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CHRONICLES OF SKIN
A PICTOGRAPHIC STORY GAME

CHRONICLES OF SKIN is a collaborative storytelling 
game about people at war. Through a series of atrocities, 
players build a picture of the war as told by the victors, and 
record it with drawings, called GLYPHS, on a hieroglyphic 
mural called the SKIN.

THE CITY OF SERIPHIN

Most of the game takes place in the area surrounding the 
City of Seriphin; a fictional medieval fortress-city populated 
by two fictional peoples—or cultures—called the Croen 
and the Iho. Collaborating, you and your friends will build 
up a picture of these places and cultures during play.

First, get these things:

�� Three to five co-operative players.
�� One deck of standard playing cards.
�� One copy of the CHRONICLE SHEET and one copy 
of the PLAYER SHEET (per player) at the back of 
this book.

�� A pencil, an eraser and around three hours.

PART 1: THE EMBLEMS
One of the great flags burned, and the people were no more.

First, players generate an emblem for each of the two 
warring cultures. Standard playing cards are used to 
determine each emblem’s components (you will scribble 
these onto the CHRONICLE SHEET) and then each 
component (called a TRAIT) is interpreted.

To begin, separate the deck of cards into the four suits (♣, 
♦, ♥ and ♠). Give the CHRONICLE SHEET to the most 
enthusiastic artist among the players—but don’t worry if 
no one is good at drawing! It’s mostly copying.

Shuffle each of the four suit decks. Setup is handled in 
seven phases…

Emblem Phase 1: Aspect
One player takes a random card from the clubs (♣) deck. 
Using the number on the card, the player checks the result 
on the chart above. The artist draws the corresponding 
symbol on the Croen emblem on the CHRONICLE SHEET.

Now, interpreting that symbol, the player who took the 
card should invent an Aspect (an outlook or vocation—see 
the sidebar) to describe the Croen culture. The artist then 
writes this Aspect in the space marked by the ♣ symbol 
below the Croen emblem.

For example, let’s say Jason, 
Roger, Eoin and Daniel 
are playing a game of 
CHRONICLES OF SKIN. 
The cards are sorted into 
the four suits and Jason 
is elected the artist. Jason 
takes the first card, a 7♣, 

indicating the fish symbol. Jason draws this symbol onto 
the Croen emblem and Jason interprets this Aspect to 
mean “seafarers.” Jason writes “seafarers” below the Croen 
emblem in the space marked by the ♣ symbol.

Lots of the fun comes from building an illustrative story of 
your game by copying icons. But don’t feel constrained to 
the icons presented in this book. The best SKINS will be 
filled with your own freestyle elements. Be creative!

Aspect?
An Aspect should be short and evocative. For example, if 
you got the serpent symbol, you might choose any of the 
following for the Aspect: “cunning,” “poisonous,” “quick,” 
“sensual,” “wild,” “snake charmers,” “cultists” or “scaled 
people.” Let the image inspire you!
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Emblem Phase 2: Belief
The next clockwise player around the table takes a card 
from the hearts (♥) deck to determine the Belief. The artist 
draws the corresponding symbol on the Croen emblem 
and the player who took the card, interpreting the symbol, 
invents a Belief for the Croen culture (see below), writing 
it beside the ♥ symbol below the emblem.

Continuing the example, 
Roger takes the second 
card, an 8♥, indicating the 
flower. Jason draws this 
onto the Croen emblem and 
then Roger interprets it as a 
Belief. Flowers make Roger 
think of beauty and youth, 
so he decides to include the 

superstition that “poppies hold the secret to youth.” Jason 
writes “poppies hold the secret to youth” below the Croen 
emblem in the space marked by the ♥ symbol.

Emblem Phase 3: Rule
The next clockwise player around the table takes a card 
from the diamonds (♦) deck to determine the Rule, and, 
in the same fashion as the others, the Rule is interpreted 
and recorded below the emblem (see below).

Continuing the example, 
Eoin takes the third card, 
a 2♦, indicating the arrow, 
or “hunting.” Jason draws 
the arrow onto the Croen 
emblem and then Eoin 
interprets the Rule. Since 
they are seafarers, he thinks 
it would be interesting if 

every sailor must hunt a deadly animal before he could 
join the navy. Jason writes, “Sailors must hunt sharks” 
below the Croen emblem in the space marked by the ♦ 
symbol.

Belief?
A doom, superstition or prophecy: Someone or 
something brings evil or good. E.g. Destruction, 
corruption, slavery, paradise, fortune or immortality. For 
example, if you got the star symbol, you might choose any 
of the following for the Belief: “Night brings corruption,” 
“The Star Will Save Us,” “Shiny things are bad luck,” or “The 
Astronomer Will Guide Us To Slavery.”

