.

Write each Virtue/Vice pair at the opposite sides of a piece of paper for each character and create six boxes in between.  Place an X on one of the boxes along each track.  The X can be placed anywhere the player chooses.  The number of empty boxes on either side of the X shows the amount of that character’s Virtue and Vice.  Each player character’s sheet should have five lines that look like this:

Freedom  [  ]  [  ]  [  ]  [x]  [  ]  [  ]  Responsibility

The example above indicates that this player character has a Freedom of 3 and a Responsibility of 2.

During the game, the characters will be faced with tough choices.  When they choose to exercise a Virtue, the Light can, if they feel it is appropriate, move the player character’s X one space further away from the Virtue side of their character sheet (so that there are more boxes in between, giving them a higher Virtue score).  When they indulge a Vice, the Light may move their X one space further from the Vice side of their sheet, indicating that they are moving away from the Light and fitting in better with the World.  The Light need not do this for every roll, only those that represent a difficult decision being made.

Every action in the game that reasonably may or may not succeed is determined through a Virtue or Vice roll. More than one Virtue or Vice may be a good fit. The World decides which Virtue or Vice applies to an action.  The character’s player then rolls two six-sided dice and adds the number of open boxes between the X and that Virtue or Vice.  The World will set a target number and tell the player character whether they have succeeded or failed, and the result. Generally, Virtues should aid the player characters in completing the band’s mission of bringing Light to the people, and Vices should help them fit in with the World and use it to their advantage. Supernatural abilities that are given to the player characters by the Light always use Virtues, never Vices.

If you roll above 14 on a Virtue roll, a Miracle occurs. The Light describes what happens.  This can modify the world in some major way, or cause an otherwise impossible event to happen.

If you roll above 14 on a Vice roll, you begin to become a part of the World. The World describes what happens.   Your character is blocked off from the Light, and you cannot use that Virtue to access your special ability for the rest of the game, barring a Miracle.

Vices and Virtues:

Freedom.  Use Freedom to take an action to escape a bad situation.  For example to break out of a locked room, dodge an attack, break free of a cycle of addiction, break out of a creative rut, or cut off an abusive relationship.  Freedom is opposed by Responsibility.

Responsibility. Use Responsibility to take an action that diminishes your own resources in order to benefit others.  For example to apply first aid, carry an unconscious person, take the blame for another person’s mistake, talk another person through a bad situation, or buy a gift. Responsibility is opposed by Freedom.

Innocence. Use Innocence to ignore harm from the World.  For example to not be affected by poison, continue to perform despite fatigue, avoid temptation, disbelieve lies, or keep up your spirits during hard times.  Innocence is opposed by Experience.

Experience. Use Experience to be aware of dangers or other hidden things. For example to notice someone watching you, use contacts and other information sources, remember something you have forgotten, empathize with another person’s feelings, or recognize when a person has false motives.  Experience is opposed by Innocence.

Peace. Use Peace to end a conflict through non-violent means. For example to calm down someone who is angry, interpose yourself between attackers, meditate to calm your own conflicted thoughts, distract people from fighting through music, or disable a weapon or other harmful device. Peace is opposed by Action.

Action. Use Action to fight against dangerous forces of the World.  For example to attack in all types of combat, from physical battles to a battle of the bands, to destroy physical objects, or to force another person to do something against their will.  Action is opposed by Peace.

Spontaneity. Use Spontaneity to suddenly do something unexpected.  For example to make a surprise attack, to quickly run away, to improvise a song, or to bring an unexpected item or person or idea into the story that was not there before.  Spontaneity is opposed by Diligence.

Diligence. Use Diligence when you have practiced doing something, in order to excel at it later on. For example for all sorts of performances, such as playing music, dancing, and singing, or for picking a lock, driving a car, or firing a weapon. Diligence is opposed by Spontaneity. 

Individuality. Use Individuality to do something that only your character can do. When you first use Individuality, you assign a single skill or ability to this Virtue or Vice, and all other player characters must agree that they will not use it.  Individuality is opposed by Teamwork.

Teamwork.  Use Teamwork to do something that you can only do together with all the other player characters.  All player characters must agree to take the same action. The World may set a lower difficult for rolls using Teamwork, but all characters must succeed at their roll, or all characters will fail.  Teamwork is opposed by Individuality.

Building the Story:

Although the roles of the Light and the World are opposed, this is primarily a cooperative, not a competitive game.  The conflict between the Light and the World is designed to further the shared goal of creating an interesting and fun story. The player characters may succeed or they may fail, but everyone should have fun playing the game.

To start the game, after giving each character a name and choosing their instrument in the band, each player should tell a very brief story about a time in which they and another player character both exhibited one of the Virtues, and another brief story about a different player character in which they both exhibited one of the Vices.

Next, the World leads the narration of the situation in which the player characters find themselves.  The goal of the World is to test the characters’ devotion to the Light through introducing conflicts, and ultimately to lead them away from the Light to become a part of the World.  The Light plays a special character who can communicate with the player characters at any time, whether directly, supernaturally, or through the player character’s own moral conscience. The goal of the Light is to increase the characters devotion to the Light and guide them to use their music to enlighten the World, bringing it closer to the Virtues of the Light.  The player characters move the story along through their choices to use Virtue or Vice in order to pursue their goals and deal with difficult situations.  The goals of the player characters begin with the desire to serve the Light, but may change as the course of the story continues, and may diverge from each other in important ways.

The story ends when either the player characters have made a concrete step towards bringing Light to the World, or when they have taken a concrete step toward becoming part of the World themselves. Stories may be told in a single play session, or as an episodic campaign.

Inspiration and Ideas:

Sgt. Pepper’s Lonely Hearts Club Band: Travel in a yellow submarine to free Pepperland from the Blue Meanies through the power of love. Virtues: Freedom, Experience, Peace, Spontaneity, and Individuality.

The Monkees: Start as an imaginary band, created by TV producers, and slowly try to become a real band. Virtues: Freedom, Innocence, Peace, Spontaneity, and Teamwork.

KISS: Use your superpowers to save an amusement park from evil robots. Virtues: Freedom, Experience, Action, Spontaneity, and Individuality.

Jem and the Holograms: Fight corporate rock and gain fame and fortune in order to fund your charity for orphans, aided by your computer AI. Virtues: Responsibility, Experience, Action, Diligence, and Individuality.

School of Rock: Learn to play music in order to help a dysfunctional con artist beat his old band, who threw him out, in a battle of the bands. Virtues: Responsibility, Innocence, Action, Diligence, and Teamwork.



