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PARABOLA 
 

“You were in London … while they were coming down… I was in ‘s 
Gravenhage ...  while they were going up. Between you and me is not only a 
rocket trajectory, but also a life. You will come to understand that between 
the two points, it lives an ent ire life…” It is the parabola. They must have 
guessed, once or twice – guessed and refused to believe – that everything, 
always, collectively, has been moving toward that purified shape latent in 
the sky, that shape of no surprise, no second chances, no re turn.  
 Thomas Pynchon, Gravity’s Rainbow 

 
 

Parabola  
 
During 1944 -45, 1517 German V -2 (v for vergeltungswaffe or ‘revenge weapons’) landed 
on London. These rockets were fired from Holland. On clear nights, Londoners could see, 
around the curve of the earth,  starbursts of launches and streaks as moonlight or dawn 
reflected off vapor trails from V -2s climbing over the North Sea. At 112.3 miles above the 
earth the rockets reached their brenchluss – the end of burning. From this point the V -2s 
continue invisibly  along their parabolic path, what writer Thomas Pynchon labeled 
‘Gravity’s Rainbow’ in his novel of the same title, before falling in a 3000 mph silent 
screaming onto the city below.  
 
After a V -2 impacted, the sound arrived, “growing out of it the roar of  its own fall, 
catching up to what’s already death and burning.” Down below civilians and members of 
the Allied forces sought to aid evacuees, to clean up the carnage, to manage the 
European theatre of battle. Among them, in Gravity’s Rainbow, walk ‘wild t alents’ and 
researchers and clandestine agents attempting to rope the paranormal into useful forms: 
a soldier whose erections predicts (or perhaps summons) rockets to their craters, a 
Pavlovian experimenter who hunts stray dogs in off -limit sectors of the city, “cliques of 
spiritualists, vaudeville entertainers … lobotomy enthusiasts, Dale Carnegie zealots, all 
exiled by the outbreak of war from pet schemes and manias damned…”  
 
As the war approaches its end some of these figures emerge from the recesses of their 
bureaucracies to undertake personal, obsessive missions into ‘The Zone’ of continental 
Europe. They try to unravel the secrets of the V -2 program whose rockets they have been 
playing a deadly game of cat and mouse with on the streets of London. One r ocket in 
particular, with an unusual serial number and even more unlikely payload, draws their 
attention. Following tracks left by industrial cartels, slave labor, mystic antecedents, 
postwar agendas and premature redemptions, they trace the final rocket a s its launch 
ends the book. And opens it, since the rainbow arch of the V -2 path is just the visible half 
of a full circle.  
 

The game  
 
Parabola is a game of intelligence agents, paranormal talents, rockets and rocketmen 
pursuing each other (and the elusiv e patterns of fate) across Europe in the waning 
months of World War 2.  The game is inspired by Thomas Pynchon’s Gravity’s Rainbow 
but does not seek to recreate the book’s exact plot or characters. Pynchon’s 
phosphorescent arc provides a guiding structure f or players to explore the same general 
settings, themes, and mood. Players don’t need to have read the book to enjoy the game. 
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A few broad events and topics  –  wartime London under rocket attack, the Nazi’s V -2 
program, paranormal theories bent to politic al uses, commercial power in wartime –  act 
as a common foundation. From this shared starting point, players devise their own 
meddling characters, pseudo -histories, paranormal traces, industrial secrets, paranoid 
theories uncomfortably close to the truth.  
 

Summary of play  
 
Players in parabola each create three characters: a secret agent active in London, a 
character (also in London) with paranormal talents being investigated and drawn into the 
war effort by the agents, and someone living in war -torn Europe  who has played a role in 
the design and use of German V -2 rockets. Each character has two countdown tracks 
with empty slots that will be filled with connections (statements, pieces of information, 
commentaries) that by the end of the game will form a sequ ence explaining what 
happens to the character by the end of the war (their fate) and how their actions and 
powers help shape the post war world (control). The card game concentration is played 
five times to pick spots on maps of London and Europe where con nections arise. Playing 
concentration also determines when and how players can write, roleplay and change 
characters’ fates and controls. The game is played in seven stages, one to prepare, five 
set in London under threat of the V -2 blitz and Continental E urope in the last throes of 
battle, and a coda to share the characters’ final trajectories:  
 

1.  Dreamers of all languages. Players make agent characters.  
2.  The law of small numbers. A game of concentration begins to distribute rocket 

strikes across London and t o fill in the agents’ fate and control countdowns.   
3.  Gatherers of light. Players make talent characters and play concentration to 

situate strange phenomena that are happening about town and show how agent 
characters are trying to befriend and manipulate th e talents.  

