
THE PITCH
When I describe Firmament to potential players, 
I tend to pitch it as “zero-tech space fantasy set 
in Hubble photographs” or “emo space Twister.”

THE PREMISE
There’s a bunch of people in space who can travel 
from star to star by reaching out, grabbing them, 
and pulling themselves towards them. It’s kinda 
unclear how they got there and how they can 
survive. Maybe it’s all a dream. 

Despite having no physical needs, an omnipresent 
threat is being lost in the infinite dark. Being lost 
and alone for eternity is ultimately leads to people 
losing it and being consumed by the Darkness 
Between The Stars (something like mental illness). 
Being lost for brief or extended periods of time is 
incredibly likely due to the vast size of space and 
the ease of making a simple mistake while traveling.

Consequently, people band together, light beacons, 
travel in groups, and slowly expand their network 
of safer “roads” in the hopes of encountering more 
people who would otherwise be lost in the dark. But 
every so often, somebody is never seen again, and 
the number of “found” people is exceedingly few.

We know that some humans have always lived in the 
stars, because contemporary travelers occasionally 
come across ancient ruins created centuries ago by 
people who are dead or lost to the darkness. But 
overall, space is extremely empty.
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WHO ARE YOU?
Some people seem to remember having a life before 
and some people don’t. Some people even carry a 
few artifacts from a previous life. A wristwatch, a 
novel, their clothes.

There are currently 2 stats: Touch and Fire. Touch 
is a fixed number (that may get better over time?) 
that represent the surety of your fingers in grasping 
stars and hanging on to your fellow travelers. Fire 
is a shifting number that represents the amount 
of starlight you carry inside you; it can be positive 
(up to +6 and sometimes dangerously higher) or 
negative (down to -2, with lower scores being 
mostly rumors and mythology).

To determine how much Fire you have to start, 
roll 2d6: on a 10+, you start with 5 Fire, on a 7-9, 
3 Fire. On a 6-, you’ve been out alone in space for 
a long time and, in order to survive against the 
darkness, have filled yourself with an eternally 
burning but dim light, your heart like a brown 
dwarf; you have 1 Fire but—unlike everyone else, 
that number never changes—no matter how much 
fire you gather or spend; the beacons you light are 
never very bright or strong, and you tend to not 
have strong relationships with stars (or people), but 
your heart is proof against the consuming darkness, 
so you tend not to fear being lost or alone: you are 
a dancer in the dark.

If you don’t know how sure your Touch is, roll 2d6: 
on a 10+, it’s +3, on a 7-9, +2; and on a 6-, it’s +1.
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INITIAL MAPPING
This needs a bunch of stuff:

• name list for stars/beacons/settlements

• creating groupings, roads, lost paths (no roads 
through clouds or obstructions, since traveling 
through them is dangerous)

• starting beacons and their strength; some may 
be unlit, giving the crew things to do initially

• seeding stars with images?

Might need star cards for each star, with planets/
beacons/outposts, memories, history. Randomly 
generate memory responses from their image bank?

LATER MAPPING
-
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GO ON A JOURNEY
If your crew is making a multi-star journey along 
a route that is well-known or at least familiar to 
the wayfinder, you may attempt the entire journey 
with a single roll. 

Declare the ultimate destination of your journey 
and collectively spend 1d6 Fire, assigned randomly 
(spend this Fire even if doing so drops someone 
negative; it’s too late to back out once you roll for 
the Fire). Then, have the wayfinder roll+Touch: 

• On a 10+, all of you make it, no problem, with 
just the loss of Fire to the harrowing darkness. 

• On a 7-9, there is an incident in the middle 
of the journey; lay hands and test bonds (as in 
the “expedition” rules below) until the group 
is separated; attempt recovery as normal and, 
if successful, there are no further incidents. 

• On a 6-, as above, but no recovery is possible; 
scatter those no longer physically connected to 
the wayfinder (step #7). Those still connected 
may halt their journey or continue to their 
destination with no further problems.

SOLO TRAVEL
Traveling alone is exactly the same as traveling in 
a group except, when you fail, nobody necessarily 
knows that you’re lost or where to start looking for 
you. When you ask more experienced travelers for 
advice on solo travel, the traditional response is: 
“Don’t make any mistakes.”
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AN EXPEDITION
When you gather for an expedition into unfamiliar 
or uncharted space, first say whatever needs to be 
said; you may never see each other again. [flip]

Then, follow the following steps:

1. Name your immediate destination, the next 
stop on your journey. Note that you can only 
move between objects that you can see  clearly 
from very far away (such as stars, planets, or 
asteroids not blocked by other bright objects) 
or, if you are currently in the vicinity of a star, to 
a beacon within that star’s system. If no beacons 
are present, tough luck. 

