
G
etting

Started
This

m
anualis

intended
to

help
anyone

play
a
high-tech

futuristic
solarpunk

tabletop
R
PG

.To
do

so,it’s
frontloaded

w
ith

the
m
ost

im
portant

inform
ation

to
get

readers
playing

fast.

If
you’re

a
new

player
joining

a
gam

e:
1.

R
ead

through
the

new
player

quickstart
guide

on
the

next
page,starting

w
ith

the
Setting

Sum
m
ary.

2.
R
ead

the
B
asics

of
G
am

eplay.

3.
Select

or
C
reate

a
C
haracter.

A
fter

that,the
rest

is
optional.The

W
orld

G
uide

is
an

encyclopedia
describing

the
w
orld.

The
G
am

eplay
M
echanics

section
provides

detailed
rules

of
play.A

nd
the

section
titled

Inhabiting
the

W
orld

is
an

extended
set

of
descriptions

for
how

to
understand

and
relate

to
the

setting
in
order

to
im

agine
it
m
ore

vividly
than

the
w
orld

guide
m
ight

provide.

If
you’re

a
gam

e
m
aster

looking
to

start
a
gam

e:
1.

R
ead

through
the

new
player

quickstart
guide.

2.
R
ead

the
G
am

eplay
M
echanics

(O
r
don’t.Just

graft
this

on
to

w
hatever

your
favorite

system
is.W

e
don’t

m
ind.)

3.
A
sk

your
players

how
they

feelabout
com

bat.If
they’re

interested
in
structured

com
bat,read

through
the

C
om

bat
M
echanics

and
review

it
w
ith

your
players.

4.
R
eview

the
Setup

C
hecklist

for
G
M
s

5.
If
you

have
questions

about
establishing

the
setting,review

relevant
sections

of
the

W
orld

G
uide

as
w
ellas

in
the

section
on

Inhabiting
the

w
orld.

6.
B
egin

prepping
your

session.W
e
recom

m
end

starting
w
ith

the
introductory

stories
in
Cam

paign
1:Regulation!

If
you’re

a
creative

looking
to

w
rite

your
ow

n
m
odules,create

your
ow

n
tabletop

gam
e,m

ake
a
video

gam
e,w

rite
fi
ction,or

just
w
orldbuild

then
review

this
guide

in
w
hatever

order
m
akes

sense
to

you.A
nd

if
it
helps

you
create

anything,please
consider

sharing
it
w
ith

us
and

other
players.
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N
ew

Player
Q
uickstart

G
uide

Setting
Sum

m
ary

Fully
A
utom

ated
takes

place
in
the

Los
A
ngeles

m
etropolitan

area
in
the

2120s,in
a

high-tech
post-capitalist

society
w
here

w
ork

is
optionaland

basic
necessities

are
free.For

m
ore

details
on

how
goods

and
services

are
provided,see

The
Econom

y.B
ut

for
the

sake
of

understanding
the

w
orld

quickly,just
im

agine
that

it’s
alw

ays
Saturday.

C
ulturally,changes

com
e
from

an
individual’s

place
w
ithin

their
society.Instead

of
lonely

w
orker

bees
driving

separate
cars

and
keeping

to
them

selves,people
recognize

the
necessity

of
interconnectedness

w
ith

their
com

m
unity

and
environm

ent
at

every
level.

A
partm

ent
dw

ellers
are

accustom
ed

to
sharing

com
m
on

areas.U
rban

centers
and

outlying
suburbs

have
becom

e
integrated

into
the

naturallandscape
and

betw
een

them
selves.

W
ilded

parks
suff

use
every

neighborhood,and
disc

golfers
give

w
ild

anim
als

they
cross

the
sam

e
respectfuldistance

that
they

w
ould

a
fellow

passenger
reading

a
book

on
a
train.

N
ationalgovernm

ents
rem

ain,though
their

authority
has

diff
used.Strict

codes
of

law
s
and

punishm
ents

have
evolved

into
a
collection

of
rules

and
restorative

actions.There’s
plenty

of
structure,but

rigid
delineations

and
hierarchies

are
seen

as
outdated

notions
from

a
bygone

era.

