
...and then you die.

A 2007 Game Chef entry
by Mischa Damon Krilo v

This came from CURRENCY , DRUG, and MEMOR Y.

Ò...and then you die. Ó is a game about life at the end of life; it is about an end to the work 
of breathing; it is about how pett y life becomes when time is at its most scarce. It's about 
getting the largest helping of creamed corn before losing y our last shred of dignit y at 
tonight's sponge bath. Pla yers rolepla y life in a retirement home; one char acter will kick the 
big golden buck et before the end of the session. How it happens and what it means is up to 
the pla yers.

Feedback Group OMEGA (the last group on earth)

“Sometimes I think this place is like high school with wheelchairs.” —Misty Giaculo, The 
Sopranos

...and then you die.
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“Life is too important to be taken seriously.” —Oscar Wilde

Introduction
This game is about death.

Sometimes death is sudden, immediate, or unexpected. In the case of the residents of the 
Cozy Castle retirement communit y, death is a constant neighbor . Just lik e the rest of us, 
they progress inex orably tow ards the end of their liv es. One w ay or another , the end is nigh.  
So is Bingo night. With a choice in how to face y our death, sometimes others will w ant to 
have their sa y in y our death. Accept death on y our terms, not theirs. Medication can k eep 
you going, but only for so long. Piss and vinegar will get y ou what y ou w ant, but at a cost. 
One-upping each other's w ar stories ma y earn y ou r ank and respect, but y ou can't tak e it 
with y ou. What will people think of y ou when y ou're gone?

Regardless of what actually happens after y our body becomes food for worms, y ou only go 
around once. Life is a precious, precious thing. Will y ou recogniz e that? Act quickly , for time 
is short ...and then y ou die.

“No man understands a deep book until he has seen and lived at least part of its 
contents.” —Ezra Pound

Notes for the Game Chef Judges
CURRENCY is mechanically introduced as Pills, as well as the Social and Crotchet y meters. 
DRUG gets used as the inspir ation for the Pill mechanic as well as the lik ely near -to-center 
stage in-game focus of the residents and their ailments. MEMOR Y represents the roughly 
half of the game that tak es place in the past stories of the residents.

Only judge on the incorpor ation of these three ingredients.

PALACE was part of the original concept for this game, a pasting-on a feudal theme to the 
social order , but it w asn't working. There are a few influences of it left in the setting, but do 
not judge the game on the incorpor ation of this ingredient.

NB: The scope of this game grew r apidly during the last few da ys of its dev elopment. I hope  
it pro ves both fun and interesting without coming off as pretentious.

...and then you die.
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“You do not have to do everything disagreeable that you have a right to do.” —Judith 
Martin

A note on Sensitivity and Callousness
This is y our only disclaimer , as there is a great potential for offensiv eness and morbidit y in 
this game. If y ou don't ha ve a thick skin, or ha ve a low toler ance for potentially offensiv e 
situations, this might not be y our game.

During the course of pla y, some v ery serious topics will come up . Cancer to rob the body 
and Alzheimer's to rob the mind and death to rob the soul are not light subjects in casual 
conversation, but this game doles it out aplently alongside y our ice cream r ation and y our 
perpetually empt y mailbo x.

As products of a former er a, char acters will ha ve come of age before the Civil Rights Act. 
Some ma y ha ve changed, some ma y not ha ve. Be prepared for unpopular , rude, politically 
incorrect or uncomfortable speech, statements, or actions. This isn't carte blanche to be an 
asshole.

Players should mak e clear an y topics they wish to a void. Pla y groups should be sensitiv e to 
and a ware of each other's feelings and comfort lev el.

Now sit down, shut up , and tak e y our meds.

...and then you die.
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“Wouldn't you prefer a nice game of chess?” —Joshua, WarGames

What you need to play
...and then you die  is a rolepla ying game. Lik e 
most RPGs, it uses a bit of r andomness to 
determine the result of in-game actions whenev er 
there is doubt about the outcome. A game will 
usually utiliz e dice, sometimes pla ying cards or 
colored beads or ev en coins, but A TYD uses 
dominoes as the sole source of r andom numbers.  
In order to pla y, y ou'll need a set of double six 
dominoes , which means that the highest tile has a six on both endsÑ the epon ymous 
double six. If y ou happen to ha ve only a double nine or higher set of bones, y ou can just 
pull out the twent y-eight individual tiles that mak e up a double six set. Y ou'll also need to sit  
around a decently sized table , or a flat surface where y ou can la y out the bones in a 
tableau.

You also need some sort of edible tokens , something small and edible that resembles a 
pill or tablet. A void chocolate-based candy and choose a multicolored crunch y tast y candy , 
such as Smarties, Good & Plent y, Mik e and Ik e, Hot T amales, jelly beans, Tic -Tacs, paper 
candy buttons, and the lik e. Unsalted, slightly bitter licorice pieces will do quite nicely . If y ou  
are so obliged, pennies or glass beads will do in a pinch. If y ou must use tok ens or glass 
beads or pennies or spare Icehouse pieces, do not eat them.