4.  ‘That’s not my department.’ Players make ‘rocketmen’ characters. Concentration 
distributes research and rocket sites across continental Europe. Agents and 
talents begin to investigate the V -2 network.  

5.  Rocket 00000. Characters venture into the Zo ne of liberated Europe and deeper 
into V -2 secrets and their own pasts.  

6.  The countdown as we know it. The last rocket is launched, play shifts back and 
forth between the Zone and London, and the characters’ fates and place in 
postwar control are finalized.  

7.   Coda. Players share character’s fates and controls.  
 
 
Parabola was written for a March 2009 game design contest. The game uses burn, 
midnight and sea as ingredients. This combination suggests a V -2 rocket in its parabolic 
nighttime path over the North Se a- the inspiration for a game based on Gravity’s Rainbow. 
Burn is associated with rocketry and also incorporated as a mechanism by which 
connections (the people, places, and things that are a character’s reference points to the 
war) are copied from one she et to another. Midnight is used both metaphorically as the 
darkness that prevents characters and players from fully grasping the secrets and 
meaning of the rocket program, the paranormal, fate etc; and as one of the agencies that 
characters can be affiliat ed with. Sea is the divide between the London and continental 
settings and the game’s pool of connections that will be created and drawn upon.  
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The design challenge also called for game entries to be ‘immersive.’ There are different 
ways that participants  can lose themselves in a game experience. One can become 
immersed in character and story though acting with few interruptions or through the 
psychological realism of the characters and situations. One can become immersed in the 
game procedures through a g ripping ‘flow’ experience of the system, goals and 
competition. One can immerse in the fiction, the imagined space through an experience 
of telling details and a sense of being there. One can also experience immersion in the 
creative process of helping dev elop the fictional elements. Following Gravity’s Rainbow, a 
book that has inspired readers’ guides and wikis tracking hundreds of obscure 
references, Parabola’s primary immersive draw should be in the eclectic details and 
connections of the characters and setting; in a paranoid, conspiratorial worldview; and in 
the ability to shape and interpret these connections.  I’ve tried to focus the games on this 
fiction immersive/creative axis. The game adds characters and rules twists as the stages 
progress which sh ould add to the density of the fiction and the scrambled worldview 
associated with it. Parabola uses the card game concentration to determine hits and 
misses and picks spots on maps of London and Continental Europe. I hope that the 
‘concentration’ required  by this game mechanic will be a secondary immersive 
experience.  
 
 

Stage 1: Dreamers of all languages  
 

“… yet another of the thousand dodgy inter -Allied surveillance schemes 
that have sprung up about London since the Americans, and a dozen 
governments in exile, moved in. In which the German curiously fades into 
irrelevance. Everyone watching over his shoulder, Free French plotting 
revenge on Vichy traitors, Lublin Communists drawing beads on Varsovian 
shadow ministers, ELAS Greeks stalking monarchists, un -repatriable 
dreamers of all languages hoping through will, fists, prayer to bring back 
kings, republics, pretenders, summer anarchisms that perished before the 
first crops were in … some dying wretchedly, nameless, under ice -and-snow 
surfaces of bomb crate rs out in the East End not to be found till spring, 
some chronically drunk or opiated for getting through the day’s reverses, 
most somehow losing, losing what souls they have, less and less able to 
trust, seized in the game’s unending chatter, its daily se lf criticism, its 
demand for total attention.”  

Gravity’s Rainbow 
 
Parabola is a game for 3 -5 players. Participants will need 2 decks of playing cards, paper 
and pencils, and copies of the character sheets and London and Europe Maps.  Players 
may also want  to have computers or handhelds with internet access and/or reference 
books relating to WW2, esoteric phenomena, rocketry or any other themes that interest 
them.  
 
