
1 
 

Nechronica Replay: 

A Flower of Hope for the Ended World 
In this game we shall weave a story of melancholy doll girls. 
They are not human, but in each is a human heart. 
They are not human, but they continue to move. 
This world is already dead, but they who have human forms 

yet continue to move. 

Nechronica: The Long, Long Epilogue is an RPG we at Tsu-
gihagi Honpo are currently developing. It takes place in a 
dead, ended world inhabited by the walking dead, the un-
dead. It is the necromancers who rule this ruined world and 
wield the spells that make the dead walk. The player charac-
ters are special among the dead, dolls that the necromancers 
have seen fit to give minds and selves. Whether the necro-
mancers make such dolls for amusement, as a symptom of 
madness, or for some compelling need, the dolls themselves 
have no idea. 

In this world of the dead, the dolls struggle to free 
themselves from the necromancer’s enchantments of mad-
ness or caprice. 

All they have is a hope that might lie beyond their 
struggles. 

And so, once again hands set to work making new dolls. 
On this day, two dolls begin to stir… 

Two Dolls 
Normally you would play this game with 3 to 4 players, 

but today there are only two. Having more characters makes 
the tactical choices more interesting, but having fewer can 
give the drama a better tempo. In this session the drama 
turned out pretty well. 

Corpse Dolls’ Debut 
Necromancer: Okay, so, you guys all understand about the 

world where the dolls live, right? And you’ve got your 
dolls made? 

Tomari: It’s a totally hopeless world, huh? 

Aisha: But it’s not like anyone more can die-nya. 

Tomari: That’s kind of the problem. 

Necromancer: Anyway, why don’t you introduce the two 
dolls you’ve created? And then you’ll have to decide on 
your Fetters1. 

                                                        
1 This is the main source of the dolls’ free will. Fetters are 
things like “treasures” and strong feelings towards other dolls. 
They’re the source of their desire to live. Through battles and 
tragedies, Madness Points will become damage to the dolls’ 
Fetters. 

Tomari & Aisha: Okay. 

So, here are their two characters: 

Tomari Sasahara 
Age at Death: 15 
Position: Junk 
Classes: Thanatos/Romanesque 
Skills: Partial Destruction, Grim Reaper, Maelstrom, 

Dance of Death 
Reinforcements: Armament 2/Variation 

0/Modification 3 
Action Points: 9 
Head Parts: Brain, Eyeballs, Jaw 
Arm Parts: Fist, Arm, Shoulder, Katana, Iron Ball and 

Chain, Plush Toy 
Torso Parts: Spine, Entrails, Entrails, Cyborg, Steelborn 
Leg Parts: Bone, Bone, Foot, Hopper 
Tomari is a doll who appears to be a high school girl in 

a sailor fuku with short brown hair, but she’s half cyborg. 
She’s warlike, and enjoys slicing things with her sword. She 
clutches a plush rabbit in one hand and a katana in the oth-
er, and seems to have no doubts about this world. Her plush 
rabbit is worn and bloodstained from countless battles, but 
for whatever reason she keeps washing and carrying it. 

Aisha 
Age at Death: 11 
Position: Alice 
Classes: Requiem/Thanatos 
Skills: Girl, Magic Bullet, Hand of Death, Death Play 
Reinforcements: Armament 3/Variation 

1/Modification 1 
Action Points: 11 
Head Parts: Brain, Eyeballs, Jaw, Adrenaline 
Arm Parts: Fist, Arm, Shoulder, Sniper Rifle, Dual 

Handguns, Undead Gun, Small Undead 
Torso Parts: Spine, Entrails, Entrails, Heart 
Leg Parts: Bone, Bone, Foot 
Aisha is a heavily-armed doll built from an Indian girl. 

She is highly proficient with firearms, but as she is unable to 
properly cope with killing, her timid demeanor makes her 
stand out. A white zombie raven accompanies her as a mas-
cot of sorts, but true to the nature of this world it was 
bleached with acid to reach that color. 
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Necromancer: Two Thanatos2 characters, huh? Lots of of-
fensive power between the two of you. 

Tomari: Well, it seemed like there’d be a lot of fighting, so… 

Aisha: I’m a long-range attacker, so I’ll let you take care of 
the front lines, okay? 

Tomari: I’m fine with being the advance guard. Hey, can I 
call you Ai-chan? 

Ai: Sure. And I’ll call you Tomari, okay-nya? 

Necromancer: Okay, then. The two of you are dolls and you 
know each other, so it’s time to decide on your Fetters. 
Oh, you start off with “Dependence on Treasure.” And 
each of you needs to decide how you’re connected to the 
other. 

Tomari: Right. 

Necromancer: The two of you should look at the Fetter ta-
ble and decide. Or you can roll for it. 

Aisha: What do you think? Want to roll for it? 

Tomari: I’m the older one here, so I think I should take 
Protection. 

Aisha: Yay! I get to be the little one! Okay, I’m gonna roll. 
(rolls) Uh… “Disgust.” 

Tomari: There’s just the two of us yet you hate me… kinda 
rough, don’t you think? 

Necromancer: It’s really just a pointer for how to role-play, 
so if you don’t like it you can go ahead and re-roll. 

Aisha: Oookay, then let’s try again. (rolls) Attachment. I’m 
younger so I stick close to you. 

Tomari: And then if you go insane3 you’ll go all yandere. 

Necromancer: Well… every Fetter can lead to some kind of 
madness. (laughs) 

Aisha: I’ll say stuff like, “Tomari-chan, we’ll be together for-
ever and ever, right?” 

Tomari: That’s such a normal line but it sounds totally 
creepy! 

Necromancer: Okay, if you’ve got your Fetters, let’s jump 
into the game. 

Aisha & Tomari: Right! 

                                                        
2 Thanatos is the name of the god of death, and it’s a class that 
specializes in close combat. Their special skills concentrate on 
close combat effects. Aisha is a long-distance type, which theo-
retically counterbalances her overall combat ability… 
3 If a doll has too many Madness Points on her Fetters, she goes 
insane. What she does from there depends on the contents of 
her Fetter, but in the case of Attachment she’ll start stalking the 
other doll. 

Chapter 1: Poison Urn Days 
The End of Purgatory 
Necromancer: Okay, so the two of you have awakened in 

this world where everyone is dead, in the accommoda-
tions attached to an arena. You’ve been fighting nothing 
but soulless machines called undead. 

Aisha: Maybe the necromancer wants the two of us to lose it 
while we’re fighting? 

Necromancer: Who knows? (evil laugh) The gates periodi-
cally open to let you out, but if you survive you’re always 
dragged back in again. 

Tomari: “These undead have been really weak lately, and 
not much fun to cut apart. I give them 30 points out of 
100.” I haven’t been getting any Madness Points4 while 
fighting, so I’m not at all worried5. 

Aisha: “Tomari-chan, you’re amazing…” Since I always take 
Madness Points, Tomari-chan is always helping me recov-
er. 

Necromancer: So, today you’ve defeated a bunch of undead 
like usual. Normally this is when the door to the standby 
room would open, but today a different door opens for 
you. 

Tomari: “Huh? Did they open the wrong door?” 

Aisha: “Aaah?! It’s different from normal?” I’m worried that 
something might be coming out, so I hide behind Toma-
ri-chan. 

Necromancer: However, a bunch of gun-toting undead sol-
diers show up around you, herding you towards that door. 

Aisha: “Aah… We’re going, we’re going! Sorry!” I’m scared 
and half-sobbing as I go in. 

Tomari: Oh, I’ll head on in too. 

Necromancer: When the two of you step through the door, 
it slides shut, and you hear a lock clanking into place. 

Aisha: “It’s closed…” 

Tomari: “What kind of room is this?” I quickly look around. 

Necromancer: You’re in a passageway. There are no win-
dows, just some fluorescent lamps to light the place. 

Aisha: “Scary…” I stick close to Tomari-chan. 

Tomari: “I guess we have to go that way.” I take Ai-chan’s 
hand and start off down the passageway. 

                                                        
4 Madness Points are damage to a doll’s Fetters. Dolls can with-
stand up to 3 Madness Points on each of their Fetters. If a doll 
who takes too many Madness Points on all of her Fetters, her 
mind breaks and she’s reduced to a typical zombie. 
5 Combat normally causes dolls to take Madness Points, but 
Tomari’s Partial Destruction skill means that her mind is al-
ready partly destroyed, and she doesn’t take Madness Points in 
combat. Thus, despite having been through countless battles 
she has not suffered any (further) mental damage. 
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Necromancer: Okay. At the end of the passageway you see a 
door, and light is leaking out through the cracks around 
it. 

Tomari: “Oh, hey, there must be something in there.” What 
kind of door is it? 

Necromancer: It’s a solid iron door. It has an inscription 
that reads, “If you wish for daily battles, wait and do not 
open this door.” 

