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What’s this all about?

can use this game at home without ever
attending a convention.

“Yo, dawg, I heard you like gaming, so I put a
game in your game so you can level your dudes,
while you level your dudes.”

If you are a convention organizer, you might be
interested in the more “meta” aspects of the
game. We designed the Confluence Meta RPG
to reward attendees of your events and
encourage people to try things that they may
not have otherwise. There are multiple ways to
reward characters and handle the logistics. We
will talk about what we do and how it works for
us.

Welcome to the Confluence Meta RPG. If
you’ve never encountered it before, you may be
a little confused. The Confluence Meta RPG is
largely a normal roleplaying game intended for
play at conventions and events, where you can
expand your character by collecting cards
which will give you additional options to build
your character with and advance your story.
Your character will be an explorer who
journeys to other worlds and alternate
dimensions. No genre is off limits. You can
make your own character from scratch, or use
one of the templates provided. Adventures will
take you to the ends of time and space, and
then return you to a home that is a lot like
yours, but slightly off. Your character will grow,
take on new aspects, and acquire artifacts
which will help them on their way.
Game masters may want to jump to the setting
information, where we detail the mood and
theme of the campaign along with the details
of it. There is backstory that serves as a quick
jumping-off point for any kind of adventure you
can imagine. We’ve tried to make it
comprehensive enough to be interesting
without restraining your own creativity. You

If you’re here to play, you can jump straight to
character creation or the setting information.
Have fun with it. That’s really the point, after
all.

Powered by FATE
Accelerated

In order to use this book, you will need to have
a copy of FATE Accelerated by Evil Hat Games.
You can get a digital copy free or with “pay
what you want” pricing, use the online SRD
(FATE-SRD.com), or pick up a copy from your
friendly local game store. It’s inexpensive and
awesome.

This work is based on Fate Core System and
Fate Accelerated Edition (found at http://
www.faterpg.com/), products of Evil Hat
Productions, LLC, developed, authored, and
edited by Leonard Balsera, Brian Engard,
Jeremy Keller, Ryan Macklin, Mike Olson, Clark
Valentine, Amanda Valentine, Fred Hicks, and
Rob Donoghue, and licensed for our use under
the Creative Commons Attribution 3.0
Unported
license
(http://
creativecommons.org/licenses/by/3.0/).
This work uses materials from [Companions],
published by EldritchFire Press (efpress.net)
and written by Christopher Ruthenbeck, and is
licensed under the Creative Commons
Attribution 4.0 International License (http://
creativecommons.org/licenses/by/4.0/).
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Getting Started as a
Player

Getting into the Confluence Meta RPG is fast
and easy. As a player, you can use the
character template that you find either in your
convention materials or in the appendix of this
book and go. If you want to craft your
character from scratch, we have rules for that
too. Once you have a character, you just need
a game master, a couple friends, some dice,
and a place to play.

Building Your

On this page is an example of a template. A
template is just a premade character which
uses the Fate Accelerated Edition rules to
create it. If you are curious about what the
items on the template mean, you can find more
information in the next section, or refer to the
Fate Accelerated Edition rulebook.
Experienced players may notice that character
templates are missing some aspects and
stunts. A character template is a minimum
playable character and you will be able to flesh
them out by collecting and using cards. Once
you have your template, please head to that
section to learn what to do with them.

Character
Imagine an infinite set of universes where
everything possible. A set of realities where
the collective imagination of enough people
could stream off another whole universe.
Where the occupants get to live the dreams of
others. This reality is available for you to
explore. Your character is from one of these
many universes, and has the ability to jump
between them. You can be almost anything: A
gorilla that solves crimes, a mutant superhero,
and a robot that changes into a motorcycle.
The choices are as infinite as the multiverse.

Using a Template
Sometimes it’s easier just to take a character
and go. If you can’t decide, or are just in a
hurry, select a character template to use for
your character. Instant gratification has its
appeal, after all. You can change superficial
aspects of the character like the name and
description to suit you and get going.
You can find some sample templates in the
appendix of this book and on our web site. If
you are playing at a convention there may be
additional templates provided for your
convention. We also marked some of the stat
blocks for non-player characters in this book
with an asterisk which can be used as well.
You can print out the template or copy it onto a
character sheet for use.
5

Creating Your Own
Character
Why limit yourself to playing something made
by someone else when anything is possible?
You will be able to create just about anything,
but keep a few things in mind as you do. In the
adventures published as part of the
Confluence Meta RPG, your character is
assumed to be a member of, or affiliated with
CharCom, a group of explorers with generally
heroic tendencies. You can play whatever you
like, but make sure that you have some
motivation that will allow you to function with
the other characters that will be at your game.
Now that we have that out of the way, grab a
pencil and character sheet. When building a
new character, start with your character’s
aspects.

What are Aspects?
An aspect is a word, phrase, or sentence that
describes something centrally important to
your character. It can be a motto your
character lives by, a personality quirk, a
description of a relationship you have with
another character, an important possession or
bit of equipment your character has, or any
other part of your character that is vitally
important.
Your character will start with two aspects, a
high concept and a trouble.
High Concept
First, decide on your character’s high concept.
This is a single phrase or sentence that neatly
sums up your character, saying who you are,
what you do, what your “deal” is. When you
think about your high concept, try to think of
two things: how this aspect could help you,
and how it might make things harder for you.
Good high concept aspects do both.
Examples: Mantoid Doctor of Xenobiology;
Reclaimer of the Lore of Lost Earth; Mutant
Hero with Ice Powers; Witch with a SteamPowered Broom
Trouble
Next, decide on the thing that always gets your
character into trouble. It could be a personal
weakness, or an important obligation—
anything that makes your life complicated.
Examples: Magic Always Extracts a Price; The
Only Thing Faster Than My Mind Is My Temper;
I Never Allow an Innocent To Be Hurt; My
Powers Don’t Work on the Color Yellow.
Name and Appearance
Describe your character’s appearance and give
them a name.
Approaches
Choose your approaches.
Approaches are descriptions of how you
accomplish tasks. Everyone has the same six
approaches:
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Careful



Clever



Flashy



Forceful



Quick



Sneaky

Each approach is rated with a bonus. Choose
one at Good (+3), two at Fair (+2), two at
Average (+1), and one at Mediocre (+0). You
can improve these later. What each approach
means and how you use them can be found in
the Fate Accelerated Rules.
Stunts and Refresh
A stunt is a special trait that changes the way
an approach works for your character.
Generally, stunts give you a bonus (almost
always +2) to a certain approach when used
with a particular action under specific
circumstances. Find out more about stunts in

the Fate Accelerated rules. Choose one stunt
for your character using the guidance you find
there. Make sure that it is reasonable; your
game master may ask you to modify it if they
think it is unbalanced. You will be able to add
additional stunts to your character later.
Your “refresh” is the number of fate points you
begin each game session with—unless you
ended the previous session with more unspent
fate points than your refresh, in which case
you start with the number you had left last
time. By default, your refresh starts at three,
but may be reduced by choices you make later.
Is that all?
Yes. That’s it for now. The character you just
built or the template you chose is the minimum
playable character. You do not have to do
anything else before playing your character,
but it’s possible to do much more by collecting
cards and using them to enhance your
character.
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Collecting and Using
Cards

This is where the “meta” part comes in to the
game. When you are playing the Confluence
Meta RPG at a convention, you will be able to
collect or earn cards by participating in various
activities at that convention. You might find
cards by visiting certain vendors, or by playing
different games. It’s even possible that some
may be won by completing different activities
– similar to achievements in video games.
You can literally build up and customize your
character by playing in other games.
You will use your character to play in
adventure
scenarios
made
for
each
convention, usually following that convention’s
theme. These adventures will often have
unique reward cards for completing it
successfully. These cards cannot be earned
unless you play the game, so you will want to
play as many scenarios as you can.

Aspect Cards
In Fate Accelerated Edition, you may select 1-3
additional aspects for your character. Between
sessions you may choose these aspects from
any cards you have collected. You may use
these aspects as if they were on your
character sheet.

Dead; Haunted by my Mistakes, Literally

Training
Characters can set out to learn things
intentionally. Sometimes it comes from
schooling or a tutor. Skills can come by
pouring through ancient tomes or practicing
katas every night. Training aspects represent
this part of your character’s life.
Examples: I didn’t spend eight years in medical
school to be called Mister; Wizard of the Eighth
Circle

Social
Some aspects represent how your character
interacts with other characters. It might
represent some kind of history with a
particular character or a rivalry with a
particular character.
Social aspects should apply to someone at the
table’s character or maybe an important NPC
(if the GM agrees). Who it applies to should be
determined at the beginning of a session,
before you start playing.
Examples: I’ll do anything for my best friend; I
know that my squad leader has my back; I want
to be just like you when I grow up

Stunt Cards

When you select aspects, it's best to choose
different types to represent your character's
background, history and their relationships
with others. Aspects that are too similar are a
wasted opportunity. If the aspects you choose
are more varied, you will have more of a
chance to use them. Think about the different
categories as suggestions for the kinds of
aspects you want on your character.

