Sub Way

April 2016 paper edition

Original game and April patch by Sam Guss

Analogue port by Carla Pulcini

UNOFFICIAL translation by Hogg Lewis – NOT FOR COMMERCIAL PURPOSES! I claim no copyright and am making no money off of this, just helping it reach a wider audience.

The original Sub Way and its March patch got an official English release, but it didn’t sell well enough for Guss to keep paying translators or covering overseas buyers’ digital-import fees, so we won’t be getting the April through January patches. Please consider buying the official English release, as well as Pulcini’s port if you can find it (she’s hinted at a reprint for Königsberg Spielezinefest). Support the creators and show the publishers that English speakers love augury games too!

Materials
· Paper and pencil

· Four six-sided dice and at least one eight-sided die
· Deck of playing cards
· Loose-leaf tea (can substitute teabags so long as they leave dregs)

· Chicken liver*

· Ox liver and skull*

· Fabric and thread for making a poppet (optional)

Sub Way is intended for experienced diviners and assumes familiarity with fairly high-level techniques. Its branching paths and multiple “good” endings, however, mean you will not require multiple attempts to progress in the game, so you will only need one chicken and one ox.

[*Purists insist that diviners must ritually slaughter any animals whose organs they intend to use, and Guss strongly recommends this, but even he acknowledges that it’s not strictly necessary for a game. When I played the digital edition’s March patch, I took the budget-friendly advice on Pulcini’s blog and placed a special order with my butcher instead.]

Setting up
Sub Way is a work of subtle surrealism that takes place in a different world than our own. The digital format is obviously able to provide details about this world that the paper edition cannot, as it would inevitably spoil the story, but clear-minded augury should be able to fill in the gaps while also exercising the diviner’s imagination.

It is the beginning of April 2016 in New York City, New York State, United States of America. You are a 20-year-old artist living several stories above ground in an apartment building with your parents, who are both office workers, and your older brother, who makes pizza deliveries on his bicycle. Your parents resent your choice not to attend a university, as well as your lack of income: you’ve been making sculptures from found objects, but you haven’t found anyone willing to buy or exhibit them. In the hopes of finding inspiration, you’ve bought a new sketchbook, and you’re planning to start sketching fellow passengers on the sub way, a massive underground network of tram tunnels beneath the city.

It’s not necessary for you to have played Sub Way in February and March, but if you have, the main character of this edition might seem familiar. If you want to sew a poppet to help yourself connect to your new character-self, do so at night on April 2nd, before midnight. After adding your hair, fingernail clippings, etc. as usual, add a pebble to represent the ground and underground of New York City. Keep it under your bed until the game ends at midnight on the 10th.

As always, remember to write down any dreams you have, even on days when dream interpretation is not specifically noted!

Procedure

April 3rd: Set your alarm for dawn. When you wake, make a cup of tea and read the leaves. Write down what you see in them and any additional imagery they conjure. Reflect on them for the rest of the day, adding any belated revelations you may have.

April 4th: Ask five questions about the game world in its current state (it may feel as though the narrative did not advance yesterday, but it should be subtly different from the starting conditions, most noticeably in terms of your character’s mindset). After you ask each question aloud, roll the four six-sided dice together and record the results. Wait until after you’ve asked the last question to interpret the answers, as they generally make more sense as a sequence. Write the questions, then write the answers in a stream-of-consciousness format from the perspective of your game-self. If the dice suggested answers you hadn’t considered, focus on those outcomes in particular.

April 5th: Make tea and drink it while focusing on the question of what your game-self will do today. Read the tea leaves for an answer. Players tend to get very different results at this stage, but there’s no wrong answer here – there are a lot of things you can do in the city to advance the plot. You don’t need to reenact these activities with your body-self, and in fact it’s best if you don’t do much today, to reduce the risk of dissonance throwing you off. Play solitaire until you go into a light trance. When you come out of it, use the cards to “forecast” what your game-self’s brother is doing today (he may have already done it; if you’re not sure, use the cards for a simple yes-no reading). The result may seem like a non sequitur, but you’ll understand the context better soon.

April 6th: This is the halfway point, and you may feel a heightened tension. Right after you wake up, check for any birds flying outside, and note their flight pattern if there are. This reflects on your brother’s relationship with [spoiler; you’ll know who it is]. Make tea, drink half of it, pour the remaining half into a dish, and wait until the leaves settle to the bottom to read them. This points to the knowledge your game-self has forgotten. Write it down, and immediately afterward roll your eight-sided die three times. Record the results. The original digital version includes a hint here: die-rolling forecasts form a sequence, but don’t forget to look at the results individually, too.

April 7th: By this point, you have probably had at least one dream. Occasionally players have long spells of dreamlessness; this should clear up if you brew a chamomile tisane and go back to sleep for a few hours. Recall the dream(s) you’ve had and fix your eyes on something translucent – a crystal sphere is good if you have one that you use regularly, but otherwise a piece of glassware will do – until you see shapes changing inside it. (If you don’t do much scrying, it might help to first go into a light trance with a method you use more often.) This can either clarify your understanding of a confusing dream or complicate your interpretation of a seemingly straightforward dream, but the result is always a “plot twist” that you should write down in the greatest detail possible.

April 8th: Read the ox liver as you would a sheep’s. The significance of using the ox as opposed to more common sacrificial animals might make more sense now! Spend the rest of today writing stream-of-consciousness style, but make sure you take a break to eat, especially because at this point there’s a possibility you may fall into a heavier trance and jolt out of it, which never feels good. Before you go to bed, put the ox skull somewhere in your room, facing you. It is very likely that you’ll dream tonight.

April 9th: Write down your dream, interpreting as necessary. You might feel drained from the drama of the game’s story, but it’s coming to a close, and a cup of tea will help you wind down too. Read the tea leaves and then the chicken liver to tie up the loose ends. Finish by using a method or methods of your choice to forecast the epilogue.

Thank you for playing! Please continue to support Guss and other augury game creators, and look forward to my analogue adaptations of the Sub Way patches yet to come. May all our futures be bright!
