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Written and designed by Zach Hazard Vaupen (who also provided the magnificent cover art for Liminal Horror) with editorial assistance from Josh Domanski, The Chair is a pamphlet-length adventure for Goblin Archives OSR investigative horror game Liminal Horror. I purchased the PDF through itch.io though it can also be obtained from
DriveThruRPG should you be that way inclined. Minimalist to the point of being downright mysterious, The Chair has no pre-determined plot and its only concession to back-story is a list of six potential rationales for why the PCs might find themselves trapped in a small house with a demonic chair. Weird, atmospheric, and more than enough
substance to keep a group engaged for an entire session, The Chair is proof that all you need for a great adventure is an evocative piece of furniture and a GM with their wits about them. I struggle to review adventures as it is never entirely clear how much of a game session comes from the text and how much comes from the GM themselves. I can
write about the artwork, the layout, and the prose all day but the truth is that adventures are more like recipes than meals and meals are, in the words of Mitchell and Webb, recipes that have been cooked by you: Even the best-written adventure will struggle to yield great game sessions when they are run by the neurotic, the abusive, and the power-
mad. Conversely, a talented GM running a game for experienced players should be able to coax a decent session from a handful of notes scrawled on a takeaway menu. I struggled with this realisation when I came to review a series of Call of Cthulhu adventures produced by Type40 studios: I knew that the adventures were under-imagined, under-
written, and grotesquely over-priced for what amounted to little more than a writing prompt, some hand-outs, and a batch of pre-generated characters. I knew that the products Type40 studios were selling were crap but somehow they managed to yield some decent sessions for my group. The missing factor in the equation was us: my players were
enthusiastic and I had been running investigative horror games for decades and so we were able to get something decent out of a shitty product. I mention this not because The Chair is a shitty product as it isnt Far from it in fact. I mention it as The Chair is not an idiot-proof railroad where the GM spends their tone reading box text and administering
combat. This scenario is a great recipe with great ingredients, but it does require a bit of care, attention, and creativity from you. The set up for the adventure is that there is a house deep in the woods. This house contains an intelligent, shape-shifting chair that is somehow present in every room. The present in every room conceit is one of the factors
that contributes to the adventures sense of mystery as the text never explains what it means beyond a suggestion that the Chair can change shape: Is the Chair literally present in every room at once, or is it in fact following the players around so as to appear present in every room? Is it always visibly present a glistening, pulsating presence in every
corner or is its presence non-obvious because it hides? The answer is that a) it depends and b) it is up to you and your group to determine how this works. This is the OSR bitch, we make rulings up in this motherfucker. Also mysterious is the fact that the Chair has its own agenda that seems to revolve around manipulating people into sitting on it, at
which point the Chair entombs its victim in a wall. Aside from the Chair, the adventure also details the seven rooms that make-up the house. Each room is atmospherically dressed with unsettling sights visible through windows and a cast of inscrutable NPCs who behave more like furniture than the Chair itself. As a pamphlet adventure, The Chair is
quite short. Little more than an extended encounter with a single locale. The adventure presents itself as a darkly surrealist haunted house reminiscent of Call of Cthulhus Mr. Corbitt or the second half of The Haunting. While there is a list of potential paths into the house, and one suggested path out, how the groups encounter with both house and
Chair will play out is up to you but the details are incredibly evocative and there are more than enough of them to keep things moving. For example, I used this adventure as a one-shot system familiarisation session for an upcoming Liminal Horror campaign. I decided that the characters were hostages from a bank robbery gone awry and while they
remembered being tied-up and Blind-folded, they did not remember being loaded into crates or dumped in the woods. I initially introduced the Chair as just an unsettling piece of furniture in a weird location and while the group tried to extract some sense from the array of freaky little guys who love living in a creepy cabin in the woods, the Chair
stalked them. Substituting itself for other pieces of furniture, snatching them, and entombing them in the walls until the party were terrified of sitting down. In another gesture towards the mysterious, The Chair introduces a class of object referred to as hermetic devices. What these objects are is (again) not really explained but it is worth bearing in
mind that this adventure is designed for Liminal Horror and Liminal Horror is a hack of Cairn, which is itself a hack of Into the Odd. Cairn was created to try and bring NSR games closer to original D&D in an effort to make it easier to run old TSR modules. One of the major differences between Cairn and Into the Odd is that, rather than having spells,
Into the Odd had magical artefacts with spell-like powers. Liminal Horror followed Cairn in having spells that you memorise by devoting an inventory slot to the spell. I chose to interpret hermetic devices as magical artefacts comparable to those in Into the Odd but you could interpret them the property any number of other ways. The Chair is a short,
well-designed and evocatively drawn pamphlet adventure for anyone with an interest either in running a single-session OSR haunted house, or in incorporating that kind of set piece into a longer adventure or campaign. The vibes are impeccable. Liminal is an urban fantasy RPG from Wordplay Games. The word itself means relating to a transitional or
initial stage of a process or occupying a position at, or on both sides of, a boundary of threshold. In the game, the PCs stand between the real world and the supernatural Hidden World. [Download] As Geek Native noted in March last year, the Kickstarter pitch for Liminal wasnt shiny. The video was run of the mill, and yet it hinted at proper attention
would be given to quality art for the game. That is a promise kept. Liminal has a straightforward layout spiced up with some stunning artwork, and youll see some pages from the game in this review. Theres lots of urban fantasy that feels a bit like Liminal, but the game is its own thing. As I read through the introduction of the Hidden World and those
few humans who are aware of it, including the police forces P. Division, I was sure the games inspiration was Paul Cornells London Falling Shadow Police series. Id just finished the audiobook. As it happens, Liminal wears its influences on its sleeve, dozens of titles like The Rivers of London (Ben Aaronovitch), Jonathan Strange and Mr Norrell
(Susanna Clarke), The Dresden Files (Jim Butcher), and even Hellblazer, Dracula and the BBCs version of Neverwhere. I think you could easily use Liminal to turn any of those stories into an RPG. A feature shared by many of those titles is just how they flirt with the shades of grey while hinting that something potentially much darker lurks below the
surface. Thats very much the case of Liminal. It seems the game will naturally gravitate towards not just the shadows of the Hidden World but the shadows of motivation, intention and trickery. There might be vampires that hunt blood and the agony of werewolves unable to control the curse, but I think, in any Liminal game, there will always be the
sense it could get even worse. Characters in Liminal are built with points and begin with a drive. Drives are one or two sentences that describe the characters motivation and this is a game where retiring a character once they reach their goal is a consideration. It is not mandatory. All characters in Liminal fit into one of three categories; they are
magicians, they are determined, or they are tough. Theres an exception for shapechangers and lycanthropes, though. Normally shapeshifting is the art of the magician but if your character can only change into a single shape like a wolf then they can be created as a tough. Examples of thoughtful consideration like that are peppered throughout