Prepare cards  
Remove all face cards from both decks of cards. The decks will have 40 cards in them, 
just aces through tens. Take one of the decks and remove two of each rank of card 
(remove 2 aces, 2 twos, etc). You’ll now have one deck with 40 cards (A to ten four 
times) and one deck of 20 cards (A to ten twice). Shuffle both decks, keeping the m 
separate.  
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Make agents  
Each player starts the game with a character who is affiliated with an intelligence agency 
or a research institute investigating paranormal or fringe science phenomena. On a copy 
of the game’s character sheet or a piece of paper, write down your character’s name, 
nickname and cover (if any), a brief bio (age, nationality etc), and a brief physical 
description.  
 
Write down the institution or agency that your character works for. These can be real or 
invented, aligned with any sort of government or ideology or paranormal, religious, or 
scientific approach. Here are ten sample agencies:  

⇒ Ahnenerbe: Nazi affiliated German ‘study society’ for ancient history and 
archeology.  

⇒ MIDNIGHT: Military Intelligence Directorate for Necessity, Inter pretation, 
Gestalt, Hypotheses, and Truth. Unclear to what authority this collection of 
agents and experts from at least 14 allied nations ultimately reports.  

⇒ NW7: intelligence gathering division of the German chemicals industry 
corporation I.G. Farben (I nteressen -Gemeinschaft Farbenindustrie AG, or 
‘community of interest of the dye industry’).  

⇒ OSS: Office of Strategic Services. Wartime predecessor to the U.S. Central 
Intelligence Agency. Pynchon refers to “the eastern and moneyed Republicans 
behind OSS.”  

⇒  OWI: Office of War Information. United States government agency that 
released war information on the home front and engaged in propaganda 
abroad. Staffed by New Deal supporters and liberal journalists.  

⇒ Raznor & Orgone: Firm whose solicitors and ‘fixers’ represent the property and 
sovereignty claims of several Eastern European royal families in exile.   

⇒ SHAEF: Supreme Headquarters, Allied Expeditionary Forces. Their symbol is a 
flaming sword with a rainbow arched above.  

⇒ SPOT: Soviet Pavlovian Overseas Team . Small, tight -knit grouping of Soviet 
physiologists, behavioralists and psychologists working at various British 
Universities and medical facilities.  

⇒ SPR: Society for Psychical Research. London based private association 
founded in 1882.  

⇒ WRNS: Women’s Ro yal Naval Service. United Kingdom women’s auxiliary that 
served at home and abroad with the fleet air arm, royal navy, and marines. 
Known individually as WRENs.  

 
Write starting connections for fate and control  
Each players draws two cards from the deck of  40 cards. The first card taken indicates in 
which slots a player will write a connection in the Fate countdown on the character sheet. 
The second card chosen  shows in which slot you will write your character’s starting 
control connection. Connections are  statements that introduce stuff (people, places, 
things, ideas etc) into the game fiction or show links between stuff that’s already in the 
game. They are written as sentences in the present tense. For example, “Professor 
Musakay is a banana and plantain specialist at the Royal Botanical Gardens.”  “Emanuel 
helps the Germans perfect the magnet ring in the experimental rocket’s control system 
because they promise to keep his father and sister safe.” “As a child, Sara has a vision of 
two of her playmates fal ling through ice exactly one hour before they are killed playing on 
a frozen pond.” “Free French émigrés in London regularly meet to drink and scheme in 
the Café Ordinaire in Runston Square, owned by their countrywoman Madame Portre.” In 
general, fate conn ections relate to characters actions and obsessions during the war. 
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Control connections foreshadow how character’s actions and the goals of their employers 
may shape the post war world. There is obviously overlap between the two countdown 
lists. At this po int in the game, you don’t need to worry too much about what is 
appropriate to put in each countdown.  
 
Write characters’ employment as starting connections in the ‘Sea’  
Take a sheet of paper and label it Sea of connections. These are connections that all 
players can draw upon; they have not been assigned to any particular character or 
countdown. Write down each characters name and agency as a connection in the sea 
(present tense sentence.)  
 
