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Site of what 
would prove
to be the 
band’s 
final
show: 
a small- 
venue 
club 
date.

fam
e H

AS B
EEN

 

ACHIEV
ED 

but
 th

e 

Goal
 ST

ILL 
REM

AINs
: 

IMMORT
ALIT

Y 

 BANDMATES, go NO FURT
HER

  Here there be monsters.. .

BLACK SIDE OF 
THE SUN



 

N

A Strange and Foreboding Portal

The burning purge, which scours the earth
The hardened glamour, be-stilling life
The baleful storm, it heeds no plea
The raging wind, eats from within

Chorus
Four banes are placed 
Upon this gate
Fire, Ice, Storm and Hate
Fire, Ice, Storm and Hate

Playing  

this  

Album

ROCK G
OD DEA

TH-FUGU
E... 

...is a o
ne-shot

 adventu
re  that e

xplores t
hemes of

 artistr
y, envy, 

 

excess, h
ubris an

d the c
ost of 

immorta
lity-thr

ough-po
pular-me

dia.  

ROCK G
OD DEA

TH-FUGU
E (RGD-

F) owes 
much of

 its insp
iration 

to  

James M
acGeorge

s BLACK
 SUN DE

ATH CRA
WL. RGD-F

 is also 
a follow

 up to 

NULL SI
NGULARI

TY, a B
SDC-insp

ired one
-shot t

hat pres
ented pl

ayers wi
th  

an explo
ration-t

hrough-r
ole-playi

ng of t
he lengt

hs to w
hich the

y would
 

go to s
urvive wh

en survival 
at any 

cost  could c
ost the

m their 
very 

humanit
y. But 

where BL
ACK SUN

 DEATH 
CRAWL is tru

ly Nihilis
tic 

feeling a
nd NULL

 SINGUL
ARITY f

eels like 
claustro

phobic 

panic an
d agora

phobic f
ear, ROC

K GOD 

DEATH-F
UGUE is 

pure 

tragicom
edy. 



 Burn Out 
or Fade Aw

ay

 RGD-F PC
s are Rock Gods

 weaving mu
sical magic  and indulg

ing in  

all the deb
aucheries a

nd dangero
us habits 

of the roc
k n roll li

festyle. 

This lifesty
le, along wi

th hubris 
and other 

deep flaws, 
guarantee 

they 

will come t
o a bad e

nd. The pla
yers  goal 

is to get 
to choose 

that end f
rom 

among 3 ty
pes: 1) a Blaze of G

lory,  2) Wry Self-Pa
rody  or 3) Gracelandia

n   

Disgrace. A
t the end 

of the gam
e, players i

mprov-narra
te how his

tory will 

remember t
heir Rock 

God. Whether play
ers get to

 choose wh
at type of

 end 

they narra
te depends

 on whethe
r their PC 

captures The Limelig
ht  and has a

lso 

demonstrat
ed artistry

 by having
 a high Ins

piration Ab
ility Score

.

A Pantheon of 
Rock Gods
Before character

 creation, 

players decide wh
at kind of 

band they are: h
ard rock,  

prog rock, death
 metal, etc.  

A good way to d
ecide this  

is to have the pl
ayers agree  

on 3 4 bands that  

complete the sent
ence  

We sound like...  

Then, players dec
ide what role 

each of their PC
s plays in the 

band: vocals, lead
 guitar, etc.  

As Rock Gods th
eir class is  

wizard  but their band
 role 

dictates 2 Abilit
y Scores that 

modify their spell casting,  

which manifest t
hrough their 

music and celebri
ty aura.

Adventure FormatThis booklet contains 13 short encounters that  alternate between concerts performed by the PCs  and events that take place on the road between  shows. Both types of encounters are likely to  cost PCs Inspiration, an Ability Score that  replaces Luck. Inspiration will be critical when PCs face off against each other in Pv P musical   spell duels  called Contending for The Limelight.  Success at Contending for The Limelight marks  a Rock God for glory.

Encoun
ters,  

NPCs &
 Judge

 Improv

ROCK 
GOD DE

ATH-FU
GUE is 

minimal
ist by

 

design. 
Encoun

ters ar
e writt

en bar
e-bone

s 

style w
/ a set

-up & 
some s

tats o
r rules.

 

They le
ave ou

t much
 of th

e narra
tive de

tail 

about 
locatio

ns and
 NPC d

escript
ions. T

his 

require
s Judge

s to f
ill in t

he det
ails eit

her 

throug
h pre-s

ession 
prep or

 

improvis
ation. 



Inspira
tion

Rock 
Gods 

seek t
he tr

uth a
nd 

purity
 of a

rt. In
 ROCK

 GOD 

DEATH
-FUGU

E, a P
C s capa

city 

to qu
est a

fter, 
and p

roduc
e, rea

l 

art is
 repre

sented
 by a

n Abi
lity 

Score
 called

 Inspira
tion,

 or In
sp. 

Inspira
tion 

replac
es Lu

ck. It
 can 

be 

burne
d just

 like 
Luck 

AND i
t can

 

be us
ed fo

r spell
burn. 

 The 27  Seeking art in its pure form or for that matter, creating it will drive a mortal to the brink of insanity (if not over it). So, every Rock God has one of The 27:  a dark flaw in his or her psyche. Players determine their PC s flaw by rolling a d30 on the table provided. A PC s 27  should heavily influence his/her choices & actions; The end a player narrates for her or his PC can also be an expression of this flaw. Too Close to the (Oft-Black) Sun:  
The Seductive, Soul-Decaying Power of a Rock God

Rock Gods are wizards,  but in our world, magic manifests in only very few ways

true art and the power to influence others being 2 of them. Rock Gods cast 

spells  through the artistic impact of music and the perversely compelling aura of 

fame both exceedingly powerful and dangerous forces. Wielding the two together 

can provide an almost limitless ability to bend the modern world to one s whim. 

At the same time, the pure truth of art can electrocute the soul and the 

fundamental falseness of celebrity can poison it. This can destroy one s  

moral compass and one s artistic and personal integrity. Losing one s integrity 

causes catastrophic collateral damage to both dignity and decency two things 

that make us human. Paradoxically, this damage to self can also serve as a source 

of inspiration, fueling the very art that had only been recently sacrificed to it . 
So Rock Gods  use of magic  risks corruption taking the form of compromised 

art and vacuous fame but also a paradoxical potential for these corruptions 

to generate new inspiration. This is represented in RGD-F through a version of DCC 

Corruption called Crisis of Self.  The game mechanics of Crisis of Self are written 

into the two Rock God spell descriptions.



The Appended Sea

At water’s edge  
She waits for me 
To return from distant sea

But my bones are soaked 
With ocean’s brine 
Soul beat by endless wave

Her heart remains forever mine 
While my heart belongs  
To salted rime

Chorus 
The pain of longing 
You will sing 
Forever 
Forever desiring what the sea has taken  
That no ship can ever bring



 Limelight  encounters take place at each of the concerts 
the PCs  band plays on this tour/adventure. During each 

concert, one or more pairs of PCs find themselves 
locked together in a rare artistic moment. Both 
PCs in a pairing are invoking the Dark Muse  & both 

have the potential to achieve transcendence through 
their performance but ego, envy, competition for the 

crowd s favor mean that only ONE will prevail. 
 Limelight  encounters work through a simplified version of 

the DCC Spell Duel mechanic. The Judge sets up The Limelight 
narratively, describing the scene for pairs of performers  musical 

duel(s).  Both players in a dueling pair role-play what their PCs  
performances look like. The PC with the higher Inspiration Ability 

Score decides the order in which players will role-play their performances. 
The players w/o PCs involved in The Limelight each award a Crowd Bonus   

of +0 +4 to one of the players contending for The Limelight based on which 
role-play they think was more compelling. These are written anonymously on 

slips of paper. The Judge tallies the votes and awards the bonus to the 
player with either 1)  the higher average award or, 2)  with more awards given 
to him/her. The bonus should be approximately the net difference between 

the two players  average awards. 

