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- andwelcometo BuzzKilandBlueEyes

It is the story of a family , and the summer
they spend at D NJ Yy yheu€a in the

countryside, while she is hospitalized And

even more, A (iaQslory about getting your

pastand presentmanipulatedby the outlook

on life and moodsthat BuzzKiland BlueEyes
represent

Thescenariois setto lastabout3-4 hours

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

you that everything will work out, and you
shouldjust go out tonight andlet 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 technology A & ye®yipresent 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 smartphonestelevisionand
streamingservices Childrenmainly play with
teddy bearsand dolls, they read books, and
they play outside and explore the
neighborhood It is a setting | have

shamelesslystolen from movies like a a &

Neighbor ¢ 2 (1 2 &hB & £ LIA N i @R
HayaoMiyazaki YouR 2 yh@v@éto know the
moviesto play the scenario,but it canserve
asashortcutto understandinghe mood and
the structureof story.

Story
The narrative in BuzzKilland BlueEyess a
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smallstory,in the sensethat it isaboutloving
and caring people, who wants to help each
other. It is not a story about how the parents
fight and screamevery night. It is not about
sex, violence, cruelty or fighting evil. The
center of it A & Wir@ndia and conflict in the
family, but instead,it is about how they make
life choicestogether It is important that the
playersget the mood right, sothey R 2 yg@

looking for conflicts or villains that R2 y Q (i

exist

Characters

Thereare 5 characters Aomame,an 11 year
old girl, her parents, Satsukiand Kanta,and
her two magical friends, BuzzKill and
BlueEyes ! 2 YI Y $atdis 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 mentioningto the
playersat the beginning
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Storyline

Thestory beginsin 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
D NJ VY Koes@for some weeks during the
summervacation Grannyis hospitalizedand
someonehas to look after the house She
livestoo 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
arriveat D NJ- Y fbes@ Aomamemeetsthe
the Sorceressn the Cellar and the parents
are remindedof their childhoodout here. At
the end of the day, they sit together for
dinnerand Aomametells abouther day.
After this me meet the family again some
weekslater, where Mom and Dadhavefound
out that D NI Y Vieat & I & Siyipfbiied,
and it is uncertainthat 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
Aomametells what shehaslearnedtoday.
Finally, we meet the family on the nlght
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Introduction

where Mom and Dad has got the news that
D NJ Y i¢ getrig better, and she can move
home soon But she will not be able to
manage on her own. The parents have to
figure out how to take care of Grannyin the
yearsto come The next day, Aomamegoes
to talk to Spiritof the Riveror the Master of
the Woods, while the parentstalk options at
home. At the end of the day,they sit together
for dinner and Aomametells what she has
learnedtoday.

In a short epilogue, we revisit the family
yearslater, where Mom and Dadare old, and
Aomameis all grown up. They are talking

about that summerthey spendat DNJ Yy Yy €

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
talksto BuzzKiland BlueEyedo make sense
of the grownups conversation (Aomame
Chooses) The understandingshe settles on
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determines whether she plays with BuzzKill
or BlueEyeghe next day when she goeson

adventures(Explorationscenes) Theone she
R 2 S &lofséstaysbehind and meddlesin

the conversation between the parents
(Growntup time). Finally,the family meetsup

for dinner, and Aomameexplainsabout her

day 6 ! 2 Y| Ddy)dter this we jump in

time and let BuzzKilland BlueEyeset a few

words on the time that has passed,before

we start the wheel over againwith an After

Bedtimescene

SecondaryCharacters

(DiEere are three predetermined secondary
characters,that you will play as the game
master It is the Sorceressn the Cellar,the
Spirit of the River and the Master of the
Woods L dGifgortant that you make them
mythical and give them opinions about the
grown up discussions Through these
charactersyou will tie ! 2 Y I Ya@v@ritures
in with the parents reality. You will find
guidancefor this in chapteron & D NRup w6
al 3AOF f ¢
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Granny and her iliness is part of the
backstoryfor the scenario It is the reason
why the family movesinto her house, why
Aomamelearnsmore about her parentsand
meetsall the fantasticalspirits, and why the
parentsare remindedwherethey comefrom.
Apart from this, D NJ- Yy ¥ineésQi@as no part
in the scenario Grannyis not a character,she
A & ih ény of the scenesand 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 charactersthan

the one who playsthe 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,where they
are talking to themselves When they are
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Introduction

done, they will go back to the family and
explainthat they have thought about it and
decidedon something

When Satsukiand 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
guestionwhetheror not they actuallyexists

Tellingthe world

Both you and the players,especiallyBuzzKill
and BlueEye$avea lot of freedomto define
the world around you. There are no
predefined memories from the past, no
description of D NJ y yh&u& or the
countryside Sincea lot dependson BuzzKill
and. f dzS amliy t Qefinethe memories,
andgiveadifferent perspectiveon the world,
it is important to cast playerswho can do
that. | will givesomepointersto this later.
Under Handouts,you will alsofind a list of
Japanes@amesto helpthe players
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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 alsoimportant
that it R 2 S Zeyfduf 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 achair,shesitson the floor.

ThisR 2 S dagplyiwhen Aomame is with
BuzzKilandBlueEyes
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Scenetvpes
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EveryActis built, sowe start After Bedtime, where Aomamelistenssecretlyto her parentsconversationthen goto where AomameChooses
perspectiveand thereby a playmatefor the next R | eE&pdoration Scene The playmatewho is left behind joins the parentsin the Grown-up
Time Finallythe family meetsup aroundthe dinnertableto hearabout! 2 Y | YD&BEetweenthe actsthere isshortinterlude, where BuzzKill

andBlueEyesells what hashappenedn the meantime

After Bedtime

Satsukiand Kantaare talking about grownup stuff after Aomame
is put to bed. Aomame has snug out of bed, however, and is
secretlylistening Aomameis sitting underthe table, sothe parents
Ol \selier.