Liminal. Characters have a set of skills (training and natural abilities), traits (advantages) and limitations (disadvantages). Some supernatural characters strongly suggest certain traits and limitations, but nothing is mandatory. The system is pretty simple but in a quick playtest proved it to be sufficient enough. Characters have the Endurance stat to
represent health, Will for inner strength and a Damage stat for dishing it out in combat. Skill tests are made by rolling 2d6, adding a skill level and trying to hit the Challenge Level. If you dont have the right skill, then the Challenge Level raises by two points. That Will stat is useful as you spend it to improve rolls; adding the number of points youre
willing to burn to that 2d6 total. Liminal is set in the UK. Thats a big part of the game. As a result, gunfights are rare. Most combat will be melee or magical and the rules reflect that. For example, the suggested rules of severe weapons like rocket launchers and grenades is to treat them as an instant kill. This game is a 287 paged book, which I think
is excellent value for $14.95, and so theres plenty of room to flesh out some character concepts. In doing so, author Paul Mitchener introduces more of the Hidden World. There are Faces who liaise between the Factions in the mage, Gutter Mages whove not had the academic training as those in the Council of Merlin have enjoyed, Men in Black who
work for the churchs Order of St. Bede to remove supernatural threats and Wardens, for example, who protect Magicians from danger. Equally, the limitations section (traits as well, to a lesser extent) help define the world. Typical traits include things like Oathbound where characters find it hard to lie or Obliged where characters are in debt to a
supernatural power and come together to create a layered world where negotiation and intelligence are as important as punching power. This layered world is built from Factions. These are the powers of the Hidden World and the source of much of the games tension. At the start of the game, the players start with a 0 written next to every Faction the
GM wants active in the world. They then take turns to pick two Factions each; putting +1 to the total for a Faction where their PC has a positive relationship and a -1 when theres negative. The Crew cant exceed +3 or go lower than -3 at this stage. A +3 relationship means the Crew is allied with that Faction. A -3 relationship means they have
enemies. This notion of groups is hardcoded into Liminal. The PCs work together in a Crew and just like the characters themselves the Crew has its own Goals. As the game sagely notes; a Crew needs a reason to take on cases and engage with the world. Its not often this reviewer gets to see his home city in an RPG, but The Edinburgh Inquirers is an
example Crew; they are scientists trying to understand the magic of the Hidden World with the assets of a base of operation (Edinburgh University), an occult library, hangers-on and laboratory. Edinburgh itself isnt the Liminals Gazette of exciting locations, but plenty of other British and Irish places are. I dont think you need anything beyond a TV
understanding of the countries involved to enjoy Liminal, but it certainly feels helpful to have so many towns and cities detailed. The RPG has info on the Hidden World in Belfast, Caernarfon, Dartmoor, Durham, the Giants Causeway, Glasgow, Glastonbury, Glen Coe, Hadrians Wall, Highley, Liverpool, Loch Lomond, London, Manchester, Mussenden
Temple, The New Forest, Oxford, Portmeirion, Saltaire, Stonehenge, Mount Snowdown, Winchester, York, Canewsdon, Hinton St. Mary, The Forest of Dean, Peebles and Tamworth. Ive no idea what the criteria for making the cut was, some of these towns are an odd choice, but if we have got an RPG based off spooky places Paul Mitchener has been
on holiday then so be it. Its very much the people, rather than the places, that define the Hidden World and a decent chunk of the rule book is spent detailing the games factions. Broadly speaking there are the significant Factions who will likely be available for encounters in many games and then lesser Factions whom Crews may or may not
encounter. The motivations and modus operandi of each Faction is spelt out for Game Masters, and there are introductions (and stats) to important NPCs. I dont think Liminal is likely to be a game that is picked up by inexperienced GMs, but the section on how to GM and the example cases (adventures) is still a worthy addition. They act as an
experienced hand on your shoulder, confirming what youve probably concluded as youve read through the game. I enjoyed Liminal. Its a thoughtful and elegantly simple game. Crunch is minimised in favour of creating lasting memories and facilitating drama but it feels more robust than many games you could say that about. There are, after all,
nearly 300 pages of rules, spells, character abilities, monsters and NPCs in this RPG. If youre looking for an urban fantasy, a supernatural noir or perhaps a way to turn one of your favourite TV shows or books into an RPG, then Liminal is a solid choice. Liminal Horror is a modern cosmic horror ttrpg built on theCairn engine.And specifically, it feels
like it's designed to emulate the tone and contents of a horror podcast. The scope is tight. Player characters come from all walks of life. And there isn't much expectation of institutional support---you're mostly alone against the darkness.The PDF is 36 pages, with a solid, easy to read layout. There's a high density of public domain illustrations, and
they're all consistent with the game's tone.In terms of approachability, Liminal Horror feels like it's designed for people who already have a bit of experience with tabletop rpgs. The first non-credits section is a detailed, piece by piece explanation of the game's philosophy, and stats are introduced immediately after that. Basic rolls aren't explained
until halfway through the book.There's no "what are dice" section.That said, the game mechanics don't feel especially complicated.Like Cairn, stats are simple, HP recovers fast, and there are abundant roll tables. You can put together a character in ten minutes, and most of that is nailing down the specifics of their backstory. In-game rolls are
typically a d20 against a stat, with lower being better. Attacks always hit, but damage is variable.Magic in Liminal Horror feels unique, as spells are one-shot effects thatboth take up inventory space and are randomly built from several roll tables. You can attempt to keep them after casting them, but this requires a stat roll, and the effects of a failure
are somewhat debilitating.Like a lot of other modern horror rpgs, Liminal has a mental Stress system. Stress, like damage, hits your HP track, then begins lowering stats. Unlike damage, you can get it from just seeing weird phenomena, and when it accumulates enough you gain Fallout. Fallout is a range of mental, physical, and supernatural
consequences that permanently change you. Some entries feel similar to Call Of Cthulhu's Sanity/Mental Disorder system, but others are *very* much their own thing, and more than a few have benefits as well as drawbacks.In terms of GM tools, in addition to the opening explanation of the game's philosophy, there's also a bestiary, a sample
adventure, some roll tables for prompts, and advice on how to hack together new content. It's all short but thorough.There's even a compact rules reference and a character sheet at the back.It's a very complete package.Overall, if you're looking for a modern supernatural game, you have at least a little bit of experience with ttrpgs, you want
characters that transform (sometimes horrifically) during play, and you want a gloomy, isolated world-feel, Liminal Horror is a really good pick. Theres a strange comfort to ambiguity. To stand at the threshold between states of what was and whats next, to inhabit the places of transition. But youre never truly alone here. There are things that hunger
within the dark places. Strange creatures and mysteries lie in wait and tumbling into the wrong place at the wrong time may put you on the path towards doom. Grab your flashlights and blood splattered jackets as you try to make it through the night. Beware, snapping bone and rending flesh are often the simplest outcome. While there may be great
power within these places not all mysteries can be solved and not everyone can be saved. Above all, there are fates far worse than death. LIMINAL HORRORIs a rules-lite, adaptable Survival-Horror roleplaying game about normal characters and their struggles against the things that go bump in the night.