Rule?
Each symbol has an influence—the part of society that 
rule affects. Using this, invent a law or a basic right:

Law—something is forbidden to some/all people
Right—something is permitted to some/all people

You may indicate whether it is permanent or temporal. For 
example, if you got the sickle symbol, you might choose: 
“Women are forbidden to work,” “Everyone has the right 
to work in winter,” or “Workers may not look at leaders.”
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Emblem Phase 4: Repute
Finally, the next clockwise player draws a card from the 
spades (♠) deck to determine the Repute, and, in the 
same fashion as the others, the Repute is interpreted and 
recorded below the emblem (see below).

Continuing the example, 
Daniel takes the fourth 
card, a 5♠, indicating the 
pointed border symbol. 
Jason draws this onto the 
Croen emblem and then 
Daniel interprets it to 
mean “sharp.” Jason writes 

“sharp” in the space marked by the ♠ symbol.

Emblem Phase 5: Who were the Iho?
Once you’ve added the last TRAIT, you have completed 
the Croen emblem. This process of picking symbols and 
their subsequent interpretation must now be repeated 
for the Iho people—repeat steps 1-4. E.g. The next 
clockwise player draws a random card from the clubs 
deck for the Iho Aspect, etc. 

Continuing the example, 
the players end up with a 
dragon, flame, crown and 
thorns on the Iho emblem. 
These are interpreted as 
“mystics,” “passion brings 
glory,” “men are forbidden 
to rule,” and “vengeful” and 

these TRAITS are written in the relevant spaces below 
the Iho emblem.

Emblem Phase 6: Location Icons
Once both emblems are complete, players must draw 
freestyle icons onto the area marked SKIN: Each player 
draws one icon on the SKIN to represent a location. Keep 
the icons small and leave enough room around each icon 
so that other stuff can be added later.

Continuing the example, each of the four players must 
add a location icon to the SKIN, starting with the artist. 
Jason opts for a tall tower, Roger draws a river, Eoin 
chooses a boat and Daniel draws a mountain.

Emblem Phase 7: Votes
Each player starts with three VOTES (noted on the 
PLAYER SHEET). VOTES are used at the end of the game 
to determine which of the two cultures win the war, but 
they are also used during play to protect or attack the 
characters of the story. For now, know that they are a kind 
of currency used to affect the story of the war.

Repute?
The Repute is like the Aspect, short and evocative (and  
often acerbic). It represents how other peoples look at the 
culture. For example, if you got the tree symbols, you might 
choose any of the following: “wooden,” “primal,” “builders,” 
“hermits,” “tree people,” “woodsmen,” or “beavers.”

Locations & Doodling
It is time to doodle. Each player draws a small icon to 
represent the location. These are used later to interpret 
where the scenes take place . You could draw a little house 
or a squiggly line. Please don’t get bogged down in detail! 
The aim is to produce a pictogram, not an illustration. The 
simpler the better.
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WHAT HAPPENS NOW?
Play takes place over a number of scenes (see below) equal 
to the number of players. During a scene, the players 
introduce characters from one side of the war, pushing 
for particular themes. One player, called the ENEMY, 
foreshadows a great atrocity. A battle is fought, some of 
the characters escape the slaughter, and the results are 
recorded on the CHRONICLE SHEET in the area marked 
“SKIN.” So, through the game, a history is recorded like 
a pictogram. After all the scenes are complete, the players 
use their VOTES to decide which of the two cultures are 
the eventual victors.

PART 2: SCENES.

A scene is a piece of storytelling in which players narrate 
how characters from one side of the war are affected by a 
violent ambush. Players will introduce characters, describe 
the actions of these characters, and try to help them to 
resolve their purposes before the atrocity begins. In every 
scene, there is a SCRIBE and an ENEMY.

The artist player goes first (that guy who’s been hogging 
the pencil), and that player is called the SCRIBE for this 
scene. The guy to his left is his ENEMY and the other 
players are OTHERS. Shuffle all of the cards together and 
go through each of the following six phases in turn:

Scene Phase 1: Glyph of Purpose
Starting with the SCRIBE, each player (excluding the 
ENEMY) picks a GLYPH OF PURPOSE.

Players must pick from the list below. The same GLYPH 
cannot be chosen twice in one scene. The GLYPHS are 
intentionally vague, so interpret them as you see fit.

�� Crown: Fame or Profit  The rise or fall of power.
�� People: Peace or Alliance  The unity of people.
�� Shield: Rescue or Protect  The sacrifice for others.
�� Swords: Duel or Destroy  Of honour and revenge.
�� Heart: Romance or Betrayal  The bitterness of love.

Continuing the example, Jason is the SCRIBE, Daniel is 
the ENEMY and Roger and Eoin are OTHERS. Jason 
chooses the People as his GLYPH OF PURPOSE, Roger 
chooses the Heart and Eoin chooses the Crown.