Assign cheats  
Next, take five cards ranked ace to 5 from one of th e card decks, shuffle them, and deal 
one to each player. The card drawn shows what clandestine technique the player’s 
character will start with and what techniques they will have each game stage thereafter. 
These clandestine techniques will allow players t o ‘cheat’ at the card game concentration 
in different ways.    
A: reconnoiter    
2: infiltrate  
3: blanket  
4: hide  
5: influence  
 
Each player will have access to a different one of these cheats during each stage of the 
game. Proceed down the list from your s tarting technique, returning to the ace after the 
5. So, for example, a player who was dealt the 4 would start the game with the hide 
cheat in the second stage, followed by influence then reconnoiter then infiltrate then 
finally blanket during the sixth st age of the game.  
 
 

Stage 2: The law of small numbers  
 

“Damn the particle, but there is salvation for the aggregate. A gust of wind 
is wild and free, but there are handcuffs on the storm. During the World 
War, no course of a single bullet could have been predicted absolutely, but 
any competent mathematician could have written the equations of the 
conflict as a whole.”  

Charles Fort, Wild Talents  
 
Lay out cards and London Map  
Shuffle the deck of forty cards and lay them out, face down in a pattern five rows  across 
and 8 columns deep. This pattern of cards corresponds to the 5 by 8 grid map of 
wartime London contained in the appendix of this game.  
 
Play concentration to locate rocket strikes and create connections  
Players will take turns flipping over cards i n the pattern following the rules of the card 
game concentration (with a few twists).  The focus of this stage will be to establish 
information about the personal lives and intelligence activities of the characters in 
London in late 1944. This info, which will established in short statements called 
connections, will also be linked to the fall of German V -2 rockets across the city.  
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The player whose character has the reconnoiter cheat always starts the game of 
concentration. Most people will have played con centration before. On your turn, you flip 
over two cards in the pattern, allowing all players to see the cards. If the two cards 
match – have the same value – then leave the cards face up, note down that you have a 
match (see below), and go again (turning over two more cards from the pattern). If the 
cards do not match, then turn them back face down, note down that you failed to get a 
match (see below) and the next player goes.  Players should pay attention to cards 
turned over and try to remember their val ue and location in order to have a greater 
chance of getting matches. The concentration phase ends when all cards have been 
matched and all 40 cards in the pattern are face up.  
 
Using cheats  
During each game of concentration, players can ‘cheat’ once for f ree using the specific 
cheat technique that they have available during that stage. Players can also pay to cheat 
once more during a stage if they wish (using the same single cheat technique that they 
have available). When a player takes an extra cheat, the  player in line to go next chooses 
a single connection from the sea and burns (copies) it to any empty slot of the control 
countdown list of one of the cheating player’s characters.  
 
Cheat effects  
A: reconnoiter: player can look at one face down card (wit hout showing it to other 
players) then place it back facedown, before turning over their two cards.     
2: infiltrate: after the end of their turn (when they miss getting a match), player can 
switch any two face -down cards in the pattern.  
3: blanket: playe r can flip over three cards rather than two and get a match if any two of 
them are a pair.  
4: hide: player can flip their two cards in secret, only showing other player what the cards 
are if they are a match (because then the cards are flipped to face -up.  
5: influence: when another player is preparing to flip cards, the player with the influence 
cheat can tell them to flip one card. They can instruct the other player about which card 
to flip first, or let the player choose the first card then tell them whic h card to flip 
second.  
 
Note matches and misses  
This will sound like a paradox, but when players miss (do not get matching cards), then a 
V-2 missile strikes. When a player turns over two non -matching cards, mark a small x in 
pencil on the map grid corres ponding to the location of the second card that was just 
flipped over.  
 
When a player gets a match, it indicates that something significant has happened to their 
characters. Write a small x or check next to the fate and control countdowns on your 
characte r sheet at the number equal to the cards that were just matched.  
 
Create and narrate connections for missed matches/ rocket strikes  
After the game of concentration is complete, look at the map of London. Count the marks 
on the grid. Each of these marks me ans that a rocket has struck in that grid. (More than 
one rocket can strike a grid, assuming that players turn over the same card twice or 
more without a match).  
 
