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Announcement Official Webpage Signing up with your email address will apparently get you a 60-page sample PDF to get a taste of the system. I've signed up, but haven't received anything yet. They say they will start crowdfunding next year on a single volume Deluxe Edition that gathers all the rules of the three-volume core rulebooks. However, the
Japanese version of this does not include the monster stats or sample scenarios, so it will be interesting to see how they handle that. From their website, it appears that Mugen Gaming is a small indie publisher based out of a Kansas City FLGS. They have only one other game published, a card game called Kiri-ai: The Duel. About three years back, I
did a Let's Read of the Japanese Core Rulebook I (with summaries of Rulebooks II and III, and some box sets), so if you want to know more, that's a good place to start. This makes me really happy. There are things know and things unknown and in between, the doors. I don't know that Sword World offers much based on what I've read of it but I'm
tempted all the same. I don't know that Sword World offers much based on what I've read of it but I'm tempted all the same. It may not have new shiny innovative mechanics but it's a solid and flexible fantasy system with a long tried and tested history, and has almost unique legacy in our hobby of managing to beat the juggernaut that is D&D in its
home country. I think that offers quite a lot for those interested. Running: Symbaroum, Exalted Essence Signing up with your email address will apparently get you a 60-page sample PDF to get a taste of the system. I've signed up, but haven't received anything yet. I signed up and just got an email from them (like 5 minutes ago, ~3:30 PM CDT) that
says Our 60+ page one-shot adventure is nearly ready - we'll be sending it your way in early August. Keep an eye on your inbox! So, early August it'll be then. Unless it's late August. Or September. Gotta play the crowdfunding game by the "always late" rules, after all To be fair, they're at GenCon right now, so this weekend is clearly out. I got this in
my email: Mugen Gaming has released the first official English-language materials for Sword World RPG, Japan's most beloved fantasy tabletop roleplaying game. Available now as a free downloadable PDF, the Sword World RPG Quickstart is an early version/early release of the 2.5 system, and includes everything new players need to begin
adventuring: an overview of the core rules, a solo adventure, a ready-to-play one-shot campaign, and pre-generated characters. Quotes from the Community: "I'm so excited! Something like this I never would have imagined in my wildest dreams. The fan community has been looking forward to this." — Aniodia, Sword World RPG Community Leader
"For years I've hoped Sword World would make its way to western audiences, and now that dream is becoming a reality! This is the game that gave us Record of Lodoss War, one of my all-time favorite manga and anime series, and its world is as deep and adventurous as any fantasy epic. I can't wait for players to experience the magic that's been
captivating fans in Japan for decades!" — Meredith Placko, CEO Turbo Dork This is a major milestone worth spotlighting for your readership. We'd love to provide more information and/or photos if requested. Please also find photos of Mugen Gaming at this year's Gen Con. Thank you! But for the life of me, I can't find the file in the Sword World
official page. There are things know and things unknown and in between, the doors. I got this in my email: But for the life of me, I can't find the file in the Sword World official page. It's not on the official swordworld page, they sent it via email link. So "sign up for our newsletter and we'll share it". :/ Rational Romantic Mystic Cynical Idealist Correct.
There is no direct connection between the two other than the fortuitous timing. Running: Symbaroum, Exalted Essence The post-apocalypse is a popular theme for RPGs, and it's rich with opportunity, meaning, and variation. So, what is your favorite post-apocalyptic RPG, and what makes it—to you—stand out from the pack? Why are you excited for it,
or why do you still remember it after so many years? What does it get right? Mine is the one I'm designing right now and, sadly, I can't say too much about it, except that it focuses on the community in a way I'm really happy with. I'm not really mining this thread for ideas; the game is fairly well set. I'm more feeling things out to see if there's anything
awesome I can learn from before it's final and going into layout. For a long while Gamma World was my go to game. I really enjoyed the B-movie science aspect and the Cryptic Alliances gave the game a political dimension that allowed plots that went beyond day to day survival. Had a blast but I kept tweaking the rules to try to make it a bit more
cinematic. Eventually I created my own post-apocalyptic game based on Fudge which I called Mutant Bikers of the Atomic Wastelands. It became something of a minor Internet hit but those were simpler times, the expectations for freely downloadable games where much more modest. Even so, decades later, MBAW still gets occassionally mentioned
on forums such as this, so somebody must have liked it. Many, many years later, I got the urge to create another post-apocalyptic game with some fresh ideas I had been tinkering with for a while. I called Bounty Hunters of the Atomic Wastelands (you might notice a theme developing here) and for now that that is post-apocalyptic game of choice. As
for what makes BHAW stand out, I think the streamlined mechanics significantly reduce the effort requried by the GM which still offering the players enough options to make their characters unique. The gameplay is pretty shallow but some of the tweaks, especially around intiative and how monsters work, makes combat surprisingly exciting and
unpredictable. I am also fond of the Western/Post-apocalyptic blend with still the B-movie science spin. The bounty hunting angle provides a very direct hook for adventures. It's a neat package I think. At the moment I have both a Fate (old, Fate 3.0 hack) and the new Fudge versions of BHAW. The latter is a little tighter I think but they are basically
the same game. The can found here, all free, no strings attached. I enjoy Darwin's World as an interesting and well developed setting for a bunch of systems. Desolation is an excellent post apoc fantasy setting. Unfortunately, I never could get into the Ubiquity rules so I didn't play it as much as I would have liked. --I never give them hell. I just tell the
truth, and they think it is hell. -Harry S Truman I like Atomic Highway for it's speed of play and ease of customization. The current edition is also free on DriveThruRPG. I backed Maximum Apocalypse several years ago. Lots of scenarios and a really solid salvaging system. Character creation isn't as flexible as Atomic Highway, but are tied more
tightly into the scenarios. I would love more support for building enclaves and crafting, trying to rebuild what was lost. Star Wars phrase, "May the Force be with you," translated into Japanese then back into English by TranslationParty. "I want to be with you." Puts the films in a different context. For traditional post-apocalyptic play, Mutant Year
Zero is my favourite, and it can also dial up to more gonzo "Gammworld" style stuff as well. I love the community building, the hex crawling, the wealth of ideas, and the elegance of the system. For an alternative (supernatural) take, Tribe 8 is amazing. The world is so evocative and depicts what life after an apocalypse so well. Running: Symbaroum,
Exalted Essence Gamma World was great under the right circumstances. Sometimes it got too wacky, or the randomness inherent in powers and encounters turned a fun game into a tedious one. Eventually, the GM learned to tweak things and fudge the random elements to make a better game. I was a fan of classic Deadlands for a long time, and
their post-apocalyptic setting (Hell on Earth) was an interesting extension of that. It was a harsh environment, but the PC's were (usually) powerful enough to handle it. I eventually used Gamma World as inspiration to create and run a setting inspired by it using the Hero System, called Starfall. I still have the setting and rules document posted online.
It's a toss up, I really like Legacy: Life Among the Ruins for the world building narrative rules. And Mutant: Year Zero gives the feel for reclaiming the world. Then there's Degenesis, for when I want to hurt myself. I've played quite a bit of Hell on Earth back in the day. And Gamma World, gotta love it. Pathetic earthlings. Hurling your bodies out into
the void, without the slightest inkling of who or what is out here. If you had known anything about the true nature of the universe, anything at all, you would've hidden from it in terror. - Ming the Merciless Sola is a Disney Princess - Change My Mind We Play Our Roll - Blog It's unoriginal for me, but I'm going to say Earthdawn because it's fun to see a
traditional fantasy post-apocalyptic setting. I know that there are others, but that's the one that I most enjoy. For me it's a toss-up between Gamma World 1e and Aftermath! I played in 2-3 years campaigns of both back in the 1980s and had an absolute blast. Gamma World for the gonzo fun, and Aftermath! for wandering around post-apocalypse
Yorkshire, bringing a sword to a gunfight, and winning Tribe 8 is my favorite post-apocalyptic game. It's been my favorite setting for 25+ years. It fills that low/dark fantasy vibe for me, including the wreckage of the modern era that my childhood taught me to expect for the future, and has tons of atmosphere. Red Markets, no contest. It's a well
designed game, it's got a neat but not overbearing setting, and economic horror is just an engaging genre in general. I was always fond of The Morrow Project. While the PCs are modern people with modern equipment that can outgun a similarly large group compared to themselves, combat was never really the issue. The game was based with
something like Star Trek where physical force would not solve your problems or achieve your goals. While combat figures into the adventures, if the PC team cannot win the hearts and minds of the locals to begin with, they will not only fail in their mission, but probably also die. After that comes Twilight 2000. It's a military sim turned survival and
ultimately goes into rebuilding the world from the state it is presented in by way of role play (if the PCs don't ostracize themselves and have to keep moving on to new communities). Artist for Unhallowed Metropolis. My personal favourite is Apocthulhu, for the use and canny development of the d100 Misery Engine also put to work in Delta Green, and
a neat combination of Lovecraftian cosmic horror with the classic post-apocalyptic themes. I'm also a big fan of Red Markets, for one of the most consistent marriages of system, premise and setting that I've seen in any TTRPG. And, of course, there's Apocalypse World, which of course showcased Powered by the Apocalypse, but also nailed the Tank
Girl-style apocalyptic comic strip perfectly. I have a lot, since PA is one of my favorite genres. Gamma World, Hell on Earth, and Mutant are really awesome and probably my favorites. I heard that Atomic Highway might be getting a new edition, and that will be exciting. Visit my blog containing reviews, house rules and more, at Old Soul Games!
Check out Nightcrawlers and my other games on my itch --- Stood on the mountain and I turned to dust In the day I was a fan of Aftermath!, but these days I'd use GURPS. I also quite like Stars Without Number (also Worlds Without Number, though that's so post-apocalypse that I'm not sure it counts), and very much like Traveller: The New Era
which, like SWN, is about rebuilding or at least exploring the stars after a massive collapse of interstellar civilisation. A pessimist is an optimist with a sense of history B.net tag: Sharrow#1730. Earthdawn is a great pocket pick but to keep things traditional I'd go with Hell on Earth which admittedly stems from loving Deadlands as a whole. That's a
great call. When I was skimming through that I was wanting to run a variation of Gemmel's John Shannow novels, so totally. Barbarians of the Ruined Earth is my go-to gonzo post-apoc game. On the other end of the spectrum, I really like Twilight:2000...though I have yet to run it. I have wrought my simple plan If I give one hour of joy To the boy
who's half a man, Or the man who's half a boy. Sir Arthur Conan Doyle I see the gonzo games as almost their own genre (shoutout to Omega World, the tiny Gamma World version from Polyhedron; sadly can't recommend Encounter Critical anymore), my own PA would be a lot more "grounded" (Mad Max 1/2, The Stand, Turbo Kid), and there's not
enough material out for that. On the other hand, it's very easy to just pick any random game to fit into that space. I just feel that saying "GURPS" or "MasterBook" is a bit of a cop-out here (although GURPS technically has a line of After the End supplements). I have to give Atomic Highway a chance some time, sounds like it might fit well enough...
There was a pretty decent D20 spin-off called Redline that I quite enjoyed. The classes seemed to fit the genre well enough, and the vehicular combat wasn't too bad. The post-apocalyptic subgenres are often conjoined with those of the ruined earth but need not necessarily be so. I like it when there are remnants of human society and commentary and
confusion about what did and didn't work. My favourite example of the post-apocalypse in RPGs is that in Stalker: The Sci-Fi Roleplaying Game. In part this is because of its association with Roadside Picnic and the subsequent adaptations by the Strugatsky brothers, Andrei Tarkovsky and others but I also liked the way in which the system interacted
with the setting. Lotta people online told me the Flow system - no dice, narrative elements given numerical ratings - didn't work, so I hacked it a little to offer players more influence over the direction of the story. First time I ran it was kinda bad but subsequent attempts were better. My preference tends to post-apocalyptic games that model
depletion rather than those that encourage the kinds of resource-management that have become popular in video- and boardgames. I don't mean to deprecate other opinions by saying this: it's a subjective thing. My very favourite example of the post-apocalypse in literature is Riddley Walker by Russell Hoban. It is a masterpiece. My very favourite
example of the post-apocalypse in literature is Riddley Walker by Russell Hoban. It is a masterpiece. Great book. For me it would be John Wyndham's The Chrysalids. I really like post-apocalyptic books that explore the primitive societies that have developed ages after 'the fall' in the ashes of the old world. Robert Harris' The Second Sleep and A
Canticle for Liebowitz are also great examples. Logan's Run and Planet of the Apes for movies. I have wrought my simple plan If I give one hour of joy To the boy who's half a man, Or the man who's half a boy. Sir Arthur Conan Doyle I guess I'll have to suggest The Morrow Project. Among other things, it helps avoid those awkward moments when the
PCs try to figure out what a microwave oven is while the players try not to cheat too much. But for some groups that's all the fun of it, so there's that. In fact, if that sort of thing really is your jam, I can also recommend Paranoia, which is technically post-apocalyptic. Two very different games, but both pretty great. I wrote my own post-apocalyptic
RPG Apocalypse Essentials, which is very much in the gonzo mutant-heavy style. Basically in the genre established by Gamma World, but ported to my RPG; its free /PWYW and intended to sort of showcase the Transdimensional system. Its intended to provide very balanced characters, by comparison with similar games like Gamma World or Mutant
Epoch, and with a system that's relatively more modern or streamlined -a sort of distant d20 relative. Mutations are balanced since everyone gets the same number of mutations (its just what that differs, with a fixed number of drawbacks rolled separately), and you can opt to either have a random mutant or a 'subspecies' with a fixed set of mutations;
it also builds in concept protection during the mutation mini-game e.g. if you chose Str to get a boost early on for your species stat bonus, you choose something else if you roll a drawback that would cause your character to become three feet tall. I also wrote Weirder Apocalypses which DMH mentioned upthread; its actually not for my system
specifically but is a system-independent post-apocalyptic or planet-in-crisis generator that generates some really interesting results. If I don't say so myself. It has 200 main disasters plus additional event tables and other tables, with most results being fairly interpretable depending on what combinations you roll. Mutant: Year Zero for the classic
"child of the Cold War" vibe; Tribe 8 for the "punks not dead but we're still dying" alt-culture vibe. Seriously: I grew up in the 1970's watching Doomwatch, reading John Christopher and John Wyndham, listening to successively Hawkwinds' "Damnation Alley" and TRBs "You Gotta Survive" - all PA settings to me end up being judged by how much they
evoke the mashed up fragments of various media of that era. I think the best overall packages are offered by Fria Ligen - Mutant: Year Zero, Twilight: 2000 and latterly, The Walking Dead (which I've yet to experience directly, although I can imagine it is very good). It is a shame that Mutant: Year Zero isn't done with one of their box sets, as the dice,
cards and maps are sold separately (albeit not essential), and it is also expanded upon quite a lot through supplements. Twilight: 2000 does come in a complete box and, although is played straight, I've seen a lot of fan material where you could add stuff to it to make it more fantastic. Some would vehemently argue against this, but doing something
like Stalker/Roadside Picnic would be very straightforward, I think. Just to note, along with the comments on the official Stalker RPG above, but technically, this genre is post-visitation rather than post-apocalytic although in game-play it won't make that much difference (it would be weirder, though). The Apocalypse World rpg, which has become
something of a cult phenomenon and seems to encapsulate the whole indie movement into it, will obviously have its fans and is a bit more open to collaborative setting design. That said, the 'psychic winds' aspect and general tone makes it pretty much a horror rpg as well as being post-apocalyptic. Other generic systems have their own post-
apocalyptic settings - of which Savage Worlds lends itself as the most likely for action-orientated, Mad Max style games I think. Feng Shui 2 also has a Mad-Max/Planet of the Apes mash-up as it's post-apocalyptic juncture too. I'd also recall that Eclipse Phase is very much a post-apocalyptic scenario, with a lot of weight to the Transhumanist agenda
within it. Tribe 8 is still available, but much more fantasy inclined. There are so many zombie games out there now, I lose count. The grand-daddy of post-apocalyptic games remains Gamma World (and Metamorphosis Alpha). These settings are totally gonzo in approach (science fantasy, not science fiction) and, if you were wanting to go 'old school'
then the tone of Dungeon Crawl Classics/Mutant Crawl Classics is pretty much the same as the old Heavy Metal comics or Ralph Bakshi Wizards movie from the 70s. One that I really like is maximum apocalypse..... It's an rpg based on a card game produced by Rock Manor Games..... The game blurb is : players take on the roles of survivors of one of
many apocalypses, adventuring across the ravaged wasteland attempting to survive the many dangers that lurk around every corner. In order to survive, you will need to scavenge and craft new items while also scrounging for food and fighting off everything from zombies to an alien invasion. Survival is not guaranteed; there are a multitude of ways
to encounter death. Alien Invaders harvest survivors for organic components; Robots seek a utopia free from humans, and Zombies are insatiable stalkers. Maximum Apocalypse: the Roleplaying Game combat is a savage and brutal exchange of attacks against overwhelming odds Along with their companions, players use dice, teamwork, ingenuity,
and special abilities to accomplish goals and overcome obstacles. Standing alive together when the smoke clears is the ultimate goal of Maximum Apocalypse: The Roleplaying game. Can you survive the apocalypse? And It works on a d100 % dice game system My favorite is Barbarians of the Apocalypse. It's a supplement for Barbarians of Lemuria
which includes an incredibly comprehensive build-your-own Apocalypse. Includes tables and lists for a ton of different causes (war, biological, supernatural, etc.), when it happened, how long ago it was, groups that exist today, and on and on and on. Just an amazing tool for building a world and campaign. Just to note, along with the comments on the
official Stalker RPG above, but technically, this genre is post-visitation rather than post-apocalytic although in game-play it won't make that much difference (it would be weirder, though). That you've chosen to ignore the first part of my post is okay: I see your point and have, over the years, spoken to a number of people who might be said to share it.
An apocalypse can be full or partial, gradual or everywhere-at-once. That our conception of apocalypse tends to be biblical in scale and intensity is hardly surprising; disparities between the meaning of the word 'apocalypse' and its current usage lend further complexity to the discussion. The Strugatsky brothers make explicit in Roadside Picnic that
the visit of 'the aliens' (and their apparent disinterest in humanity) has undermined scientific rationalism and the Enlightenment project and exerted a marked influence on the disposition of human politics. That Boris Strugatsky described this as 'apocalyptic' needn't mean you have to. Some of this range of comprehension is visible within RPGs - I, for
instance, might never have guessed that Barbarians of Lemuria might include apocalyptic themes. I'm happy to learn from people who see the situation differently from me. Living Steel has a great premise with a cut down version of the Phoenix Command combat system. Member of the Evil d4 Legion Prince Regent of the Britpack and Minister Of
Redundancy MXLP: Lolth (1), Nick The Lemming (1), Elbast (3) Phantom Stranger (1), Hafwit (1) Groan points: 3rd Level Fighter (1) | Thinking outside the box" (1) point - Rattrap2474 I've finally entered the 20th Century and have a blog: , Twitter: @GeneralTangent I will add my voice in appreciation of Savage Worlds: The Day After Ragnarok (an
awesome pulp apocalypse setting) and Twilight 2000 (personally I prefer the original system, but that is because it was the one I started with. The new Free League version has its own strong points). A nostalgic shout out for Aftermath. It had a clunky rules system, but the adventures were great fun. When I was in Sydney on holidays, I had to make a
pilgrimage to the university to see for myself the area we had played through in Into the Ruins of the University. Aftermath! had a lot of useful tables and suggestions for random finds, and good rules for scrounging. A pessimist is an optimist with a sense of history B.net tag: Sharrow#1730. I just learned about the forthcoming ELDER MYTHOS rpg .
As a long time CoC gamemaster ( campaigns ran for every edition), I am utterly sold on the idea of players being one of the Elder Gods. However, I learned that PvP will be an expected part of the game. I have never liked PvP either as player or gamemaster. Any thoughts on this rpg or this element would be deeply appreciated. Thank you. I just
learned about the forthcoming ELDER MYTHOS rpg . As a long time CoC gamemaster ( campaigns ran for every edition), I am utterly sold on the idea of players being one of the Elder Gods. However, I learned that PvP will be an expected part of the game. I have never liked PvP either as player or gamemaster. Any thoughts on this rpg or this
element would be deeply appreciated. Thank you. Given the concept, I wonder if this wouldn't be better as a board game like Cthulhu Wars. I do wonder how cooperative worldbuilding and PvP are supposed to fit together. I'm not so bothered by PvP in itself because it crops up often-ish in Delta Green especially, as an instance of the overall cosmic
horror focus on helplessness and lack of agency. But I do have a lot of question marks about this whole thing. Cooperative worldbuilding and PvP do not seem easy to fit together . My main worry about PvP is fairness. My worst experience in this regard involved a GM who blatantly was not fair. On the other side, a part of me would love to see one of
my players being Cthulhu. Elder Mythos boxed set arrived about 5 hours after I posted this. I have glanced through it. Looks evocative. Now to read it and later run it. I find the key in situations like this is to make sure there is a strong cooperative layer within your group on top of, and ultimately more important than, the competitive layer. Yeah , I
agree with that. Mutual enjoyment versus ego-driven resentment is the problem here. Hopefully, fairness supports the former. I would love an overview of the game, if you are up to it. I took the box to tonight's gaming session to get some preliminary feedback from my players. All 3 loved the art and general design of the book/box/components. All
wanted a random roll character selection . Otherwise , everyone might want to be Cthulhu. I can easily house rule my own system for this. Regarding allowed PVP, one player was thrilled at the idea , one was unhappy , and one wants to experience actual play first. All liked the maps and were excited about the different time periods - primarily since
pcs are eternal. NOTE: 3 players were absent. Next I need to read the corebook and then run the game. I think that PvP might be an overly charged term for games like Elder Mythos. There is an element of competition, but I wouldn't- for example -describe "Once Upon a Time" as a PvP game. Any more info on this? I'm looking at this game with
intention of buying it, but I'd like more info. there are scented candles and essential oils for every type of existential dread I also bought and have received an extra copy of the corebook. I plan to start reading it soon (maybe this weekend). All versions of D&D, including OD&D, Basic D&D, AD&D, 3rd, 4th, and 5th Editions. Plus, D&D-based fantasy
games, including 13th Age, C&C, OSRIC, and Pathfinder. Page 2 Chris Gunning. The craft of Gamemastering. You must log in or register to post here. Oh my god, it's back! And I still couldn't stop reading it ... bravo, guys! I... I read it. The whole review. I'm gonna call the Girlfiend and tell her that I love her. And then I'm going to drown my brain in
Mead, and consider giving up gaming. Damn you FATAI, damn you to hell... "-I am anti-life, the beast of judgement. I am the dark at the end of everything. The end of universes, gods, worlds... of everything. And what will you be then, Dreamlord? - I am hope." - Neil Gaiman, Preludes and Nocturnes Neue Abenteuer - My Blog, reviews, game material
and stuff (German) I guess this is appropriate to re-run this because it's Halloween or something, but it would be helpful if you would put up a little intro explaining the history behind this piece as it is not new at all and a lot of new people might think it so. I... I read it. The whole review. I'm gonna call the Girlfiend and tell her that I love her. And then
I'm going to drown my brain in Mead, and consider giving up gaming. Damn you FATAI, damn you to hell... I nearly gave up gaming myself the first time I read this. It was like it was a bonus that enabled me to roll a critical on my reality check. I guess this is appropriate to re-run this because it's Halloween or something, but it would be helpful if you
would put up a little intro explaining the history behind this piece as it is not new at all and a lot of new people might think it so. A good idea. In its initial form, this review was posted - I think sometime in 2004 or 2005, if I remember correctly (and I probably don't.) It was shorter, didn't have the image, but it DID have a link to a horrifying, horrifying
image known as Tubgirl. This, combined with complaints about some of the language used in its promotional blurb, caused the review to be yanked and later deleted from rpg.net's database. Jason Sartin then put it onto his website, where it enjoyed a long life as a popular link for anybody who was wondering what FATAL was all about. However,
Jason Sartin's website - still a source for some killingly funny stuff, if you use archive.org to check it out - went down a while ago, which meant that people then had to to link to its archived version to view it. It was also done with white and/or colored text on a black background, which was hard on the eyes. As I figured that it was time to bring it back
home to where it belonged, I revised it over the course of approximately three weeks, expanding my contributions to the review and clarifying the different colors of text so that it was clear what was mine and what was Sartin's. (I used Sartin's text color as emphasis, for instance.) Sartin expanded his portion of the review, including a section on Kult,
and I went out and got two new images for the body of the review. After all that was put together, I submitted it to the review system, and now it's back home again, where it belongs, garnering hits for the greater glory of rpg.net. -Darren MacLennan Also, there's a fascinating book called "Rape and Ravishment in English Literature" available through
Google Books, about the various legal statutes involving sexual assault in the medieval era. The punishments for rape get pretty draconian. So what you're saying is that the game may not in fact be as historically accurate as Mr. Hall would lead us to believe? "Reader, Carthegena was of the mind, that unto thofe Three Things, which the Ancients held
Impoffible, there fhould be added this Fourth ; To find a Book Printed without Errata's. It feems, the Hands of Briareus, and the Eyes of Argus, will not prevent them." My favorite part of the rebuttal? So, basically, FATAL is the date rape RPG. Another faulty conclusion drawn by Darren. Where is dating included? Swing and a miss. One official
commendation point from Allen Varney. ORANGE clearance, here I come! | | This is the report button. Use it to report a post to the moderators. V Just a quick note, but the FATAL Games website mentioned in the review now seems to be a site for online Flash games. I doubt it has anything to do with the FATAL RPG any more. -Ash Hush, Hush, Hush,
Here comes the Bogeyman... Find My Games On Lulu I have no idea why this review came back... but the rebuttal is hilarious. Sadly, I tend to agree that Darren and Jason aren't exactly models of rational thought and respectability (sorry), but these Fatal guys spend so much time trying to seem like something they aren't, it's great comedy. I enjoy the
parts where they claim advanced degrees are really easy to get, so they aren't worth much (as if trying to discredit anyone else with an education who might disagree with them)... but by the way, I have one, am partway to another, and have enough credits for a few more... so you should respect my claims more. I also laughed at every mention of their
own cock sizes having first hand knowledge with female bruising from "going too deep" or ripping up parts for being too wide. So trust us, we know what we're taliing about... I've been with at least 4 virgins! and I'm married to a former model, super intelligent scientist! - type stuff cracks me up, too. "Wasn't it a female who told you that buff dudes
are hot?" "Yes. That's why everyone should know it's totally realistic and true." Then it really all fell apart when it had to shift to the "that was comedy" stuff. ...Death metal, classical and neo-classical... talk about poser satanists. Poser 1: Yeah, yeah death metal! Woooo! Satan! Wooo! Poser 2: Hey, it says here in this article that "real" Satanists aren't
into metal, at all. They listen to classical. Look, they have a poll. With numbers. Poser 1: We better buy some classical! Poser 2: Yeah, then we'll have cred! Poser 1: Have to figure out how to make the tapes stand out on the shelf... whatever. Yeah, yeah death metal! Woooo! Poser 2: Hang on, I have to write down this article so I can point to it. It'll be
more badass when I say stuff like "I'm not to be fucked with." I'm behind a computer screen, everyone will believe it. Poser 1: Dude, that's like totally an hour more of research you can claim to have done! Yeah, behind the screen we can say we have big dicks, too! Poser 2: *looks longingly at a printed screencap from a porno download* Ah, Yolanda...
my rocket surgeon, ex-model, extra deep cunt-pipe wife of so many years... soon, no one will laugh at our love... Poser 1: Stop grinding on my face pillow. Use the other one, please. Oh, shit, this guitar part is tight! Wooo! Satan! Yeah! Now Playing: Spire Now Running: East Texas University (Savage Worlds) Board Games in Rotation: Shadows of
Brimstone, Venom Assault, Clank!, Fallout Thank you. This review NEEDED to be here, for a truly fair and balanced view of FATAL. Also, Devil's Night is finally complete... Last edited: Oct 30, 2009 I think we can all agree to thank the gaming gods who listened for the company who produced fatal going under. I used to think Synibarr and Palladium
were horrible systems. It is all changed after reading the review. My god to think th creators were actually trying to push it as a serious game. If I were ever to attempt a reading of the game I would burn my eyes out with white hot butterknives after doing so. It boggles the mind imo. So, I read the review and then read the rebuttal. I found 2 things
interesting about the rebuttal: 1) He took pride in how difficult his game is. It was mentioned many times. It reminded me of that subset of MMO players that believe an MMO requires massive grinding and time sinks for it to be worthwhile. and 2) About halfway through I realized something startling and it may be a major part of the problems with
this game. (Besides the obvious, creepy stuff.) He "researched" historical beliefs and such from wildly varying time periods and parts of Europe. This might not have been a problem but he didn't use them for "fluff" in the game. For instance, if he had said "men in the game believe women are weak" or whatever, it'd have been off-putting but part of
the game fiction. No, he used these sources to create the rules themselves. Some book says that men believed women were stupid back then? (paraphrasing). He makes this a literal within the game by giving women a minus to intelligence! It's mind boggling! Last edited: Oct 30, 2009 The high-fallutin', college-talkin' tone he takes in his rebuttal is
hilarious, when you consider that this is the same guy who repeatedly used words like "cuntpipe" and "fuckstick". Edit: Oh man, it get's better. This bit, from "Burnout" For someone saying this game could be made by a 14-year old, Sartin sure does sound like one. I don't remember the last time I used the word "wang." I find the players of FATAL and I
mature enough to use words like penis, dick, or cock...without giggling like Sartin obviously is after saying "wang." I can't help but picture them as Beavis and Butthead dressed in smoking jackets and sitting in wing-backed chairs. "Indeed, I long ago graduated from the use of the banal 'wang,' and now refer to my member as my 'dick,' 'cock,' or
'fuckstick."" Last edited: Oct 30, 2009 - Shawn Check out my comic, The Specialists! Honestly, my favorite Hall quote is this: For example, my wife studies bioengineering and used to be a model. I don't think much of most college curriculums, but if my claims are true, then she is at least reasonably intelligent and attractive. To my delight, I would
argue that she is an advanced scholar (knowing many stupid scholars, I mean a smart one), and exceedingly beautiful. We are identical in age, and born only one week apart. She is everything to me, and yes, she is a woman. Jason's arguments provide no substance or challenge. Because it's either (in no particular order): A: an outrageous
lie/fabricated individual. (I'd take him up on the bolded above) B: she's never heard of this game. C: doesn't know she's "married" to Byron (you aren't technically married to those you peep on, Byron). D: she's buried in a shallow grave in his backyard. The way he talks about her, it makes me think of D... Hello! I always thought that Empire of Satanis
was the worst 'RPG' out there... Now, I'm torn... Also, in the incredible "rebuttal,” when confronted about the various (impossibly racist) "armours," they just brushed it off as "tough humour." Man, I love me some "toughy" humour but not David Duke kinda humour! Those things could only make racists laugh - really (I've been called a heartless racist
bastard before but, those items made me... cringe)! These "people's" neighbours, colleagues, etc., should be very very very afraid of them*. Aconito *Except, of course the (blow-up) genius ex-model wife (probably made in Stepford). I've read the previous FATAL review and here is the thing: I am convinced that the authors of FATAL have created an
prank in the form of an RPG. The prank is getting people to read it, to get pissed off and to talk about it. It's all one huge joke and every time it is brought up, they win. They wrote it. They get a huge laugh every time somebody falls for their joke. They mask it all by pretending that it's very serious and should be taken seriously. Basically reading,
reviewing, talking about it is like feeding Trolls on forums. It's just bad, bad, bad. I've read the previous FATAL review and here is the thing: I am convinced that the authors of FATAL have created an prank in the form of an RPG. The prank is getting people to read it, to get pissed off and to talk about it. It's all one huge joke and every time it is
brought up, they win. They wrote it. They get a huge laugh every time somebody falls for their joke. They mask it all by pretending that it's very serious and should be taken seriously. Basically reading, reviewing, talking about it is like feeding Trolls on forums. It's just bad, bad, bad. It doesn't scan, though - for instance, there was a page made by one
of the game's co-authors describing medieval tortures for ex-girlfriends, and it did disappear after a certain period, and then it was noted in the flamewars that the guy had gotten expelled from university. I mean, this is a hell of a commitment to a bit, to write 900 pages just to rile up...well, who? Occam's Razor suggests, ultimately, that your
approach is incorrect. And it would be just awesome if we could find the old flamewars, because there's a lot of good information in there. I'm not sure where rpg.net has the old forums archived, though... -Darren MacLennan If it was a joke, they'd have no reason to have started making a cleaned up "commercial grade" revision of FATAL. Something
like this simply takes too much effort to be a joke. For quality RPG pranking, look no further than Encounter Critical. Last edited: Oct 30, 2009 I can't stop giggling over the fact that you got not one, but two illustrations for that damn spell. In a less terrible game, it would be fun to speculate on the very specific circumstances that would lead a wizard
to have needed to research such a spell. I can't help but picture them as Beavis and Butthead dressed in smoking jackets and sitting in wing-backed chairs. "Indeed, I long ago graduated from the use of the banal 'wang,' and now refer to my member as my 'dick,' 'cock,"' or 'fuckstick." Speaking personally, it's been a long time since I needed to refer to
anyone's penis verbally, but I rather like the word 'Schlong' myself. It sounds like a large ball of slugs being used to ring a really big gong. -Ash Hush, Hush, Hush, Here comes the Bogeyman... Find My Games On Lulu I'm so glad I never ran into F.A.T.A.L. after reading this review. It had me wincing and laughing at the source material. I'm speechless.
