Seabird and Stella

A Game Chef 2009 RPG by Tony Dowler

Stella is standing on the sea shore, above the cliff. She sees Seabird soaring. She is thinking the thought she
will never speak aloud. Seabird sees the expression on her face. Seabird knows the thought, too.

In the forest the three men are hunting for Stella. They do not know it yet, but when they see the mark on her
shoulder, they must kill her. Seabird knows this and Stella knows this. The men will be here soon.

Stella and Seabird is a role-playing game for 1-5 players. Each player will take the role of a character in the story.
Together we will tell the Story of Stella, Seabird, and the Three Men and of the intrigue that ties them all
together.

Characters
If there is one player, they play Seabird. If there are two players, they play Seabird and Stella. If there are more
players, the otheronesp| ay t he t hree men. I f there’ s only one m

two players, one plays two men, the other plays one. If there are five players, then one player each plays
Seabird, Stella, and each of the three men.

On a player’s turn, they part of the story through
Each character has some restrictions on what they can narrate their character doing.

Some characters have special rules in regard to words. These rules supersede all other word restrictions.

Seabird

Seabird cannot speak.

Seabird can only do things a seabird can normally do.

Seabird’ s name oifebkethe namndoithat pdrtButambbeéd bfdedbird that Seabird is.

When it is Seabird’ s turn, Seabird must .Begin its n
Seabird always narrates in the first person.

Seabird can only narrate what Seabird sees, observes, or does.

Seabird may narrate anything that Seabird sees, observes, or does.

Any character may force Seabird to go away by havin
happens, Seabird doespenssea amnhwpthichgreaelksertiat uhap

A player may end Seabird’s turn by sayiwgnarfathdab o, b
the time.

No word is restricted for Seabird, except sword”™ o

The word *“ s wor ds'alwaysirestiictiedsto Sealgjrd.i v al e n



Stella
Stella is involved in an intrigue that involves the three men and could lead to her death.

Stella knows all about the intrigue. The word “know
Stella may say anything she wants, using any words at all, even if she speaks restric
or think anything with restricted words, however.

Stella has a mark on her shoulder. When the men see it, they will have to kill her.

Stella may only do one thing in her turn.

Stella may only observe one thing in her turn.

The Men

Each man has a name, which the player may announce at any time.

The men may do anything at all in the course of their turn.

The men may not speak using restricted words.

The men may not see or observe anything that uses restructured words.

The men are entangled in an intrigue, and largely, but not completely, in the dark as to its details.

I f, during his turn, a man is in proximity to Stell
turn.

When a man sees or knows something on his turn, another man may immediately do something by narrating the
action he takes. This doesn’t end the first man’s t
Stella may interrupt a man at any time by speaking if she is in close proximity to the man. She may continue to

speak as | ong as she wants. When she’s done, it’'s t

Once one of the men has s e e&mwsiwlaethe mtaigukwasp nt Beelwbads “ k
no longer restricted. Re mov e t h e onplayatthistimec ar d f r



Setup
There are three word zones. Put three pieces of paper on the table to mark the three zones. Number the first
zone 1, the second zone 2, and the third zone 3.

There is a deck of word cards. Make your own out of cue cards. Put the deck face down on the table. Draw two
cards and put them into the first zone, face up. Draw two more and put them into the second zone, face up.
Draw two more and put them into the third zone, face up. Put the rest face up on the table, not in any zone.

By mutual consensus, you may decide to replace the
weapon.

You need one coin, poker chip, or other marker for each player. Each player takes their coin.

Playing

When it’'s your turd]epof ybertabie to ihdimade you
everyone has placed their coin in the center of the table (i.e. everyone has had a turn), we call it a round.

Everyone collects their coins and begins again.

|t is Stella’s turn first

At the start of your turn, roll a die. If you roll a 1 or 2, then area 1 is open to you. If you roll a 3 or 4, then area 2
is open to you. If you roll a 5 or 6, then area 3 is open to you. All words not in the open area are restricted to
you. Wh e n i b, bllsvords enthe tgbte bre restiridied to you. Seabird does not take this step,
because no words are restricted to Seabird.

If a word is restricted, all c¢clear synonyms to it a
about what your character knows, or hear any other character saying that they know something, even if you use
a different word, I|ike “understand” or “is aware th

An area with 3 words in it is full. I f t#tnhgeaamdp en ar e
move it to the open area at the start of your turn.

Now begin narrating. When you narrate, you tell the
any word restrictions or character rules. When you narrate, what you say happens. You may narrate what your

character does, says, and thinks (within restrictions), and what they see (including what they see other

characters do).

The other players are allowed to comment on what you narrate, and you can take it back. If you narrate

somet hing not all owed by the rules, you should take
youmustmoveit.| f t here’s another area that's not full, mo
all areas.

| f y 0 U’ Iwhkattdisay hextSotifrev@ryone is tired of hearing you talk, you should end your turn. If your

area is empty, finish what you’ re saying and end yo



When your turn is done decide whose turn it is next by any means that seems sensible to you. This must be
someone who has not yet taken a turn this round.

Stella may not die, nor may the mark on her shoulder be revealed, until after the end of the first round. Once
Stella dies, or it becomes clear she is not going to die, the game ends.

Epilogue
In the epilogue, each player gets to say something extra, in the following order.

Stella may tell what she thought before she died. This might be the same as what she thought on the cliffs, but
she shouldn’t tell us i &antellussomsthing she thinks it the dndof ti@stay. | a d i

Each man gets to narrate one of the following options:

9 What happens to the relationship between the men after the story ends
What happens to his character after the story ends
What the world hears about the events that happened here

Each man player only gets to do one option. No two man players can narrate the same option.

Twitter
Some standards for playing the Seabird and Stella game on Twitter will go here too.

Design Notes and Advice

This game is inspired by a climactic scene in The Three Musketeers where the heroes are reluctantly forced to

put to death someone whom they all have strong emotionaltiesto.| f you’ ve read that pas
a source of ideas. .You've got a I|little head start

I't’s also heavily inspired by Da niWwalinsleysgoidgonaidong a me Ha
about the fruitful void.

This is probably obvious, but there are some things you need to make up along the way, namely:

What was the intrigue?
T wWhat s the mark on Stella’s shoul der?
Why does it necessitate her death?

Assuming you play this game, l*d I'i ke to know:
Was the intrigue ever revealed? What was it?
What was the least fun thing the rules made you do?
9 Did you have any fun at all? When?
What was the mark, and what did it mean, and how did you figure that out in play?



Appendix A: List of Words

1

1
T
T

Know
Murder
See
Sword

= =4 -4 A

Kill
Suicide
Love
Intrigue

= =4 -4 A

Remember
Fight
Fleur-de-Lis
Choice



