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MOC Combat
om a U3rotoBneHne MOKepu

O630p ansanHa
®aHcu fanc
MOC (mok) YenoseuyecTBO
(n.) Tepmun, ucrionb3yemsili 3HMy3uacmamu MIacmukKo8o2o Kupruya Or1sl onucaHusi Kanon

KOHCMpYKUUl, omiiuYyHbIX 0Om mex, 4Ymo co30aHbl MpPou3eoouUMensamu ugpyuex u
u3obpaxkeHbl Ha Kpbiwkax kopobok. MOC — amo abbpesuamypa om «My Own
Creation», Komopasi Yauje eceao s18/151emcsi OMKpPOBEHHOU /10Xbto, 8€0b chaHamkbl
b6eccmbiOHO Hasblgatom 106yt chaHamcKyro KoHcmpykyuto MOC, Hezasucumo om
moeo, sienisiemcsi niu oHa Their Own Creation unu Hem.

OcHoBHble npasuna BrikWars gatoT nrpokam 6a3soBbie npasuna
BOEHHOW UrPbl U pecypchbl, YTOObI BMOXNUTb B PYKU UrpYLLIEYHbIE
OUTYPKM Ky4y OPYXXnst U cpasy XXe nepenTun K rpydbomy
obesnnymBaroLLEeMy HaCUNuI.

Kak 6bl 6riaropogHoO 370 HK BbINO 3aHATUE, MeXaHnKn Core MOXHO Tak
e nerko NpuMeHnTb K 60eBON rpynne u3 UrpyLleYHbIX MaMHOK UK
NoLWeBbIX MULWOK. MUp cTpouTENbHbIX KMpNnuyen npeanaraet
©eckoHe4yHOo Donblue NoTeHuMana, YemM 3apaHee NoAroToBMNeHHbIe sewecmeo umoem
CIOXETHbIE NMHUMN MEeHee MOoNynAPHbIX UrpyLlek. [MosTomy TpebyeTcs  empedckasyemsie noboursie
pa3HOBUOHOCTb Baprenma, cnocobHas packpbITb 3TOT 6e3rpaHnYHbIN agpgpekmbl. Hem Gornbwe
noTeHLMan 1 YHUUTOXUTb ero 6e3 nowabl. sgfﬂngi;";osqg\,gijﬁfﬁzgo
cmaHoeur;mﬂ gapc, u mem

Mpaeuna MOC Combat patot BrikWars Takyto rubkoctb. Bmecto Toro  6071€€ Henensimu 60sHukaom
HenpasdonodobHocmu. dmu

Abrioeuyeckoe cesizbigarouiee

4YTOObI NOKa3biBaTb KOHKPETHbIE OHUTLI M 60K C 3apaHee 3agaHHbIMU «COBNAOBHUSY LCKaXAIOM
ctat-6nokamu n ctoxxetamm, MOC Combat npegocTaBnsieT nrpokam pearnbHoCMb MobKo 6 00HY
CUCTEMbI NOAAEPXKKN NOObIX CTPaAHHbLIX N OPUTMHATBbHBIX KOHUTOB, CITIOPOHY. 8 CIMOPOHY

. KOHGbrIuKma u xaoca,
CTPYKTYP, COBBLITUI N NTPOBOrO NPOLLECCa, KOTOPbIE OHU MOTYT 3aCMAansisl HEKOMOPbIX
BbIITOXUTb Ha HACTOMNbHYIO UTPY. 8epuUMb, Ymo ux

Harpassnaom 6e3yMHble unu
r1omycmopoHHUe yMbl. Imu

He 6ecriokolimecb 0 moM, Ymo eam rnpudémcs paspywiams ceou 8EpOsaHUs Jiexam 6 OCHO8e
cyuecmsyroujue apMuu — 8ce FOHUMbI, OPY»KUST U CrIOCOOHOCMU, yKa3aHHbIE 8 8CEX OCHOBHbIX periueuu
OcHo8HbIX npasunax, coemecmumsl ¢ cucmemoli MOC Battle, a Hoeble MUHUGHU208.
KacmoMHble MEOPEeHUSs U2POKO8 OMITUYHO 8MULWYMCS 8 CmaHOapmHbie

cmapeble.