In thesescenesSatsukiand Kantacantalk 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
conversations getsallittle stale Thetopicsare underHandouts

The game master cuts the scene, preferably before they are
completelydone with the talk, so there are unresolvedthings for
the Grownup Timescenelater.

The Scenesare played semtlive and in real time. BuzzKilland
BlueEyesrenot in the scene

Example
SatsukiSoAomamesinbednow
Kanta / amreally worriedabouttaking herout of schoowhile we are®
hereputofcourséc o u Ilsaytimbinirontorher

Satsuki/ thinkyouare makingloobig a dealofit, thatschoolasnever
anygoodButofcoursevec o u Isaytimatoutstraighbuie

diomamda’stenskntensely

=

AomameChooses

These scenes comes directly after the After Bedtime scenes
Aomamesneakdackinto her room, andtogetherwith BuzzKiland
BlueEyesshetriesto work out what shejust overheard

The Scenealwaysstarts with the game master askingwhat shape
BuzzKiland BlueEye$avein the scene sowe feel the changefrom
grownup reality to the O K A imAgination The BuzzKilland
BlueEyeshouldtry to convinceAomamethat they have the right
interpretation. The scene ends, when Aomame choosesto side
with one of them. Theone shechoosess now the Chosenandthe
otheristhe CastAway

TheScenesre playedsemtlive andin realtime.

=

3 Example \

AomameMomnsaidGrannysill.

BuzzKill Yesthatishorrible Old peopledie soeasilysoweshould™®
takegoodtareofherwhileshasalive

BlueEyesNonsens&hewill getbetterin no time,andwe should
spenaurtimeexploringerhouse!

AomameYoureright BuzzKill] will bringheragooadbook
[BuzzKilisnowtheChoselBlueEyestheCastAway]
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Scene types

Exploration scenesand Grown-up time happensduring the day, and you cut between them, so! 2 Y I Y&\@#tureswith the Chosen

intertwineswith the LI NBdgyivihdhe CastAway

ExplorationScene

In the 1. Act Aomameand the Chosenplay around the houseand find
The Sorceresi 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 mag
G2RF&Qa @2e&l 3S | y RThé $piitdf tHe)Rivey Th& 2
Master of the WoodsWhen they are done, the game master, asks the
CastAway to comment and find the flaws in the plans. Ask BlueEyes t
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 1
certainly go wrong.

Ly G4KS Ho ! OG GKS 3FYS YIFadadSN ¢
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 tt
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 p
and paper role play.

)

Act3,example

AomamelWhatshoulavebring ?

BuzzKill We shouldbring bootsfor crossinghe wet field, an
chocolatéorthedangerousadssaheyletuspass
GMBlueEyesyhatisBuzzKilfnissing ?

BlueEyesThesurwill shingdomorrovsahetoadsvill be hiding
andthe field will bedry. But theywill haveto carrythe heavy
bootsll thewayandthechocolateneltsnthebags

GM: Whenthetwoofsetoutthenextday,thesunsshiningrom
acleamlueskyanaprettysoorhebootseelseallyheavy

g

GM." I try toclimbthetreeto gettotheMasteoifthe Woodsbut
everytime BuzzKillayslook out, you become little heavier,
andthebrancheareabouto breakundelyouA pineconéooks
dowronyouandsayso y willinevernakat withall thatheavy
worryingd Whatdoyoudo?

BuzzKillehmld o knéveé

GM:- andwithawizanaabang Buzzkiltlisappears aclouaof
concernandBlueEyesmileslownat Aomameéromithebranch
above
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Scene types

Grown-up Time I Example _ — _
In these scenes, we meet Satsuki and Kanta separately, doing 1 f [Kantaisworkingn thegardenAomamésplayingwith BuzzKill§
daily tasks around the house. It could be putting up shelves, B'/“eEyeESW'tle"’r‘]d] S -
cleaning the kitchen, working in the garden etc. The setup is tha e e T e B

: . o KantaYes) feelthat,toa Butl amstill worriedaboutA o ma mM@&o6 s
they are talking to themselves, remembering the past or thinking

D

b he f education

about the future. . . BlueEyesPishposhshewill be fine!lSheis a smartkid, and she
The scenes play out as an inner dialogue, where the CastAway d o e reediboringschodolearnstuff

to the grownrrup and influences the conversation. The groum KantaY es| supposgouareright Itisstill alittle weirdthough

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.

«. >y

I 2 Y] YRR &

The scenes takes place around the dinner table in the evening. | mmr——— )

Aomame explains about her adventures during the day, who she ' Jp—— -
. . L) ' Aomame / metTheSpiritoftheRivertodayHesaicb Hi 0 !

met, gnd what they said. Satsuki and Kanta shoulql listen and as SatsukiThankouHowishe?

guestions about her story. In these scenes Satsuki and Kanta ar T ey g wondering he will learnenoughwhenhe is

not allowed to disagree or talk about their own issues. It is very swimmingaroundthe river all day, far away from librariesand

important that the scenes are about Aomame, and not a schoolBut weagreedthat ! will helpoutandbringhimthe right

conversation between the parents. Otherwise the scenes becon bookssahed o e fallbehind

boring repetition of the Growsup Time during the day, and the : KantaAreyouworriecaboutchool?

OKAfRQa aili2NER Aa y20 LINBLISNI ¢ Aomame Nope,/ reada lot, and! am well aheadof the others

The scene is cut when Aomame is done talking. alreadyl amdoneeatingnovycanl beexcused?