2. Choose someone to be the wayfinder and, if 
you like, one or more backups.

3. Lay hands. The wayfinder and backups should 
leave at least one hand free, but all available 
hands should be used to grab hold of your 
fellow travellers. There are multiple strategies 
for laying hands, but ultimately it’s up to each 
individual traveler to decide how they want to 
spend their hold. It’s too important a matter to 
allow your choices to be dictated by another.

4. The wayfinder should roll+Touch. No matter 
the result, continue to follow the steps below. 
On a 10+, you’ve made it to the next stop on 
your journey. On a 7-9, you’re where you should 
be, but are inverted or otherwise disoriented; 
you’ll have to try to find your bearings (spend 
1 Fire to do so). On a 6-, you’ve made some 
kind of error and are not where you should be.

5. Test hands. Have any free hands (the wayfinder 
or a backup, often) roll+0 to test each gripping 

hand. On a 10+, the hold remains strong and 
firm. On a 7-9, the hold is just barely hanging 
on; if it rolls this result again, it fails. On a 6-, 
this hand just can’t hold on (spend 1 Fire).

6. If the wayfinding was not fully successful or 
the group is no longer physically connected 
together, the backups (or the wayfinder, if they 
left their other hand free) can roll to recover, 
either to complete the journey properly or to 
grab hold of someone. If the former, return to 
step #4 and continue on from there (testing 
hands again, etc). If the latter, roll+Touch: on 
a 10+, you grab them firmly; on a 7-9, with just 
a few fingers; on a 6-, nothing but emptiness 
(spend 1 Fire).

7. Then, scatter those not physically connected 
to a successful wayfinder or backup (all such 
characters lose 1 Fire). To scatter characters, 
drop a die on the map from a height equal to 
the distance being traveled; wherever it lands, 
that’s where they are. If it lands off the playing 
surface, they are lost indefinitely, with little 
chance of recovery. If some of the characters 
being scattered are still physically connected, 
great; drop one die for that group, rather than 
one for each character, and they are together 
but unfortunately still lost.

8. If necessary, begin search & rescue operations 
for those who have been scattered (see the 
SEARCH & RESCUE card).

9. If your group of travellers has not yet reached 
your final destination, got back to #1.



SEARCH & RESCUE
Search and rescue is a discipline that is practiced, 
not something to be conducted haphazardly. Even 
though the players can see the rough location of 
lost characters on the map, their characters can’t 
and don’t necessarily know the right places to look. 
Instead, they are mostly going to be following 
rescue protocol. However, they can perform 
search and rescue operations more or less well, 
and some characters may grow frustrated with 
a lack of success and try impulsive or dangerous 
things in a effort to find their target more quickly.

What you are doing in search and rescue is looking 
for beacons created by the person who is lost. This 
means, in most cases, that you want to give the lost 
person some time to reorient themselves and create 
one or more beacons, but not so much time that 
they are spending a lot of time traveling solo and 
risking getting even more lost.

The other critical part of search and rescue is 
ensuring that no members of the search party 
become lost during the process. Yes, it’s more 
effective to search if everyone flies solo and stars 
combing the uncharted stars in the area, but that’s 
mostly just a recipe for trouble. Instead the protocol 
recommends the following:

• Always work in pairs! (or larger groups)

• Check in with outposts or settlements regularly, 
every few stars or so; maybe the lost person 
has been found and you should stop looking!

• If your pair or your partner becomes lost, stop 
searching and begin your own rescue protocol! 
Be patient! Multiple rescues take longer!
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• Start with the brightest stars in the area, since 
they are the ones most likely to draw attention.

• Start close to where the person was lost and 
then work outwards.

• When a search is called off, stop searching! 
Don’t endanger yourself or others by continuing 
to search for someone who is unlikely to be 
found; move on and hope they show up.

BEING FOUND
In order to be found, makes as many temporary 
beacons as you can, spread out in a pattern that 
makes you easy to find, and make sure you don’t 
get even more lost. Try to stay in the same area, 
but slowly build out until you find something or 
someone familiar or other find you. Start with the 
brightest stars you can see, since they make good 
meet-up points.

