
Mouse Guard 
Fluency Play 

I thought I’d start walking my talk and 
actually provide an example of how to 
make a game not only learnable and 
accessible, but also enjoyable at every 
level of ‘tutorial’ play. In a sense, all 
play then becomes a tutorial stage, 
because once you master the present 
stage you can always make the game 
more complex by adding another. 

— Willem Larsen 

This path takes players through 
character creation in a way that 
introduces the world of Mouse Guard 
and the rules of the game in a series 
of effortless increments. You should 
reach the end with a fully-formed 
patrol and players who understand 
what the game is about and the 
basics of how to play it. 

Introduction 
Begin with the introduction for your 
campaign. For What You Fight For, 
that’s: 

The mice struggle to live safely and 
prosper among all of the world’s harsh 
conditions and predators. Thus the 
Mouse Guard was formed. After 
defeating Midnight’s rebellion last fall, 
the territories live under a shadow of 
division and paranoia. The day-to-day 
dangers remain, but for now the Guard 
are not soldiers. Instead they are 
escorts, pathfinders, weather watchers, 
scouts, and bodyguards for the mice who 
live among the territories. Many skills 
are necessary for the guard to keep the 
borders safe. They must find new 
safeways and paths from village to 
village, lead shipments of goods from 
one town to another and, in case of 
attack, guard against all evil and harm 
to their territories. 

…but your campaign may differ. 
Write an introduction that suits your 
campaign, and begin by reading it 
aloud. 



Dangers of the Territories 
Mouse Guard turns on seeing the 
world from a mouse’s perspective, 
where a snake is as terrifying as a 
dragon, and a crab is a horrid 
monster from the deeps. Get the 
players into this mindset by going 
around the table naming things that 
seem ordinary to us that could be 
terrifying for a mouse. Go around 
the table three times. You’ll set the 
tone for this with whatever you pick 
first, so make sure to use that to 
point them in other directions. 

1. Animals: Pick Wolf, Hawk, Fox, 
or Snake. 

2. Weather: Pick Melting Snow, 
Thunderstorm, Drought, or Floods. 

3. Wilderness: Pick Exposed in an 
Open Field, Lost in a Briar Maze, 
Streams, or Mud. 

Patrol Concept 
Tell the group: 

“We’ll form a patrol of mice courageous 
enough to face those dangers. Now, each 
of you will say, ‘Yes, and…’ and add one 
more thing about this patrol or the 
brave guardmice in it.” 

Give each player a turn to say “Yes, 
and…” and add another fact about 
the patrol. You don’t have to use 
these character concepts for the 

characters you’ll soon be making, 
but it helps give the players some 
ideas, and gives the players a 
chance to signal the sort of things 
they’re interested in playing, or at 
least seeing in the game. 

The X Card 
Take the X card and tell the group: 

I’d like your help. Your help to make 
this game fun for everyone. If anything 
makes anyone uncomfortable in any way 
[show the X card] just lift this card up, or 
simply tap it [place card at the center of 

the table]. You don’t have to explain why. 
It doesn't matter why. When we lift or 
tap this card, we simply edit out 
anything X-Carded. And if there is 
ever an issue, anyone can call for a 
break and we can talk privately. I know 
it sounds funny but it will help us play 
amazing games together and usually 
I’m the one who uses the X card to 
protect myself from all of you! Please 
help make this game fun for everyone. 
Thank you! 

Generally, simply saying this is more 
important than the X card itself. 

The X Card (and the text above) is 
by John Stavropoulos. I’ve simply 
copied it here. 



Materials 
Pass out copies of the player 
handouts (Appendix A) to each 
player. 

Guard Rank 
Pass out character sheets, and 
explain that there are five ranks in 
the Mouse Guard: 

Tenderpaws: New recruits being 
evaluated for full membership. It can 
be fun to have a tenderpaw in the 
patrol because it adds a secondary 
goal to every mission: see if the 
tenderpaw has what it takes to join 
the Guard. Your patrol should have 
no more than one tenderpaw. 

