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ADDITIONAL RULES

ADDITIONAL RULES

The Mad Hatter
Once upon a time there was a bright, beautiful planet, with deep oceans blue and shady green 
forrests.  A world skittering and scratching every surface with life and activity and progress.  And 
on this pretty little planet there lived billions and billions of happy little people, working and playing 
and moving around like a hive of busy little bees.  And everyone lived happily and everyone did 
their jobs and grew old and crawled into bed in front of the TV.

Thank fucking goodness that blew up, amaright?

Now, after all the horror and maddness, a lot of good fucking people and their good little boring-
as-fuck-lives got to thinking the new world of the Maelstrom is some kind of poisoned and 
wretched thing.  Maybe you were one of them, even.  But you found your Hat.  And it didn’t just 
open up your Mind, it taught you to see how wonderful the Maelstrom really is...

This new world is not broken, it’s fixed.  It’s a Wonderland, now.  And you’re going to romance the 
whole fucking thing right to the happy ending it deserves.
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Harlan, Benji, Candy, Lulu, Chester, Dexter, 
Sookie, Trixie, Loki, Merlin, Darling, Hobbes

Stripes, Eightball, Nimbus, Chap, Vicar, Buckles, 
Toodles, Shortbus, Noodles, Twitch

You start with all the Basic Moves and the 
Mad Hatter move Habberdasher.  Pick one 
more Mad Hatter move to start with.

Choose one Set:

Cool Hard Hot Sharp Weird
+1 +1 -2 +1 +2
0 0 +1 0 +2
+1 -2 -1 +2 +2
+2 -1 -1 0 +2

Male, Female, Ambiguous, 
Transgressing, or Conceiled

Giddy face, blanke face, pallid face, 
multicolored face, sinister face

Wild eyes, spacey eyes, glimmering 
eyes, bloodshot eyes, black eyes

Bowler, Top Hat, Fedora, Helmet

Shiny Hat, Grimy Hat, Raggedy Hat, 
Sharp Hat, Old Hat, New Hat

Whenever someone has sex with you, have 
them Roll + Weird in the aftermath...

On a Hit, you were magnificent, and it was 
earth-moving, for you both.

On a 7-9, you were...Unforgetable.  They’ll tell 
you how (or they won’t).

On a Miss you Frighten, Dismayed, or Impressed 
your Lover.  They’ll say how (or not).

To create your Mad Hatter, choose name, look, stats, gear and Hx.

Everyone introduces their characters by name, 
look and outlook.  Take your turn.

List the other characters’ names.

Go around again for Hx.  On your turn, choose 
1, 2, or all 3:

• Your Hat tells you that the Maelstrom really 
likes one player - tell them, and mark Hx +2.

• Your Hat tells you that you could learn a lot 
from one player - tell them, and mark Hx +2.

• Your Hat is frighteningly silent when you 
think about one player - tell them, and mark 
Hx -1.  Better keep an eye on that one.

Everybody else gets Hx 0.

At the end, point to your favorite character in 
this moment.  Ask them, “Why do you think 
we should highlight our WEIRD?”  Once they 
do, hightlight your Weird.  If they tell you they 
don’t know or that you shouldn’t, roll your 
eyes and Hightlight your Weird anyway.  If 
they have a positive Hx with you, and deny 
your Weird, set their Hx to zero.

You Get:
• a pocket watch - does it work?
• a long ribbon - is it pretty?
• a length of chain
• a long pipe or cigarette holder
• Herbs or Tobacco
• a deck of playing or tarot cards - 
complete?

Your Weapons (choose 2):
• a flick knife (1-harm, small)
• a rapier (2-harm, hand)
• a crossbow (2-harm, reload, close)
• a Giant Mallet (2-harm, hand, messy)
• a golf club (1-harm, hand)

Whenever you roll a highlighted stat, and 
whenever you reset your Hx with someone, 
mark an experience circle.  When you 
mark the 5th circle, erase and choose one 
improvement from the list.

You can only take each improvement once.  
Imrpovements below the line are only 
available after