REMAINING LOST
If you keep getting more and more lost, it probably 
makes sense to skip ahead in time and see how long 
it will take for you to be recovered or to find your 
own way back to a known beacon. Roll minus the 
number of “levels” of lost you are. For example, if 
you are lost and then fail another travel roll while 
building your network of temporary beacons, that’s 

two levels, so roll-2. On a 10+, you’re in luck; you 
are found relatively quickly. On a 7-9, you are found 
at the end of a long search. On a 6-, it will be a long 
time until you are found, and you probably have 
to work your way back on your own, or through 
happenstance.

If you are lost for too long, the Darkness Between 
the Stars comes for you, sometimes just as a slowly 
encroaching lonesome madness, sometimes in the 
form of a person, maybe someone who was lost to 
you a long time ago. Either way, it always offers an 
option, either be destroyed utterly and completely 
or join with it.

Some say that the dancers are those who at one 
time chose to join with the Darkness, but have 
now left its service, never to return.



GATHERING FIRE
When you are in close proximity to a star or person, 
so that you field of vision is filled by them, you may 
try to gather some of their Fire and hold it inside 
of you, as if you were a lantern or a living beacon. 

Say what feeling or memory you’re sharing with 
them, something that you’ve never shared with 
any other star or person (can be part of a similar 
memory, but a different aspect) and roll+Fire.

On a 10+, you gather 3 of their Fire and hold it 
inside you; ask them what memory, image, or 
feeling comes with the Fire. On a 7-9, as above, 
but you gather 1 Fire and only get a vague feeling. 
On a 6-, you consume 2 of their Fire but are unable 
to gather it within yourself; it simply smolders into 
darkness and the feelings or memories you receive 
are always unsettling.

EXCESSIVE FIRE
Carrying too much Fire is dangerous. If at any time 
you carry more than 6 Fire, your body immediately 
expels 1d6 Fire, creating a temporary beacon that 
lasts only for a brief moment, and you take that 
same amount in harm.

After such an expulsion, if you still have more than 
6 Fire, you must spend it immediately or your body 
will attempt to expel it again.
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TYPE: STARFIRE
The memories and feelings stars share back are, 
according to popular theories, assembled from all 
the memories that have been shared with them, 
though some argue that stars have sentience.

The amount of Fire gathered by people, even many 
people, is typically negligible to stars. Even the 
dimmest of stars, such as brown dwarfs, contain 
an immense amount of Fire, though humans are 
typically attracted to the brightest stars, which are 
easier to see from long distances.

The only stars that can’t be gathered from are black 
holes and some other bodies so massive that light 
cannot escape their gravitational pull. Rare types of 
stars, however, do tend to provide unique memories 
and feelings, perhaps due to the emotions they have 
inspired in those who have gathered Fire from them 
and left memories behind.

TYPE: SOULFIRE
When you gather Fire from other people, reaching 
inside of them offers you  a brief glimpse into their 
memories and emotions. When you do so, you may 
choose to ask them one question that they must 
answer honestly, but this isn’t something that is ever 
spoken aloud. Instead, it’s something you’ve pulled 
out of them. Ask them if they know you’ve stolen 
this secret from them; maybe they were aware of 
it, but maybe not.

TYPE: DARKNESS
Negative Fire is called Darkness and, in addition 
to serving as a penalty to attempts to gather Fire, 
it has its own consequences.

Containing negative Fire (or Darkness) is unnatural 
for human beings, who will generally do anything 
to try to relight the Fire inside. If you are at negative 
Fire, you must immediately attempt to gather the 
Fire of a nearby source (person, beacon, etc.) unless 
you strain to resist this compulsion. If you resist, 
roll+Fire: on a 10+, you can hold it together for 
a while and attempt to gather Fire from a distant 
source (like a star) instead; on a 7-9, the same, 
but the effort involves anguish and complete 
concentration. In either case, if you wait too long or 
fail in an attempt to gather, the compulsion returns.

Certain forbidden techniques exist that allow 
humans to sustain themselves on negative Fire. 
One rumored method involves communing with 
supermassive black holes. Dark prophets sometimes 
speak of immense tribes of barely sentient ancient 
travelers that exist in such a state, with a collective 
hunger that can drain and ultimately consume 
stars, but that’s the stuff of nightmares and myths.

TYPE: HEARTHFIRE
The Fire contained in beacons.



MAKING BEACONS
Beacons are crafted receptacles for the Fire, often 
made with crystals or other materials that can hold 
light. While a group can help assemble the materials 
or structure that makes up a new beacon, only one 
person can be the lamplighter who kindles its Fire.

When you light a new beacon, roll+Fire spent in 
doing so (you can’t go negative in the attempt, but 
you can spend to zero): on a 12+, the beacon is very 
stable and will only lose one Fire per decade unless 
someone gathers from it; on a 10+, the beacon will 
leak Fire very gradually, one Fire per month or so; 
on a 7-9, it loses one Fire per week; on a 6-, one 
Fire per hour.

