


Comments from fans of the game
“Wow! That's the first thing that comes to my mind when I think of Universalis. Thank you
so much for creating Universalis. I am having the time of my gaming life with it. I can
honestly say I've never had more fun gaming than I did tonight.”

“Every long running campaign (using any system) that starts to slow down in the creativity
department, should switch to Universalis for at least a single session. We generated enough
ideas in last night's session to drive the game for at least 8 more sessions.”

“I've been waiting for a game like this ever since I was 12 years old, and I was worried
that I'd have to end up writing it myself. In any case, I think Universalis is probably the
most innovative game I've read … It will enjoy a treasured place on my shelf.  I'll savor
every word and look forward to taking it apart and messing with it. Thanks again for mak-
ing such a great game.”

“The rules are so intuitive that you can internalize them after one session of play. We
played our second session tonight and never had to refer to the rules. It was great!”

“Just wanted to let you know I received Universalis yesterday. Read about half way through
it & have one comment—mind-boggling! Can't wait to give it a whirl...Thanks. Money well
spent in a hobby where this is not always the case.”

“What impresses me most about Universalis is that it finally gives us a "storytelling" game
that really IS a storytelling game.  Very, very impressive.”

“The game itself is more suspenseful than most role-playing games. Most RPGs aren't  at
all for the GM—he knows what's going to happen.  In Universalis, since everyone con-
tributes, no one has an idea what might happen next. This kicks ass.”

“I think Universalis worked for me because it provided enough rules structure to give me
something to fiddle with. Whenever I got a good idea, I'd be busily planning which charac-
ters and locations I'd need to snag, what new things I needed to create, and how much it
was going to cost.”

“Complications rule! The system pays you Coins to start conflict. I honestly cannot think of
a better system to create story tension than this in RPGs today.”

“We fell in love with the game from the very first run through—except that we had so much
fun in the creation stage that we almost didn't make it to the rest of the game! Best of luck
to you, and congratulations for creating such a dynamic and impactful game.”

http://universalis.actionroll.com
http://www.indie-rpgs.com
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