Guardmice: The rank and file of the 
Mouse Guard. 

Patrol Guard: Experienced, veteran 
guardmice. 

Patrol Leader: Guardmice entrusted 
with command of a patrol. Your 
patrol should generally have no 
more than one patrol leader. The 
exception (mentioned in the book) is 
a group of four with two patrol 
leaders and two tenderpaws. 

Guard Captain: The generals of the 
Mouse Guard. A guard captain can 
take to the field in the place of a 
patrol leader, or alongside a patrol 
leader (who often suffers a bit of a 

demotion, in that case). Most patrols 
do not have a guard captain at all, 
but they certainly shouldn’t have 
more than one. 

Work out the ranks of the guardmice 
each player will play, then set their 
birth year (and age), starting 
attributes, and skills. 

Skills & Traits 
Explain to the players that they’ll be 
picking skills and traits. 

For skills, if you don’t already have 
it, it starts at 2. If you do already 
have it, increase its rating by one. 
The maximum is 6. 

For traits, if you don’t already have 
it, you get it at level 1. If you do 
already have it, increase its level by 
one. The maximum is 3. 

Hometown 
Show the players the map of the 
Territories, and tell them that there 
are many towns and cities in the 
Territories, each with its own 
culture, government, and history. 
The Mouse Guard patrols the 
wilderness between them, but has 
no jurisdiction within the 
settlements. 

Ask them to pick which towns their 
mice come from. Tell them to choose 



one skill and one trait from the list 
provided for their hometown. Then, 
go around the table and ask each 
player to tell you a memory she has 
about her hometown. 

Childhood 
Name your parents, and choose a 
trade for each of them from the list. 
Have each player tell us her parents’ 
names and trades, then ask what 
they named her. Write down your 
age and the color of your fur. 

Tell the players that they learned 
something of one of those trades 
from their parents. Pick one. They’ll 
also pick a trait from the Inherited 
Traits list. 

Next, tell them to pick one skill that 
they’re naturally talented in (from 
the Natural Talents list) and a trait 
that they were born with (from the 
Birth Traits list). 

How do you convince people that 
you’re right or to do what you need? 
Have each player choose between 
Manipulator, Orator, and Persuader. 

Go around the table so that each 
player can tell us about her natural 
talent, her birth trait, and her 
approach to convincing others. Then 
ask her why she decided to join the 
Guard. 

Apprenticeship 
Read the description of the Senior 
Artisan on p. 26-27 (skip the Senior 
Aristans in Play section, though). 

Tell the players to record the name 
of their Senior Artisan, and choose 
the trade that she taught you. Go 
around the table and have each 
player tell us about her Senior 
Artisan and what she learned. When 
she does, describe a project she had 
to undertake during her apprentice-
ship and have her roll a single die. 

On a snake: Have her describe her 
failure, then you describe how her 
senior artisan turned it into an 
opportunity to teach an important 
lesson. 

On swords: Have her describe her 
success, then you describe her 
senior artisan’s pride. 

On an axe: Have her describe her 
momentous success, then you 
describe how her senior artisan 
presented her work to the Matriarch. 

Tenderpaw 
Who was your mentor? Write down 
her name. If you’re playing a 
tenderpaw, your mentor is the patrol 
leader. What skills did your mentor 
stress in your training? Choose from 
the list of skills printed on the 
character sheet in the left column. 



Tenderpaws: The patrol leader picks 
one for you. 

Guardmice & patrol guards: 
Pick one. 

Patrol leaders & guard captains:  
Pick two. 

Go around the table. For 
tenderpaws, the patrol leader 
describes a situation that puts that 
skill to the test. Everyone else 
should pick a different person at the 
table to describe the challenge. The 
GM sets the ob, and the player 
makes an independent skill test. The 
GM narrates the outcome. 

