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This game is kinda packed with angry queer lefty stuff.
It’s a game about gueer women, and the way share&l trauma brings us together.

Ifyou’re not on board with that, then this game isn’t for you.

More specifically, the game’s written for an audience of queer women;
if you aren’t one of us, remember that you'’re a guest in this space and
try to portray things respectfully.

The!text of this game is released under a creative commons attribution & share-alike license (CC BY-SA 4.0). You are free
 to re-use the text here however you wish, provided you provide attribution to the authors and release it under a similar license.
The art, layout and other visual elements remain the property of their creators, and may not be re-used in this way. .
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So, here we are. Half a mile underground, clambering over fallen statues and
crumbling masonry. The three of us haven’t seen sunlight in a few days.

Apparently, down these caves somewhere, there’s a hidden shrine. An altar to the
Wounded Mother, where the Daughters who tend to the place supposedly have
the power to fix whatever’s up with Yasamin’s lungs. Poor bitch keeps coughing

up black blood, and it’s gettin’ worse, so a shot at a cure’s gotta be worth it, right?

Right.

Except right now, things are getting kinda fucky.
We’re running outta candles fast, Machel’s outta androfall, and Yasamin’s got a
cut down the side of her face from her fall against the cliff-face.

So, it’s not great. Nobody wants to say it, but pretty soon, we’re gonna
: have to call it and go back.
t
This far underground, the darkness is suffocating. Not merely an absence, but a
thick, heavy presence. It crowds around your littF light, trying to snuff it out, it
weighs down on you. In the darkness, your other senses are sharpened. I can hear
the drip of distant water, the other girls breathing slowly. I can smell old blood,
rusty iron, stagnant water. and... Something else. Something right at the edge of
perception, sharp and pungent. And then 2 moment after I smell it, T hear it.
The gentle scrape as it slithers across the stone.

Fuck.

Whatever it is has got our scent. It’s getting closer. And I’m saying something to
the other two, but before I can blurt it out it’s in the tunnel with us.
Silhouetted in the dim, swaying light of Machel’s lantern, an immense serpent,
teeth dripping acrid-smelling venom, and its eyes...

Those eyes...

Blank green circles. You could drown in them just looking at them.

And I do.

My body freezes up as I stand, statue-still and mesmerised by the serpent,
until- A sharp cry of “ Don’2 fucking LOOK at it? from Mache{, and she snuffs
out the light of her lamp, and we’re plunged into darkness, and now I can’t see

those eyes suddenly my flesh sof%cns once more, and I’m free.

However.

I hear it lunge forward, and in response pull out my knives, hoping to fight it by
sound and smell. What happens next is a fucking mess.
I’m hacking at the thing in the dark, I hear it lunge for Machel and her yelp of
fear as she darts back from it.

I feel it thrashing around and then it hits something - somebody - and there’s a
sickening crunch. The sound of blood splattering onto the ground.

Yasamin grunts. in pain somewhere on the floor, coughing up somezbing sticky,
and then I’'m fucking ANGRY.

I rip at the hissing, flailing serpent until it falls still.

And we’re there, in the darkness and silence as Machel fumbles with her
matches until there’s a flare of yellow fire in the blackness, and a flickering
candle-flame illuminates the scene. Machel’s hurt, but she’ll live. Bruises and
scrapes where she was knocked to the ground.

Yasamin, though... Oh.

Oh fuck.

She’s slumped up against one wall, her dress slowly turning red as blood oozes
from a huge gash in her stomach, choking up blood.
She’s very still, and very pale.

Machel responds before I do. A wail of “ 2z, shit! Tou... Hold on, okay?”
And she darts over, distraught, tearing the hem offher shirt to bind
Yasamin’s wounds up. There’s tears in her eyes that she’s blinking back
as best she can, trying to see what she’s doing, and she’s pleading. “ oz
now... I fucking love you, Yas, we ain't letting you dic yet. WWe're so close,
you just gotta hold on. Imma fix this, I promise.”

Maybe it’s enough. Yasamin keeps breathing, at least, even if she’s
slipped out of consciousness. So, I haul her onto my back, and I can feel
her feeble heartbeat, her hot blood seeping through my jacket.

And I trudge on, hand in hand with Machel.

There’s gotta be somewhere down here that can bring our Yaz back.

If we go deep enough, we’ll find it. Won’t we?

There has to be hope, doesn’t there?
Even here...

weven for us.
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6 “ % Here’s the pitch:
A faux-medieval gritty fantasy setting with all your standard crap
hetero-patriarchal assumptions. Political marriages, dowries, etc. etc.

not tb_e best ‘rf,f_‘-'-g_??..{%éiﬁ queer girl in.

Luckily, if the thought of getting married off and having to pretend like
you’re happy with that is too much for you, there are two options:

This is slightly more socially acceptable, and much /Zesslikely to get you

killed, but it will also result in living a life defined by limitations and restrictions.

, join a band Iy armed)

~ and make a living as mercenaries, tomb-robbers and adventurers.

This is far less socially acceptable, and far more dangerous, but you might
9et rich, Foll in Love, and be able to wreak terrible vengeance
on the society that wronged you.

Thismuch is tahen as assumed. Your PC is o
< Queer

@ Womoan

< Withno Place in PoLHe society.

All of these are absolute requirements, but the definition for them need
not be defined in strict and binary ways.

You can be ace or bi or whatever so long as The Straights don’t get it.

You’re a woman if you or your fellow Dungeon Bitches say you are - or
maybe you’re not a woman, but also distinctly not a2 man.

And, if you had a place in polite society you wouldn’t be exploring
some god-forsaken monster-infested hole in the ground,
would you now?




This isn't o nice 9ame, nor is it a particularly safe one.
Compared to a lot of games on the market, it’s nasty, sexual, raw
and messy.

I drew on a lot of real-world unpleasantness making it.

If you’re gonna play it, you might encounter graphic sexual content,
trauma, bigotry and abuse, body horror, heartbreak, and pain.

This is stuff that can really mess up somebody’s day if they’re

exposed to it unprepared. T T — *
g ekdy If you go into the game without

proper safety tools, you’re frankly fucking irresponsible.
ity __ i

That stuff’s important in standard RPGs, and doubly so in
something deliberately leaning into graphic, difficult topics.

There’s more thoughts and guides on pages 22 - 28, but for now it’s
sufficient to say that fostering a calture of commaunication and
consent at the table is vita

I \'\. > N =, -

How +z RolePlq
One player acts as the GM ( abbreviation  for Game Mistress ), an adjudicator and
facilitator for the game. Everybody else picks a character to play
( & player character, or PC). Players control their PC and things to do with them,

the GM controls everything else. Characters controlled by the GM are called
NPCs ( short for ‘non player characters’).

Tie L 2nversation LooP

AL e heort, the Yome concicbc OF o back—and—=forth
between the Pladers and the Gome Mistress, Here's Wow it work<s
@ GM describes the situation that the player characters are in.

&5 Players decide how they want their characters to respond.
&) GM describes the results of the PC’s actions.

& The conversation loops back to the first stage. It’s that simple.

Of course, this back-and-forth need not always be between a player and the GM.
It could equally be between two players, working off of each others” input.
One player says what her Bitch does, and another says how her own Bitch responds.
The conversation can bounce back and forth between different players and the GM.
Keep things fluid and natural, and give everybody a chance to bring
their ideas to the fore.

Dice Rolls

Sometimes an event or action has enough tension to it that it’s more interesting to
‘throw what happens to the mercy of the dice. In this game, that happens when

an event or action triggers a move- a codified dice roll for that event or action with
specific outcomes. Here’s how that works:

© The Mistress describes the situation that the player characters are in.
< Players decide how they want their characters to respond.

. A move is triggered! Any relevant mechanics are brought up,
© = and Sle dice are rolle ey

< The dice roll is interpreted, the complications and
consequences determined, and the GM describes the results.

€2 The conversation loops back to the first stage.

'~.\

1\




- : \ You can roughly divide the game up into scenes, each of them a distinct
So, on the previous page I just said that the GM controls the external world, chunk of narrative in which one particular thing is happening.
but that’s not quite true. While the GM calls the shots there, and generall j » Not everything that ha{)pens needs to happen ‘on screen’ in a scene.
decides what IgPCs do, everybody gets an input into deciding how the world AN N For more mundane, less interesting events (navigating from place-to-

works and how the Bitches are linked into it. ' S place, for examplef it’s fine to assume that it happens between J
scenes with no complications.

X M ; : ; : ‘(,}

R\ 4 ™ Focus the scenes you actually play on situations that are complicated, ! {
' ; a\ '8 dangerous, emotionally charged or otherwise interesting. ]
T 3 ‘ I_

into deciding how stuff works as the Game Mistress. _
A player absolutely should be able to make her own call on which NPCs o A
their Bitch is already familiar with, how things related to her Deal work, § ‘,‘ RY '
and what their Bitch would know about the world. N o A ‘ - yourselves, work out where that next scene takes place, who’s i \

Likewise, they should be able to make suggestions about the wider = involved, what’s going on, all that stuff. Work out which characters .." )
setting, suggest what NPCs might be involved, that sort of th% Z L r and plot threads have not been in the spotlight for a while, and focuson  §

; o 4 them. You don’t need to have all the Bitches present for every scene; fre

Youlre ima %i ning a fictional world together. Collaborate. Share input, f e ; . \/\ ) some scenes can serve to give one or a few Bitches some time in the spodight. “;

8 ta}l: F e bom evFr'ybody. Cliza;f SOt r;r.:hﬁrban}il molr f complex than SV & -  Most scenes should have the outcome be in doubt. Put the Bitches in a §
e . - .
b e el S e e e S R e ' _ _a situation where they’re spurred to act in some way.

3 R This might be physical danger - from subterranean monsters or
4 2 L ) . iy . A 5 . =
There might be situations where-one player takes on the GM’s role for a bit. < i . human authority figures - or it could be an emotional matter, such as

Perhaps other Bitches are interacting with stuff from hir characters B @, > fear, romantic tension or trauma. The source of the tension might be

= . . . c .3 . ’ -
' bac?ztorg;t‘f);)cu SIS e e G s R Ol S : B8 external, or it might be a result of what’s going on in various Bitches’ heads. &
of expertise. . ]

In practice, the game assumes that players will get about the same input}

e

< 11 It should be clear when a scene ends and the next begins. Between

When in doubt, the various tables on pages 9o - 99 give you some

Hell, you don’t need a single permanent GM at all; in one playtest, & ok 1 - useful hooks for scenes. Pick a table, and either roll up a random
everybody had a PC, and dif%:rent players stepped into the GM role r o Bl ™o/ hook or select one that feels approgriate. Whatever the case, give
#) a different times, as the situation required. X AT the scene some interesting hooks and then sit back to see what happens.

: ‘l:;)i};i ;r;i;miglzgi W}?::ifgg&“}f:gﬁ% Ia. St e I When the scene begins, start by describing what’s going on and
: & 8 : the general vibe, and have the players involved explain how

. s Lond 6§ You're doind GM +hinds. § ' §° 4 and why their Bitches came to be in this to be in this situation.
e s ‘ ‘W™= From there, the back-and-forth of the conversation will

propel things forward.

e b—

Brid
B = o = e o —







H'a,r.-_-lf, your abilifjr to do harm,
act wolentlz, and cope with hurt.
g i b Sl iy -

i ST L ~ . . N e s
Sost, your ability to behaye sensitively,
: °°  perceive subtleties, nurture, and heal.

Subbles your ability tq avoid notice, deceive : -
y or manipulate others, and steal things.
- N i
Queer: your ability to seduce your fellow dungeon bitches, -
interact with and understand weird things, and otherwise break social norms.

When the conversation triggers a given move, roll 246 and add the relevant stat.
If no moves are triggered, no dice are rolled.

6orlessisa fAIL, 7-9isasuccess,
10+ an OVERWHELHMING SULE €SS

_ It’s super €asy.

Sometimes it will happen that the group as a whole will trigger a move
(such as when everybody Fets pulled into a fight or must hide from something).
In this case, the players nominate the PC who is taking the lead,
and that player makes the roll and takes the consequences.

Sometimes extra factors come into play. A character might have a special ability
. giving them bonuses to the roll, or they might be able to spend Bonds to get
" bonuses (Bonds are explained in a couple of pages’ time). Where you have a choice
to increase the roll, such as by spendin Eonds you can do this after seeing
the result of the roll.

triggered. ‘That’s a good sign; the game is going according to plan when it’s a
mess of moves triggering other moves in & t@rrent of exponential fuckery.

A move only triggers iF it maRes sense in the Fiction to do so.
If you want to trigger a move, you have to actually
do the thing in the game world, first.
On top of this, IF there's no way the move could succeed,
it doesn't trigger;
moves only get trig&_ered when it makes sense they might work.
A move only triggers if it’s 2 move that your character has access to.

It might hapPlE:n that in response to one move getting resolved, another move gets

There’s a list of default moves every PC gets, and then depending on
the Deal you picked for your PC you’ll have a couple unique to that PC.




S
oveE)

/ We're playing as disaster-lesbians trapped in a horrible situati:)n; '

" | so they’re probably gonna fuck eventually.
( What counts as fucking is up to you - it counts if you think it should.
’L When a Bitch fucks, each Deal has a sex move that triggers automatically.

If multiple Bitches are fucking, all the sex moves trigger.

Take a moment to work out how they interact, and what they mean in the fiction;

b the result should be nicely emotionally tar}gled and messy.
% r Sex moves show who a character is in some of her most vulnerable and
g . . . .
'\'{i intense moments. Play up their dramatic potential.

Not every Bitch fucks, however, for a variety of reasons. In these cases,
a Bitch might instead have an Intimacy Move, which triggers in moments of
intense emotional connection. : ’

// .fff
7
},?{ ~~ While Sex Moves are presented as the default option for all the Deals
.}?/ except one, any Bitch can swap her Sex move out for an Intimacy Move, and
vica versa. Intimacy Moves get some more detail on pages 56-57.




When a PC is harmed - Yhysically or mentally she accumulates
points of Normally one point at a time,

Yoo can have oF to Points 2f Hurt and survive: When you have all four,

you’re at ; you're right on the edge of your limits, anything
more is gonna be too much, and

tracks how much pain (physical or emotionaI) you’re in right now,
and how close it is to overwhclmmg you. It’s about the immediate dlstress
you’re in.

the Pain is 182 much and You can't Fucking cofe anYmare, You're helPless,
and if Your Friends dan’'t §et You 12 safety, it's Probably game aver for You.

NPELs + HURT
If the PCs try to hurt them, then a successful

Lash Out move means the NPC is as injured as the PC wants them to be.
They break and die when it’s narratively appropriate.

23
49
S

Howevcr, this is a rough abstraction; when Lashed Out agamsv:,
an NPC is as hurt as their attacker wants them to be.

#oW RUER

By and large,

As a good rule of thumb, over 50% of stuff that does Hurt
should be doing only , representing the slings and
arrows of life being crap. is for when it’s bad.
It’s a sword rather than a fist, or 2 major emotional upset.

is the normal limit of how bad shit will get.
Three hurt is severe, and represents the worst sorts of pain.
is kinda too much; if somebody’s taking 4 or 5 hurt,

then there’s a pretty good chance it’ll instantly KO her.

I’ve never done this much hurt to a PC in one of my games, just because it’s so
over-the-top. But, I guess, if you really want to ramp up the lethality,
this much Hurt mlght come into play. A lot of the time, how much Hurt
something is worth is going to be subjective. What’s badly traumatising to one PC
ight be merely mildly upsetting to another. It’s often smart - particularly with
emotional rather than physical hurt - 1o ask the PlaYer how much Hourt
she thinks 1t's 92nana be, and 92 w‘ij’]n that. ;

a proper night’s comfortable -
Being exposed to freezing cold or dangerous heat.
Not getting enough food or water.
Drowning (AKA t22 much water).
Being
G cttind Your ‘He-a\r‘f ﬁrrakzm
Exposure to
Awfol bedy-horrar being done t2 You.
Meeting who hurt you.
Having t2 Pretend to be somebody you’re not.
Finding of somebody you loved.
Falling from great heights.
Eating

stuff

[hat
midnt

trying to eat you.
Witnessing
Booby-traps.
Town guards
Being on
Pg is@n,
Being unable to prevent somebody being abused.

——— o =
s mT EmE . WS
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If you would take a fifth point of Hurt, you’re . The pain
is too much to cope with, and you shytdown.
While broken, you’re
unable to see past the pain to interact with your surroundings.
| , and none of your companions stop
it, :

While broken, you’re totally reliant on your companions; left by
yourself, you’il lie down in the dark anc{ wait for the end.

If your companions get 1you somewhere safe, and take some time
tending to your physical and emotional wounds, yo# can recover

from being Broken.

This is often a slow and difficult process, but

rol 153 merely receiving sustained nurturing attention is enough to

pull you back to yourself. You your accumulated
with a point of

, unable to act of your own volition, |

,and §

Damage tracks the long-term effects of trauma on you.
Every time you’re Broken and recover, you take a point of
Each point of Damage is some that ever ,a
constant reminder of the nasty shit you’ve been through.

For each point of Damage you’ve got, you should work out a
concrete symptom it’s inflicted on you. Maybe a lost limb,
missing memory, compulsion, disfiguring scar, phobia.

It’s of what went wrong.

' The more Damage you accumulate, the closer you’re pushed to
| being totally destroyed by it. is a serious problem,
mean you’re on the verge of destruction.

If you get a third point of Damage, that’s it, game over. You

can’t go on. Maybe you die, maybe , unable
to cope with the pain. Mayﬁe you simply give up and return to
your Ita:;ue in polite society. Work out a fi};txng end to your story.

Sometimes you'll encounter

: that accumulated too muc
Just couldn’t continue.

Often this will be in the dungeon, but just as often

1t'U] be when you return to town. I
4 v

with the faces of your
{Dan'g,ge and







A big factor of being a2 Plungeon Bitch is th ’
traumabonding “’itﬁ YOE‘ coilpangi'lsc : is the way you'll end up

Horrible shit happens to you, and
you survive together, and that brings you closer.

" That emotional connection is a s¢rengzh. Often, the most important strength
a Dungeon Bitch has. A team pulling together can use their Eonds with
one another to deal with horrible shit that would kill them individually.
On the flipside, if it all goes tits-up, those bonds can get turned against
one another, used as ammunition as the clique self destructs.

Bonds are a measure of how important you are to somebody.
You accumulate them sort of like Hurt and Experience.
However, Bonds are specific to a given character.

1E, you might have 1 Bond on Annie (a fellow PC), 4 Bonds on Beth

(anot/.’aerﬁiaw PC), and 1 bond on Xiximanter (an NPC snake-lich that
rules the dungeon). Annie, Beth and Xiximanter might all have Bonds on
you, too, although Xiximanter is likely to have less since she’s an NPC
and only gets to gain Bonds in response to moves made by PCs.

There’s no /imit to how many Bonds you can have on a given character.

?

There’s likewise no limit to how many Bonds you can spend on doing something.
To spend a bond, you have to actually do something in the fiction to show

~ you’re drawing on your connection. . _

. & By NPCs (or monsters) can gain and spend Bonds just like the Bitches do.
Notable NPCs have their own pool of Bonds to draw on, as well as any
they may gain as a result of moves used by the PCs.

This pool of bonds isn’t specific like the bonds PCs have are.

Instead, they have a pool of generic bonds that they can spend on whoever
seems most appropriate. Obviously, like a PC, they have to do something

in the fiction to justify their use. However, these generic bonds represent
competency in general, rather than specific emotional connections necessarily.

It’s a bit of a cludge, but it works, letting NPCs fuck about with.PCs a
bit and counteracting the PC’s ability to power through any conflict by

. , spending a fuckton of bonds to bump up a roll; the enemy can spend bonds
Give the person in question -1t03 el% @  back to counteract this..
) P ;

itk o e the results of the roll. :
—Del an :u urt whe;; a;{ move would i N;g“;:;::l ,g;ll;zice but you can do / SEEE How many genericbonds an NPChas depends on how much of a threat they are:
O that. 115t S dont trac. urt, you can L s - / : |

use this to make attempts to harm them worse, this to sabotage their actions vith g . PRI R S gerl RO

if you’re feeling spiteful. your bullying: i3 Normal NPCs get 3 bonds. i

Jlif they d ' Notably Pangerzus NPCs get S bonds. : ,I

. / OVZrWL&Lm‘inSL}j pa\naiz-rﬂus NP‘:S‘
so}rlne}t;hil:ig_ you :il:r’;t:‘fc::éy don't go for i il the sort there’s maYbe 1 or 2 of in a campaign) - get 7 bands.
The Bond 1s sp€

NPCs don’t actually track XP, bue will NP Bitches get fwice as I X o
normally accept the offer.

\ Give yourself +1to a
move would do that. Whilst N PCs 4§ P i WO roll affccting e
don’t track Hurr, you can use this ‘' § :
to make attempts to heal them more
effective, if you’re very fond of them.

afier seeing the results
of theroll. .

Give the person in question +1 to a ro]]

after seeing the results of th
s e roll.
NPCs don’t roll dice, but You can do this to

v 5
give them useful mora] support on their actjons

being more like the PC Bitches, they’re better able to fuck with them.






PCs learn from the horrible shit they go through.
They grow more calloused to the world, but also better able to understand it.
You’ll get Experience from two sources. First, some moves - Endure Pain,
Reveal Truths, Steal, and Commaune With Strange Powers, as well as some
unique moves - can end up giving characters Experience when triggered.

On top of this, at the end of the garﬁc session, ask each plajrei; if their Bitch:
€9 \earned something new about one of her fellow Bitches.
S Yained something valuable.

. R D Sucked somebody for zhe first time or confessed love to xem for the first time.

@ Let herself be emotionally valnerable.

€9 Actedona gr dge.
For each ‘yes’, she gets 1 point of Expé_rience. Congrats on that! -

Tally up Experience like you do Hurt. When you get a_f7fzh point of
Experienee, erase it all and pick an Advance : ' :

© +4 to a stat (each stat can be increased in this way only once).
@ Take an extra move from your Deal (up to twice).

€ Take an extra move from anyDeal
(which can be your own if you want) (up to twice).

© Remove a Point of Damage previously ac*ﬁuired
(the permanent scar remains). (Any number of times).

NPCs don’t track experiénce. That said, things which would give an
| NPC experience (such as spending a Bond to offer XP) still motivate them.

= = .! : ; ; o i B
‘FﬁCUSzc\ ana ‘FLG'-)'J‘:LB -Achvomceﬁ
You can alter the way advances work, to make your choice of
Deal more or less restrictive.
Focused characters must take 2// four of her extra moves from within her Deal.

Flexible characters can take a// four of her extra moves from any Deal she wishes.

The following pages are gonna deal with the last important game mechanics,
the default moves. These are the moves that every PC can use.

They’l1 probably make up the bulk of the mechanical stuff that goes on in
your game. Familiarising yourself with them, when they trigger, and what the
results-arey is probably smart. :

You can be creative with what actions in the fiction trigger a move. For
example, a Lash Out roll needn’t involve weapons; a Witch who turns her
arcane power against a victim to supernaturally blight them is Lashing Out
too. ;

Likewise, a Heal roll need not be physical medicine; Healing might take the
form of getting drunk together, miraculous healing, letting somebody cry on
your shoulder, or anything else that helps take somebody’s pain away.

Remember, players have a lot of creative input into the fictional events; if it
makes sense to trigger a move, feel free to do it even if its'not normally how
that move is used.

Your Bitch might also have moves that only she can use; if she meets the
conditions for them, then the move triggers. However, other characters can’t

_trigger the move in the same way. Instead, Bitches without those unique moves

simply handle that stuff through the normal conversation loop.

A unique move might be its own roll like a core move, or it might simply cause a

* ~mechanical effect without a roll or alter how a core move works.

It’s worth considering when taking Unique Moves from Advancements that they
zell you something about your Bitch.

This goes doubly so for taking Unique Moves from Deals outside of yours -

don’t be afraid to make them your own. The Beast’s Horrid Form move lets her
scare people unaware of her monstrous nature, but what about taking it if you’re
not a Beast? Maybe a Wounded Daughter who takes it turns herself into a roiling
mass of flesh, or maybe a Corpse Doll’s stitches unravel and reveal the intense
magical presence which animates her body.

Whot'c imPortont, ic that, 20U ack Your<els wh You're Lokin? o Move,
what it Meanc Sor Jour Bitch, and LO NOL be ofraid LO re=Slovor it Sor Wer.




Use this move when you use your sex appeal to make somebody feel good about you,

_ or about themselves. It’s good for building up a nice supply of Bonds between PCs to
burn through when shit hits the fan. :

' It’s also useful to get a social edge over people who you think you’re gonna need to
kill or run away from soon. You don’t need to be into the person you’re flirting with
for it to work, so long as you’re good at playing the game. So, despite the rampant

In practice, once characters start flirting in a scene, there’ll be some back and forth
between them.

A You shouldn’t be rolling for each innuendo and compliment; once per scene
) is enough unless things seriously escalate.
@n o Fail:

& They see what you're doing, aren’t into it, and you know They get 2 Bond Qn you.

@n o Success: They"::“:into it. They pick one or both of the options below:
& _They offer yo something the hink you want. v
s €7 You each get a Bond on each other.

@n on @verwhelmind Success: They’re into it. They pick one or more of
the options from the list below:

‘Lhey offer you something they think you want. .8
Y You each get two % nds on each other.
&> Ifboth of you agree, one Hurt is transferred from one
¢ other (IE one of you loses a/point of h

'| gayness of your PCs, they can still flirt with men if need be. It needn’t mean anything.

f&> Tlow can I make this right? §

v L Tl oali gl (o P . :
&> A Bond on the person in question.

Commune With
Stron9e Powers

Use this move when you reach outside of yourself, asking a spiritual force
for help or advice. You might be praying to some patron, practising
divination, or taking part in some mind-altering ritual.

You might even be entreating with somethinlg supernatural but physically
present - some strange dungeon-dweller willing to act as an oracle.

Remember that when you commune, you’re communicating with
something outside yourself. You get to ask one of the listed questions

as well as whatever you learn from talking, being granted visions, or
whatever else.

@n o Fail: The results are confusing, overwhelming or frightening.

‘98 In any case, they’re of no use to you, and you will need time to recover. {(

©@n & Syccess: You asked for help, and something answers. Ask

one of the following questions, and the GM (or most relevant player)
will give ap accurate answer:

What do you want?

On an @verwhelming Success:
You asked for help, and something has your back this time. Ask one of
the questions above. You, and everybody you share the answer with,
get 1 Experience. In addition, you can chose one:

oy HI to the next roll to act on the answer.




Use this move when you try to take something valuable that isn’t yours
without being caught. The move might cover a quick action - swiping an
unguarded purse - or a more extended heist with many stages. So long as it’s
achieved through cunning rather than force, it counts.

Stealing shit that isn’t yours is often an unfortunate necessity for Bitches -
when society has no place for you, you’ll rely on your own cunning to get
what you need. ;

It’s also your best source of Experience - the only other common move that
reliably gives Experience is Endure Pain, and that one comes with the risk of
getting badly hurt. Given the choice between learning through pain and
stealing the knowledge you need, most Dungeon Bitches pre%er theft.

@n aFail: % S _
@ If there’s anybody nearby to catch you, you’re caught in the act.
You’ll probably need to Lash Qut or Escape Notice to get away.

@n o Success: You get what you want, and everybody with you gets one
Experience, but pick a complication: :

a ou angd VO_I.H;E'E)‘HIP&IOHS need to leave rig.

o
€3 You leaye some e\u. 2nce ehlfl pinning the blame
7 A tool you were using is lost or broken.

H_'omthi'n_ goes wrong, and you take 2 hurt, U

&> Whoever you stole from suspects, ana gets a Bond on you. .

cobfe

Use this move when you rely on your wits and skill to avoid being noticed.
It’s the move for hiding, sneaking, blending into crowds, fleeing into the dark.
You’ll be doing a lot of this if you want to live.

@naFail: : 5K _ : L - ;
You are spotted. If you want to escape, you'will need to Lash Out or find some
other solution. ' i

@n o Success:

& You successfully escape notice for now. You may leave the scene safely. Otherwise,
_ ifyou stay, then acting with the advantage of surprise gives you +4 to the
§ next roll to do so. Lkt

On on Overwhelming Su_cces:

Q You escape notice, with plenty of cover to use and an easy escape route. If you act,

the advantage of surprise gives you +4¢ to the next roll to do so. Even once
you’ve revealed yourself, you can escape safely - immediately, if you wish.,

Get A Reod On Somebody

Use this move when you probe or assess somebody to work out how to get them to
do what you want. This move isn’t mind-control, and can’t compel action from
the truly unwilling, but it can get people acting if you’re smart with it.
@n a Fail: Lt ;
) They’re not buying it, and get a Bond on you.
8

@n o' Success: e (N .

' €7 You get the angle you need. The GM(or most relevant player)

tells you what it would take to fotivate them right now. You can do that
instead of spending a bond, and if they g2
accept thiey ger an Experience point just SNl

- like'if a bond had been spent. .

@n on Qverwhelmind Success:
Oy You get some serious everage over them.
As in a normal success, the GM (or most
“relevant player) tells you what it would
take to motivate them right now. You cando ||
that instead of spending a bond, and if they:
accept they get three. Experience points just like § !
if bonds had been spent. ~ ~ . -

',
|




Endure Poain

Use this move when something horrible happens to you and you have to cope
with it.

Maybe you’re risking drowning, maybe you’re watching somebody suffer a
grisly fate, maybe you’re facing down people who victimised you in the past,
maybe you’re gritting your teeth to act despite an injury.

9@ You don t cope. The GM will give you one or more points, of Hurt !
depending on how bad the situation is.
; For group rolls, everybody takes [hls much Hure.

@n o Success: ght - :
W You can just about deal with it. The GM tells you how many points of Hurt
-you would take; if you accept it anyway, get a point of Expenence
For group rolIs, everybody gets this cho:ce ; 5

On oan 6verwheln'in9 SUceSS'

Use this move when you resort to violence to solve your problems.
This probably means killing somebody/something, fucking it up so bad
it’s powerless to resist you,or forcing it to retreat.