Nsrorosiaenne MOKepu

«PasymHbie n1todu yacmo yyamcesl y ceoux epa2os. MIMeHHO y ceoux epazos, a He om
Opysel, 2opoda yceausarom ypoK CmpoumesioCmea 8bICOKUX CMeH U 80EHHbIX

Kxopabned.» CosdaHue: JTo6oli FOHum unu
06bekm, co30aHHbIl U2POKOM
Ha 3aKa3. SHmy3uacmel
Kupru4ya mpaduyuoHHO uxX
meopeHusi Hadblgatom «MOCS»,

Isioccapuit MOC

- ApucTtodaH
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CMOTpETb, Kak MUHUAUTYPKM pyBST 1 pasbusatoT gpyr Apyra Ha
NNacTUKOBbIE KYCKU OYeHb BeCeNo, HO Maro KTo 13 reHepanos Oyaer
AO0BOSEH TONBbKO MUHNPUTrypKammn 601 B 4ONTOCPOYHON NEPCNEKTUBE
— He B BUAEHWS TaHKOB, 3aMKOB, B nx ronosax TaHLUytOT ANHO3aBpbI U
a[epHble CaHu.

XOoTa MOXHO nonpoboBaTb NOCTPOUTbL MOAENb, COOTBETCTBYHOLLAA
onpenenéHHomy Habopy xapakTepucTuk, bonee saxsaTbiBaroLme
TBOpEHMA NOABNAOTCSA, KOrga Urpokn cHavana ctposat MOC, a 3atem
COMOCTAaBAT XapakTePUCTUKN C rOTOBbIMU Mogenamu. Ecnn
TBOpeHne BbIXoaUT YyTb Bonee nnn mexee [loporo, 4em TpedyeT
GlooKeT, 3TO He NoBop ANs TpeBoru; HnUto He MoXeT GbITb Gonee
BOEHHO NOANMHHBLIM, YeM Nepepacxon pacxoaos. Nrpoku moryT
nobaenaTtb unu yémupatb Napa MUHUAGUIYPOK OT apMunm, YTObbI
KOMMNEeHCcMpoBaTb pasHuLy noaxe. NpounssonbHaa nybnmyHasa KasHb
MOKaXET MUHUUTYpPKaM, YTO UX MOAMN HACTPOEHbI CEPbE3HO.

O030p

AnsanHa Korga y Bac eCTb Mogenb B pyKax, NepBbli war ans noboro
Creation — onpegenuTb eé CTPYKTYPY (/nasa 7: Cmpyxkmypsi). Bce
TBOpPEHMSI HAYNHAKOTCA C OOHUX M TeX xe ABYX CTPYKTYPHbIX
Xapaktepuctuku: Pasmep 1 ypoBeHb CTPYKTYpbl — B 3aBUCMMOCTU
OT pas3mepa Moaenu 1 Toro, HACKOSbKO UIPOKU peLlatoT e€ Kak
XECTKy0. Ecnn TBopeHme co3gaéTca Kak akTuB AS1s1 O4HOro 13
WrPOKOB, a HE KaK HECBSA3aHHbIE MNEN3axun, To 3TK ABe
XapaKTepPUCTUKM ONpeaeniuTb CTOMMOCTb CTPYKTYpPbl TBOPEHUS.

[ns NpocTbIX 34aHnn N yKpenneHumn atoro goctatodHo. OgHako
TBOpEHUs ropasgo NpUATHeEe, eCN OHM OCHaLLeHbl OpyXuem un
Cmpenkamu (Ihaea 8: Opyxue), LiIBUraTenAMM M uromamu (Ihaea 9:
TpaHcriopmHble cpedcmea), a TaKXKe COOCTBEHHbLIMMU Pa3ymaMM n

COKpaw,éHHO 07151 Moez2o
cobcmeeHHo20 meopeHusi. bou
8 BrikWars 3HayumesnbHo
YIy4YweHbl U3-3a 8bICOKO20
yposHsi MOKkepu.

AnemeHnm: Jlobbie omoeribHbIe
gusuyeckue anemMeHmei,
ucronb3yemble 07151 Co30aHus
TeopeHusi, pasbusaembie Ha
cambie MasieHbKue omoesibHble
eOuHUUbI. SnemMeHmbI
Kupnu4Hoz2o TeopeHus — amo
Kupruyu. dnemeHm rniowesozo
MUWKU — 3Mo rrowesbil
MuwKa. 3rnemeHmbsl MOHCcmMpa
u3 modenupyrowiet 2ruHbl —
npedmem ¢hunocogckux
criopos.