C
ON
TE

ND
ING

  

FO
R 
Th

e 
 

LIM
EL
IG
HT

EXAMPLE: Alt rockers Pall (Synthesizer) and Beau (Guitar) Contend for The Limelight. 
Beau s player describes a steel-framed hamster ball  enclosing Beau, and Beau crowd

Choose 1. duelists  & narrate setting.
Determine role-playing order.2. 
Players role-play performances.3. 
Non-dueling players award bonuses; Judge 4. 
collates these & awards one Crowd Bonus.
Duelists secretly assign spellburn to 5. 
positions 1 5 in the appropriate row.
Duelists roll 5d20 & record low to high in 6. 
the appropriate row.

Duelists compare modified rolls, 7. 
burning Insp as desired.
Adjust positions of tokens 8. 
on the Duel Tracker after 
each comparison. Anytime the 
position difference is 5+  
spaces the PC w/ the higher 
token wins.
Repeat steps 49. 8 as needed to 
resolve duel.

Steps for Contending for The Limelight



Th
e 

LIM
ELI

GH
T

con
tin

ued

surfing the audience while playing. Pall s p
layer  

describes a synthesizer with sharpened spi
kes that 

cause Pall s hands to bleed as Pall solos.
 One player 

awards Pall a +2 bonus while the remainin
g 2 

players award Beau +3 and +1, respectively
. So the 

Judge Awards Pall a +2 Crowd Bonus to 
spell check 

rolls at the start of the duel. 

The Limelight is a spell duel with some big
 simplifications:

Rock Gods know 2 spells. These spells coun
ter themselves  

* 
 & each other. 

The winner of the contest for The Limel
ight is the 1st PC to end a 

* 
round with a 5+ difference on the Duel 

Tracker (Tracked using  

tokens on the double-neck guitar Track
ing Sheet provided.) 

Players will roll five spell checks simultane
ously and arrange them, lowest 

* 
to highest, in the positions marked 1 5 the Player Worksheet.

Players can spellburn for any or all of t
he five Rolls. This burn is done 

* 
secretly in writing before any rolls are m

ade. The spellburn assigned to 

a roll is recorded in the row provided on 
the Player Worksheet.

The Crowd Bonus is added to its recipien
t

* 
s spell checks (recorded in 

the row provided on the Player Worksheet) but the bonus decreases by 

a cumulative -1 for each spell check comp
arison the Crowd Bonus winner 

loses to the other player.

Spell check rolls are compared on the Tra
cking Sheet starting with 

* 
position one and progressing across to po

sition five. The higher modified 

spell check roll wins & advances that PC s tracker by +1. For every 

increment of 6 (round down) that the w
inner s spell check roll exceeds the 

loser s, the winner advances his/her token 
by an additional +1.

Inspiration (Luck) can be burned to boos
t any of the checks after the rolls 

* 
have been made, This can result in a bac

k-and-forth Insp burn sub-duel  

between the 2 PCs over any single die rol
l/round of the musical spell duel

If a modified spell check roll indicates th
at a spell is lost for the day, it 

* 
is assumed that the PC switches to the 

other spell between rounds. If a 

PC loses her/his second spell during a duel
 then that PC must spellburn to 

continue the duel, applying the burn retr
oactively to rounds already rolled.



The LIMELIGHTcontinued

Rolls that result in Unintended * 
Consequences (Misfires) and Crises of Self (Corruption) are resolved AFTER the entire duel is finished and each of these results rolled is applied once ONLY for the entire duel, regardless of how many times the result was rolled. 
No Spell Duel Check Comparisons (Table 4* 5) or Counterspell Power checks (Table 4 6) are made. Similarly, there is no Phlogiston Disturbance on tie rolls. 

At the end of Contending for The Limelight, any PCs who dueled with each other (presumably in pairs) dice off against their opponent(s) in a contested Pers check. If any PC who won a duel has the higher roll then her/his opponent(s), s/he steals two points of Insp from the PC with the lowest Pers check roll. 
A PC s win/loss record for Limelight contests and his/her ending Insp score determine how history remembers her/his Rock God. (See the section Burn Out, Fade Away or...Worse? , below.)
PC Match-Ups for Contending for The Limelight
Judges should aim to give all PCs the same # of opportunities to Contend for The Limelight. They should also expect to choose Limelight match-ups on the fly in response to the emerging narrative, leveraging any PC rivalries that develop during sessions. Game mechanics may also play a role in which PCs a Judge chooses to pit against each other to Contend for The Limelight. For example a PC may exhaust his or her spells during an encounter before a show. The Judge might choose to avoid putting that PC in contention for The Limelight since a PC with no ability to counterspell is likely to make for an anti-climactic Limelight encounter. (Though Judges should remember that a Wizard can Spellburn to recall a spell that s lost for the day.) 



Character 
Death

This is Not
 Our Fate

. So Let U
s Not 

Talk Falsel
y Now, the

 Hour s Ge
tting Late

:

A hallmark 
of DCC is 

how it rec
laimed PC 

death absent fro
m more modern   

rule sets. R
GD-F also 

embraces a
n ethos of d

emise,  but
 in its own

 way. It 

is predeter
mined that

 all of the
 PCs in RG

D-F are go
ing to die,

 or otherw
ise 

come to a
 (at least 

partially) b
ad end that s a signific

ant part o
f the 

fun. With a bad 
end being a

 foregone 
conclusion,

 players ar
e free to 

take 

full advant
age of the

 opportuni
ty to expl

ore the da
rk themes 

of human 

existence p
resented b

y the adve
nture. So

though it 
may be dif

ficult for 

DCC Judges
 to embra

ce this gives t
hem license

 to spare 
a PC from

 death 

so s/he can
 experience 

all the enc
ounters, an

d fully exp
lore his/her

 fictional 

self. Don t worry RGD-F is f
ull of thin

gs worse t
han death,

 and, as 

stated, all 
the PCs ar

e going to
 come to 

some sort 
of bad en

d. (See the
 

adventure
s epilogue, 

entitled: B
urn Out, F

ade Away o
r... Worse?)

So, if a P
C is going 

to be kille
d and you

 want to 
spare him/h

er, do it. 

Narrate an
 alternativ

e result, al
l the while 

making it 
understood

, subtly, 

that an u
nnamed, da

rk, higher powe
r  is interven

ing. Make t
hat PC s  

27  flaw some
how work t

o spare him
/her. Then, 

when you g
et to Burn  

Out, Fade 
Away or... 

Worse? , where the
y try and

 claim the 
fate they 

want for t
heir PCs, h

ave that d
ark, higher 

power call in the 
marker .  

Declare out
right which

 category 
of fate b

efalls the 
spared PC 

or 

narrate th
eir fate y

ourself.

If a PC do
es die, you

 can opt t
o have the

 manager o
f the PCs

 

band bring
 in a replac

ement to e
nsure a fu

ll line-up an
d a  

commerciall
y successf

ul tour. Yo
u can give 

the player 
of the 

character 
who died t

he pleasure
 of naming

 this NPC, 
presenting 

some 

improvised 
personal his

tory for t
he NPC, ro

le-playing t
he manager

 

introducin
g the NPC 

to the ba
nd and ot

herwise usin
g his or 

her best r
ole-playing 

skills to he
lp this NPC

 

add color 
to the ba

nd. 