Aisha: “I… I hate the daily battles… I don’t wanna break 
things or get broken…” 

Tomari: “Hmm… Well, if you don’t want to fight I guess we 
should go through the door, right?” 

Aisha: I nod once. 

Tomari: “I hope we don’t get smashed the moment we go 
through, but it’s not like we have a choice.” 

 
Smart girl. 
 

Necromancer: Oh, before you go through I want you to 
make a check6. 

Tomari: A five? I fail. 

Aisha: I got a 7, so I succeed. 

Necromancer: Okay, Aisha realizes that there’s someone 
talking on the other side of the door. You can’t make out 
what they’re saying, but the voice sounds familiar. 

Aisha: So it’s someone I remember from my life before? 

Necromancer: Who knows? 

Tomari: Well, whatever. We still have to go through the 
door, right? If it’s not locked we’ll go on in. 

Hell Begins 
??? (Necromancer): “You’ve finally come.” A voice calls out 

to you, and you know it well. 

Aisha: “Eek!” My hair’s standing on end. 

??? (Necromancer): “Y-You’ve f-f-finaly c-come. Heeheehee-
hee.” There’s a second voice, which you also recognize. 

Tomari: So is it someone we know from the arena or some-
thing? 

Necromancer: No, that’s not it. 

Aisha: Is it a memory from my previous life then? 

Necromancer: No, it’s a voice you’ve heard countless times 
since your resurrection. (evil laugh) 

Tomari & Aisha: So who is it? 

                                                        
6 In Nechronica checks use one 10-sided die. It varies a bit de-
pending on the circumstances and characters’ skills, but gener-
ally players need to get a 6 or higher to succeed. That means 
they typically have a 50/50 chance of success. 

Necromancer: When you see the faces of the ones address-
ing you, you recognized them immediately. One has short 
brown hair and is about 14 or 15 years old… 

Tomari: Ah! Is it—?! 

Necromancer: Standing in the middle of the room are two 
undead with the same face as Tomari! These aren’t the 
soulless undead7 you usually fight; they’re dolls with their 
own will like you. 

Tomari: And right away we’re fighting fakes!8 

Aisha: “There are three Tomari-chans?!” No, they must be 
clones of her or something… 

Tomari: “They’re too similar! Who the hell are you guys?!” 
I’m scared myself, so I can’t imagine who they might be. 

Necromancer: One of them is carrying a bunch of guns. 
The other has had so many physical modifications that 
she doesn’t really look human any more, and the way 
she’s acting it she doesn’t seem like she’s quite right in 
the head. Anyway, for convenience we’ll call them Gun 
Tomari and Modified Tomari. 

Aisha: So, um, what does Modified Tomari look like? 

Necromancer: She has extra limbs, a tail, a membrane be-
tween her arms, and sharp claws on her hands. 

Tomari: “That one doesn’t look anything like me except for 
her face.” Not that I want her face to look like mine any-
way. 

Necromancer: Okay, since you’ve witnessed them, I need 
you both to make Madness Checks9. If you succeed you 
take 1point, and if you fail you take 2. 

Aisha: Oh, man, we’re getting into a fight right away, so I 
can’t afford to fail this! (rolls) A success! I take 1 point on 
my Tomari-chan Fetter. 

Tomari: Okay, I succeed. “Hmm… So you guys want to fight 
us?” I say firmly, and put the 1 point on my bunny Fetter. 

Gun Tomari (Necromancer): “What else is there but to 
fight… Look.” Gun Tomari points. 

Aisha: “Huh? What?” I don’t expect a surprise attack at all, 
so I look where she’s pointing. 

Necromancer: Don’t worry, no surprise attack. She’s point-
ing at a sturdy door. It has an inscription that says, “De-
feat the enemies here and this door will open and you 
need not fight in the arena anymore.” And by the way, 
this is a different door from the one you came in through. 

                                                        
7 With very rare exceptions, everyone in this game is undead. 
Well, there can be mutated plants and insects too. 
8 It might seem a bit sudden to throw the characters into a fight 
right away, but this is meant to be a tutorial to get the players 
accustomed to how the combat system works. Normally this 
would be a bit early to start up a battle. Well, even doing it in 
the second chapter may have been a little premature. 
9 Naturally, these checks work like the ones before. 
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Aisha: “So if you beat us… you’ll go free?” I say sadly. 

Tomari: “So if we beat you guys, we’ll go free?” I’m looking 
forward to the fight. 

Modified Tomari (Necromancer): “I-If we beat them, w-w-w-
we’ll be a-able to leave here? Right? Tomari?” Drool drips 
out of her mouth. 

Gun Tomari (Necromancer): “Yes. Let’s do our best, Toma-
ri.” She strokes Modified Tomari’s hair. 

Aisha: “No... No…” 

Tomari: “But if we don’t open that door, we have nowhere 
to go.” 

Aisha: “Hey, we just met and stuff, so… let’s just not worry 
about the door and just be friends!” I call out to them 
with tears in my eyes. I’m an Alice10 after all!  

 
Time to make a check! But the dice can be cruel. 
 

Gun Tomari (Necromancer): “We don’t want to fight in 
there anymore. You are our final… enemies!” She takes 
up two pistols. 

Aisha: “S-So we have to fight?!” I can’t believe I failed right 
there! 

Tomari: “Come on, Ai-chan. They’re raring for a fight. That 
Tomarin isn’t as nice as I am. I’m the only nice one.” 

Necromancer: You sure are calm for the one who’s going to 
be in the thick of things! 

Aisha: “O-Okay… You’re… my best friend, Tomari-chan.” 
I’m about ready to cry as I get my gun ready. 

Modified Tomari (Necromancer): “My Tomari is the r-r-r-
real one… I’ll destroy the f-f-f-fake.” She takes up an alien 
but menacing pose. 

Tomari: “Come on, of course I’m the real one. You fakes 
don’t have my bunny!” I draw my katana!” 

Only One Pair Can Leave the Room 
Necromancer: So, it looks like we’ve got a battle on our 

hands. Each of you takes a Madness Point. 

Tomari: I have Partial Destruction so I don’t take one. 

Aisha: Um… Uh… I put the one point on Small Undead. 
Like, in the battle I remember remember that she could 
be broken. 

Necromancer: Okay! Time for positioning. Here’s the Battle 
Map11. Gun Tomari is in the Hell area, while Modified 
Tomari is in Purgatory. 

                                                        
10 This is the most human-like of the Positions. They have skills 
that let them be a calming influence on the brutal world 
around them. 
11 Battles use a special sheet called the Battle Map. This map is 
divided into five areas. Starting from the PCs’ side, these are 
called: Hope, Flower Garden, Purgatory, Hell, and Abyss. 

Tomari: Hmm… Our enemies are pretty fast12, so I’ll be in 
the Flower Garden. 

Aisha: Okay, I’ll put Aisha back in the Hope area-nya. 

Necromancer: Tch. Of course. Modified Tomari has 12 
Action Points, while Gun Tomari’s has 9. 

Tomari: Holy crap the Modified one is fast! 

Aisha: I’m glad I’m in the back so they have to move up to 
get to me-nya. 

Necromancer: It’s nice of you to start off in Purgatory when 
I get a bunch of turns at the start… 

Tomari: Myaaa! (raging kitten pose) 

Necromancer: Heh. Let’s get started. We’ll begin with a 
count13 of 12, which means that Modified Tomari gets to 
go. Using Bones14 and Extra Legs, her many crawling legs 
take her to the Flower Garden! That uses 3 Action Points, 
so she’s now at 9! 

Tomari: “Th-This gross this is NOT me,” I say as it gets clos-
er. 

Necromancer: Count 11, Ai’s turn. 

Aisha: Aaaaah… I can’t use my Undead Gun because it’s an 
indiscriminate area attack! Umm… Uh… What should I 
do? (sweat) 

Tomari: Don’t you have anything else? 

Aisha: Uh, um, okay, I’ll flail around and use Dual Hand-
guns to shoot Modified Tomari! 

Necromancer: All right! 

Aisha: Bang! Bang! (rolls) Yes! A nine! 2 points to the 
arms!15 

                                                        
12 Having the higher Action rating is very useful. Tomari 
doesn’t have any parts that would boost her Action rating, 
while the two copies of her do seem to be pretty fast. 
13 Characters can take more than one action per combat turn. 
When the initiative countdown reaches a character’s current 
Action Points, that character gets to act. Available actions are 
called Combat Maneuvers, and include options that come from 
Skills and Parts. Each Combat Maneuver has an Action Point 
cost. 
14 Bones are parts that characters use for movement. Regardless 
of how damaged an undead’s legs become, she can still walk so 
long as she has Bones. Also, the Many Legs parts reduce the 
Action Point cost of a movement maneuver by 1, making Mod-
ified Tomari faster than normal. 
15 In combat the number that comes up on the die also deter-
mines hit location. 7 through 10 are for particular locations, 
while on a 6 the target gets to decide the location. Also, when 
an undead takes damage to a particular location, it knocks off 
parts from that location. Needless to say, when a part gets 
knocked off, the character loses access to any maneuvers or 
effects it provided. 
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Necromancer: That’s not good! She’ll use Escape Mem-
brane to interrupt!16 It negates 2 points of damage, so she 
doesn’t take anything!  

