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Hi thereJ
- andwelcometo BuzzKillandBlueEyes.
It is the story of a family , and the summer
they spend at DǊŀƴƴȅΩǎhouse in the
countryside, while she is hospitalized. And
even more, ƛǘΩǎa story about getting your
pastandpresentmanipulatedby the outlook
on life and moodsthat BuzzKilland BlueEyes
represent.

Thescenarioisset to lastabout3-4 hours.

Thebasicideabehindthe scenariois, that we
shapethe story of our life basedon what we
focuson in the present,andwhat we choose
to rememberfrom the past. Somewill claim
that if we wanted to, we cansimplyfocuson
the right stuff, forget the rest and live happily
ever after. In this scenario it is not that
simple, however, because the players are
constantly distracted by BuzzKill and
BlueEyes. It can be difficult to focus on the
positive,when BuzzKillshoutsin the backof
your head,that everythingis dangerous. And
it canbe difficult to get your act togetherand
handle your problems, when BlueEyestells

you that everything will work out, and you
shouldjust go out tonight and let it sort itself
out.

Setting
The setting is inspired by Japanesestories,
where children have magical playmates
without anyonefinding it weird. It is a world
where technologyƛǎƴΩǘvery present. There
might be an old rotary phone in the house
and mom might have an old computer, but
we are far from the modern age of
technologywith smartphones,televisionand
streamingservices. Childrenmainlyplaywith
teddy bearsand dolls, they read books,and
they play outside and explore the
neighborhood. It is a setting I have
shamelesslystolen from movies like άaȅ
Neighbor¢ƻǘƻǊƻέΣand ά{ǇƛǊƛǘŜŘ!ǿŀȅέby
HayaoMiyazaki. YouŘƻƴΩǘhaveto know the
moviesto play the scenario,but it can serve
asa shortcut to understandingthe mood and
the structureof story.

Story
The narrative in BuzzKilland BlueEyesis a

smallstory, in the sensethat it isabout loving
and caringpeople, who wants to help each
other. It is not a story about how the parents
fight and screameverynight. It is not about
sex, violence, cruelty or fighting evil. The
center of it ƛǎƴΩǘdrama and conflict in the
family,but instead,it isabouthow they make
life choicestogether. It is important that the
playersget the mood right, so theyŘƻƴΩǘgo
looking for conflicts or villains that ŘƻƴΩǘ
exist.

Characters
Thereare 5 characters; Aomame,an 11 year
old girl, her parents,Satsukiand Kanta,and
her two magical friends, BuzzKill and
BlueEyes. !ƻƳŀƳŜΩǎpart is to go on
adventures, and listen to BuzzKill and
BlueEyes. Satsukiand Kanta will deal with
grown up problems and talk a lot. Buzzkill
and BlueEyeshas the right to define a lot
about the outside world, and they
manipulatethe other players. Theplayerswill
have rather different experienceswith the
scenario,and it is worth mentioning to the
playersat the beginning.
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Storyline
Thestorybeginsin the city, wherethe family
livesin a smallapartment. Mum and dad are
sitting at the kitchentable in the eveningand
discussingthat they have to move out to
DǊŀƴƴȅΩǎhouse for some weeks during the
summervacation. Grannyis hospitalizedand
someonehas to look after the house. She
lives too far awayto drive backand forth to
the city every day, so they have to move
there.
Then we meet the family on the day they
arriveatDǊŀƴƴȅΩǎhouse- Aomamemeetsthe
the Sorceressin the Cellar, and the parents
are remindedof their childhoodout here. At
the end of the day, they sit together for
dinnerandAomametellsabouther day.
After this me meet the family again some
weekslater, whereMom andDadhavefound
out that DǊŀƴƴȅΩǎheath ƘŀǾŜƴΩǘimproved,
and it is uncertain that it will. The next day,
Aomamegoesto talk to Spiritof the Riveror
the Master of the Woods, while the parents
try to handle things at home. At the end of
the day, they sit together for dinner and
Aomametellswhat shehaslearnedtoday.
Finally, we meet the family on the night,

where Mom and Dadhasgot the news that
DǊŀƴƴȅΩǎis getting better, and shecanmove
home soon. But she will not be able to
manage on her own. The parents have to
figure out how to take careof Grannyin the
yearsto come. The next day, Aomamegoes
to talk to Spirit of the Riveror the Master of
the Woods, while the parentstalk optionsat
home. At the endof the day,they sit together
for dinner and Aomametells what she has
learnedtoday.
In a short epilogue, we revisit the family

yearslater, whereMom andDadare old, and
Aomame is all grown up. They are talking
about that summer they spend at DǊŀƴƴȅΩǎ
house. In the epilogue all the scenesand
storiesthat happenedthat summeris boiled
downto onedefiningmemory.

Structure
The scenario is set up around a circular
routine, beginning with the parents, who
talk, while Aomame is secretly listening
(scenetype: After Bedtime). Then Aomame
talks to BuzzKilland BlueEyesto makesense
of the grown-ups conversation (Aomame
Chooses). Theunderstandingshe settles on

determineswhether she plays with BuzzKill
or BlueEyesthe next day when she goeson
adventures(Explorationscenes). Theone she
ŘƻŜǎƴΩǘchoosestaysbehind and meddlesin
the conversation between the parents
(Grown-up time). Finally,the family meetsup
for dinner, and Aomameexplainsabout her
dayό!ƻƳŀƳŜΩǎDay). After this we jump in
time and let BuzzKilland BlueEyesset a few
words on the time that has passed,before
we start the wheel over againwith an After
Bedtimescene.

SecondaryCharacters
There are three predetermined secondary
characters,that you will play as the game
master. It is the Sorceressin the Cellar,the
Spirit of the River and the Master of the
Woods. LǘΩǎimportant that you make them
mythical and give them opinions about the
grown up discussions. Through these
charactersyou will tie !ƻƳŀƳŜΩǎadventures
in with the parents reality. You will find
guidancefor this in chapteronάDǊƻǿƴ-up vs
aŀƎƛŎŀƭέ.
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DǊŀƴƴȅΩǎillness
Granny and her illness is part of the
backstoryfor the scenario. It is the reason
why the family moves into her house, why
Aomamelearnsmore about her parentsand
meetsall the fantasticalspirits, and why the
parentsareremindedwherethey comefrom.
Apart from this,DǊŀƴƴȅΩǎillnesshasno part
in the scenario. Grannyisnot a character,she
ƛǎƴΩǘin anyof the scenes,and we will not go
into what the illnessis. Thisis to ensurethat
the story becomes centered around the
family and their time in the countryside,and
not the sickGranny.

Grown-upsand Magic
The magical elements in the scenario
representsother sidesof the characters,than
the one who plays the characterdirectly. In
the sceneswith Aomame,she interactswith
the magicalasreal, physicalbeings,who talk
to her and she comes home and explains
what they said and did. For the grown up
roles Satsukiand Kanta,they will experience
the influenceasa inner dialogue,wherethey
are talking to themselves. When they are

done, they will go back to the family and
explain that they have thought about it and
decidedon something.
WhenSatsukiand Kantawere children,they
also talked and played with the spirits, like
Aomamedoesnow; but they rememberit as
childishfantasiesanduncleardreams.
The parents are not at all concernedabout
the magical playmates, and they will ask
about what they said and did, but not
questionwhetheror not they actuallyexists.