If you’re not a tenderpaw, you have 
a cloak. Your mentor selected it to 
reflect your personality. What color 
is your cloak? Go around the table, 
asking each player separately. 

Guard Experience 
Patrol leaders and guard captains 
may choose a trait from the 
Experience Traits list. 

Each mouse in the patrol chooses a 
specialty from the skills printed on 
the character sheet in the left 
column. Each mouse must choose a 
different specialty. You may increase 
that skill. 

Assign wises according to your rank 
(pp. 306-307). 

Go through the questionnaire to 
establish each character’s Nature 
rating on p. 305. 

Let the players select gear for their 
guardmice. 

Friend 
You have a friend somewhere in the 
Territories. Write down her name. 
GM, ask each player some questions 
about that relationship, and then set 
up an independent skill test that this 
friend can help with. Give the player 
making the roll a die, explaining how 
the helping rolls work. Let her make 
the test and narrate the result as 
usual. 

Enemy 
You have an enemy in the 
Territories, too. Write down her 
name. GM, ask each player some 
questions about that relationship, 
and then set up a versus test against 
that enemy. Let her make the test 
and narrate the result as usual. 

Belief & Instinct 
Walk the players through writing 
beliefs and instincts (p. 312) 



The Winter War 
How old was each character in the 
winter of 1149, four years ago, when 
the mice went to war against the 
weasels of Darkheather? Were they 
already members of the Guard, or 
just children? Set up a situation 
where all of the player characters 
are together, facing an equal number 
of weasels. Set up a conflict. Take it 
slow. Go through each part of the 
conflict methodically, so that the 
players can see how everything 
works. 

First Mission 
At the beginning of your first 
session, hand a check token to each 
player and say: 

We play in two phases. First is the GM’s 
Turn, where I’ll present you with 
obstacles that you’ll need to overcome. 
Then comes the Players’ Turn, where 
you’ll spend checks to recover from 
conditions or pursue your own goals. 
You’ll start with one check at the start 
of each game, but if you want to do more 
than that you’ll need to earn checks 
during the GM’s Turn. You do that by 
using your traits against you. Don’t 
worry about the mechanics of that just 
yet; just take a look at your traits, think 
about how they might work against you, 
and when you reach a point in the story 

where you’d like to use it against 
yourself, say so. 

I’ll give you a hint: in order to advance 
your skills, you’ll need to accumulate 
both successes and failures, so if you use 
your traits against yourself during the 
GM’s Turn and get a bunch of failures, 
you’ll have more opportunities to earn 
successes during the Player’s Turn, and 
you’ll be able to advance more quickly. 

Then hand each player a fate token 
and say: 

These are fate points. When you roll an 
axe, you can spend a fate point to make 
it “explode,” meaning roll another die 
(and if that die comes up with an axe, 
roll another die, and so on). 

You can earn more fate points at the 
end of the game by acting on your belief, 
working towards your goal, or playing 
into your instinct. 

Then hand each player a persona 
token and say: 

These are persona points. You can 
spend these one-for-one to add dice to 
your dice pool, or you can spend one of 
these to tap your Nature, meaning you 
add dice equal to your current Nature 
rating. This can mean taxing yourself, 
though. When you get into a situation 
that’s worth considering it, we’ll get into 
the details of that. For now, just know 



that it’s an option for those situations 
that call for extra heroic effort. 

You can earn more persona points at 
the end of the game by challenging your 
belief, accomplishing your goal, or 
playing into your instinct, earning the 
“MVP” or “Workhorse” awards at the 
end of the session, or great roleplaying. 

Remind players to record successes 
and failures after each test in your 
first game.  



Appendix A 

Player Handouts 

Print out a copy of each of the following sheets for each player.  



