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OVERVIEW

The Silt Verses RPG is a tabletop roleplaying game of folk
horror and monstrous divinity, where strange gods haunt the
landscape and civilization is fueled by ritual sacrifice. In this
game, a group of conscripted agents called Custodians are
sent into isolated territories to deal with these monstrous gods,
terrifying angels, and other divine manifestations in order to
appease them, neutralize them, or otherwise engage with the
locals to find a solution to the threats they present.

The Custodians are sent on dangerous missions with little
resources and the threat of dire repercussions should they break
their contract. But something more sinister looms over their
operations—a secret organization conspires to manipulate them
for its own agenda. The Custodians must ultimately decide how
to confront this organization, all the while struggling with
their complicated relationship to faith and the strange gods of
their past who won’t let go of them so easily.

The Silt Verses RPG is based on the audio drama series by Jon
Ware and Muna Hussen, and further expands on the world
presented in the show. It also takes inspiration from folk horror,
weird fiction, and dystopian or post-apocalyptic media (see Media
Touchstones on page 84). You do not need to be familiar with the
audio drama to enjoy the game, and no prior knowledge of the
setting is necessary, but if you’re curious, the S7/¢ Ferses audio
drama reference (page 85) lists chapters and moments from the
show that we especially recommend. The Si/t Perses RPG does
not seek to recreate the plot of the show, but rather encourages
players to explore the setting and make it their own.

The Silt Perses RPG is Powered by the Apocalypse, meaning
its mechanics are inspired, in part, by Vincent and Meguey
Baker’s Apocalypse #orid. It is also Carved from Brindlewood,
meaning the mystery mechanics and procedures are inspired by
Brindlewood Bay.
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THE SETTING

The story of The Silt Perses takes place in a world much like ours, but

with some extremely noticeable exceptions. Gods inhabit the world as
embodiments of a particular element or concept. Some are ancient, while others
are modern creations. Some haunt a particular landmark or natural object, while
others are widespread. There are said to be tens of thousands of known deities
worshiped throughout the Territories of the Ignathian Peninsula. Rural communities
tend to worship smaller gods in ways considered horrific or bizarre by more
“civilized” society. Residents of Glottage and other cities often worship in ways that
are safe, commercially-licensed, or tokenistic. These many deities may be broadly
categorized as falling under licensed faiths, forbidden faiths, and stray gods.

As poverty or desperation take
hold, folk may find themselves
worshiping more specific and
terrible things, falling into
patterns of ritual and behavior
impossible to escape from.
Sacrifice is understood as a
necessary thing, for all gods must
be fed, and everyone must make
concessions for the greater good
of society. Transformation is also
a key part of many faiths. Human
forms can be painfully shaped
into bewildering and terrible
expressions of a god’s will—
inevitably becoming something
that is both more and less than
human and often monstrous,
dangerous, or impossible to reason
with—in the process. These
“saints” and “angels” also haunt
the landscape, and one faith’s
miracle is another’s nightmare.

The Custodians will explore a landscape
littered with abandoned buildings and
abandoned gods. The world has been
shaped and polluted by strange divinity
at every level, leaving it broken-down,
blasted, and wild. This is largely a gloomy
place of moors, rivers, valleys, farmland,
forest, and marshland, of rain and mist.
Other landscapes—desert or snowy peaks
or grand vistas—are outside the scope of
the story we’re trying to tell here. The sea
is the purest, deepest thing we see, and it’s
dark and polluted and monstrous.

Modern technology exists in this world,
but it is usually in disrepair, inaccessible or
highly localized, and inextricably linked
to a god in some form. Any scientific
discoveries and technological advances are
similar to ours, except they often involved
the rise of an inconvenient or outright
destructive god, which in turn required
continued worship—and sacrifices.
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Above all, the levels of technology
in this world are socially and
geographically unequal. While
middle class neighborhoods in larger
cities like Nesh may have dial-up
internet, other towns have been nearly
wiped out by unsustainable sacrifice.
You will find abandoned vehicles

and homes, empty office buildings
and crumbling infrastructure almost
everywhere in some form. This
dissonance and inequality is felt

at every level, between a central
government and rural territories,
between widespread commercial
faiths and stray, forgotten gods.
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While these concepts are key to
establishing the setting of the
game, there is plenty of room for
interpretation at your table. For
example, characters in The Silt
Ferses audio drama use pay phones,
or get news from the radio. Do the
Custodians have access to mobile
phones in your game? If so, what
off-shoot of the Saint Electric is
associated with them? How might
other faiths view this technology?
What ritual contracts, sacrifices, or
unintended complications might be
a result of mobile phones existing in
this world full of strange gods?
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—— THE CUSTODIANS —

The player characters in The Silt Verses RPG are tasked as “Custodians,”

sent out into the rural territories to investigate and resolve disturbances of
stray and feral gods. As agents of THE BUREAU FOR THE INVESTIGATION
AND ASSIMILATION OF STRAY DEITIES, theyare expected to resolve
localized problems that are too dangerous for other agencies to handle—or
too politically damaging for the government to even acknowledge directly.
This is largely thankless work, with little to no resources or guidance provided
beyond an initial report and directions. Each member of the group has their
own reasons for joining the Custodians, though itis rarely by choice.

Most Custodians are former prisoners who have been drafted into their
service as a means to redeem themselves as “reformed” worshipers of illegal
gods; however, corruption is rampant at all levels of government, and these
Custodians may just as easily have been pressed into service by other officials
who secretly worship the same god. Some Custodians may actually be
volunteers—those who have lost loved ones to an illegal deity, or nationalists
who want to see the Peninsula united under a single pantheon of legal gods.
Other “volunteers” may be corporate stooges, sent on behalf of one of the
licensed faiths to protect their interests and quietly pass on government
information. The action of bringing together so many overt disciples and ex-
disciples of various faiths is, for the Legislatures, a propaganda coup.

Publicly, the Custodians are hailed as heroes—featured in official posters and
advertisements as a motley group of reformed false-faith worshipers, NoW
proudly serving their communities, finding common ground with dangerous
stray gods and their followers, and appeasing them with the power of
heartfelt dialogue. The reality is far less glamorous. The Custodians are all
under contract, and might face debt, punishment, or consequences far worse
should they fail to complete their assignments. Each Custodian has also been
chosen for this work, in part, because of their complicated past with gods—
the fact that they have an ambivalent stance towards their faith is viewed as
an asset when dealing with the fringe elements of divinity throughout the
Territories.

As far as the Bureau is concerned, the Custodians are particularly useful.
for this work, bothasa propaganda tool and as an indirect means to
handle inconvenient problems—but they are ultimately disposable. While
the Custodians supposedly possess jurisdiction across the entirety of the
Peninsula, they are entirely on their own, with no tangible way to leverage
their status—and local law enforcement is far more likely to view themas a
dangerous rival to be aggressively chased out or quietly-elimn
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THE CONSPIRACY

he Bureau which sends the
Custodians on their assignments

is poorly funded, wildly disorganized,

and rife with corruption. The
Peninsula, where they conduct their
investigations, is a decentralized
collection of squabbling and
religiously-divided territories which
pretends to be a unified nation-state.
Local law enforcement agencies

are rarely in formal communication
with each other—in fact, they

are in frequent competition over
crime scenes and resources which
fall outside any jurisdiction. Then
there are the Adjudicators—or their
paymasters in the larger commercial
faiths—who trust neither local law
enforcement nor the officers of the
Greater Glottage Police Force to
handle a crime with the appropriate
discretion or the desired outcome.

In this tangled web of competing
powers, it’s hardly surprising

that a powerful and influential
organization has found a way to
manipulate the Custodians for its
own agenda. During the course

of the game’s campaign, the
Custodians will uncover clues about
the nature of this organization, and
ultimately confront them. There
are a number of such groups in this
setting—government organizations,
corporations, research institutes,
wealthy families—and options

to present each during the course
of a campaign. Importantly,

this organization is not a central
villain or mastermind. It is a threat
because of its tremendous wealth,
political influence, military power,
connection to a powerful god, or
some combination of these things.

A HAUNTED PAST

If you've listened to The Silt Perses audio drama, you might have noticed
that we don’t learn about the main characters all at once in a lengthy
introduction. Instead, they reveal themselves in layers, through intimate
conversations and flashbacks. Similarly, the Custodians come from many
walks of life, and their past is kept intentionally mysterious in the game at first.
They enter the story caught between the faith they once had and the contract
they are indebted to fulfill. We aim to explore their past, but only at the right
time—dramatically-speaking—and only when the game’s rules tell us to.
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INTRODUCTION

As a player, you should try to avoid
speaking about your character’s past
in detail—in character or out of
character—unless a specific mechanic
in the game demands it (such as the
Journey Move or the Verse of History,
both of which will be discussed later

in this text). If a Side Character asks

a Custodian about their past, they
should deflect or change the subject; if
a player asks another player about their

Custodian’s past, they must remind them

that they’re not allowed to say, but they
are open to using the Journey Move in
order to get the character to talk.

