THE NARRATOR

THROWING DOWN CLOCKS

If there’s nothing at stake, you just do it. 1

\ =
Otherwise, if it’s dangerous, difficult, or contested, make a roll.
Name the goal, name the stakes, and decide, if it’s going to be hard, risky, or both o \
o 3 \
Roll d6s equal to the quality / /

-On a final result of 4+, you accomplish your goal, on a 1-3 you don’t and suffer the
consequences
-If its risky, also roll a d6 or flip a coin. 6

-If it’s hard you only succeed on a 6
¥ y Clock name: Clock name:

CONSEQU ENCES Consequences: Consequences:

- If it’s enough to hurt, it’s a condition.

Look to deals for narrative cues
Tick a clock
Otherwise:

THE CARDS J

Clock name: Clock name: Clock name:
Consequences: Consequences: Consequences:

FOLK PUT IT ON THE
Name: TERRITORY

Grit _
Values : 1. Name it
FATE Quality 2. Give it a deal. Detail it, fill
GUN quality i 1t out. )
Resistances : 3. Relate it.
Deals/Big Deal
GAME FLOW LOCATION STUCK
Job (Take a breather) Interlude Name:
Deals:

Who owns it/wants it?
Who lives here?