Common Names 

Male Female
Abram Hannidy Autumn Lilly

Aengus Henson Aynslle Loomis

Algomin Jasper Baeylie Loralai

Beagan Joseff Brynn Maren

Brand Kole Caley Millicent

Cale Laird Clove Moira

Caley Nolan Daewn Nola

Connor Samm Dalia Quinn

Curt Seyth Daye Rona

Faolan Siemon Feruin Rosalee

Finn Sloan Gale Sayble

Folker Tander Ingrid Serra

Gamlion Thom Ivy Sloan

Garnier Thurstan Josephine Sylvia

Garrow Trevor Julyia Taryn

Grahame Vidar Kearra Tinble

Gurney Walmond Laurel Veira



Ranks in the Mouse Guard 

Tenderpaw 
Born: 1135-1138 (14-17 years old)  
Abilities: Will 2, Health 6 
Skills: Pathfinder 2, Scout 2,  
Laborer 2 
Wises: Code of the Guard-wise or 
Legends of the Guard-wise 

Guardmouse 
Born: 1127-1134 (18-25 years old)  
Abilities: Will 3, Health 5 
Skills: Fighter 3, Haggler 2, Scout 2, 
Pathfinder 3, Survivalist 2 
Wises: Choose one 

Patrol Guard 
Born: 1102-1131 (21-50 years old)  
Abilities: Will 4, Health 4 
Skills: Cook 2, Fighter 3, Hunter 3, 
Scout 2, Healer 2, Pathfinder 2, 
Survivalist 2, Weather Watcher 2  
Wises: Choose two 

Patrol Leader 
Born: 1092-1131 (21-60 years old)  
Abilities: Will 5, Health 4 
Skills: Fighter 3, Hunter 3, Instructor 
2, Loremouse 2, Persuader 2, 
Pathfinder 3, Scout 2, Survivalist 2, 
Weather Watcher 2 
Wises: Choose three 

Guard Captain 
Born: 1092-1111 (41-60 years old) 
Abilities: Will 6, Health 3 
Skills: Administrator 3, Fighter 3, 
Healer 2, Hunter 3, Instructor 2, 
Militarist 3, Orator 2, Pathfinder 3, 
Scout 3, Survivalist 3, Weather 
Watcher 3 
Wises: Choose Lockhaven-wise or 
Matriarch-wise, and three others of 
your choice 



Skills 

Natural Talents 

Trades 

Senior Artisans of Lockhaven 

Administrator Cartographer Insectrist Potter

Apiarist Cook Instructor Scientist

Archivist Deceiver Laborer Scout

Armorer Fighter Loremouse Smith

Baker Glazier Militarist Stonemason

Boatcrafter Haggler Miller Survivalist

Brewer Harvester Orator Weather Watcher

Carpenter Healer Pathfinder Weaver

Hunter Persuader

Apiarist Boatcrafter Glazier Potter

Archivist Brewer Harvester Smith

Armorer Carpenter Insectrist Stonemason

Baker Cartographer Miller Weaver

Apiarist Brewer Harvester Potter

Archivist Carpenter Healer Smith

Armorer Cartographer Insectrist Stonemason

Baker Cook Laborer Weaver

Glazier Miller



Traits 

Birth Traits 

Bigpaw Driven Innocent Short

Bitter Early Riser Jaded Skeptical

Bodyguard Extrovert Leader Skinny

Bold Fat Longtail Stoic

Brave Driven Lost Stubborn

Calm Early Riser Natural Bearings Suspicious

Clever Extrovert Nimble Tall

Compassionate Fat Nocturnal Thoughtful

Cunning Fearful Oldfur Tough

Curious Fearless Quick-Witted Weather Sense

Deep Ear Fiery Quiet Wise

Defender Generous Scarred Wolf’s Snout

Determined Graceful Sharp-Eyed Young

Guard’s Honor Sharptooth



Inherited Traits 

Experience Traits 

Bigpaw Determined Longtail Short

Brave Early Riser Lost Skeptical

Calm Extrovert Natural Bearings Skinny

Clever Fearful Nimble Stubborn

Compassionate Fearless Quick-Witted Suspicious

Curious Fiery Quiet Tall

Deep Ear Generous Scarred Tough

Defender Graceful Sharptooth Wolf’s Snout

Bitter Curious Leader Skeptical

Bodyguard Defender Natural Bearings Skinny

Brave Driven Nocturnal Stoic

Calm Early Riser Oldfur Thoughtful

Clever Fearful Quiet Tough

Compassionate Fearless Scarred Weather Sense

Cunning Jaded Sharp-Eyed Wise



Hometowns 

Barkstone  
A busy working-class town. 

