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TW
IST:

D
iscard your all but your lowest card as the 

Bureau A
ide describes how you end up with 

the worst luck. If two cards are tied for lowest, 
you m

ay choose which.
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TW
IST:

The Bureau A
ide should describe circum

stances that transport 
the characters to Epika. The central character has to add the 

goal “G
et everybody back to Earth” and m

ake it their focused 
goal for the episode. If they’re at three goals, they have to 

discard one as a result, and the Bureau A
ide should describe 

why they can’t achieve it because of this. You cannot gain 
achievem

ents on any other goal until this is fulfilled.
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TW
IST:

The future suddenly seem
s unclear, as the Bureau 

A
ide describes som

e troublesom
e foreshadowing 

or ill om
en.

The third act now opens with a twist and a hope.
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TW
IST:

A
 parental figure shows up for you, and the Bureau A

ide 
describes how trouble results from

 their m
eddling or arrival. 

D
iscard a card of your choice. Then, when you act as declarer 

in the second act (or third act, if you cannot do so), you have to 
cause trouble - or rather, your parent causes trouble. You and 

the spotlight should both work out how this happens.
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TW
IST:

A
 down-on-their luck deity from

 Epika shows up and 
causes trouble for a bit, which the Bureau A

ide should 
describe. The central character has to change the goal 
or dream

 they’re focusing on this episode to another 
they already have, or lose one achievem

ent from
 the 

goal or dream
 they chose in the intro.
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TW
IST:

The Bureau A
ide is keeping a careful eye on you, as 

they suspect you of som
ething troublesom

e, and being 
careful m

akes it hard to get anything done.
W

hen you draw a card for the rest of the episode, draw 
two instead, and discard the higher one.
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TW
IST:

A
n old friend or rom

antic partner shows up with problem
atic 

baggage. M
aybe they need an old favor repaid, or just m

ake a 
pain of them

selves. Either way, the central character describes 
them

, and the Bureau A
ide describes what kind of distraction 

they bring. For the rest of this episode, when you draw a card, 
place it face-down- you m

ay not look at it thereafter. You m
ay 

discard face-down cards as if they were in your hand, but they 
cannot be played towards your tally. A

RT
 A

RE
A

 2
.5

X3
.5

 IN
CH

ES

LI
V

E 
A

RE
A

 2
.2

5X
3.

25
 IN

CH
ES

T
h

e 
C

h
a

ri
o

t
H

O
PE

:

Yo
u 

an
d 

yo
ur

 fr
ie

nd
s h

av
e 

a 
pa

rty
 a

nd
ev

er
yt

hi
ng

 g
oe

s a
we

so
m

e.
 E

ve
ry

bo
dy

 sh
ou

ld
 

de
sc

rib
e 

wh
at

 th
ey

 c
on

tri
bu

te
 to

 th
e 

fu
n!

  F
or

 
ev

er
y 

ch
ar

ac
te

r y
ou

 h
av

e 
co

m
m

on
 g

ro
un

d 
wi

th
, 

dr
aw

 a
 c

ar
d 

fro
m

 th
eir

  d
ec

k.
 T

hi
s a

pp
lie

s t
o 

all
 

ch
ar

ac
te

rs
 e

xc
ep

t f
or

 th
e 

Bu
re

au
 A

id
e.

TW
IST:

It’s tim
e for a party or celebration, but things go wrong, 

som
ehow. The Bureau A

ide should describe how things 
m

ight go badly for you, with your assistance. Rem
ove an 

achievem
ent from

 your current goal or dream
, and then 

give an achievem
ent to another player on their current 

goal or dream
.
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TW
IST:

You break a rule, or m
aybe there’s a m

istaken fram
e-

up. The Bureau A
ide should com

e with a situation 
regarding an infraction with your cooperation. Take the 
Justice or Strength card into your hand, and you m

ay 
not discard it. If it’s ever the last card in your hand at any 

point, you get caught and punished, and you m
ay not 

earn any achievem
ents this episode. 
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TW
IST:

Som
ething truly unexpected happens!

The Bureau A
ide plays the three top cards of the 

Fate D
eck face up as additional twists in addition 

to this one. You m
ay choose which two of the 

three take effect, and the other is discarded.
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TW
IST:

A
 disaster or m

ishap causes chaos in everybody’s lives, 
and the Bureau A

ide should describe how. Take all 
cards in the hands of players other than the Bureau 

C
hief. Shuffle them

 up, and deal them
 out evenly. A

ny 
excess cards that would result in uneven hands are 

discarded to the Bureau A
ide’s discard.
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 c
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TW
IST:

The Bureau A
ide describes a new character that 

has a grudge against your character, rightfully 
or wrongly.They then m

ust play the num
erically 

highest Fate C
ard that they have available against 

you during the outro, as that character foils your 
hopes.
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 c
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TW
IST:

You should describe how your character takes risky 
action that profits everybody else. Then, take your 

cards, shuffle them
 up face-down, and distribute one 

card to each other player (except for the Bureau A
ide) 

without looking at the cards. If you have an uneven 
num

ber of cards, you decide who gets each. T
h

e 
H

a
n

g
ed

 
M

a
n
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TW
IST:

Your current goal or dream
 becom

es unattainable, and the 
Bureau A

ide describes why.

