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All the world's a stage, 
And all the men and women merely players; 
They have their exits and their entrances, 
And one man in his time plays many parts, 

His acts being seven ages.  
 
 

A method for wagering and weaving narratives over a drunken bard. 
By Michael Wenman 
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~Ob_ Bl_[n =[l^ ) nb[n}m qb[n nb_s ][ff bcg+ Kf[sqlcabn) 
poet, balladeer, wordsmith, actor, drunkard. 

Ob_ Fcha}m H_h ehiq nb[n b_ cm [ a_hcom) \on b_ i`n_h h__^m 
a bit of motivation to restore the balance of his creative 
humours. He sleeps away the hours in a stupor, hunched 
over wine or gin, whatever may have drawn his fancy or 
qbcg+ Ncnncha [lioh^ bcg) nb_ Fcha}m H_h b[p_ n[e_h ni [ 
game of storytelling and impromptu playwrighting.   

None know how the game began. Perhaps as a simple wager 
i` [ h_q jf[s}m h[g_) \on qcnb _[]b j[mmcha hcabn) nb_ 
diversion gradually became refined into a method of writing 
complete compositions (comedic, dramatic and tragic).  

Many has been the night when the kings men would have 
played their game over a semi-]ihm]ciom ~Bl_[n =[l^ 8 ihfs 
ni `ch^ bcg `chcmbcha [ g[mn_ljc_]_ \[m_^ ih bcm ~`_p_l 
^l_[gm  i` nb_ hcabn \_`il_+  

One-and-Thirty 

In the taverns around the theatre, there is a common form of 
a[g\fcha l_`_ll_^ ni [m ~Jh_-and-Obclns ) nbcm cm [ a[g_ 
played using cards of the common French variety. There are 
a few varieties of this game, but that which is used by the 
Fcha}m H_h [cgm ni ^l[q [ b[h^ qcnb [ mchaf_ mocn}m nin[f 
value nearing as close to 31 without exceeding this amount. 

At the start of a round, each player is dealt three cards; the 
last of which is dealt face up. Starting with the player to the 
left of the dealer, each player has the opportunity to draw an 
[^^cncih[f ][l^ &~b[p_ cn ' il j[mm &~mnc]e '+ <`n_l [ff jf[s_lm 
have been presented with the opportunity to draw an 
additional card, the cycle begins anew. 

At any stage, a player may knock the table to indicate that 
they believe their hand superior to all other players. Once a 
payer has knocked, all hands are revealed. The player with 
the highest scoring single suit (not exceeding 31) proves 
victorious.  

Wagers are often a part of this game, with each player 
holding a note indicating their wager value. A player failing 
to win a round must fold over a corner of their note; while a 
victorious player unfolds a corner of their note. A player 
with all four of their note corners folded is eliminated from 
the game (though they may re-enter the game by purchasing 
a new wager note).  



Ob_ Fcha}m H_h b[p_ nqcmn_^ nb_ lof_m i` ~Jh_-and-Obclns  
to create plays while the great bard slumbers in a drunken 
mnojil [`n_l ih_ i` bcm f_a_h^[ls ~[ff-hcabn n_gj_mnm +  

The Cast 

~Ob_ Bl_[n =[l^  ^lchem nblioab nbl__ jb[m_m) [`n_l nb_ `clmn 
few drinks he starts using carefully crafted words to enchant 
the female patrons of the bar, the King men let him have his 
way because he is still too coherent to fall prey to their 
wagering. 

After a full bottle he starts on more bawdy tales and poems, 
here he gives hints on the types of characters he is thinking 
of using for his next piece, the location of the drama or the 
plot twists involved.  

Choose an actor to draw three cards. Allocate these three 
cards between the nature of the play, the location and the 
a_h_l[f nsj_m i` ]b[l[]n_lm chpifp_^+ Ob_ Fcha}m H_h i`n_h 
^cm[al__ qcnb ~Ob_ Bl_[n =[l^}m  nqcmn [h^ omo[ffs g[e_ oj 
their own. 

Finally he finds a quiet corner or booth where he nurses a 
second bottle until he passes out. It is at this time that the 
game commences.  

