
An experiment in surrealistic causality
In all games, there are specific systems that kick in when specific things happen. «When one 
character tries to hurt another, use the Combat System», for example. Or «if a character falls into 
the water, they have to roll vs their Swim skill».

I want to see what happens when these systems are completely disconnected with our perception of 
the real world. 

This game should probably be fun to play for about half an hour, perhaps an hour at the most.

1. Create character concepts. You're all people in the real world, in the present, in a location 
(city or whatever) you're familiar with. You all have reason to interact with each other.

2. Someone's the GM. For the purposes of this game, the GM should try to orchestrate events 
so that the Systems get triggered. 

3. Start play. The GM decides how scenes start. Play like any regular RPG.
4. Play until one of the Systems dictates that the game ends.

Systems
Passing on the street
When two characters (two PCs, or a PC and an NPC) pass on the street, roll 1d6 on the following 
table to see what happens. 
1 They both stumble and fall
2 The tallest character is hit by a piano. The game ends in 5 minutes.
3 They fall in love
4 The character with the fewest living relatives will die within 5 minutes, and the game will 
end 5 minutes after that.
5 The shortest character wrongly believes he/she recognizes the other one
6 They suddenly realize they're wearing the same clothes

Group scene
When four or more characters (NPCs and PCs) are present in the same location, they have to start 
all sentences with the same letter. That letter is the same as the letter most frequent in their first 
names. Each character must start talking as soon as the previous one stops. Nobody is allowed to 
use this letter to start another word in their sentence. If they do, they suffer a bleeding wound. Roll 
1d6 to determine hit location:
1 Head
2 Left arm
3 Right arm. The game ends in 10 minutes.
4 Heart
5 Wealth. The game ends in 5 minutes.
6 Closest living relative

Example: Bill, Andie, Fred and Lisa meet in a pub. Their most frequent common letter is L. Bill  
says: «Let's have a drink!» Andie says: «Lovely idea!» Fred says: «Laughable! Let's have 
something to eat!» Since Fred used the letter L twice, he suffers a wound.

Losing a shoe
If a character loses a shoe, there will be a major change in the environment. The player should roll 
4d6 and pick the highest one. If the character has recently laughed or cried, they can discard the 



highest one if they wish. If the character is hungry, they can roll twice and pick the result they like 
the best.
1 Their house moves to a different location as determined by the GM
2 It starts raining
3 Plants take over the streets and subways. The game ends in 10 minutes.
4 All color disappears from the world. The game ends in 5 minutes.
5 There is a sharp and sudden increase in the number of illegal aliens in the neighborhood. 
The game ends in 5 minutes.
6 The world is hit by a meteor


