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This roleplaying game is a fictional work

inspired by the boardgame Forbidden Island by
Matt Leacock, published by Gamewright. Used
without permission, purely as a work of fandom and appreciation of the quality game. You
should really check out Forbidden Island and
Matt Leacock’s prior game, Pandemic. You’ll
have a lot of fun. Except the island map above,
the pictures in this PDF are by C. B. Canga, who
illustrated the game. Some are illustrations
from the game and some are sketches thereof.
That means that they’re probably copyright
Canga or Gamewright or someone. Not me,
though.
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Breaker’s Map of the Island
A. The “Coral Palace”
B. The Landing
C. The “Bronze Gate”
D. Earth Tribe Village
E. Iron Gate to Crimson Forest
F. The Observatory
G. Temple of the Moon
H. Temple of the Sun
I. Breaker’s Bridge

The system is based off of Otherkind, a

cool little rpg by Vince Baker. I’d encourage you
to play it, too, but it’s hard to find (the Internet
Archive has it stored as a PDF, I believe). There
are a lot of modifications thrown in by me that
will probably break the entire game.

I wrote the rest of the game (including

the actual text describing the rules), and have
copyright on that stuff, which I hereby transfer
to Amber Wedig as a birthday present. Happy
Birthday, Amber.

William Breaker’s
Journal
Captain’s Log
for the HMS Galatea
April 5th, 1724
We have located the island as described by
the Caraccioli in his trial testimony. Though he
was a pirate and a defrocked priest, that does not
impute his story or its veracity. His testimony
before execution is the only information we have
on where Mission and the Victoire disappeared to
following the assault on Libertalia. So we must
trust its veracity and believe that we have found
the mysterious “forbidden island” of his story.
Or rather, it appears to be the island he described. The shape of the coastline and the landmarks visible from the sea match the story. If it is
the same island, then Mission and his ship must
have been blown far off-course. The island is
located several hundred miles south of Mission’s
goal of landing in Bimini to seek the Fountain of
Youth. I will lead an expedition of men ashore on
the morrow. The Lord only knows what we will
find once we venture onto the island’s shores.

The gate of bronze, though, opened easily
for us. No apparent mechanism is to be seen on
the gate, yet it opened of its own accord at our
approach. The men searched the area around to
see if some native person had opened the gate,
but we found none. Was this some clever mechanical device? A sort of magical trick?
Our brief rest at the gate is almost over.
The men are ready to move on and explore the
interior of the island. This journal shall be continued when the mission affords another moment
of leisure.

April 7th
We have located the native inhabitants of
this island. They appear to be European in descent, though deeply bronzed by the bright sun
of the region. Their appearance is generally short
and wide and heavy, and rather ugly of face.
Their tongue is strange to me, though it sounds
like something spoken in the islands of the South
Pacific.

April 6th
Barring a few cliffs, the beaches are surrounded by a wall some ten to twelve feet tall.
Just as described by Caraccioli.
After circling the island once, we decided
that the best place to put to shore was at the large
metal gate (apparently bronze) located near the
bizarre building made of coral. This building...
a fort? A palace? It bears many windows but no
apparent entrance. Sharkey sought for ingress to
no avail.
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The natives seemed pleased at our
appearance. They are holding some sort of
celebratory feast with dancing and chanting and
such. Though we cannot communicate with the
natives, their assistance will be of the utmost
value in exploring the island.

April 9th
There appear to be other native tribes on
the island. Today, as our tribe were guiding us,
they grew frightened of the suggestion that we
see what was beyond an iron gate. Whatever
lives in the crimson forest beyond, this tribe
was unwilling to go travel with us. After some
thought I determined that it was best to remain
with our aborigine allies rather than to seek
fortune alone. We took another path, to see other
parts of the island.
Climbing a mountain, we passed a magnificent observatory. Whenever I begin to think
these native peoples a crude savage race, like
those of the other Caribbean lands, they surprise
me with their depth of knowledge. Entering the
Observatory, I found it to contain a large library
of scrolls, each apparently written in Greek.
These works included much ancient knowledge
of classical antiquity. Works by Plato, Aristotle,