In the Morning

I like the morning because it feels of death
Two feet on the floor, my ass still on the bed
Shrug into my clothes, I zombie out the door
I don’t know what I got, but all I want is more.
Did you finish that? Do you need another one?
Did you finish that? Do you need another one?

Boy they sold it… Boy they sold it to us slow…
I got money now… 
I can sit and watch it glow…

I like the morning, I like the call of crows
Before the sunrise, and 
Too damn cold for snow
And when the sun comes up
It shines in black and white
And I feel lovely, feel like a suicide.
Did you finish that? Do you need another one?
Did you finish that? Do you need another one?

Boy they sold it… boy they sold it to us slow…
A little poison… a little every day for control…

I get suspicious when people wonder why
I’m the one black bird in that big gray open sky
I got a place to stand, I got some room to fly
I got some guts to eat, I got a power line
Did you finish that? Do you need another one?
Did you finish that? Do you need another one?

Boy they sold it…and they sold it to us slow…
I got more loneliness… than anyone I know…
Boy they tricked us… 
Turned the heat up on us slow….
I got more loneliness… than anyone I know…

I like the morning, I like the morning cuz it’s cold
It makes me feel alive, though I died long ago
I like the morning, cuz it’s cold
I like the morning, cuz it does just what it’s 
told…..

Did you finish that?  Do you need another one?
Did you finish that?  Do you need another one…?

The 
Tour

Prelude
: In An

twerp
One of

 Those
 Fans

Your t
our get

s off 
to a t

urbulen
t star

t when
, b/c o

f mech
anical 

troubl
e, the 

flight 
to 

your A
msterd

am kic
k-off 

show is
 divert

ed to 
Antwer

p. Your
 manag

er dete
rmines 

you 

can get
 to yo

ur sho
w in Ei

ndhoven
 faste

st by 
bus an

d goes 
to cha

rter on
e. Rest

less 

from t
ravel y

ou leav
e the l

ounge 
to roa

m the 
termina

l. Word spr
eads q

uickly 
and by

 

the tim
e your

 manag
er retu

rns, a 
crowd 

has gat
hered. 

Loathe
 to ali

enate 
your g

rowing 

fan ba
se, you

r publi
cist in

sists o
n an im

prompt
u signin

g.

You re enjo
ying th

e atte
ntion 

until o
ne fan

 makes
 it th

rough 
the lin

e. He s quiet
 and 

polite 
but th

ere s some
thing u

nnervin
g abou

t him. 
In turn

, he loo
ks eac

h memb
er of 

your 

band i
n the 

eye, ho
lding t

he con
tact j

ust a 
little t

oo long
. He sa

ys: You re goin
g to  

go dow
n in hi

story.
 The a

lbum h
e puts 

in fron
t of y

ou to 
sign isn

t your
s. It s  

Writhe T
hrough 

Shadow
 by At

rament
ous. Ca

lled The Cu
rsed Al

bum,  
it happ

ens to
 be 

one yo
u re all l

istenin
g to r

ight no
w, an i

nfluenc
e you

re all s
haring 

 

RE: yo
ur next

 studio
 album

. He as
ks you

 to  

Please 
make i

t out 
to Max

.  

Max Di
eter K

auptma
n.

E
v
e



Free Days

The closet contains a man
With small pipes emerging 
From his wrists, thighs and neck
His exsanguinated body 
Slumps in its chained restraints
He takes a dying breath, 
He raises his head to look at you

Bleed for the box, he says, or else…
Or else It will escape

Bleed for the box
Or else It will escape

The cabinet contains a 
With distinguished
From its hallowed
Our life’s blood
As con
Th
Of our execution

Bleed
Or else

Bleed fot
Or else it will

Your p
ublicis

t step
s in 

and te
lls Max

 you 
can t sign 

it, 

offeri
ng him

 a pub
licity 

photo.
 Max 

looks 
at the

 public
ist wit

h hate
 in his

 eyes. 
 

No,  he
 says 

quietly
, this.  

The fa
n behi

nd him
 compl

ains 

and so
methin

g in M
ax sna

ps. Bef
ore yo

u can 
react 

he tur
ns on 

the 

compla
iner, sn

arling 
and sw

inging. 
As the

 chart
er bus

 pulls 
up, th

e 

Belgian
 police

 are h
auling 

Max Di
eter K

auptm
an off

 in a 
van.  

II. A Score
 Gone Wrong

The scene 
at the sign

ing has som
e  

of you wigging.  While the ro
adies load  

the bus, (P
C w/ an ad

diction) you  

look at yo
ur phone. Y

our connec
tion  

has come t
hrough. Yo

u can scor
e  

some (drug
 of choice

) off a ki
tchen  

worker. S/h
e s waiting f

or you at
  

the loading
 dock behi

nd her/his 

restaurant
. You slip y

our securit
y  

& go meet 
your conne

ction.

A slow-talking Moroccan in a  
grease-stained apron nods at you  
You sidle over and s/he quotes  

you a price. You re in a strange  
land and don t know the scene  
is it customary to haggle? You  
don t care about the $$$, you 

just want the stuff.Then a big, dark, late-model  
sedan eases into the lot.  

4 swarthy dudes in expensive 
clothes slide out.

One speaks in  
clipped words,  
Turkish, maybe. Then  
he points a gun  
at the Moroccan.

Toughs (4): Init +2, 
Atk knife +2 melee 
(1d4) or pistol +2 missile 
(1d6); AC 11, HD 2d6; MV 
30 ; Act 1d20; SV Fort 
+3, Ref +2, Will +1.



Pink (bye)

Saw those walls come down, gleaming like a moan
Heard the final roar, saw the throwing of the bright, bright stone
Clicked the final link, saw the amethyst clouds blow by
The man on TV said, at this time, there’s no one left to try

bye

On a desert, on a mountain, in the jungle full of ash
In the ending of the oceans, see the steam lift off waves a-crash
Dumb as pebbles, can’t read the news, and there’s no one left to try
Can’t drive a thousand cars, can’t ask a million questions why

bye

The consolation comes so long as two remain 
Do you want to get in-back off-get in front of this runaway train?
Heard the president laugh, but when I turned around, I found that he wasn’t th
Is that an argument, my love, yes? Or a curse to start again?

bye

IV. The 
Crowd i

n Eindh
oven 

The fan
s go cra

zy for 
the due

l-like pe
rforman

ces of (
Names o

f PCs w
ho Cont

ended f
or 

The Lim
elight). B

ut as t
he last 

notes f
ade awa

y, you 
can tell:

 it s too  

much. T
he crowd

 is too 
caught 

up in it
 all: the

 drugs a
nd horm

ones and
 beer an

d  

sweat a
nd the 

music ha
ve overw

helmed t
heir sens

es. The 
crowd h

ad been
 swaying

, but 

now it s surgin
g. Clamp

ing down
 on pan

ic you 
realize t

hat in a
 few sho

rt mome
nts, 

one of 
two thi

ngs is go
ing to h

appen. T
his huge

 crowd 
is going 

to eithe
r rush t

he stage
 

and dro
wn you 

in a tid
al wave 

of bodi
es, or w

ill turn 
into a 

stamped
e that 

will tram
ple 

someone
 to dea

th.