 

 

 

 

 

 

 

 

 

 

 

Card Nature Location Central Character 

A  

The Great Bard 
b[mh}n g[^_ oj 

his mind 

Unknown Location 

The Head of a Family 2 
Enchanted Fey 

Lands 

3 Historical Rome 

4 

Historical  
Historical England 

A Young Ingénue 

5 London 

6 

Political 

England (Outside of 
London) A Member of the 

Military  
7 Scotland 

8 

Comedy 

Denmark 

A Royal Courtier  

9 France 

10 
Tragedy  

Italy (but not Vero-
na) A Member of the 

Nobility  
J 

Verona Q 

Romance 
A Member of the 

Common Folk K 



The Roles (Main and Supporting) 

Pmcha nb_ lioab c^_[m jim_^ \s ~Ob_ Bl_[n =[l^ ) nb_ Fcha}m 
men decide on a roster of roles for the piece they will be 
q[a_lcha `il nb_ _p_hcha+ Iih_ i` nb_ Fcha}m H_h qcff 
portray the dominant protagonist for the piece; instead they 
n[e_ ih nb_ lif_m i` nb_ jlin[aihcmn}m ]igj[hcihm [h^ nb_ 
f_mm_l lif_m nblioabion nb_ jf[s+ Ob_ Fcha}m g_h b[p_ 
determined a number of common character archetypal forms 
nb[n [jj_[f ni nb_ \[l^}m m_hmcncpcns) nb_m_ [l_ ^cmnlc\on_^ 
randomly to reduce the arguments that typically ensue when 
too much alcohol has been consumed by one or more of the 
actors. Starting archetypes are openly visible for all to see.  

Since this diversion began as a dramatic interpretation of 
~Jh_ [h^ Obclns ) _[]b []nil qlcn_m oj [ lif_ ih [ q[a_l 
sheet (corners of this sheet may be folded and unfolded 
through the course of the game). On each corner of the 
wager sheet, they provide a distinction for their role. This is 
done with consideration for their starting archetype, and the 
^lohe_h l[g\fcham i` ~Ob_ Bl_[n =[l^  \_`il_ b_ j[mm_^ 
out. 

Each actor also writes the name of a lesser role within the 
piece, a bit part which may receive no more than a single 
scene, or may become pivotal in the unfolding events of the 
impromptu piece. This lesser role receives no distinctions.   

Finally, each actor has five coins to determine the way their 
role relates to the others at the start of the play. They must 
allocate a coin to the role portrayed by the actor on their 
left, another coin to the roe portrayed by the actor on their 
right, a third coin to the main protagonist of the story,  
fourth coin to one of the lesser roles, and the final coin may 
be used to intensify any one of these relationships. A coin 
may be allocated two ways; if an actor allocates a head, their 
role considers the other in high esteem, if a tail is allocated, 
their role considers the other in low esteem. For the 
joljim_m i` ^l[g[) nb_ Fcha}m H_h b[p_ g[^_ cn [ lof_ nb[n 
all roles must hold at least one other in high esteem, and one 
in low esteem.   

Once they have written their roles, each of the actors draws 
[ hog\_l i` nie_hm _ko[f ni nb_cl mn[lncha [l]b_nsj_}m l[he) 
then draws an Ending Archetype. This archetype is hidden, 
[m cn qcff jlip_ jcpin[f `il nb_ nqcmnm ch nb_ jc_]_}m h[ll[ncp_+ 
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Interactions and Relationships 

The public loves drama and melodrama, friendships and 
enmities growing stronger, throughout the course of a play, 
relationships between roles will change. Characters starting 
as enemies may find friendship, those who begin as friends 
may develop an enmity. This is reflected through the 
movement of coins.  

There are four degrees of relationship between roles; from 0 
coins representing no relationship at all, through to 3 coins 
representing the closeness of good friends, lovers and deadly 
enemies. All coins in a pile are either heads or tails, and 
moments of dramatic tension may quickly change a pile of 
one into a pile of the other.   

As relationships grow stronger, the roles within a play 
become more important to one another. Friends become 
more capable of benefitting one another, and adversaries are 
more able to deal harm. Any time a role attempts to 
influence another for the better of worse, there is a chance 
that their bond will grow stronger. 

The public also loves noble speeches, feats of derring-do, 
treacherous lies, dramatic stunts and duels of honour. This is 
fortunate, because it is through these actions that 
relationships unfold and evolve. 