Heraclitus, Thales, and others were to be found
in the library.
Realizing that this meant the natives might
understand Greek, I tried to communicate to
them in that language. One, an elder of the tribe,
seemed to know a little of the language, though
his accent was odd and his vocabulary scant.
This new communication will be of great utility
in our expedition, even if the native facility for
the language is small.
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Among the papers was a poem, written in
English of all things. It read:
“Flow my tears, fall from your springs!
Exiled forever let me mourn;
Where night’s black bird her sad infamy sings,
There let me live forlorn.”
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The Observatory was but a single stop
on our voyage, though. The natives had, in fact,
brought us to see further wonders of the island.
The true destination they were leading us towards was a temple atop the mountain, one of
quite impressive design and construction.
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This song I recognize, though a century
out of style. It must have been written by Mission
or one of his crew.

At the Temple of the Moon, the natives
began to perform some sort of ritual, with myself
seated in a place of honor. The ritual involved an
odd stone urn or chalice filled with stones, which
seemed to pulse under its own power. I am told
that there are four such relics on the island, and
that the true secret power of the island is only
available to those who hold all four. To keep this
power from being abused, each artifact was given
to a different tribe.
Once the ceremony finished, I had a
moment to ask the translator about its nature.
He said that it was “to celebrate the coming of a
new god”. I inquired as to identity of this newly
arrived deoty, and he said that it was I. Surprised
and bemused and my newfound divinity, I said
nothing further. I seem to have stumbled into
some sort of native superstition.
Along the path, though, we came across
another group of three or four other natives.
Unlike the squat, heavyset folk we had been
associating with, the newcomers were tall, thin
and pale. They two groups of natives exchanged
heated words. These discussions came to a conclusion when some of our group began brandishing weapons at the others. The smaller group of
pale natives flew away upon seeing the threat of
violence. Our native guidess were unperturbed
and continued onward up the mountain. Our
translator told us that these others were members of the Air tribe, and had been trespassing
on Earth tribe land. The two tribes have much
apparent enmity.

April 11th
We have commenced construction on a
simple rope bridge across the chasm. This simple
device will allow the Earth tribe to access their
Temple of the Sun. A few native scouts had to
sneak through Air tribe lands to reach the other
side of the chasm, but once complete the bridge
will provide easy access to their temple without
any further conflict.

The temple we reached was as impressive as it had appeared from a distance. Judging
from the crescent decorations and the placement
of windows on the perimeter, I would guess that
the temple was dedicated to some sort of lunar
deity. Across a large ravine, a second temple
could be seen. I asked our guide about that, and
he seemed to suggest that it was an Earth temple
as well, but inaccessible. Air tribe lands lay in between, and getting to that holy site was difficult
or impossible.
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April 14th

April 16th

The construction has concluded. now
the Temple of the Sun is accessible as well as the
Temple of the Moon.

We have left that cursed island for good.
War came, as it must inevitably come for all men
who seek knowledge or justice. The violence of
the Fire tribe could not be contained.

More importantly, the Earth tribe guardsmen caught a member of another tribe spying on
our construction. The tribe handed him over to
their bemused “god” for divine judgment. I suppose it is my fault for failing to convert any souls
to Christianity. This man was unable to speak
any Greek, but my translator told me that he was
a member of the Water tribe. The Water man
ranted and said many things about how I was an
“invader” who was “not to be trusted, like the
other”. I asked about this “other” and discovered
that the Fire tribe had possessed their own divine
godling for more than twenty years now. Could
this divine impostor be Mission, whose footstep
we follow?
The Water tribe man claimed that the Fire
people’s god was inciting that tribe to war. Mission is, apparently, a jealous god who would
have no others on the island. The Water man had
been sent to see the new god for himself and send
message back to his people.
I asked my translator what the traditional
punishment would be to the Water tribe spy.
They said that they would remove his eyes and
send him back to his people. I asked if he could
not be kept as a prisoner, but they have no jails
or slaves among them. How long would they
keep him prisoner? How would they maintain
his captivity? Is it even my place as a human to
interfere in matters of their native divine justice?
In the end, I gave the Water man a stern
warning to take back to his tribe. The Earth people were incredulous, but I stood firm as a just
yet merciful deity should stand. I told the Water
man to say that the Earth people would not interfere with the Water people any more. Then I sent
an emissary to the Fire tribe to try to prevent this
rumored war from becoming a reality.
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Maintaining a pretense of divine wisdom
and power wears heavily on a man.