Would someone mind providing a URL for the rebuttal? I want to shatter what sanity I have left. "Reader, Carthegena was of the mind, that unto thofe Three Things, which the Ancients held Impoffible, there thould be added this Fourth ; To find a Book Printed without Errata's. It feems, the Hands of Briareus, and the Eyes of Argus, will not prevent
them." I've read the previous FATAL review and here is the thing: I am convinced that the authors of FATAL have created an prank in the form of an RPG. The prank is getting people to read it, to get pissed off and to talk about it. It's all one huge joke and every time it is brought up, they win. They wrote it. They get a huge laugh every time somebody
falls for their joke. They mask it all by pretending that it's very serious and should be taken seriously. Basically reading, reviewing, talking about it is like feeding Trolls on forums. It's just bad, bad, bad. I don't think it's a joke, as Darren says, but I think you are right that these twerps do enjoy shock value. When they write the word "cunt pipe" they
snigger like twelve year olds about how the squares will call them shocking and irresponsible. The same is true of lots of shitstains though, cf Glenn Beck. And maybe we should stop paying attention... I just want to thank Darren and Sartin for making an updated version of this review and finally bringing it back to RPGnet and say I'm glad they
survived the experience with at least a little sanity intact. The best thing about the return of this review is that one can compare and contrast with the other review done by Mark Jones. For quite some time it was the only one available on RPG.net and that... was just wrong. +1 Pithy from riprock +1 Laugh Point from rpg dad +1 kudos from JRM My
Livejournal Currently playing: Papers & Paychecks, HeroQuest Glorantha, GURPS Dark Sun, Middle Earth Role Playing Free, quarterly, RPG magazine: RPG Review. I wish Mark Jones was an anagram of Byron Hall. It's most certainly a pseudonym. Or was that simply Burnout's real name? "Reader, Carthegena was of the mind, that unto thofe Three
Things, which the Ancients held Impof{fible, there thould be added this Fourth ; To find a Book Printed without Errata's. It feems, the Hands of Briareus, and the Eyes of Argus, will not prevent them." I have to give the FATAL guys one kudo. Its existence created this review. I have not laughed this hard in a long time. Thanks Darren and Jason! If I
EVER win the lottery, you two will have $10,000 checks in the mail. Why $10, 000? Because it's the highest non-taxable gift I can give you. After reading and reviewing this game, you hardly deserve to have to deal with more tax rules. Trentin C Bergeron (TreChriron) Bard, Dreamer & RPG Enthusiast My
Content That's one messed up game. Both reviewers must've racked up record-level martyr points during their efforts. They should be honored at some form of award ceremony, at the very least. I agree with trechriron - without this game, there would not have been this review. I sat up for an hour reading it in bits, I had to stop every so often I was
laughing too hard. Almost spewed toothpaste all over the new sofa we have just bought, which would not have made me popular with my better half. Seriously though, the guys who wrote this game are pretty creepy. Could anyone point me to where the original game is available? I still don't believe 100% that it could actually exist - and the site
mentioned in the other review (fatalgames.net) now seems to be a marketplace for dodgy wee flash games. Dragon Warriors - Thuland - Maelstrom Could anyone point me to where the original game is available? I still don't believe 100% that it could actually exist - and the site mentioned in the other review (fatalgames.net) now seems to be a
marketplace for dodgy wee flash games. There are places - painfully stupid places - where this game still exists on the internet. Let's just say it does exist, it's not in any way good (not even so-bad-it's-good), it's actually so-bad-it's-boring-and-pointless-to-read. Anybody with a luke-warm IQ, no social skills, and the time that both traits give one could
write FATAL. As such, it's not excitingly terrible, merely boringly-terrible. The review is much, much more exciting than the actual work. Then again, so is reading three-year-old celebrity gossip ads at your local dentist's office. All told, you're better off not bothering. FATAL is not worth anybody's time. The time you spend with it you could spend
gorging yourself on bad beer, warm ice-cream, and chain-smoking the cheap brand and still be doing something more constructive for your mental, physical, and spiritual well-being. I know. I have experience. I actually have several different versions of the PDF. Think of it as a kitsch from hell collection. Fatal can be summed up as follows: Take
Rolemaster. Double the charts. Set it in Gor. Double the sexism. Take away the rules consistency of Rolemaster. Take away the non-sexual setting details of Gor. This is somewhat akin to Fatal. It's still a better game, because it didn't drone on for one thousand and thirty-eight (in the last draft) pages, make you roll 14d100/7 for each of 20 attributes,
cite the racist tract "The Bell Curve" as a source, use the term "Manhood" for penis, have a race that is nicknamed due its large penis, or have Retard Strength. Rod of the Hedgehog -- bigger than other rods. Why? Just.... why? I don't get why anyone would want to play that game, not to mention make it. Does that mean I'm sane? And to think I used
to think I had a screwed up life.... I am in awe of how fucked Hall's must have been to come up with that pile of crap. ~Yea, Tho I Walk Through The Valley Of The Shadow Of Death, I Shall Fear No Evil~ Then raise the scarlet standard high/Beneath its folds we'll live and die Though cowards flinch and traitors sneer/We'll keep the red flag flying here
Former Playtester for Rogue Trader, Dark Heresy, Deathwatch, Black Crusade and Only War, and Star Wars: Edge of the Empire I know I'm late to the party, but I have to say that this is the best review of a game I've ever read. It may have taken me close to 3 hours, but I read the entire thing word for word. I find it extraordinarily ironic that such a
terrible game could help spawn such an entertaining article. As such, there is at least one reason to be thankful for FATAL's existence. Well, seeing as I'm a young male I've got some raping to do. ttyl. ;D The worst thing about FATAL is that ever since if you try to bring up sex in RPGs or simplfy appearance descriptions you get people using this turd
in reference to your game. Directing Editor of Kittiwake Classics So what you're saying is that the game may not in fact be as historically accurate as Mr. Hall would lead us to believe? It's not!? I worship the Most High: Father, Son and Holy Spirit I love this forum. We have the best mods here. Running: Lady of the Feast (OOC) (IC) Reading this
review I find "misogyn" mention 12 times but... not much of an attempt is actually made to justify the accusations of misogyny. Having not read the game I can't comment on the accuracy, but if it's true I think more support should be put towards justifying it. Only a couple key quotes came close to backing up the accusation with evidence: a slovenly
trollop offers herself to a strapping young adventurer if and only if he can expediently say a tongue-twister of her choice. Driven by hormones, the young male agrees, and asks what is the tongue twister. The courtesan challenges "Huge hung hero hunks hastily hump horny heaving hot whores. How 'bout it, huh?" So: Not only do we have a splendid
example of the level that FATAL operates at, we also have an example of the game's utter misogyny. I do not understand how this example qualifies as misogyny. Using the word 'trollop' does not mean you hate women. It is a term traditionally applied to females, sure, but it's not as if words applying to males don't exist either. The term "lech" or
"lecher" for example is predominantly used to mean males. Trollop means a female who is discourteous or vulgar, and based on the tonque twister, vulgarity does appear to be present, so the destription is accurate. You will never, ever find a female character in this game who isn't a prostitute and/or proclaimed slut, because that's the only kind of
women that exist in these dipshits' imagination. I would question how many NPCs the book has. Unfortunately there isn't any way to falsify such a claim short of reading the entire book so it can't exactly be addressed. Even supposing every female NPC is either called a slut or works as a prostitute, player characters are also characters and I find it
hard to believe that it's impossible to roll up a character who is not a prostitute or who has sexual discretions and choosiness. We haven't had enough misogyny yet! 01-09 Chastity Belt of Cursed Impregnation: This cursed chastity belt will immediately and magically impregnate any woman who wears it. Worse, in a world where male children are
desired, the child will be female. I don't understand how this is misogyny either. Is it that male children are considered more desirable by the populace in this setting? I guess that means any RPG where you can play in China would be misogynistic? A setting does not define an RPG (ie a game you can play in the southern US during slavery times is not
pro-slavery because it presents a culture where you can play in a place full of pro-slavery popoulace) and favoring a gender does not mean you hate the other gender. Or is this misogyny because impregnation is seen as a curse? Well, undesired impregnation usually is. As I recall, there's also a spell side effect than can make a man's bits fall off. Why
is that not being presented as misandry then? Is it possible that something bad can happen to members of a particular gender within a game without it making the game something that promotes hatred towards the gender? Isn't it possible that such things are meant to convey tragedy or comedy and not hatred? I'm not, I haven't read it, I'm saying
that the criticism of a particular issue does not appear to be adequately backed. I have not addressed the other areas of criticism since I find the quantity overwhelming. In fact, I'll offer a criticism: I just downloaded the random character generator and chose 'infant' as my age to see what would be produced. For some reason 'crotch' is the most
attractive feature (I am confused at how that could be the case for an infant) and my piety points say "worships fanatically and is willing to die for their god". I find that kind of result for a 1 year old absurd, someone not even able to process language shouldn't even be able to understand the idea of god much less be a fanatic, worship or be suicidally
devoted to that (or to anyone). The book may include disclaimers about avoiding these results for different chronological groupings but if so, the character generator should be updated to include them to prevent giving such results. It's that time again! What RPGs or supplements are forthcoming this year? I can mention the ones I backed on some
platform or other ... Household - Welcome to the Garden, Ars Magica Definitive Edition, and Trail of Cthulhu 2nd Edition come out this year. Although, to be fair, all of these are expansions, refinements, or second editions, not net new games. Legend in the Mist, the fantasy spin on City of Mist, is also supposed to come out and might be counted as a
new game. My RPG blog: Cornix Flagrans Currently running: SW Edge of the Empire Currently playing: - Currently (re-)reading: Black Powder & Brimstone, Tokyo: Otherscape The Cthulhutech 2e Kickstarter is slated to launch February 1st (they have a manuscript already, which was shown at GenCon, iirc, so this is the Onyx Path format of release).
Talislanta 6th ed. hasn't been delivered here in europe yet, so for me it counts as a 2025 game. Conan: The Hyborian Age role playing game coming out in this spring. Based on the quickstart this is a system that can rival BoL in terms of ease of play. Looking forward to it. Broken Empires, the bespoken sim-lite game will probably be delivered
sometime around summer (I'm just guessing). Sim-lite is probably a good fit for my play style, so I'm looking forward to digging into this. Will it be more than the sum of its parts, or just another game on my self in this category. EN World does every year a voting for the most anticipated game of the next year, and they gather the titles from people's
nominations, so it is a good list of games that will probably come out in 2025: I hope those translations from Adventure Planning Service that CMON promised awhile back is happening. Those being InSane Meikyuu Kingdom Magika Logica Otherwise, Shin Megami Tensei Tokyo Conception physical edition should be this year. Wares Blades (crunchy
fantasy mecha) ttrpg translation kickstarter is 2025. Both by Lion Wing Last edited: Jan 11, 2025 Now Running: Pathfinder 2e playtest via online On Deck: On Hold: Everything... Darned pandemic Blog: Too many games. Not enough time. The Laundry Files RPG Valiant Adventures/M&M 3.5 Planet of The Apes will be out soon. The advance copy of the
rulebook looks awesome. I've heard good things about the upcoming Space: 1999 RPG, I'll pick that up later this spring. I'm also looking forward to the next supplement for Blade Runner. The Return of the Living Dead for Everyday Heroes Daggerheart will be out, and I'm getting super stoked for it. Yeah, it is fantasy medievalish action-adventure.
Yes, it does use a d20 (and d12s! multiple d12s!) But it is more player-facing/collaborative than a lot of the other offerings in the field, and Darrington Press / Critical Role are still big players, comparatively. Candela Obscura didn't seem to resonate too much with folks, but I think that was somewhat to be expected - eldritch horror has always been a
smaller market than swords-and-wizards, so interested to see what happens with the final version of the rules. The last game (at PAXU) seemed to show off a lot of streamlining/improvements over some of the pain points from the earlier playtests. Explore post-apocalyptic fantasy for FREE! Outgunned Adventure and Action Flicks 2 will be out in print
at some point this year. Backers should get them in May, but it may be a little while longer before they show up in stores. The Melsonia Arts Council edition of Stray Frosty should be out this year. "Sometimes I think I could film two hours of a man continuously walking away from exploding buildings looking all cool and badass and punching people
occasionally in slo mo, and a lot of RPGnetters would feel they got their money's worth from it." - Voidnaut "Perge, Scelus, Mihi Diem Perficias" - Sir Christopher Frayling QuestWorlds (from Chaosium) hasn't been mentioned yet. Coming in February, allegedly. This the latest edition of the old HeroQuest line (not to be confused with the board game of
the same name), updated, streamlined, and rebranded. I'm looking forward to Trinity Continuum: Aegis. Should be coming out early this year, I think. Let's see...these are the TTRPGs I've backed/pre-ordered which should physically () come out this year - * The Savage World of Solomon Kane RPG by Monolith (January/February 2025) * The Official
Role-Playing Game of the PLANET OF THE APES by Magnetic Press Play (Q1 20257?) * KINGSMOUTH - A 5e Dark Fantasy Setting by Shadowland Games (Q1 2025? maybe) * Savage Pathfinder: Advanced Player's Guide 2 and Bestiary 2 by Pinnacle (May 2025) * Book of Spirits: An Ethereal Supplement for 5e by Beyond the Screen (May 2025) *
Outgunned Adventure by Two Little Mice (May 2025) * Daggerheart by Darrington Press (Spring 2025) * Tainted Grail TTRPG: Song of a Dying World & Solo Mode by Awaken Realms (Spring 2025) * Legend in the Mist RPG by Son of Oak Game Studio (June 2025) * Faerie: A Realm Wanderer's Guide | Feudal Fey Expansion for 5e (June 2025) *
Thunder Road: Vendetta RPG by 9th Level (July 2025) * Conan: The Hyborian Age by Monolith (September 2025) * Household II: Welcome to the Garden by Two Little Mice (December 2025) * Brandon Sanderson's Cosmere by Brotherwise Games (2025 wave 1 - 2026 wave 2) Is this a new edition of the Cubicle 7 game from 2010? Or a completely new
game? Yes. It's a second edition of the C7 game, but it's using a new system, not CoC. "The great thing about the internet is its leveling effect; online all opinions are equally WORTHLESS."-- Grant Morrison "It's not the band I hate, it's their fans." -- Coax Me, Sloan. XBL/PSN/Steam: dysonsFear Hollows, the tactical souls-inspired RPG from Rowan,
Rook, and Decard (known for their fluffy RPGs like Spire, but their technical chops are not to be underestimated). I'm currently a Star Wars Unlimited fanboy, and made swudb.com Bluesky: Currently Running: Triangle Agency Currently Playing: Alas, nothing Currently Reading: Slugblaster, Daggerheart, ICON 2.0, Cairn Currently Salivating:
Torchship, ICON 2.0, Neon City Outlaws Ashes without number, the post-apocalyptic entry in the without number series of osr games. Dolmenwood from necrotic gnome. OSE but fungal fae fantasy, with some quality of life changes. Our Golden Age which is another game in the setting of ultraviolet grasslands. It sort of sits off to the side. The Dude
Abides Running SWN: Adisu Aksum. on hiatus. Playing: 5e. Active. Blue Planet Recontact should be out. It is the new, third edition of the 90s sci-fi RPG that plays on a waterworld colonized (twice!) by people from Earth over a century. Thematically, it mixes a few things. I'd call it a solar-punkish, cyberpunkish, wild frontier game with eco-protection
and anti-colonialism concepts. The PDFs have been released to backers, and print is underway; the system has been changed and streamlined a lot. Our Golden Age which is another game in the setting of ultraviolet grasslands. It sort of sits off to the side. Yeah backed this one. Also backed: - Dream Askew/ Dream Apart in German translation -
Archeterica starter set (a Ukrainian game of conspiracies in a Napoleonic faux-Europe) - So You've Met a Thousand Year old Vampire (stand alone expansion for playing mortals in TYOV) Most other games mentioned here seem to be new editions. I have a podcast on RPGs around the globe called The World of RPGs (you can also find it on most
podcast providers) on Bluesky @theworldofrpgs.bsky.social Reading: Invisible Sun Running: various one shots of weird games (DIE RPG, The Well, Odd Soot, Ultraviolet Grasslands, and my own game I'm working on) Achievements: (2) laugh points, (1) super rare, limited edition, highly collectible Volunteer RPGnet Lexicographer Point by Sphinx of
Black Quartz. Recipient of Tangency's 2022 "Jason Sinclair "Never Say Die" Award", Recipient of Tangency's 2023 "The Save-vs-DM "Ruben Smith-Zempel" Trophy" Exodus, based on the upcoming Mass Effect style video game, is getting a rule book from WotC in a few months. I don't know how well 5e mechanics will translate for sci-fi, but I'm
planning to check it out. I've got a new sci fi rpg coming out around August. It hasn't been announced yet but soon. Check Out my Fate Core based wu xia/kung fu action game, Tianxia. Now also in print. Ex-Dragon Age Developer/Fantasy AGE Line Developer for Green Ronin, Line Developer for Modiphius' John Carter of Mars RPG. Currently
Writing/Developing: More Tianxia, numerous other upcoming projects, some fiction Now you know that guy ain't shit. Sorry ass motherfucker ain't got nothin' on me...nothin'!l- Barack Obama I think 13th Age 2nd edition is aiming for a launch this year. I hope those translations from Adventure Planning Service that CMON promised awhile back is
happening. Those being InSane Meikyuu Kingdom Magika Logica Otherwise, Shin Megami Tensei Tokyo Conception physical edition should be this year. Wares Blades (crunchy fantasy mecha) ttrpg translation kickstarter is 2025. Both by Lion Wing Wait Meikyuu Kingdom is getting an English translation? How did I not hear about this? Wait Meikyuu
Kingdom is getting an English translation? How did I not hear about this? I had been hopeful ever since the light novel based on it came westward some time ago. So you can imagine my enthusiasm when I first read this article! I hope it's going well - we are due for an update. Now Running: Pathfinder 2e playtest via online On Deck: On Hold:
Everything... Darned pandemic Blog: Too many games. Not enough time. I'm awaiting the imminent arrival of Land of Eem, though I'm obviously biased. And later this year, the UnderMucklands sandbox supplement. I'm also keen to see Blister Critters arrive (biased again), and the release of my own NuSR Against Darkness Triumphant. For stuff I'm
not even slightly involved with, I eagerly await Aether Nexus, and Fate of Umdaar. I have been waiting and waiting for more information on Fate of Umdaar! A planned Kickstarter isn't surprising, but I hadn't even known that much! I have been waiting and waiting for more information on Fate of Umdaar! A planned Kickstarter isn't surprising, but I
hadn't even known that much! They mentioned that it will be a BIG Kickstarter too. I saw on Julian Simpson's newsletter that he's working with Pelgrane Press to create a supplement for Trail of Cthulhu based on his Pleasant Green universe. This includes various BBC Radio 4 audio dramas, such as the Lovecraft Investigations and Aldrich Kemp. Each
separate series is stand-alone, although there is continuity between related titles and setting elements that cross over between even quite disparate genres. And IMO, there's a kind of toxic attitude about rules that pervades parts of the RPG community - "rollplaying, not roleplaying," ruleslawyers, "The GM can fix it," etc. When people feel that
interacting with the rules is doing it wrong, how can they meaningfully test the rules to a game? - Victim (on this board on Feb 12, 2015) I saw on Julian Simpson's newsletter that he's working with Pelgrane Press to create a supplement for Trail of Cthulhu based on his Pleasant Green universe. This includes various BBC Radio 4 audio dramas, such as
the Lovecraft Investigations and Aldrich Kemp. Each separate series is stand-alone, although there is continuity between related titles and setting elements that cross over between even quite disparate genres. First I heard about that... Thx! That is an instant buy for me "Before you criticise someone, walk a mile in their shoes. Then, when you
criticise them, you'll be a mile away, and you'll have their shoes." stolen from SteveD The PDF, sure (I've got it), the book not so much. And the PDF is still being revised apparently. I did not realize that it was being revised. Is there any ETA on the revised PDF? And IMO, there's a kind of toxic attitude about rules that pervades parts of the RPG
community - "rollplaying, not roleplaying," ruleslawyers, "The GM can fix it," etc. When people feel that interacting with the rules is doing it wrong, how can they meaningfully test the rules to a game? - Victim (on this board on Feb 12, 2015) I've got a new sci fi rpg coming out around August. It hasn't been announced yet but soon. Like Jack, I have an
rpg coming out (hopefully) this year. I just had a pretty good and successful OrcaCon with five events of demos this weekend. I do not have crowdsourcing on the schedule yet; my ambition is to do that once the manuscript is done, so people can get a copy when they back. This project is me on my own, nothing to do with any of my former business
partners, I've gone solo (it only took twenty years...) Hey, Colin!! Game Designer & Contributor and Soon-to-Be-Again Game Publisher Coming Soon! DISRUPTORS, the Forged in the Dark Superpunk Narrative Action Table-Top Roleplaying Game! Check out my Itch.io! Want to know more, directly? Join the Disruptors Discord Server! My first
independent TTRPG in 20 years, no connection to my old company, it's just me (and friends). I did not realize that it was being revised. Is there any ETA on the revised PDF? Last I heard the print version (and latest pdf) will be v1.5, but no ETA as yet. The current version on DTRPG is v1.4, which came out shortly after Aether Nexus first went up there
- and addressed the majority of the issues I had when doing that read-through, which was based on v1.3. If you got it ASAP you might be behind a version and need to upload the new one like I did. FWIW, my blog's kind of hanging fire right now pending v1.5, since i don't want to put up more mechanical stuff and then have to change things, especially
after doing a couple of speculative "epic level" knight writeups for January. With no definite release date yet I suppose I should shift to worldbuilding content while we wait... Last edited: Jan 13, 2025 Like Jack, I have an rpg coming out (hopefully) this year. I just had a pretty good and successful OrcaCon with five events of demos this weekend. I do
not have crowdsourcing on the schedule yet; my ambition is to do that once the manuscript is done, so people can get a copy when they back. This project is me on my own, nothing to do with any of my former business partners, I've gone solo (it only took twenty years...) Hey, Colin!! Cool, looking forward to it! Mine is out through Osprey. I don't think
that's spoiling anything as they have given me the go ahead to discuss it but I really want some of the art and stuff to show off before I dive into it. I'm also going to be working on finally getting more Tianxia out (its been a whole thing with a lot of personal struggles with folks involved slowing things down). I'm also working on the new d6 2nd Edition.
This may include some big projects there, but we're still talking about it. (As in full settings and such) Check Out my Fate Core based wu xia/kung fu action game, Tianxia. Now also in print. Ex-Dragon Age Developer/Fantasy AGE Line Developer for Green Ronin, Line Developer for Modiphius' John Carter of Mars RPG. Currently Writing/Developing:
More Tianxia, numerous other upcoming projects, some fiction Now you know that guy ain't shit. Sorry ass motherfucker ain't got nothin' on me...nothin'!- Barack Obama Like Jack, I have an rpg coming out (hopefully) this year. I just had a pretty good and successful OrcaCon with five events of demos this weekend. I do not have crowdsourcing on the
schedule yet; my ambition is to do that once the manuscript is done, so people can get a copy when they back. This project is me on my own, nothing to do with any of my former business partners, I've gone solo (it only took twenty years...) Hey, Colin!! Hey, mate! I'm awaiting the imminent arrival of Land of Eem, though I'm obviously biased. And
later this year, the UnderMucklands sandbox supplement. I'm also keen to see Blister Critters arrive (biased again), and the release of my own NuSR Against Darkness Triumphant. For stuff I'm not even slightly involved with, I eagerly await Aether Nexus, and Fate of Umdaar. Would you please be so kind as to enlighten me on this Against Darkness
Triumphant? It very much sounds like something I would be interested in. Would you please be so kind as to enlighten me on this Against Darkness Triumphant? It very much sounds like something I would be interested in. It's probably better to do so in a different thread, because there's a lot that has been tweaked, changed, etc. even in things folks
assume must be the same. Turn Undead (Banish Undead in ADT), for example, works like brandishing holy symbols does in the movies; more like a desperate barrier than a, "The undead flee or go POOF!" power. The undead may retreat a bit, lurking at the edge of your torchlight, snarling at you, but they don't run away howling or go boom, and the
minute you stop holding up your focus... You get the picture. And that's just one change among many. The way chases and races are handled is very distinct as another example. Backgrounds are handled in the same way they are in 13th Age, etc. This brief from the intro. covers things broadly, but not in detail. If it sounds like something you want to
know more about, yeah, I think it'd need its own thread: WHAT IS AGAINST DARKNESS TRIUMPHANT? Against Darkness Triumphant is a fantasy RPG of the type made popular by games such as D&D and Pathfinder. It even uses much of the same terminology and core system. So, what's different? Character creation and core gameplay are
simplified. ADT takes its cues from earlier editions of the most popular fantasy RPG. Simplicity is embraced, and a lot of elements have been streamlined or removed entirely to speed and ease play. Alignment, XP counting, encumbrance and more have all been stripped away. Attribute modifiers replace scores entirely. The changes are extensive. This
does not mean older approaches have been adopted however; you won't find THACO, gold as XP, XP for defeating monsters, roll under Saving Throws, etc. here. There is no assumption that the divine quantifiably exists. Magic is magic; there is no arcane and divine split. The game does not assume gods, clerics, paladins, powerful churches, et al.
exist. That's something decided at the table to suit your group and setting. And if you want clerics, druids, paladins, and rangers, the Spellsword serves well. The game is specifically tailored for Theatre of the Mind play. It uses zone-based combat, varied movement speeds for cinematic dice-based chases and escapes, and abstracts the areas of spells.
It embraces heroism, helping others, and bringing hope. ADT is not grimdark or gonzo. Hope is even part of the system. Does it have peril and horror? Yes. Does it have weird, folklorish elements? Absolutely. But these do not define it. Dungeoneering and exploration have a purpose beyond self-enrichment. The Light Unconquered sample setting




presents a world where heroes venture out to explore and reclaim lost settlements in the aftermath of an undead apocalypse. They work to reconnect with other survivors, deal with the fey, and make the land safe again. Intrinsically evil mortal humanoids are gone. Tribes of wicked tribal people such as orcs have been replaced by undead, alien fey,
unique aberrations, and constructs. That doesn't mean you won't fight some intelligent foes, but absent Alignment, mortal humanoids are as varied as humanity. More monsters are unique. ADT provides you with the tools to create a wide variety of different monsters. Taking its cues more strongly from myth and folklore, even those monsters well-
known from other games are often different here. Power levels are flattened. Characters have fewer Hit Points, wield fewer spells, don't have as many special abilities, and they only extend to level 14. This simplifies and speeds up play, but also reinforces the fact that the world is a dangerous one. Characters need to be careful and work together to
survive. There are only four broad classes (Fighter, Rogue, Spellsword, and Wizard). But with the customising options presented, these cover a huge variety of character types. There is no multi-classing. Magic items are unique, their power linked to their wielders. Magical items are unique and gain in power as their wielders do. This makes and keeps
them more desirable. Here's a sample 1st level character (one that is about as complicated as they get). You can probably pick up some of the myriad changes in it too. Bonus points if anyone gets the reference: Character Name: Black Leaf Player Name: Marcie Description: Short and compact, with scruffy, cropped brown hair, hazel eyes, and a
lopsided smile. Ancestry: Human, Class: Rogue, Level: 1 Background: Wizard's Apprentice, Lifestyle: Poor Abilities STR +0, DEX +3, CON +1, INT +1, WIS -1, CHA +1 Saving Throws: Might +1, Evasion +6, Endurance +2, Discernment +4, Willpower +0, Luck +4 AC: 15, HP: 7, Movement: +3, Skill Bonus: +1, Hope: 1 Talents: Blind Fighting (no
attack penalties even when cannot see), Dabbler (Cantrips: Prestidigitation, Mage Hand) Combat Options: Trip, Two-Weapon Class Abilities: Climb Sheer Surfaces +13, Find/Disarm Traps +3/+5, Hear Noise +4, Hide in Shadows +5, Move Silently +5, Open Locks +5, Pick Pockets +5, Sneak Attack (+4 attack, add level to damage), Tumbling +6
Equipment: Leather Armour Athame (+0 attack, 1d4 damage, Close range, spellcasting focus), Dagger (+0 attack, 1d4 damage, Close range), Short Sword (+0 attack, 1d6 damage), Sling (+3 attack, 1d4 damage, Long range), Pouch of Sling Stones (Ud8) Backpack, Belt Pouch, Crowbar, Grappling Hook, Rations (Ud8), Rope (5-storey), Small Sack,
Thieves' Tools, Waterskin (Ud6) 15gp And here's the full entry of a monster (one we all know, for comparative purposes). Monsters have been stripped back to the essentials and nothing more. How big is a "Group"? However big you, as the Referee, think makes sense in the situation. Skeleton (Group Undead) AC: 12, HD: 1 (5hp) Attacks: 1 X weapon
+0 (1d4 club or dagger) Move: +0, Save: +1 Special: Mindless; Undead Skeletons are among the most common of undead, the animated skeletons of common ancestries. They may be found in places of death such as crypts and graveyards and attack with rusted old daggers or damaged clubs. Spells are similarly stripped back and use random
numbers of targets hit for AoEs. Anyway, that should give you some idea if you want to know more or not. I've playtested it with my own groups a LOT but'll be opening it up more widely in the near future. If anyone definitely wants in (or just wants to see the complete 170-page manuscript), pop me a message and I'll add you. I'm interested by a game
one of the publishers I follow is planning for February: Bitter Chalice. The art sneak peeks are just so good. I don't know exactly what it will entail, but I'm all over the vibes. Edit to add: I can't wait to get my Dolmenwood and The Between books (and crossing my fingers that Public Access gets kickstarted this year) I like to write things for the ttrpgs I
love. See what I've made on my itch page Last edited: Dec 17, 2024 "It's like: Book: This is a car. Here's where you sit and how you drive it. Driver: Where's the saddle? There are no stirrups to put my feet in! Also it doesn't slow down when I say "whoa." I understand that this is a means of transportation, but none of this makes sense!" -iago 'Tis how
game licenses go. Hopefully they have enough board games to make what they need. (Also, hopefully, this might influence Spellbound getting done.) It's an excellent RPG and thoughtfully adapted to the IP. John Snead's work on the Allomancy and other power systems was sublime. However, it probably not trad enough to be a commercial success.
Still the line has pretty much released support for all but the last book released so far, where the world has started to bleed into the wider Sandersonverse, so it's probably a fine time for it to come to an end. Running: Symbaroum, Exalted Essence I've been unaware of a Mistborn RPG (in fairness, I didn't read the books until the pandemic). Seeing
that it's from 2011, it's a little on the older side without any update or second edition, so it seems support mirrored popularity. However, my nephew has become a huge Sanderson fan, and has dipped his toes in RPGs, so I'm wondering how this would fare for someone who loves the books, but may never do anything beyond read them. He may be
able to rustle up a group, but for those who have the books, how are they for general reading and a reference for the Mistborn world? Or inspiration for roleplaying in general? Playing: Troubleshooters & Hard City Running: Everywhen (pulp sci-fi) Reading: OSR & related materials for my planned Fantasy Heartbreaker He/him; @[email protected]
There's a full Cosmere RPG on it's way from Brotherwise Games. It was advertised as a Stormlight Archives game but it turns out there will be Mistborn as well. Probably other Cosmere settings at some point. Tempting - I have all of it as PDF and the corebook and Alloy of Law in hardcopy but didn't realise the others were available POD. I've never
got it to the table however - possibly too niche for my normal group So as Silvercat Moonpaw might attest, I have... complicated... feelings towards Mistborn. Basically, if I might be so bold, from the perspective of a past Crafty aficionado, the Mistborn line seems to have been single handedly responsible for choking off the creative development of
every other rpg from Crafty including the stellar Spycraft (it's nascent 3rd Edition that never was) and, at the time, groundbreaking Fantasycraft. So I can't honestly say I'm sad to see it go, and wish all those interested in it the joy of it while it's in its dotage. I might say I hope that with this out of the way, Crafty returns to their neglected oeuvre, but
at this point, for practicality's sake, I'll be happy if Spellbound comes out as a coda to things that might have been were it not for Mistborn. Last edited: Dec 18, 2024 This system was responsible for the best received game I've ever run in my life. I highly recommend anyone who's into the setting, at least the Alloy of Law time period (which is what I
ran in), try the game out at least once. However, I'm not saddened by its passing. The aforementioned game was amazing, but didn't leave much of a burning desire to keep playing game on Scadriel with the system. Beyond maybe getting to a single long-delayed pitch* from one of the players of my game, which would let me experience the system
from the other side of the screen, I doubt we'll touch it again. I've thought about trying to hack the game to fit a very different setting, but I don't think I have the game design chops to adequately replace the various Powers. If I have any regret at all about the line coming to an end, it is that I evidently missed the 4-month window to get the nobles
splatbook in pdf. * A two PC game about a Holmes-and-Watson-esque pair of private investigators, who stumble onto a murder mystery surrounding a curious cube aboard the Elendel Queen steam locomotive. Basically, if I might be so bold, from the perspective of a past Crafty aficionado, the Mistborn line seems to have been single handedly
responsible for choking off the creative development of every other rpg from Crafty including the stellar Spycraft (it's nascent 3rd Edition that never was) I have the same perspective. Now will Crafty Games ever go back to Spycraft is a question for the ages. Now will Crafty Games ever go back to Spycraft is a question for the ages. Doubtful. They
seem to have given up on RPGs completely now. "The great thing about the internet is its leveling effect; online all opinions are equally WORTHLESS."-- Grant Morrison "It's not the band I hate, it's their fans." -- Coax Me, Sloan. XBL/PSN/Steam: dysonsFear I really hate game licenses, and the weird discontinuity they produce between different games
covering the same setting. Like I like the one ring game, but it's a shame that the previous versions cannot be printed and the people who made them can't get money for them, and I know a time will come where someone will decide that the game I like is no longer the favoured version and it will become illegal to make in any way. Designers can
always do a "serial numbers filed off" version, but that ends up producing abstraction that makes it harder to engage with a work, vs the clear themes and world it was originally designed to support. Or conversely they can create a new setting that its' folded into as closely as the original was, but that requires you to change things that worked just
right before. Anyway, that grumbling aside, what is cool about this rpg and how it does the setting? I really liked the way it balances personal ability, supernatural ability and external resource. The IP has what appears to be widely varying power levels at first glance. But when you look closely each character shines in different ways and this RPG does
a great job of recognising these differences and balancing out in the wider picture of each character. Running: Symbaroum, Exalted Essence Doubtful. They seem to have given up on RPGs completely now. The Spellbound text exists, so one can hope that they'll at least release that before completely giving up. I am very sad that Sanderson is
abandoning this system for the D20 Knock off the new one will be. I would have pledged for the KS if it used (and evolved) this game-system for the Cosmere. I'm very disappointed that the Cosmere will be powered by yet another 5e/DnD variant. There's so much more out there than levels and classes and roll 1d20 plus mods . What a missed chance!