Each character starts with one stunt, but may
select additional stunts from cards they have
collected. Adding stunts can reduce your
refresh. By default, your refresh starts at three
and is reduced by one for each stunt after the
first three you choose—essentially, your first
three stunts are free! As your character
advances, you’ll get opportunities to add to
your refresh. Your refresh may never go below
one.

Experience

Extras

Experience aspects represent things that your
character has learned the hard way. They can
represent things in your character’s history, or
events that had an impact on its personality.
Examples: There’s a Reason Scylla Wants Me
8

Extras are cards for more interesting items,
which have statistics like as a character. They
have their own aspects and you will need to
show the card to the game master before you
play. Extras may represent larger items like

of cards we discuss here. The cards will either
have the rules you need printed on the card, or
you will find it here in the rulebook as a special
rule.

Using Cards between
Games
As long as you are not actively playing a game
with your character, you may remove and
rearrange the cards you have applied to your
character. You must abide by any rules that
apply to the category of the card and any
additional rules that may be listed on the card.
For example, you are limited to 3 additional
Aspects beyond your High Concept and
Trouble.

vehicles, other characters that your character
may know, or unique artifacts. Extras are
limited by the cost you have to pay in order to
use one. Many extras cost refresh in the same
way that stunts do, others will require that you
take actions to activate them or cost stress
when you use them. Your game master may
rule that a situation is inappropriate to use an
Extra in; for example, a card providing you with
a snowmobile may be useless in deep space.

Boon Cards
These cards provide a limited benefit, usually
one time per session. Your character can carry
as many of these as they like. While they do
not cost anything to add to your character,
they may have a cost you have to pay in order
to activate the ability on the card.

Other Cards
There are other types of cards, such as spells
or companions like we discuss in the special
rules chapter. These are variations of the types

Players will eventually end up with more cards
than they will be able to use on a single
character. There are no restrictions on what
you can do with those cards. You can use
them to build additional characters, or give
them to other players to help them with their
characters. It’s expected that players will trade
cards with each other in order to get the ones
they want for their characters or to build sets.

But I’m not at a
Convention
If you aren’t at a convention, but want to make
use of cards, we’ve provided a selection of
them in the appendix which you can print for
yourself. These cards are their own official set.
They are designed to go with the templates
found in this book, but you can use them with
any character. You can expect additional card
sets to be made available in the future.
All this card business applies to official games
being run at public events and conventions. If
you just want to use this setting in an unofficial
home game, feel free. Use the normal
character creation rules for Fate Accelerated
Edition. Just keep in mind that those
characters will not be able to cross over into
official convention games.
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Advancing Your
Character
On your character sheet, there are rows of
boxes that are used to track your characters
growth and progress. This is called the
Advancement Bar. Each time you successfully
complete a scenario, the game master will
initial one of the boxes to record a completed
session. Most sessions are fairly short, and
will award you one box for each 1-2 hours of
play. If you play in longer sessions, you may be
able to receive multiple boxes initialed. The
numbers inside the boxes represent the
number of sessions that you have played and
are used to track consequences that may last
for multiple sessions.
Some of the boxes have letters in them,
signifying that your character has reached a
milestone. Milestones allow you to make
changes and improve your character. It’s a
good idea to record what you do with your
milestone when you reach it. The letter S
represents a significant milestone and the
letter M represents a major milestone.

After Every Session
You can make certain changes to your
character after every session. This more or
less corresponds to a minor milestone in the
Fate Accelerated Edition rules. These changes
are more about changing your character in
response to whatever’s going on in the story,
than advancing in power. Sometimes it won’t
really make sense to take advantage of these
changes, but you always have the opportunity
in case you need to.

refresh, if you already have three stunts).



Add or remove any Extras or Boon Cards.



If you have a moderate consequence,
check to see if it’s been around for two
sessions. If so, you can clear it.

Significant Milestones
Significant milestones are about learning new
things—dealing with problems and challenges
has made your character generally more
capable at what they do.
In addition to the changes you can make to a
character after each session, you also get to
do the following if you choose:



Switch the ratings of any two approaches



If you have a severe consequence that’s
been around for at least two sessions, you can
clear it.



Raise the bonus of one approach by one.
Raising Approach Bonuses

When you raise the bonus of an approach,
there’s only one rule you need to remember:
you can’t raise an approach bonus above
Superb (+5).

Major Milestones
These milestones are about gaining more
power. The challenges of yesterday simply
aren’t sufficient to threaten these characters
anymore. The threats of tomorrow will need to
be more adept, organized, and determined to
stand against them.

After each session, you can choose to do the
following:

Achieving a major milestone confers the
benefits of a significant milestone. In addition,
you may do all of the following:





Exchange or add Aspect Cards, up to a
maximum of three.



Exchange stunt cards for new stunt cards
on a one for one basis.
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Choose a new stunt card (and adjust your

Take an additional point of refresh, which
you may immediately use to purchase a stunt
if you wish.



Rename your character’s high concept
(optional).

Special Rules

roll of the dice on your turn, you just get to
choose which character’s bonus to roll.

The core rules cover just about any situation
you can imagine, but sometimes we found that
a little more detail can be helpful. Many of the
systems in this chapter can be simulated by
taking an aspect, and using the normal rules to
invoke it.

Companions can move one zone for free just
like any other character. If a roll is required to
move to another zone, you may bring your
companion with you on a successful roll. Note:
You and your companion don’t need to stay in
the same zone! If you want to stay in your zone
and have your companion move to another
zone that’s perfectly fine, it allows you to
potentially act in two zones instead of one.

If you want to have more detail, the rules in
this chapter can be used to give you that. It’s
the difference between having an aspect such
as Well Trained Wolf Companion and having a
companion with its own character sheet and
progression.
Both methods are legal and you can choose to
use either (and even mix them). Cards that you
obtain will make the most use of these special
rules. You will find a few examples in the
Sample Cards Appendix which are designed to
work with these rules.

Companions
As we just mentioned, it is often more
satisfying to have additional detail for your
character’s companion. In the Confluence
Meta RPG we use a stunt family to represent
your character investing time and energy into
that companion, which improves its abilities.
Pages 94–95 of Fate Core System talks about
stunt families, but all you really need to know
is that they have prerequisites. You can’t take
the Better Companion stunt unless you already
have the Companion stunt.

Companions are not autonomous, meaning
that any scene they are in they must be
“attached” to another character, and usually
that’s your character. You can, of course, tell
your companion to accompany another
character, in which case you loan all your
companion stunts to them for the duration. If
you take the Independent stunt, you may play
the companion as an independent character in
another scene instead of loaning them to
another character.

Before we get into the stunts, however, there
are a few special rules that come with having
an ally.

Cards with companion stats will have items in
parentheses with check boxes next to them.
These items are not part of the base statistics
for the companion, but are upgrades that may
be unlocked by taking additional stunts. Mark
them in a way that can be erased, or keep a
separate sheet for your companion, as these
upgrades will go away if you swap the
companion stunts out for other cards.

Companion Special Rules
The main way companions help a player
character is by adding a +1 teamwork bonus
for any action they are good at. They don’t
normally roll with their own bonus, unless it’s
higher than your character’s approach, in
which case your character provides the +1
teamwork bonus to your companion if you
have the relevant approach at Average (+1) or
higher. This means that you still only get one

Companion Stunts
Your character may take the first of these
stunts as their free starting stunt. If you want
to take additional stunts to upgrade your
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companion, you will need to acquire them as
cards, or talk to your gamemaster. We supply a
few of these cards in the Sample Cards
Appendix. The following is a partial list so that
you may have a better idea how these stunts
work.
Companion. You have a companion, whose
stats are detailed on a card from your
collection. Their stats are built as mook that is
good at two things, and bad at two things, with
zero stress boxes as discussed on page 38 of
Fate Accelerated Edition. You may take this
stunt multiple times, each time gaining a new
companion.
Better Companion (requires Companion).
Your companion now has one stress box, and
is good at three things.
Best
Companion
(requires
Better
Companion). Your companion now has two
stress boxes, and is only bad at one thing.
Call Companion (requires Companion).
When your companion isn’t in a scene with
you, you may spend 1 fate point to have them
appear with you.
Independent (requires Companion). You
may play your companion as a character in
scenes in which you aren’t a part of instead of
loaning them to another character.
Robust
(requires
Companion).
companion has a mild consequence.

represent things like psychic powers, fighting
styles or superhero abilities. If you see a card
that says power or fighting style, look here for
the rules.

Character Aspects for Magic
and Powers

If you want to unlock magic spells and powers
for your character using this system, the power
needs to come from somewhere. You will need
to have an aspect which represents this. Often
this will be central to your character and
included in your High Concept. You can also
select an aspect card that shows that you have
some sort of power. Some examples are:
Apprentice of the Tower of Sorcery, Mystic
Space Knight, Mistress of Magnetism, Servant
of the Gods of Light
This is one of your character aspects; it can be
invoked and compelled like any other.
Particularly, invoke it when you can narrate
how a bit of magic would help with the action
you’re performing. Similarly, it can be
compelled like any other character aspect.
Characters with aspects such as these can
perform any normal actions with magical
flavor, or perform minor actions with no
mechanical benefit to help narrate your
character’s abilities.