Scene Phase 2: Deal
Starting with the SCRIBE, deal each non-ENEMY player a 
card face-up, called a character card, and deal the ENEMY 
a card facedown, called the GLYPH OF WAR (only the 
ENEMY may look at this card). Any player may swap 
his card for another by spending a VOTE. 

Glyph of Purpose
Every non-ENEMY player has a GLYPH OF PURPOSE. 
Think of it like a theme. You will have the opportunity to 
steer the scene toward this GLYPH OF PURPOSE by 
influencing the actions of the characters. When a scene 
is complete, all the players will decide which GLYPH OF 
PURPOSE was represented most successfully, earning the 
corresponding player extra Votes. It is in your best interest 
to choose a GLYPH that you think you can represent well.
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Now deal 12 cards (called “push cards”), facedown, 
between the SCRIBE and the OTHERS, starting with 
the SCRIBE and dealing clockwise around the table. 
Important: Do not look at these cards—they remain 
hidden until they are played. Similarly, deal five cards 
(called omen cards), facedown, to the ENEMY. Keep push 
cards and omen cards separate from the character cards 
and the GLYPH OF WAR.

Continuing the example, Jason gets an 8♥ for his character 
card, Roger gets a 10♠ and Eoin gets a Q♦. As the ENEMY, 
Daniel secretly gets the Q♣ for his GLYPH OF WAR. The 
12 push cards are dealt between the SCRIBE and the 
OTHERS, so Jason, Roger and Eoin get four push cards 
each. Daniel, as the ENEMY, is dealt five omen cards.

Scene Phase 3: Culture & Location
First, the SCRIBE announces whether the scene will be 
a Croen scene or an Iho scene. This choice determines 
which of the two cultures will be the object of an atrocity.

After choosing the scene type, the SCRIBE chooses one of 
the available location icons from the SKIN and uses that to 
inspire the scene, afterwards introducing people in routine.

Inspired by his chosen icon, the SCRIBE should invent 
a location. It could be a village in the hills, a carriage on 
the road or even a laboratory inside the belly of ancient, 
sleeping dragon. The SCRIBE should colour this location 
with details of its sights, sounds and ambience.

Now that we know where the scene takes place, the 
SCRIBE must introduce characters in routine: He 
invents a situation in which a group of people are at ease, 
doing something. There must be something going on. It 
could be an old lady knitting among friends, a legion 
forced marching, two bandits counting coins over a corpse 
or a general giving a speech to an audience of thousands. 
Describe a bunch of people doing something together.

Continuing the example, Jason chooses the boat icon 
for the location and he invents a grand trading ship out 
on the open sea. “It is made from dark wood, though it 
gleams brightly from all the polish and brass fixtures. The 
sails are slack and the sea is calm.” To introduce routine, he 
announces, “There are three men at the helm, scrutinising 
a vellum map.” Since this location icon is close to the end 
of the SKIN, this scene takes place late in the war.

Scene Phase 4: Characters
As soon as that’s complete, the SCRIBE should introduce 
a principal character according to his character card, 
checking the suit, parity (odd or even) and value.

For example, Jason is the SCRIBE and his card is the 8♥.  
This tells us three things, first, that his suit is ♥, second 
that his parity is even and third that his value is 8. Jason 
will use these elements to inspire his principal character.

Glyph of War
In every scene, the opposing culture commits a terrible 
atrocity. The GLYPH OF WAR, determined using the 
value of the ENEMY’s card on the chart below, tells 
the ENEMY the nature of this atrocity. Using this as 
inspiration, he secretly interprets how the opposing culture 
attacks. The ENEMY will get a chance to hint at this 
attack later but should keep it a secret for now.

Chronology
The choice of the location icon not only indicates where 
this event happens, but also when! Reading from left 
to right, the location icons on the SKIN indicate the 
chronology of events. So, if you like skipping around in 
time, feel free to frame the first scene toward the end of 
the war (by choosing the last icon on the SKIN)!
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First, the SCRIBE looks at his card and interprets the 
appropriate culture’s TRAIT according to the card’s suit. 
That is, looking at the appropriate emblem (Croen for a 
Croen scene, Iho for an Iho), he finds and interprets the 
TRAIT that matches his card’s suit.

Looking at the Croen emblem, he sees that ♥ is matched 
with the Belief that “poppies hold the secret to youth.” 
Jason thinks it would be interesting if he interpreted 
poppies as opium, so he decides that his principal 
character will have something to do with drugs.

Next, the parity of the character card (odd vs. even) 
indicates the principal character’s politics toward this 
TRAIT. Odd values (3, 5, 7, 9, J and K) indicate a lack, an 
opposition or a loss—think of the phrase “at odds.”  Even 
values (2, 4, 6, 8, 10, Q and A) indicate an embodiment, 
a support or a benefit.

Continuing the example, Jason’s card is an 8, an even 
number. Jason’s character should somehow embody, 
support or benefit by “poppies hold the secret to youth.”