It’s sometimes impossible to avoid
talking about the Custodians’ pasts,
regardless of the game’s intentions.
In those cases, don’t fight it—say
what you need to say—but try

to give the minimum amount of
information needed to satisfy the
circumstance.

You should always strongly resist
talking about elements of the
Custodian’s past suggested by a part
of their faith sheet—it will be much
more exciting and impactful to
discover it during play!

a FEW POINTS to REMEMBER

The world of The Silt Perses is full of horrors, and while it has many

similarities to our own, this game has a very intentional focus for the story it
explores. It’s important to note that in the default setting of The Si/t Perses
RPG, things like race, gender, sexuality, disability, or neurodivergence are
not a social barrier. As with the characters portrayed in The Silt Perses
audio drama, the source of conflict for the Custodians comes from their
complicated history with strange gods, personal conflicts with each other,
and the power structures they find themselves caught within—but not
necessarily from facing any sort of discrimination based on their identities.

When presenting gods, their manifestations, and their followers, keep in
mind that no matter how awful or perverse a particular faith is, it should
always have a clear logic and a human need underpinning it. There are

no purely “evil” gods or cults, though many faiths commit evil acts. All
participants in this world are human—initially, at least. ke Silt Perses RPG
is much more interested in exploring why people are drawn to such groups,
the things they are willing to sacrifice for their faith, and the horrors they
may accept as normal, even divine, as they seek transcendence.




THE SILT VERSES 12

CONTENT WARNING

The Silt Perses RPG contains some dark subject matter which may not be
suitable for everyone, including intense themes of religious horror, human
sacrifice, graphic violence, body horror, cults, implied harm to children
and animals, family trauma and mental illness, government oppression and
police violence, war, and natural disasters. The section on safety tools will
address these issues in more detail.

All that said, you may decide that this game isn’t for you, and that’s fine!
There are other excellent mystery-horror games out there for you to read
and play which are lighter in tone, such as Brindlewood Bay, Monster of the
Week, and Public Access.
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Tae CONVERSATION
& THE MOVES

Gameplay in The Silt Perses RPG is mostly a conversation. One participant, the
Keeper, says how the world behaves; they frame scenes and present challenges to the
other participants, the players, who are responsible for saying how their character, a
Custodian, reacts. This is all largely done via a back-and-forth conversation between
the Keeper and the players; the narrative authority—who gets to say what—changes
from time to time, but it’s always within the confines of the conversation.

The conversation ends when a player describes their Custodian doing something that
triggers a move. At that point, you read the text of the triggered move, do what it says
(usually rolling dice and interpreting the results), and then narrate that part of the
story, as needed. Once the move is resolved, you return to the conversation.

It won’t always be as clean as that when you sit down to play—the Keeper may prefer
to shift the spotlight to another character in the middle of resolving a move, returning
later when it’s dramatically interesting—but that is generally how the game should go.

ABILITTES

Abilities are the Custodian attributes that are applied to most die rolls in the game.
They each have a modifier from -3 to +3. The abilities are: Vitality, Focus, Insight,
Presence, and Communion.

#>> Use VITALITY if the Custodian’ action involves strength, dexterity,
endurance, athleticism, or raw physicality.

¥ Use FOCUS if the Custodian’s action requires a steady hand, a calm
disposition, or intense concentration; or if they are trying to avoid a fear-
based reaction.

# Use INSIGHT if the Custodian is studying books, researching a problem,
examining a crime scene, or otherwise engaging their mental faculty.

#> Use PRESENCE if the Custodian is trying to charm someone, intimidate

someone, or capture someone’s imagination.

&> Use COMMUNION if the Custodian’s action involves divine forces;
the Keeper may decide that any action that is seemingly governed by a
different ability is actually governed by Communion because of the divine
nature of what is being undertaken, or because of the involvement with
gods in that specific scenario.
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ROLLING DICE

In most cases, when you roll dice because a move has instructed you to do so,
you roll two six-sided dice, sum them, and then add the modifier from the
relevant ability. You then check the result against the text of the move. Ifa
move refers to a “hit,” it means a result of 7+. If a move refers to a “miss,”

it means a result of 6-. Moves also frequently have success tiers: a miss, 7-9,
10-11, and 12+,

ADVANTAGE
& DISADVANTAGE

When you have an advantage, you roll three dice, keep the two highest, sum
them, and then add the modifier of the relevant ability. You will most often
have an advantage because of the following:

¥ A move gives you an advantage.

#>= The Custodian is using an unmarked item from their Altar in their
action (see Anatomy of a Character Sheet, Altar page 25).

When you’re at a disadvantage, you roll three dice, keep the two lowest, sum
them, and then add the modifier of the relevant ability. You will most often
be at a disadvantage because of the following:

£ 5= A Condition negatively impacts your Custodian’s action (see Anatomy
of a Character Sheet, Conditions page 2.4).

¥ The Keeper believes it’s appropriate under the current circumstances.

If circumstances would cause you to both have an advantage and be at a
disadvantage during an action, they cancel each other out and you roll as
normal. Note, however, that advantage and disadvantage do not “stack,” nor
can one outweigh the other.

For example, if you have two Conditions, each of which would plausibly put
you at a disadvantage, and one faith sheet move that gives you an advantage,
you would simply roll as normal, without advantage or disadvantage.
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The Keeper will be very hard on Custodians when describing adversity because
players have a powerful tool that allows them to resist: Writing a Verse (see
Anatomy of a Character Sheet, Writing a Verse page 25).

After a die roll, and after an outcome has been narrated, the player can choose
« tochange the course of history and instead Write a Verse about how things
actually happened.

, Mechanically, they then raise their die result by one success tier (so, a miss
.becomes a7-9, 4 7-9 becomes a 10-11, and a 10-11 becomes a 12+). We now narrate
o a'different result, and what was previously narrated does not occur.

‘,An example:

‘

:  Amanda’s character, Sedna, is attempting to escape the grasp of an immortal
saint, triggering an appropriate move. Amanda, understanding that Sedna’s
death is a distinct possibility, rolls her dice and gets a miss. The Keeper
describes how the saint catches Sedna in its claws and transforms ber,

turning her into a monstrous saint as well. Amanda decides she doesn’t like
this outcome and writes the Ferse of History, making ber die roll a 7-9. This
time, per the move’s text, Sedna escapes but the saint leaves a mark in her skin,
which may become a problem later.

You may be asking yourself: “Why does the Keeper fully narrate a result they
know the player is just going to discard by Writing a Verse?”” Answer: because it’s
fun! Writing a Verse lets us glimpse different scenarios, play them out, feel them,
experience the anguish and terror, and then... do something different. It’s sort of
like one of those old Choose Your Own Adventure books: part of the fun is making
the wrong choice so you can see the disaster that befalls your character (and
declaring that you’re Writing a Verse is like putting your thumb on the page of those
old books, so you can go back and choose something else if things turn out poorly).

Elder N,

I think L've found, it. The seoncho took Sk Pele b

ther rdand. t,

of arvold teytile watOO/ MWWTVWW Vede,

. yet, bk T've made my presence bnownwith a smadl

Wmféwwﬁ my maewke around the perimeter: IF an angel waits here, & recdly
s hplace of o new miracle, Just like ore of the Prophecies! L'l write
Youwr sudent, X

P.S. Pow't worry, T'm betng: caweful thig time.
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MOVES

There are three types of moves in The Silt Perses RPG: basic moves, faith moves (a
“faith sheet” is what we call the custom part of your character sheet in this game),
and custom moves. This chapter focuses on the basic moves: the Veiled Move, the
Revelation Move, the Information Move, the Journey Move, and Answer a Question.
The Keeper chapters contain a more in-depth treatment of the moves.

There are references in this section to the phases of the game, such as the Journey
phase and the Investigation phase. Please see Play Structure on page 27 for more

details on phases.

$& Bastc MovEes 3

TaE VEILED MOVE

When you do something risky or

face something you fear, name what

you’re afraid will happen if you fail

or lose your nerve, then roll with an

appropriate ability.

% Ona 1o+, you do what you
intended or you hold steady;
describe what it looks like.

& Onar-g, the Keeper will tell
you how your actions would
leave you vulnerable, and you
can choose to back down or
go through with it. If you go
through with it, the Keeper
describes what it looks like.

% On a 12+, you do what you
intended or you hold steady,
and the Keeper will tell you
some extra benefit or advantage
you receive. Describe what it

looks like.

The Peiled Move is a general purpose move
used when Custodians take visky actions or

Sace something they fear and another move
isn’t move suitable. The Keeper has final say
on which ability is used for the roll.