Though the savagery of their warriors is
beyond dispute, the true terror of the Fire tribe
was in their almost super-natural command over
flame itself. The attack began with setting ablaze
the jungle outside the Earth village. As the Fire
people’s ambuscade commenced, their soldiers
leaped fearlessly into the fires yet they were not
burned. Meanwhile, the fire spread only toward
the Earth village, never away. And no amount
of water would subdue the attacker’s deadly red
flower.
Much to my surprise, my heathen worshippers proved to have their own sorceries.
When my elderly translator pointed with his
finger at an overhanging cliffside, the rocks fell
upon our attackers. Then he grabbed at the earth
and lifted it forcefully to make a temporary barrier to protect against enemy arrows.
No fool of a commander, I recognized that
my duty as a British officer was to protect the
lives of my crew. Dutifully, I called for my men
to retreat to the safety of the Galatea. As we retreated, I heard the Fire tribesmen yelling insults
in French and Catalan. As a native of Provencal,
Mission must have taught his native speech to
these warriors. Having retreated off the island,
we could see the flames engulf the Earth village
from the deck of our vessel.
As we fled to the ship, we saw huge tidal
waves arise from the sea near the Coral Palace.
Some men said to have seen men in the windows
of that strange building, gesturing as if their motions controlled the very waves. Desperate to
avoid crashing our vessel upon the rocky shore,
we put out to sea and escaped that island. With
any luck, I shall never see this terrible forbidden
island again.

NOTE:
“Lachrimae Pavane”
by John Dowland ca. 1596
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Flow, my tears, fall from your springs!
Exiled for ever, let me mourn;
Where night’s black bird her sad infamy sings,
There let me live forlorn.
Down vain lights, shine you no more!
No nights are dark enough for those
That in despair their lost fortunes deplore.
Light doth but shame disclose.
Never may my woes be relieved,
Since pity is fled;
And tears and sighs and groans my weary days
Of all joys have deprived.
From the highest spire of contentment
My fortune is thrown;
And fear and grief and pain for my deserts
Are my hopes, since hope is gone.
Hark! you shadows that in darkness dwell,
Learn to condemn light
Happy, happy they that in hell
Feel not the world’s despite.
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Rules
You will have three to six player charac-

ters to control. They are part of a team of treasure hunters working on a mission to find and
explore the “Forbidden Island” described in the
18th century journal of William Breaker. Reputable historians generally believe that Breaker
was fictional, and that his story was made up by
a pseudonymous broadsheet writer as some sort
of obscure political satire. But your crew studied
the text and believe that Breaker’s story is moreor-less true.
More importantly, you recently noticed
an island appear on Google Maps that had never
been there before. It’s not on any charts or maps,
and can’t have been there long. But it does match
Breaker’s description of the coastline. Where did
this mysterious island come from? Is it the same
island Breaker described? Why is it not where
he said it was? More importantly, why did that
island just appear out of nowhere?
Each player character has:
* A Name
* A Background
* A Job
* The thing you most value in life
* The mystery that they are investigating
* A flaw
* Fluency in English and one other language
Your name and background can be anything fairly normal. As far as the average person
off the island is aware, they live in a perfectly
mundane world just like our own. PCs having
weird unexplained stuff in their backgrounds
would be pretty cool here. Think of the “science
team” on Lost and you got a good idea what to
go for.
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Your Job is chosen from the occupations
in the Forbidden Island game: Diver, Engineer, Explorer, Messenger, Navigator and Pilot. When you
do something related to your job, then you’re
more likely to succeed. Write “1d8” next to your
Job at character creation.
Everyone values something. Your Most
Valued thing might be a physical prized posession or an intangible like love or pride or beauty.
You might value money over everything else, or
be wisdom or knowledge or something. Whatever it is that you value, it helps you when it is
relevant to a conflict. Write “1d8” next to your
Most Valued.
The Mystery you want to solve: each character is looking for the truth for some strange
occurence on the island or related to the island.
What happened to James Mission? Did the
natives really have magic powers? What is up
with these artifacts? Who was the ghostly figure
that appeared in my bedroom at night and gave
me coordinates for the island? A Mystery can
come from Breaker’s journal, from your character bacground, from playing the board game
or wherever. Once play begins, you can draw
new Mysteries from events that happen in play.
Like your Job and Most Valued, your Mystery
increases your odds of success when it is relevant
to what you are doing. Write “1d8” next to your
Mystery.
Your flaw: A PC’s flaw can be whatever
you want, really. When a flaw is relevant, it
makes it harder to succeed at a task, but it also
opens the possibility of learning something. The
current task you are attempting becomes difficult. But once a flaw has been invoked, you
can attempt a “learning experience conflict” to
add new positive traits to your character. Write
“1d4” next to your flaw.