Tellingthe world
Both you and the players,especiallyBuzzKill
andBlueEyeshavea lot of freedomto define
the world around you. There are no
predefined memories from the past, no
description of DǊŀƴƴȅΩǎhouse or the
countryside. Sincea lot dependson BuzzKill
and.ƭǳŜ9ȅŜǎΩability to define the memories,
andgivea different perspectiveon the world,
it is important to cast players who can do
that. I will givesomepointersto this later.
Under Handouts,you will also find a list of
Japanesenames,to helpthe players.

Childand Grown-ups
As mentioned before, the scenariohas two
grown up characters,Satsukiand Kanta,and
one child character,Aomame. It is important
that there is a clear distinction between
grown-ups and child, but it is also important
that it ŘƻŜǎƴΩǘend up with Aomameacting
childish as a 5 year old. To create the
distinction, Aomame should always be
physicalon a lower level than the parents; if
they stand up, she sits on a chair. If they sit
on a chair,shesitson the floor.
ThisŘƻŜǎƴΩǘapply when Aomame is with
BuzzKillandBlueEyes.



Scene types

After Bedtime
Satsukiand Kantaare talking about grown-up stuff after Aomame
is put to bed. Aomame has snug out of bed, however, and is
secretlylistening. Aomameis sitting under the table,so the parents
ŎŀƴΩǘseeher.
In thesescenesSatsukiandKantacantalk about their worries,and
they candisagreeon the way forward; thingsthey would neverdo
in front of Aomame.
Satsuki and Kanta can use their conversation topics if the
conversationisgetsa little stale. ThetopicsareunderHandouts.
The game master cuts the scene, preferably before they are
completelydone with the talk, so there are unresolvedthings for
the Grown-up Timescenelater.
The Scenesare played semi-live and in real time. BuzzKilland
BlueEyesarenot in the scene.

EveryAct isbuilt, sowe start After Bedtime, whereAomamelistenssecretlyto her parentsconversation,then goto whereAomameChoosesa
perspectiveand thereby a playmatefor the nextŘŀȅΩǎExplorationScene. Theplaymatewho is left behind joins the parentsin the Grown-up
Time. Finallythe familymeetsup aroundthe dinnertable to hearabout!ƻƳŀƳŜΩǎDay. Betweenthe actsthere isshort interlude,whereBuzzKill
andBlueEyestellswhat hashappenedin the meantime.

AomameChooses
These scenes comes directly after the After Bedtime scenes.
Aomamesneaksbackinto her room,andtogetherwith BuzzKilland
BlueEyesshetries to work out what shejust overheard.
TheScenealwaysstarts with the gamemasteraskingwhat shape
BuzzKillandBlueEyeshavein the scene,sowe feel the changefrom
grown-up reality to the ŎƘƛƭŘΩǎimagination. The BuzzKilland
BlueEyesshould try to convinceAomamethat they havethe right
interpretation. The scene ends, when Aomame choosesto side
with oneof them. Theoneshechoosesis now the Chosen, andthe
other is the CastAway.
TheScenesareplayedsemi-live andin real time.
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Example

Aomame:MomsaidGrannyisill .

BuzzKill:Yes,thatishorrible. Old peoplediesoeasily,soweshould

takegoodcareofher,whilesheisalive.

BlueEyes: Nonsense. Shewill getbetterin notime,andweshould

spendourtimeexploringherhouse!

Aomame:Youreright,BuzzKill,Iwill bringheragoodbook.

[BuzzKillisnowtheChosen,BlueEyesistheCastAway]

Example

Satsuki: So,Aomameisinbednow.

Kanta: I amreallyworriedabouttakingheroutof schoolwhileweare

here,butofcourse,Icouldnõtsaythatinfrontofher.

Satsuki:I thinkyouare makingtoobigadealof it,;thatschoolwasnever

anygood.Butofcoursewecouldnõtsaythatoutstraightbuté

[Aomamelistensintensely]
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ExplorationScene
In the 1. Act Aomameand the Chosenplay around the houseand find
TheSorceressin the Cellar, who bringsup TheSpiritof the Riverand The
Master of the Woods. Shewill also comment on the parents and their
situation.
In the 2. and 3. Act Aomame and the Chosen start by drawing a map of 
ǘƻŘŀȅΩǎ ǾƻȅŀƎŜ ŀƴŘ ǘƘŜȅ Ǉƭŀƴ Ƙƻǿ ǘƻ ƎŜǘ ǘƻ The Spirit of the River or The 
Master of the Woods. When they are done, the game master, asks the 
CastAway to comment and find the flaws in the plans. Ask BlueEyes to 
comment on what they are missing out on, because they are too 
cautious, and what turns out to be much easier than expected. Ask 
BuzzKill to comment on the dangers, they have overlooked and what will 
certainly go wrong. 
Lƴ ǘƘŜ нΦ !Ŏǘ ǘƘŜ ƎŀƳŜ ƳŀǎǘŜǊ ǿƛƭƭ ƭŜǘ ǘƘŜ /ƘƻǎŜƴΩǎ ǇǊŜŘƛŎǘƛƻƴǎ ǿƻǊƪ ƻǳǘΣ 
but in the 3. Act the CastAway will be right. When the Chosen is left 
helpless, introduce the CastAway to the scene to save the day. The 
Chosen then finds themselves back with the parents. 
At the end of the scene, they will meet who they set out to find, and they 
will talk about the parents situation, based on their point of view. 
These scenes are cut by the game master, and plays out as classic pen 
and paper role play.

Exploration scenesand Grown-up time happensduring the day, and you cut between them, so!ƻƳŀƳŜΩǎadventureswith the Chosen
intertwineswith theǇŀǊŜƴǘΩǎdaywith the CastAway.
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Act3,example

Aomame:Whatshouldwebring?

BuzzKill: We shouldbringboots,for crossingthe wet field,and

chocolateforthedangeroustoads,sotheyletuspass.

GM:BlueEyes,whatisBuzzKillmissing?

BlueEyes:Thesunwill shinetomorrow,sothetoadswill behiding

andthefield will bedry.But theywill haveto carrytheheavy

bootsall thewayandthechocolatemeltsinthebags.

GM:Whenthetwoofsetoutthenextday,thesunisshiningfrom

aclearbluesky,andprettysoonthebootsfeelsreallyheavy

[é]

GM:´ I try toclimbthetreetogettotheMasteroftheWoods,but

everytimeBuzzKillsays,lookout,youbecomea little heavier,

andthebranchesareabouttobreakunderyou.A pineconelooks

downonyouandsays:òyouwill nevermakeit withall thatheavy

worryingò.Whatdoyoudo?