Though
life

has
far

less
com

pulsory
stress,the

fundam
entalelem

ents
of

hum
an

nature
–

curiosity,am
bition,rivalry,etc.–

stillcreate
conflicts.That’s

w
hen

ordinary
people

like
you

step
up

to
investigate,assist,defend,and

fi
ght.
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D
edication

This
gam

e
w
ould

not
have

been
possible

w
ithout

friends,fam
ily,and

playtesters:

Tony;Si;M
arge;Peter;Jeff

;A
ri;A

E
M
arling;G

oose;Yar;Jonathan;Pyro;Toli,K
uster,R

yan,
B
ryce,Law

rencelot,Liren,K
urt,Joshua,Flynn,Jordan,poVoq,Five

G
ratitude

for
our

elders

This
gam

e
w
ould

not
be

possible
w
ithout

allthe
w
isdom

and
experim

entation
gifted

to
us

by
those

w
ho've

com
e
before

and
passed

on
w
hat

they
observed.W

e
give

a
specialthanks

to
our

elders
w
ho

shared
stories

of
culture

in
sm

alltow
ns

and
villages,yankee

thrift,hum
ility,service

to
neighbors,and

to
elders

around
the

w
orld

w
ho've

tried
to

im
prove

the
w
orld

for
those

w
ho

com
e
after,and

pass
dow

n
w
hatever

know
ledge

they
could.

W
e
advise

any
G
M
s
looking

for
fresh

eyes
to

callgrandparents
and

m
entors

and
ask

them
for

stories
from

tim
es

and
places

far
from

w
hat

w
e
know

here
and

now
to

inspire
them

.

Licensing
A
lltextualw

ork
herein

is
shared

under
C
reative

C
om

m
ons

C
C
BY-SA

4.0:
A
nyone

is
free

to
share,rem

ix,and
com

m
ercialize

it
so

long
as

they
attribute

the
w
ork

and
release

it
under

this
sam

e
license

agreem
ent.

Im
ages

w
ithin

are
allshared

w
ith

the
perm

ission
of

the
artists.A

llrights
to

the
im

ages
rem

ain
w
ith

the
artists.

G
enerative

text
w
as

not
know

ingly
used

w
ithin

this
m
anual.Synthetic

im
ages

w
ere

used
as

inspiration
and

as
com

ponent
assets

in
som

e
photobashes.N

o
im

ages
contained

w
ere

directly
generated

from
a
synthetic

im
age

generator.In
any

im
ages

w
hich

contain
synthetic

im
agery

as
com

ponents,no
such

com
ponents

m
ake

up
a
m
ajority

fraction
of

the
im

age
overall.
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B
asics

of
G
am

eplay
D
uring

gam
eplay

the
gam

e
m
aster

(G
M
)w

illdescribe
scenes

and
players

w
illdeclare

their
intended

actions.O
utcom

es
are

determ
ined

as
follow

s:

1)
The

player
or

G
M
identifi

es
a
relevant

base
Attribute

and
Skilland

adds
them

together
to

get
theirAbility

Score.For
exam

ple:Intelligence
+
A
ssess

Tech.

2)
The

player
rolls

tw
o
d10

dice
and

reports
the

sum
of

their
A
bility

Score
and

roll.

3)
The

G
M
describes

the
outcom

e
based

on
the

total.

For
exam

ple,if
the

character
described

below
w
ere

being
follow

ed,the
G
M
m
ight

ask
them

to
rollfor

O
bservation

+
SituationalAw

areness.Their
O
bservation

is
9
and

their
Situational

Aw
areness

is
4,so

their
A
bility

Score
is
13.If

they
rolla

4
and

a
6
(for

a
totalof10

),they
report

that
they

rolled
a
totalof

23.

The
G
M
then

describes
the

outcom
e.They

m
ight

say,“You
glance

ata
board

gam
e
library’s

w
indow

and
notice

in
its

reflection
a
young

person
in
sunglasses

and
a
hatbehind

you.You
recognize

them
from

the
crow

d
atthe

food
m
arketyou

passed
five

blocks
back.”

For
m
ore

details
refer

to
the

SkillC
hecks

section
w
ithin

the
G
am

eplay
M
echanics.

C
om

bat
encounters

can
be

run
in
severalw

ays
based

on
player

tastes,and
are

described
under

C
om

bat
M
echanics.Talk

to
your

G
M
about

w
hether

they’llbe
using

the
com

bat
system

and
how

.