A ol o
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Scene types

Interlude ) 3

Betweenthe acts, BuzzKiland BlueEyeget to tell about the Example

weeksthat have passed,and how it wasfor the peoplethey ' BuzzKill /t hasbeersomeeallylongandboringweek$orAomam

hadsceneswith. Theregsnooneto playwith,andKantaandSatsukhasbeerwayro

Soif Aomame chose BlueEyesas a playmate in the 1. Act, busywith Grannytopayanyattentiorto her ShemisseSerfrienads

BlueEyesget to tell about what a great time Aomame had allthetime

between 1. and 2. Act BuzzKilbn the other hand getsto tell _ _

about the worries and problemsthat have been hangingover S SVt ) I UL e SO AL S S e

the parents ‘ \ bare/yremembamheﬂhey/a;f/?ac_/th/smuc/t/mez‘o ta//(_anayust
. . hangout EverthoughGrannyisill, it hasbeergoodo visitherand

Thescenesare a direct lead up to the next agt, andthe game \ remembethe old times SomedaysKantaandSatsuké: a Bvért

mastercutsthem and movesto the After Bedtimescene remembewhytheyevereft thisplace
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GrowRup Vs magical

A key elementin the scenariois your ability as gamemasterto reflect the grownupstalkin ! 2 Y | YcSr@etsationwith the fantastical
spiritsshemeets Basedon the ConversationTopicsfor Satsukiand Kanta,here are somesuggestion®n how to reflecttheminto! 2 YI YS Qa
scenesThisisjust for inspiration,youR 2 yh&éto memorizeit.

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
g2dzZ RYQiG RNBIFY 27F
work, because it is so much fun.

s e o
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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

Fhaniayl idea bf prédictiod what lies alzéad. The

Spirit of the River never knows what lies ahead,
only that it will be different from what lies
behind.

. 10 2t % m’ f-‘.'.../w ' >.‘ ‘

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.







Introduction Warmup

i Welcomethe players,and introduce them to the information in B
. Setting,GrownupsandMagic,Storyand Characters ! ' 1. Warmup, telling the world

 villains, but a story of a loving family. Youwill not be arguing,but i coupleof picturesand tell us somethingabout the world basedon
. youwill find your way together . this. Ask leading questions, and introduce The Sorceressn the
_______________________________________________________________________________________ ' Cellar

. Makea mentalnote on who showsmostinitiative andimagination

.......................................................................................

Explainthe difference between the different types of characters i

andwherewe arewhenthe story begins 5 ' 2, warm-up, changingerspective ;

i ' Returnto the prctures and aska g Kik wrong what is dangerous;
i The playerswho showsmost initiative in the warm-up exercises,’ i in this LJA O 0 deN&trwardsaskda ¢ Kib a@kiting and fun about !
. shouldbe castasBuzzKilandBlueEyes . this LIA O (i _dxdkBokhguestionsto the samepictures,and repeat '
i Aomame, Satsuki and Kanta can be cast based on player l . acoupleof times. 5
! preference Givethem time to readthe charactersand let them go ! Make a mental not on who is more convincingand good at ;
+ for coffee, toilet breaketc. to makesureno one feelsa pressureto ! : changingperspective E

i read fast. Tryto spot if anyonehasreadingproblems,andtalk to @ =2 70070 T T T T T T T T T T T T T T T T T T T T T T T T T TTITITITT
i them aboutthe character
. Rememberto hand out the ConversationTopicsto Satsukiand

: 3. warm-up, names !

. Thenamescanbe a little difficult, so take sometime to practice ! |

! Kanta \ them. Leteachplayerexplainhow their characterlookslike, andlet
: them start with & Y Bameisandl . £ Continueuntil the namesfeels.
— T . natural i
: Now explainthe structure of the scenario,so they understandthe
. Wheel of scenes,and make sure they understandthe different ;
. scenetypes :
....................................................................................... ol err o L A
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1. Act

Grannydbs House

x 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?

Aomamesitsquietly behindthe door andlistens
Remembethat the Conversationfopicscanhelp.

GM cutsthe scene

x AomameChooses

Aomame Buzzkilland BlueEyesit underthe blanketsand
discusswhat to make of what mom and dad said
Aomame cuts the scenewhen she chooseswhich of the
two shesideswith. Thisisthe Chosenn the nextscene
Remembeto ask,which shapeBuzzKiland BlueEyefhave
in the scene

1 l,,.
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x Explorationscene(cutto the LJI NBsyeieQ)i

Thefamily arrivesat D NJ Yy Mogiseand Aomameruns off to
playwith the Chosenwhile the parentsmovesin.

Aomame and the Chosenruns into The Sorceressin the
Cellar who mentionsThe Spiritof the River,TheMaster of the
Woodsandasksfor goodstoriesfrom the world outside

GM cutsthe scene

Remembeto describesomethingmagicaleverytime you cut
backto the scene

x Grownup Time(cutto! 2 Y I Ys&efis)

Cutbetweensceneswith Satsukiand Kantain the attic, where
the CastAwaydescribeswhich memoriescometo mind about
their childhoodout here.

GM cutsthe scene

Rememberto describesomethingadult and mundane every
time you cut backto the scene

x| 2Yl YOy a

Aomame Satsuki and Kanta sits by the dinner table and
Aomametells what shehasdoneduringthe day.
Aomamecutsthe scenewhensheisdone.