Furthermore, the value of the card (Ace is high) indicates 
the status of the principal character among his peers (the 
other principal characters in this scene). So low numbers 
represent underlings and high numbers represent leaders. 
Of course, if your scene takes place in the King’s Council 
Chamber, even a low value card can be used to introduce 
a prince. Status is relative to the group, not to the culture.

Continuing the example, Jason’s card is the 8, a middle 
value number. Jason chooses to introduce the boatswain, 
the man in charge of the supply stores. “One of the men, 
Jinn the boatswain, is an old, white whiskered sailor in 
a torn, black uniform. In addition to the regular duties 
of the boatswain, Jinn is in charge of the Ceremonial 
Poppy, a consignment of raw opium for use on days of 
celebration, which he sometimes trades for favours.”

Scene Phase 5: Other Characters
Once the SCRIBE has finished, each of the OTHERS 
introduces a principal character into the scene in the 
same manner, interpreting the card’s suit, parity and value. 
Each player must introduce a character to intersect with 
the routine as described by the SCRIBE. It could be an 
overt or implied character from the ongoing narrative, or 
it could be someone completely new.

When introducing a character, it is worthwhile considering 
your GLYPH OF PURPOSE.

Continuing the example, Roger has a 10♠, indicating a 
character of high status, and decides to take control of the 
sailing master of the ship, whom he calls “Raj.” According 
to the Croen emblem, ♠ means “sharp,” so Roger colours 
Raj with a description of his unusual attire: “Raj is a man 
pierced with metal, from the smooth bars in his nose 
and lips, to the curved hooks in his neck and navel, to 
the interlocking rings along the ridges of his arms and 
shins.” Roger’s GLYPH OF PURPOSE is the Heart, so 
Roger decides that Raj has fallen in love with a whore 
at the last port of call. For this scene, Raj’s purpose is to 
harry the journey and return there to elope.

Scene Phase 6: Enemy
Once all the players have introduced a principal character, 
the ENEMY, without looking at the card, places one of 
his omen cards on his culture’s emblem, face-down, and 
foreshadows his GLYPH OF WAR.

This kind of narration, where the ENEMY foreshadows 
danger, is called an omen (see sidebar). The ENEMY will 
get many opportunities to add more omens during the 
scene.

Continuing the example, Daniel is the ENEMY and 
he must foreshadow his GLYPH OF WAR—which is 
“Sneak.” Daniel decides that the Iho have somehow 
stowed away on board the ship. Since the scene is a Croen 
scene, Daniel’s emblem is the opposite, the Iho emblem. 
Daniel places one of his omen cards onto the Iho emblem 
and narrates:

Throughout this text, we call the characters attached to 
players “principal characters.” This is to differentiate them 
from other characters in the story.

Omens
Omens are used to foreshadow the oncoming atrocity. The ENEMY adds a piece of narrative, coloured by his GLYPH OF 
WAR. Often this will come as an explicit event (like the arrival of a wounded messenger) but it could be the speech of a 
character, an exploration of the senses, a change in the ambiance, whatever you like. The important thing is to hint at the 
nature of the atrocity without exposing it outright. As the ENEMY, look at your GLYPH OF WAR, think about what is 
happening in the scene, and use a short description to introduce the omen. During an omen, you may not describe the injury 
or death of a principal character.
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“A strange smell blows off the wind, like the stench of 
a familiar animal. For a moment, the sails fill and then 
slacken and there is a rustle of movement from below 
deck. Soon, everything goes back to silence.”

PART 3: FREE PLAY
Now the scene has been set, players are encouraged to add 
to the fiction by describing the actions of the characters. 
This is called “free play.”

Non-ENEMY players contribute to the free play by 
describing the actions of their own principal characters. 
The ENEMY, however, describes the words and actions of 
any character or entity that is not yet attached to another 
player—and this is not limited to thinking or speaking 
things. Thus, the ENEMY could narrate the actions of 
the servants, the animals and the children playing in the 
background, but he could also narrate the weather, the 
sounds of war or the salty taste that comes off the wind. 
Although the ENEMY has a responsibility to contribute to 
the ambiance of the scene, it is only a partial responsibility. 
OTHER players are encouraged to make suggestions.

At any point, any player may (1) push another principal 
character. Additionally, the ENEMY may also (2) bribe 
(during a push), (3) narrate an omen or (4) close the scene.

Free Play 1: Push
A “push” occurs when one player tries to take control 
of another player’s principal character. The player being 
pushed may accept or reject the narration, and cards are 
played to determine the outcome.

First, the pushing player narrates the actions of another 
player’s principal character. He then lays down any number 
of his push cards (or, in the case of the ENEMY, omen 
cards) facedown, in the middle of the table.

�� The other player may accept the narration, in which 
case the pushing player discards the cards and gains 
a VOTE.

