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Sonnenwind 
A Collaborative, Improvisational Space Opera for 2-10 Players 
by Tyler Robertson 

"The sun sets behind the pallid mountains that surround the Kingdom of 
Simple Joys. As the last of the golden light glints off the wings of your vessel, now 
scarred from battle, the sky turns an ominous shade of blue. The bushes around 
you rustle. Before you can investigate, they emerge: the beasts that King Oblio 
had warned you of. The horrid creatures of neither magic nor science, the Lurkers 
of the Void...  

... the Space Werewolves. 

What do you do?" 

Welcome to the Early Play-Testing Edition of Sonnenwind: A collaborative role-
playing game that puts you and your friends in the roles of Cosmic Adventurers, 
traveling the length and breadth of the universe in search of new challenges, new 
stories, and good fun. Inspired by the surrealism of 1970's and 80's science fiction, 
Sonnenwind aims to provide an unhindered role-playing experience that starts at a 
dead sprint, and keeps on going. 

Required Materials: 
- This Guide 
- Paper and a pencil for each player 
- A six-sided die 

Preparation 
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One player takes the role of the SpaceMaster, who is in charge of setting the 
scene, moving the plot along, and acting as the characters that the other players 
will meet in their adventure.  

The rest of the players will spend a few minutes each creating a Cosmic 
Adventurer. 

These adventurers can be of any race, species, gender, sexual preference, have any 
number of eyes or ears or limbs, and take any role on the crew they please. Each 
adventurer gets three Wishes (outlined in the section on Cosmic Ordering).  

Once the adventurers have been created, they must also agree upon the name of a 
Ship. After all, no crew can sail the inky black of space without a vessel! The name, 
though it can be anything the players settle on, must be strong enough to withstand 
the perils of space, and bold enough to chart a course through the cosmos. 
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Cosmic Ordering 

In Sonnenwind, players achieve what they desire by utilizing Cosmic Ordering, a 
system by which they write their wishes down on a piece of paper, face their backs 
to space, and wait for the cosmos to grant them.  

Each character gets three Wishes, which the player writes down on their paper. 
These can be something as simple and vague as "to keep my ship safe," or "to be 
the very best space captain there is," to something as specific as "a gramaht is and 
always will be worth three mekle."  

To complete any action involving chance, such as convincing a governor to accept a 
trade agreement, or aiming a laser pistol at an invisible monster, involve rolling a 
single six-sided die. Add one point to the roll for each Wish in favor of the player's 
action. Be sure to count any Wish that the player has, as well as Wishes from any 
involved or opposing characters. Subtract one point for every Wish that directly 
opposes the action, both from the player's Wishes and from any character involved 
or opposed to the action.  

A combined total of five or more is a success in favor of the character.  

Two, three, and four are failure without consequence.  

One or less results in a negative effect for the character.  

Once you have rolled for an action, a player may jump in to assist (or hinder!) before 
the SpaceMaster moves the story along, but the roll cannot be attempted again. No 
matter the result, the story continues, and the player will be given different 
opportunities later on.  
 

Three examples: 
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What happens if my Wish comes true? 
Cosmic Ordering is, of course, meant to grant your 
wishes. If-- I mean, when-- one of your wishes comes 
true, draw a star next to it on your paper.  

That wish can never be lost! 
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1. Success 
Captain Rogers aims his laser pistol at the Ravenous Gabjaw of Wajbag IV. Captain 
Rogers has the following Wishes: "I am the best marksman in the galaxy," "I am a 
friend to children everywhere," and "evil cannot hide from me". Two of which can 
be applied to the roll. The Gabjaw has the wishes "All will tremor in fear before 
me", "I can eat any prey in one bite", and "I can outrun any prey". The last of 
which, the SpaceMaster decides, counts as one point against the roll. Rogers rolls 
the die, which lands on 4. He adds two for his contributing wishes and subtracts one 
for the Gabjaw's opposing wish, resulting in a total of five. The SpaceMaster 
describes the laser bolt hitting the Gabjaw square in the back, vaporizing it instantly, 
allowing Captain Rogers to save the beautiful prince or princess.  