The Mystery and Flaw are fluid. You’ll
always have one of each, but you can change
them around as you please. So long as you’re
not in the middle of a conflict, you can change
one to something else provided you explain your
reason for the change. “I overcome my fear of
water and learn how to swim” is cool, and so
is “This flaw isn’t coming up like I thought it
would” or “I’m tired of dealing with situations
where I’m afraid of the dark”. If you’re doing
this for a game-level reason (like the last two examples), we can hash out a fictional justification
for what happens. Maybe the flaw still exists,
but is downplayed or not relevant enough to be
mechanically impairing. Maybe you completely
remove the flaw. We’ll work something out.
Whatever happens, you’ll just get a new flaw to
replace the old one.
The same goes for your Mystery: if you
find a new weird event to investigate, then awesome. Go to it. The old mystery will still be here
when you get back. Unless someone else solves
it first. And if your current Mystery doesn’t hold
your attention, then I’m sure you’ll find something else to explore and wonder about. Sometimes you’ll find the answer for a Mystery, too,
which will mean you need to find a new Mystery
to solve. When you solve a Mystery, you also
can prime yourself for a “learning experience”
conflict. Regardless of how your Mystery changes, the die value will stay the same.
You might be able to modify your Most
Valued thing or Job, but this would be a major
fictional step and probably involve some sort of
conflict.
Languages: Each character speaks a different language. Hawaiian, Greek, Catalan and
Japanese are all relevant and useful. You might
only know a few of those and deal with not
knowing the others, or you could spread it out to
one language per PC. There may be some utility in having two PCs speak the same language
(splitting the party and/or sharing secret information, for example).

Doing Dangerous Things
You say that you want to do something.

One of us says “but it won’t be easy” or something like that. So we discuss what you were
trying to accomplish. Then we discuss dangers.
The island is unstable, so in any regular conflict
there is a built-in danger of “The island floods
further”. Then I as GM come up with something
that could go wrong and you describe something
that could go wrong.

Example:
You: “I pull out a bag of sand, guesstimate the

weight of the idol and then quickly swap it for
the statue so quick that the trap never goes off.”

Me: “Okay, that will be dangerous.

Your real
goal is to get the idol, right? (You nod.) So one
danger is that you miscalculate the weight of
the idol when you swap it and set off the traps
anyway.”

You: “And maybe I might lose my lucky hat that
is my Most Valued possession.”