�� Or, the other player may reject the narration, in which 
case he lays down any number of push cards in return. 

Push Rejection

In the case of a rejection, both players turn over their 
played cards at the same time and total the value of each 
hand: An ace is worth three, the other picture cards 
are worth two, and all other cards are worth one. 
The highest total wins (in a tie, the pushing player wins). 

All cards are discarded and the winner takes two VOTES. 
If the pushed player wins, he may change the narrative—
but he may only alter the actions of his own principal 
character.

Continuing the example, Roger’s character, Raj, and Eoin’s 
character, “captain Evan,” are having an argument about 
returning to the port. Raj wants to go back to his lover, 
“Megan,” and keep her safe. Roger announces that he is 
going to push Eoin’s character and begins to narrate. The 
italicised text indicates Roger’s narration of the actions of 
Eoin’s principal character.

“Raj spreads his arms wide, indicating the ocean. ‘You’ve 
spent all of your life out here. I know how you feel about 
this job,’ For a moment, the two friends watch the sea 
together. Raj puts his hand on the captain’s shoulder. ‘This 
war is nearly over, Evan. The Iho are pressing us hard. 
Sooner or later they’re going to want you back in port.’ 
He pauses, and looks toward the horizon.

‘If they asked you to go back,’ he continues, ‘Would you 
go? Could you leave all this behind?’ Captain Evan holds 
his gaze and shakes his head.

‘That’s what you’re asking me to do. Evan. She’s all I have 
left.’ Slowly, the captain nods his head, steps up to the wheel 
and turns the ship around.”

Jason plays a push card, face down, on the table. Eoin 
opts to reject the push. He plays two push cards. Now 
both players reveal their cards. Roger has an A (worth 
three) while Eoin has a 3 (worth one) and a Q (worth 
two). Since both players scored three points in total, and, 
in a tie, the pushing player wins, Eoin is the loser and 
the narration stands. Roger gains two VOTES and play 
continues.

Free Play 2: Bribe
During a push, the ENEMY can try to bribe one of the 
players. He offers one or more of his omen cards and, 
in return, asks the player to include an adjustment to 
the narrative (this adjustment may not affect the actions 
of another player’s principal character, but may affect 
the location, any minor characters or the bribed player’s 
principal character).

No Cards Left!
Even if you have no push cards left, you can still add a 
push card to a push (or to reject a push) at the cost of one 
Vote per new card.
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If the player accepts, the player adds one to his score 
for each omen card and these omen cards are placed on 
the ENEMY’s emblem. If the bribed player then wins 
the push, he must include the ENEMY’s narration. If the 
player refuses the bribe, the ENEMY may try to bribe the 
opponent instead.

In the last example, Roger won the push. Let’s rewind that 
push a little and see what might have happened if the 
ENEMY offered a bribe. As it stands, Roger has played 
one push card, blind, into the centre of the table and Eoin 
has played two. Now Daniel offers a bribe:

“Eoin, if you describe some noise coming from below 
deck, I’ll give you a card.” Eoin agrees and Daniel places 
one of his omen cards onto his emblem. The push cards 
are turned over, as before, and both players score three 
points. Because Eoin was bribed with one omen card, he 
raises his score to four—making him the victor.

“Since I won the push, I want to change my character’s 
actions. When Raj asks the captain if he’d leave it all 
behind, the captain replies, ‘If it served my purpose, and 
it got me to the king’s table, then yes. In a heartbeat. 
I’m not here for my own happiness, Raj. I’m here to do 
my duty and, when the time comes, to cash it all in for a 
better life. You’d do best to think like me.’ Suddenly there 
is a loud noise from below deck. The captain shouts for a 
sailor to check it out.”

Free Play 3: Omen
At any time during free play (outside of a push), the 
ENEMY may play an omen card by placing it onto his 
emblem. Immediately, he must foreshadow his GLYPH OF 
WAR as per the omen guidelines in the sidebar on page 6.

Continuing the example, Daniel is the ENEMY and he 
has three omen cards left. He decides to introduce an 
omen and places one of his omen cards onto the Iho 
emblem.

“As the ship begins to lean, there is a creak from the 
hull and a bark of voices from below deck. It sounds like 
someone shouting orders.”

Free Play 4: Close the scene
If you’re the ENEMY, sometimes you may want to close 
the scene early, especially when there is a lull in the fiction. 
Simply ask the players if anyone wants to push. If not, you 
may immediately end the scene. Discard one omen card 
and add the remaining cards to your Attack (see below).

Continuing the example, everyone really liked the 
way the scene worked out, and nobody seems to have 
anything more to add. “Shall we close the scene now? 
Does anyone want to push?” Daniel asks. Everyone shakes 
their head and Daniel discards an omen card to close the 
scene, leaving him with one omen card, which he will add 
to his attack hand.