THE REVELATION MOVE

When you do something risky or face
something you fear, name what you’re afraid
will happen if you fail or lose your nerve.
The Keeper will tell you how it’s worse than
you fear. You can choose to back down or go
through with it. If you go through with it,
roll with an appropriate ability.

@ Ona 1o+, you do what you intended or you
hold steady; describe what it looks like.

@ Onan-9,you do it or hold steady, but
there is a complication or cost; the Keeper
describes what it looks like.

€ Ona 12+, you do what you intended or you
hold steady, and the Keeper will tell you
some extra benefit or advantage you receive.
Describe what it looks like.

The Revelation Move is a general purpose move
used when Custodians take visky actions or encounter
something frightening or unnerving when a god is
involved and another move isn’t more suitable. In
The Silt Verses RPG, you never know when a

god is nearby or may veveal itself, so the Revelation
Move is written to have more perilous outcomes for
the Custodians than the Peiled Move. The Keeper
bas final say on which ability is used for the roll.
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THE JoURNEY MOVE

While traveling to another Assignment, when you and at least
one other Custodian share a scene where you discuss your
personal history or relationship to divinity, you each clear a
Condition. Then, stumble on a Clue; Custodians in the scene
should tell the Keeper what the Clue is and how they came across
it. The Clue cannot conclusively answer a Question by itself.

Alternatively, while alone, you may engage in your Personal
Ritual to clear an appropriate Condition.

Custodians can only participate in the Journey Move once per
Journey Phase.

T his move serves the practical puvposes of clearing a Condition and/

or revealing a Clue, but is principally designed to show the relationship
berween rwo Custodians. It is also one of two major opportunities to explore
a Custodian’s past (the other being Pevsonal Altay, see page 25). While
Custodians ave formally discouraged from traveling alone per Buveau
regulations, a player may choose to disvegard this by having their Custodian
pursue more dangerous approaches to investigation.

THE INFORMATION MOVE

When you search for a clue, conduct research, or otherwise
gather information, describe how you’re doing so and roll with
an appropriate ability.

@ Onahit, you find a Clue. The Keeper will tell you what it is.

& Onar—g, there’s a complication—either with the Clue itself, or
a complication you encounter while searching. The Keeper will
tell you what the complication is.

& Onai2+, youalso find a Conspiracy Clue or otherwise learn
something fundamental about the Conspiracy (Keeper’s choice).

The Information Move is the main way a Custodian turns up Clues
necessary to vesolve the dangerous Assignments. In raver instances, it can
turn up clues related to the Conspivacy. It is written to cover all types

of information-gathering actions, and the ability used for the roll should
match whatever action is taken. For example, if a Custodian is gathering
information by sweet-talking a local law enforcement official, her player
would roll with Presence. If they are gathering information by silently
listening to a conversation they aven’t supposed to hear, her player would roll
with Composure. If they ave digging through books at the local library, they’d
roll with Reason. And so forth. The Keeper has final say on which ability is
used for the roll.
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ANSWER A QUESTION

This move 15 only available in the Investigation Phase; the Custodians must have gathered a
number of Clues equal to at least half the Question’s Complexity.

When the Custodians have an open, freewheeling discussion about the answer to
a Question and reach a consensus, roll plus the number of Clues incorporated into
the answer or otherwise explained away, minus the question’s Complexity.

9 Ona 1o+, the answer is correct and an Opportunity can be pursued.

% Ona-9,asabove, but the Keeper will add an unwelcome complication to
the answer and/or pursuing the Opportunity will be more dangerous.

@

On a 6-, the answer is incorrect and the Keeper reacts.

& Ona 12+, the answer is correct as on a 1o+ but the events are also connected
to the Conspiracy. Someone from the Conspiracy will reveal themselves to
the Custodians while they are pursuing the Opportunity.

The Keeper will introduce Assignments to the story—Ilocalized problems with stray gods that
endanger the community—and it’s the job of the Custodians to neutvalize or appease those entities
to complete their Assignments. The way they do so is by fivst gathering Clues, then using those
Clues to answer a Question about the Assignment, which then unlocks Opportunities to resolve the
Assignment. As an example, here ave the Questions and Opportunities for the Assignment called
The Hungering Roots:

|

QUESTIONS & OPPORTUNITIES

How is the harvest
Resolve the Assignment
grow back.

gbod most ‘vul.ner'abl,e? (Complexity: 4)
y destroying or neutralizing this dangerous entity so it cannot

| ghat r\esour\cgs does this harvest god offep
esol\{e the Assignment by working with the growers,t
establish a more sustainable operation that does nott

if appeased? (Complexity: 6)
0 adapt their methods and
hreaten the community.

Importantly, there are no canonical answers to these Questions; players are
expected to use their Clues to formulate an answer of their own—to theorize, if
you will—and then roll dice to see if they are correct.

One last note about Answer a Question: the roll can never be taken with advantage
or disadvantage. The success tier can be increased by invoking the Verse of
Prophecy, but only if every Custodian does so.
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FAITH MOVES & CUSTOM MOVES

The proper way to think about the differences between the basic moves, faith moves,
and custom moves is that each represents a different level of fictional specificity. Put
more simply, the basic moves cover roughly 75% of all actions the Custodians might
take in the story; the faith moves are for narrower circumstances involving talents
that are unique to a particular Custodian, and account for about 20% of their actions;
and custom moves are for niche cases, usually for highlighting something specific to
a mystery, or a dramatic, one-time action, and account for less than 5% of all actions.

Faith moves can be found on their respective faith sheets.

Custom moves are found on the Assignment sheets (for Assignments that have them),
and can also be created as part of an advancement.

Pear K-

This sounds promising. It's entirely possible You’ve managed to stumble upon

one of the original nests, and if it is undisturbed, we may indeed have found our
revelation. But don't get ahead of yourself: Remember the /essons I've taught you.
The only way to commune with such wild and pure divinities is by learning their
language. [ trust you understand what that means, and will embrace such blessings
should they impart themselves to You. If you are reading this, | suppose we may

still have a chance. Your elders await Your next report with interest.

-N
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ANATOMY OF A

CHARACTER SHEET

This section briefly details each part of the character sheet
and is addressed to players.

NaME

You should circle any given name and surname you wish, or come up with your own.

STYLE

A Custodian’s personal style should reflect their basic outlook on life. Custodians
don’t always have to be dressed in a manner that matches their style. The options
included are meant to represent a modern world in decay, where tokens of faith or
representations of membership to a particular faith are common.

PErsoNaL RrTuaL

The Custodian’s Personal Ritual represents an activity or pastime which connects
them to their life before they became a Custodian. It is something they return to
as a way to center themselves in between encounters with monstrous divinities. No
two Custodians can have the same Personal Ritual.

END oF SEssION

These questions represent roleplaying goals for the session. You can have four
questions marked, and the two questions on the list are always marked. For each
marked question you answer “yes” to at the end of the session, mark an XP. At the
beginning of a new session, you can unmark your two elective options and mark
two different ones, or leave either or both the same.

XP Track

When you mark all six boxes on the XP track, erase them whenever you wish and
mark an advancement (see Advancements, below). There are two ways to mark
the XP track: 1) by answering “yes” to an End of Session question and 2) when the
text of a move instructs you to.

ADVANCEMENTS

When you mark an advancement, immediately apply its effects to your character
sheet. When all advancements have been marked, your Custodian can no longer
collect XP or advance, but they are in play until forced to retire by the Verse of

Prophecy or until you decide to retire them (see Writing a Verse, page 25).




THE SILT VERSES 24

ABILITIES

These are the character attributes that are applied to most die rolls.

®

S

Use Vitality if your Custodian’s action involves strength, dexterity, endurance,
athleticism, or raw physicality.

Use Focus if your Custodian’s action requires a steady hand, a calm disposition, or
intense concentration; or if they are trying to avoid a fear-based reaction.

Use Insight if your Custodian is studying books, researching a problem, examining a
crime scene, or otherwise engaging their mental faculty.

Use Presence if your Custodian is trying to charm someone, intimidate someone, or
capture someone’s imagination.

Use Communion if your Custodian’s action involves divine forces; the Keeper may
decide that any action that is seemingly governed by a different ability is actually
governed by Communion because of the divine nature of what is being undertaken, or
because of the involvement with gods in that specific scenario.

CONDITIONS

Conditions are traits that cause you to make die rolls at a disadvantage if they
would plausibly hinder your Custodian during an action. You can have up to three
Conditions. If you would ever take a fourth Condition, you instead mark one of
your Verses (see Writing a Verse). Conditions are removed as the result of moves or
when the Keeper instructs you to do so.

CustoM MoOVES

Unlike the basic moves on the Reference Sheet, a custom move can only be used if
you have it written on your character sheet. The custom move is one of the ways
you personalize your Custodian.

your own.
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WRITING & VERSE

The next section is divided into two parts, between your character sheet

and faith sheet: The Verse of History and The Verse of Prophecy. You will
occasionally “Write a Verse,” in which case you mark a box from one of these
two sections (or, more rarely, a special option on an active Assignment). You
must then do as the marked text instructs before the current session ends.