BuzzKill: ehm,Idonõtknowé

GM:- andwithawizandabang,,Buzzkilldisappearsinacloudof

concerns,andBlueEyessmilesdownatAomamefromthebranch

above.
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Grown-up Time
In these scenes, we meet Satsuki and Kanta separately, doing their 
daily tasks around the house. It could be putting up shelves, 
cleaning the kitchen, working in the garden etc. The setup is that 
they are talking to themselves, remembering the past or thinking 
about the future. 
The scenes play out as an inner dialogue, where the CastAway talks 
to the grown-up and influences the conversation. The grown-up 
cannot directly disagree with the CastAway, but has to 
acknowledge the memories and thought as their own. 
The scenes are cut by the game master. 
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!ƻƳŀƳŜΩǎDay
The scenes takes place around the dinner table in the evening. 
Aomame explains about her adventures during the day, who she 
met, and what they said. Satsuki and Kanta should listen and ask 
questions about her story. In these scenes Satsuki and Kanta are 
not allowed to disagree or talk about their own issues. It is very 
important that the scenes are about Aomame, and not a 
conversation between the parents. Otherwise the scenes becomes 
boring repetition of the Grown-up Time during the day, and the 
ŎƘƛƭŘΩǎ ǎǘƻǊȅ ƛǎ ƴƻǘ ǇǊƻǇŜǊƭȅ ƛƴǘŜǊǘǿƛƴŜŘ ǿƛǘƘ ǘƘŜ ƎǊƻǿƴ-ups. 
The scene is cut when Aomame is done talking. 
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Example

[Kantaisworkinginthegarden.AomameisplayingwithBuzzKill,so

BlueEyesiswithdad]

BlueEyes:Well,whattomakeofthis..I thinkit will all turnoutright.

Kanta:Yes,I feelthat , too. But I amstill worriedaboutAomameõs

education.

BlueEyes: Pish,posh,shewill be fine!Sheis a smartkid, andshe

doesnõtneedaboringschooltolearnstuff.

Kanta:Yes,I supposeyouareright. It isstillalittle weird,though.

Example

Aomame: ImetTheSpiritoftheRivertoday.HesaidòHió!

Satsuki:Thankyou.Howishe?

Aomame: He is wonderingif he will learnenough,whenhe is

swimmingaroundthe river all day, far awayfromlibrariesand

schools.But weagreed,that I will helpout,andbringhimtheright

books,sohedoesnõtfall behind.

Kanta:Areyouworriedaboutschool?

Aomame: Nope,I reada lot, and I amwell aheadof the others

already.I amdoneeatingnow;canI beexcused?
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Interlude
Betweenthe acts,BuzzKilland BlueEyesget to tell about the
weeksthat havepassed,and how it was for the people they
hadsceneswith.
So if AomamechoseBlueEyesas a playmate in the 1. Act,
BlueEyesget to tell about what a great time Aomamehad
between1. and 2. Act. BuzzKillon the other hand gets to tell
about the worries and problemsthat havebeenhangingover
the parents.
Thescenesare a direct leadup to the next act, and the game
mastercutsthem andmovesto the After Bedtimescene.
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Example

BuzzKill: It hasbeensomereallylongandboringweeksforAomame.

Thereisnoonetoplaywith,andKantaandSatsukihasbeenwayto

busywithGrannytopayanyattentiontoher. Shemissesherfriends

all thetime.

BlueEyes:SatsukiandKantahashadsomeamazingweeks.Theycan

barelyrememberwhentheylasthadthismuchtimeto talk andjust

hangout.EventhoughGrannyisill, it hasbeengoodtovisitherand

rememberthe old times. Somedays,KantaandSatsukicanõteven

rememberwhytheyeverleft thisplace.



Grown-up vs magical

A key element in the scenariois your ability asgamemaster to reflect the grown-ups talk in !ƻƳŀƳŜΩǎconversationwith the fantastical
spiritsshemeets. Basedon the ConversationTopicsfor SatsukiandKanta,hereare somesuggestionson how to reflect them into!ƻƳŀƳŜΩǎ
scenes. Thisis just for inspiration,youŘƻƴΩǘhaveto memorizeit.
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Death
The Master of the Woods could explain 
that everything that we experience 
leaves an imprint in our growth rings, 
and that our ancestors are in the 
ground, where our are roots stands 
strong.

Finances
Aomame could run into a squirrel, 
gather for the winter and worrying 
about how much she needs. The 
squirrel could end up deciding that she 
has enough now. 

Work
Aomame could meet a busy bee, who 
ǿƻǳƭŘƴΩǘ ŘǊŜŀƳ ƻŦ ŘƻƛƴƎ ŀƴȅǘƘƛƴƎ ōǳǘ 
work, because it is so much fun. 

Children
Aomame could run into a toad with hundreds 

of offspring. The Toad could tell Aomame that it 
cannot imagine being an only child, and it 
sounds mostly like a lonely child. 

School
Aomame could meet an old owl, who is the 

cleverest animal in the forest, and never had any 
need to read a book or go to school. All you have 
to do is listen, look and learn. 

Expectations of life
The Spirit of the River could laugh at the silly 
human idea of predicting what lies ahead. The 
Spirit of the River never knows what lies ahead, 
only that it will be different from what lies 
behind.

Old Age
Aomame could run into an old turtle, 
who explains that the best thing about 
old age is that you finally fit the shield 
perfectly, and have enough memories to 
smile all day long at the mere thought.

Moving out
Aomame could stubble on a baby bird, 
who is trying to fly for the first time. It 
could explain that it is so exited to see if 
the wings will carry it, and the nest has 
just felt so small lately. 

Where to live
Aomame could meet a mouse of the 
forest and a mouse of the field, who 
are discussing where to have lunch, 
because the field is full of corn, but the 
forest has berries. 



Run-through
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Introduction

1. Warm-up, telling the world
Give the playersthe visual handouts,and ask them to choosea
coupleof picturesand tell us somethingabout the world basedon
this. Ask leading questions, and introduce The Sorceressin the
Cellar.
Makea mentalnote on who showsmost initiative andimagination.

Warm-up
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Welcomethe players,and introduce them to the information in
Setting,Grown-upsandMagic,StoryandCharacters.
Make sure they understand that this is not about conflicts and
villains,but a story of a loving family. Youwill not be arguing,but
youwill find yourwaytogether.

Now explainthe structureof the scenario,so they understandthe
Wheel of scenes,and make sure they understand the different
scenetypes.

Explainthe differencebetween the different types of characters,
andwherewe arewhenthe storybegins.

3. warm-up,names
Thenamescan be a little difficult, so take sometime to practice

them. Leteachplayerexplainhow their characterlookslike,andlet
them start withάƳȅnameisandI ..έContinueuntil the namesfeels
natural.

The playerswho showsmost initiative in the warm-up exercises,
shouldbecastasBuzzKillandBlueEyes.
Aomame, Satsuki and Kanta can be cast based on player
preference. Givethem time to readthe characters,and let them go
for coffee,toilet breaketc. to makesureno one feelsa pressureto
read fast. Try to spot if anyonehas readingproblems,and talk to
them aboutthe character.
Rememberto hand out the ConversationTopics to Satsukiand
Kanta.

2. warm-up,changingperspective
Returnto the pictures,and askάǿƘŀǘis wrong, what is dangerous
in thisǇƛŎǘǳǊŜΚέand afterwardsaskάǿƘŀǘis exitingand fun about
thisǇƛŎǘǳǊŜΚέAskboth questionsto the samepictures,andrepeat
a coupleof times.
Make a mental not on who is more convincing and good at
changingperspective.