(Yes, I am aware that it probably was a reasonable decision because of player-numbers...with the new system, the huge amount of 5e players will be familiar enough to give it a try...but I am still frustrated by this *shrug*) (Yes, I am aware that it probably was a reasonable decision because of player-numbers...with the new system, the huge amount of
5e players will be familiar enough to give it a try...but I am still frustrated by this *shrug*) You are allowed to be frustrated. The Mistborn RPG was interesting and the powers system went into far more depth than most other RPGs. However, it had a lot of flaws and never broke into the mainstream. I hardly ever saw the game at game conventions,
the dice system took time for players to grasp, and some of the values in character creation and advancement were very unbalanced. For example, it costs the same to be a Pewter misting and an Aluminum misting, even though the former is a combat monster and the latter is effectively powerless. The game system also hit one of my pet peeves - an
Advancement system separate from the Character Creation system, so two characters with the same amount of points can be very different even if they are trying to be the same, based on what you choose in creation and advancement. Likewise, Change a Trait should be free and just require the gamemaster's approval. I have the main physical books,
plus everything for the line in PDF...it's enough that I can run what I want in that world (in either era) if I so choose. I'm hopeful that the new system will be more familiar to players and thus easier to get them involved. I am very sad that Sanderson is abandoning this system for the D20 Knock off the new one will be. I would have pledged for the KS if
it used (and evolved) this game-system for the Cosmere. I'm very disappointed that the Cosmere will be powered by yet another 5e/DnD variant. There's so much more out there than levels and classes and roll 1d20 plus mods . What a missed chance! (Yes, I am aware that it probably was a reasonable decision because of player-numbers...with the new
system, the huge amount of 5e players will be familiar enough to give it a try...but I am still frustrated by this *shrug*) It's not really any of that, apart from using a d20. It has inspiration from multiple sources as it has a very diverse dev team. And even if d20 is an issue for you, the setting guides look great as generic books for any system if you want
to use something else for the Cosmere. It's neither of those things unless you're counting all games in the genre as 5e variants. It's classless. Progression is skill trees. It's not really any of that, apart from using a d20. It has inspiration from multiple sources as it has a very diverse dev team. And even if d20 is an issue for you, the setting guides look
great as generic books for any system if you want to use something else for the Cosmere. Yeah, you can talk all you want...but YT and many other sources disagree with you. They all talk about classes and levels and I just reread the ~100 page Quickstart guide and the mechanics descriptions are almost verbatim from the PHB. So I heartily disagree.
It mixes in some ideas from FFG's custom dice systems (no wonder, considering some of the designers are from there) but it has strooooong 5e and overall DnD DNA. They might call it Path instead of Class, but who are they kidding. Potato Potahto and all that. I get a strong 5e vibe too from much investigation. Ultimately, it will be a subjective matter
how much of an influence 5e has and how much that appeals to you or not. Regardless it feels like a less tailored approach than the previous RPG, which is probably necessary as it covering the entire Cosmere and not just Mistborn. It is also likely to make the RPG have a wider appeal, for better and worse. Running: Symbaroum, Exalted Essence The
Mistborn RPG was interesting and the powers system went into far more depth than most other RPGs. However, it had a lot of flaws and never broke into the mainstream. I hardly ever saw the game at game conventions, the dice system took time for players to grasp, and some of the values in character creation and advancement were very
unbalanced. For example, it costs the same to be a Pewter misting and an Aluminum misting, even though the former is a combat monster and the latter is effectively powerless. The game system also hit one of my pet peeves - an Advancement system separate from the Character Creation system, so two characters with the same amount of points can
be very different even if they are trying to be the same, based on what you choose in creation and advancement. Likewise, Change a Trait should be free and just require the gamemaster's approval. I have the main physical books, plus everything for the line in PDF...it's enough that I can run what I want in that world (in either era) if I so choose. I'm
hopeful that the new system will be more familiar to players and thus easier to get them involved. That's more or less how I felt as well. I got the game when it first came out as I was a big Crafty supporter (I had the game before I had read any of the novels). I haven't looked at it in what must6 be close to 10 years now, but at the time, it felt like an
older school Fate game with a lot of additional things bolted on. Things that work in a literary setting don't necessarily translate to a gaming setting, that's where I think a lot of the powers struggled to be useful. The cost of things was heavily dependent on running an extremely specific type of adventure without ever explaining what that was. It's an
interesting world, but extremely niche from a gaming perspective. I don't think it ever had much chance of going mainstream and the level of "all-in" that they went with the game felt very strange. I ended up feeling very salty about the whole thing as Crafty essentially abandoned every other thing they were working on to continue with Mistborn
even as they spent years insisting that nothing was being abandoned. Yeah, you can talk all you want...but YT and many other sources disagree with you. They all talk about classes and levels and I just reread the ~100 page Quickstart guide and the mechanics descriptions are almost verbatim from the PHB. So I heartily disagree. It mixes in some
ideas from FFG's custom dice systems (no wonder, considering some of the designers are from there) but it has strooooong 5e and overall DnD DNA. They might call it Path instead of Class, but who are they kidding. Potato Potahto and all that. This topic was talked a lot during the KS thread too. We will have to agree to disagree Still, the setting
guides look like gold mines for fans of the universe. Yeah, you can talk all you want...but YT and many other sources disagree with you. They all talk about classes and levels That doesn't mean they're the same thing it just means they're using familiar language to explain the concepts. Calling them Paths to an audience with no context for that is
unhelpful when explaining the game. Especially an audience that might only be familiar with Class-based games. Talking about it in terms of Classes isn't the same as it using Classes. They might call it Path instead of Class, but who are they kidding. Potato Potahto and all that. It's not just a different word for the same thing. I would say they're
fundamentally separate mechanical progression implementations. A Class is a largely prescribed series of mechanical benefits you unlock in sequential order tied to levels. What Cosmere has is a series of talent trees you can choose to explore. Each Path has a starting talent and then three trees branching from it other than the structure of those
trees there is no prescribed progression route. If you start as a Scholar you get their initial talent and each level you can progress down its trees as you see fit, or start on another Path and its trees. There are no restrictions to doing so nor are there penalties levied for exploring other options. You take the talents you like in whichever order you want
to. It's a classless talent tree system. I just reread the ~100 page Quickstart guide and the mechanics descriptions are almost verbatim from the PHB. So I heartily disagree. From what I have played I wouldn't say it's particularly close to 5e in any major regard other than how it is similar to other d20 games. I could be forgetting something and if I am
I'd appreciate you pointing that out but I'd say Pathfinder 2e has more in common with it in my opinion as its action system is a larger part of the engine than anything it uniquely shares with 5e. Which is just Advantage and even that is different in its implementation. Attributes, Characteristics, Skills, Weapons, Armour, Actions, Attacks, Dying,
Conditions, Initiative, magic, and character options are all markedly different to D&D 5e. There is close to zero out of the box compatibility between the two games. There is also a remarkable amount of influence from a lot of other games and that influence is shown more plainly. It's got a version of Pathfinder 2e action system. It takes Shadow of the
Demon Lord's initiative system. It uses the an opened up version of FFG's Star Wars' progression system. It's got BitD-esque Clocks. D&D 4e style defences and skill challenges. That's more or less how I felt as well. I got the game when it first came out as I was a big Crafty supporter (I had the game before I had read any of the novels). I haven't
looked at it in what must6 be close to 10 years now, but at the time, it felt like an older school Fate game with a lot of additional things bolted on. Things that work in a literary setting don't necessarily translate to a gaming setting, that's where I think a lot of the powers struggled to be useful. The cost of things was heavily dependent on running an
extremely specific type of adventure without ever explaining what that was. It's an interesting world, but extremely niche from a gaming perspective. I don't think it ever had much chance of going mainstream and the level of "all-in" that they went with the game felt very strange. I was pretty pleased by the system initially, thought it did a number of
very neat things, and got a fair amount of use out of it... enough use for some of its design issues to become increasingly grating. I'd always kind of hoped we might get a second edition, but alas. One aspect I really did struggle with quite often was that "not being told what the adventure was". The game setting as portrayed mostly lacked details
outside of those explicitly tackled in the novels, and so the onus was pretty much on me entirely to come up with the conflicts, scenarios, characters, and so on. The lack of support or assistance for inspiration on what to *do* with the game was pretty frustrating. One aspect I really did struggle with quite often was that "not being told what the
adventure was". The game setting as portrayed mostly lacked details outside of those explicitly tackled in the novels, and so the onus was pretty much on me entirely to come up with the conflicts, scenarios, characters, and so on. The lack of support or assistance for inspiration on what to *do* with the game was pretty frustrating. The setting details
were limited to the books. Though the game did have some pretty powerful player led scenario generating tools for the core of play ie heists and the like. Running: Symbaroum, Exalted Essence It seemed to me like chargen greatly pushed playing a group of criminals looking to accomplish complex goals like heists, rebellions, or uncovering deeply
held secrets. Step 1 of character creation is to work with the whole table on determining the crew's common cause, primary target, and preferred method. The last two especially make it clear that the game is about targeting someone, either to directly undermine their power or because they have things the PCs want. That said, it's certainly not
presented as explicitly and precisely as e.g., Blades in the Dark. Probably because Mistborn Adventure Game also wants to leave room open for stories more akin to the later books in the original trilogy (struggling against the vast conspiracies of gods) or the Alloy of Law books (mysteries that segue into thrillers, and then eventually struggling against
a god-backed conspiracy). The game that I ran was just such a mystery into thriller format, and I was only able to envision that because I'd read Alloy of Law and Shadows of Self. The PCs also wisely chose to make characters primarily focused on either personal skills or powers upon hearing the pitch, which fit the scenario better than a character
invested mostly into resources. I did find that the Alloy of Law expansion book did a better job of explaining the setting of its day than the core book did, though the Final Empire in the days of the Lord Ruler's status quo is... less diverse for lack of my ability to put it more eloquently. The Lord Ruler slotted everyone into the roles convenient for his
continued reign, down to their genetics, and everyone was greatly constrained by the enforcement of this social order even if they rebelled against it. Last edited: Dec 21, 2024 Loved Mistborn, was wondering... since he is such a great worldbuilder did anyone find the system captured the "feel" of the books? A bit like when I read the Malazan Books
of the Fallen they give off a OSR vibe So as Silvercat Moonpaw might attest, I have... complicated... feelings towards Mistborn. Basically, if I might be so bold, from the perspective of a past Crafty aficionado, the Mistborn line seems to have been single handedly responsible for choking off the creative development of every other rpg from Crafty
including the stellar Spycraft (it's nascent 3rd Edition that never was) and, at the time, groundbreaking Fantasycraft. So I can't honestly say I'm sad to see it go, and wish all those interested in it the joy of it while it's in its dotage. I might say I hope that with this out of the way, Crafty returns to their neglected oeuvre, but at this point, for
practicality's sake, I'll be happy if Spellbound comes out as a coda to things that might have been were it not for Mistborn. hard agree on those points, Crafty Games just giving up on their other RPG works after putting out Mistborn will never stop stinging Loved Mistborn, was wondering... since he is such a great worldbuilder did anyone find the
system captured the "feel" of the books? A bit like when I read the Malazan Books of the Fallen they give off a OSR vibe It was designed to capture that feel and did so well IMO. The way the planning for the heist or job bled both in and out of character was cool and reminded me of a number of scenes in the books. I also really liked how it would let
you understand the varied strengths of each character (from muscle to money to connections to luck to allomancy) and let you bring all of that to bear in different ways that felt let everyone contributed to success. The Allomancy and other systems were also superb and I found myself actually referencing the books to get a better understanding of how
things worked in the novels. Running: Symbaroum, Exalted Essence It was designed to capture that feel and did so well IMO. The way the planning for the heist or job bled both in and out of character was cool and reminded me of a number of scenes in the books. I also really liked how it would let you understand the varied strengths of each
character (from muscle to money to connections to luck to allomancy) and let you bring all of that to bear in different ways that felt let everyone contributed to success. The Allomancy and other systems were also superb and I found myself actually referencing the books to get a better understanding of how things worked in the novels. That is
awesome to hear, I have always felt his writing style is very suited to RPG conversion so glad to hear someone can confirm, thanks. That is awesome to hear, I have always felt his writing style is very suited to RPG conversion so glad to hear someone can confirm, thanks. It may be worth pointing out that this Mistborn RPG doesn't haven't any
reference to the larger Cosmere, which has become a thing in the last book of the series and the latest RPG will have. Its focus and tone is solely on Mistborn setting and stories. Running: Symbaroum, Exalted Essence The Mistborn RPG was interesting and the powers system went into far more depth than most other RPGs. However, it had a lot of
flaws and never broke into the mainstream. I hardly ever saw the game at game conventions, the dice system took time for players to grasp, and some of the values in character creation and advancement were very unbalanced. For example, it costs the same to be a Pewter misting and an Aluminum misting, even though the former is a combat
monster and the latter is effectively powerless. That's an interesting problem, is it just that they're mutually exclusive "weird things"? Because if I was playing in a game and there was a species option that was just worse than the others, and clearly marked as such, that would not necessarily be a problem, as players who just want to play a character
with that particular disadvantage could. Conversely, if there is some kind of build point system, you hope that people would get bonus points back for picking it to compensate for their character's bad luck, That's an interesting problem, is it just that they're mutually exclusive "weird things"? Individual Allomancy powers are situational in nature. It
would be hard to balance them beyond their overall power level. Aluminium Mistings are an extreme edge case of this as they are well known in the IP has having a particularly unusual and ineffective power outside of a very niche situation. It's like a D&D mage that chooses an highly specific and otherwise suboptimal spell list. As such, I think the
result of that choice is readily apparent to most players and not something that would necessarily need a rules fix to solve. Running: Symbaroum, Exalted Essence Individual Allomancy powers are situational in nature. It would be hard to balance them beyond their overall power level. Aluminium Mistings are an extreme edge case of this as they are
well known in the IP has having a particularly unusual and ineffective power outside of a very niche situation. It's like a D&D mage that chooses an highly specific and otherwise suboptimal spell list. As such, I think the result of that choice is readily apparent to most players and not something that would necessarily need a rules fix to solve. The core
point is that the powers are not balanced against each other. Pewter is probably the most effective power in the game for combat (with the possible exception of Atium), while there are several powers that are only useful in niche situations. Bronze and Copper depend heavily on the plot - Copper is nearly essential in the Lord Ruler era, and of limited
use in the Alloy of Law Era. Duraluminum is basically useless...unless you're a full Mistborn or get a Hemalurgic spike with a different power. I created an Era 2 one-shot that I never got to run that statted out the characters from the Allomancer Jack short story. One of the pregens I made to fill out the team was a Duralumin Misting with a
Hemalurgic spike for Steel. It's a very powerful character...but would be useless without the spike. The typical way RPGs balancing out abilities of differing power is to charge people more if the ability is more useful. The Mistborn RPG seems to prefer having the GM balance things by including situations where the 'weak' powers are needed, or
introducing Allomancy Stunts that make an otherwise weak power more useful. For example, you can take Tinslinger to use your Tin rating for firearms instead of Physique. This helps, but doesn't address other issues with the system. The other big problem is making Physique a stat that covers strength, fortitude, AND dexterity. Most RPGs separate
those - and for good reason. The core point is that the powers are not balanced against each other. Yes, the different types of Allomancy are situation specific as to how effective they are. I don't think any RPG is really going to tackle that level of balance as between specific abilities of the same source unless you heavily prescribe the flow of gameplay
so that the situations are preset or you abstract out all abilities to give them the same mechanical weight. This RPG doesn't do either of those things, for sure, if that was not clear. At its heart, it's still plays like most trad RPGs in those aspects. However, the system does balance out different sources of power better than most RPGs IMO, which is
something that I thought was especially good given the source material. Within those sources the effectiveness of a PC remains dependent on the circumstances and a lot of those discrepancies in power are actually a feature in the IP, where certain types of Allomancy (and other powers) are potent or ineffectual at specific moments such as Aluminium
mistings. For example, someone with resources will be more effective in some situations than someone with influence or luck. Last edited: Dec 23, 2024 Running: Symbaroum, Exalted Essence 'Tis how game licenses go. Hopefully they have enough board games to make what they need. (Also, hopefully, this might influence Spellbound getting done.)
GURPS Discworld says hello and proves you wrong. (First version came for 3rd ed, so over 20 years ago, and SJG put out an updated version recently) The other big problem is making Physique a stat that covers strength, fortitude, AND dexterity. Most RPGs separate those - and for good reason. I enjoyed the combination, myself. Outside of the
extremes, it more closely resembles how people actually work: a high strength, no constitution person just isn't really a *thing*, for example. Then you have traits to handle the deeper nuances as well. Pewter being kind of overwhelming was kind of a design issue, mostly in that nothing else worked quite the same way, combining an Attribute plus an
Allomancy skill to form your dice pool, such that a high Physique, even moderately skilled Pewter-user would have just a way bigger pool than anyone else. It let them brute force their way through just about anything through sheer volume of dice, and the system itself didn't quite accommodate being clever to circumvent their strength the way the
books did. This all together was one of the peeves I developed about the system. Another big one was both the lack of anything like combat groups, and the need to sacrifice dice from your pool to put up any sort of defense, tended to mean that numbers could often prove the most important factor in conflicts. Certainly, situations like in the book
where a single Mistborn protagonist could take on a dozen trained enemies wasn't viable (short of the Steel power that let your attack hit everyone in the scene, anyway). One of the final incidents that soured me on the system was when a party of five Influence 2 PCs completely trashed the reputation of an Influence 8 noble, because even he didn't
have enough dice to meaningfully defend himself against all of them and also go on offense. Brandon Sanderson has just opened a kickstarter for a new Cosmere TTRPG. It was apparently advertised for a while as a Stormlight RPG, but is now officially a Cosmere-wide thing. I'm generally a strong Sanderson fan and would normally back this
immediately, but there's a couple of disappointments that add up to me probably skipping this. One is that it's almost entirely dead trees only. Almsot all of the material is not going to be available as PDF, only as physical books, even though there's no obvious reason why they shouldn't be PDFs. To add insult to injury, some of the physical material is
actually going to be available as PDF - but only to people who buy the physical version. The other is the game system. There are little superficial tweaks like the so-called "plot die", but basically this is just an old fashioned bog standard D&D/D20-based classes-and-levels system. Not my thing. (I thought about posting this in the D20 forum - maybe it
should be moved there? I don't read that forum much but maybe this should be posted where it might find a more receptive audience?) "Wild, dark times are rumbling toward us, and the prophet who wishes to write a new apocalypse will have to invent entirely new beasts, and beasts so terrible that the ancient animal symbols of St John will seem like
cooing doves and cupids in comparison." - Heinrich Heine (1842) No pdfs really sucks. It pretty much guarantees I won't back anything, because I refuse to buy hard copies of games (I move too often). I love Mistborn but this is a pass for me too. It kind of feels like a relic of the past with how grandiose it all is. I am concerned that it is for 6 books,
especially with 3 of those only starting development this year. I think they should have split Mistborn into a separate KS in 2026, but my guess is that they really just want to break KS records (Brnadon Sanderson brand can do that) and get all the money upfront. The fulfilment timeline looks to be at least 2 years and I would suspect quite a bit longer
given how ambition they are. I can't say that the choice of system (D&D5e but with cool stuff!) is all that appealing but recognise that that is a matter of preference. Running: Symbaroum, Exalted Essence For me, a game has be very very interesting with a high chance of seeing the game table before I'll consider a dead tree version at all, and that
should be in addition to an electronic format. No pdfs really sucks. It pretty much guarantees I won't back anything, because I refuse to buy hard copies of games (I move too often). You can buy pdf only but the way it's setup is a bit weird/complex. It looks like you can get either the world guides as a basic pledge or all 6 books as pdf for $150 via
backerit. If you pledge at the $1 level then you get the option of all 6 books in pdf form and later on you will get to choose which VTT you will get the enhanced editions for either Demiplane/Roll20 or Fantasy Grounds. MXLP : NatalieD(1) 'They have worlds out there, people that you wouldn't believe. But they do not have chocolate.' Crichton A Human
Reaction 'I may be small but allow me to remind you that only serves to put me at castration level.' Rygel Relativity 'Repent? We have less than an arn. I was a Dominar. It'd take me longer than that to repent.' Rygel Suns and Lovers 'Have we sent the 'don't shoot us we're pathetic' transmission yet?' Crichton Out of Their Minds Brandon Sanderson
has just opened a kickstarter for a new Cosmere TTRPG. It was apparently advertised for a while as a Stormlight RPG, but is now officially a Cosmere-wide thing. I'm generally a strong Sanderson fan and would normally back this immediately, but there's a couple of disappointments that add up to me probably skipping this. One is that it's almost
entirely dead trees only. Almsot all of the material is not going to be available as PDF, only as physical books, even though there's no obvious reason why they shouldn't be PDFs. To add insult to injury, some of the physical material is actually going to be available as PDF - but only to people who buy the physical version. The other is the game system.
There are little superficial tweaks like the so-called "plot die", but basically this is just an old fashioned bog standard D&D/D20-based classes-and-levels system. Not my thing. (I thought about posting this in the D20 forum - maybe it should be moved there? I don't read that forum much but maybe this should be posted where it might find a more
receptive audience?) While there is no pledge for just all PDFs, you can get all content in PDF using add-ons and they are coming out of the gate supporting multiple VITs (Demiplane/Roll20 and Fantasy Grounds). They have added in the comments they are also studying about Foundry support. It seems a very digital friendly KS. I understand they
probably did this as they don't want to have a million pledges to choose from, and probably a lot of their fans want physical books, but the choices of digital content are there. I agree this seems a very "d20 with minor tweaks" after watching all their current design videos: BrotherwiseGames/videos I'm torn on this KS as I don't really need/want
another DnD like system, but I love the universe, and realistically, a DnD like system will be much easier to get into the table (so I get why they went with it for maximum reach of potential players). This seems like a pretty doubtful prospect to me before even getting into questions of available formats, system, and so forth. The main reason is that the
Cosmere as a setting is one that isn't even done baking yet. Even at millions of published words, there's a long haul yet to go at least until the Stormlight Archive is done, and I'm pretty confident that Sanderson has a lot of zingers about the setting that he hasn't revealed and isn't going to reveal until it makes sense to do so in a book. Now, something
of the sort can be said about most any media property in the current world where big entertainment companies want to be able to spin everything as an evergreen franchise. The Cosmere, though, seems to me more unfinished than most. I will not say the day is done, nor bid the stars farewell. One is that it's almost entirely dead trees only. Almsot all
of the material is not going to be available as PDF, only as physical books, even though there's no obvious reason why they shouldn't be PDFs. To add insult to injury, some of the physical material is actually going to be available as PDF - but only to people who buy the physical version. As others have stated, there is a way to get PDFs, even though it
is a bit clunky. It's not a surprise to me that a guy who still makes most of his money from people buying physical books is putting his support towards a project that defaults to that approach. This is also just the Kickstarter - it's quite possible you can buy PDFs when it goes into wide release. It's certainly better than the approach WotC has taken with
D&D. My bigger issue is the tier pricing. They are charging a LOT and banking on Sanderson's name for the sales. The lowest actual reward tier is $60 for two lore-only PDFs, followed by $95 for the same two books with physical and PDF versions. That's something you have to be a die hard fan to buy. The high price for those is baked into the other
tiers. $195 for the two lore books plus two player books (one of which is releasing a year later than the other). To get everything you need to GM, add another hundred to bring the price to $295. It does ship to "anywhere in the world"...but is that free shipping? The first tier to mention free shipping is the Retailer tier. The other is the game system.
There are little superficial tweaks like the so-called "plot die", but basically this is just an old fashioned bog standard D&D/D20-based classes-and-levels system. Not my thing. (I thought about posting this in the D20 forum - maybe it should be moved there? I don't read that forum much but maybe this should be posted where it might find a more
receptive audience?) I need to see more previews before I make a judgment about the system. Just using a d20 and levels doesn't make it D&D, and the last system based on Sanderson's books was pretty different from the standard fare with very detailed rules about the magic systems for Mistborn. I need to see more previews before I make a
judgment about the system. Just using a d20 and levels doesn't make it D&D, and the last system based on Sanderson's books was pretty different from the standard fare with very detailed rules about the magic systems for Mistborn. The current preview is pretty extensive and shows a strong 5e influence. They even seem to be using 5e's overall look
and layout. Running: Symbaroum, Exalted Essence Okay, I'm not really flush with the cash for Big Deluxe Kickstarters(tm) right now, anyway. But...STORMS those are some odd pledge tiers! You can always pick the $1 "add-ons" tier and "roll your own." But, every single one of the official pledge tiers assumes you want both Stormlight Archives and
Mistborn? Am I...am I the only person to enjoy the Stormlight Archives series and NOT commit myself to becoming a fan of everything he's ever written?! 'Cause I'd have assumed there'd be a legitimate market for "just Stormlight" or "just Mistborn" tiers. As others have stated, there is a way to get PDFs, even though it is a bit clunky. It's not a
surprise to me that a guy who still makes most of his money from people buying physical books is putting his support towards a project that defaults to that approach. This is also just the Kickstarter - it's quite possible you can buy PDFs when it goes into wide release. It's certainly better than the approach WotC has taken with D&D. My bigger issue is
the tier pricing. They are charging a LOT and banking on Sanderson's name for the sales. The lowest actual reward tier is $60 for two lore-only PDFs, followed by $95 for the same two books with physical and PDF versions. That's something you have to be a die hard fan to buy. The high price for those is baked into the other tiers. $195 for the two
lore books plus two player books (one of which is releasing a year later than the other). To get everything you need to GM, add another hundred to bring the price to $295. It does ship to "anywhere in the world...but is that free shipping? The first tier to mention free shipping is the Retailer tier. I need to see more previews before I make a judgment
about the system. Just using a d20 and levels doesn't make it D&D, and the last system based on Sanderson's books was pretty different from the standard fare with very detailed rules about the magic systems for Mistborn. There is a shipping chart so not free shipping US,UK and China are the cheapest from $15 to $35 for the various tiers Canada
and the EU $20 to $45 Aus,NZ $25 to $50 Everywhere else 35 to 75 with each tier itself having a range MXLP : NatalieD(1) 'They have worlds out there, people that you wouldn't believe. But they do not have chocolate.' Crichton A Human Reaction 'I may be small but allow me to remind you that only serves to put me at castration level.' Rygel
Relativity 'Repent? We have less than an arn. I was a Dominar. It'd take me longer than that to repent.' Rygel Suns and Lovers 'Have we sent the 'don't shoot us we're pathetic' transmission yet?' Crichton Out of Their Minds But, every single one of the official pledge tiers assumes you want both Stormlight Archives and Mistborn? Am I...am I the only
person to enjoy the Stormlight Archives series and NOT commit myself to becoming a fan of everything he's ever written?! 'Cause I'd have assumed there'd be a legitimate market for "just Stormlight" or "just Mistborn" tiers. I think you can enjoy just one or the other, but after all "the Cosmere" isn't "just" a loose megasetting for lots of Sanderson's
different works, it's one where elements and plot are starting to cross over on a more and more aggressive basis. I have no idea, for instance, whether a reader of Mistborn and only Mistborn, for instance, could have finished the last Wax & Wayne book without feeling like Sanderson had shoehorned in a bunch of miscellaneous junk that made no
sense. I will not say the day is done, nor bid the stars farewell. As others have stated, there is a way to get PDFs, even though it is a bit clunky. It's not a surprise to me that a guy who still makes most of his money from people buying physical books is putting his support towards a project that defaults to that approach. This is also just the Kickstarter -
it's quite possible you can buy PDFs when it goes into wide release. It's certainly better than the approach WotC has taken with D&D. My bigger issue is the tier pricing. They are charging a LOT and banking on Sanderson's name for the sales. The lowest actual reward tier is $60 for two lore-only PDFs, followed by $95 for the same two books with
physical and PDF versions. That's something you have to be a die hard fan to buy. The high price for those is baked into the other tiers. $195 for the two lore books plus two player books (one of which is releasing a year later than the other). To get everything you need to GM, add another hundred to bring the price to $295. It does ship to "anywhere
in the world"...but is that free shipping? The first tier to mention free shipping is the Retailer tier. I need to see more previews before I make a judgment about the system. Just using a d20 and levels doesn't make it D&D, and the last system based on Sanderson's books was pretty different from the standard fare with very detailed rules about the
magic systems for Mistborn. I don't see the issue with the pricing. You can get the Handbooks for $50, PDF included, which seems very inline with other RPG game Kickstarters. The tiers are just a set of default options, but you can just pledge $1 and get the Stormlight Handbook with the PDF and call it a day. Edit: I was wrong, PDF is not included.
I'm just wondering if the fact that Brotherwise Games who up to this point only seem to have done Boardgames and Card games is factoring into the way this Kickstarter is structured? MXLP : NatalieD(1) 'They have worlds out there, people that you wouldn't believe. But they do not have chocolate.' Crichton A Human Reaction 'T may be small but
allow me to remind you that only serves to put me at castration level.' Rygel Relativity 'Repent? We have less than an arn. I was a Dominar. It'd take me longer than that to repent.' Rygel Suns and Lovers 'Have we sent the 'don't shoot us we're pathetic' transmission yet?' Crichton Out of Their Minds Well, they are listening to feedback as the cheapest
pledges have been updated and they are now: - $60: choose any 2 PDF you want. - $95: choose any 2 books you want (and their PDFs). I have nothing against Sanderson and co. In fact I wish them the best. Truly. But whenever I see weird lack of pdf options in these bigger, flashier pdf Kickstarters? I'm going to be honest, my first thought it "no one in
the position to make decisions here has worked extensively in rpgs in a capacity that sees them regularly interacting with lots of gamers in a way that provides the insight to avoid these oversights." I'm not saying none of them are designers. Or they've done nothing. I'm not even saying there aren't experienced designers involved. This feeling might
even be unfair. And I'm certainly glad they're listening now. But I AM saying the lack of a nice simple "here are your pdfs all together" option out of the gate suggests to me "nobody who is boots on the ground aware of how people buy and play rpgs these days was involved in setting up these stretch goals and such." Which isn't fatal or anything, but it
does make me quirk an eyebrow and make me wonder that among the dozen or so experienced and even award winning designers with combined centuries of experience out there (many who are forced to crowdsource meds and such in tough times), could you really not grab one at least as a consultant on how to put all this together? I mean, was
there not going to be enough to pay them? (that's sarcasm, there's plenty). I'm sure even battling cancer, Owen Stephens could have looked the pages over and said "people are going to want a pdf level." I know Joe Carriker is looking for work after health issues demanded he leave Green Ronin. Hell, I like money, am still trying to crawl out of
financial troubles after years of helping ailing family members, and have been involved in many Kickstarters. There's plenty of folks who can help the celebrity folks who want to make their own DnD with hookers and blackjack put this stuff together. But it keeps not happening. I'd be lying if I said it wasn't a bit frustrating, but more than that? It's
just...odd. Again, this actually looks cool and I wish them the best. But...just odd to me. Check Out my Fate Core based wu xia/kung fu action game, Tianxia. Now also in print. Ex-Dragon Age Developer/Fantasy AGE Line Developer for Green Ronin, Line Developer for Modiphius' John Carter of Mars RPG. Currently Writing/Developing: More Tianxia,
numerous other upcoming projects, some fiction Now you know that guy ain't shit. Sorry ass motherfucker ain't got nothin' on me...nothin'!- Barack Obama Well, they are listening to feedback as the cheapest pledges have been updated and they are now: - $60: choose any 2 PDF you want. - $95: choose any 2 books you want (and their PDFs). That
might get me to back at one of those two levels. I've read both Stormlight and Mistborn, but only the latter clicks for me as a game setting. $60 is enough to try it out and I have an iPad I can use for reading at the game table. My wife and son (and I) are very big fans, and they have played a spot of 5e before (and these things look gorgeous) so we're
in. Re PDF options, the Kickstarter for the Secret Project novels had plenty of e- and audio options, not sure why this went differently - and yeah, at least they're listening. I wrote a short story, and It's a murder mystery with a magical mercenary! "Evil begins when you begin to treat people as things." — Terry Pratchett, I Shall Wear Midnight I saw a
point made that the big draw of this KS is the lore books, which is probably why the funding absolutely exploded so soon. There's probably plenty of backers who are in it for the lore stuff, but maybe some will make the hop over to the RPG side! Of the 15364 backers right now, 11975 are at player or higher level, so yeah, good chances some people
will hope over the RPG side! I have nothing against Sanderson and co. In fact I wish them the best. Truly. But whenever I see weird lack of pdf options in these bigger, flashier pdf Kickstarters? I'm going to be honest, my first thought it "no one in the position to make decisions here has worked extensively in rpgs in a capacity that sees them regularly
interacting with lots of gamers in a way that provides the insight to avoid these oversights." I'm not saying none of them are designers. Or they've done nothing. I'm not even saying there aren't experienced designers involved. This feeling might even be unfair. And I'm certainly glad they're listening now. But I AM saying the lack of a nice simple "here
are your pdfs all together" option out of the gate suggests to me "nobody who is boots on the ground aware of how people buy and play rpgs these days was involved in setting up these stretch goals and such." Which isn't fatal or anything, but it does make me quirk an eyebrow and make me wonder that among the dozen or so experienced and even
award winning designers with combined centuries of experience out there (many who are forced to crowdsource meds and such in tough times), could you really not grab one at least as a consultant on how to put all this together? I mean, was there not going to be enough to pay them? (that's sarcasm, there's plenty). I'm sure even battling cancer,
Owen Stephens could have looked the pages over and said "people are going to want a pdf level." I know Joe Carriker is looking for work after health issues demanded he leave Green Ronin. Hell, I like money, am still trying to crawl out of financial troubles after years of helping ailing family members, and have been involved in many Kickstarters.