2. Failure 
Kalia the Cat Thief is attempting to bargain with a shopkeeper, hoping to get a 
cheaper price on some local spices. Kalia doesn't have any wishes that contribute or 
detract from her ability to bargain, but the shopkeeper has three: "I am the best 
haggler this side of the Velnarian Crest," "my prices are my prices, they do not 
change," and "I am unwavering in my opinion, even if I'm in the wrong." Kalia 
hopes for the best and rolls the die, which comes up three. She subtracts one for 
each of the shopkeeper's wishes, and ends up at a total of zero, which negatively 
effects the player. Not only does the price of the spice not go down, it goes up! 

3. Assistance 
Gerren Thunderbark and Victor Von Doompain are chasing after the King of Space 
Vampires, Count Castleblood. The count effortlessly flies over a wide chasm, but the 
players must jump. Von Doompain, whose values all emphasize his vast intelligence 
and wisdom, will take no points for or against his roll. He rolls first, and rolls a one. 
This failure sends him hurtling into the chasm!  
Before the SpaceMaster can continue the story (presumably by describing the 
gruesome death of Von Doompain against the sharp rock below), Thunderbark 
declares that he will use his values to assist. His wish- "I can survive even the most 
dangerous natural phenomenon" adds one point to the roll, making it a two. Von 
Doompain is grabbed at the last second, saved from certain death. While 
Thunderbark can attempt to jump the chasm, Von Doompain cannot attempt this 
roll a second time, forcing the duo to find another route around.  

Self-Confidence 

As with Cosmic Ordering in real life, Wishes in the game rely on Self-Confidence. 
Every player begins the game at a Self-Confidence of zero. Every time a player 
succeeds in a roll, they gain one point of Self-Confidence. Once the player reaches 
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six points, and that player gets to add a new wish to their Cosmic Ordering list, and 
reset their Self-Confidence to zero.  

Characters do not die in the Sonnenwind universe, they merely become 
incapable of action due to shyness, awkwardness, and/or crippling social anxiety. 
Every time a player fails a roll that might result in physical harm (or worse), the 
SpaceMaster rolls the die a number of times equal to the severity of failing the 
attempted action: 

Damaging failures roll one die 
Crippling failures roll two dice 
Paralyzing failures roll three dice 

Failures that result in mere physical or social harm are Damaging, while those that 
include psychological damage are Crippling. Failures that result in a situation that 
by all means should kill the common man, leaving the hero in a predicament so 
impossible that only an act of the gods could save them, are Paralyzing. 

Subtract the result of the roll from the hero's Self-Confidence.  

If a player's Self-Confidence reaches negative six, they must remove one Wish 
from their Cosmic Ordering list, then reset their Self-Confidence to zero. When 
they are out of Wishes, they are so filled with diffidence that they are unable to act 
for the rest of the Adventure. Note that they do not die! No, indeed they can return 
for the next adventure, but with one less Wish than they started the current 
adventure with. If the hero in question started the current adventure with a single 
Wish, they are removed permanently from play. That player must create a new 
Cosmic Hero, with three new wishes, to continue on. 

How to Know if you can Do a Thing 

Notice that we do not talk about possessions or equipment anywhere in this book!  
That is on purpose, because these things are not important. Like a good movie, if it 
is thematically appropriate for your character to have a gun or a shield or a sword or 
a cape, and your SpaceMaster agrees with you, you simply have that thing! 
Possessions only add flavor to the descriptions you and your fellow players give the 
world, they do not add any mechanical bonuses to your rolls.  
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The best way to find out if your character can Do a Thing is to ask. If the other 
players and your SpaceMaster think you can do that action, you can! Make a roll for 
it! 
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Being a SpaceMaster 

As the SpaceMaster, it is your job to bind the universe together.  
You take the role of all of the characters, objects, landmarks, and challenges that 
your players meet. This sounds like a lot of pressure, but it can also be a lot of fun! 
The following pages will give you some formulas and guidance for what goes into 
being a SpaceMaster, but (as in life) these are guidelines, not strict rules. Make the 
game your own, and remember to have fun with it. 