Goaheadto 1. Act



1. Act
Grannyõs House

×After Bedtime
Satsukiand Kanta are sitting at the kitchen table in the
evening,after Aomamehasgoneto bed. Grannyhasbeen
hospitalizedand they need to move to her house for a
couple of weeks during the summer vacation. How will
Aomame reactto this?
Aomamesitsquietlybehindthe door andlistens.
Rememberthat the ConversationTopicscanhelp.
GMcutsthe scene

×AomameChooses
Aomame, BuzzkillandBlueEyessit underthe blanketsand
discuss what to make of what mom and dad said.
Aomamecuts the scenewhen she chooseswhich of the
two shesideswith. Thisis the Chosenin the nextscene.
Rememberto ask,whichshapeBuzzKillandBlueEyeshave
in the scene.

×Explorationscene(cut to theǇŀǊŜƴǘΩǎscenes)
Thefamily arrivesatDǊŀƴƴȅΩǎHouseand Aomameruns off to
playwith the Chosen,while the parentsmovesin.
Aomame and the Chosen runs into The Sorceressin the
Cellar, who mentionsTheSpiritof the River,TheMasterof the
Woodsandasksfor goodstoriesfrom the world outside.
GMcutsthe scene
Rememberto describesomethingmagicalevery time you cut
backto the scene.

×Grown-up Time(cut to!ƻƳŀƳŜΩǎscene)
Cutbetweensceneswith SatsukiandKantain the attic, where
the CastAwaydescribeswhich memoriescometo mind about
their childhoodout here.
GMcutsthe scene
Rememberto describesomethingadult and mundaneevery
time youcut backto the scene.

×!ƻƳŀƳŜΩǎDay
Aomame, Satsuki and Kanta sits by the dinner table and
Aomametellswhat shehasdoneduringthe day.
Aomamecutsthe scene,whensheisdone.
Rememberthat the scene is about Aomame and not her
ǇŀǊŜƴǘΩǎinternaltalks.
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2. Act
As expected

× Interlude
BuzzKilland BlueEyestells us what hashappenedsince
we last saw the family. They tell the story for their
playmatesfrom the previousact.

×After Bedtime
DǊŀƴƴȅΩǎillnessis draggingout, and they have to stay
herelongerthan expected. Whatwill this meanto work
and!ƻƳŀƳŜΩǎschool?
Aomamesitsquietlybehindthe door andlistens.
Rememberthat the ConversationTopicscanhelp.
GMcutsthe scene

×AomameChooses
Aomame, Buzzkilland BlueEyessit under the blankets
and discusswhat to makeof what mom and dad said.
Aomame cuts the scenewhen she chooseswhich of
the two she sideswith. Thisis the Chosenin the next
scene.
Rememberto ask, which shapeBuzzKilland BlueEyes
havein the scene.

×Explorationscene(cut to theǇŀǊŜƴǘΩǎscenes)
Aomameandthe Chosenplanshow to get to TheSpiritof the
Riveror TheMaster of the Woods. TheCastAwayexplainsto
the GM,why the plan is all wrong. TheGMsteersthe sceneso
everythinggoesaccordingto plananyway.
GMcutsthe scene
Rememberto describesomethingmagicalevery time you cut
backto the scene.

×Grown-up Time(cut to!ƻƳŀƳŜΩǎscene)
Cut to separatesceneswith Satsukiand Kantaduring the day,
where they wonder what to do. The CastAwaykeepsthem
company.
GMcutsthe scene
Rememberto describesomethingadult and mundaneevery
time youcut backto the scene.

×!ƻƳŀƳŜΩǎDay
Aomame, Satsuki and Kanta sits by the dinner table and
Aomametellswhat shehasdoneduringthe day.
Aomamecutsthe scene,whensheisdone.
Rememberthat the scene is about Aomame and not her
ǇŀǊŜƴǘΩǎinternaltalks.
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3. Act
Against expectations

× Interlude
BuzzKilland BlueEyestells us what hashappenedsince
we last saw the family. They tell the story for their
playmatesfrom the previousact.

×After Bedtime
Granny has recoveredand will be send home soon.
However,she will not be able to live alone. How will
SatsukiandKantahandlethis, andwhat will it meanfor
Aomame.
Aomamesitsquietlybehindthe door andlistens.
Rememberthat the ConversationTopicscanhelp.
GMcutsthe scene

×AomameChooses
Aomame, Buzzkilland BlueEyessit under the blankets
and discusswhat to makeof what mom and dad said.
Aomame cuts the scenewhen she chooseswhich of
the two she sideswith. Thisis the Chosenin the next
scene.
Rememberto ask, which shapeBuzzKilland BlueEyes
havein the scene.

×Explorationscene(cut to theǇŀǊŜƴǘΩǎscenes)
Aomameandthe Chosenplanhow to get to the spirit theyŘƛŘƴΩǘ
meet in 2. act. TheCastAwayexplainsto the GM why the plan is
all wrong, and this time the CastAwayis correct. GM sets a
situationthe ChosenŎŀƴΩǘget out of, andwhen they giveup, the
CastAwaytakesoverthe sceneandsavesthe day.
GMcutsthe scene
Rememberto describesomethingmagicalevery time you cut
backto the scene.

×Grown-up Time(cut to !ƻƳŀƳŜΩǎsceneat a point where sheis with
BlueEyes)

Aomamehasbeen awayfor a long time, and BuzzKillis making
the parentsworry.
GMcutsthe scene
Rememberto describesomethingadult andmundaneeverytime
youcut backto the scene.

×!ƻƳŀƳŜΩǎDay
Aomamecomeshome/ is found
GMcutsthe scene,whenthe familyisdonetalking
Rememberthat the sceneis about Aomameand her ǇŀǊŜƴǘΩǎ
internaltalks.
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Epilog
Do you remember that summer?

We meet the family again, many years later. Aomameis all
grown up, and Satsukiand Kantaare old by now. Thethree of
them are sitting in the living room over a cup of tea, and
rememberingthat summer,wayback,inDǊŀƴƴȅΩǎhouse

×Ask Aomame,Satsukiand Kanta to sit with the playmate
that hadmost influenceon their summerthat year.

×ThenaskBuzzKillandBlueEyesto definethat one,dominant
memory which comesto mind for eachof the characters
who sitsnext to them

×Aomame,Satsukiand Kantaendstheir memoryby nodding
andsayingάYes,that is what that summerwasall aboutέ
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Secondary Characters
Played by the game master
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Purpose

TheSorceressin the Cellaris your wayof introducingTheSpirit
of the River and The Master of the Woods, and to make
Aomamecuriousabout the world around her. Useher to tell
Aomameabout all the adventuresthat are out there. If you
haveto, sendAomameon a missionto gotalk to TheMasterof
the Woodsor TheSpiritof the River.

Introduce the Sorceressduring the warm-up exercises,and
make sure that Aomameruns into her in the 1. Act. Maybe
!ƻƳŀƳŜΩǎball rolls under the house, maybe she follows a
weird shadowor creature into the darkness,or hears weird
noisesfrom downthere.
Make the trip under the house full of darkness,moist soil,

scrappedkneesandslimysnailsandcreeps.

Playing the Sorceress in the Cellar

Introduce her in the warm-up exercises,so she is not a surprise.
Bringher little spiesinto asmanyscenesin the houseaspossible.
Apart from usingthe Sorceressfor her purpose,you are free to do
whateveryou want with her. Choosehow shetalks, let her be kind
or sneaky,mistrustful,naive,poor soulor darkvillainasyouwish.