Using violence is a horrible brutal mess that is, mercifully, over with quickly.
So, rather than handling combats blow-bfr-blow, which gets really fiddly

and slow, we’re just gonna use a single roll to resolve how the fight goes down.

Only roll this move if a) the Bitches have a realistic chance of winning
and

b) they ve got an actual win-condition in mind.
@n aFail:

9% The problem isn’t solved, and the GM picks zwo options from this list
she can pick the same o tIOIl thCE
(sh pick th p

& Youtakea pomt of Hurt. 1

& Somebo dy you care about who’s present takes a omt of Hurt,_ |
mmove s v1cc1‘§cts a Bond on everyone acting against theni, )
(] Somcthmg vauable of yours'is lost or destroyed in the fight. '

g
& You and your compamons are forced to fle€; and anybody who doesn’t or

can’t is Broken automatically (this one can’t be picked twice).

@n o Svuccess:
&,7 The problem is solved and you ger
> what you wanted, with costs. You pick one | §
option from the list above, and so does the GM
' If your victim was another PC,
they probablﬁ‘ @ e 2 hurt

On on Overwhelming SUcceSS'

& The problem is solved, and you get what you

_ wanted, with only mild costs. You pnck one option '
from the list above. If your victim was =
another PC, they probably take 2 hurt.




Reveal. Tru+hs

Use this move when you probe a situation (physically or socially) to uncover something
) hidden. You might use it when searching a room you believe is dangerous, scouting for
# ambushes, assessing an NPC’s trustworthiness, or feeling out your relationship with
another PC. 7¢5 one of the two big information-gathering moves Dungeon Bitches

) have available to them (the other one is Commune With Strange Powers).

Remember that the answer you get when Revealing Truths is some free bonus
knowledge on top of whatever your investigations actually uncover in the fiction.

@n o Fail:
8 You learn nothing. Your probing niight set aff a hidden danger,
destroy evidence you were lookrng for, or ;poo]_( whoever you were talking to.

@n o Success: You learn something useful. You may ask the GM
: player) one of the following questions, and get an accurate answer:

- z 7 ! =
£ What 15 the I ardest danger HE_ )
: -

K:‘“ acis ben

O You learn something useful, and can >
act on it. Ask one of the questions listed above.
You, and everybody you share the answer with,

get 1 Experience. In aa’a’r't:'on, 0% can chose one:

Use this move when you spend significant time and effort trying to fix somebody
else’s Hurt. This might be proper medical attention, dodgy folk remedies, or
just being a shoulder to cry on, depending on what Hurt her.

On a failure or a standard success, your patient picks ia long-term injury. The
injury might be physical, or it might be an emotional thing. Depending on what
hurt her, and how you tried to he%: she might lose fingers of gain phobias.

Either way, it’s a lingering reminder of what she’s been through.

@n o Pﬂﬂ. % 0 5 e
our attempt barely works. The patxent heals't Hurt. She picks up an }
appropriate permanent injury, representing the. _ 3 v
long-term _effects of the Hurt she’s suffered.

@n o Success: _

€7 Your healing leaves scars. The patient
erases two Hurt she was suffering, replacing
it with an appropriate permanent mJury

On an @verwhelming SUccess

‘The patient erases three Hurt she was suffering, '-'
_with no Iong—lasmng consequences.

Share SonebOdY SPain

Use this move when you’re a sympathetic listener for somebody to talk about their
pain and emotional issues with. Along with the Flirt move, it’s the best way for
Bitches to pick up bonds on each ot her. Only roll this move if she accepts your help.
@naFail: "
0 15 a1l a bit awl\ward she’s kmda oversharmg _You get a Bond on her

@n o Success: It’s useful; offering some measure of catharsm or release
You pick one or both of the options below:

@n an @verwhelmind Success: Actual emotional progress is made!
She gets a Bond on you, and you can plck one or more of the options below:

ggest something you think will help ease her pain. _
"get t MOm ' :
of}omﬁﬁm transterred from one of you to the
other (IE one of you loses a point of hurt and the other gains it).




I did this on purpose.

It’s a game where marginalised people find themselves in
a horrible situation, and get traumatised by it.
It’s meant to be raw and me€ssy and emotive.
That’s the fucking point.
I want you to play this game, and get invested in your
characters despite how fucked up they are, and feel elated

when they succeed,and for it to be a horrible gut-wrench
when they suffer and fail. :

RPGs are an emotional and immersive experience, and
- that’s often what makes them worth playing in the first place.

But...
EU+.¢¢

This isn’t to say you shouldn’t enﬁage_ with the game, and
the themes and topics it deals with,

 in 2 way thats emotionally safe and healthy.

RPGs are a hobby that we engage in for fun, and when shit
stops being fun, something has gone wrong.

And here’s the thing, this game has a whole /oz of stuff in it
which has the potential to really mess somebody up if they
engage with it unprepared or unwillingly.

So, here are some tips on how to avoid that.

This stuff’s all based off what works in my games, and in
particular the techniques I find useful when dealing with
material that pushes up against my own mental health stuff.

I’m not gonna list all the different safety tools and techniques
that can be used in RPGs (and probably couldn’t, due to space
limits, even if I wanted to), this is just an introduction.

There’s a whole lot of useful reading about this online,
and I encourage you to look into it! But, yeah, this is all really

just my suggestions. You need to talk to your group, work out

what tools work best for you, and make sure to keep the trust
and communication there.

That’s the other thing.

These tools are just that, tools. Merely applying the tool
without thinking won’t automatically render your game safe.

~ For that to ha pen, you need to centre communication, trust,

and responsibility, and actively work to maintain that.




So, there’s some stuff that’s kind of central to the game that would
be hard to remove without some serious hacking. You absolutely can
hack these concepts out of the game as-written, but it’s gonna take work.

Like, taking-tipex-to-the book work. And if you wanna go to that
effort, more power to you! Game design isn’t sacred writ, I’m just
some girl writing shit down, if you wanna alter stuff, go for it.

But.

That said, unless you’re actively hacking it out, here’s some stuff you
should expect to encounter playing this game, that are core to its themes:

Sexism, homophobia, transphobia and perhaps religious

discrimination, directed by mainstream socie ainst the PCs.
ulting inuries.

Death of PCs, potentially graphic. S (Tl

PCs being so emotionally broken they’re unable to go on.

Romance and sex between PCs. 2 '

And some things which might come up if you pick certain character
options or choose to lean into certain themes:

Religious themes, particularly if the Runaway Nun is involved._.

)

weaponized by the PCs.

sai‘ticularly if the Corfsc.DoH and
°d Daughter are involved.

If any of that stuff is going to affect you badly enough that you
can’t safely enEagc with it, you may Ee able to - alongside the rest
of the iroup - hack the game so that it doesn’t feature. Talk to
them about what you need to fix, and find a solution together.

It may not be possible or practical to remove the problem content,
though. In that case, this is probably not the game for you.

And that’s OK!

This is a weird, messy niche game, it’s not gonna be to everybody’s
tastes.

If you want the dungeon-crawling experience without all the queer
stuff and trauma, there are a lot of good OSR games out there

(my go-to is Swords & Wizardry), and probably a bunch of other
1nd¥e stuff I don’t even know about. :

If you want to zero in on the bonds between women in stressful
situations, try Night Witches. If you JUST want the queer stuff
(with maybe a supernatural glossg, there’s always Mohsterhearts.




¢ thoughes on sa ials
g order, before I get into the meat of this. §

@ Thisisnta game that I'd play with strangers. Hell, there’s a lot of
my friends - people I care dearly about - that I’m not ever gonna play this
with. Be selective with who you game with.

&J Safety stuff isn’t only the GM s responsibility. Everybody is a
participant in the game, and can introduce ideas and themes. And,
the GM is still a human and can be affected by the game’s events,
so everybody needs to be doing the work to keep the game safe.

& People’s limits and boundaries are paramount. The wellbeing of the
people playing the game is more important than ‘the fiction’. Don’t be
unwilling to slam the game to a halt if you need to; the game is just a
game, the people you play with are real.

2 1ou can’t solve out-of-character problems by apf&ing in-character
i

fixes. If somebody’s fucking up the game (either maliciously or without
realising), you need to have a frank and honest chat with them about it

© " out of character.

Anyway.

"The purpose of safety tools is to allow for clear and easy communication
about everybody’s needs, boundaries, desires and experiences.

They’re there so that people know what sort of content they’re gonna
engage with,have control over things that would be too difficult to
engage with in an uncontrolled environment, and to pause or stop the
game if things get too much.

I’m an abuse victim, I can get trauma-responses to a bunch of
stuff. There’s some stuff about abuse that, if it comes up
unexpectedly or where I can’t control it, will leave me an utter
wreck. I’ve had games totally ruined for me when this stuff was
sprung on me without warning: one game, I just logged out
midscene, had a little cry, and never logged back in.

But! I can engage with this stuff just fine if T feel in control.

A large part of what makes a traumatic experience stick in your
head the way it does is how it makes you feel helpless; if that
sense of helplessness isn’t there, I find it possible, sometimes even
easy, to engage with that stuff without getting upset.

On that note, don’t fucking pressure people to engage in stuff
they don’t want to. Even if they apparently ‘willingly’ opt in,
they’re not making the decision off) their own volition because of
that pressure, and so the sense of helplessness we’re trying to
avoif will enter the situation. Consent needs to be freely given.




One of the first steps I use when setting up a game is - at the
point where I’m recruiting players, before we first meet up
together to play - to be up-front about what potentially upsetting
stuff I expect the game to include.

If I expect there to be spiders, or dead kids, or systemic oppression,
or whatever, I make sure any layer signin% up is made aware

of that. Not every game is right g:')r every player, and there’s a

lot of players that this game won’t be right for (and a lot of

players wio won’t be right for the game%.

'Th'e_r_e’s_ nd_shzime' in looking ata game’s- pitch and s'ayi_ﬁg{'-
_‘no thank you, that’s n@t to my taste’. =9

So once my players are signed uI}I), I’11 ask them privately if there’s

any content they don’t want to have to deal with. If they’re happy

to share additional context, that’s cool, but there’s no expectation

to do so.

If a player says “no forced medical procedures”
then, voila, it’s my job to make sure that doesn’t come up.

This stuff - things that just must not come up in the game - are
often called ‘Lines’, because there’s a hard line against bringing
them up, and you don’t fucking cross it.

Similarly, there may be topics that a player doesn’t mind existing

in the world, and happeninghin the background, but isn’t happy to
see happening in the spotlight in play. It can be mentioned, but

not directly interacted with. (Think of the classic ‘fade to black’ ;
sex scene, rather than a graphic depiction). This stuff is often -
referred to as ‘veils’, because it only happens behind concealment!

 doesn’t en

At this stage, I find it useful to also ask if there’s any material that
the player, whilst happy to engage with, might find challenging.

Stuff where it could get rough, so I should know to check in.

Conversely, it’s also good to have a chat about any difficult topics
that the player is actively keen to have a crack at.

Based on those private conversations, as well as the expectations
from the game’s pitch and my own needs, I’ll compite o List of
Lines. Veils. and $1UFF worth Payingd attention o, and distribute
it among the players in the first session, before the game begins.

We have a little chat about what to expect and what needs to be
avoided, feel out where everybody stands on different issues, and
generally get comfortable with one another.

While it’s igl/portant to set this up at the start of the game; 77

there. People change, and so do their circumstances. |

Touchinﬁ'base about this stuff, at least every few sessions, is good
practice. As I said earlier, this shit’s all about communication.




In a lot of cases, people will be more happy to engage with difficult

content if they’re able to feel in control of the situation. There are

situations where they can comfortably play through something if they

initiate it, or are the one doing it, but not if somebody else is doing it to

them. For exa?pk, a player might have some bad memories around
u

medical procedures, and while they might be comfortable playing as
a corpse-doll, having somebody else’s corpse-doll experiment on them
would be too much.

There are cases where a player might be keen to intervene to prevent
something horrible that’s happening to an NPC, but won’t cope with
having the same horrid shit happen to their PC. Again, this situation is
all about letting the player feel in control of what’s going on, rather

than being helpless. So, basically. If there’s subject matter that somebody
knows they’re gonna find upsetting but is still keen to engage in, then
framing it in a way where the player (and their PC) remains in the
driver’s seat is probably the best approach.

One of the most important things, I’ve found, is to keep the conversation
about content and boundaries going even during games. Check in with
each other before initiating anything intense (“Hey, 7 kinda wanna gouge
this bastard s eyes out for revenge, is that cool” ...as an example)

Or afterwards (EG: “Shit, 7 didn’t expect that to end in hate sex, .

you doing OK?”).

A method I’ve found works is the tro$§ic -ligWt <2st.em, which
basically just codifies how everybody is doing.

_ RED is ‘this is too much I need to stop’.

AMBER is ‘this is kinda rough, I’m fine now but it’s touch-and-go’

and indicates that this is an area to be careful in. Lastly,

GREEN) is ‘everything is A-OK’. In practice, I’ve found people

tend to also use ‘very green’ to indicate that they’re not just OK,
e
but super into what’s going on.

Likewise, sometimes we’re not always sure how we’re feeling in a given
moment; perhaps we need some time to reflect, or are having trouble
processing things. In my own games; ‘Glye’ has become a shorthand for
this uncertainty. In text-based games, I’ve found it pretty convenient to

“have that communication happening in the background just by reacting

to individual posts with a relevant emoji. ¢ =

As ever, what works for your group will vary:
the important thing is keeping the communication going.




With the best will in the world, sometimes your prep in setting up
" expectations will fail. Perhaps somebody didn’t rcaf)ise a certain
topic would affect them so badly. Perhaps somebody’s circumstances
change (the plotline about your PC’s ill daughter suddenly gets far
less fun if somebody’s actual real-life kid falls ill between sessions).
Perhaps you had a weird lapse of memory or concentration, and just
forgot what you were doing - it happens sometimes!

Anyway, if this happens, and the game has veered into territory that
a participant isn’t OK with, you need to be able to shut that stuff down.
The first step is to put the scene on hold.

Different groups have different signals for this. They might brandish
a card with a big X on it, use a safeword, ‘tap out’ on the table. Use
whatever signal your group is gonna be most familiar and comfortable
with.

IF the si9nal s used, the game Fuching Stofs.
No iFs or buts. no excuses.

Remember, the game’s just a game, the people you’re playing
with are real.

At this point, you wanna work out what the-person-who-just-tapped

out needs from you right now. If shit’s really bad, she might need a

space that’s quiet, supportive and safe, and not be able to talk just yet.
Give her the space she needs. If or when she’s OK with talking,

work out as a group what went wrong, and what needs to be done to fix it.

Prioritise the voice of whoever was hurt here, but rememberthat
whoever actually tapped out might not be the only person affected.
It might be that she just needs to pause things, collect her thoughts,
de-stress, and then can get back into it.

Have a break, have a drink, chat about other stuff, and resume the
3 ’ 3
game in a bit.

You might need to undo some events. Go back and retcon whatever
happened, so the unpleasantness never actually happened. Or tweak
things to avoid veering into dangerous territory. You’ll need to play it
by ear. Remember, though, the events of the game are made up and you
can make them different for the sake of the people you’re gaming with.
The game isn’t real, people are. :

Dramatically tapping out needn’t be the only way to Eause the game.

If things are going in a direction you think is gonna hurt you OOC, speak
up. If somebody looks like they’re not doing so well, check in with them.
Ask for a pause in the game, to ensure everybody’s wellbeing.

Again, it all comes down to communication.

I’d add that there’s often a sense of pressure (particularly for more

shy players) not to stop everybody’s fun. This is a problem. Whilst
tapping out is a useful tool, you can’t rely on it, because that’s shifting
the responsibility for dealing with a problem onto the person already
hurting. If you think somebody might need to pause the game, check in
with them, or - if it might be bad - tap out yourself.

As a final note, this cannot fucking be your main line of defence.
This is a final measure for when the other techniques you’re using
have failed. By the time somebody needs to tap out, it’s too late;
communicate so it doesn’t get to that point.




So. Games are emotional and engaging and exciting. And then the session
ends, and its over, and all that built up emotion is supposed to just end.
This can be a problem. Particularly itPthe game brought up stuff that’s
personal or upsetting, expecting somebody to immediately switch that
stuff off in their head isn’t healthy. In cases like this, it’s important to
have a space to unwind and process what’s happened. (/n ths particalar
game, the end of-session check-list for XP helps, serving as a space to
reflect on events and being a gentle transition out of the g;zme.jo

In particular, if the game brought up any difficult memories for you, or if
you were drawing on painful experiences, it can be positive - if you feel
comfortable - to talk about that stuff afterwards. Make the imFIicit parallels
explicit, talk through how it affected you. Don’t let that stuff fester away.

Personally, after most of my games, we all go to the pub, have a drink or
two, and chat about what happened. What we found rewarding, what was
difficult for us, what went wcf, what we wanna improve. We can use this
informal chatter to suggest possible character directions and Plorlines, to
speculate about what’s going on, and to make sure everybody’s OK.

Particularly after there’s been any conflict between PCs, or after a PC
actually leaves the ongoing story, it is really important to check in with
the involved players, make sure everybody’s cool, make sure there’s a
healthy IC/OOC boundry in place. If things seem to be getting overly
personal, you might want to retcon stuff to avoid the issue, or pre-agree
on a resolution everybody will be satisfied with.

\ 07 o ~ o ~
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Before the game begins, you’re gonna want to get your materials together.
What you need is gonna depend on if you’re playing in person or online.
You’ll want a copy of the rulebook (eizher in print or a shared PDF),
character sheets (again either printed or fillable PDF), somewhere to play
(either in person or a chat room online), and either two six-sided dice or a
dice-bot everybody can see and use. You should probably work out who’s
going to be the Game Mistress for the game - either one of you specifically
or sharing GMing duties between everybody - at this point, too.

The first real stage of getting the game going is working out the game’s pitch.
You might put a suggestion forward before you meet ui, or you might sit down
at the beginning of the session and work out what pitch you want to go for.

The pitch is basically a shared agreement between the participants about what
the game’s gonna be about. Who the Bitches are, what their driving goals are
(if any), the setting, the tone, that sort of thing. At this stage, you should
probably also work out how many sessions you anticipate the gam?rgoing on
for, how you want to handle PC-vs-PC conflict, all that sorta stuff.

_ Safety pisc'us"igns

Before diving into the game fully, you also want to discuss what safety tools the
grouf’s using, and how they’re gonna be implemented. At a bare minimum, you
should probably agree on: T

S thf}"ﬁ??f‘ff getting _}_r__g'ogd or avoided (/Z /ines and veils)-
@ A signal to pause the game if shit gets too much. Ji ;

At this stage, though, more important than the specific tools you’ll be using
is establishing the proper tone for the game space. The focus needs to be on
communication, on ensuring the wellbeing of all the various participants.
Merely having the right tools in play won’t protect you, you need to establish
the right attitudes going in.
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Once the stage is set, and you have a pitch for the game and your'safety
mechanisms in place, you can start to create characters. The initial step is
to work out what Deal each player wants to run; let everybody have a read of

__the different playbooks, and work out who’s calling dibs on what. SV’ actuol

_ process Of Moking o Bitch s a 'l‘-tl.bﬁ'%:_e involved, <0 it's #iven more $ocus O
the Aexct §eu Pogec. pamammn ittt ¥ ¢ (gt e
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It’s at this stage that you’d also, as a group, agree on any alterations to the normal
rules you want to make. Perhaps you want 2 much more lethal game, and adjust ~ §
the rules for Hurt and being Broken. Perhaps you want things to be swingier, and
replace the two six-sided dice with a single twelve-sided dice. Perhaps you have
Bitches start play with an extra Advance. You can do all sorts of cool shit to make

the game your own, so consider the possibilities. You can likewise tweak the options il

given to create characters if you have a concept that doesn’t exactly map onto one
of the existing Deals. You might mix-and-match your starting moves, change which
are your good stats, or alter the questions and connections. -

Se__’r'r‘in@ Pe +_o§_i_ts

Maybe the GM has come to the session with some setting details already decided,

§ but maybe not. If not, she can roll up a town and a dungeon while the players

make characters. If it’s already been written up, then it can be adjusted at this
stage to accommodate the players’ characters.

{ While the players are working out who their various Bitches are, the GM should

listen in. Work with them to find ways to tie the characters into the setting, and
give plot-hooks, rivals, allies and other things to care about. - :

| 66++Tn8 intg -Aﬁﬂ?ﬁn

Once everybody’s Bitches are made, frame the first scene to introduce them.
A good starting scene has the Bitches outside a dungeon, preparing for their
first expedition. Ask what each character is doing, how they interact, and how
they ended up in this situation. Give everybody some time to settle into their
roles in a low-stakes situation. As the scene progresses, the GM can introduce
some tension and complications to the scene to spur the players into action.
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So I’m gonna talk you through how to make a character for
this system. This covers the mechanical stuff, and also the fiction
about who your PC is and why she acts the way she does.

L. By and large, character creation works better if you do it as a group

Y/ activity at the start of the game. Discussing the different options and
P’ your responses to them gives everybody a good sense of who

[ the PCs are and how they fit together.

| '('Wlnod's YourPeal T

The first step is to pick a Deal for your character, because basically
everything else keys off your choice of Deal. (Why the term ‘Deal’ for your
character type? Well, it fits into IC conversations nicely: “What’s her deal?”
“Oh, she’s a witch,” or “Oof, being a corpse-doll’s a pretty rough deal.”
The different Deals are generally recognised as being common archetypes
that Bitches often fall into, although it’s not completely clear-cut and the
boundaries can be blurry.)

If you have only a few players, it’s generally best to have everybody pick
different Deals.- Duplicating Deals means that two players risk doing the same
stuff, competing for the same bits of spotlight, and hitting the same story beats.

It can feel like your character is less special and interesting if somebody else is
doing the exact same shtick. That said, if two players do pick the same Deal
(probably because they both got super keen about one Deal in particular) then
you likeg«' wanna have those players coordinating to give their characters

. different focusses. For example, if two of you are playing Runaway Nuns, then

you could have one of them play up the socially adept side of the Deal

(taking Spiritual Adviser and Beyond Reproach and putting +1 in Subtle) while
the other builds a spiritual weirdo (taking Beatific Visionary and

Cloistered & Sanctified and putting +1 in Soft).

8 one with an NPC in the world.

% : i
s e st .

+_lv-.e T%reé Questigns -

Each Deal’s description begins with three questions that dig into who your PC really is.
The first one is the same for every Deal - What are you running From®—

- but the other two are Deal-specific. Think about your answers, as they’11 help shape
how you picture your PC going forward.

And kee? in mind that thic ic a great time LO cOllaborate with other Plaver<!
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As well as asking the three questions above, each Deal will ask you to define two
felationships with other characters. One will be with another Dungeon Bitch,

AR it
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When you define a relationship with another Bitch, think about how it ties you, and \ I}
her, into the wider group. How it adds to the network of relationships already - l _
created both by previous people’s defined relationships, and perhaps by answers to I

the Three Questions. ) “

Work the details out with her collaboratively; both of you get a say in shaping your L l i
relationship. For NPCs, the relationship might be with a fgiend, lover, enemy, 3 )
somebody lift behind. Make the NPC somebody who will be interesting to

interact with, and expect them to become involved at some point,

So now we get to the crunchy bit. Each Deal starts with $wo 9ood stats at +1, §i
and $wo bad stats at -1. Note this down. You thcnfget an extra +4to apply
to one of them - bump a bad stat up to a middling +0, or focus on making a good stat

B cven better, taking it up to +2.. Both worh Just Fine.

RPicking Moves

¥ The next step, and the cne that has the biggest impact on how your character will *

function in play, is picking what extra moves you have.

It’s worth putting a little thought into how the different moves you take reflect your
character. Like, if you give your Firebrand Wall Out The Pain, that shows that she has
unhealthy coping mechanisms; she stunts her potential rather than facing discomfort.

The point is that the Moves you pick aren’t just powers for you to use in the game:
they define things about who your PC is, how she thinks, and where she fits into

the world.

At this stage, your Bitch also gets her Sex Move, which she can swap out for an
Intimac 2 Move if you think it would fit her better (or the reverse in the case of the

Virgin Huntress).




You’ll be tracking Hurt, ExPerience and Damage. For each, note down
that you don’t have any yet. Give Your PC a name that reflects the image of
her you’ve built up. This needn’t be - and often won’t be - the name xe
was given by xyr parents. Dungeon Bitches often pick a new moniker when
they strike out on their own, both as a way of rejecting their old lives and to
self-define who they are. An Amazon might have picked up a military rank
onto the front of her name, a Disgraced Princess might choose to retain faer
title despite being disowned, and a Nun probably took a new name when she
entered her cloister (although since she’s now run

away, she might have kept that name, reverted to

her former name, or assumed another new one).

Likewise, work out what your Dungeon Bitch looks
like. How she dresses, how she carries herself,
what equipment she brings with her, what her
physique is like. Fuck, pick her haircut:
everybody knows you can tell what sort of
sapphic a girl is by her haircut (thic ic not,
technicoally brue, but 20U can NOrMoally Mak e
o decent 9ues<). Lastly, agree with the other
glayers how your assorted Dungeon Bitches

ecame a téam, what they currently want, and why
they’re embarking on the first adventure of the game.

B | B Hqck‘fng clnqro;cf'zr q:r'zaﬁﬁn 2 .

Ifyou have a concept that doesn’t quite fit the existing
Deals, and the other participants are up for it, it’s fine to
break the normal rules of character creation.

You might take your second move from a different Deal,
swap your sex move for a different one, or alter which are
your two good and bad stats. You might even homebrew a
custom Move for her, if you’re feeling bold.

In play-testing, this happened a fair amount; I played a
resurrecte&martyr who was a blend of Corpse Doll and
Runaway Nun using this method, for example.

There’s more details on how to homebrew an
entirely new Deal together on p.60.




Y ou have received the gifts of the Wounpep Mot ier. She came to you in your dreams
one night, in the form of 2 woman with a huge open weund down her stomach, ©0zing
blood, Viscera exposed. She promised that you would be able to endure anything if you
accepted her help. You drank the blood from her Wound, and her power flowed into you. 3
You became something other than human, a survivor above all else. Now, you’re imbued
with the untamed force of Life. You refuse to die. White-hot, furious hope burns in your

breast, and you will do anything - anything - to ensure your survival.

The trappings of civilisation and, eventually, humanity are discarded; sloughed off
like snakeskin. They would only slow you down. You don’t need them. In their place,
the Wounded Mother grants you strange Gifts. You are essentially imP@ssible to Kill.
A feral, frenzied thing that hisses and spits and claws, refusing to submit, rejecting
mortality. Y 2u are the Sacred Feminine at its mast Vicigus and Untamed,

......

The wounded daughter, as a Deal, is about +rauma and survival, At the heart of the
Deal is the move Un.rtapfoai;fe Life, which prevents the wounded daughter from being
Broken by petty physical damage, and allows her to recover from injuries incredibly
quickly. Many of her other moves supplement this. Zmmunity lets her ignore otherwise
serious threats, and Desperate Hope lets her escape from situations that would
ensnare her. Her other moves are a little more self destructive: Fera/ Attackslet her
Lash Out more effectively when Hurt, and Painful Empathy likewise lets her

Share Pain more effectively when Hurt. Both reward you for playing recklessly and
‘accruing Hurt. Slough Off Skin lets xem reinvent xyrself as needed in order to wriggle
oout of the consequences of xyr actions. But, it also serves the function of allowing you
to rapidly increase your Hurt to benefit those moves. Lastly, it should be remembered
that you (and your companions, if you take Painful Empathy) can get Bonds on the
Wounded Mother herself. As well as the obvious use of making it easier to Commune

e

with her, they give you links to her as a powerful, if distant, NPC.

© What are you running from?
& When did you become a Daughter?
€& How much humanity have you sacrificed already?

€ Only one other Dungeon Bitch really understands why you behave the way
you do. How much does she know about your pact with the Wounded Mother?
Regardless, she gets 2 Bond on you.

T

&2 You know another Wounded Daughter back in town. Who is she?
; rw . How did se get that way? Yo  geta Bond _q;;_;__a___t:_hghg:.




Stats

Subtle & Queer start at +4
Hard & Soft start at =§

like any other character, you get to add +14 to 27y stat.

You get UnstaPPable Life, and pick one other. You also get your
Sex Move, or your Intimacy Move instead if it would fit better.

i

_Your physical body refuses to die, recovering from even the most horrible of ;

injuries. Like a rabbit gnawing off its leg to escape a trap, or a lizard shedding
its tail to distract a predator, you slough off humanity to evade death’s embrace.

If you would be Broken, instead you trigger this move. Instead of being Broken,
you erase all hurt suffered over the course of the next few minutes, and recover
none the worse for wear. However, you discard some aspect of humanity, such as
morality, restraint, mercy or ambition.

In addition, you get 2 Bond on The Wounded Mother.

You can never suffer Damage. Never ever. Not even if you wanted to.

! Maybe you can spit teeth like bullets. Maybe your maw is a ragged-toothed
% semicircle, far wider than it should be. Maybe your fingernails extend into
" talons. Maybe your kiss is lethally venomous. Maybe your saliva teems with
diseases to which you are immune. As you abandon humanity, you will acquire

all these strange defences, and more. : ==
w w

When you roll to Lash Out, add your current Hurt to the rollinstead of your

~ Hard stat. A% the following option to the complications that can be chosen:
You temporarily regress to a feral state, losing all sense of restraint, honour,
or mercy until you are able to calm down.

(" As things wound you, you become acclimatised to the pain and learn to shrug it
off like it were nothing. Exposure to sickness, hunger, fear, knives and fire all
serve only to inure you to their worst stings. -

When you are brought to Breaking Point, you become totally immune to
whatever it was that caused that penultimate point of Hurt.

You are only immune to one thing at a time: if brought to Breaking Point again,
you can choose either to retain your current immunity, or discard it and become
immune to the new source of pain.

B gy
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Jf an effect would trap you, grab hold of you, put you to sleep, knock you
unconscious,mentally enthral you or otherwise render you helpless,

| you get one last burst of spiteful action before it claims you.

You might choose to Lash Out when you do this; success will probably render you
free. Alternatively, you might try to Escape Notice, or to use some other move.