Each rocket strike also creates a connection associated with that grid of London. These 
conn ections should focus on the private lives and professional espionage/ research 
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activities of the characters. Connections should also involve something about the grid 
that has been struck by a V -2. Perhaps the connection occurs there or has some link to 
something at or near the site that was struck. Starting with the player who has the 
reconnoiter cheat, player take turns inventing connections. Players choose which mark 
on the map to create a connection for, and erase that mark. The player then creates a 
connection for that mark. The player tells the other participants what the connection is, 
and the connection is written on the Sea of connections sheet.  
 
Players can invent connections on the fly. Or, before narrating and writing down 
connections, they can a gree to take time to research and draft connections. This 
assumes that players have access to the internet and/or reference materials such as 
maps of London and books. If players research connections, they can agree on a time 
limit for their preparation. P layers can share ideas among themselves or develop 
connections in private.  
 
Roleplay hits and burn connections for character countdowns  
After all marks on the map are expressed as connections in the sea, players look at their 
character sheets to see where  they have marked next to numbers on the countdown 
tracks. For each mark, a connection will be made (or changed) at that numerical level on 
both the fate and control countdowns. If a countdown is currently empty at the level 
corresponding to the number tha t the player matched, then the player can burn (copy) 
their choice of any connection from the sea onto the character’s empty countdown slot. 
Players can burn the same connection onto both the fate and control countdown slots if 
they want, or pick two diffe rent connections for the two countdowns.  
 
If the countdown slots are already filled at the number of the card match, then move on 
to the next match. (In upcoming stages, players will gain extra options to move and 
change existing connections when they get  a match.)  
 
Start with matched tens and move downwards in a countdown. If two players both got 
the same match number, the player who has more overall matches this stage goes first.  
 
Whenever connections are burned onto a character’s countdown(s), the activ e player 
leads a brief role -playing session to expand upon one of the connections. If different 
connections were added to fate and control, the active player decides which to explore. 
The active player also decides which player characters and connection ch aracters or 
other people are in the scene. If another player’s character is in the scene, that player 
automatically takes part. If connection character(s) (people that have been created as 
part of connections) or other minor characters invented for the sce ne are present, the 
active player decides which player will take those roles. The active player then sets the 
scenes. Players involved in a scene role -play until the active player feels that the scene is 
done or decides to try to block or change something that another player has said 
happens in the scene.  
 
Concentration challenges  
In the case of this kind of edit/ conflict, the active player and the player whose 
contribution to the scene is being challenged play a mini game of concentration. Shuffle 
the de ck of 20 cards and lay out a 5 by four pattern. Whoever gets a match first wins the 
game. The player whose action was challenged goes first. Each player can use their cheat 
ability once during the mini concentration challenge (even if they have already use d it 
during the earlier full game of concentration). Whoever gets the first match gets to 
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narrate the outcome of the role -played scene, which ends at this point. The winner also 
gets to edit the connection that is being role -played. They can change the 
language/meaning of the connection as it is written on the active player’s character 
sheet. For example, the connection “Emanuel helps the Germans perfect the magnet ring 
in the experimental rocket’s control system because they promise to keep his father and 
sister safe” could be altered to read “Emanuel helps the Germans perfect the magnet 
ring in the experimental rocket’s control system because his father and sister were killed 
during an Allied bombing raid.”  
 
Once all matches are played proceed to stage 3.  
 

Stage 3: Gatherers of light  
 

“It’s an open secret that he doesn’t get along with the rest of his section. 
How can he. They’re all wild talents – clairvoyants and mad magicians, 
telekinetics, astral travelers, gatherers of light. Roger’s only a statistic ian. 
Never had a prophetic dream, never sent or got a telepathic message, 
never touched the Other World directly.”  
 Gravity’s Rainbow 

 
Stage three is also set in London. It follows the same rules and sequence as stage two 
with a few additions and twists:  
 
Create paranormal talent characters  
Each player creates a character who has some kind of unusual and potentially 
paranormal ability or tendency. Fill in their name, bio, and ‘talent.’ These talents should 
be mysterious in the sense that they are not necessarily miraculous, hard to understand 
entirely how or why they manifest, and/or not always possible for the talent to control. 
Examples from the source novel include the previously mentioned erection linked to 
upcoming rocket strikes, an ability to take upo n oneself the nightmares and obsessions 
of other people (so that they can get a good sleep while you suffer), and mediums using 
séances to contact the dead. Write the characters’ talents down in the sea as 
connections, and burn connections from the sea as starting connections (slot 7) for each 
of their fate and control tracks. Note that talent characters start the game with seven 
slots on their fate and control tracks rather than ten.  
 