During an unfolding narrative, a role may engage in any 
hog\_l i` []ncihm) \on ch nb_cl qcm^ig nb_ Fcha}m H_h b[p_ 
divided these into four types, defined by the humours 
l_mc^cha ch [ g[h}m \i^s8 nb_ =fii^) nb_ Kbf_ag [h^ nb_ 
Biles (Black and Yellow). Much argument has seen these 
four humours linked to the four suits of cards used in the 
a[g_ i` ~Jh_-and-Obclns + 

 
 

Dh nb_ g[hh_l i` ~Jh_-and-Obclns ) [ff []nilm [l_ ^_[fn [ 
hand of cards; with these, their roles may engage the 
narrative (and other roles).  

Humour Actions Suit 

Sanguine 
(Blood) 

The sanguine humour covers most social 
actions including talking, providing 
inspiration and restoring lost hope. 
Special Bonus: Add a coin to the relation-
ship of someone who holds your role in 
high esteem. 

clubs 

Phlegmatic 
(Phlegm) 

The phlegmatic humour covers deeper 
emotions and intuitions, sensing the true 
feelings of others and defusing emotional 
trauma. 
Special Bonus: Remove a coin from the 
relationship of someone who holds your 
role in low esteem. 

hearts 

Melancholic 
(Black Bile) 

The melancholic humour covers intellec-
tual and rational actions including the 
ability to solve puzzles and riddles. 
Nj_]c[f =ihom7 Giie [n nb_ ~@h^cha 
<l]b_nsj_  i` [ lif_ qbi bif^m sio ch 
three coins of high esteem, or answer a 
question posed in an earlier scene. 

diamonds 

Choleric 
(Yellow Bile) 

The choleric humour covers physical 
actions such as stunts, duelling and feats 
of agility.  
Special Bonus: Injure someone with a 
severity based on the relationship.  
[1 Token - Remove them from the scene] 
[2 Tokens - Remove them from the Act] 
[3 Tokens - Remove them from the Play] 

spades 
Relationship Held in High Esteem (Heads) Held in Low Esteem (Tails) 

0   No real connection or relationship 

1   Friendly Acquaintances Competitors and Rivals 

2   Friends and Comrades-in-Arms Foes and Adversaries 

3   Close Friends and Lovers Nemeses and Antagonists 



The Play 

All actors know that a play has structure, and that structure 
]ihmcmnm i` []nm [h^ m]_h_m+ Ob_ Fcha}m H_h l_mifp_ nb_ 
outcome of each scene with a hand of specialised variant of 
~Jh_-and-Obclns ) _[]b [\f_ ni g[hcjof[n_ nb_ lof_m i` nb_ 
game according to their distinctions and their archetypes. 
The actors never speak of these game rules when they work 
nblioab nb_ h[ll[ncp_ \_mc^_ ~Ob_ Bl_[n =[l^  ch bcm 
drunken stupor. It is better that he should hear the voices of 
characters in his dreams, rather than the voices of actors 
arguing over convoluted forms of gambling. 

Rbcf_ _[]b m]_h_ cm l_mifp_^ nblioab [ b[h^ i` ~Jh_-and-
Obclns ) []nm [l_ ihfs l_mifp_^ ih]_ ]_ln[ch ko_mncihm b[p_ 
been answered and the narrative may move on. 

Onstage and Offstage Phases 

Oi jl_p_hn [laog_hn) nb_ Fcha}m H_h e__j [ ]ijs i` nb_cl 
gi^c`c_^ ~Jh_-and-Obclns  lof_m ih b[h^ [n [ff ncg_m+ Ob_ 
following transcript has been taken from one of the more 
extensive folio scripts.  