The Sorceress in the Cellar is trapped in the big hole under the house. She is 
practically consumed by a desire to hear news from the outside world. You get 
to her by crawling into the dark space between the floor of the house and the 
ground beneath it. 
The Sorceress has an army of spies, like snails and shadow creatures, so she 
knows everything that goes on in the house (unless someone whispers, why do 
people do that !) But her spies cannot leave the shadows, so she never knows 
what is happening in the sunlight, by the river or in the forest. 

18

Sorceress in the Cellar
IsolatedðCurious- Bossy

Secondary Character



TheSpirit of the Riverrepresentsan outlook on life, wherewe float through life
as if we were following the current on the river. Thereis no point in fighting the
current, or trying to go back. No matter what we do, we will alwaysbe carried
downstream. The river washeseverything away and leaves it behind on the
riverbanks. Sorrow,disappointment,regret,all iswashedawayby the river.
TheSpiritof the RivercannothealGrannyor makeher youngagain. It would be a
really strangething to do, becauselife flows in one direction only. An there is
alwayssomethinginterestingaroundthe nextbendof the river.
TheSpirit of thewƛǾŜǊΩǎpurposeis to giveAomamesomethingto tell her parents
aboutwhenshecomeshome.

Mandatory traits of TheSpirit of the River:
ÅTheoutlookon life he represents
ÅTheSpiritof the Riveriswilling to talk to Aomame
ÅTheSpiritof the RiverknowsSatsukiandKantaand

knowseverythingabout the past and present,but
not the future.

Youdecide
ÅWhatdoesTheSpiritof the Riverlook like?
ÅHowdoesTheSpiritof the Rivertalk?
ÅWhat does The Spirit of the River think of The

Sorceressin the Cellar and The Master of the
Woods?

Playing The Spirit of the River

Let TheSorceressin the Cellarbring TheSpirit of the Riverinto the fiction early
on.
WhateverTheSpirit of the Riversaysshouldrelate somehowto what Kantaand

Satsukiis talking about at home. Here are some pointers, and also read the
chapteraboutTheGrown-up vsMagical.
If Kantaand Satsukitries to plan ahead,tell Aomamethat humansoften forget

that they arenot reallyin control of the current,andall they cando is decidehow
to handlethat.
If Kantaand Satsukitries to hangon to their old life, tell Aomamethat nothing
lasts forever, and that every springbringsnew things to the river from the cold
mountains.
If Kantaand Satsukiare sad,or scaredthat Aomamewill be sad, tell Aomame
that sorrowandpaindisappearsjust a little further downthe river.

The Spirit of the River
Movement- Renewal- Cleansing
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TheMaster of the Wood representsan outlook on life where we haveour roots
deeplyplanted in our past to keepus calmand well-balanced. Life is a circle,where
we grown up, die awayand givesway to new life. We carryour ancestorswithin us,
andwe arecarriedon by thosewho comeafter us.
TheMasterof the WoodcannothealGrannyor makeher youngagain. It would also
be a weird thing to do, becausewho would wish to grow smaller and loose the
growth ringsandall the memoriestheystore?

TheMasterof the²ƻƻŘΩǎpurposeis to giveAomamesomethingto tell her parents
aboutwhenshecomeshome.

Playing The Master of the Woods 

Let TheSorceressin the Cellarbring TheMaster of the Wood into the fiction early
on.
WhateverTheMasterof the Wood saysshouldrelate somehowto what Kantaand

Satsukiis talkingabout at home. Hereare somepointers,andalsoreadthe chapter
aboutTheGrown-up vsMagical.
If Kantaand Satsukitalksabout missingGrannyor life in the city, tell Aomamethat

everymemoryliveson in her growth rings.
If Kantaand Satsukiare afraid of movingAomameor Granny,tell Aomamethat as
longasthe soilsis thickandrich,youcangrowanywhere.
If they areworried that thingsdisappearanddie away,tell Aomamethat everything

that withersawayin the fall comesbacktenfold in the spring.
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The Master of the Woods
Roots- Preservation- Memories

Mandatory traits of TheSpirit of the River:
ÅTheoutlookon life he represents
ÅThe Master of the Woods is willing to talk to

Aomame
ÅTheMasterof the WoodsknowsSatsukiandKanta

andknowseverythingabout the pastandpresent,
but not the future.

Youdecide
ÅWhatdoesTheMasterof the Woodslook like?
ÅHowdoesTheMasterof the Woodstalk?
ÅWhat doesTheMasterof the Woodsthink of The

Sorceressin the CellarandTheSpiritof the River?
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Satsuki
Pragmatic ðBusy - Loving

Life, then and now

Satsukigrew up in the countrysidewith Granny,far form the city,
whereshelivesnow. Herchildhoodwasfilled withDǊŀƴƴȅΩǎstories,
and adventureswith Kanta,and sometimesit feels like the lines
between reality and fiction is a little blurred. The woods, the
riversideand the rice fields all had that touch of the fantastical,so
you would half expect spirits to inhabit them. When Satsuki
finished school,she and Kantadid as most of their schoolmates
andmovedto the city to find work anda better life.
Today,Satsuki,Kanta and Aomamelive in an apartment in the

inner city, Aomamehasher own room with a bunkbed,andSatsuki
has a small desk in the corner of the kitchen with all her work
papers in well-organizedpiles. In the weekends,they go out to
experiencethe city, and at the end of the day, they ride the bus
home, and shutsout the city life and light behind the heavydark
curtains.

Kantaõs soul mate 

Kantais{ŀǘǎǳƪƛΩǎbest friend and the one personwho really
knowsher. Of course,thisŘƻŜǎƴΩǘmeanthat they alwayssee
eyeto eye,but they alwaysfind their waybackto their lovefor
each other. Evenwhen Kanta starts up yet another project,
that he will neverfinish,Satsukialwaysfinds the gentlenessto
let it go,andclearssomeroom the project.
Kantahasbeen unemployedfor a while, and even though it
ŘƻŜǎƴΩǘdo any good for their economy,it has been good to
see him focus on the home and spend so much time with
Aomame. It also makesit a little easierwhen Satsukihas to
work late or in the weekends.

Satsukiis a 36 yearold woman. SheisYŀƴǘŀΩǎsoulmate,!ƻƳŀƳŜΩǎmother andDǊŀƴƴȅΩǎdaughter. Sheworks in a big office, where there is a
constantflow of documentsto read,andsign,andprocess,sothere is alwayslots of work. Shegrewup in the countryside,but movedto the city
with Kanta,whentheywereveryyoung.
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Satsuki
Pragmatic ðBusy - Loving

Grannyõs  Daughter

Grannyis gettingold. Whenthe story starts,Grannyhasbeen
committed to a hospital closeto where shelives,far from the
city where Kanta and Satsuki lives. Even though it ƘŀǎƴΩǘ
happenedbefore, it is clear that she is growingweaker. Asthe
closestrelativesshe has,Kantaand Satsukiwill have to find a
wayto takecareof her. Theonlyquestionishow to do that?
Grannyhas alwaysloved her house,closeby the woods and
the river. But shecannotmanageit aloneanymore. Maybeone
couldmovein with her andhelp her out? If only it ǿŀǎƴΩǘsofar
awayfrom the life Satsukihadbuild in the city.
MaybeGrannywould be willing to move into the villageclose
to her house. Then she would still be close to her old
surroundings,and the people she has known for a lifetime.
However, it would require money to pay for a house in the
village, and someoneto help Granny. And money is in short
supplyall around.
Of course,Grannycould also move to the city and live with

them there. Many of their friendsare living with their parents,
andtheremight be room for anextrabedin!ƻƳŀƳŜΩǎroom.

