
First Things First
You will need a Rider-Waite or similar 
Tarot deck in some form. This can be a 
physical deck or an app on a smart device. 
So long as you alone can see what you’ve 
drawn and find out what it means, that’s 
all you need. You may also want WRITING 
UTENSILS, PAPER for each player to keep 
notes, and NOTE CARDS with details on the 
Club’s locations.
 

The Sitch
You’re at a CLUB on a Friday night, eager 
to have fun and lose yourself in the 
music. You see two people in the line for 
entry and have instant reactions to each 
of them. You want to connect in some way 
but don’t want to just outright ask or 
tell them everything. This isn’t the place 
for that. Try to let them know how they 
make you feel in other, more subtle ways.

One More Thing
This game draws a lot of inspiration 
form MONSTERHEARTS by Avery Alder. Much 
like that game, it can confront, butt up 
against, or reveal vulnerabilities that 
you may have. That’s perfectly fine. If 
ever you need to stop a game to take care 
of yourself, do it. For more about caring 
for each other as players at the table, 
see Monsterhearts 2’s KEEPING YOUR HEART 
SAFE chapter.
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How To Play
Take the Tarot deck and remove THE LOVERS 
card, putting it at the center of the 
table. This represents WHAT YOU WANT: 
a meaningful connection. Meaningful 
connections don’t have to be positive or 
negative but they should have IMPACT and 
RESONANCE. Once you do this, shuffle the 
remaining deck.

Each player DRAWS THREE CARDS: feelings 
about the left-hand character, themselves 
as they know it, and feelings about the 
right-hand character. Do not share these 
during play. If using an app, redraw if 
the Lovers shows up.

Go around once and describe your CHARACTER 
based on the prompts of your middle card. 
This can be as long or as short as you 
want, growing and changing throughout 
play. Repeat this describing your first 
REACTION to the others. This is the basis 
you start from and will grow from there.

Each player MAY DIRECT UP TO FIVE 
INDEPENDENT SCENES to let the others know 
how they feel before CLOSING TIME at 
the end of the night. Anyone can ask to 
enter a scene anytime, be they a player’s 
character or a non-player character. Did 
you come with friends who are watching 
your back? Do you have a jealous ex? Each 
scene is meant to frame a conversation, a 

dance, an interaction: a moving snapshot 
of that part of the night. Once all 15 
scenes (or less if you all agree) have 
ended, you have reached CLOSE. The CLUB is 
urging everyone out the door and you’re 
out of time. Hopefully, you got your point 
across.

DECIDE TOGETHER what you do after CLOSING 
TIME as an epilogue: who goes with who 
and what you choose to do? Will it be a  
one-night stand? A longer but turbulent 
relationship, full of ups and downs? A 
dream romance straight out of a romcom 
with this night as your meet-cute? Do you 
never speak again? Is this the beginnings 
of friendship? TALK THINGS OUT and see 
where the cards have fallen for you three.
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Locations
The CLUB has several locations, detailed 
below. Each as their positives and 
negatives to using them that can affect a 
scene. Choose wisely and use everything 
available to your advantage.

LINE
+: organized, necessary
-: uncomfortable, boring
STAGE
+: memorable, close
-: loud, uncomfortable
BAR
+: drinks, open
-: busy, uncomfortable
DANCE FLOOR
+: close, intimate
-: loud, distracting
CORNER BOOTH
+: secluded, drinks
-: people may talk, close
VIP AREA
+: organized, secluded
-: restricted, people may talk
BATHROOMS
+: quiet, restricted
-: busy, uncomfortable
COAT CHECK
+: necessary, organized
-: busy, loud
SMOKING AREA
+: outside, quiet
-: smell, close
PARKING LOT
+: secluded, quiet
-: dark, uncomfortable

NOTE: You can also make more locations 
and/or tags of your own to add to or 
replace these, especially to change up the 
setting.

Location Tags
Each tag has its own meaning, neither 
fully good nor fully bad. You just have to 
work it and try to make it work for you to 
get your feelings across. 

BORING
attentions can easily waver here due to 
the monotony
BUSY
people are constantly coming, going, and 
moving around you
CLOSE
you’re packed in tight, moving can be a 
struggle
DARK
it’s hard to see and that can make people 
apprehensive
DISTRACTING
there’s a lot of stimuli happening here 
all at once
DRINKS
getting a drink here for you or someone 
else is simple
INTIMATE
this space is close and comfortable
LOUD
this space is full of near-constant noise
NECESSARY
this space is somewhere everyone has to go 
eventually
ORGANIZED
neat and efficient, you know how things are 
supposed to work here
PEOPLE MAY TALK
just being seen here is a vector for 
rumors about you to spread
QUIET
You can always hear each other near 
perfectly in this space
RESTRICTED
access to this space is regulated, by 
guards of societal expectations

SECLUDED
this space is away from wherever most 
people end up
SMELL
this space’s smell may get to you and 
might even follow you for a while
UNCOMFORTABLE
something about this space makes it hard 
to be at ease

Notes
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