
Be the Change You Wish to Sea
Plot Bible  of  
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[bookmark: _1qf0c8vuag1y]Plot Bible & Runtime Instructions
[bookmark: _4xhy442ttsck]Setup
· Clear most furniture from the center and placed on either ends of the room except for a table and a set of two chairs. 
· Lay a string across the middle of the room, to represent the shoreline between the sea and the land.
· Place the table halfway along the string so that half of the table is in the ‘seas’ side and half is on the ‘land’ side. 
· Both chairs should be placed at the middle of the table, facing one another (again, half on ‘land’ and half on ‘sea’). One is for the Sea Spirit, who will sit and oversee the gambling. The other is for the person who is going to gamble.
· Cut the World Board Labels by faction. 
· Split the wall behind the gambling table into three columns using two pieces of string and the mounting putty or tape. This is the World Board; the labels will be set up at the game’s halfway point. 
· Optional: Ocean noises provided by mynoise.com for atmosphere. 
· As each person is cast:
· Let the player write their character name on a blank name badge
· Give them a piece of ribbon long enough to tie around their wrist. The color of the ribbon should correspond to their faction (for example, red for pirates, blue for merfolk, green for selkies). Ghost and Azi do not start with a ribbon.
[bookmark: _8uiejc95gj4z]Notes
· This game does not gender characters as written. Players can choose any gender they like for their characters, and GMs should facilitate this.
· This game was written with the expectation of having two GMs, though it could be run with only one (particularly if there are fewer than six people). Keep in mind that if there is only one GM, it may be difficult to answer questions and run the gambling table at the same time. 
· One GM should play the Sea Spirit, and oversee all gambling. When a character transforms, the egg should be shaken.
[bookmark: _qieh73f1anye]

[bookmark: _zrf0xuhi3m7]Schedule/Expected Run
· As players arrive, pass out the various character packets in order. Allow about 15 minutes for players to read and adjust to their goals. 
· GM should point out land vs. sea areas, and the gambling table, and answer any questions about Soul Dice, Powers, or other mechanics.
· The GM may sing or read the prophecy to help set the tone (the prophecy goes to the tune of “Mingulay Boat Song” see: https://youtu.be/nZNsQdCvEtU?t=19s). 
· Players should all introduce themselves (with their character names) and break off into whatever faction they are assigned for the start of game. This is when they are able to mingle and interact with whoever they want (even going over to the shore line to talk to someone of a different faction). At any time, they may approach the gambling table to ask the Sea Spirit for a chance at transformation.
· Approximately one hour into game (the GM should adjust for best impact based on how the game is going), the GM shakes the egg and reveals the World Board labels. The World Board labels are each mounted to the wall behind the gambling table using mounting putty, with each label corresponding to one column. Each of the player index cards should be placed in the section that corresponds to their current physical faction, showing the players the results of their actions. The Ghost and Spirit cards, if they are in play, are not placed on the World Board unless they have changed factions into one of the three categories. Give expository descriptions of the world beginning to form and the egg beginning to hatch. Make it very clear at this point that the world’s basic form is based on the philosophies of the races that live in it (a merfolk majority would have the old Atlantean buildings begin to rise from the sea, for instance). From this point forward, when anyone changes factions by gambling at the table, their card should move to represent this.
· Fifteen to twenty minutes before the end of game, the egg hatches. The GM should, for a final time, shake the egg, then describe the new world, using the endgame examples as templates if they wish (see below). Land (may) rise from the sea, and the new world sweeps over everyone. 
· The players should then form a circle, and the GM goes through the list of all characters. Any character without a Soul Die is allowed to state a wish for something they want the new world to have. People’s wishes cannot negate any wish that has already been made or change the result of the ending faction numbers. This represents how they imparted a piece of themself to the new world if they gave up their Soul Die (regardless of whether they were the one who gambled with it or not).
[bookmark: _4ne9kin69oa4]

[bookmark: _9cc4r4iorf2u]Mechanics Notes
Pirates can’t go in the sea, merfolk can’t go on land. The distances are too far to swim/flop. Selkies can go on both, but take bit of time to transform (a three-count while shaking it off). Ghosts, Djinn, and Spirits can travel freely. Transforming yourself affects where you can go. 