There's plenty of folks who can help the celebrity folks who want to make their own DnD with hookers and blackjack put this stuff together. But it keeps not happening. I'd be lying if I said it wasn't a bit frustrating, but more than that? It's just...odd. Again, this actually looks cool and I wish them the best. But...just odd to me. The RPG team is a lot of
people who worked in FFG for their RPGs, so they have an experienced team behind the game and the project. I am not sure why the strong criticism of the lack of all the PDFs tier: - Select only add-ons level. - Next page: add all PDFs add-on. - Confirm your pledge. This is exactly the same flow you would do to back if the all PDFs tier existed. Except
you would select the PDFs in the first page instead of the second. And honestly, it's not that odd. Modern KS platforms with add-ons and pledge managers have been moving the trend towards having less and less pledges, because they are not needed anymore. Nowadays you just need 2 or 3 basic pledges: - Access to add-ons/pledge manager. - Give
me all the things. - Retailer (if you deal with them). Anything else is just because you want to balance stretch goals delivery, or you want to have a cheaper entry point than the all in. So yeah, they could have added a all PDF tier if they wanted (and maybe they will! They are reading comments, like they are thinking about a solo mode too), but it's
trivial to just get the PDFs right now. That thing sits at 4,5 million dollars after 2 days ? One of those days I really should read some books from Mr. Sanderson. I only read the first Mistborn novel and that was years ago. He must obviously doing something right given how fast this goes. But well generally speaking it is always very nice to seeing RPG
kickstarters doing that well. Even better if they do their own system and aren't about 5E. Showcases the potential that is out there. After a lot of thought I backed it. I really like most Sanderson worlds. I am sure I will at least GM this once. The big doubt ist the engine. I am not a big fan of D&D but have to admit I never tried 5e because I disliked
every edition before. This one "seems" adjacent to D&D5? Lets hope. After a lot of thought I backed it. I really like most Sanderson worlds. I am sure I will at least GM this once. The big doubt ist the engine. I am not a big fan of D&D but have to admit I never tried 5e because I disliked every edition before. This one "seems" adjacent to D&D5? Lets
hope. Well there is a link for a beta on the kickstarter page. I haven't yet taken a look but that should at least prevent any too big surprises. This video by a D&D YTer who also likes Sanderson's books was quite informative on the rules: I was initially pretty down about this. I heard it was basically a 5e clone and 5e is not a game I have any love for.
However I took a look at the beta rules and I kind of like it. Well more than kind of. There is a lot of D&D in here but it's also not looking like its D&D for the sake of it either. They could've made this 5e compatible and been done with it. From what I've been reading it's a taken a hard look at what does and doesn't work in D&D and it's also done the
more important things too. It's taken a look at what works in games that are related to D&D but aren't. It's got a version of Pathfinder 2e action system. You have 3 actions and a reaction. Everything costs some amount of actions, moving is 1 but a spell is 2. You can more three times or once and cast a spell. I think that is a really elegant mechanic
and elevates PF2e in a very marked way. Using it here is a no brainer. It takes Shadow of the Demon Lord's incredible initiative system and reworks it so it works with the action system. In SotDL you can take a Fast Turn and move or act, or a Slow Turn and move and act. The turn order is PC Fast Turns, GM Fast Turns, PC Slow Turns, GM Slow
Turns. And it's the same here except that if you go Fast you only have 2 actions, and if you move slow you have 3. There are more influences than just that in there but those two are really good indicators that there is knowledge and experience in this one. It's also just tackling general problems with D&D. While there are still 6 Attributes I think it's a
better 6. Strength, Speed, Intellect, Willpower, Awareness, Presence. Constitution is rolled into Strength. An obvious move D&D should've done ages ago especially when Dexterity is often just a far broader stat. Willpower and Awareness basically splits Wisdom in two which reduces the fairly massive covered that stat has. Those are just flat out
better stats now in my opinion. But they also go from 0-5 and each point in a stat gives you some additional benefit. Points in Strength gain you more Health, Willpower influences recovery, etc. It's a more balanced spread that reduces the numbers in play while also making them all more individually impactful. It also makes for a much better save set
up here. Instead of Fortitude/Reflex/Will you've got Physical, Cognitive, and Spiritual defenses. You add two stats together and add 10 and that's that. Physical Defence is AC so Strength + Speed + 10 is your base AC. The other two are the same for different areas. Which I think is going to make these stats more useful overall and it improves
mechanical cohesion by having more similar procedures for different sorts of threats. For some other things I think it solves. Armor is damage reduction rather than extra AC. Armor and weapons are more trait based so there is better variety in how things work so that martial characters have more to invest in than just flavour. Armor and Weapon
users aren't all equal and if you have training in the thing you're using it'll have additional traits. Its Background equivalent seems to have a lot more attention given to it to make who your PC is more important. Skills have their numbers bloat really reduced and each can be used to gain Advantage as action. It's also got the "Plot Die" which adds some
light metacurrency elements and a way to push rolls for some nice risk and reward. Numbers bloat also seems way way way down. There is also a very 5e problem but I think it's fixed. This game does have Advantage/Disadvantage. I almost wrote the game off entirely because of it but it allows them to stack and also allows you to apply them to any
dice you've rolled for the action. You can use it on the d20 if you would like but you can use it on the Plot Die too and better ensure you're odds to gain those effects. So overall despite being incredibly sceptical I think this is shaping up to be a really good version of this sort of game that's clearly been paying attention to what does and doesn't work in
this space. I can't say how it's going to shake out over a campaign or how progression and magic really functions but it does look like a very solid set of bones. I just noticed that all the pledge tiers for human beings require you to buy Mistborn, but the Retailer tier (businesses who need to engage in actual returns and results) doesn't include the
Mistborn books. I'm currently a Star Wars Unlimited fanboy, and made swudb.com Bluesky: Currently Running: Triangle Agency Currently Playing: Alas, nothing Currently Reading: Slugblaster, Daggerheart, ICON 2.0, Cairn Currently Salivating: Torchship, ICON 2.0, Neon City Outlaws Wait, what the shit? When did Kickstarter give them the ability
to update pledge tiers? A while back i think, probably after BackerKit starting doing crowdfunding campaigns rather than just post campaign stuff. MXLP : NatalieD(1) 'They have worlds out there, people that you wouldn't believe. But they do not have chocolate.' Crichton A Human Reaction 'l may be small but allow me to remind you that only serves
to put me at castration level.' Rygel Relativity 'Repent? We have less than an arn. [ was a Dominar. It'd take me longer than that to repent.' Rygel Suns and Lovers 'Have we sent the 'don't shoot us we're pathetic' transmission yet?' Crichton Out of Their Minds I'm considering this. Huge fan of the books, but yeah, this is pretty spicy pricing for games
I'm not sure I'll actually bring to the table. On the other hand, the lore books themselves certainly appeal. And would be nice to have in physical format, but then again, the price... Well, I have a few things to weigh my options. The system looks decent but not extraordinary. The adventure uses D&D4 style skill challenge mechanics, which I don't like,
though at least it isn't quite as rigid about it. That thing sits at 4,5 million dollars after 2 days ? One of those days I really should read some books from Mr. Sanderson. I only read the first Mistborn novel and that was years ago. He must obviously doing something right given how fast this goes. But well generally speaking it is always very nice to
seeing RPG kickstarters doing that well. Even better if they do their own system and aren't about 5E. Showcases the potential that is out there. Sanderson previous KS for 4 secret novels made 41 million dollars, the biggest KS of all time. And the previous Stormlight miniatures KS from Brotherwise Games made 4 million dollars, so the RPG being a
multi million affair was a fair expectation, it's a really popular universe currently. The intro to the promo video is cheesy as hell, and this seems like a giant cash grab to me. I don't know the books and am not the target audience, but everything about this seems 5-10 years out of date to me (content, KS structure, game rules). I'm kinda astonished by
its KS success, except not, as it's a celebrity IP Kickstarter. I'm considering this. Huge fan of the books, but yeah, this is pretty spicy pricing for games I'm not sure I'll actually bring to the table. On the other hand, the lore books themselves certainly appeal. And would be nice to have in physical format, but then again, the price... Well, I have a few
things to weigh my options. The system looks decent but not extraordinary. The adventure uses D&D4 style skill challenge mechanics, which I don't like, though at least it isn't quite as rigid about it. I pledged at the $60 level for now - 2 books of my choice in PDF seems like a reasonable deal, and opens up the option to include add-ons. I'm more of a
fan of Mistborn than Stormlight, though I've read through Words of Radiance. I just see more potential for adventure in the Mistborn universe (especially Era 2) than Stormlight. I could run a full campaign in either era of Mistborn without having to deal with any of the canon characters (apart from the Lord Ruler if things go REALLY bad). I think
Stormlight would force characters to interact with canon characters if run concurrent with book events. Also, if I'm being honest, Stormlight is a denser setting, and thus harder for me to get a full gaming group onboard. I can run an Era 2 Mistborn game by saying it's a western with metal-based magic. That allows me to recruit players without
handing them a novel to read or a detailed introduction document. A while back i think, probably after BackerKit starting doing crowdfunding campaigns rather than just post campaign stuff. Well a hurrah for the benefits of healthy competition. I just noticed that all the pledge tiers for human beings require you to buy Mistborn, but the Retailer tier
(businesses who need to engage in actual returns and results) doesn't include the Mistborn books. That's no longer the case. The "Reader" tier used to get you the two "Worldbooks". Those are the setting guides/bestiaries and are canon to the novels. So it was a tier for people who like the books but aren't into the games. Now those tiers are just any
two of the six sourcebooks you want. Which means you can get the two core books needed to play either Mistborn or Stormlight, or you could get the Mistborn/Stormlight world guides and a campaign if only one of those settings is your thing. The intro to the promo video is cheesy as hell, and this seems like a giant cash grab to me. I don't know the
books and am not the target audience, but everything about this seems 5-10 years out of date to me (content, KS structure, game rules). I'm kinda astonished by its KS success, except not, as it's a celebrity IP Kickstarter. I'm hesitant to call it a "Cash grab," as Sanderson's got all the money he could ever need by now. Like, he's said in interviews that
he's baffled Hollywood types trying to license his work, because they can't offer him enough cash to give up creative direction of any potential adaptation. I think it might be more of a case of Kickstarter bloat-- Sanderson and his team just wanting to do ALL THE THINGS. Given they've managed enormous kickstarters before, I think they'll probably
get the logistics handled fairly easily. Whether or not the ruleset is any good, however, may be another matter entirely. I think Stormlight would force characters to interact with canon characters if run concurrent with book events. I'm not sure I see your reasoning, though that may be because you've only read up to Words of Radiance - the first two
Stormlight Archive books are much more focused, geographically speaking, than the later ones. Also, Roshar is simply a much bigger world with more going on at any given moment. If anything, I'd argue the reverse - Luthadel in Scadrial Era 1 and Elendel in Era 2 are far more dominating of their setting than the Shattered Plains and Kholinar are on
Roshar, though as said, that can be easy to miss from the first two Stormlight novels alone. I'm hesitant to call it a "Cash grab," as Sanderson's got all the money he could ever need by now. Like, he's said in interviews that he's baffled Hollywood types trying to license his work, because they can't offer him enough cash to give up creative direction of
any potential adaptation. That was really quite amusing. His words were something to the effect of "Hollywood people just don't know what to do with people who don't need them, their money. It's very bizarre to them." I'm hesitant to call it a "Cash grab," as Sanderson's got all the money he could ever need by now. Well, I was being dramatic, but
when the KS' lowest tier is $60, the 'player' tier is $195, and the 'gamemaster' tier is $295, it looks more like a Monte Cook Games KS than 95% of the other publishers out there. Multiply that by the likelihood that 10,000 or so of those backers may be newish to gaming and it seems like they're really taking advantage of the Sanderson novels fanbase.
It's not like they're pricing things at more standard rates for an unknown, untested system. Maybe Sanderson doesn't need the money (though your comment doesn't sound like he's cash-adverse, just that he expects to make a ton of cash and not give up creative control), but the game developers who are likely driving the rewards tiers are probably
quite pleased to be getting whatever their cut of $10MM will be. There's no way in the multiverse I'd be dropping that much for multiple books over several years within an unknown game engine, but I am very far outside of the target audience of this. I hope those who are get a lot from the KS. It just seems like it is almost actively un-recruiting those
who aren't in the target audience; which from a marketing perspective is a perfectly fine approach... sometimes it's much smarter to market in a focused way to your hardcore audience. Well, I was being dramatic, but when the KS' lowest tier is $60, the 'player' tier is $195, and the 'gamemaster' tier is $295, it looks more like a Monte Cook Games KS
than 95% of the other publishers out there. Multiply that by the likelihood that 10,000 or so of those backers may be newish to gaming and it seems like they're really taking advantage of the Sanderson novels fanbase. It's not like they're pricing things at more standard rates for an unknown, untested system. Maybe Sanderson doesn't need the money
(though your comment doesn't sound like he's cash-adverse, just that he expects to make a ton of cash and not give up creative control), but the game developers who are likely driving the rewards tiers are probably quite pleased to be getting whatever their cut of $10MM will be. There's no way in the multiverse I'd be dropping that much for multiple
books over several years within an unknown game engine, but I am very far outside of the target audience of this. I hope those who are get a lot from the KS. It just seems like it is almost actively un-recruiting those who aren't in the target audience; which from a marketing perspective is a perfectly fine approach... sometimes it's much smarter to
market in a focused way to your hardcore audience. The lowest tier is $1. You can then add any addon you want, like the PDF for one of the handbooks for $30 or the hardbook for $50, and can call it a day if you don't want to drop for multiple books that are not interesting or that are coming too far in the future (like the Mistborn ones). They have also
published a ton of free material (beta rules, VIT modules...), plus designer diaries, plus reviews, plus interviews, plus a full playthrought. The launch has been extremely generous with free material in different media forms to consume to see if this something you would be interested or not. Well, I was being dramatic, but when the KS' lowest tier is
$60, the 'player' tier is $195, and the 'gamemaster’ tier is $295, it looks more like a Monte Cook Games KS than 95% of the other publishers out there. Multiply that by the likelihood that 10,000 or so of those backers may be newish to gaming and it seems like they're really taking advantage of the Sanderson novels fanbase. It's not like they're pricing
things at more standard rates for an unknown, untested system. Hm that not the impression I get. At the player tier there are 4 hard-cover books at the gamemaster tier 6 hard-covers. And both options give also extra stuff. Are page numbers already known? They only would be overpriced if they are very slim or without colour artwork. I don't see
anything overpriced in the add-ons. GM sheet and card decks for 10 dollars is actually a good price. I have seen this higher in other crowdfundings. If you strip out all the "Fluff" plot decks maps gm screen etc then for the GM's pack then it works out at around $38 per book for a physical copy and a normal PDF In the deluge of information on the
Kickstarter page the 2 Stormlight core books are listed at 256 pages each so i expect the Mistborn ones to be similar. MXLP : NatalieD(1) 'They have worlds out there, people that you wouldn't believe. But they do not have chocolate.' Crichton A Human Reaction 'I may be small but allow me to remind you that only serves to put me at castration level.'
Rygel Relativity 'Repent? We have less than an arn. I was a Dominar. It'd take me longer than that to repent.' Rygel Suns and Lovers 'Have we sent the 'don't shoot us we're pathetic' transmission yet?' Crichton Out of Their Minds The big doubt ist the engine. I am not a big fan of D&D but have to admit I never tried 5e because I disliked every edition
before. This one "seems" adjacent to D&D5? Lets hope. If you are turned off by the system and are a Mistborn fan, the existing Mistborn RPG is pretty great IMO and uses a system tailored to Mistborn. I would recommend it. I hope so too. I think most of the people complaining about the "high buy-in" for the KS don't realize how horrifically underpaid
most RPG workers are, and that most RPGs are dramatically under-priced for the market given their long-term value and quality. I don't think the complaint is around the per book price. The issue is more around just the amount of product being pushed in this KS. Adding more stuff to inflate the buy-in price doesn't necessarily equate to more money
going back to writers as production and project management costs go up. That a lesson most people learned about KS around 4-5 years ago. Running: Symbaroum, Exalted Essence Are page numbers already known? 256 and 224 for the player guide and world guide, respectively. I'm a little confused at all the pushback on the prices for these because
it really don't seem out of the ordinary to me. 256 and 224 for the player guide and world guide, respectively. I'm a little confused at all the pushback on the prices for these because it really don't seem out of the ordinary to me. For me neither. The pricing is actually quite fair. Freight to the EU could be better imho but no complaints from me about
the price of the stuff you get. I hope so too. I think most of the people complaining about the "high buy-in" for the KS don't realize how horrifically underpaid most RPG workers are, and that most RPGs are dramatically under-priced for the market given their long-term value and quality. And Sanderson has advocated for fairness in the past - he
pushed Audible into a fairer setup for authors, at the cost (at the time, at least) of his own sales, so I would hope he's doing the right thing by those working on this project too. I wrote a short story, and It's a murder mystery with a magical mercenary! "Evil begins when you begin to treat people as things." — Terry Pratchett, I Shall Wear Midnight I



mean, compared to the Savage Rifts campaign that's also on Kickstarter right now, it looks like the costs line up pretty well. The only thing that concerns me about the price is that I have no relationship to any of Brandon Sanderson's works, so that would be a lot of money for me to dip into something completely unfamiliar that I'm not already
inclined to be interested in. But if you're the target audience, the pricing is probably going to be fair to good I'd guess. I'm considering this. Huge fan of the books, but yeah, this is pretty spicy pricing for games I'm not sure I'll actually bring to the table. On the other hand, the lore books themselves certainly appeal. And would be nice to have in
physical format, but then again, the price... Agree with this, I just don't think I can justify the price for a game that I'm not sure I'll ever actually play - love all the novels and yet I have the old Mistborn game and it still hasn't got to my table even though some of us are keen - just other games keep taking precedence Page 2 If you are turned off by the
system and are a Mistborn fan, the existing Mistborn RPG is pretty great IMO and uses a system tailored to Mistborn. I would recommend it. I don't think the complaint is around the per book price. The issue is more around just the amount of product being pushed in this KS. Adding more stuff to inflate the buy-in price doesn't necessarily equate to
more money going back to writers as production and project management costs go up. That a lesson most people learned about KS around 4-5 years ago. I agree with Skywalker - the price per book is reasonable, but the upfront investment is a lot, more than I can justify to myself. If it had been spaced out more, I'd have been more inclined to back.
OK, the Bridge 9 adventure on drivethru does not entice me to support this project. I get that they wanted to do something with low-level characters. But is a fetch quest really the best they could come up with? What about some simple folk who have their homes invaded by the returned singers? A group of squires on a training mission in the
mountains who lost their knight due to accident (or was it)? Storms, even the good old a radiant falling from the sky and asking with a dying breath to bring this very urgent message to wherever would be cooler and that plot has been done to tarnation. I am still struggling to understand why Mistborn got bundled in to this KS given fulfilment is so
much further out and getting less support than Stormlight. It would only seem better on all fronts (other than total KS pledge amount) to have a second KS for this next year when Stormlight was fulfilling. This kind of stuff sets off my warning bells. Running: Symbaroum, Exalted Essence I agree with Skywalker - the price per book is reasonable, but
the upfront investment is a lot, more than I can justify to myself. If it had been spaced out more, I'd have been more inclined to back. You could for example back right now for 1 book, and then when the pledge manager opens in X months in the future, you could back for another book if your finances allow it at that time. You don't have to go all in
right now by any means. The only thing that concerns me about the price is that I have no relationship to any of Brandon Sanderson's works, so that would be a lot of money for me to dip into something completely unfamiliar that I'm not already inclined to be interested in. There is a good amount of quickstart stuff out for it already. So even if you
treat this as a new IP that no one on the face of the Earth could have a relationship too I think there is enough here to pitch it well. You can see the core rules, play an adventure, and there are enough videos out that it gives an idea of how progression is going to work. Not that I'm suggesting you go for it based on that just that I think there is enough
to make a reasonably well informed choice. I am still struggling to understand why Mistborn got bundled in to this KS given fulfilment is so much further out and getting less support than Stormlight. It would only seem better on all fronts (other than total KS pledge amount) to have a second KS for this next year when Stormlight was fulfilling. This
kind of stuff sets off my warning bells. It's a indication that this is going to be a supported line. They're committing to making at least two settings here. Which I think is generally a good thing for everyone involved. They're confident enough in the game that they're able to say they've got a couple of years of releases already planned out. Mistborn is
also an important one in the Cosmere novels as its often seen as the intro series. Doing both is also importantly on brand. Sanderson is known for a lot of things but one of his most impressive traits is not only the volume of his work but also, paradoxically, his openness about the completion of his works and his willingness to hold things back to
surprise people. Marketing a Stormlight Archives RPG for a long time only to say it's actually a Cosmere RPG and that you can go ahead and order the Mistborn one is a big sign to his fans that this is a very Sanderson product. Not only is it canon but its following suit in meta ways too. Also unless I missed something the only thing the Mistborn RPG
doesn't get that the Stormlight one does get is the setting primer stretch goal. I would expect a similar one for Mistborn to be available down the line. Both games are otherwise getting a player book, a gm book, and a campaign. It's a indication that this is going to be a supported line. I personally don't like the idea of KSing an entire line of RPGs in
one hit. Then again, I have become somewhat jaded on this sort of overpromising KS strategy based on how that worked out for many a few years ago. It would have been better and more show more prudence to KS Stormlight first, build a KS reputation and then follow up with a second KS for Mistborn. Also unless I missed something the only thing
the Mistborn RPG doesn't get that the Stormlight one does get is the setting primer stretch goal. I would expect a similar one for Mistborn to be available down the line. Both games are otherwise getting a player book, a gm book, and a campaign. The GM screen, dice, tokens, map pack, item deck, and miniatures are all designed for Stormlight not
Mistborn from what I read on the KS page. Presumably the SGs will likewise be Stormlight focused (both of them are so far). Running: Symbaroum, Exalted Essence It's a indication that this is going to be a supported line. They're committing to making at least two settings here. Which I think is generally a good thing for everyone involved. They're
confident enough in the game that they're able to say they've got a couple of years of releases already planned out. Mistborn is also an important one in the Cosmere novels as its often seen as the intro series. Doing both is also importantly on brand. Sanderson is known for a lot of things but one of his most impressive traits is not only the volume of
his work but also, paradoxically, his openness about the completion of his works and his willingness to hold things back to surprise people. Marketing a Stormlight Archives RPG for a long time only to say it's actually a Cosmere RPG and that you can go ahead and order the Mistborn one is a big sign to his fans that this is a very Sanderson product.
Not only is it canon but its following suit in meta ways too. Also unless I missed something the only thing the Mistborn RPG doesn't get that the Stormlight one does get is the setting primer stretch goal. I would expect a similar one for Mistborn to be available down the line. Both games are otherwise getting a player book, a gm book, and a campaign.
Totally agreed, hard to call it the Cosmere RPG if you don't show at least two very different parts of the universe supported from day one. Also, it helps with the issue of what is the official Mistborn RPG, given that Crafty Games license expired. This way there is less confusion about having two different RPG lines at the same time. I personally don't
like the idea of KSing an entire line of RPGs in one hit. Then again, I have become somewhat jaded on this sort of overpromising KS strategy based on how that worked out for many a few years ago. It would have been better and more show more prudence to KS Stormlight first, build a KS reputation and then follow up with a second KS for Mistborn.
It's not the entire line, new games will appear for other parts of the Cosmere in the future. And about the KS reputation, they already have it: both Sanderson and Brotherwise have run multi-million dollar Kickstarter campaigns already, and Brotherwise has been publishing boardgames for a very long time and with a solid reputation as a publisher.
They have proven capable and reliable to run this campaign to success. What they've shown of the game looks Just Kind Of Okay, which is not nearly enough to give me any sort of further interest. I thought Mistborn was an okay book (i've only read the first one, which I have also been told is the best one anyway) and the fact the primary selling point
of the books, according to People Online, is the video game magic system, I'm okay not looking any further at this again. she/her Currently running: The Between, Fabula Ultima Currently planning: ? From the river to the sea, Palestine will be free. Guide to BDS Boycotts I personally don't like the idea of KSing an entire line of RPGs in one hit. Then
again, I have become somewhat jaded on this sort of overpromising KS strategy based on how that worked out for many a few years ago. It would have been better and more show more prudence to KS Stormlight first, build a KS reputation and then follow up with a second KS for Mistborn. It's two games out of the line. They've announced two more
in the Kickstarter that the Kickstarter isn't funding. I don't really see the overpromise here either. The core rules are really well put together and making 6 books from a Kickstarter is not a large ask. The team behind the game is a really impressive one and Brotherwise Games already have a dozen previous Kickstarter projects. All of those did very
well and I believe they all got fulfilled. I've also not seen anyone flag them up in recent conversation as a potential problem to fulfilment or any related drama. I can't really imagine what more needs to be done to prove that they're capable. The GM screen, dice, tokens, map pack, item deck, and miniatures are all designed for Stormlight not Mistborn
from what I read on the KS page. Presumably the SGs will likewise be Stormlight focused (both of them are so far). That's fair, although I don't count the miniatures. Pretty sure they're from another Kickstarter. The setting guides announced are one for Stormlight, one for Mistborn. Then the aforementioned primer for Stormlight. Each of the games
has 3 major books announced and the books are of the same type, a player guide, a setting guide/bestiary, and a campaign. They're obviously going for the larger volume of books, thus larger price point, thus monumentally large total KS funding. It's a KS designed to get people to open their wallets and absorb the majority of the risk for the product
line, instead of advancing the line prudently over time with several product releases. Which is why I labeled it a cash grab in an earlier post. And about the KS reputation, they already have it: both Sanderson and Brotherwise have run multi-million dollar Kickstarter campaigns already, and Brotherwise has been publishing boardgames for a very long
time and with a solid reputation as a publisher. They have proven capable and reliable to run this campaign to success. I don't think the above two things are necessarily mutually exclusive. Sanderson's brand is very strong so I agree its likely to be successful when used in a massive product offering KS of this type. That brand strength is also likely to
have influenced the approach taken. Success in this KS will build that brand further and likely result in similar sorts of Sanderson related KSs in the future. I also have no doubt that the KS will deliver. However, I personally don't like this strategy as a KS backer as I feel it shifts the focus away from the products themselves. So, whilst I am confident it
will deliver, I am left concerned as to what will be delivered. Running: Symbaroum, Exalted Essence It's two games out of the line. They've announced two more in the Kickstarter that the Kickstarter isn't funding. Agree, that its not the entire line. They are KSing two RPGs at once. The core rules are really well put together and making 6 books from a
Kickstarter is not a large ask. I think that is a matter of opinion. From my read of the QS, the design work demonstrated is solid mostly from the D&D5e ruleset and not the changes that have been made. And 6 books is a large ask IMO for a KS. The team behind the game is a really impressive one and Brotherwise Games already have a dozen previous
Kickstarter projects. All of those did very well and I believe they all got fulfilled. I've also not seen anyone flag them up in recent conversation as a potential problem to fulfilment or any related drama. I can't really imagine what more needs to be done to prove that they're capable. I am not suggesting anything of the sort with the creators involved.
They seem solid, though I agree with Jack's earlier observation above that the business strategy seems somewhat off overall, seemingly lacking in a level of familiarity with RPGs that I would have assumed they would have had. Running: Symbaroum, Exalted Essence Agree, that its not the entire line. They are KSing two RPGs at once. I may have
misinterpreted what you meant by "an entire line", apologies. I think that is a matter of opinion. From my read of the QS, the design work demonstrated is solid mostly from the D&D5e ruleset and not the changes that have been made. From what I have read I wouldn't say it's particularly close to 5e in any major regard other than its broad D&D basis.
Pathfinder 2e has more in common with it in my opinion as its action system is a larger part of the engine than Advantage is. Off the top of my head there isn't a mechanic Cosmere has that originated in 5e where they remain identical. Advantage is different, and so are how it handles every number in the game, and every sub system I can think of.
Attributes, Characteristics, Skills, Weapons, Armour, Actions, Attacks, Dying, Conditions, Initiative, and Classes are all markedly different than D&D 5e. There is close to zero out of the box compatibility between the two games. Even Advantage is further away from Cosmere than its DC scaling and that's shared amount a lot of d20 games. There is a
remarkable amount of influence from a lot of other games that they've combined in ways that are unique to this game but show a deep understanding of those games. I think the suggestion that the quality on display here is not through the designers own merit disregards the obvious work they've put into this system. I am not suggesting anything of
the sort with the creators involved. I'm not really sure what you're suggesting by them needing to build a reputation on Kickstarter then. The team is good, the company is good, and they have made lots of successful products. They've built the reputation already to my mind and now seems like a good a time as any to cash that reputation in on a
bigger project. The major benefit of reputation is trust and if you can't use that trust for a passion project I think that would be a shame. From what I have read I wouldn't say it's particularly close to 5e in any major regard other than its broad D&D basis. I think this is a matter of opinion. Its always tricky to evaluate new design elements when an
existing system is used, especially one as detailed and established as 5e. Hopefully, these parts will shine through as more is exhibited going forward. I will say that I haven't seen any particularly poor design work, just nothing that seemed of particular of interest or note beyond the 5e chassis they are using. I'm not really sure what you're suggesting
by them needing to build a reputation on Kickstarter then. The team is good, the company is good, and they have made lots of successful products. They've built the reputation already to my mind and now seems like a good a time as any to cash that reputation in on a bigger project. The major benefit of reputation is trust and if you can't use that trust
for a passion project I think that would be a shame. Though the individual components behind this RPG have a track record to various degrees, they don't as a whole nor does this RPG line. As said, I would much more preferred to see them break these RPGs into separate RPGs and build momentum which each KS, rather than frontloading it the way
they have. The fact that they only started work on the Mistborn RPG earlier the same year they KSed it, does raise concerns as to the KS being premature. Running: Symbaroum, Exalted Essence Though the individual components behind this RPG have a track record to various degrees, they don't as a whole nor does this RPG line. As said, I would
much more preferred to see them break these RPGs into separate RPGs and build momentum which each KS, rather than frontloading it the way they have. The fact that they only started work on the Mistborn RPG earlier the same year they KSed it, does raise concerns as to the KS being premature. The team involved in the project has handled or
worked in successful boardgames, novels and RPG lines. And the fact that they started with the Mistborn RPG this year, which is using a chassis that they have been playtesting for two years already, raises no concerns at least for me. I think that is a matter of opinion. From my read of the QS, the design work demonstrated is solid mostly from the
D&Db5e ruleset and not the changes that have been made. And 6 books is a large ask IMO for a KS. I can't agree here. After a first look over the beta test rules it has actually not that much in common with D&D 5E. The thing most similarly is probably the Advantage/Disadvantage system. With initiative and action economy I see far more Pathfinder 2
and SotDL influences. Their version Saving Throw system is well D&D4E. The have damage reducing armour. A injury and death system that goes more into something resembling WHFRP like then anything D&D an so on. While we have yet to see the level advancement system and magic power example the use of two single resource pools for
everything and the small pictures at the kickstarter page with the powers let me think that classes will be far less strictly defined then in D&D and act more as silos for chooesable powers. And spellcassing with that won't be D&D like at all. The pictuers let me supect more something like Star Wars: Edge of Empire (And the other games in that line)
or the German Hexxen 1733 Ok the game uses a d20 and adds numbers to reach a diffculty nummer. But that is hardly something that only D&D (And especially not 5E as edition) can claim. RPGs of all kind have done that for decades. I think this is a matter of opinion. Its always tricky to evaluate new design elements when an existing system is used,
especially one as detailed and established as 5e. Hopefully, these parts will shine through as more is exhibited going forward. I will say that I haven't seen any particularly poor design work, just nothing that seemed of particular of interest or note beyond the 5e chassis they are using. It's not using an existing system. Cosmere hasn't used 5e as a
basis attested to by the fact it's not using the OGL. This is something they've stated definitively too. They considered using it but deemed that it was not fit for their purposes and so didn't pursue it for the game. It's not built on 5e's chassis. Chasmfiend Magazine Issue 1 said: While we were out in Utah for the early meetings with Brandon, the core
design team was also holding a "creative summit" where we had a lot of in-depth discussions about the vision for the RPG and engage in rapid iteration and testing on some ideas for the core mechanic. This was a time of concentrated teamwork and creative energy, bouncing between testing, brainstorming, and working with Brandon and the team
from Dragonsteel. It was some of the most fun I had on the project, and really helped us solidify the vision for the game. Trying to find the right core system had us exploring our first big dichotomy: balancing mechanics that would be familiar and comfortable with those that would feel unique and appropriate to Roshar... ... With so many passionate
players out there, TTRPGs have never been bigger, and we knew that a ton of Stormlight readers were into roleplaying. We wanted to make sure that our new game would feel familiar and comfortable to them and allow them to dive right in. For that reason, we initially explored using the Open Gaming License (OGL) to make the Stormlight RPG. It
certainly felt familiar to players, but there was something missing. There were places that the underlying system just wasn't able to capture some of the uniqueness of Roshar and the Cosmere. Additionally, there were elements of narrative control and agency that we wanted to give to players that we weren't quite getting out of the OGL. So, with
those insights, we set out to design and test a bunch of new core mechanics. The fact that they only started work on the Mistborn RPG earlier the same year they KSed it, does raise concerns as to the KS being premature. I can't personally say I see a cause for concern here. The Cosmere RPG is built as a system that's to be used for all these games.