Swarm 
of Fan

s (1): Ini
t -1; At

k tramp
le, +2 me

lee (1d6)
; AC 12; 

HD 12d4;
 MV  

30'; Act 
4d16; SP

: trampl
e all ta

rgets w/
n a 20'x

20' space
; on a  

hit, tar
gets mu

st make
 a DC 15

 Ref sav
e or MV

  

is halved
; SV Fo

rt +4; R
ef -2, W

ill +3

Remind Players What s at Stake:More Limelight duels won than 
1. 

lost & 10+ Insp: Blaze of GloryMore duels won than lost  
2. 

&  nine Insp: Wry Self-ParodyAs many or more duels lost vs. 
3. 

won: Gracelandian  Disgrace

III. Th
e Lim

elight
:  

Eindh
oven

The 4
 part

s of 

Limelig
ht en

count
ers:

Set the
 stage: 

describe
, or 

1. have a p
layer de

scribe, t
he 

venue, t
he crowd

 and th
e 

opening 
band.

Opening 
number:

 describ
e, 

2. or have 
a player

 describ
e, 

what it
 looks l

ike when
 the 

band co
mes on 

stage &
 

what th
eir open

ing numb
er 

looks an
d sound

s like. 

Encoura
ge playe

rs to in
vent 

names f
or their

 songs

Climax: 
describ

e, or 

3. have a 
player d

escribe 

the sho
w s climax

, 

when PC
s duel f

or 

The Lim
elight. H

elp set 

up narr
ative t

ension, 

then ru
n the d

uel(s).

After t
he duel(

s), 

4. describ
e, or ha

ve a 

player d
escribe,

 the 

end of 
the con

cert.



Liz had Zee

Lust slithers forth forbidden
To caress with writhing glee
Then lust crawls back 
To fawning dark 
With black heart 
You gave it free

V. Overd
ose @  

an Afte
r-Hours 

Party 

(Optional 
Encoun

ter) 

The insa
nity at

 the sho
w has le

ft you,
 your f

ans and
 the wh

ole town
 of Ein

dhoven i
n a 

state. Y
ou don

t know 
about t

he town
, but y

ou need
 to get

 bent. A
t the a

fter par
ty, 

there s everyt
hing ima

ginable t
o do ju

st that
.

Each of
 you is 

feeling n
o pain  in you

r own w
ay when

 you gr
ok an a

brupt, s
harp ten

sion 

ripple th
rough t

he entir
e party.

 A grou
pie push

es her w
ay thro

ugh the 
party-go

ers but
 

before 
a word 

even leav
es her m

outh, y
ou know

 what s wrong
someone

 has OD
ed.  

A fan has
 overdos

ed on h
eroin or

 some o
ther dru

g and is
 in a lif

e-threat
ening sit

uation. 

The PCs
 have 2 

rounds 
before 

the NPC
 fan ha

s to be
gin maki

ng a Fo
rt save 

each rou
nd. The 

save is D
C 10 in 

the firs
t round

, w/ the
 DC goin

g up by
 +1 each

 subseq
uent ro

und. 

Complications: T
his is NOT a com

bat 

encounter, but t
here are lots of 

things to throw 
at the PCs here:

 the  

band s publicist being 
more  

concerned about
 bad press  

than the fan, a 
hotel employee  

or off-duty cop
 getting in the P

Cs   

way, party-goers
 reacting to the

 

situation by ta
king more drugs 

& 

ODing, etc.

The PCs are each
 probably under 

the influence of 
various drugs: 

penalize spell-, ski
ll- & ability 

checks to match
 the amount and

 

type of drugs ea
ch PC has taken

.



She Creeps

About this girl I know, I’d say she’s got a perfect heart
She’ll be your everything, except she don’t know where to stop and start
Her mind’s a dark device, she fastens on something like me
She’ll give you anything, but you better know that it ain’t free

Because… she creeps

You gotta shut her out, get away from clinging death
She’ll have you organized, she’ll have you scheduling your breath
She’ll have you rhyming obviously, suck the sap right from your pen
And when you’re mollified and lost your head, she’ll do it all again

Because… she creeps

Is this misogyny? Is it just helpful advice?
Is this really real my boy? As real as white on lice
You know the rules my boy, you know her - you know what she’s trying to do
And if you still fuck up, you know then that the blame’s on you

VI.  

Impro
mptu

  

Gig In
  

Colog
ne You

r b
and

s t
our

 ma
nage

r is
  

a h
uge 

Nico
 fa

n. S
o w

hen 
s/he

  

real
izes

 yo
u re g

oing
 to

 pas
s 

thr
oug

h C
olog

ne, 
Nico

s b
irth

plac
e, 

s/he
 co

nvin
ces 

you
 to

 st
op 

and
 

do 
an 

uns
ched

uled
 sm

all c
lub 

dat
e. S

/he 
mak

es s
ome

 ca
lls

it s  

not
 ha

rd 
to 

find
 a 

bra
uha

us 

eage
r t

o c
ash 

in o
n y

our
 ris

ing 

fam
e

and
 th

e gi
g is

 set
.

The brauhaus is an artist s  

dream, all old wood and deep 

shadows, with recipes dating 
back centuries as Judge, play 

this up, maybe even encourage 

competition, using narrative 
role-playing or game mechanics 

(eg a contested Pers ability 
check) to decide which 2 PCs 

will have Contend for The 
Limelight here.



Shadow Walking

A wayward child 
At a dim-lit spire
Toy gun in hand
Blade of straw a-teeth 

She sees the Old Moon 
With the New Moon embraced
Flying above a row 
Of aspen trees

The grass was silvered 
And was gleaming 
The night was pleading weakly 
With the sun

Chorus
She played the shadow game 
We all knew as kids
Pass a tree, a standing stone 
Have your shade be something else 
On the other side 

He knew that he would climb down 
A mountain other than 
The one climbed up... 

VII. 
Mei

n F
reu

nd/
Mei

ne 
Fre

und
in 

in 
the

 Ba
nd 

Lou
nge

 

(Op
tio

nal
 En

cou
nte

r
Bef

ore
 or

 Af
ter

 th
e S

how
 in

 Co
log

ne)

The
 br

auh
aus

 ow
ner

 is 
a 

swin
ger

 (h
is/h

er 
wor

ds)
 an

d m
ore

 th
an 

a b
it 

of 
a p

erve
.  

S/h
e s 

bro
ugh

t a
 bu

nch
 of

 fr
iend

s w
ho 

are
 ve

ry 
eag

er 
to 

mee
t t

he 
ban

d.  
 

The
re s

 a 
hoo

k-u
p f

or 
ever

yon
e a

nd 
mor

e t
han

 on
e if

 yo
u re 

a f
amo

us 
mus

icia
n. 

Bu
t t

he 
own

er s
 pe

rver
se 

plea
sur

es 
ext

end
 to

 he
ad 

gam
es: 

he
s in

vite
d t

wo 
frie

nds
  

who
 sim

ult
ane

ous
ly 

love
 AN

D h
ate

 ea
ch 

oth
er. 

The
ir d

yna
mic

 is 
a v

iole
nt 

mix
  

of 
con

tem
pt, 

sex
ual

 co
mpu

lsio
n a

nd 
pos

sess
ive 

jeal
ous

y. 
Onc

e t
hey

  

bot
h r

eali
ze 

tha
t t

he 
oth

er 
one

 is 
the

re, 
& t

hat
 s/

he 
is f

****
*g 

 

a R
ock

 Go
d, 

all 
Hell

 br
eak

s lo
ose

.