Aomameõs mother

Aomameis a wonderful whirlwind of chaosin the middle of the
mundanedayto daylife. Shedreams,plays,livesandisall thingsat
once. Sometimesshe is angry and unreasonableand stompsher
feet in anger,but sheis doingthat lessand lessnow, where sheis
almost grown up. Satsukiis aware that Aomameis no longer the
little girl sheusedto be. Satsukiand Kantatry to the best of their
ability to prepareher for what liesaheadsoshecanget all the best
out of life, andsidestepthe worst of it.
Everynow andagain,Aomamesaysthingsthat soundwaybeyond
her years. It can seem like deep philosophyand Satsukihas to
remind herselfthat sheǎƘƻǳƭŘƴΩǘread too muchinto it; sheis still
a child after all, andŘƻŜǎƴΩǘunderstandgrown up life. Anyway,
SatsukiŎŀƴΩǘhelp but wonder where Aomamegets it from, and
sheŎŀƴΩǘhelppayingattention to what shesays.
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Tips to play Satsuki

Aomameoften playswith her magicalfriends,andthat is not weird
for you. Askabouttheir games,like they wereregularfriends.

Sometimes,you will shareSatsukiwith the playersof BuzzKillor
BlueEyes,soyouboth speakfor her in the scene.

Satsukilikesto talk about familyandthe practicalitiesof their future
plans.
Satsukioften says:έ¢ƘŀǘΩǎthe plan,then.έ
Satsukiisgoodat makingdecisions.

Satsuki and Kanta do not discuss worries or disagree about
important thingswhen Aomameis in the room. Thosekind of talks
arebetter kept for whenAomamehasgoneto bed.

Satsuki
Pragmatic ðBusy - Loving
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Kanta
Dreamer ðRelaxed - Loving

Life, then and now

Kantagrew up in the village,closeto DǊŀƴƴȅΩǎhouseand Satsuki,
and far awayfrom the city where he livesnow. Hischildhoodwas
filled with DǊŀƴƴȅΩǎstories, and adventures with Satsuki, and
sometimesit feelslike the linesbetweenrealityandfiction isa little
blurred. The woods, the riverside and the rice fields all had that
touch of the fantastical,so you would half expectspirits to inhabit
them. When Kantafinished school,he and Satsukidid as most of
their schoolmatesandmovedto the city to find work anda better
life.
Today,Satsuki,Kanta and Aomamelive in an apartment in the

inner city, Aomamehasher own room with a bunkbed. Kantahasa
lot of boxeswith different projectstuckedawayunder the bed and
on top of the closetin the bedroom. Thereis onewith a collections
of pictureshe wantedto arrangeon a canvas,anotherwith text and
short stories,which heƘŀǎƴΩǘquite finishedyet. In the weekends,
they go out to experiencethe city, and at the end of the day, they
ride the bushome,and shutsout the city life and light behind the
heavydarkcurtains.

Satsukiõs soul mate

SatsukiisYŀƴǘŀΩǎbest friend and the one personwho really
knowshim. Of course,thisŘƻŜǎƴΩǘmeanthat they alwayssee
eyeto eye,but they alwaysfind their waybackto their lovefor
each other. Evenwhen Satsukihas forgotten to say that she
will be working late again,Kantaalwaysfinds the tenderness
to remember that she will be exhaustedwhen she comes
home. Sohe putson the kettle andhasthe tea readywhenshe
comeshome,andthey sit togetherandtalksabouther day.
Kantahas been unemployedfor a while, and of coursethat
has an impact on their economy. On the other hand, it has
freed up time for the family, and it finally feels like there is
time enoughto enjoylife together. Andit allowsKantato really
get into hisprojects,andmaybeevenfinishsomeof them.
Sometimes,Kanta feels that he ƛǎƴΩǘcontributing enoughat
home,but Satsukialwaystellshim not to besilly.

Kantaisa 36yearold man. Heis{ŀǘǎǳƪƛΩǎsoulmate,!ƻƳŀƳŜΩǎfather andDǊŀƴƴȅΩǎsonin law. Heisa schoolteacherbyprofession,but he isout
of work for the time being. Hisdreamis to work with somethingcreativeandexciting,andheƛǎƴΩǘvery focusedon the salary. Hegrewup in the
countrysideandmovedto the city with Satsukiwhentheywereveryyoung.
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Kanta
Dreamer ðRelaxed - Loving

Grannyõs  son-in-law

Grannyis getting old. Whenthe story starts,Grannyhasbeen
committed to a hospital closeto where shelives,far from the
city where Kanta and Satsuki lives. Even though it ƘŀǎƴΩǘ
happenedbefore, it is clear that she is growingweaker. Asthe
closestrelativesshe has,Kantaand Satsukiwill have to find a
wayto takecareof her. Theonlyquestionishow to do that?
Grannyhas alwaysloved her house,closeby the woods and
the river. But shecannotmanageit aloneanymore. Maybeone
couldmovein with her andhelp her out? If only it ǿŀǎƴΩǘsofar
awayfrom the life Satsukihadbuild in the city.
MaybeGrannywould be willing to move into the villageclose
to her house. Then she would still be close to her old
surroundings,and the people she has known for a life time.
However, it would require money to pay for a house in the
village, and someoneto help Granny. And money is in short
supplyall around.
Of course,Grannycould also move to the city and live with

them there. Many of their friendsare living with their parents,
andtheremight be room for anextrabedin!ƻƳŀƳŜΩǎroom.

Aomameõs father 

Aomameis a wonderful whirlwind of chaosin the middle of the
mundanedayto daylife. Shedreams,plays,livesandisall thingsat
once. Thelastcoupleof yearsthe transitionfrom child to grownup
hashappenedsofast that Kantafindsit hardto keepup.
SatsukiandKantatry to the bestof their ability to prepareher for

what liesaheadsoshecanget all the bestout of life, andsidestep
the worst of it.
Everynow and again,Aomamesaysthingsthat showsclearlythat
sheknowsmore about the world than Kantaand Satsukirealizes.
The clear perspectiveof a child really puts things in perspective
and makes it al seem so simple. Of course the world is more
complicatedthan !ƻƳŀƳŜΩǎstories, but Kanta likes to host the
ideathat life could,in fact, be that simple. In anycase,KantaŎŀƴΩǘ
stop listening.
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Kanta
Dreamer ðRelaxed - Loving

Tips to play Kanta

Aomameoften plays with her magicalfriends, and
that is not weird for you. Askabout their games,like
theywere regularfriends.

Sometimes,you will shareKantawith the playersof
BuzzKillor BlueEyes,so you both speakfor her in the
scene.

