


Lucid
1. Start with a place. Someone names it. Everyone decides a fact 

about that place. Everyone starts there.

2. Each player decides a fact about themselves.

3. One player starts by continuing the story from there. Play-
ers may converse, and dialog can happen, but the teller says what 
events happen, until it’s clear what the crux or question is. 

At any time, someone may name a person, place, or thing in the 
story. When someone names something, the players to the namer’s 
left and right name facts about that something.

4. The player on the teller’s left answers the question.

5. The player on the teller’s right explains the answer.

6. The player on the teller’s left can add a fact to any player, 
place, person, or thing discovered from the story, based on the ex-
planation.

7. The player to the teller’s left becomes the new teller.

Ask hard questions. Give surprising answers. Play to find out. Text © 2011 Transneptune Games
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