You should also gather the usual assortment of gaming material  before y ou pla y: pencils 
or pens, paper , spare copies of the char acter sheet, snacks or food, refreshments, and a few  
friends. The game needs at least three pla yers, with one person taking on the role of the 
GM, but more than fiv e pla yers will probably result in someone being left out of the action 
more often than they'd lik e.

...and then you die.
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For two or three pla yers, one set of 
double-six dominoes (28 bones total) 
is just as fine as paint. F or four or fiv e,  
you might w ant to pick up a set of 
double-nine dominoes (55 bones 
total).



“I'm gonna live til I die.” —Frank Sinatra

Setting
Welcome to the Cozy Castle R etirement and Nursing Home F acilit y in sunn y Florida, at some  
point after the W ar.

The senior citiz ens living here are retirees in their autumn y ears, clinging onto the past and 
telling the stories of their hey day. They liv e in a bleak atmosphere, their da ys almost 
smothered b y the heat and lazy slowness. The drone of mosquitoes, the sound of labored 
breathing and distant arguments, and w aves of heat slowly wear down the will to liv e. The 
walls are tainted b y bitterness and despair , the absurd spats and reminisces of the past 
color the da ys with a v eneer of unrealit y. Sometimes the dust bunnies threaten to 
overwhelm the administr ativ e staff with a regime change of their own, and sometimes the 
barely -attended plants outlast a new resident.

There's a social pecking order in the 'Castle, and someone is alw ays on top . Being top dog 
giv es y ou all sorts of perksÑ choice of the television channel, first dibs on bridge partners, a  
full dance card, ma ybe ev en the occasional better slice of meatloaf . It has almost no swing 
with the medical staff , unsympathetic in their seemingly r andom doling out of daily 
medications. The t ypical visitor doesn't know what it means to catch Mabel Brockton in 
another fib about her prime-of -life Broadw ay romances, and death don't care neither .

Death is knocking at the door , and he's bringing a casserole to the potluck.

...and then you die.
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“Do you know that 'if' is the middle word in life?” —Colonel Walter E. Kurtz, 
Apocalypse Now

The Structure of the Game
Most pla y groups will get together and create their char acters as a group , but sometimes 
char acters are created separ ately . A pla y session should alw ays begin with an introduction 
of the current char acters and a recap of their situation to help set the mood.

Unless a pla yer has a strong idea of a first scene, the GM should fr ame the first scene of the  
session. It Õs important to incorpor ate or in volv e all of the pla yer char acters to get the part y 
started and the ball rolling in the Cozy Castle. The scene fr amer has the responsibilit y to 
present other char acters, a situation, and add some sort of complication to mak e things 
interesting. Look to the groupÕ s goals and memories to pro vide insight into what the pla yers 
are expecting and what theyÕd lik e to see happen. Use other residents with higher social 
ranks to pro voke actionÑ Push the residents and theyÕll push back.

The first scene should culminate with at least one Here and Now conflict.

When fr aming a scene, include at least 
one other char acter besides the pla yers 
unless things are compelling enough 
between the PCs. In cases where one PC 
has a scene with multiple other 
char acters, let some of the pla yers who 
are sitting out in this scene portr ay an y 
available char acters. Bey ond the 
char acters, a scene should ha ve a setting,  
described in as much detail as needed, 
which is gener ally only a few sentences. 
Most importantly , a scene should alw ays 
have a set up for conflict. This can be 
anything from hated enemies in an 
elev ator to the y early gr and shuffleboard 
contest, to someone accidentally getting 
an extr a helping of tapioca to a dispute 
with probate.

...and then you die.
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GM: All right. It Õs Tuesda y morning, and it Õs 
meatloaf night.

Player R eed: ÒMeatloaf Ñ that Õs nice and 
salt y.Ó

Player Gr ant: ÒI hear it Õs a good crop this 
year.Ó

Player Phil: ÒJust chew y our food, and don't 
crap y ourself .Ó

GM: (laughs) Y ou are all seated at the same 
table as the greatest Scr abble pla yer in the 
entire home, Bess Richardson.

Reed: ÒI would be a better pla yer if it w asnÕt 
for m y lumbago . It Õs hard to sit down and 
think of good words. Ó



“Get old, you can't even cuss someone and have it bother 'em. Everything you do is either 
worthless or sadly amusing.” —Elvis Presley, Bubba Ho-Tep

Character Creation
Every char acter needs a name , implying r ace, 
creed, color , national origin, sex, political 
affiliation, and beliefs. Y ou can write down y our 
name now or w ait until y ou ha ve a more clear idea  
as to y our char acter's nature. F eel free to jot down  
any char acter notes that come to mind at this 
point. If y ou're stuck on a name, read the 
obituaries. Y ou'll find a few names that are now 
out of circulation. 

The char acter sheet also has a bo x mark ed cause 
of death . Lea ve this blank for now .

