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GAME	 COST

Annalise: Final Edition ........................................................... $25

Blowback .................................................................................. $28

Dread House ............................................................................ $18

Happy Birthday, Robot! .......................................................... $25

Hell 4 Leather ............................................................................. $5

It’s Complicated: Revised ........................................................ $20

Labyrinths & Lycanthropes .................................................... $16 Indie RPG Awards nominee

Mars Colony ............................................................................. $18

Mecha ........................................................................................ $35

Pro-Wrasslin’ Battle Royale .................................................... $15

Remember Tomorrow ............................................................. $10

Swords Without Master .......................................................... $25

The Dance and the Dawn ....................................................... $12 Indie RPG Awards nominee

Time and Temp ........................................................................ $20 Indie RPG Awards nominee

EspEcially for GEncon 2010 in partnErship with crEam aliEn GamEs

Kagematsu by Danielle Lewon................................................ $17 Diana Jones Award nominee
  and Indie RPG Awards nominee





ANNALISE {FINAL EDITION}
STOrIES OF pAIN, huNgEr & rEDEmpTION

Author: Nathan D. Paoletta.
 Featuring contributions by Adam Dray,
 Kat Jones, Jared Axelrod, Jesse Burneko,
 Kira Scott & Sam Zeitlin.
Art: Jennifer Rodgers & Sarah Frary.
Cover: Elizabeth Shoemaker Sampat.
Publisher: ndp design
Length: 120 pages
Format: 7” × 9” softcover
Genre: Gothic, horror, vampire, dark fantasy,
 literary
System: GMless, no-prep, d6, tokens
Players: 2–4
Time: 3-6 sessions of 2-4 hours;
 one-shot play facilitated by Guided Play
 Scenarios (included)
 Mature Content

$25

Annalise	is	a	game	that	creates	tales	of	Gothic	
horror.	You	and	your	friends	take	on	the	roles	
of	the	objects	of	a	dark	creature’s	desire.

Over the course of play you determine the nature of the 
Vampire - and then you find out what happens when 
you finally confront the darkness.

You play the hunters, lovers and servants of a Vampire. 
What tales of pain, hunger and redemption will you tell?

“Since my first Annalise campaign, it’s consistently been 
one of my top three favorite RPGs (along with Tribe 8 
and Blue Planet), and it’s the only one that’s my favorite 
because of the mechanics rather than the setting.”
–K. Wyler, player

Free PDF with purchase! Simply give us your email at checkout.



BLOWBACK
$28

Author: Elizabeth Shoemaker Sampat
Photography: Elizabeth Shoemaker Sampat and
 licensed from iStockphoto
Publisher: Two Scooters Press
Length: 78 pp
Size: 9” × 7” landscape, FULL COLOR
System: Momentum system, d6, GM,
Age: 13+
Players: 3–6
Time: one shot friendly; ideal for 3–6+ sessions
Genre: Spies, Revenge, Mystery,
 Fish-out-of-water

When	you’re	a	spy,	your	job	is	your	life—	
literally.

You have no friends who aren’t expendable, no ID 
that’s not fake, no possessions except those that 
can be stuffed in a suitcase or left behind without a 
thought.

But when you’ve been blacklisted, with your assets 
frozen and passports flagged, you lose everything, 
and everything changes. Your training tells you a 
couple things: find a place to lay low, figure out who 
you can rely on or exploit, and do whatever it takes 
to get back in.



DrEAD hOuSE
$18

Authors: Emily Care Boss & Epidiah Ravachol
Artists: Tony Dowler, Anna-Maria Jung
 & Jim Sullivan
Genre: Haunted house
System: A Jenga-based roleplaying board game.
Age: Children (8+) and brave adults
Players: 2–6
Time: Just a bit over an hour...
 If you can survive that long.

When	you	dared	your	friends	to	spend	the	
night	in	Dread	House,	you	didn’t	expect	
them	to	dare	you,	too.	No	turning	back	now.



hAppY BIrThDAY, rOBOT!
$25

Author: Daniel Solis
Artist: Rin Aiello
Publisher: Smart Play Games / Evil Hat Productions
Length: 40 Pages
Format: 8.5” × 8.5” Square, FULL COLOR
System: A simple dice-based story-building system
 using special dice.
Age: For players 10 and up. Especially appropriate
 for classrooms and families.
Players: 3-5
Time: 45 Minutes
Genre: Storytelling, Educational, Family,
 Co-Operative

Happy	Birthday,	Robot!	is	a	storytelling	
game	for	families	and	classrooms.	Players	
take	turns	writing	the	story	of	Robot’s	
birthday.

You never know how many words you’ll get to write. 
How much can you say in four words? How much 
can your friends add in just three?

What will Robot’s birthday be like? Will Robot meet 
new friends? Go to outer space? You decide, one roll 
at a time!