If your response can destroy whatever threatened you, or allows you to escape it,
then the e&ect doesn’t happen and you wriggle away in time. Otherwise, after your
last action is done, you are ensnared and must rely on your companions to save you.

You can tear off your skin, shedding it like a snake, revealing the flayed flesh

. beneath. Your skin regenerates, slowly, and as it does your identity is remade.
You have 2 new face, 2 new voice, a new perspective. You escape the sense of self
that once held you back. :

When you tear your skin off, you take enough Hurt to bring you to Breaking Point
if you weren’t there already; this Hurt can’t be prevented or mitigated in any way.
‘Then, pick two options from the list below:

@ When your skin returns, you are tocallyfpil_;gggﬁnisab;g and cannot be visually
identified as the person you once were. e -
| @You erase any bonds which you don’t wanton you.—.___—
@ You can re-assign which stat you gave +1 to in character creation.
| & You can forget any move you know, except this one or Unstoppable Life,
and replace it with a different move from this Deal.
' © You immediately shed any effects that were influencing your mind, except
¥ losses due to Unstoppable Life, .
| ) You cure yourself of a long-term physical complication or
~ injury you’ve been suffering from. - - =

You feel the pain of others acutely. And what you feel, the Wounded Mother feels.
‘When others share their pain with you, you bring them to The Wounded Mother’s
attention. When you Share Somebody’s Pain, add your current Hurt to your roll
instead of your Soft stat. Add the foliowinﬁtion to the results you can choose:

@ She may, if she wishes, take 1 Hurt and get a Bond on The Wounded Mother.

e
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Sex Move -
When you fuck somebody, the raw force of untamed, furious life within yqu
uncoils and extends. It uses the meeting of your bodies as a conduit to feed.
You and your partner may collectively decide to transfer any amount of Hurt
from one of you to the other.




You’re not sure why you’re domg this. You had a normal life. Normal-lsh

Sure, - . You knew you’d never quite fit in, that the

expectation to settle for some shitty guy would suffocate you. But you were safe.

‘You knew where you stood, even if it was slightly apart. You figured you'd be ai:k
. to endure 1. This, thou h? T\ - A moment of madness and you’ve

been swept away in a life of freedom and passwn and violence and terror.

You tag along, carry the light for your comrades, shelter behind them.
..ol You know you’ll need to be parano:d just to survive the t mg.s
your companions - madwomen, all of them - take for granted. So, why does the

idea of going back to your old life fill you with such dread?

A Lantern Girl PC is all about being out of your depth and vulnerable. Fae

lacks good Hard (to fight and avmd harm) and Subtle (to wriggle out of situations).
Instead, fae must r n and P i - and a suite of useful information
gathermg abilities - to survive. Emblcmauc of this Deal is the ability 75

/s Mine, which lets you get more use out of Reveal Truths and Commune With
Strange Powers rolls. This move also sets up the importance of being in your lamp’s
light, which a number of other moves care about. You don’t get those benefits if

your lamp is unlit, or if frou ’re somewhere bright eno tgh that your lamp’s hght isn’t

noticeable. Your lamp’s light can give you a number of other benefits. It can increase
.the resilience of you and your allies, letting you roll with Soft (and giving some
Bonds) in its light. Likewise, the move .4 Deer /n FHeadlights only works while
your lamp is lit, and while it gives you some penalties,it can make an excellent
source ofP Experience if you’re cunning. The flipside of this is .47 Fome In The
‘Dark, which lets you hide effectively by extinguishing your llght and negates its
various bonuses and penalues Completing your tool-kit are various information-
gathering abilities. S7x75 Senseis a fairly self-explanatory ambush-detector.
Your Sex Move, and Sti// 17orking Things Out, however, are more social in nature,
and you can expect them to mosrly be useful when dealing with relationship stuff
involving other Dungeon Buches

© What are you running from?
& What is missing in your life?
&5 What terrifies you most?

@ Another Dungeon Bitch convinced you to leave your old life and join her.
How did she do this? She gets a Bond on you.

€2 You had a confidante back in town, and you left her behind.

You get a Bond on her. If you miss ber, she gets a Bond on you, too.




Stots

Soft & Queer start at +4
Hard & Subtle start at =§

like any other character, you get to add +14 to 27y stat.

: : ~\ L

Pick any two moves. If any of them involve a lantern, it’s the'same lantern-
— .

for all of them. You also get your Sex Move, or your Intimacy Move instead

if it would fit better.

3 W
You carry 4 lantern. I’s yours. It’s a source of comfort to you, a reminder that - as
. frightening as your situation is - you aren’t going into it blindly. It seems to work. «

It might just be your natural paranoia, but when your lantern’s lit you have a knack
for spotting things others might miss. =5

When you roll to Reveal Truths or Commune With Strange Powers in the light of
your lantern and get a"Success or Overwhelming Success, you can ask two questions
instead of one. Likewise, on an Overwhelming Success, you can take both of the

benefits (if it makes sense) instead of having to pick one.

You’re still uncertain about your place in this world, and are uncertain
how to respond to the overtures of your fellow Dungeon Bitches.

Whenever a fellow Dungeon Bitch Flirts with you, Shares Your Pain, Heals
you, or uses a unique move that involves intimacy between you, you may ask
her one of the questions listed below, and get an honest answer:
0 Why are you doing this?
Do you trust me?
Are you frightened? 4
0 Are you sir?_g_ere? ‘

by

If you do, she gains an additional Bond on you.

When confronted with danger, rather than fighting or fleeing, your overwhelming
instinct is to freeze, clutching your lantern for support. Overcoming this limitation
is difficult, but the more you manage it, the more confident you find yourself.

= While your lantern is lit, you take -2 to rolls to Lash Out or Escape Notice. =
Whenever you successfully escape serious danger without doing either,
you gain 1 Experience.

You carry a light as a source of comfort, warding off the horrible darkness that
seeks to snuff you out. _ = '

While you’re carrying you'; lantern, you and any of your friends within its light
can roll to Endure Pain using your Soft score. When another character does this,
you get a Bond on her. ; =

You have a talent for realising when you’re in danger, often reacting to a threat
before your friends even notice it. Sometimes, you might even respond to dangers
you couldn’t see coming, getting hunches and premonitions just in the nick of time.
You spot ambushes, notice traps, and have a sense for when something’s not right.

. When you’re suddenly exposed to a threat that you didn’t expect, you can trigger

this move.
Roll with Queer -
el ;
On a Fail: Even though you see the danger coming, you freeze up in panic, and
get -1 to any rolls for moves responding to it.

On a Success: You have some insight into what’s about to happen. You can ask
one of the questions listed below, and get +1 to act on the answer:
Who’s in the most danger here? ° :
Where’s the safest way to flee?
Where is the threat coming from?
What is the enemy vulnerable to?
Why is this happening?
What happens if we do nothing?
On an_QErwhelming Success: You have time to analyse the situation, and

shout a warning to your companions. You can ask two of the questions listed
above, and then you and your friends get +1 to act on the answer.

You’ve acclimatised to being surrounded by darkness. When the light fails, and
the dark envelops you, you can use its concealment to your advantage. You never
risk taking Hurt for being suddenly plunged into complete darkness, or for acting
in the dark. When you try to Escape Notice by extinguishing your lantern’s light,
roll with Soft. On a Success or Overwhelming Success, you increase the benefit to
acting with surprise from +1 to +2.

=, > B =

Sex Move -

When you fuck somebody, things seem simple and safe in the afterglow. You
can ask one of the questions from the moves Reveal Truths or Commune With {
Strange Powers - or Still Working Stuff Out if you have it - and get a truthful
answer. No need to roll.
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= . It’s pretty uncomplicated, really.

- At some point in your past, you learned that the best way to get what you
want is tﬁrough force. You took that lesson to heart. When somebody
stands in your way, . You don’t have the advantages
that a military man might. You probably lack formal training. Your
equipment is likely ramshackle and mismatched. You don’t have the
backing of an entire patriarchal society willing to support your violence
and inﬁicr violence on your behalf. Quite the opposite - society treats
women who kill harshly. What you do have, however, is ruthlessness.
Years of kill-or-be-killed defiance of society’s norms have honed you into
somethinﬁ cold and sharp. Where your companions might baulk at the
worst grisly excesses of combat, at the gore and horror of it, you are more
than comfortable. You wade into the fray, laughing as you dance'from
enemy to enemy, drenched in the blood of your victims.

The Amazon excels at one thing; killing people. She’s a character
focused on violence,murder and war. Don’t shy away from that. Most of
the moves you have access to help with this. makes you
flat out better at Lashing Out than anybody else, and both
and make you better able to cope with the
consequences. is a slightly more specialised
tool, preventing your victims from leveraging Bonds against you. -
and Terrible Beauty are slightly less directly a p{'

icable in

a straight fight. is your main social move - letting you
leverage the aftermath of a fight to Flirt more successfully, and enhance
your friends when you do. Finally, lets you capitalise on
your grizzled nature to help your friends out, making you surprisingly
good at Sharing Pain despite your low Soft. On the topic of Flirting, it’s
worth noting that the Amazon’s Sex Move defines her as being a good
lay, and is intended to encourage her to be rather promiscuous.

& What are you running from?
& Who was the first person you killed?
&2 Why do you enjoy violence?

<= You’ve only really opened up to one other PC. Who is ze, and what
did you share with hir?

&% You hurt somebody badly back in town, and they remember you.
Vo ~ Who are they, and what did you do to them?

e -
h A



Stots

Hard & Subtle start at +4
Soft & Queer start at —§
like any other character, you get to add +14 to 272y stat.

Pick zwo from the list. You also get your Sex Move, or
your Intimacy Move instead if it would fit better.

You have a particular weapon that holds sentimental value, with which
you are unusually skilled at.

When you make use of it, you get +2 to Lash Out.

You’re just tougher than your companions. You can take an extra 2 points
of Hurt before you’re Broken.

You’re at Breaking Point after 6 Hurt, and become Broken if you take a seventh.

Violence comes naturally to you. When you fight, you can easily deflect, dodge,
or shrug off the effects of your victim’s attempts to fight back. Compared to your
fellow Bitches, you’re at far less risk when things turn nasty, elegantly avoiding
any serious wounds.

When you Lash Out successfully, if you would take any Hurt as a consequence,
you take one less Hurt than you otherwise would.

(@)
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You’ve been through a lot, and have the scars to prove it. Despite your
grizzled exterior, you’re walking proof that a girl like you can survive basically
anything, and this can be a great comfort to your companions.

When you Share Somebody’s Pain, if you’ve got scars or injuries visible, you
can roll with Hard instead of Soft, and add your current Damage to the roll.

When you really have it in for somebody, the air of danger around you becomes
laser-focussed on them. No appeals to reason, pleas for mercy, threats of revenge,
or attempts at subterfuge can convince you to stay your hand, and your target
knows it. Your ability to project barely-restrained malice can be rather useful to
keep your rivals from acting up.

You can spend a Bond on somebody to cow them. For as long as they remain
in the scene with you, they can’t spend bonds against you or your companions.

Fear and attraction share a strange and messy link, and you have learned to
take advantage of this. By openly displaying your murderous prowess, you can
inspire lust and admiration in those you turn your cold gaze on.

While you are covered in somebody else’s blood, or wearing a freshly-taken
body part from somebody you killed as a trophy, you roll to Flirt with Hard.

Add the following to the list of options your partner can pick on on a
Success or Overwhelming Success:

She wants to be like you. If she acts on this and tries to emulate you, she gets
+1 to her next roll to Lash Out while she does so.
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there have always been Mansters. Women who turned away from
humanity, and became something apart from it. The eldest of these women,
those who found another path, have withdrawn from the world, retreating
int? slumber, becoming beings of myth. Their descendants, however, still
linger in the world of men. Perhaps you’re descended from such beings. Perhaps
the evolution began with you, and you’re the first of your kind. Perhaps your lfi’ne
were always monsters.

.

ily hidden, you seem almost entirely unremarkable.

That is, until Ygur bady unfalds inta its True, Manstraus shafe.

You moved unseen among the teeming swarms of mankind, blending into the
crowd. You wore a mask of innocent girlhood, but one day it slipped, and ~
somebody glimpsed the person you were beneath it. So, you fled, abandoning your
old life and falling in with a band of similar outcasts. ;

Your nature is ¢

-

e

The Beast is a Pre<atar. She relies on cunning over brute force, although with a
decent Hard stat she’s good at force, too. Although there’s no move for it, its
assumed that a Beast can move between her true form, a human disguise and perhaps
intermediate forms. There’s no mechanic for it, it just works. A Beast’s most potent
ability is her Sex Move, which allows her to alter her appearance and capabiﬁties
based on who she’s fucked most recently. By carefully choosing her partners, she
. can alter her appearance to disguise herself and enhance her raw power. The move
A Wolf In Sheep’s Clothing lets you lure in prey who would victimise you, and can
be very useful for setting up an ambush. When you ambush somebody, both #6r7id
@ [Formand Ambush Predator give you an edge. FHaematophagy, meanwhile, gives you
- a potent reward for your predation. For a more sexualised, less violent approach,
Intoxicating Biteis a good choice. It interacts with the subject’s Sex Move, and
| potentially carries a strong erotic charge. If you want to tie yourself into the setting,
- Beseech The Mother Of Monsters can do this well, giving you a way to gather
information while putting you in debt to a powerful NPC.
‘R hat the Beast deals with sexualised predation, and this can be a hard

4 set of themes for some people to engage in. Consult with other participants before
[ playing this Deal, and remember to keep their boundaries in mind. - :

+hree Questions:

—

€ What are you running from?
< What does your true form look like?
&2 Which of your mannerisms betray your real nature?

two Relationships:

@ Another Dungeon Bitch knows what you actually are.
How did she learn? She gets a Bond on you.

% Somebody back in town uncovered your identity.
Who? They get a Bond on you.



Stats

Hard & Subtle start at +4
Queer & Soft start at =4
like any other character, you get to add +4 to a#y stat.

Mevzs

Pick zwo from the list. You also get your Sex Move, or your Intimacy Move
instead if it would fit better.

AMBUSH PREDATOR

You’re a dirty fighter, used to attacking from surprise and capitalising on it to
: revent your victim being able to strike back. When you Lash Out and your victim
isn’t expecting it (either because you were hidden, because you’d lured them into a trap,
or because they underestimated you), on a Success there is only one complication
(you pick), and on an Overwhelming Success, there is no complication at all.

INTOXICATING BITE

Your fangs, normally kept concealed, carry a potent narcotic venom that your bite
injects into the flesh of victims and partners. The toxin produces a disorienting
euphoria;in the small doses you’d expose a lover to, the effect can heighten erotic
sensations. In higher doses the toxin quickly overwhelms the mind, inducing a coma
if a sufficient amount is injected. '

Whenever you bite somebody, the intoxicating effect causes you to get a Bond on them.

If you bite during sex, it causes your partner’s sex move to trigger twice as strongly,

getting double the benefits (without paying double the cost Where there is one) from
a single act.

If the bite is violent or forceful, perhaps as part of Lashing Out, the effect is closer
to chloroform, knocking them out cold and leaving them at your mercy.

| AWOLF IN SHEEP'S CLOTHING -

You rely on a careful deception, coupled with heightened sex appeal, to draw in prey.
Concealing your true form, you play the part they want from you for exactly as fong
as it takes for them to drop their guard. While you are in disguise, an anonymous
stranger, or otherwise hiding your identity,you roll to Flirt with Subtle. When you
do, on a Success or Overwhelming Success, you can offer your target a point of
Experience to be alone with you, without needing to spend a Bond on them.

 HAEMATOPHAGY =

You feed on the blood of human victims. It’s quite the delicacy, really. Sure, getting
caught is a risk, but the delicious sustenance is quite potent. A single mouthful of blood
is enough to sustain you for a day, negating your need for food, drink and sleep. If you

totally drain a victim when you feed (which, needless to say, kills them), you heal all

of the Hurt you’ve suffered. If you feed without killing somebody, each Hurt you deal
heals 2 of your own Hurt. If the victim is willing, she gets 2 Bond on you as well.
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B BESEECH THE M@THER OF MONSTERS

Your lineage descends from ancient, terrible beings. The earliest of your kind
are creatures of vast power, who - for now - lie in slumber in the deepest places
of the world.When they stir in their sleep, the world quakes. When they one
day awaken, it will herald the end times. You can tap into the dreams of these
ancestors, entreating them for advice and learning their plans.

When you Commurie With Strange Powers to contact your slumbering forebears,
you can roll with Subtle rather than Queer. You may ask her an additional
question when you do, but this additional question comes with a cost: she will
set you a task to advance her agenda in the waking world, and gets two Bonds
on you to spend if you shirk that duty.

. HORRID FORM -

. Your true form is genuinely horrific, although you conceal it well. Typically,
mere clothing is sufficient to disguise your monstrous appearance, although
makeup, carefully maintained posture and so on all help. When you expose your
real appearance, the result is horror, panic, and confusion. Needless to say, this
can be quite an advantage. When you unexpectedly reveal your true appearance
to a human for the first time, this move triggers. ~ ~ °

;gé{oll with Hard.

“On a Fail: Your victim is filled with revulsion and reacts angrily and decisively.
T

On a Success: Your victim is overcome by horror. Pick one of the reactions from
the list below: £)
, @ They forget the events of the past few, and next few, minutes.
“” They flee immediately. :
€% They acquire a phobia (of your choice) relating to the horror of your
appearance and/or the circumstances leading to it.
& They freeze. You get +1 to your next roll to act against them (and it counts
as being ‘from surprise’ for the purposes of the Ambush Predator move).

\ o UM .
On an Overwhelming Success: The true horror of the event rattles your victim.
Pick two reactions from the list above.
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: Sex Move - EROTIC ADAPTATION [{
" When you fuck somebody, your powers as a shape-shifting mimic stir into action, |,/
| { and the act of physical sex allows you to take on characteristics of your partner.

® " You get a +1 bonus to one of your stats, whichever is your partner’s highest (for

X\ NPCs and monsters,work it out with the GM), and take on physical features of !
N : . : ol
*, your partner. Your face might shift to resemble hers, your fingers might extend [§
% into claws, you might gain scars in the same places she has them. When you next ;u‘
() ', fuck somebody, your body will shift again, reassigning that +1 bonus. You’ll {
™} lose the features gained from your old partner, and replace them with features ]
‘f from the new one. As a bonus, when you fuck somebody, if you want to becoine
Y [ pregnant, you do so automatically, regardless of how wildly impossible
== "4 conception might be. Other girls can,if you want them to, get the job done, as

¥ can members of other species entirely. You’re a shapeshifter, and life finds a way.
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You were once a girl. You Pied Young, tragically so.
Attempts were made to bring you back. Your corpse dug up, unwhelesame

@
rites perf@rmed. Or maybe you were injected with chemicals to : &

=

kick-start the processes of life that had fallen still. Perhaps still you \

were hollowed oot and filled with clockuark machinery. It worked, sort of. \\3 -
Your carcass stirred into something resembling life. X

On the reanimator’s slab, your eyes slid open, your pulled yourself up, but...
Something had gone wrong. You didn’t know who you were meant to be,
who these people were, or what you were meant to do. Their expectations
for you were failed. The Precedure was a failure. You were a failure.
Most likely, they tried to destroy the thing they created. So, you fled.

And now, here you are.
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‘The corpse doll is about a few things. Resilience, body horror,
transformation. More than any other Deal, this one is about rebirth, and
reshaping yourself in a new image. The benefit all Corpse-dolls share is
that tﬁ;ey are dead. This makes them immune to a whole bunch of stuff
that living people need to worry about, and allows them to fix their own
Hurt rather than relying on somebody else to do it. Some other moves let
them fix up their companions too, such as Necro Romantic, Skeletons In
The Closet, and Flesh Crafter. Others are focused on evolution, either
physically (in the case of Flesh Crafter) or emotionally (in the case of NVoz
That Girl Anymore). Lastly, the ability to create puppets out of carcasses

-gives the Corpse Doll significant benefit as a force-multiplier. Overall,
the character enhances people’s capabilities, keeps them going for longer,
and provides an avenue for transformation.
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© What are you running from?
< How did you die and how did you return?
& How much of your former life lingers?

1
R

(3

@ Who was the first of your fellow Dungeon Bitches that you met?
How did she react to your undead nature? /f she was frightened,
she gets a bond on you, otherwise you get a bond on her.

N
&“/

&2 Somebody made you. Who were they? Why did they make you, and TG
who from? Do you even know? Whatever the case, your creator gets / TN :

three bonds on you, and you get one Bond on them. . \\ 7/ 774427" LA 1ok {%Q; \
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Stots

Hard & Soft start at +4¢
Queer & Subtle start at =4

like any other character, you get to add +14 to a7y stat.

You get Rzonimated, and then pick one other move. You also get
your Sex Move, or your Inumacy Move instead if it would fit better.

u are already dead,-but not gone. You do not need to eat, drink, breathe, sleep,
“and 50 on. Poison, crﬂd drowning, sickness and other stuff that needs you to be
alive cannot hurt you. Unlike other characters, you can use the Heal move on
yourself by stitching your dead flesh back together.

When you do this, on a Fail you take an additional Hurt as you helplessly
watch your carcass slowly crumbling.

You can make surgical alterations to yourself or your patients, creating all
sorts of interesting effects. This abillty might be used to create a perfect
surgical dlsgmse@prove the patient’s anatomy, undo a serious ongoing
wound, or any other mad science you can think of. You can even graft on
new body parts entirely, potentially granting new capabilities to match.

Roll v with Soft.

Ona Fagbu screw up the grocedure, badly. Your subject takes 1 Harm and
a permanent, ongoing wound as a consequence.

~~Om a Success: You are able to make the alterations you wanted, but there are
“medical complications. You and whoever plays the patient decide on a
consequence from this list together:

Your subject suffers significant pain as a result of the procedure.

Your subject’s s body is badly damaged as a side-effect of the surgery,
resulting in a permanent, ongoing wound.
Youmﬁa-trs‘appearam«omes ‘warped, mar rT(mg them as unnatural
and making the nature of the alteration obvious. =

If operating on somebody ¢lse, your subject finds the process invasive and
uncomfortable. If you had any Bonds on her, you lose one. If she had

any bonds on you, s| e s

On an Ovcrwhclmlng Succcss ;You are able to make the alterations you

“vanted, vithout complications.s

Your former life was nasty, brutal and mercifully short. Despite how soon it
was over, however, fate somehow managed to pack an unusual amount of
trauma in for you. Now you’ve been given a second life, and you’re finding that
revisiting all that nasty stuff, letting it all out, is surprisingly cathartic.

Whenever you Share Somebody’s Pain or somebody Shares Your Pain,
on a success or an overwhelming success both of you heal 1 Hurt.

R ————

You can reanimate carcasses by stitching a part of yourself into the corpse
to operate it. Doing so causes you to suffer one Hurt from the loss of flesh.

The animated husk is under your total control, with as much finesse as its
state of decomposition will allow, and also largely expendable. The husk
remains animated until it is utterly physically destroyed - even if severely
mutilated, it will continue to act.

_to engage in necromantic evolution.

Whenever somebody gains or spends 2 Bond on you, you can respond by rejecting
what they think they know about you; you gain one Hurt and one Experience,
and the bond is wasted. (Either they don’t gain it or it does nothing).

Your Eresence is comfomng to the dead and dying. When you Flirt with

somebody who's undead, seriously physically injured, touched by necromantic
forces, sick, or dying, roll with SOE instead of Queer. Add the following to the
list of ¢ options your partner can pick on a Success or Overwhelming Success:

She can heal one Hurt, and if she does, then you get a Bond on her.

Sex Move -
When you fuck somebo_dy, the whole experience is deeply strange for
hir -you are, after all, clammy to the touch and might be decomposing a
bit - even as you take comfort in the sense of vitality.
You may heal any amount of Hurt, and ze gets that many Bonds on you.

T
=




'You Have @pinions. You’ve seen how the world treats people like you, and you
intend to fix it. The world, however, doesn’t want fixing. The people in power
rather like things how they are, and are very keen not to let the likes of you shake
things up. So. you've made enemies in Polite society. Probably had law

_enforcement trying to catch you for a while. It’s ridiculous, really; incite a few
riots, fuck a few bored wives, do a few arsons, and suddenly You're an @utlawed
Enemy of the State.

So, you did what anybody in your situation would do. Fled to the fringes of society
and joined forces with other women who shared your passions and your willingness
to act. You’ll survive, for now.

The firebrand sacrifices herself on behalf of others. You have a lot of ways to

‘give to your allies - protecting them using Jnzercept Pain, granting them
Experience with Mentorand 7he Line In The Sand, or boosting their rolls with
Inspirational. You’ll find that Bonds are useful to you; you’ll be spending them
more to use /nspirationaland The Line In The Sand. Since your Flirt roll is likely
to be fairly poor, you’ll probably rely on Intercept Pain or your Sex Move, both of
which come with their own drawbacks. You can likewise find yourself lagging
behind in Experience, since you spend it for /#2// Out The Pain (itself important

§ to survive Intercept Pain) and during your Sex Move. Finding a steady source of

Experience to counter this - either from Endure Pain or The Line In The Sand-
.will probably be useful. Lastly, if you want to have a real impact on the game
world, Rabble Rousing is uniquely potent here. The effectiveness of the move
builds up over time, until you get the Overwhelming Success you need. Time it
right, and you can use it to do some impressive things, particularly back in town.

© What are you running from?
< What line do you refuse to cross?
&5 Who have you left behind?

& Another Dungeon Bitch inspires you, and makes you want to be better on
her behalf. What about her has this effect? She gets a2 Bond on you.

&2 Somebody back in town is hunting you. What did you do to provoke this?
~. Whatever the case, you both get a2 Bond on each other.




Stots
Hard & Soft start at +4¢
Queer & Subtle start at —§

like any other character, you get to add +14 to a7y stat.

Pick any two moves. You also tg(:t your Sex Move automatically, or
your Intimacy Move instead if it would fit better.

You’ve learned to tell when your comrades are in danger, and know how to shoulder
. their burdens for them. You step in the way of arrows, provide a shoulder to cry on,
hold strong in the face of terror to give your companions hope.

Whenever another PC takes Hurt, you can incercept_ it and take it in their place.
Gain a Bond on whoever you were proseeting.——

#_—

Your innate charm and presence makes you a natural figurehead.

When you spend any amount of Bonds to give somebody bonuses to a roll, they

get an extra +1 from it. (£, spending 1 Bond gives them +2,
“-ém spending 2 Bonds gives them +3, etc).

You are remarkably resilient and able to shrug off pain surprisingly easily, even
if the armour you’ve built around yourself prevents any real emotional growth.

- When you suffer Hurt, you may erase one unsPcnt Experience in order to ignore
all that hurt.

§ Mentor

» There is a knack for teaching, and you have it. Whenever you offer a comrade
guidance or teach them how to do something, you may spend one or more of
your currently accumulated Exper:ence If you do, your student gains that

much Experience, plus 1 extra. %
N

Sometimes, somebody needs to mak ne to get shit done. You’ve gotten good
| at that, and know cxlactIy Tow to araw attention to your words. Given time to

work a crowd, you can start a riot. Whenever you make a public statement - either
in person, or leaving a message - roll for this move.

Roll with Hard if your words are backed up by the threat of violence.
RO}% with Soft if they’re not.

_On a Fail: Your words aren’t merely ignored, but instead attract the wrong
“sort of attention. Somebody, or something, powerful and unfriendly gets a
Bond on you.

sggl 3 §ucce§§ People exposed to your message actually listen. Your words are
b

elieved, and people might - slowly and tentatively - begin to act on it. You fet
+1 to subsequent rolls to Rabble Rouse to the same audience, which accumulates §
untxl you achieve an Overwhelmmg Success.

"Your message resonates and the response is

There are things you simply will not do. Your commitment to your code of
morality is unbending, a source of personal strength and an inspiration to
your comrades.

Whenever you make a significant sacrifice rather than compromise your
principles, you gain 1 Expcncnce. nce. If any of your companions join you in
your principled stance, you may spend a Bond you have on them to give -

them 1 ExBenencc as well_

Sex Move -

When you fuck, you put your all into pleasing your partner. When you’re
done, you can tramﬁ:r nsfer any amount of Experience you have currently




People zhink they’re helpless, but it isn’t true, and you know it. The mortal soul is a
dike holding back an endless sea of Serceraus Power. All it takes is for a slight crack,
and that power comes through. First in drips and trickles, then €r2ding o FPath,
forcing the way open until finally the Soul Lollapses and the sea comes rushing forth.

This, then, is your situation. Your soul is cracked, the tide of sorcery forcing its
way through the gap. It refuses to be held back. Every day, the crack gets a little
wider, the pressure a little harder to contain. You feel like you’re becoming hollow,
a vessel for sorcery to pour into, and when it fills you, you know it will overflow and
wash away everything around you. The only question is what to do with the torrent
of power rising within you, and who you wi l?iirect the flood against.

_ NSHEE

The Banshee is about holding back unstable power. She directs raw, unrestrained
force at her enemies, with little regard for the side effects. A number of Banshee
moves involve sacrificing faer physical and mental health for power. Burn, Blaze
and your Sex Moveall inflict Hurt on you as a price for using them, but provide a
quick route to power if you accept it. Of particular note is the A/zze move, which
only Hurts you after you end the effect, and gets worse the longer you keep it up.
Knowing when to activate S/aze, and when is a safe time to deactivate it, is an -
intentionally difficult judgement call. Other moves create dangerous side effects,
generally outside of your control, and tend to trigger off your emotional state.
Scream lets you lash out more effectively by giving in to your emotions, but
allows for some nasty consequences if you get unlucky with it. Conversely, 5/ighs
activates when you’re prevented from acting on your emotions. Whilst it can be a
useful tool to take out enemies indirectly, you’lfﬁnd it often activates even if you
wouldn’t want it to, and the drawbacks make it quite hard to use subtly. Lastly,
Stalkand Dominate are the most controlled applications of power you have, -
letting you use your Flirt move to compel action, or to stymie your enemies’
ability to avoid you. These are your sag:svz options, and are the ones you can best
use as scalpels rather than sledgehammers.