PART 4: THE ATTACK
When the ENEMY plays his last card, or if the ENEMY 
closes the scene early, the attack starts. (1) The ENEMY 
gets new cards, called his “attack hand,” (2) the ENEMY 
describes a terrible atrocity, and (3) the other players decide 
if they want to accept or reject the narration. (4) Players 
edit the narration and (5) the ENEMY picks the LOOT.

Attack 1: attack hand
First, the ENEMY takes seven new cards, called his “attack 
hand.” He adds any un-played omen cards (omen cards 
not used during the scene) to his attack hand.

Now the ENEMY will have two sets of cards: his attack 
hand and the cards on his emblem. Looking at his attack 
hand cards, he may discard any number of them, replacing 
them with the cards on his emblem. This is a one-time, 
blind swap. Discard any unused emblem cards.

Continuing the example, Daniel closed the scene with 
one un-played omen card in front of him and three omen 
cards on the Iho emblem. He takes seven new cards and 
adds the un-played omen card, giving him eight in total. 
Looking at these cards, he decides to swap the three 
lowest cards. He discards those three cards and replaces 
them with the three cards from the Iho emblem.

Attack 2: Atrocity
The ENEMY describes an atrocity, according to his 
GLYPH OF WAR. He should make it as mean as he can. 
Afterwards, the ENEMY must narrate what happens to 
each of the PCs. He may narrate any behaviour or death 
for any of the PCs but must specifically narrate the death 
of the SCRIBE’s PC.

Continuing the example, Daniel describes the atrocity, 
“While the boatswain, sailing master and captain listen 
for noise at the helm, they do not see the assassins in 
the water. They have been clinging on to the side of the 
ship and hiding in the lower deck since the boat left port 
this morning. Now, hearing the crew at rest, they climb 
quietly up the ropes and slit the throats of the sleeping 
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sailors, dripping blood on the decks. One by one, the 
crew are murdered until, finally, the assassins scamper 
silently behind the officers. A hand grabs Jinn’s mouth 
and tilts back his jaw. Jinn feels his neck being sliced and 
slumps to his knees, dead. Raj, the sailing master, dives 
overboard in terror, and drowns with spears in his back. 
Meanwhile, the captain crosses his arms like a statue in 
a busy market, watching silently and untouched as the 
slaughter continues.”

Attack 3: Battle
Now, in turn (starting with the SCRIBE), the non-ENEMY 
players decide whether they wish to battle (reject the 
narration) or accede (accept the narration). The SCRIBE 
must battle, but OTHERS may accede (taking one VOTE 
each and discarding their cards).

Using the push card values (three for an ace, two for a 
picture card and one for everything else), turn over all of 
the battling players’ push cards and add up the combined 
value. Compare this to the value of the ENEMY’s attack 
hand, highest wins (in a tie, the ENEMY wins).

For each point of difference between the two totals, draw 
one corpse on the SKIN for the losing side. Just doodle 
these corpses (see sidebar) next to the location icon on 
the SKIN.

Continuing the example, Eoin 
has two push cards, Roger has 
three and Jason has four. As 
the SCRIBE, Jason must battle. 
Roger also chooses to battle but 
Eoin likes the captain’s volte-
face and decides to accede. He 
discards his push cards and takes 
a VOTE. The other two players 
turn over their cards.

Roger has (6, 8, K) giving him (1+1+2) four points. Jason 
has (2, 4, 9, J) giving him (1+1+1+3) six points. They 
add these points together, totalling 10 points. Daniel 
turns over his attack hand (3, 8, 9, 10, J, J, Q, K) giving 
him (1+1+1+1+2+2+2+2) 12 points. Daniel wins by two 
points, so the SCRIBE, Jason, records two Croen corpses 
on the skin next to the boat icon.

Attack 4: Battle Narration
If you joined the battle and your side won, you may 
describe your character’s contribution to the victory. If 
you battled and lost, you may describe your character’s 

demise (and your character must die). However, if your 
highest card matched or beat the ENEMY’s highest card 
(use card rank, 2-A), your character survives, even if you 
lost the battle, and you get to describe that scenario.

Add a corpse for each principal character killed.

Attack 5: The Loot
In addition, if the ENEMY wins the battle, he names 
the LOOT. The LOOT is a thing or a condition that 
the culture has achieved from this atrocity. It could be a 
famous prisoner, a war machine, a strategic location, the 
respect of the enemy, a powerful fleet, an ancient monster, 
etc. Naming the LOOT informs the motive.

Continuing the example, Daniel 
won the battle but Roger’s 
highest card matched the 
ENEMY’s highest card, so his 
character survives. “Instead of 
leaping off the boat in terror, 
Raj battles the enemy but is 
overwhelmed. He dives off the 
boat, plunging through the 
water as spears rain after him, 

and escapes.” Furthermore, Jason may alter the narration 
for his character as he sees fit, but his character must 
die. Jason chooses not to alter the narration in this case. 
Finally, after recording one Croen corpse for Jason’s dead 
principal character, Daniel must name the LOOT. “The 
LOOT is the Croen’s growing fear of the Iho assassins.”