Cmpykmypa: LlenmparbHoe
merio mobozo TeopeHus, a He
8KJ/IHOYasi KOHEYHOCMU U
rnosepxHocmHble ycmpoulcmea.
Smom mepmuH makxe
ucrnonb3yemcs 018 TeopeHud,
Komopble He Mo2ym 0gu2ambCsi
unu delicmeogame, MaKuXx Kak
30aHusi u anemeHmb|
naHowagma.

TpaHcnopmHoe cpedcmeo:
TeopeHue, criocobHoe
dsueamabcs, HO obnadaruwee
Hem sosmoxHocmu
Odelicmeosamb
camocmosimesibHO, Harpumep,
Kamariyfibma usnu MOpPOXeHO&ZO.

Cywecmeo: TeopeHue,
criocobHoe delicmaosamb
camocmosimernbHo, [lomomy
4Ymo OHa xxueasi unu
asmomamu3suposaHa,
Harnpumep, MuHuguzypka unu
2ueaHmcKul Kanbmap.

CBepxbecTecTBeHHbIMU CMOCOBHOCTAMM (Iasa 10: Cywecmsa). Kaxkgas 3 HUX onucaHa B

COOTBETCTBYHOLLMX ITTaBax.

Odunuanpabie Mmogeau Toy Company

lMpbizamb rpsiMo — amo eeceno 8 6o, ucnornb3ys oghuyuanbHble PO3HUYHbIE MOOeru
KommaHuu, Ho ux [Ju3aliHbl Yacmo ocmaernsitom xenams y4weeo. [omoeoe Hanpumep,
30aHus cmaburnbHO cmpadarom om Hexeamku 1eCmHUY, U 3a0HUe cmeHbl. l2poku moaym
obolimu 3mo, ecriu oHU 20moe nposisums 8oobpaxerue. (A ecriu Hem, Toeda oHU ugparom
He 8 my uepy.)

lModpasymesaembie fecmHUUbI

MuHudbuzypku G0mKHbI UCMOMb308aMb HACMOAWUE JTECMHUUbI U JTIECMHUUbI, €CITU OHU
cywecmsytom Ha modenu. Ecru Hem — necmHuupbi «<nodpasymesaromcsi» — 20e-mo 3a
KaOpoMm Ho 8cé€ ewé 0ocmyrHbl 07151 UCMOIb308aHUS, Kak myanemsl Ha «QHmeprpalsen.

B Hauane xoda, eciu MuHuguaypka Haxo0umcsi psiMo Had unu HUXe YPOBHS], KOMOPO20o OH
xoyem Gocmuyb, OH MOXem Moxepmeogams €20 08uxeHue 0711 T080poMa — UCMOoMb308amb
nodpasymesaemyro ieCMHULY U «[PbI2HYMb» MPSIMO 86epX UMU 8HU3 0OUH YposeHs (unu
MaKkcuMasibHO BITU3KO, HaCKOITbKO 10360/1siem Modesib 30aHUs).

lModpasymesaemble necmHuybl Cyuecmesyom mosbsKo 8Hympu cmpykmypsl. MuHuguaypka
Cmosi Ha 8HympeHHel cmopoHe cmeHbl 6acmuoH, MOXHO 8306pambcsi noopa3ymesaemasi
necmHuya K naparnemy; MUHUGu2ypKa, cmosujasi Ha CHapyxu — Hem.

IModpa3ymeeaembie cmeHbI

OcgpuyuarnbsHbie Moderiu 4acmo cmposimcs Kak ¢hacadbl, ¢ 00Ha-08yMsi cmeHamu hu3Uu4ecKU,
ocmarbHoe nodpasymesaemcsi. Kak ¢ nodpasymesaembiMu 1ecmHuyamu noopasymesaemble
CcmeHbI CyLWEecmeayom 8He 9KpaHa HO OHU OpamMamuyecKu HEBaXKHbI.

be3 necmHuu, opeaHos yripasnieHusi

unu cpedcme 08UXEHUS,

pykosodcmeo enadesnbya amou
ocadHoU bawHuU 0omKkHO bbimb Mo-

Hacmosuwemy ysriekamesibHbIM.
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MuHugpueypka Ha eHewHeli cmopoHe ¢hacada 30aHusi Moxxem 6bimb mosibko [Jobpambcsi 00
8HympeHHel Yacmu, npolods Yepes, nod unu yepes Pacad. MuHughuzypka, komopasi xooum
1o kpatro ghacada 8c€ pasHO cyUMaemcsi «CHapyXxu», 0axe ecriu mernepb OH hu3UHECKU
Haxodumcsi Ha 8HympeHHel cmopoHe ghacada. 3mo HapyuweHuUe esKknudosou
rpocmpa+HcmeeHHoU eeoMempuu cbusaem ¢ morky u 3num soodell, Komopbie uMetom rnpaso
6pocums 3d6 u — He3asucuMo om pesyrbmama — MoOHsIMb MUHUGU2YPKY U 6pocums e2o
4yepe3s 8CH0 KOMHamy.