‘three Questigast
© What are you running from?
< How were you marked as supernatural?
&> Why can’t you control your power?
two Relatignshipss

< Another Dungeon Bitch is frightened of you. Why? You get a Bond on her.
If you care that she’s frightened, and want to fix it, she gets a Bond on you, too.

€2 You left somebody important behind in town. Who are they? Why do they
~o = matter to you? They get two Bonds on you.




Stats

Hard & Queer start at +14
Soft & Subtle start at =4
like any other character, you get to add +14 to 272y stat.

MOVES

Pick zwo from the list. You also get your Sex Move, or
your Intimacy Move instead if it would fit better.

. SCREAM

~_When you scream, glass cracks, ears bleed, , and people whimper in fear and pain.-

Roll to Lash Out at +1, Add the followin opiions to the possible consequences:
X Everybody who didn’t know ahead of time to cover their ears is deafened.
X All delicate objects nearby shatter.

BURN
You have learned to sacrifice your health in exchange for supernatural might,
orchm.g away flesh and sanity for temporary power.

i o e e

When you roll for a move,after seeing the result you may choose to take Hurt,

gaining a +1 to the roll for every Hurt s suffered. R
h% /

- BLAZ€
You canm*gxgwglf with an aura of funol.lf:supernatural power. Each time
v

you do this, choose one effect:
X You w}rthmg you see to burst into flames just by willing it.
Weak-willed NPCs, animals, and non-sentient monsters are overcome with
terror and utterly unwilling to approach you. i
S%Objects move at your command when you gesture to them.
% Animals flock to you and obey your commands.
¢ Nobody but you is capable of talking louder than a murmur.

When you lower the aura, you take one Hurt, plus one more Hurt for every
< full day you’d kept the aura active.

STALK

When pursumg a target, you have an uncanny ability to arrive in places you
weren’t meant to be. You may spend 2 Bond on somebody to appear in a scene with
them (one currently going on, or beginning a new scene if you wish).

No distance, barriers, wards, or security can prevent you appearing in this way.
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BLIGKT

Your worst urges have a habit of manifesting themselves, despite your conscious
wishes. When you truly, smcerely, venomously wish somebody harm but are
unwilling or unable to act on it, this move triggers.

If successfully directed against a PG, it deals 1 Hurt.

¥ olI with Queer.

On a Fail: Your frustration festers within you. You take one Hurt from
““the pent-up emotion, and you and the GM pick a complication together
from the list below -
))_Your victim has nightmares about you.
oz Ynugwgné_gay_;&g_tmares about your victim..
¢z Plants and small animals around you and your victim wither and die.
@ Wnung_around you and your victim becomes scramblcﬁglbbensh

e

© Small fi ires break out around you nncang‘_q‘l‘l_a_hly

& You vomit up blood fro

n a Success: Your spite mamﬁ:sts itself, causing the victim of your ire injury

E rouF seemmgly unrelated means. Furthermore, you and the GM pick a

complication between you, ﬁ'om the list above.

P mweghdmggﬁmcss Your spite successfully takes shape in reality,
7 and your victim suffers a seemingly unrelated injury. Furthermore, the catharsis
1s beneficial to you; pick a benefit from the list below.

> You gain 1 Experience.
) You heal 1 Hurt suffered.
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When you Elirt while making prolonged, direct eye-contact, you may activate your

Domination. On a successful roll, as well as their picking options, you may make a
+ hypnot:c suggestion. If the subject doesn’t go along with it, they suffer 1 Harm,

in the form of an overwhelming headache, nausea, etc.
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- Sex Move - SLORLH
.‘{ LR
% When you fuck somebody, you go all out. The experience is raw, feral,and | '{\

a little scary. You may suffer any amount of Hurt, and get that many Bonds
¥
on your partner. Your partner can do hke\\usc e e e p




This isn’t the first time you *ve retreated from society. The first time round, you |
tried to become a nun. Perhaps you saw it as your only escape route from the
abuses of a society that kinda hates women, hates queer women more, and hates
‘smart, passionate queer women in particular. Or, equally likely, you were
. motivated by sincere religions urges. Or perhaps some combination of the two.

But, being a nun didn’t work out so great. Maybe you never managed to adapt

to the strict rules of cloistered life: Maybe you were caught in a forbidden
. romance with another sister. Maybe your religious convictions were deemed too

heterodox, and increasingly nasty methods were being used to make you recant.

Or, just maybe, you felt the divine calling you elsewhere, and followed willingly.

Whatever the case, you’re free, now. You’ve thrown in your lot with a band ofg

ruffians and weirdos, and found an odd sort of sisterhood with them. And, while

your life as a fugitive has taught you to be quick, cunning and resourceful, the
gifts of your faith haven’t left you. Something is looking out for you.

The Runaway Nun is not a directly potent Deal. She has few tools which she

can use as 2 hammer against problems, and little in the way of brute strength.

Her worth lies elsewhere. She needs to use Bonds - which she has good access to -

and cunning, if she is to succeed. Ze can become a competent social manipulator

with moves like Spiritual Adviserand Beyond Reproach, or support hir allies with
moves like Ordained Ritualistor Cloistered & Sanctified. Alternatively, she can
become surprisingly slippery, combining a good Escape Notice roll with the
moves Spiritual Adviserand Guided Pilgrim ro slip out of difficult situations.

- Thematically, the Nun deals with the conflict between worldliness and divinity.

" A few moves - Beatific Visionary and Guided Pilgrim - directly imply that a
higher power is watching over her, whilst others are about using her social
advantages in grubby mundane ways. Her Sex Move, which pushes her to
confront her relationship with her vows, highlights this well.

“threeQuestionss.
@ What are you running from?

€ What do you venerate?
€% What brings you comfort?

F Lo RZlat iongh ipes:

@ Another Dungeon Bitch shares your convictions. Who is she, and why?
If you convinced her, you get a Bond on her, #f she already feit that way,
she gets a Bond on you instead.

&2 You left somebody dear to you behind in the convent. What was your
relationship like? You each get a Bond on each other.



stots
Subtle & Soft start at +14
Queer & Hard start at =4

like any other character, you get to add +14 to a7y stat.

AOVES

Pick any two moves. You also tg(:t your Sex Move automatically, or
your Intimacy Move instead if it would fit better.

- SPirttuol Advicer

Your words, though quiet and cloaked in religious symbolism, are surprisingly
. shrewd and persuasive.

When you use a Bond to offer somebody Experience to do something, if they
don’t accept, you get the Bond back.

Cloictered & Sanctisied

You are something precious, to be protected from the grim realities of
the world. '

You take -2 to rolls to Lash Out. Whenever you are unable or unwilling to
act, your companions get +1 to any rolls to protect you. You get a Bond on
them when they do. ' '

Bevond Reproachk

Your status as an ordained member of a religious sisterhood protects you from
certain social consequences. If you are ever accused of wrongdoing - regardless
of whether you actually did it - this move triggers.

Roll with Subtle.

On a Fail: Your shamed reaction provides compellinf evidence as to your

“guilt, regardless of whether or not you’re actually at fault. Your accuser
gets a bond on you. '

‘On a Success: Your reﬁutation defends you. You immediately get 2 Bond on
anybody who took part in the accusation and, if they had any Bonds on
you, they lose one.

On an Overwhelming Success: Reputation absolves you and shames your accuser.

You immediately get a Bond on anybody who took part in the accusation.
If they had any Bonds on you, they lose all of them, and you get that many
extra Bonds on them.

Beotisic Visionary -

You have a connection with a benevolent higher power which you can call on

for aid.

When you Commune With Strange Powers, you may take 1 Hurt. If you do,
you may roll with Soft instead of Queer, and at +1.

' Ordoined Ribualist,

You have been trained and authorised by your church to perform the various
essential rites of your faith. Whilst no longer part of the church’s formalised
structure, you’ll still minister to the needs of your fellow Dungeon Bitches.

When you perform a minor daily ritual (such as hearing confessions,
blessing meals, or similar), everybody who partakes in the ritual gets a bond
on everybody else present.

If the ritual was one that is performed only rarely (such as a marriage, last
rites, funeral, or sanctifying a newly-established shrine) then in addition,
everybody taking part gains 1 Experience. i

 Quided Pilgrim

You have a knack for getting to places you want to be, or out of places you
don’t. Things just work out for you; you never get seriously lost, and the

door you need to go through is always unlocked. It’s not ciear exactly where
y]?urjourney is leading you, but something clearly wants to make sure you get
there.

So long as nobody uses violence to stop you, you can always safely leave a
scene if you want to, and end up somewhere safe. The means of your escape
need not make sense; if need be, miraculous intervention will get you where
you need to go. Likewise, if you want to find your way into a scene in profress,
you can always do so eventually. Distance, precautions, and so on can only
keep you away for so long; you’ll get there before the scene ends.
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Sex Move - Yzcret Sinc

You’re a nun, and you know you shouldn’t be fucking people. You and your
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artner have a choice: either you confess to failing your vows, in which case
€ither you conle 18 you ’

your partner gets two Bonds on you, or try to keep
you get two Bonds on your partner.
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“There are Hicdeen Traditions in the world, older than the society that
currently sprawls over the land like a drunken husband. Predating towns,
armies, agriculture. KeP+ secret, Passed down from aunt 12 niece.
You’ve been initiated into one such tradition. You’ve learned to récognise
Hidden Sidns, to see the world through an older, less polluted lens, to
" perform the Old Rites of Power,

Such things are not well accepted in current society. They challenge the
power structures that prop up the corrupt, et t& mentign Your Kind make o
c@nvenient scaPedoat. Maybe somebody found you out, and you had to flee
in the night. Maybe you were attracting too much heat and quietly slipped
away before it al{boiled over. Maybe your fellow Bitches rescued you ffom
the pyre. Whatever the case, you can’t go home. :

‘At the beating heart of this Deal is her ability to cast spells. Every witch
possesses at least three spells, and all but one of her moves improve the
utility of those spells. These spells can be cast as often as you wish, without
risk, so long as t%e Witch has the safety and security to cast from. Each
spell can be thought of as a solution looking for problems; by casting the right
spell at the right time, a Witch can often totally circumvent otherwise difficult’
challenges. A significant talent of the witch is in information gathering; she
has good Soft and Queer (meaning good Reveal Truths and Commune With
Strange Powers rolls), and a few of her spells likewise help with this.

"However, the real strength is with the moves Scryingand Spirit Servants,
which allow her to spy on people and act from afzt, and #hisper Networks
which rewards her when people confide in her. Combining all these factors,
a clever Witch PC can be an incredible source of knowledge.

© What are you running from?
& What secrets do you know?

&> What have you sacrificed for power?

@ Another Dungeon Bitch has shared an intimate secret with you.
What did xe say to you? You get a Bond on xem.

&2 Somebody taught you yﬁur magic; who? Was she benevolent, or using
you as a pawn? Whatever the case, she gets two Bonds on you.




Stats

Soft & Queer start at +4
Hard & Subtle start at =§

like any other character, you get to add +14 to 272y stat.

You get Witch&raft, and pick one other move. You also get your Sex Move
e . Ce
automatically, or your Intimacy Move instead if it would fit better.

You are capable of casting codified spells from some magic tradition. When you
gain this move, pick three spells from the list that you can cast:

-'.Calamour {?reates an intangible illusion of anything
“you cafi picture, lasting as long as you wish).
&~ Animal Tonguesyyou can temporarily talk with and
rstand animals, and they react well to you).

)1 (temporarily become able to see
ings and pierce illusions and disguises).
(the spell’s subject or victim, which can be yourself,
_temporarily takes on the physical form of an animal or person).
(Psychometric Reading{learn the history, emotional resonance
(j.ngEagp watural potential of an inanimate object)
geEel_l_r;m Ward s marked-out area becomes viscerally off-putting to a chosen

©type ng, examples of which will avoid entering if at all possible).
‘To cast a spell, you need to spend a few minutes performing the correct rites, and

-the subject of the spell must be present. If you have an appropriate token representing
- the spell’s subject - a little wax doll, a vial of their blood, a letter with their signature

- that is I|u5t as good as if they were there in person. There is no limit to how
. frequently you can cast spells, so long as you have the time and space to do so.

When you cast a spell, you may leave it unfinished, suspended in your mind so that
only the final syllables and gestures need be made to complete it. Completing a
spellprepared in this way taﬁcs only 2 moment and a flick of the wrist, rather than
several minutes of complex rituals. You may have only one such spell readied in
your mind at once; prepare another, and the currently prepared spell is wasted.

.. Networhs

. You are an expert in keeping hidden channels of communication open, allowing
hidden knowledge to be shared behind closed doors.

When somebody shares a secret with you, or you share a secret with somebody,
L you gain 1 Experience, and she gets a Bond on you. *

BRI

You can call up spiritual beings - ghosts of the departed, elemental spirits,
the fey, or djinn, perhaps - to serve you. Doing so takes a short while spent
performing the proper rites, much like when you cast one of your spelfs.

When you perform the proper ritual, the spirit in question arrives.

All that is in doubt is how cooperative it is.

Roll with Queer.

a Failure: the summoned entity resents being called, and is uncooperative.
It’s not gonna do anything useful for you, and you may need to placate or pacify
it to prevent it from running amok.

On a Success: the summoned entity will serve you... For a price.

t an appropriate sacrifice and it will perform a single service for you,
and then return from whence it came. You also get a Bond on it.

e ' ; \Hy Y .
*On an Overwhelming Success: the summoned entity is eager to help. It will
 petforini 4 single service for you for no cost, and then return whence it came,
You also get two bonds on it. e
Using the secret methods of your tradition, you have learned to view people from
afar, casting your senses to their location without needing to be physically present.

You may spend a Bond on somebody to view their location, seeing and hearing
their surroundings as if you were there. You may make use of passive moves like
' Reveal Truths or Endure Pain, depending on the circumstances, but nothing that

requires you to act physically. You can also cast spells on the subject of your
scrying as if you were present.

Your studies have taught you an extensive suite of magic.

You know the other - four spells you didn’t pick when you gained Witchcraft.

You have worked to unlock arcane secrets, and have created an entirely new
spell of your own. '
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Sex Move -

When you fuck somebody, you can keep a little token from the encounter to
remember it by. Obviously, it counts as a sympathetic token for the purposes of ,
casting spells on your partner. Further, if you’re fucking as part of a ritualised ',/

sex-act then you get +1 to any rolls to Commune With Strange Powers, or for
any other overtly supernatural moves made as part of the ritual.
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L "You used to be somebady. . .
A member of the upper nobility, 2 minor royal born into a life of wealth, luxury
and privilege. You threw all that away. Here’s the thing. Daughters in royal
fami]fies really have one purpose; they get married off t2 o Politically
c@nvenient Prince, and get fucked by him, and have his kids. There mostly so
that their value as breeding stock makes them useful political trades. That’s what
they’re for. Which Fucking Sucks at the best of times, but doubly so if gayness
» makes the idea of marrying a guy intolerable.
\ What you actually did varies. A refusal to accept an arranged marriage will do it,
' of course. But then, you might have fallen in love with, or been caught fucking,
somebody you shouldn’t. A visiting princess from another nation, perhaps. Maybe
one of your maids. Maybe you didn’t try to hide it, and were loudly outspoken about
your desires. Doesn’t really matter now. You were disgraced. Maybe you got
disowned. Maybe you fled before they could use the particular tools of power to
force compliance from you. Maybe you just couldn’t take the pressure anymore, and
publicly stormed out. You can’t go back.
This mess, the horr@r and passion of it, is your life now.

Brincess

The disgraced princess is, let’s face it, a social powerhouse. Wealth, privilege and
sexuality are all weaponisable, and her upbringing makes her adept at using them.
You can expect to have plenty of bonds on NPCs, thanks to moves like /#22/25 s
Power amf Your Reputation Precedes Tou. These strings feed into moves like
Diplomacy, Pulling Strings, and Fake Credentials, which can grant you concrete
social control over people. Likewise, Poise ¢ Seduction makes you just better at
Flirting than other Bitches, and can lead nicely into your Sex Move, which then
allows you to become a vicious domme and start issuing commands. All in all, you
have plenty of tools to control a social situation, particularly if you can make
things sexual or pull rank. Remember, you have a good Subtle score, too, so when
things get messy it’s easy to fade into the background (with Escape Notice) and let
your companions do the work of protecting you.

three Questions:
€ What are you running from?

€ What did you do to disgrace yourself?
. &2 What do you miss from your old life?

+wo Relationships:
@ Another Dungeon Bitch admires you. Why? Is it merely your station in life,
or does she see something in you others don’t? You get a2 Bond on her.

£€% Do any of your noble family want you back? If so, you get 2 Bond on
whoever is doing the most to bring you back. Otherwise, whoever kicked
you out gets a Bond on you.



Stots

Queer & Subtle start at +14
Hard & Soft start at —§
like any other character, you get to add +4 to a7y stat.

Pick any two moves. You also ‘get your Sex Move automatically, or
your Intimacy Move instead if it would fit better.

Wealth is Power

You still have access to quite a lot of money. PerhaPs you brought a supply of
wealth with you when you fled, perhaps word hasn’t got out yet that your credit
is cut off, or perhaps there’s somebody sympathetic bankrolling you.

Whenever somebody accepts money from you to do something they wouldn’t
have done otherwise, you get a Bond on them.

Your RePutationPrecedes You

You’re well known, at least by name, and probably by face, too. A public figure
with an established reputation. You can leverage that - “4o you know who 7 am,
peasant? - to your advantage. : '

Whenever you first meet somebody,you get a bond on them.

3 'P_o‘u'se é’ Seduction

A lifetime immersed in the sexual politics of the nobility has taught you how to
present yourself perfectly for the response you want to elicit. When you need to,
you can adjust your appearance to ooze sexuality.

When you’re able to take a little time to prepare your appearance first, you roll to
Flirt at +1. Add the following to the list of options your partner can pick on a
Success or Overwhelming Success:

They are inflamed with lust, and offer to get physical right now. They get +1
to any Flirt move they make in direct response to this.

PUllin9d Strings

You’re excellent at ushin% people’s buttons, knowing how to provoke action in
even the most unwilling of subjects.

When you Get A Read On Somebody, on a Success, you get 2 Bond on them, and
on an Overwhelming Success you likewise get an additional bond on them. '

Fohe Credentials

You’ve still got some trappings of your old position, and you can use them to
pass yourself off as holding privilege and power.

You can use your credentials to offer somebody XP to do something without
spending a Bond to do so. When you do, your family get a Bond on you.

The more Bonds they have on you, the more of a problem you’ve become for
them, and the more likely they are to do something about your activities.

~As part of your training preparing you for a life amonf royalty, you’ve been
taught to handle negotiations and treaties. It’s a useful skill, now that you’re
constantly exposed to potentially hostile threats.

Whenever. you sign off on a pact, contract, treaty or deal with an NPC or
monster, this move triggers. All of the following effects occur:

The two main signatories each get three Bonds on each other.
Every Dungeon Bitch involved gets 1 experience.

You can include a single loophole or ambiguity in the deal to be exploited later.
You don’t have to decide what it is yet; you can reveal it when you choose to act
on it. Nobody else involved knows that it’s there until you tell them.

x
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Sex Move - Be Mine
For you, sex is about power, and you are the one in control. When you_
fuck somebody, you use the act to assert your dominance.
You can give her a command when you’re done; if she follows through,
she gains one Experience, and if she ignores it she takes one Hurt.




e

The Warld Is Eald And Nasty at the best af times, but for people like you,
it's actively cruel. You’ve learned not to draw attention to yourself, to slip
under people’s notice, to become invisible. It’s easier this way. It’s safer.

Your ability to pass unnoticed verges on supernatural. The eye naturally slides
off you, you drift out of people’s memories. You move through the world without

a trace, hidden and safe. Sometimes you wish somebody could see you for who you
really are, that you could be recognised and valued, but the feeling seon passes.

The Invisible Girl is - at her heart - frightened, of the world around her, and

how it might react to her. So, she hides. More than any other deal, the Invisible
Girl excels at Escaping Notice, with a number of moves that focus on it. Notably,
the move Second Face gives you a flat +2 to Escape Notice, meaning that (with
your high Subtle) you’ll rarely fail that roll. The identity of your second face can
vary; it might just be a constructed persona. Just as likely, though, is that your
second face is who you once were; the unassuming, unthreatening, unqueer person
society wants you to be. Using your second face can be beneficial, but you risk being’
trapped in the role, so it’s best used sparingly. Other moves key off Escape Notice

| in less direct ways. /7%//flower makes you a great information-gatherer while
hidden, and Quietly, Carefully gives you the narrative authority to insert yourself
| into a scene. More focus on how you can’t open up, even to those close to you.

You might build up slow resentment with 7 Remember /7ho Hurt Me, racking up
Bonds in the background, only to burn through them all in one burst.
Alternatively, you can be more passive, and take Going Along /7ith It. Lastly,
you can highlight your struggle to relate to your fellow Bitches by taking

Lifting the Feil, making those moments where you do open up feel special.
Ultimately, the Invisible Girl relies on keeping faerself hidden - either physically
or emotionally - to function. Be careful, patient and stealthy when you play her.

© What are you running from?
< Wha first taught you that you needed to be invisible?
&5 What about you do you wish you didn’t have to hide?

Lwo relationchs P<.

€ One of your companions relies on you for something. What does she need
from you? You each get a bond on the other.

€2 Somebody back in town knows too much about you. What dirt do they
have on you, and how did they get it? They get two bonds on you.




ctots
Soft & Subtle start at +14
Queer & Hard start at =4

like any other character, you get to add +4 to a7y stat.

~—The real you is something kept carefully hidden®When you trust somebody
“enough to reveal yourself, the resulting moment of intimacy can pull you
closer together. :

When you Flirt by revealing something hidden about yourself, roll with Soft.
On a success or critical success, she adds the following option:

She feels protective of you, and gets +1 to her next roll made to protect you.
—
— ~ Sometimes, it’s easier to let yourself be guided by others, to not assert yourself
— ¥ or pursue your own ideas. You’ve learned to let go, and stay in the background
as a follower. 3 :

SYou have a faked identity, a whole other person you’ve carefully constructed, and
the means to disguise yourself as her. Perhaps the disguise is one of cunning makeup,
or maybe there’s something almost supernatural to it, you’ve been pretending so
long. Perhaps your second face is who you originally were, who society wanted you
to be, an identity you only revert to unwillingly.

Pick any two moves. You also tget your Sex Move automatically, or
your Intimacy Move instead if it would fit better.

Whenever you’re offered XP to do something, either from a spent Bond or as
a result of a Get A Read On Somebody move, if you go along with it you get
- one more XP than you otherwise would. :

When you Escape Notice by adopting your second face, roll at +2. £

— : ~ fi’pg grit your teeth and endure what you need to, keeping your head down

m’vg_lgarned that people do all sorts gfrevea_]_ing things when ;he.y think ! and waiting for the bad times to be over. You might not react, or show any
they’re alone. By patiently waiting and observing, you can pick up all manner real sign of fear or anger, but you remember.

of useful little secrets.

Whenever you must Endure Pain because of somebody, you get 2 Bond on them..—>

.--"""-_-_

When you Reveal Truths about somebody who doesn’t realise you’re
observing them, roll at +1.
<=QOn a success: pick either a Bond on your subject, or
\ +1 to act on what you learned.

On a overwhelming success: take 4ozh a Bond and

- +1to act on what you learned.

You’re adept at acting while hidden. So long as you remain unnoticed, you can
‘take advantage of your concealment. Sometimes, you’re there without anybody

by row > e ™ e
realising,waiting for the moment to reveal yourself. ) G S asei e ) i
If you aren’t present in a scene, but conceivably could be, then you can declare | Sex_ Move -

yourself present and hidden at any point to insert yourself. After you fuck somebody, everything feels okay for a moment.-Maybe it’s _

safe to emerge from your hiding, at least to her. In the afterglow, you can
reveal something about yourself to her. If she accepts you, you get a
Bond on her. If she doesn’t, you take one Hurt and she gets two Bonds on you.

Roll Escape Notice when you do, to see if others pick up on your presence.
If you succeed, you get +1 to any actions you take while remaining h.i“dd}:}t:f_'_- =
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Civilisation doesn’t have a place for women like you, so you stopped trying to
¢snth -ace lor Women Siie you, | ,
find one; you picked up a knife and some supplies instead, and headed into
the wilderness. Made yourselfa little shelter, a bow, the various things you
needed to live, and cast off the trappings of civilisation to dwell am®ng the
" strande and m@nstroaus inhabitants #f the world.

You lived among monstrous things, and became subtly monstrous Yourself.
Still, something about your fellow Bitches caught your fancy, and you deigned
to live among them for z while. ' %

untress

The Virgin Huntress sits slightly apart from other Bitches. Various moves
reward hir staying a little distant, emotionally or physically, and others
spotlight how ze’s grown closer to the monstrous elements of the world.
- Your high Queer stat already makes you good at Communing with Strange
- Powers, and Monstrous Sympathy improves that - letting you bond with
monstrous powers, including the one established at character creation. Other
moves use Queer in place of your poor stats, lending an otherworldly edge to
actions other Bitches treat as mundane. Your only move related to violence is
Hunting Rites, which pushes you to make violence personal and ritualised.
Choose your prey carcgllly, as if you leave the hunt, you’ll drop any leverage
you have on them. A few moves make you more distant than your fellow
Bitches. Unreachable pushes you to consider how much you’re willing to
open up when they Flirt with you, while Aoz Quite There lets you partially
. extract yourself from a scene, and Mementos ;ﬁow you to help your
R comﬁanions without being present. All these combine to make a Bitch who’s
‘on the fringes of the group. Notably, the Virgin Huntress generally has an
Intimacy Move rather than a Sex Move, triggering in moments of intense
. emotional connection. While she may eschew physical sexuality, for
whatever reason, the Virgin Huntress is just as capable of forming deep

emotional bonds with people. She just expresses herself a little differently.
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+hree Questions:

. € What are you rﬁnning from?

&> You kept a single affectation from the civilisation you abandoned;
what was it, and why? :

€ Something about you marks you as an outsider; what is it, and how did you get it?

two Relationships:
@ You’ve been secretly admiring one of your fellow Bitches. Who, and why?
She gets a bond onyou.

€2 You’ve had friendly relations with something that lives down the dungeon.
W ho is she, and what brought you together? You get a bond on each other.




Stats
Hard & Queer start at +4
Soft & Subtle start at —4§
like any other character, you get to add +4 to a7y stat.

g

Pick any two moves. You also get your /ntimacy Move automatically,
or your Sex Move instead if it would fit better.

Mementos

* You leave little trophies and tokens with your friends, gifts for them to

Semenipenvon by

You can always spend bonds on your fellow Bitches even if you aren’t present in
a scene. When you do, state something you’ve given them, and the memory it
reminds them of. -

MonStrous SymPathy

Your place outside of society has its perks, bringing you closer to the more
. monstrous powers in the world. When you parlay with them, that closeness
- lets you empathize where others would only be left in amazement.

When you Commune With Strange Powers, if you’ve physically met with

(or are currently face-to-face with) the entity you’re communing with, you can
roll at +1.

_ On a success or averwhelming successeyou and the entity you’re communing
“with get a Bond on each other was well as the normal results.

B Unreachable

You’re fundamentally unlike jn‘ig_s?_gmm distancing yourself from them.
Opening up to others is difficult for you.

When somebody Flirts with you or Shares your Pain, you may pick one:
‘e You push them away. You get a bond on them and they lose a bond on you. -

-y You let yourself be vulnerable. You lose 2 bond on them and they gain
a bond on you. bt Lo

Hunting Rites

You take the ritual of the hunt seriously. There’s proper steps to take - you

~ gird yourself before you set out, and pay proper respect to your prey once

you’re done. The ceremony needs to be done properly, or it’s not really a hunt.

pfou can perform a short ceremony to-declare somebody or something as your Prvf:y.-l

Once you do, you get +1 to all rolls towards finding them or harming them.
You can only have one Prey at a time - to abandon a Prey before you kill them,
you must relinquish all the Bonds you have on them, which must be at least 1.

 Not Quite There

Something marks yozu out as whly, not-wholly part of the mundane world.
ip

When you need to, you can slip away from unwanted attention. ~

& When you try to Escape Notice from mundane, civilised people, roll with Queer.
On a success, when you leave the scene safely, you can choose to fade out of the
mundane world but remain present and able to return if you wish.

‘Unconcerned BY Reputation

. You simply don’t care what those of the civilised world think of you, and their
words run off of you like water off a duck’s back. It’s an attitude which you try
to instill in your companions; if society has rejected you, why do their opinions
matter?

Civilised, respectable NPCs can’t get Bonds on you. Noggver. If they’d

get a bond on one of your companions while you’re there, you can spend a
Bond on her to counter it; if you do, then the NPC doesn’t gain a Bond on her
after all.
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‘IntimoacyY Move -Protect Her

You let yourself be close to your companion, opening up a little. She is, you
decide, precious, and must be protected.

After your moment, you get +1 to all subsequent rolls to protect her. Each
time you benefit from this bonus, she gets a bond on you. This lasts until you
share a moment with somebody else, at which point the bonus moves over to
her instead. :




Whilst the game presents most deals as having a Sex Move - except the

Virgin Huntress with her Intimacy Move - this need not be the case. It’s
per%ecdy possible to play a Bitch who, for whatever reason, just doesn’t fuck.
Perhaps she’s some variety of aspec and sex just really isn’t that interesting to
her. Perhaps a trans Bitch’s discomfort with her body means she’s not yet
comfortable with the physical aspects of sex. Perhaps fae have some variety of
trauma around sex that makes it hard for faer to engage with. There’s all sorts
of reasons.

Bitches like this are still capable of the same moments of emotional connection
that more sexually active Bitches are. So, for these situations, we have

Intimacy Moves. An Intimacy Move triggers when your Bitch experiencesa —-
moment of intense intimacy with a companion. Perhaps platonic, perhaps
romantic if she’s inclined that way. What counts as an Intimacy Move is left
quite open. An expression of love, a gift with a lot of personal significance, a
moment of respite together. It should be a culminating moment between those
Bitches, that everybody involved will remember. As a rule of thumb,

Intimacy Moves should be triggered about as often as sex moves, and be equally
important to the characters involved.