Throughout
this

m
anualw

e
use

the
term

“G
M
”
to

refer
to

the
person

w
ho

prepares
and

facilitates
gam

es,as
w
e
believe

that
gam

es
are

m
ore

interoperable
and

user-friendly
w
hen

w
e
adopt

shared
conventions

and
term

inology.If
you

fi
nd

the
term

“G
am

e
M
aster”

to
im

ply
too

m
uch

controlover
your

gam
es,feelfree

to
callthe

role
the

“Story
G
uide”

or
SG

instead.
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Editor’s
note

D
espite

a
w
idespread

perception
that

positive
futures

are
boring,I

fi
nd

the
opposite

is
true.

In
a
w
orld

of
unceasing

nihilism
…
nothing

m
atters.B

ut
w
hen

I
w
ent

looking
for

a
non-dystopian

earth-based
sci-fi

R
PG

a
few

years
ago,I

couldn’t
fi
nd

m
uch.So

m
y
friends

and
I
hom

ebrew
ed

w
hat

I
later

learned
w
as

a
solarpunk

setting.

A
s
w
e
played,I

found
that

spending
tim

e
in
the

gam
e
–
in
this

high-tech
socially

advanced
setting

–
w
as

not
just

fun,but
also

transform
ative.It’s

hard
to

w
ork

tow
ard

a
future

m
ost

of
us

struggle
to

im
agine

(let
alone

believe
in).B

ut
tabletop

R
PG

s
excelat

m
aking

other
w
orlds

feelfam
iliar.This

is
w
hy

w
e
decided

to
release

this
gam

e
as

an
extensive

open-source
toolkit

for
telling

personalstories
in
this

rapidly
grow

ing
genre.

For
anyone

seeking
clarity

on
w
hat

this
looks

like,w
e
have

three
pieces

of
advice.

First,check
out

our
M
edia

Recom
m
endations.There’s

a
lot

of
fi
ction,non-fi

ction,and
other

tabletop
gam

es
that

readers
m
ay

enjoy
and

fi
nd

useful.

Second,consider
som

e
of

the
follow

ing
sources

of
conflict.Though

our
im

aginations
are

often
unpracticed

at
telling

stories
that

don’t
assum

e
life

to
be

perpetually
antagonistic,it’s

not
hard

to
rem

em
ber

that
even

in
the

best
conditions,hum

ans
w
illalw

ays
have

conflicts.

●
Im

agine
a
cyberpunk

story,but
in
a
w
orld

of
accountability

and
justice.

U
nethical

experim
entation;assassination;robbery.The

classics
w
ork

better
than

you’d
expect.

●
Think

of
the

dissidents.C
apitalists

trying
to

return
to

the
old

w
ays?

N
ativists

opposing
free

m
igration?

R
evolutionaries

dem
anding

further
progress?

N
ihilists

seeking
chaos?

●
C
onsider

tem
ptations.W

ho
holds

pow
er,and

w
hen

m
ight

it
be

abused?
A
n
engineer

concealing
a
failure?

A
chef

determ
ined

to
ruin

a
rival?

A
blackm

ailed
co-op

chair?

●
C
onsider

nonhum
an

problem
s.A

ccidents,naturaldisasters,m
edicalem

ergencies,etc..

Third,to
im

agine
a
believable

better
w
orld:

●
Set

a
story

in
a
place

you
know

.W
hat

did
the

landscape
look

like
before

it
w
as

settled,
and

w
hat

could
it
look

like
w
ithout

the
lim

itations
of

m
odern

construction
techniques?

●
Im

agine
the

privileges
of

w
ealth

shared
broadly.Im

agine
the

freedom
to

pursue
leisure

and
purpose.Im

agine
a
w
orld

w
here

great,fulfi
lling

days
are

com
m
onplace.

Lastly,to
see

story
exam

ples,jum
p
to

the
R
esources

for
G
M
s.

W
e
hope

that
you

enjoy
this

gam
e,and

that
it
m
ay

be
one

of
m
any

resources
that

introduce
new

w
ays

of
looking

at
the

paths
out

of
our

polycrisis.

-
A
ndrew

R
G
ross

1



Q
uick

C
haracter

C
reation

First,consider
one

of
the

prem
ade

characters.To
m
ake

your
ow

n,start
w
ith

a
blank

character
sheet.There’s

also
a
sim

plifi
ed

version.For
details

see
C
reating

a
C
haracter.