Rem
ove all achievem

ents from
 it, then rem

ove the dream
 or 

goal, then draw cards equal to the num
ber of achievem

ents it 
had. A

t the end of the episode, you also gain a bonus equal to 
the num

ber of achievem
ents it had; this takes with any bonus 

gained during the outro. D
ea

th
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th
ei

r c
ar

ds
 a

nd
 e

xc
ha

ng
e 

th
em

 o
ne

-fo
r-

on
e 

as
 th

ey
 lik

e.
 

To
 d

o 
so

, t
he

y 
ha

ve
 to

 in
tro

du
ce

 a
 to

pi
c 

of
 c

on
ve

rs
at

io
n 

to
 c

ha
t a

bo
ut

. Y
ou

 c
an

no
t t

ra
de

 c
ar

ds
 u

nl
es

s y
ou

 
pa

rti
cip

at
e

in
 th

e 
co

nv
er

sa
tio

n,
 n

o 
m

at
te

r h
ow

 m
od

es
tly

.

TW
IST:

The Bureau A
ide should describe a

m
om

ent of m
alaise or boredom

 for you,
and why things are off-kilter. If you

succeed during the outro, you cannot gain
achievem

ents; instead, you gain gonus as
if you failed, and increase it by 1.
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p
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n
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oa

l b
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n 
ou

t 
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pp

or
tu

ni
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, o
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 th
at

 m
ay

 b
e 

m
or

e 
tro

ub
le

so
m

e 
th

an
 

m
os

t. 
If 

yo
u 

ac
ce

pt
 it

, i
t c

om
es

 w
ith

 o
ne

 a
ch

ie
ve

m
en

t 
alr

ea
dy

 o
n 

it.
 If

 y
ou

 re
fu

se
, t

ak
e 

a 
1 

bo
nu

s i
ns

te
ad

. T
hi

s 
st

ac
ks

 w
ith

 a
ny

 b
on

us
 fr

om
 th

e 
ou

tro
.

TW
IST:

C
hoose a goal or dream

 on your character. The Bureau A
ide 

should com
e up with a troublesom

e m
inor character that 

can helps them
 whether they like or not, letting them

 m
ark 

achievem
ent on that goal or dream

. The D
evil card is then 

shuffled into their respective player deck. W
hen it’s drawn by 

a player, it has no effect, but that player m
ust reveal it. The 

Bureau C
hief should describe how that troublesom

e character 
m

akes a fuss again. The player m
ay choose to discard a 

com
bined value of 21 or m

ore; if they do, the D
evil is discarded 

into the Fate C
ard discard. O

therwise, it’s discarded back into 
that player’s discard.
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e 
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 th
e 
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is 
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e 
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ve

r l
in
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g.

TW
IST:

The Bureau A
ide plays another two

twists, either from
 their hand or the top

of the Fate D
eck. They should describe

how they’re rolled into one big ball of
trouble. If you succeed during the outro,

you gain 1 extra achievem
ent.
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r c
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e 

a 
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pp
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tu

ni
ty

 
to
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ali

ze
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at
 - 

a 
sa

le
, a

 c
ha

nc
e 

m
ee

tin
g,
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r o

th
er

 lu
ck

y 
tu

rn
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 d
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e 
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 d
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n.
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pl
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 m
ay
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y 
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 C
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d 
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d 
an
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pi
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a 
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 C
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m
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n 
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ev
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en

t. 
If 
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o 
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, t

he
y 

m
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 d
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w 
a 
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rd

 fr
om

 e
ith

er
 th

e 
Ea

rth
 D

ec
k 

or
 th

e 
Ep

ik
a 

D
ec

k.TW
IST:

The Bureau A
ide should describe an event that 

draws the character away from
 their am

bition. They 
select a goal or dream

 on the character other than 
the one selected during the intro - of the rem

aining 
goals or dream

s, it m
ust have the lowest am

ount of 
achievem

ents. That becom
es the central character’s 

focused goal or dream
 for this episode.
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D
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 m
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 c
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r c
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th

er
 h

op
e.

TW
IST:

Things get…
 odd…

 and om
inous. 

The Bureau A
ide should describe how. 

They then play another Fate C
ard, either from

 their 
hand or the top of the deck. This counts as a hope and 
not a twist. H

owever, during the third A
ct, the hope is 

treated as a twist instead.
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 c
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 c
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 d
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 c
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ut
 n

ot
 m

or
e 

th
an

 o
ne
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m
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is 

do
ne

, t
he

 re
cip

ie
nt

 
dr

aw
s a

 c
ar

d 
fro

m
 th

e 
de

ck
 o

f t
he

 ty
pe

 o
f c

ha
ra

ct
er

wh
o 

do
es

 th
em

 a
 g

oo
d 

tu
rn

.

TW
IST:

The sun is out, 
nothing too bad happens. T

h
e 
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 d
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r d
ec
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.

TW
IST:

Som
ething is really em

barrassing you to your friends, like it or 
not. The Bureau A

ide should describe what happens to m
ake 

this occur. Each player (except the Bureau A
ide) should play a 

card face down, then flip them
 up sim

ultaneously. If the m
edian 

card is 7 or lower, discard your highest two cards. If the m
edian 

card is 8 or higher, discard your lowest card. (If there are cards 
tied for the m

edian, average them
.) 
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.TW
IST:

A
 m

ajor trouble is com
ing up that affects everybody, like 

terrible weather or an econom
ic disaster - the Bureau A

ide 
should describe what. Everybody should discard a goal of their 

choice.

If there are any achievem
ents on that goal, they gain +

1 bonus 
for each achievem

ent. This stacks with any bonus during the 
outro.
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