Offstage Phase 
  
1. Deal Cards. Starting with the actor possessing the lowest 
number of tokens, each is dealt three cards in turn, the last of 
which is dealt face-up. Once all actors have been dealt their 
`clmn nbl__ ][l^m) _[]b g[s ]biim_ ni ~mnc]e  il ~b[p_ cn  [h^ 
^l[q [hinb_l+ D` [h []nil ~b[m cn  nb_cl h_q ][l^ g[s \_ e_jn 
concealed, or it may be revealed; both of these have 
consequences. If revealed, the player may earn a coin, or 
they may spend a coin to describe something about the 

impending scene. The first thing described shall be the 
location, the second thing shall be whether the protagonist is 
present, additional descriptions shall be the presence of 
lesser characters. This cycle continues until someone 
~ehi]em nb_ n[\f_ + 
 
2. Once someone knocks, everyone may draw up to one 
more card (though no more descriptions may be made about 
the scene, it has been described to its full extent).At this 
point, the hands are frozen and will be revealed during the 
Onstage phase. If the location and presence of the 
protagonist have not been established by the time someone 
knocks, the players immediately following the knocking 
player determine these aspects of the scene. 
 
3. All roles have a scene access value determined by their 
starting archetype (and modified by the ending archetype 
once it is revealed). An actor may choose to spend a number 
of coins equal to this value to take part in the scene; 
otherwise they allow others their time in the limelight 
choosing to join the Groundings for this scene.  
  
Onstage Phase 
  
4. The actor with the highest ranked archetype roe in the 
scene performs an action. This is done by describing what 
they are doing with the protagonist (if the protagonist is 
present in this scene), otherwise they just explain what they 
are doing. Otherwise they may engage in simple banter with 
another role present in the scene or pass their action to the 
next highest player. 
 
 



5. If the actor hopes to use their role to manipulate the 
protagonist (or another role) in some way, the actor plays a 
card from their hand (this may be a card that was previously 
revealed during the offscreen phase, or it may be a card still 
concealed in their hand). The suit of this card must reflect 
the action performed, or a character distinction must be used 
to change the suit (each distinction may be used this way 
only once per scene).  
 
6a. If manipulating another role, the victim may either 
simply allow it, or describe a defensive action and reveal a 
card from their hand (this card must have a suit matching the 
action described).  
6b. If the protagonist was manipulated in some way, the 
member of the groundlings with the lowest ranked 
archetype describes how the protagonist reacts (a card is 
always drawn by the protagonist when someone is 
manipulating them). 
  
7. Cards may be modified by traits and any members of the 
Groundlings. If a character can justify the way a trait might 
be useful in their action, they may improve the rank of their 
card by 1 for the purposes of that action. If a Groundling can 
justify the way a trait might be detrimental to an action, 
they may reduce the rank of a card by 1 for the purposes of 
that action.  
 
Any member of the Groundlings may also choose to add a 
card from their hand to the active actor or the reactive actor 
&nb_ mocn i` nb_ Blioh^fcha}m ][l^ gomn g[n]b nb_ mocn i` nb_ 
[]ncih) c` cn cm bcab_l nb_ []ncha lif_}m ][l^ cm cgjlip_^ \s .) 
c` fiq_l nb_ []ncha lif_}m ][l^ cm l_^o]_^ \s .'+ D` nb_ `ch[f 
reactive card rank is higher, the action is blocked; if it is 
equal or lower, the action passes through. 

8. Successful action allows a question to be posed, an answer 
to be resolved, a trait to be applied, a relation to be modified, 
a lesser role may be removed from the play, or something 
mj_]c[f g[s \_ ^ih_ []]il^cha ni nb_ []ncha lif_}m [l]b_nsj_
(s). Unsuccessful action draws a penalty based on the 
jlin[aihcmn}m ]oll_hn \[f[h]_ i` bogiolm+   

9. Any other actor may initiate an action (if two actors want 
their characters to initiate actions, the role with the highest 
ranked archetype takes precedence), all actors must have the 
opportunity to act before an actor may take a subsequent 
action. 
 
10. Once an actor has revealed all of the cards they wish to, 
their revealed hand is considered locked. Once all actors 
with characters onstage have locked their hands, the total is 
revealed. A single card suit is used to determine this total. 
 
11. The highest scoring actor whose hand does not exceed 31 
gains the opportunity to explain how the scene resolves. 
This may be an actor with a role onstage, or it may be a 
g_g\_l i` nbcm m]_h_}m alioh^fcham+ 
 
12. The suit of the winning hand determines changes in the 
outlook of the protagonist (eg. using actions of a sanguine 
nature will cause the protagonist's manner to become more 
sanguine). The lowest scoring actor with a role in the scene 
loses one of the distinctions they used in the scene (if no 
distinction was used, the player loses a coin). The highest 
scoring actor may choose another role present in the scene, 
forcing them to either gain or lose a distinction. 
  