A char acter has two focuses: their belief in the 
good ol' days  and their gr asp of the here and 
now , and they are either balanced or unbalanced. 
If balanced, then both focuses are at two . If 
unbalanced, choose one focus to be set to three 
and the other to one.

For the here and now , y our char acter needs a goal  
that relates to another char acter . You can choose 
another pla yer's char acter or mak e one up to be 
brought into pla y at a later point in time. It's 
perfectly oka y for a goal to be infeasible or 
unrealistic. It's something that driv es y our 
char acter and helps in fr aming scenes, so mak e sure y ou care about y our goal. If y ou ev er 
happen to achiev e it, y ou can choose a new one. Building from that, the next block is for 
the char acter's favorite memory  from the back in the da y life prior to their taking up 
residence at the Cozy Castle. Optionally , this can be a memory that the char acter has 
forgotten. It's up to y ou if the char acter knows they ha ve forgotten it. 

...and then you die.
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If needed, pull a bone to determine a 
char acter's age based on the sum.
0: Late fifties
1: Early sixties
2: Mid-sixties
3: Late sixties
4: Early sev enties
5: Mid-sev enties
6: Late sev enties
7: Early eighties
8: Mid-eighties
9: Late eighties
10: Early nineties
11: Late nineties
12: One hundred y ears old!

In a pinch, y ou can use 2d7-2 to 
accur ately model the distribution, or 
just 2d6 and forget about an y result 
you can't roll.

Period names can also easily be found 
by looking at eight y-year old 
gr aduation rosters.

A goal must include another char acter , and they can be as noble or as pett y as seems right 
for the char acter .

ÒBeat Bess Richardson at Scr abble before I meet bab y Jesus. Ó
ÒGet my good-for -nothing son to visit me. Ó
ÒSee my great -gr anddaughter before I die. Ó
ÒPull one o ver that wiseacre know -it -all doctor from New Y ork Cit y.Ó
ÒI want to be in hea ven an hour before the devil knows I'm dead. Ó
ÒIf I'm going to Hell, I w ant to tak e y ou with me. Ó
ÒMake sure that bastard W erner Grundling nev er w alks again. Ó
ÒI want to see m y book of sonnets published. Ó 
ÒConvince the director that the night nurse is an Al-Qaeda oper ativ e.Ó
ÒMake ev ery one around me as miser able as I am. Ó



At the end of a life, a char acter has a regret  about the 
way they'v e liv ed. This one's a two-parter , and prett y 
centr al to the char acter concept. Fill in the blanks in the 
sentence: ÒI could ha ve been the next _______, if only 
_______. Ó The first blank can be a specific name or a 
gener aliz ed profession, or ev en an unobtainable and 
unrealistic position. The second blank can be an y obstacle  
to becoming that: a person, an ev ent, or a weakness. The  
only real requirements are that it must be one sentence, 
and that this must be an actual regret: a dream 
unrealiz ed that realit y somehow prev ented its 
achiev ement.

Right below that, fill the Pill-Box  with fiv e Pill tok ens.

The crotchety  meter indicates y our char acter's lev el of 
bitterness: Not, A little, Prett y, Semi-, R ather , Very , and 
Deeply . New char acters start off as Semi-Crotchet y. Next, 
choose a horrible ph ysical or mental affliction  that the 
char acter has as a result of their age and the choices they  
made during life.

The next measure of a char acter is their social rank  
within the communit y. Set the meter to number two .

Finally , y ou need to jot down a connection  with ev ery 
other pla yer's char acter . This is simply something the two 
char acters ha ve in common, from a shared hobb y to 
having met during y our hitch in the Corps, or ev en a 
mutual hatred of check ers.

...and then you die.
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All regrets can be work ed into the sentence structure with a little creativ e effort.

ÒI coulda been the next hea vyweight bo xing champ , if only I didn't break m y ankle at 
the steel mill. Ó
ÒI could ha ve been the next Mrs. W oodmere, if only P aul hadn't gone to w ar.Ó
ÒI coulda been the next Mario Andretti, if only I had both m y legs, Ó
ÒI could ha ve written that no vel, if only I hadn't chosen to tak e care of m y ailing child. Ó
ÒI could ha ve been the next regular guy on the street, if only I hadn't sa ved those kids 
from that fire. Ó
ÒI could ha ve been the next Dizzy Gillespie, if only I learned to read music. Ó
ÒI could ha ve been the next woman on the moon, if only those small-minded pricks at 
NASA took me seriously .Ó
ÒI couldÕve been the next all- American dad if only I hadnÕ t married that carpet -
munching bitch. Ó
ÒI could ha ve been the next Julia Child, if only m y mother taught me how to cook. Ó

Need an affliction? Count 
your blessings, then choose  
one.