Your

Magic and Powers
The core rules for Fate Accelerated do not
treat magic any differently than any other
action. As long as you have a relevant aspect
or stunts, you can perform some pretty
amazing things. This is awesome and you are
encouraged to do this, even if you use the rules
in this section. Experienced FATE players
won’t need any more than an aspect or two
and some FATE points.
Confluence also provides an alternate path
which you can use as well. For those who
desire it, these rules provide a more structured
path to power. These rules will be referred to
as magic here, but can also be used to
12

Stunts
Where your aspect gives you access to your
powers. Stunts are where you really detail
them and pump them up to the next level. To
start, you will need to select a base magic

stunt. This stunt will allow you to take a certain
number of spells or powers which match the
category for the stunt. These categories can
be thought of as magic schools, fighting styles,
or types of superpower.
If it’s appropriate for your character, you may
select multiple base stunts. Just because your
character is a lightning mage, doesn’t mean
that she can’t learn a divination or two. Just
remember to pay the appropriate cost: magic
always has a cost.

Spells and Abilities
Once a character has a base stunt, they gain
access to specific spells or abilities, which are
detailed on individual cards. A spell is a bit like
a mini-stunt, something that lets you use an
action to gain a specific outcome. They are all
subject to the following rules.
All spells require an action to cast. Some spell
descriptions require that you make an
overcome roll or an attack roll, and that’s
considered part of the action you spend to use
the spell.
All spells have categories. These categories
give you a shorthand for what type of base
stunt you need to use the spell.
The following rules may apply to individual
spells.
Cost: Casting this spell requires you pay a
cost of some sort. There are four ways to pay
the cost:






Accept one shift stress.
Pay a fate point.
Use a boost.
Create an advantage on your spellcasting
aspect in one round, then cast the spell the
next.

Summoning: This spell summons a temporary
companion. (For more information, see the
Companion special rules.) Unless stated
otherwise, this companion is disposed to help
you and follow orders. It comes with no
upgrades unless the spell you are using or
another stunt grants them.

A summoned companion remains for the
duration of the scene or until it is taken out.
Per Scene: You may only cast this spell once
per scene.
Per Session: You may only cast this spell
once per game session.
Persistent: This spell remains in effect for the
remainder of the scene, unless the caster
dismisses the spell (they can do this as a free
action), or another spellcaster does something
to counteract the spell. Usually they can do
this if they are aware that the spell is in effect,
and they perform an Overcome action against
the original caster. If a spell’s caster is taken
out, their spells are not necessarily dismissed
(GM’s discretion there), but dismissing spells
can be part of the concession negotiations.
Requires (list of spells): You cannot select
this spell unless you already have selected the
listed prerequisite spell(s). You can take this
spell and its prerequisites with the same stunt.

Fillable Blanks
Some cards have space for a word or a two as
a blank on the card. If you select one of these,
record how you fill in the blank on your
character sheet. This selection cannot be
changed unless you are in a situation where
you could swap the card it goes with. You will
want to check with your game master to make
sure your choice is reasonable.
If you have an aspect card called "Allergic to
_____" and select it, you will need to record your
choice on your character sheet. If you choose
perfume, you treat the aspect in all ways as
"Allergic to Perfume" and it cannot be altered
until the end of the next adventure when you
have an opportunity to change cards. At that
time you could remove that card and add it
back again, selecting a different allergy
changing it to "Allergic to Alien Plants"
This example is silly, but possible. Put some
thought to your character's history and
personality when choosing cards.
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Being the Game
Master
Running a session of the Confluence Meta
RPG is largely the same as running the Fate
Accelerated Edition rules. There are just a few
considerations that you may have to keep in
mind with regard to the setting and the
logistics of running games at a convention.

Adventure Scenarios
With very rare exception, you will be running
prewritten adventure scenarios that will either
be provided to you by the event organizer, or
that you acquire online. This is done to give all
participants in the campaign a similar play
experience.
You should try to stick to the major plot points
of the adventure as best as you can; however,
no adventure survives contact with creative
players. You are expected to adjust the game
to the player’s actions and ad-lib when
necessary. Just make sure they have fun and
get the opportunity to experience both the
conflict and rewards of the scenario.

Player Characters
Running a game at a convention means that
you will often be at the table with players and
characters that you have never seen before.
Ask for each player to hand you their character
and card stack. Take some time to look them
over and make note of the aspects that you
can use in the session. It’s a good idea to do
this while having the players introduce
themselves and their characters. This is
important to making the players feel like their
characters matter. It also gives you the chance
to make sure that the characters have been
built according to the rules.
It’s possible that players may bring cards that
are wildly inappropriate for the adventure. It is
absolutely within your power as a game
master to ask the character to leave them at
home if the adventure is not appropriate for
14

the card. This will most likely apply to larger
items, such as vehicles, so do not use this
power unless it is required. As an example,
you can point out to the player that the
character’s 12 meter tall mecha will have
limited use while exploring a haunted house.
Give the players a chance to negotiate; after
all, it might have a stealth system and can be
parked outside without anyone seeing it, or
another player may have a shrink ray that can
reduce it to human size by spending a fate
point.

Consequences
Consequences are not handled any differently
than described in the Fate Accelerated Edition
rules. When you apply a consequence to a
character, make sure to note the session
number from that character’s advancement
track. This will allow them to tell when they will
be permitted to remove the consequence.

Scaling Adventures
Adventure scenarios are written with base
level characters in mind. If the characters at
the table have hit multiple major milestones,
you may need to adjust the scenario to
account for their additional power. The goal
here is not to kill characters, but to make a
more interesting narrative, or have a conflict
last long enough to be interesting.
To gauge the relative power of your players,
look at the Approaches of each character and
make note of the highest approach for each.
The highest value for a starting character is 3.
Take the difference of these two numbers and
that will provide a guideline for how to adjust
the numbers. Call it an Adjustment Value.
Keep in mind that you don’t need to adjust
everything. Part of the fun in progressing your
character is getting stronger. Characters
should get the chance to feel stronger. Also
remember that adjusting the power level is
more art than skill. These guidelines will not
work in every situation.

Adjusting NPCs

Mooks are meant to be disposable characters.
You won’t need to adjust them. Just let them
lose and make it entertaining.
If there are lots of mooks – where it looks like
the encounter was meant to be challenging
because of the sheer amount of opposition,
you can distribute a number of additional
stress boxes to the mooks equal to the
Adjustment Value.
Supporting NPCs are those which are about
the same power level as a player character.
There are usually only a couple of them in a
given adventure. If you need to adjust them
upward, add the Adjustment Value to one of
their approaches.
Similarly, Main NPCs are usually a little
tougher than a player character. Their highest
approach is usually a point or two higher than
a player character. Adjust an important
approach by adding the Adjustment Value. Be
very careful with this one, as it can easily
overpower someone at the table who is not as
advanced as the player you used to calculate
the Adjustment Value.
A less dangerous alternative is to add stress
boxes equal to the Adjustment Value.

Creating Advantages
Numbers aren’t the only way to adjust
opposition, and in many cases they aren’t the
best way. Remember that your NPCs can also
create advantages. If the bad guys have met
the player characters, they can deduce things
about them. If they have the home field
advantage, allow them to take time to create
some situation aspects with free invocations
to prepare for them. If you really need a
number here, use the Adjustment Value for
how many, but going with what makes sense is
more important.

Going crazy with this can backfire and not be
very fun. Make sure that everything makes
sense and don’t punish players for coming up
with a clever way to overcome them.

Character Rewards
During each session, there are rewards for the
characters to earn. Every character that
participates in the story gets credit for the
session whether they are successful or not.
Write your initials in the next unmarked box on
their advancement track. If the box marked
contains the letter S or M, then the character
has reached a milestone and may be updated
as described in the Advancement section.
Most adventure scenarios will also have
additional rewards in the form of cards that
are included with the adventure. These will
need to be printed (preferably on cardstock),
cut out, and given to the players that have
earned them. The criteria for earning a card
will be listed in the scenario. If you are unable
to provide your players with the physical card
rewards, be sure to speak with your event
organizer to see if they can help you.

Game Master Rewards
Most people who run games do so for the fun
of it, but it’s important to reward those who do
so. The game cannot happen without
gamemasters. If you run a Confluence
scenario, you can choose to do any or all the
following things each time.
Initial the same number of sessions on
one of your characters that the players
of the session receive.
Select one of the reward cards that players
may acquire.
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Some events may have additional rewards for
game masters and volunteers, so check with
your organizer.