W
hen

m
aking

a
character

consider
the

follow
ing:

●
W
hat

kind
of

person
do

you
w
ant

to
be

in
your

personality,m
otivations,and

ethics?

●
W
hat

kind
of

unique
abilities

or
skills

do
you

think
w
ould

be
fun

to
have?

●
H
ow

m
ight

you
integrate

into
a
team

?
There

are
no

character
classes,but

advice
for

playing
“types”

such
as

hacker
or

healer
can

be
found

under
C
haracter

Types.

●
C
onsider

joining
a
service

organization
to

justify
responding

to
em

ergencies.

O
nce

you
have

concepts
in
m
ind,start

fi
lling

in
the

attributes
and

skills
as

described
below

.

H
elpfulH

int:You
really

only
need

to
do

steps
1
&
2
and

have
a
conceptto

getstarted
playing.

1.
A
ssign

yourAttribute
stats.You

have
49

points
to

distribute
betw

een
the

seven
A
ttributes.N

one
can

be
low

er
than

4
or

higher
than

10
to

start
(though

they
m
ay

go
up

to
12

w
ith

augm
ents).O

ne
w
ay

to
do

this
is
to

assign
7
points

to
every

A
ttribute

and
then

m
ove

points
from

one
to

another
w
ithin

the
allow

able
range.

a.
M
ark

dow
n
yourH

P:it’s
your

Strength
+
2x

Endurance
b.

M
ark

dow
n
yourSpeed:it’s

Strength
+
2x

D
exterity

2.
C
hoose

w
here

to
assign

the
follow

ing
skillpoints:

8
pts

1
skill

5
pts

3
skills

2
pts

4
skills

7
pts

1
skill

4
pts

3
skills

1
pt

4
skills

6
pts

1
skill

3
pts

3
skills
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Looking
for

your
firstFully

Autom
ated!adventures?

D
ow

nload
our

free
&
open-source

starter
cam

paign!

Cam
paign

1:
Regulation!

C
ontaining

three
originalm

issions
of

increasing
com

plexity!

➢
Investigate

corruption
in
the

pow
er

grid
in

“D
em

onstration
ofPow

er”
!

➢
Rescue

a
m
entalexplorer

trapped
in
their

ow
n
m
ind

in
“Psychonautica”

!

➢
A
id

a
gang

ofw
hitehatbiohackers

to
stop

a
terrifying

plotin
“Piece

ofM
ind”

!

A
collection

of
adventures

designed
to

introduce
players

to
Fully

Autom
ated

by
the

Fully
Autom

ated
O
G
D
ev

G
roup



Som
e
skills

aff
ord

abilities
from

the
A
bilities

&
A
ugm

entations
trees:

●
For

every
2
points

invested
in
the

Com
bat

skill,take
1
Com

bat
Ability

●
For

every
2
points

invested
in
the

Psionics
skill,take

1
Psionics

Ability
●

For
every

2
points

invested
in
the

Athletics
skill,take

1
Athletics

Augm
ent

or
Ability

●
For

every
2
points

invested
in
Law

&
C
rim

e,H
istory

&
G
eography,Physics

&
Engineering,and

C
hem

&
M
olecular

B
io
(alladded

together),take
1
M
entalAbility

Exam
ple:ifyou

have
4
points

in
Com

bat,take
2
Com

batA
bilities.

Ifyou
have

1
pointin

each
ofLaw

&
Crim

e,H
istory

&
G
eography,Physics

&
Engineering,and

Chem
&
M
olecularBio,take

tw
o
M
entalA

bilities.

3.
Select

yourAbilities
and

Augm
ents

from
the

abilities
trees

based
on

w
hat

skills
you’ve

chosen
and

w
hether

your
G
M
grants

you
any

starting
X
P.A

copy
of

the
A
bilities

trees
can

be
found

on
page

4
of

the
blank

character
sheet.

4.
C
hoose

yourCom
bat

Actions.You
can

have
as

m
any

you
like,but

their
totalcost

cannot
exceed

your
skillpoints

in
com

bat.See
the

C
om

bat
section

for
details.

M
any

proficiencies
bundle

in
low

ercostones.Ifa
playerselects

a
proficiency

w
ith

a
sw

ord,it’s
assum

ed
thatthey’re

also
proficientw

ith
a
club

and
E-baton,forexam

ple.