Missing an ey e
Hard of hearing
Lumbago
Diabetes
Shingles
False teeth
Bum tick er
Cancer , v arious t ypes
Adenoids
Kleptomania
Irritable Bowel S yndrome
Wooden leg
Rash
Rheumatism
Eczema
Kidney stones
Old w ar wound
Steel plate in skull
Bad hip
Amputee
Strok e
Alcoholism
No children
Piles
Dead spouse
Drug addiction
Parkinson's



“Life is too short to be distracted by the opinions of others.” —Russell Edson

Player advice
There are sev eral pla y str ategies that get y ou to the 
endgame, to the death of y our char acter .

You decide what y ou w ant. It Õs y our choice. Do y ou w ant 
to die happ y? Do y ou w ant to driv e the other residents to 
death on y our terms instead of their own? Do y ou w ant to sta y aliv e as long as possible? 
Getting to be the king of the hill ma y not mean much in the long run, but it Õs something for 
the here and now that y ou ha ve and the others donÕ t.

If y ou run out of Pills, y ouÕre all but guar anteed to die unfulfilled and forgotten. So choose 
that moment well.

As a pla yer, y ou ha ve different responsibilities from the GM, but y ou must remember that 
you ha ve them. F or starters, y ou can use y our connections to driv e scenes. Y ou can try to 
achiev e the char acter Õs goal, or an y other in-game task. Explore the histories of others, or 
do something for the communit y. Time is precious. P erhaps y ou can mak e sure the other 
pla yers donÕt get what they w ant without working for it.

One w ay or another , how y ou choose to pla y this game reflects on y our own char acter and 
values. It's sort of lik e a litmus test for y our own belief about death. And hey , if y ou don't 
believ e me, that's fine. A t least y ou're thinking about it now .

What does it mean to die happ y?

“Despite misguided perceptions to the contrary, the game master is not the enemy of the 
player characters!” —E. Gary Gygax

GM advice
Bey ond just scene-setting, y ouÕve got to mak e sure the action moves  and captures interest 
for ev ery one pla ying, particularly in a flashback scene. DonÕ t hesitate to hand out an NPC to  
someone sitting on the sidelines, and y ouÕll be pleasantly surprised in the directions the 
game will tak e. Fr ame aggressiv ely.

One of the residentsÕ few possessions, apart from their dignit y, is their Social R ank. Let 
more r ank ed NPCs initiate conflicts to k eep the opposition down, or the less-popular NPCs to  
call out the pla yers on minor matters to impro ve their own standing in the communit y.

Alw ays giv e y our pla yers enough rope to hang themselv es with. Driv e the story to its 
conclusion and the pla yers to their ultimate rew ard.

People can do nothing to a vert their fate; they can only dela y it. Life is nearly o ver. All that 
remains to figure out what kind of legacy to lea ve after y ou die. ThereÕ s nev er enough time, 
but it Õs all the time y ou ha ve in the world.

Remember , this place is not special. This happens to ev ery one. How do y ou mak e a 
difference before y ou die?

...and then you die.
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Bored?

Do something.



“There's been an accident. The new hearse is totaled. Your father is dead. Your father is 
dead and my pot roast is ruined.” —Ruth Fisher, Six Feet Under

Mechanics: Crotchety
A char acter's Crotchet y represents their tenacit y and embittered worldview . A char acter with  
a low Crotchet y will be more willing to accept apologies or disruption in their daily routine, 
and ultimately will simply let go of life. On the other hand, a high Crotchet y will fill a 
char acter's heart so full of bile and vitriol that it shows with ev ery word and deed.

Whenev er Crotchet y changes, it either goes up or down b y one notch at a time. The 
char acter sheet is designed to allow for Crotchet y to be tr ack ed with a sliding paper clip or 
other tok en, or ev en just pencil marks.

By reducing y our Crotchet y completely , y ou are effectiv ely coming to terms with y our 
dissatisfaction tow ards y our life. Y our ha ve told others of y our past and how y ou o vercame 
the obstacles set in y our path. Not only will the living well remember y ou, but y ou'v e made 
your peace with y our regrets. 

By running y our Crotchet y to the top of the meter , y ou're letting y our sneering disgust with 
life consume y ou. Y ou ha ve pushed y ourself to mak e other's liv es more miser able, or 
constant failure is perv asiv e in y our twilight hours. The living are as lik ely to spit on y our 
gr ave as to mix y our ashes with cement to build a new outhouse.

If y ou reduce y our Crotchet y to ÒNot, Ó then y ou die.

If y our Crotchet y reaches ÒDeeply ,Ó then y ou die.

It is up to the individual pla yer to determine their winning conditions for the game.

...and then you die.
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“They fix 'em so you can't win nothing.” —The Grapes of Wrath

Mechanics: Conßicts and Dominoes
Whenev er one pla yer w ants to contest what another pla yer sa ys happens, a conflict pla ys 
out to determine who wins control. Here's how that happens.

1. Each conflict uses a freshly shuffled set of double-six dominoes, set into the a pile 
called the boney ard. Ma ybe neaten it into a w all if y ou're OCD , or dr aw from a 
well- worn Crown R oyal bag if y ou're so inclined.

