
When Death 
announces who shall die instead of them, the night-
lifer can change their mind and die as they should or 
accept the deal. In the latter case, Death briefly de-
scribes how the victim struck instead of the nightlif-
er dies; the nightlifer briefly describes their reaction 
to this encounter with Death, then the scene ends.

Between two scenes: The two players swap 
their roles. The player is going to play the nightlifer 
decides how many years go by until the next scene; 
the player who just played the nightlifer decides if 
their desires and projects have been fulfilled in the 
interval. They also describe what changes in the 
life of the nightlifer and their loved ones.

Ending the game: The game always ends with 
the nightlifer’s death, either because they willingly 
choose the demise Death announces them, or be-
cause the cause of this demise is old age (it’s the 
only cause of death which is impossible to avoid). 
In both cases, the game ends with a brief ep-
ilogue during which the nightlifer can ask 
Death one question (and only one) about 
the future of those they care about; 
Death tells them the truth.

 A mini-RPG written 
by Côme Martin in 
October 2018,
for 2 play-
ers.

Thanks to Cédric 
Ferrand,  Guillaume 

Jentey, Jean, 
Eugénie and 

Guylène!

A nightlifer en-
joys life in Venice’s 

alleyways. When Death 
comes to take them, they re-
fuse to die. It offers them a 
deal: a life for a life...

Before the party: Both 
players choose the era in which their 
nightlifer will live and die (the place 
is always Venice). In turns or to-
gether, they also each define a detail 
about the nightlifer: their names, their 
age when play begins, their appear-

ance, their dreams and desires, 
their fears and superstitions, their 

family, their friends and/or enemies, 
their love interests.

Players also decide who will play the 
nightlifer and Death in the first scene: both 

roles will be swapped between two scenes.

During 
the party: 
The night-
lifer’s play-
er describes 
the scene, 

which always takes place during a party: where 
in Venice is the nightlifer, with whom, what they 

are doing, and what mask they wear on the occa-
sion of this party.

Death, for its part, describes how it appears to the 
nightlifer and what is supposed to cause their im-
minent death during this scene. A dialogue begins: 
time is not frozen and the nightlifer can try and run 
away, fight Death or protect themselves with some 
ritual, but these precautions always fail and the 
nightlifer ends up begging Death to spare them.

To soften Death’s attitude, the nightlifer can talk 
about their projects and desires for the future; 
Death, in return, can describe the nightlifer’s re-
grets or dark moments from their past. They can 

be previously described elements or details im-
provised on the spot. The characters never talk 

about the present time.

If the nightlifer accepts their fate, they 
take off their mask and suffer the demise 

Death had predicted them: the game 
is over.

If they refuse their fate, Death 
announces a toll to be paid 

for a little more life: in 

other words, the name 
of the person who will 
die instead of the night-
lifer. Death should choose 
victims who are closer and 
closer to the nightlifer as 
play unfolds: an unlucky 

passerby in the first scene, 
then a distant friend, until 
the closest loved ones of the 
nightlifer are designated. Moreo-
ver, Death is encouraged to be cruel and 
to detail the consequences of such a toll 
on the nightlifer’s life and those of their 
beloved. Note that, however, the toll to 

be paid can 
never be 

in relation 
with the 
nightlifer’s 
desires and 
projects.
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