That means the biggest question to ask for a project like this has an answer and the work is already done for it. They know the system they're using and have built it already. I would agree that I prefer a Kickstarter to generally be manuscript complete for RPGs but I think that because of momentum and assurance reasons. Neither of which I
personally think are major concerns here. They've put in the work with Stormlight, they want this to be a major project, and Sanderson is massively involved. That's about all the guarantee I need on this. I understand you might not agree but I think they wouldn't have announced it like this if they weren't certain they'd get it done. It's not using an
existing system. Cosmere hasn't used 5e as a basis attested to by the fact it's not using the OGL. This is something they've stated definitively too. They considered using it but deemed that it was not fit for their purposes and so didn't pursue it for the game. It's not built on 5e's chassis. I am happy to wait and see once more material is released. Based
on the QS, the 5e influence is readily apparent to me, though this is ultimately a matter of degree. Regardless, as before, I didn't see anything particular standout in the QS at this point beyond the stuff grabbed from 5e and other rulesets. Maybe the Mistborn setting is such that it may see these kinds of mechanics. I understand you might not agree
but I think they wouldn't have announced it like this if they weren't certain they'd get it done. Again, I don't have any real concern that this KS will not actually deliver. Running: Symbaroum, Exalted Essence I never read a Sanderson novel, so I'm not the target audience. But what I find curious is: why kickstarter? If Sanderson is rich enough to say no
to Hollywood licensing deals and his fan base is so huge and committed as to buy RPG books without necessarily meaning to play the game why not go the traditional publishing route and make money out of the sales? Self-publishing means no publisher and therefor more control. It's the same reason he doesn't go for Hollywood licensing deals
because he values creative control more than money. Kickstarter is pretty fantastic for all sorts of marketing, cash flow, volume management, community, and infrastructure reasons. He's got very little reason to not want to do it this way in my opinion. It just makes the whole process way easier and is a trusted platform for consumers. I really hope
we're not in for another round of "Brandon Sanderson is so self-evidently guaranteed to sell his work that he's being selfish by sucking all the air out of Kickstarter." Like the only thing keeping J. Random Shoestring 5E Supplement from being a runaway smash success is having to be on the same platform as Sanderson. Then again, maybe he'll do like
he did at the time of the Secret Projects Kickstarter, and pledge every extant tabletop project that isn't obviously reprehensible. I will not say the day is done, nor bid the stars farewell. I never read a Sanderson novel, so I'm not the target audience. But what I find curious is: why kickstarter? If Sanderson is rich enough to say no to Hollywood
licensing deals and his fan base is so huge and committed as to buy RPG books without necessarily meaning to play the game why not go the traditional publishing route and make money out of the sales? He's got that much cash BECAUSE of Kickstarter. Like, sure, he was a successful author before, but Tor wasn't gonna give him tens of millions of
dollars. I mean, that depends entirely upon his contract. He's sold like 30-40 million books. And he sells a lot of stuff in his own website, so it's not like Tor is his only source of income (probably not even his main one). I mean, that depends entirely upon his contract. He's sold like 30-40 million books. Huh. That many? Like, I knew he sold a lot of
books, but I didn't know he sold THAT many. Either way, Sanderson and his team are good at Kickstarter, so it makes sense that they're using it again, especially for such a big project. And, another thing to note: there are a lot of Sanderson fans out there who are really into, well, fancy hardback books. As Sanderson's Secret Projects Kickstarter gets
a lot of attention, but his team's also run several (comparatively) smaller ones for fancy leatherbound editions of his novels. I expect a lot of that to carry over into this project-- if nothing else, the RPG books will be properly impressive plunked down on the game table. So I imagine a lot of that goes into the tiers and pricing? ... though at the same
time, I'm currently backing the new Ultraviolet Grasslands kickstarter, which gets me 4 books of gorgeous art for half the price of Player Tier on this Kickstarter, but hey. Sanderson's got an audience primed for a higher-end product, and I imagine they'd be pretty disappointed if the final books were just softcovers. (Though a softcover option would
be nice, too). There is a good amount of quickstart stuff out for it already. So even if you treat this as a new IP that no one on the face of the Earth could have a relationship too I think there is enough here to pitch it well. You can see the core rules, play an adventure, and there are enough videos out that it gives an idea of how progression is going to
work. Not that I'm suggesting you go for it based on that just that I think there is enough to make a reasonably well informed choice. You've kind of missed my point, which was that this Kickstarter only feels expensive to people who have little investment or interest in the settings, meaning it's not a casual whatever bargain buy. For people who have
an interest in the material the prices are largely in-line with similar endeavors. I'm really intrigued by this project and the back and forth from the thread. Mostly because, except from the occasional social media ad about "Mistborn" (that I though it was some sort of scam app game) I have never heard of the author, the books, or the setting. Heck, I
didn't even knew he had a KS that made $40M (what that means about my geekness? LOL)! So, I'm reading the Mistborn novel (it happens we do have it in my Library, good for me) and, even when its first pages are not as good as the opening of Wheel of Time or SolaF, he does avoid some pitfall modern authors fall all the time, using made up words
and making the whole thing more difficult to follow. By chapter 4 I have very clear what a Skaa is and have a rough idea how the Final Empire works and how it was formed. That's good enough for me to keep reading and not give up on the thing. I have to read the QSR, but its interesting how Advantage/Disadvantage seems to be equal to D&D5e.
Call of Cthulhu have a similar system that was previewed before 5e was even announced IIRC (or at least very close of one another). Of course, the CoC7e was a mess and that book came years later and, no matter how much I like CoC, its not D&D. That said, I am intrigued about the 3 action economy, since my group love that and it's the reason I
can't get them to play Pathfinder with Savage Worlds and want to use Paizo home system instead. Based on what I have read here, the system seems to be something my group may actually enjoy. So, I have 20 something days to finish at least Mistborn and give the QSR a skim before committing to this project. Who knows, I may even end up as a fan.
There are things know and things unknown and in between, the doors. You've kind of missed my point, which was that this Kickstarter only feels expensive to people who have little investment or interest in the settings, meaning it's not a casual whatever bargain buy. For people who have an interest in the material the prices are largely in-line with
similar endeavors. I know what you meant. What I'm saying is that there is enough there to generate that interest in the same way that most RPGs do it. Most RPGs market towards an existing consumer base of some sort. Here it's book fans, other times it's fans of an engine, or a genre, etc. Those aren't the sum total of the customers for any given
product though. So they'll also put out other material to sway people who are checking out the product for other reasons. It's not at a price point for most people to back on a whim but for the price I don't think it's unreasonable to think there is enough here to sway someone who is checking it out because of the hype and has no prior relationship to
the material. So, I'm reading the Mistborn novel (it happens we do have it in my Library, good for me) and, even when its first pages are not as good as the opening of Wheel of Time or SolaF, he does avoid some pitfall modern authors fall all the time, using made up words and making the whole thing more difficult to follow. By chapter 4 I have very
clear what a Skaa is and have a rough idea how the Final Empire works and how it was formed. That's good enough for me to keep reading and not give up on the thing. Mistborn is a great intro to Sanderson. There are a few great places to start but I think Mistborn is the best of them. It's immediately pretty novel but has a very easy hook to get into.
Despite being a trilogy the first book also works pretty well in a standalone capacity too so if you're not compelled to finish the other two by the end you'll not feel like you wasted a load of time. Mistborn isn't his best writing overall but I do think it's full of great characters, an interesting setting, and some very solid plotting. If you like Mistborn you'll
probably dig the whole Cosmere. Although, word of warning, Sanderson is known for a pretty specific pacing where most of his work is fairly "slow" to start with but builds to some fairly intense crescendos. I've never found that boring but if you do start to wonder if it's all going somewhere rest assured that it is. There are a whole load of books to dig
into if you end up becoming a fan but it's very much one of those things that doesn't demand you read them all. Each series is largely standalone there just happens to be a bigger picture if that's something you're interested in. It's one of the better balanced setting's in that regard. They all contribute something to a greater whole, and so reading them
all rewards that aspect of the setting, but that aspect of the setting doesn't diminish the books if you don't care about it. Very much not a thing to worry about though. Funny you mention not having heard of him yet also having read Wheel of Time. Sanderson wrote the last three WoT books after Jordan passed. He was chosen by Jordan's wife to finish
the series. WoT isn't a series I've read but I've heard he did a good job with it. I have to read the QSR, but its interesting how Advantage/Disadvantage seems to be equal to D&D5e. I'm not entirely sure if you mean "equal" to mean "the same mechanically" here but if you do I think there are some significant differences. 5e's Advantage is a on/off
thing. You either have it or you don't and if you have both Advantage and Disadvantage you have neither. Here you can have multiple instances of each and they cancel each other out 1-for-1. Similar to something like SotDL's Boons and Banes. Which wouldn't surprise me if that was a direct source of inspiration as it also has SotDL's initiative
complete with the same terminology. However beyond them stacking it doesn't just apply to your d20 and you can use Dis/Advantage on any die you'd roll as part of that action. Meaning if you have 3 advantage you can use it on your d20, your Plot Die, and a damage die. Which I think is a big step up personally. So, I have 20 something days to finish
at least Mistborn and give the QSR a skim before committing to this project. Who knows, I may even end up as a fan. If you do end up jumping on the Kickstarer I would recommend reading through the books for the game before you get your hands on it. They will contain spoilers. It's unavoidable because of what the books and games are all about.
The magic systems in the books are part of the plot. Information about them therefor will spoil part of the plot. For Mistborn that'll be easy. It's coming in 2026 which is more than enough time to read those 7. Especially when Era 2 (Books 4-7) are shorter than the first trilogy. Stormlight might be more of an endeavour. There are a whole load of
books to dig into if you end up becoming a fan but it's very much one of those things that doesn't demand you read them all. Each series is largely standalone there just happens to be a bigger picture if that's something you're interested in. It's one of the better balanced setting's in that regard. They all contribute something to a greater whole, and so
reading them all rewards that aspect of the setting, but that aspect of the setting doesn't diminish the books if you don't care about it. Very much not a thing to worry about though. I will say that in hindsight, the Stormlight series is definitely one to hold off on until you've read some of the other stuff, because it feels like it's acting as a "spine" for all
the crossovers at this point. (I started with Way of Kings, back when it was the only book in the series, and I think that worked really well because I had time to read his other stuff in between book releases; by the time that Rhythm of War came out and pulled in a bunch of crossover stuff, I was all read up on most of his other stories). With the most
backed tier (7662) is the collector (385 $) I think all discussions here about price are at the very least academic. Obviously it works and the "cheap" tiers would not have been necessary at all. Whether we like it or not at least for celebrity IPs there is absolutly no point in a cheap 25 $ pdf tier. I know what you meant. What I'm saying is that there is
enough there to generate that interest in the same way that most RPGs do it. Most RPGs market towards an existing consumer base of some sort. Here it's book fans, other times it's fans of an engine, or a genre, etc. Those aren't the sum total of the customers for any given product though. So they'll also put out other material to sway people who are
checking out the product for other reasons. It's not at a price point for most people to back on a whim but for the price I don't think it's unreasonable to think there is enough here to sway someone who is checking it out because of the hype and has no prior relationship to the material. This means we essentially agree. The Kickstarter prices are in line
with other RPG products, and whether you find it too expensive or not has less to do with the price tag on the Kickstarter and more about whether or not you have any interest whatsoever in the property. I'm not a fence-sitter. I'm not curious enough to bother sifting through the free material to see if I care. This Kickstarter is too expensive FOR ME,
but that's a very biased, self-serving assessment. My more rational, emotionally distant perspective is that this Kickstarter is priced just fine, really, and complaints to the contrary are all primarily going to be driven by some sort of personal assessment that goes well-beyond the parameters of "economic reasonableness". I will say that in hindsight, the
Stormlight series is definitely one to hold off on until you've read some of the other stuff, because it feels like it's acting as a "spine" for all the crossovers at this point. (I started with Way of Kings, back when it was the only book in the series, and I think that worked really well because I had time to read his other stuff in between book releases; by the
time that Rhythm of War came out and pulled in a bunch of crossover stuff, I was all read up on most of his other stories). I would also agree. It's fine to start with but does get better if you're more into the Cosmere. At least in my opinion. For anyone getting into it right now. I'd probably suggest something like starting with Mistborn Era 1. A great
place to start for all the reasons already mentioned. Then I'd go with Elantris as it's standalone, a nice change of pace, but also important in ways that won't be immediately apparent. Mistborn Era 2 is pretty short all in all and would be a nice follow up. After that a break with some of the shorter stories like The Hope of Elantris, the Emperors Soul,
Allomancer Jak, and things like that. I'd do Mistborn: Secret History here too but knowing it exists is sort of a spoiler unless you've read stuff that precedes it. White Sand next for a bigger break in format. Which will probably leave you in a good spot to start the bigger books. So then I'd go The Way of Kings (Stormlight 1) followed by Warbreaker then
back to Stormlight with Rhythm of War. After that you can basically just read whatever takes your fancy. The problem is it sort of sounds a lot more complicated than it is when you say it out loud. It's really just reading a couple of things and taking breaks with other things. Stormlight just benefits from some context of the wider setting and there are
some better sources for that context than others. I'll make a few notes on that reading plan: - Mistborn Era 2 sheds a few lights on a plotline in later Stormlight books, and is a ripping good time, but isn't strictly necessary to read before you start wading into Stormlight. - I'd slot Warbreaker in with Elantris before hitting The Way of Kings. But this is a
pretty solid reading plan recommendation for folks new to Sanderson! [...] I'm really struggling with how much to pledge on this one and what to get in print vs. PDF. The layout is transparently based on 5e D&D's iconic style... which I very much dislike these days. (Out of the books that have made it into my print collection, there's only one 5e book,
and that's because their treatment of Eberron was too pretty to give away.) It is a petty aesthetic complaint but it's grating on me, and between that and hints that the artbooks will actually be full of statblocks for the RPG, with the same 5e-derived style as the handbooks, I keep going back and forth on what to pledge for. Especially now that the gold
foil pages have been unlocked as a stretch goal. This means we essentially agree. The Kickstarter prices are in line with other RPG products, and whether you find it too expensive or not has less to do with the price tag on the Kickstarter and more about whether or not you have any interest whatsoever in the property. I'm not a fence-sitter. I'm not
curious enough to bother sifting through the free material to see if I care. This Kickstarter is too expensive FOR ME, but that's a very biased, self-serving assessment. My more rational, emotionally distant perspective is that this Kickstarter is priced just fine, really, and complaints to the contrary are all primarily going to be driven by some sort of
personal assessment that goes well-beyond the parameters of "economic reasonableness". The price of entry for the game is $31 for digital or $51 for physical for the Stormlight RPG. The pre-defined tiers may be expensive (although the $95 choose any two books seems pretty reasonable compared to any other KS), but you can just pick and choose
whatever you want from the add-ons. - Mistborn Era 2 sheds a few lights on a plotline in later Stormlight books, and is a ripping good time, but isn't strictly necessary to read before you start wading into Stormlight. It is necessary for the spoilered thing though and I do think that gives a lot of insight that's useful context. Not strictly in the sense of
understanding things but it does answer a couple of questions and gives a better appreciation of a few things. It's also such a lovely little read. - I'd slot Warbreaker in with Elantris before hitting The Way of Kings. You could but I think it's a nice change of pace between Stormlight books and is most directly relevant to Stormlight 2. Any time before
Stormlight 2 works though if you either didn't want to break from Stormlight or had a different read in mind there. The layout is transparently based on 5e D&D's iconic style... which I very much dislike these days. I thought it was more PF2e than 5e to be honest but it's all very D&D in either case. I think 5e's bigger problems in that department is its
editing rather than strictly its layout. hints that the artbooks will actually be full of statblocks for the RPG, with the same 5e-derived style as the handbooks, I keep going back and forth on what to pledge for. Especially now that the gold foil pages have been unlocked as a stretch goal. As far as I understand it the "World Books" are setting, art, and
bestiaries. Personally, I think the statblocks here are quite nice. 5e statblocks are a mess for a lot of reasons but I don't think these have the same issues. The information is better grouped together here and there is generally a lot of focus on the usability of these. D&D statblocks do all tend to have a similar look to them though. Funny you mention
not having heard of him yet also having read Wheel of Time. Sanderson wrote the last three WoT books after Jordan passed. He was chosen by Jordan's wife to finish the series. WoT isn't a series I've read but I've heard he did a good job with it. I gave up on WoT around the time of Crown of Daggers. When Jordan passed away, I just though, "well, I
was not gonna finish this apparently anyways". Funny thing is I did knew someone finished the series, never paid attention since by the time that was announced it was so long since I read the books, I didn't (and still don't) remember a lot of plot points and didn't want to re-read them again. Although, word of warning, Sanderson is known for a pretty
specific pacing where most of his work is fairly "slow" to start with but builds to some fairly intense crescendos. I've never found that boring but if you do start to wonder if it's all going somewhere rest assured that it is. This reminds me a little bit of Jim Butcher, and I like his stuff. I'm not entirely sure if you mean "equal" to mean "the same
mechanically"” here but if you do I think there are some significant differences. I was suspecting there were some mechanical difference. I just keep reading here and other places that is similar to 5e because it has Advantages/Disadvantages and found it odd that's the mechanic that make people think of 5e. Thanks for the whole post. Very insightful.
There are things know and things unknown and in between, the doors. Mistborn is a great intro to Sanderson. There are a few great places to start but I think Mistborn is the best of them. It's immediately pretty novel but has a very easy hook to get into. Despite being a trilogy the first book also works pretty well in a standalone capacity too so if
you're not compelled to finish the other two by the end you'll not feel like you wasted a load of time. Mistborn isn't his best writing overall but I do think it's full of great characters, an interesting setting, and some very solid plotting. If you like Mistborn you'll probably dig the whole Cosmere. Although, word of warning, Sanderson is known for a
pretty specific pacing where most of his work is fairly "slow" to start with but builds to some fairly intense crescendos. I've never found that boring but if you do start to wonder if it's all going somewhere rest assured that it is. There are a whole load of books to dig into if you end up becoming a fan but it's very much one of those things that doesn't
demand you read them all. Each series is largely standalone there just happens to be a bigger picture if that's something you're interested in. It's one of the better balanced setting's in that regard. They all contribute something to a greater whole, and so reading them all rewards that aspect of the setting, but that aspect of the setting doesn't diminish
the books if you don't care about it. Very much not a thing to worry about though. Funny you mention not having heard of him yet also having read Wheel of Time. Sanderson wrote the last three WoT books after Jordan passed. He was chosen by Jordan's wife to finish the series. WoT isn't a series I've read but I've heard he did a good job with it. I've
read most Sanderson, including WoT. I agree most of his work is slow in that he builds a ton of stuff for a later payoff, but I think his books on WoT are not like that. I personally found the last few books from Jordan WoT to be extremely slow (nothing would barely change except the last chapter or two), and then suddenly Sanderson books have a
crazy pace, where something is happening every chapter. Even having to split the last book into three, he goes very fast as he is clearly on a mission to close the series and as many plots as possible. I loved them, and I think it was a great conclusion to a classic fantasy saga, but I felt it read different from Stormlight for example. I was suspecting
there were some mechanical difference. I just keep reading here and other places that is similar to 5e because it has Advantages/Disadvantages and found it odd that's the mechanic that make people think of 5e. Oh, I see what you mean. That is certainly part of the association here. I think the reason why is pretty clear too. D&D 5e isn't a particularly
innovative D&D game and Advantage is sort of it's major new thing. It's also everywhere in that system. Everything is Advantage. I can't think of anything else that is unique to 5e out of all the editions that is also as prominent as it is. So for a lot of people I think it's likely the defining feature of it and then you put a similar mechanic of the same name
in a game that's very d20 and I can see why people jump to 5e. The game is, of course, not all that much like 5e in general but with it being the most popular RPG it's the biggest touchstone for it as well. Thanks for the whole post. Very insightful. Don't mention it. I made another post here about what I think is my recommending reading order if you
do end up getting into it. There are lots of ways you could go about it though. That doesn't include any of the most recent books so it might be the easiest if you're sourcing your reads from a library. I know Sanderson himself does suggest some of the newer books quite early on. That option is standing well behind a lot of other shiny art for higher-
ticket entry prices. It takes some looking to find the cheap seats. I don't think so to be honest, this is the $1 pledge, it clearly says what you can do with it, and you will see this scrolling before you get to the graphics or the more expensive options: Then with the graphics the first two pledges are the $60 and $95 ones, which are reasonable, and then
you have just 3 "expensive pledges" before you get to the add-ons section. There's no "well behind", they are sitting next to each other in the page. But maybe it's just me, as this arrangement of pledges is very common in any KS that I have backed in the last 2-3 years since add-ons became a mainstream thing in crowdfunding platforms (first
gamefound, then backerkit and finally KS). Mistborn is a great intro to Sanderson. I would hope so, given it's the first book in the series? I don't think so to be honest, this is the $1 pledge, it clearly says what you can do with it, and you will see this scrolling before you get to the graphics or the more expensive options: View attachment 52622 Then
with the graphics the first two pledges are the $60 and $95 ones, which are reasonable, and then you have just 3 "expensive pledges" before you get to the add-ons section. There's no "well behind", they are sitting next to each other in the page. But maybe it's just me, as this arrangement of pledges is very common in any KS that I have backed in the
last 2-3 years since add-ons became a mainstream thing in crowdfunding platforms (first gamefound, then backerkit and finally KS). Wasn't this only added a few days after the Kickstarter began? she/her Currently running: The Between, Fabula Ultima Currently planning: ? From the river to the sea, Palestine will be free. Guide to BDS Boycotts I
played yesterday with the FGU foundry module. It's pretty nice, and makes easy to read the rules or use on the table. It feels very solid to run a game. Only thing it lacks (or I couldn't find) is a guided step by step character generator like the one in Demiplane, which is super sleek. You can still create characters normally, so you could do that, or
generate the characters using Demiplane, and then just re-create them in FGU to play a game (choosing talents is a easier in Demiplane as you can see the trees, so much interesting stuff there). Also, Bridge 9 adventure as a stretch goal, which is really nice given it is designed to teach the game/universe at the same time. Page 3 Mistborn isn't the
first entry into the Cosmere. That's Elantris. It's a lot of people's first entry into the Cosmere, is what I think the poster meant. Just in case anyone is reading this and is broadly unfamiliar with the Cosmere, the actual first chronological work is White Sand, which is a graphic novel starring the person who writes up all the encyclopedia entries on the
magic system at the end of each book. But reading in chronological order according to the timeline isn't really the best way to follow what's going on. I'd either read them in publication order or use this guide. If you're looking to get into the Cosmere books by your interests, starting with Mistborn: The Final Empire (if you prefer slightly darker, lower
fantasy) or Stormlight Archive: The Way of Kings (if you like more epic high fantasy) is the best way to be introduced into the major settings of the cosmos, which is probably why the first two RPG books are Stormlight and Mistborn. Elantris, Warbreaker, or any of the short stories like The Emperor's Soul all take place earlier than either of those two
works, but they're largely either standalone or rely on you knowing more about the other settings. And next stretch goal is official Foundry support. Also nice that the team has been extremely clear and set expectations about the times of the week day will be monitoring comments (they will not answer on the weekends so they can disconnect and
recharge). During their working hours they answer to a lof of the comments posted, and they are pretty active in the discord too. With all this talk about the "best" way to follow/ read Sanderson's Cosmere books, I thought I'd note something. It's entirely possible the start with The Way of Kings (the first book in the Stormlight Archive series) and
make it all the way to about 1/3 to 1/2 of the way through Rhythm of War (the fourth and most recently-released book) and not feel like you're missing anything. Until you find this thread. And then you realize the author has lead you into a trap. And you'll basically "have" to read EVERYTHING ELSE HE EVER HAS OR EVER WILL PUBLISH in order to
keep following the series you actually wanted to read. Because many of those mysteries he's been hinting at? That he hasn't resolved in the Stormlight Archives, yet? Yeah, he's already resolved those. He's just not gonna IN the Sormlight Archives. (Sorry if I'm being a little too salty about this. I'm loving the Stormlight Archives, but I still wasn't sold
on getting into Mistborn. Now, it's kind of hard not to feel like I'm being strong-armed into it. The FAQ on Sanderson's website expressly says we won't need to follow one series to keep up with another! Oh, well. It's likely I would have gotten around to it eventually, anyway. The realization that I "need" to is still fresh for me, and I'm still feeling a
little "used." Like the series I'm a fan of is being held "hostage," until I read all six books in his other series.) With all this talk about the "best" way to follow/ read Sanderson's Cosmere books, I thought I'd note something. It's entirely possible the start with The Way of Kings (the first book in the Stormlight Archive series) and make it all the way to
about 1/3 to 1/2 of the way through Rhythm of War (the fourth and most recently-released book) and not feel like you're missing anything. Until you find this thread. And then you realize the author has lead you into a trap. And you'll basically "have" to read EVERYTHING ELSE HE EVER HAS OR EVER WILL PUBLISH in order to keep following the
series you actually wanted to read. Because many of those mysteries he's been hinting at? That he hasn't resolved in the Stormlight Archives, yet? Yeah, he's already resolved those. He's just not gonna IN the Sormlight Archives. (Sorry if I'm being a little too salty about this. I'm loving the Stormlight Archives, but I still wasn't sold on getting into
Mistborn. Now, it's kind of hard not to feel like I'm being strong-armed into it. The FAQ on Sanderson's website expressly says we won't need to follow one series to keep up with another! Oh, well. It's likely I would have gotten around to it eventually, anyway. The realization that I "need" to is still fresh for me, and I'm still feeling a little "used." Like
the series I'm a fan of is being held "hostage," until I read all six books in his other series.) Out of curiosity, what is it in Rhythm of War that is tied to other Cosmere works that you find not just "okay, I'm pretty sure there's a reference or Easter egg here I'm missing" but an actual block to understanding it? There were already references to Mistborn
and other works in earlier books in the series as well, including side characters all the way back in Way of Kings. Oathbringer had the most of them until Rhythm of War, too. If anything, I'd say the latest Mistborn novel, Lost Metal, is by far the one with the most references to other works. It gets kinda wild, to the point that I'd actually believe some
parts could be confusing to the solely-Mistborn reader. (And I believe there's some elements not yet revealed in any published works.) Though to be fair, if one gets to that point, one should already be well used to seeing hints dropped by the author that one can be sure mean something but just doesn't have enough information to parse the meaning of
yet. It's kind of a signature trait of his writing, after all. With the possible exception of Lost Metal, I wouldn't think that cross-series reading is actually required to enjoy the stories, it's just that many Sanderson fans are very, very interested in his world-building and for maximum understanding or every single tidbit, hint or offhand reference. To get
everything, yeah, it will be necessary to read everything. But if you haven't felt that you lacked crucial clues to enjoy the books, I wouldn't worry too much about fans making reading order guides. If you haven't felt the need to be a completionist, you can safely ignore guide meant for completionists. Out of curiosity, what is it in Rhythm of War that is
tied to other Cosmere works that you find not just "okay, I'm pretty sure there's a reference or Easter egg here I'm missing" but an actual block to understanding it? There were already references to Mistborn and other works in earlier books in the series as well, including side characters all the way back in Way of Kings. Oathbringer had the most of
them until Rhythm of War, too. If anything, I'd say the latest Mistborn novel, Lost Metal, is by far the one with the most references to other works. It gets kinda wild, to the point that I'd actually believe some parts could be confusing to the solely-Mistborn reader. (And I believe there's some elements not yet revealed in any published works.) Though
to be fair, if one gets to that point, one should already be well used to seeing hints dropped by the author that one can be sure mean something but just doesn't have enough information to parse the meaning of yet. It's kind of a signature trait of his writing, after all. With the possible exception of Lost Metal, I wouldn't think that cross-series reading is
actually required to enjoy the stories, it's just that many Sanderson fans are very, very interested in his world-building and for maximum understanding or every single tidbit, hint or offhand reference. To get everything, yeah, it will be necessary to read everything. But if you haven't felt that you lacked crucial clues to enjoy the books, I wouldn't worry
too much about fans making reading order guides. If you haven't felt the need to be a completionist, you can safely ignore guide meant for completionists. Okay, yeah, I'm probably overreacting. I'm still technically following the story just fine (almost 2/3 of the way through, now.) I just read stuff about the most recent Mistborn book "requiring"
familiarity with other Cosmere works, and started to get extra sensitive to Easter eggs. Really, I was mostly worried about wether or not the upcoming fifth book Wind and Truth, due out in December, was gonna blindside me like the most recent Mistborn book apparently did for some people. But, yeah. I may kinda be getting all worked up over what
I'm afraid is coming, more so than what has actually happened. Okay, yeah, I'm probably overreacting. I'm still technically following the story just fine (almost 2/3 of the way through, now.) I just read stuff about the most recent Mistborn book "requiring" familiarity with other Cosmere works, and started to get extra sensitive to Easter eggs. Really, I
was mostly worried about wether or not the upcoming fifth book Wind and Truth, due out in December, was gonna blindside me like the most recent Mistborn book apparently did for some people. But, yeah. I may kinda be getting all worked up over what I'm afraid is coming, more so than what has actually happened. What will happen in Wind and
Truth is speculation. I think the cross-overs are going to increase as time goes on, and certainly The Lost Metal was the "cross-overiest" book so far, by a fair distance. On the other hand, I'd count Rhythm of War at number 2, so hard to say how the overall trend will go, because that was a lot tamer. And the cross-over stuff in The Lost Metal was more
along the lines of "okay, what are these people and how do they do these things?" rather than "help, I can't follow the plot, what's going on?" Basically, the reader may or may not know some things the protagonists don't, depending on what they've read. Like I said, there's been a lot of cross-over stuff in Stormlight Archive by this point already, so if
you can follow the plot and don't feel the need to know every secret, I expect you'll be fine going forward. That's certainly Brandon's guiding principle for writing cross-overs. For the record, if you're interested to find out an incomplete listing of stuff that's connected to different worlds in the Cosmere with no elaboration on what exactly they are, just
"this has been a reference", then I'll put some in a spoiler block. If you're not afraid of such a name-drop list, you can use that to gauge both how much there has already been and how critical they are to understanding the actual plot. Wit (He's kinda the arch-reference as he's present in virtually every book, though often fairly covertly) Azure in
Oathbringer Zahel, the swordmaster Iyatil and Mraize, and many others in the Ghostbloods Axindweth Nightblood, the sword Lots and lots of stuff in the epigraphs Last edited: Aug 10, 2024 I'm kinda the inverse of some folks in this thread, as I've read the Mistborn books, but I bounced off The Way of Kings HARD. So when I got to The Lost Metal, it
felt a bit like I was watching an Avengers movie without doing the "homework." Was still fairly fun, though. Though I tried reading Warbreaker a bit ago, which I couldn't even finish for a variety of reasons. There's some pretty weird (and not in a good way) gender stuff in the book, made even more worse by the author's notes. And at least it's an early
novel so Sanderson has gotten better about it? Like, Yumi & the Nightmare Painter has some really interesting stuff to say about Love and Religion and Art— even if it kinda ends with another "here's how the magic works!" lecture. Yumi & the Nightmare Painter is also unlikely to be featured in the RPG anytime soon, but it's still well worth a read for
the curious. The Mistborn Eras are probably the most self contained and require the least amount of Cosmere knowledge up until the last one. The Lost Metal is by far the worst offender in the "watching an Avengers movie without doing the homework" category. You can still follow along well enough, you'll just be a little bewildered at the sudden
appearance of high sorcery in your fairly grounded low fantasy series where the magic mostly relies on people eating metal. It doesn't harm the novel's framing or story, it's just distracting because you'll notice the fanservice for something you're not a fan of. Stormlight Archive's crossover stuff is way more subtle, in that the fan service nods are
undetectable unless you've read the relevant books, and the direct crossovers announce themselves as such and introduce their abilities in-story, so you're not relying on another book for context. What will happen in Wind and Truth is speculation. I think the cross-overs are going to increase as time goes on, and certainly The Lost Metal was the
"cross-overiest" book so far, by a fair distance. On the other hand, I'd count Rhythm of War at number 2, so hard to say how the overall trend will go, because that was a lot tamer. And the cross-over stuff in The Lost Metal was more along the lines of "okay, what are these people and how do they do these things?" rather than "help, I can't follow the
plot, what's going on?" Basically, the reader may or may not know some things the protagonists don't, depending on what they've read. Like I said, there's been a lot of cross-over stuff in Stormlight Archive by this point already, so if you can follow the plot and don't feel the need to know every secret, I expect you'll be fine going forward. That's
certainly Brandon's guiding principle for writing cross-overs. For the record, if you're interested to find out an incomplete listing of stuff that's connected to different worlds in the Cosmere with no elaboration on what exactly they are, just "this has been a reference", then I'll put some in a spoiler block. If you're not afraid of such a name-drop list, you
can use that to gauge both how much there has already been and how critical they are to understanding the actual plot. Wit (He's kinda the arch-reference as he's present in virtually every book, though often fairly covertly) Azure in Oathbringer Zahel, the swordmaster Iyatil and Mraize, and many others in the Ghostbloods Axindweth Nightblood, the
sword Lots and lots of stuff in the epigraphs Thanks for the list! That really helps. I guess part of the "problem" is these books are already so full of mysteries and foreshadowing that it's hard to tell what's more foreshadowing of a Stormlight Archive thing and what's an Easter egg that'll never really get explained or actually be relevant in SA. Having
some idea of where to set my expectations genuinely does help. Since I already bought the first Mistborn trilogy, I suppose I might as well go ahead and read it, after I finish Rhythm of War. But, it's nice not to feel quite so "obligated" to continue with that series, unless I decide to. By the way, I know there are 2-3 Cosmere novels that (at least
currently) aren't otherwise tied to a whole series. Are any of them particularly good? Either good as in "enjoyable to read," and/or good as in "helps flesh out the Cosmere?" (As upset as I was when I felt pushed into a specific series of books, I DO like reading fantasy novels in general. I just want to be able to pick 'em out myself!) By the way, I know
there are 2-3 Cosmere novels that (at least currently) aren't otherwise tied to a whole series. Are any of them particularly good? Either good as in "enjoyable to read," and/or good as in "helps flesh out the Cosmere?" All of them are good in both ways. By the way, I know there are 2-3 Cosmere novels that (at least currently) aren't otherwise tied to a
whole series. Are any of them particularly good? Either good as in "enjoyable to read," and/or good as in "helps flesh out the Cosmere?" (As upset as I was when I felt pushed into a specific series of books, I DO like reading fantasy novels in general. I just want to be able to pick 'em out myself!) Tress of the Emerald Sea is cute. It's Sanderson doing a
riff on Princess Bride, basically? Some of the gags fall flat, however, depending on whether or not you share Sanderson's sense of humor. I've mentioned Yumi & the Nightmare Painter, which is probably the best of his Kickstarter novels. Again, it's a romance, if not as fluffy as Tress. Both books are set in worlds in the Cosmere, but they're not tied
into the grander plot (yet). For read order, I kind of like what I did where I read Elantris last. Because it's basically a first draft of the Stormlight Archives and it's kind of hilarious to read through it and see the first draft of a lot of Sanderson's more common concepts. By the way, I know there are 2-3 Cosmere novels that (at least currently) aren't
otherwise tied to a whole series. Are any of them particularly good? Either good as in "enjoyable to read," and/or good as in "helps flesh out the Cosmere?" (As upset as I was when I felt pushed into a specific series of books, I DO like reading fantasy novels in general. I just want to be able to pick 'em out myself!) One's mileage may vary. Unless you're
talking about the Secret Projects (Tress of the Emerald Isle, The Sunlit Man, Yumi and the Nightmare Painter, all of which are doing some very particular things and intentionally break the mold in some way), they're all some of his earliest works, so his craft his not as advanced yet. I'd call them more uneven. Elantis in particular has a very back-
loaded pacing, more so perhaps than any other Sanderson novel, and that's saying something. Warbreaker is... Quirky, and has some (intentionally, but still) creepy gender dynamics going on. I think they're good, but I'd still count them at the bottom of the list among his works. That said, the Following Nohadon podcast (which go through Sanderson's
works and analyse them) guys really loved Elantris, so... Well, tastes vary. Then there's the novellas, and I loved The Emperor's Soul, which also won some sort of prize, I forget which. (It's set on the some world as Elantris, but I don't think I would have been able to tell without knowing it and it really doesn't matter as far as the plot is concerned.)
