BURROWS & BLOODLINES

1. INTRODUCTION

‘When playing ARTEFACT, you might
choose the following prompt while
resting between KEEPERS:

A colony of small creatures nest

close to where you rest. You become
obsessed with their daily routines and
little politics watching generations
pass. Describe them. Do you see their
downfall or are you recovered by a
Keeper?

Instead of simply describing the
creatures and their changing
society, you can use this game
to play out their history across
generations while you wait.

2. SETUP

Answer these questions, using the
suggestions below if desired:

© WHAT KIND OF ENVIRONMENT IS
THE COLONY SITUATED WITHIN?

Is it a manmade or natural setting?
What nook or cranny provides
shelter for the colony?

© WHAT KIND OF CREATURES LIVE
IN YOUR COLONY? They must be
numerous and hierarchical in their
organisation.

© WHAT RESOURCES DO THEY
NEED TO SURVIVE? Write down one
resource that is in abundance, and
two that are scarcities.

ENVIRONMENTS: Gnarled stump,
riverside rocks, shallow cave,
driftwood shore, mossy hollow,
crumbling walls, suit of armour,
monstrous skeleton, the item itself.

CREATURES: Mice, rats, hares,
frogs, beetles, crabs, spiders,
snakes, chipmunks, birds, 1izards,
cats, penguins, beetles, flies,
scorpions, imps, jellies, goblins.

RESOURCES: Rice, wood, wine,

warmth, copper, bones, fish, carrion,

gold, armies, artisans, defences,
weapons, secrecy, love, community,
joy, freedom, knowledge, faith.

3. PLAYING THE GAME

We follow the development of the
colony through the lens of the
generations that pass. For each
generation, follow these steps:

01 CHOOSE A PROJECT. Each
generation will have a defining
PROJECT, a great effort to improve
the colony. Choose or roll from
the table overleaf; if desired.
DETERMINE THE OUTCOME. Roll
a six-sided dice; 1 3 is a EANE, 4 6
is a 2001 Choose or roll from the
corresponding table overleaf to
get a prompt for the outcome.
ALTER RESOURCES. Make
changes to the r:sources of your
colony as instructed by the table.
CRAFT THE NARRATIVE. Using
the PROJECT and BOON/BANE
prompts together, consider the
story of how the colony changes.
The link between the prompts
need not be obvious or direct.
You may use the 111, or
svis0L tables as inspiration.
DESCRIBE THE GENERATION.
Write a single sentence to
describe this generation.

Use the format: [what they
intended]; [what happened].
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4. ENDING THE GAME

Continue playing through
generations and making changes to
your colony until your wait is over.

You can either play in real-time
while you wait, or play through
one generation per minute of REST.

Either way, eventually a new
KEEPER arrives and you are pulled
away from the colony.

© YOUR TIME WITH THE COLONY
DRAWS TO A CLOSE. Do you believe
their society is aspiring, thriving,
declining or ruined?

© WHAT WILL BE YOUR DEFINING
MEMORY OF THE COLONY?

An ambitious enterprise, a
calamitous mistake, a heroic
individual, or something more
esoteric and unusual?

Thank you for playing!
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