The game focuses on surviving the weird and Investigating horrors while blending simple, old-school inspired rules with modern, narrative first principles. Survival is not guaranteed and those that do make it through the night are often forever changed. The Investigator edition has everything you need to bring modern horror to your ttrpg table. It
acts as a players guide and Facilitator rules reference enabling you to run your own adventures, any of the official modules, or the hundreds of third party content available. Liminal Horror is not a game about solving mysteries, but rather surviving them. The Investigators Edition (the core rules ready to
bring to the table for players and facilitators) is available: LIMINAL HORROR: INVESTIGATORS Writing, Layout & Design: Goblin Archives 2023Editing: Jarrett CraderLIMINAL HORROR Development Partner: Joshua DomanskiTitle Font Design: Ira Rat of Filthy Loot Publishingl.egacy Core Rules: Some
text ported from Legacy Edition (CC-BY-SA 4.0)Cover: Zach Hazard Vaupen 2021Lineage: Yochai Gal, Chris McDowall, Ben Milton There is a Third Party License for creating adventures compatible with Liminal Horror. Official Modules The MallWhat if The Thing were set in a 1990s mall?PDForin print
The Bureaults Gradient Descent meets ControlPDFThe BloomWhat if Twin Peaks had a The Last of Us arc?PDForin print One Night At The Shelterwood InnCrossover: A Liminal Horror & Triangle Agency Crossover RealityPDForin print The Parthenogenesis of Hungry HollowA modern reimagining of N1 Against the Cult of the Reptile God, but with
flesh beesPDF, print copies coming soon to Space Penguin Ink LIMINAL HORROR merch available atSpace Penguin Ink You can purchase Liminal Horror hereYou can purchase Jeansens Machines hereYou can download the Liminal Horror Solo Starter here Liminal Horror is a game born out of a long series of deviations and hacks that started with
the OSR game Into the Odd. Elements of that game were combined with rules-light fantasy RPG Knave which created Cairn. Cairn has become an all-purpose foundation for several other systems Tunnel Goons, Eco Mofos, Into the Grasslands, and more. Liminal Horror is a modern horror system using these mechanics that lends itself to SCP-style
stories, but it is not limited to that subset of horror. Characters in Liminal Horror have just three abilities: Strength, Dexterity, and Control. Each ability score is created by rolling 3d6 which means the highest any of them could be is 18. When a character takes an action they roll a d20 against the relevant ability score. If the roll matches or it is under
the score you succeed. If you roll over its a failure and damage is dealt to your HP (Hit Protection). If that reaches 0 then damage is dealt to the ability which will deplete. Physical harm is dealt to Strength or Dexterity while Stress is what takes down Control. Liminal Horror is only 44 pages in length and is part of a growing tradition of zine style
games that dont provide lore or worldbuilding per se. This is a rules framework built around the idea of its genre. There is also a lot of wiggle room for GMs to make decisions at the table based on their interpretation. That looseness actually makes Liminal and its brethren prime candidates for solo play. With a good GM emulator you can play a game
that moves along at a steady pace and provides a rules framework when you arent sure if your character will succeed or not. The game is very sensitive for mental illness, something horror tabletop RPGs have traditionally been rather tactless about. The result of critical stress is Fallout, which are supernatural effects that linger with the player rather
than mental health conditions like in a game such as Call of Cthulhu. Most Fallout can be removed over time like Detached Shadow (your shadow becomes a separate entity that travels with you) or Psilocybin (you start manifesting hallucinations and your vision wavers). There is Legacy Fallout that sticks with the character forever. That might be
Paranoia (you constantly believe you are being watched) or Hunger (you develop an unnatural hunger and if you dont feed within 24 hours you take a tag that does harm). These Legacies arent all downside, they often provide a mechanic that (after a week or so) you roll and if the result is higher than a current ability or your HP you get to take the
new result. Thats about the only way you can upgrade a character, though. For my game, I chose to use the three RPG Machines written by Jeansen (Game Emulator, Scene Emulator, and Plot Emulator) and they work fairly smoothly to provide some rough elements to frame both individual moments and the larger story. Going through the character
creation mechanics I ended up with the following protagonist for my game: Cristian TaylorBackground: TherapistAesthetics: Casual comfortThe Abyss Stares Back: You read something not meant for mortal mindsIdeology and Beliefs: You believe in fate and it directly impacts your lifePhysique: Ample body | Face: Chiseled | Speech: AccentedVirtue:
Cautious | Flaw: Rude | Misfortune: Discredited I also rolled up two NPCs, as per the game rules, but also on my word oracle to get some inspiration for what role these characters might play: Julia Savage Casual acquaintance Oracle: Follow InnocenceAlbert Baldwin Family member Oracle: Clash Burden The unofficial solo rules include tools to roll up
a scenario which gave me this: Location: nature (a forest, a desert, a mountain)Event: authorities (police roadblock, lockdown or curfew by the government or a government agency, an official investigation)Oracle: Surprise HealthyBackground problem: Belief: Religious oppression, holy war, inquisition, extremists, prophecies, divinePlot hook: Terrible
event | The mission: Destroy an objective, object, or location | Motivation: You have no choice, it has to be you I mulled over these details for a couple days before sitting down to play, letting them gel just enough, but not too much. Here is the first session I have played in this series. Prologue Cristian sits on the floor of the living room. Its the early
morning hours, nearly indistinguishable from night except for a slight bit of sunlight just cresting the mountains. Cristian is a therapist and was helping his cousin Albert. Albert had been using drugs since he was a kid, and it was linked back to his mothers death in a car accident. He had been in the back seat when it happened. Albert saw what
happened to her body when the semi-truck smashed through the front half of the car. Cristian decided that if he had a degree and a thriving practice, he should be able to help his own cousin. Echo Regression therapy. Patients would have key events in their life replayed for them while in a hypnotic state. The therapist would employ audio triggers to
amplify the response and cause the patient to truly feel like they were living through the experience. The result would be that the intensity would leave the patient numbed to the emotions attached to that moment and able to move on from it. Cristian had read in-depth about the method and was fully aware that it was banned by most of the world.
Hed read the police reports. However, he looked deeper and decided there were flaws in how the method was implemented in these instances. Cristian wouldnt make those same mistakes. Cristian proposed to Albert on a Saturday afternoon. He invited his cousin to his home and explained echo regression, leaving out its illegality. He didnt want to
cause Albert more anxiety than he was already feeling. Cristians honey-smooth voice put Albert at ease. He must have let the facade drop momentarily, always showing his true feelings on his face through a furrowed eyebrow or clenched jaw. Albert studied him, and Cristian let a smile crack through; his cousins shoulders dropped. The plan was to go
up to the family cabin in the Smoky Mountains a month from then. Cristian spent that time reading and re-reading. Gathering audio cues that matched the car accident, even finding video footage of actual car accidents, and extracting the soundtrack for this purpose. Cristian drove him and Albert up to where they spent so many summers as kids with
their now-deceased grandparents. It had been Grandmother and Grandaddy who had raised Albert after his mother died. Even as a child, Cristian could see how troubled his poor cousin had been. He would fix that this weekend. Things would start well enough, and then Saturday night came. Cristian got everything ready and took Albert down this
journey. It went smoothly at the start. Alberts voice sounded more childlike as he lay on the couch, eyes closed, describing sitting in the backseat of the Camry, paging through a Hulk comic his mom had purchased for him at the supermarket. Cristian tapped his phone, which was connected via Bluetooth to a set of speakers he had set up in the living
room. Sounds of a busy grocery store followed by sliding doors, a car door closing, and an engine turning over. When the crunching crush of metal played, Albert shrieked like an animal. Cristian dropped his phone and quickly snatched it up, resuming the script he read aloud to guide his cousin. The weeping man on the couch started to convulse.