Secret History is ABSOLUTELY NOT to be read before the first Mistborn era but is very interesting if one likes that mystery-delving stuff. Shadows for Silence in the Forest of Hell is horror-adjacent. Sixth of the Dusk is kind a pulpish adventure yarn, set in the far future of Cosmere, though the connections only really come up near the end and are
abstract enough that you don't need any familiarity with his other works. Those are all that I can think of offhand. I feel like if you've read Stormlight then skipping Warbreaker is missing a trick. Secret History also ties in Elantris quite well and Elantris ties into some other stuff too. Given it's not a massive slog, and holds up pretty well, I'd probably
read it before Secret History. Also I wouldn't read Secret History until at least after The Bands of Mourning. Elantris isn't the best of his stuff by any means but there are sequels coming and the short stories set in the same place do benefit from its context. I also think it's got a few really fun ideas. So I think it's one of the more important ones all in
all. And to get back on topic they *have* announced an Elantris RPG down the road already. Last edited: Aug 10, 2024 I don't think there will be secret Projects featured as their own books but maybe they will make a singular "secret projects" book? Like not as fleshed out but playable? I hadn't realized the lead designer of the RPG, apart from having
credits in multiple RPGs, is also one of the designers of Earthborne Rangers, a really great coop LCG. I'm really enjoying the bios of the team, they have gathered an impressive group of people for this game. maybe they will make a singular "secret projects" book? Like not as fleshed out but playable? There has been mention of a Worldhopper book in
future that would touch on multiple worlds to a light level. Sounds pretty much like what you are suggesting. There has been mention of a Worldhopper book in future that would touch on multiple worlds to a light level. Sounds pretty much like what you are suggesting. I assume that is probably where we would see Aviar bonding, Aether bonding and
possible Awakening(elsewhere they mention Awakening as one of the power types so it has to show up somewhere). Possible some stuff for Taldain and Threnody as well. I wouldn't be surprised if it's big thing is presenting Silverlight as the Sigil equivalent of the setting. Just wanted to pop in this thread! I'm so excited about this, but I'm probably
exactly the target audience. I'm a big cosmere fan, have read everything. On the RPG side, I've only ever played ace DMed 5e, though I've been doing that for about 6-7 years. I think most of my group had only played 5e, there's one guy who's played previous editions but I don't know if he's played non-D&D rpgs. I generally avoid spin-off games,
because I worry that they focus too much on IP and not enough on the game being good. But this seemed really well done to me, and I'm looking forward to trying a non-5e rpg. I backed at a level high enough to DM a Stormlight game, and I went for the physical options and not pdfs, I think this world is very cinematic and I want to show my players
awesome art. Going to go back and read the rest of the thread, there's still time for me to cancel if everyone who tries it says nah these rules suck... but for now, very much looking forward to getting my group into this next year. Former pwotter. Play D&D5e, gloomhaven, and tennis. Hi everyone. Remember to vote, especially in low-profile elections
like primaries and midterms. Oh no, so much of the thread is reading order discussion! Oh no. Well, at least it isn't people chiming in with "I tried the game and it sucks." That would have made me sad. I see some criticism of the price, but I'm fine with that; the price seems fair for what I get. (And, to be honest, the last few years basically everything
seems expensive...) I went for the books and minis and fancy dice and cards because I really want to sell my group on this and I think that'll be easier if it all looks awesome (and Stormlight can have some real cool looking scenes...) The system having some similarities to to 5e is also probably good for me, for the same reason. But yeah, I think the
audience is people like me - "the cosmere is really cool, I could be persuaded to try an rpg in it" - rather than people who like a lot of rpgs but don't care about the cosmere specifically. Former pwotter. Play D&D5e, gloomhaven, and tennis. Hi everyone. Remember to vote, especially in low-profile elections like primaries and midterms. The vast
majority of the complaints I've seen about the rules have been in three major groups: It's just 5e and that's bad. This one is has no real basis in reality. I almost wrote the game off for this myself after a very brief skim and seeing Advantage but I went back to see if the OGL was mentioned. It wasn't so I gave it a closer look. The reason the OGL isn't
mentioned is that it's a unique system. While it has some influence from 5e it's not particularly close to it in respect to the genre its in. It's closer to 5e than it is to Blades in the Dark but what it shares with 5e is either not unique to it or not identical to its implementation. It's got Advantage for example but the specifics of how it works clearly
understands the problems with how 5e implemented it. Or, rather, it fixes the things I think are problems and as I'm not the only one with that opinion I'm assuming it's at least part of the intent. It's just a trad d20 and that's bad. It is a trad d20 game. That in and of itself isn't an indication on quality though. People who dislike trad d20 games
probably won't like it but that's not the same as it being a bad trad d20 game. However it's also only mostly a trad d20 game. There are some very strong influences from games like Pathfinder 2e, Shadow of the Demon Lord, and D&D here but there are also clear ones from FFG's Star Wars/Genesys, and game's like Blades in the Dark. It's not a
narrative game and that's a bad fit for Cosmere. This is more substantive as a complain to my mind. Now, I certainly don't agree with it for a variety of reasons but I do think there is more grounding for this as a complaint. The Cosmere books are, well, books. The Cosmere RPG is a fairly trad fantasy game. I can see why someone might want a more
narrative game to recreate something that is all narrative. However I think the Cosmere books are pretty grounded in systems and as such needs a good amount of crunch for those system to be usable play the players. They're also fairly tradition fantasy and the design goals of these games isn't to recreate the narratives of the books. They're to
create the setting and then let you make your own stories within them. For that I think a mid-weight game makes the most sense. Especially in context to bridging the gap between reader and player, and RPG fan and reader. I have seen some nuanced discussion of issues the game has but they're quite thin on the ground in comparison. Especially in
more public forums. What I haven't seen yet is anyone saying that they like trad d20 games but that this one is a bad version of it. Not to say those people exist but I've not yet seen it and have been pretty active in talking about it in various places. From my own reading of the game it looks like a very well put together d20 game. It knows what it
wants to be, knows what does and doesn't work about its inspirations, and knows enough to blend those things together in a way that's cohesive while preserves those mechanic's strengths and mitigating their weaknesses. There might be some critical flaws I'm not seeing. The game is also not perfect as it is but no game is. So for your worries about



cancelling you pledge I'm fairly certain you're safe. Although I would implore you to read the beta rules and look into the Paths on Demiplane (you will need an account) all the same. If you like D&D I can't imagine you finding a load to dislike here but you never know. It's not a narrative game and that's a bad fit for Cosmere. This is more substantive
as a complain to my mind. Now, I certainly don't agree with it for a variety of reasons but I do think there is more grounding for this as a complaint. The Cosmere books are, well, books. The Cosmere RPG is a fairly trad fantasy game. I can see why someone might want a more narrative game to recreate something that is all narrative. However I think
the Cosmere books are pretty grounded in systems and as such needs a good amount of crunch for those system to be usable play the players. They're also fairly tradition fantasy and the design goals of these games isn't to recreate the narratives of the books. They're to create the setting and then let you make your own stories within them. For that I
think a mid-weight game makes the most sense. Especially in context to bridging the gap between reader and player, and RPG fan and reader. That is one strange complaint to be honest. The author is known for using detailed magic systems. A non narrative more traditional game actually makes more sense here. Also I watched a youtube video about
the kickstarter where Mr. Sanderson told a little bit about his struggles with the Vampire 1E rule set. He very obviously is a P&P RPG gamer himself and he if he likes retain control over his IPs. So it makes a lot of sense that it will be a RPG with a rules set that he likes to play himself.....so putting 1+1 together I dare to bet: traditional RPG with some
narrative elements is what he likes and what we will get here. And I am tottaly fine with that as I struggled with the various WoD rules sets as well. Edit: And I looked at that kickstarter again after a few day. It is at over 7 Million dollars now. That is freaking impressive. I've started digging into the rules, and while I have no plans to back the
crowdfunding campaign, I'm cautiously optimistic about the system design. I'm currently planning on picking this up at retail. I'm currently a Star Wars Unlimited fanboy, and made swudb.com Bluesky: Currently Running: Triangle Agency Currently Playing: Alas, nothing Currently Reading: Slugblaster, Daggerheart, ICON 2.0, Cairn Currently
Salivating: Torchship, ICON 2.0, Neon City Outlaws Awesome! Good to hear that people who know more about rule system design seem to like what they see. I did take a look at the beta rules and they seemed good to me, but I didn't consider myself very experienced in this so I wasn't sure. I'm even more excited now and can't wait for the release
next year! Just have to make sure we wrap up this Storm King's Thunder campaign I'm running first... Former pwotter. Play D&D5e, gloomhaven, and tennis. Hi everyone. Remember to vote, especially in low-profile elections like primaries and midterms. A couple of Radiant paths are up on Demiplane if you want to see how it works. It's bespoke to
the system and has some fairly heavy narrative requirements due to the nature of things. Discussion of the mechanics of magic is inherently a spoiler for the books though so if you're going to get into that stuff I'd appreciate if you would spoiler it. I'm kinda curious, does the RPG actually use the mechanics of the various magic systems? Because
there's a bunch of different ways magic can work, in ways that more crunchy RPGs can be too inflexible to handle well. Thinking for example about how D&D runs magic in a very specific way that doesn't map to most fantasy worldbuilding. I don't think we know the rules for anything except Stormlight, but in the AMA, the designer said they included
them. For Stormlight, the character creator up on demiplane includes the Talents for lightweavers and windrunners, and the appropriate surges. Former pwotter. Play D&D5e, gloomhaven, and tennis. Hi everyone. Remember to vote, especially in low-profile elections like primaries and midterms. I only skimmed the Beta, but I thought there were
some interesting tidbits. I wonder if any of these will influence a future Mutants & Masterminds 4e. Oooooh. I'm currently a Star Wars Unlimited fanboy, and made swudb.com Bluesky: Currently Running: Triangle Agency Currently Playing: Alas, nothing Currently Reading: Slugblaster, Daggerheart, ICON 2.0, Cairn Currently Salivating: Torchship,
ICON 2.0, Neon City Outlaws I'm going to say something that is probably going to upset many Sanderson fans, but I bounced off of Stormlight Archives really hard. I read the first 3-4 books and I LOVED the universe created the concepts of the giant grabs and essentially power armor. Very cool. But Sanderson chose to put the protagonists personal
development, over the overall plot and story. Which is awesome, and what most people I think want from books these days. However, each character ended up being an allegory for various mental illnesses, to the point where you'd spend entire chapters in character's heads as they attempted to navigate depression, etc. Some people calling the series
high fantasy is a bit disingenuous. Yes, the setting is high fantasy, but it certainly doesn't read like your typical high fantasy. So I find it a bit surprising to see it turned into an RPG. But I suppose if you strip the book of most of it's substance, you do get a cool universe out of it. I just found when I read it, the character's struggles overshadowed the
universe so much that I frankly remember very little of it, beyond the personal development arcs. Mistborn did not focus quite so much on the internal struggles of each character, and so I find it easier to see how it could become an RPG. I'm very skeptical on another d20 game, but the fact that they are using PF2es 3-action economy is a step in the
right direction. How they do the magic system and social / narrative mechanics are by far the most important piece to me though. Combat d20 games are a dime a dozen, throw in Vancian magic and you have the last 30 years of d20 combat games. This is their opportunity to do something more. If you gave me freeform magic (or at least narrative
driven magic), 3-action economy, and perhaps a plot die or two to keep running the games actually interesting... and I might be interested. So I find it a bit surprising to see it turned into an RPG. But I suppose if you strip the book of most of it's substance, you do get a cool universe out of it. Yeah, it's for telling your own stories in the setting. I'll have
to grab the quote from Chasmfiend in a bit but they're making a game for the setting not a game for the narratives Sanderson is writing in it. It's not the sort of game where you play as an existing character and deal with their narrative. You can of course do those sorts of narratives but its not like you need much in the way of mechanics to play a PC
with anxiety. How they do the magic system and social / narrative mechanics are by far the most important piece to me though. Most of that stuff is available to be previewed. The beta rules have social procedures, larger non-combat challenges, clocks, and some player dictated goals as a secondary advancement system. The meat of that last part isn't
in the beta rules but they've talked about the Goals system being quite a major part of things. It does however tie into the magic system and that can be previewed on Demiplane. Links for all that stuff I posted on the last page. Putting some comments about the magic system in the current beta in a spoiler block just in case: The magic system is
handled by a mix of skills and narrative permissions. When you get your radiant path, you get access to two surges, which get added to your character as two new skills. These surges give you the basic of what you can do with your power, and new talents allows you to remove restrictions (like range or duration or number of people affected). There
are clearly mechanical effects to the surges, but the game also points that the surges effects are narrative by definition, and the GM and player can figure out what actually happens. Like with the surge of adhesion, there are clear rules (range, size of object that can be adhered, duration, cost...), but then the players can get inventive with them: - You
use adhesion in an enemy feet with the ground: then you could say you immobilized them. - You use adhesion of an enemy arm with its body: they get disadvantage on their attack rolls. I think it is a very clean solution to the whole magic problem. There are traditional rules for them, but there is also space for the players to be inventive with them. The
parts of swearing ideals and your bonds are also a combination of things: swearing ideals is a mechanical talent, which mechanical rewards, but they are tied to personal character goals that have to be achieved so you can swear the ideal. This is their opportunity to do something more. If you gave me freeform magic (or at least narrative driven
magic), 3-action economy, and perhaps a plot die or two to keep running the games actually interesting... and I might be interested. This is very close to what we are getting based on the previews and comments. The links from Dragox27 to Demiplane have the rules for magic in the Radiant paths section (they are not in the Beta PDF). So I find it a bit
surprising to see it turned into an RPG. But I suppose if you strip the book of most of it's substance, you do get a cool universe out of it. I'll have to grab the quote from Chasmfiend in a bit but they're making a game for the setting not a game for the narratives Sanderson is writing in it. So I was talking about point 7 on this list but I'm posting the
whole thing as it's probably useful context for everyone here. Although they talk about more about 2, 3, and 6 in more detail in the magazine. STORMLIGHT RPG DESIGN VISION In 2022, Brandon Sanderson worked with Creative Director Johnny O'Neal and Lead Designer Andrew Fischer to set the design vision for the Stormlight RPG. Together,
they set nine priorities that have guided the game's development ever since. Here they are, along with some direct quotes from the original design document. 1. Keep it canonical The Stormlight RPG will introduce new lore and expand the world of Roshar. While some aspects of the world and magic system may be simplified or codified for gameplay
purposes, the in-world descriptions and Radiant powers in these sourcebooks will be canonical and Brandon-approved. 2. Balance uniqueness & familiarity It can be challenging to convince players to try a new campaign setting, especially if they also need to learn a new system. While the Stormlight RPG deserves purpose-built rules designed for the
setting, we should also embrace proven mechanics that the average RPG player will find approachable. 3. Balance narrative & crunch Brandon is famous for "hard magic" systems, and wants to see a game with enough mechanical heft for players to find and exploit clever combos. At the same time, Stormlight fans are drawn to character development
and emotional storytelling. Our team will leverage narrative mechanics inspired by modern RPGs that can make gameplay more satisfying and story-driven. 4. Tie character development to game mechanics In most RPGs, "leveling up" is a downtime activity. For the Stormlight RPG, we want to make character progression - whether that means
swearing an Ideal or achieving a personal goal - the climax of a session. Mechanical advancement should be intertwined with personal growth. 5. Balance combat and non-combat enouncters Combat should be mechanically rich, but not overstay its welcome. Social and skill-based scenes should feel as compelling as fights, with special mechanics that
lend texture to roleplaying. 6. Balance Radiant and mundane characters Many players will want to be Radiants, but others will prefer to play as heroes without Invested abilities. A leader's inspiring speech or a scholar's insight into an opponent's weak point might confer mechanical benefits that are just as valuable as magical effects. Radiant and non-
magical characters should both be viable, and multiclassing between them should be the default mode of play. 7. Tell new stories This is a game about creating your own characters in Roshar, and we want to support options and archetypes that go well beyond the characters we know best. We need a diverse range of character options, not powers
that will just give players carbon copies of Kaladin and Shallan. 8. Publish beautiful books A lot of people who love RPGs rarely have time to play them, and many of Brandon's fans are not RPG players. While great gameplay comes first, we're committed to making beautiful and immersive books that will delight any Stormlight fan. We'll work with
world-class artists and passionate fans to bring Roshar to life. 9. Create a game that endures We need to create a nuanced system with room to expand over the next decade. This should be a "living RPG" that grows as Brandon writes new stories in Book Six and beyond. Last edited: Aug 12, 2024 I'm a bit sad to see the system in the excellent
Mistborn Adventure Game being forgotten in lieu of another d20-style game to grab 5e fans' attention. Star Wars phrase, "May the Force be with you," translated into Japanese then back into English by TranslationParty. "I want to be with you." Puts the films in a different context. I'm a bit sad to see the system in the excellent Mistborn Adventure
Game being forgotten in lieu of another d20-style game to grab 5e fans' attention. The game is 13 years old, and I never see it discussed. Here on this forum, there are tons of threads that talk about it. But every thread is "tell me about the system" leading into people describing the system and saying they like it. There's no thread where the system
takes off. It seems like a system that got a ton of respect and not a lot of love. I'm currently a Star Wars Unlimited fanboy, and made swudb.com Bluesky: Currently Running: Triangle Agency Currently Playing: Alas, nothing Currently Reading: Slugblaster, Daggerheart, ICON 2.0, Cairn Currently Salivating: Torchship, ICON 2.0, Neon City Outlaws
The Mistborn Adventure Game is one of the two modern games that changed how I think about RPGs in a fundamental way, and I've never run or played it. It's a brilliant game that I just never found the time or place for. Yeah, that seems to be the recurring theme, which probably explains why there's a new system coming. I'm currently a Star Wars
Unlimited fanboy, and made swudb.com Bluesky: Currently Running: Triangle Agency Currently Playing: Alas, nothing Currently Reading: Slugblaster, Daggerheart, ICON 2.0, Cairn Currently Salivating: Torchship, ICON 2.0, Neon City Outlaws I played the Mistborn RPG at a Con, over a decade ago (o no I am an old), and rather enjoyed it. As I
vaguely recall, I think it was kinda FATE-adjacent, in which characters could tag qualities for bonuses-- I mostly remember that 'cause I tagged my character's 'portly' quality in order to sit on some guy we were kidnapping. The magic systems seemed a little more specific in contrast, though I don't recall too much about them, as I was playing the
unpowered mastermind. I think what might have held the Mistborn RPG back is that it was designed to do Mistborn quite well, but it couldn't do anything else. Which, again, gets into a 'generalist vs. specificity' debate in game design. But at least a lot of games focus more on a broader genre (fantasy, superheroes, horror, etc) and offer more room to
play in there. Plus, at the time of the Mistborn RPG's release, Sanderson (and RPG's in general!) weren't nearly as popular as he is now. Though now I'm curious if the book had stats to let you play Vin & Company. Or if the upcoming RPG will let you play Shallan or whoever. Mistborn was designed in a manner to support crew style play, much like
Blades in the Dark. Otherwise, I didn't find the base system limited or limiting, in fact, quite the opposite. The various character types were hard-coded to be and do the things we see and expect from Mistborn characters, but I found it to be a fine narrative system. I'm in the camp that is excited to see a Cosmere RPG but disappointed to see such a
traditional d20 system that doesn't seem as freeform or freewheeling or narrative as I would expect. I think at this point I will just wait and maybe acquire the books to use as source material but run a game in whatever superhero system I prefer when I get a chance. Star Wars phrase, "May the Force be with you," translated into Japanese then back
into English by TranslationParty. "I want to be with you." Puts the films in a different context. The Kickstarter page says: Each Surgebinding skill lists specific baseline effects, and talents can unlock advanced capabilities like Soulcasting living flesh or creating Elsegates. However, the rules encourage players to use their powers creatively—just like
the protagonists of Cosmere novels. The game rules provide specific answers to questions like, "How much faster can my Edgedancer move with Abrasion?" But this system is also ready to handle improvisational actions like using Abrasion to survive being swallowed by a Chasmfiend. (Roll Abrasion and raise the stakes!) I feel like the options are
there. It feels more narrative than straight D&D to me, anyway. And they've handled the 'multiclassing magic-using classes' problem by making it skill-based, so you can play characters who came to their powers late without being awful compared to the early power-users. Compare a Warrior 5/Windrunner 5 with a Warrior 1/Windrunner 9. Both
would likely be at the Third Ideal. Both could have invested 3 ranks into each of their Surgebinding skills. Their primary difference would be in talents. The character with more Warrior talents would have access to powerful fighting stances and be a deadlier threat with their Shardblade. The character with more Windrunner talents would have some
excellent Adhesion and Gravitation techniques. But both characters are equally viable! In playtesting, we've seen that characters swap freely between Radiant and heroic talents as they level up. We love seeing that, because it's true to the books I wrote a short story, and It's a murder mystery with a magical mercenary! "Evil begins when you begin to
treat people as things." — Terry Pratchett, I Shall Wear Midnight Excited about the solo rules announcement. A pity we have to wait for their full vision of it, but it makes sense with all they have on their plate right now. The Mistborn Adventure Game is one of the two modern games that changed how I think about RPGs in a fundamental way, and I've
never run or played it. It's a brilliant game that I just never found the time or place for. While I'd played a fair amount of different games by the time it came out, it was eye-opening for me too. I've run more campaigns with it than I think I have any other single system. It had some pretty rough edges in a few places, and I think a more modern
rendition probably would borrow from Blades some. I think I'm ultimately with those that are disappointed by the level of traditionalism that's on show in this go-round. It's got some neat ideas, but it's just not the kind of thing I really enjoy running anymore. I decided to up my pledge to the full GM package. What changed my mind? Rereading The
Sunlit Man. The Sunlit Man is Brandon's last novel from his Secret Projects, and focuses on a former Rosharian who is now what the game previews classify as a Worldhopper. You get to see elements of both Stormlight and Mistborn in the book, along with a good look at how Worldhoppers function. It's a long wait (2026 or later), but showing these
elements combining naturally on a narrative level gives me confidence that they can make a game that accurately reflects the source material. Oh man, this game. I've waited years for it. I want to love it. And yet... okay, this is a rant. The Cosmere RPG is a fantastically ambitious project, from the ideas about future-proofing and cross-compatibility to
wanting balanced freeform character advancement to using hard rules to give players an experience true to the expertly-crafted melodrama of Brandon's books. That goal may, unfortunately, be impossible. It certainly doesn't seem to be realized in the game we can see. In the High Rollers one-shot, there's a moment when a Stormform Regal runs off
to do some unspecified evil. Valerin (a Windrunner of the Second Ideal) wants to chase after her, but the GM counsels that would be foolish - not because the other PCs would be in danger without Valerin's protection, but because he doubts a Radiant could handle any random Regal in single combat. That felt very odd to me, so I mocked up a fourth
level Leader/Windrunner (as Valerin seems to be) and tried a few sample combat against the playtest Regal stats. The fight tended to be very close (I'd say it slightly favors the Radiant unless the Regal uses Refocus at some point, which swings the balance towards Odium). That's a little hard to assess in terms of lore accuracy (we seen surprisingly
little of Regals in the series' fight scenes), but it felt waaay off to me - if these guys are each as dangerous as most Radiants, how did the Alethi army ever survive facing hundreds of them? More to the point, we can see from the Masked One stats that they're somewhat stronger than Regals, as you would expect. So... I guess all of the new
Windrunners (and even squires) that Kal sent into single combat with the Heavenly Ones should just be dead? Here's a clear case where following your intuition of reasonable odds based on the books will give you extremely disappointing results. And it's just the tip of the iceberg - I can see a lot of the game's stated audience of Stormlight fans with
little to know RPG experience getting a nasty shock when they try to cross the Shattered Plains with Gravitation (and fall out of the air 50 seconds later, having traveled less than half a football field) or try to cut through a dozen or so foes with a Shardblade (and learn they can still only hit one per turn, then get overrun). When they do fall, either out
of the skies or in battle, they'll get another nasty surprise - lasting injuries. The injury system is a deeply cool piece of game design (in fact, it's a better version of a house rule I've used in 5E for years, to cut down on the fall down -> Healing Word cycle that game's fights often devolve into), but it did leave me wondering: has any named character in
any Sanderson book ever sustained a lasting injury for any reason other than to use magic and heal it back within the day? Mistborn becomes a very different story if Vin is likely to get tagged by some random Misting assassin and spend the rest of Well of Ascension suffering from a traumatic brain injury, unable to react quickly in the battles or
chases that follow. And these injuries have real teeth - it's not that unlikely for a character's first brush with the system to leave them at a huge disadvantage for in-game weeks. It's arguably even worse if that character is a Radiant who has to learn the hard lesson that, Stormlight or no, they're at least three levels away from regaining use of their
arm. Sorry, Lopen. Still, at least Sanderson's heroes consistently view wounds as a real possibility to consider. That's more than I can say of shields. Outside of Lurchers, I'm not sure whether anyone in the Cosmere has ever touched a shield. In the game, however, they're a huge deal in combat, and practically mandatory for anyone going into fights
who doesn't want to grapple with that injury system. Two-handed weapons are a huge opportunity cost, so players should think long and hard before grabbing a spear, hammer, or literally any weapon we've seen a hero in Roshar wield. Well, except for Shardblades. Those pair perfectly with shields, in much the same way that nobody in the books has
used them ever. Those could all sound like quibbles, and they could be fixed with rules changes before the game comes out. However, even if they were, I have no doubt that similar issues would emerge, and some of them would bother you as much as these ones do me. That's almost inevitable with the approach the game has taken, using a fairly
crunchy, ruleset, based on both simulating the world in its default state and introducing exceptions for each supernatural ability or special talent. Clouds of unique special abilities are nothing new in RPGs. However, that just means we have countless examples of them becoming some the most contentious parts of previous games, both confounding
new players with all the choices and annoying long-time ones who see it as punitive to stray away from a handful of "correct" decisions. I would certainly struggle to justify building a character in this game beyond the very lowest levels who didn't dip into Scholar enough to get those tasty cap-breaking points for whatever their most-used nonmagical
skills are. It's not an exaggeration that I've seen games break down when the optimization potential of games like Exalted made it hard to craft challenges which were meaningful to the whole party. Thee classic reply there is "my group isn't into power gaming," but that just increases the chances of somebody stumbling into disproportionately
powerful options by accident. And that's without getting into currently unresolved issues, like whether you can stack the same Talent multiple times (gotta love a Cognitive Defense of 30 or so off of every single Customary Garb and Collected). Or the often-odd current Talent trees, which could be their own essay if not for the changes to Artifabrian
just between the Brotherwise video and the recent update, showing how up in the air those still are. But no matter what changes, the chassis is certainly locked in, and all the complexity that comes with it. Whatever else changes, all characters in any scene will have a pool of "mana" to track, and most will have two. And the decision points for using
those resources are constant - before, during, and after your own actions, and even on other people's turns. Every little bit counts, and both tracking resources and making a lot of granular decisions are two of the bigger things I've seen slow down combat. And that's a bad problem to have for a game which has borrowed a lot of structure from D&D
5E, unfortunately including its glacial combat. Several times, the game designers have talked about their goals for combat pacing - they want it to move fast in real time, and only take 3-4 rounds in game. They've encoded the good gaming practice of rolling attack and damage at the same time into the rules, slightly reduced HP from 5E's standards,
and cleaned things up in several other small ways. But that's the rub: it's only small changes, while some of the steps the Cosmere RPG takes in the opposite direction loom much larger. Big damage spikes are harder to come by, Radiants get consistent free healing, and thanks to those shields we talked about earlier, disadvantages on attack rolls are
easy to come by. We don't have the information to look into their goals of keeping combat a consistent poace across 20+ levels, but in my (4th level) Radiant vs Regal fights, an even battle would generally last around 10 rounds. Yes, fights between groups do get a bit faster due to multiple characters focusing their fire on one opponent, but if the
enemies do that as well, things will eventually boil back down into a small battle which can become a slog, and they'll subject several PCs to injuries along the way. The only way that desired pacing seems possible to me is if the PCs routinely outclass their opponents... but why even run a long combat scene against enemies who cannot realistically
win? And they will be long - the High Rollers took an hour running not quite two rounds, and without one of them becoming a Lightweaver and getting that fantastic Empowered buff, they were nowhere close to done. Out of eight enemies, they had taken just one or two out of the fight. They could easily have gone another hour without reaching the
end, let alone also finishing the second "boss fight" encounter the GM seems to have planned. At least he was doing an admirable job keeping track of all the enemies - I don't relish the idea of tracking Focus values for eight enemies at once. Imagine using a system like that to run a sequence where Wax and Wayne (or Vin and Zaid) fight their way
through an entire building filled with dozens of enemies. Imagine using it to run the Battle of Thaylen Field. No wonder Stonewatchers apparently has one combat every session or two... but from 5E, it inherits mechanics like short rests which only make sense when you're planning around multiple serious fights each in-game day. Holdover problems
like that really get me down when I look at all the brilliant concepts original to the Cosmere RPG. The plot die flawlessly brings the advantages of Genesys' custom "narrative dice," but without requiring you to buy multiple new sets, or drowning players in a sea of unfamiliar symbols. I was especially impressed by the video where a designer mentions
making the plot die mathematically optimal, so that the game is incentivizing players to do the cool, fun thing - a massively important design principle too many games neglect. On the other hand, many games do try to find good support or utility abilities for nonmagical, noncombat skills... and I can't think of any which present the range of options,
both in concept and in gameplay that this RPG does. Playing a surgeon or an Ardent actually looks really rewarding through lots of the game, both in and out of combat. And when you do wind up in a fight, the initiative system is brilliant in its simplicity - if the rest of this game's combat did half that well at packing simple but impactful decisions into
actually saving time at the table, I wouldn't be making this post. But, well, I don't think it does. Despite such a great concept, with a hugely talented team, lovely art, and no shortage of great ideas, I'm worried about this game. If I had the game in hand and a group looking to start a new RPG tomorrow, I would hesitate to recommend it - probably only
if most of the players were already fans, and most of the players were already RPG veterans. As a game for people from one of those worlds to first experience the other, its rules get counterintuitive too often for someone playing based on their understanding of the novels instead of the game, and they just get plain awkward to use too often to pick
this over the many other similar systems if the setting isn't a draw. Mistborn was designed in a manner to support crew style play, much like Blades in the Dark. Otherwise, I didn't find the base system limited or limiting, in fact, quite the opposite. The various character types were hard-coded to be and do the things we see and expect from Mistborn
characters, but I found it to be a fine narrative system. I'm in the camp that is excited to see a Cosmere RPG but disappointed to see such a traditional d20 system that doesn't seem as freeform or freewheeling or narrative as I would expect. I think at this point I will just wait and maybe acquire the books to use as source material but run a game in
whatever superhero system I prefer when I get a chance. I am actually glad that they went with a more traditional system. That means it has a chance to develop staying power and a whole years long line of supplements. More freeform or narrative game like FATE most of the time just means that the game will quickly "die in beauty". Heavily
narrative games have the same problem that very rules heavy games have: You lose too much of the potential player base and you have difficulties getting a group of people to agree to it as individual tastes are different. FATE would be a death knell to my current long time group. Two members would like it a lot, two would loathe it. The same would
apply in reverse when it comes to lets say Rolemaster. So all games we play are compromise betwen those two. So I get and agree why the makers of the Cosemer RPG choose a game with a more tradiotinal structure. It make imho a lot of sense if you want to establish a succesfull game line an not a single one and doen crowdfunding. I also don't
know why they'd go for anything but a trad game when the worlds you're talking about emulating are trad game affairs. The game isn't about retelling Sanderson's stories but telling your own in his worlds. Something very narrative therefor doesn't make a lot of sense to me because such a big part of the worlds are the systems and rules. Page 4 I also
don't know why they'd go for anything but a trad game when the worlds you're talking about emulating are trad game affairs. The game isn't about retelling Sanderson's stories but telling your own in his worlds. Something very narrative therefor doesn't make a lot of sense to me because such a big part of the worlds are the systems and rules. Its also
probably Sanderson's own preference for a RPG. In one youtube interview at the beginning of the crowfunding he mentioned his difficulties of getting into Vampire. Which is hilarious given that MAG went on to be clunky in most of the same ways VtM is and for the same reasons. Kickstarter is finishing up. It's become the biggest RPG kickstarter
ever; and overall is currently 4th (might overtake to 3rd by the end of the day). I've been keeping an eye out on the feedback and it seems to be broadly positive, despite Highbrowbarian's misgivings (and, most critically, I haven't seen anyone saying "yeah, I played a few sessions of it and it was a slog"). I'm looking forward to next september when we
get it, and wondering about just how many add-ons I should get! Former pwotter. Play D&D5e, gloomhaven, and tennis. Hi everyone. Remember to vote, especially in low-profile elections like primaries and midterms. It plays well from my experience with it. My major issues are all things they've acknowledged as issues too. So I've got little to
complain about until the game is out. I am okay with the traditional base engine, considering how many differentish moving parts need to be bolted on top of it. I already have a few ideas I want to try, some more out there than others. Looking forward to reading more about some Orders that we haven't seen in detail yet (Stonewarder, Truthwatcher,