MuHugbueypku Ha «eHympeHHeM» ¢hacade moaym He bbimb [potidumeck no 6okam. OHU
8cez0a 00/MKHbI OCMasambCsi 8 3moM palioHe npsiMo 3a chacadom.

lMokasaHb! anemeHmsl: Habop LEGO 8875:
«King's Siege Tower», crieaka UsMeHEHHbIL

AGJI0rMYecKoe CBA3bIBAIOIEE BeleCTBO

Abriozuyeckoe cessbigaroujee seLecmso — amo
Mamepuari, U3 Komopoao UHXeHepb! yusunusayuu
Manakmuku cmposim 8ce 8axkHble COOPYKeHUsl. E2o
3acaloyHble ceolicmea no3eosisitom co3dasamb
becmornnueHble mpaHcrnopmHsle cpedcmaea,
HEB03MOXHbIE KOHCMPYKUUU, B0CCMaHasnueaemble
pOpPMbI KU3HU U COBEPUIEHHO HEOOBSICHUMbIE
UCMOYHUKU 3Hepauu, Mbicrieli U O8UXeEHUST — Kopo4ye
2080psSi, 8CH0 My HEOBBSCHUMYIO Macmu4YHOCMEb,
komopasi 0enaem BrikWar pabomod. 3¢hbcpekmbi ABS
rnoseosnsitom Medukam sosgpawiame K KU3HU
mépmebix condam, MexaHukam co30asamb
mpaHcrnopmHele cpedcmea u3 06510MKO8 3a CeKyHObI,
006b14HbIE doMawHUe NUMOMUbl Mymuposams 8
HeydepKUMbIX MOHCMPOS, MOSTHOCMbIO
YKOMI1/1€KMOBaHHbIE 3aMKU PSIOOM C B0€HHbLIMU
OyHKepamu, nupamckue Kkopabsnu 051 rnnagaHusi 8
KOCMOCe U apMuu U3 raparirnesibHbIX 8CeJieHHbIX
rnpubbigamp Ha HernpasusbHbIEe MoJisl cpaxeHull
mbics4y nem Ha3sao.

Xomsi cmpaHHoe ernusiHue ABS Hukozda He Moxem
Obimb MOHOCMbIO OrpPedesieHo UslU MOHSIMO,

100 usspawéHHbIM
abrnoeuyeckum
aghgpekmom
rnoddernbHouU pydbi
MUHUGU2YPKU,
cpaxarouwjuecs nod
knetmom CLOan,

uckaxaromcesi u
uckaxkaromcs,
C/108HO MO
HeKomriemeHmHble
nodderku,
cmaswue
xepmeamu
HeKayecmeeHHbIX
rpou38o00CMeEEeHHbIX
pakmuk.

MuHugbueypku Mystiks cyumarom, 4mo aghghekmai u3riy4aromesi 8 2apMOHUU
C cKpbIimoli ¢ghapcom, cessbisarowieli sce bpuku emecme. 100 enusHuem
3Moeao hapca HeBO3MOXHbIE U Herlerble coObbImus rnpoucxodsim 8
3a8UuCUMOCMU OM MO20, HACKO/IbKO OHU y8rieKameribHbl, a He C

cobrnirodeHueM 0bbI4YHbIX rpasusl 8ePOSIMHOCMU.

Xoms amo cry)xum nodymu UckKmroHumerbsHo 0511 moeo, 4mobbi cdenams
8cerieHHy boree 0cCcyMcKoU, MO2ym 803HUKamMb He2amueHble
riocnedcmausi, Koeda yKOPEHSIIMCS YUHU3M U pasodyaposaHue.
MuHudbueypku, ycmynarowjue CHapKcKol cmopoHe ¢hapca, ornacHbie
MPOMUBHUKU 8ecesibsl, HO 07151 2epOUYECKUX CUJT, 20MO08bIX 8CMPEemMumbCsi ¢
HUMU U YHUYMOXUMb, 3Mu 8paau cmaHo8simcsl fiutlb O0NOIHUMeIbHbIMU

B803MOXXHOCMSIMU Ofisl C/1aehbl.