Cristian felt light-headed. The sky had gotten dark so fast. The therapists eyelids felt heavy as a powerful drowsiness swept over him. He kept trying to read the script and play the next sound. His head weighed a ton, and he gave into the darkness. Cristian felt the cold first. He pushed himself up and felt the stone on his hands. He was in a cave. A
shaft of light poured through a hole in the ceiling, which looked out on a starless night; only a full strange moon hung in the black sky. Sitting on the ground where the moonlight touched the stone floor of the cave was a thin book. Its cover was decorated with a single image: a simple drawing of an androgynous face with a veil hanging over it.
Cristian picks it up and opens the book. The words are neatly handwritten across the pages. The therapist notices the text outlines psychological techniques for peering into the layers of consciousness hidden from human perception. However, as he progresses, the text addresses Cristian directly, revealing personal fears and secrets. He drops the
book when he gets to a section detailing the echo regression and Albert. It says he woke up to find his cousin missing, but there is no trace of him in the cabin. The final pages are blank, but Cristian feels he glimpses his name as he flips through them, only to discover nothing. Theres something else.words about what he should do now, going
somewhere, killing someone He wakes up on the living room floor. Its the early hours of the morning. The sun is just peeking up over the mountains. Albert is gone. Hes not on the couch. Cristian searches the whole cabin. His cousin is completely missing, and the car is still parked outside. A throbbing headache surfaces in Cristians temples. He
staggers to the kitchen, making tea and rifling through an old first aid kit for ibuprofen, hoping its not expired. A knock at the door Scene #1 A Mysterious Visitor (Exposition 1/3) Have the mysterious visitor arrive at his cabin. Modified Proposal: Cause confusion, doubt, question The GM asks you toRemind what exactly brought the characters here.
Guest BraySomeone who: They arent exactly a person Impression: Intimidating, bully, bad guy Intent: Show or give you something Cristian goes to a window at the front of the house & peeks out of the curtain. He sees an elderly woman standing there patiently. Her face betrays no emotions, she stares straight ahead at the door. She looks well-
groomed, so she is not some hermit living in the mountains, most likely. Cristian tries to think of the closest house. Its too far to walk here, and Cristians car is the only vehicle parked outside. Hello? Cristian says from inside the house. The woman looks at him. Oracle question: Does she speak? Yes, butEnemy/DangerMr. Taylor. If you would let me in,
please, the woman begins. Its freezing out here, and from the looks of the clouds, I expect it will begin to rain at any moment. I also dont want to be seen by them. Unlock the door, now. Theres something authoritative and teacherly about this old woman. She knows his name. Is she someone Cristian knows, hes just forgotten due to the current stress?
Oracle question: Does Cristian recognize this woman? Strong noCristian has definitely never met this woman. He tells her hell open the door in just a minute. He grabs the revolver he brought in his bag, checks that its fully loaded, and tucks it into the back of his jeans. Cristian opens the door to let his guest in. She pushes past him, walks to the
center of the living room, stops, and scans the area before sitting on the couch, hands in her lap, looking up at Cristian and waiting for him to sit down. Take a seat, Mr. Taylor. I dont have all day, she finally says. I think Ill stand, replies the therapist. Hes incredibly irritated with how this woman barged into the cabin like this, acting so familiar. First
impression: They seem tobehave neutrally, very cold, kind of lacking emotionsShe rolls her eyes. Suit yourself. The Promethean Fire will be meeting in these mountains tomorrow evening. Go to your back deck. Look towards the west. You will see police cars in the valley below. They have closed off the roads. Cristian keeps an eye on the woman and
goes to the sliding door onto the back deck. He orients himself with the sun as it briefly peeks out from behind growing clouds. Sure enough, there are police below. It looks like they have barricaded the road with sawhorses. He wonders if they will see if any cabins between here and the mountaintop are occupied. Cristian goes back inside and
attempts to get this guests name and for her to break from this neutral persona. He says he will make some tea and tries chatting the woman up about what she does for a living, whether she is local here or visiting like him. Action: CTRL check 11 vs. roll: 16 Failure Take 5 stress to HP Current HP now: 4The woman sits silently; Cristian feels like shes
glaring at him. Did she happen to see the gun tucked in the back of his pants? Cristian keeps his back to her as he enters the living room with two cups of tea. NPC Plot Contribution: Doesnt contribute a lot, tries to help, thoughMr. Taylor. The police will probably be visiting you within the next two hours. I would suggest you hide or dispose of your
cousins belongings. If they see you are alone, but there are personal items for two, it will draw suspicion. You must not leave this mountain yet, and they will surely take you if they can. The woman looks down at the cup of tea on the table before her. She doesnt pick it up. She looks back at Cristian, then past him at the window facing the back deck.
The rain is coming soon. I should get back. She stands. Cristian moves towards the door to help her out. I didnt catch your name, Miss? Bray, she responds tersely. Remember to get rid of your cousins things. Cristian opens the door and watches as the woman sets off on foot. She walks deeper into the woods. Within minutes, he loses track of her,
realizing hes staring at a stationary tree trunk in the distance. The police are near. Maybe he should hide Alberts things? Doom Clock #1 The Police Arrive (0/4)Doom Clock #2 The Promethean Fire (0/6) Scene #2 Under the Cabin (Exposition 2/3) Play a triggering plot catalyst Point out a new locationNew Location Purpose: imprisonment, dungeon,
torture, guarding Exploration scene: Damaged, falling. Skill test: crawl, squeeze, climb, swim Circumstance: distracting elements Oracle: Domain/Land, Sunny/Smiling The GM asks you: Indicate with what or who characters interact Cristian recalls the crawlspace under the cabin. He and Albert would play there as children. At the time, it was tall
enough for the boys to walk around underneath the cabin while standing. He suspects that today, hell need to hunch over. It would be the best place to hide Alberts things if the police stopped by. Theyll definitely look in the car and through the house, but deep in the crawlspace would not be likely. Cristian gathers up Alberts things & a flashlight and,
walks around to the back of the house, and crouches to get under the back deck. Up against the houses foundation is a wooden door with a deadbolt lock on the outside to ensure large, wild critters dont get inside. He slides the lock away and lets the door creak open to the dark chasm on the other side. The flashlights beam cuts through it, revealing
some wood scraps leaning against one wall. The light cant reach a certain point, and the deeper parts, near the front of the house, are entirely black. The further he goes inside, the more Cristian notices the ground is descending at a very subtle incline. At one point, his foot slips, but he is able to steady himself. The ground is becoming looser and
damper, more like mud than packed earth. He looks back, and the crawl space door looks far too distant, but he keeps moving ahead, pulling Alberts bag with him. Then, he reaches the other door. Cristian doesnt remember another door down here, but he also doesnt recall the crawlspace being so large. He thought it would all seem smaller down
here, but thats not the case. A quick pull on the handle of the door opens it halfway. The door is wedged at a 45, and Cristian shines his flashlight inside. He stops panning across the inner room when he illuminates a large bronze sun, a decoration hanging on the wall. An unsettling smiling face is part of the design. He wracks his head, but the
therapist cant recall ever seeing this or having his deceased grandparents mention it. He attempts to push himself through this gap in the door. Action: Push through the wedged door 11 vs. roll: 10 Success.Cristian pushes into the inner room, pulling Alberts bag with him. Doom Clock #1 The Police Arrive (1/4)Doom Clock #2 The Promethean Fire
(0/6) Scene #3 The Inner Room (Exposition 3/3) Random: Put a character in a situation best-case scenario occurs Exploration scene: elevation, or steep Skill test: cant go frontally, overwhelmed Circumstance: Costs wealth, resources The GM asks you to: Mention the weather or atmospheric conditions The boom burst of thunder roars from outside.