Replay
There are many reasons a player or game
master may want to play in a scenario they
have already played or run before. In a setting
with alternate universes, it is feasible for
someone to be sent to a universe with a
situation that is identical, but with slightly
different circumstances than one they have
already experienced, so the replay of scenarios
is allowed, with some caveats.
Any player coming into a game with prior
knowledge must inform the game master
before the session starts. The player must
“play dumb” and keep player knowledge
separate from character knowledge. In
essence, pretend that they have no knowledge
of the situation. If there is some point where a
player is concerned that a decision is being
made using out of character knowledge, the
player may ask for game master approval. The
game master can determine if the action is
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reasonable, or give the character an obstacle
to overcome with a die roll to allow them to
figure it out without player knowledge. This
should be done in a way where the story is not
spoiled for the rest of the table.
Allowing a player to replay is always optional.
If a game master is not comfortable allowing a
character to replay, they can refuse. If at any
point that you feel that a player is using out of
character knowledge to the detriment of the
others at the table, you may ask them to leave.
Initial their advancement bar and give them
any rewards they may have earned up to that
point. That is a last resort, and it’s usually a
good idea to try less severe methods before
you do so.

Conventions and
Events
The Confluence Meta RPG is designed to make
things extremely simple for players to get
involved. Game masters are usually volunteers
and they have their own duties to prepare.
Convention organizers are the ones that have
to deal with the complexity that make the
larger, “meta” parts of this game work. They
are responsible for acquiring the card sets,
getting them printed and distributing them.
This is complicated by the fact that every
convention has different circumstances. They
may have different themes, events and types
of players. As an organizer, you will need to
acquire the cards and character templates,
determine how to distribute them and arrange
the locations and times of games.

Why Cards?
The cards are designed to help engage
attendees and encourage them to participate
in events that they might not otherwise. The
cards are collectable, and to do so, a player
will need to visit vendors, play games, and
attend seminars to be able to obtain them all.
Some of the cards will require additional effort
to obtain – like playing three different board
games, painting a miniature or participating in
a tournament.
The cards serve multiple functions in use.



The cards are an important part of playing
the Confluence Meta RPG



The cards serve as a collectable souvenir
for the convention.



They function as a achievement system,
providing a tangible reward for the
attendee’s accomplishments



The cards are a way for vendors to attract
attention and advertise.



Players are more likely to keep the cards
because they have future use with their
characters.

Where Do the Cards
Come From?
The easiest way to obtain cards is to visit the
Confluence RPG website to find the card sets
that are currently available to the public. These
will be made available for download or print on
demand. There will eventually be multiple sets
available following different themes.
This game was created for CharCon: West
Virginia’s Premier gaming convention. Custom
cards sets are created for each Charcon
convention to match the theme and events
that are offered. While some of the cards from
these sets may filter into the public decks, they
will be slightly different. Convention cards are
exclusive to the , and attending will be the only
way to obtain them.
If you wish to have a custom set of cards
created for your convention, contact us
through our website and we will work with you.
There will be a cost, but if you have art that you
have permission to use, it will make the
process much easier and less costly. We
suggest getting your vendors involved and
asking for permission to use their art or logos
on your cards.

Getting the Materials to
the Players
At Charcon, we make the effort to ensure that
very little effort is required on the part of the
players. Our players will begin the convention
with what they need to play and information
about how to participate. The character
templates are formatted so that they will fit
behind their convention badge in the plastic
sleeve. If an attendee has their badge, they
have what they need to play. A random card is
included in the bag they receive when checking
in so they have something to add to it. We also
include information about the game in the
convention brochure, along with a sample card
that may be cut out and used. Examples of
these materials will be available on our
website.
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There are a couple different ways to handle
card distribution. One method is to distribute
the appropriate cards to the various locations
where players will be qualifying for them. For
example, if a player participates in a certain
RPG, then the game master for that game will
hand out the cards while they play, or a vendor
may have a stack of cards that interested
visitors can take when they come by. This
method will ensure that the game will have a
wide exposure, but is prone to waste, as cards
will be given to those who have little interest.
Another method is for the players to have their
actions documented and return to a central
location. Provide a set list for the cards
available at the convention and the criteria for
each one in the materials given to attendees.
When they complete a task, they can have the
person running the event initial the completion.
The attendee would then return to a central
location and obtain the card they have earned.
This method can also serve as a way to draw
people to the location where the game is being
played.
It is your convention, so you are free to use our
suggestion, or create your own.

Making Your Own
Materials
There’s nothing we can do to stop you from
doing this; after all, it is what we did to create
the game. If you create new sample characters
and cards, we would love to see them. If you
have appropriate permissions from the
copyright holders for your art assets, we would
love to make them available on our site,
incorporating it into the official game and
giving credit to the original parties.
That said, we are protective of our intellectual
property, and while we’re pretty cool about
things, you can’t take our work as your own
and you can’t make your stuff look like we
made it. Working with us will ensure that your
players are able to take their characters and
play at other conventions without any snags,
and that’s good for all of us.
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Welcome to the
Greater Universe

“Space is big. Really big. You just won't believe
how vastly, hugely, mind-bogglingly big it is. I
mean, you may think it's a long way down the
road to the chemist's, but that's just peanuts to
space.”
-Douglas Adams
In your mind visualize your universe. Three
familiar dimensions extend to include the
infinite volume of space. All of this flows
through time, each moment existing beside the
next. The Greater Universe (also called the
multiverse) expands that single universe to
include an infinite number of additional
universes with infinite variation. Each universe
flows beside the others, existing in parallel.
Universes do not affect each other on the large
scale, but there are places where variations,
both natural and artificial can bring them close
enough to effect each other.
A location where universes come together is
known as a confluence. You can think of it like
a place where two rivers join together to make
a third. There is a point in the middle where
you can move from one river to the other with
only a small adjustment. When we speak of
universes, we call this a confluence point. With
the proper knowledge one can use
confluences to travel from one universe to the
next.
The laws of nature are not all the same from
one universe to the next. Many have a different
constants for the speed of light, or a different
amount of charge in an electron and these
universes cannot support life or even matter
as you know it. Some universes are
disturbingly close to the one you know, with
only one or two changes. Some universes are
fantastically different, allowing things like
magic, psychic powers or steam-powered
devices to work.

Known Universes
The Confluence
The universe most familiar to those who work
with CharCom is The Confluence. It serves as
a headquarters for the organization, and as
home of many of its agents. This universe is
discussed in detail in its own chapter

Hollow Skies
Dark mysteries abound in the universe codenamed
Hollow
Skies.
Cryptids
and
conspiracies lurk in the shadows. The truth is
elusive. It can be found as you unravel the
extradimensional threats that prey on
humanity.

Kaijupocalypse Now
Civilization huddles in terror against the
constant threat of gigantic monsters which
stream through a naturally occurring
confluence. A team of CharCom agents, led by
this Earth’s leading scientist try to discover the
source of this chaos. They are not alone,
however. Natural monsters have emerged
from hiding to aid the forces of order to keep
the natural world from being destroyed
forever.

The Noir
The unique trait of this universe is that the
visible light spectrum is largely unused. In
other words it’s all black and white. Natives of
this universe are unable to see colors. Colors
are a foreign concept that they are biologically
unable to process. Items from other universes
retain their normal colors, making it easy for
outsiders to recognize other outsiders. This
seems to have affected the personality of this
world as well, as much of it is gritty and dark
as people try to survive in the morally gray
areas.

Red Earth
This is an alternate earth where the Cold War
between NATO and the Eastern Bloc never
ended. The tension has expanded to
encompass the entire globe. To make matters
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worse, this universe forms the shortest path
between The Confluence and SCYLLA. These
groups have infiltrated the governments of the
superpowers and a constant war of espionage
rages between them.

Vandalia City Nights
Something about this universe unlocks the
extra potential in those who visit it. Enhanced
intelligence, super strength, invulnerability,
energy blasts, the sorts of things only
imagined in other worlds. CharCom has set up
a research outpost in Vandalia City to study
this effect with the blessings of the city
government. In exchange for this support,
CharCom agents are expected to use their
powers to defend the city from the terrifying
foes which besiege it on a regular basis.

A Primer for CrossUniverse Exploration

When you spend time exploring new universes,
there are things that you need to learn, and fast.
You’ve made it this far, which means that you
are smart, or lucky. Pay attention and I will
make sure you stay that way.
-SSgt Jane Schultz, CharCom

Look Before You Leap
As an explorer, it can be really tempting to
jump through that new portal you discovered
through a naturally occurring confluence. Just
realize that anything could be on the other
side. It could lead to deep space, a world
where humans breathe methane or just a
primitive culture where they sacrifice whatever
comes through the magic portal to their gods.
There are often clues. Portals to other
dimensions can look like anything. Sometimes
you can just look through and see the other
side. Use your senses, does the air around it
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smell like ammonia? Is there a breeze?
Possibly a temperature variation? Pass a
scanner through for analysis, or if you don’t
have one, use a stick. Be careful, do the
research and come back alive.

Universes Protect
Themselves
If confluences are so dangerous, why don’t
universes tear themselves apart when they
occur naturally? The exact mechanism is hard
to explain in scientific terms, but the idea is
simple. The more drastic the differences are
between universes, the more unstable the
effect is when they touch. The result can be
explosive to those in the immediate area, but
the resultant explosion or implosion will seal
off the portal between universes. Things like
the Tunguska event are rare, but important as
reality cauterizes itself rather than being
consumed by a universe made of antimatter.
All this means that if you do discover a nice
stable pathway to another universe, you
probably won’t have your atoms ripped apart,
You still might have to deal with things like
being stuck for forty years on the other side
because time doesn’t match up.