(New Offstage Phase) 



  
Scenes continue through this cycle until an act has gone over 
its allotted time, at which point all characters regain a lost 
distinction.   
 

Progression of the Acts 

In every act, there are basic questions to be resolved. These 
must be answered before one act can be finalised and a new 
one begun.  
 
In most plays, new questions will be raised; posing new 
questions requires a successful action, resolving such 
questions also requires a successful action but earns a coin in 
payment for the answer.     
  
First Act: Establishing the Setting 
Questions that need to be answered in this act: 
How do each of the roles interact with the protagonist? 
Rb[n cm nb_ jlin[aihcmn}m lif_ qcnbch nb_ m_nncha: 
What has caused the protagonist to start down their current 
path?  
 
Second Act: Complications to the Protagonist  
Questions that need to be answered in this act: 
What obstacles seem to be causing the protagonist trouble? 
Who is closest to the protagonist? 
Rbi cmh}n qb[n nb_s m__g: 
 
Third Act: Twists and Turns  
Questions that need to be answered in this act: 
Who is working behind the scenes to manipulate the 
protagonist? 

What lessons need to be learnt by the protagonist? 
What will be the ramifications if the protagonist fails?  
 
Fourth Act: The True Menace  
Questions that need to be answered in this act: 
Who is working against the protagonist? 
What complications have arisen due to resolution of earlier 
scenes?  
Rbi b[m \__h l_p_[f_^ [m nb_ mnils}m [hn[aihcmn:  
 
Fifth Act: Climax and Denouement 
Questions that need to be answered in this act: 
How does the protagonist confront the antagonist? 
Where do the other roles stand in the final conflict? 
What happens once the conflict is resolved? 

 
 

 

 

 

 

 

 

 

 

 



The Archetypes 

All roles have two archetypes, one they begin with and one 
nb_s l_p_[f nblioab nb_ ]iolm_ i` jf[s+ Ob_ Fcha}m H_h 
have devised these archetypes based on the characters that 
their audiences seem to enjoy seeing, each providing some 
service to the story and the main protagonist. The important 
thing to remember with an archetype is that it is not a 
method of restricting a role, instead it is a way that the 
Fcha}m H_h [^^ ^_jnb ni [ ]b[l[]n_l+ < g_l]b[hn ]iof^ \_ [ 
villain, a mentor, a sibling or a lover. In each case the 
merchant may still possess the same distinctions, but they 
use them in different ways to service the story. 

Oi ^c``_l_hnc[n_ nb_cl lif_m qcnbch nb_ mnils) nb_ Fcha}m H_h 
have defined a unique way that each archetype modifies the 
rules of the game. Some gain bonuses in certain dramatic 
situations, others manipulate events in specific ways. 

All roles have two archetypes, one representing the way 
they are portrayed at the start of the play, and another 
representing their true nature. This second nature often 
comes to light through the proceedings of the unfolding 
narrative, perhaps with a lover revealing their true feelings 
about the protagonist, or a nemesis monologuing about their 
dastardly plans. In most cases a role will reveal this true 
insight about their character at a strategic moment in the 
narrative, though in some cases the truth may be revealed by 
others. 

Once the ending archetype is revealed for a role, a bonus 
number of coins are awarded for further manipulation of the 
storyline, a new range of benefits become available for the 
role and the cost to take part in a scene is varied sightly. 

The Climax 

Before the Climax can be reached, all roles need to 
reveal their end archetype. If the climax is reached 
before an actor reveals their ending archetype, their 
first action must be to reveal the truth about their 
deep nature. 

At the climax, the protagonist must confront the 
issues that have been posed to them by the ensemble 
of roles that have manipulated their journey thus far. 
Each role may make a single attempt in the climax to 
push the outcome in their favour. The difficulty of 
this attempt is determined by the relationship between 
the role and the protagonist, the state of the 
jlin[aihcmn}m bogiolm [h^ nb_ mocn \_cha om_^ ni 
manipulate the climactic events. 