Cho
ose

 2 
PCs

 to
 be

 hoo
ked

 up
 w/

 a 
frie

nd.
 B/

c  

of 
the

ir 
cra

zy 
love

,  e
ach

 fr
iend

 NP
C i

s im
mun

e  

to 
Aur

a o
f t

he 
Dar

k M
use

 ca
st 

by 
any

  

Roc
k G

od 
exc

ept
 th

e o
ne 

s/he
 is 

 

hoo
ked

 up
 wi

th.
 Sp

ell 
che

cks
 fo

r 

The
 Da

rk 
Mu

se 
Pro

vide
s  

are
 ma

de 
at 

a -
4  

by 
PCs

 wit
h   

a f
rien

d.



Time’s Up
 
Time’s up for the planet and the people and the feedlots and the fraudsters
and the lack of f*****g fuel
Time’s up for the American way of life and acting like a fat f*****g fool
Time is up for hiding our face in the sand while the bombs and the bullets blow up boys
Time’s up for this drunken, decadent mess, and the clock hand is coming around again…
 
And the clock hand is coming around again

Chorus
Time’s up for the animal bones and oil
Time’s up for the letting the new world go
Time’s up for the video games and booze
Time’s up for the time that goes nowhere
Time’s up for the time that goes nowhere
Time’s up for the time that goes nowhere…

Time’s up for the spies and the spooks and the merchants of fear who f**k behind the scenes
Time’s up for the torturers and liars and lapdogs who jerk off to a prisoner’s screammmm
Time’s up for the everyone cuz time is short and our names are sketched in sand
Time’s up cuz I been to Hell and back and they’re waiting for us with open arms
 
And the clock hand is coming round again…
And they’re waiting for us with open arms…

Time’s up for distraction and conspiracy
Time’s up for sloth and hypocrisy 
Time’s up for the fake tits and fake hair
Time’s up for the time that goes nowhere
Time’s up for the time that goes nowhere
Time’s up for the time that goes nowhere…

VIII. Tw
o Tat

toos @
 Buch

enwald
 

On th
e way 

to Lei
pzig, y

ou sto
p for 

lunch 
near t

he tow
n 

of Jen
a and 

learn a
bout 

the mu
seum &

 memo
rial at

 

the sit
e of t

he Buc
henwald

 Conce
ntrati

on Cam
p. You

 

feel co
mpelled

 to go
 pay y

our re
spects.

 

Visitin
g the 

cells, t
he Cor

pse Cel
lar and

 the C
remato

rium 

leaves 
you em

otiona
lly raw

, so y
ou re lost

 in pai
nful 

reflect
ion wh

en you
 reach

 the m
emoria

l. So l
ost, y

ou fai
l  

to no
tice t

he old
 woma

n in t
he whe

elchair
 until 

she s  

shrieki
ng at 

you:

I know
 you 

Haupts
charfü

hrer S
ommer.

 I kno
w you

!  

It was
 clever

 of yo
u to 

disguis
e your

self as
 a gyp

sy 

but y
our pr

ide go
t the 

better
 of yo

u you H
AD to

 

wear y
our de

ath s-head
 badge

!!!

She ha
s pinne

d (nam
e of P

C) s f
oot w

/ her c
hair & 

 

she s stab
bing w

ildly a
t the 

skull t
attoo

ed on 
 

his/her
 collar

bone. 
As her

 famil
y runs

 to he
r 

she be
gins fl

ailing 
and y

ou can
 see f

aded #
s 

tatto
oed on

 her w
rist.

She s a su
rvivor 

of thi
s camp

. The 
PC s tatt

oo  

remind
ed her

 of an
 SS in

signia 
and it

 trigge
red 

a flash
back. 

She s frail
, out 

of her
 mind 

 

(+6 to
 Will save

s) and
 hurti

ng hers
elf if she 

isn t stop
ped in 

3d3 ro
unds, s

he s going
 

to suf
fer a 

stroke
 and d

ie. The
 more 

serious
 the s

ituati
on bec

omes, t
he mor

e 

likely 
it is t

hat on
e of h

er dist
raught

 

family
 memb

ers wil
l also 

 

go bal
listic

 on  

the ba
nd.



Remind Players What’s at Stake:
1. More Limelight duels won than lost  

and 10+ Insp: Blaze of Glory
2. More duels won than lost and  

≤ nine Insp: Wry Self-Parody
3. As many or more duels lost as  

won: “Gracelandian” Disgrace

Nine: The Limelight (in Frankfurt)



Time’s up for the spies and the spooks and the merchants of fear who fuck us 
Time’s up for the torturers and liars and lapdogs who jerk off to a prisoner’s scream
Time’s up for the everyone cuz time is short and our names are scratched in sand
Time’s up cuz I been to Hell and back and they’re waiting for us with open arms

And the clock hand is coming round again…

And they’re waiting for us with open arms

Chorus
Time’s up for distraction and conspiracy
Time’s up for sloth and hypocrisy 
Time’s up for the fake tits and fake hair
Time’s up for the time that goes nowhere…
Time’s up for the time that goes nowhere...
Time’s up for the time that goes nowhere

Time’s up for the metaphysical jig and blaming our shit on despair
Time’s up for God and the book and the sacred bullshit 
keeping us down since men could speak
Time’s up for the press and the TV and the radio and the Internet feeding us full of trash
Time’s up for the empire because the waves are rolling, rolling, rolling in again…

Because the clock hand’s coming round again…

Because the waves are rolling, rolling, rolling in again…

Because the clock hand’s, because the clock hand’s coming round again.

X. The Tou
r Bus  

Crashes Nea
r Dresden

The bus rolls out of
 Jena with you still 

stunned  

by your strange run
-in with the old wom

an. You 

quickly reach for th
e virtue or vice that

 helps you 

check out or get yo
urself straight whatever helps 

you cope with the shock.
 You re settling into  

the cushion of your
 seat when the  

intercom bleats and 
the driver, in heavily 

 

accented English, expl
ains: There s a bridge  

out up ahead. We re detouring through
 Chemnitz.  

The delay won t affect your sched
ule.  

Give the players the 
opportunity to let t

heir  

PCs indulge in a few 
vices, debrief the inc

ident at 

Buchenwald and let t
heir 27  flaws show.

A shout of Oh Schei e!  rings out from t
he driver.  

Your eyes dart to t
he windshield just in 

time to  

see two things: a sig
n that says Dresden 5km  and  

the snapping of the 
tie-downs securing an

 acetylene 

tank on the truck a
head of you.

The PCs have one rou
nd to react. The Ju

dge  

should remind them o
f their 27  flaws and any  

mind-altered or inebr
iated state they re in when  

they react and shou
ld impose bonuses or

 penalties  

to rolls as appropriat
e.

Unless the PCs do so
mething radical: The  

acetylene tank boun
ces off the pavement

,  

ruptures and smashes
 into the front of 

the  

bus. The windshield s
hatters and you see

 the  

driver engulfed in fla
mes.