Although created by one player, all talent characters will be available  to all players to 
burn connections onto (see below). This reflects how different agent characters are trying 
to influence, recruit and handle the talents.  
 
Map paranormal activity  
The concentration game during this stage locates paranormal traces and act ivities across 
London rather than rocket strikes.  
 
Delete and swap connections  
The addition of paranormally attuned characters to the game gives players more options 
when they get matches in concentration. Players still role -play match scenes with the 
possibility of concentration challenges. But when they get a match, players now have the 
choice to:  
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⇒ Burn a connection (or two different connections) from the sea onto their agent 
character’s fate and control countdowns. This assumes that the countdowns 
with n umbers equal to the matched cards are empty.  

⇒ Burn a connection or connections onto the corresponding empty fate and 
control countdowns of any talent character.  

⇒ Delete a connection from the corresponding fate or control slot (but not both) 
of their agent ch aracter or any talent character.  

⇒ Swap a connection from the corresponding fate or control slot (but not both) of 
their agent character or any talent character with the same numbered fate or 
control slot of any other character.  

 
If possible, these deletion s and swaps – wrinkles in fate - should be explored as part of 
the role -playing for that match. Talent characters’ paranormal abilities may play a role in 
the shifting connections.  
 

Stage 4: “That’s not my department”  
 

“This was the A4 part of the factory , which the Rocket shared with V -1 and 
turboprop assemblies… Rocket components were fed out crosswise into 
the two main assembly lines. As you walk deeper, you trace the Rocket’s 
becoming: superchargers, center sections, nose assemblies, power units, 
contr ols, tail sections.”  
 Gravity’s Rainbow 

 
Stage four of Parabola shifts over the channel and North Sea from London to continental 
Europe. Characters are trying to piece together the history, technology, and logistics of 
the Nazi’s V -2 program. The agent and  talent characters may or may not have already 
traveled to the Zone of liberated Europe (by late 1944 France, most of Italy, the Soviet 
Union, Ukraine, and most of the Balkans). Whether still in London or on the Continent, 
the characters are learning more about the rocket program for their employers and their 
own curiosity.  
 
Stage four is played using the rules from stage three plus the following:  
 
‘Rocketmen’  
Players each make a rocketman character. These are not necessarily rocket scientists/ 
engineers ( and not necessarily male). They can be anyone closely associated with the V -2 
program from Nazi officials, researchers, builders, industrial cartel employees, military 
guards, slave laborers, saboteurs, etc. Write their names, bios and role in the rocket 
program. This role is also written in the sea as a connection. Each rocketman character 
has 5 fate and control slots. Burn connections in the topmost slot.  
 
Concentration to show locations of V -2 network  
Concentration during this stage distributes location s and connections for V -2 research, 
design, financing, assembly, and launch.  
 
Scramble option  
When matching, players get a new option during stage 4: scramble. Scramble allows 
players to swap fate or control connections between different slots on the sam e character 
when a match is made for one of the two transposed slots.  The full set of options 
allowed for matches in the 4 th  and later stages is therefore:  
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⇒ Burn connection from sea to your agent character  
⇒ Burn connection from sea to any talent or rocketma n characters  
⇒ Delete connection from fate or control  
⇒ Swap fate or control connection between any two characters except other 

player’s agents  
⇒ Scramble fate or control between different slots of same character (any 

character expect other players’ agents).  
 

