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CHANGE THE RULES!

. PLay the gaMES

of the cotlection one

after » next in A mal-
ithon, until YOUR
nerves give i

dAL ReTIx!
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am! go éacé to f/Le éeginning, emémcing
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inconsistencies!

RULEX!
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- Play WITH the RUles of
The Disorder Suit:
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THINK ABOUT WHAT YOU
At THE STELE AT THE
HEART OF THE

PLAINS

- Instead of Presences, it’s sol- flee to Egypt!

diers who are tracking down the PCs. _ '
tions of successful tries remain for fu- They can be killed bugt only if a PO Play with the rules of

ture players! suffers a serious wound in return! THINK/ABOUT WHAT YOU WANT

2. Play with the rules of LAST ESCAPE: - Play with the rules of Pirky & /AND PUSHTHEBUTTON: the mu-
a try is not timed anymore but each ac- 2 CRACELV-R s et R CR LI by

tion costs efforts from which you'll have [Eil-CPEREsERE LA AR ENNRINECA R oot .
a hard time recovering! next travelers! you will have to escapel

THE EGYPTIAN JOB

- Play what happens after

1. Players can try the modules as many the heist: the PCs must now
times as they want as long as they start

from scratch every time. Only the ac-

seum is a module from which

)

HE RIT-F SRDE THE DOPPELGANGER EFFECT

- Before each story, the calami-

The PCs are tim? crimi- Only use the system to disarm
WTel DN LTI S NG B B U |,ombs, shadow someone or any

T NN TAZ-N VOO TV I (T WYYl tricky action: the rest is described
through space! narratively! Therefore, some obstacles won’t

- Play with the rules IT WAS A JySteeutal
CLEAR AND SUNNY DAY or THE KEY g Play with the rules of THE

: TO THE MYSTERY: the multiverse JaaNi il BEaya N Fa il oy o
time or space and move from becomes more and more unstable DOPPELSANGER EFFECT:

scene to scene, mere Witness- PN game progresses, and things
es or more! get stranger and stranger! one by one!

ties are announced: each couple

of announce gives you a comfort.

* Play with the rules of HERE
and/or NOW: PCs are fixed in

play backwards, put the sticks back




AFTER SCHOOL NVESTIGATIONS

C’Hiurder in the

AN
Mm

uantum

“/Hionastery

- The mood is no longer of a provincial

Th ) ) | high school but of film noir: adjust crimes
I Thus it is written: to play a more and clues in consequence and don’t pull

frantic version of the game, the [Vionks | NI e T Ne e
could draw a card as soon as they had |SSNNEENRINSY

played one. It was also possible to never |l Play with the rules of ROBONIMALS:
remove any card from the table for even escape from the lab: the PCs go through

more chaos! the city as they would through the lab, ques-

2. And one could play NVt Raa el el tions become those they ask to solve the case,

AL ReTIX: a new game was then and the Thing becomes the criminal running

switched upon every 5 minutes. Amen! after them to put an end to their efforts!

IT WAS A CLEAR AND ,

SUNNY DAY Py ﬂf)/ & POCfD/
or
THE KEY TO THE MYSTERY

— The Pirdtes explore space ne—
cropoles here and there in the

summon a creature from beyond: on the pa- UY\IV@PS@

pers are esoteric symbols which abound in _ D'ay Wﬁ-h The PUI@S Of ﬁHR-

the world, and when a paper is turned it

means the ritual has begun! GR‘Y CITIES dur’ln&r ad ha”

or out d sea Pirdles are never
sure of being qun’re welcomel

- Play sorcerers trying to successfully

B
uamum

AR
- Play with the rules of (ffurder in the
Hnastery: even less control on reality'’s slow

destructuion!

The€ - CREATOR - A1D -
TheE, - CREATURE

- The qame i8 fhe 8ame, except you play
by mail; describe your actiops’ ip each leffer!
~ Play with the rules of THE IN-
TERROGATION.: cach character

tries to understand the values bheld
by the other, and the clements of
the case become slices of life!

DARNGRY CITIES

- The Travelers came to
loot the City: its goal is now
to drive them away!

- Play with the rules of
the DODPU SANGER

PROJECT: the Travelers
go from Clty to City!
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- €ach turn represents
a new generation of Ac-
olytes: eras go by as the
game unfolos!

- Play with the rules of
YOU ARE A TREE: the Ac-
olytes have small powers,
maybe enough to succeed
in their task?!

SATURDAY
NIGHT FOREVER

- The death of the CE is due to a

psychotic killer: the game is now [

a slasher in which you must flee

the murderer or eliminate them!