The PCs have another round
 to 

react. Then the bus careens
 out 

of control. PCs can try to
 regain 

control of the bus (DC 13 
Agl 

check) but the fire in the 

driver s compartment forces a 

PC to make a DC 15 Fort s
ave each 

round or be burned for 1d
6 dmg

Add t l DC 13 Agl and In
t checks can be 

attempted to av
oid collisions w/ 

cars 

and stop the bu
s, respectively. Th

ree 

cumulative round
s out of contro

l and 

the bush crashes
. (1d12 dmg to pa

ssengers; 

DC 15 Ref save =
  dmg)



Two-Thousand, One-Hundred and Thirteen

The Moon-Called-Eth
Slowly circles Ore
Covered with rolling grasslands
And caressed by a slow, warm breeze

Chorus
Where do questions go
When they remain too long
Unanswered
The answer? They go to Eth

It is not so much a paradise
As a meditation

On the Invisible Plains 
At both the start and finish 
Of the Endless Fields

XII. Last Chance for The Limelight 
At the band s show in Leipzig, the difficulties on the tour drive all  the band mates to Contend for  The Limelight. It s as if a doom  hangs over them, making each member 

of the band desperate for a chance 
at artistic immortality. The Judge should involve as many PCs in this contest for The Limelight as possible, 
ideally ALL of them. 

XI. G
oing

 on 
 

in L
eipzi

g 

Bac
ksta

ge b
efor

e th
e sh

ow y
ou  

can
t im

agin
e go

ing o
n. T

he p
ast 

few 

day
s ha

ve b
een 

insa
ne &

 thi
s is 

just
  

the 
tou

r s 1
st  leg !

Walkin
g on

-sta
ge is

 sur
real.

 Ma
ybe 

repo
rts 

abo
ut t

he b
and

s pa
st f

ew 

day
s ha

ve a
ffec

ted 
the 

crow
d  

what
ever 

the 
reas

on, 
inst

ead 
of t

he 

usua
l roa

r ac
com

pany
ing y

our 
entr

ée, 

the 
audi

ence
 is d

ead 
silen

t.  

Fro
m t

he o
peni

ng  

cho
rd, 

the 
firs

t n
ote

  

sung
, th

e 1
st  sna

re s
nap,

 yo
u 

all k
now

. Th
is w

ill b
e a 

show
 

they
ll re

mem
ber 

for
 dec

ade
s. 

And
 eac

h o
f y

ou 
is H

ell-b
ent

 

on 
bein

g th
e on

e re
mem

bere
d 

abo
ve a

ll ot
hers

. At
 th

e b
ack

 of
 

you
r m

ind,
 a 

nagg
ing, 

half
-fo

rmed
 

tho
ught

 wh
isper

s: 
This

 will
 def

init
ely 

be 
the 

thin
g yo

u ll b
e re

mem
bere

d f
or 

if i
t s th

e la
st t

hing
 yo

u ev
er d

o.
 



XIII. The Return of  
Max Dieter Kauptman

“In transit, exhausted and a bit in shock, you feel your  
ride ease to a stop. Before you can even see your destination, you can  

hear the crowd that’s gathered at news of your arrival. You have no stomach  
for it. But the rear doors open and your publicist’s face pokes through —  

‘I want to see you grateful for your fans. Out with you, now!’ ”

“Things are too bright after the dimness of the vehicle’s interior. You go to put on your  
sunglasses then stop yourself — you can’t display the appropriate public face from behind a 

pair of dark shades. Without them, the flashbulbs are blinding. Through spots in your eyes you 
see the crowd, the police barricades and the one fan who slipped through them. He’s carrying 
several old, vinyl records — the cover of the topmost album is mostly concealed by one of your 

band’s glossy, 9x12, stock promotional photos, but you can just make out what record it is:  
Atramentous’ Writhe Through Shadow. Strangely, the fan has his hand thrust into the  

bottom-most album jacket, making an awkward carry out of the whole stack.” 

“As your eyes clear you realize you recognize the fan. From Antwerp. What was  
his name? Matt? No, Max. Max Dieter Kauptman. You’ve placed him now,  

but he’s slipped the notice of both police and security. He pulls his  
hand from the album jacket — you can see it now: He has a pistol.  

He points it at (Name of PC who has been cumulatively the  
most successful in the Contending for The Limelight)  

and it ‘pops.’ Twice.”

“Your band mate falls to the ground,  
blood spurting from between fingers  
clamped to the hole in her/his neck. 

The ground rises up to meet her/him.” 





Pray for Us

In the beginning
There was nothing
Then came the twin sons
White son and black 
Before they met, there had been life

But the black son rent the white
And brought suffering eternal
The doors between one and the other
Slammed forever shut

Chorus
Once we had names
Before, we were people
Now we are the cursed
Please, please… pray for us

R I P

BURN OUT, 
FADE AWAY,  

OR...WORSE ?

Whether or n
ot a Rock 

God survives
 the tour, 

s/he has a 
 

Dark Destin
y; for arti

sts there a
re many mo

re fates wo
rse than 

death: irrel
evance, bein

g forgotten
, or even po

pularity, if
 it turns  

the artist 
into a clich

é. (eg a rec
ord compan

y sells the 
rights to  

an artist s song for 
a sappy com

mercial sellin
g an awful 

product...) 

The 3 Dark 
Destinies how history

 might reme
mber a Roc

k God:  

More Limelig
ht duels wo

n than lost
 and 10+ Ins

p: Blaze of
 Glory 

More Limelig
ht duels wo

n than lost
 and  nine Insp: W

ry Self-Par
ody 

As many or
 more duels

 lost as wo
n: Gracelandian

 Disgrace

At the end
 of the ad

venture, eac
h player det

ermines his/
her  

PC s Final Dest
iny & narra

tes how his
tory remem

bers that P
C  

using the D
estiny as a

 narrative g
uide and fa

ctoring in  

her/his 27  flaw, if po
ssible.



You hold in your hands the last recordings  
of the legendary band Atramentous 

All five members died in a plane crash  
during their 2012 world tour: Icarian Black (Elijah Hillary),  
James Kota, Lloyd Frasier, Bale “The Mystery” Mann (whose body was  
never recovered) and the beautiful — and controversial — Rebekah Eve

Some believe these recordings to be cursed; what is certain is: 
This album is an unintended eulogy in E-minor 
It is an artistic masterpiece 
It is: Writhe Through Shadow

 1st World TourWRITE  NEXT ALBUM  w/ THESE HACKS!?LISTEN to  ATRAMENTOUS ALBUM 
 WRITHE THROUGH SHADOW

GOT TO FIND: SUPPLIERS   *VOICES?*IMMORTALITY… ?TRANSCENDENCE at ALL COSTS 

  MUSE  MUSINGS  MUSIC 



# of Players & Challenge Level
The encounters in RGD-F are designed for a classic four-piece 
rock band line-up: vocalist, guitarist, bassist and drums... In 
many of the playtests I had 6 PCs. It ran pretty well, but some of 
the encounters —eg the Overdose, Mein Freund and Buchenwald —
were a little too easy. Judges w/ 5– 6 PCs should scale up the 
challenge level. I don’t recommend more than 6 PCs.

Guitar Tabs” for: Da Judge ( Licks Learned in Playtesting )

Odd # of Players & The Limelight
An odd number of players can leave one player with 
nothing to do during Limelight duels. If you move the 
duels along this isn’t too much of a problem; it helps to 
give that player the opportunity to narrate the set-up 
for the duels as outlined in the 4-part approach to 
running Limelight duels.

Rules for Limelight “Assists” 
A couple of playtesters wanted RGD-F to be 
cooperative instead of PvP.  An interesting idea, 
but not really the flavor I’m going for. However, 
allowing the “odd PC out” in a Limelight duel to 
try to assist a comrade could be a good way to 
involve all PCs in a duel, even w/ an odd 
number of players. Have the assisting PC make a 
Spell Check against a DC and give the PC s/he is 
assisting a +1 to duel Spell Checks for a 
successful check and an additional, cumulative 
+1 for every 3 – 4 points that the check roll 
exceeds the target DC. 