There are no combat mechanics. Players agree on an outcome or they don’t fight. 

One GM needs to play the Sea Spirit and supervise the gambling. See Bluesheet: Mechanics for more details on the gambling. It may help to have a copy of the cheat sheet for yourself. If a character successfully transforms, be sure to shake the egg.

If a player has multiple uses of a power (like adding or subtracting 1 to a total), they can use it multiple times on a single gamble, or spread it over multiple gambles.

If a player achieves an extreme number on their roll (-6 or less, 13 or more), something incredible should happen. By intent, this should be a transformation, such as transforming into something else beyond human, merfolk, and selkie (like a spirit, a harpy, a sea serpent), or transforming someone else (only with their permission!). 
[bookmark: _gh46kufpzdmg]Endgame Examples
· Pirate majority: You get a glimpse of the new world as it rises. The seas are an ever-changing slurry, with foreign jungles and deserts and coves. Nothing is familiar, everything is wonderous. It’s a little frightening, but certainly exciting. 
· Merfolk majority: You get a glimpse of the new world as it rises. You can make out the spires of old cities and reborn empires. Grandeur, once-lost, has returned, and broken things are reassembling themselves. It’s a little disquieting, but it’s certainly familiar.
· Selkie majority: You get a glimpse of the new world as it rises. The seas are calm, the sun is bright. You can always find your way back to where you came, and little villages dot the coasts. Food is plentiful, life is simple. It’s a little boring, but it’s certainly comfortable.
· Pirate-merfolk tie: You get a glimpse of the new world as it rises. You can see the cities of old on one side, and new mountains on the other. It’s a riotous fight between the new and the old, with glory to be found on both sides. Life in this world won’t be easy, but you’ll never lack for treasure.
· Pirate-selkie tie: You get a glimpse of the new world as it rises. Bountiful islands dot the seascape, with mysteries and marvels to be found within. Little towns full of friendly strangers can easily be found, festivals are frequently held, and Spirits of all kinds run freely. Life in this world won’t be familiar, but you’ll never lack for excitement.
· Merfolk-selkie tie: You get a glimpse of the new world as it rises. In the familiar outline of the shore, you swear you can make out the town you came from, just as you left it. You can see old empires restored, though softer than they were before. What was once will return, always. Life in this world won’t be new, but you’ll never lack for home.
· Three-way tie: You get a glimpse of the new world as it rises. You can see a little of everything within it. There’s new lands and people somewhere over that horizon; some of the lost cities risen again, a little worse for wear but no less grand; there’s home, or something that will be home, with a little work and effort. It’s not exactly what you wanted, but with time and effort, you’ll find it might just have what you wished for. 
[bookmark: _nsob1wg4gby9]Factions & Philosophies
There are three main factions/philosophies:
[bookmark: _v1cwtedep6mv]Piratical 
The merfolk tell of cities lost, of nostalgic grandeur and the way things used to be. Their city sunk beneath the waves, y’see, and rather than get in a boat and move on, they reshaped themselves to live underwater and mourn in the ruins. The selkies dive for fish and sun themselves on rocks; they concern themselves only with the pleasures of the now, rather than thinking of the future. Neither could be further from the true piratical way!

To be a pirate is to have cast yourself out, to have chosen the strange and unknown over the old and staid. New frontiers, new ideas, new treasure, new land: this is what you crave. A true pirate would never deny another the chance to discover, and fights like hell to protect their own independence. Danger awaits over the horizon, true – but it beats the pants off the trials and tribulations back home.
[bookmark: _v122gw5e4ajn]Merfolk
You are a merfolk, but it wasn’t always like this. You remember the days before the land sunk below the waves. This was a time before you grew your fins and gills – before your people were undersea vagabonds, scrounging on the bare ocean floors for scraps. Back then, Atlantis was a thriving empire, crowned by cities of marvelous beauty, of awe-inspiring spires and happy, healthy citizens. Now it lies miles below the greedy ocean waves. The Atlantean scholars may have saved your people by granting them gills and fins, but with them, they sacrificed your heritage. This world is starved of its past splendor. It’s dying, and so are your people. The magic that allowed you to stay with your beloved city has also kept you in a sort of static life, keeping you alive for a hundred years. In this time, you are forced to watch your city be slowly worn away by the water. Soon, there will be nothing left but sand.