A SpaceMaster's Goals 

Just like the characters get their wishes, we've written up a list of wishes that we 
have for you, to help guide you as you take the players on a grand adventure!  

1. Ask Questions 
2. Encourage Exploration 
3. Be Their Biggest Fan 
4. Everything Gets a Wish 
5. Kill Your Darlings 
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Ask Questions 
Sonnenwind is a game about collaborative storytelling, so it's not up to just you to 
create the universe you're playing in! Ask the players questions to get the ball 
rolling. Things like, "Where did your character grow up?" "What challenges did they 
face while learning how to fly?" "Who is their biggest rival?" And use the answers to 
these questions to flavor or influence the adventure. 

Encourage Exploration 
In each scene, you'll be expected to describe the setting. This can be the bridge of 
a starship, the grand hallway of a castle, the interior of a dark forest. In each of these 
descriptions, pepper in small details to keep your players curious, and be ready to 
act on these when they ask questions. Where does that hallway lead? What's written 
on the broken console? What's behind the tree that's dripping blood? 

Be Their Biggest Fan 
The players in Sonnenwind are the stars of their own movie, and you are the writer. 
Use their actions and wishes as a guiding light: challenge them, give them conflict, 
test their resolve, but always be rooting for them to come out on top. 

Everything Gets a Wish 
In the Sonnenwind universe, everything has at least one wish for the cosmos to 
grant. As the SpaceMaster, give every character, obstacle, planet, ship, kingdom, 
everything, at least one wish. Make a brief note of it, and don't feel obligated to let 
the players know what it is. Give villains wishes in opposition to the players, give 
obstacles wishes to slow them down, give their admirers wishes to aid them. Let the 
wishes of the world shape and change the adventure. 

Kill Your Darlings 
This is an old writing rule, which we'll steal briefly for the game. As it is a 
collaborative storytelling game, don't be afraid to let the things you create in 
Sonnenwind to get destroyed, or be ignored entirely. This sounds sad, we know, but 
we prefer to think of it as liberating. Only spend as much time preparing as you 
need, and always know that the best idea is your next one.9 
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The Adventure 

The story of a space crew can span the many-splendored seasons of an Earth-like 
planet, or burn bright and die young. No matter the time spent in space, each story 
is told through a series of Adventures, put forth by the SpaceMaster.  

Adventures have three acts: 
1. Setup 
2. Twist 
3. Resolution 

Every adventure begins with the Setup. During the setup, the SpaceMaster asks the 
characters to describe a basic day in their life. Usually this means flying a spacecraft, 
lounging in a space station orbiting an exotic planet, or reveling in the natural 
beauty of a remote moon. The setup always begins without conflict. Once the 
players have an opportunity to describe what they are doing, the SpaceMaster 
introduces the adventure. Usually, this involves being called away to investigate/
moderate/transport some place, someone, or something. For example, the crew of 
the space ship Maerwell is called upon by the Earon Federation to transport 
medical supplies to a nearby colony. The setup usually involves very few rolls. 
Typically some haggling, some piloting or investigative skills on their way to the 
objective, and some interaction with the relevant non-player characters.  
 