Then, the patter of raindrops splashing outside can be heard muffled from the inner room under the cabin. Cristian steps forward. Oracle question: Is this inner room finished? Answer: Its complicatedOracle: moving, grim, circularCristian feels his shoes land on the tiled floor with a click of the heels. The flashlight reveals a dingy bathroom-style tile
that covers half the floor; the rest is unfinished and remains dirt. A closer look at the bronze smiling sun reveals that its bolted to a pillar-like support beam in the middle of the room, rounded off and polished. He catches something out of the corner of his eye, and a shape moves. The flashlight beam frantically sweeps across this unfinished room, but
whatever is moving is just out of view. Cristian feels unnerved. He wants to get out of here as soon as possible. Action: Get out of the inner room 11 vs. roll: 9 SuccessCristian catches his breath on the other side of the wedged door. He feels lighter and realizes he dropped Alberts bag in there. He did need to hide it, and he doubted the police would
look in there. Cristian pushes the door closed again and exits the crawlspace. Oracle question: Did Cristian remember to deadbolt the crawlspace? Answer: Strong No Doom Clock #1 The Police Arrive (2/4)Doom Clock #2 The Promethean Fire (1/6) Read the next chapter here Is the Liminal Horror rpg a good one for short sessions ? Longer sessions ?
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Frisian In my review of Regency Cthulhu, I mentioned that I was reaching the point where I cease considering Chaosiums output to be worthy of my time and money. In fairness to the people who worked on Regency Cthulhu, this decision has been a long time coming and all that has changed is that my issues with the 7th edition rules are no longer
being counter-balanced by the fact that Chaosium are a reliable source of supplements and support materials: If I dont really like the rules, and dont really like the adventures, and dont really like the supplements why am I continuing to give Chaosium my money? The answer, if I am honest, is laziness. I first purchased Liminal Horror by Goblin
Archives (a.k.a. Nick Erickson) a number of months ago and was only inspired to sit down and read it by my growing irritation with Call of Cthulhu. This being said, I am very glad that I did decide to read this game as it is a thing of real beauty once you get your head round it. Liminal Horror is 36 pages-long including the back and front covers. You
can buy it as a PDF in a number of places including the Goblin Archives Itch page but I picked it up in the form of a hardcopy from Exalted Funeral. In hardcopy form, the game looks and feels very much like a zine; the pages are small but packed with content, and the artwork is largely public domain with the notable exception of the amazing cover
piece by Zach Hazard Vaupen. Liminal Horror has a somewhat unusual design in that the bulk of the information in the book is presented in the form of charts and tables interspersed with the occasional short explanatory paragraph. With space at a premium, the game has no room for either scene-setting fluff or examples designed to explain the core
rules. At first, I found this approach completely baffling I knew that Liminal Horror was built on a mechanical chassis provided by Yochai Gals OSR game Cairn and so I concluded that the game must have been written by someone so familiar with Cairn that it simply hadnt occurred to them that someone not familiar with Cairn might need to have the
rules explained to them. In an effort to remedy this explanatory shortfall, I went out to secure a copy of Cairn only to discover that it too was a really short game comprising mostly tables and charts. Though funny, this put me back at square one. Thankfully, Liminal Horror made a lot more sense on my second pass through the book. There is a couple
of what I would call conceptual stumbling blocks, but the rules themselves are really very light and very straightforward. The first conceptual stumbling block is that, as with a lot of games inspired by the OSR, there are no skills. Character creation begins with you generating three stats and then coming up with a character background. The character
background informs your characters areas of expertise but you only really roll the dice when your character is at risk and risky situations are resolved by a stat check that the game refers to as a save. There are no skill checks in combat either you roll a save on the relevant stat but the save only determines whether your character goes before or after
their opponent. However, there are a number of situational modifiers that change the number of dice you roll and the kinds of dice you roll but these largely serve to encourage players to be quite deliberate in their decision to use violence as there is very tangible difference between going toe-to-toe to a monster and preparing an ambush that allows
all the characters to strike at once, from behind, from an elevated position, with sniper rifles etc. I realise that this makes Liminal Horror sound rather tactical but this could not be further from the truth Liminal Horror relies upon rulings and having the GM take a view much more heavily than it relies upon rules and procedures. Imagine if an OSR
game handled combat in the same way as it handles traps (i.e. by having people talk stuff through at the table) and youll get a pretty good idea of how Liminal Horror winds up handling combat in practice. Character creation itself is a lot of fun. Having rolled up your stats and decided on a background, you are then free to choose or roll your way
through a series of tables that help to build quite nicely rounded characters with clear motivations and enough oddities to make them fun to play. This process will be very familiar to anyone who has played Cairn but one major difference between Cairn and Liminal Horror is that Liminal Horror does not flinch from the idea of classless play. There are
no optional gear packages or special load-outs for particular kinds of characters: You start with a certain amount of money and some basic equipment, everything else is generated at random meaning that a retired soldier and a professor of occult studies are both equally likely to start play with magic or an assault rifle. As is often the case in games
without traditional skills, Liminal Horror is quite serious about gear and the game has a slot-based encumbrance system meaning that you have to think quite carefully about which pieces of kit you take into the field. As with Cairn, Liminal Horror handles magic through the encumbrance system as a spell will take up a whole encumbrance slot. The
magic system is particularly fun as rather than providing a list of D&D-style spells, Liminal Horror has a series of tables that mash together words and its up to you and your players to determine what spells like Rending Pyramid or Nullifying Colossus might do. The second conceptual stumbling block is that Liminal Horror does not have any rules for
XP or traditional character progression. It is here that Liminal Horror really captured my attention. Liminal Horror presents itself as a game of cosmic horror with a contemporary setting and as such, it can be understood as having a relationship to Call of Cthulhu that is comparable to the relationship that Cairn has with D&D: The rules might be very
different, but the dramatic set-up and narrative structure are basically the same. I say basically as Call of Cthulhu has always struggled with the concept of cosmic horror by virtue of the fact that its core gameplay loop involves a downward spiral that makes characters progressively less psychologically stable before losing all of their sanity points and
going mad in much the same way as a D&D character might lose all of their hit points and get killed. One of the core problems with Call of Cthulhu is that while Petersen took inspiration from the works of H.P. Lovecraft, he built the game around the experiences of normal people who stumble upon the Mythos by accident rather than the people who