Attack
Cost

Punch
0

C
law

s
/
G
orilla

Punch
/
etc.(Free

forparahum
an

anim
als)

0*
Spray

0
K
nife

0.5
C
lub

/
Im

provised
M
elee

0.5
Pistol

0.5
E-baton

1
Slingshot

/
N
anodarter

1
Shortbow

/C
rossbow

1.5
M
icrodarter

/
R
ifle

(Com
es

w
ith

Pistol&
N
anodarter)

1.5
W
hip

1.5
Trained

Strike
(Com

es
w
ith

E-baton)
2

Sw
ord

(Com
es

w
ith

e-baton
and

club)
2

Staff
/
Spear

2
Shuriken

/
Throw

ing
knives/

Im
provised

throw
ables

(Com
es

w
ith

K
nife)

2

G
luegun

(Includes
m
icrodarter/rifle/pistol/nanodarter

training)
2.5

O
nce

your
A
ttributes

and
Skills

are
assigned,fi

llout
the

character’s
backstory.There

is
room

for
the

basics
on

page
one,and

then
plenty

m
ore

for
w
riting

a
longer

biography
on

page
tw
o.

8
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A
blation

narrow
ed

theirfeline
eyes

as
they

assessed
the

situation.The
BasaltA

ssaultcrew
had

the
team

pinned
dow

n.
O
re

w
as

barreling
tow

ards
them

atterrifying
speed.W

ith
allother

options
gone,A

blation
silently

prayed
to

the
spirits

and
took

theironly
shot.

Itw
as

a
desperate

fade-aw
ay

from
behind

the
three,butitlanded.The

netsw
ished.A

nd
the

crow
d
lostit.

Justthen,an
urgentm

essage
broke

through
A
blation’s

callblock
to

appearin
theirH

U
D
.Itw

as
from

Rez,and
read

“PR
IO

R
ITY

1”.A
blation

grabbed
theircom

m
collarfrom

the
courtside

bench.
The

m
om

entits
conduction

speakercontacted
theirneck

the
ringerblared

to
life

in
theirhead.

“H
ey

Rez.Report?”

“Suppression-extraction.M
alibu.I’m

en
route

to
you

now
.Can

you
clearPegasus

a
space?”

“Yeah.W
ho’s

the
target?”

A
blation

turned
to

the
otherplayers.“M

ake
som

e
room

!”

“It’s
a
com

m
une

offifty
sovereigns.They

refused
assistyesterday.

Since
then

theirprim
ary

and
backup

heatabsorbers
failed.”

A
blation

looked
tow

ard
the

virtualindicatorin
theirA

R
contactlenses.The

transparentm
arker

w
as

soon
w
ashed

outby
yellow

and
red

lights
thatpulsed

w
ith

the
fam

iliarchirp
ofPegasus’

approaching
siren.By

now
the

crow
d
on

the
grassy

hillside
and

the
neighboring

balconies
w
ere

looking
in
the

sam
e
direction.“W

hat’s
the

tim
eline?”

“They
say

they
have

enough
gelto

hold
out30

m
inutes,so…

that.”
D
ustm

om
entarily

gusted
around

A
blation

as
Rez

decelerated
sharply,setting

Pegasus
dow

n
on

the
halfcourtline

as
they

cutthe
rotors

and
siren.

A
blation

disabled
aw

ay
m
ode

and
saw

in
theirH

U
D
the

flood
ofreacts

from
the

crow
d,along

w
ith

an
excited

w
ave

em
ote

from
Pegasus.Plus

a
w
arning

from
O
re

that
A
blation

had
bettergetback

safe
and

finish
business.

“You
stillknow

how
to

don
a
firesuiton

the
back

ofa
bike?”

A
blation

popped
the

cargo
trunk,doff

ed
theirshoes

and
skirt,and

stepped
into

the
low

erhalfof
the

firesuit.They
threw

theirthings
in
the

trunk
and

sw
ung

a
leg

overPegasus’back
seat.“That’s

funny,Rez.Spin
it.”

“A
lright,Peg,you

heard
’em

:ifthey
falloff

they
can’tblam

e
us

forflying
too

fast.”
Pegasus

gave
a
laugh

reactand
a
thum

bs
up

and
spun

up
herrotors.A

blation
held

on
tightas

the
park

and
its

crow
d
dropped

aw
ay

fast,and
A
blation’s

vision
filled

w
ith

briefing
textand

the
real-tim

e
location

ofan
airship

steam
ing

tow
ards

the
plum

e
ofsm

oke
rising

from
the

Santa
M
onica

m
ountains

ahead.