If your Intimacy Move triggers, it likewise triggers the Intimacy moves of your !
companions if they have them. Triggering your Intimacy Move doesn’t necessarily
trigger your companions Sex Move, and likewise triggering your partner’s

Sex Move doesn’t necessarily trigger your Intimacy Move. However, it’s possible
that a single act of physical closeness might trigger both, if both parties feel it
should. After all, just because sex doesn’t hold the same appeal for you that it
does for allosexual Bitches, doesn’t mean you can’t engage in it.

*When you make your Bitch, you have the option to swap out her Sex move

for the corresponding Intimacy Move if you think it would fit her better
(and likewise, a Virgin Huntress has the option to swap out her Intimacy
Move for a2 Sex Move).

Your Bitch’s relationship to sex can change over the course of the game.

She might realise she’s Ace, perhaps. Or maybe a trans Bitch grows more
comfortable with her body as the effects of bluerune & androfall kick in,
and she becomes able to engage in physical intimacy. Perhaps a demisexual
Bitch grows close enough to another Bitch for sexual desire to emerge. Or
one of any number of factors might come into play.

If this happens, you can always swap a sex move out for an intimacy move

(or vice versa) at any point.

The choice isn’t locked in, and you can switch between the two options
whenever you want in order to reflect where your Bitch is at.




The Wounded Dauvghter's intimacy Move:
Mother's GiFts :
Roused by the moment you’re sharing, the Wounded Mother turns her gaze on

you, her mercy infusing everybody involved. Each of you can heal 1 Hurt and get
a Bond on the Wounded Mother.Your companion can, if she wishes, choose to

accept the Wounded Mother’s patronage,.allowing her to count Wounded Daughter

moves as coming from her own Deal when she takes advances.

The Lantern Girl's Intimacy Move.
A Moment'sS InSight

For a brief moment, things make sense, your companion helping you see past all
of the bullshit you’ve been dealing with. You can ask one of the questions for the
moves Reveal Truths or Commune With Strange Powers - or Still Working
Stuff Out if you have it - and get a truthful answer. No need to roll.

The AmazZon's In‘l“inav Move:
You're Alr‘iah‘l' Babe

omething bre im facade you mamtam reachmg aomewherc
tender inside you. You rcallsc X€ matters to you mnic ;
Xe gets two Bonds on you.

The Beast's intimacy Move.
Admiration + IMT‘!‘Q‘HOU\

Somethmg stirs in you, your fondness for your companion kicking your instinct -
towards mnmcry into action. You get a +1 bonus to one of your stats, whichever is

your companion’s highest (for NPCs and monsters, work it out with ‘the GM), and -

take on physical features of your partner. Your face might shift to resemble theirs,
your fingers might extend into claws, you might gain scars in the same places she
has them. When you next get intimate with somebody, your body will shift again,
reassigning that +1 bonus. You ’11 lose the features gained from your previous
companion, and replace them with features from the new one.

The CorPse Doll's Intimacy Move:
i Vigour Mortis e
Your presence is comforting and invigorating, ifa little morbid. When your
companion leans on you for emotional support, she draws vitality from whatever
animates you. She can heal any amount of Hurt, and you get that many
Bonds on her.. .
[ The Firebrond's Intimacy Move.
We Can Do Better

For a moment, the two of you can see hope for a better world together shining
through the cra}})l that weighs you down. Each of you can spend any amount of
Bonds on the other, who then gets that many Experience Points.

The Banshee's inflmacy Move:

_ Entwine

Spurred by the moment of intimacy being shared, the supernatural power within
you is roused, coiling about your companion. For an instant, the two of you are

metaphysically entwined, able to truly know each other. You can pick one of her
moves, and get one.use of it in the future; once it’s been triggered and taken effect, §
you lose access to it. She can do likewise with one of your moves.

The Runaway Nﬁn‘s Intimacy ﬂove:——
Sanctuary

There’s something special that you’ve Just shared, and you’re offered a miraculous
reprieve. For as long as you wish to remain alone together nothmg bad will
happen to you and nobody will interrupt you. For now, you’re safe.

The Witch's ln-l"inqc Move:

F | Know You

You get a brief flash of ms:ght into your companlon and her place in the universe.
You know the proper signs and symbols to invoke when you want to use your subtle
wagicro her benefit. Next time you make a roll to affect her, if you work the right
occult symbohsm iNto the dcey'y 2. You only get thlS benefit once, until .

you next trigger your Int:macy Move with her

The Disgraced Princess's Intimacy Move:
Do ThisFor Me? :
In the moment, you both let slip something you really want. If she does what you

wanted, she gets 1 Experience Point. Likewise, if you do what she wanted, you
get 1 Experience Point.

The Invisiovle Girl's Intimacy Move:
Hidden DePths

You feel comfortable, for a moment, to drop your mask and let yourself be
properly seen by your companion. You can reveal something about yourself to hir.
If ze accepts you, you get a Bond on hir. If ze doesn’t; you take one Hurt and ze
gets two Bonds on you.

The Virdin Huntress's Sex Move.
SweelPin9gd Romance

For you, sex isn’t something trivial, it’s precious and almost sacred. Your partner
is more than just a bit of fun, she’s somcbody you’ve shared something tqu
important with. You must guard her. When you fuck somebody, you get +1 to all
subsequent rolls to protect her. Each time you benefit from this bonus, you get a
Bond on her. This lasts until you fuck somebody else, at which point the bonus
moves over to her instead.




Some Bitches, particularly those who’ve survived for a long time, rise in power
and reputation, becoming legends among their own kind. These women are able,
to carve out a niche for themselves to exist safely in a world that hates them, and
even - at times - to push back against that world and force it to be better.
A player Bitch becomes Legendary if she either:

Takes all four of her “+1 stat’ advances.

Takes all four of her ‘extra move’ advances.
There are a few benefits to being Legendary. To begin with, a- Legendary Bitch
will have achieved the resicct of xyr peers (unless she does something to ruin that)
and has proved xyrself to be competent enough to survive in a hostile world.
Further, she has three new options for Advances:

If she’s spent all of her ‘new move’ advances, she can spend an advance to
swap one move out for another.

If she’s spent all of her “+1 t6 a stat’ moves, she can spend an advance to
change which stat her free +1 from character creation was assigned to.

She can spend an advance to swap her sex move out for a different Deal’s
sex move, or her intimacy move out for a different deal’s intimacy move.

She can spend an advance to learn a Legendary Move.

————. o ——
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LEGENDARY MOVES

So, in many ways legendary moves work much like normal moves; when the
approiriate trigger occurs, or when the character chooses to trigger them,

something specific happens in the fiction,perhaps with some mechanical effects.

Legendary moves differ to other moves, however, in that their effects tend to
be more dramatic, long term and far reaching. These are the sorts of things
which may only happen a few times in a campaign, but when they do, they
drastically alter the course of events.

Further, when a legendary move is triggered, its effect is automatic. There may

- be costs to pay, and it will still require the right actions in the fiction to make

it happen, but the effect is a sure thing. When you use a legendary move, you
get to narrate exactly how it goes down: there’s no need to roll, skillfully
engage with the fiction, or take risks. You say what you want to happen, and it
happens.

No doubt or risk of faﬂure.



This move triﬁ ers when you insist somebody with the power to fix an
injustice actua ir does so, and have some sort of leverage over them to back
it up. You or your comgvanions spend a Bond on the relevant authority figure,
antf) they’ll acquiesce. You get to decide what actions they take and reforms
they make, and the results will stick.

There are very few limits to what you can get somebody to do with this move.
Remember, however, that many problems are entrenched and systemic; one
person in ﬁ;_lower making one reform won’t fix the system if it’s rotten to the
core, which it probably is.

When you first take this move, you spend a significant amount of time
gathering followers to yourself] organising them into a wider structure; you
should describe who you’re recruiting and what sort of society you’re founding.
It might be a cult, information network, street gang, occult coven, mercenary
company, charitable IlarojeCt, artistic collective, secret society, business, or
something else entirely.

Whatever its nature, the organisation is basically loyal to you, and will follow
your directions under all but the most dire, abusive or bizarre circumstances.

You can spend Bonds on members of your organisation to affect any other
members of the organisation; treat them as a single mass.

When you act with the support of your organisation, you get an extra +1 to
relevant rolls

This move can trigger when you intervene against an act of violence, abuse or
oppression. Take a single point of hurt to use it. The victim or victims are - for
as long as you remain to protect them, or until you get them out of the situation
- totally protected from being hurt physically or emotionally; your actions
shield them from physical harm and your presence comforts them.

e s

You can use this move to restore a Bitch who is dead, permanently Broken, or
otherwise gone. She returns from wherever she’s trapped, be that the afterlife,

You and

our companions spend 3 bonds on her, and go through whatever you
think wif

1 work, and she’ll come back.

Your methods may vary, ranging from mad science, to religious miracles, to

emotional inspiration; whatever the case, she comes back with o Damage. She

may become a Corpse Doll if brought back from the dead (maybe swap out a

move for Reanimated to-represent this), or perhaps a Wounded Daughter if you

brought her back from near-death (maybe swap out a move for Unstoppable
Life to represent this).
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a life of emotionally-numb conformity, or the depths of disabling mental illness.
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When you use this move, you take on the mantle of something greater than
yourself, being filled with its strange power and its avatar to act in the world:

To do so, you or your companions spend 3 bonds on a Strange Power (IE
something you might contact with t%e move Commune Witl% Strange Powers).
For the next scene, their presence imbues and empowers you; you‘are nearly
unscoRpable, and can perform outright, obvious miracles relating to the greater
power’s nature.

During this time, you pursue the Strange Power’s agenda in the physical world -
you are as much a vessel for their will as your own being.

e e e
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When you take this move, you transcend the normal limits of humanity,
transforming into something else. Whatever you become, it’s no longer
mortal or mundane.

Decide what sort of being you become. It should make sense based on the kind
of person you-already were before the transformation, and the route you were
ﬁoing down. Bitches motivated by curiosity tend to become sphinxes, those
riven by fear or spite often become gorgons, and those driven by hubris are
likely to become liches. What you become once you turn away from humanity
is a chance to show the sort of person you always were, now made plain to see.

The transformation may be deliberate, an act of magic initiated in search of
transcendence. Alternatively, it may happen to you, an adaptation caused by
spending too much time alone in the darﬁ. Either way, the change is fairly
rapid, and at the end you have the appearance, powers, weaknesses and
supernatural nature of the being you’ve become.

To represent your inhuman power, pick one of the 10 Core Moves that now
comes entirely naturally to you. When you would roll for that move, instead
you get an Overwhelming Success automatically.
Some creatures you might metamorphose into include, but are not limited to:
2 Alich. A thing of enslaved death, and unstoppable arcane will to endure.
“ A siren. Impossibly beautiful, voice hypnotic,a perfect elegant predator.
L © A sphinx. Frightening intellect, feral body. A collector of secrets and riddles. §
. @ A_g_grgon. Fearsome to behold, venomous, petrifying. Fiercely independent.
A spectre. Half-real, creeping, subtle. An inescapable shadowy presence.
> A fury. Senses guilt instinctively. Howling, clawing, righteous, implacable.
> A dragon. A slow fire. Cold, avaricious, reptilian. A collector of treasure.




So, you might have a concept for a

character that doesn’t work with an

existing Deal, and want to hack together your own Deal to
represent it. In playtests, this happened a few times; I played a
tormented artist suffering from familial trauma, for example, and
other players hacked classes in similar ways sometimes.

This isn’t too hard to do, since the Deals are pretty modular. Anyway
so here’s some deets on how to do that. Technically, homebrew
Deals aren’t part of the core game-as-presented, but (at least in

the circles I tend to play in) homebrew and hacking are an

expected part of gaming. Don’t think of this stuffasonly =~ 3
happening at the Game Mistress’s discretion; you should feel &
free to hack the game up to fit what you want to do with it. '
Consult with everybody at the table to get feedback and ideas;

as with the rest of the game, collaboration and communication
make this stuff work better.

Your first step is always gonna be working out the basic concept for the
Deal. What does she explore _thematicallg , who is she in the é’ction,
and how is she intended to feel in play? Ideally, these elements will
reinforce each other.

Next up is the Deal’s stats. Two at +8, two at =4, and then the
player gets a Free +1 to assign anywhere. Think ob0OUt What,
Jour chOice OF sbats cads about the Deal abOut where
faer ctren?tihc ond weoknescec lic,

After this is the Deal’s moves. She gets six, and a sex move and/or
intimacy move. The simplest way to do this is simply to mix-and-match
from the existing moves used for existing Deals. A good sign is when the
moves you’ve Picked synergize well with each other (a good example being
the Firebrand’s Intercept Pain and The Line In The Sand, which feed into

You can take things even further, and create entirely new moves
for your homebrew Deal. These tend to fall into a few different forms.
First, there are very simple triggers. When something happens
in the fiction, the move triggers and causes a result; it might
cause a defined result in the fiction, deal or heal hurt, grant XP
or bonds, give bonuses to the next appropriate roll, or some II
combination of them. Thece moves bosicolld serve Lo - I
incentivize certoin octions in the fiction. A variation hereis  ff 4
to have the move require something mechanical to trigger it; 1 l
spending bonds or XP, or taking Hurt perhaps. b I
Another common format for moves are those that alter l”
default moves when a condition is met. These tend to have  f \
two parts to them. Firstly, they allow you a bonus to your i
roll (either a flat +4 bonus, or letting you use a better stat) if i} J
you meet a particular condition when the roll is triggered. /
Second, they provide an additional benefit when they apply;
perhaps bonds, healing, dealing hurt, adding a factor to the fiction,
another +1 to the roll, another option to select where the move includes ‘ l
a list of options, or allowing others to also benefit from the move. s

M
Again, these reward the player for taking particular approaches, \'J

encouraging them to play a certain way.

- I
Lastly, there are moves which make an actual roll - like : “I
the default moves - when triggered. You want to have the move roll ™
with one of the Deal’s good stats. Think about the possibilities of § \
each result. A few moves ‘succeed’ even on a 6-, just with enough  \S¥
side-effects and complications that the result is undesirable.
Some have complications even on an overwhelming success.

Think about the ctokec OF the move what, i€ being ricked, and what

one another nicely). the Potentiol rewards ores g
These moves pin down moments of particular drama for that Deal, where she \ _
takes a risk to do something unusual. They create new stakes and uncertainty !,!' ,

_i_..
that other classes don’t need to worry about. !
A

. - /
You can, of course, also use these guidelines to make new moves for your [ , j

You can go a half-step further, changing a Move’s name and associated fiction

to fit the Deal’s fiction better (perhaps you rename the runaway nun’s move
Spiritual Adviserto The Devil On Her Shoulder, and tie it more to the idea of
temptation). :

i
out of - Deal advances in an existing Deal, rather than using them for Y,
entirely new Deal. |

Likewise, some moves key into a specific stat, and if that stat is one

of the poor stats for your Deal, you might want to swap it out for one that

they’re good at (perbaps you have A Light In Dark Places roll with Queer ; i
instead of Sof?). : - . f

o KN




You have three priorities when you play the game:
@ The first is to our o
will make you uncomfortable.

imits, and not engage in anything that

dy

€3 The second is to ensure that you don’t overstep the limits ¢
else at the table, and that everybody else is also comfortable.

@ The third is to play the game in a f\:._g_z;_y__tha: is engaging, proactive and
compelling.
Those first two are dealt with in more depth via the discussions on
safety tools on previous pages. For now, though, let’s focus on that
last one; playing the game in a way that’s engaging, proactive and
compelling.
So. You have a few agendas to pursue as a player. You don’t, like, have
to push this stuff, but I’ve found that doing so tends to result in this kind
of game going better. These agendas are:

< Be proactive! Given the choice between turtling up and pushing & '
L forward, go forward! The game is most fun when stuff happens, so p
‘ 'makfc it happgi}- : _ s KPP 0o S o iU o
&> Treat PCs like realistic people with their own internal logic. They i 25
' aren’t just pawns to explore with, they’re people with vulnerabilities and
needs and pain and eccentricities.
E Conversely, remember that PCs are under your control. If you want or
J& nced your PC to do something for out-of-character reasons, you can

: tively come up with a motivation for it.
r--els-l:?ac Y J—w . g A N .

€7 Play to find out what happens! Rather than trying to stick to a planned
R arc, go into things with an open mind and see where the game takes you.
B it 3 . S—

&> Treat the world like a living place that follows its own rules. Treat
NPCs like people, treat the environment like a real place with a history.

e g,

£ Explore! There’s stuff about the world that you don’t know. If you want.

to know what’s on the other side of that door, go through it and find out.

| Likewise, there’s stuff about the PCs that you don’t know. If you want to
know if two PCs would be compatible, have them snog and find out.

s 4 o o . Y . ¥ -
B 7 Trust the dice. They’re there to keep things unlpredxctable and
. . . 3
interesting, they’re not an obstacle to “proper” roleplaying. Let the game’s
mechanics shape things when they get triggered, and see what emerges.

i, s
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Fiction a
The main way you interact with the world is through the fiction; you use the

conversation loop to do something, and get a reaction. Moves exist to add
additional pressure and complications to this.

5 I
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If you want to use a move, you can’t just say you're using the move. You have
to actually do it in the fiction. It’s par enouneh to merely say “Lwant to
__roll Flirc on Gwen”, for example AN sUIRE LRI ENVETIEe
er, your body language, tone of voice etc, YL R L CA ALY
say what you're doing, but also why. What you want to achieve, why you
think it’ll work, etc. et

H

He‘fox O\MTn Z

You will sometimes hear people talking about ‘metagaming’ - making
in-character choices based on out-of-character information and
priorities - and saying that it’s a bad thing. This is, frankly, rubbish.
Metagaming can be a positive thing, for example:

Doing something that seems foolish because dealing with the consequences
will provide a spur for interesting roleplay. (/£, it might be a bad i1dea to
drink from a cursed fountain IC, but you find a reason, because having
" 20 deal with the curse will make for fun angsi).

S» ¢  Engaging in particular themes and topics because you know they’d be _. l
'-M\ o interesting to other players. (IE, choosing which PC to escalate from '
NS, . mere flirting to outright romance with based on which player would
Y A 1‘}}) ¥ find a romantic relationship between PCs most engaging).
I\ .4 Not taking actions that would run counter to the premise of the game
AR AR ([E, while it might be sensible to return to town and get a normal job
o and family, doing so means you aren’t a Dungeon Bitch anymore, so
you go along with the premise and play a Bitch).
Reacting to events and encounters in genre-savvy ways, because pretendin
to feign ignorance for very long gets frustrating (IE, knowing that using fire
against a Hydra, to stop it regenerating more heads, is the best option).

| €merdent Narratives

The game isn’t meant to follow a pre-planned plotline. There are no dark lords
looming behind the scenes who must be stopped, no overarching goal, no rails you
need to follow. Instead, you just have an open world with the PCs running around
in it being a force for chaos. %etween unexpected PC actions, the whims of the dice, §
and subtle prodding from the GM, you’ll see unexpected arcs emerge,and your PCs g
being carried off in unplanned directions. ;

LEy, and trust the game an
rom the noise satisfying.

Embrace chance, improvisation, and chaos theo
its participants to make whatever story emerges
Remember, the game’s mechanics are there to make things unpredictable and to
provide extra friction and grit. If they make something weird or unexpected
happen, go for it, and see where it takes you.

\
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i’f; :
L.ook, this game is gay. Super gay, in fact. So, we probably ought to talk about
that. One of the big themes the game deals with is the way that queer women,
having to deal with sexism and homophobia, are marginalised by society and

form their own tight-knit communities. ‘Found family’ is a big factor in a lot of

4/ gay media, and a party of PCs is absolutely intended to feel like found family.

It’s assumed that PCs:
€5 Are women

e g <t - ”

& Are attracted to other women 1§

So let’s dissect those assumptions. g : q
Being a woman is not quite as clear-cut as you might think. There are people
whose gender & gender expression blurs the boundaries. Do these varied
non-binary people fall under the heading of “women’ (and therefore,

are they PCs)? The answer is ‘sometimes’.

A character whose gender is messy and blurs the distinctions between masc and

femme probably counts if they would feel like they count. Likewise, characters
with ocﬁer forms of exPrcssion and identities would work if they feel like they
should. In playtests, I've played as NB Bitches, as have other players; the key is
that those characters were ones who were at home in female spaces.

The question of how non-binary people fit into explicitly woman-centred spaces is

a complex one, which needs to be approached with nuance and sensitivity.
On the other hand, with binary trans characters, the issue is much simpler. Yes,

\ trans women are women. This should be fucking obvious to anybody with halfa
[ Y brain. A trans girl will experience different sets of discrimination from society to
W cis girls, but the essential femininity is there, as is the experience of marginalisation.

Trans characters are, arguably, particularly likely to become Dungeon Bitches;
by embodying female roles in defiance of societal expectations, they are very

often rejected by society and have to find a better community that will
\ accept them. In playtests, I found that a lot of players ended up

N playing as trans characters. There are some very compelling
\ stories to be told there. '
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When it comes to asexual Bitches, the option is there (as discussed previously) to
For trans characters, the Corpse Doll is a particularly suitable Deal. There are : e :
: » the Corpse Doll | G . : swap out her Sex Move for an Intimacy Move. Not every ace Bitch needs to do this
a few moves in there that are about personal transformation, or leaving behind adisi e il ke i p ]
who you were and focusing on who you choose to become. Plus, the Deal’s talent (some grey-ace or demi characters e R S T AR R €);
and not every character who does this needs to be ace.

for body modification has obvious applications with regards to transition.

That being said, during playtesting I found that the Beast, Wounded Daughtér On top of this, remember that as your Bitch learns more about herself, or
] P Y ] ] 3 y § ;]
. H i . 7 " I A g e SR eyt g i f‘I,..-a-‘"""--_._ -
and Lantern Girl all gave interesting lenses for trans stories. o . changes as a person, her choice of Intimacy or Sex move can change. .
A J = . o : r

Of particular note among the other Deals, the Runaway Nurris really good for “ \
exploring themes of repression, denial and general closeted-ness. The Deal gets Perhaps you’ll realise in play that your Bitch was ace all along. Perhaps a demisexual
access to moves that let xem shrug off accusations of impropriety from wider Bitch reaches a point with one of her companions that she becomes comfortable with
society, letting xem mimic straightness if xey need to, and xey make quite 2 sex. Remember, flirting doesn’t need to mean anything. Bitches flirt for all sorts of .‘
good social ma“iP“h}“{'r - On top of this, her Sex Move explicitly forces her to reasons; because it’s fun, to make their friends feel good about themselves, as a way ¥
confront the ﬁ“_ she’s just done something outright gay, and to either accept or of expressing their own identity. An aspec bitch is perfectly capable of using the
dEy i Pl{f’hke’ the religious themes have some potential there. Flirt move without there being some sort of romantic or sexual invitation. :

/, o sy e

Likewise, thé Lantern Girl & intended to gat least when play begins) be a
character who’s unsure of herself and her place in the world. This Deal can be

good for playingﬂt%rrgt;lﬂl_'l coming-out stories, for exploring a character who
realises who ze really is, comes to embrace that, and flourishes. O

¢
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It would be easy to handwave transitions away with “shapeshifting |3
magic” but doing that doesn’t really reflect trans experiences; transitioning -
is a slow, incremental process, and it’s never really "

Nonetheless, seeing your body slowly getting closer to what you know,
deep in your heart, it should ge is a really fucking euphoric experience.
How can this get reflected in the game fiction? In my playtests; this is
what we used.

At its heart, transition is an alchemical process. Take the right potions
long term, and the body slowly reforms itself. Getting the proportions
right to get the desired transformation is an art.

g e A
There are four alchemical substances used to transition:

- bluerune -
a blue/teal glyph resembling a stylised ’e’
burnt into a small sugar cube Fanalogous to E)

- ondrofall -
this dark yellow crystal is crushed and mixed into
food. It can also be dissolved and drunk (roughly |
equivalent to spiro/cypro or other T blockers)

-mothers 9rasP -
an herbal pill, its layers are soaked in milk from
various sources which enhance the effect of
the mineral base (equivalent to prog)

: - andrise -
the opposite of androfall, used to keep various levels
balanceg, a bright orange crystal, that is crushed and then
vaporized and inhaled. Best if taken once every four days.
R —ame oy

These substances are all available to Bitches who need them on an & \
undcr%:‘ound market of alchemists, herbalists and witches. To anybody &= *
in the know, they’re instantly recognisable.

For more dramatic changes, there’s always the possibility of surgical
alteration. Corpse Dolls are capable of some impressive feats of
experimental medicine, and other NPCs might have similar abilities.

done’. | &



As well as being dungeon-crawly survival horror, Pungeon Bitches is /
a game about Sex and Romance. /

I’s expected that PCs are gonna Alire, fuck, fall i in love.
' Maybe with each other, maybc thh NPCs. ,

Flirting is easy and common. It’s the best way for PCs to build up Bonds on
each other, which gives it an important role. You can expect Flirting to
happen pretty regularly as part of the background chatter of the interactions
between PCs, and it needn’t mean anything. It’s just how PCs express
affection and solidarity. Of course, it might mean more. PCs might escalate,
and things might become romantic or sexual.

Nothing in the Flirt move automatically leads to that; the decmon to
escalate is down to the individual players.

Different people have different tolerances for how iraphically they want to
have sex depicted. Some might need to fade to black as soon as characters
start snogging. Others will want to play the whole scene out blow-by-blow.

You’ll need to work out where everybody’s limits are, both as a group and

between individual players.

A< an ocide Whilet LWic Yame O5ten abstractc $19Wt
ccenes inLo o cin?le roll, 20u absoluteld canrun sex
ccenes in what amMounts LO initiative order’, with
Pladers deccribing Wow their PC ic reacting Lo whats
their Partner does, ond what, thed're yonna do inrevura,
until the activitd reaches ibs shuddering conclusion
and our Protea?onicts hove LO 20 re-Widrate.

It'c 0nna be £,00 much Sor come Pladers, but con be
curfricin?lg enva%in? 1§ evervgbod'c into it.




€7 Does one PC take a dominant or submissive role?

€ Who takes the initiative? Who is focused on giving pleasure, and
who on experiencing it?

© Do these roles switch up, or do they remain in place?

&> On ascale of rgu%_aginaﬂsty togentle and sensuai?where

does the scene fall?

& Sex can be a form of magic in its own right, particularly where
supernatural or faithful characters are involved; does anything

supernatural or spiritual happen? How strange do things get? _

@ What do our characters do in the aftermath? How do they feel about
each other now?!

Flirting, romance and sex needn’t be sincere. A PC can engage in these
activities because they’re fun, or to gain social leverage, without it
meaning anything. A PC mi%ht Flirt with, seduce, and fuck an NPC
with no particular affection for them, purely to gain a social edge over
them later.

You might even engage in this stuff with male NPCs. Sex is one of the best
weapons women have against powerful men. Plus, you know, bi women
exist and still fall under the general sapphic umbrella.

On the other hand, when this hlafgens think about the impact taking

hetero actions will have on the PCs refationships with her companions.

Romance and sex don’t need to be serious and heartfelt, but they might be.

That ambiguity can lead to some wonderful angst.

Q——-—-——'———'—'—-—-\

It may ha]!')pen that a Bitch needs to avoid getting knocked up. For this,
we have the wonderful herb 3yl}])1hium. Preﬁ)are it right, and 1t’l] prevent
pregnancies and flush out any that might have begun. :

It works best when taken regularly, to avoid messing up your cycle, but in
a pinch a larger dose can be taken to get the desired effect right now, either
preemptively or after the event, albeit with some stronger side effects.

Sylphium grows basically everywhere and is pretty easy to prepare, or else
can be purchased from most apothecaries.
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When PCs.spend some time resting somewhere safe, you get downtime.

This is a chance for them to chat, use moves and abilities that take time
& concentration (such as a Corpse Doll’s mad surgery, a Runaway
Nun's religious rites, a Witch’s spells), to eat and rest and sleep.

a c é g e . so Good questions to ask during these scenes include:

Qo0 a0Q0 ac € Who’s friendly with who? Who’s guarded, who’s close, who’

&> What are you eating? Where did it come from? How do you prefPare it?
l Noteverywhere is danderous. Who prepares it? Does it taste good? How much do you have left?

. X n

. { X o Who's on watch? How paranoid are you? Do you really feel safe here?
Dungeon Bitches might find themselves in places or situations that P 7 = J . o

are - comparatively - safe. Good examples include barricading themselves > When the danger and tension is at a lull, how do you react?
into a dungeon room to use as a base of operations, allying with dungeon Are you relieved? Anxious? Proupd? Do you plan your next move,
residents so they can freely shelter in that monster’s lair, setting up a have a little cry, train, go numb? : :

campsite outside the dungeon, or having a safe-house back in town. Who sleeps where? Who shares a tent, room, or bed with who? How

Going back to civilisation is not a safe place. close together do they lie? Do their bodies touch? How do they respond?

o

The common people hate and fear you just as much as they do any monster. < 0“’ long do ger here? Is it comfortable? Is it claustrophobic? e

There might be less overt threats, but th-‘_: threat is there. 2 Does anybody drink, take psychoactive substances, or otherwise

get wasted? What happens when their inhibitions are dropped?

You Can’t.drop your guard in pi.lbli.c. The dungeoﬁ is safer than town.

Downtime is important to the game because it gives you a space to treat
PCs as human, social, vulnerable people. It’s where players can express
what’s going on in their characters’ heads, explore relations between
PCs,delve into deeper, more personal roleplay.