The Verse of History represents the idea of your Custodian as a person of faith,
and explores how they came to have questions about their own faith and how
that ultimately led them to join the Custodians. The text involves flashbacks

to their early life, encounters with gods, their personal relationship to faith,
and key moments which influenced their trajectory in life. The entries can be
marked in any order.

The Verse of Prophecy comes from the god you are associated with. It
explores a new relationship to faith for your Custodian, should they embrace
this path. Whether returning to a god from your past or embracing a new
one, this Verse shows you growing strong in your faith again, but at a cost.
The text is always marked in order, and the last box heralds your Custodian’s
retirement from the game.

ALTAR

This section of the character sheet is where you note interesting and distinctive
items that can be found among your Custodian’s belongings while they are
constantly on the road. Your Altar may be something portable, or a special
location you return to when needed. Don’t worry too much about the logistics of
how you access your Altar, though—it’s more of an abstraction that lets us get a
glimpse of your character’s history and personality. This section also functions
as an equipment list, since anything from the Altar that might reasonably be on
a Custodian’s person in a scene, is. Items from your Altar can be marked to get
an advantage on a die roll associated with their use. Generally-speaking, they
cannot be unmarked, but marked items remain in your Altar for use in future
scenes, in which case they add to the fictional positioning of your Custodian’s
actions but do not convey a bonus to a die roll.

At the beginning of Session One, you and the other players will have an
opportunity to add items to your Altar. Think of this as a sentimental or
personally significant collection of some kind. It can be something portable
like a satchel, or a place you return to, like an abandoned temple—choose an
option from your faith sheet or write your own. After that, items can be added
as the result of moves or when the Keeper instructs you to do so.
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THE SiT PERSES RPG AIMS TO CREATE A CINEMATIC STORY. THE GAME
STRUCTURE SUPPORTS THIS BY DISTINGUISHING CERTAIN PHASES OF PLAY, AND
OUTLINES WHEN AND HOW CERTAIN PARTS OF THE GAME SHOULD HAPPEN. THESE
PHASES AREN’T TIED TO ANY TIME FRAME, HOWEVER, AND THE STORY WILL MOVE
FLUIDLY BETWEEN THEM. WHEN PLAYING J#HE S72T FERSES R PG, REMEMBER
THAT THE PRIMARY MODE OF PLAY IS THE CONVERSATION BETWEEN THE PLAYERS
AND THE KEEPER. THE KEEPER FRAMES UP SCENES (OR PLAYERS REQUEST THEM)
AND THE PLAYERS DESCRIBE WHAT THEIR CUSTODIANS DO IN RESPONSE, WITH MOVES
BEING TRIGGERED AND RESOLVED IN THE PROCESS.

BEGINNING or SESSION

At the start of Session Two, and every play session after that, do the following:

I. The Keeper does a recap of all active Assignments.

II. The players mark new elective End of Session questions (or
leave either or both the same).

ITI. Resolve any moves that are resolved at the Beginning of Session.

IV. The Keeper introduces a new Assignment (if there are less than
three active Assignments).

INVESTIGATION PHASE

The Investigation phase accounts for the majority of gameplay. When an
Assignment is presented to the Gustodians, they learn what Questions must be
answered, and then begin gathering Clues in order to answer those Questions.
Gathering Clues can involve any kind of information gathering: talking to people,
forensic inquiry, prayer, archival research, and so on. There may also be Dangers
and other obstacles to overcome during this process. Once enough Clues are
gathered, the Custodians can attempt to answer a Question. Answering a Question
correctly unlocks an Opportunity. Once an appropriate Opportunity is unlocked,
the players will be able to resolve the Assignment.

The Investigation phase should feel open-ended and, unless they have to deal with
something immediately dangerous, unhurried. The Custodians can continue their
investigations, trigger moves that are interesting to them, take actions that help
them answer “yes” to an End of Session question, resolve a Verse prompt, or simply
show how they act when exploring unfamiliar locations and interacting with locals.
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Elder N,

Apologiesfor the delay. I'mpleased. to- report that not only ik there indeed o,
presenceherve, but my eawly offerings and gestures of worship have been accepted.
T hawe been heard, Wt}thquwamefrdmCMm{Mw speoks .
tome« The stovies of the elders do not begunto desoribe Ay mogmificence, Even
owr proyer marks, whicky it heedy aund. regpondsy to: seem crusle cowwmed;wtha
vgxmwwmowtmagupmt?wwmm cawgobowwﬁfowuﬂ'wgky. Thege ruing
vine-covered, and g wikh new life, Wmmwww\p& i :
%opa(.‘ogf'\:ow)/mt#w{:rwgofwy lobor soon, IW%)W’U&MVM of me. :

s
PursuiNGg OPPORTUNITIES

Pursuing an Opportunity usually means finding a way to satiate or neutralize
whatever god is the focus of the Assignment, but it can be other things as well, such
as discovering new moves and resources that can be used for future Assignments.
Depending on the result of the Answer a Question move during the Investigation
phase, the Keeper will frame up a scene, or series of scenes, that will allow the
Custodians to exploit the Opportunity. If the Answer a Question roll went well
(to+), the Custodians will have the upper hand. If the roll was merely a hit (7-9),
the Custodians will be on the back foot.
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JOURNEY PHASE

The Journey phase depicts the Custodians’ travel to a new Assignment, or travel
between multiple active Assignments. It’s a chance to show what the world is like,
and to show how the Custodians interact with each other. The Journey phase is
triggered when at least one Custodian travels from one Assignment to a different
Assignment. There are several goals in the Journey phase:

@ To memorialize the geographical transition between Assignments.
& To paint a picture of the world via Journey Scenes.

& To show the Custodians being vulnerable with one another and learning
more about their past (mechanically, this leads to the clearing of Conditions
and the uncovering of Clues that can be used in the upcoming Assignment).

This is accomplished through Journey Scenes, which are unique, standalone scenes
that take place outside the locales of Assignments. Each Journey Scene has two
types of prompts: Paint the Scene (to describe the world) and Recall a Time (to
narrate a personal flashback). Some Journey Scenes are only introduced once,
while others involve recurring visits to the same location. Some special Journey
Scenes may be tied directly to Assignments, or be introduced when triggered by
other parts of the game.

Before you continue reading this section, take a look at the
Journey Scenes sheet and read through several of

the options there. Once you’ve done that,

continue here.
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How Dogs IT Work?

During the Journey phase, the Keeper will
introduce the Journey Scene and share both
Paint the Scene and Recall a T'ime prompts
to the players. This may be an ideal time to
take a short break, so that the players can
think about their prompts.

After the players have narrated any Paint
the Scene prompts, they may make the
Journey Move with another Custodian, or, if
traveling alone, they may describe how their
Custodian engages in their own Personal
Ritual. If discussing their past during the
Journey Move, players may use the Recall

a Time prompt for inspiration, but they are
free to discuss anything they wish.

Journey Scenes are also an opportunity to
see another side of the Custodians as they
take a break from the more immediate
dangers of the Investigation phase. We
might see them staring out the window

as the group drives along, engaging in
their Personal Ritual, or having a private
conversation while the others are resting
or stopping to gather supplies.

Once all prompts are answered and any
Journey Moves resolved, the Journey
phase ends and the Keeper transitions
the group into the Investigation phase.

Each Journey phase should take
approximately ten minutes of gameplay
to complete. If the Custodians are
pursuing multiple Assignments, play
moves fluidly between the Journey and
Investigation phases.

Note that it is possible for some
Custodians to be in the Investigation
phase at the same time others are in the
Journey phase. This will happen when
one or more Custodians stays behind

to work on an Assignment while others
are moving to a different Assignment.
In this case, only the Custodians who
are actually traveling to a different
Assignment can participate in the
Journey Move, though all players,
regardless of their Custodians’ location,
answer any Paint the Scene questions
that are part of the Journey Scene.
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The landscape of this

place is only ruin.

Follow the road down
through the foothills,
a latticework of silent
foelds sodden with
snow. Watch the
wind-farms creak,
their blades bea ring
rattling teeth.

See the boundary-posts
stamped with the
prayer-marks.

Pass through the
villages shining with
neon shrines to faceless
watchers.

There are so many
names for the hungry
and endless things that
haunt these territories
- and s0 many more
that have already been
Sforgotten.

CINEMATIC GAMEPLAY

Journey Scenes are a chance for players to paint a picture of
the world as seen through the eyes of their characters. Think
about how The Si/t erses audio drama introduces us to the
world—instead of a sweeping introduction or a massive “lore
dump” at the beginning, we experience the setting one scene
at a time, from the point of view of just a few characters. In
the same way, The Silt Perses RPG is more concerned with
describing these dramatic and memorable moments than
attempting to simulate every aspect of the world.

