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Warden Roll

Trips All three dice
show the same
number.
456 The dice read 4-
0 5-6.
Pairé6 Two dice are
paired. The third
CJOJEY  isae.
Pair2-5 Twodiceare
paired. The third
(-JCIE3 is2,3,4,0r5.
Pairl Two dice are
paired. The third
CJ isal
123 The dice read 1-
0oE 23
NoResult None of the
2 above apply.

}7

N
Total Victory

The warden reasserts control over the
scene and silences any dissent for the
time being, with as kind a face or iron a
fist as makes sense for the situation.
Shift a slider up by 2.
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Warden Victory

The warden asserts control and shifts
up one slider by 1.
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Tenant Roll-Off

Make note of your non-paired die. The
tenants take turns rolling to settle who
gets narrative control. Tenants can opt
out to preserve their relationship with
the warden, and may do so after seeing
others’ results but before they roll.
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Warden Loss

The tenants finish the scene together,
each bumping down a slider by one.

Reroll

The warden may reroll this result 2
times, for a total of 3 dice rolls. If there
is still no result after three rolls, shift
one slider up and another down as an

uneasy truce falls upon the scene.
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Tenant Roll-Off

Trips All three dice
show the same
number.
456 The dice read 4-
) 5-6.
‘ Pair6 Two dice are
paired. The third
() isaé.
Pair2-5 Twodiceare
‘ paired. The third
CIBIED is2,3 4 0r5.
Pairl Two dice are
paired. The third
CJ isal
‘ 123 The dice read 1-
DoE 28
NoResult None of the
M) above apply.

Total Victory

Gain narrative control over the scene.
Shift a slider down two spaces.

Tenant Victory

Gain narrative control over the scene.
Shift a slider down one.

4 N

Spare Die Contest

Compare the non-paired die with the
warden's. If yours is higher, shift a
slider down one and gain narrative
control over the scene. If yours is lower,
the warden shifts a slider up one.

- /

Tenant Loss

Do not gain narrative control. If at
least one tenant received this result,
the warden bumps a slider up by one.

Reroll

The tenant may reroll this result 2
times, for a total of 3 dice rolls. If there
is still no result after three rolls, the
warden bumps a slider up by one.
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The Knock

Knock on the table if:
. You feel uncomfortable
. You sense discomfort

«  You are escalating the situation

If everybody, including you, knocks back: proceed.

Otherwise: pause the game and discuss.

Knock often

Disagreement

Tenants call for a dice roll if they disagree with the warden.
You can disagree about many things:

+  Something the warden's character says or does

«  Something the warden player says or does

. Something the warden player says you do

«  The way something is described in the bunker

- The way something is described outside the bunker

- Theway a scene cuts or ends

«  How the warden talks to you

«  How the warden talks

. How the warden controls the bunker

Character Growth

You can let go of your Who I Was, Who I Am, or Who I Will Be
cards to force any player to reroll a single die. This changes
who you are. You will have to let go of these if you move a
slider past one of the indicated thresholds, so you may as
well change on your own terms.

Boundaries

“Acceptable” types of violence:

Vs

“In-character” roleplaying vs. narration:

Confinement:

Other hard boundaries:

Other soft boundaries:




