SIQ REFERENCE SHEET

Gameplay in Sig consists of a number of dramatic scenes. Each scene will
begin with a Framing phase, followed by a Collaboration Phase which may
lead to one or more Conflict phases. When you have answered the question
of the scene, move to the Closing phase which may include an Interlude. At
the end of the session, perform the Reflection phase which may change the
tether to Sig.

FRAMING PHASE

1. Everyone rolls their Smoke dice, compare each other’s results and re-
rolling in the case of ties. . In descending order, each player chooses
one of the following options.

The highest score chooses to seize the Platform, Tilt or Question.
The second highest score chooses one of the two remaining options.
The third highest score gets the last option.

The person who selected the Platform, describes where and when the

A

Scene is taking place.

o

The person who selected the Tilt, defines some event or action that will
force the characters into action.

7. The person who selected the Question creates the one you wish to
answer with the Scene.

COLABORATION PrfsE

. The GM starts by describing the scene, based on the platform and tilt.
. Anyone may make narrate what occurs, declaring things in the fiction.
. If anyone contests a declaration, you trigger a Conflict Phase.

. If the question has been answered, anyone may end the scene.

COMFLICT PfisE

Each person choses to propose, support, or abstain from a declaration.

Each person proposing a declaration selects their relevant attribute die
and increases it by one step per supporter.

Each person rolling adds a +1 bonus if a Broad Talent applies, a +2 if a
Common Talent applies and a +3 if a Deep Talent applies (Max of +6 for

one of each.)
Roll dice.

After the roll, anyone may spend Influence to gain +1 per point and/or
suffer harm to that attribute to gain +3 per level.

The person with the highest score gets their declaration and must pay
the Price of Victory (I Harm)

In case of tie, each tied participant proposes another declaration they
get if they win. They select the relevant attribute die + Talent bonus
and roll again. Winner take all, paying the Price of Victory again.
Return to the Collaboration Phase

ALOSING PHASE

Examine each Belief with an Influence token and determine if it’s
been confronted (confirmed or refuted).

If a Belief has been confronted, give the owner that Influence token.

If all three of someone’s Beliefs are empty, give everyone else one
Influence and refill that portion of the Belief sheet.

Anyone may spend 3 Influence to trigger an Interlude between scenes,
a one-on-one scene where they someone else a question. When that
question is answered, both individuals remove one Harm.

REFLECTION PrASE

If any player has 15 Influence at the end of a session, trigger a
Reflection scene. They have a one-on-one scene with someone else.
In the Reflection Scene, they discuss how one of that person’s Beliefs
has been confirmed or refuted, and they create the replacement belief.
Both participants improve, by gaining Talents or Attributes. The GM
also changes one of the planes that has the tether to Sig.