This idea of cinematic gameplay extends to who has narrative
authority in the game. In a traditional roleplaying game,

most of the narrative authority, particularly authority over

the setting, is held by the game master (the Keeper in our
parlance); the role of the players is to simply inhabit their
characters and say how they respond to things. The Si/z Perses
RPG rejects this by giving players the authority to describe
the world at key moments. You might compare it to the writer’s
room on a T'V show or movie—the director or showrunner has
a lot of say over the general arc of the story, but the writers get
to shape the details. That’s what playing The Si/t Perses RPG
is like: it’s a collaborative experience.

The Journey Scene is the most direct and pronounced
expression of this gameplay style, as it requires the players
to step out of character and narrate a scene that develops the
broader world, not just the corner their character occupies.

END OF SESSION

This is a short upkeep phase that takes place at the end of each
session. Perform the following steps in order:

I. Collect Rewards if an Assignment was resolved.
II.  Answer End of Session questions.

III. Resolve any Moves that are resolved at the end of

session, or answer any Verse prompts that remain
unresolved.
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ELCOME,CUSTODIAN

Feeling proud? You should be.

By joining the Bureau of Investigation and Assimiilation of Stray Deities, you're not just
becoming part of the Peninsula’s most indispensable force against the encroachment of
dangerous and illegal false gods. You're bacoming part of a family.

What does this mean? As a Custodian, you'l be making the Territories of the Peninsula safer
for our citizens, finding compassionate solutions to the challenges posed by stray gods, and
building bridges between fringe faith communities. You'll be making a difference.

Of course, by signing on to join our family, you'll have received special exemption: this
clears you from punishment for any crimes against the Peninsula which you might have |
committed in the past, ‘or from any ongoing work contracts which you might have been
subject to. It also grants you the authority to act on behalf of the Bureau, and by proxy the
Legislatures themselves. So wear that badge with pride! R

Please be advised that this exemption may be revoked at the discretion of your Supervisor,
or by order of the Legislative Board, should your service with the Bureau be prematurely
terminated, or should you choose to commit any future crimes against the Peninsula.

As of the First day of Fathoms, (Shrivels-Day), we are very pleased to announce that all
newly contracted Custodians will receive updated and comprehensive training in Field
Ritual, Identification of Emergent Sainthood, and Community Engagement with
Marginalized Faiths. Please see the included pamphiets and self-study sheet.

Should you break contract, or fail to maintain contact with your Supervisor (as per the Bureau
Code of Canduct), or act in such a way that your exemption is revoked, these acts will be
considered crimes in their own right and may open you up to arrest, summary prosecution,
punishment, or in-situ sacrifice at the discretion of your Supervisor or the Board.

if you have not committed any crimes against the Peninsula and you have joined the Bureau
as a volunteer agent rather than an enlisted agent, please be advised that these conditions
may still appear in your written contract but should not be acted upon save at the discretion
of your Supervisor or the Board, etg, etc.

The duration of your service with the Bureau will be listed in your written contract. If you do
not have access to your written contract, please submit a request to your assigned Supervisor.

Once again, on behalf of the entire Western Glottage Division, welcome to the team! We
have full faith that your talents will be put to great work in the field.

Warmest Regards,

Kenneth ter

Senior Supervisor

Bureau of Investigation and Assimilation of Stray Deities
Western Glottage Division

Seventh of Fathoms, The Day of Emergence, .67 ; &',[A.O

e
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The Silt Verses

The next three chapters are presented as if the
game designers are speaking directly to the Keeper,
and so the tone and presentation is a bit less
formal than in other chapters.

YOUR ROLE

You'll present the basics of an Assignment to the Custodians, who will
then begin an investigation, gathering Clues to help them answer relevant
Questions about the god or entity that is the focus of the Assignment,
and ultimately putting a stop to what it is doing. If you have played other
tabletop roleplaying games where the characters solve supernatural
mysteries, much of The Silt Verses RPG will feel familiar.

However, there are three significant differences with most of those games
you need to be aware of:

I.  The Clues are not located in specific places, and, in fact, can be
found wherever the Custodians are looking.

Il.  Youdon't know the explanation to any of the mysteries surrounding
the story until the players do the Answer a Question move.

Ill.  The various cases aren't the real threat—there's another,
more insidious danger, a Conspiracy by a government agency or
corporation. This organization has a hidden agenda that only
becomes clear over the course of multiple sessions of play.

In addition to presenting these stories and managing the Conspiracy, you are
generally responsible for portraying the world around the Custodians. This
means you give voice to all the various characters they interact with, you
describe elements of a scene when needed, you challenge them with dangers
and obstacles, and you show how the world reacts to the actions they take.

You have a lot of responsibility as the Keeper, but you don't have to be a
creative genius or improvisational wizard to run The Silt Verses RPG. The
Assignment sheets and the Conspiracy sheet not only help you keep the game
organized, but also provide you with loads of inspirational details; there are
many instances when it is the players' responsibility to describe the game
world rather than yours; and, if all else fails, you can take a break to think
about what should happen in the story, or even ask the players for their ideas.
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Finally, while everyone is responsible for making sure everyone else is having
a good time and maintaining each others' boundaries of safety and consent, it
is your responsibility before play begins to make sure the players understand
what kinds of subject matter might come up in The Silt Verses RPG.

This game deals with some very dark and unsettling themes—it's a game about
exploring those unknown places and confronting the entities that dwell there—
and you need to make sure players understand what they are getting into. If you
know your normal playgroup isn't likely to handle these subjects with care or
respect, you need to be honest with yourself about that (and possibly not offer
The Silt Verses RPG as an option on your regular game night).

If you're running The Silt Verses RPG at a convention or in some sort of public
space, like a Twitch stream, you need to exercise extra care when presenting
the game to players and/or viewers.

MANAGING

PLAY STRUCTURE

Running the Beginning of Session & End of Session Phases
These are short, simple upkeep phases; just do the steps listed in the Play
Structure chapter and you'll be fine. The main piece of advice we would give you
involves answering End of Session questions, which is: be generous. Sometimes
it won't be clear if a player is able to answer “yes” to an End of Session question,
and so you might have to weigh in. Strive to be expansive and open-minded—
look for an opportunity to give the player credit for the End of Session question.
If you still can’t get to a “yes,” then say so, but tell the player what they might
have done differently in a scene in order to get that XP.

Running the Investigation Phase

It’s really important you follow the players’ leads when it comes to the
Investigation phase. This is their time to explore the game and story in

the way that is most interesting to them. They may want to continue their
investigations, or they may want to have lower-stakes scenes that serve to
develop their Custodian’s personality or personal agenda. Always be honest
about what is possible at any given time, but do your best to give them the
scenes they want. For example, the Custodians will naturally interact with each
other during an investigation, but longer and more intimate conversations
between characters would be better left for the Journey phase—after all,
there’s work to do and the investigation could turn dangerous at any time.
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After you have introduced a new
Assignment (provided there

are fewer than three when the
Beginning of Session phase
starts), the best way to get
things rolling is to simply go
around the table and ask: "What
would you like to do?” You

may want to frame up a scene
immediately after they give you
an answer, or you might want to
hold back and hear out the other
players first, especially if the first
player requested a scene with
another Custodian. Once a scene
is framed, meaning you describe
where it takes place and what's
going on when the Custodians
arrive, ask them: *What do

you do?” Things should pretty
much take off from there: the
conversation with the players
begins, Custodians start taking
actions, moves are triggered,
and so forth.

Running the Journey Phase

It's important you keep the spotlight
moving; spending too long on one
Custodian’s scene can make the other
players get bored or feel resentful. Cut

in the middle of an ongoing scene to ask
another Custodian what they’re up to. Get
that second Custodian’s scene going and
then cut to another Custodian, or return
to the original Custodian. The important
thing is to just keep moving around the
table; never spend more than five to ten
minutes on a scene before cutting away to
checkin with another character.

One last note about the Investigation
phase: the passage of time can be fairly
abstract here. The Custodians may spend
hours of in-world time investigating one
Location, even days on an Assignment as
they explore several Locations. They may
decide to travel between Assignments,
even splitting into groups to cover more
ground. As long as you clearly delineate
between when the players are in the
Investigation phase and when the
Journey phase begins, you should be fine.

The trickiest part of running the Journey phase is simply making sure the
players understand how it works. The word “Journey” is used a lot—Journey
phase, Journey Scene, Journey Move—and you’re going to be presenting
them with a number of different questions and prompts, and it can all get

a bit confusing. The best way to think about it (and you should help your
players understand it this way) is as a series of nested events: the Journey
phase leads to the Journey Scene, which then leads to the Journey Move.

Phase > Scene > Move.

Another thing that can help with the management of this phase is to take

a short break after you present the Journey Scene—players will feel much
more confident with the roleplaying demands of the Journey phase if they
have a few minutes to gather their thoughts.
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You might find a list of steps helpful for running this phase. The steps are:

I. = The Journey Phase is triggered.

Il. ~ The Keeper presents a Journey Scene,
including the Recall a Time prompt.