Downtime works because it’s comparatively rare, and precious. The
moment’s reprieve between danger, the calm before the storm.
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£ i So. 1 5 fih . When a fight occurs, working out specific details gives |
L L] .
W el gl gt BEE D R DB OV O i the scene greater depth and resonance.
.. It’s disorienting and painful and scary, and N
'.-; ~ ' the human brain doesn’t cope well with it. ‘
f \l
hn MY How does each PC (or enemy) fight?
F At : : : \
ol ‘9/ Fight scenes should reflect this. What weapons and techniques do they use? \:';
v
3 L . S
"1 b _In' wany 'calscs, par ?cilarly th'rfl Ecl:lc dP?S d How fast is it over? Is it a sudden burst of |,
R PHOAE FIOICIGE, & ISAE ACCIE WL~ N5 HEHIE violence or a drawn-out slugfest? -/
Ao by a single Lash Out roll, either by a single PC, (1
y @4 or byap Iayex: rolling on behalf of several PCs. What injuries are suffered? What caused them?
$.' Roll, determine the outcome and consequences, How do the victims respond? _{
|,] 1 andthen work out what went down based on that. i
4 y Fﬁll in the g(aips, determine what happens, and how s . How well are PCs coordinating? \
: the scene ends up. ; . . >
o % Who is defending who? ¢
Ty Who fights back-to-back? |

/' Remember, you only roll to Lash Out when the r

¥ Y. PCs are applying violence to achieve a goal. Who goes down and who rescues her? "

A A \
o) ;_‘ If violence is happening to the PCs but they aren’t a '%
"7, fighting for a defined purpose (beyond ‘shit we’re 5 How do different PCs respond? *

\ \ " being attacked, gotta try to survive’) then a Who’s s uearmsh? Who 1"'3"'315 in wolenca:? (7
¥ >’ Lash Out roll isn’t as appropriate. Who finds it shocking and traumatic? “_*
N Th . ; Who’s merciful to defeated enemies and who’s bloodthirsty? '
O ere are some cases where the PCs simply can’t 4

4 4 wina fight. Perhaps they’re too heavily outnumbered, o
,» Y don’t have weapons capable of hurting their enemies, or are i
I3 3 4 otherwise outclassed. In these cases, a Lash Out move shouldn’ At the end of the day, violence is a high-stress situation that has the o

N ! trigger. Instead, maybe trigger an Endure Pain move and then handle potential to bring out the worst in people. If you’re merely using fight 4

" getting away using the conversation loop. scenes as a fun little tactical encounter, something has gone wrong. U

In some cases, the PCs don’t initiate violence with a goal in mind. If enemies s e - AN
ambush them, initiate combat unexpectedly, or the PCs aren’t able to turn the Rather, use v“’l?n‘:e to probe at your characters and their Per,s‘,maht'es‘ '
tide easily, then an Endure Pain roll is appropriate, allowing the PCs to try to The horror of violence will affect everybody differently, but it’s never ¢
cope with the hurt being done to them. 'lgﬁe roll determines how well the PCs are routine and boring. : : K
able to defend themselves from the onslaught. Again, fill in the details after the s f
roll and its consequences are made, and work out what happened. While you can B
have one player rgll the move on everybody’s behalf; it can often be more interesting : A
to have everybody roll individually. )
Depending on how things are going down, after the PCs Endure Pain to bear the g
brunt of an attack, ask them how they respond. They might want to flee, to use b\
some move or ability to negate the fight, to try negotiating a ceasefire. Of course, A
they might respond by hitting back, defending themselves through force; _ s
in this case, roll to Lash Out. ; ¥,
, ' : 4
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Trauma iS o bid Part oF what mahes 1his 9ame tich.
PCs pick up trauma from having to deal with the general shittiness of crap
heterosexist society, from watching horrible things happen to their sisters,
from being injured, from exposure to violence and privation.

Exactly when and how a character develops trauma-responses to things

is up to the player to decide. How your PC processes their pain, what
effect that has on her, and how it manifests are all things which you
get to explore through roleplay.

That said, that mostly applies to the long-term effects of trauma. In the
short term, we have H ur+. Picking up Hurt from emotional things
represents that - in the moment - the PC is rattled. The immediate fear
or shock or pain is too much, and xyr failing to cope with it. Hurt is
about the pain a PC is in right now.

Points of P amade, meanwhile, represent more long-term harm. A
character with Damage has serious ongoing issues, the sort that won’t
really go away without serious work.

The emotional scars that Damage represents will affect the character’s

day-to-day life no matter what she does. NS ey .
. - e e g e

a i nns il -
that will go away once she’s somewhere safe and comforting;

1

. When portraying a character " e
coping with the longterm ¢ffects of trauma, here’s some stuff to bear in mind;
" Often, a trauma response is rational for the circumstances that caused it, and
only a problem because it’s happening in other circumstances. When your life is
in danger, the urges trauma create make sense and help you survive the situation.

Afterwards, those urges continue even when they’re no longer useful.

R frouma LCLCERENER TSI VETIEYWS M The initial incident often happens very

suddenly. You learn that every little sign could be a threat, and become twitchy

and paranoid. You’re prone to identifying dangers when there aren’t any.
trauma lifiewise causes hyPerfacus, v something seems dangerous, it
1 3

~ overwhelms you. You can’t shift your attention from it; the perceived threat
becomes impossible to ignore.

! 1 | o e . . .
trauma clouds Your thinking. ' You find yourself obsessively ruminating on

what happened - trying to work out what went wrong, what you should have done.

: Little reminders set off a cascade of unwelcome memories that intrude on
' your mind. The effort of keeping on-track mentally gums up all your mental
gears, slows everything down. g

il

ey e e
it’s part of her now.
1 B
() You’ll notice that, other than being tracked as a countdown to the point where }
2%

she becomes unplayable, a character’s Damage has no mechanical effects.

on the causes, their temperament, the circumstances and so on.

T
s

. Trying to represent the complexities of long-term trauma and recovery with

W in the way of exploring your character’s psyche.

! Instead, things are left vague. Having damage shows that the shit your PC
B  has been through has left 2 permanent mark on her; how you interpret and

M  cxpress that is up to you.
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This is intentional. Mental health issues affect everybody uniquely, depending

intricate mechanics will inevitably fail, and become a straight-jacket that gets
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Exploring dungeons is one of the core activities of the game.
Why do PCs do it? They see the dungeon as a space away from the

{:tdgemental gaze of society, where they’re free to be themselves; the
nowledge and treasures inside are just a bonus. Unfortunately,

Pungeons are R eally Fucking Pangerous. |
That’s kind of their thing.

It’s still safer than staying in town. But that’s not saying much.
The dunFeon is a space where the normal rules of the surface are suspended.
This includes patriarchal control, forced civility, the rule of law. But it also
includes more metap}}ysical rules. Things are physically possible down here

a

that aren’t on the surface.
Reality is malleable, life mutable.

Many of the inhabitants here are - or once were - Bitches like you. They form
little islands of safety in the darkness; a place where you and yours protect one
another from the dangers inherent to your existence underground.

Outside of these refuges, though, the dungeon can be brutal. Things that linger
here have been here fgor a long, long time, and grown weird in the darkness.
Quite possibly they were women like you once, but in the depths they’ve slowly
metamorphosed into beings unlike those who dwell on the surface, who guard
the safe havens they’ve carved for themselves from any intruders.

Besides these women, there’s also the many monsters of the depths which are
simply hungry beasts, grown strange in the dark. All this, of course, also
discounts the practicalities of living and getting about in a cave. That shit’s
dangerous all on its own, even before you bring monsters into it.

Unlike some games, in Dungeon Bitches L5 g e st-aaNage DIT o (g RS
07 RULHBDINERI R0 PPN Instead, the purpose of the dungeon is to be a
W, crucible that tests, punishes and transforms the Bitches who explore it.

The stress and fear that the dungeon causes act as a catalyst for the meat
of the game, which is the emotional states of the PCs and the connections
between them.

T'he dungeon’s job is to provide situations that Pprovoke this roleplay.

=50
ken you \eove oS ase oreo Keef bmck-O%
Time, 19\t ond Noise.

The longer you linger somewhere, the more likely one of the dungeons’
more dangerous inhabitants will discover you.

This can go badly for you.

The longer you’re down the dungeon, the more your supplies - food, oil,
candles - are used up, and you can be totally screwed when they run out.

Light is a weakness - in that a light shining in the darkness pinpoints
your location to enemies - but you absolutely rely on it. When tﬁe light
goes out, you’re fucked. You can’t see. Trapped in absolute darkness.
You have no idea what’s going on, can’t tell where your friends are, and
can’t tell where your enemies are.

Being suddenlY trapped jn tatal Sarkness absolutel
- results 11:1 an Endure Pain roﬁl. .

The light forms a little island of safety around you. A radius of

normality in which Fou can see. Outside of that is the abyssal darkness
and the things that lurk in it.

Noise attracts attention. Soft voices are probably fine, but shouting draws
attention, and so does combat, battering a door down, or screams of fear
or pain. '

Attention means gvyonsters can find You.
R —— T




When you go back to town, the tone of things

Danger becomes less overt. Violence is less likely to break out at the drop of
a hat, and there aren’t traps and similar hazards scattered everywhere. The
g : _ scope of encounters and conflicts begins at the social level, and is less likely
We can safely assume that . e

to escalate to violence.
there's o town near 10 the dungeon, :

actingas oo b RE : Notice how I said Iess likely there, however.
with all its benefits and horrivle Flaws. i

. 1 The town still has plenty of threats. Law enforcement are likely to go after the
Despite that, the Dungeon Bitches will probably be returningto g §

: Bitches (both for stuff they actually did, and for bullshit charges like tax evasion,
town a few times. There are various reasons the Bitches will want ° sexual immodesty, corrupting the youth, etc).
to do this.

; y The everyday towns-folk are probably pretty wary of the Bitches (they are,
Most notably, going back to town allows them to sell any treasure they’ve after all, a band of heavily armed weirdos prone to flouting social conventions),
stolen from the Dungeon, and to stock up on new supplies. Spending their and likely to mob up if the Bitches start anything.

loot on drink, fine clothes, proper food, gambling, companionship etc., is

also pretty common.

|
The chancgs are at least some of the Bitches will have come from the town {

An

d, of course, there are men. Listen, men can be absolutely horrible,
particularly when - as is the case in town (and real life for that matter) -
: they know they’ve got the weight of society behind them.

originally, and have people back there they care about, have unfinished
business with, and so on.

I’s also a pretty good bet that, the more the Bitches go back to town, the
more they’re gonna get invested and entangled in the people there. As they ¢

The Bitches are likely to deal with crap from men who, on seeing a
start to acquire grudges, lovers, contracts, and rivals, you’ll naturally want '
|

self-sufficient successful woman, try to put her back in her place. There’s

your standard sexual predators, men who think they can fuck lesbians back

to start pulling on those threads to see what happens. to heterosexuality, men with anger problems.

Resull_::plying is probably not gonna be a nice, simple affair. If the PCs want
anything more unusual than standard rations and spelunking gear they’re

gonna have to track down a source, like for weapons, thieves tools,

These men will, of course, target the more vulnerable-seeming of the
religious or occult items.

Bitches by preference. Not to mention all the ones doing the sort of nasty

shit - beating their wives, preying on vulnerable girls, etc. - that will
Mostly, the feoplc you’re buying from will take coins (or any obviously - probably provoke the Bitches to intervene. : :
valuable-looking treasure like gems, jewellery etc), but others will expect When this happens, remember that - no matter how fucked up the men’s
you to pay in favours or want to trade for specific goods. ,

actions are, and how justified the Bitches are-in their response - society will
back the men.

The town watch (or guard or militia or whatever the fuckers call A : ok 1 A :
rhemselves} are likely to be a problem. The Bitches are outsiders who - Law enforcement will t?ke up their 'ixlccusaEmns, P"PI“1 Er oglmon }:urns
reject social norms, making them prime targets for harassment and abuse | even more against the Bitches, and the guy’s mates all ban t?agitl eral]:{o
oi'power by those enforcing the social order. back him up. Even women who ought to know better will probably take
; their side. 5
Remember,_ Lolae ol ' TAR& = and that It can get ugly, fast. The bitches will need to build up some defence,
B RSy Sl BT : which might mean disguises, laying low, intimidation, bribes, or cozying
includes the ones in fantasy ngoms' up to those in power. Without that, the town will inevitably turn against
If they weren’t bz_zstia.rds they’d have chosen a career that doesn’t involve e ]gver ano anthohte soclcey hasla lotol Ivendixy cruclwao
; unishing women who transgress its rules.
wallowing in a monopoly on legitimate violence. P 8 8
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It’s probably gonna come up that Prou need to determine what your Bitches
are carrying, and how long it will last. So, before you first go into the
dungeon, it can’t hurt to consider the sort of preparation you’ve made.

It’s worth pointing out that Bitches have limited backpack space, t!‘lat shit
will weigh them down, that food doesn’t keep indefinitely. If they’re
stocking up heavily, remember that the weight will slow them down and
get in their way. I‘f( you’re considering trying to carry unreasonably silly
amounts of gear, that has its own drawbacks.

¥ Your Bitches need to sleep. If they have somewhere comfortable to sleep -
at the very least a tent and proper bedding, then a few uninterrupted hours
every ni 1‘1’1; is enough. Where their sleep is interrupted, or uncomfortable,

it’s less etfective. After maybe three days of sleeplessness, or a week of
crap sleep, exhaustion starts kicking in; rolls to Endure Pain become

relevant. Sleeplessness Fucks With You Hard.

Every litle thing feels like overwhelming effort. Your senses start to |

lay tricks on you, your mind becomes fuzzy. After long enough, you 11
En yourself dozing off if you spend very long staying still in one place,
even if you don’t want to.

The Dungeon Bitches need light to be able to see underground.While a Lantern
Girl has moves that key off her light specifically, it’s unTikely that anybody
(except perhaps a Beast or Virgin Huntress) can see in pitch darkness.

Work out who’s carrying the party’s light. When the light-bearer moves, the
" “light moves with hir; shadows loom and swing wildly, and new details are
illuminated while others are plunged into darkness.

When the light goes out, the Bitches are, let’s be honest, totally fucked. For
a start, being plunged into total darkness is fucking scary. You’re probably
gonna need to Endure Pain or take a couple of Hurt from the fear.

Then, on top of that, you can’t see to navigate. You won’t know where you
are, only when you walk into something. Make it scary and disorienting.

If a light-source is dropped in water, it goes out. It might go out if just dropped
in general, if strong winds blow it out, or - of course - if it runs outof fuel. Some
monsters may even start by removing the party’s light when they attack.

> SR
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The combat gear a character’s carrying doesn’t affect their Lash Out roll (except where an
Amazon has moves relating to it). So, does that mean it’s irrelevant? Well, not entirely.

Remember that the Bitches only make a Lash Out roll when they have a
If they aren’t properly equipped for a fight, they might not get to roll be

chance to succeed.

cause they just lose.

€2 Fighting a monster that can only be hurt by E:?ﬁc'w_-ft]}out any.

S | T hd - Fighting while vastly outnumbered.
In these cases, how the fight goes down and how badly hurt the Bitches are will dependon
things like how much armour they’ve got. Make a judgement call based on the circumstances.

On top of this, when the Bitches do make a Lash Out roll, someone will Eet to pick some
consequences for them to suffer; which you pick can again be influenced by their combat
gear, fighting style, and other situational factors.

Track food in terms of each Bitch needing at least one big meal per day. Work out how
many meals you’re carrying, and how long it can be expected to last.

If your packs get wet, food might spoil or rot, If animals get into your packs, you might
lose food to that, too. Once food runs out, you’ve probably gotta roll to Endure Pain
every day to cope with starvation.

. ¥ This all goes for drinking water, too.

WEIGHT ond BULK

Generally, carrying more stuffis a ﬁOOd thing, right? You’re more likely to have the
stuff you need. Weight and bulk is the drawback to that.

Ta]f'c into account how weighed down a given Bitch is whenever she tries to do physical

stuff - it’s absolutely reasonable to decide that she can’t climb,jum}g, swim or whatever
without losing some of her load. Of course, more physically powerful Bitches will be
better able to cope with weight and bulk than more frail ones.

It’s always gonna be a judgement call.

Weight also affects how fast you can move. Whilst it’s perfectly possible to sprint in

ilate armour (I’ve done it myself), long term that weight exhausts you, and you can’t
eep up the speed.










N e

* There are two fundamental forces in any living being. Perhaps they
might be called Eros and Thanatos; the instincts towards life and deatch. Both
exist in a sort of tension, each tugging in opposite directions, and cancelling
one another out until, eventually, the tension undoes them and the being dies.

Where the personification of the death instinct is the empty void, an

unthinking hunger that infects all it touches, the life instinct is aware.
It forms a sort of gestalt consciousness, dimly inhabiting living beings.
It calls itself thego_unded Mother.

The Wounded Mother is a squirming, writhing thing, struggling against
entropy and decay. Furious with hope. For those in whom the life instinct
stirs and flourishes, She has gifts.

Oh, Her gifts hurt, because pain is what defines and preserves life.
Death is numbness, life is painful and horrible. But the pain of these gifts
will keep you alive if you welcome Her in.

Those who embrace Her become Her champions - ;]icﬂu_ch_hded yaught?{i:
The Waunded Mather teaches five PrinciPles:
I, ¥ Yoo Lan't €ndure, Flee
I {f Yoo Can't Flee, Hide
CIL, I You Ean't Hide, Yield
" W If You Ean't Yield, Fight
V. I You Kust Fight, Sacrifice AnYthing to Win,

She is a force of blind, unrelenting will to live. Survival against all odds, no
matter what must be discarded in order to endure. She cares little for order and
prosperity, only that life - in some form, however distorted - persists.

T
B == = /i == == NN

The Wounded Mother loves you. It’s painful, but SHe does. '
Brg an

She has a particular fondness for .Dungcon Bitches, those women who struggle
. together against a world that hates them. While Her Daughters are closest to,
her, any Bitch can call on the Wounded Mother for aid, ar!d often she answers.

Of course, Her help hurts. It changes you. But She’s always there, if you need
Her. Many of the monsters you’ll find in the depths of a dungeon are the
Wounded Mother’s creations, beings of pure will-to-live, without the restraints
of civilisation, sanity or humanity. Maybe they were once Bitches.

Maybe Her presence caused lesser life to flourish into something monstrous.

And She loves those monsters, just like She loves you.

You can get Bonds on the Wounded Mother just like any other NPC. If you
open yourself to Her, even just a little, you can talk to Her using Commune
With Strange Powers. She’s always there, waiting for you to reach out to Her.
You can even accumulate bonds on Her, particularly if you are (or are close to)
a Wounded Daughter. You can spend them for bonuses to commune with Her,
or to offer Her XP to do something like any other NPC.

She has no physical form, but this doesn’t mean She doesn’t have a presence you
can attract. Where Her attention lingers, life grows vigorous and stubborn, like
weeds with deep roots that refuse to be pulled up, Things mutate, growing thick
hides and thorns and sharp senses. Life runs rampant, red in tooth and claw,
a riot of growth and adaptation. Monstrous in its fecundity, vicious in its desire to
persist. The bonds of civilisation, the rules and powers that keep life suppressed,
are eroded.

For those who crave power, such an event is a disaster, an onslaught of
unrestrained freedom that tears down systems of control and authority.
For those who are abused and exploited, its a chance to finally be free.
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When the death instinct becomes too strong, it
overwhelms the life instinct. The being devours |
itself from within, becoming empty and soulless. i

Where once there was warmth and love and joy, 1
now there’s only a channel to the void between
atoms and stars; a black hole that draws in and
devours all it touches.

A person so afflicted becomes infectious, drawin
in all they touch to hollow them out too, until all
is ashes and dust and only entropy remains.

These hollow men stare at the external world with
blank eyes, not even hating it, destroying it only
because they lack the awareness not to do so.

You, the person readin% this,
have probably met Hollow Men.

You know how the planet is dying and society is going insane because a
few obscenely rich sociopaths control like 80% of the world’s resources,
and that’s just the price to pay for their hunger for more?

You know those old white men in suits who own everything, and don’t
think about you at all? Those men who always need more, whose sense
of greed and entitlement poisons everything, who consider women, poor
people, minorities, etc. to be on the same level as mere possessions?

Things to own and abuse and discard without thinking?

You know when you hear that your prime minister used to burn money
in front of the homeless for laughs, committed weird sexual perversities
with dead animals, and considers that perfectly acceptable?

Or when the president boasts about assaulting women because >when
you’re rich and famous they can’t stop you’?

Or when it turns out wealthy men have been abusing women and
children for fun, because they can, so why not?

Or when it turns out they knew that cigarettes were killing people for
decades before it became public knowledge, and they covereg it up to
preserve their profits?

You know when you look at some rich, privileged suit-wearing
motherfucker and wonder why they don’t do some fucking good in the
world? And they look back, and their eyes are empty, and there’s no inner
humanity there to connect with?

oW
en

And then, you see that same emptiness everywhere.
The petty tyrant of a boss.
The man who beats his wife to vent his frustrations.

The guy in the club who won’t shut the fuck

up and leave you alone.

The bitter young man who spews venom at
anybody female or non-white or queer online
who dreams of taking his gun to school.

The father who will never be satisfied with you, but
uses pain and neglect to try to mould you into
something that can make him feel less empty.

The cop who just likes using his bad%e and power to

make a victim out of anybody he feels like?

The constant poison of men who will never be satisfied,
no matter how much they consume and hurt and control.
Once you know what you’re looking for, it’s everywhere.

You know that guy who lives on a trust fund with a silver spoon in
his mouth, and slowly poisons the community around him in

his constant need for power, leaving a trail of

broken and traumatised victims behind him that he’s harassed and
targeted and dehumanised until they’re driven away?

And when they flee from him, he gloats about it, and finds his next target.
And he has a disabled partner he uses as a shieid, and abuses her horrﬁwly
for years, and then when she goes public with it he sues her - not to prove

his innocence - but because he knows that the stress of a
court case will damage her health, and he wants to keep hurting her?
And you look at that guy and think HOW CAN YOU DO THIS?

And he looks back at you, and thinks nothing at all.

They’re not even evil, I suppose. No more than cancer or rising
sea levels or parasitic wasps or lead poisoning from traffic
fumes are evil; they’re just a sickness that won’t ever really go away.

They don’t seem to feel, to understand that others have any
importance except as things to grind down for their own satisfaction.
Always needing more, trying to fill this

yawning void inside them through greed and cruelty.

But really, inside, there’s just nothing.
No empathy, no calling, no warmth. No soul.

This is their world, and we have to live in it.




So, beind o Game Mistress is o bid resPonsibility.

You’re less of an active participant,
and more a facilitator, referee and narrator.

Your job is to frame the situations the Dungeon Bitches find themselves in,

keep the game moving forward, introduce comﬁlications and hazards, probe

at the Dungeon Bitches’ weaknesses, and do a

the background stuff that
keeps the game running.

The biggest skill to learn is when to stay hands off, letting the Bitches
interact among themselves, and when to interject to push things forward.
It’s not an easy role, but it can be a very rewarding one.

Remember that you don’t need to have the Game Mistress position being a
fixed role that only one person holds. You can swap players in and out of
GM inF from scene to scene, or share that decision making between the

e

whole group.

{ Remember: | You’re the Game Mistress for as long as you’re doing -

~ Game Mistress things. T qiene
> 185 How you distribute that responsibility among

everybody involved is a matter of taste.

A very strict hierarchy with a single GM at the top calling all the shots is
an easy pattern to fall into, but isn’t the best fit gr a lot of groups. The
game works best, I found, when it’s a big o]’ soup of ideas, with everybody
contributing about the same amount.




(% M@Thhgs HORRIFYING The dungeon is a Fucking Scary

place to be, and the outside world treats people like our PCs horribly.
Drive that home whenever there’s a chance. Ratchet up tension and
uncertainty, and make those gaps to breathe and relax feel precious.

@ |ntroduce LOSTS Nothing is easy. Victory has a price, tell the
players what it will cost them and see if they pay. Roleplaying is about
making choices, so to get the most out of it make those choices

meaningful and difficult.
D Let them feel BAPASS. When the Bicches succeed at something,

let them exult in their victory. Let them be positioned as powerful, impossible
to constrain, joyful even. The game’s about marginalised women striking out
to live on their own terms; give them their dues when they succeed.

< PONT Pul Yﬂur Punches. Conversely, don’t feel like you’re on

their side. You aren’t. Your job is to make their lives interesting, and
interesting means difficult. Sometimes they fuck up. Sometimes luck
deserts them. When this happens, don’t protect them from the consequences.

Hurt Them When it’s Appropriate.
9 Treat HONSTERS like si‘ﬁti;n Cc\rs. Use them while they’re still

interesting, without caring too much about keeping them around long-term.

They show up, do their thing, crash and burn out. Remember that the

Dungeon Bitches are the stars of the show, and the monsters exist to contrast against
them and make their lives hard, and sometimes to let them feel badass by beating them.

& TRUST the Pl.qﬂzrs. Ifin doubt about something, ask them!
Let them fill in elements of backstory and setting. Consult them on rules
calls and make the reasoning behind your rulings transparent.

PR———

Handling Moues

One of your jobs is to spot when a move is
triggered, even if it might slide under the radar.

If a Bitch is investigating a scene, or asking
probing questions in an IC conversation, it can
be appropriate to have her roll to Reveal Truths.

Likewise, a Bitch who’s hanging back and
avoiding attracting attention to herself might
roll to Escape Notice, or one who’s turning on

the old charm might roll to Flirt.

Often, you get the option to pick the complications for a move,
particularly for Lash Out and Heal, and some unique moves.

My advice here is to

The game needs a real, tangible Sense of threat to keep up the tension
it relies on. These moves are your opportunity to drive that threat
home. Obviously, the options you pick should fit the fictional situation,
but don’t shy away from really fucking up - or even Breaking - a PC if
that’s what makes sense in the scene.

Other moves give a player information. While the lists of questions

for these moves are somewhat restrictive, before answering it’s often
worth asking the player why they’re asking, and what they’re looking
for in the answer. -

Don’t be cryptic or ungenerous with the answers; tell the player
what they need to know. Make sure there’s no room for ambiguity.

As a general rule, before responding to any move (or any major

action taken in the conversation loop, for that matter) it’s good

practice to check with the player what they’re doing, why they’re
doing it, and why they think it’s a good idea, to make sure everybody’s
on the same page.
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When things pause, and the discussion concludes, introduce
complications to-push things forward. When the Bitches fuck up - +
maybe a failed rofl, maybe an error of judgement - you can introduce
complications to push things forward.

”~
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Some moves - in particular, Reveal Truths and Commune With
: Strange Powers - are great for this. When your players use moves to
_ iy o SO oS NG ST ask questions like this, often they’re looking to you to provide new
Particularly when exploring the dungeon, the players relyonyouto S hooks. So, provide them.
kriow what’s going on; if you don’t mention something, it isn’t really
there. Be concise but generous with your descriptions.

Ask players if there’s anything in particular they’d be looking out for,
and tell them what they’d see. It’s easy to fall into the habit of only
describing what players see, but if you can it’s very evocative to
describe sound, texture, smell, etc. ol

Often, you only need include little details to suggest a much bigger
picture; say that a room is slick with slime and smells of stomach acid,
and they get the idea. Expect merely ‘saying what’s there’ to be a
back-and-forth.

The players ask questions about what they can observe, you answer.
Don’t be stingy with this. You only need to go to a Reveal Truths roll
when they start interacting with the environment more experimentally

S A . : Sometimes, you’ll use a GM response to introduce a new problem or
- active investigation rather than passive observation.

complication. An approaching monster, a hostile NPC, a looming
danger, deprivation, somebody in need of help.

These add a new factor into the fiction that the Bitches need to
deal with.

~ Introduce _thc's"e-iss:'uE's,__ and leave them hanging.

You can also take a thread which was already introduced, and

* You’ll find that at points in the game, things come to a lull. Your escalate it. Ratchet up tensions, intensify situations, hammer the
players look to you to see what happens next. Here, you have a set of stakes home.
responses you can use to push things forward and introduce new

B less fndle L en o onn DAl oT At other times, though, you’ll use a response to follow through on

yoursetup. A monster attacks, an NPC turns to law enforcement to
get their way, danger is immediate, deprivation is unbearable,
somebody suffers. If the Bitches haven’t really dealt with a problem
you introduced, then there are consequences,.and you get to~—.
enforce them. : 7~ .

You don’t always need to use these responses. For a lot of the game,
the Bitches will be feeding off of each other, with player-on-player
interactions driving things forward.

This might be planning, conflict between Bitches, intimate emotional ! : :
moments, or more. The point is that, here, the players are making Things Come Crashing Down.
things interesting by themselves. You can step back and let them do

that for the time being.




INTROPULE AN ENCOUNTER, |

Have NPCs or Monsters show up. Maybe both. Perhaps its clear from the
circumstances what ought to show up.

If not, you can always roll for Monsters (p 87), 7 Go Looking For Trouble (p 98),
or 7 Go Looking For Fun (p 98) for ideas.

. FORESHAPOW AN ENCOUNTER.

Rather than something merely showing up, the Bitches come across evidence
of what’s to come. Perhaps tracks, rumours, noises. Now they know what to
expect, you can use future responses to introduce that Encounter.

INTROPUL € APANGER.

This might be an €nvironmental hazard such as spores, extreme cold, fire etc.
Or it might be a social problem; the locals get an unfriendly look in their eyes
and are waiting for the Bitches to fuck up, or everybody is gossiping about recent
murders and the Bitches sure seem suspicious. The point is that it’s a situation
with an inherent threat that needs to be addressed.

HAVE SOMETHING FAIL.

Pick something the Bitches are relying on. Maybe a bridge they’re crossing, their
only torch, a contact they’re meeting, a safehouse. It lets them down. A bridge
crumbles, a torch Gutters out, a contact betrays them, a safe-house is investigated.
Pull the rug out from under them.

BRING BATLK A RECURRING €ENENY,

Pick somebody or Something the Bitches hate. Make them relevant. Perhaps
reveal that they’re behind whatever injustice the Bitches are looking at.
Maybe they show up in person. Maybe their involvement is foreshadowed.

 HURT THEHN,

HRERALY CHANGE.
Show signs that the setting is going to be shaken up, soon. Rumours, portents,

signs of things to come. Use this response many times, so that the initially-vague
signs point to a single looming event that will drastically change things.

It might be a war, plague, revolution, coup, natural disaster, supernatural disaster,
religious visitation, supernaturally dangerous monster, or something else.

Whatever it is, when it finally arrives, it’s gonna be big:

. ISOLATE THEH.

Separate the Bitches. Maybe a rockfall splits the party temporarily. Maybe
somebody is imprisoned. Maybe a contact will oni;r meet their particular friend,
and the others aren’t trusted. Maybe an organisation only permits nuns, or
wounded daughters, or witches, or royalty to enter their territory. The point s,
when her companions aren’t there to support her, things can go really badly -
and really interestingly - for a Bitch.