Rememberthat the sceneis about Aomame and not her
LJ- NBinfeiingl talks
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2. Act

As expected

x Interlude
BuzzKiland BlueEyesells us what hashappenedsince
we last saw the family. Theytell the story for their
playmatesfrom the previousact

x After Bedtime
D NJ Yy §inésRia draggingout, and they haveto stay
herelongerthan expected Whatwill this meanto work
and! 2 Y'I Ys€hQai?
Aomamesitsquietly behindthe door andlistens
Remembethat the Conversationropicscanhelp.
GM cutsthe scene

x AomameChooses
Aomame Buzzkilland BlueEyessit under the blankets
and discusswhat to make of what mom and dad said
Aomame cuts the scenewhen she chooseswhich of
the two she sideswith. Thisis the Chosenn the next
scene

Rememberto ask, which shapeBuzzKilland BlueEyes

havein the scene

x Explorationscene(cutto the LJI NBsyeieQ)i
Aomameandthe Chosenplanshow to getto TheSpiritof the
Riveror The Master of the Woods The CastAwayexplainsto
the GM,why the planis all wrong. The GM steersthe sceneso
everythinggoesaccordingo plananyway
GM cutsthe scene
Remembetto describesomethingmagicaleverytime you cut
backto the scene

x Grownup Time(cutto! 2 Y I Ys&efis)
Cutto separatesceneswith Satsukiand Kantaduringthe day,
where they wonder what to do. The CastAwaykeepsthem
company
GM cutsthe scene
Rememberto describesomethingadult and mundane every
time you cut backto the scene

x| 2YI YOy a
Aomame Satsuki and Kanta sits by the dinner table and
Aomametells what shehasdoneduringthe day.
Aomamecutsthe scenewhensheisdone.
Rememberthat the sceneis about Aomame and not her
LJ- NBinfeiingl talks
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3. Act

Against expectations
x Interlude x Explorationscene(cutto the LJ- NBsyetieQ)d
BuzzKiland BlueEyesells us what hashappenedsince Aomameandthe Choserplanhowto getto the spirittheyR A Ry !
we last saw the family. They tell the story for their meetin 2. act TheCastAwayexplainsto the GM why the planis
playmatesfrom the previousact. all wrong, and this time the CastAwayis correct GM sets a
situationthe ChosenO | yg&aut of, and whenthey giveup, the
x After Bedtime CastAwaytakesoverthe sceneand saveshe day.
Granny has recovered and will be send home soon GMcutsthe scene
However,she will not be able to live alone How will Rememberto describe somethingmagical every time you cut
Satsukiand Kantahandlethis, and what will it meanfor backto the scene
Aomame
Aomamesitsquietly behindthe door andlistens x Grownup Time(cutto! 2 Y I Ys8e@gat a point where sheis with
Remembethat the Conversatiorfopicscanhelp. BlueEyes)
GM cutsthe scene Aomamehasbeen away for a long time, and BuzzKilis making
the parentsworry.
x AomameChooses GM cutsthe scene
Aomame Buzzkilland BlueEyessit under the blankets Remembeto describesomethingadult and mundaneeverytime
and discusswhat to make of what mom and dad said you cut backto the scene
Aomame cuts the scenewhen she chooseswhich of
the two she sideswith. Thisis the Choserin the next x 1 2Yl YORyRa
scene Aomamecomeshome/ isfound
Rememberto ask, which shape BuzzKilland BlueEyes GM cutsthe scenewhenthe familyis donetalking
havein the scene Rememberthat the sceneis about Aomameand her LJF NBS y

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
rememberinghat summer,way back,in D NJ- y hbes€ a

x Ask Aomame, Satsukiand Kantato sit with the playmate
that hadmostinfluenceon their summerthat year

x ThenaskBuzzKiland BlueEyeso definethat one,dominant
memory which comesto mind for each of the characters
who sitsnextto them

x Aomame,Satsukiand Kantaendstheir memoryby nodding
andsayingadYesthat is what that summerwasall aboute
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Secondary Characters

Played by the game master

Secondary Charac

TN > 2 - / 2 - .
et **-"(""Tr*""r*'."—"r’-""”— _"',__,_r = e - e m— T 1T . """"!"“'T"T"'T""—“r"‘" '—VT 'vtr-rv-—rv
ST A1 S e A TIARR TEY § YR HEE )’TT X r\ Judt T e g Y JUIRITREY B & L : IS4 T AT PP S N A Y i 0 n'“ Iy q




S ORI RS LR LA G 8 | P R A e sl R 1 BRI A D AR "J R R A IS R A R R

Jw the Cellar

WOLS Bossy

Purpose

TheSorceress the Cellaris your way of introducing TheSpirit
of the River and The Master of the Woods, and to make
Aomamecuriousabout the world around her. Use her to tell
Aomameabout all the adventuresthat are out there. If you
haveto, sendAomameon a missionto gotalk to TheMaster of
the Woodsor TheSpiritof the River

Introduce the Sorceressduring the warm-up exercises,and
make sure that Aomameruns into her in the 1. Act Maybe
I 2 Y| YilQralls 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
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The Sorceress in the Cellar is trapped in the big hole under the house. She i

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 d
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.

Playing the Sorceress in the Cellar

Introduce her in the warm-up exercisesso sheis not a surprise
Bringher little spiesinto asmanyscenesn the houseaspossible
Apartfrom usingthe Sorceresgor her purpose,you are free to do
whateveryou want with her. Choosehow shetalks, let her be kind
or sneakymistrustful,naive,poor soulor darkvillainasyou wish.

Secondary Charac
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TheSpiritof the Riverrepresentsan outlook on life, where we float through life
asif 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 leavesit behind on the
riverbanks Sorrow,disappointmentregret, all is washedawayby the river.
TheSpiritof the Rivercannotheal Grannyor makeher youngagain It would be a
really strangething to do, becauselife flows in one direction only. An there is
alwayssomethinginterestingaroundthe nextbendof the river.

T e I {rlt Df the Rlve The Spiritof the w A @ Sulalikéis to give Aomamesomethingto tell her parents

) e , aboutwhenshecomeshome.
Mo vemev:mf?enewalczﬁs'gﬂsmg

Mandatory traits of The Spirit of the River. Playing The Spirit of the River

A Theoutlookon life he represents

A TheSpiritof the Riveris willing to talk to Aomame Let The Sorceres#n the Cellarbring The Spirit of the Riverinto the fiction early

A TheSpiritof the RiverknowsSatsukiand Kantaand on.
knows everythingabout the pastand present, but WhateverThe Spirit of the Riversaysshouldrelate somehowto what Kantaand
not the future. Satsukiis talking about at home. Here are some pointers, and also read the

chapterabout TheGrownup vsMagical

Youdecide If Kantaand Satsukitries to plan ahead,tell Aomamethat humansoften forget

A WhatdoesTheSpiritof the Riverlook like? that they are not reallyin control of the current,and all they cando is decidehow

A HowdoesTheSpiritof the Rivertalk? to handlethat.