I1l. = Short break.

IV. ~ The players respond to any prompts or
procedures contained in the Journey Scene.

V.  Custodians who are in the Journey Phase can
participate in the Journey Move, if they wish.

Finally, you should strongly discourage players from taking investigation
actions in the Journey phase. Keep the Journey phase focused on worldbuilding
and the relationships between the Custodians, and remind players they can
stumble on Clues while doing the Journey Move, and so they don’t have to take
direct, investigatory actions.

KNOW THE SIGNS

N

‘Prayer-marks’ are usually folk symbols carved or written in a place of
significance to invoke a god's intervention, written in the god’s hidden
language. This is ritual magic, rather than dynamic communication,
and while it can be used to attract a god’s attention, it’s no guarantee
that the worshiper will get what they want.
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ANATOMY OF AN

ASSIGNMENT

You’ll always have at least one Assignment to track at all times.
Assignments are managed using Assignment sheets that contain all
the important elements you need to run them. We recommend you spend
fifteen minutes or so reading an Assignment before you actually run
it, and if you can spend a little more time, all the better: the
Assignment sheet is a “toy box” of elements for you to run a session,
but it’s also a way of learning the setting—the setting of The Silt
Verses, and the specific setting of the Assignment in question.

What follows is a quick breakdown of each part of an Assignment sheet.
Some Assignments may deviate slightly from this structure or have
elements that are unique to that Assignment; we’re going to ignore that
stuff and just focus on the elements that are common to all Assignments.

TITLE: The title of the Assignment is never withheld from the players— tell
them what it’s called.

INTRODUCTION: This section features italicized text introducing the basics
of the Assignment. When you have to present a new Assignment during

the Investigation phase, you do so by simply reading this text aloud to the
Custodians. This section also frequently has one or more questions you pose to
the Custodians; the purpose of these questions is usually to give the Custodians
a story hook into the Assignment.

QUESTIONS & OPPORTUNITIES: Questions represent mysteries the Custodians
are trying to solve. What does the entity in question want? Where can we find it?
How can we get it to come to us? Custodians solve these mysteries by gathering
Clues and triggering the Answer a Question move.

If the Answer a Question move is successful, the associated Opportunity is unlocked.
Opportunities usually involve resolving the Assignment (often by neutralizing

or somehow appeasing the problematic entity). In fact, the only way to resolve
Assignments is to successfully Answer a Question and then pursue its Opportunity.
If the Custodians encounter the entity that is the focus of the Assignment before
unlocking the Opportunity, they can battle it or even attempt to destroy it, but they
will never be rid of it completely—the subject of the Assignment slips away at the last
moment, comes back to life at a later time, or simply... reemerges.

Additionally, the inherent danger of pursuing an Opportunity is inversely
proportional to the Complexity of its Question. So, a Question with Complexity
4 is fairly easy to answer, but pursuing that Opportunity should be much more
dangerous than the one whose Question has Complexity 8.
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THE VERSES: Most Assignments have their own Verse, usually connected
to a prominent theme. A player can choose to mark this box when writing a
Verse instead of marking a box on their playbook so long as they are actively
investigating or pursuing that Assignment. This Verse prompt usually
requires all players to participate, not just the player who marked it.

THE ENTITY: This section contains a description of the god or other entity
that is central to the Assignment. It will usually have information about what
it looks like, how it behaves, and what sorts of manifestations it shows. It
may contain a quote or witness account. Importantly, it contains information
about what will happen if the Custodians fail to complete the Assignment in
time. At the beginning of every session, review this part of the Assignment
sheet; if the Custodians have gone a few Journey/Investigation cycles without
pursuing the Assignment, think about how the subject of the Assignment
might make their lives more difficult.

MOMENTS: These are colorful bits that you can sprinkle in wherever
needed. They reinforce the Assignment’s themes and, frankly, make you look
like a rock star Keeper whenever you drop them into a scene.

DANGERS: These are obstacles associated with the Assignment, usually
allies or followers of some sort, but sometimes the god's terrifying saints
and angels, or third parties interested in stopping the Custodians, such

as a company invested in a certain outcome. Importantly, this is not an
exhaustive list, but a jumping off point; use it to inspire your own creations
and improvisations.

LOCATIONS: These are places which might be connected to the Assignment
in some way. Each contains a short description plus a Paint the Scene
question to further develop them. A Paint the Scene question is a question
that is posed to all players; as the players answer it, they build up an image of
the place in everyone’s mind, and explore an idea associated with that place.

Locations can be highly localized, such as the warehouse which traps The
Hungering Roots, or spread over a much wider geographical area, such as the
locations along the river in Young Jolly Junk. Again, the list of Locations is not
exhaustive; use it to inspire your own creations and improvisations.
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SIDE CHARACTERS: These are the characters who might be connected

to the Assignment in some way. Each has three sensory details, a short
description explaining their possible role in the story, and a quote.
Sometimes Side Characters are connected to a certain place or circumstance,
as with the Skelton family in The Dusk Mother, and other times they are

free agents, meaning you can drop them in wherever needed, as with the
various town residents in The Sleepless Warden. Remember, the list of Side
Characters is not exhaustive—you can and should introduce characters not
considered on the Assignment sheet if it makes sense in the story.

CLUES: These are uncovered during certain moves. When it's time to

reveal a Clue, scan the list and pick the one that makes the most sense in

the moment or is the one you find most interesting, and work it into the
fiction. Clues are written to be diverse and flexible—you should be able to
find something that fits. Also, you can change the Clue or add to it as much as
you wish (just be careful your changes and additions don’t cause the Clue to
answer a Question by itself).

Consider the Clue, “A series of prayer marks in an unlikely location.” Here are
some different ways this Clue might be used:

¢  ACustodian discovers a Clue while examining a corpse. What
appeared to be a series of cuts or streaks of blood on the corpse’s
flesh are actually, upon closer investigation, a series of prayer
marks.

¢  ACustodian is chatting with a Side Character and notices a Clue.
While gesturing emphatically with their hands, the Side Character’s
sleeve shifts to reveal a wrist tattoo—an unusual, stylized pattern,
which forms a prayer mark.

¢  ACustodian discovers a Clue while searching an abandoned farm.
Upon closer investigation, they discover that scratches in a fence
post left by livestock are actually a series of prayer marks.

{  ACustodianis searching the room of a Side Character and uncovers
a Clue: random drawings in the margins of a book, upon closer
inspection, turn out to be a series of prayer marks.

¢  ACustodianis conducting an investigation in a prison cell and
discovers a Clue: chalk markings on the wall that, at first glance,
appear to be counting the days are actually a series of prayer marks.
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Let’s work through another sample Clue, "Decorative flower pots, small
offerings of animal bones visible among the stalks.” Here are some ways this
Clue might be used:

{ The Custodian is exploring the apartment of a Side Character while
the Side Character is out and discovers a Clue: a decorative flower
pot on the apartment balcony, which, on closer inspection, contains
small offerings of animal bones among the stalks.

<  The Custodian is meeting with a Side Character in their office, who
reveals a Clue. The Side Character has a small pot of flowers on their
desk, which, at a second glance, contains small offerings of animal
bones hidden among the stalks.

{  The Custodian discovers a Clue while investigating a greenhouse.
An entire row of flower pots, on closer inspection, contain small
offerings of animal bones placed carefully among the stalks.

<  The Custodian stumbles upon a Clue while examining a public
memorial shrine. Among the offerings left there by passers-by is a
bouquet of flowers, which, barely concealed under the cellophane
gift wrap, is a small collection of animal bones.

< The Custodian is scoping out the grounds of a church at night and
finds a Clue: decorative planters under the church windows contain
small offerings of animal bones, carefully tied to the flower stalks.

As you can see, there are no real limits on how you can use a Clue. So long as
the Clue doesn’t automatically answer a Question, you can twist it, remix it,
and add to it as much as you want.

REWARDS: Each Assignment sheet has a list of Rewards the Custodians can
claim if they resolve the Assignment. Each Custodian picks a single Reward,
marking it off when they do so; no Reward can be taken by two different
Custodians, though some of them are repeats, and some can be used by all
Custodians, such as Side Character Rewards.
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KEEPER PRINCIPLES

This section explains the general principles you should bear in mind when
running The Silt Verses RPG. You will occasionally find yourself in a situation that
isn't explicitly covered by the rules or where you need to make up something on
the fly. So long as you are following the Keeper principles, your improvisations

will come across as authentic and fair.

THE KEEPER PRINCIPLES ARE:
Play to find out what happens.

Make the world and everyone in it seem real.

Be a fan of the Custodians.

Sometimes, disclaim decision-making.

Explore a dreary, ruined landscape shaped by strange gods.

