Setup Questions
What’s the town’s main industry?
How has your family recently lost
their grip on it?
What’s your name? Peggie, Dolores,
Letitia, Diane, Consuelo, Mei?
Someone works for your family pick who. You can always appear in
their scenes.

The Scion
You’re the heir
to your family’s
fortune - but is
that all you’ll
inherit from them?

You have terrible visions about
someone - pick who. They can flip
 to hint at dark implications and
strike terror in your heart.

Revelation
On your turn, instead of a normal
scene you can narrate learning
a monstrous or inhuman truth
about your family’s power.
Then gain .

You can pull strings. If a player
character does what you ask,
they can mark off  on a goal.

At 2  tokens:
Something is stirring in you. Flip
 to see a vision of the town’s
occult past. Each player says an
insight, you pick which is true.

At 4  tokens:
The unnatural within is
bursting free. Flip  to reveal an
inhuman feature of your form
that provides strange insight,
defence or offence. After the
scene, it vanishes again.

Setup Questions
What’s the town’s main industry?
How has your family recently lost
their grip on it?
What’s your name? Algie, Bertram,
Ginger, Wallace, Theodore, Ignatio?
Someone works for your family pick who. You can always appear in
their scenes.

The Scion
You’re the heir
to your family’s
fortune - but is
that all you’ll
inherit from them?

You have terrible visions about
someone - pick who. They can flip
 to hint at dark implications and
strike terror in your heart.

Revelation
On your turn, instead of a normal
scene you can narrate learning
a monstrous or inhuman truth
about your family’s power.
Then gain .

You can pull strings. If a player
character does what you ask,
they can mark off  on a goal.

At 2  tokens:
Something is stirring in you. Flip
 to see a vision of the town’s
occult past. Each player says an
insight, you pick which is true.

At 4  tokens:
The unnatural within is
bursting free. Flip  to reveal an
inhuman feature of your form
that provides strange insight,
defence or offence. After the
scene, it vanishes again.

Setup Questions
What part of the town’s history
most appeals to you? Which part is
a mystery to you?
What’s your name? Maxwell, Jan,
August, Phillip, Charlie, Roman.
Someone asked you to value an
object of theirs - pick who. You can
always appear in their scenes.

THE ANTIQUARIAN
You’ve spent your
life gathering the
lore of this town.
But some things are
a mystery even to
you...

You know how to maintain value.
When you use an asset belonging
to another player, return it to
them instead of discarding it.

Someone is part of a secret society
you’re trying to enter - pick who.
They can flip  to reveal what you
must do next to win membership.

At 2  tokens:

Revelation

At 4  tokens:

On your turn, instead of a normal
scene you can narrate a revelation:
unlocking the secrets of something
from your collection that upends
your understanding of the town,
the world or yourself. Then gain .

You see glimmerings of secret
knowledge. Flip  to count a 
asset as  or vice versa.
You see the true power you’d
hoarded in your dusty collection.
Flip  to reveal an object you
own, give it a fancy name, and
describe its true arcane power.

Setup Questions
What part of the town’s history
most appeals to you? Which part is
a mystery to you?
What’s your name? Irena, Zema,
Grace, Jamie, Nancy, Brigit.
Someone asked you to value an
object of theirs - pick who. You can
always appear in their scenes.

THE ANTIQUARIAN
You’ve spent your
life gathering the
lore of this town.
But some things are
a mystery even to
you...

Someone is part of a secret society
you’re trying to enter - pick who.
They can flip  to reveal what you
must do next to win membership.

You know how to maintain
value. When you use an asset
belonging to another player,
return it to them instead of
discarding it.

At 2  tokens:

Revelation

You see glimmerings of secret
knowledge. Flip  to count a 
asset as  or vice versa.

On your turn, instead of a normal
scene you can narrate a revelation:
unlocking the secrets of something
from your collection that upends
your understanding of the town,
the world or yourself. Then gain .

You see the true power you’d
hoarded in your dusty collection.
Flip  to reveal an object you
own, give it a fancy name, and
describe its true arcane power.

At 4  tokens:

Setup Questions
What’s brought you to this town?
What do they say about it in the city?
What’s your name? Louie, Max,
Karl, Ralph, Monk, Johnny, Lee.
Someone has useful information
they’re not telling you - pick who.
You can always appear in their
scenes.

The Sleuth
You don’t like
it here. But you
know: somewhere in
this town is the
answer to all your
questions.

Someone saved your skin when
you arrived in town - pick who.
They can flip  to ask for your help
in return, and you must flip  to
resist.

Revelation
On your turn, instead of a normal
scene you can narrate an attack
from someone or something trying
to silence you. Say what you learn
from the attack and gain .

You understand leverage. When
you lean on someone, you may
discard a  or  asset. If you
do, they must do what you ask
or lose all  or  tokens on
their goals.

At 2  tokens:
You’re determined to finish this.
Flip  to push through any
injury, terror or intoxication.

At 4  tokens:

It’s all clear now. Flip  to
announce the true role a
supporting character played in
the matter you’re investigating.