A What does The Spirit of the River think of The If Kantaand Satsukitries to hangon to their old life, tell Aomamethat nothing
Sorceressin the Cellar and The Master of the lasts forever, and that every springbringsnew thingsto the river from the cold
Woods? mountains

If Kantaand Satsukiare sad, or scaredthat Aomamewill be sad, tell Aomame
that sorrowandpaindisappeargustal little further downthe river.

Secondary Charac
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Mandatory traits of TheSpirit of the River.

A Theoutlookon life he represents

A The Master of the Woods is willing to talk to
Aomame

A TheMasterof the WoodsknowsSatsukiand Kanta
and knowseverythingaboutthe pastand present,
but not the future.

Youdecide

A WhatdoesTheMasterof the Woodslook like?

A HowdoesTheMasterof the Woodstalk?

A What doesThe Master of the Woodsthink of The
Sorceres#n the Cellarand TheSpiritof the River?
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The Master of the Wood representsan outlook on life where we have our roots
deeplyplantedin our pastto keepus calmandwell-balanced Lifeis a circle,where
we grown up, die awayand givesway to new life. We carry our ancestorswithin us,
andwe are carriedon by thosewho comeafter us.

TheMaster of the Wood cannotheal Grannyor makeher youngagain It would also
be a weird thing to do, becausewho would wish to grow smaller and loose the
growth ringsandall the memoriesthey store?

TheMasterof the 2 2 2 RP@g@Ebseisto give Aomamesomethingto tell her parents
aboutwhenshecomeshome.

Playing The Master of the Wood's

Let The Sorceres#n the Cellarbring The Master of the Wood into the fiction early
on.

WhateverThe Master of the Wood saysshouldrelate somehowto what Kantaand
Satsukis talkingabout at home. Hereare somepointers,and alsoreadthe chapter
aboutTheGrownup vsMagical

If Kantaand Satsukitalks about missingGrannyor life in the city, tell Aomamethat
everymemoryliveson in her growthrings

If Kantaand Satsukiare afraid of moving Aomameor Granny,tell Aomamethat as
longasthe soilsisthick andrich, you cangrow anywhere

If they are worried that thingsdisappearand die away,tell Aomamethat everything
that withersawayin the fall comesbacktenfold in the spring
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Pragmatid Busy+ Loving

Satsukiis a 36 yearold woman Sheis Y | y &dulfate,! 2 Y | Yns®eér andD NJ Y gadgttér Sheworksin a big office, where there is a
constantflow of documentsto read,and sign,and process sothere is alwayslots of work. Shegrew up in the countryside but movedto the city

with Kanta,whentheywere veryyoung

Life, then and now

Satsukigrew up in the countrysidewith Granny,far form the city,
where shelivesnow. Herchildhoodwasfilled with D NJ Y sfogieQ,a
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,Kantaand Aomamelive in an apartment in the
inner city, Aomamehasher own room with a bunkbed, and Satsuki
has a small deskin the corner of the kitchen with all her work
papersin well-organizedpiles In the weekends,they go out to
experiencethe city, and at the end of the day, they ride the bus
home, and shuts out the city life and light behind the heavydark
curtains
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Kantads soul mate

Kantais{ | (i & lwstfieRdiandthe one personwho really
knowsher. Of course,thisR 2 S dmgdnihat they alwayssee
eyeto eye,but they alwaysfind their way backto their love for
each other. Evenwhen Kanta starts up yet another project,
that he will neverfinish, Satsukialwaysfindsthe gentlenesgo
let it go,andclearssomeroom the project.

Kantahas been unemployedfor a while, and even though it
R 2 S ady @igood 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 Satsukihasto
work late or in the weekends

Mool of o8




Satsuki

Pragmatid Busy+ Loving

Aomamedbés mot her
Aomameis a wonderful whirlwind of chaosin the middle of the
mundanedayto daylife. Shedreams plays,livesandis all thingsat
once Sometimesshe is angry and unreasonableand stomps her
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 liesaheadso shecangetall the best
out of life, andsidestepthe worst of it.
Everynow and again,Aomamesaysthingsthat soundway beyond
her years It can seem like deep philosophyand Satsukihas to
remind herselfthat shed K 2 dzfe&dyo0 inuchinto it; sheis still
a child after all, and R 2 S auyfd@rétandgrown up life. Anyway,
SatsukiO I yh€pibut wonder where Aomamegets it from, and
sheO | yhdpipayingattention to what shesays

L o Ny,
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Grannyods

Grannyis getting old. Whenthe story starts, Grannyhasbeen
committed to a hospital closeto where shelives,far from the

Daughter

city where Kanta and Satsukilives Even though it KI &y Q1

happenedbefore, it is clearthat sheis growingweaker Asthe
closestrelativesshe has, Kantaand Satsukiwill haveto find a
wayto take careof her. Theonly questionis how to do that?
Grannyhas alwaysloved her house, close by the woods and
the river. But shecannotmanageit aloneanymore Maybeone
couldmovein with her andhelp her out? If onlyit 4 I & gofari
awayfrom the life Satsukhadbuild in the city.