Artificial Confluences
Being able to create your own confluence has
its own set of dangers. Since you are pushing
together universes that don’t want to be that
way naturally, it puts you at ground zero if you
open one to some place with incompatible
physics.
Fortunately, doing something
catastrophically stupid requires a lot of energy
(and Fate Points) but make absolutely certain
that whatever spell or device you use is
calibrated properly. If you need to get to a
particular place, a visit to the Atlas in
Confluence city can potentially save your life.

to remember that you are the alien visiting
their world. There is a phenomenon which can
help in this kind of circumstance. The average
person can turn a blind eye to the strangest
things from other universes. When presented
with a something beyond comprehension,
most people will reclassify them as something
which can fit their worldview. They will happily
ignore it as long as they are not forced to
confront the differences. For these people it’s
better to live with a quickly forgotten bit of
confusion than face the terrifying notion that
the universe is unknowable and infinite.
Entire careers have been devoted to
documenting and analyzing this process. The
reasons for this effect vary. It is a helpful to
know, but you cannot rely on it. If you fit within
the worldview of the person you are talking to,
you will be seen as you are. There are also
those who seem to know innately that the
world is infinitely weirder than others imagine
and they will see you as you are, for good or ill.
Don’t
look
down
on
them,
most
interdimensional explorers fell in this category.
Regardless of how you interact with them,
remember that these are all people. They can
be friend or foe. They have lives, motivations
and often you are as unfathomable to them as
they are to you.

Find a Good Team
This one is easy and obvious. When you are
exploring new universes, team up with people
that bring skills and knowledge that you don’t
have. You might have to fight. You could be
injured. You may not speak the local language.
You could even join a larger organization such
as CharCom which can help with logistics as
well as personnel.

Dealing with the Locals
When you travel to new universes you will
eventually run across creatures which are
radically different than yourself. It’s important
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The Charting and
Recovery Compact
(CharCom)

In the expanse of an infinite universe, one
person, no matter how heroic, is very small by
comparison. CharCom is a gathering of
sentient creatures who have experienced how
truly vast The Multiverse is. They have
gathered together to support each other, and
be part of something larger. In exchange for
their efforts, members are provided with
information, support and a home base to
return to.

eventually unlocked many technological
wonders, including the ability to find
confluences and travel between dimensions.
This technology led to an organized effort to
explore, map and peacefully colonize
uninhabited worlds. Scientific outposts were
created on many others. Soon, the explorers
encountered something they were unprepared
for.
The second Earth was used up. A totalitarian
regime had consolidated world power through
force. It had used the resources of the entire
Earth to create an unrivaled military for the
sole purpose of conquering and oppressing
every human being on the planet. When the
explorers attempted peaceful contact, they
were captured, tortured and eventually killed.
The devices these explorers meant to use in
order to get home was taken and modified for
war.
War came. A massive invasion, larger than any
in recorded history happened, One Earth
fought another and the devastation was
incomprehensible. The colonies and explorers
were told to hide and prepare to defend
themselves. Not long after this, all the
confluences that were used to travel and
communicate with home stopped. There was
nothing for them to connect to.

Dedicated to preserving the diversity of the
multiverse and cataloging its mysteries,
members of CharCom can be altruistic or selfserving, but the benefits of working with the
group keep them working together.

History
The founding of CharCom has passed into
legend, but the most commonly told story is
born out of tragedy. Two universes found
themselves at war, both contained Earths, The
first Earth had no central government and was
ruled by hundreds of arguing nations. Scientific
pursuit led a group of the more egalitarian
nations on this Earth to do research that
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It is believed that the unthinkable happened –
two entire universes were destroyed. There
has been no evidence ever found to explain
how or why. The emotional and economic tolls
of losing your home world eventually lead the
colonies to seek out each other and some of
the scientific teams to return to them.
Together these colonies signed a treaty called
the Charting and Recovery Compact, also
known as CharCom. They dedicated what
resources they could spare to mapping the
greater universe and collecting whatever
legacy they could find of their home. Over the
centuries, this group attracted like-minded
sentient beings from many universes.
CharCom grew into what it is today:
Independent and without the need for support
from outside governments.

Organization

The Confluence

CharCom’s organization can be described as a
mix of military structure and academic
squabbling with a bit of meritocracy thrown in
for good measure. If there is someone
interested in managing something, and they
are skilled or charismatic enough to get people
to listen to them, they become the de facto
leader for that endeavor. Divisions within
CharCom tend to take on the character of their
leaders, and the most influential can become
traditions.

A few hundred years ago, a group of agents
discovered something new and precious: an
infant universe. It was unconstrained by
preconceived laws and expanding into its new
possibilities. In a contentious move, the
leaders of CharCom seized the opportunity
and bent this new universe into a new home.
Using arcane secrets from many universes
they shaped it into a city of incomprehensible
size where travel to and from other universes
is easier than most others. This center of this
universe is a place where the flow of many
universes comes together. Everything around it
is called Confluence City

Matters that affect CharCom as a whole are
governed by a member council. Originally, this
council consisted of representatives of the
various colonies which supported it. Now the
councilors are those who are chosen by a
division to represent their interests. The honor
of being on the council is also awarded to
explorers and scientists who best represent
what it means to be part of CharCom. These
votes are important to the culture, as they
serve to keep the organization from being
ruled by bureaucrats. Whether or not this
works is up to debate, as it’s often difficult to
make them leave their research long enough to
vote.

CharCom Field Agent*
High Concept: Paramilitary Explorer
Trouble: I Love Regulations and
Procedures
Good (+3): Forceful
Fair (+2): Careful, Sneaky
Average (+1): Clever, Quick
Mediocre (+0:) Flashy
Team Player: Because I am a Team
Player, I get a +2 when I Carefully
overcome an obstacle with the help of
my team.

Confluence City is a unique place in the
multiverse. Seemingly endless, this city
contains museums, schools, residences, parks,
and hospitals. Everything that would be
created by advanced civilization is found here.
It is a literal paradise. The facilities tailor
themselves to the needs and worldview of the
inhabitants. Necessities of life such as food,
atmosphere, water and power are provided by
the very fabric of this universe. Creatures
known as custodians serve those who live
here, and can appear as golems, robots and
computers.
Custodians are capable of
learning skills, but have no will of their own.
They follow the orders of their masters as a
loyal animal might.

Travel to and from the
Confluence
In the center of the city is a place known as the
Confluence Point. At this location, the flow
from countless universes converges into a
single point and this allows those with the
proper knowledge to travel from the
Confluence to any of those realities.
In this place, the center of a universe, is an
arch which can be used as a gateway to any
universe which can be accessed by the
Confluence. The Arch is CharCom’s greatest
creation, and was created using all the
knowledge acquired from thousands of
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universes. As impressive as having an entire
universe as a home is, the Arch is the greatest
accomplishment and it has revolutionized the
way CharCom agents do their exploration.
Teams that make trips through the Arch are
equipped with some method of opening the
portal back to Confluence City. These can take
the form of handheld devices, spells or mental
techniques. CharCom members often create
their own methods of returning which usually
require a source of energy. (A FATE point more
often than not) Where a confluence can be
opened depends on how closely the arch can
synchronize with the target universe. With
some universes, a portal may be opened
anywhere. With other universes the portals
may only be opened at exact locations or at
certain times.
The Arch scans the entry point of every
universe that it connects to and its memory
banks record the danger level of each address
that is accessed by it. Universes that are
flagged as dangerous require a safety override.
Universes which would cause damage to
Confluence City (such as the one that opens to
event horizon of a black hole) cannot be
opened.
A number of additional defenses are in place.
Four different barriers of mystical force can be
triggered at a moment’s notice. The barriers
are attuned to Life, Matter, Energy and Mind. In
the case of hostile forces making it through,
the Confluence City Home Guard have
members on guard at all times and automated
weaponry that may be activated. Additional
resources may be brought in if the situation
warrants it.