This book contains the complete rules for how to 
play. Requires 10-15 dice, 20 coins, a notebook, and a 
pencil or pen.

Free PDF with purchase! Simply give us your email at checkout.



hELL 4 LEAThEr
$5

You	were	the	meanest	most-badass	
S.O.B.	around,	a	member	of	the	
Devil’s	Dozen.	Then	your	‘buddies’	
murdered	you.	But	you’ve	cut	a	
Deal	with	The	Devil.

You have one night—Devil’s Night—to 
exact vengeance. When the rooster crows, 
your chance for revenge is over.

Go Hell 4 Leather!

INSPIRED BY tales of revenge as diverse 
as Hamlet, Kill Bill, The Crow and 
Ghost Rider this Role-Playing Game of 
Vengeance roars like a motorbike on full 
throttle.

Hell 4 Leather features a liberating style 
of scene-based free-style role-playing 
brought to a focus with decisive card 
mechanics. Tarot Cards are used by The 
Fool to kill off the rest of the Devil’s 
Dozen before the rooster crows.

The Major Arcana denote the Major 
Characters, the
Scenes to play, and the various Boons that 
advantage both The Fool and those who 
had him killed.

Joe Prince’s Hell 4 Leather was the 
Winner of the “Two Games One Name” 
competition. Note that it was paired with 
Sebastian Hickey‘s “Hell For Leather,” a 
game where “Murder Equals Extra Dice.” 
They are different games.

Author: Joe Prince
Layout: Gregor Hutton
Publisher: Prince of Darkness|BoxNinja
Format: 6-pp folded FULL COLOR booklet
Pages: 6 (A4) in a roll-fold
Genre: Revenge, Outlaw Bikers, Occult
Players: 3–6
Length: A few hours

Free PDF with purchase! Simply give us your email at checkout.



IT’S COmpLICATED: rEVISED
$20

Author: Elizabeth Shoemaker Sampat
Interior Art: Shreyas Sampat
Publisher: Two Scooters Press
Genre: Relationships, character-driven,
 dysfunctions, GMless,
 board-game hybrid
Format: 4.25” × 7” FULL COLOR
 Perfect Bound
 Updated for 2010

Do	you	like	stories	about	happy,	functional,	well-
adjusted	people	who	fall	in	love	with	the	right	
people,	say	the	right	things,	and	live	happily	ever	
after?

If so, this is definitely not the game for you.

It’s Complicated is a about personality quirks, secrets both 
dark and embarrassing– but most of all, it’s about convoluted, 
messy, compelling, and occasionally one-sided relationships. 
This game is designed to facilitate play in the style of movies 
like The Royal Tenenbaums, and television shows like Ugly 
Betty and Pushing Daisies.

“[It’s Complicated] is a terrifically clever 
guided improv; terrifically fun and terrifically 
interesting.” 
–Kenneth Hite



LABYrINThS & LYCANThrOpES
$16 INDIE RPG AWARD nominee

An	RPG	of	Loot	&	Legends.	A	game	like	no	other!
Gather	your	friends	and	embark	on	an	epic	quest	
for	gold,	glory,	fame	and	fortune!	Play	badass	
adventurers,	travel	a	fantastical	land,	meet	in-
teresting	creatures	and	kill	them.	They	were	evil	
anyway.	Probably…

Let humour be your hammer and chuckles your chainmail as 
you plunge into the alliteration addled world of L&L. Keep 
the snacks coming, the drink flowing and laugh until a little 
bit of wee comes out.

L&L needs next to no preparation time, you can be up and 
running in a matter of minutes. Random labyrinth genera-
tion and a rotating GM puts the GAME back into RPG. 
Rediscover the fun of no nonsense monster bashing!

Author: Joe Prince
Art: Remi Treuer and Gregor Hutton
Publisher: Prince of Darkness Games
Format: 6” × 9” softcover
Pages: 84
Genre: Comedic Fantasy
Players: 3–6
Length: Each dungeon takes 2–4 hours.
 A campaign is typically 7 dungeons.



mArS COLONY

M A R S  C O L O N Y
B y  T i m  C  K o p p a n g

Political	power	and	an	isolated	populace?	
Scandal	never	seemed	so	appealing.

The colony was created by a coalition of Earth 
governments that advertised the project as a multi-
national utopia. Now, after years of incompetence and 
disaster, the colony is dying. You have been nominated to 
turn things around. While you were a celebrated expert 
on Earth, Mars is a different environment entirely.

Will you retain your sense of idealism and hope?

Or will you sink into the world of dirty politics, 
deception, and power?

Good luck...