2. The GM dr aws one bone to start off the 
tableau, the pla ying field that 
represents a conflict. This bone 
becomes the centerpiece for the 
entire sceneÑ place it into the center  
of the table.

3. Standard domino placement rules apply .  
See the sidebar for details and 
examples.

4. Depending on if the scene is a Here and 
Now or a Good Ol' Da ys, dr aw a 
number of bones equal to the 
appropriate focus. Dr aw an additional  
number of bones depending on y our 
current lev el of Crotchet yÑ Not is 
zero , and Deeply is six. This forms 
your hand for the scene.

5. Choose one of y our dr awn bones to pla y onto the open ends of the tableau, face 
down. Once ev ery one in the conflict has selected a bone, all rev eal their chosen 
bones simultaneously . The higher -sum bone wins, and the bone with a higher pip 
count on a single face breaks ties: A 1-6 would beat a 3-4. 

6. The highest bone wins the round and gets two 
points. If another pla yer can pla y onto the 
tableau, then they place and get one point. If 
anyone left can now pla y to the tableau, they 
ma y do so for no points. If y ou pla yed a bone 
this round, y ou ma y dr aw one. 

7. If nobody has won, pla y another round.
8. A certain number of points wins the conflict, 

depending on its sev erit y. In case of a tie, 
escalate and pla y sudden deathÑ the first to 
gain a point without another tie wins.

At any  point during a conflict, residents ma y either pop a Pill or r aise their Crotchet y. Either 
action gets y ou an immediate pull from the boney ard. A t an y point in a conflict, y ou can 
giv e, conceding victory .

The GM is responsible for tr acking points b y whatev er means works: tally marks on a page, 
special tok ens, sliding a penn y on a chart, paper clips, turning dice to the right facing, etc.

The tableau will alw ays ha ve two and only two  legal places to pla y a bone.

...and then you die.
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In a Mild conflict, best of 
three rounds means four  
points wins. In a Moder ate 
conflict, best of fiv e rounds 
means six  points wins. In a 
Sev ere conflict, best of 
sev en rounds means eight  
points wins the da y.

To legally pla y a bone to the tableau, 
you must match numbers to numbers 
to one end or the other; in other 
words, a 3-6 bone could ha ve a 0-3 
pla yed on one end or a 1-6 pla yed on 
the other . If y ou ha ve a double, lik e a 
3-3 or a 6-6, y ou would pla y it 
perpendicular to the existing tableau. 
As in regular domino games, the 
tableau can bend left or right as 
physical space requires or whim 
dictates.



“This is what you've been running away from your whole life, buddy boy. Scared the crap 
out of you when you were growing up, didn't it? And you thought you'd escape, well guess 
what, nobody escapes.” —Nathaniel Fisher, Six Feet Under

Scene notes: Here and Now
Most conflict between pla yers will tak e place in the Here and Now . Games of skill or chance, 
arguments o ver obscure political platforms, lies between lo versÑ in short, direct 
competition of an y kind will be a Here and Now conflict.

Residents will also ha ve conflict with NPCs. Inconsequential and minor char acters pla yed b y 
the GM will ha ve a Here and Now focus of 4. Significant char acters portr ayed b y the GM will 
have a Here and Now focus of 6. Major char acters portr ayed b y the GM should be created 
lik e a regular resident. Neither minor nor significant char acters can increase their hand siz e,  
but major char acters will ha ve all the same mechanical benefits of a resident, including Pills,  
Crotchet y, and Social R ank. Y es, the GM can eat Pills. GMs, donÕ t cheat and accidentally tak e 
the wrong Pill.

Any pla yer not in volv ed in the conflict can spend a point of Crotchet y to introduce a fact into  
the scene. Be reasonable. Y ou canÕt ha ve elephants march through a scene unless theyÕre 
pink.

If y ou lose a Here and Now conflict, y our Crotchet y goes up .

...and then you die.
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“I like to reminisce with people I don't know.” —Steven Wright

Scene notes: Good Ol' Days
These scenes are less about what actually happened and more about what someone claims 
happened. W eÕll hear about shaggy dogs and about the one that got a way, and ev en the 
occasion fishing lie.

Since Social can be stak ed on an y conflict, a resident might w ant to tell a story in order to 
become more important in the retirement home hier arch y. This pla yer fr ames a scene much 
as the GM does, starting off with a k ey phr ase in the v ein of ÒLet me tell y ou about the time 
I... Ó or ÒThat reminds me of when... Ó or even ÒBack in m y da y, I had to ... Ó Generally , the 
other pla yers will sta y out of the scene until they w ant to interrupt lik e naught y children.

If a pla yer uses the memory from their char acter sheet as part of a Good Ol' Da ys conflict, 
they dr aw one extr a bone at the start of the conflict. They also choose one bone from their 
hand to start off the tableau.

To represent the opposition in a flashback scene, each round the GM pulls three bones at 
random and chooses one to pla y to the tableau, then shuffles the unchosen bones back in 
without rev ealing them.