Me: “Losing your Most Valued possession will

hurt. And since this is a non-learning conflict,
there’s a chance that the flood waters rise. Let’s
roll some dice.”
So what dice do we roll? Well, that’s the
next step. By default, you always have 4d6 to
roll. 4d6 gives you a chance at success, but it
won’t be a clean, easy or guaranteed success.
You want to tilt the odds in your favor however
possible.
If you can explain how your Job, Mystery
or Most Valued are relevant, then you can replace some dice with better dice. If your Job ties
into what you’re doing, then you can remove a
d6 and replace it with your Job’s die. (Your Job
starts at 1d8 but can go up in value.) Similarly for
Mystery or Most Valued: if you can plausibly
argue for its applicability, then you can replace a
die with that aspect’s die.
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Your flaw is a bit similar, but either you
or I can call for its inclusion in a conflict pool. A
flaw is always a d4, which is bad for you, but doing so primes your character to learn something,
which is very good.
If you can describe how some aspect of
the environment or your opponent or something
should be beneficial to you, you should speak
up. If you make a good case for it, then you get
to increase one die of your choice by one size. If
you can describe two or three things, then you
might be able to bump up multiple dice, or one
die multiple times. Similarly, if an enemy is
especially tough or if an environment especially
tricky it might lower a die in size. Flooding is
the most common reason for an environment to
impede your actions, and flooding can lower to
multiple dice if severe enough. If all your dice
are d4s, then we already know that you’re gonna
fail, so we might as well skip the die rolling,
right?
So now we know what dice will be rolled.
It is quite possible that you’ll roll a pool of d8s
and d10s and a d4 but no d6s. That’s fine. As
long as you only roll four dice, then everything is
fine. (If you gain more traits, you may not be able to
invoke them all in a single conflict.)
Roll the dice and decide which die goes
to what possible outcome we described. You
should have four possible outcomes: Succeeding at your goal, Flooding, your possible bad
outcome and my possible bad outcome. Choose
which die goes to which category.
You as player want a 5 or higher. Anything above a 5 is good for you. Anything below a 5 is bad for you. The more you are above
or below 5, the better or worse the outcome is,
respectively. Yeah, that makes it hard to succeed
on a d6 and impossible on a d4. That’s the point.
So if the die you add to Flooding is a 4 or
below, a location on the island gets flooded. If
the Flooded die is a 1 then the flooding is even
worse (see below). On a 5 or higher, the island
sinks no further for the moment.
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If you assign a 4 or less to your goal, then
you fail. Maybe moderately on a 4 or horrendously on a 1. If you stick a 5 or better there,
then you succeed. On really high numbers, you
might succeed with genuine tyle and grace and
get better returns than expected.
For the dangers a 4 or less means the danger is true to some degree. A 5 or higher means
your danger is averted.

Learning Experience

Flooding

Learning is a special sort of conflict.
When you solve a mystery, you are humbled before the supernatural nature of the island. When
your flaw impairs you, you are humbled by your
own human shortcomings. Either way, you have
faced the fact that your character is a small speck
in the large scale of things. This humility brings
to potential for growth and knowledge. When
you solve a mystery or when your flaw impairs
you, then you check off a “Humble Student” box
on your character sheet. But only if you don’t
have a “Humble Student” box marked without
the corresponding “Skilled Master” box. You can
only be prepped for one learning experience at a
time.

The island is unstable, and slowly sinking. Each location on the island can get flooded.
Whenever the Flooding is chosen as a result in a
conflict, we draw a card from

When your PC gets a chance to stop and
rest and has a checked “Humble Student” box,
then you can try to learn something. Describe
what you want to learn: do you become better at
your job or learn a new skill? If you’re improving an existing trait, then you need to modify it
in some way. Add a descriptor or specilization to
your job, change your relationship to your Most
Valued. That sort of thing.

If you ever choose a 1 for your Flooding
die, then that is like the “Waters Rise” card in the
board game: you reshuffle the dealt cards into
the deck, and increase the “Flood rate”. Flood
rate starts at 1, and if it goes up you’ll draw more
cards if you choose to allow flooding.
Each location has a few stages:
Unflooded
Shallow flooding		
Moderate flooding		
Heavy flooding		
Severe flooding		
Permanently underwater

(-1 die size)
(-2 die sizes)
(-3 die sizes)
(-4 die sizes)
(impossible)

Each time that a location is drawn for
flooding, then it moves down the track one level.

Then we have a conflict, like a regular
conflict. Your goal is to learn what you described. Then you describe something that could
go wrong, and I describe something that could
go wrong.

Attempting any physical action in a
flooded location is difficult. More difficult than
normal. In slight flooding, you’ll lower a single
die down one size (from d8 to d6 or d6 to d4 or
similar). You the player decide which dice get
lowered: you could lower one die several times
or spread the penalties around.

The island doesn’t care what you know
or don’t know. There’s no flooding danger in a
learning conflict. Instead, you just roll three dice.
You can’t use a trait that you’re trying to improve, but you can use other traits and/or your
flaw.

If you’re scuba diving in a flooded location, then you take the inverse penalty of those
trying to walk around. So scuba is impossible on
dry land, takes a -4 in shallow flooding, a -3 with
moderate flooding and so forth up to no penalty
once the area is completely underwater.

Roll the dice and decide where to put
them. Did you learn or was avoiding danger
more important to you?

Shoring up a location is a standard conflict. Your goal is “lower the flood levels in this location”. If you get a 4 or 5, the flood level is moved
one state along the track. If you get a 5 or 6,
then you lower flooding two levels. 7 or 8 lowers three levels, 9 or 10 four levels and 11+ five
levels.
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