Aisha: Darn it! Then I’ll use my Dual Handguns’ special 
ability to another attack! 5… is a miss… Aw… No wait! I’ll 
use my Arms to interrupt, which means I get a 6! It uses 
up Action points, but it’ll make her attacks less effective. 

Necromancer: Ugh. Okay, she takes it on the torso. That 
means she loses her Entrails and Spine! 

Tomari: Cool. We got a preemptive attack in. 

Aisha: “Eek! Oh my god!” I’m a little traumatized when I 
realize I’ve shot someone with a heart. 

Necromancer: I see. Then I guess it’s time for a Madness 
Check. 

Aisha: Hey, come on, that was just role-playing! 

Necromancer: Tch. (disappointed) 

Aisha: Anyway, using Dual Handguns and Arms uses up a 
total of 4 Action Points, so I’m at 7now. 

Necromancer: No one’s at Count 10, so we go on to 9, 
which means Tomari, Gun Tomari, and Modified Tomari 
all go at the same time! 

Tomari: Right. I’ll attack Modified Tomari with my katana! 
And I’ll use God of Death17 to roll two dice! Woah, a 9 
and a 10!  

Necromancer: Hm. Do you want to hit her arms or head? 

Tomari: Her main weapons seem to be on her arms, but if I 
take out her head she’ll lose a ton of Action Points! I’ll go 
for the head! 

Necromancer: Okay, time for an Dismemberment Check.18 
I’ll roll and… Whew, just barely made it. That’s1 damage, 
right? She loses her Jaw. 

Tomari: “Not a big fan of cutting into my own face…” I look 
kinda grossed out. 

Aisha: You seem pretty calm, considering what’s going on! 

Necromancer: That is weird. Anyway, Modified Tomar is 
attacking regular Tomari. She’s using her Claws to rip in-

                                                        
16 Maneuvers with the Interrupt ability can interrupt the calcu-
lation of damage. This can reduce the damage caused, or 
change the effective number on the die rolled. However, you 
can only use a given maneuver with this ability once per round. 
17 A skill from the Thanatos class. When you use a close combat 
maneuver, you can roll two dice and pick whichever one you 
prefer. Needless to say, this makes your attack substantially 
more accurate. 
18 Certain weapon parts—like Tomari’s katana—also have a spe-
cial effect. If a target fails this check, she’ll lose all of the parts 
she has in a particular area. The Necromancer would’ve cried if 
he’d failed the check. 

to you, and using her Mad Devil19 skill to roll two dice! 
That’s 2 damage to the torso! 

Tomari: “Hey! I needed that!” I lose two Entrails. 

Aisha: Kinda icky having the two of you with the same face, 
one fighting with a sword and the other with claws… 

Necromancer: And since Gun Tomari doesn’t have any 
skills to extend her range, she moves from Hell to Purga-
tory… And now she’s going last! 

Aisha: Count 7! Tomari, Ai, and Modified Tomari all get to 
go! 

Tomari: “Damn you!” I attack with my katana again… And I 
hit the head again. 

Necromancer: Ugh. Dismemberment Check… but I made 
it! She loses her Eyeballs!20 

Tomari: “All right!” (Shooting Star Slash pose) 

Necromancer: Oh, man. Gun Tomari got pushed even fur-
ther back! 

Aisha: “Tomari-chan! Look out!” I’m going at the same time, 
so I’ll use my Dual Handguns to cover her. So… it’s a hit! 
And my second attack hits too! That’s 2 damage each to 
the torso and head! 

Necromancer: Woah! She loses her Heart, Brain, and 
Adrenaline! All together that means she loses 4 Action 
Points! She’s totally lost her head and torso! 

Aisha: And I wanted to do something about her arms… 

Tomari: Ack! I get to see my own head flying off! (laughs) 

Modified Tomari (Necromancer): “Glllrrruggaah! Hrrgh! 
Haagh! Hrrraaagh!” 

Tomari: She’s lost her jaw so she can’t even talk! 

Aisha: Sensei! I can’t understand what she’s saying! 

Necromancer: “Y-Y-Y-You fake! Die! Die! DIE!” Any-
way,she’s attacking with her Claws. Tomari, you take 2 
points to your Legs! 

Tomari: Ugh. I shouldn’t need to move much, so I’ll have 
my two Bones get busted! 

Necromancer: Moving right along, Count 5! Gun Tomari 
finally gets to go again! 

Tomari: Here we go! 

Gun Tomari (Necromancer): “How dare you do that to my 
Tomari!” She uses her Dual Handguns to attack Tomari! 
She’s using her Lullaby!21 

                                                        
19 The Baroque class is for dolls with heavily modified bodies, 
and this is one of their skills. It’s aimed at human bullet ma-
neuvers, but otherwise the same as the God of Death skill. 
20 One of the basic kinds of parts. It gives the character an extra 
Action Point, so losing it is a problem. Note than when you 
lose Action Points in this way, it takes effect on your next turn. 
21 This is a skill of the Requiem class, which specializes in 
shooting. It reduces the Action Point cost of attacks but applies 
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But he rolls a 3. 
 

Tomari: …She misses, huh? 

Necromancer: …………Yeah. 

Tomari: So we’re at Count 4. Can I go now? 

Necromancer: …Yeah. 

Tomari: Okay, time to finish Modified Tomari off! I’ll slash 
with my katana! That’s a 6, so you decide where it hits. 

Necromancer: Legs! She’ll protect her– Ack! They got dis-
membered! She loses two Bones, a Tail, and her Multiple 
Legs! 

Modified Tomari (Necromancer): “RAAAAAAAGH!” 
She’s really hurting, but her arms can still move! She 
counterattacks! 

Aisha: I’ll interrupt with Hand of Death22! …I can do that, 
right? 

Necromancer: Uh, yeah, you can. 

Aisha: “I won’t let you hurt Tomari-chan!” A hit! 

Necromancer: Okay, she loses her Extra Arms and Arms! 
But she still has her CLAWS! 

Aisha: Another attack! Uh… what? 

 
She rolled a 1. 
 

Tomari: Doesn’t a Critical Failure23 during combat mean… 

Necromancer: Heeheehee. That means it his Tomari in the 
area of her choice. 

Aisha: “Oh nooo! I’m sorry ! I’m so sorry!” 

Tomari: “Ai0chan, I know we’re both Tomari-chan, but 
please don’t shoot me too.” Okay, it hits my arms, and 
breaks my Shoulders and Fists. 

Necromancer: And now that the interrupt is out of the way, 
my attack goes off! Have some Claws! …Huh? 

 
Both rolls failed. That only has a 1 in 4 chance of hap-

pening, but what can you do? 
 

Necromancer: Grrgh. Okay, Count 3! Gun Tomari’s turn! 
She’s just going to shoot! 

 

                                                                                                 
a penalty to their accuracy, making it easier to do multiple at-
tacks. 
22 This is a Requiem skill. It lets you take a maneuver that you 
normally could only do on your own turn and use it as an in-
terrupt. It’s at its best for finishing off a damaged enemy to 
prevent them from getting off a last attack. 
23 If you roll a 1 on the die it’s a Critical Failure. In combat a 
Critical Failure means your attack will hit an ally if there is one 
in the same area, or yourself if there isn’t one present. 

But, that attack fails too. That takes Gun Tomari down 
to zero Action Points. 

 
Tomari: Gun Tomarin, that’s the air. (laughs) 

Aisha: Sure it. (laughs) 

Necromancer: Dammit! Count 2! Tomari and Modified 
Tomari go again! 

Aisha: I’m down to –1 Action Points, so I can’t do anything 
more! 

Tomari: I’ll finish Modified Tomari off with my katana! A 
hit! 

Necromancer: Ugh… She got dismembered too… B… But 
she attacked at the same time with her claws! And she hits 
your head! 

Tomari: I’ll defend with Cyborg24. She can’t do anything 
through my armor. 

Necromancer: Wha… Y-You still had that left at the very 
end! You’ve totally taken her apart. 

Tomari: “That’s one fake Tomari down. One more to go.” I 
turn to face Gun Tomari. 

Gun Tomari (Necromancer): “How dare you do that to my 
Tomari!” she says. 

Necromancer: And that’s the end of the first round. Time 
for round 2. When you go into negative Action Points in 
one round, you have that many fewer to start with in the 
second. So, I have 9. 

Tomari: 9 here too. 

Aisha: The minus 1 gives me a 10 this time. 

Necromancer: Okay, Ai goes first. 

 
They lost the front line, and the back isn’t looking good. 

Now, Gun Tomari is going to have just one chance when 
her turn comes up. If she can’t pull something off, chances 
are Aisha will do an extra attack and shoot off her legs. 