Kanta prefers to talk about the world and dream
away. He is good at askingquestionsand imagining
how thingscouldbedifferent.
Heveryoften says:έYes,I will playaroundwith that.έ

Satsukiand Kantado not discussworriesor disagree
about important thingswhen Aomameis in the room.
Thosekind of talksare better kept for when Aomame
hasgoneto bed.
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Aomame
Curious ðCaring - Independent

Life, then and now

Aomameis born in the city, andhasonlyvisitedGrannya coupleof
times. Sheused to like dolls and all things pink, but she outgrew
that yearsago. Todaysheis almostgrown up and handlesher own
homework. OnThursdaysshealsocooksfor mom anddad,andher
specialtyis a noodlesoupthat evendadŎŀƴΩǘsucceedwith.
Aomameis a strong reader and has piles of books in her room.
Someof them where gifts from Granny,and sheis getting through
even the difficult ones. She is determined to learn an extra
language,butƘŀǎƴΩǘdecidedon whichoneyet.

Aomame and the world

Aomamehasstarted to questionthe world around her to a
much higher degreethan before. Shelistens in on mom and
ŘŀŘΩǎconversationsandtries to makesenseof it, but a million
questionsarise; What to do whenshegrowsup?Howto afford
an apartment of her own, and where to find one that is big
enoughfor mom and dad, too. Why are peoplegenerallynot
alwayskind to eachother, and what reallyhappenswhen you
die?Whydo grownupscaresomuchaboutwhat other people
think, andwhat is sodangerousabout somemovies,sinceshe
is not allowed to watch them on her own? At some points
thesequestionswill needto be answeredby Aomameherself,
but they seemsodifficult right now.

Aomameis an 11 yearold girl. Sheis enthusiasticabout exploringthe world aroundher, and wants to know more. Sheis alwaysgoingof on
adventureswith BuzzKilland BlueEyes,shetries to understandmom and dad. Eventhough sheremembersGranny,sheremembersher stories
evenclearer. Aomameliveswith her parentsin the city,andfindsit odd that they neveraskher beforethey decideon stuff.
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Aomame
Curious ðCaring - Independent

Aomame  going on adventures

Aomamelovesreadingandgoingon adventureswith BuzzKilland
BlueEyesmore than anything. Eventhough the two of them rarely
like each others company,it is still lots of fun to go with them
individually. Andthey knowall sortsof thingsabout the world. They
pretty much never hesitate to explain her how what she should
think. Sometimes it canbe a bit difficult to keepup with BlueEyes,
andeverynow and againBuzzKillcanbe a bit boring,but generally
there isalwaystruth in what they say.

Mom. Dad and Aomame

Aomamereally likes her life with mom and dad. Mom is a
little too busy at times, and dad has a bit too many weird
ideas,but when they spend time together they have lots of
fun.
Sometimesmom and dad seemto forget that she is actually
not a little girl anymore. Like when they make plans for her
without even askingher first. Theyusedto talk Frenchwhen
she was in the room, and literally decided things over her
head. At some point they found out that she could actually
understandmost of it, so they stoppeddoing it. Insteadthey
talk privately when they think she is in bed. TheyƘŀǾŜƴΩǘ
figuredout that shesneaksout of bed to listen to them talking
in the kitchen.
Aomamehasbecomeaware that not all things are easyand
fun. Thereis apparentlya wide rangeof stuff that mom and
dadŘƻƴΩǘtell her. Rightnow it is unclearto Aomamehow to
handle this knowledge,but there has to be a way of helping
her parents!

Granny lives in the countryside

It has been a while since Aomame last visited Granny. She
remembersspendinga summer vacation there at one time, but
otherwise she mostly remembersGranny for the postcardsand
booksshesendsfor Christmas. Thebest part of it is when Granny
explainedabout all the spirits and magicalcreatureswho live out
there in the countrysidewith her. AomameƘŀǎƴΩǘmet anyof them
yet, but shehopesshegetsto beforesheis too old to meet them.
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Aomame
Curious ðCaring - Independent

Tips to play Aomame

Aomamecan seeand hear BuzzKilland BlueEyesand play
with them asif they werenormalfriends.

BuzzKilland BlueEyescantake anyshapeor sizethey wish to,
but Aomamewill alwaysbeableto recognizethem.

Aomamecannotform an opinion without listeningto BuzzKill
andBlueEyes,andshehasto choseto sidewith oneof them.
Aomameis alwaysplacedphysicallyin a way, so sheis lower

than her parents. If they standup, shesitsdown, if they sit on
chairs,shesitson the floor.

Aomameis 11 yearsold. Sheis a smalladult, and not a small
child. Sheis not yet a rebelliousteenager,so eventhough she
might disagreewith her parents, she is mostly curious, light
hearted and exploring the world around her. If you are in
doubt about how to play her, play her more as an adult and
not asmoreof a child.
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BuzzKill
Because the world  can be cruel

Kanta and Satsuki before  Aomame

Satsukigrew up in the countrysidewith Grannyin her run down
house. Kantalived in the modest villagecloseby. DǊŀƴƴȅΩǎhouse
was situated in the middle of nowhere, between the dangerous
forest, the wild river and the swamplike rice fields. Theneighbors
were abandonedand maybe even haunted houses,left to fall a
part.
It wasa childhood,where the lackof moneywasalwaysapparent.

ThereǿŀǎƴΩǘlot of children around, so Satsukiand Kantapretty
muchjust hadeachother, andof coursethe localspirits. Thespirits
are kind of ok, but you haveto be carefulwith them, becausethey
ŘƻƴΩǘunderstand how humans work and might harm them
accidentally. Satsukiand Kantaprobably think that they were just
figmentsof their imagination,andthat isprobablyfor the best.
Whenthe kidsgrewup they hadto leavehome,becausethere was
nothing for them there. Grannywassadto seethem leave,but she
understoodwhy it had to be that way; It must have been really
lonelyfor her out there,oncethey left.

Grown-up

Today,Satsuki,Kantaand Aomameis living in a tiny apartment in
the city. There is barely room for all of them, especiallysince
Aomamehas too many teddy bears and Kanta is taking up so
muchroom with his endlessprojects. Eventhe kitchen is a mess,
becauseSatsukihasa smallmountainof work paperspilled up on
the deskin the corner. Wheneveryoneis homein the weekends,
they haveto leavethe apartmentto be ableto breathe. Sincethey
cannotafford a car, they haveto ride the bus. At night, they only
have a curtain to block out the noise of the city and try to get
somerest.
Despitethe manyproblems,SatsukiandKantahavea surprisingly

light outlook on life. Theyare best friends, and they know each
other so well. At somepoint, though, they will haveto deal with
the fact that Satsukiworksmuchtoo hard, that KantaƘŀǎƴΩǘbeen
able to find a job and Aomameis left way to much on her own.
Thingscouldfall apartcompletely,if this is ignored.

