
Scrapes

Majorinjuries

I'veBeenaround

Good inafight

lightonmytoes

Name:

pronouns:

Look:

Trinket:

Assign 2, 1, and 0 to each.
Add your Stat value to the value of what you pay
for Costs and Checks.

Stats

BRAIDS

Thetwist

Twisttrack

You start relatively clean, with manageable
Twist marks on your soul but, much as
you’d like to maintain that, it’s simply
unlikely. You use Twist to protect yourself,
utilize your Words and activate special
abilities.

When your Twist track fills you lose yourself
to the Twist, never to be freed.

Spend Braids to do the following: Gain a new sense, the cost is current
Senses + 2. Raise Twist Capacity, the cost is current Capacity + 3. Remove
Twist Marks, 2 Braids per Mark. Discover a new Word etched in their mind
The cost is current Words + 1. Spend 5 Braids to: Create a new Trinket or
Tool, Declare a new fact about the world. Spend 10 Braids: Give yourself
a new stat, starting at 0. Spend 15 Braids: Raise a stat by 1 (maximum 3).

ALuckyOne
You call upon the Twist to act as Lady Luck,
pushing things just a bit further when things are
rough.
When placing yourself in danger, you
may pay with two mismatched Cards
from your Hand, their total is a pool of
points to improve checks until
exhausted or danger passes.
NowYouDon’t
You pull the Twist close, gathering it and shifting
your form into something unseen.
Pick a random card from the deck, its
value is the number of minutes you
can turn invisible for—you still make
noise. If you draw a face card, put it at
the bottom and redraw.
DesperateGambit
You make a bet with the Twist. If you win, you’ll
gain power.
You and the Maestro (or other Player)
each place a card from your Hand
face-down, then reveal them. If yours
has a higher value, you succeed at the
current check and draw a card. Both
spent cards are put in the discard pile.

moves:

Harm
Whenever the Slinger fails to avoid a hit, they mark 1
Scrape. If all their Scrapes are marked and they’re hit,
they invent and write down a situationally appropriate
Major Injury. Exceeding 2 Major Injuries is fatal.

Asense forweather

Asense formagic

A sense forevil

anancientword is
etched intoyourmind.
What is it?
Guidance, Hiding, Courage, Fear, Rage,
Hope
This word reflects, predicts, and aids you,
used by gaining 1 Twist. The use’s form is
mutable and determined when used.

Choose one move. Using it adds 1 Twist.

Youhaveasensethatothers
don’t.What is it?

Howhasthetwist
touchedyou?

.

.


