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A few Solipsists find a place of balance between their Vision and the
consensus world. Sometimes this balance is attained through self-
discipline and the embrace of esoteric philosophy, but more often it
is because the Solipsist cannot overcome their own internal flaws and
Limitations to achieve transcendence.

For these Solipsists something within them resists their own dreams.
Perhaps it is guilt over a past transgression, or a lack of self-confidence,
or an attachment to a loved one in the outside world that holds them
back; something that they cannot, or will not, simply re-create for
themselves in their own world.

How can this be?

Imagine that someone offered you a door to an alternative world in
which everything you ever dreamed of was fact. Imagine that all you
had to do to get it was to step through the door. But imagine also that
the person you love the most, be it your wife, your mother or your
child, couldn’t go with you. There might be someone there who looks
like them, and sounds like them, but they won't be them, they won't
be anyone at all, just scenery. Would you go?

If you would then you are like the many Solipsists who happily fall
through the Tears into their own reality; but if you hesitate then you
understand the emotional ties that keep some Solipsists in our world.

Imagine again that the one thing that always held you back from
achieving your greatest ambitions was your own lack of confidence,
the bowel shaking fear that always stops you before you can ask for a
raise, or speak to a stranger, or enter that contest. Even in your ideal
world could you imagine yourself past that fear? Even if you suspected
that things might be made to go your way could you bring yourself to
take the risk and try?




TEARS

A Solipsistis always in danger of causing Tears, contradictions between
the Solipsist’s reality and consensus reality. If he gains too many then
his own reality will irrevocably separate from the rest of the world and
there will be no return.

A character gains a Tear when one of the following happens

1. A Change of Reality overshoots, i.e. the result is negative: This is
because the Solipsist is indulging his Obsessions.

2. A Change caused by the Solipsist fully satisfies an Obsession: Each
Obsession fulfilled is a step closer to the Solipsist’s Vision.

3. A Solipsist chooses to Push to complete a Change: The exertion of
the Solipsist’s will propels them into their own world.

It is possible to achieve an Obsession through a series of Changes
none of which cause Tears themselves, so the Tear does not appear
until the final Change.

For example: Kurt Stardust (see Example of Play, p. 57) makes a
Change to sign a lifetime record deal with a recording company that
guarantees his fame. When he does this he has satisfied his Obsession
about becoming a Rock Star and gains a Tear.
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A new scene is introduced by its initial narrator, who may be the GM,
or another player when they have just Changed Reality.

The narrator should outline the important things about the scene,
what is happening, where it is, who is around. These things are often
obvious from the previous scene, but after a big Change they might
not be. All of the Solipsists and GM characters from the previous scene
will be present unless the last Change of Reality removed them, or
bypassed them. Other elements, people, creatures, places and objects,
can be added by the narrator to fill out the scene. If it's important or
interesting, describe how the last scene led into this one. Again, this
may be obvious from a Change that has just occurred.

For example: “The Solipsists cross town to the neon-lit district where
the club is to be found. The dark streets are crowded with scantily
dressed and drunk revellers making their way from one club to
another. Outside the Blue Parrot is an enormous queue of frustrated
patrons who are being turned away by a pair of ape-like bouncers as
fast as they arrive. If you aren’t on their list, you aren’t getting in!”
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The following example features two characters, “Kurt Stardust” a
wannabe rock-god, and “The Major” who yearns after a perfect and
peaceful middle England. Both characters have been generated and

are as follows.
Kurt Stardust (played by Susan)

Vision
The world's greatest rock star and

fashion idol. Everyone knows and loves
Kurt, he's recognised in whatever he
does (and wherever he goes) as the
world’s leading artistic authority. His

life is one of hedonistic abandon.

Obsessions

[ want to be recognised for artistic talent
[ want to be a Rock Star

[ want to live a life of carefree abandon

[ want to be fantastically rich

[ want to be famous

[ S N UT

Limitations

[ am always working but always poor

[ am always seen as a follower not a leader
[ must look after my sick mother

No one appreciates my music

My music can't lift the blackness in my soul

[CE T NS T NG RN N

Infestation 3
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The Major (played by John)

Vision
The Major lives a peaceful and

ordinary life in a peaceful and orderly

world. Children go to school, the
policeman rides a bike, everything
in its place and all ills are solved by
the Major’s cups of tea.