Your Crotchet y goes down if y ou win a Good Ol' Da ys conflict.  
This is the only  w ay to lower y our Crotchet y. If y ou lose the 
conflict, it goes up . Only the reminiscing resident is at stak e 
to win or lose Crotchet y.

All other pla yers, ex cept the GM, ha ve the opportunit y to break the fourth w all of the 
flashback and introduce one fact into the scene for free. After the first interjection, an y 
pla yer not in volv ed in the conflict must spend a point of Crotchet y to introduce a fact into 
the scene.

If a char acter has a Good Ol' Da ys scene with another pla yer, then they both tell the story 
together . The GM ma y dr aw fiv e bones and choose one when competing against more than 
one char acter in the Good OlÕ Da ys.

...and then you die.
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Yes, this is the only  w ay to 
lower y our Crotchet y meter .

DonÕt mak e a fuss.



“I don't understand why people fear death — although of course I see good reasons to 
fear the process of dying.” —Robert Anton Wilson

Mechanics: Pills
Pills are another measure of y our time before the R eaper comes for y ou. It's not hit points, 
but it's more lik e the will to liv e. The GM is the only source of more Pills. Y ou ha ve three 
ways to lose them, but only one is in voluntary .

First, at any point during a conflict when y ou're looking at y our bones and don't lik e them, 
you ma y pop a Pill for a free pull from the boney ard. Y ou, the pla yer, should actually eat and  
swallow y our Pill before dr awing, but feel free to fudge it to k eep the game going. When y ou  
eat a Pill, y our hand siz e increases b y one for the current conflict. Y ou ma y eat as man y Pills  
as y ou lik e during a conflict. Again, if y ou are using something non-edible to represent Pills, 
do not eat them. That is not co vered b y y our insur ance. If y ou accidentally nosh on one of 
your Pills outside of a conflict, or y ou don't state y our intent to eat one for a dr aw, there's 
no effect. T oo bad. Y ou are down one Pill and don't get a replacement.

Second, Pills ma y be freely giv en in ex change for an ything in game.

Third, Pills are not sacrosanct; as a precious 
commodit y, they ma y be ph ysically stolen b y other 
pla yers under certain circumstances. First, the 
target must not be pa ying attention, a way from 
their seat, or otherwise distr acted. Second, the 
thief must be sneaky Ñ no snatching and gr abbing 
a handful of Pills. Third, the thief ma y only steal 
one Pill. F ourth, if the target catches the thief in 
the act, they k eep their Pill and the thief must giv e 
up one of theirs. Finally , be civil. No hitting.

You only  get more Pills b y creativ ely working y our affliction into the narr ativ e. The GM will 
giv e y ou more Pills if y ou do so with wit, st yle, charm, and gr ace. The first time y ou simply 
mention y our condition, y ou'll probably get a Pill. The next time y ou mention y our ailment, 
probably not. If y ou mak e it a focal point of contention in a conflict, probably soÑ ma ybe 
even more than two if it's particularly tr agic, absurd, disgusting, pitiful, or comic.

If y ou run out of Pills, then y ou die.

...and then you die.
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It would be particularly devious and  
delicious to use Skittles as Pills and 
to k eep a bowl of M&M's as a snack 
on the table. This is wholly within 
the spirit of the game.



“If all the girls who attended the Yale prom were laid end to end, I wouldn't be a bit 
surprised.” —Dorothy Parker

Mechanics: Social Rank
The Social meter runs from 0 to 10, with z ero being the lowest. New char acters start with a 
Social r ank of number two . No disrespect to Elvis, but the top dog is the King or Queen of 
the 'Castle; the newest resident is low man on the totem pole, stepped on b y ev ery one.

The person with the highest social status ma y dr aw one additional bone at the start of 
conflict.

Any pla yer in volv ed ma y stak e their social status on the result of a conflict. Once this 
happens, ev ery char acter in volv ed has their social status stak ed on the outcome. Pla y out 
the conflict as normal and compare the final scores. The winner's Social goes up b y the 
difference. The loser's Social goes down b y the difference. In the case of multiple losers, 
compare each loser's final score individually with the winner . The winner then chooses to 
which loser they compare their final score to maximiz e their gain.

The Social meter only changes as the result of conflict. The char acter sheet is designed to 
allow for Social to be tr ack ed with a sliding paper clip or other tok en, or ev en just pencil 
marks.

“You hear that, Mr. Anderson? That is the sound of inevitability. It is the sound of your 
death.” —Agent Smith, The Matrix

Death
Unavoidably , at some point during the game, one resident will die. When a resident dies, 
the session is o ver.

A resident's death can nev er be set as an o vert goal in a Here and Now conflict. Lik ewise, a 
resident can nev er die in a Good Ol' Da ys conflict, or else they couldn't tell the story . When 
you die, not matter how it happened, y ou ha ve ultimate narr ation authorit y. Use it well. If 
you die during a conflict, y ou're responsible for incorpor ating the result of the conflict into 
your narr ativ e. Feel free to tak e suggestions from other pla yers.