become obsessed with it. In practice, the consequences of engaging with elements of the Mythos are so unequivocally negative that the game never really offers any rationale for characters choosing to become investigators. Call of Cthulhu does have a magic system and provides rules for allowing people to become sorcerers but what power
characters gain is more than balanced out by the resulting loss in sanity: Its no accident that seasoned Call of Cthulhu players advise you to burn all the books. Liminal Horror takes a very different approach to the same subject matter. At first glance, there are similarities as seeing horrific things causes you to incur stress that can eventually result in
you having a critical stress situation that requires a save against your Control stat. Failing your Control save results in your character incurring some degree of psychological fallout which involves rolling on a table listing a series of weird fears and attitudes that the character develops as a result of their psychological trauma. The big difference
between Liminal Horror and Call of Cthulhu is that while the sanity mechanics in Call of Cthulhu produce a downward spiral, the fallout mechanics in Liminal Horror can often have substantial upsides including boosting your HP and Stress levels. You can also learn magic and make contact with supernatural creatures. In other words, Liminal Horrors
fallout mechanics are less about mental health than they are about psychological corruption and the bonuses you get from subjecting yourself to psychological fallout means that it is in the characters vested interest to seek out scary situations, books of forbidden lore, and mind-shattering artefacts. Of course, Liminal Horror still allows for characters
that will die from their wounds or be consumed by their relationship with the Other, but the fallout rules introduce this really cool dynamic whereby the players will constantly be trying to position their characters in the sweet-spot between the information that drives them mad, and the information that grants enlightenment. In terms of the writings
of H.P. Lovecraft, this is less a game about playing hapless boobs who decide to start digging holes in their basement and more about the movers and shakers of the mythos; characters like Randolph Carter, Ephraim Waite, or Titus Crow; Characters that spend their lives pushing themselves to stare deeper and deeper into the abyss while welcoming
the changes this provokes. Reading Cairn after Liminal Horror, it was really interesting to see that there is an equivalent for this weird mechanic that effectively rewards players for learning how to damage their characters without ever incurring so much damage that the character dies. However, while Liminal Horror positions this mechanic in the
realm of the psychological and implies that the characters are learning dark secrets by subjecting themselves to mind-shattering horror, Cairn positions this mechanic in the realm of the physical and implies that the characters are growing stronger by injuring themselves. While this mechanic works really well in Liminal Horror and is entirely
appropriate given the games equivalent of an Appendix N full of source material, Cairns physical equivalent of the same mechanic reminds me less of Fantasy novels than it does of shows like Jackass where skaters and stunt-men try to injure themselves but not too much. Liminal Horror is a very short game and it contains no real lore, which means
that you can fill the universe of your game with whatever twisted bullshit your sleeping mind dares to dream. Goblin Archives has produced two modular variations on the core rules, one is described as John Carpenters The Thing set in a 1990s shopping mall and the other is a framework for recreating campaigns built around government agencies
like Delta Green or the video-game Control. Apparently, Goblin Archives is currently working on a hardback edition of the game that is not a second edition but rather a more verbose expression of the rules GA has developed thus far but you dont really need any of these things to run a game of Liminal Horror. For me, Liminal Horror is the complete
package: It is short, it is simple, and while it empowers players to make decisions and think things through, that engagement is directed at the world of the game rather than the rules or their character sheets. Liminal Horror is not a game where you can get out of trouble by flipping through the rulebook, the only way out is to look up and start
talking to both your GM and the other people at your table. That is precisely the kind of engagement I want from my RPG sessions. Liminal Horror has no real lore or backstory but everything from the design, the art, and the suggested reading serve to evoke a vibe that is not only surprisingly clear but also quite compelling. Think of Lovecraft without
the stuffiness, think of Unknown Armies without the postmodern whimsy, think of the films of Kiyoshi Kurosawa and the novels of Kathe Koja and you have the vibe I am talking about. Stories as much about the darkness of the world as the profound ambiguity of our ability to transcend it. Into the OSR is an occasional series in which I write up some of
the creative decisions I have made in the preparation of my old school sandbox RPG campaign. The rest of the series can be found here Work continues on my next campaign, but I have spent the last few days thinking about the idea of diegetic advancement. While there is a lengthy and tedious blog post to be written about the distinction between
OSR (0ld School Renaissance) and NSR (New School Renaissance) games and how the overlap between these two scenes seems to ebb and flow with the passage of discourse, one of the defining mechanical characteristics of NSR games is that they take their cues from Chris McDowells Into the Odd and favour diegetic over non-diegetic forms of
advancement. The difference between diegetic and non-diegetic forms of advancement can (as we shall see) be a little bit tricky to pin down but the basic idea is that rather than having characters acquire XP and level up in an abstract and player-facing manner, character advancement should be measured in terms that are primarily character-facing
and which are rooted in the material reality of the settings fiction. So, rather than acquiring a new feat, a player who has survived a few expeditions might happen upon an aged sword-master who offers to spend some time teaching them a useful technique. Having grown accustomed to smoothly granular and carefully-balanced experience mechanics,
a lot of gamers struggle with the idea diegetic advancement. In fact, it is interesting to note that while the original edition of Yochai Gals wonderful NSR game Cairn did allow for non-diegetic advancement through the use of a fail upwards mechanic that allows you to gain HP by surviving life-threatening injuries, both the games FAQ and its still-
emerging second edition make a concerted effort to address the question of exactly what diegetic advancement is supposed to look like. It was perhaps with this gap in mind that Idle Cartulary at Playful Void put together a really thought provoking post about how you might handle diegetic advancement through a form of prestige inventory inspired
by the game Animal Crossing: Whenever you do something in the world that advances your prestige in the eyes of a faction or powerful figure, you get a badge. This thing goes in your prestige inventory, which is a separate, infinitely large inventory for stuff your friends and allies give you. You can invoke the badge when its appropriate to get a
specific special bonus or to get cool stuff or something, whatever makes sense for that particular powerful figure. I am afraid that too much excitement and too little coffee caused me to wade into the comments with an overly-hasty critique but I thought it might be worth putting together a post that unpacks some of my thoughts on the question
before explaining a) why you shouldnt be intimidated by the idea of diegetic advancement and b) how I intend to handle diegetic advancement in my Liminal Horror campaign. People who have grown accustomed to the core game-play loop of Dungeons & Dragons might be stressed out by the idea of a game with little to no mechanical advancement.