But this new world? It’s a chance to see your beloved country whole again. It won’t bring back the dead, but it might grant them some small peace. 
[bookmark: _ycac8fhgx2fq]Selkie
As a selkie, you know to snatch enjoyment where you can. A tasty fish, a warm patch of sun, a smooth rock slide into the ocean... Of course, the world doesn’t offer much comfort as it is. You’re told things were different once, before Atlantis went under. But the sunken majesty the merfolk like to go on and on about is hard to imagine, and doesn’t sound that nice to you. The pirates say Atlantis is a dull confinement – they have grand ideas of wild adventure and glittering treasure that are easy to get caught up in. Somehow, they never seem to stop and think that there are nicer things to eat than salt tak, and softer places to sleep than hammocks. The pirates don’t ever want to stop moving, and to be honest, that sounds exhausting too. 

While you can’t remember the world that was, you can see how the tides have been slowly rising. Soon, there might not be any warm rocks left. No lovely little islands where you can dance on your human feet and cook your fish before sliding back to your ocean home. That sounds like the worst world of all. 

A character may have opinions that match any of these philosophies regardless of their faction at the start of game. For example, they could have strong feelings in line with their existing faction (a pirate who prizes adventure over all else), conflicted with their existing faction (a merfolk who longs for the daily comfort of a selkie), or be entirely questioning factions.
[bookmark: _u5vhb6a2gumw]Characters & Connections
If there are fewer than 14 players, characters should be cut starting at the bottom of this list. However, if any player arrives after game has begun, they may be given the packet for #12. If more than one player arrives late, the first person receives packet #12 and then the list continues from the top down (i.e. if the seventh and eighth player arrives late, the seventh player gets packet #12 and the eighth player gets packet #7). If a player does show up late, make sure you announce to all the players to check their character sheet for further connection to the new player(s), stating their number so the players know where to look.

All characters know the other members of their own factions. They also may know people from other factions as well: 
1. Sophos (Merfolk): An older, worried-looking merfolk. They have the air of a scholar about them. In addition to their faction, Sophos knows Mairéad (#5) and Azi (#12). 
2. Captain Red Bo (Pirate): A boisterous pirate captain. They seem almost larger than life. In addition to their faction, Captain Red Bo knows Nikephoros (#3), Ghost (#6), and Dwyn (#14). 
3. Nikephoros (Merfolk): A proud, regal merfolk. You think they might have been important, once. In addition to their faction, Nikephoros knows Captain Red Bo (#2) and Ghost (#6).
4. Young Sam (Pirate): A young sailor, still rather green around the ears. They seem very unsure, but full of hope. In addition to their faction, Young Sam knows Mairéad (#5) and Agapetos (#8). 
5. Mairéad (Selkie): A tired-looking selkie. They seem lonely, but friendly. In addition to their faction, Mairéad knows Sophos (#1) and Young Sam (#4). 
6. Ghost (Ghost): A ghost, faded below the waist. You’re not sure what they were, but they look rather sad. Ghost knows Captain Red Bo (#2), Nikephoros (#3), Old Mel (#7), and Eoin (#14). Ghost is the amalgamation of three lost souls: Wrathful Rathbone, bosun to Captain Red Bo; Melanthios, lieutenant to Nikephoros; and Inwe, a selkie bystander. All three died on the same night, in a battle between Red Bo and Nikephoros. If Ghost transforms, they have the memories that match their form; if they become an impossible thing, they remember it all. 
7. Old Mel (Pirate): An old, grizzled sailor. Perhaps they were a cook, close to retirement. In addition to their faction, Old Mel knows Ghost (#6), Azi (#12), and Eoin (#13). 
8. Agapetos (Merfolk): A wide-eyed merfolk. They have a questioning, hopeful air about them. In addition to their faction, Agapetos knows Young Sam (#4) and Eoin (#13). 
9. Selu (Selkie): A very relaxed selkie. Their smile comes easy, and they look ready for a good time. In addition to their faction, Selu knows Rotten Richmond (#10) and Zenais (#11).  
10. Rotten Richmond (Pirate): An unhappy, disheveled pirate. Their clothing is ragged and faded, and they seem very bitter about something. In addition to their faction, Rotten Richmond knows Selu (#9) and Zenais (#11).  
11. Zenais (Merfolk): A friendly, pleasant merfolk. Their voice is captivating, and they’re clearly very personable. In addition to their faction, Zenais knows Selu (#9) and Rotten Richmond (#10). 
12. Azi: A being of smokeless fire. This person clearly isn’t mortal, but you’re not sure what else they could be. Azi knows Sophos (#1), Old Mel (#7), and Dwyn (#14). 
13. Eoin (Selkie): An intense, studious selkie. They seem very passionate about the rocks and ruins under the sea. In addition to their faction, Eoin knows Ghost (#6), Old Mel (#7), and Agapetos (#8).
14. Dwyn (Selkie): An old, grumpy-looking selkie. They look ready to give someone a piece of their mind. In addition to their faction, Dwyn knows Captain Red Bo (#2) and Azi (#12).
[bookmark: _scvoquo1pt70]Lore
This world information is created for the GM’s sake only. Much of this information is not known to the players, and is offered as background and flavor to the world. Use as you desire. 

