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The candles waver in the room’s dim light. You have been called upon to lead a seance so that you might speak
with those beyond the veil of death. And, well, this is awkward. It would appear
that due to some arcane scheduling error, your paying
customers are no-shows.

Even worse, your rental seance <>
chamber has apparently been overbooked with three other Mediums.
Well, you can’t get your deposit back, so you’d better make the most out of it. You’ve got some
spirits you’ve been meaning to speak with anyways, and it’s always less weird if there are other people around.

You are the adept Medium Aren Vostra

conduit of the spectral plain, wanderer of the ethereal, 50% off palm readings on Tuesdays
(view reverse for your words of power and spirits)

arTow

P

gatekeeper of the ashen way, master of the tarot, is it cold in here or is it just you?
(view reverse for your words of power and spirits)

You are the humble Seer Mason S

Print me double-sided
on A4! Flip me on
the short edge!



Place this paper, spirit board
side up, in the center of a small
table. Sit around it such that
everyone is sitting along one
side. Each player should peek
under their side to see the

character that they're playing.

Players can and should refer to
their characters and spirit
information as often as they
need to. If playing around a
larger table where this is not
easy to do, feel free to tear off
characters and hand them out
to make referencing easier.
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- You are the medium Vox Excelsior You are trying to contact... an old family pet. .
Setup & Gameplay Requires: ~You are not actually a M‘edjum. You're a total fz':lke. But thegl, everyone is, ri ht? Ghosts Makeﬁlp 'their name andd W}}iat kind of anin}qlal thcffy are. I\lilake " Game Setup:
A o™ sl by ol play song Yo on' e oy Foyer o e el s heyebeings o ghostpet v themdoarick il sty dong
; Egﬁf;i‘gigiﬁ’éffiﬁg}ou -somethin%\lllﬁ Wﬁ,enever you want. ]’ust dgn’t go into TOO many "trances" or they'll You are tf}’mg to contact... Ugb, one of your need}' ﬁ’” enls. ° |5 Tear off the four corners.
- This sheet of paper, printed, *catch on. enever you do enter a trance you can ignore the no-talking rule entirely You hated calling them when they were 11_V1ng- This is t € worst. ,  Throw these away.
ideally on parchment paper  *but whenever you bring back a ghost you must always mis-translate everything they say. Ask them some "where's the remote"-style irrelevant questions. 3. Read the rules to everyone.
§ 228 § Oég o . Ghosts usually speak in whispers but when a private chat with join you through nonverbal means only. If you are unable to do this : S = §§ §h§
3 g—“g’ s & & 2P+ the dead turns into a conference call, things tend to get a bit loud. within five minutes or so, return to the table empty-handed. If this . I a‘gag Qs
: ! 3 .g . 54 = 28 * Welcome to Too Many Mediums, a comedic freeform seance game happens to two Mediums in a row, the dead are not being very kind. « _E e 2550 @ =]
S o : §*§ N ’g £ § . meant to be played at noisy gaming conventions. This causes the game to end. The game only ends successfully if every I 9§ 0%: o8 E-’f ; g @
R - =, . . . .. K .- =
gg gﬁg % g‘é 3 S S How To Play: Review the setup instructions listed in the four Medium get to speak with both of their two spirits. R %‘2 & §. %
Ng'g g 8% "g:ﬂ ELE § : corners of this sheet. When you're ready to begin the game, each Note: Regardless of whether or not you eqtered a Trance after hgaring your B ’% 5 ;..,g % 2 s
SS 229 B4 5 o<. player takes on the role of one of the four Mediums attending the ownMedium’s Power Word (and are searching for an unknown spirit), orif you * & @ g_‘ 7o 9‘% =
'E”g g o g S i) Eiﬁ + seance and sits accordingly around the table (sitting in front of the voluntarily entered a Trance after another Medium heard a spirit’s Power : E:Y’ = 1% §§ ® E"
§.’I‘. s 'g ;833 2P g2 87 role they desire). Once characters are chosen, players should peek Word (and.ﬁ‘.re searching Spg Ciicauyhfor that Speciﬁc Spilt:it) you ma}é yto . & Sg (%é _4 s'
g 5= w3 4= §5 . under their character’s name onto the opposite side of the sheet (this coax any willing participant back as the spirit, regardiess of age or gender. =y Bag
WT g 'EO-EE:‘J:‘FU_ . . . pp . . . . . .. "ga" =
-g S58.59 BS2E g side). Here, each Medium will find Power Words provided for both Channeling Spirits: Once you have convinced a spirit to return to +¢3 3 ?_-,j =N