Show the underlying horror in society’s banal acceptance of the monstrous.

Present horror in a matter-of-fact way.

Evoke wonder, terror, and uncertainty in the presence of gods.

PLAY TO FIND OUT WHAT
HAPPENS: You have an Assignment
sheet, a cast of Side Characters, a list
of Clues, and a Conspiracy sheet, but
none of it is set in stone. Be willing

to let the session unfurl on its own
terms. If a player has a cool idea that
doesn't quite match what's on the
Assignment sheet, go with it. In fact,
many parts of the game will explicitly
challenge your preconceived ideas—
such as the answers to Paint the
Scene questions—so be flexible

and ready to incorporate things you
hadn't considered.

MAKE THE WORLD & EVERYONE

IN IT SEEM REAL: Describe the world
in sensory-rich detail. You have some
help here: the Side Charactersin an
Assignment each come with three
descriptive details and notes on how to
play them, and key Locations have Paint
the Scene questions to help enrich the
scene. Use these as a foundation for how
you approach everything in the world.
Give characters not listed among the
Side Characters three descriptive details
to bring them alive; think of your own
Paint the Scene question for a location
that takes on sudden importance.

BE A FAN OF THE CUSTODIANS: This doesn't mean “let them win.” It means
“give them challenges that make you root for them.” Flawed as they are, and bleak
as their circumstances are, the game aims to tell their story.
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SOMETIMES, DISCLAIM DECISION-MAKING: You are co-creating the
story with the players. Let them chime-in to flesh out the world, describe
things they see, and get invested in what's happening. Also, when you
aren't sure how to react to the result of a move, ask the table for advice.

EXPLORE A DREARY, RUINED LANDSCAPE SHAPED BY STRANGE
GODS: The world we see is largely broken down, decaying, and grown
wild. Entire towns and regions have been polluted and warped by the
manifestation of gods. Towns should feel half occupied, full of abandoned
buildings and abandoned gods. The landscape of The Silt Verses is largely
one of rain and mist, of rivers, moors, valleys, forests, marshes, and
farmland. Any elements of commercial, modern technology should stand
out like a sore thumb—kitschy, ugly, already falling apart. The fact that
gods shape, pollute, and change this world should be felt in widely varied
levels of inequality; we should always feel the dissonance between a central
government and faraway cities that are equipped with televisions and
computers, and a rural landscape with rusted tractors and old cars.

SHOW THE UNDERLYING HORROR IN SOCIETY'S BANAL
ACCEPTANCE OF THE MONSTROUS: From the common knowledge
that “a god must feed,” to the darkly humorous observation that “we

get to choose the thing that devours us,” the world of The Silt Verses is

one of contradictions and hypocrisy at every level. The players and their
characters should feel this dissonance wherever they look, from the overtly
gruesome practices of rural worship to the creeping dread at knowing that
every modern convenience of city life was bought with equally horrifying
sacrifices, just made out of sight.

PRESENT HORROR IN A MATTER-OF-FACT WAY: The temptation to
present horror elements in a “scary” manner—perhaps with exaggerated,
Vincent Price-esque mannerisms—is very high. Unless you feel particularly
confident in your ability to be “scary” at the table, you should present
creepy things in a calm, measured, matter-of-fact way. That calm, plain
presentation will itself stand in contrast to the things being described,
which is its own kind of creepy. The players' imaginations will do the rest.
A few things you might lean on to achieve this are the ways that individual
faiths view their monstrous gods and angels as divine, no matter how
grotesque or horrifying, or the banal way that politicians might, say, pledge
to “reduce industrial-scale sacrifice by 7% during the next quarter.”
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EVOKE WONDER, TERROR, AND UNCERTAINTY IN THE PRESENCE OF GODS:

"Everyone wants a personal relationship with the divine, but none of us are really
equipped to handle the consequences.”—The Silt Verses audio drama, Chapter 3

In the world of The Silt Verses, gods inhabit the world and shape it in ways beyond
human comprehension. To try and understand them, let alone communicate with
and worship them, is to be changed. Recall some of the definitions of gods in this
setting, which can go a long way in presenting them at the table:

{ Gods speak in their own language, which must be learned to
comprehend them in the slightest.

A god must feed. When fed, it rejoices, and may offer blessings—
although its notion of a gift will likely differ from our own.

pure aspect of existence it embodies.

A god is driven to shape the devoted, and the world around it, in
its own image.

BEWARE STRAY GODS

<o
o A god despises those things which stand in opposition to the
<o

Where any god’s power develops beyond the acceptable, due to certain
forbidden words spoken in its secret language, or egged on by the sheer
fanaticism of its followers, it may reshape entire towns or territories entirely
in its own image, dragging aspects of our reality into its haunt.
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KEEPER REACTIONS

You will frequently be asked to define and narrate complications resulting
from a die roll, or otherwise “react” to a situation. Generally-speaking, a good
reaction is one that complicates a Custodian’s life in an interesting way and
follows logically from the established fiction.

If you can't think of a natural reaction based on what's happening in the fiction,
choose a reaction from the list below, modifying as needed.

Separate the Custodians.

Kill a Side Character.

Inflict a Condition.

Put a Custodian in danger.

Describe a Custodian being killed.

Remove an item from their Personal Altar.
Have a rival group or an official show up.

Reveal that a god is involved.

SEPARATE THE CUSTODIANS: The Custodians will usually want to stay
together, so complicate their lives by separating one or more of them from the
group. Are the Custodians looking around a creepy old farm? Perhaps one of
them gets locked in a shed. Are they exploring an unfamiliar town in the middle
of a festival? Have them get separated in the crowd. Are they snooping around
a secret chapel of an outlawed faith? Maybe a shadowy figure locks one of them
in the basement. The important thing is that whatever happens next to the
separated Custodian(s) should be fascinating or perilous.

KiLL A SIDE CHARACTER: Nothing will get the Custodians’ (and players')
attention like having a Side Character turn up dead, especially if it's in a
gruesome manner. This reaction is particularly effective if the Custodians are
starting to get close to resolving an Assignment, and the death of the Side
Character in question would complicate things. Note that this is a very strong
Keeper reaction, and really only appropriate as the result of a missed roll.
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INFLICT A CONDITION:

This is a trusty, go-to Keeper
reaction for nearly any situation.
A Condition is a one-word
adjective or short phrase, and

it should follow directly from
whatever just happened in

the fiction. For example, if a
Custodian got slammed into

a wall by someone fleeing a

crime scene, you might give

them the Condition: Bruised. If
they just had a very frustrating,
condescending conversation with
a local authority, you might give
them the Condition: Aggravated.
If they have indulged in one of the
more potent psychotropic teas
commonly available, you might give
them the Condition: Hallucinating.
A Condition can be cleared by the
use of the Journey Move, or because
you think it's appropriate given the
circumstances.

REMOVE AN ITEM FROM
THEIR ALTAR: Just like
inflicting a Condition, this is a
very dependable, go-to reaction
for many situations. Essentially,
if they were using something
from their Altar, have them

lose it—it breaks, is stolen, is
misplaced, etc.

PUT A CUSTODIAN IN DANGER:
“Danger” can mean physical danger
or something else. Is a Custodian
sneaking into a private library?
Perhaps a hallowed saint roams
among the shelves at night and
corners them. Are the Custodians
hotwiring a car to escape a rural town
quickly? Maybe a neighbor unleashes
their terrifying “hounds” that have
been transformed by a family deity
of the hunt. Is a Custodian trying

to pressure a local authority with
questions that are a little too direct?
Maybe the authority takes offense,
and has a word with the organization
who holds the Custodian’s contract,
complicating their next Assignment.
circumstances.

DESCRIBE A CUSTODIAN BEING
KILLED: Kill a Custodian! It's totally
fine. Make it gruesome, if you want.
The players can always Write a Verse
to get a fictional do-over. Note that
this is a very strong reaction that is
only appropriate as the result of a
missed roll, and even then only if it was
adequately telegraphed as a possibility
beforehand, such as in the Revelation
Move, or in a conversation between
the Keeper and player that preceded
the roll. This reaction is never
appropriate as the result of a missed
Information Move roll.
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HAVE A RIVAL GROUP OR AN OFFICIAL SHOW UP: The Custodians are
never the only group with an interest in gods. Local residents or followers of
the god might not take kindly to the Custodians interfering in their business.
This is an important genre convention in folk horror, and should be used
liberally. The idea is that a prominent local, usually a long-time resident, a
policeman, or religious leader shows up and issues an ominous warning—if
ignored, they will find a way to interfere with the Custodians’ investigation in
some way. They may even seek to turn other locals against the Custodians.
Note that we use the term “official” very loosely here—anyone with authority
over the situation will do. An inquisitive hotelier at the front desk can be just as
troublesome as a surly policeman at a traffic stop.