Camas yucmasi gpopma ecmecmeeHHO20 ABS ecmpedaemcs e pyde
Legitimitium, 0bbI4HO cOKpawEHHO Ha3bieaemol Leg-Ore. [NoddernbHas unu
ucriop4yeHHas Legitimitium Ore 06beduHssemcsi nod yHu4uXxumesibHol
abbpesuamypol CLO, yumo o3Hadyaem Counterfeit Leg-Ore. Kupnu4u CLOan
Oeweerie, yem Leg-0Ore, HO OHU npugodsim K HedopabomaHbiM KOHCMPYKUUSIM
u 0ehekmHbIM ycmpolicmeam, Komopble pazdpaxarom 116020

yucmocepOeyHo20 MUHUGbURYPKa, yeudesuiea0 UX.

Lokazamenbcmea cywiecmeosaHusi ABS 6 npedbi0yujux 8CeneHHbIX
socxo0sm k 1963-my PemKoHy, ymo Oenaem eé pempocrnekmusHO cmapuie
110600 useecmHol ¢hopMbl XKU3HU Ha bosiee Yem OrXKUHY 8CENEHHbIX.
Cyumaemcs, ymo ripucymcmeaue ABS uepaem pewarowiyto poris 8
pecmpykmypupyemocmu paspyweHHbIX pearsHocmel U 8 MedrieHHOM
passumuu ¢hopM XU3HU KOMIT/IEKCO8 Ha MPOMSIKeHUU MHO2ux umepayud.



(BrikWiki entry: Ablogical Binding Substance)

Fancy Dice

In order to keep things easy for beginning players, the Core Rules limit themselves almost
entirely to regular six-sided cube dice (d6es), with an occasional d10 thrown in for the spicier
bits. For custom MOCs, however, a wider variety of dice are required.

A d4, d6, d8, d10, and d12. Fancy dice in all kinds of polyhedral configurations are
available for purchase online or at gaming hobby stores. Any real tabletop gamer
is already familiar with these and has several pounds of them immediately at
hand.

Elements shown: dice

The wider range of dice are treated the same in MOC Combat as the dées and d10s in the Core
Rules (1.2: Numbers). Each is referred to by its number of faces (a four-sided die is called a "d4").
Any roll in which all the dice come up with a result of "1" is considered a Critical Failure, and any
die that comes up on its highest-numbered face (an 8 on a d8, a 12 on a d12) generates a
Bonus dé for the roll (with the exception of the d4, which only ever generates Bonus d4s).

While all dice are handled in a roughly similar way, they each have an individual flavor dictated
by tradition and superstition.

The Incompetent D4

Shape: Tetrahedron Average Value: 2.5 (3.33 with Bonus d4s) Used for: Mindlessness

What's the one requirement of a die? Players roll it and a number
comes up.

As far as minimum performance standards go, this isn't a tough one
to meet, but a d4 can't manage even that much. Numbers are A d4 inspires a Mega Blok to
scattered helter-skelter all over every face, and not a single one of set his own head on fire
them is "up.” Players need a secret decoder ring just to figure out the  Flements shown:Mega Bloks, LEGO, d4
result of the roll.

D4s aren't even that great when used as caltrops, since construction bricks have sharper
corners and players usually have a lot more of them.

The d4 is the most unsatisfying of all dice, and is used to represent incompetence and
uselessness of all kinds. It is especially reserved for mindless destructive processes, like fire,
disease, and consumerism.

The d4 is unique in that it doesn't earn Bonus d6es. On a roll of 4, all it gets is another Bonus d4.
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d4

The Basic D6

Shape: Cube Average Value: 3.5 (4.2 with Bonus Dice) Used for: Most Everything

Standard units and standard objects use the square and reliable
standard d6. A d6 indicates a unit or object has the basic features or
abilities to accomplish its duties, but is not otherwise exceptional.

Because the majority of units and weapons are based around the d6, This minifig's weighted

I d up needing huge piles of them if the battle is ver companion d is a source of
players may end up g_ gep - . y comfort and stability, thanks
large. Fortunately most gaming hobby shops sell uniform dice blocks o its reliable ability to spawn

y y

of a few dozen small dées for fairly cheap. Dice blocks in contrasting ridiculous violence.
colors make the game experience a lot smoother, since every player Elements shown: LEGO, d6
will have plenty of their own dice and they won't have to keep passing

a limited supply around the table.

