
(in) Over Your Head

You’ll pick up (in) Over Your Head when you stumbled into a situa-
tion with more going on than you can easily understand and resolve:

You’re trying to learn or understand something that confuses you.
You’ve walked into a morass of secrets, lies, and hidden motivations.
You’ve gotten involved, intentionally or accidentally, in a complex con-
flict with people of good faith on both sides. You’ve found yourself in
unknown territory, dotted with riddles and confusion.

There isn’t a single great mystery behind it all, most likely; or if there
is, you don’t know it yet. There’s just a lot of little stuff that you need to
figure out.

You get more and more confused, more and more lost, or deeper and
deeper in over your head until finally everything clicks and you understand
exactly what you have to do and why you’re just who this situation needs.

○ 1: You’re starting to get a sense of what’s going on here.
You’re building a picture in your head, even if it’s hard to
put it into words. But there’s a problem.
Something isn’t right.
There’s something here that just… doesn’t… fit. (+1 MP)

Something isn’t right…

○ 2: No. No, no, no.
There’s something you’ve forgotten. Something you’ve
overlooked. Something that isn’t right. This isn’t what’s
supposed to be happening.
Look around you.
This isn’t right. This isn’t what’s supposed to be happening.
It’s a betrayal. Even if things look like they’re going well, this
isn’t right. You’re going to have to figure out what to do,
what to change, who to trust—
And fast, because your instincts are warning you that this
could all go wrong.

○ 3: To fix this, you’re going to need your power. You’re
going to need your genius. But most of all, you’re going to
need to trust.
People are good. The world is good. It will be OK. (+1 MP)

Horror. Shock.
You’ve made a terrible mistake. You’ve trusted the wrong person or the wrong

theory. You’ve made the wrong decision.
You’ve misunderstood, and there’s going to be a terrible price. If you don’t do

something, if you don’t think this through, if you don’t come up with something,
there’s going to be a terrible price, and it’s going to be your fault.

Look around you. Look at the terrible prices that are in the cards.
Which one of them is your fault? Why? Are you sure?
What have you forgotten? What’s slipped past you? What aren’t you doing,

what aren’t you getting, where are you failing still?

○ 4: You’ve had a brilliant idea
&
You know how to test or implement it.

Just hit level 4? OK. You have an idea.
You know how everything ties together. You know how you can make every-

thing tie together. You know what you have to do. Does it
ŭ bring in something that was foreshadowed but forgotten?
ŭ bring in several such things?
ŭ test your courage and faith by trusting something—

✶ yourself?
✶ someone else?
✶ a theory?

—that you didn’t dare to trust before?
ŭ give someone else a chance to shine or prove themselves?
ŭ show something that everybody already knew about the game in a new, in-

teresting light?
It doesn’t have to, but those are the key signs of a brilliant idea!
Maybe you can see the whole picture now. Maybe it’s at the tip of your mind’s

tongue. Tell the HG what you do see. Tell the HG what bits of old foreshadowing
you think you can bring in, who or what you’d like to trust, what about the game or
your old ideas you’d like now to rethink.

Then either tell the HG what your actual idea is, or work with them and maybe
the other players to figure the idea out.

Finally, figure out how to test your theory or to put it into action!

When you’ve done this, you’ll close out the Issue and receive 4 XP + 1
MP… or it’ll blow up in your face, and you’ll move on to level 5.

○ 5: You’ve had an even better idea.
This—
This is going to be beautiful. (+1 MP)

Did you hit level 5 before you could close out this Issue? Or did your idea blow
up in your face?… OK. That’s all right. You’ve thought of something even better.

This is marvelous.
This is transcendent. It makes you want to dance with glee.
You know how to fix what just went wrong, or maybe, even better, you know

how to use what just went wrong to make things right.
Tell the HG what this new idea is like. Tell the HG that “it will actually work,

at least in part”—it says so right here on the page!
Then tell them what the idea is, or work with them and maybe the other players

to define it.

Implementing your new plan will close out the Issue & earn 4 bonus XP + 1
MP. Expect the HG to let your idea work, at least in part.