REVEAL THAT A GOD IS INVOLVED:

"There are times when you might be feeding a god and not even know it.”
—The Silt Verses audio drama, Chapter 2

In a world with tens of thousands of gods, most of them highly localized, and
many others stray or forgotten, it's only a matter of time before the Custodians
will unknowingly stumble across the haunt of a god. As the Custodians explore
abandoned locations and start digging up secrets, they will encounter gods.
Some gods hear and answer prayers in forms beyond human comprehension.
Some are starving for attention, worship... and sacrifice. This can be a go-to
reaction when a player rolls a miss, especially when their Custodian is heading
into danger or exploring the unknown.

TRUST NO ONE

Every faith has its lures. Sweet-faced young acolytes who are
sent out into the world, to hand out the flowers, whisper kind
enticements, and lead the faithless into the sacrificial grounds.
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TEACHING

THE SETTING

You might be wondering how much you or your players need to know
about The Silt Verses before you start playing this game. It's something
we, as the game creators, spent a fair amount of time thinking about.
Ultimately, through discussion and playtesting, we figured out it's
simply not that important. We have run the game for groups where
the players were familiar with The Silt Verses audio drama beforehand,
groups where the players had literally never heard of The Silt Verses
before we started playing, and groups where some folks in the group
understood the setting better than others. In all cases, familiarity with
The Silt Verses (or lack thereof) had little appreciable impact on the
play experience.

All of which is to say: don't sweat it too much. The Session One
procedure gives you enough to get things started, the character sheet
and faith sheets do a good job of “teaching” the setting to players

as they read through them, and your Assignment and Conspiracy
sheets will help you with the various setting elements you'll need to
run the game. Also keep in mind that the audio drama itself leaves
lots of negative space in the setting, and filling that negative space is
what we're here to do when we play this game—you‘re going to make
your own version of this world, so don’t worry if you get a few details
“wrong"” as you play.

To the extent you want to explain the setting to your players in a

little more detail, let the Introduction chapter of this book be your
guide. If you or your players want to do a “crash course” on the audio
drama before you start playing, we recommend listening to Chapter
Three and Chapter Seven—the former because it mirrors the sorts of
investigations the Custodians do in this game, and the latter because it
highlights the capitalist horror and satirical elements of the setting.
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THE VEILED MOVE VS.
THE REVELATION MOVE

The Veiled Move and the
Revelation Move will be rolled for
the majority of non-investigation
actions requiring a die roll, and

so you need to have a good
understanding of how they work,
how they differ from one another,
and when to trigger them.

The first thing you need to be
aware of is that these moves

do not have miss conditions in
their text. Should a playerroll a
miss, they most likely fail in the
action they were taking, but not
necessarily—it’s up to you whether
they fail or succeed. In either
case, you will perform a Keeper
reaction. In general, this Keeper
reaction should be stronger than
the complication or cost they
might have incurred ona 7-9, and
it should flow logically from the
established fiction.

Another thing to understand

here is that these moves are a
negotiation between you and the
player. The player tells you what
they are afraid will happen if they
fail or lose their nerve. You are free
to disregard what the player has
offered when considering how to
react—especially if the player’s
suggestion is soft or nonsensical—
but if they have given a good,
genuine answer to what they are

afraid of, you should do your best

to incorporate it. Doing so sends

a signal to the player that this is a
collaborative storytelling process,
and they’ll be eager to give you good
stuff to work with in the future.

The Revelation Move has a slight
wrinkle: after the player says what
they’re afraid of, you must tell them
how it's worse than they fear. Again,
when saying how things are worse,

you can disregard what the player
suggested if what they suggested was
too soft, but do your best to riff off
what they give you. Another important
aspect of “telling them how it's worse”
is being honest about how it's worse. If
it's possible for the Custodian to sustain
a serious injury, tell them that. If it's
possible for a Custodian to be killed,
tell them that. They have the option of
backing down after you say how bad
it's going to be but before they actually
roll. The player is going to feel cheated
if they roll, get a miss, and then you
narrate their Custodian being killed
when you didn’t previously tell them
this was a possibility.

One final thing about the Veiled Move
and the Revelation Move: they trigger
whenever a Custodian is facing
something they fear. This is a passive
use-case (and thus easy to forget),
but a very important one for a game
that has horror elements.
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The Custodians will witness things that are shocking or horrifying,
especially when it comes to gods and saints, and depending on how they
handle themselves in that moment, things could get very sticky for them.
Trigger the move to see if they can keep it together (in most cases, they
will be rolling with Focus).

You might be wondering how a Custodian can back down or try a different
way when the move was triggered passively. It's a good thing to wonder
about, and the answer for how to handle it will depend a lot on the specific
circumstances. It could be that backing down is not possible or that there

is no good alternative option, in which case simply make that clear to the
player. Generally-speaking, it probably means the Custodian has to abandon
the moment, or give up the thing they were trying to accomplish in the first
place. Consider this possibility, as well: they might have to react in a way
that isn’t frightened. Perhaps it's an opportunity to show what a badass they
are by taking some kind of direct action in the face of their fear.

A note about “saying how it's worse than [they] fear:” just go for it. If the
Custodian is trying to run away from a saint and they say they might fall
down and injure themselves if they fail, feel free to say: “It's worse than
that—the saint catches up to you and tears your guts out, killing you.”
Remember: the players have total control over whether their character
actually dies via the Verses, so just go big when it comes to the stakes—it’s
more fun that way.

The tricky thing is if the player goes big themselves by putting death on
the table when they say what they are afraid will happen if they fail or lose
their nerve—what then? Well, in the case of the Revelation Move, you
must still say how it’s worse than they feared, but in this case, “*worse”
might mean long-term effects after the character is dead, such as how it
affects their surviving family members or the community. If you're unsure,
ask the table for their input.

A related note: sometimes players tell us they felt like they didn’t have a
choice when it came to Writing a Verse—that if the alternative to doing so
is character death, of course they're going to do it. Our answer to that is
twofold: 1) they did have a choice: The Silt Verses RPG embraces an ethos
that players have ultimate control over when their character dies, and
choosing to have them die rather than Writing a Verse is a valid choice if
it's dramatically interesting, and 2) their agency took place earlier in the
move (in the case of the Revelation Move) when they were given a chance
to back down or try a different approach.
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ANSWER A QUESTION

The text of the move says, "When the Custodians have an open,
freewheeling discussion...” but, in practice, this discussion is being had
by the players, not the Custodians, and you have a role to play, too. You
should feel free to offer your own thoughts, challenge the assumptions
being made, and interrogate theories that fail to account for certain
Clues. If a player is being demure during this process, cut in and ask them
for their opinion on things. If a player is dominating the conversation,

go around and confirm with the other players that they agree with what
the dominant player is suggesting. Importantly, you need to guide the
conversation to a consensus so a die roll can take place.

Another important job you have during Answer a Question is to invite
the players to add critical context to the discussion of Clues. The Clues
they have gathered will frequently seem disjointed or incongruent with
one another—that’s by design, so they can be used flexibly. Encourage
the players to add the context necessary to make the Clues fit their
theory. For example, if the Custodians found a severed finger, and
their answer depends on the whereabouts of a Side Character called
Elena, they need to account for how the finger might be connected to
Elena if they want that Clue to count against the Complexity in the die
roll. Perhaps Elena is missing a finger, but very likely no one thought
to look at Elena’s hands. During Answer a Question, it's ok for a detail
like this to be added to the fiction. And so, a player might suggest

that Elena was always seen wearing gloves, and that might be how
she hides her wound. You should encourage this kind of “ret-conning”
of the established fiction so the players can arrive at an answer that
incorporates as many Clues as desired.

Now let’s talk about what happens after you know the result of the
Answer a Question roll. If the result is a hit, let the players know their
Custodians can now pursue the associated Opportunity (unless it's a
threshold Question that simply unlocks other Questions, in which case
just reveal those new Questions). Find out what each player is interested
in doing—some might want to pursue the Opportunity right away, while
others might want to work on something else. In any case, it's probably

a good time to take a short break so you can think about what the next
round of scenes will look like, and how dangerous any potential pursuit of
Opportunities might be.
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What if the Answer a Question roll
is @ miss? This is when things can
get really interesting. The answer

is likely wrong, of course, but also:
you get to react. | love the reaction
Kill a Side Character on a missed
Answer a Question roll, especially if
the Side Character is one that was
critical to their thinking. But you
could also just put the Custodians in
a particularly dangerous situation—
it's a great opportunity to review
Dangers to see what you might

be able to throw at them. There’s
also a question of whether and

how the Custodians can attempt
the Answer a Question roll again.
The answer is yes, they can make
another attempt, but not until you
have reacted as a result of the initial
missed roll and they have dealt with
that reaction.

Some notes on spending Clues:
Clues are spent if used to
successfully Answer a Question,
and cannot be used to answer
another Question (although they
still function as important context
for the Assignment). Clues are not
spent on an unsu