The Specialist D8

Shape: Octahedron Average Value: 4.5 (5.025 with Bonus Dice) Used for: Special Training and
Blast Weapons

The d8 is used for special training or advanced skills. These are
indicated on a unit's Stat Card, either in the stat boxes or in the unit's
Specialty descriptions.

One of these ninjas is much
The d8 is also used for Blast damage that spreads over an arc, such better at camouflaging

\ himself against this black d8
as a dragon's breath weapon or a ShotGun blast. than the other two.

] E Elements shown: LEGO, Mega Bloks, d8

The Heroic D10

Shape: Pentagonal Trapezohedron Average Value: 5.5 (5.92 with Bonus Dice) Used for:
Structures, Explosions, and Heroes

If something really awesome is happening, odds are good that d10s
are involved. The d10 is used for siege-level weapons, vehicles,

creatures, and fortifications, as well as for Heroes. They are also the 4
die used for Explosion Damage, where the number of d10s Where d10s are involved,

determines the radius of an Explosion. there's no such thing as too
over the top.

] 1 0 Elements shown: LEGO, Brickarms, d10




The SuperNatural D12

Shape: Dodecahedron Average Value: 6.5 (6.85 with Bonus Dice) Used for: Magikal, divine,
and extradimensional effects

The d12 is rarely seen in BrikWars, and is reserved for unique
SuperNatural entities and effects. Wizards, demigods, and
superheroes may have access to d12s if they're powerful enough, but
for regular mortal units (and even Heroes) this die is normally out of

This purple wizard uses his
SuperNatural powers to create

reach. a pink line of My Little Undead
Pwnies.
The d12 is also used for magical, chaotic, and energy-based types of Elements shown: LEGO, d12

damage that bypass a target's Shielded bonuses. Damage from the
effects of lightning bolts, ghost launchers, and BrikThulhuian soul disruptors is measured in
d12s that cannot be Parried or reduced by Heavy Armor.

The Nonpossible D20

Shape: Nonexistent Icosohedron Average Value: Null Used for: Ensanity

The d20 is reserved for BrikThulhu alone. Even the tiniest brush with the effect of a d20 is
rumored to strike a minifig cripplingly sane.

112 Humanity
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The mysterious Human overlords rule over all the forces of Kanon. Minifig Clerix
teach that a Human is a kind of sentient beer can that grows cheez-powder-
flavored meat hands and throws Dice when angered.

“If you wish to make an apple pie from scratch, you must first invent the universe. ”

- Carl Sagan

When grappling with the infinite possible universes incipient in a Human's pile of bricks, the
construction of singular physical Creations is only a tiny first step. The realities in which those
Creations exist are weak and nebulous, only gaining definition as Humans stage battles and
adventures within them. The Humans' parasitic enjoyment of the ensuing destruction is the
catalyst around which new BrikVerses coalesce and take form.

The Kanon

m "

It doesn't happen all at once, said the Skin Horse. "You become. It takes a long time.
That's why it doesn't happen often to people who break easily, or have sharp edges, or
who have to be carefully kept. Generally, by the time you are Real, most of your hair has
been loved off, and your eyes drop out and you get loose in the joints and very shabby.
But these things don't matter at all, because once you are Real you can't be ugly, except
to people who don't understand.” Displaying the worst excesses

of stability and
peacemongering, the Kanon-
killing obstructionist
bureaucracy of the Allied

- Margery Williams, The Velveteen Rabbit

The law of toys is that toys are only real when Humans believe in Nations of Galaxia
them, and all toys live in terror of losing their animating Human's Nehe”e”’“’t’,' ere remembered
faith. More important than any victory on the battlefield, minifigs as acautionary exampre.
know that they must capture and hold a Human's interest in order to from Tremty o Planet versailles'

continue existing. Not only are unmemorable battles abandoned, Elements shown: LEGO, printed flags
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forgotten, and erased from reality, but they create the risk of starting
a Dark Age in which a fickle Human turns its attention away
completely to unfathomable and alien subjects like "video games" or
"dating."

Creations and storylines in a BrikVerse have different degrees of
reality, determined by their Human's level of interest in them. This
interest, and the ontological weight it confers, is called Kanon. For
minifigs, the true spoils of a BrikWar aren't the enemies slain or the
bricks looted, but the chance to be immortalized in Kanon.