 
 

 

 

 

 

 

 

 



Clubs: If an actor wins the climax hand with clubs, they may 
give the protagonist a morale boost, or demoralise them 
completely.  

Hearts: If an actor wins a climax hand with hearts, they may 
nis qcnb nb_ jlin[aihcmn}m _gincihm) _cnb_l ][omcha nb_g ni 
fall in love or develop an all-consuming hatred.  

Diamonds: If an actor wins a climax hand with diamonds, 
they may completely overcome one of the puzzles facing 
the protagonist, or may provide a new issue that is nigh-
insurmountable. 

Spades: If an actor wins a climax hand with spades, they 
may completely overcome one of the other roles present at 
the climax; a villain may eliminate a hero, while a hero may 
eliminate a villain. If a villain has no more heroes to 
eliminate, they may kill the protagonist. If a hero has no 
gil_ pcff[chm ni _fcgch[n_) nb_h nb_ jlin[aihcmn}m j[nb ni 
victory is clear.  

Denouement 

Technically, the denouement determines whether a pay will 
be considered a tragedy or a comedy, it is also the way a pay 
ends and the explanation of how events in the climax echo 
throughout the rest of the world.  

If the villains of the story manage to break the protagonist, 
or even kill the pivotal character in the play, the resulting 
drama is considered a tragedy. This has negative effects on 
the world, and these effects need to be briefly described in 
the final scenes. 

If the heroes of the story manage to overcome the villains 
and the issued imposed on the protagonist, the resulting 
drama is technically considered a comedy.  This has positive 
effects on the world, these too need to be described for the 
audience to attain closure. 

The Reception 

Once the Kings Men have finished their wagering, and have 
compete enacted their impromptu performance, they take 
nb_ ~Ob_ Bl_[n =[l^  \[]e ni bcm big_) il \[]e ni nb_ 
cramped dressing rooms of the globe theatre. More often 
than not, he forgets the revelry of the night before, but 
sometimes he remembers enough to pen a new piece of 
theatre for the troupe...and then he wonders to himself why 
nb_ inb_l g_g\_lm i` nb_ Fcha}m H_h m__g ni _[lh nb_ fch_m 
so quickly. 

Humour 
State 

Role Held in High 
Esteem by the 

Protagonist(Heads) 

Role Held in Low 
Esteem by the 

Protagonist (Tails) 
0   No way to manipulate the protagonist, this 

lif_}m j[ln ch nb_ jf[s cm ip_l+ 
1   Play a 10 or better to 

give the protagonist 
assistance. 

Play a 10 or better to 
hinder the protagonist 

and their allies. 
2   Play a 7 or better to 

give the protagonist 
assistance. 

Play a 7 or better to 
hinder the protagonist 

and their allies. 
3   Play a 4 or better to 

give the protagonist 
assistance. 

Play a 4 or better to 
hinder the protagonist 

and their allies. 



The Childhood  

Friend 
Archetype Rank: 6 

 

As long as the Protagonistôs humours are in the 

central white or yellow zone, the Childhood 

Friend gains +2 to their actions. 

 

The Childhood Friend may flip anyoneôs 

relationship with the Protagonist to high 

esteem by spending a number of tokens equal to 

the relationship level. 

The Elder  

 
Archetype Rank: 2 

 

As long as the protagonists humours are more 

Phlegmatic than Choleric, the Elder gains +2 to 

their actions.  

 

To reflect their experience, the Elder gains an 

additional distinction of their choice.  

 

 

The Lover  

  
Archetype Rank: 8 

 

As long as the protagonists humours are more 

Sanguine than Melancholic, the Lover gains +2 

to their actions. 

 

The Lover may flip anyoneôs relationship with 

the Protagonist to low esteem by spending a 

number of tokens equal to the relationship level. 

 

The Sibling 

 
Archetype Rank: 7 

 

Once per act, the Sibling may reveal a piece of 

knowledge about the Protagonist. Anyone 

present in the scene may adjust their 

relationship to the protagonist by a level after 

hearing this.   

 

Once per scene, the Sibling may reduce anyoneôs 

relationship with the Protagonist by a level. To 

do this they spend a single token.   

The Comic  

Relief 
Archetype Rank: 5 

 

The Comic Relief may instantly remove them-

selves from any scene (if they were about to be 

injured or penalised , they do not suffer these 

effects). Using this ability costs a singe token. 