PART 5: THE THEME
Once the result of the attack has been narrated, each player 
in turn, starting with the player left of the SCRIBE, may 
(if he so chooses) argue which GLYPH OF PURPOSE he 
thinks was thematically most prominent. After each player 
has had their say, all players close their eyes and point at 
the person whose GLYPH OF PURPOSE they believe best 
represented the theme of the scene. Players may not vote 
for themselves. The SCRIBE counts to three and everyone 
opens their eyes.

The Croen and the Iho 
have different icons to 
illustrate death.

When a PC dies, use 
the appropriate icon to 
indicate the event.
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The winning GLYPH OF PURPOSE, or theme, is the one 
with the most nominations (fingers pointed at a player). If 
there is no clear winner, the ENEMY decides the victor. 
Now, anyone who nominated the winner gains a VOTE. 
Furthermore, the player in charge of that GLYPH OF 
PURPOSE gains four VOTES.

Continuing the example, the four players, Jason, Roger, 
Eoin and Daniel, are about to decide whose GLYPH OF 
PURPOSE best represented the theme of the scene. 
Jason goes first, and argues for the Heart, saying, “Roger’s 
character, Raj, was trying to sacrifice everything for love.” 
Next, Roger agrees with Jason. Eoin argues, “But the 
captain was the one who made the greatest sacrifice, 
and that was for power (the Crown). He became a captain 
to gain some kind of advantage, denounced love and, in 
the end, betrayed his own people, probably for power.” 
Daniel chooses not to contribute to the debate.

All the players close their eyes and after Jason counts 
to three, they find that Jason, Daniel and Roger point at 
Eoin while Eoin points at Roger. With three nominations, 
Eoin’s GLYPH OF PURPOSE wins and he receives four 
VOTES. Each of the other players receives a single VOTE 
for picking the winner.

PART 6: THE SKIN
Near the location icon, the SCRIBE draws the GLYPH OF 
WAR and, beside it, the scene’s GLYPH OF PURPOSE. You 
can copy these GLYPHS from the book, or invent your 
own. If the ENEMY won the battle, the SCRIBE must also 
draw a small icon to represent the LOOT. 

At this junction, the SCRIBE is encouraged to detail the 
SKIN with freestyle elements. Go crazy!

Continuing the example, Jason draws Daniel’s GLYPH 
OF WAR, “Stealth.” Beside it, he draws the Heart. Jason 
draws the GLYPH OF WAR much larger than the Heart, 
to show that stealth triumphed. Now he adds some 
other scribbles inspired by the scene, including a skull 
(to represent the LOOT).

PART 7: REPEAT
Afterwards, all cards are returned to the deck and shuffled, 
the roles of SCRIBE and ENEMY shift one place clockwise 
around the table, and a new scene begins. Make sure 
to pick a new location for this scene. When choosing 
characters, there is nothing to say that principal characters 
from other scenes cannot turn up again. It’s a nice way to 
thread a story through the war.

PART 8: THE WAR SCENE
After the last scene ends, shuffle the cards together and 
play the war scene. There is no ENEMY in the war scene 
and the SCRIBE is the player with the most VOTES (in 
a tie, flip a coin).

Starting with the SCRIBE, each player must spend a 
moment looking at the SKIN, trying to remember what 
has happened so far—to help him choose his side.

Each player, starting with the SCRIBE and working down, 
according to the number of VOTES, announces which 
side they are fighting for and the TRAIT they wish to 
incorporate into their final scene. There must be at least 
one player on each side and no TRAIT may be chosen 
twice.

Continuing the example, Jason has 18 VOTES, Eoin has 
14, Daniel has 12 and Roger 11. Jason, as the SCRIBE, 
looks over the SKIN and chooses to support the Croen. 
He picks the “seafarers” Aspect. Next, Eoin also supports 
the Croen, choosing the “sailors must hunt sharks” Rule. 
Daniel supports the Iho, choosing the “vengeful” Repute. 
Roger, likewise, opts to support the Iho. He picks the 
Belief that “passion brings glory.”

Add up the number of VOTES on each side. Now, total 
the number of corpses for each side and donate a number 
of VOTES, equal to the difference, to the side with the 
fewest corpses.

The side with the highest total is the 
winner (in a tie, the SCRIBE determines 
the victor).

Losers (those players supporting the losing 
side) announce how their chosen TRAIT 
causes their culture to lose the war. Winners 
announce how their TRAIT betters the 
kingdom after the war is over.