Setup Questions
What’s brought you to this town?
What do they say about it in the city?
What’s your name? Holly, Serena,
Melody, Lana, Alouette, Bonnie.
Someone has useful information
they’re not telling you - pick who.
You can always appear in their
scenes.

The Sleuth
You don’t like
it here. But you
know: somewhere in
this town is the
answer to all your
questions.

Someone saved your skin when
you arrived in town - pick who.
They can flip  to ask for your help
in return, and you must flip  to
resist.

Revelation
On your turn, instead of a normal
scene you can narrate an attack
from someone or something trying
to silence you. Say what you learn
from the attack and gain .

You understand leverage. When
you lean on someone, you may
discard a  or  asset. If you
do, they must do what you ask
or lose all  or  tokens on
their goals.

At 2  tokens:
You’re determined to finish this.
Flip  to push through any
injury, terror or intoxication.

At 4  tokens:

It’s all clear now. Flip  to
announce the true role a
supporting character played in
the matter you’re investigating.

Setup Questions
What fragments do you remember
of that terrible night? What place
have you found on the fringes?
What’s your name? Cammy, Teya,
Cathy, Pam, Kayla, Beth, Lucky.
You’re providing someone with
something illegal - pick who. You
can always appear in their scenes.

The Outcast
The things you’ve
seen have pushed
you to the town’s
fringes, but
something still
keeps you here.

Someone was there when it went
down - pick who. They can flip  to
hint an object in the scene is linked to
that night’s events: you must flip 
to avoid becoming obsessed with it.

Revelation
On your turn, instead of a normal
scene you can narrate a flashback
to that terrible night. Pick out a
new detail that might give you
answers, then gain .

You know the town’s secret
ways. You can guide someone
safely anywhere in the town.

At 2  tokens:

You’re never out of options. Flip 
to go through the asset deck and
get the first  or  you find.

At 4  tokens:

You’re weirdly prepared. Flip 
to reveal one of these hidden in
a scene: valuables, a few sticks
of dynamite, illicit substances, a
nearby vehicle.

Setup Questions
What fragments do you remember
of that terrible night? What place
have you found on the fringes?
What’s your name? Leo, Dodge,
Curtis, Dan, Max, Lucky, Nicky.
You’re providing someone with
something illegal - pick who. You
can always appear in their scenes.

The Outcast
The things you’ve
seen have pushed
you to the town’s
fringes, but
something still
keeps you here.

Someone was there when it went
down - pick who. They can flip  to
hint an object in the scene is linked to
that night’s events: you must flip 
to avoid becoming obsessed with it.

Revelation
On your turn, instead of a normal
scene you can narrate a flashback
to that terrible night. Pick out a
new detail that might give you
answers, then gain .

You know the town’s secret
ways. You can guide someone
safely anywhere in the town.

At 2  tokens:

You’re never out of options. Flip 
to go through the asset deck and
get the first  or  you find.

At 4  tokens:

You’re weirdly prepared. Flip 
to reveal one of these hidden in
a scene: valuables, a few sticks
of dynamite, illicit substances, a
nearby vehicle.

Setup Questions
What are you researching? Why is
this the only place you can do it?
What’s your name? Ward, Fenton,
Maynard, Abel, Ramon, Ezekiel.
Someone is providing you with
research materials - pick who. You
can always appear in their scenes.
Someone makes you want to be
normal - pick who. They can flip  to
convince you to act like an upstanding
member of society, for a time.

The Seeker
Inspiration burns
like a fire behind
your eyes. You
must let it out.
You must show them
what you see!

Revelation
On your turn, instead of a normal
scene you can narrate a research
breakthrough - and then say what
your genius (or patron) demands
for the next step. Then gain .

You see at right-angles to other
people. If someone asks for your
advice and fully follows it, they
can mark off  or  on a goal.

At 2  tokens:
You can commune with
inhuman beings. Flip  to
summon or channel one, picking
another player to decide what
the being says or does.

At 4  tokens:
You now see that time and space
are the fantasies of a child.
Flip  to appear or disappear
through a tear in the world.

Setup Questions
What are you researching? Why is
this the only place you can do it?
What’s your name? Millicent,
Leonore, Eva, Dayla, Rosamund.
Someone is providing you with
research materials - pick who. You
can always appear in their scenes.
Someone makes you want to be
normal - pick who. They can flip  to
convince you to act like an upstanding
member of society, for a time.

The Seeker
Inspiration burns
like a fire behind
your eyes. You
must let it out.
You must show them
what you see!

Revelation
On your turn, instead of a normal
scene you can narrate a research
breakthrough - and then say what
your genius (or patron) demands
for the next step. Then gain .

You see at right-angles to other
people. If someone asks for your
advice and fully follows it, they
can mark off  or  on a goal.

At 2  tokens:
You can commune with
inhuman beings. Flip  to
summon or channel one, picking
another player to decide what
the being says or does.

At 4  tokens:
You now see that time and space
are the fantasies of a child.
Flip  to appear or disappear
through a tear in the world.

