
Play moment-by-moment, following the logic of the fiction   –   Nobody owns the world – so use what others create   –   Play with an open hand – no secrets 

 
Focus the game on the Primary characters   –   Play real characters with real vulnerabilities   –   Think small and let the game breathe 

 

2. Complications and Strengths 

Describe outcome 
of action. 

For risky / 
challenging 
actions, anyone 
may add 
complications 

Primary 
describes action 
and intended 
consequences 

Primary may use a 
Strength with a 

Token to cancel all 
Complications 

Repeat with new focal character 

Check for Display Heart (Primary and 
Secondary characters) 

Play through scene 

Frame scene (who, where, when, 
what happening) 

Scene structure 
First: 
• Is there anything that obviously, burningly 

must happen next? 
Second: 
For the current focal character, check in order: 
• Does the focal character wish to accomplish 

something or interact with someone? 
• Does the focal character want to activate a 

Weakness, or does a Situation player wish to 
do something with the focal character? 
• Ask a question about the focal character’s 

everyday life. 
 

3. Framing scenes 

When you display your heart, so that another 
character sees something of your true self or 
your heartfelt feelings, at the end of the scene, 
they say if any of the following apply: 
• It changed your relationship with them 
• It brought you closer together. 
• it pushed you further apart.  
If any of the above apply, you each may Mark 
your Relationship with the other.  
 
When your Weakness causes trouble for you, at 
the end of the scene you may Mark your 
Weakness. 
 
Check for any Playbook Moves you might have 
missed. 

 

4. End of scene 

Threat 
manifests: 

directly threaten 
a Primary 

Primary may take 
action to prevent 
or avoid the 
threat 

Primary 
activates 
Weakness, 
invites 
trouble,  and 
gains a 
Token 

Situation 
player 
describes 
threat 
developing 

1. Threats and weaknesses 

Situation 
player 
creates a 
Threat by 
asking a 
Question. 