 
Tomari: “All right! I sliced it right off! 80 points!” 

Gun Tomari (Necromancer): “Aah… Urgh… Ugggghhh.” 
She sobs. 

Tomari: “Ai-chan, we won! Looks like I’m the real one after 
all!” 

Necromancer: Well, she can still act, but she can’t move or 
attack anymore. 

Aisha: Aww… I don’t wanna have to take her apart, but we 
need to fix Tomari-chan25, so I’m crying my eyes out as I 
finish her off. 

                                                        
24 Modification-style enhancement parts. It makes it so that the 
character is part machine. The important thing here is that it 
gives the character a powerful defensive maneuver. 
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Tomari: Wow, so in the end Gun Tomari didn’t actually get 
to do any damage, huh? 

Necromancer: Shut up! Let her rest in peace! 

 
Any GM would get a little peeved at having an enemy 

NPC not cause any damage at all, not just a Necromancer. 
 

Necromancer: Crap. Well, combat’s over with. But destroy-
ing enemies with Tomari’s face messes you up a bit. You 
both get a mandatory Madness Point. 

Tomari: Okay, I’m gonna put that onto my bunny’s Fetter 
too. 

The Door of Darkness 
Necromancer: Anyway, from that battle you two each get 

any 10 parts you want, and I’ll give you 10 points of Fa-
vor26 each. 

 
The two of them decide not to use their Favor points 

for now. 
 

Aisha: All right! That means Tomari-chan can get complete-
ly fixed, right? 

Tomari: I’d have some left over actually. 

Tomari: “Since the parts came from a copy, I’m back exactly 
like I was. Maybe I’ll combine and become Perfect Toma-
ri.” Or maybe I’ll have some left over. 

Aisha: “Yeah… There was a lot, and it was really scary.” I 
didn’t take any damage. Oh, and while I’m fixing her I 
want to have a conversation27 to remove some Madness 
Points. 

Necromancer: Go ahead. 

Aisha: “Do you think that means there’s someone who looks 
just like me?” 

Tomari: “I wonder… I’d just assume we don’t make a habit 
of fighting copies of ourselves though.” I push my organs 
back inside. 

                                                                                                 
25 When you defeat undead, they leave behind parts appropri-
ate to their strength. Dolls don’t naturally heal the damage 
they’ve taken in combat, so they have to defeat their enemies 
and scavenge what’s left. Ai could not completely fix Tomari 
with just Modified Tomari’s parts. 
26 Favor is an indication of how much the Necromancer likes 
his toys. They’re basically Experience Points. Players can use 
Favor points to remove Madness Points and to improve their 
characters’ abilities. 
27 Dolls can counteract their rising Madness by interacting with 
their friends, though they have to make a successful Conversa-
tion Check. This is a typical check, though the dolls get bonus 
dice based on how well they role-play. If the roll succeeds, they 
get to remove as many Madness Points as they have dice that 
come up as successes. 

Aisha: “You’re amazing, Tomari-chan.” Nothing gets to you, 
does it? (laughs) 

Tomari: “Maybe. I thought I was just normal.” 

Necromancer: Okay. Go ahead and make your Conversa-
tion Checks. I’ll give you each one bonus die. 

Tomari: One success. So I get to remove one Madness Point. 

Aisha: I got one success too, so that’s one point gone. 

Necromancer: Okay, that door slowly opens with a grinding 
noise. As it opens, all you see behind it is total darkness. 

Aisha: “It’s not outside…” I’m totally shocked. 

Tomari: “It’s not pitch black outside, right?” 

Necromancer: Both of you have a faint memory from your 
previous lives. A blue sky, a cloudy sky, a night sky that’s 
dark but with shining stars. But none of them were like 
this inky blackness. 

Aisha: “It’s not a blue sky…” 

Tomari: “Anyway, all we can do is go in.” I hold Ai’s hand 
and squeeze. 

Necromancer: Alright, the two of you step into the total 
darkness, and that’s the end of Chapter 128. 

Aisha & Tomari: Okay! 

Aisha: But I have parts left over, so I wanted to improve my 
stats and maybe get some new abilities-nya. 

Tomari: Seriously. 

Chapter 2: Paradise Lost 
Daddy 
Necromancer: Okay, let’s continue. 

Tomari: We went through the door, right? 

Necromancer: Yep. The two of you are in the darkness, 
mostly groping your way around. It’s very spacious, and 
the light coming from behind you doesn’t let you see in-
side. The ceiling’s very tall too. 

Aisha: “Tomari-chan, be careful, okay? There could be some 
kind of monster in here.” I’m scared, so I stick close to 
Tomari-chan. 

Tomari: “I’d really like some light.” I stride on in without 
worrying. 

Necromancer: The door clanks shut behind you. You’re 
completely swallowed in darkness. 

Tomari: “Huh. It really is pitch black in here. Which way 
should we go?” I stop and pick Aisha up in my arms. 

??? (Necromancer): “Well, come on in, Tomari.” You can 
hear a mild man’s voice from all around the room. 

                                                        
28 A session of Nechronica consists of one battle and depictions 
of what comes before and after. If you’re willing to put in a 
certain amount of time, you can play a series of sessions as a 
mini-campaign. It’s also aimed at doing online play. 
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Tomari: “Aah!” I’m startled to suddenly hear my name. 

Necromancer: A spotlight shines down on the two of you. 

Tomari: “A-Anyway, let’s do what he says, Ai-chan.” 

Aisha: “Uh huh.” I have no idea what’s going on, and I’m 
trembling. 

??? (Necromancer): “Even with two Tomaris working to-
gether I didn’t get to see their real ability. The Tomari 
with another girl won that battle… Come on now. Over 
here.” Go ahead and make a check. 

 
Aisha succeeds, but Tomari fails. 
 

Necromancer: Okay, Ai notices the smells of blood and 
rotting flesh. She notices all the whispering, complaining 
voices. She notices the low, labored breathing. And the 
sound of something swaying. 

Aisha: “Wh-Who are you?” S-Scary… 

Tomari: Woah, I as soon as the lights come on, so does the 
madness. 

??? (Necromancer): “I’m talking to Tomari. I am interested 
in you, her little friend, but Tomari comes first.” He 
speaks casually, and meanwhile a vibrating sound comes 
closer. 

Tomari: “I’m first…? What’s that sound?” 

Necromancer: And then the lights finally come on! 

Manufacturing Machine (Necromancer): “Hello, Tomari. 
It’s Daddy. Let’s have a hug.” The giant manufacturing 
machine starts coming after you.  

Aisha: “Look out, Tomari-chan!” 

Tomari: “What?!” I panic and jump aside! 

Necromancer: Then you’ll have to make a successful check, 
Tomari. (grins) 

 
But, she managed to succeed as she’d hoped. 
 

Necromancer: Tch. The machine was clearly trying to run 
you down, but it runs past you. 

Daddy (Necromancer): “What’s wrong, Tomari? Are you 
embarrassed?” It does a U-turn with a grinding noise. 

Tomari: “Wh-What? What… is this?!” I’m panicking, look-
ing around for a way to run away from it! 

Daddy (Necromancer): “Tomari, give me a hug. Stay with 
your Daddy forever.” 

Aisha: I’m looking for an exit too! 

Necromancer: In that moment you realize what you missed 
before. You’re in a giant place like a warehouse. There are 
countless birdcages suspended from the ceiling, big bird-
cages with people inside. The people are all crumpled 
Tomaris who are whispering to themselves in a delirium. 
Two of the birdcages are empty, with the doors open. 

Necromancer: You understand what’ll happen, right? Time 
for a Madness Check! If you succeed you take 1 point, 
and if you fail you take 2. But Tomari, you take 2 if you 
succeed, and 3 if you fail! 

Tomari: What?! That’s… Discrimination! Tomari-ism!29 If I 
take 3 points I’ll go insane! Oh, crap, I failed! 3 points! If 
I go mad from my bunny plushie it makes me regress to 
childhood, so –2 to Action Points. That’s rough. Sorry! 
I’m gonna have to go for my Ai-chan Fetter instead. Stuck 
Together30 forces me to stay in the same area! 

Aisha: Ohhh… I failed too… So 2 point on Tomari-chan! 

Tomari: “What’s with you?” I stay right next to Ai-chan! So 
is this thing our necromancer? 

Necromancer: Good question. 

Aisha: “T… Tomari-chan…” Tomari-chan seems unusually 
scared, so I hug her from behind. 

Daddy (Necromancer): “Your friend can join us too. I won’t 
separate you, Tomari.” Its manufacturing arms clank at 
you. 

Tomari: “Ack! What’re you doing! I won’t want to be like 
you!” I draw my katana! 

Aisha: “You’re not Tomari-chan’s father!” I get my Undead 
Gun ready! 