You can tak e death as lightly or as seriously as y our conscience dictates and the situation 
merits.

Your time will come.

...and then you die.
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“Clothes make the man. Naked people have little or no influence on society.” —Mark 
Twain

Mechanics: Reactions
Common sense usually dictates how a person reacts to the 
beha vior of the elderly . A history buff doing research would 
welcome a story about the w ay things were back in the da y,  
whereas a bored clerk might w ant to nev er hear another 
word again. Whenev er there is doubt about how a non-
pla yer char acter might react, y ou can pull a domino for a 
random reaction.

If the bone is a double , 
the char acter has a respectful  reaction.

If the bone is a blank , 
the char acter has a friendly  reaction.

Note that the double blank can be either a 
double or a blank.

If the sum is even, 
the char acter has a dismissiv e reaction.

If the sum is odd , 
the char acter has a condescending  reaction.

Domino table
Feel free to cop y this table and mak e use of it as needed.

[0-0]

[0-1]

[0-2]

[0-3]

[0-4]

[0-5]

[0-6]

[1-1]

[1-2]

[1-3]

[1-4]

[1-5]

[1-6]

[2-2]

[2-3]

[2-4]

[2-5]

[2-6]

[3-3]

[3-4]

[3-5]

[3-6]

[4-4]

[4-5]

[4-6]

[5-5]

[5-6]

[6-6]

...and then you die.
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There's lots of cool things a 
set of double-six dominoes 
can do bey ond acting lik e 
2d7-2.

Pulling an ev en bone is a 
21.4% chance; an odd is 
32.1%. Since the double 
blank can be either a double 
or a blank, there's a 25% 
chance for both cases. This is  
a k een w ay to get four 
selections from a single pull 
from the boney ard, with just 
enough sk ew to reinforce a 
desired outcome.



“Death is never at a loss for occasions.” —Greek proverb

Complications
If y ou're stuck for an idea or the action is lagging, throw in a complication. 

Make choices. T ake actions. Argue. Clash. Achiev e. Lo ve. Forget. And then y ou die.

Complications:
Eviction
New affliction
Abuse: ph ysical, mental, or sexual
Neglect
Con artist
Death of a staff member , a pet, or family member
Wednesda y night Bingo
New staff hires
Cafeteria reno vations
Malpr actice
Field trip
Power outage
Affair
Bad F ood
Old flame mo ves in
Stew art -Krohner Deathcare Services, GmbH
Meatloaf on T uesda y night
Nurse Jenn y
Meddlesome kids
Gold digger
Pudding
Theft b y staff or residents
Casino Sunda ys
Golden Girls
Larry ÒThe KingÓ Elderman
Frida y night ice cream social
Viagr a
Mistak en Identit y

...and then you die.
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“These go to eleven.” —Nigel Tufnel, This Is Spinal Tap

Dials and Options
Here are a number of optional rules and v ariants for the A TYD game system. An y of them 
ma y be incorpor ated into pla y, but it is vital to mak e clear which options are activ e before  
pla y starts, particularly with Dials. They are a w ay to set the lev el of effect of a particular 
theme on the game: Y ou can turn one up for a more intense front -and-center or piv otal 
theme, or turn another down to k eep a topic more in the background.

Dials: 
Dark dial: How grim and bleak shall the game be? P essimistic or Optimistic?
Morbid dial: How uncomfortably unpleasant shall the game be? Gruesome or 
Wholesome?
Comedy dial: How much of the game is intended to pro voke laughter? Serious or 
Silly?

Unreliable Narr ator:
During char acter creation, a char acter's fa vorite memory ma y be a total fabrication.

Money matters:
During char acter creation, define a source 
of income  for each char acter . This could be 
one of the following: a P ension (and what 
sort of job supplies this pension) or other 
retirement fund, Social Securit y or other 
welfare, or Rich Children. Y ou can also 
choose Other , which could mean an ything 
from ha ving won the lottery , a well-
managed stock portfolio , to pett y theft or 
fr aud. Mechanically , if y ou are rich , y ou get 
plus two to y our Social R ank. If y ou are 
well-off , y ou get plus one to y our Social. If 
you are poor , y ou subtr act one from y our 
Rocial. Y ou get neither benefit nor dr awback  
for being average Ñ Pr ay things change for 
you, lest y ou die forgotten and alone. 

The past is against y ou:
During a Good Ol' Da ys conflict, pull two bones for each opposing char acter .

Doubles do more:
When a double is pla yed to the tableau, it causes a T -shaped br anch. New bones are 
pla yed to the ends of the double.

The Silly F actor:
Before pla y starts, ha ve an in-depth discussion about the dignit y and wisdom inherent 
to someone with two or three or four times y our life experience. Use the gained 
insight to dr aw a line as to what's acceptable in the next pla y session. Then cross y our  
own line: hit each other with w alk ers, babble incoherently , slip on banana peels, and 
otherwise belittle y our ancestry .