even Skybreakers on some level). The new announcement of the solo mode is excellent news And I love a slipcase, so win win for the ending. @Highbrowbarian's post talked me out of backing, so thanks I guess? Sight unseen, of course, but it really sounds like a situation where the "game" aspects of the design ran headlong into the "fiction" parts,
and to a large measure defeated them. I will not say the day is done, nor bid the stars farewell. I wasn't convinced of that. It's not a criticism I'd heard from those who said they'd played the game; I didn't want to argue since I hadn't played it either, but I didn't expect any of the issues he brought up to come up, for me at least. The testimonies I've
found most convincing are "I played it and it was great" - and I've heard plenty of those - and I've heard none of the opposite stories of "I played it and it was boring." I'll see how it works when I get to run it for my group in a year, but I'm still feeling pretty positive. Not surprised there's some negative feedback, nothing can get this popular without
some detractors but as far as I can tell the negative responses are the small minority from both the theory crafters looking at rules without playing and those who've played it. Former pwotter. Play D&D5e, gloomhaven, and tennis. Hi everyone. Remember to vote, especially in low-profile elections like primaries and midterms. Designed by Shawn
Tomkin, of all people. That is very exciting! Yeah, I'm super happy for Shawn (and for us fans of his work ). It is impressive how he has his own games, but he has also worked in The One Ring and now Cosmere, some of the biggest fantasy stories. About the power level thing: I think it's an artifact of a level system. Thing is, the characters in the
playtest scenario were level one characters, which is very much people at the very beginning of their personal journeys of adventure. By contrast, someone like Kaladin, by the time he faced stormforms, would have been probably closer to level ten or something, and basically all of his first "generation" of squires were also veterans when they began
encountering the fused. Also, not every stormform or fused is going to be created equal. I mean, if some barely-out-of-childhood singer turns into a stormform, sure they have a powerful body, but they still are very inexperienced. (And I actually did find it weird, even implausible, in the books how well even junior Windrunners were able to take on the
Heavenly Ones. I guess a Watsonian explanation might be that the latters' minds simply weren't what they used to even if they were, theoretically speaking, more experienced than any human being ever could be.) So I think the criticism is a valid one, but not necessarily an insurmountable one, if a campaign about fighting those sorts of enemies
doesn't begin at level one and/or doesn't look at enemy stat blocks as too set in stone. I am actually glad that they went with a more traditional system. That means it has a chance to develop staying power and a whole years long line of supplements. More freeform or narrative game like FATE most of the time just means that the game will quickly "die
in beauty". Heavily narrative games have the same problem that very rules heavy games have: You lose too much of the potential player base and you have difficulties getting a group of people to agree to it as individual tastes are different. FATE would be a death knell to my current long time group. Two members would like it a lot, two would loathe
it. The same would apply in reverse when it comes to lets say Rolemaster. So all games we play are compromise betwen those two. So I get and agree why the makers of the Cosemer RPG choose a game with a more tradiotinal structure. It make imho a lot of sense if you want to establish a succesfull game line an not a single one and doen
crowdfunding. Note I didn't mention Fate in any way or manner; there are far better narrative games, two of which I did name: Mistborn Adventure Game & Blades in the Dark. I would love to see Cosmere done with a FitD setup, or even better yet something more akin to the Wild Words Engine. Or FU2E as seen in Neon City Overdrive and Tomorrow
City. Or Cortex Prime. Or Storypath Ultra. Or DOGS, the generic version of Dogs in the Vineyard. I'm always floored when I say narrative system, somehow people assume somebody is referring to Fate. I don't, or I would reference it. I'm not a big fan of Fate, unless it is the original Dresden Files RPG or Strands of Fate 2E. Star Wars phrase, "May the
Force be with you," translated into Japanese then back into English by TranslationParty. "I want to be with you." Puts the films in a different context. Note I didn't mention Fate in any way or manner; there are far better narrative games, two of which I did name: Mistborn Adventure Game & Blades in the Dark. I would love to see Cosmere done with a
FitD setup, or even better yet something more akin to the Wild Words Engine. Or FU2E as seen in Neon City Overdrive and Tomorrow City. Or Cortex Prime. Or Storypath Ultra. Or DOGS, the generic version of Dogs in the Vineyard. I'm always floored when I say narrative system, somehow people assume somebody is referring to Fate. I don't, or I
would reference it. I'm not a big fan of Fate, unless it is the original Dresden Files RPG or Strands of Fate 2E. I used FATE as an stand in and example. It is probably the best known of the more narrative focused games. I could have used something like PbtA easily as well. From the list you use ? Almost nothing rings a bell with me. I can hazard a very
good guess what Storypath Ultra is and have some inklings about Cortex Prime. Both nothing I can and want to DM. And its not that I didn't try in the past. I know exactly who in my group would and who wouldn't want to games these. In comparison one look an a little bit of reading in that Cosmere quickstarter and I knew I could sell this to my
group. It has the combination of rules and narrative elements I can sell to my whole group. So imho Brotherwise Games made the right decission here by going with more mass appeal with their rules. Personnaly speaking I would want something with even more meat on the bones when it comes to rules. I mean I still think that MERP is the best
Middle Earth game, and that Pathfinder 2 and Rolemaster have a nice amount of crunch. But then the other half of my group would run away screaming...... Last edited: Aug 30, 2024 Now the KS is over and the interminable wait until the actual game is out begins... ; ; Yep! And continually second guessing the list of addons I picked, since I'll be able
to change them in backerkit and I keep wondering if I should have gotten more or less Former pwotter. Play D&D5e, gloomhaven, and tennis. Hi everyone. Remember to vote, especially in low-profile elections like primaries and midterms. Since I last posted in this thread I have read the Mistborn trilogy and, just finished Way of Kings (that have sneak
of its chapters in my top 3 chapters of a fantasy novel) and I'm starting Warbreaker tonight. I still don't know if I would play in these settings (or it is just one setting?) but I see the value now in getting the setting books. There are things know and things unknown and in between, the doors. Since I last posted in this thread I have read the Mistborn
trilogy and, just finished Way of Kings (that have sneak of its chapters in my top 3 chapters of a fantasy novel) and I'm starting Warbreaker tonight. I still don't know if I would play in these settings (or it is just one setting?) but I see the value now in getting the setting books. After the original Mistborn trilogy, you should read the Wax & Wayne
trilogy, which starts with Alloy of Law. Star Wars phrase, "May the Force be with you," translated into Japanese then back into English by TranslationParty. "I want to be with you." Puts the films in a different context. I used FATE as an stand in and example. It is probably the best known of the more narrative focused games. I could have used
something like PbtA easily as well. From the list you use ? Almost nothing rings a bell with me. I can hazard a very good guess what Storypath Ultra is and have some inklings about Cortex Prime. Both nothing I can and want to DM. And its not that I didn't try in the past. I know exactly who in my group would and who wouldn't want to games these. In
comparison one look an a little bit of reading in that Cosmere quickstarter and I knew I could sell this to my group. It has the combination of rules and narrative elements I can sell to my whole group. So imho Brotherwise Games made the right decission here by going with more mass appeal with their rules. Personnaly speaking I would want
something with even more meat on the bones when it comes to rules. I mean I still think that MERP is the best Middle Earth game, and that Pathfinder 2 and Rolemaster have a nice amount of crunch. But then the other half of my group would run away screaming...... No knock on Brotherwise, but I was going to use another system, I would lean on
cinematic action, so I'd use the Cypher System or Savage Worlds. After the original Mistborn trilogy, you should read the Wax & Wayne trilogy, which starts with Alloy of Law. That was my original plan, but most videos with a recommended reading order, including Sanderson himself recommending Mistborn Era 2, after Words of Radiance. There are
things know and things unknown and in between, the doors. Is there a problem with release order? she/her Currently running: The Between, Fabula Ultima Currently planning: ? From the river to the sea, Palestine will be free. Guide to BDS Boycotts Is there a problem with release order? Not really. There are slight spoilers here and there, but in the
case of Mistborn Era 2 it's very minor in that on Roshar you get one look at a Cosmere organization and on Scadrial you get a very different look at the same organization(as much as The Last Metal could be considered a spoiler for Words of Radiance and later, the same could be said for the reverse because they both show you very different ideas
about what the organization is and does). Is there a problem with release order? Aside from everything said above, there are characters (minor ones so far where I am) that pop up here and there. There is a very minor character that show up in the 3 Mistborn books that, if you read those first, when they "reveal" themself in Way of Kings makes that
whole conversation more interesting IMO. But I'm no expert and I have avoided as much spoilers as possible (but I did spoiled myself when I google the character above since I wanted to make sure they were the same and not someone with a similar name). I do can say, now halfway through Warbreaker you can see there are recurring themes about
magic, governments, religion, and the physical world. Is not that they are the same in the 3 settings. They are not. But those are themes that are prominent in the books I have read so far. There are things know and things unknown and in between, the doors. I just finished the second Mistborn book and that's my exposure to Cosmere. It's enough to
make me interested, but I'm at a weird stage where I feel doing any more research into the game is going to spoil the other books for me. I'm very curious to see how they handle the mechanically well-described powers in the serious, especially combined with how much power disparity there is in the characters of the setting. The licensed games I've
seen recently (such as Avatar or The Dragon Prince) were narrative-focused games that could handwave the mechanics of the powers, but it sounds like this game is going to take a different approach. Not really. There are slight spoilers here and there, but in the case of Mistborn Era 2 it's very minor in that on Roshar you get one look at a Cosmere
organization and on Scadrial you get a very different look at the same organization(as much as The Last Metal could be considered a spoiler for Words of Radiance and later, the same could be said for the reverse because they both show you very different ideas about what the organization is and does). How can a book spoil a book that,
chronologically, does not exist yet? she/her Currently running: The Between, Fabula Ultima Currently planning: ? From the river to the sea, Palestine will be free. Guide to BDS Boycotts It isn't a Brandon Sanderson thread without a reading order discussion! Former pwotter. Play D&D5e, gloomhaven, and tennis. Hi everyone. Remember to vote,
especially in low-profile elections like primaries and midterms. It's not really that uncommon in series that aren't being written in order. I haven't read the books they're talking about, but the Galactic Milieu and Pliocene Exile series by Julian May have spoilers for each other, despite one being written years before the other. Just cuz the books don't
exist doesn't mean the author doesn't have some idea of what's gonna be in them. I think that's less "a spoiler" and more "pre-existing information". she/her Currently running: The Between, Fabula Ultima Currently planning: ? From the river to the sea, Palestine will be free. Guide to BDS Boycotts I just finished the second Mistborn book and that's
my exposure to Cosmere. It's enough to make me interested, but I'm at a weird stage where I feel doing any more research into the game is going to spoil the other books for me. I'm very curious to see how they handle the mechanically well-described powers in the serious, especially combined with how much power disparity there is in the characters
of the setting. The licensed games I've seen recently (such as Avatar or The Dragon Prince) were narrative-focused games that could handwave the mechanics of the powers, but it sounds like this game is going to take a different approach. The 1st Mistborn RPG had each PC rank the following three areas with 1 strong, 1 average and 1 weak: 1.
Powers - with strong being a Mistborn or Keeper, average being a Misting with a single Allomantic power or a shapeshifting kandra, and weak being a mortal 2. Attributes - with strong being exceptional in two of physique, wits and charm, average being exceptional in one, and weak being not exceptional in any 3. Standing - with strong being
exceptional in two of resources, influence and spirit (fortune), average being exceptional in one, and weak being not exceptional in any It worked remarkable well for modelling the various characters in the series and balancing their strengths. Not sure the new RPG will be able to do something similar given the rules chassis, but it would good if it did.
Running: Symbaroum, Exalted Essence Did the kickstarter campaign gave a hint how they are dealing with Allomancers? Shardplates, Shardblades, Lashing, and using stormlight seems pretty standard fantasy fare. Same with the Awakens of Warbreaker. But Allomancy seems tricky to gamify in a mid-cruch system. There are things know and things
unknown and in between, the doors. Did the kickstarter campaign gave a hint how they are dealing with Allomancers? Shardplates, Shardblades, Lashing, and using stormlight seems pretty standard fantasy fare. Same with the Awakens of Warbreaker. But Allomancy seems tricky to gamify in a mid-cruch system. From what I can tell all the Invested
abilities have a similar format: you gain a extra skill with it's own little skill tree that enhances use of the ability. We've seen a picture of the Coinshot tree so far. The 1st Mistborn RPG had each PC rank the following three areas with 1 strong, 1 average and 1 weak: 1. Powers - with strong being a Mistborn or Keeper, average being a Misting with a
single Allomantic power or a shapeshifting kandra, and weak being a mortal 2. Attributes - with strong being exceptional in two of physique, wits and charm, average being exceptional in one, and weak being not exceptional in any 3. Standing - with strong being exceptional in two of resources, influence and spirit (fortune), average being exceptional
in one, and weak being not exceptional in any It worked remarkable well for modelling the various characters in the series and balancing their strengths. Unfortunately I think Resources was the best stat hands down which did sort of ruin things in that respect. At least for people with magic. Resources scaled how much metal you could buy and gave
you slots for infinitely refreshing metals. So it essentially bought you a lot of power. It basically worked like if D&D had a stat that gave you more spell slots on a Wizard. It's just obviously the best thing to invest in as magic is the most powerful thing you can use. For Mistborn it's especially bad because of how much their powers fill in any stat gaps
they might have. Not sure the new RPG will be able to do something similar given the rules chassis, but it would good if it did. It's not. It's fairly standard d20 style chargen. There also aren't any abstracted stats for things like wealth or social standing. Did the kickstarter campaign gave a hint how they are dealing with Allomancers? Shardplates,
Shardblades, Lashing, and using stormlight seems pretty standard fantasy fare. Same with the Awakens of Warbreaker. But Allomancy seems tricky to gamify in a mid-cruch system. One of the updates went over Mistborn in some more detail and showed off Steel. Basically every metal gets a talent tree and Mistborn, Mistings, Feruchemists, Ferrings,
and Twinborn are all Paths. Although unlike Radiant Paths you can choose to start as an allomancer or whatever. Hemalurgy is handled via goals and rewards. Did the kickstarter campaign gave a hint how they are dealing with Allomancers? Shardplates, Shardblades, Lashing, and using stormlight seems pretty standard fantasy fare. Same with the
Awakens of Warbreaker. But Allomancy seems tricky to gamify in a mid-cruch system. They talked about how the hard one was actually Awakening. Surgebinding and Allomancy are both of the form "spend resource to cause an effect", but Awakening is "do something and then get back all the resources you spent on it" and the combination of the two
in a single system was tricky to manage. Former pwotter. Play D&D5e, gloomhaven, and tennis. Hi everyone. Remember to vote, especially in low-profile elections like primaries and midterms. The 1st Mistborn RPG had each PC rank the following three areas with 1 strong, 1 average and 1 weak: 1. Powers - with strong being a Mistborn or Keeper,
average being a Misting with a single Allomantic power or a shapeshifting kandra, and weak being a mortal 2. Attributes - with strong being exceptional in two of physique, wits and charm, average being exceptional in one, and weak being not exceptional in any 3. Standing - with strong being exceptional in two of resources, influence and spirit
(fortune), average being exceptional in one, and weak being not exceptional in any It worked remarkable well for modelling the various characters in the series and balancing their strengths. Not sure the new RPG will be able to do something similar given the rules chassis, but it would good if it did. That looks like a reasonable way to handle things. I
assume this version is no longer supported, but I'll try to track down a copy. Unfortunately I think Resources was the best stat hands down which did sort of ruin things in that respect. At least for people with magic. Resources scaled how much metal you could buy and gave you slots for infinitely refreshing metals. So it essentially bought you a lot of
power. It basically worked like if D&D had a stat that gave you more spell slots on a Wizard. It's just obviously the best thing to invest in as magic is the most powerful thing you can use. For Mistborn it's especially bad because of how much their powers fill in any stat gaps they might have. Didn't you have to start with lower resources in order to be
someone who can use magic in the first place? One of the updates went over Mistborn in some more detail and showed off Steel. Basically every metal gets a talent tree and Mistborn, Mistings, Feruchemists, Ferrings, and Twinborn are all Paths. Although unlike Radiant Paths you can choose to start as an allomancer or whatever. Hemalurgy is
handled via goals and rewards. That looks cool, but balancing it all seems tricky. Do you let a feruchemist take a month of downtime and then stomp through a session with fully charged metalminds? Didn't you have to start with lower resources in order to be someone who can use magic in the first place? Yeah but not by that much and in either case
Resources is still the best stat you've got. The system isn't super well balanced there either. Mistborn gain so much for free if you start as one it more than makes up for the advances you'd need to spend to boost your Resources. It's 4 rating in each of the metals and then 2 less in the Attribute and Standing categories. Each point in a metal is 6
advances and each point in an Attribute or Standing is 5. So for the equivalent of 20 fewer advances in mundane stats you gain over 300 advances worth of metal ratings. Only counting metals where your rating matters too. You can snap after character creation but in that case it's backwards as what you gain from that is less than what you gain from
it at character creation and the advances you'd need to spend to bridge that gap is more than the extra stats you gain for not having magic. For a Misting it's actually more efficient to snap post-chargen. You need 20 advances to become a Misting with a Power rating of 6 and a Stunt in your metal. Which is what you'd have by starting as one. By not
taking any Power you gain two Traits (8), and then 2 points of Attribute (10), and two points of Standing (10). Resources is still far and away the most powerful stat to increase for them though as it's more magic for them to use. Using magic more often is stronger than using slightly better version of it less. That looks cool, but balancing it all seems
tricky. Do you let a feruchemist take a month of downtime and then stomp through a session with fully charged metalminds? We've seen a really early Tin Ferring somewhere. Each scene they can dump a charge into a metalmind or they can use a downtime activity to fully charge the metalmind. Then tapping it is per scene too. Unfortunately I think
Resources was the best stat hands down which did sort of ruin things in that respect. At least for people with magic. Resources scaled how much metal you could buy and gave you slots for infinitely refreshing metals. So it essentially bought you a lot of power. It basically worked like if D&D had a stat that gave you more spell slots on a Wizard. It's
just obviously the best thing to invest in as magic is the most powerful thing you can use. For Mistborn it's especially bad because of how much their powers fill in any stat gaps they might have. I saw this as a feature rather than a bug given how Mistborn etc were presented in the books compared to other power users. It helped balance out the
versatility and power and made the player consider what was important to the PC. Running: Symbaroum, Exalted Essence I meant that I don't think it helped balance them out. I think it made them far stronger than they could have been and arguably should have been. I meant that I don't think it helped balance them out. I think it made them far
stronger than they could have been and arguably should have been. Ah cool. Its been a while for me to make much sense of your detailed breakdown, but I am not sure that you can simply total up the Mistborn's rank in all types of metal as you have and compare against other abilities as its not a linear increase in power. Its more about breadth than
depth. In any case, I don't remember our group having an issue with the power level in play and most players chose PCs with only average or weak Powers in favour of having strong in Resources and Attributes (depending on the concept). So there was some element of balancing between the different types of power. Running: Symbaroum, Exalted
Essence I ran the Mistborn RPG in the Alloy of Law time period, where there are no full mistborn or feruchemists, and I felt the chargen choices worked out to a reasonable balance. Compounders had a "I have this one really strong trick" aspect, but that's true to the source fiction. In that one game, the compounder having one stupid trick didn't
enable overshadowing the niches of other characters either. The only big issue I had to correct in play was needing to heavily push the power and utility of gold allochemy beyond canon limits, since one player chose to make a gold misting. I ran the Mistborn RPG in the Alloy of Law time period, where there are no full mistborn or feruchemists, and I
felt the chargen choices worked out to a reasonable balance. Compounders had a "I have this one really strong trick" aspect, but that's true to the source fiction. In that one game, the compounder having one stupid trick didn't enable overshadowing the niches of other characters either. The only big issue I had to correct in play was needing to heavily
push the power and utility of gold allochemy beyond canon limits, since one player chose to make a gold misting. I absolutely adore gold allomancy on a conceptual level, but I feel like it having limited adventuring utility is kind of on that player? Like, if someone wanted to be an aluminum misting, I don't think I'd feel obligated to try to find a way to
make it somehow useful. 1 GB of PDFs Just downloaded it now. The books are pretty, the layout easy to read, the illustrations wonderfully in theme. If you're a fan of Sanderson's work, you will be happy. Well, now I have a ton of stuff to read during my vacances. I am fairly sure I will love it, as I loved the beta rules, the d20 ma non troppo system, the
character creation and leveling with the class trees... Exalted Mouse Working on Perseverance, a Space-Western setting for QuestWorlds: Playtesting.org Ex-lurker, registered to get a naughty exalted pic... Have a point : Wyrm (1) I have never read his books and don't think I will—they are too big for me! Would this be interesting to a fantasy rpg fan
who has no background in the setting? The first set of pdfs for the game just dropped this week. Any thoughts? Personally, I have to say, regardless of any rules content, the books are absolutely gorgeous. I didn't back the game but I've seen that it's available in PDF and also has modules for several VITs. That includes Foundry, so I could play it with
my remote group. That alone says this is a really professional product. Now I have no idea if this is a game that my group would want to play, but the fact that it's available for me to play remotely at launch? That says a lot. Now I have to read some reviews. Be a rebel...order your coffee in one of these three radical sizes: small, medium or large. "Sure
as I know anything, I know this. I aim to misbehave." --Capt. Malcolm Reynolds, Serenity "The truth, which is indestructible, has a way of accumulating against pride and arrogance, then sweeping them from its path" --Mark Helprin Page 5 I think so! It's got a fair bit of specific information--like the non-human inhabitants of the setting, setting-specific
powers, and whatnot--but the basic system and the premise of "fantasy world where ancient powers are coming back" is pretty universal. I believe that there's a generic version of the system coming out a little ways down the line too, if that's something you would wanna wait for. Cool thanks for the info! So how far into the series would I need to get
so as to not be spoiled by what's released so far? So how far into the series would I need to get so as to not be spoiled by what's released so far? All the way up through book 5. Though the RPG doesn't spoil any big character arcs, it DOES lay out the worldbuilding in a straightforward matter-of-fact manner, including some things that in the books are
big secrets all the way up to the end. Former pwotter. Play D&D5e, gloomhaven, and tennis. Hi everyone. Remember to vote, especially in low-profile elections like primaries and midterms. I should note that the Mistborn books aren't near as huge, most especially the first trilogy. And that's getting an RPG next year, that was funded in the same
Kickstarter. I understand why they went with Stormlight first, but Mistborn is a lot easier to absorb. You can read just the first novel (Book 1, Era 1) and have the basics, though I highly recommend the Alloy of Law series (Era 2) because they're a lot of fun to read and easier to keep the characters straight. As Sanderson himself said in a college
lecture, he committed the cardinal sin of starting a Stormlight book off with *3* prequels. The first set of pdfs for the game just dropped this week. Any thoughts? Personally, I have to say, regardless of any rules content, the books are absolutely gorgeous. I think its great! So clearly Sandy has been doing his research (and GMing of 12+ years working
towards this system.) - Its very refined: They have taken the time to consider the characters as being useful at "level 1" and then growing in ability and power from there. - It's not complex, but its not PBTA either: They have clearly set this up for heroic combat and adventure, and the rules look like a very modern and clean progression of D&D 5e (but
so much better in many ways) - It has FULL rules for Social roleplay and social combat! As default! Clearly this game is built around competent characters who are more than "fighter with hit sword feats" or "wizard with harm murder spells". They have taken their time to create rules and mechanics for politics, intrigue and command groups. - Fully
2/3 of the "Classes" are not murder hobos: ok, none of them are, but other than Warrior and Ranger, the rest are all very interesting and diverse classes that speak to a well rounded story, not just dungeon crawling murder combat. - Combat is thorough. They have all the typical bits and bobs we are used to from Pathfinder and D&D, from feat like
stuff, to reactions stuff. But its "Choose how aggressive you want to be to get bonus actions" is great!!! I have never read his books and don't think I will—they are too big for me! Would this be interesting to a fantasy rpg fan who has no background in the setting? I have never read any of his books, and I have had no trouble at all creating characters
in the game. The what they present the game is "Here are the types of races and classes you can play, and they have rich purposes and functions, but you don't need to know their backstory or ties to the novels. You can run with them however you interpret them" There are only 2 Heritages (races) at this time, but certainly lots more to come, the
game is built for expansion for sure! ----- Overall this is a Masterclass in game design! Somehow this game hits all of the opportunities for munchkin, combat, social, romance, and story plots in really easy and clear ways. It leans "trad" in its design, but with some very sleek modernizations! Last edited: Jul 24, 2025 "...it's like looking at a bowl of peach
cobbler you just dropped on the floor. As good as it might have been, you just don't want it anymore." My free RPGs (link) Okay, something small but significant about the design and layout I want to note: As far as I can tell, every single piece of art has alt-text. That's an amazing nod toward accessibility! Indeed! Also, not as accessibility, but nice to
have = they have little reference charts for the symbols in many places. So if you forget what >>> means, you will likely find its definition on a dozen pages plus its main action ref page too. If you are gonna do symbols instead of words, that's a nice thing to do. "...it's like looking at a bowl of peach cobbler you just dropped on the floor. As good as it
might have been, you just don't want it anymore." My free RPGs (link) Indeed! Also, not as accessibility, but nice to have = they have little reference charts for the symbols in many places. So if you forget what >>> means, you will likely find its definition on a dozen pages plus its main action ref page too. If you are gonna do symbols instead of words,
that's a nice thing to do. Honestly, the deeper I get into the core rules book, the more I'm seeing it as a masterclass in design, accessibility, and layout. And that's without even getting into the content proper. So how far into the series would I need to get so as to not be spoiled by what's released so far? There is a Stormlight setting and adventure
book also. I am not sure if it ruins the books plots. But you might poke at those to see. We are using them because they allow us to run the game having never ready the books. And just looking them over, they dont feel like they are written to "make you play through his story". They feel more like "Here is the world my stories are set in, and the
contexts of those worlds areas and factions. "...it's like looking at a bowl of peach cobbler you just dropped on the floor. As good as it might have been, you just don't want it anymore." My free RPGs (link) So, here's a question: are there playable stats for Kaladin, Shallan, et al? As one of my go-to benchmarks for licensed RPG's is how they treat the
central characters. Mostly cause I'm still salty about the Avatar RPG going "you could play Aang if you wanted, but that'd be doing it wrong." So, here's a question: are there playable stats for Kaladin, Shallan, et al? As one of my go-to benchmarks for licensed RPG's is how they treat the central characters. Mostly cause I'm still salty about the Avatar
RPG going "you could play Aang if you wanted, but that'd be doing it wrong." Because the RPG is somewhat agnostic about what time period you'll be playing in other than "after the return of Radiant powers," there are no specific stats for the canon characters, but the Stormlight World Book includes a bunch of them as possible patrons and gives
benefits for having them as recurring major NPCs in your story. There's also a lot of art the canon characters and what they look like as they progress through their own stories. There's a great piece of art of what Kaladin looks right like after swearing each of his Oaths, for example. So the game's focus is very much on playing original characters, but
it doesn't pretend the canon characters don't exist or anything like that. Does that make sense? So, here's a question: are there playable stats for Kaladin, Shallan, et al? As one of my go-to benchmarks for licensed RPG's is how they treat the central characters. Mostly cause I'm still salty about the Avatar RPG going "you could play Aang if you wanted,
but that'd be doing it wrong." There are not. The devs have said they're not statting out the named characters. Instead, they have guidance for how the GMs can use the books' main characters as patrons which can give out quests and rewards,. A few reasons, I think: - because the characters develop so much over the course of the books, many named
characters probably would have different stats at the beginning/middle/end of the different books. - because at the end of the day, the rules ARE somewhat gamified representations of the lore. If you put stats on the protagonists you'd kind of highlight some places where by rules they technically can't do something that they did in the books. (Or vice
versa, you'd give them abilities that they never used in the books.) - because at the end of the day if the players try and fight the main characters, the two options are either "they lose" or "break canon badly". And the game IS trying to be as canon-compliant as it can in all the lore it presents. The way it's set up is not guiding players towards "play one
of the main characters and play out the story from the books", it's "the story in the books is happening, play a character in the world that is interacting with it in some way." Depending on the campaign you're running, the "main book story" might be closely intertwined with your campaign or you might be doing something in a totally different part of
the world or a different time. Former pwotter. Play D&D5e, gloomhaven, and tennis. Hi everyone. Remember to vote, especially in low-profile elections like primaries and midterms. As one of my go-to benchmarks for licensed RPG's is how they treat the central characters. Mostly cause I'm still salty about the Avatar RPG going "you could play Aang if
you wanted, but that'd be doing it wrong." On the Aang bit, there are no rules for Bondsmiths either, considering 2/3 are canonically accounted for and the third will probably be picked up in the back half of the series. However, there's a long-rumored "Epic Stormlight" RPG book where they'd probably cover Bondsmiths and 5th Ideal Radiants. There
also won't be rules for Fullborn, considering the only one was Just That One Guy and you could easily model it by smooshing together an Allomancer and Feruchemist. Bondsmiths also tend to have Power of Plot and less well-defined gameable powers. They do have rules for being a Bondsmith Squire though. Former pwotter. Play D&D5e, gloomhaven,
and tennis. Hi everyone. Remember to vote, especially in low-profile elections like primaries and midterms. So, here's a question: are there playable stats for Kaladin, Shallan, et al? As one of my go-to benchmarks for licensed RPG's is how they treat the central characters. Mostly cause I'm still salty about the Avatar RPG going "you could play Aang if
you wanted, but that'd be doing it wrong." There is a sample character sheet in the character generation chapter that depicts a character called "Veil" played by a player named "Shallan". I got a chuckle out of that, though notably, this still depicted a first-level, non-Radiant character constructed according to the chargen rules. Bondsmiths also tend
to have Power of Plot and less well-defined gameable powers. They do have rules for being a Bondsmith Squire though. I think they're also a issue of power level, both that they lack the strengths other Radiants have and in that their own strengths go into 'manipulate the Connection between Shard and Vessel' and 'do weird stuff with Investiture and
the Spiritual Realm' levels. Instead, they have guidance for how the GMs can use the books' main characters as patrons which can give out quests and rewards,. If I wanted to run this, I'd start with: You're at Dalinar's warcamp. Last night that lad from Bridge 4, you know Dalinar's new bodyguard, jumped the cliff. Also there's news that a redhead got
washed up at sea with some boxes indicating she was working for the lady Navani. The lady Navani is missing. Kill your darlings is an important rule. The corollary is nuking their darlings from orbit. Looking at drivethru they have packages for the pdf, demiplane and roll20 vtt. Given the linking between roll20 and demiplane, is there a reason to get
both? I tried to figure out what you actually get if you buy the demiplace vs roll20 packages and the pages in drivethru didn't seem particularly helpful. So, how the game deal with the ideals? Are they gained by level? Can you play an unoathed, a singer, or a spren? Can you play a character like Rysn? Or a character like Zahel? Are there rules for
worldhopping? Long thread, sorry if these have been answered. There are things know and things unknown and in between, the doors. So, how the game deal with the ideals? Are they gained by level? Can you play an unoathed, a singer, or a spren? Can you play a character like Rysn? Or a character like Zahel? Are there rules for worldhopping? Long
thread, sorry if these have been answered. No rules for worldhopping yet. Probably in a future book, since the current run is very focused on Roshar. The only playable species are humans and singers. Spren are NPCs, plot elements, and background setting material. When you level up, you gain a talent. Talents are basically like Feats in D&D or
Edges in Savage Worlds. You can't take a Radiant talent at 1st level. When you gain the attention of a spren, you can take a Radiant talent the next time you level up, which prepares you to become a Radiant. You then have a three-box track with the goal "Speak the First Ideal" where you check off a box each time you suitably impress your spren with
your personal growth or heroic qualities. After you have checked off all three boxes, you can "Speak the Words" during a dramatic scene, which unlocks your initial Surge powers and gives you a temporary boost during the scene. After that, when you want to advance your powers, you can take the next tier of Radiant talent, which gives you the



"Speak the Second Ideal" goal, and so on. There are tier caps to how fast you can advance your powers, but you can also improve them laterally by taking new talents that improve your versatility with your Surges, alter the way you interact with them, and so on. So, how the game deal with the ideals? Are they gained by level? Can you play an
unoathed, a singer, or a spren? Can you play a character like Rysn? Or a character like Zahel? Are there rules for worldhopping? Long thread, sorry if these have been answered. If you're talking about the Unoathed from Wind and Truth, no, there are no explicit rules. However, they "just" have Radiant Shardblades and Shardplate without actually
being Radiants, so they're easy enough to manage. You can have an animal companion who is a larkin, like Rysn. The other bit about Rysn is under "plot device," which the PCs don't have access to. The worldhopper book is supposed to, at this point, cover Sel, Nalthis, and Silverlight, so Zahel will be playable sometime in 2028. A quick read over the
character creation rules (including Radiant talents) didn't impress me...but I've always been more interested in the Shardblade/Shardplate mechanics than the overall powers system. I've read the Stormlight Archive books, but I prefer the Mistborn setting. I suspect I'll have a stronger interest in the powers system when Mistborn releases next year.