Maybe Grannywould 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 friends are living with their parents,
andthere mightbe room for anextrabedin! 2 Y I Yi&®®.4

4 At
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Pragmatid Busy+ Loving

Tips to play Satsuki

Aomameoften playswith her magicalfriends,andthat is not weird
for you. Askabouttheir gamesJike they were regularfriends

Sometimes,you will share Satsukiwith the playersof BuzzKillor
BlueEyessoyou both speakfor herin the scene

Satsukiikesto talk about family andthe practicalitiesof their future
plans

Satsukbften says ¢ K |- the@lan, then. ¢

Satsukis goodat makingdecisions

Satsuki and Kanta do not discuss worries or disagree about
important thingswhen Aomameis in the room. Thosekind of talks
are better kept for when Aomamehasgoneto bed.
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Kanta
Dreamed Relaxed Loving

Kantaisa 36 yearold man Heis{ I (i dsiz]imaRA 2 Y | Yi@h@rsandD NJ y sb®irtdaw. Heis a schoolteacherby profession put he is out
of work for the time being Hisdreamis to work with somethingcreativeand exciting,andhe A & yefy focusedon the salary Hegrewup in the

countrysideand movedto the city with Satsukiwhentheywere veryyoung

Life, then and now

Kantagrew up in the village,closeto D NJ Yy hoas@aind Satsuki,
and far away from the city where he livesnow. His childhoodwas
filled with D NJ Yy yteriesa and adventures with Satsuki, and
sometimesit feelslike the linesbetweenreality andfiction is a 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 schoolmatesand movedto the city to find work and a better
life.

Today, Satsuki,Kantaand Aomamelive in an apartment in the
inner city, Aomamehasher own room with abunkbed. Kantahasa
lot of boxeswith different projectstucked awayunder the bed and
on top of the closetin the bedroom Thereis one with a collections
of pictureshe wantedto arrangeon a canvasanotherwith text and
short stories,which he K | & gli@dinishedyet. 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

etk o -s@*l .
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Satsuki 6s soul mate

Satsukiis Y | v ibéstréend and the one personwho really
knowshim. Of course,this R 2 S dmgdnihat they alwayssee
eyeto eye,but they alwaysfind their way backto their love for
each other. Evenwhen Satsukihas forgotten to saythat she
will be working late again,Kantaalwaysfinds the tenderness
to remember that she will be exhaustedwhen she comes
home. Sohe puts on the kettle and hasthe teareadywhenshe
comeshome,andthey sittogetherandtalksabouther 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
getinto hisprojects,andmaybeevenfinishsomeof them.
Sometimes Kantafeels that he A & ya@tfibuting enough at
home,but Satsukalwaystells him not to be silly.

A & 1/3
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Dreamed Relaxed Loving

Aomamedbs fat her

Aomameis a wonderful whirlwind of chaosin the middle of the
mundanedayto daylife. Shedreams plays,livesandis all thingsat
once Thelastcoupleof yearsthe transition from childto grownup
hashappenedsofastthat Kantafindsit hardto keepup.

Satsukiand Kantatry to the bestof their ability to prepareher for
what liesaheadso shecanget all the bestout of life, and sidestep
the worst of it.

Everynow and again,Aomamesaysthingsthat showsclearlythat
she knows more about the world than Kantaand Satsukirealizes
The clear perspectiveof a child really puts things in perspective
and makesit al seem so simple Of course the world is more
complicatedthan ! 2 Y I Ys$ofds, but Kantalikes to host the

ideathat life could,in fact, be that simple In anycase KantaO I y Q (i

stoplistening
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Gr a n nyndaw son

Grannyis getting old. Whenthe story starts, Grannyhasbeen
committed to a hospital closeto where shelives,far from the
city where Kanta and Satsukilives Even though it K I &y Qi
happenedbefore, it is clearthat sheis growingweaker Asthe
closestrelativesshe has, Kantaand Satsukiwill haveto find a
wayto take careof her. Theonly questionis how to do that?
Grannyhas alwaysloved her house, close by the woods and
the river. But shecannotmanageit aloneanymore Maybeone
couldmovein with her andhelp her out? If onlyit & I & gofari
awayfrom the life Satsukhadbuildin the city.

Maybe Grannywould 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 friends are living with their parents,
andthere mightberoomfor anextrabedin! 2 Y I Yi®®.4
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Dreamed Relaxed Loving
Tips to play Kanta

Aomameoften playswith her magicalfriends, and
that is not weird for you. Askabout their games like
theywereregularfriends

Sometimesyou will shareKantawith the playersof
BuzzKilbr BlueEyesso you both speakfor her in the
scene

Kanta prefers to talk about the world and dream
away He is good at askingquestionsand imagining
how thingscouldbe different.

Heveryoften says: £Yes] will play aroundwith that.€

Satsukiand Kantado not discussworries or disagree
aboutimportant thingswhen Aomameis in the room.
Thosekind of talks are better kept for when Aomame
hasgoneto bed.




WWK%\ f Aomame ’Q“w«%{w

Curiou® Caring- Independent

Aomameis an 11 yearold girl. Sheis enthusiasticabout exploringthe world around her, and wantsto know more. Sheis alwaysgoingof on
adventureswith BuzzKiland BlueEyesshetries to understandmom and dad. Eventhough she remembersGranny,she remembersher stories
evenclearer Aomameliveswith her parentsin the city, andfindsit odd that they neveraskher beforethey decideon stuff.

Life, then and now Aomame and the world
Aomameis bornin the city, and hasonly visited Grannya coupleof Aomamehas started to questionthe world around her to a
times. Sheusedto like dolls and all things pink, but she outgrew much higher degreethan before. Shelistensin on mom and
that yearsaga Todaysheis almostgrown up and handlesher own R I Réhiiersationsandtries to makesenseof it, but a million
homework OnThursdayshealsocooksfor mom anddad,and her guestionsarise Whatto do whenshegrowsup?Howto afford
specialtyis anoodlesoupthat evendadO | yuRdeedwith. an apartment of her own, and where to find one that is big
Aomameis a strong reader and has piles of booksin her room. enoughfor mom and dad, too. Why are people generallynot
Someof them where gifts from Granny,and sheis getting through alwayskind to eachother, and what really happenswhen you
even the difficult ones She is determined to learn an extra die?Whydo grownupscareso muchaboutwhat other people
languageput K | & dé€xiédon whichoneyet. think, and what is so dangerousabout somemovies,sinceshe

is not allowed to watch them on her own? At some points
thesequestionswill needto be answeredby Aomameherself,
but they seemsodifficult right now.




