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CHECK STEPSEXAMPLE

* The Slinger says they attempt sneaking
past someone.

* The Maestro decides this requires a
Chﬁlck, meaning the Slinger must “Go
Fish!”

* The Slinger asks the Maestro or the
Gun if they have a card—but they
don't.

* The Slinger draws from the Deck,
completing a Pair and placing it in their
Cache.

* The Maestro says the Check is Hard,
setting its Cost at 11.

* The Slinger pays with a 7-Pair adding
their Light On Your Feet 2 for a total of
9.

* The Gun aids by Paying a Single 2,
tying their total with the Cost.

*  The Maestro takes the normal success,
moving the narrative forward.

BARGAINS

If a player lacks Pairs, can’t pay a Check’s
Cost—or doesn’t wish to in order to retain
Pairs for future Checks or for narrative
reasons—it becomes a Bargain.

kg

If the player has a Face Card to give the
Maestro, the check is a baseline success.

If they cannot or don’t want to, it becomes a
Blind Pay resulting in Failure or Limited
Success with complications. A Bargain's
Blind Pay is never a standard Success—it
always comes with complications.

‘(g wnwixow) | Aq jojs o asIDy spioig G| puadg "Q 4o Bulupys ‘jojs mau o
}1951n0A BAI9) 1spinig 0| puadg ‘pliom By} jNOgo o0y MaU D 108 ‘|00
10 23Ul MU D 9jpaIY) 10} SPIDIg G Puadg | + SPIOAA JUSLIND SI JSOD BY]
PUIW 119y} Ul PBYDIS PIOAA MBU D J9A0DSI(] Y40V Jad Sping Z ‘SYIDW ISIM].
aA0WaY *¢ + Apopdn?) juaLnd st jsod ayy ‘Adpdo?) IsIM] 9SIDY 7 + SOSUAg
JUS1IND S| JSOD B4 ‘BSUSS MaU D UG :Buimo||o) By4 op o} spipig puadg

‘|otoy st saunluf aoloyy g Buipesdxg Ainluj soloyy
sjplidoiddo Ajjouoionyis b UMOP BiIM PUD JudAUl A8y}
‘ny sJ,Aaj; pup paxiow aip sadbidg Jiay} ||o §| ‘odoidg

| 4w Asy} ‘1Y o ploAb o} s|iny Jabullg ay JaAeuailM

'$P9YD) PUD $4SO7) 40}
And noA yoym 4o an|pA 8y} O} BN|DA §RIG INOA PPy
‘Yoo o} g pup ‘| ‘g uBissy

FACE MOVES

King: A symbol of luck used to succeed
any Check including the other
player’s.

Queen: Thrive in every environment and
can be Paired with any (non-face) Single
matching it to produce a Pair.

Jack: Know a good deal when
they see it, play one any time
to draw 3 cards.

Aces: Always good to have up
your sleeve, paying with one is?

a Major Success with an extra
effect from this list:
*  You gain exira insight, pose

a question to the table and
collaboratively answer.

You gain or maintain the er
hand, determined t:olIecii\.nalll"yF,Jp

BRAIDS

You gain Braids by acting according to your
Agendas and Runes, completing noteworthy
tasks, doing cool shit and failing checks.

You always gain a Braid when failing a
check.

The Maestro may give you Braids as they see
fit. (If GM-less, give each-other Braids when
characters lean into their Runes and
Agendas).
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You are a wanderer

without a home, seeking
something in the Twisted world.
At some point, the Twist marked you
granting supernatural abilites and
strange senses. You must be careful with
these abilities, lest you succumb to the
Twist’s thrall.

Being marked, you're hunted by a strange,
horrifying creature the Twist designed. You
may not know initially, but The Thing That
Hunts is after you and you alone.

You are torn between the strange and the
mundane. Will you give in to unknowable
powers before finding answers?
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