I'd also point out that each radiant order has a very, very good guide on what swearing an ideal entails, with helpful advice on how to portray it as a character - just leveling up is not enough, you actually have to to a modicum of roleplaying the oaths and some thinking ahead on how to evolve the character. That said, it seems like playing a regular
character alongside radiant characters is quite feasible, as the game is not solely focused on combat and combat alone. Apologies for any unspeakable horrors done to the english language, I'm not too fluent on it PBP Dice Rolls "Coming back to where you started is not the same as never leaving." Terry Pratchett No rules for worldhopping yet.
Probably in a future book, since the current run is very focused on Roshar. The only playable species are humans and singers. Spren are NPCs, plot elements, and background setting material. When you level up, you gain a talent. Talents are basically like Feats in D&D or Edges in Savage Worlds. You can't take a Radiant talent at 1st level. When you
gain the attention of a spren, you can take a Radiant talent the next time you level up, which prepares you to become a Radiant. You then have a three-box track with the goal "Speak the First Ideal" where you check off a box each time you suitably impress your spren with your personal growth or heroic qualities. After you have checked off all three
boxes, you can "Speak the Words" during a dramatic scene, which unlocks your initial Surge powers and gives you a temporary boost during the scene. After that, when you want to advance your powers, you can take the next tier of Radiant talent, which gives you the "Speak the Second Ideal" goal, and so on. There are tier caps to how fast you can
advance your powers, but you can also improve them laterally by taking new talents that improve your versatility with your Surges, alter the way you interact with them, and so on. If you're talking about the Unoathed from Wind and Truth, no, there are no explicit rules. However, they "just" have Radiant Shardblades and Shardplate without actually
being Radiants, so they're easy enough to manage. You can have an animal companion who is a larkin, like Rysn. The other bit about Rysn is under "plot device," which the PCs don't have access to. The worldhopper book is supposed to, at this point, cover Sel, Nalthis, and Silverlight, so Zahel will be playable sometime in 2028. Thank you both! I still
not sure I want to run games in the Cosmere but this all sound very interesting (and I like how it handle the ideals a lot). There are things know and things unknown and in between, the doors. My books are on their way from Australia - I'm away for a few days, so hoping they'll be there when I get back! I wrote a short story, and It's a murder mystery
with a magical mercenary! "Evil begins when you begin to treat people as things." — Terry Pratchett, I Shall Wear Midnight Just received my backer package of books...this is going to take a while to read. I skimmed the PDF briefly when I got it, but now that I have a physical book I'm digging deeper into the rules. The one downside is that while I
have read all 5 main Stormlight books, it's not my favorite Sanderson series. The rules and associated lore hit about the same as the books - a bit too heavy for the entertainment I prefer. That won't keep me from playing...but I have no interest in gamemastering. I appreciate some of the combinations available in character creation - a Scholar with the
Strategist specialty appeals to me. Okay, character creation time! Looking over the options, I'd like to create a scholarly character that has some fighting ability, so the first thing that comes to mind is a military strategist. I'm not keen on the discrimination against darkeyes or playing an entitled lighteyes, so I'm looking at a non-Alethi culture. The
Iriali look interesting as they do not follow the standard religion (Vorinism) and are descended from offworlders. Other cultures that draw my eye are the Unkalaki and the non-specific Wayfarer. Because I assume most campaigns will take place in Alethi lands, that will be my secondary culture (represented by a non-native grandfather telling him
stories). Arin (Level 1) Ancestry: Human Culture: Iriali / Alethi Heroic Path: Scholar (Key Talent: Erudition) Attributes: Str 1, Spd 3, Int 3, Will 1, Awa 3, Pre 1 Skills (Ranks + Erudition Bonus Ranks) * Physical: Agility 3, Athletics 1, Heavy Weaponry 1, Light Weaponry 4 (0+1), Stealth 3, Thievery 3 * Cognitive: Crafting 4 (1), Deduction 5 (1+1),
Discipline 2 (1), Intimidation 1, Lore 6 (2+1), Medicine 3 * Spiritual: Deception 1, Insight 3, Leadership 1, Perception 3, Persuasion 1, Survival 3 Expertise: Iriali (Culture), Alethi (Culture), Meteorology (Utility), Woodcarving (Utility), Leather (Armor), Staff (Weapon), Literature (Utility) * Erudition Expertise: Wanderer (Culture) Talents: Erudition (Key
Talent), Mind and Body Equipment: Academic Kit (Staff, Uniform, listed miscellaneous equipment, 3d12 marks) Story * Purpose: Find a calling that is challenging but rewarding * Obstacle: Unwilling to take risks * Goals: Gain a wealthy patron [character], attract an Inkspren [player] * Possible Radiant Order: Elsecaller Resource Pools: Health 11,
Focus 3, Investiture - Defenses: Physical 14, Cognitive 14, Spiritual 14 EDIT: Made a few tweaks to Expertises and Story. Last edited: Sep 29, 2025 So I'm a fan of multiversal settings. How difficult would it be for someone unfamiliar with the setting to become familiar with the setting and the rules? The rules are pretty straight forward. It's a fantasy
d20 game pulling from Pathfinder 2e, FFG's Star Wars, Shadow of the Demon Lord, D&D 4e, and a few other places. The setting mostly comes through in its magic options and some of its equipment but none of that stuff is presented in a particularly esoteric fashion. For the setting there is a spoiler free primer that'll tell you the basics and from there
the core books have a pretty thorough break down of things. The complication with that is twofold, firstly if you think the setting sounds interesting enough to read the books you'll want to pretty much entirely avoid the game until you've read them because the world guide has major spoilers throughout. Even just the player book has spoilers because
of how the explanation of the world and its magic is tied into the plot. The second thing is that the setting is a little weird and alien and doesn't hew to a lot of classic tropes. The wider universe it takes place in is also not a massive consideration of the game either. So if that the primary thing you're interested in the books might be a better place to
start. The rules are pretty straight forward. It's a fantasy d20 game pulling from Pathfinder 2e, FFG's Star Wars, Shadow of the Demon Lord, D&D 4e, and a few other places. The setting mostly comes through in its magic options and some of its equipment but none of that stuff is presented in a particularly esoteric fashion. For the setting there is a
spoiler free primer that'll tell you the basics and from there the core books have a pretty thorough break down of things. The complication with that is twofold, firstly if you think the setting sounds interesting enough to read the books you'll want to pretty much entirely avoid the game until you've read them because the world guide has major spoilers
throughout. Even just the player book has spoilers because of how the explanation of the world and its magic is tied into the plot. The second thing is that the setting is a little weird and alien and doesn't hew to a lot of classic tropes. The wider universe it takes place in is also not a massive consideration of the game either. So if that the primary thing
you're interested in the books might be a better place to start. Thanks very much for the reply! I've had this discussion on the Cosmeme RPG subreddit, but how do the rest of you view Soulcasting as a source of income? You can't create gemstones or infused items, but anything else is fair game. It's specifically mentioned in the books that items like
weapons and armor are often carved out of wood and then Soulcast into the desired form. The Equipment Crafting expertise combined with Soulcasting seems to offer a source of income well beyond what other character can obtain, though it requires getting a Soulcaster or speaking the First Ideal as a Lightweaver or Elsecaller. I've had this
discussion on the Cosmeme RPG subreddit, but how do the rest of you view Soulcasting as a source of income? You can't create gemstones or infused items, but anything else is fair game. It's specifically mentioned in the books that items like weapons and armor are often carved out of wood and then Soulcast into the desired form. The Equipment
Crafting expertise combined with Soulcasting seems to offer a source of income well beyond what other character can obtain, though it requires getting a Soulcaster or speaking the First Ideal as a Lightweaver or Elsecaller. I think it's a perfectly cromulent use of it, and likely a way Alethkar fills it's coffees in peace time. I could see a Cryptic being
highly interested in the social negotiation game involved in being a merchant, though I think a Inkspren would be highly unimpressed. I got my package today, and damm, the game has a spectacular quality of production. I need to put this in my read queue asap. I've done a quick read of the available adventures, and I think Bridge Nine is the best
way to start up a campaign. You can fit more character concepts into the group than the other adventures (The First Step, Stonewalkers), and the ending is more open-ended for whatever you have planned afterwards. Did the buzz go away for this game? Backers have had the digital files for a while, and I think physical fulfillment is over halfway done
at this point. Did the buzz go away for this game? Backers have had the digital files for a while, and I think physical fulfillment is over halfway done at this point. Well... I am not sure any game system in the world short of D&D has players jump into games en-masse from a new launch. Regardless... The PDFs are out, and we see that less than 10% of
gamers use PDFs as their primary source when running a game. So some folks and actual plays are out there for this, but its mostly those who are comfortable with digital only gaming. Then the physical books arrived last week for us, and I am guessing a lot of folks too. So lots to read through there... But mostly = Its a campaign game. This game is
not set up in any way whatsoever to be easy and common for one-shots. So folks not only need to create characters with rather long-form plots as their ambitions, but the GM rules are set up for long term play. So even if we started this week and ran every week, it would take us a month or three before we saw much of the system come to life. As
others have said here, Cosmere is a really really good modern take on common rules and mechanics seen in pathfinder, D&D, and shadow of the demon lord rules stuff. So to be honest... if you like any of those games rules... i can't think of a single reason why Cosmere would not also appeal. And IMHO, it does many things better than those games. So
as it expands, i think it will have wider appeal. (I honestly think 70% of the backers were fans of the novels and have never or rarely roleplayed and may just need time to get into what ttrpg is. which is great, more new players on the way!) "...it's like looking at a bowl of peach cobbler you just dropped on the floor. As good as it might have been, you
just don't want it anymore." My free RPGs (link) I've had this discussion on the Cosmeme RPG subreddit, but how do the rest of you view Soulcasting as a source of income? You can't create gemstones or infused items, but anything else is fair game. It's specifically mentioned in the books that items like weapons and armor are often carved out of
wood and then Soulcast into the desired form. The Equipment Crafting expertise combined with Soulcasting seems to offer a source of income well beyond what other character can obtain, though it requires getting a Soulcaster or speaking the First Ideal as a Lightweaver or Elsecaller. It's been a while since I read them, but I seem to recall
soulcasters being treated as resource supplies during wartime, so this makes sense to me in the fiction at least. In the case of our group, we're still waiting on the physical goods to play. Apologies for any unspeakable horrors done to the english language, I'm not too fluent on it PBP Dice Rolls "Coming back to where you started is not the same as
never leaving." Terry Pratchett I'm still waiting for mine. US fulfillment is at about 75%. Former pwotter. Play D&D5e, gloomhaven, and tennis. Hi everyone. Remember to vote, especially in low-profile elections like primaries and midterms. I've got two groups that I am running through the Stonewalkers campaign. We've been having fun with it
though we haven't gotten too far in due to Real Life interfering. But mostly = Its a campaign game. This game is not set up in any way whatsoever to be easy and common for one-shots. So folks not only need to create characters with rather long-form plots as their ambitions, but the GM rules are set up for long term play. So even if we started this
week and ran every week, it would take us a month or three before we saw much of the system come to life. I can see ways to run several types of one-shot games...but not at 1st level. Compared to other RPGs, 1st level characters in this system feel incomplete to me. Other than possibly a Scholar with the Artifabrian: Prized Acquisition talent, 1st
level characters don't have access to magic, and even martial-focused characters aren't very durable or dangerous. As others have said here, Cosmere is a really really good modern take on common rules and mechanics seen in pathfinder, D&D, and shadow of the demon lord rules stuff. So to be honest... if you like any of those games rules... i can't
think of a single reason why Cosmere would not also appeal. And IMHO, it does many things better than those games. So as it expands, i think it will have wider appeal. I like a lot of things about the system, but it's not very flexible with character builds for Radiants. If you want to focus on being a Radiant and progress through the Ideals, your 2nd,
4th, and 8th level talents are taken up with the Ideals, before you even start looking at talents to specialize in a surge skill. Elsecallers feel especially restricted without extra talents, as one surge skill only lets them look into Shadesmar (which they could do with their other surge skill). I understand that the goal is to make a non-Radiant seem viable in
comparison. However, outside of characters with Shardblades and/or Shardplate, combat scenes will have Radiants far outpace non-Radiant characters. The Heroic paths might shine more in noncombat scenes...but several Radiant orders have significant noncombat benefits as well. I'm at a loss on how to portray some Radiant characters as they're
shown in the books without making them exceptionally high level. Jasneh is the best example of this difficulty, as she is an accomplished Scholar AND the best Soulcaster in Roshar well before she reaches the Fourth Ideal. Did the buzz go away for this game? Backers have had the digital files for a while, and I think physical fulfillment is over halfway
done at this point. I think the main fans of the game hang on the game discord instead of here. Last time I checked, the discord was frantic with activity (when I checked they were nearly as many active users in the discord just for the game as they are in all these forums). I haven't seen any buzz on the (mostly dead) RPG sphere on Twitter but also
not on the (much more lively) Bluesky RPG community. Mostly because a lot of the people I follow, and the people they follow, have a very "ugh" attitude towards Sanderson's works and personality (and also DnDlike games). (I still can't get over him complaining about not getting picked to write Elden Ring over Martin because he "isn't a gamer".
Grow up bro.) Last edited: Oct 14, 2025 she/her Currently running: The Between, Fabula Ultima Currently planning: ? From the river to the sea, Palestine will be free. Guide to BDS Boycotts I've had this discussion on the Cosmeme RPG subreddit, but how do the rest of you view Soulcasting as a source of income? You can't create gemstones or
infused items, but anything else is fair game. It's specifically mentioned in the books that items like weapons and armor are often carved out of wood and then Soulcast into the desired form. The Equipment Crafting expertise combined with Soulcasting seems to offer a source of income well beyond what other character can obtain, though it requires
getting a Soulcaster or speaking the First Ideal as a Lightweaver or Elsecaller. Well, using a soul caster turns you into a statue over time. Better get some minion to do it. Oh, that's exactly what they do of course. Just saw they're going to be crowdfunding a whole new edition using the new 5e SRD or something. Apparently there are some
improvements/changes, but was wondering if anyone has first hand experience with it. While I'm one of those folks that considers 5e to be a fairly rules-light game I know I am a little weird in that assessment. I'm skimming the core rules/free PDF and while it looks okay to me? Frankly I suck at reading rules and figuring out how they'll work in play.
No to-hit rolls are all the rage right now, but I'm not certain that it is the way to go for a D&D-alike. I don't think their promises that they've done the math and it all works out are false, I just think "Natural 20!" has a cachet to it that it seems like Nimble loses. Of course, this is from someone working on their own D&D-alike that keeps the d20 roll and
doesn't do the damage roll (instead martials do three levels of damage: none on a critical fail, a little on a fail, a standard amount on a success, and a lot on a critical success and casters do damage only on successes and critical successes so that playing a martial always has a built-in appeal as being more reliable), so I am biased and look forward to
anyone who can tell us more about Nimble. Explore post-apocalyptic fantasy for FREE! No to-hit rolls are all the rage right now, but I'm not certain that it is the way to go for a D&D-alike. I don't think their promises that they've done the math and it all works out are false, I just think "Natural 20!" has a cachet to it that it seems like Nimble loses. Of
course, this is from someone working on their own D&D-alike that keeps the d20 roll and doesn't do the damage roll (instead martials do three levels of damage: none on a critical fail, a little on a fail, a standard amount on a success, and a lot on a critical success and casters do damage only on successes and critical successes so that playing a martial
always has a built-in appeal as being more reliable), so I am biased and look forward to anyone who can tell us more about Nimble. I'm torn on this myself. I think systems where damage is determined by the attack roll are appealingly elegant, but from a player perspective rolling a handful of damage dice is just plain fun. I'd be interested to see how
your system handles this. I'm torn on this myself. I think systems where damage is determined by the attack roll are appealingly elegant, but from a player perspective rolling a handful of damage dice is just plain fun. I'd be interested to see how your system handles this. So, here is the basics: You roll a Check to do anything uncertain (including an
Attack). For an Attack, this Check is against a Defense, likely Protection (armor class) but might be another Defense (Nimble, Resilient, Steadfast) especially for spells. The Defense provides your target number. Equal or above is a Success. Below is a Failure. A natural 20 is a Critical Success. A natural 1 is a Critical Failure. If your exceed the Defense
by 5 or more, bump the result up to a Critical Success. If you miss the Defense by 5 or more, a regular Failure becomes a Critical Failure. For a weapon attack, you have three numbers and a Damage Type. For example, a Sword in the hands of someone Capable in that Weapon Category (you have three levels with Skills and Weapon Categories: A/C/E
= Apprentice, Capable, Expert) does 2 | 3 | 5 Lacerating Damage. So no Damage on a Critical Failure, 2 points of Lacerating Damage on a Failure, 3 points of Lacerating on a Success, and 5 points of Lacerating on a Critical Success. You might also have Features that allow you to add some sort of Bonus to that Damage, usually an Attribute or your
Training Rate, or whatever. You usually spend an Amplification Point to do that, which is a generic currency for all characters (casters use them to cast spells and martials use for extra attacks, for the most part, I am generalizing). BUT BUT most Damage Types have an extra effect on a Critical Success. For example, if you have a Critical Success with
Lacerating Damage, the Target becomes Bloody (can't heal Damage) until the end of its next Turn. So Damage Types do more than maybe do extra Damage because a monster is weak to that Damage Type, but now you chose a Sword because you don't want your target to get healed of all that hurt you just did to them. Or maybe you pick a Spear... it
does Impaling Damage and on a Critical Success the Target cannot reduce the Damage received, so for certain enemies that might more desirable. For casters, they have other Damage Types with other Critical Effects, like making the Target Stunned or Sickened. But there is also a generic Magical Damage Type, which does not have a Critical Effect,
so their spells that require less resource expenditure have a way to balance out with the other options. I'm hoping that the excitement of "I achieved a Critical, so these special things happen!" replaces the excitement of "I rolled a Critical, so I get to roll a bucket of dice!", but I do get the fun of rolling all those damage dice. But anything that slows
down the game too much is not good, so hopefully the combination of a fixed Damage value and a Condition effect will work. Here is the thread on the game's development. If you're interested, maybe we can continue there to avoid topic drift here. Explore post-apocalyptic fantasy for FREE! So there's a free 6 page booklet you can download. In the
system you roll your damage straight up and if your primary die is a 1 then it is a miss. If you roll the max result on the die it explodes and is rerolled. All other dice are rolled but are just added to the total. This makes an interesting choice between say a dagger which has a 25% chance to crit or miss vs a greataxe. I'd have to try it in play to see if I
liked it. Furthermore it seems to use a Pathfinder 2e style 3AP system. Near as I can tell, defending an attack costs 1AP and can only be done once a round. Without seeing the full rules it seems like being swarmed would be very dangerous. I got it. But as mentioned I suck at parsing the theory of what's read to actual on-table experience. Burrows
and Badgers has something like that, but it's a +7 rather than exploding plus its a miniatures skirmish game. Honestly it's pretty light on. I wouldn't call it a quick start even. I was hoping for a bit more detail. They have a rather active discord, which i think would have more people who had played the system. The people there seems to be excited
about it. Currently Running: Nothing! I need some inspirations I was looking at the free preview of Nimble and my first thought is: how do you differentiate a low stat (low strength, low dex) character from a high stat character. For example, with Nimble, why would an archer need a high dex when rolling a 1 is the only way to miss? --I never give
them hell. I just tell the truth, and they think it is hell. -Harry S Truman For example, with Nimble, why would an archer need a high dex when rolling a 1 is the only way to miss? Considering some of the grumbling around how good Dex can get, that may turn out to be a feature rather than a bug. My big initial complaint: it's absolutely gorgeous but
the PDF is in reader spreads (ie, 1-2, 3-4, 4-5, etc), and is not in any size I recognize (15.53"x11.81"). I'm going to guess it's an A-size with bleed? I dunno. Very unexpectedly, the printer friendly version of it seems to have it's fonts outlined so I can't copy and paste bits. I've let the creator know on discord I can't figure out how to deal with it. I don't
have the spoons to lay everything out in InDesign, resize, then position for 8.5"x11" printing. To be exact: I've not had any luck getting it to work, even with Acrobat Pro (I work at a print shop). If I tell it to Tile then I lose stuff towards the edges plus the closer I get to a feed edge the more likely it is for the fuser to snarl the sheet. I tried to relay it out
with InDesign but my brain is a little fried, lol. I should mention: I'm still excited about it! I'm just... er... perplexed! Asked the creator on Discord about the single page files and got them, whoo! So, Nimble has Nimble Lite on page 27. These are some simple rules to speed things up regular 5e with or without the other changes. OMG I love it. So on a
hit you do your average damage. On 10 or more then you add 2x your Proficiency Bonus which will be good but not a crazy bonus. Then on a Crit it looks like you do full damage. Is that a natural 10, or is it 10 above the AC? Explore post-apocalyptic fantasy for FREE! 10 above the AC. So one could look at it as a mini-crit of sorts. If nothing else it
raises the minimum damage done, avoiding dice screw. Cool. That's sort of like Pathfinder 2, where 10 above the AC is a crit. And, in my game (since I am more inspired by 5e's bounded accuracy and don't care for how high numbers get in PF2) it is 5 or higher than the relevant Defense is a crit. Explore post-apocalyptic fantasy for FREE! Has a
website with news on what the designer is planning for their full RPG spin-off: I'm really skeptical about the to-hit and damage math being truly compatible with 5e expectations, can someone here explain how they manage to be equivalent? I'm also skeptical of the underlying math, but I suspect it's both a near impossible question to answer and also
doesn't really matter much; from the previews, it looks like class damage expectations have changed (e.g. the berserker's stacking fury dice) as have monster hp (e.g. goblins with 12 or 15). And I'm *loving* the class previews! "Barbarians" that get stronger as they rage, "Paladins" that benefit from defending allies... beautiful. Getting to the point
where I haven't been this excited about a version of dnd since maybe 4e previews. I'm also skeptical of the underlying math, but I suspect it's both a near impossible question to answer and also doesn't really matter much; It sure matters to me. If I cared or knew enough about this implementation I would try to pull a spreadsheet, but I'm not paying
upfront to do that for free. Sorry, my phrasing was dismissive and poorly chosen. I meant that the specific rules of "miss on a one, crit on max, monster armor is sort of damage resistance" doesn't have to map directly to 5e d20 rolls &c given that monster hp is adjusted. But, of course, having phrased it that way I realize the difference is in being
potentially unable to use any standard 5e monster in a Nimble game. So, ok, let me try a on-a-napkin test-case using goblins. Standard 5e, a goblin is AC 15, 7hp. A level 1 PC gets +2 prof bonus and likely +3 from stat — hits 50% of the time. Let's be boring and assume a longsword (1d8+3, avg 7.5) or a firebolt (1d10, avg 5.5). So, that's an average of
3.5 DPR across the two. Nimble tells me an AC 15 is medium armor — damage is dive only, except on a crit. The range of damage results are: longsword {0,2,3,4,5,6,7,11} and firebolt {0,1,2,3,4,5,6,7,8,9,10}. That's 4.5 and 5.4, respectively, for a combined average DPR of 4.95 (round to 5). Not equal on the surface; Nimble characters do more
damage. Does changing goblin hp help? 7 by standard 5e means a goblin goes down in two rounds; 12 or 15 per the Nimble preview I got when I pledged takes a goblin out in three rounds. So, no, from this one small example, at least, I don't think the math is equivalent. I'd want more data before determining it wasn't close enough to mix and match
at my table. YMMYV, of course. But, of course, having phrased it that way I realize the difference is in being potentially unable to use any standard 5e monster in a Nimble game. Yes, that's my main concern. I tested the earlier version of Nimble out in a mini-campaign and it was fun to tinker around with. There are definitely some squirrely things with
it like how Medium and Heavy armor use different damage reduction rules or how they single out Fireball as being uniquely higher AP cost to cast than other spells. Any major rules hack is going to produce oddities like that though so if they don't bother you (or spark your imagination for your own rules hacks) then it's probably worth giving it a look.
Storytreader.com - We write our better tomorrows through the words we live by today Also (missed this one): The number of expected rounds of combat (as well as the time each turn makes) is definitely compressed since the gameplay loop of attack-miss, attack-miss... is reduced substantially.But of everything in the V1 rules, the damage output &
mitigation math was by far the most heavily playtested. But not only playtested, we wrote a battle sim app that rand many hundreds of thousands of combat encounters. The math is solid, and the damage curve much better across the level curve without needing to rely on magical items either. Again, grain of salt and all that. Everything I've
read/checked into has been positive but that doesn't mean it's what you want or are looking for. Is that with average hits? I'd think criticals happening more often would be a factor but then I simply cannot do the math > < Oh, you know, I think the rules are unclear. I interpreted Nimble's crit rule ("ignore your target's armor") as *replacing* the
standard 5e crit rule ("double damage dice") instead of supplementing it. If that's not the intent, or I read that wrong, that would definitely change the math. I'll give another read when I get home tonight. Oh, you know, I think the rules are unclear. I interpreted Nimble's crit rule ("ignore your target's armor") as *replacing* the standard 5e crit rule
("double damage dice") instead of supplementing it. If that's not the intent, or I read that wrong, that would definitely change the math. I'll give another read when I get home tonight. I'll point that feedback out on the Discord. From the preview: Exploding Critical Hits. Any time the highest number on a Primary Die is rolled, that is a critical hit (crit).
When a hero lands a crit, that attack ignores the monster's armor (see pg. XX). The Primary Die is also rolled again and added to the total. There is no limit to how many times this damage can stack, except your luck! It's an exploding crit which certainly is more interesting with the smaller dice (d4 and d6). Edit: And from my copy of Nimble 1le:
Exploding Critical Hits. Any time the highest number on a Primary Die is rolled, the Primary Die is rolled again and added to the total. There is no limit to how many times this damage can stack, except your luck! PC critical hits also ignore monster armor (see pg. 15). Aha! Poor reading comprehension on my end, then. Cool. I'll re-do my math in a bit.
Edit: also, thank you Chikahiro for providing the fact check! (Though it'll still only cover first level characters. I don't have near the info to do more.) Last edited: Jul 24, 2024 Another response but from a player I think? It depends. What are the 5e expectations? In my experience the math in baseline 5e is broken and not working as advertised. I was
intrigued by baseline 5e promise of bounded accuracy across all levels in DnD 5 which was an expectation I had of DnD 5 which mathematically did not work out. With nimble the hit chance truly is the same whether you are using the dagger at level 1 or level 20 it is always 75% hit chance. Other annoying thing I found regarding 5e math. There are
tables to create monsters for different CRs in the DMG but the stats of the monsters in the monster manual do not match those. The stats in the monster manual also vary wildly across monsters of the same CR. Assuming this is correct: does the expectation of compatibility need to align with the Monster Manual math, "broken" or not? Or the DMG
math? edit: There is also the statement that a monster of CR N should be a fitting medium encounter for a 4 player party of Level N. This also does not match with the table which maps Experience budget per level per player. Which gives you not enough xp budget to buy a monster of CR4 for 4 level 4 characters. So in my experience the burden is
already on the DM to look behind all the tables and calculation. Effectively ignoring CR and look directly at the stat block of the monsters and figure out how dangerous this specific thing is to the party until the DM gets a "feel" for it. Backed up by techniques to adjust encounter difficulty on the fly. (Optional second or third wave of monsters mid
combat, subtle influence on monster Al, making a dungeon a room longer or shorter, making a rest viable earlier or later, etc.) That said, I've heard many people here and elsewhere saying CR systems are usually flawed/not good so I dunno whether this is relevant or not. Last edited: Jul 24, 2024 Ooh, just re-re-read the rule and I'm tapping out. No
way am I going to try to brute force probabilities for infinitely exploding dice, especially when the example I have tells us so little about the course of play over a whole campaign. Sorry. And a chart. Not that I understand it lol. Against unarmored enemies, d12 weapons deal more damage on average than d4 weapons still (as should be expected), but
the chasm is much narrower. When armor comes into play the math gets really interesting. edit: And an explaination! Here's the basic math with exploding dice factored in. 0 column is a normal roll. positive colums are stacks of advnatage, negative columns is disadvantage. When you take into account that certain classes want to crit far more often,
even at the cost of weapon damage (the cheat), and others want to maximize the weapon damage, minimize missing (oathsworn) and NOT to crit (berserker) things get even more interesting. Last edited: Jul 24, 2024 I agree that the base 5e math is very broken, but at least is "expected broken" for people creating custom monsters with special
abilities that somewhat synergies with expectations of how much time they can last in play taking normal attacks. It just feels weird to make to make such a huge change to 5e while keeping things like conditions the same, a bit like "compatible in name only" to me, which might not be necessarily a bad thing, I just like to have my expectations clear.
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