Author: Tim C Koppang
Artist: Color photographs by NASA
Publisher: TCK Roleplaying
Length: 50 pages
Dimensions: 6” × 6”, COLOR
Genre: Political Sci-Fi
System: 2d6 Push-Your-Luck
Age: Teen thru Adult
Players: Two
Time: 2–3 hours

$18Free PDF with purchase! Simply give us your email at checkout.



mEChA
$35

Author: Chris Perrin
Artist: Gong Studios
Publisher: Heroic Journey Publishing
Length: 168 pgs
Format: 6” × 9” Hardcover
Genre: Sci-fi, giant-robots, mecha, anime
Age:  Any
Players: 2–5
Time: Great for one-shots or campaigns

Metal	and	Flesh
In battlefields on Earth, in space, and on 
realms known only to imagination, brave 
men and women answer the call of fate. 
They leave behind their simple lives and 
become pilots of giant armed robots, 
called mecha, opening a world filled with 
excitement and danger.

Live	and	Die
No matter their beginnings, mecha are tools of 
war! Pilots will soon learn that with the awesome 
power of their mecha, comes the awesome 
responsibility to fight the evil gods of the Living 
City, put down the Separatist Guard’s shameful 
rebellions, topple unjust kings and his lackies, 
the Arbor Defense Force, find love with the 
Cheerleader Captain, and get to class before the 
Vice Principal finds out. Such is the life of a mecha 
pilot.

Together	As	One
No pilot faces these trials alone. A pilot will always 
have his mecha to be strong where he is weak and 
protect him in the face of unspeakable danger. 
Also, the pilot will always be there for his mecha, 
who needs to be led to glory on the battlefield.

Mecha...	The	RPG
This is mecha-style anime role playing at its finest. 
Grab some friends, some dice, and this book and 
get ready to relive the best robot anime you’ve 
ever seen and tell mecha anime-stories no one has 
dreamed of yet. This is Mecha.

Free PDF with purchase! Simply give us your email at checkout.



prO-WrASSLIN’ BATTLE rOYALE

Greetings	grapple	fans—
welcome	to	the	main	event.

This lightning fast card game brings all the thrills and spills 
of the wrasslin’ ring into the palm of your hand.

Choose from nine badass ring warriors and act out their per-
sona as you taunt your way to victory!

Punish friends and family with spine-shattering suplexes, 
bone-breaking backdrops and powerful piledrivers.

Utilise special skills, double-team assaults, run-ins and lethal 
foreign objects to give you that competitive edge.

Are you ready for the high-octane action of Pro-Wrasslin’ 
Battle Royale!?!

Designer: Joe Prince
Publisher: Prince of Darkness Games
Players: 2–6          
Genre: Pro-Wrestling mayhem
Age: 10+
Time: 20 mins
Format: 64-card FULL COLOR deck

$15



rEmEmBEr TOmOrrOW

Remember Tomorrow
Near Future Role-Playing

Gregor Hutton
Author of Three Sixteen

Remember Tomorrow
Near Future Role-Playing

Remember Tomorrow is a role-playing 
game set in the near future. Look at the 
world today, now flash it forward twenty 
minutes into the future. Sky Cars: Check. 
Memory Couriers: Check. Everything Else: 
Slightly Changed, huh, how about that?

Remember Tomorrow is set in a place 
called Somewhere. Maybe it was once 
Glasgow, Milan, Reno, Auckland or Hong 
Kong. Everywhere in the world is Some-
where. Are you Ready, Willing and Able?

Written by Gregor Hutton, author of the 
award-winning SF game 3:16 Carnage 
Amongst The Stars, this quick and dirty 
near-future “cyberpunk” game features:

 Easy character generation
 An ensemble cast of PCs and Factions
 Goal-oriented stories built in play
 GMless, scene-based resolution

“I wrote this for myself; to role-play in the 
near-future worlds of William Gibson et al. 
It’s my tool-kit and framework for scratching 
that cyberpunk itch.”–Gregor Hutton

Praise for 3:16 Carnage Amongst The Stars

“Superb piece of battle-ready game design.”
–Ken Hite, Out of the Box
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A member of Design Matters
and IndiePressRevolution.com

BoxNinja, Edinburgh
http://boxninja.com
BOX0040

Mature
Content

Pages
48

System
d10

Genre
Mod|SF

Players
2–5
GM

none
Age
15+

Price
$10

x
x
x
x

$10

Author: Gregor Hutton
Cover: Jon Hodgson
Publisher: BoxNinja
Genre: Near-Future|Literary Cyberpunk
Pages: 48
Format: 6” × 9” softcover
System: d10
Age: 15+
 Mature Content
Players: 2–5 (GMless)
Time: 1 or 2 sessions per Episode of play

Remember	Tomorrow	is	a	role-playing
game	set	in	the	near	future.	Look	at	the
world	today,	now	flash	it	forward twenty
minutes into the future.	Sky	Cars:	Check.
Memory	Couriers:	Check.	Everything	Else:
Slightly	Changed,	huh,	how	about	that?