After all, character improvement is one of the more satisfying aspects of long-term play and if your character cannot learn from their experiences, are they not losing one of the primary motivations for putting themselves in danger? I actually have some degree of sympathy for this view as it took me way too long to realise that not all of the best things
in life are intrinsically motivational, but if you take those beliefs and shuffle to the side, youll discover that there are actually loads of really great games for which there is little to no non-diegetic advancement. For example, the venerable Science-Fiction game Traveller didnt allow for the possibility of advancement after creation and later editions of
the game still do not allow for non-diegetic advancement. In Traveller, you do not level-up or gain XP, you take courses in your down-time and occasionally you gain extra skill-points. The almost-but-not-quite-as-venerable Amber Diceless RPG is similar to Traveller in so far as it tends to front-load its character development. In Amber, you can literally
give your PC any skill you want but once the game starts, advancement is not only incredibly slow but also GM-facing and almost non-noticeable. The thing is that while Amber PCs are built from a pool of GURPS-like points that are spent at creation, their characteristics only really become meaningful in terms of their comparison to other characters.
In other words, if you create the most powerful warrior of your generation and state that your primary concern is to become a better warrior then the GM takes the slow drip of points you earn from play and adds it to your warfare stat until you overtake another denizen of Amber and while this could be a matter of 2 sessions or 20, you would only
ever notice your increase in power when you decided to pick a fight with said relative. There would be no feats, no extra powers, no additional attacks, just the realisation that after 25 sessions, you are now slightly better than someone who used to be slightly better than you. Another game with very little non-diegetic advancement is Call of Cthulhu
and most of the games that use Chaosiums Basic Roleplaying mechanics. In Call of Cthulhu, you improve your character by making a skill check and if you fail by rolling over, you gain a few percentile points. Now when Call of Cthulhu was first released, characters were made with significantly fewer points than they are nowadays and if you managed
to improve your Spot Hidden roll from 50% to 54%, that made a substantial difference. However, as time has passed and the game has become ever more pulpy it is now fairly common to start play with your primary skills in the area of 80% meaning that you are a) very unlikely to improve them, and b) very unlikely to improve them in a way that will
feel like a tangible improvement. Sure Call of Cthulhu has a proper experience system but in practice, your character will start their adventuring career as a competent professional and will remain one until the day they either die or go insane. I mention all of these games because there is nothing either new or unusual about games with little to no
non-diegetic advancement. In truth, if you have moved beyond the boundaries of D&D then chances are that you have been playing these kinds of games for years without even realising it. One of the obvious complications of diegetic advancement is that the game world is a fiction that does not exist outside of the minds of the group that happens to
be engaging it. What this means in practice is that, in order to be meaningful, character-facing advancement that is rooted in the material reality of the setting must translate into some sort of abstract, player-facing benefit. For example, you can end a session by congratulating a player and declaring them the Bony King of Nowhere but in order for
that advancement to mean something, the player has to have a sense that his character has acquired some wealth, some prestige, or at least some kind of bottom-chilling throne. It might not be much in practice, but you want your players to feel it just a little bit: This poses the question of where diegetic advancement ends and non-diegetic
advancement begins. As I suggested in my comment on Playful Void, if a warrior survives a few adventures and is rewarded with a magical badge that gives them +1 to hit, an extra dice-load of hit-points, and slightly better saving throws then you might as well have had them move from level 1 to level 2. In fact, there is a whole tradition of Fantasy
games and media whose world-building sets out to provide a diegetic basis for D&D-style non-diegetic advancement: Fasas Earthdawn famously presented D&D-style levels as circles of spiritual attainment which allowed characters to wield increasingly-sophisticated mystical skills. Even the hyper-creepy anime Goblin Slayer metabolised levels as
guild ranks that allowed access to tougher but higher-paying missions. For me, the boundary between diegetic and non-diegetic is vague in so far as while it is possible to point to an unambiguous examples of diegetic advancement and unambiguous examples of non-diegetic advancement, you cannot point to where diegetic ends and non-diegetic
begins. Its like the difference between teal and turquoise: Everyone knows what teal looks like and everyone knows what turquoise looks like but where does teal turn into turquoise? Well its impossible to say with any certainty because the terms themselves dont come with objective colour temperature ratings so youre left with personal preference
and perspective. I would argue that, at the very least, non-diegetic advancement should have a diegetic manifestation even if it is something as simple as a coloured badge or a new title. However, as someone who likes to play long campaigns using rules-light systems that are as much about player skill as character potency, I feel that I have to do a
little bit better than just handing out bigger hats or incrementally more powerful weapons and armour every time a character survives an adventure. I have been playing quite a lot of Cairn and Liminal Horror of late so I am happy to live with Cairns fail upwards system of having characters grow stronger each time they survive a life-threatening
injury. Similarly, I am happy with Liminal Horrors fail upwards system of having characters grow ever more weird every time their encounters with the strange leave them teetering on the brink of psychological collapse. Liminal Horrors Fallout system is actually a touch more generous than Cairns system of scars so the characters in my Liminal
Horror campaign will organically become both weirder and more potent the more the campaign progresses. In addition to these non-diegetic systems of advancement, I have five diegetic, character-facing forms of advancement which characters benefit from every time an appropriate milestone is reached. Four of them are fairly straight-forward but
the final one is a little bit more involved: Skills While neither Cairn, Liminal Horror, nor Into the Odd include traditional skill mechanics, they all allow for the possibility that characters will begin play with a degree of expertise determined by their pre-adventuring career. Chris McDowell leant into this idea for Electric Bastionland as it has players
determine which career their character failed at and this determines not only their equipment but also their knowledge-base. The original releases of both Cairn and Liminal Horror downplayed this idea but the still-emerging revised editions both lean into the idea that you create characters who used to be things and so understand the things that
those types of professionals normally understand. In practice, this is a hand-wavy take on the way that games like Risus and Over the Edge had you create characters with professions as skills, leaving it up to the group to determine whether it was reasonable to assume that a detective could pick locks or that a fighter pilot could fire a machine-gun
with any degree of competence. This dynamic also plays out at the table when playing games like Cairn and one form of diegetic advancement is to allow characters to pick up new areas of expertise in play. Maybe you started play with a corrupt police detective who had been sucked into investigating the paranormal. This meant that your character
knows how to search a room, how to intimidate people, and how to pick a lock. However, you are now six sessions deep and you are starting to regret that your character is a middle-aged man whose area of expertise is investigation. So you decide that your character has started taking art classes and suddenly, your character has benefited from the
diegetic acquisition of being an art student as well as a corrupt detective. If you want something a bit less broad brush, you could even consider allowing characters to acquire very specific techniques. For example, maybe a member of the group is playing a sword-mistress and she happens to pass through a town where there is a notable fencing
school and maybe she decides to get chatting with the head of the school or one of their more advanced students. Maybe that school is famed for its Serpents Tooth sword-thrust that opens a deep cut on their opponents forehead, causing them to be blinded and annoyed by the flow of blood. You can then determine how this diegetic advancement
cashes out in non-diegetic terms but maybe its an advantage to a combat roll once per fight. Contacts One way of securing access to skills is to make friends with skilful people and one of the most rewarding forms of diegetic advancement is securing both the expertise and the loyalty of an NPC. This kind of benefit will be familiar to anyone who has




played a game with points-based character creation or a system of advantages and disadvantages that is accessible at character creation. Traditionally, NPC contacts are sources of either information or administrative heft such as a professor with an interest in the occult or a prominent lawyer. While these kinds of NPC contacts are entirely
appropriate forms of diegetic advancement, they can also serve as points of access to skills that a character might want to learn. For example, the master of the fencing school I mentioned above could answer PC questions about unusual wounds on a body, but they could also teach a PC to fence and even turn up whenever a PC lets them know that
they are in trouble. One of the great advantages of rules-light NSR games like Into the Odd and Liminal Horror is that they make it a lot easier to handle what might, in the context of the OSR, be referred to as hirelings. One of the reasons for successive D&D editions drifting away from the widespread use of hirelings is that they serve to complicate
an already quite time-intensive system of accounting. Taking on a hireling means not only complicating the maths on treasure splits, it also means tracking their experience alongside that of your character. Games that are part of the lineage of Into the Odd simplify this process by having hirelings be rolled up in exactly the same way youd roll up a
new PC. Choosing a contact as a diegetic form of advancement means access to their expertise, being able to call on them if theres danger, and also having the option to play them should a character not survive an adventure. Artefacts Cairn, Into the Odd, and Liminal Horror all allow for the possibility that a character might start play with some form
of magical artefact. In the case of Into the Odd, the artefact is always a whimsical piece of alien technology but both Cairn and Liminal Horror prefer the idea of spells that take up space on the characters person. The most obvious form of artefact-based diegetic advancement is to allow characters to acquire an additional spell, which they can then
choose to take with them on adventures or leave back at home base. Diegetic advancement can also assume the form of having the character acquire the capacity to control an artefact. This is maybe a bit more controversial as I would argue that it is assumed that characters can automatically use any object they happen upon in the course of their
adventures. Personally, as a GM, I would complicate this by introducing the concept of attunement: Anyone can use any artefact that they encounter in the course of an adventure but understanding the artefacts capabilities and being able to use them as efficiently as possible should require the character to experiment with or train on the artefact.