Obsessions

[ want the world to be orderly 3
| want people to work together 1
[ want to be content with life 1
[ want life to be full of peace and quiet 1
| can solve anything with the perfect 3
cup of tea

Limitations

I am disorganised and hesitant

I have a weakness for alcohol

| get angry at disorder

There is a lack of respect in the world
There is a prevailing sense of discontent
in the world

NoWwW N =
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To read some records of actual Solipsist games go to

http.//www.solipsist-rpg.com/index.php?action=cms.ap
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The two Solipsists have been chasing a Shadow incursion across a
flooded Middle England, following a 3-point Thread in the form of a
mysterious and evil Vicar named Mister Sark. Travelling in Kurt’s beat-
up tour bus they have followed the trail to Mister Sark’s home parish.

IN\NTHT, ~

OPENING
GM: “You find yourselves in the centre of a drowned village. Everything
is covered in black water except for a single hill, surmounted by a
forbidding church. Its glassless windows look out of the square tower
and dark clouds hover close overhead. The tour van finally gives up
the ghost in the muddy water at the edge of the hill and you are forced
to clamber out on foot”

TIDOT QI
FIRST SCENE

GM: “So there the two of you are, stranded apparently alone on this
little knoll in the middle of the flood waters. There is a church at the
top of the hill, a broken mini-van at the bottom, and little else.”

John:"And a graveyard of old stones all covered in moss.”’

Susan: “And a small crowd of villagers, escaping from the flood
waters.”

GM: “No, there are no villagers. However there is a strange banner over
the graves, like something you'd put up for a concert gala, and a rain-
soaked wooden stage with scattered chairs.” (Here the GM uses his
Veto to prevent Susan adding something.)
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Susan: “A concert! That's more like it! Don't worry, the villagers are
probably just hiding from the storm. Kurt Changes Reality so that his
roadies set up the gear from the van on the stage. Then he leaps up
and strums the opening chords of ‘Rock me Stardust!’ When he does
that the villagers all come out of where they are hiding and give him
a round of applause!” (Here Susan proposes a Change of Reality by
outlining the intent.)

John:“Wait a second, let me look around first!” (The GM agrees that, as
is normal, the Major should be able to investigate things before Kurt
Changes them.)

John: “The Major walks up to the stage and calls out, ‘Hello! Is anyone
there!Vicar!?’ Then he'll have a look around the back side of the church,
any sign of anyone?”

GM: “Nope, he doesn't find anyone, and no one responds to his calls. It
just stays eerily quiet. Does the Major want to do anything else?” (John
indicates no, and the GM turns to Susan’s Change.)

GM: “Okay, | know the intent, to stage a concert and have the villagers
appear. The difficulty is 3, raised by another 2 because we know there
is no one here. However‘no one appreciates your music’ (Here the GM
nominates a relevant Limitation) so that makes it a 7. John, do you
want to aid or oppose?”

John:“l only want to find Mister Sark, and rock concerts are so uncouth!
So...no/

GM: “Very well, but the Change opposes your Obsession with ‘Peace
and Quiet’ so that increases the difficulty to 8. What Obsessions are
you using Susan?” (Susan suggests that “Being a Rock Star’, “Gaining
Fame” and “Recognised for artistic talent” are relevant. These have a
total level of 6, bringing the final difficulty to 2) “That still isn't a success,
do you want to pay any Infestation to make it 0?”
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Obsession score | Ticks |Un-ticks

LIMITATIONS

Limitation score | Ticks |Un-ticks
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Character Generation Changing Reality: Difficulty: 3 (or 5); Contradictions: +1 or +2;
1. Vision Shadow Tokens: +2 each; +Shadow Strength if opposing directly;
94 2.Five Obsessions (9 pts) Reduce by Obsessions; Increase by Limitations; Spend Infestation.
3. Five Limitations (9 pts) +ve fail (Tick Lim., Unticks?, Taint?), o Perfect (Tick Obs., player narrates),
4. Infestation (5), Tears (0) —ve Qvershoot (Tick Obs., gain Tear, gain Infestation, Shadow twists?)