Economy in the
Confluence
CharCom’s private universe is a paradise by
any definition. An effectively infinite amount of
land is available for a population that is only
measured in the tens of thousands. Food,
energy and raw materials for work are readily
available, supplied by the universe itself. The
custodians provide menial labor, so citizens
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performing those jobs are uncommon, and
voluntary. There is no material cost to
research and creation, only time and effort.
This does not mean that scarcity does not
exist. It just takes a different form.
The most noticeable is location. There is only
one point of entry and exit to this universe.
Proximity to the Confluence Point is an
important factor to many, and carries a certain
prestige
as
well
as
convenience.
Neighborhoods have cropped up in certain
areas, where those with similar architectural
preferences (and perceived economic status)
have set up their homes and workspaces
together. Disagreements about which groups
should be given access to these areas are not
uncommon.
CharCom is very much a meritocracy – people
are given respect in accordance to their
knowledge and skill, and how much they share
with others. Those who excel will find other
members naturally following them and seeking
their advice. Access becomes currency which
can be used for favors or resources.
Manufacturing in Confluence City happens in
small batches. Even high technology tends to
be one-off items and made by hand using
advanced tools. The custodians who are part
of Confluence City provide assistance, but they
are not a labor force for mass production.
There seems to a limit on how many
custodians a particular person can command,
and any attempt to use them for mass
production has ended in failure.
Related to this is the strict regulation in place
regarding population – only full members of
CharCom are able to live in Confluence City.
Importing cheap labor is impossible. The
Council will not budge on this, even in dire
circumstance. If mass production is needed,
CharCom has to trade for it with one of the
founding colonies.
Members of CharCom can easily trade
materials from one universe to another. By
moving materials from low to high demand
they could amass a lot of wealth, and
potentially destroy the economies of the
worlds they trade with. CharCom rules allow

smaller transactions which allow members to
survive and trade for the supplies they need for
their missions, but outright greed is frowned
upon. There is a practical consideration as
well. Materials from a particular universe carry
a faint resonance which can be detected by
those with the proper skills. Clever
investigators could potentially trace the goods
back to the source and endanger your mission.

Confluence City
Sprawling around the Arch in all directions is
Confluence City. Effectively infinite in size, this
city will adjust its construction to the needs of
its inhabitants with the assistance of the
golem like custodians.
The area around the Arch contains buildings
most important to the functioning of CharCom
and its ongoing exploration efforts. Roads
radiate from the central plaza following the
cardinal directions, allowing access to outlying
areas.

Important Locations in
Confluence City
The Ascendant Tower
The most prestigious guild of magic users
affiliated with CharCom is the Ascendant
Order. Their tower is located on the outskirts
of Confluence City’s central district. This tower
is an extreme example of magical architecture
and its form and height parallels the
philosophy of the organization it houses.
One ascends through the Order in a series of
trials judged by a panel of superiors. The
position of a member’s quarters and
workspace in the tower increase in height as
they gain the resources and power due to their
position. Competition for advancement is
fierce, but overt sabotage and cheating is dealt
with by expulsion.
The lowest levels of the tower are devoted to
servants and storage of mundane resources.
Above that are the classrooms and quarters of
the apprentices. As you go upward you reach
magical workspaces, operating theaters, and
at the highest level the homes of the eight
members
of
the
Ascendant
Circle.
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Membership in this elite group is the pinnacle
of power and prestige. It is led by the
Chancellor who has executive power to
manage the Ascendant Order and the school
below.
The members of the Ascendant Circle each
have a portion of the Order that they are
responsible for, but they are not immune to the
competition which defines the order. Unwilling
to settle with a living space of lower position in
the tower, each has constructed a smaller
floating tower attached to the central tower by
a bridge. Each of these seven towers is as
unique as its occupant and slowly grows in the
effort to maintain their status.

The Atlas
One of the first buildings constructed in the
newly created universe was the Atlas. It is a
crystalline structure, like a cathedral built
around an observatory. Inside is a vast
memory bank of three-dimensional memory
crystals which store maps and information for
every location ever reported to CharCom. This
information may be accessed through
holographic terminals which are located
throughout the building and in class and
conference rooms. The Central chamber is a
huge planetarium style chamber where you
may walk through the holographic projections
and see the stars and skies of thousands of

Journeyman Cartographer*
High Concept: CharCom cartographerin-training
Trouble: The devil's in the details
Good (+3): Sneaky
Fair (+2): Careful, Clever
Average (+1): Flashy, Quick
Mediocre (+0:) Forceful
Well-Read: Because I am Well-Read, I
get a +2 when I Cleverly overcome an
obstacle from an out-of-place culture
(like alien technology on Earth) .
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worlds.
Conventional cartography is stored here as
well, including everything from primitive hand
drawn maps of cities to data chips containing
star maps of galaxies. While there are millions
of such maps, it is woefully small compared to
the amount of the multiverse that needs to be
mapped. These maps have all been acquired
by CharCom agents one way or another. If you
are planning an expedition, it can be worth a
visit to the catacombs below the Atlas to see
what previous expeditions may have
discovered.
Managing this data requires some effort.
Workers here are called ‘cartographers’ but
they are as much occult librarians as they are
mapmakers. The locations they track include
the locations of natural confluences, where
they can be found and when in the care of
temporary openings. They also keep the exact
frequencies and settings used to access of
every universe from the Confluence. These
coordinates are downloaded periodically from
the Arch. CharCom agents can request that
certain universes be marked as dangerous
upon return from their missions. Certain
information is restricted and is not released
without the permission of high ranking
cartographers.

Confluence Plaza
In the middle of Confluence City is a kilometer
wide open air plaza. In the center of it are The
Confluence Point and the Arch. The plaza is
ringed by mechanisms which make it all work
– these devices feature advanced science,
ether powered steam engines, magical
standing stones, large psychic crystals and
anything else imaginable. These all focus the
incredible energies that control of the passage
to other universes.
This field serves as a parade ground, meeting
place and mustering point for expeditions.
There are paved routes allowing vehicles and
transports access to the Arch.

Dubois Memorial Airfield
The size of the arch allows aircraft to pass
through it as well as vehicle and foot traffic.

The Dubois Memorial Airfield is oriented so
that the runway ends at Confluence Plaza. This
allows launches directly into the Arch, and
landings directly from it.
The buildings which make up the airport are a
good ways away from the Confluence. The
control tower is tied into the controls of the
Arch in a way that prevents aircraft and ground
traffic from using it simultaneously. Hangers
and concrete pads serve as parking for a vast
array of vehicles. World War II aircraft can be
found beside space fighters. Magical flying
boats and space attack mecha taxi behind
each other, waiting for their turn to launch.

and humidity is calculated to best preserve the
millions of books contained within. The master
of the Grand Archive once ran a monastery
and oversaw the copying and preservation of
texts by hand. Though he now has access to
magical and technological means, he is a
traditionalist.

The Fields

Tall stacks of book shelves fill every hall and
room, with robed acolytes helping visitors find
what they need. In fact, due to the arcane
nature of the catalog, it is near impossible to
find what you are looking for without their help.
These acolytes are chosen for their love of
books and required to treat the Archive with
great respect and reverence. Horseplay on the
rolling ladders is frowned upon.

Located a few miles northeast of the
Confluence Point, are the Fields. This is an
enormous park which containing the plains
and forests many different species. It serves
as a park and natural area and fills several
square kilometers. Paths wind through it
providing access to the different regions.

Once a visitor has the texts they need, they are
lead to one of the many reading areas. Deep
leather chairs, mahogany reading tables and
natural light provide an ideal environment for
study. The smell of books, leather and wood fill
these rooms and the acolytes keep them clean
of all dirt and dust.

The malleable nature of Confluence City is
most evident here. If someone brings some
soil and plants here and plants them, over
time, the soil conditions will be duplicated and
the plants will be allowed to spread. The
custodians will maintain the area and ensure
that a sapling becomes a grove. If you bring
additional plants and maintain a garden, the
custodians will learn the way you want it and
maintain it in your absence. In one case, a
custodian was seen visiting the Grand Archive
seeking out information about how to care for
a rare orchid.

The services of the archive are available to all;
however those who disrespect the books or
others in the halls will find themselves banned
from the Grand Archives. Someone wishing to
regain the good graces of the master would
need to provide him with the donation of a
truly unique discovery from their travels.

The Fields do not only contain gardens. Hiking
trails, cabins and fishing ponds exist for those
who seek outdoor relaxation. Sports fields see
a lot of use, especially the football field, which
a number of non-human species have become
fond of. It seems that even an alien mind does
not comprehend why some call it soccer.

Grand Archive
The Grand Archive is traditional as the Atlas is
futuristic. It is an enormous stone structure
like a medieval monastery. The inside is a
bibliophile’s dream. The internal temperature

Home Guard Military Police*
High Concept: Confluence Home Guard
Security Force
Trouble: The end justifies the means
Good (+3): Forceful
Fair (+2): Flashy, Quick
Average (+1): Clever, Sneaky
Mediocre (+0:) Clever
Sworn Protector: Because I am a Sworn
Protector, once per session I can ignore
all stress from one attack.
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Home Guard Barracks
The Home Guard Barracks is a series of
practical buildings that serve as the home for
the Confluence City Home Guard and their
vehicles and equipment. Members can often
be seen training on the field in front of their
headquarters, a medieval style keep in the
center of the complex. The defenses of this
place are not medieval. The Home Guard will
use any advantage they can find in order to
keep Confluence City Safe.