 

Any cards used by Groundlings to improve the 

efforts of the Comic Relief gain +2. 

  

The Rival 

 
Archetype Rank: 4 

 

As long as the protagonists humours are more 

Melancholic than Sanguine, the Rival gains +2 

to their actions. 

 

Once per scene, the Rival may use one of their 

distinctions against the Protagonist without 

exhausting it. 

The Guardian  

  
Archetype Rank: 3 

 

As long as the protagonists humours are more 

Choleric than Phlegmatic, the Guardian gains 

+2 to their actions. 

 

The Guardian gains +2 to any reactions where 

they are trying to prevent injury to the protago-

nist.  

The Outsider  

  
Archetype Rank: 1 

 

As long as the Protagonistôs humours are in the 

outer black zone, the Outsider  gains +2 to 

their actions. 

 

Any cards used by Groundlings to hinder the 

efforts of the Outsider gain +2. 

 

The Outsider gains a token during every scene 

they remain offstage. 

Starting Tokens 

5 
Scene Access 

2 
Starting Tokens 

7 
Scene Access 

3 

Starting Tokens 

4 
Scene Access 

2 
Starting Tokens 

6 
Scene Access 

3 

Starting Tokens 

5 
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The Nemesis 

(Villain : 1) 
When this archetype is revealed, the protagonist 

instantly holds the Nemesis in low esteem; the 

Nemesis gains a number of bonus tokens equal to 

twice the relationship level.  

 

During Act 5, the modified scene access cost for 

the Nemesis is ï1 (not +1). 

 

Any penalties against the Nemesis due to failed 

actions are worsened by a degree. 

The Trickster 

(Hero or Villain : 4) 
When this archetype is revealed, the trickster may 

look at the Ending Archetype of any one other 

role. 

 

The Trickster may spend one of their tokens to 

duplicate a distinction possessed by any other role 

currently onstage. 

 

Any cards applied to the trickster by Groundlings 

are at +2 (whether for or against).  

   

The Mentor 

(Hero : 6) 
When this archetype is revealed, the Mentor may 

bestow one of their distinctions on the 

Protagonist until the end of the story. 

 

If the Mentor is ever removed from play 

permanently, the protagonist gains a second 

distinction. 

 

The Mentor may not be present when the 

Protagonist faces their ordeal. 

 

The Confidante  

(Hero or Villain : 5) 
When this archetype is revealed, the confidante 

may reveal a single secret about the protagonist. 

This gives the protagonist a single distinction 

unti the end of the story.   

 

Any penalties against the Confidante due to failed 

actions are lessened by a degree. 

 

The Confidante may spend one of their tokens to 

move the Protagonistôs humour balance one space 

in any direction. 

The Defender  

(Hero : 8) 
The Defender must protect the protagonist in 

some way to reveal this archetype. The 

protagonist instantly holds the Defender in high 

esteem due to this.  

 

If the protagonist is not onstage, the scene access 

modifier is +1 (instead of -1). 

 

Every scene, the defender takes the first penalty 

on behalf of the protagonist, 

The Contender  

(Villain : 3) 
When this archetype is revealed, the Contender 

immediately engages in a duel with the highest 

nobility archetype currently revealed and 

onstage.   

 

Once revealed, the Contender will never 

willingly apply a beneficial trait to anyone. 

 

The Contender must be offstage before the 

Protagonist may face their ordeal.  

The Peacekeeper  

(Hero : 7) 
When this archetype is revealed, the Peacekeeper 

may instantly lock the hand of any other player 

with a role onstage (they are apprehended by the 

town guard).   

 

While the Peacekeeper is onstage, all penalizing 

actions suffer ï2 to their cards.     

 

The Peacekeeper loses a token any time  a 

penalizing action occurs in a scene where they are 

onstage. 

The Betrayer  

(Villain : 2) 
When this archetype is revealed, the Betrayer 

immediately removes a singe role from the stage.   

Roles with a revealed villain ending archetype are 

immune to this ability.  

 

The Betrayer may add a card to improve the 

result of any villainôs action as though they were 

a groundling. 

 

All revealed heroes consider the Betrayer in low 

esteem. 
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