At a battle's end, whether due to victory, defeat, or just running out of
time, Human players should pause to drink and feast and reflect on
their minifigs' deeds. Notes or photos can be ignored; accuracy is
beside the point. Players decide which characters, events, and
creations were the most epic, and which outcomes were most
important to the world and storyline. Sometimes, but not always, this
will include who won the battle. Just as often, players will raise a
toast to the characters that failed in their objectives most heroically.
Sometimes it will be about the forces who ignored their nominal
goals completely and managed to achieve something ridiculous and
maijestic in spite of them. Sometimes it will be about the destruction
wrought when the cat jumped on the table and proved herself the
deadliest combatant of all.

Starting with the most important event, the group of players declares
one player as the Winner of that event, and one of that player's
opponents as the Loser. The Winner declares what happened as a
direct result of the event, starting with the phrase "After the battle."
Subtle or drastic, tiny or world-spanning, as long as the rest of the
group doesn't object too strenuously, his or her story becomes
Kanon.

The Loser can immediately modify the new Kanon with a "BUT ALSO"
effect. The modification can add nuance but can't counteract or
nullify the Winner's new Kanon, as judged by the group. Once again,
as long as no one objects, the Loser's caveat becomes Kanon as
well, and the group can either move on to the next most important
event or declare their Kanonical meddling complete.

Kanon Example: Mechs Versus Zombies

Example: Manda's invasion of medieval zombies has been successfully repelled by her kids
Avery and Toby and their defensive force of army mechs. They discuss the high points of
the battle.

First Kanon: The unanimous high point of the battle was when Avery's mech killed Manda's
airborne burning zombie dragon by (not entirely intentionally) jumping up into its butthole
and self-destructing. Avery is declared the Winner, and Manda the Loser.

Avery: "After the battle, the mech pilot survived the explosion and is declared king of the
army guys and gets his own TV show. The army makes exploding mechs part of their main
strategy."

Manda: "BUT ALSO... The mech pilot was wounded in the explosion and one of his arms is
infected with zombie dragon poop. Also, no one wants to be an exploding mech pilot, so the
army has to force prisoners to drive them."

Kanon Fodder

Dramatic, memorable, and
awesome elements have a large
Kanon, especially as they
become entangled and
reinforced with other Kanon
events and characters from the
same timeline. Boring,
forgettable, and lame elements
have a tiny or even inverted
Kanon, and Humans will work to
rationalize them out of
existence.

A powerful enough Kanon has
the strength to fire on history
retroactively, even to the point of
obliterating lesser previous
Kanons in the process. This is
known as a RetKon.

The appearance of a sword that
has slain a thousand demons
implies the existence of not only
a past war in which a thousand
demons were slain, but the
creation of a race of demons in
the first place, and a realm from
which they sprang. The
magnitude of this Kanon
depends on whether there are
Humans with the interest and
motivation to imagine these new
elements and RetKon them into
existence. An unimpressive
Kanon means that the Humans
just ignore these details or hand-
wave them away without further
thought.

Story Negotiation

BrikWars' tactical rules exist only
to serve as a vehicle for the
stories generated by the
Humans'imaginations. When the
Humans' story requirements
come into conflict with the
wargaming rules, the stories win
by fiat.

With few limits on the power or
scope of the Humans' story-
generating abilities, there is
always the potential for one
Human to ruin the game for the
others.

Whenever you are creating new
facets of Kanon, narrating the
result of a What | Say Goes roll
(1.4: The Spirit of the Game), or
describing a Heroic Feat (6.3:
Heroic Feats), remember that
you are setting the tone for the
stories your opponents will be
inflicting on you just as
hamfistedly.

Whenever other players are
imposing their own story
elements on the game, listen
closely to learn what levels of
power, violence, and comedy
they think are appropriate. The
game is most fun for everyone
when all the players are on the
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Second Kanon: The second point of Kanon occurred earlier in the battle, when the zombie
dragon flew into the chasm to grab burning zombies to throw as projectiles, spreading
flames everywhere and setting itself on fire in the process. Manda is the Winner and Toby is
the Loser.

Manda: "After the battle, the zombie king develops a new kind of zombie that's immune to
fire, so he can use them as flaming weapons."

Toby: "BUT ALSO... they have a weakness against water attacks!"
Third Kanon: The third point of Kanon was when the mechs used all their missiles to blow a
fiery chasm into the ground underneath the zombies, halting their advance and setting them

all on fire. Avery is the Winner, and Manda is the Loser.

Avery: "After the battle, the chasm fills with water and now the army guys have a moat to
protect them from any more zombie attacks."