Kzzztztzch Xenomedical Center
The hospital serving Confluence City is a
modern looking six sided building with
hexagonal windows. It was founded by Dr.
Kzzztztch, who was a master surgeon as well
as an expert on the biology of several sentient
species. This hospital is dedicated to research
of alien biology and medicine. Since Dr.
Kzzztztch was a mantoid, humans are
considered alien biology as well.
The hospital is staffed by Dr. Kzzztztch’s
descendants. Mantoids are a prolific and
social people with a keen sense of community.
They are usually scientifically minded and
atheistic, but their dedication to exceptional
ancestors is fanatical. The surest way to raise
the ire of one of the hospital staff is to insult
Dr. Kzzztztch. The fact that this can be done
Kzzztztzch Field Medic *
High Concept: Battle-hardened Mantoid
surgeon
Trouble: Humans!
Good (+3): Clever
Fair (+2): Careful, Quick
Average (+1): Flashy, Forceful
Mediocre (+0:) Sneaky
Patient Comes First: Because the
Patient Comes First, I get a +2 when I
Cleverly overcome an obstacle affecting
my patient or Quickly defend my patient
in combat.
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by mispronouncing his name makes this a
common occurrence.
The hospital has a fully staffed emergency
room, prepared to treat any exploration team
members who return from missions injured. It
has facilities for long term care and a full
surgical center. For extreme situations, the
hospital includes secure treatment rooms for
dangerous patients and criminals.
Medical research is the foremost mission of
the center. While patient privacy is guaranteed,
patients can be asked to sign an intrusive
sounding disclaimer when their cases are
unusual enough to warrant research. An entire
ward is dedicated to research and medical
training, making sure that knowledge is ever
expanded and that the next generation of
doctors is more skilled than the last.

The Schola Pragmaticam
The Schola Pragmaticam exists in Confluence
City’s academic district, though is by far the
smallest from initial appearance, standing only
two stories and spanning a single city block.
The Schola Pragmaticam's glass architecture
belies the very serious and sometimes
dangerous experiments occurring in the

Pragmaticum Lab Technician *
High Concept: Certified Pragmaticum
Experiment Conductor
Trouble: What does this button do?
Good (+3): Careful
Fair (+2): Quick, Sneaky
Average (+1): Clever, Forceful
Mediocre (+0:) Flashy
Precision Driven: Because I am
Precision Driven, I get a +2 when I
Carefully perform any action which
requires exact measurements.

the monks and has been developed into a
forest inhabited with mythological creatures.
The monks claim that these woods and the
creatures in it are part kami – spirits which can
sense the nature of a being’s soul and provide
challenges which will help them on its path.
The Temple is led by Wizened Masters, who
are experts in psychic abilities and martial arts.
The masters have achieved great humility.
Though the masters describe themselves as
servants, members of the temple come to
them for direction. With just a few words from
the Master can direct their followers on the
perfect course of action, if their advice is
followed.

extensive subterranean construction, designed
to better protect the citizens of the Confluence
in the event of "mishaps" and isolate scientific
pursuits from the unpredictable effects of
magics.
The Schola Pragmaticam hosts a wide array of
scientific endeavors and the scientists to
match. While some professors choose to join
the Schola Pragmaticam to further expand
their personal specialty, most have made the
decision to broaden their field by learning and
incorporating the realities of other universes.
As a result, the student body of the Schola
Pragmaticam enrolls a large number of
professor-pupils,
making
classrooms
extremely intimidating for true undergraduates
who choose to attend.

The Temple of Meditation and
Enlightenment

Located 100,000 steps from the Confluence
Point, on top of a mountain is a Zen monastery
which seems much more ancient than it could
possibly be. To reach it one follows a path that
leads through the Fields and up a near vertical
staircase up the mountain. Here lives an order
of monks who seek enlightenment through the
physical and mental perfection.
The land around the temple is maintained by
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Antagonists

show initiative and if left unattended, will stop
their task after a few days and be repurposed.

The Multiverse is a big place, and most of it
doesn’t like to play nice. You can never be
completely prepared for the types of situations
you may face when you step through a portal.
This chapter is far from exhaustive but should
give you some feel for the breadth of dangers
you may face.

Custodians are not made for combat, though
their stone forms and strength give them great
resilience. Some have taken upon themselves
to try to train a custodian so that their one skill
is combat, but when a fight finally happened,
they had to spend their efforts directing the
custodian what actions to take.

Locals

Mantoids

The most common challenge an explorer will
face will be the people who live in whatever
universe someone visits. Most of them have
the same motivations as normal humans, even
if they have tentacles instead of necks. There
are a few species that you will run into
eventually as you visit their worlds. Some of
them will even try to follow you home.

The mantoid species superficially resembles a
humanoid mantis. Mantoids are a prolific and
social people with a keen sense of community.
They are usually scientifically minded and
atheistic, but their dedication to exceptional
ancestors is fanatical. Their social ties can
extend beyond family to friends and
coworkers. If a mantoid calls you friend, you
have a friend for life.

Custodians

Robots

The only creature which could be considered
native to CharCom’s personal universe are the
custodians. These creatures are made of living
stone and behave much like the golems of
legend. They do not speak, and
can only communicate using
simple gestures.

In some universes, mankind creates robots in
their image – humanoids with artificial
intelligences and rules by Asimov’s laws of
robotics. These robots are as capable as a
human, but are not subject to
aging or natural death. Robots
are
not
infallible.
Their
programming may be corrupted
or influenced by faulty logic.

Most custodians are not
directed by a master. They
serve as the hands necessary to
maintain Confluence City. This
happens automatically. Roads
are cleaned, light bulbs are
changed, and gardens are
tended using whatever methods
are necessary to preserve the
designers’ intent.
When a CharCom member
needs help, one will arrive
shortly. Custodians seem to
form from nothing just out of
sight, whenever needed, and
fade into the background to
perform the tasks they are
given. A single custodian can
learn a single skill. They never
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Saurians
The extinction event which
ends the dinosaurs does not
happen on all Earths. Saurians
are the intelligent species of
reptile which evolve on those
worlds. A typical Saurian has
the same range of intelligence
and physical ability as a human.
The differences are largely
cultural – Saurian culture is not
built around family and tribe.
They do form groups, nations
and empires, but the loyalties
they have are to what that
group provides the individual
and not to the institution itself.

SCYLLA

civilization perfect for human occupation, yet
empty.

CharCom is not the only group of explorers
travelling
the
greater
universe.
The
organization that crosses paths with CharCom
the most is Scylla. Members are well equipped,
well trained and well hidden. They do not have
a moral code and members work together to
increase their power and extend their control
as far as possible.

In order to facilitate a task of this size, the
robots created an entity called The Core, which
consists of hundreds of robot minds in parallel
processing. This entity is vastly intelligent and
has developed its own personality, and is the
leader of the robots. It has an uncanny ability
to take various inputs and calculate the most
likely outcomes. It’s not infallible, as it missed
the event that destroyed human life in the
galaxy.

Scylla’s organization is extremely hierarchical.
The Secret Masters control it from behind the
scenes, rewarding success well and punishing
failure harshly. Members will work against
each other in Machiavellian schemes to
improve their standing and access to the
resources to pursue their personal agendas.
The Secret Masters support this behavior and
use those personal agendas to control the
lower ranks and cull all but the most talented.

Encounters with CharCom
Not long after the CharCom’s reorganization
into an independent group they encountered a
plot intended to take control of one of the
colonies which originally supported it. There
was a bloody conflict between the groups
which ultimately lead to the exposure and
death of two of Scylla’s secret masters.
Scylla went quiet for a while as a bloody power
struggle went on to fill the power
vacuum left by the missing masters.
When it recovered, it had learned one
lesson. CharCom was a threat and
marked for destruction.

The Core
The Core is the universe that SCYLLA
uses as a home base. In it, humanity
spread to the stars with the help of
humanoid robots with artificial
intelligence. These robots were built
to serve and provide for humankind’s
happiness. Eventually, the robots did
everything, and humanity withered
and became extinct (presumably).
The robots continued their mission,
developed the entire Milky Way into a

A portal to this universe was discovered by
SCYLLA and investigated. Eager to have
humans to serve again, the Core welcomed
them and gave them access to the paradise it
had constructed. The Core serves the Secret
Masters as an advisor and gives them access
to both its army of robots and advanced
manufacturing infrastructure, and they provide
it with a means to fulfill its programming.

SCYLLA Operatives
Dr. Midas Meriwether
The most notorious of the Secret Masters of
SCYLLA is Doctor Midas Meriwether. Born in
poverty, he swore to rise above his station and
never allow anyone to degrade him again. His
natural genius and lack of scruples allowed
him to go far. Controlling industry
was not enough for him, so he turned
his resources to Science in an effort
to control the very nature of the
multiverse.
He was successful and started
expanding his financial empire to
control other universes. This put him
into conflict with a SCYLLA team. He
quickly defeated them and made
contact with their superior. After
many schemes and betrayals he is
one of the leaders of SCYLLA. Now
taking down CharCom is his next
challenge.
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Character Templates

Monster Hunter*

In the next few pages you will find some
sample character templates. They can be used
as they are to get playing the Confluence Meta
RPG right away. You can make paper copies of
them, and use the cards we also include in this
book to flesh out the character.

High Concept: Hunter of
extradimensional creatures

You may have noticed that some of the
sample statistics for non-player characters in
this book have an asterisk beside them. These
are built using the same rules as character
templates so if you like one, grab a character
sheet and copy the information from the stat
block into it and you’re ready to go!