& % %ﬁ 2 o % g.E-< . their Medium and for the two spirits they are trying to contact. Once the table with you it is your job to act as a translator between the spirit | © 4 & ) > S
§ 0; o PE> R 0; Q%) § everyone’s had a chance to read over this information, go around the (who none of the other Mediums can hear) and the Medium who is « 5 ? o e %
354 248 859 5 = . table and introduce your characters. Creating a backstory between trying to speak with them. If you brought back an unknown spirit (asa * 3 = g <2
P EZ5<E B EX<§. the characters is encouraged. When you're ready to start the seance, result of hearing your own Medium’s Power Word), the first . =~ 82
282058 . each Medium should take turns calling out whatever opening phrase thing you should do is determine which spirit it is. Each of the : s
<3S §'§ k) g - they typically utilize to contact the beyond. The more unnecessarily Mediums should ask in turn (through you) if the spirit is one of the s orm THZ 2
S:* 8599 £y * extravagant the better. Once this is done, the seance begins. spirits they are looking to speak with, providing the names of any . ;_E{m s § E» g 58 §
ECg88,8¢ . as-of-yet uncontacted spirits (the same spirit cannot be contacted twice). * .8 & 2 n %252 R 2 8
g .E'f 808 %, The Seance: While the Mediums may be sitting in a dark and Once the spirit’s identity is determined, the questioning can begin. :g gens g52E" S
3 E,ig?s = S5 gzh : quiet room, you are sitting in the middle of a noisy convention hall. L ) ) ] -2 8 & §§ o gq% %gg
252 _ggﬁ CET R E. The cacophonous roar of voices around you are the same voices the The Questioning: Each Medium will have suggestions for == Ri®R 5T SRRy
SE3332 E@gb L 8- Mediums hear when the seance begins. You must listen to the voices questions they are looking to ask their spirits. When speaking to your ; = 25ty ;5 g3 Tz
S v 553* E ; g IS & g" around you, repeating words or phrases that you hear which seem Spirit you may build QH of thes? prompts .and ask an.y.other questions . 2 g § =8 = 3 (BD cgg
%%E-E §:~ CEIPINNY thematic or important, but what you're really listening for are the You d like. _The Medium who is channeling the spirit should repeat :g":,: E.-E. SREy B E
y@-‘é\ 79—% 228 8, 527 Power Words tied to your Medium and your spirits. these_questlons to them, and then rel.ay ’back any answers the spirit %03 5 s E‘%% E=8]
g £ &5 §_g RS EQ . If You H p Word hi Lated to it) for: gives in response. They may alter the spirit s responses as need.ed, giving - 2.8 & 2 f‘?‘_é ﬁ“
Q%o ClE meE- " (1)\141‘1' ear ”?h ower Oru,(‘”’ anyt th relate ;" it) 0}:‘- hearg mCOTTECEOT false translations whenever they deem it appropriate. Once ;7’53 @ § & gc g 8 S
E'B poSERgg Fepe  TourVedium: The spirits are caiing to you. Announce whatyou have hearct your questions are satisfied, thank the spirit and send them on their way. « T2 §‘§ °Bg< 58
ESE0 g\u,c-é 5= - and explain the significance of the word or concept to you. Then, you will To be clear. at no point should vou explain to them what is going on L2253 3 Z e S -§
E uﬁf & 85 5= B “" enteraTranceFo.ﬁndasultgblesplrlt.. o ’ p Yy p gomng on. -8 & o = m?r‘Tgm ;-3§.
SES9EERE 4.8 Oneof your Spirits: The spirit you wish to speak with is near. Announce Interloping Spirits: If at any point a random spirit comes over to * 55 2, R 528 48<§S
T~ *SES E:“ E& . what you have heard and explain the significance of the word or concept (ol independently of a Medium’s invitation and addresses any orall + 5 & & 3 T =250
L 232853 g P to the spirit. Ask for a volunteer to enter a Trance and find them for you. : p y u v S any o2z § oEed I~
88 EHBEY22 5B, Mediums present, they are an Interloping Spirit. The Medium they "% 5 5 = S<93g® 3
Q EEHS 8%5 E S.2. When You Enter a Trance: You astrally project yourself into address, or that’s closest to them, is suddenly and dramatically thrown % %3 S & ;E::g s 5
=SH ﬁ%ﬁ s EE gé = ..g" * the ether to find a suitable spirit to speak with. To do so, leave the into a trance and must immediately begin mimicing, word for word, = gﬂﬁ % 8= &8
bt 3_0_: «.§ 9 muék. &, table and wander amongst the dead (the convention attendees). everything the Interloping Spirit says. This continues until either the g § A=A
N L<2s &g Q§ « You must convince someone to follow you and return to the mterloping Spirit leaves, or until any of the Mediums calls out 753 8§ B8¢a
s g £ 5853 R » table. However, as your €ssence 18 seperated from your bodyhand “Spirit, Begone!” at which point the mimicry immediately ends and all g - g;
N;Q OS5 ESLE - thus has lost access to your voice, you must persuade a spirit to Mediums may ignore this spirit for the remainder of the seance. =g ®