Reminding Players What’s at Stake 
when Contending for The Limelight
A couple of playtest groups gave me the feedback that they would 
have benefitted from being reminded of what was at stake during 
the Limelight duels so they could make more conscious decisions 
about burning Insp. So in this final version, I’ve put reminders on 
several of the Limelight encounter pages and printed the 
guidelines in a blank space on one of the spell handouts. 

# of Play Sessions
I think RGD-F runs best in two sessions
of about 3 hours (not including breaks). Most 
of my tests were done in one 4-hour session, but groups only 
experienced about ½ the encounters and ½ the number of 
Limelight duels I’d ’ve liked to have seen PCs participate in.

Important NPCs: Manager & Publicist
In playtests, I found two NPCs to be very important to influencing the narrative: the band’s manager 
and its publicist. These NPCs need a few particular characteristics: 1) They need to have influence  
over the band, and 2) They should be resistant to the band’s Aura spell. Make up stats in-flight. As personalities they should be compelling.

Running this Adventure in Public
RGD-F brings out the “Metalocalypse” or “This is Spinal Tap” in 
players, only it’s the X- and MA-rated versions. So if you’re going 
to play it in public, make sure you’re in a place where you won’t 
cause (yourself) problems if your players get carried away. In one 
convention playtest, a 10 year old girl walked into the room in 
the middle of a sex scene and we had to quickly switch to 
speaking in euphemisms. 

r



Role in Band:
Vocals (Str & Pers) 
Guitar (Agl & Pers) 
Bass Guitar (Str & Int) 
Drums (Agl & Sta) 
Other (Pers & Int) 

Ability Scores (Roll 3d6; Insp Roll 4d4+2)
Str Mod 
Agl Mod + +1 Ref = 
Sta Mod + +1 Fort = 
Pers Mod + +2 Will = 
Int Mod 
Insp Mod 

rd3  Level 

+ +1 Melee = 
Missile = 

Spell Check: 
Role Mod +
Role Mod +
Level + 3 =
Total: 

Init = Spd = 30’ 

Armor 
Class: 

Personal Items: 

Action Die: d20 
Crit Die: d8, Table 1 

Spells Known: 
Aura of the Dark Muse 

The Dark Muse Provides 

Band Name: 
Character Name: 
Flaw: 

HP (Roll d4+Sta Mod, 3x): 

RoCk God



“The 27” — Every Rock God has one of “the 27”  — a “dark flaw.” Players should have their PC’s “27” manifest 
frequently across the encounters, heavily influencing his/her choices and actions; it is up to player whether his/her  
PC’s Dark Destiny is a direct expression of this flaw. A PC’s flaw is determined with a roll of a d30:

1. Addictive Personality:  Alcohol 15. Obsession:  Stealing other people’s lovers

2. Addictive Personality:  Mixing drugs 16. Obsession:  Vanity

3. Addictive Personality:  Hard drugs 17. Mental Health Issue:  Manic Depression

4. Addictive Personality:  Gambling 18. Mental Health Issue:  Necrophilia

5. Addictive Personality:  Sex— 
Always with the wrong person

19. Mental Health Issue:  Pyromaniac

6. Poor Judgment: 
Always hooks up with crazy lovers

20. Mental Health Issue: 
Compulsive Masturbator

7. Poor Judgment: 
Violent when under the influence

21. Mental Health Issue: 
Tourette’s Syndrome

8. Poor Judgment: 
Always pisses off the wrong dude

22. Mental Health Issue: 
Phobia —Social Situations

9.
things when under the influence

23. Mental Health Issue: 
Phobia —Germs

10. Poor Judgment:  Makes bad
financial decisions

24. Mental Health Issue:  PTSD 
Manifests as Cutting

11. Poor Judgment: 
Blindly rebels against any and all authority

25. Mental Health Issue:  PTSD
Manifests as Panic Attacks

12. Obsession:  Guns 26. Mental Health Issue:  Narcolepsy

13. Obsession:  Depravity 
(eg child pornography, coprophilia, et. al.)

Player chooses or invents flaw

14. Obsession:  It’s a secret…

27 – 30.

Poor Judgment:  Likes fast—and/or—dangerous 



Level:  2             Range:  W/n earshot             Duration:  1 turn or more             Casting Time:  1 Round             Save:  Will

The PC loses one point of Inspiration. At the next inopportune moment (determined by the Judge or chosen by the player during role-playing), 
acutely

time and place. During the manifestation the PC both courts and risks Inspiration while confronting his or her “demons.” The PC makes a 
DC 14 Will save. On a successful save the PC adds one point to his/her Inspiration score. For every 3 points by which the roll exceeds the DC 
of the save, (rounded down) the PC adds +1 point to his/her Insp score. If the PC fails the save, s/he loses a point of Inspiration.

Failure, but the spell is not lost.

AURA OF THE DARK MUSE

Roll 1d4: (1) caster becomes obsessed with one or more targeted individuals; (2) 2d3 randomly determined nearby creatures become deeply co-dependent; 
(3) caster develops a significant level of self-loathing (4) target is not charmed but instead repulsed and angered by caster.

1 – 3

4 – 10

11 – 13

14 – 23

24 – 30

31+

Unintended
Consequence
(Misfire)

Crisis of Self 
(Corruption)

Manifestation

General

The target must make a Will save or fall under the caster’s complete control, as if it were his/her devoted follower However, the target will not perform 
actions that are suicidal or that a devoted follower would not perform. 

The target must make a Will save or fall under the caster’s complete control, as if it were his/her close friend However, the target will not perform actions which 
a friend would not perform. The target is able to operate at fully-normal functionality while charmed. 

Spell is lost for the day.

Lost, failure, and worse. Roll 1d6 modified by Inspiration: (<0 – 1) Crisis of Self + Unintended Consequence; (2 – 3) Crisis of Self; (4+) Unintended Consequence

The target must make a Will save or fall under the caster’s complete control, as if it were his/her fanatical follower. The target will perform any action that the caster 
desires, including actions that are suicidal or might bring harm to the target. The target’s fanaticism drives it to operate at above-normal functionality while charmed, 
granting it bonuses to rolls or advancing it up the Dice Chain as the Judge deems appropriate (eg action dice, ability checks, skill checks, damage rolls, Deed Dice, etc.) 

Roll 1d3: (1) the caster’s voice or musical instrument takes on a rich, other-worldly tone; (2) the caster is perceived by the target as having a subtle halo-like aura; (3) 
the space around the caster vibrates with a visceral tension, making those experiencing it feel like the world is more real, more “now,” more intense or more in focus.

The caster uses musical artistry, poetics or rhetoric to charm anyone who can see & hear the caster. The caster can target a portion of his or her audience. The 
size of the audience targeted by the spell determines an additional modifier that applies to the Spell Check: 10K – 5,000=-4; <5K – 500=-3, <500 – 50=-1;
 <50 – 20=-2; <20 – 2=-1; 1=±0. Targets get a Will save against the caster’s spell check. Targets who make successful saves against this spell receive 
a cumulative +2 to their Will save against subsequent castings of this spell by any caster during the same encounter. While affected by the spell, the target is 
marked by a sign of the caster’s control (eg they acquire a tattoo of the band’s logo, they purchase and wear apparel merch, play the band’s music on portable 
stereos, etc.) Targets receive a new save to break the charm according to Int, as follows: Int 3 – 5=1 month; Int 6 – 7=1 week; Int 8 – 10=3 days; 
Int 11 – 12=1 day; Int 13 – 15=3 hours; Int 16 – 17=1 hour; Int 18+=1 turn. If a target’s new save roll exceeds the charmer’s modified spell check 
roll by 3+ the charm is broken; if the save is made by less than 3 more than the modified spell check roll, the charm remains in effect but the effects drop 
one category on the spell results table and the target receives a new save at the next, shorter interval, ie as if the target were one Int category smarter. 

the PC’s “27”—his/her dark flaw—manifests , with the PC experiencing the role-playing consequences of the flaw manifesting at that 



Level: 2                  Range:  Variable                  Duration:  Permanent                  Casting Time:  1 action                  Save:  None

THE DARK MUSE Provides

General

Manifestation N/A

Unintended
Consequence
(Misfire)

is

after

The caster has a commonly found, inexpensive item, object or substance on his/her own person.