What memories and emotions do you trap in a 
beacon, alongside your Fire? Can you (or others) 
experience them again (or ask questions) when you 
gather from beacons? 

FINDING BEACONS
Once you have traveled to a star, you may attempt 
to sense the locations of any beacons in the system. 
Roll+the current Fire of the brightest beacon: on 
a 10+, you sense that beacon and can travel to it if 
you wish; on a 7-9, you vaguely sense the beacon, 
but must spend 1 Fire to pinpoint its exact location 
and travel to it.

If you’re not sure what the current Fire of a beacon 
is, roll 1d6. If you’re not sure how stable it is, roll+its 
current fire and use the results for making beacons.
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ANCIENT BEACONS
The ancients apparently knew of ways to create 
massive beacons that burned for centuries, but 
those methods have been lost.

What do you experience when you gather from a 
truly ancient beacon that’s still barely lit?

ROADS
-



SETTLEMENTS
A settlement is where a large number of people  
(8 or more) gather and live, making their homes in 
carved out cliffs, caves, makeshift dwellings, or the 
ruins of previous settlements. In such a community, 
humans recreate some aspects of civilization amidst 
the emptiness and hostility of the infinite dark.

The first time a settlement is visited, take turns 
asserting things or asking questions about it, 
but only until it seems detailed enough to begin 
exploring it and interacting with the people and 
situations there.

A critical part of any settlement will be its main 
beacon, which is constantly relit to ensure that it 
can be found by those seeking it, those just passing 
through, or—extremely rarely—those who are 
lost. Most settlements will also have one or more 
backup beacons that either stay lit or can be lit at 
a moment’s notice in the event the main beacon 
is extinguished.

OUTPOSTS
An outpost is a much smaller piece of civilization 
that may be irregularly inhabited by 1-5 people, 
either for long stretches or during a short excursion 
to relight a beacon. Indeed, most outposts are 
constructed to house a beacon and its temporary 
or permanent caretaker(s), serving essentially as a 
lighthouse. Many outposts are actually refurbished 
versions of minor ruins that may have served as 
outposts centuries or millennia ago.
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THINGS BREWING
Out in space, individuals and groups are typically 
free to make their own choices about where they 
will go and what they will do. However, spending 
time in society means being caught up in a network 
of social relationships, needs, and obligations.

For many folks, such demands are a welcome respite 
from the lonely and potentially aimless existence 
of traveling between the stars, but some find it a 
strange imposition in these circumstances.

When you spend time in a real society, where there 
are people other than the core characters around, 
inevitably there are tasks that need to be performed 
and expeditions that are being organized. Roll on 
the following table to determine what those tasks 
are (1-2 times for an outpost, 3-5 for a settlement), 
and then choose which of them, if any, you will 
volunteer to help with. Not accepting any tasks 
is fine, but members of the community will treat 
freeloaders accordingly.

Location Subject Need
1 Here Settlement Find it
2 Neighboring Outpost Relight it
3 Nearby Road Map it
4 Distant Beacon Explore it
5 Uncharted Person New beacon
6 Unknown Ruins New road

For example, 

BEING SOCIAL
There is always social drama going on in a settled 
community. There will probably be a table for this 
eventually, but for now, I suggest drawing a card 
from The Quiet Year whenever you spend time in a 
settlement or outpost, to indicate what’s going on.

LOST SOCIETIES
-



FINDING RUINS
The easiest method of finding ruins (or inhabited 
places) are:

•  finding a beacon that is still lit (rare)

• stumbling across them while looking for a place 
to build a beacon, settlement, or outpost

• being directed to them by symbols or markers 
in a known set of ruins

Generally, the people of the past, like those today, 
tended to build their settlements near major 
geographical features that make them easier to 
locate, even from space. Some ruins, however, are 
more hidden and difficult to find.

Ruins come in a variety of common types:

• settlement/outpost

• beacon (lit or unlit)

• shelter of some kind

• monument or marker

• map, atlas, artwork, or symbols (handprints 
are common, ensuring that others know the 
artist is human)

• workshop, quarry, or other craft space, often 
near a monument or other construction

EXPLORING RUINS
Adapt the dungeons-as-monsters rules from Dark 
Heart of the Dreamer.
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DECIPHERING
Ruins are deciphered through moves that let you ask 
questions about what you find during exploration.

Some decipher rolls will point travelers to different 
locations, where other things can be found.