Necromancer: You can hear other machines moving inside. 
When you get a better look, it turns out the walls are cov-
ered with cuts and bullet holes from the other Tomaris 
who tried to escape in the past. 

Tomari: So, what, we have to destroy the wall? 

Daddy (Necromancer): “You’re a selfish girl and I’ll have to 
punish you, Tomari.” There are more grinding noises, 
and countless other manufacturing machines are starting 
up.  

Aisha: But if they’re countless we can’t possibly beat them-
nya! 

Necromancer: Okay, the battle begins! 

                                                        
29 That’s not actually true. It’s a penalty for failing her first 
check. Ai understood the nature of the room to a certain de-
gree on her own. Which isn’t to say that the Necromancer isn’t 
being mean for assigning enough Madness Points to make To-
mari go mad all at once. 
30 When a doll goes mad off of a Protection Fetter, she becomes 
unable to move away from the object of her Fetter. She must 
act on the same Count and move to the same position, so it 
becomes very difficult for one to be the advance or rear guard. 
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Escape 
Necromancer: First let me explain your objectives. You can 

destroy the wall if you do 15 damage to it! However, those 
machines are gathering to attack you. 

Tomari: Woah! This battle is impossible! 

Necromancer: No, not impossible. I’m sure you’ll made it 
through somehow. I’m treating the wall as a Legion31, so 
if you hit it your damage it tripled, and cutting and explo-
sive attacks do double damage. 

Aisha: “Let’s do this, Tomari-chan! Let’s destroy the wall 
and get out of here!” My Undead Gun will let me destroy 
most everything twice! 

Tomari: “R-Right.” I take Ai-chan’s hand behind me and 
squeeze it. This is the opposite of how it usually is. 

Necromancer: Alright, looks like you’re ready. Time to start 
the battle. I’m putting Daddy A in Purgatory, Daddies B 
and C in Hell, and Daddies D, E, and F in the Abyss. The 
wall is in Hope, and the two of you will start off in the 
Flower Garden. If you can destroy the wall and move into 
Hope, you can recover. Got it? 

Tomari: Woah. Please don’t tell me G through J are waiting 
in the Abyss? 

Necromancer: Heh. Good guess. You’re exactly right. Oh, 
and since the battle is starting, don’t forget that Ai takes a 
point of Madness. 

Aisha: Ugh, I’m not doing so hot-nya… Let’s get this over 
with! 

Necromancer: Okay, the machines each have 10 Action 
Points. Let’s start! We start with Count 11. Ai, if you 
please? 

Aisha: “This isn’t what I came back to life for!” I shoot the 
wall with my Undead Gun32! I rolled… a 5. Ugh. I use my 
Arms to make it a hit! 

Necromancer: Wow. Right off the bat, huh? 

Aisha: 1 point, and then it’s an area effect, and it’s explosive-
nya! Altogether that’s 6 points to the wall! 

Necromancer: Okay, got it. A ton of shots blast into the wall. 
9 points to go. But next it’s Count 10! My turn! 

Daddy (Necromancer): “What are you doing, Tomari? 
Come on and make up with daddy.” All of the machines 
advance. G through J show up in the Abyss. 

                                                        
31 This is one of the types of undead enemies, indicating a 
swarm of foes. Since it would be a pain to keep track of them 
all individually, damage to the swarm destroys individual mem-
bers. Because they have no single body, cutting and explosive 
attacks are especially effective. 
32 This refers to the ridiculous gun from the 2003 movie Un-
dead. It consists of several shotguns bolted together in a row, 
and it’s ridiculously powerful against zombies. 

Tomari: “Eek!” This is freaking me out and I let out a 
scream. 

Necromancer: Count 9. Tomari, you’re up. 

Tomari: I’ll use my katana to… (sighs) No, I can’t move away 
from Ai-chan because of my madness.  Um… Okay, I’ll at-
tack Daddy A with my sword! 

Necromancer: Oh? You’re not going to attack the wall with 
your Iron Ball and Chain? 

Tomari: I’m starting here, damn it! Take this! A hit! And I 
got a 10! I use my Arms to make it an 11 for a Critical 
Success! 

Necromancer: This one is a Horror33, so it doesn’t have hit 
locations. And since you’re using a cutting attack it does 
double damage, which means 4 total. Daddy will use his 
Robot34 part to reduce the damage by 2. Is he going to 
break? 

Tomari: Wait a sec! I’m going to use my Dance of Death35! I 
get to choose which parts to destroy! 

Necromancer: Uh… Okay. Here’s his data. Go ahead and 
pick what you want to destroy. 

Tomari: Wow, he’s got some dangerous stuff… I’ll destroy 
his Gauntlet and Electric36! 

Necromancer: (sighs) Well, he’s useless now. You’ve com-
pletely sliced off his arms! 

Aisha: “Now we have some extra time!” 

Necromancer: Count 8, 7, 6… Ai and Daddy get to go. 

Aisha: I’ll use my Undead Gun on the wall again! Ah! It 
didn’t hit! 

Necromancer: Hah! Now all of them except Daddy A ad-
vance! B and C are in the Flower Garden, and K through 
O show up in the Abyss! 

Tomari: “How many are there?!” The next one is going to 
get us! 

Necromancer: Count 5. Tomari, you’re up. 

Tomari: I’ll attack Daddy B with my Iron Ball and Chain37! 
That’s a hit! 1 point! 

                                                        
33 This is an enemy undead type, an undead weapon. These 
enemies lack distinct locations, and instead are a mishmash of 
parts. They lack skills, and are vulnerable to cutting and explo-
sive attacks. 
34 This is a special part for enemy undead. The name is differ-
ent, but it’s basically the same as the Cyborg part, providing a 
powerful defensive maneuver. 
35 This is a skill belonging to Romanesque dolls, the one-hit kill 
class. As Tomari says, it’s a potent ability that lets the attacker 
choose which parts her attack destroys. 
36 These are machine type parts that provide powerful attack 
maneuvers. 
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Necromancer: You sure are persistent. I’ll use his Robot 
part to get rid of the damage, but he still loses an Action 
Point. 

 
But the next Count is 2. Everyone goes except for Dad-

dies A and B. 
 

Aisha: (thinking carefully) …Tomari-chan, should I attack 
the wall? 

Tomari: Uh, sure. Most of the Daddies can’t do anything 
more this round, so you might as well. 

Aisha: “Let’s both go!” I attack the wall using Death Play38 
and my Undead Gun! 

Tomari: “Right!” I’ll also attack the wall, with my Iron Ball 
and Chain. 

Aisha: A hit! My base damage is 2, and since it’s an area at-
tack and explosive, it does 12 damage! 

Tomari: A hit! My attack slams into it at the same time! 

Necromancer: (sighs) Alright, you’ve totally destroyed the 
wall! There’s a vast sky, and the wasteland stretching out 
as far as you can see! 

Aisha: “The… outside!” When I see the outside for the first 
time, I start to cry a little. 

Tomari: “Let’s get out of here!” I’m terrified of the Daddies, 
and we really don’t have time to take in the scenery. 

Necromancer: Heheheh. Daddy C glares at Ai and gets 
ready to attack! And D through F advance to the Flower 
Garden. And P through U appear in the Abyss. 

Aisha: O-Over here?! 

Daddy (Necromancer): “Tomari is running away because 
she has a friend like you!” He sounds angry as he attacks 
with his Gauntlet… That’s a hit. Take 4 points to wherev-
er you like. 

Aisha: WHAT?! I’m in negative Action Points so I can’t in-
terrupt! I got body pressed! I’ll lose all of my torso Parts! 

Tomari: “A-are you okay, Ai-chan?!” I’m freaking out! 

Aisha: “I… I’m all right…” My body’s really messed up 
though. 

Necromancer: Alright, round 2. Daddy B has 10, while the 
rest have 8. 

Aisha: I lost my Heart part, so I only have 10, and since I 
was at minus 2 I start with 8. 

Tomari: I was at a negative too, so I start with 8. 
                                                                                                 

37 A powerful weapon part. It doesn’t cause too much damage, 
but it can attack an area, and it takes away opponents’ Action 
Points. 
38 This is a Thanatos skill. It lets you attack at the same time as 
an ally, giving both characters a bonus to their die roll and 
damage. The more PCs there are the easier it is to use, but with 
fewer you have to specifically set it up. 

Necromancer: Okay, Count 10. Daddy B attacks Ai and… 
misses. 

Aisha: Whew! 

Necromancer: Now for Count 8, where it really goes down. 
Everyone else is going now. 

Aisha: Naturally, I’ll use my Legs to move to Hope! 

Tomari: Yeah, and I’ll use my Hopper39 to interrupt and 
stay with her. 

Necromancer: However, Daddies C through F are in the 
Flower Garden, and all four are attacking. They’re aiming 
at Tomari. Here it comes! 

 
The four Daddies aimed Gauntlet attacks at Tomari. 

However, one of them rolled a Critical Failure and attacked 
an ally, and two failed. One of them managed to succeed, 
but Tomari was able to defend and only lost her Fist part. 