Skills: Carpenter, Potter, Glazier 
Traits: Steady Paw  

Copperwood  
One of the oldest cities and home to 
one of the two mines in the 
Territories.  

Skills: Smith, Haggler 
Traits: Independent  

Elmoss  
A once prosperous city, known for 
its medicinal moss.  

Skills: Carpenter, Harvester 
Traits: Alert  

Flintrust 
A town loyal to the Guard that sends 
many of its children as tenderpaws, 
that has fallen on hard times. 

Skills: Smith, Tools-wise 
Traits: Bold, Determined 

Grasslake 
An idyllic town far too close to the 
Scent Border for its inhabitants’ 
comfort. 

Skills: Insectrist, Militarist 
Traits: Nimble, Defender 



Ivydale  
Renowned for its bakers and bread. 

Skills: Harvester, Baker 
Traits: Hard Worker  

Lockhaven 
The home of the Mouse Guard. 

Skills: Weaver, Armorer 
Traits: Generous, Guard’s Honor  

Port Sumac  
A busy little port town between 
Darkwater and Rustleaf.  

Skills: Boatcrafter, Weather Watcher 
Traits: Tough, Weather Sense  

Sandmason 
A nominal colony  of Shorestone 
inhabited by strange mice who make 
a living amongst the forbidding sand 
dunes. 

Skills: Dune-wise, Glazier 
Traits: Nocturnal, Quiet 

Shaleburrow  
A simple town known for its 
delicious drinks! 

Skills: Mason, Harvester, Miller  
Traits: Open-Minded  

Sprucetuck  
Known for its scientists, medicine 
and scent concoctions.  

Skills: Scientist, Loremouse 
Traits: Inquisitive, Rational  



Appendix B 

Expanded Hometowns 

Here is a listing of hometowns that includes skills and traits for towns not provided 
by the Mouse Guard RPG. These towns are published in the “What You Fight For” 

campaign [fightfor.obsidianportal.com] 

http://fightfor.obsidianportal.com


Hometowns 

Appleloft  
This idyllic town is surrounded by a 
grove of apple trees. 

Skills: Brewer, Harvester  
Traits: Early Riser 

Barkstone  
A busy working-class town. 

Skills: Carpenter, Potter, Glazier 
Traits: Steady Paw  

Blackrock  
Blackrock has the largest archive of 
mouse history next to Lockhaven.  

Skills: Administrator, Archivist  
Traits: Thoughtful 

Copperwood  
One of the oldest cities and home to 
one of the two mines in the 
Territories.  

Skills: Smith, Haggler 
Traits: Independent  

Darkwater  
Darkwater is a major shipping city. 
It’s the water gateway to Port 
Sumac, Calogero and Rustleaf. 

Skills: Boatcrafter, Haggler  
Traits: Extrovert 

Dorigift  
Dorigift is named after the settler 
Dorice who, with her husband, 
founded Appleloft, Dorigift and 
Gilpledge. 

Skills: Harvester, Laborer 
Traits: Alert 

Elmoss  
A once prosperous city, known for 
its medicinal moss.  

Skills: Carpenter, Harvester 
Traits: Alert  



Elmwood  
The last surviving colony of 
Rosestone, known for their 
relationships with insects. 

Skills: Apiarist, Insectrist 
Traits: Cunning, Suspicious 

Flintrust 
A town loyal to the Guard that sends 
many of its children as tenderpaws, 
that has fallen on hard times. 