At the dawn of time, two spirits were born. The first was steady and firm, gentle yet strong. The second was fluid, mischievous, and ever-changing. They each wanted to make a world to fill with people, and they each wanted the world to reflect themselves, but alone their creations would be far too weak. So together the spirits created a single world where they could meld their wishes into one, creating a place of balance, each of them responsible for one half. The first spirit created land for their people to walk, build, and live on. The second created the sea, a treacherous and beautiful place teeming with life to explore and discover. For ages, the people of the two realms enjoyed the gifts of the spirits. Civilizations rose and fell, wars were fought and won, and life flourished in ways neither of the spirits could have predicted. The last thing they could have predicted, though, was that it would come to an end. 

Some blamed nameless dark magicians who felt malice for the world around them. Some said it came from the casual carelessness with which the people themselves treated their land. Some even whispered that it was actually the work of the Sea Spirit, jealous of the love for their sibling’s gift, but whatever the cause was: the Land Spirit was dying – and with them, their gift. The first city to fall was the birthplace of land itself - the city of Atlantis. This had been the center of the known world, filled with people who loved their city deeply and passionately. In order to save their people, the city’s greatest magicians used strong magic to bind the people to the sea, their last hope of survival as the city sunk below the crashing waves. Atlantis was the first, but it was not the last to fall to a watery grave. Other great cities came crumbling down, entire landscapes drowned, and bit by bit, the land was swallowed up into the hungry sea. 

Atlantis fell a century ago and, slowly, the rest of the land fell with it. Across the world, many people fled to ships, taking their chances and condemning themselves and their descendants to a life of confinement. Others could not bear to part with their homes, and repeated the magic that saved the people of Atlantis, changing themselves into creatures that could live in the sea and  following their cities into the depths, even if they could only live among the ruins. But this magic also forced such people into a static state, allowing them to live longer than most humans. Many merfolk still remember the First Fall, when Atlantis flooded and sunk into the sea or the fall of their own homes, however long ago that was. Many people were not as lucky as that. They found no escape at all, and perished with the land that they loved so much. 

The Land Spirit wept as they saw all that they once created fall into ruin. They knew as they watched their gift shrink smaller and smaller that they were facing their last breath. Still, even as they clung to the last mountaintop left in the world, the only bit of land left as the waves greedily stripped at it, they managed to produce one last sliver of hope. They set on the mountain their progeny: a single, small, silver egg that would hatch a new land spirit. Perhaps this would  bring stability to the people again... But what the new land would look like, none can guess.