Stage 5: Rocket 00000  
 

“But the Rocket has to be many things, it must answer to a number of 
different shapes in the dreams of those who touch it – in combat, in tunnel, 
on paper – it must survive heresies shining, unconfoundable … and heretics 
there will be  … Each will have his own personal rocket. Stored in its target -
seeker will be the heretic’ EEG, the spikes and susurrations of heartbeat, 
the ghost -blossomings of personal infrared, each Rocket will know its 
intended and hunt him, ride him a green -doped a nd silent hound, through 
our World, shining and pointed in the sky at his back, his guardian, 
executioner rushing in, rushing closer…”  
 Gravity’s Rainbow 

 
Stage 5 is played with rules from stage 4. Characters are now pursuing personal 
obsessions connected to the V -2 program, perhaps the same one as other characters’. 
Concentration in this stage pinpoints locations that characters actually physically visit in 
search of clues.  
 

Stage 6: the countdown as we know it  
 

“The countdown as we know it, 10 -9-8-u.s.w. , was invented by Fritz Lang in 
1929 for the Ufa film Die Frau in Mond. He put it into the launch scene to 
heighten the suspense.”  
 Gravity’s Rainbow 

 
Stage 6 of Parabola allows players to finalize their characters’ fates and controls. Misses 
in concentrat ion have no effect. No new connections are created. Role -played scenes for 
matches can be set anywhere and anytime. The last ‘ten’ card flipped over determines 
the location (on the continental map) of the launch site of the final rocket. The last ‘one’ 
card flipped shows the location of the final V -2 strike on the London map. It is probable 
that this final rocket has some connection with the players’ obsessions as well as their 
fates and controls.  
 

Stage 7: Coda  
 
Players take turns explaining their charact ers’ fates and controls based on the sequences 
of the connections in their countdowns. Fate means what happens to characters by war’s 
end. Control means how their wartime activities help shape the postwar world, especially 
by contributing to (or underminin g) mechanisms of control. Control explanations can 
also curl back to describe the origins of paranormal abilities and political and personal 
agendas. (Note that connections can be out of order chronologically in countdowns - the 
countdown determines the ord er in which connections are mentioned in recounting 
characters’ fates and controls.  
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Sources and inspirations  
 

⇒ Thomas Pynchon, Gravity’s Rainbow 
⇒ Steven C. Weisenburger, Gravity’s Rainbow Companion 
⇒ Zak Smith, Pictures Showing What Happens on Each Page of Thomas Pynchon’s 

Novel Gravity’s Rainbow 
⇒ gravitys -rainbow.pynchonwiki.com  
⇒ hyperarts.com/Thomas -pynchon/gravitys -rainbow  
⇒ Charles Fort, Wild Talents 
⇒ I’m aware of several games that explore connections between the paranormal, 

conspiratorial and WW2. Among the m, Dennis Detwiller and Greg Stolze’s 
Godlike: superhero roleplaying in a world on fire, 1936-1946 and Wild Talents: 
superhero roleplaying in a world gone mad have interesting mixes of real and 
alternative histories, in which paranormal powers overlap with  power politics, 
especially on the battlefield. Malcolm Craig’s Cold City: a game of hidden 
agendas trust and monster hunting covers competing intelligence agencies 
hunting monsters in post -war Berlin (the same author’s related Hot War brings 
the horror to  post apocalyptic 1962 London). These games do not (as far as I 
can see) reference Gravity’s Rainbow but the ‘secret history of the war’ vibe is 
connected.  

⇒ Judges for the theme and ingredients and for running the contest.  
⇒ Flickr user Yersinia for the map grid of London (used with permission).  
⇒ Wikipedia for the map of wartime Europe.  
⇒ [name and location censored] restaurant for the banana pancakes I enjoyed for 

brunch on March 22, 2009 (mirroring Pirate Prentice’s banana breakfast feast 
on December 18, 1944 at the start of Gravity’s Rainbow). 
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Parabola Characters sheets  
 

Agent       Talent     Rocketman  
 
Name 
 
Nickname?  
 
Cover? 
 
Bio  
 
 
 
 

Agency     Talent      V-2 Role 
 

 
 
 

Fate        Control   Fate         Control   Fate           Control  
 10     10 -9    10 -9 
 
  

9    8-7    8-7 
 
  

8    6-5    6-5 
 
  

7    4    4-3 
  
  

6    3    2-1 
 

 
5  2 

 
 

4  1 
 
 

3 
 
 
2 
 
 
1 
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London Map  
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Continental Europe map  
 

 
 
 
 
 
 
 
 
 
 
 
 