The Twist occurs once the players have met all the relevant actors, reached their 
destination, or confronted a villain. During the twist, something is revealed to not 
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Bweep! Bweep! The lights on the consoles come to life, illuminating 
the bridge of the Gerrymander in a harsh red light. A priority message 
is coming in through hyperspace! An image appears unbidden on the 
main screen. A beautiful Trimorian princess-- her large, green forehead 
adorned with the traditional jewels-- greets you. 'We are under attack!' 
She says, 'King Oblio of the Kingdom of Simple Joys requests your 
presence immediately. He fears that you may be our last hope.'  
Before you can respond, a different alarm sounds to the ship's 
starboard side: you have a stowaway. 
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be what it seemed. For instance, a character reveals their true nature, a villain 
unfurls their wicked scheme, or the whole planet turns out to be a giant ghost. The 
twist is entirely up to the SpaceMaster, with a sole requirement: it must directly 
throw the players into conflict with something. Be it an imperial army opening fire 
upon them, a god-fearing race putting the crew on trial, or the trusted science 
officer turning into a werewolf, the players' hand must be forced into action. 
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After the King explains the plight of his land, he gives you a map of 
the area. 'They come to the village after dusk each night, without fail. 
Relieve us of them, and we will be forever in your debt.' The crew 
returns to the Gerrymander, to find the stowaway, freed from their 
binds, waiting at the foot of the boarding ramp.  

'You cannot kill the beasts,' they tell you, 'They are my sons.' 

The sun begins to set over the mountains behind you. 
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After the Twist occurs, the players will be set on a course hurtling towards the 
Resolution. The resolution of the adventure is the goal, the light at the end of the 
tunnel. If one is not already obvious, this is a good time to give the players a 
concrete goal. After all, if it is a show about nothing, how will you know when it's 
done? The goal can be simple and vague, such as "Escape." Or, it can be very 
specific, for example, "Steal the Jewel of the Makarian Empire and return it to its 
rightful place." Once the players achieve the goal, by whatever means they can, the 
adventure ends. The credits roll, the adventurers ride off into void, and a post-credit 
sequence teases the next adventure.  
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Having successfully sedated the space werewolves, and returned 
them with their creator to the orbiting space station, the crew of the 
Gerrymander return to King Oblio to collect their reward. He rains 
gold and jewels upon them, and throws a feast for seven days and 
seven nights in their honor. The Heroes of Simple Joys will be forever 
remembered in the chronicles of the kingdom, well after the 
Gerrymander flies off into the sunset.  

The morning after the festivities end, Captain Regular awakes in his 
bed upon the ship with a start. A form moves under the covers behind 
him-- the many-tentacled form of Princess Andlvar! Her forehead 
jewels glint in the low light of the captain's quarters as you desperately 
try to remember the events of the night previous.  

'What troubles you, my husband?'

http://jellyhedron.com


!13

Text for Inspiration 

Names for Characters 
1. Vellox the War Queen 
3. Captain Skipper 
5. Skelmak 
7. Valencia 
9. Katarn 
11. Esper 
13. Malachi the Space Wizard 
15. Letile the Cat 
17. Ragaros Bloodhammer 
18. Jess Featherrunner 
19. Windrider Lance Corporal 
20. Prince Whisper 
21. IK-X 2059 
22. The Cloak 
23. Pallisade of Wisdom 
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Names for Ships 
1. Gerrymander 
2. Floating Palace of Riches 
3. Neverwhere 
4. Arkade 
5. Gravitox 
6. Tetronimo 
7. Super Ultra Petrichor 
8. Pinball Wizard 
9. Pteraborg 
10. Arpeggiator 
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Names for Places 
1. Planet X 
2. The Kingdom of Simple Joys 
3. Castle Bloodholm 
4. Space Station X91-Q 
5. Settlement Capricorn 
6. The Piscean Ocean 
7. Harrold's Place 
8. Lenticular Valley 
9. Black Hole of No Return 
10. The Disco Warp 
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How's Your Gaming? 

Do you have questions, comments, gripes or complaints about 
the Early Play-Testing Edition of Sonnenwind?  

Email them to jellyhedron@gmail.com, or contact me on Twitter at @jellyhedron! 

In addition to updated formatting, proof-reading, and play-testing, the final version 
of Sonnenwind will include illustrations, mini-games for worldbuilding, and oodles 
of inspiration for your games! 
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