Remember Tomorrow is set in a place called Somewhere. 
Maybe it was once Glasgow, Milan, Reno, Auckland or 
Hong Kong. Everywhere in the world is Somewhere. Are 
you Ready, Willing and Able?

Written by Gregor Hutton, author of the award-winning 
SF game 3:16 Carnage Amongst The Stars, this quick 
and dirty near-future “cyberpunk” game features easy 
character generation, an ensemble cast of PCs and 
Factions, Goal-oriented stories built in play, and GMless, 
scene-based resolution.

Free PDF with purchase! Simply give us your email at checkout.



SWOrDS WIThOuT mASTEr
$25

Author/Artist: Epidiah Ravachol
Genre: Sword & sorcery in the vein of
 Fafhrd & Gray Mouser
Publisher: Dig A Thousand Holes
System: Bones & Tones
Age: Young enough to look at and
 far too old to see.
Players: 4–5
Time: Anywhere from a 2-hour one-shot with
 no prep to years of campaigning

Worlds	of	bejeweled	skulls,	sultry	
temptation,	living	towers,	gleaming	
swordplay	and	savage	survival	are	yours	
for	the	exploring.



ThE DANCE AND ThE DAWN
$12 INDIE RPG AWARD nominee

Once,	three	Ladies	lived	upon	an	Island	of	Ash,	
and	they	did	not	like	it	there.

These Ladies had each come from distant kingdoms, and for 
one reason or another, they had each lost something important; 
these Ladies had nothing left but regret, and so they readily ac-
cepted an invitation from the Duke of Ash. He would give them 
a safe place on his island manse, but he promised nothing. And 
now, the island was all they had left.

The Dance and the Dawn is a game that tells a fable. Through 
three dances between midnight and dawn, the Ladies of Ash 
will choose their Princes - and thus, their Ever After. The out-
come of the fable is up to you. The game is played on a chess 
board, using the pieces to represent the Ladies and Lords as 
they dance and scheme. It plays quickly and smoothly, using 
a question-and-answer framework to enable each player to 
choose which Lord is the True Love of their character.

This game is suitable for all ages, and for all levels of gaming 
experience.

Author: Dev Purkayastha
Book Design: Nathan D. Paoletta
Publisher: ndp design
Genre: A Fantasy Fable
Pages: 43
Format: 7.5” × 7.5” square softcover
System: Chess Pieces on a board
Players: 3–5
Playing time: 1–2 hours



TImE AND TEmp
$20INDIE RPG AWARD nominee

Time	to	put	that	bachelors	degree	to	work!	
Find	out	what	adventures	await	you	in	the	
exciting	field	of	temporary	staffing!

In Time & Temp, you’ll be playing a temp employed 
by Marigold Staffing and working at Browne 
Chronometric Engineering, Inc., where you’ll be 
traveling through time actualizing solutions for 
the anomalies and paradoxes that threaten all of 
existence.

You are reality’s only line of defense in the war 
between the rigidity of causality and freewill. And 
your only reward is the hard earned satisfaction of 
a job well done (plus $11.50 an hour and modest 
health package that includes comprehensive 
immunizations against histories most prolific 
diseases).

Author: Epidiah Ravachol
Publisher: Dig A Thousand Holes
Players: 3–5
Time: 2–4 hours
Genre: Time Travel and  the modern office
Format: It’s a file jacket chock full of stuff.
 A couple booklets, about a half dozen
 cardstock pull-outs, plus a sundry letters,
 progress reports and other forms.



KAgEmATSu
$17 DIANA JONES AWARD and INDIE RPG AWARD nominee

In	the	bloodiest	era	of	Japanese	history	a	
wandering	ronin,	comes	to	a	village	that	
desperately	needs	a	savior.	The	women	of	the	
village	try	to	woo	this	ronin,	Kagematsu,	into	
caring	enough	to	defend	their	village	from	the	
terrifying	threat	facing	it.

The game flips genders on the players, casting a woman as 
Kagematsu to judge efforts by the other players to romance 
him as the village women. Shame, honor, love and survival 
against horror are all at stake.

Kagematsu is a fast paced game for 3 to 6 players with quick 
scenes that should play out in one session.

The book comes with the screen shown in the photo and a 
cultural information appendix.

Luke	Crane
“Kagematsu is THE current benchmark for 
design in small press, short format RPGs.”

Ron	Edwards
“I think the probabilities of the dice mechanics, 
including the desperation rules, are absolutely 
spot-on exactly where they need to be.”

Author: Danielle Lewon
 Based on a design by S.R. Knipe
Interior Art: Anna Kreider.
Publisher: Cream Alien Games
Length: 40 pages
Format: 5.25” × 8” 
 Mature Audience recommended


