
Sickness

Picking up a Sickness Issue means that there’s something wrong with
you. There’s something that has gotten into you that’s changing who
you are. You’re getting weaker and weaker and it’s getting stronger and
stronger; but in the end, you’ll have to show your true strength of charac-
ter, either casting it out of you or learning how to live with and integrate it
into your identity.

○ 1: You feel kind of messed up. It’s harder than usual to
just be happy and have fun. It’s harder than usual to cope
with the little stuff.
Life’s wearing you out. (+1 MP)

Some kind of unpleasant stuff’s happened…

○ 2: It’s like the world has it in for you. It’s like it won’t let
you climb out of this pit you’re in. You are losing the sense
you used to have of who you are and what you want to be.

○ 3: There’s something that you can’t give up. Remember?
But it’s not like that’ll save you.
You have so many other things to lose… (+1 MP)

You’re dissolving. You’re breaking. You can’t hold on to yourself any longer
in the face of what’s happening to you. Except—

There’s something you don’t want to give up. There’s something you are hav-
ing trouble giving up, even though it doesn’t seem you’ll get to have it. There’s
something keeping you from despair, or maybe something that keeps pulling you
out of despair every time you throw yourself back in.

Name it. Identify it. Is it
ŭ a promise you want to keep?
ŭ a truth or principle you won’t let yourself forget?
ŭ something you refuse to do, or have to do?
ŭ a person you want to stay yourself for?
ŭ something you love about yourself that you won’t let go of?
ŭ something you hate about the change that you won’t give in to?
You can’t just let the world destroy you. At least, not this part of you. It’s not

that you’re too strong to break here. It’s just, you can’t. You don’t know how to let
go of this even when you break. It’s like an anti-break got to you first, something
good or maybe even something awful that keeps you, somehow, stuck.

○ 4: This is done now. You are your own person now. You
are going to fight.
It doesn’t matter what it is. Mind control? Possession?
Vampirism? Peer pressure? A really bad flu?
The next time it shows its ugly head, you’re going to take it
down.

Just hit level 4? You’re finding new strength.
Tell the HG that.
You’ve lost the stupid little things you were clinging to. Probably. You’ve been

broken down pretty far. You probably thought that all was lost, only, it wasn’t.
You didn’t know, or maybe you’d just forgotten that it was there, but some-

where inside you you’ve found a core of strength. You’ve found a steel core, a
raging fire, or a perfected theorem somewhere deep within your self.

The next round of this battle, you’re going to show that inner strength.

When that happens, you’ll close the Issue & earn 4 bonus XP + 1 MP & cast
the corruption out of your heart, mind, body, and soul.

○ 5: Why, if you accept this, it isn’t really all that bad… (+1
MP)

Just hit level 5? You’re going to have to live with this.
Maybe you tried to fight off whatever sickness you’ve got going on, and you

lost. Maybe you didn’t get the chance to fight. But you can’t win now. You might
be able to suppress it, or deal with it some other story, but you’re stuck with what-
ever’s wrong with you until the current story ends.

But in that Sickness there is a chance at strength.
Tell the HG that.
Tell them—“look, you gave me Sickness 5, so this sickness isn’t just a weak-

ness any longer. It’s not in charge any longer. Whatever caused it isn’t in charge
any more. It’s part of me now, and that means I control it, and here is how it’s going
to give me strength: …”

Or however you want to say it.
And then tell them. Tell them how it’s going to make you better. Tell them

how it’s going to be a power for you, at least until the story ends, and maybe again
in the future if the sickness doesn’t go away. Tell them what it’s going to do for
you, for now.

The HG can set some boundaries, but in the end, they’re obligated to let you
take power over the Sickness and make it something substantively useful to you in
play.

Are you cursed to turn into a toad? No—a were-toad, with toad powers. Is
somebody enslaving your mind? No—you’ve learned how to trick yourself into
thinking whatever you want to do is what they really want from you, and suddenly
you have the best self-discipline and mental/physical control ever. Peer pressure?
No, leadership. Best of all, you don’t have to make any concessions to this as a
player: you’re still entitled to use your powers to overcome your sickness, as often
as ever otherwise you could.

After the first use of your new abilities, you close out the Issue & earn 4
bonus XP + 1 MP.

You’ll keep the relevant power and problem until the current story ends.
[A level 4 Auctoritas blocks any attempt to take either the power or sickness

away.]