THREATEN AN INNOL €NT. |

Put somebody sympathetic in danger. Maybe an NPC bitch is badly hurt.
Maybe a girl in town is being flogged for made-up crimes. Maybe somebody is
being dragged off by a lynch mob. Maybe somebody powerful is abusing those
under them. Demonstrate how horrible the world is, and how it will shit on the

vulnerable or unlucky. Grab the players by the heartstrings. Dare them to intervene. §

. GIVE SOMEBOYY FPOWER.

Have an NPC get some leverage over them. Blackmail material, a hostage, links
to an angsty backstory, control over something the Bitches want. The point is,
the NPC has influence now. Give that NPC some bonds as a result.

And, when all else fails:

When something Painful happens, push down the house of cards you’ve set up.




“a W,

”~
ek |

Monsters serve a couple of purposes in the game’s structure. The
biggest is that they provide a concrete threat to the Bitches; if not
avoided or dealt with, they are often hostile and will try to cat, Kill,
KidnaP, infect or Btherwise Fuck with the Bitches.

They create problems.

The second is to contrast against the Bitches, highlighting how the
dungeon is a weird and horrific place.

Fights With Manster

Not all interactions with monsters need come to violence, but some will.

Remember that a fight only really breaks out because one side or the other
wants it to. Maybe the monsters are hungry, territorial, spiteful, or
whatever. Equally, maybe our Dungeon Bitches want to take their stuff.
But where there’s no reason to fight, there won’t be one.

When a fight kicks off, remember that you @o# Zroll to Lash Out until
the Bitches have an actual goal and stand a chance to achieve it.

Before then, you can handle fights just fine with the conversation loop.
Getting attacked by a monster probably requires you to make an
Endure Painroll or take $-2 Hurt.

Wandering monsters are a significant part of keeping the tension during
dungeon exploration going.

Every time the Bitches linger somewhere unsafe, make a loud noise or
otherwise risk attracting attention, wandering monsters might show up.

Foreshadow an Encounter and Introduce an Encounter are both common &
GM responses; if the PCs are at risk of being found by monsters, make these }
responses your go-to.



a pack of CorPse-PuPPets. Near-mindless. Hostile to the warm and living.

a squad of Dead Amazons. Black armour, skeletal remains. Chivalrous.

| aGorgon. Oncea Dungeon Bitch, cursed. Gaze pctnF es. Tormented.

13

A Swoarm of spiders. Venomous, hungry Hundreds of them.

14 ia
1s | 2spider brood-mother. Slow, patient, careful. Talks in whispers.

| a LiZzard-SPhinx: Used tobe a Dungeon Bitch. Talkative.
Emotions switch on a dime. Collects rumours.Wiling to trade

mummificd saint. Myrrh and Natron. Pious, SO].I?;SISUC utterly insane.

e

a3 % 2 crew of Shele +ons. Move like marionettes. Dungeon maintenance work.

Cunning, territorial. Trades her brood’s assistance for food.

16

aa

Animated Armour, Gestalt memories of previous wearers.
Craves glorious violence.

aPach of 9houls. AlmOSt animalistic. Devour the dead. Gaunt, withered.

15

a Mycelium-Hos+. Infected with fungus Belches sporcs Still alive, aware.

21

22

Paladins. Zealous, self. righteous, drownlng in toxic - masculinity. Intruders;

23
24

2021n9 slime. Mindless. Smells of vomit. Engulfs and digests.

25

a pack of Derelict-Crabs. Pallid, sluggish. Vice-like grip. Feed slowly.

aMutated Albino Beast. Part ape, part wolf. Rangy Thrashing limbs.

a6
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52

a band of Boun+¥ Hunters. Well organised, efficient. Serve the
interests of powerful men, no scruples. Intruders.

a ﬂock of Bats. Feed on blood More intelligent than they should be. .
a coven of Shadow-Thinds. Intanglble Touch leeches ].lght warmth, life. }

2 HYena-SPhinx. Was a Dungeon Bitch, once. Cunning. Eloquent,

S3

ilf taciturn. Collects secrets. Wlllmg to trade.
26 42 mob of Plague-HusRhs. Stink of rot and filth. Infectious touch. Still alive.

31
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an An al.er-'rurﬂ.e Luminescent lurc-gu‘l bobs and sways Engulf‘ ing jaws.

aRat- K‘ins and its swarming court. Tails entanﬁled Filthy, chittering.

§ 32/ = ot et
unconvincingly. Hollows out victims to take as new dlsgmses

Swarming Bu9s Wearind o Human Shin Disguise. Stumbles

2Shombling @nce-Human Monster. Bloated, mutated, nearmmdless |
i

6 | aflock ofHarp‘ies Half-avian. Taunting shrieks. Used to be Dungeon

j Bitches, cursed. Can smcll guilt and sin.

33 |2
;%r a Lich. Necromantic might. A Dungeon BltCh ascended to something else.

61

—

swarm of Gioant que-CEnﬂPe cles Carnivorous. Skitter across walls

62

a Magna—uvnph Furnace-hot. Crusted stone skm sPhts and cracks to (¢
expose a molten core. Burns and hisses.

Potent spellcasting, transcends death itself. Post-mortal eccentricities.

35

63

a Wyem. Lizard- bat-worm hybnd Cold-blooded mtelhgence Covetous.

aScreamer. A throLEng pillar of mutated flesh, 'sqi;iekingand writhing.

36

64

a Vampire. Pallld blind, crawhng, warped. Need Needs blood for sustenance. ¢ .

aFused-To9ether Hons’{ros‘i{-v. Bat-human-moth hybrid.
Stumbles. Suffers. High pitched clicking squeal.

65

a Roper. Pillar of fused flesh. Viscera whips, gut snares. Gaping maw.

66 |aMoanticore. Lizard- IIOH-SCOIPIOH hybrid. Tox1c Splteful

/
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So the game takes place in a dungeon.

You’ll need to have one planned out
for your players to explore.

Here’s some tips on doing that.

This isn’t 2 game where players need to explore a dungeon room-by-room,
mapping as they go. I've found if you try to run that, it grinds the pacing
to an absolute molasses-crawl and kills the tension.

Instead, you can keep the dungeon vague and skip over the boring bits.
Rather than mapping the place room-by-room, you just make a rough
sketch of the dungeon’s nature and inhabitants, and concentrate on

high-impact scenes in that environment. Assume that with a little effort,

the Bitches can get to a given location; what matters is how they relate to
their surroundings and each other. -

Whilst you don’t have to use these methods, and can just make up whatever
you want for your dungeon, here’s a nice little method to generate them
randomly. -

The first step is the history and nature of the place. There are four random
tables you can roll on: for the dungeon’s creator,initial purpose, aesthetics and
weirdness. For each, roll a pair of d6s, one as the tens and one as the units,

to get a number between ¢¢ and €6.

Next up is the rough layout of the dungeon. Although we don’t bother
mapping the whole place out rigorously, we can divide it into a few distinct
zones with their own schtick.

To work out what’s there, drop a bunch of dice onto your ﬁaper. Where each

dice lands is a distinct area in the dungeon - the result rolled determines
what sort. Draw lines linking them together in a loose network; where a
line connects one area to another, that area can be accessed from the other.

Assume that the map is side-on, the top of the page is ‘up’ and the bottom
‘down’. You can take the highest up room (or few rooms) and draw a line
leading off the top of the page, linking them to the surface.We likewise
want to include a few factions and powers in the dungeon. These can be

generated similarly; again, drop a handful of dice onto a sheet of paper.

Where each dice lands is a faction - a notable person, monster, organisation or
what have you - the result rolled determines what sort. Draw lines linking

them together in the same way you did for locations; each line represents an ~ «
alliance between the linked factions. They might be friends, allies cooperating
to achieve shared goals, have a formal pact, have one be dominated by the other,
or some other link. '

Work out what ties them together.

The more separated two factions are, the less friendly they are;
factions on opposite sides of the map are likely rivals.




un86ﬁnZﬁnes

For zones, roll one die: the first number is the result, and
g ! the second is the one facing you on the side.

1.2 $ A treasure-vault, with ancient wealth p:lcd high, guarded by cunning traps.

un86ﬁn_Pﬁwers

]

For powers, roll one die: the first number is the result, and
the second is the one facing you on the side.

ﬂ|.3 ' The sanctum of an old, reclusive lich.

1.4 | Volcanically active caves, with hot springs, fumes ma_&ma pools, etc.

'0.S [ The nest of an ancient, sophisticated spider broodmother with her

| arachnid young and labyrinthine webs.

2.4 | An underground shrine to a long- fcurgcutten deity, still
a site of residual worship by visiting Bitches.

: 1.3 || A team of'scientifically-minded Corpse Doﬂ ﬂeshcraftcrs, and their creations

e ——

.. 2 A she-lich, once a Wounded Daughter, her humanity long gone,

sequestered away to pursue pOWer.

1.4 | A medusa queen, filled with terrible beauty

S R S

LS I A choir of harpies dedicated to tormenting the unrighteous.

st

2.1 l A mummified saint, heretical but deeply devoted, once a Runaway Nun.

i2.3§ A tomb, fortified to keep out tomb-robbers.

12.3] A mercenary-queen, and her band of amazons-for-hire.

s

2;4*1 A tomb, fortified to prevent the dead cscapil_g'.

2.4 | An ancient spider brood-mother, cold- blooded seductive and cunning.

2.6] A charnel-house, absolutely filled with corpses and the unquiet dead, and
the grave-goods they were interred with.

2.6 | An embassy of Hell, and its demonic d:plornats, lawyers and merchants.

A rough shanty-town built as a haven for Bitches living in the dungcon

ctive limestone caves, carved by water and time.

:3,S§ An Efreeti noble, dwelling amid fire and shadow in wonderful luxury.

:3.S Abandoned mines, with some valuable metals or gems still there to plunder. | _ 13.6 A brood of mask-wearing vampire glders, pretending at humanity,

3.6 § An underground nunnery, a sanctuary for rehg:ously-mclmed Bitches. !

-t e e

The lair of an old, cunning drake, complete with treasure-pile.

e i o
3.4 % An antediluvian drake, mostly slumbering on her treasure-horde.

S S

3.28 A trio ofﬂghmx spy-mistresses.

predating on explorers.

4.2] An undergrcuund lodge dedicated to the Wounded Mother,
a sort of holy site for Wounded Daughters,

4.4 | Afungal dream-mind embodied in mycelium circuitry. —

S R

4.2 RTSL:I -queen and her court of decadent cannibals.

4.5 A cavern complex infested with psychoactive fungal growths

4.5} Alake-dwelling Hag, arcane and horrible, a Witch who abandoned her sanity

4.6 | A sacrificial pit, filled with the corpses of human offerings,
 raw with necromantic energy. 1

S.4 § An abandoned Iaboratory complex.

e e

T S.3§ A sprawling staging-camp for adventurous Bitches exploring the
dcpths of the dungeon.

] Ly
15.3 [ A fallen titan forge-mistress, the crafter of enchanted arms and armour.

4.6 A spectre, an ancient intangible spirit of the mighty yet
departed pursuing long-forgotten agendas.

T —

5.4 || A trio of gorgon aesthetes, enthusiastic collectors of bizarre art,
soph:stlcatcd and talkative. Lots of statues.

= T T

5.4 Dcad limestone caves, bone-dry and crumbling. =

s6|A necropolis complex, with many small tombs linked together and
some larger memorials. i

S.4 | A mystery-cult worshipping another dungeon power.

5.6 | A cell of shape-shifting spider puppet-masters, and their webs both literal
and metaphorical.

le.2§ An underground fortress, in which martially-minded Bitches
gather their strength.

6.2 { A sphinx librarian, territorial yet curious.

6.3 | Elegant underground gardens. Statues, albino roses, black ] Iilles,
" ,ﬂ:uuntams statues.

6.4} A prison-complex, with dangeous captives guardcd by cunning traps and
'various Bitches who keep them captive.

I An undcrground gambling-ring of high- ronmg lantern ‘_g:fIs Well mlormed] i

i A coven of W Witchcs seeking spmtqal metamorphosis to
{ transcend the limits of flesh.

| A draconic brood-mother and her serpentine spawn.

e e T

6.5 | An underground market of Bitches:selling booze, smut,

; | food, alchemy, and mercenaries.




Koll two dice,

one as a ‘tens’ and one as a ‘ones’ to get a result from 11-66.

yungeﬁn -AG-S‘f‘InG-‘f‘TCs

A8-42 _ § Stark brutalism, with slabs of flat, unadorned concrete.
1 $3-14_} Old, crumbling, falling apart, SRR
1 15-46 ¥ Hacked out of pre-existing caverns full of stalactites and lime deposits
z;-gi‘“ Hi gEIg namented with grotesque carvings. i
1 23=29 _Bgngigfn(hql_g_rlg_d.ea.d_hud; into the architecture s
1. 25-26 § Soaring, vaulted ceilings and swooping arches.
1 3+=32J Rudimentary, held up by pit-props, cramped.
33:3&1  Tiled mo os:uc floors, smooth plaster walls.
nfe ted with vermin, a vibrant ecosystem. 4
1. ggg_j_gﬂgl._mjlab_ﬂggmgplain stone walls SEE
i 43 44§ Organic art-nouveau curves, stained glass and colourful tiles.
J 32 k stong slabs, iron spikes, barbs and chains.
| sn-sg | Rebmlt many times, a patchwork of brick, stone, cement.
=541 Infested with weird fungi. ' b
1 .85-56 Some sections partially flooded {1 4
1. 6%-62 I Opulent, fabulous architectural flourishes, marble and gold inlay.
1 63-64 | id frescoes, memento mori and apocalyptic visions. !
f 65-66 § Reli ious 1magery_e-r_1g£§ved into the walls. :

pungé‘nﬁn WElf'c;\ne-SS

"-12 Pale plants grow here despite the lack of 11
13-14 | Whispering voices of the departed. _ R
] B Mutagenic, things _Il\n here become warped over time._
i ' E etween your legs.
23 : ounded Mother, things can’t die
25-26 1 Your dreams are cruel showing what our life could have been.
31-32 1 Infested with sickness, wounds get in kted, parasites flourish. iy
33-34 § Time flows slower than outside. il
_ﬂ ime flows faster than outside. : '
_181-492 ¥ ] ight sources are suppressed, shadows h__gk.er_e.‘aegy‘;hmg_.___.___._.
143-44 | Constant gnawing hunger.
145-46 § Aphrodisiac aura; every_body. a;Jcl everything WCII‘dlY horny. R
3 S1-52  Sadistic aura; physical pain is helghtened while in here.
w [ andmarks move between visits, mapping ma denmg
L SS-56 § The sound of sobbing on ;be_,edge of your hearing,
61-62 | Dead flesh twitches and stirs uneasily. i
_163-64 I Air of portent; prophecies and visions common. . Sl
65-66 \Nothing here rots, dead matter remains perfectly preserved.

W ﬁBun ‘l'Tln SFLQCz?

"-12 an Ancient Monarch. Pa
~43-14 | a Forgotten Saint. RRIRT '
15-16 | Representatives from Hell. _
~21-22 | Pre-human Serpent-Folk. i i
23-24 ] a Drake, and its servants. () ;
_25-26 § a Sorcerer-Queen. e St .
_31=32 "¢ Ancient Titans. ; '
33-34 } a coven of Necromancers. ¥
~38=3€ | 2 Forbidden Cult. ' fire
44-42 § an antediluvian Smder Matriarch.

the Church.

45-46.4 Angels, in the first days. | L
S1-52 § a circle of Mad / Archltects

__.__:-"TH a band of wealthy Dungeon Bitches. : R
$S5-56 { an Efreeti, in a single night. S
61-62 | Survivors of a great apocalypse. NERRTN] g
63-64 Ja Bored Lic Lich.

The local c common- folk

WL"HWO\STLHSF qczBulL’r?

f -2 2sa place of human sacnf‘ce
13-14 | to house treasure securely. : 3
15-16 | to guard dangerous artefacts.

"21-22_] a5 a prison complex.
" 23-24} topunish the unri
as a tomb,

as a secret shrine to a forbidden deity.
as a necropolis.

be an opulent underground palace.
as a gladiatorial arena. - RO R
to house a menagerie of monsters.

'_45-46 } as a grand underground cathedral.

S1-52 | to trap a single dangerous prisoner.
1T53-54 mreand research the earth’s stygian depths.
| _as 3 hidden military str S s A (U
asa crugLe to test explorers for true greatness.

_63-64 | a5 a magnificentunderground garden. [
to safely house the sick and insane.

teomg,_ge_mure awithin: A
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TheR

Pead Rats

12

Mushrooms -

g o m,..

Roll two dice, one as a ‘tens’ and one as a ‘omes’ to get a result from 11-66.

|

TheP

Secarch

an engagement Fing "

13

a Pouch with a Few &oins

12

IaQnSQFSTn

ﬁné&j.@ thePundeon

Smeared contact Poison

Scraps of Prayer-¢ibbons 2

19

a few Muman “Teeth i

13

a hlE-F’lasL with Brandy 13

1S

an ©ld Boot with a Foot in it

T

Slab slams down, blocks the exit

Hidden sprung Poison needle

19

a concealed Lantern

a bottle of @in, still good

15

a Pair of dice is

1 Plt tr@p‘_‘gu&;’;hg_b_mmﬁ_

F’it trap, with Jrowning ool

24

——

a Bloody Handprint

16

a handful of €oins 16

22

a few €oins under a loose slab

rd)

the Restless Pead linger

Candlcs 21

24

aMof,!cr]\y, still edible

i

a "’mdcr—Box 22

Bat Skeletons

. 23

Parts launched from the walls

Toxic Spores in the air

-“-"-—il-\-—-
a Rosary

2S5

a tarnished wedding ring ;

26

—

€andle Stubs

~ 24

a Pack of €ards

3 | crusuuaﬂs slowly closmg in

TDXIC Volcanic G as from vents _

2S5

Tobacco and Natchcs 25

31

Bone Shards

26

Parasitic € ggs, infectious

a cheese-Rnife 26

B2

a Jawbone

, 31

Pathways Kearranged in the dark dark -

a Letter, unopened ET)

33

Roof at isk of Cave-ins

a pair of Uncut 9ems, grubby

32

a Large Pouch of €oins

34

i a ‘wanted’ Poster, faded

'35

Withered tree-roots

Gold ¥eeth

33

R:sk cuf?lash Flaads e

Room E seasc-Talntcd infectious

34

a $mutty Woodcut 34

Poisonous § ungi

36

a Meat-Hook

2

Rusred chams

35
E

a jar of 4nk 35

Territorial Vermin

a Gold Locket, with a Lock of Hair 36

Location & ursed, bhghts cxplorcrs

Dead lm:uths, aned to the wall

13

a pottle of wine, well aged

Taz

4

a vial of Hemlock % : 1
HandcufTs = 42

Unsrable Faom}_g, AQlass 5hards

C orrosive (7 as

a4

a Mummified Finger

a3

as

Bracket Fungi

a little wooden eeligious §con

Q49

a pot of Grease a3

Cracks in Ceality lead elsewnere-

a Paper Mask 449

Q8

Prayer Beads Qs

Lurking Ambush-pPredator

Smeared contact adhesive

St

2 bag of $mall @ems, hidden

S2

Large clumps of Lichen

53

Scattered ovrrows, some broken

a6

Sylphium, powdered 6

S

a Needle, ‘l’hrcad';-l'ia‘?c-ilp_cl S

Watc r Petrifies on Contact

Floor unsrable, rmght cave in

52

a small purse ofgo_ins 52

sa

a gacrificial Rnife

S3

Ffurniture acwally pungry mimic -

Pearls 53

=13

{ Somebody’s underwear

154

Silvé‘r_Body-? icrcings 54

Poor actually hun‘g%‘x mimic
Floor slab actually hungry mimic

61

| Scratch-marks from human nails
ia Bottle with a dead Frog in it

s SS

a Hairbrush

L S ]

56

Marches 56

SS

‘ACldiC Hwt e
. -Flammablc £umes

62

a hammer and chisel

63

a Tin of Paint

61

@pium Seeds, and a Pipe 61

plgesuve Predatory Slimes

a Bounty-Hunting Licence 62

Y awning bottomless abyss

éa
e g

65

Rusty mails

o st

a canary in a cage, dead.

i a chalk ritual- c:rcle, Taded

Caltrops 63

Air ofcrushlng Slespair

Dr:ca hal lucmogcmc nushrooms

a child’s drawmg

64
T

" Hypnotic mirror

 a §ilver Hand-mirror

t Mutagenic f ountain

’EVEn‘[’STn :
‘l‘lﬁzpun.ﬂeﬁn

Something follows you at a distance

— 42 | aLost Bitch, broken and alone

ceilmg callapse blocks the way back

N

|_Somethin hungry nunti

2 secret pPassage to somewhere hidden
the Temperature Jrops massively
Parkness grows heavy & oppressive
the aftermath of a fight, Lroken Bitches (R
_Tormented by Park Fremonitions ‘
a sudden wave of |_ethargy
€xploring Soldiers from thc surface

2
=23,
q

26

3¢ | Blunder into a Territorial Monster

32

a Treasure 4 ord(:l suarded b\r“tr_aps
" Flash flooding

33

_34  Treasure, and a Slumbering Suardlan )

35

Weird illusions form in the darkness

An €nemy has tracked you down

thc Pead are Fisturbcd and Rise
two Bitches trapped in the dark
Fabulous treasure, seemingly ung'uarded
the Parkness tries to put gut Jour ILighl:s
a hidden shaft leads much deeper

as

46

—————

| Interrupt a strange Rite

the party gets Separated in the dark
a_ Map leading somewhere secret
Rival Bitches squaring off for a fight X
‘Rival’ Bitches secretly making gut §

S

s3

sa

Cave-in splits the party
AL el
Curious Monsters investigate you
i Something Ancient wakes from slumber

S6

——

61

— 62

Bitches flee Something horrible
Interrupt Monsters feeding

63

T erritorial h naunting -gga
3 e ———— M-—'ﬂ--—

A ncwly—Abandoncd camp in the dark

Interrupt a Fight in Progress

" the dark offers strange Metamorphosis



txaomple VPC B3 TCHeS

To pick a random Bitch, roll two dice, one as the ‘tens” and the other as the ‘ones’, to get a number from 11-66.

e, e e <

Alice Gre9, Practitioner of necromancy, speaker for the departed,

Melusine. the Torn's Dou?hters A wyrm wearing the shape of young

9 | ho enacts bloody vengeance on those who kill women. 24 girl. Old, hoardes treasure, defensive and protective. Broad distain for
Pale, sunken eyes, grey hair. Dresses in funeral-wear. 11 _mortals, grudging respect for other supernatural or monstrous Bitches.
i Patchwork Jenny, Several corpses stitched together into a S Rofoar A harpy. A professional cat- aurglar, in it as much for the
12 single corpse-doll. A poet, engraver. Owns a printing press. Melancholy. 2S5 challenge as any material gain. Senses the guilt in others instinctively.
= Fills the emptiness in her chest with art. S A staunch pacifist. Fiercely loyal and self-sacrificing. e
I Robiok Amide Political dissident. Comes from a wealthy family, Evo Van Hor<tmoans Ran away from home. Overwhelmed, ragged
3 surprisingly popular with the masses. By turns sullen and reserved, looking. Keeps a diary of unusually beautiful verse, dense with symbolism.
then dramatically, flamboyantly angry. 26 | Collects candles. Freckles and scars. Missing two fingers. Could have
T | Saint AnRes The miraculously reanimated corpse of a martyred nun. | | beena celebrated poet in a better life. _ LI T
149 Wildly heretical, curious and analytic, sincere, clingy. Cod2 Alice 0§ Montrose. A doctor by trade, minor nobility by birth.
Resists monstrous urges to feast on hot, living flesh. ; ' A midwife, herbalist and battlefield surgeon. A seller of bluerune and
E<trid Huldredobtire A mercenary, a veteran of many wars. 31 herbal remedies. Neatly dressed. Ring finger missing on her right hand.
Scarred, wiry, grizzled. Fights with a customised spear, the tip a Open with her affections.
85 | manticore’s stinger. Gregarious, boisterous, outgoing and confident until B\Ue Me%. Small, vulnerable-looking, pitiable. Perpetually nervous.
they enter combat, when their manner becomes detached and clinical. A young beggar of unknown origin. Her true form is an immense,
| Tere<o Of the Entrailss A haruspex, a prophetess of blood and 32 | Colourful spider. Targets predatory men. Leaves a trail of exsanguinated
viscera. A changeling in human form. Callous, curious, scientific, bodies behind her. S e e
86 | Jriven. Has grand plans. Hides her affections, opens up only slowly, A<ke Steelz, Burned at the stake for gross violations of public decency;
or when intoxicated (as she frequently is). e | found the Wounded Mother while burning, survived, came back altered.
NoMaok the Red. Scion of a noble line. Disowned by her family, 33 | Lictle restraint or tact. Wears her heart on her sleeve.
following accusations of several murders. Extent bounties for the Blazes with supernatural flame when impassioned.
21 killing of nine men. Wears a necklace on which are strung nine Amelie Brodeurs Sufferer of strange visions. Weeps bloody tears for
human thumbs. Quick to anger, tempestuous. 34 her sisters’ pain. When angry, wild beasts and weak men cower before her.
i Yoel, Hung for ‘indecency’, clawed her way out of herown Those who hear her shriek, die. S
22 allow grave. Slightly feral. Kiss intoxicates. Lives on raw meat. - | Molikoh Akkoris A witch and an alchemist, their body subtly mutated
Loves deeply, freely, without restraint. 35 by the supernatural power they wield. Goetic sigils on their skin like
T RUEN Of Dunmincters A street-preacher, fugitive from a nunnery, birthmarks. Brews androfall and mother’s grasp. Their bite is venom.
23 prophetess. Bleeds from the eyes. Believes there is a looming apocalypse “—;6 UlZana Krovchenk O, Daughter of wealthy merchants, a disgraced

that will overturn the existing social order, casting down the powerful
and abusive, raising up the outcast and dispossessed. Frightened.

heiress. A consumate duelist, seducer of privileged women, con-artist and
all-round dashing rogue.



o

Daphne Defilers A composite of dozens of dead girls. Partially
mechanical. Powered by vital ichor and an interplanar furnace.

1 An underground surgeon, scavenging spare parts from the corpses to

provide transplants to other Bitches.
Emphatic, free-spirited, affectionate. Willfully independent

Sq

Luna RO<elini Dabbler in the esoteric. Well educated, refined

speech, tendency to use academic terms. Summons horrible things

from outside reality. Sheltered, reckless,adjusting slowly to life
___outside society’s p protection.

i 42

Elicabet OF the Black Lakeo She who communes with spirits of
the depths, who drowns men and offers their blood as sacrifices to the
beings who dwell beneath the waves. Her fingers black claws, her hair
cbony, dressed in sodden rags. Proud, impetuous, protective.

413

e e e,

Bit Cockroach’ Nitskis Beheaded for a wide litany of crimes,
but mostly for fucking the wrong people’s wives. Can’t die; their head

simply grew back. Body weirdly malleable.

Flint Nok thoo A gorgon, bronze-clawed, scaly and. serpentine.
A trader among the underground. Buys looted treasure, sells booze,
clothing, weapons. Reserved. Lonely.

S6

llca KIrgovitcho She who is fury. At times vacant and wnhdrawn,
ragged with exhaustion. When stirred to anger, a howling maelstrom of
supernatural violence. Sleeps a lot, Uses a lot of narcotics.

BloodJ Charlotbe. Ttinerant thief, hunter, scavenger. Has survived ]
four lynchings so far. Can bite through iron. Thousand-yard stare. - ’

| than she really is.

of a candle flame and the dribble of wax. Inquisitive. Looks younger

A%

e e

7~

| Anuuer rogue with a heart of gold. R A T 61
Macke\ Drezners An explorer of the deep places of the earth. " Fiercely honourable. Red-headed and snaggle-toothed.

Slow, cautious, timid, alert. Rarely returns to the surface world, Yacamin Aria. A scholar of religious apocrypha. Thoroughly
q which she says is far more hostile than the depths. 62 ! heterodox,corresponds anonymously with more respected theologians.
: il Practices old, nearly-forgotten rites.

! e | Wields a home-made pick:axeand.lanrern. . o Y e e
Mackenzie Lambert, Cursed to take the form of a huge, twisted, i i Quliet, the Block Kaighto A fallen noble. Once fought for a
lupine monster. The curse mostly suppressed, unstable. Physically i €3 | terrifying master. Now dead, brought back by foul sorcery, body altered

4SS impressive, feeds on blood, rarely sated. Gruff, emotionally distant. by necromancy. Staunchly loyal, surprisingly honourable, chivalrous.
Secretly a sweetie. Refined taste in low circumstances, Abandonment jssues, :
| Lo M O =0 ol Kl iak b warks withbloodiand Vex Chombers<s A polymath. Composer, historian, singer, heretic.
Q6 other humors. Genteel, refined, well educated. Prone to flights of 64 Engaged in secretive cultic activity, syncretic rituals with a diverse
eccentric whimsy. Tall, pallid, dark-eyed, looming, o range of heretics. Reaches the divine through music.
Froncesco the Butcher, A dead girl brought back by forbidden _ Well dressed, elegant. Has issues around P“SPL"“L‘ISJEE_‘E’E_“____
science. A sculptor of flesh and creator of undead monsters. Nour. the Silents A renowned mercenary with a terrifying reputation
St AT L ek e Pretty, in a morbid sort of way. 6S | among mainstream society. Wears blackened scale armour, face hidden
| Her physiology enhanced and altered. behind a black chainmail veil. Wields a two-handed flail.
:_ P Ashtorethe An engineer. Builds armour, complex traps, prosthetics,  {_ Taciturn, An‘alytical. e e -
2 locks. Left side of her body covered in burn scars. Prosthetic left hand. Ared Ophelioo A dressmaker. An artist in silk and velvet, a creator of
| At once driven and ambitious, and bleakly depressed. 66 | beautiful things. A driving force behind local fashions. In hiding
Luciona Brava. Tells the future via lucernamancy. Reads the flicker following a string of murdered customers.
S3 In truth, a huge pale spider in disguise. Collects human teeth.