 
Necromancer: There’s got to be a limit to how bad the dice 

rolls can get! 

Tomari: Hey, I would’ve been totally screwed if you’d rolled 
well! 

Aisha: I guess your dice just know how to go with the mood. 
I’ll interrupt with Girl40 and have a conversation. 

Daddy (Necromancer): “Where are you going, Tomari? 
How could you run from your daddy?” You hear it calling 
from behind you. 

Aisha: “That’s because Tomari isn’t yours!” 

Tomari: “Besides, you have plenty more so you should be 
fine without me! Bye-bye!” 

Necromancer: Okay, as a fighting spirit award I’ll give you  
bonus die. 

Aisha: One success! I remove one point of Madness! 

Tomari: Lucky. I really want to recover from my madness 
already. 

                                                        
39 A machine-type part that gives a doll’s legs an enhanced 
jumping ability. It provides a movement maneuver that you can 
use as an interrupt. 
40 This is an Alice skill, which provide a maneuver allowing the 
character to have a conversation as an interrupt during battle. 
It’s very valuable because normally you can’t do conversations 
during battle. However, it does have a high Action Point cost. 
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Flight 
Necromancer: So, the two of you escape through the hole 

you’ve made in the wall, and the battle is over. You didn’t 
get any parts. You did fight really well, enough to get the 
necromancer’s direct notice, so you receive 20 points of 
Favor. 

Tomari: Hmm… I can make some improvements then. I’ll 
spend 5 points to remove a point of Madness though. I 
want to stop going crazy before I get into that. 

Aisha: I’ll spend 15 points to get the Alice skill of Solace41. 

Necromancer: Huh. Good idea getting that before you do a 
conversation. So, the two of you have found your way 
outside, and you stand under a lead-colored sky. 

Tomari: “Yes! This is the outside!” I hop around because 
I’m so happy. 

Aisha: It’s not as pretty as I’d imagined, but I’m still tearing 
up from how happy I am. 

Necromancer: Behind you the giant building you came out 
of starts to rumble, and you hear sirens here and there. 

Daddy (Necromancer): “Tomari ran away!” “Tomari ran 
away from home!” “Catch Tomari!” Lots of undead are 
showing up, and different kinds of Tomaris. 

Tomari: “Oh man, they’re coming after us. Let’s get out of 
here.” So I run off into the wasteland! 

Aisha: “Yeah. I’ll stay with you no matter what, Tomari-
chan!” I’ll stay with her. 

Necromancer: Countless undead are following behind you. 

Tomari: “Maybe Daddy is that building itself…?” I glance 
back, thinking of it not as a parent, but something to des-
tory. 

Daddy (Necromancer): “Tomari!” “Tomari!” they howl. 

Aisha: “Don’t look! We have to hurry!” I’m terrified they’ll 
take Tomari-chan, so we just keep running. Can we make 
a Conversation Check now? 

Necromancer: Sure. One bonus die. 

Aisha: Yay! I got two successes! Aisha’s at zero Madness. 
Since I got Solace, Tomari can remove 2 points too. 

Tomari: And I failed both, but thanks to Ai-chan I only 
have one point left. 

Necromancer: Alright, Chapter 2 ends with the two of you 
running away. 

                                                        
41 This is an Alice skill that lets you remove Madness Points 
from both yourself and your partner during a conversation. In 
effect it doubles the effect of conversation. 

Chapter 3: The Flower of Hope 
You Know This Place 
Necromancer: We’re going to gloss over cutting up the un-

dead42. Somehow or other the two of you got away from 
them, and you find yourselves in the wasteland. 

Tomari: “This should be far enough that they won’t come 
after us anymore… I think.” 

Aisha: “So it’s just the two of us…” I’m kinda embarrassed. 

 
They make checks. Tomari spots a gathering of building 

in the distance. 
 

Tomari: “…Buildings? Want to go see?” 

Aisha: “Okay… As long as I’m with you.” 

Necromancer: So, you’ve arrived, you find many walls and 
piles of rubble. Maybe it was once a town. There are con-
crete walls with countless bullet holes, burn marks, and 
places where it looks like some massive blade cut into 
them. 

Tomari: “There was a battle here once. That building too.” 
Maybe there’s something important here. 

 
Ai makes a check here. She succeeds, and an important 

memory comes back to her. 
 

Aisha: “…Do I know this place?” 

Necromancer: Screams, countless gunshots, buildings suc-
cumbing to fire, trampled dead bodies… and in the mid-
dle of running away, Aisha herself was shot in the back. 
Those are the images that flood your mind. Madness 
Check please. 

Aisha: Aw… Okay, I succeeded. 

Necromancer: Even though it’s yourself you saw, you’re able 
to take it with an odd calm. You don’t take any Madness 
Points. 

Aisha: “That was scary…” Even though I died, my eyes over-
flow with tears. 

Tomari: “Which reminds me, Daddy, or the thing that 
called itself ‘Daddy,’ said he brought Ai-chan in from out-
side. Maybe you have some connection with this place?” 
(looking at the Session Notes43) 

                                                        
42 Although they didn’t play it out, in the story Tomari and 
Aisha fought a suitable group of undead soldiers in order to get 
parts. Normally we’d move onto the next session with the dolls’ 
destroyed parts unchanged, but thanks to this they’re fully res-
tored. Aisha’s stomach is back to normal too. 
43 This refers to notes that you keep of important-sounding 
lines and proper nouns that come up during the game. They’re 
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Aisha: “Maybe…” Oh, can we please do a Conversation 
Check for the conversation we had just now? (laughs) 

Necromancer: Sure thing. (laughs) 

 
The two of them quickly remove the rest of their Mad-

ness Points. 
 

Aisha: “Tomari-chan… I… if I say I want to find out more 
about this town, will you be mad at me?” 

Tomari: “Ai-chan, did you remember something? Because I 
want to know more about your past and mine. Let’s see 
what we can find out together.” 

Aisha: “Okay!” If we had any Madness Points left we could 
do a Conversation Check here… 

Necromancer: Oh, you want some? 

Tomari & Aisha: No. (immediate reply) 

Necromancer: Tch. In that case, go ahead and make a check 
for searching the town. 

 
Both of them fail the check. Another day passes. 
 

Tomari: “Oh, it’s night now… It’s getting dark. I was inside 
so long I almost forgot what it was like.” 

Aisha: “I’m sorry. I shouldn’t have made us do this…” 

Tomari: “It’s fine. We don’t have anything to do besides 
run away.” 

Necromancer: Heh. Sentimental. Anyway, as dawn breaks, 
make another check. 

Tomari: All right! I succeeded this time. 

 
Aisha managed to succeed too. 
 

Necromancer: You find a human body partly buried in rub-
ble. It’s been perfectly mummified by the arid wasteland. 
You don’t find any other corpses, just the one. 

Aisha: I impatiently search the body. It’s probably someone I 
know. 

Tomari: Maybe Daddy ran off with the other bodies? 

Necromancer: That’s… a very good guess44. (sweat) This per-
son was shot.  And in the pocket you find a business card 
case. 

Aisha: My heart’s pounding as I open it. 

Necromancer: It’s been pierced by a bullet. When you open 
it, you find a single photograph. It shows a man and a girl. 

Aisha: And is the girl…? 

                                                                                                 
the natural enemy of ad-libbing GMs, so think carefully about 
how you use them! 
44 Players will inevitably figure things out on their own some-
times, but it still can be kind of irritating to say it out loud. 

Necromancer: It’s a young, brown-skinned girl with an in-
nocent smile… and it’s definitely Aisha. The bullet went 
through the face of the man in the photo, so you can’t tell 
who he is. 

Aisha: “Huh? My heart is beating so fast…” I don’t need to 
breathe, but I start making a sound like I’m hyperventilat-
ing anyway. 

Tomari: “Wait… Is that you, Ai-chan?” I gaze at the photo. 

Aisha: I nod. 

Tomari: “So this is where you lived before you died.” I 
sound a little jealous. And that’s your dad too. 

The Entrance to Hope 
Necromancer: As you look at the photo, you find yourself 

getting lost in memories. Tomari, make a check. 

Tomari: Huh? Just me? Um… That’s a failure. 

Necromancer: I see. (glances at his scenario) Okay, Aisha is 
very calm. Now both of you make checks. 

Tomari: I have a bad feeling about this… Ugh, another fail-
ure. 

Aisha: I got a 6, so I just barely succeeded. 

Necromancer: Alright, Aisha notices some kind of metal lid 
underneath the rubble and the body. 

Aisha: A lid? 

Necromancer: Strictly speaking, you’d have to say it’s an 
entrance, leading somewhere underground. The metal 
plate has an inorganic dial in it with a key stuck in. 

Aisha: “Is this… a shelter?” Do I know how to open it? 

Necromancer: Yup. Ai seems to know how. 