Manda: "BUT ALSO... the moat water is full of zombie ash, so any people or animals that
drink from the water are turned into zombies."
Final Kanon: The overall result of the battle is that the army mechs have successfully

defended their city from zombies. Toby is the Winner and Manda is the Loser.

Toby: "After the battle, now that the zombies are defeated, the army can send all its mechs
to conquer the orcs."

Manda: "BUT ALSO... everyone knows orcs aren't real. The army guys are just imagining
them.”

Toby: "Then what am | going to do with all these orc minifigs?"
Manda: "Okay, you're right. BUT ALSO... the orcs are secretly teamed up with the zombies,

so there are secret zombie reserve forces waiting to ambush the army from behind as soon
as they attack the orcs."

Inductive Konstructivism

same page.

If other players try to abuse their
powers to end the game cheaply
or to remove themselves from it,
it's an immediate signal to pause
the game and find out why.

If they're sabotaging the game
because they're too frustrated to
continue, find out what went
wrong, and figure out how to
improve it in the future. Feel free
to cut the battle short as
necessary. There's never any
reason to continue a battle that's
stopped being fun. Knowing who
"won" in the end isn't essential to
developing good Kanon.

If they're sabotaging the game
because they're assholes, on the
other hand, it means they're
assholes. This is valuable
knowledge. You now know not to
invite them to future games.

The underlying nature of the BrikVerse, according to the best observations of

minifig science, is an irrealist kosmology resulting from inductive

konstructivism via the introduction of Kanon.

The BrikVerse came into existence with the most significant Kanon event to

ever occur: the appearance of the Deadly SpaceMan. The DSM's

unprecedented Ossum created a force of Kanon which expanded forwards
and backwards in time, creating both a past series of events leading up to his

appearance and a future set of events resulting from it.

-,

<4 Inverse Kausality - A Intrinsic Kausality <

In the course of everyday BrikVersal time, one event leads to another in
sequence, in a manner familiar to Humans. However, as shown by the arrival
of the Deadly SpaceMan, events that are particularly notable or disruptive can
gain the power of Kanon and force changes to events elsewhere on the
timeline for the sake of internal konsistency. Changes to past events are

called Retkons and occur by a process of inverse kausality.



The Deadly SpaceMan was Ossum to begin with, and as the DSMs multiplied,
their Ossum compounded exponentially. The unstoppable killers organized
into warring DSM empires that conquered the entire original BrikVerse. The
DSM Wars accelerated the generation and magnitude of Kanon so quickly that
new events were Retkonning themselves faster than they could even occur in
the first place, finally culminating in a recursive cascade collapse singularity.
The entire BrikVerse timeline and everything in it detonated outward in an
explosive Kanon ball.

Intregressive Kentamination

Just as the first DSM's arrival caused the generation of both past and future
reality, the destruction of the DSMs' BrikVerse created both preceding and
subsequent generations of BrikVerses.

Incomplete and scattered chunks of the original BrikVerse's history and reality,
known as Particle Kanons, acted as seeds of Ossum for new and
rekonstructed BrikVerses. Events and characters from the original Kanon
reappeared in the new timeline, but not always in the correct order or
locations, and the empty sections of history that weren't able to hide and avoid
Human detection were forced to fill themselves in as best they could along
slightly different lines than the original version.

Intersectional Khronology

Naturally, some Particle Kanons carried Deadly SpaceMen along with them,
and the introduction of DSMs into the new BrikVerses had the same result as
in the original. Their influence caused inevitable escalating Ossum until
Infinite Kanon was breached and the new BrikVerses exploded as well,
sending chunks of themselves forward and backward into Rekonstructed and
Retkonstructed versions of their own, and even paradoxically re-seeding each
other and the original BrikVerse from which they'd been spawned.
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The compounding effects of infinite Particle Kanons from each timeline
influencing all other timelines resulted in densely inter-konnecting versions of
each discrete timeline. Each of these in turn exists in self-conflicting versions
with its own NegaVerses and other mirror dimensions under the stewardship
of unwitting and unrelated Humans.

Beige Reality-Interwarping

’--

This vast network of intersecting Kanon is all woven together in the cross-
dimensional multiversal warp that makes up the underlying fabrik of reality:
the Beige Karpet. All of the prime rectangular planes of reality, including the
Dining Room Table, the Bookshelves, and the Work Desk, have the beige
carpet as their supporting foundation.

(BrikWiki entry: Rekonstruction)
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