The Abyss

AT
THe

BRINK::ABYSS

A GIRL BY MOONLIGHT SERIES

Be a fan of the other players
Address the characters
Address the players

Give monsters human hearts

When including monsters in your fiction, they should be driven
by emotion that the protagonists can recognize. If they have
human hearts, then monsters have hope of being reconciled,
redeemed, or perhaps made human once more. Use these
monsters to show the nature of the Abyss, and to stand as a
warning of the cost of failure for the protagonists.

Make adversaries, not villains

Give adversity human faces, with motives that justify their
antagonistic position. Think about what emotions or
circumstances drove the antagonists to this action. Look for
opportunities to show the protagonists the true nature of
their adversaries. Show how, if circumstances were different,
the antagonists might have been allies or friends. Use these
adversaries to tempt the protagonists with twisted reflections
of their own goals.

Let the mundane world give voice to the Abyss

The Abyss is just as much part of the day to day mundane
struggles of the protagonists, as it is responsible for the
supernatural perils that they contend with. Use mundane
supporting characters to embody this. Their actions and words
are humble, insidious reflections of the loftier and more obvious
magical threat. Magical and mundane troubles are rooted in
the same themes, and carry the same gravity for the world and
the protagonists.

JUDGMENT CALLS

Use smaller consequences to set up larger more severe
consequences later.

By finding clever approaches, or appealing to the hearts of
their foes, even mundane characters may be able to act with
standard effect against supernatural threats.

Transcended protagonists can achieve moments of total triumph,
redeeming their foes, and making the world meaningfully better.

Reserve the brightest triumphs, and most sweeping successes
for situations where the protagonists work together.

Ask questions and build on the
answers

Express consequences by way of
the fiction first
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FALLOUT

TIER|

1-3: An enemy acts against the group
4/5: A friend needs urgent help

6: Omens loom in the mundane world

TIERII
1-3: An enemy is embraced by the abyss
4/5: Agents of the abyss stalk a friend

6: An obligation causes trouble for
the group

TIER Il

1-3: The abyss advances its agenda
4/5: A friend succumbs to the abyss
6: An important place falls to the abyss

NAMES

Aquila, Libra, Corvus, Topaz, Sapphire, Caspian,
Scorpio, Taurus, Crux, Aquarius, Gemini, Virgo,
Lyra, Capricorn, Cygnus, Drake, Canis, Hydra,
Auriga, Leo, Saggita, Carina, Cetus, Lynx, Wren,
Hawk, Osprey, Faun, Spinel, Minnow, Lumina,
Diamond, Charybdis, Castor, Talc, Oryxian,

Silver, Tourmaline, Raven, Stella
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