/
./




You can expéct the local town and its residents to be a recurring
feature of the game, so you’ll want to give the place some details
to bring it to life. Remember, you ¢an expect some (or all) of the
Dungeon Bitches to have come from this town. Ask the Playg:_r_s_ if
they know anybody back in town, or if their characters tie into
anything, and work their answers into the place.

Unlike the dungeon, where - to keep the exploration interesting -
you might want what’s there to be mysterious and hidden from
the players at first, you can be much more collaborative when
you create the town, — == s e S actre '

'

As with dungeons, you can, of course, use a town somebody else
wrote, or justmake things up, but a system for randomly creating
towns has been provided, .
because honestly I just like writing random-generation tools.

- — B —
Sl —
i

=

We’re gonna map out the different features, and how they’re connected,
much like we made our random dungeon. Drop a bunch of dice on the paper,
mark down the result, connect them into a network.

First up, there are a few features you can expect every town to have. Namely:
An inn or hostel that travellers can stay at overnight.
A tavern to go get drunk in.
A local church, with its appointed priest.

A local noble, who runs this place through
the application of wealth and force.

For each, drop a marker onto your paper, and note down where it landed. We’ll
be linking them to the other (randomly rolled) features once we’re done.

For the other noteworthy factions in town, drop a bunch of dice onto your paper.
Where each dice lands is a faction - a notable person, business, organisation,
whatever - the result rolled determines what sort. Draw lines linking them
together in the same way you did for a dungeon; each line represents an

alliance between the linked factions. They might be friends, cooperating on a
business venture, have a formal pact, be subordinate to the other, have shared
origins, or have shared goals.

Work out what ties them together.

The more separated two factions are, the less friendly they are;

factions on opposite sides of the map are likely rivals. I want a bit more variety
than a simple 1-6 chart can manage. So, as well as the side of the dice facing up
(the one you normally look af), also look at the side facing towards you.
Cross-reference them on the Dice Drop Town Factions table on the next page.

This will give you a rough picture of who the major players in town are, and
who will get pulled in to support who. There’s another random table ( Zown
Quirks) you can roll on a few times to get some more details about the place in
general and spice stuff up.

Once you’ve got this rough picture of what’s what in town, you can describe it
to your players, ask them if}zhcrc are any NPCs they’re linked to, and
potentially place those NPCs on the faction-map, too. Players might have
entire organisations in their backstories (such as the nunnery a Runaway Nun
came from, for example), which you can add to the map as their own factions,
or have direct links to other groups.

Before you begin your first game session, work with your players to bring the
town to life and to tie their Bitches into it.

~ n
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QC+ Fns

First number is the one on top, second number is the one pointing forward.
Sl

i
1.2 ianonGSferY or aUmneryY. Secretive

_—y T g
Roll two dice, one as a ‘tens’ and one as a ‘ones’ to get a result from 11-66.

f _r'qr\c&ﬁm Tﬁwn c‘lu'ir‘--HS
q
]

-_e—__..-!’-ﬁ-w--—---v—
1.3 (29an9ofor9anised criminals, doing petty burglanes

e ——

1.4 [290n9 Scll:ng Narcotics

— S SRR S L o S

1.5 | a Prominent Citizen is actually a vanP‘ire preymg on vulnerable women

| 98 1 Canals instead of roads Q1 | A fortified outpost

| Disproportionate :2 WidesPrcad paranoia

12 ;
number of poets about witches

B R i —— —

13 | Gold-smelting industry 43 | Mist-shrouded

e A T e e SRR

2.1 | an initiatory eWb ¥, Worshipping something nasty ty that lurks outside town

2.3 ! a Fundomentalist religious sect. Zealous, jl.idgcmcntal won’t shut up

gq | Churchis, in fact, a huge old ;44 Infested with stray cats
cathedral, a centre of the faith | 48§ Widespread xenophobia

R B et —— e

2.4|a promment citizen is 2 Serial Sexual Predator. Everybody kncuws

2.6/aw well- equ:ppcd militio. Like throwing their weight around. Fighty

' 3.8 1a bro'l'l\el., being run right there in the open

13.2 | an assassin-cult. Preys on Vulnerable people and Outsiders

Extensive cemeteries. 46 | Most buildings very old mdeed

AS Lz R T —

Generally morbid feel St | The dead are often restless

| 46 | Flowers everywhere s2 Cmdﬁ“éeneral air of n:a_l;;se
T Site of a hismric battle | _"—53 '- Halfti'u: town
22 | Poverty-stricken {unoccupied ruins

3.5 |a Well-guarded 9avol, complete with resident €xecutioner

3.6 |awitch-hunter, rooting through the commumty for heathens

S S

4.4 latheatre. Ventures into political satire. Frequently Scandalous

4.2 |abrilliont doctor sccretly doing wildly unethical expcrlmcnts

4.5 |acircle of wealthy aesthetes who torment the poor for ‘art’

4.6 |2 coven OF Sorcerers, disguised as a perfectly mundane business

S.1 {achurch dedicated to a schismatic splmter-falth Proselytises

S.3|aswarmof intelligent mice manipulatmg things behmd the scenes

e

5.6 | Politicol inFormants , espionage agents for the Upper nobility

6.2 | AProminent citizen likes kidnapping and murdermg young Women

6.3 | a very wealthy circle of merchonts, cngagcd in prlcc fixing

6.4 acell of Pol.‘iﬁcal radicals. Opportumsuc rabble- rousers

e et T

6.51a ﬁ?ddeh bro+hel catermg to f:ch dcpraved clientele

5.4 | A90n9 of street-children running a Scar:ly effective protection racket

23 | A famous pilgrimage site s4q | Surprisingly sophisticated

) sewers

24 | Disproportionate S -
- { amount of guards ss | Industries dying,
25 | Politically tumultuous town dcclining

—, e = e

b .

2¢ | Fond of horrid Sé Occuged by mvadmg forces
public exccutions 61 | Absolutely full of heretics

3¢ | Large homeless population 62 | Constant duels and vendettas

32 | Ghettoised cultural minority |63 Graff'ti!;verywhere

General air of €4 | Docs a lot of. lynchmgs ings

——, e o —

religious fervour |6S Plagued by monsters

e L e e R

33

34 | Small, very wealthy, i 66 | Bizarre and ornate
upper class fashion trends

e

38 | Crime-ridden

Lots of hauntings




Roll two dice, one as a ‘tens’ and one as a

| G 2 Look
‘Fﬁr Trﬁu

A Vulgar cat-callers
g Ot L P Gl

y | Muggers

Judgemental Street-preachers

1 Guy bcats hlS kids

€

| Guy wants to fuek won’t accept a no

| Robbery in progress

Pickpockets, bad at their job

__,_lS 1 Asshole won’t leave young girl alone

Angry drunk bigots

Town watch abusing thelr authorlty

Gll‘.‘l accused of non-¢ ex1stent crime

Y 0ld rich fucker hits his wife

Interrupt a mugglng-ln progress

. TO\vn watch looklng fora fght

Evangellsts Kave it in for you

Mob on its way to administer ¢ _]usuee

Two girls ﬂogged for 1ndecency

Street deale_pushmg lethal narcotics

A puneh-up about to _l_uck off

A vampire feedmg on somcbody

 Town guard make a pomtless arrest

Girl getting the shit kicked out ofher_

Evangehsts try to convert you

Somebody about to get_llan_g_ed

Woman is accused of being a witch

Drunk gropey bastard

Publlc flogging for adulter),r
Youths hassling the elderly

Wlldly abusive domcstlc row

Shouty abusive drunk guys

| Secret gay tryst in progress

| Town watch levying bullshit fines
]udgcy old women hassltng people ol

Evangehst wants to get you lynched

Bored youths kicking a cat

Mob looking for sinners to punish

| G o Lefro'lﬁ
‘Ffdr 'Fun...

; Gamblmg on dice

| SRS - — e

Pretty young thing jiist left closet
makmg up for lost time

High-grade absinth, tr1ppy Shlt

High stakes card game 7

9 | Betting on rooster- ﬁghts i
Cute barmaid totally DTF
Aphrodlsiac wine, prcdictablc tcsults

Underground boxlng ring

i :_Splrlted theolOglcal debate T

Gambltng on chess games

I e e —

Dangerous polmcal debate

Wildly scandalous satirical musician
makes political point

ones’ to get a result from 11-66.

I -Gll‘.‘l in the bar is into some kmky Shlt

| Free admlssmn to brothel

Hallucinogenic mushrooms, potent

2 | Opium, good quality

Wine-tasting event

[Inwted to join cxcmng he;st

B Cute gu‘l “finding herself’ se:tually

Beauuful noble, slummlng it

Cheap, exotic narcoucs

Fortune tellet surpnsmgly accurate

Good old fashloned bar ﬁght

Betting on knucklebones

Really talented tattooist

Two experimenting lovers seeL

 third for the night

' Gamblmg on thung goldFsh
Sp1r1ted phllosophlcal debate m_‘

‘Alchemist sellmg g potent shit

Lonely married woman seeks affair

Hidden Beast very horny, very LmLy,
promlses not to eat you

Sharpshootmg competition

Ghost girl wants to feel lo\red agaln

Gamblmg on pidgeon racmg

| Disguised nun seeking fotbldden love

Good old fashioned puppet show,

full of sex and ﬁghtlng




CltlZf.'ll lS 3. SCC

[There’s gonna be a coup soon

The guards are corrupt

‘) ,_lS

21

Secret witches are everywhere

1 A wealthv citizen is a secret vampire

War looms on the horlzon

General reltgtous apocalypttetsm

1 Pies have people in them!

Secret vamptres everywhere

Secret werewolves everywhere

32

Wonder-drug will cure everythlng

Senal killer on the loose

Wldespread changelmg mPItratlon :

Economy due to crash

Local_glrl can perform mtracles %

‘Maybe witches aren’t so bad?

a2

13

Women have it ‘too easy’ now

Scandalous play got totally | banned

| Guard crackdown soon

Economtc crash soon

| Whole town cursed by vmtehes

Town guard planmng a coup

Graves are getting. robbed

: Secret brothel htdden in town

ﬂ Get-rlch qutck scheme (1t_ s a con)

| Nobility into some fucked up StufT

| Shapeshifters everywhere!

| Drugged water wrning people gay
| Merchant haryesting people’s organs

Wine shipment tainted

RaClSt eonsplraey HOHSCHSC

Local priest secret pervert

Babies being replaced by changelings

Intelllgent mice control everythtng

Sidnificant

‘Even‘l's in Tﬁwn

| [

1w o[As srrmg ofgrtsly murders

12 Rtsmg numbers of haunttngs

$3 | Strict curfew

Secret witch-hunters everywhere

Crackdown on drink, nareoues, etc

] Scandalous burglartes Ly

| General religious revtval

Food shortages

Gang war on the Streets

Dlsease outbreak

EXOI’.IC trade caravan VlSltS

Sudden rash oftnexpllcable mlracles,
reltglous fervour

Outbreak of the risen dead

PWtdespread riots

High-profile polttteal assassination

Massive i increasc in taxatton

Inﬂux ofvermm

Wetrd monster m the sewers

B Floodtngv__ﬁ VA

__Wldesl_)read fires

e S —

Failed coup

—

| Extrernelv wetrd reltgtous festtval

Prominent citizen lynched

Wealthy citizens arrested for treason

| Invasion by enemy army

Were_wolf outbreak

e i

Vein of gold dtscovered

| new mines open, boom-town

TR o T S I
Rising police brutality against
margtnaltsed citizens

TE e S ——

| Sudden a.I‘I:lSth rev1va1

| Crackdown on ‘sexual | unmoraltty

e e e e 2 o e e =

Weapons banned for citizens

Huge storm, homes damaged

| Raid by enemy military

| New drug hits the streets

| Violent rellglous purges




So, this is finished.

For the last few months, I’ve been able to step back a bit and
let the project’s very talented artist and editor do their thing, and
coming back to it now I get to read over the stuff T wrote with

fresh-ish eyes. And I keep thinking ‘oh, shit, I wenz there as I read things.
This game rather consumed my life for a year and a half.

I’ve put a lot of myself into it, sometimes without quite realising what I was
doing at the time, sometimes very deliberately. There’s pain and heartache in
there, but also the joy of finding a community of people like yourself. And
that sense of community is something that crept ever more into the text as the
g}::.me developed, parallel to the people I found who worked on and play-tested
this.

In a lot of ways, this game’s a significant departure from my earlier work.

In the past, I'd always held back a little on certain topics. I was writing for
a pretty broad audience, and so I cut out a lot of stuff around sex, trauma,

oppression and so on. Here, though, I’ve gone all in.

No constraints or hedged bets,

I have things I wanted to say and I’m going to
beat the audience around the head with them.
Some parts of the game are obvious metaphors
for topics that matter to me, others don’t even
| bother with metaphors. It’s been very freeing
to just reach down inside n&yself, yank up that
/ messy painful cathartic stuff, and spew it onto a
page. A work like this is inherently political.

Dungeon Bitches is not a nice, safe game. It’s
angry and hurt and scared and vulnerable all at
once, because /72 those things, and so are the
people around me. There’s a veneer of fantasy,
but ultimately the game has a message behind it
and I think that message is pretty clear.

And now here it is, and this initially
off-the-cuff project about lesbians
dungeon-crawling has spiralled into
something much more emotionally
important to me. In many ways, making
this game marked a turning point in
my life, letting go of things that were
holding me back and moving forward
asa §esigner and person.

It means a lot to me.

I hope you like it.

Dungeon Bitches came to me at the right time.

I was in a ... pretty uncertain spot.

I was teaching high school, it was the start

of the coronavirus pandemic in the US,

I knew I didn’t have a contract for the

following year. I mean, I didn’t know if I .

was going to be able to handle more

teaching even if I did have one; I loved

my students and the impact I had on them,

but I just couldn’t handle the sheer unreasonable amount

of labor expected of teachers with my neurodivergent ass brain.

Then Emily, someone who was at the time just an acquaintance and, to be
frank, someone who’s work I admired, invited me to start playtesting this new
game of hers. Dungeon Bitches. Through that, I met this artist gal who was'
going to be working on the game and, well, y’all don’t need any introduction
to Sarah. Quickly, this thing became a huge part of my life, and these two
went from ‘people I kinda know and admire’ to my two best friends in the world

... emphasis on the world bit. Damn oceans.

And Dungeon Bitches went from ‘a game I like to play’ to quickly ‘a game I
give design ideas and feedback on and send pages of grammar edits for’ to

a game that I’m working on’ to ‘a game that we’re throwing a Kickstarter
together for’. And then, to our surprise, ‘a game whose Kickstarter did really
well’. Working on a game that spiralled out of a blogpost with some

: --acqll_l.:aintances had become pouring blood, sweat, and tears into something
t

with my two best friends, and people wanzing that something.

It’s ... still hard to wrap my head around it, honestly.

This game brought me close with two of my favorite people on this planet,
who are so kind and thoughtful and funny and ... I love these bitches. They
inspire me every day, damnit are they talented. And this project has made it
possible for me to actually try and commit myself to making art in its various
forms - something I definitely couldn’t have said before Dungeon Bitches.

When you read this thing, know that you’re reading something that’s had love ({
poured onto every page - love between the people making it and love of the game [
itself. When you read this thing, know that you’re reading something whose  /
every word was scrawled down with hate - hate for a broken society that’s left
us struggling to fit into wrong-shaped holes. When you read this thing, know
that you’re reading something which will never compromise - which will
always be itself, to the fullest extent.

Dungeon Bitches came to me at the right time.

I hope it comes to you at the right time, too. . Mxtress Khan
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/ Alright, it’s my turn... I sure know who Emily is now. We quickly grew —»© = 0 T T
from strangers working on a project to close . e N TR ‘ # %
Sarah here, I did the art and stuff. Oh, I also came up with the idea to call friends, hanging out and chatting almost every < = e
(Esthe “classes " deals’vs day as the game took shape. g - .

(L to paraphrase an exchange from early in development: [ And then the playtest. r,""" i f;‘..I‘ it
/ Emz‘l)f The tetm Class is wonky and doesn’t fit Dungeon Bitches, but neither )/ R 0 N
-J-'\‘ does * Playbook’, I'm not sure what I should name them. Any suggestions?’ As Khan already said, it was a bit of a b (l

= - i turning point, as the pair of us got super tight, 7/ ~ = #SLSTEAE |
3 Sarab: “ Call em Deals. atthe time of,writing this, without hesitation I can Saythat- 2 Bt 4
bl e € ° 2 the motherfuckin’ babe is my best friend...and that was before he came on o
) ot Sl sl ‘ board for the prcl::]l'cCt proper. He really became the Eluc that held us together as ( )

Sarah: ‘As in, “So what’s your fuckin’ deal?”’ is support, the game wouldn’t look nearly as good as it does.

() Emily: “Thar’ ie!”

a team, without

To add to finding my two closest friends, with the success of the kickstarter, ( )
I was finally able to quit working a terrible job that was slowly choking me to

death and live as a fu(}l time artist for the first time in years. (the only time gy
before that when I was still at Art school living off student allowance) \

...50 you’re welcome for that. Feel free to use it if you’re making a game too,
. it’s a goodun. There are a few other little bits like that here and there, a move
( ) or two, a few of the spells, some of the things on the tables, etc, that Emily

and I worked together on that made their way into the book too. Emily poured faer heart into this book and I did the same. Taking photos of \_ |

chains and other gear in a garage, bare feet on cold concrete. Drawing until late
in the night listening to Yeule, ﬁda Rook, Gallhammer, ESPergo, Jack OffJill, /
Scarling., Sleater Kinney, Hole and Nirvana albums on loop. Scanning bits of

tape, tearing old sketch books and a pair of my underwear apart, all coming A

) ..alright, getting sidetracked...so...

Dungeon Bitches.

( ) together to form a collage of friendship, love, lust and pain. \ /4
0 This game changed my life.

N\ Ididn’t actually know who Emily even was before Dungeon Bitches. (much like I truly believe that this game is something sp ecial, (that’s why I bugged the ( 2y

. how hardly anyone knew who I was before Dungeon Bitches I guess.) other babes to say a few words to close it out on, add a little bow after all those /

fucking tables.) I’'m so glad its already got a little following of cute nerds,

An online friend of mine brought the second blog post of the early sketches disaster dykes and cool Supjmnive dads. I hope that following grows; and the

/ ) of l?ungeon Bitches to my attention, the one with the first incarnations of the people who need it can find it. ( \
deals. /
And even in this rough; unfinished form, it resonated with me, deep to the Deun :02,?1?116; 15.5131(:5;};361::6 gg?)ll;;jlfe, it’s like your best friend, it’s your :
( ) bones, with its messy fury, its big heart, all sexy and twisted. 120 iR e S S unt (¢ )
I thought right away while reading the Amazon ‘I would totally draw this. And Ift:you are r?ditn%‘ ﬂ]is ind are one of our backers, thank you, from the bottom
( ) afew seconds later I thought *fuck it, ’1l see if T can message who wrote this.” O S ( )
1 ¥ . . . . . . | |
\ Sarab — (in Emilys DM, first message, April 2020) “boi hoi, if you ever want If you are reading this after the fact, stumbling over it on some list of /
. 5 recommendations, or after hearing about it from a friend...or however you
some art for Dungeon Bitches I would love to help. o e . - :
v found it, if you are one of us; queer, a woman™, with no place in polite society; L/
\  Herresponse? “Tell me more?” welcome home. /
~ Sarah Carapace, listening to Serotonin II by Yuele at 12:11am 24./10/2.021
P g Ja Dy 4
\ in Melbourne on the land of the Wurundjeri people. /
\ Sovereignty has never been ceded. 4 /
) 2 ! 3 D) N At e N _E /2 % /4 0 -
= 2 e T ~ e = i T e - ~ o - o, B S N - - % * e et
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Default Moves »
Roll 246 + A Stat. '
Gorlessisa fail

2-9 is a s#ccess,

WO+ isan overwhelming success

e

QUEER moves
g W S
Flirt £
Roll + Queer
Fail: She g;:ts a bond on you

Success: She picks one or more of-

< You get § bond on each other.

@ She offers you something she
thinks you want.

Overwbhelming success: She picks one ~
or more of-
2 You get 2 bonds on each other.
@ She offers you something she thinks
you want.
& You transfer ¥ hurt from one of
you to the other.

Commune With Stran9e Powers
Roll + Queer

Fail: The results are no use to you,
and you’ll need time to recover.

- What did I do wrong?

& What bad shit is coming my way?
& © Whatis supernatural about this?
= How does she feel about me?
© Am I safe?
© What do you want? -
& How can I make this right?

Overwhelming Success: Ask as above, and
everybody you share the answer with gets
¥ XP, Pick one of-

+1 to act on the answer.

' bond on the - person in questmn

Bonds
Spend a bond to:
Give her +¥ or -t on a roll.
Give +1 or —% on somebody’s roll affecting her.
Have her take ¢ more Hurt. '
Have her heal ¥ more Hurt.
Offer her #%P if she does something you want.

o

Escqpe Noﬂ:e
Roll + Subtle

Fail: You're spotted.

Success: You’re hidden. Either escape safely,
or +1 to act from surprise.

Overwhelming Success: You’re hidden.
You can act from surlprise with +4,
and then escape safely once you do.

Get A Read @n Somebody
Roll + Subtle

Fail: She gets a bond on you.

Success: You learn what you’d need to do to
get her to do what you want Right Now. If you
do it, she gets § %P if she does what you want.

Overwhelming Success: As above, but she
gets 3 %P for doing what you want.

Steal
Roll + Subtle 5
Fail: You’re caught in the act.

Success: You get what you want, you and your
companions get § P, Pick a complication-
* You and your companions need to
leave right now, or you’ll be caught.
x You leave some evidence behind
‘pinning the blame on you.
X A tool is lost or broken.
X Whoever you stole from suspects,
and gets ¥ bond on you.
¥ Something goes wrong, and you take 2 Hurt.

Overwhelming success: You get what
you want, you and your companions
get § %P, No complications.

Hurt

Take hurt when bad stuff happens.
You can have 4 Hurt.
If you take a Sth, instead you’re Broken.

Brohen

While broken, you’re helpless. If something
tries to hurt you and nobody stops it, you die.
If not got to safety to recover, you leave the
story. If taken to safety and helped recover,
you take § damade, take a permanent injury,
and recover to @ hur‘l’

o —

N

&

:

*

HARD moves

Endure Pain
Roll + Hard
Fail- You take an amount of Hurt.

Success: You pick-
You’re fine, or
Get § XP and take an amount of Hurt.

Overwhelming success: Get ¥ XP point and

take no Hurt. For group rolls, everybody
gets le

Lash @ut
Roll + Ha;‘d

Fail: The problem isn’t solved, and the
GM picks 2 complications from-

% You take a point of Hurt.

x Somebody you care about who’s
present takes a point of Hurt.

X Your victim gets 2 Bond on
everybody acting against them.

% Something valuable of yours is lost

. or destroyed.

 You and your companions are forced to

flee, anybody who doesn’t or can’t is Broken. |

Success: The problem is solved. You pick an
option from the list, and so does the GM.

Overwhelming success: The problem is
solved. You pick an option from the list.

ExPerience

At the end of each session, get 1 xp

(for each item that’s a ‘yes’) if you -

& Learned something new about a
fellow bitch.

© Gained something valuable.

2 Fucked somebody new.

" @ Were emotionally vulnerable.

@ Acted on a grudge.

* You can have up to 4XP at once. If you get
.a St erase it all and take am advance.

\ o'

SOFTmoves

Reveol Truths
Roll + Soft

Fail: You learn nothing, and your
probing causes problems.

Success: Ask one of-
@ What is the most dangerous thmg here?
& What is the hardest danger to notice here?
Whaa is being deliberately hidden here?
What hidden motives are at work here?
> What did the most damage here?
> What's their biggest weakness?
& Who has the most power here?

o Overwbhelming Success: As above, and
everybody you share the answer with
gets § %P, Pick one of-

& +1 to act on the answer.

A bond on the person in question.

Heal
Roll + Soft

Fail: She heals ¥ Hurt, and
gets a permanent injury.

Success: She heals 2 Hurt, and
gets a permanent injury.

Overwhelming Success: She heals 2 Hurr.

Share SomebodY's Pain
Roll + Soft

Fail:You get a bond on her.

Success: Pick one or more of-
2 You get a bond on each other.
& You suggest somethmg you think
W1ll ease her pain.

Overwhelming Success: Pick one or
more of-
& You get two bonds on each other.
@ You suggest something you think
will ease her pain.’
2 You transfer one hurt from one of
you to the other.

Advances
Pick one-
© +1 to a stat (max once per stat).
© A move from your Deal (max twice).
@ A move from any Deal,
including your own. (max twice)
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Abandon Humanity - 59
Advances - 17

Aftercare - 28

The Amazon - 36

Ambush Predator - 39
Andrise - 65

Androfall - 65

Animal Tongues (spell) - 49
Assumptions - 23

At Home In The Dark - 35
The Banshee - 4.4

Battle Scars - 37

Beseech The Mother Of Monsters - 39
The Beast - 38

Beatific Visionary - 47
Beyond Reproach - 47

Blaze - 45

Blight - 45

Bluerune - 65

Bonds - 14

Bring Her Back - 59

Broken - 13

Burn - 45

Character Creation - 30
Cloistered And Sanctified - 47
Commune With Strange Powers - 18
Content Warnings - 23, 25
Conversation Loop - 7

The Corpse Doll - 40
Corpse Puppets - 41
Damage - 13

Dangers In The Dungeon - 93
Darkness - 74, 76

Deals -32

Debriefing - 28

A Deer In Headlights - 35
Demand Justice - 59
Desperate Hope - 33

Dice -7

Diplomacy - 51

The Disgraced Princess - so
Dominate - 45

Downtime - 68

Dungeons - 74, 89

Dungeon Aesthetics - o1
Dungeon Powers - 9o
Dungeon Weirdness - 91
Dungeon Zones - 9o
Effortless Violence - 37
Embody A Greater Power - 59
Emergent Narratives - 61

Endurance - 37

Endure Pain - 20

Escape Notice - 19

Events In The Dungeon - 93
Example NPC Bitches - 94.
Experience - 17

Exploring - 74.

Extended Repertoire - 49
Fake Credentials - 51
Favoured Weapon - 37
Feral Attacks - 33

The Firebrand - 42

Flesh Crafter - 41

Flirt - 18

Food and Drink - 76
Found An Organisation - 59
Framing Scenes - 8
Fucking - 11, 67

Get A Read On Somebody - 19
Glamour (spell) - 490

GM Advice - 82

GM Agendas - 83

GM Responses — 85

Going Along With It - 53
Gorgons - 59, 87, 90, 02
Guided Pilgrim - 47
Hacking - 29, 31, 6o
Haematophagy - 30

Hard - 10

Hard Moves - 20

Harpies - 59, 87, 9o

Heal - 21

Hollow Men - 81
Homebrew - 6o

Horrid Form - 39

Hunting Rites - 55

Hurt - 12

Immunity - 33
Inspirational - 43

Intercept Pain - 43
Intoxicating Bite - 30

The Invisible Girl - 52

I Go Looking For Fun - 98
I Go Looking For Trouble - 98
I Remember Who Hurt Me - 53
I Search The Body - 03

I Search The Room - 93
The Lantern Girl - 34
Lash Out - 20

Legendary Bitches - 58
Legendary Moves - 59
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Liches - 59, 87, 90

Lifting The Veil - 53
Light - 74, 76

A Light In Dark Places - 35
The Line In The Sand - 43
Logistics - 76

Magical Research - 40
Making A Dungeon -89
Making A Town - o6
Making Stuff Up - 8
Mementos - 55

Men - 75, 81

Mentor - 43

Metagaming - 61

Monsters - 86

Monstrous Sympathy - 55
Mother’s Grasp - G5

Moves - 10, 18

Necro Romantic - 41

Not Quite There - 55

Not That Girl Anymore - 41
NPC Bitches - 94.
Ordained Ritualist - 477
Oversharing - 24.

Painful Empathy - 33

Poise and Seduction - 51
Protect The Innocent - 59
Pulling Strings - 51

Psychometric Reading (spell) - 49

Queer - 10

Queer Content - 62
Queer Moves - 18
Quietly, Carefuly - 53
Rabble Rousing - 43
Reanimated - 41

Recovery From Being Broken - 13

Repellent Ward (spell) - 49
Reveal Truths - 21
Romance - 66

Rumours In Town - g9
The Runaway Nun - 46
Safe Places - 68

Safety Tools - 22

Scream - 45

Scrying - 49

Second Face - 53

Second Sight (spell) - 49
Setup & Payoff - 84

Sex Moves - 11

Sexuality - 66
Shapeshifting (spell) - 40

Share Somebody’s Pain - 21
Shroud (spell) - 40
Significant Events In Town - 99
Sixth Sense - 35

Skeletons In The Closet - 41
Sleep - 68, 76

Slough Off Skin - 33

Soft - 10

Soft Moves - 21

Spending Bonds - 15

Sphinxes - 59, 87, 88, 9o
Spirit Servants - 49

Spiritual Adviser - 47

Stalk - 45

Starvation - 76

Stats - 10

Steal - 19

Still Working Stuff Out - 35
Subtle - 10

Subtle Moves - 19

Sylphium - 67

Tapping Out - 277

Terrible Beauty - 37

This Light Is Mine - 35
Three Questions - 30

Town - 75, 06

Town Factions - 97

Town Quirks - 97

Transition - 65

Trauma - 73

Two Relationships - 30
Unconcerned By Reputation - 55
Unreachable - 55

Unstoppable Life - 33

Violence - 20, 70

The Virgin Huntress - 54
Wallflower - 53

Wall Out The Pain - 43
Wandering Monsters - 87
Wealth Is Power - 51

Weapons - 76

Whisper Networks - 49

Who Built This Place - o1 -
Why Was This Place Built - g1
The Witch - 48

Witcheraft - 49

A Wolf In Sheep’s Clothing - 39
The Wounded Daughter - 32
X-cards - 27

Your Bullshit Won’t Save You - 37
Your Reputation Precedes You - 51







“Someone will remember us
I say
even in another time”

Dedicated to Bella, who will be missed.
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