
Vice

Picking up a Vice Issue means that you’re embracing something that
you probably shouldn’t be doing. You’re treating something that’s actually
kind of bad for you as if it were a Calling. This produces progressively
more phantasmagoric, epic, and staged devotional scenes until eventually
the world forces you to resist temptation and stand up for the things you
actually believe in.

So if you’re 100% genuinely convinced that your Vice is a good thing,
that booze or slacking or working for the Bleak Academy or whatever is
up there with friendship and honesty and hard work on the list of virtues,
don’t take a Vice! Explain to the HG how you feel and take it as a Calling
instead.

○ 1: There’s something you like to do, that you want to do,
that you’ve decided to do, andmaybe other people don’t think
it’s such a good idea, but so what? They just don’t get you. (+1
MP)

You’re walking a troubled or risky course…

○ 2: You’ve got this kind of magical dream of what your life
would be like if you had a totally free hand to indulge your
“vice,” free of all the other obligations and issues that get in
your way. Sure, people might tell you it’d lead to disaster,
but no, it’d be this awesome, glorious vision. You get dreamy-
eyed just thinking about it.

○ 3: There’s something that needs you. Remember?
But it’s not like it’s a crisis. Not yet.
There’s got to be time for one more bit of fun… (+1 MP)

Your dream-world is calling you, your vice-dreams are calling, but—
There’s something that’s tugging on you, telling you that something in the rest

of your life still matters. Name it. Identify it. Is it
ŭ a friend or place or activity that needs you?
ŭ something cool coming up soon you want to be clear-headed for?
ŭ a matter of principle?
ŭ or maybe you’re just too strong to get lost in vice, whether you want to be

or not?
You can’t just drift off into dreams, or gamble your life away, or burn your-

self out working too hard on stuff that doesn’t matter. This… thing, this something
needs you.

○ 4: You can’t keep this up.
You know that.
When the time comes, you’ll have to set aside your Vice. It’s
going to be the only right thing to do.

Just hit level 4? Damn. You can’t keep this up.
Tell the HG that.
There’s someone who needs you to shape up. Or something. There’s a reason.

You’re about to get dragged out of your comfort zone. You can set some parameters
in advance, but once you’ve done that, the HG is going to call on you to

ŭ be a hero instead of a slacker/druggie/drunkard
ŭ be a good person instead of a liar/cheat/bully
ŭ set aside a life-eating thing like

✶ gambling
✶ super-stressful work
✶ aiming for valedictorian
✶ nightmare science, or
✶ being a superstar

so that you can be there for your friends
ŭ drop a bad relationship/alliance because it’s gone too far, or
ŭ …whatever.

And you’re going to have to take that call, because it’s going to be the right
thing to do.

When you set aside your vice, you’ll close the Issue & earn 4 bonus XP + 1
MP.

○ 5: Get ready, world.
Your “Vice” is going to save the day. (+1 MP)

Just hit level 5? You’re going to have to make your own call.
It’s time to go past the bottom of the bottle and out the other side of the glass.

It’s the time to slack so hard you spin the wheels of the world backwards. It’s time
to dance with the devil until the devil can’t dance no more. Listen. Just now, you
were thinking that maybe you’d have to give up on your vice in order to attend to
things that matter more?

And, heck, maybe you still will.
But first?
In your Vice there is the answer to your problems.
Tell the HG that.
Tell them—“look, you gave me Vice 5, so I’m going to be called on to set all

this Vice stuff aside pretty soon and tend to what needs tending. But I tell you, first,
I’m gonna call on my Vice for power. I’m going to use my Vice to do something
amazing, maybe on point, maybe a little off of it, before I give things up. Here is
how it’s going to go down.”

Or however you want to say it.
And then tell them. Tell them how your Vice will save the day. If you don’t

know yet, make it up while you’re talking. The HG can set some boundaries, but
in the end, they’re obligated to let your Vice help you, just this once, and throw the
scene at you where it happens.

Where it proves awesome.

When this happens, you close the Issue & earn 4 bonus XP + 1 MP.