Aomame

Curiou® Caring- Independent

Aomame going on adventures

Aomamelovesreadingand goingon adventureswith BuzzKiland
BlueEyesnore than anything Eventhough the two of them rarely
like each others company,it is still lots of fun to go with them
individually Andthey know all sortsof thingsaboutthe world. They
pretty much never hesitate to explain her how what she should
think. Sometimesit canbe a bit difficult to keepup with BlueEyes,
and everynow and againBuzzKilcanbe a bit boring, but generally
thereis alwaystruth in what they say

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 remembers Grannyfor the postcardsand

booksshe sendsfor Christmas The best part of it is when Granny

explainedabout all the spirits and magicalcreatureswho live out
there in the countrysidewith her. AomameK | & ryfe@alny of them
yet, but shehopesshegetsto before sheistoo old to meetthem.

L o Ny,

\

= 2 ONTT TS "‘"""‘-- 'i” IR IR TS “" TR TRERAE ST '-‘71"‘!31'7,‘.'"!“'“..- 'i‘
L a4 .?‘4('.’[::',.‘ 1 I‘ )):I\:’ :"' .‘“-1.11‘ 104/ ',tF'—'; :u\ Ir)‘ll}‘“!‘ o Sl 'c’('l:-.l:'lu‘;"': "'! 3 :
3 3 - .

TR TR T R TG T 2 MV A T T TS R s e R T Iy T T TR T
R N e LT A L S R R E R L 1 L e S s e

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 spendtime together they have lots of
fun.

Sometimesmom and dad seemto forget that sheis actually
not a little girl anymore Like when they make plansfor 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 stoppeddoingit. Insteadthey

talk privately when they think she is in bed. TheyK I @Sy Qi

figured out that shesneaksout of bed to listento them talking
in the kitchen

Aomamehas becomeaware that not all things are easyand
fun. Thereis apparentlya wide range of stuff that mom and
dadR 2 ytell fier. Rightnow it is unclearto Aomamehow to
handle this knowledge,but there hasto be a way of helping
her parents!
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Curiou® Caring- Independent

Tips to play Aomame

Aomamecan see and hear BuzzKilland BlueEyesand play
with them asif they were normalfriends

BuzzKiland BlueEyegantake any shapeor sizethey wishto,
but Aomameuwill alwaysbe ableto recognizeéhem.

Aomamecannotform an opinion without listeningto BuzzKill
andBlueEyesandshehasto choseto sidewith one of 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 asmore of a child.
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BuzzKill e & g

Because the world can be cruel

BuzzKills the inner voice,who is critical about the world and worries quite a lot. BuzzKillvould like to be viewedasa realist, but most people
would usethe label pessimist But basicallythat is just becausepeople are so blinded by their own deliberate naivetythat they O | y's@dthe

world asit reallyis.

Both BuzzKiland BlueEyedive with the family,andtheir missionis alwaysto guidethem to live a goodlife together Mom and Dadthink they are
justa gutfeelingor aninstinct,but Aomamecanseethem both andthey playtogetheralot.

Kanta and Satsuki before Aomame

Satsukigrew up in the countrysidewith Grannyin her run down

house Kantalived in the modestvillagecloseby. D NJ- Yy Koas@ a

was situated in the middle of nowhere, between the dangerous
forest, the wild river and the swamplike rice fields. The neighbors
were abandonedand maybe even haunted houses,left to fall a
part.

It wasa childhood,where the lackof moneywasalwaysapparent
Thereg | & ¥61Qaifi children around, so Satsukiand Kanta pretty
muchjust had eachother, and of coursethe localspirits. Thespirits
are kind of ok, but you haveto be carefulwith them, becausethey
R 2 y @hderstand how humans work and might harm them
accidentally Satsukiand Kantaprobably think that they were just
figmentsof their imagination,andthat is probablyfor the best
Whenthe kidsgrewup they hadto leavehome,becausehere 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.
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GrowrRup

Today,SatsukiKantaand Aomameis living in atiny apartmentin
the city. Thereis barely room for all of them, especiallysince
Aomame has too many teddy bears and Kanta is taking up so
much room with his endlessprojects Eventhe kitchenis a mess,
becauseSatsukhasa smallmountain of 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,Satsukand Kantahavea surprisingly
light outlook on life. Theyare best friends, and they know each
other so well. At some point, though, they will haveto deal with
the fact that Satsukivorksmuchtoo hard, that KantaK | & héénii
able to find a job and Aomameis left way to much on her own.
Thingscouldfall apartcompletely,if thisisignored
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BuzzKiIll

Because the world can be cruel

My best friend, Aomame

Aomameisthe bestfriend in the entire world, andthere is nothing
more important than her well-being Sheis a wonderful little ball
of chaos,andshedreams playsandis all thingsat once
Sometimesshe will get a little carelessand forget to think before
sheacts, but luckily BuzzKilis there to guide her. Whenshelearns
to seethe world asit reallyis, it will be mucheasierfor her to avoid
the pitfalls and unpleasantnesghat would ruin her chancesof a
goodlife. If only BlueEyesvould stayout of it! Thatblind and naive
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! 2 Y I Yi.Q4&

If they have to move to the countrysideto take care of her,
Aomamewill looseall her friends Shewould alsohaveto attend a
school,where shewill learnlessthan shedoesin the city.