Skills: Smith, Tools-wise  
Traits: Bold, Determined 

Gilpledge  
Gilpledge is named for the settler 
Gilburt who, with his wife, founded 
Appleloft, Dorigift and Gilpledge. 

Skills: Harvester, Laborer  
Traits: Defender 

Grasslake 
An idyllic town far too close to the 
Scent Border for its inhabitants’ 
comfort. 

Skills: Insectrist, Militarist 
Traits: Nimble, Defender 

Ironwood  
Ironwood rests amidst red soil, rich 
in iron. Next to Copperwood, it’s the 
Territories’ other major metal mining 
town. 

Skills: Smith, Armorer 
Traits: Hard Worker 

Ivydale  
Renowned for its bakers and bread. 

Skills: Harvester, Baker 
Traits: Hard Worker  



Lockhaven 
The home of the Mouse Guard. 

Skills: Weaver, Armorer 
Traits: Generous, Guard’s Honor 

Lonepine  
A town winding inside the trunk of a 
huge pine tree, inhabited by mice 
dedicated to protecting the forest. 

Skills: Healer, Loremouse 
Traits: Wolf’s Snout 

Mapleharbor  
Mapleharbor is a trading hub for the 
Eastern Territories. 

Skills: Cook, Haggler 
Traits: Open-Minded 

 

Pebblebrook  
Pebblebrook is known for its 
stonemasons.  

Skills: Stonemason, Stone-wise 
Traits: Tough, Hard Worker 

Port Sumac  
A busy little port town between 
Darkwater and Rustleaf.  

Skills: Boatcrafter, Weather Watcher 
Traits: Tough, Weather Sense  

Rootwallow  
Rootwallow is home to a family of 
silk harvesters. 

Skills: Harvester, Weaver 
Traits: Graceful, Quiet 



Rustleaf  
Rustleaf is known for having a grove 
of trees with leaves that all turn to a 
rusty orange early in fall. 

Skills: Brewer, Glazier 
Traits: Fat, Generous 

Sandmason 
A nominal colony  of Shorestone 
inhabited by strange mice who make 
a living amongst the forbidding sand 
dunes. 

Skills: Dune-wise, Glazier 
Traits: Nocturnal, Quiet 

Shaleburrow  
A simple town known for its 
delicious drinks! 

Skills: Mason, Harvester, Miller  
Traits: Open-Minded  

Shorestone  
Shorestone boasts a large sandstone 
quarry and a tradition of hardy 
stonemasons.  

Skills: Administrator, Armorer, 
Carpenter, Smith, Stonemason 
Traits: Steady Paws 

Sprucetuck  
Known for its scientists, medicine 
and scent concoctions.  

Skills: Scientist, Loremouse 
Traits: Inquisitive, Rational 

Wolfpointe  
Wolfepointe is the last stop before 
the Wild Country. It’s known for 
grizzled townsmice who prefer to 
remain cut off from society.  

Skills: Scout, Hunter  
Traits: Independent, Wolf’s Snout 



Appendix c 

Tokens 

Make sure you align the pages carefully when you print these out, so that the images 
can match back-to-back. Then you can use a 1” hole punch to create tokens for fate 

and persona points, as well as checks. 





Fate Fate Fate Fate Fate

Fate Fate Fate Fate Fate

Fate Fate Fate Fate Fate

Fate Fate Fate Fate Fate

Fate Fate Fate Fate Fate

Fate Fate Fate Fate Fate





Persona Persona Persona Persona Persona

Persona Persona Persona Persona Persona

Persona Persona Persona Persona Persona

Persona Persona Persona Persona Persona

Persona Persona Persona Persona Persona

Persona Persona Persona Persona Persona





Check Check Check Check Check

Check Check Check Check Check

Check Check Check Check Check

Check Check Check Check Check

Check Check Check Check Check

Check Check Check Check Check



Appendix D 

The X Card 

Here is a fancy X card with David Petersen’s art on it. You can print out a single 
copy of this, or just draw an “X” on an index card and use that. 



 

X