I don’t wanna!
Some players prefer it if one 
guy does all the drawing, 
others prefer it if everyone 
gets a chance to scribble. Do 
what’s best for your group, 
and don’t feel like you have 
to draw if you don’t want to.
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The SCRIBE draws the Aspect for the winning culture 
in the space marked on the City of Seriphin icon and 
embellishes it in whatever manner he chooses.

Continuing the example, the players total the VOTES 
on each side. The Croen have (18+14) 42 VOTES in total 
and the Iho have (12+11) 33. Counting the corpses on the 
SKIN, there are 19 Croen corpses and seven Iho, giving a 
difference of 12. This is added to the Iho VOTES, bringing 
the Iho total to 45 VOTES.

With 45 VOTES, the Iho win the war and each of the 
losers narrates how their TRAIT contributed to their 
loss. Jason starts, “Believing they could win the war at sea, 
they left their inland forces thin. The Iho were able to walk 
through their cities, occupy their land and cut off their 
supplies.” Eoin continues, “And since the best fighting 
men, the shark hunters, were away, all that were left were 
the men of weak morale. They couldn’t withstand the 
Iho legions and gave up at the first instance of conflict.”

Now the winners add an epilogue. Daniel begins, “Once 
the Iho people took power, other contenders to the lands 
and throne backed away. The Iho’s reputation for just 
vengeance served the kingdom well, granting its people 
a time of great peace and prosperity.” Roger continues, 
“Statues were erected of the heroes of the war, inspiring 
great works of literature and prompting a period of 
philosophical and scientific discovery. All hail the Iho!”

Jason draws the Iho emblem, 
the dragon, inside the City of 
Seriphin. The history of the 
war is complete.

When you’re done, take a 
photo and upload it onto 
your favourite RPG forum! 

Or send it to COBWEB GAMES so we can show it off 
for you!

SCENE SUMMARY
When you see the  symbol, you may add something 
to the SKIN.

�� 1. 	Players choose a GLYPH OF PURPOSE.

1. 	 Scene: Type. Location. Routine.

2. 	 Character: Trait (suit), Parity, Status (value).

3.	 Deal 12 push cards to the non-ENEMY players.

4.	 ENEMY gets 5 omen cards and plays the first.

�� 2.	 Free Play.

1.	 Players push other principal characters (page 7). 
If a player rejects, ENEMY can bribe (page 7).

2.	 At any time, ENEMY may play an omen (page 
8) or close the scene (page 8).

�� 3. 	Attack.

1.	  ENEMY describes the atrocity, narrates for 
the principal characters, and adds seven cards to his 
hand (+1 for each left over omen).

2.	 Acceding players receive one VOTE and discard.

3.	  The highest total wins (ENEMY vs. battling 
players). Players edit the narrative (see page 9).

4.	  If ENEMY wins, he gains 2 VOTES/battling 
player and ENEMY chooses the LOOT.

5. 	 Otherwise, each battling player gains 2 VOTES.

�� 4.	 The theme is discussed (page 10) and the 
SCRIBE adds to the SKIN. The scene ends and the 
SCRIBE and the ENEMY roles shift clockwise.
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Scene Setup

55 Each player picks one GLYPH OF PURPOSE from:

�� Crown: Fame or Profit  The rise or fall of power.
�� People: Peace or Alliance  The unity of people.
�� Shield: Rescue or Protect  The sacrifice for others.
�� Swords: Duel or Destroy  Of honour and revenge.
�� Heart: Romance or Betrayal  The bitterness of love.

55 SCRIBE picks a scene type (Croen or Iho), a location and 
introduces routine.

Characters

55 Give the ENEMY his GLYPH OF WAR card and all 
other players their character card.

55 SCRIBE introduces his character first, followed by the 
OTHERS:

�� Trait | Use the card’s suit and the culture’s emblem.
�� Parity | Is the card odd or even?
�� Status | Low value, low status—within the group.

55 Deal 12 push cards between the SCRIBE and Others, 
and 5 omen cards to the ENEMY. The ENEMY plays 
his first omen.

Attack

55 Attack hand  ENEMY takes 7 new cards.
55 ENEMY narrates atrocity for the principal characters.

�� Acceding players receive 1 VOTE and discard.
�� Highest total wins. Players edit the narrative.
�� Record 1 corpse/point of difference for the losers.
�� Record 1 corpse/dead principal character.
�� If ENEMY wins, he gains 2 VOTES/battling player 

and ENEMY chooses the LOOT.
�� …Otherwise, each battling player gains 2 VOTES.

Theme

55 Discuss  Each player may argue for a GLYPH OF 
PURPOSE.

55 Close eyes, point to the best supported GLYPH OF 
PURPOSE and count to 3.

55 Person with most nominations gains 4 VOTES. Choosing 
the winner gives you 1 VOTE.

Skin

55 SCRIBE records the LOOT, GLYPH OF WAR and 
theme (GLYPH OF PURPOSE).

Repeat

55 The SCRIBE and ENEMY roles shift clockwise.
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