- Play with the rules of

FLAYED IN THE FREEZING
NIGHT.... each Nightmare
pile is a time loop!

Pla with the rules
YOTE Peﬁ) with ReveL\8eh: in the1r
letters, the nightlifer speaks of the
past, Death tells of possible fu-
{ures in icy missives!
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ROBONIMALS:

escape from the lab

- The PCs are humans, victims
of strange experiments; the place
they try to escape from is a shared
mental space!

- Play with the rules of ThHE -
CREATOR - ADD - ThE - GREA-
TUARE: a single PC tries to flee
from a Thing that wants to bring
it back in the lab forever!




THE g™ TO DREAMS

- The Dream's goal is to guide
two stray Empaths who try to
find each other in an astral plane
shaped by their thoughts!

- Play with the rules of AFTER

SCHOOL INVESTIGATIONS: deciphel”‘

the Symbol at the heart of the
Dream and discover the truth
about this oneiric placel

“with the wrong gesture!

THE INTERROGATION

- The game is now about a
chase: each die corresponds

to an _obstacle or a means of

transport instead of a value!

- Play with the rules of YO-
LENCE/SEX/POOP. instead of
overbidding onvalues,lose them

YIOLENCE/SEX/POOP

- Onslead. of playing o disgusling game, gl
dassy and play he POWeET Ratigers:
(Youws attibules are like DEBUCTION/
PIRCUETTE/LASER wd thew

: yowgo,anewsy/-pewsy/had@!

- Play with the les f THE € TO
DREAMS: youre noaming in a creepy nigh-

' nw#w,belie/ﬂwpeﬂw@’wam’&%agoodwwod!

FLAYED IN THE
FREEZING NIGHT...

- The PCs are fearless adventur-
ers, trying fo save one of their
own who was caught by an horri-
ble nightmare!

- Play with the rules of ONE MIN-
UTE TO MIDNIGHT: the cuddly toys
lose strength (and pieces) as the
Big Nightmare takes control of the
city’s zones!

POE0) YOTE PEL)
With ReveDge

- The Detective doesnt know who the
Writer is: at the end of each fragment
of their report, they make a guess that
the Writer secretly confirms or denies.
After 3 wrong guesses, they must give
up the case!

- Play with the rules of THE DEAD
BODY iN YOUR HEAD: in each scene and
as time goes by, one of the 3 roles is
in the spotlight. The Victims all share
the same secret!

ONE MINUTE TO
MIDNIGHT

- The PCs are humans, a few days
or weeks before the end of the world:
how will they accept it, as their re-
sources are at their lowest?!

- Play with the rules of THE STELE
AT THE HEART OF THE PLAINS: the
robots are lost in hallucinated land-
scapes they unsuccessfully roam
through until they turn off!




TR “Jemr i mee) UNTIL DAWN COMES

The Disorder Suit

' ’ 1. One of the players plays the one who is
s dead: in their turn, they answer _ The PCs are amoebae, each a dif-
the questions as a ghost (they
replace the word “comrade” by
the word “companion”)! prevail!

_  The PCs are humans ina |
giant robot they stole from the H
base; they must find a monster

A terrorizing the city: BTN RIS R L IR - [lay with the rules of LAXT DUIM-
. Play with the rules of THE or HHCSHTMOTW: the players write 4EOMN: the PCs answer questions (free-
s EGYPTIAN JOB: ﬂ owers can memories on the pieces of paper, and 1}’ o by a dapting the car dS) an d st

everyone interprets them as they wish to
Q fuse to try to get bY! . describe the dungeon’s conquest! 0g thfough 5 steps (Spafk> halo, glOW,
; light, star) to afhirm themselves!
o 4 —~ w :_'i

= 9 > |
HERE & “ow THE DEAD BODY IN YOUR HEAD LAST ESCAPE

. - Instead of a LARP, the game is played
- Explore a representative fic- [N Jel N ByeR R R cod - L he PCs havethe same
tional place, or the key moment of ENEVERES ISR IC RISt BN E common goal: to banish
your favorite story! stressed at the end of a scene and in- 288! Elder God acting up
e SR S A S B in the vicinity!
- Play with the rules of UNTIL Y Y

HRL ISR R LELEN (OIS _ D]ov with the rules of
DAWN COMES: the constellations [RigIs RIS At s SRIRT (RO T FOR UNATELY, YOU

tell human stories from their point [[EESYEVEGHIRIERMERVENCEEINUN \\ [ R THERE: the PCs

of view; maybe they sometimes in- [RESIUNCEEUR=NENE R EVESIEVEN recall memories of their
fluence how things go! A, the other plays their murderer! youth!

ferent future life form: only one will

.