Anyone can use any artefact, but only an attuned PC can use a particular artefact properly. As a further form of diegetic advancement, I would take inspiration from the way that Earthdawn handles magical objects and allow for the possibility of deepened attunement whereby a character who has spent a lot of time and energy training on an artefact
has unlocked previously unknown powers that are inaccessible to anyone who tries to use it without the appropriate level of attunement. What power this deepened level of attunement unlocks would be determined by a discussion between me and the person playing the character. Status The above forms of diegetic advancement are all about the
characters being able to do more stuff or being able to rely on the loyalty of NPCs who can do stuff for them. Status is less about competence and the direct projection of power, and more about being able to benefit from membership in the social hierarchies of a particular setting. The most obvious form of increased status is to be elevated to a higher
socio-economic class. Maybe a players rogue archaeologist has done enough good work to secure a full professorship, or maybe a players skilled mechanic is asked to work on more prestigious projects with a staff of their own. From prole to bourgeois, and bourgeois to aristocrat: Maybe a players indefatigable man-at-arms has acquired such a
reputation for gallantry that her former companions naturally start calling her captain and doing as she says. Maybe the skilled mercenary captain has fought long enough and hard enough for the same side that a local king decides to secure their eternal loyalty by knighting them on the spot. Maybe the local thieves guild has noticed a characters
ability to earn and decided that they should be made. Many of the material benefits of increased social status should probably be secured separately: Being a captain doesnt mean having your own ship and being a knight doesnt mean that you automatically get your own castle. The world is full of temporarily inconvenienced members of high-status
groups and the reason they stress their continued membership of these groups is that membership has its benefits in terms of access to people, places, and situations. It is one thing for a character to be self-made and self-reliant but being able to stand with the status quo behind you will certainly make life just that little bit easier. While this form of
diegetic advancement is all about elevating the characters above the throng, a trickier form of status acquisition would be the acquisition of basic rights. Maybe a run-away slave has done enough on their adventures to earn freedom, or maybe a member of a minority group has proved themselves enough to no longer be treated as a second class
citizen. Obviously, role-playing these kinds of subjects requires some degree of delicacy but I think it is worth remembering that status goes from the basement to the ground floor as well as from ground to first. These four avenues of diegetic advancement are all (to my mind) fairly obvious, straight-forward and uncontroversial to implement. One
difficulty is getting players used to thinking in terms of diegetic advancement so I would suggest taking a few moments at character creation to talk through all of these possibilities. This would give players the opportunity to not only choose their diegetic advancement, but also to role-play the process of acquisition. Having discussed the
uncontroversial forms of diegetic advancement, Ill gingerly edge myself out onto a ledge Despite being a big fan of investigation-based horror games with a deep sense of place, I am not a fan of Free Leagues Vaesen. I wont relitigate the argument it isnt relevant but suffice it to say that I dont know how they started with that artwork and ended up
with a game about murdering fairies in order to make the world safe for commercial logging. As much as I dislike Vaesen, I adore its advancement rules as in addition to traditional XP allowing players to increase their characters skills, they also allow players to invest in their home base. According to the fiction of Vaesen, the characters inherit a
ruined castle that was once home to an order of psychical investigators. At the end of each session, the GM goes through a charmingly old-school questionnaire designed to encourage roleplaying and immersion: Did the characters go on a mission, did they confront the supernatural, did they solve a mystery. For each Yes, the players get a point they
can invest in their castle: Maybe they uncover an old shooting range, maybe they restore the castles kennels, maybe they find the resources to hire some guards. Theres also a mechanic regarding the amount of points spent; the more points spent, the better the buff but the more likely it is that the characters activities will start attracting attention.
There are dozens of potential upgrades, some of them chained together, some of can be purchased multiple times. Each room represents a boon that can be invoked once per session. It is a rich and compelling system of advancement that would have players drawing up maps and squabbling over whether they most pressingly need a shooting gallery
or an infirmary. Like the ships I Traveller, it can also become a source of adventures as the players work to defend the source of their boons. Obviously this type of system works best in a game with a traditional skill suite, but even skill-less games like Cairn or Liminal Horror could tie a gun-based advantage to a shooting range or a science-based
advantage to possession of an in-house lab. You could even tie this kind of investment back into other forms of diegetic advancement: If the group invest in a shooting range or a salle darmes then it would be a lot easier for them to acquire the skills associated with using those weapons. Similarly, building a lab would be a great set-up for a scientific
contact. Given that Vaesens property redevelopment rules are only loosely inter-connected with the skill system, it is tempting to port the sub-system across directly and localise the boons but I would like the system to be more rooted in the material reality of the game world. As a result, rather than handing out points for player-facing reasons, I will
deal in abstracted character-facing resources like sources of funding and patronage, moneys secured in exchange for valuable objects, or just rewards for successful completion of missions. Im still thinking about this and may yet work up some upgrade paths for Cairn or Liminal Horror but I feel like this kind of system would work as part of a broader
but systematic approach to diegetic advancement.
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