...and then you die.
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Sources of Income: 

Gambling addiction
Pension, steel industry
Pension, dockwork er
Pension, military
Rich Children, pa ying to k eep y ou 
away
ÒWhat's it to y a? The money comes 
in.Ó
Plumber Õs Retirement Fund
Social Securit y, carefully managed
Dependency and Indemnit y 
Compensation



One-shot:
This option is best suited for one-shot pla y, as it will result in pla yers sitting out during  
pla yÑ best to giv e them NPCs to pla y. The session is not done when one char acter 
dies, and char acters do not die when they pop their last pill; char acters only die when 
their Crotchet y meter hits either extreme. The first to die gets the best death; the last  
to die gets the worst. The first pla yer to die gets to sa y how they die without 
interference from an yone. The next pla yer to die has the same responsibilit y, but must  
accept one fact from the first to die. The next pla yer to die has to accept two facts, 
and so forth. The later y ou die, the less control y ou ha ve o ver the story . The more, the  
merrier .

Long-shot:
If one char acter dies, they ma y immediately mak e another char acter . Somehow this 
char acter is related to the original one, either b y blood or concept. Don't forget the 
connections to the surviving char acters. This new char acter starts with a Social R ank 
of z ero , but has Plot Immunit y and does not die until another resident has croak ed. 
Stop once all original residents are pushing up the daisies.

Longer conflicts:
Whenev er a conflict is escalated, reset ev ery one's points to z ero .

Reading the bones:
Assign a word or image to each bone. When starting a conflict tableau, the assigned 
concept influences how the scene pla ys out.

Giving in:
If y ou know y ou are going to lose a conflict, y ou can opt to relent b y popping a Pill. 
You lose the conflict without r aising y our Crotchet y.

...and then you die.
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“The first thing we do, let's kill all the lawyers.” —Dick the Butcher, Henry VI, part 2

Colophon
...and then you die  is Cop yright © 2007 Mischa Damon Krilo v. All rights reserv ed. 
Permission gr anted to reproduce for personal or review use only . Permission gr anted to 
redistribute only as packaged with other 2007 Game Chef entries. Please direct all 
comments to rossum  at gmail  dot com. The author does not condone an y of the actions 
portr ayed in this game, including dying. All tr ademarks belong to their respectiv e owners 
and an y use is not intended as a challenge to their status.

This is A TYD version 1.01 , Game Chef 2007 Edition. The bulk of the text w as written with 
Google Docs, then finaliz ed in Apple P ages. The char acter sheet w as made with Inkscape. 
Fonts used include Cochin, Jenelson, STK aiti and T agettes. No Microsoft products were used 
in writing this game. This has been a High water Games presentation.

“Bernard of Chartres used to say that we are like dwarfs on the shoulders of giants, so 
that we can see more than they, and things at a greater distance, not by virtue of any 
sharpness on sight on our part, or any physical distinction, but because we are carried high 
and raised up by their giant size.” —John of Salisbury, 1159 AD

Inspirations and Acknowledgments
No design is an island. The following media contributed to m y progress:
Apocalypse Now , The Adv entures of Baron Munchausen, Bubba Ho- Tep, Carniv ale, The 
Grapes of W rath, One Flew Ov er the Cuck oo's Nest, Six F eet Under
Dogs in the Viney ard, Fuzion, Illuminati, In Nomine, My Life with Master , Ov er the Edge, 
QAGS, Unknown Armies

Great thanks to m y personal pla ytesters:
Joseph Breitreiter , Ian Cooper , Nick Gr ant, Dan Manfredini, Nick R eed, Phil Rigney , and J .P. 
Rodman.

Knowingly or not, the following people contributed to the dev elopment of this game:
Catherine Allbritton, Jackie Bendtsen, Da vid Bruce Campbell, Jr ., Troy Costisick, 
ÒHieronymous, Ó Judson Lester , Yari Ojeda Sandel, Guy Shalev , Ryan Shehee, and most 
especially ev ery one in Omega Group and in the Game Chef W orkshop . Andy Kitk owski 
continues to rock. Also to Bry ant for the idea of Òrounds of conflict, Ó which w as evidently 
adapted from R on Edw ards' T rollbabe. Also to Fred Hicks and Sean McCo y for la yout 
inspir ation and assistance with the char acter sheet. Thanks, ev ery one. I couldn't ha ve done 
it without y all. All mistak es are, of course, the fault of the auther .

This game would absolutely not exist without that bitch Hurricane K atrina.

“I don't want to achieve immortality through my work. I want to achieve it through not 
dying.” —Woody Allen

About the Author
Mischa Damon Krilo v is a New Orleans nativ e who relocated to A ustin, T exas after Hurricane  
Katrina. A life-long gamer and geek, he also pla ys the didgeridoo . His first published 
rolepla ying game, 1984 Prime, won the 2005 Game Chef Competition. F eel free to read his 
blog: http://rossum.blogspot.com
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