Tomari: “Ai-chan, what’s that?” I have no idea what this 
metal plate in the ground is. 

Aisha: “There could be living humans under here!” I’m in-
credibly excited! 

Necromancer: You thought you were alone here, but you 
hear a familiar sound. 

Aisha: Huh? 

Tomari: “They followed us?!” I panic and check the area. 

Necromancer: A bullet shoots through Tomari, and destroys 
two parts of your choice. 

Tomari: What? 

Necromancer: Oh, and since this isn’t in combat you can’t 
use any maneuvers. 

Tomari: WHAT?! Uh… I’ll lose my two Entrails parts then! 

??? (Necromancer): “Why are you running from Father? Did 
that girl trick you? We have to stay with Daddy, after all.” 
A gloopy doll, another Tomari, glares at you from atop a 
pile of rubble. 

Tomari: “A-Another me?!” I glare right back at her. 
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Necromancer: There are also several undead soldiers with 
Sniper Rifles taking aim at you from the shadows of the 
rubble. 

Aisha: “Why can’t you leave Tomari-chan alone?! 

Tomari: “If you’re outside why don’t you just run away too! 
You’re me, aren’t you?!” 

???? (Necromancer): “I can’t do that. I’m not defective like 
you. I’m the highest-quality Tomari, and Father loves me 
best.” We’ll call her Perfect Tomari for now. 

Tomari: “We’re just toys to him! Ai-chan is more important 
to me now!” 

Perfect Tomari (Necromancer): “I feel sorry for you Tomari, 
being tricked by that alley cat.” She starts sobbing. 

Tomari: “I told you to just stop it!” Why don’t we go in? 

Necromancer: Yeah. (smiles) 

 
The two of them take Madness Points again. 
 

Perfect Tomari (Necromancer): “Daddy has hugged us so 
many times with his big, warm hands. So many times.” As 
you get a better look at her, you can see that her body is a 
patchwork, her limbs sewn together from countless 
corpses. 

Aisha: “Did he really fix you?” 

Perfect Tomari (Necromancer): “Fix? Nothing about me 
needs fixing.” 

Tomari: “You’re just a collection of surviving parts. He 
made you from the strongest bits of all the Tomaris, 
didn’t he?” 

Perfect Tomari (Necromancer): “Let’s go home, okay?” She 
spreads her arms to embrace Tomari. 

Tomari: “I’m not going back. I’m never going back. Outside 
there are no walls, no ceilings, and no bastards like him!” 

Perfect Tomari (Necromancer): “I guess we really do need 
to break you so Daddy can put you back together the 
right way.” She tilts her head to one side. 

Tomari: “Yeah, come and try it! When I have Ai-chan with 
me I’m the strongest Tomari!” 

Necromancer: All right! Tomari, make a Conversation 
Check45! 

 
Tomari was able to immediately get rid of her Madness 

Points. 
 

Aisha: “Sorry, Tomari-chan! I just have to see what’s down 
here!” I want to see what’s in the shelter. 

                                                        
45 Normally Conversation Checks are only for conversations 
with friends, but the Necromancer can allow players to make a 
check whenever he feels they’ve done some exceptional role-
playing. Needless to say, he shouldn’t do this all the time. 

Tomari: “I know! Open it now! She won’t beat me!” 

Necromancer: So, you’ll have to make two checks to clear 
away enough rubble, and one check to open the lock, so 
three checks total. Until then, one of you will automati-
cally be hit for 2 points of damage each time you make a 
check. And it’s not a battle, so no maneuvers. You’re to-
tally surrounded, so you can’t run away. The only way to 
get them to stop attacking is to destroy all of them. You’d 
better be ready, because they could wipe you out. 

 
Aisha and Tomari don’t hesitate. 
 

Aisha: “There could be another exit down there!” I say, 
sounding a little doubtful, and I try to clear the rubble. 
Success! I cleared some rubble! 

Tomari: “Okay!” Tomari clears rubble too! Success! 

Perfect Tomari (Necromancer): “So we just need to take 
your alley cat back too. Tomari, come back with us.” Two 
points to Ai! Apply it to whatever location you want. 

Aisha: Okay, I’ll put it in my Entrails, since that’s the least 
harmful! I ignore the bullets, and open the lock! Success! 

Necromancer: What? Damn it. There’s only a 1 in 8 chance 
of getting three consecutive successes! But you do take 
damage! 

Perfect Tomari (Necromancer): “Alley cat, you go back to 
where you were born.” Another 2 points to Ai! 

Aisha: I lose my Shoulder and Fist. “It’s open! Tomari-chan, 
let’s go in!” I’m totally ignoring how we’re surrounded by 
gunfire. (laughs) 

Tomari: “Ai-chan, let’s go!” I’m ignoring it to. Into the un-
derground! 

Perfect Tomari (Necromancer): “D-D-D-D-D-D-D-D-D-
Daddy will be sad! You’re a horrible horrible horrible 
horrible girl!” She screams and cries at you as more gun-
shots hit the ground. The two of you safely go under-
ground. 

Tomari: Once we’re inside I close the lid to shut them out. 

The Hope They Found 
Necromancer: Inside you find a metal ladder leading down, 

to the main entrance to the shelter. It’s dimly-lit. 

Aisha: Uh, do I know what’s in there? 

Necromancer: At first you can’t figure it out, but as you 
look at it you start to remember. Anyway, there’s a door 
with a keypad. 

Aisha: And do I know how to get inside? 

Necromancer: Yup. 

Aisha: Then, totally naturally, I open it. 

Necromancer: There’s another door behind it, but you’re 
able to open that too. 
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Tomari: What’s going on above us? 

Necromancer: You can hear all kinds of explosions and 
gunfire. The ceiling is getting messed up and there’s con-
crete dust coming down. 

Aisha: “Maybe we should ambush them here…” They 
wouldn’t be able to just kill us right away, would they? 

Necromancer: Nope. You have a decent amount of time to 
look around. 

Tomari: “Anyway, they won’t be able to get in just yet, so 
let’s look inside.” 

Necromancer: When you go inside the shelter, bright lights 
turn on automatically. It looks like they have power in 
here.” 

Aisha: “Is anyone here?” I’m anxious and hopeful as I call 
out. 

Tomari: I’m looking around, fascinated. 

Necromancer: No one’s here, and it doesn’t look like a 
place where anyone’s lived. There a bunch of documents, 
books, photographs, newspapers, magazines, and so on 
gathered here. 

Aisha: “I see… They wanted to save this…” I was hoping 
there might be people here, so I stare at the floor. 

Tomari: Is this a dead end? Is it like a storeroom? 

Necromancer: Nope. 

Aisha: There’s more inside? 

Necromancer: Inside there are conspicuous, massive double-
doors. You can hear a slow electrical sound from inside. 
To one side of the door is… maybe a temperature rea-
dout? It looks like a thermometer that reads –15° C. 

Aisha: “C-Could it be?!” I run towards it. 

Tomari: “Wait, cryogenic freezing?” 

Aisha: I fling the door open. 

Machine Voice (Necromancer): “Outside environment re-
confirmed. Enter name and password.” A small speaker 
near the door plays a woman’s voice. 

Tomari: “Aah! It talked!” 

Aisha: Um… So I can’t open it? 

Necromancer: You remember this door, but you can’t open 
it. Well, you know how to use the keyboard on it anyway. 

Aisha: “Um, okay… A-I-S-H-A.” 

Machine Voice (Necromancer): “Primary User Aisha, Age 
22, Confirmed. Enter password.” 

Tomari: “What? Ai-chan, you were 22?!” I’m pretty surprised 
in real life too. 

Aisha: “Uh… I think it’s because I died 11 years ago.” Is that 
right? 

Necromancer: Good guess. You’re right. 

Aisha: But, I don’t know the password, do I? 

Necromancer: Right again. 

 
The two of them had found a note46 in the business 

card holder from before. They thought long and hard, and 
decided to try putting it in. While that was going on their 
enemies would have destroyed the entrance and rushed in, 
but the dolls intuitively realized the password. 

 
Tomari: It definite says “mo” on the note, but I can’t make 

out anything else. I’ll type in that part. 

Aisha: Yeah, but that doesn’t mean anything in English, 
right-nya… Oh! 

Tomari: You figured it out? 

Aisha: Maybe it’s to do with who’s in cryogenic hibernation! 

Necromancer: (Crap, did they figure it out…?) 

Aisha: I’ll put in the password! “Mother,” because it’s my 
mom! And if that’s not it, it could be for Mother Com-
puter. I don’t think so from the size of the note, but… 

Necromancer: (Gah!) I mean, well done. You got it right, 
which is impressive considering I didn’t give you any 
hints. 

Machine Voice (Necromancer): “Password confirmed. 
Opening door per Aisha’s command.” The door smoothly 
slides open, and refrigerated air pours out. 

Tomari: “Woah!” So what’s inside?! 

Aisha: “It’s… mom…” Right? 