If Grannymovesin with them in their city apartment, there will
be evenlessroom. It is no picnicto sharea room with anold and
sickGranny,evenif you love her. And Grannywould probablynot
like the city, anyways
Andif Grannygoesto live in the villagenearto where her house
it, it would drain Satsukiand Y |y §dvifs so they havealmost
nothing to live on. It sure A & yrCeasysituation for Satsukiand
Kanta Thesekind of dilemmasmake BuzzKilthank the starsnot
to be agrownup human!
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Tips to play BuzzKill

BuzzKiltalksand playswith Aomameasfriends
BuzzKillparticipates in the I R dzfcanw@m&ations,but not as an
individual character Everything BuzzKill says in the scenes
representsthe viewsof the adult.

BuzzKilhasthe right to define memoriesfor the humans,sameas
BlueEyesloes

BuzzKilland BlueEyesshare the family, so when one of them is
playingwith Aomame the other is with the grown-ups
BuzzKiltantake any shapeor size,but Aomamewill alwaysbe able
to seethroughit.

BuzzKilwill often standwith armscrossed
. dzl T Mskirfctte@dionisto sighandshakethe head
BuzzKilbften beginssentencedike :
It isdangerousecaus&
ThatisimpossibldbecausX
It will not endwell becausX
Youhaveto be carefulthatX
It mustbe hardon X (mom,dad, Grannyetc.)
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BlueEyes ey g o

Because the world is awesome!

BlueEyess all about enthusiasmand seeingpossibilitiesand adventureseverywhere Somemight describethat as naive and takingthingstoo
lightly, but that is obviouslyjust becausethey have cavedin to bitternessand depression In real life, you cando anything,if you just believeit

hardenough

Both BuzzKiland BlueEyedive with the family, and their missionis alwaysto guidethem to live a good life together Mom and Dadthink they
arejustagutfeelingor aninstinct,but Aomamecanseethem both andthey playtogetheralot.

Kanta and Satsuki before Aomame

Satsukigrew up in the countrysidewith Grannyin her run down
house Kantalivedin the idyllic villagecloseby. D NJ- Y yoes@was
perfectly situated between the rich forest, the calmriver and the

lots of old and majestic houses It was a childhood filled with

imaginationwarm summerdayandD NJ- Yy cae Q a

Satsukiand Kantawere bestfriends,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 cando a lot of exiting stuff. Satsukiand Kantaprobably think
that they were just figments of their imagination, and that is
probablyfor the best

When Satsukiand Kantagrew up, they decidedto expandtheir

adventuresto the rest of the world, sothey movedout. Grannyfelt

that iswasa greatidea,andreallylookedforward to hearingall the

fantastictalesfrom the city.
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GrowaRup

Today,SatsukiKantaand Aomamelivesin a wonderfulapartment
in the city center The apparent simply emanateslife through
I 2 YI i&ebears,{ I { a drritydeskin the corner of
the kitchenandall of Y I Y @itiQgprojectsin 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 spendalmostall 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, Kanta K | & yfe@riiworking, which is great, becauseit
meanshe is spendingmuch more time with Aomame Whenyou
think of how often grownupsfocuson problemsand seriousstuff,
one can only hope that Satsukiand Kantacontinue to play and
find the thingsto enjoyin life.
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Because the world is awesome!

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 luckily BlueEyes
is there to guide her. When she learnsto see all the exiting and
wonderful thingsthe world hasto offer, sheis sureto get a life full
of adventure and fun. If only that old stickin-the-mud BuzzKill
would stay out of itt Aomameis missingout on so much if she
takestoo muchadvicefrom that source

AN Ve R

God old Granny

Apparently, Granny A & yafsirong as she used to be, but
thankfully her spirit and storiesare still the same ObviouslyKanta
and Satsukiwill haveto figure out a way to help her a little, and
that is really good news for Aomame Sheis sureto see Granny
more often! Maybe they will move to the great countryside
permanently Maybe Grannywill moveto the city, so Aomamecan
show her all her favorite spots Or maybe she will move to the
villagenext to where shelivesnow, so she canbe surroundedby
friends Howeverit turnsout, it is goingto be great!
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Because the world is awesome!

Tips to play BlueEyes

BlueEyesalksand playswith Aomameasfriends
BlueEyegarticipatesin the | R dzadhv@m&ationsbut not as an
individual character Everything BlueEyessays in the scenes
representshe viewsof the adult.

BlueEye$asthe right to define memoriesfor the humans,sameas
BuzzKildoes

BlueEyesand BuzzKillshare the family, so when one of them is
playingwith Aomame the otheriswith the grown-ups
BlueEyesan take any shapeor size,but Aomamewill alwaysbe
ableto seethroughit.

BlueEyeslwayssmiles
BlueEyesasicinstinct is to laugh, nod and clap the handswith
enthusiasm
BlueEye®ften beginssentencedike :
Thatis easilydone!
Fabulousdea!
Thisgoingto be great!
Youshouldseeit asan opportunitytoX
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Wheel of Scen

Ao = Aomame
Sa = Satsuki
Ka= Kanta
BK= BuzzKill
BE= BlueEyes

After Bedtime
Sa, Ka, (Ao)

Interlude
BK, BE

\,‘
‘ \-Aomame Chooses
A Ao, BK, BE

Exploration scenes
Ao, BK/BE,
Cut betwet@
Growhlp time

Sa, Ka, BK/BE
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Wheel of Scene

Ao = Aomame
Sa = Satsuki
Ka= Kanta
BK= BuzzKill
BE= BlueEyes

Interlude
BK, BE

Aomameods
Ao, Sa, Ka

After Bedtime
Sa, Ka, (Ao)

Exploration scenes

Ao, BK/BE,
Cut betwe@
them

GrowRup time
Sa, Ka, BK/BE

Aomame Chooses
Ao, BK, BE
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Akiko

Haruka

Anzu Fuyu Hoshi

Chiko Gorou Katsu

Daisuke Hanako Masahiro
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Natsu

Shiro

Tamiko

Yoshi
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