BuzzKillis the inner voice,who is critical about the world and worriesquite a lot. BuzzKillwould like to be viewedasa realist,but most people
would usethe label pessimist. But basically,that is just becausepeopleare so blinded by their own deliberatenaivetythat theyŎŀƴΩǘseethe
world asit reallyis.
BothBuzzKillandBlueEyeslive with the family,andtheir missionisalwaysto guidethem to live a goodlife together. Mom andDadthink they are
just a gut feelingor an instinct,but Aomamecanseethem both andtheyplaytogethera lot.
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My best friend, Aomame

Aomameis the best friend in the entire world, andthere isnothing
more important than her well-being. Sheis a wonderful little ball
of chaos,andshedreams,playsandisall thingsat once.
Sometimesshewill get a little carelessand forget to think before
sheacts,but luckilyBuzzKillis there to guideher. Whenshelearns
to seethe world asit reallyis, it will be mucheasierfor her to avoid
the pitfalls and unpleasantnessthat would ruin her chancesof a
goodlife. If only BlueEyeswould stayout of it! Thatblind andnaive
fool is getting Aomame into all sorts of dangerous and ill-
consideredsituations.

God old Granny

Grannyis old and sickand needshelp. Satsukiand Kantahasto
stepup andfind a solution. No matter how they chooseto handle
it, it will inevitablyhavea greatimpacton!ƻƳŀƳŜΩǎlife.
If they have to move to the countryside to take care of her,
Aomamewill looseall her friends. Shewould alsohaveto attend a
school,whereshewill learnlessthanshedoesin the city.
If Grannymovesin with them in their city apartment, there will
be evenlessroom. It is no picnicto sharea room with an old and
sickGranny,evenif you love her. And Grannywould probablynot
like the city,anyways.
And if Grannygoesto live in the villagenear to where her house
it, it would drain SatsukiandYŀƴǘŀΩǎsavings,so they havealmost
nothing to live on. It sureƛǎƴΩǘan easysituation for Satsukiand
Kanta. Thesekind of dilemmasmakeBuzzKillthank the starsnot
to bea grownup human!
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Tips to play BuzzKill

BuzzKilltalksandplayswith Aomameasfriends.
BuzzKillparticipates in the ŀŘǳƭǘΩǎconversations,but not as an
individual character. Everything BuzzKill says in the scenes
representsthe viewsof the adult.
BuzzKillhasthe right to define memoriesfor the humans,sameas
BlueEyesdoes.
BuzzKilland BlueEyesshare the family, so when one of them is
playingwith Aomame,the other iswith the grown-ups.
BuzzKillcantakeanyshapeor size,but Aomamewill alwaysbe able
to seethroughit.

BuzzKillwill often standwith armscrossed
.ǳȊȊYƛƭƭΩǎinstinctreactionis to sighandshakethe head.
BuzzKilloften beginssentenceslike :

It isdangerousbecauseΧ
Thatis impossiblebecauseΧ
It will not endwell becauseΧ
Youhaveto becarefulthatΧ
It mustbehardonΧ(mom,dad,Grannyetc.)
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BlueEyes
Because the world is awesome!

Kanta and Satsuki before  Aomame

Satsukigrew up in the countrysidewith Grannyin her run down
house. Kantalived in the idyllic villagecloseby.DǊŀƴƴȅΩǎhousewas
perfectly situated between the rich forest, the calm river and the
lots of old and majestic houses. It was a childhood filled with
imagination,warmsummerdayandDǊŀƴƴȅΩǎcare.
Satsukiand Kantawere best friends,and they went on adventures
together and played with magical beasts and spirits. They are
alwaysfun to play with, becausethey look nothing like humans,
and can do a lot of exiting stuff. Satsukiand Kantaprobablythink
that they were just figments of their imagination, and that is
probablyfor the best.
When Satsukiand Kantagrew up, they decided to expandtheir
adventuresto the rest of the world, sothey movedout. Grannyfelt
that is wasa great idea,andreally lookedforward to hearingall the
fantastictalesfrom the city.

Grown-up

Today,Satsuki,KantaandAomamelivesin a wonderfulapartment
in the city center. The apparent simply emanates life through
!ƻƳŀƳŜΩǎteddy bears,{ŀǘǎǳƪƛΩǎcharmingdesk in the corner of
the kitchenand all of YŀƴǘŀΩǎexitingprojectsin boxes. Thecity is
so full of life and stuff to do in the weekends,and they are so
closeto it all.
Kantaand Satsukiare best friends,and they spendalmost all of

their time together. SometimesSatsukieven brings her work
home, just so she can be home more. And Kanta is great at
coming up with new interesting projects, that they can do
together.
Lately, KantaƘŀǎƴΩǘbeen working, which is great, becauseit
meanshe is spendingmuchmore time with Aomame. Whenyou
think of how often grown-upsfocuson problemsandseriousstuff,
one can only hope that Satsukiand Kantacontinue to play and
find the thingsto enjoyin life.

BlueEyesis all about enthusiasmand seeingpossibilitiesand adventureseverywhere. Somemight describethat asnaiveand takingthingstoo
lightly, but that is obviouslyjust becausethey havecavedin to bitternessand depression. In real life, you cando anything,if you just believeit
hardenough.
Both BuzzKilland BlueEyeslive with the family,and their missionis alwaysto guidethem to live a goodlife together. Mom and Dadthink they

arejust a gut feelingor an instinct,but Aomamecanseethem both andtheyplaytogethera lot.
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My best friend, Aomame

Aomame is the best friend in the entire world, and there is
nothing more important than her well-being. Sheis a wonderful
little ball of chaos,andshedreams,playsandisall thingsat once.
Sometimesshecanbe a little too timid or shy,but luckilyBlueEyes
is there to guide her. When she learns to see all the exiting and
wonderful thingsthe world hasto offer, sheis sureto get a life full
of adventure and fun. If only that old stick-in-the-mud BuzzKill
would stay out of it! Aomameis missingout on so much if she
takestoo muchadvicefrom that source.

God old Granny

Apparently, GrannyƛǎƴΩǘas strong as she used to be, but
thankfullyher spirit andstoriesarestill the same. Obviously,Kanta
and Satsukiwill haveto figure out a way to help her a little, and
that is really good news for Aomame. Sheis sure to seeGranny
more often! Maybe they will move to the great countryside
permanently. MaybeGrannywill moveto the city, soAomamecan
show her all her favorite spots. Or maybe she will move to the
villagenext to where shelivesnow, so shecanbe surroundedby
friends. Howeverit turnsout, it isgoingto begreat!
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Tips to play BlueEyes

BlueEyestalksandplayswith Aomameasfriends.
BlueEyesparticipates in the ŀŘǳƭǘΩǎconversations,but not as an
individual character. Everything BlueEyes says in the scenes
representsthe viewsof the adult.
BlueEyeshasthe right to definememoriesfor the humans,sameas
BuzzKilldoes.
BlueEyesand BuzzKillshare the family, so when one of them is
playingwith Aomame,the other iswith the grown-ups.
BlueEyescan take any shapeor size,but Aomamewill alwaysbe
ableto seethroughit.

BlueEyesalwayssmiles
BlueEyesbasic instinct is to laugh, nod and clap the handswith
enthusiasm.
BlueEyesoften beginssentenceslike :

Thatiseasilydone!
Fabulousidea!
Thisgoingto begreat!
Youshouldseeit asan opportunitytoΧ
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Handouts
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Etsu

Fuyu

Gorou

Hanako

Haruka

Hoshi

Katsu

Masahiro

Natsu

Shiro

Tamiko

Yoshi

Akiko

Anzu

Chiko

Daisuke

Names
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