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D
ice

d4 - W
hen a character is so 

out of their depth the fish 
have lights on.

d6 - W
hen doing som

ething 
the character hasn’t got 
experience of but that can be 
justified by a Trait, or 
som

ething a character has 
experience of that cannot be 
justified by a Trait.

d8 - N
arrativium die, only 

used by the GM
.

d10 - W
hen doing som

ething 
the character has experience of 
that can be justified by a Trait.

d12 - W
hen the stars align 

and everything fits perfectly 
into place.
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