This spell enables the caster to call into existence an item, object or substance that s/he desires. A successful casting gives the wizard an intuitive understanding 
of how close by the item, object or substance is, but does not provide an exact location or specific direction. But a sufficiently powerful casting can summon 
that item, object or substance immediately “to hand.” The item, object or substance can only be summoned into existence if such a thing exists on the caster’s 
own plane of origin and in past or present historical epochs of that plane of existence—nothing can be summoned from the future. On a successful casting, 
the wizard may choose to invoke any effect equal to or less than his/her spell check, allowing him/her to produce a weaker but potentially more useful result.  

Crisis of Self 
(Corruption)

1 – 2 Lost, failure, and worse. Roll 1d6 modified by Inspiration: (<0 – 1) Crisis of Self + Unintended Consequence; (2 – 3) Crisis of Self; (4+) Unintended Consequence.

Failure, but the spell is not lost.8 – 9

10 – 11

12 – 13

14 – 15

16 – 19

The caster has an uncommon and/or expensive item, object or substance on his/her own person.20 – 21

3 – 7 Spell is lost for the day.

The caster summons a commonly found, inexpensive item, object or substance. The item, object or substance is somewhere in the same space as the caster (eg in the 
same room, in the same vehicle, etc.), or in the possession of someone in that space who holds the caster in positive regard.  

The caster summons an uncommon and/or expensive item, object or substance. The Judge decides if the item, object or substance is somewhere in her/his vicinity, ie within 
the same building if it is modestly-sized (eg a house), on the same floor of a large building or within a defined outdoor area (eg in the park, in the empty lot, etc.) 
or if it is in the same space as the caster (eg in the same room, in the same vehicle, etc.) and in the possession of someone who is positively inclined toward him/her.

The caster summons an uncommon and/or expensive item, object or substance. The Judge decides if the item, object or substance is somewhere in the same space as 
the caster (eg in the same room, in the same vehicle, etc.), or if it is in the possession of someone in that space who holds the caster in positive regard.

Roll 1d4: (1) the caster loses a significant item in his/her possession; (2) at an inopportune time, the caster is accused of thievery and the item in question   , 
inexplicably, somewhere in his/her possession; (3) the caster harms him/herself in some manner during the attempt to obtain the item, object or substance 
s/he desires; (4) the caster mistakes something else for the desired item, only realizing the mistake      attempting to use the item for its intended purpose.

The PC loses one point of Inspiration. At the next inopportune moment (determined by the Judge or chosen by the player during role-playing), 
acutely

time and place. During the manifestation the PC both courts and risks Inspiration while confronting his or her “demons.” The PC makes a 
DC 14 Will save. On a successful save the PC adds one point to his/her Inspiration score. For every 3 points by which the roll exceeds the DC 
of the save, (rounded down) the PC adds +1 point to his/her Insp score. If the PC fails the save, s/he loses a point of Inspiration.

the PC’s “27”—his/her dark flaw—manifests , with the PC experiencing the role-playing consequences of the flaw manifesting at that 



The caster has an rare and difficult to obtain item, object or substance on his/her own person.

22 – 25

26 – 29

30 – 31

32 – 33

34+

The caster summons a rare and difficult to obtain item, object or substance. The Judge decides if the item, object or substance is somewhere in her vicinity, ie within 
the same building if it is modestly-sized (eg a house), on the same floor of a large building or within a defined outdoor area (eg in the park, in the empty lot, etc.) or 
if it is in the same space as the caster (eg in the same room, in the same vehicle, etc.) and in the possession of someone who is positively inclined toward him/her.

The caster summons a rare and difficult to obtain item, object or substance. The Judge decides if the item, object or substance is somewhere in the same space as the 
caster (eg in the same room, in the same vehicle, etc.), or if it is in the possession of someone in that space who holds the caster in positive regard.

The caster summons a unique item, object or substance. The Judge decides if the item, object or substance is somewhere in her vicinity, ie within the same building 
if it is modestly-sized (eg a house), on the same floor of a large building or within a defined outdoor area (eg in the park, in the empty lot, etc.) or if it is in 
the same space as the caster (eg in the same room, in the same vehicle, etc.) and in the possession of someone who is positively inclined toward him/her. If the item, 
object or substance is owned by an entity, that entity will make every effort to recover it. 

The caster summons a unique item, object or substance. The Judge decides if the item, object or substance is somewhere in the same space as the caster (eg in the 
same room, in the same vehicle, etc.), or if it is in the possession of someone in that space who holds the caster in positive regard. If the item, object or substance 
is owned by an entity, that entity will make every effort to recover it.

The 3 Dark Destinies—How History Might Remember Your Rock God:  
More Limelight duels won than lost and 10+ Insp:  Blaze of Glory 
More Limelight duels won than lost and ≤9 Insp:  Wry Self-Parody 
As many or more duels lost as won:  “Gracelandian” Disgrace

THE DARK MUSE Provides—continued



CONTENDING FOR THE LIMELIGHT: 
PLAyER WORKSHEET

1 2 3 4 5

Crowd  
Bonus?

Spell  
modifier

Spellburn

++ D20 Roll

=Net Spell 

Choose “duelists” and narrate setting.1. 
Determine role-playing order.2. 
Players role-play performances.3. 
Non-dueling players award bonuses; Judge  4. 
collates these & awards one Crowd Bonus.
Duelists secretly assign spellburn, as desired,  5. 
to positions 1 – 5 in the appropriate row.

Duelists roll 5d20 & record rolls from lowest to highest 6. 
in the guitar pick row.
Duelists compare modified rolls, burning Insp as desired.7. 
Adjust positions of tokens on the Duel Tracker after 8. 
each comparison. Anytime the position difference is  
5+ spaces the PC w/ the higher token wins.
Repeat steps 4 – 8 as needed to resolve duel.9. 

Steps for Contending for The Limelight
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Dice & Drugs and Rock ‘n’ Roll!
ROCK GOD DEATH-FUGUE is a one-shot adventure that uses the DCC RPG rules to turn players into a heavy metal band  

on the German leg of its 1st world tour. The PCs are “Rock Gods,” weaving musical “magic” and indulging in 
all the debaucheries and dangerous habits of the rock ‘n’ roll lifestyle. To make matters worse, the PCs 

all show up listening to Writhe Through Shadow — the so-called “Cursed Album.” It’s certain 
they’re headed for a bad end, the only question is whether they go out in a blaze of 

glory or as sad self-parodies like Axl, Elvis or the Ozzy of The Osbournes era.  
The adventure alternates between encounters on the road that threaten 

to derail the tour — or worse — and the band’s shows. In 
concert, egos, insecurities & aspirations to true artistry 

take over, creating PvP musical duels. The 
outcome of these duels determine 

how history remembers 
each Rock God! 

SBG0003

Price: 
10 Bars