The
rescue

w
ould

be
dangerous.A

nd
uncertain.Butthen

again,saving
som

ething
alw

ays
is.

~



Players
are

encouraged
to

build
characters

by
establishing

w
ho

their
friends

and
neighbors

are.W
ho

do
you

callon
to

borrow
a
cup

of
sugar?

O
f
w
hat

clubs
are

you
a
m
em

ber?
A
re

you
in
a
faith

com
m
unity?

U
nlike

m
any

R
PG

s,lone-w
olf

orphans
are

rare.M
ost

characters
–

especially
orphans

–
have

a
fam

ily
of

people
w
ho

bore
responsibility

for
their

care
in
youth.

K
ids,nieces,and

nephew
s
are

com
m
on.This

is
true

of
synths

too:the
typicalsynth

upbringing
consists

of
four

years
in
a
boarding

schoolenvironm
ent

w
here

they’re
socialized

and
tested

for
com

petency
before

heading
out

into
the

w
orld.

These
connections

don’t
just

off
er

G
M
s
a
poolof

N
PC

s
to

threaten
in
order

to
create

stakes.
If
you

w
ant

a
contact

on
the

inside
w
hen

trying
to

access
places

or
data,it’s

a
good

idea
to

have
friends

and
be

know
n
by

your
com

m
unity.

To
help

you
w
ith

this
and

ground
your

character
in
the

w
orld,com

m
unicate

an
education

and
w
ork

history
under

C
V.Feelfree

to
leave

long
gaps

betw
een

com
m
itm

ents.Include
associations

and
hobby

groups
w
ith

w
hich

you’ve
been

involved.H
elp

the
G
M
create

settings
by

sum
m
arizing

w
here

you
live

and
w
ith

w
hom

.A
gree

to
a
socialm

edia
follow

er
count

w
ith

your
G
M
.D

escribe
your

fam
ily

and
close

friends,including
anim

alcom
panions

and
synth

assistants.

C
onsider

giving
your

character
som

e
present

goals,long-term
goals,m

otivations,and
vulnerabilities.If

you
have

trouble
thinking

up
goals

and
m
otivations

consult
your

G
M
.A

nd
feelfree

to
add

rule
violations

(the
equivalent

of
a
crim

inalrecord)if
it
suits

your
character.

Page
3
of

the
character

sheet
is
the

Actions
and

Item
s
page.It’s

for
tracking

things
that

m
ay

change
w
ithin

a
session

like
current

H
P,item

s,expendable
abilities,and

available
com

bat
actions.It’s

recom
m
ended

that
players

com
pose

a
default

version
that

lists
their

starting
H
P,Speed,and

unarm
ed

com
bat

abilities.W
rite

abilities
you

m
ay

w
ant

to
use

on
the

right.Inside
the

“C
arry”

square,place
any

com
bat

action
cards

that
require

a
w
eapon

that
your

character
m
ight

have
on

them
on

an
average

day.Then
include

the
rest

of
their

everyday
carry:keys,a

cyberdeck
or

m
obile

device,a
hydroflask,etc.

9

In
the

22nd
century

trillions
of

plants,anim
als,fungi,and

m
achines

pursue
their

purpose.

Leisure.Reproduction.Progress.Destruction.
W
hatever

you
seek:

The
future

is
Fully

Autom
ated.



You’re
ready

to
go!

This
is
the

end
of

the
new

player
quickstart

guide.If
you’ve

run
everything

by
your

G
M
,go

pick
out

your
snacks

and
drinks

of
choice

because
you’re

ready
to

go!

If
you’ve

gotten
this

far
and

w
ant

m
ore

then
feelfree

to
peruse

the
W
orld

G
uide

for
pages

and
pages

of
details

on
how

w
e
got

here,how
the

governm
ent

w
orks,w

ho
responds

to
em

ergencies
or

w
hat

new
socialstruggles

you
can

fi
ght

for
and

m
uch

m
ore.If

that’s
not

enough
or

you
have

som
e
philosophicalquestions

about
how

living
in
this

w
orld

is
supposed

to
feel,there’s

a
section

called
Inhabiting

the
W
orld

m
eant

just
for

you.H
ave

fun!
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