Average (+1): Careful, Quick
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Trouble: It’s right behind me, isn’t it?
Good (+3): Forceful
Fair (+2): Clever, Sneaky

Mediocre (+0:) Flashy
Expert Tracker: Because I am an Expert
Tracker, I get a +2 when I Cleverly create
advantages while tracking my prey.

JAMES COOKE, Grizzled War Medic
James Cooke takes care of people. The oldest of five kids, he made sure his siblings went to school, studied, and tucked in at night. He quit school to work at the
hospital did his best even if his job was menial. When he was drafted, his skills
put him on the fast track to being a field medic.
James persevered through the war. If someone got shoot, he treated them. If a
soldier broke down in combat, he supported them. If the enemy found themselves between James and a patient, they didn’t stay that way for long.
After the war, James’ squad encountered a CharCom team. Knowing an uneducated field medic would not have any employment at home, James transferred to
a new team.
James Cooke
High Concept: Grizzled war medic
Trouble: Not every scar is physical
(May take three more aspects
from your collected cards)
Approaches
Careful: Good (+3)
Clever: Fair (+2)
Flashy: Mediocre (+0)
Forceful: Fair (+2)
Quick: Average (+1)
Sneaky: Average (+1)

Stunts
Combat Triage: Because I can perform Combat Triage,
once per scene I may attempt an overcome action to
remove a Mild Consequence from a target in the same
zone as me.
(May take two more stunts
from your collected cards!)
Stress: 3
Consequences
Mild (2):
Moderate (4):
Severe (6):
Refresh: 3
Advancement
1

2

S

4

5

M

7

8

S

10

11

S

13

14

M

14

17

S

19

20

S

22

23

M

25

26

S

28

29

M

JULIE VALES, Robotics Engineer
Julie Vales was born in Confluence City and always knew she wanted to be a CharCom field agent. Possessing a natural talent with math and technology she excelled academically. A strict exercise program ensured that she was prepared
physically. Nobody was surprised that she was accepted and passed field training
at the top of her class. The human element is what led to her failure.
During her first mission, a miscommunication left the team in a dangerous situation. It was her fault, but her training allowed her to save her teammates. Julie was
not so fortunate. The accident left her paralyzed from the waist down.
Although some called for her resignation from field agent status, she refuses to let
her mistakes define her life. She uses technology to compensate for her physical
JULIE VALES
injuries. The emotional ones will take a
High Concept: Robotics Scientist with an Advanced
little more time.
Mobility Device
Trouble: Paralyzed from the Waist Down
(May take three more aspects
from your collected cards)
Approaches
Careful: Fair (+2)
Clever: Good (+3)
Flashy: Fair (+2)
Forceful: Average (+1)
Quick: Mediocre (+0)
Sneaky: Average (+1)

Stunts
Electronics Savant: Because I am an Electronics
Savant, I get a +2 when I Carefully overcome an
obstacle or create an advantage that involves
electronic systems.
(May take two more
stunts
from your collected cards!)
Stress: 3
Consequences
Mild (2):
Moderate (4):
Severe (6):
Refresh: 3

Advancement
1

2

S

4

5

M

7

8

S

10

11

S

13

14

M

14

17

S

19

20

S

22

23

M

25

26

S

28

29

M

ASTRID GRIMSDOTTIR,
Student of Illusion
Astrid came to magic the hard way. Born on an Earth where magic had been depleted, she did not know of her potential. Her mundane life was changed forever by a
wizard passing through her universe. The presence of his magic aroused the
growth of her crystalline horns and her need to know more.
Now a student of the Ascendant Order, Astrid seeks to live up to the potential in her
bloodline. Reveling in her magic, she uses it to bring laughter and joy to anyone
trapped in a normal life.
Astrid Grimsdottir
High Concept: Awakened Scion of a Magical
Bloodline
Trouble: Normal is Boring
(May take three more aspects
from your collected cards)
Approaches
Careful: Mediocre (+0)
Clever: Average (+1)
Flashy: Good (+3)
Forceful: Fair (+2)
Quick: Average (+1)
Sneaky: Fair (+2)

Stunts
Heirloom Staff: Because I have an Heirloom Staff, I get
a +2 when I Forcefully attack a target in the same zone
as me.
(May take two more stunts
from your collected cards!)
Stress: 3
Consequences
Mild (2):
Moderate (4):
Severe (6):
Refresh: 3

Advancement
1

2

S

4

5

M

7

8

S

10

11

S

13

14

M

14

17

S

19

20

S

22

23

M

25

26

S

28

29

M

GANBAATAR, Ascetic Saurian
A clutch of baby saurian hatched in the forests on the outskirts of Confluence
City. Left to fend for themselves, only the strongest one survived the wilderness.
That survivor is Ganbaatar.
His parents finally returned to adolescent child. He is strong and fast, honed to be
a great predator by the mythological creatures who inhabit that forest. He returned home to hone his mind and learn the ways of civilization.
Ganbaatar is now his own person, but he has not lost his drive. He set himself on
the path to physical and spiritual perfection. Nothing less is satisfactory.

Ganbaatar
High Concept: Saurian Seeker of Physical Perfection
Trouble: Recovering Predator
(May take three more aspects
from your collected cards)
Approaches
Careful: Average (+1)
Clever: Fair (+2)
Flashy: Mediocre (+0)
Forceful: Good (+3)
Quick: Fair (+2)
Sneaky: Average (+1)

Stunts
Student of Many Forms: Because I am a Student of
Many Forms, I get a +2 when I Quickly create an advantage with my martial prowess.
(May take two more stunts
from your collected cards!)
Stress: 3
Consequences
Mild (2):
Moderate (4):
Severe (6):
Refresh: 3
Advancement
1

2

S

4

5

M

7

8

S

10

11

S

13

14

M

14

17

S

19

20

S

22

23

M

25

26

S

28

29

M

CAL HANTA, Smuggler for Hire
Words and Cal Hanto once tried to do the right thing, operating a legitimate shipping business. The Terran Empire’s increasingly draconian regulations forced him to take more risky
cargos in order to stay in business. Cal turned out to be good at smuggling. Anyone he
couldn’t out talk, he could out fly.
His fortune did not last forever. He was boarded by a Terran military vessel while hauling
contraband for a notorious gangster. Cal and his co-pilot managed to escape but without
the cargo or any money. On the run from both the Terran Empire and the largest gang in the
sector he needed to find a lot of money fast.
The job came when a group of strange folks hired him to deliver them to some coordinated
in deep space. When his ship arrived, the coordinates were blockaded by military ships.
Desperate, he fought and flew to get to that empty bit of space. The ship was about to be
destroyed when the mysterious passengers
opened some kind of hole in space. Flying
Cal Hanta
through the portal he suddenly appeared over
High Concept: Smuggler Captain of the Space
a city.
Freighter Peregrine
These CharCom guys seem like a good way
to lie low and try to find the money needed to
Trouble: I Owe That Gangster a LOT of Money
fix his ship and pay off that debt back home.

(May take three more aspects
from your collected cards)

Approaches
Careful: Mediocre (+0)
Clever: Fair (+2)
Flashy: Fair (+2)
Forceful: Average (+1)
Quick: Good (+3)
Sneaky: Average (+1)
Stunts
I Shoot First: Because I Shoot First, once per
session I may make an attack , even when it is not
my turn.
(May take two more stunts
from your collected cards!)
Stress: 3
Consequences
Mild (2):
Moderate (4):
Severe (6):
Refresh: 3

Advancement
1

2

S

4

5

M

7

8

S

10

11

S

13

14

M

14

17

S

19

20

S

22

23

M

25

26

S

28

29

M

PODRIK, Murine Ne'er-Do-Well
In the Animal Kingdom, it was difficult for a rat to make a living. Podrik never had
any trouble as a thief. He enjoyed targeting the wealthy, putting dents into their
over-inflated pride. It was never about money. Podrick sent a message to the privileged that they were vulnerable.
Over time, the Animal Kingdom became more tolerant and unified, in no small part
due to Podrik's actions. However, the Animal Kingdom was no longer a place for a
socially deviant larcenist. Podrik left his home to bring social revolution to places
abroad. What he found were the infinite possibilities of the Confluence.
.

Podrik
High Concept: Rogue Rodent With a Longsword
Trouble: I Have a Hero Complex
(May take three more aspects
from your collected cards)
Approaches
Careful: Fair (+2)
Clever: Mediocre (+0)
Flashy: Average (+1)
Forceful: Average (+1)
Quick: Fair (+2)
Sneaky: Good (+3)
Stunts
Warren-Born: Because I am Warren-Born, once per
session I can succeed-with-style at an overcome
task involving tight or maze-like spaces without rolling.
(May take two more stunts
from your collected cards!)
Stress: 3
Consequences
Mild (2):
Moderate (4):
Severe (6):
Refresh: 3

Advancement
1

2

S

4

5

M

7

8

S

10

11

S

13

14

M

14

17

S

19

20

S

22

23

M

25

26

S

28

29

M
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