Necromancer: Yeah. The room inside is full of short hall-
ways lined with shelves full of test tubes. 

Tomari: “Woah… What is all this?” 

Aisha: “This…” I go inside. 

Necromancer: Ai understands, or rather she remembers. 

 
When they learned that humanity was doomed, each of 

the survivors left behind some of their genetic material. To 
be more precise, these are sperm and eggs. In a corner there 
are the seeds of cats, dogs, and domestic animals too. 

 
Aisha: “This is where it can all begin again. Where living 

humans can be born again.” 

Tomari: “…Huh? Living humans? Be born? But that’s… un-
believable!” 

Necromancer: Okay, you can hear the sounds of the en-
trance being destroyed! As a special reward you can re-

                                                        
46 It was a small fragment of a note, and had been pierced by a 
bullet. The invading enemies were making checks in real time, 
and the Necromancer was adding those up until they reached a 
certain value. 
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move all of your Madness Points47 without making a 
Conversation Check or anything. 

Aisha: “We have to go back, and fast! We can’t let them get 
near this place! And we can’t let the fight come here!” We 
dash out and close the door! 

Necromancer: Just so you know, this place doesn’t have any 
kind of offensive security system. Also, there are no other 
doors. 

Aisha: “We have to stop them, for the future of all man-
kind…” 

Tomari: “Okay! Let’s do this!” I don’t really know what’s 
going on, but I go into combat mode! 

Protect the Last Hope! 
Necromancer: Alright, you’ve closed the genetic material 

storage room door. However, that door isn’t meant to 
withstand much gunfire. It’s reinforced, but it’s pretty 
flimsy compared to that wall before. 

Aisha: Naturally. “Tomari-chan, can I ask you something 
selfish?” 

Tomari: “We’re dead, and yet we’re going to protect the 
possibility of new living humans being born. Isn’t that 
amazing?” 

Aisha: “Will you help me protect… huh?” 

Tomari: “Let’s do it. We’re already dead anyway. It just 
means we have more things to protect.” I pat Ai-chan’s 
head. 

Necromancer: Now, are you guys ready? The storage room is 
in Hope. It’ll be destroyed if it take 8 points od damage. 

Aisha: I’ll be in Purgatory. 

Tomari: Me too. 

Necromancer: You guys have got some guts. The soldiers are 
coming through, and entering the Abyss a bit at a time. 

Aisha: “Do your worst! We won’t let you win!” 

Tomari: “Like some lifeless puppets could beat us!” 

Necromancer: You’ve got spirit. Good. Let’s begin. 

Production Model Tomari (Necromancer): “Daddy, Dad-
dy.” “Don’t make him cry.” “Don’t make him cry.” “He 
loves” “He loves” “you” “you” “Tomari.” “Tomari.” 

Tomari: Ugh! Those are creepy! 

 
This is the final battle of this replay, and it’s pretty excit-

ing, we hope. The two dolls are in their most desperate crisis. 
However, having something to protect has made them 
stronger than ever! 

 
Necromancer: Agh! Not Puragory! 

                                                        
47 There’s no rule for this, but then at this point Ai had only 
one Madness Point. There wasn’t much point in wasting time 
on making checks.  

Tomari: With both of us here we can stand ready to attack 
all of them! 

Aisha: We won’t let those minions get any further! 

 
Aisha becomes artillery in Purgatory with her Undead 

Gun. Once Tomari moves into Hell, she can use her Mael-
strom48 skill to attack all the undead in that area, preventing 
them from advancing. 

 
Perfect Tomari (Necromancer): “We already, sent soldiers 

in, 10 times, but… Urgh!” …And, Perfect Tomari rolled a 
Critical Failure, so she self-destructs. 

 
There’s another problem too. If the enemy undead get 

several Critical Failures in a row, they’ll start wiping out 
their comrades. Not only that, but Perfect Tomari is a long-
range type, which means she was the enemies’ main means 
to destroy the storage unit door. She can’t move out of the 
Abyss area, so the enemies don’t have any means to destroy 
the dolls. 

 
Aisha: “We won’t let you lay a finger on what’s in there!” 

Tomari: “You’re not getting one step closer!” 

Necromancer: Damn it. You’re just standing there being all 
cool! It pisses me off! But I rolled another Critical Failure! 

 
Just to be clear, for this game session the Necromancer 

was rolling the dice out in the open49 the entire time. If he’d 
rolled three 1s in a row50 behind a GM screen51, it would’ve 
looked like he was fudging the die rolls. 

Not only did Perfect Tomari wind up being completely 
negated, but the dolls are set up to completely shut down 
the remaining undead soldiers with area attacks. 

 
Tomari: Are any more enemies coming out at this Count? 

Necromancer: ………… 

Aisha: Just please don’t have any enemies we thought we’d 
killed get up and sneak over to destroy the door. 

Necromancer: Forget it. I give up. You destroy all of them. 

 

                                                        
48 This is a fearsome Thanatos skill that lets the character turn a 
close-combat attack into an area-effect attack. 
49 Called “open dice” in the Japanese TRPG scene, having the 
GM roll the dice out in the open means it’s that much easier to 
have a thrilling game where PCs can die at any time. 
50 This is a 1 in 1,000 chance. Some days you wonder if the dice 
are possessed or something. 
51 This is a cardboard screen a Game Master can set up with 
reference information about the game’s rules on it. Having a 
screen lets the GM hide his scenario notes and die rolls. Some 
GMs use their concealed die rolls to apply a measure of discre-
tion to the game, or just to cause more pain. 
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There were about 60 enemies. Most of them were part 
of a Legion of minions, so the dolls quickly wiped out 
around 30 of them. The Necromancer really didn’t have 
anything more he could do. 

 
Aisha: “Did we… win?” I sink to the ground. 

Tomari: “I guess so. I sure cut through a lot of them. I give 
this fight 100 points. A perfect score.” I also sit down. 

The Flower of Life, In a Corpse’s Womb 
Necromancer: I’ll give you each 29 points of Favor. Also, 

you beat so many enemies that you have no problem rep-
lenishing your parts. 

Aisha: Yay! But, it looks like most of them will have just 
arms and heads… 

Tomari: I’m barely standing, but they’re all totally destroyed. 

Necromancer: Also, you find one special Variation part. It’s 
specific to this session, but if you want it you can you can 
raise your Variation. 

Tomari: Hm? So Perfect Tomari had some special organ? 

Necromancer: It’s a Womb52. You know what that means, 
right? 

Tomari: Woah! 

Aisha: Oh my god! ♪ 

Necromancer: Anyway, if there’s anything you want to 
spend Favor on, please go ahead. 

Tomari: Hmm… I think I’ll raise my Armament. I’ll get a 
part upgrade too. I’ll get Molecular Fiber53. 

Aisha: And Aisha will of course raise her Variation and take 
the Womb-nya. 

Tomari: …… (thinking about it) 

 
This was the longest period of contemplation in the 

whole game session. For a game about zombie girls, it’s kind 
of nice to see the players taking things so seriously. 

 
Aisha: “Um, listen, I need to tell you something and I don’t 

want you to get angry.” 

Tomari: “Come on, Ai-chan. Nothing you could say would 
make me mad.” 

Aisha: “I want to give birth to a human.” 

Tomari: “Wait, give birth? Ai-chan?” Isn’t her body too 
young…? 

Aisha: “I can do it… I think.” 

                                                        
52 This is a special part for this scenario. Needless to say it goes 
in the torso. If a doll keeps a fertilized egg in it for 10 sessions, 
she’ll give birth to something… possibly.  
53 This is an armament enhancement part that provides a con-
venient combat maneuver for cutting and successive attacks. 
And it looks really cool. 

Tomari: “B… B-B-B-But how?” My heart is pounding. 

Aisha: “Well…” 

 
Aisha picks up two test tubes. One contains an egg, the 

other sperm. She puts the fertilized egg into the Womb. 
 

Aisha: “That should do it.” I stare at Tomari-chan. 

Tomari: “……Yeah.” Heart’s still pounding. 

Necromancer: Do you know what your answer is going to 
be? 

Tomari: …Yeah. I’m going to spend my Favor to upgrade my 
Variation. I’ll have a Womb. 

Necromancer: Okay. 

 
Both dolls were carrying children. If they can raise these 

children, they’ll have Fetters to them, new reasons to go on. 
 

Tomari: “We protected this place, but they must know 
where it is now. We can’t stay here.” 

Aisha: “I hope we can have lots of human children.” Anyway, 
I’ll start taking the corpses outside and use them to ca-
mouflage the entrance. If we’re not disturbed, I can have 
another child after. 

Necromancer: Go it. And with that, we’ll end today’s ses-
sion. Thank you. 

Tomari: Thank you. 

Aisha: Thank you! 

 
Will the children born in the wombs of dolls made 

from girls’ corpses be human children? Or corpse children? 
No one can say, but we pray for the happiness of the child-
ren born in this ended world


