
THE CLOCK 
IS TICKING

THE VILLAIN HAS 
A SECRET VIRTUE

ACT 1

ACT 2

ACT 3

OMINOUS 
TIDINGS FROM 
AFAR

Betrayal

THE hero 
is vilified

ACT 1

ACT 2

ACT 3

Mistaken 
identity

THEre are many
more villains

THE VILLAIN is 
turned martyr

ACT 1

ACT 2

ACT 3

tragedy strikes 
close to home

this was the
villain's plan
all along

THE hero feels
deep regret

ACT 1

ACT 2

ACT 3

Kidnapped

collateral
damage

hero can never
return home

ACT 1

ACT 2

ACT 3

hero's home 
destroyed

villain reveals
larger plot

THE hero's 
deed must 
stay secret

ACT 1

ACT 2

ACT 3

Opportunity
Knocks

end chapter WHEN:

16

ACT 3

2

ACT 1

8

ACT 2

end chapter WHEN:

6

You've defined the 
disruption and our 
Hero has vowed to 

resolve it

4

end chapter WHEN:

You feel acquainted 
with our hero and 

their routine

 Our Hero has 
attained what's 

necessary to resolve 
the disruption

end chapter WHEN:

14

You've raised the 
stakes for our Hero

end chapter WHEN:

18

Our Hero is ready for the 
climactic showdown 
with the antagonist

12

end chapter WHEN:

Our Hero is on the 
verge of success

20

end chapter WHEN:

Our Hero has 
defeated the 
Antagonist

Plotypus

-R&R-

Plotypus

-R&R-

10

end chapter WHEN:

You've shown the 
aftermath and our 
Hero's new place 

in the world

22
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7 3

19

As the 
story 
begins, 

our hero 
leads a 
stable 

life

And yet 
there's 
a cost...

our hero
adventures 
and grows

OUR HERO 
REGROUPS

AND SURGES 
toward 

the final 
SHOWDOWN

9

Our Hero  
strikes at 
the heart 

of the 
disruption

17

OUR HERO 
FACES the 

antagonist

SETUP1

-Choose 3 Settings Cards

-Choose & Discuss Villain 

-Choose Hero & Start Act 1Draw a third character 
card if you haven’t yet, 
then begin Act 2

Draw and place 
Catalyst card here

Use ‘Act 3’

THE end

OUR HERO will 
return in:

insert sequel title here

15

Draw a Narrative 
Device card and 
begin Act 3

5

Until 
one day...

Draw and place 
Catalyst card here

Use ‘Act 1’

13

However...

Draw and place 
Catalyst card here

Use ‘Act 2’

11
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SETTINGSETTINGSETTING

SETTING SETTING

SETTING SETTING SETTING

THE 

CAPITAL
Surveillance

State

Deep

Spaaace

massive

inequality

Technology

run amok

systemic

Slavery

widespread

Anarchy

RED

MARS

ROLEPLAY 
DIALOGUE

Narrative device

inner 
monologue

Narrative device

describe 
enviroNment

Narrative device

MontageEPIC
Speech

Narrative deviceNarrative device

Each player briefly 
describes part of 
the montage

Give a speech as 
though you are the 
character

Each player quickly 
describes an aspect of 
the setting

FLASHBACK

Narrate a character 
remembering 
something from the 
past

-Advance the story a few
sentences...

-If you get stuck, draw
a character, setting, or 
narrative device

-Be concise and move 
toward the chapter’s end

-Advance the story a few
sentences...

-If you get stuck, draw
a character, setting, or 
narrative device

-Be concise and move 
toward the chapter’s end

Act out the scene 
with other players

Reveal a character’s 
private thoughts

Narrative device

ElseWhere...

Narrative device

Describe a scene 
taking place away from 
the main characters

-Advance the story a few
sentences...

-If you get stuck, draw
a character, setting, or 
narrative device

-Be concise and move 
toward the chapter’s end

oN YOUR TURN... oN YOUR TURN... oN YOUR TURN...
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SETTING SETTINGSETTING SETTING SETTING

SETTING
SETTING

SETTING

LEGENDARY

Atlantis
THE 

FRONTIER
Post Apocalyptic

Wasteland
Advanced

aliens
unassuming

suburbia

powerful

Magic

super
powers

indomitable

Bureaucracy

narratornarratornarrator
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Ruthless 
politician

Black MArket
KingPin

Business
Mogul

Power Hungry
Commander

Cult Leader Mad Scientist

Place character 
card here

Place character 
card here

Place character 
card here

Place character 
card here

Place character 
card here

Place character 
card here

“I Know.”

The Rogue

“The horror, the horror.”The VETERAN

“obviously.”The Scholar

“WHOAH.”

The everyman

“Heathens.”

The ZEALOT

“. . .”

The HERMIT

“LET THEM EAT CAKE.”THE aristrocrat

“Anyone have ducktape?”The Tinkerer

SELFISH UNETHICALGAMBLER

CLEVERCHARMINGCONNECTED

JADED
AGGRESSIVEPTSD

BRAVE
EXPERIENCEDTACTICAL

NAIVE
FLIGHTYOBSESSIVE

LOGICALENCYCLOPEDICQUICK LEARNER

BLAND
UNPREPAREDUNHEROIC

LIKABLERELATABLEGROUNDED

UNYEILDINGCALLOUSMARTYR

CHARISMATICINSPIRINGCONSISTANT

ASOCIALCROTCHETYOBSTINATE

WISE
PATIENTPEACEFUL

SNOBBYENTITLEDOBLIVIOUS

CULTUREDCONNECTEDWEALTHY

MANIC
SMUG
IMPATIENT

INVENTIVESCRAPPYOPTIMISTIC

DIRECTORnarratornarrator

Plotypus

Thanks for getting this 
game!

The manual is online:
plotypus.com/manual

We’re still playtesting 
and refining and would 
love to hear feedback. 

Email it to:
randy@plotypus.com
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SELFISH UNETHICALGAMBLER

“I Know.”

The RogueCLEVERCHARMINGCONNECTED

JADED
AGGRESSIVEPTSD

“The horror, the horror.”The VETERANBRAVE
EXPERIENCEDTACTICAL

NAIVE
FLIGHTYOBSESSIVE

“obviously.”The ScholarLOGICALENCYCLOPEDICQUICK LEARNER

BLAND
UNPREPAREDUNHEROIC

“WHOAH.”

The everyGALLIKABLERELATABLEGROUNDED

UNYEILDINGCALLOUSMARTYR

“Heathens.”

The ZEALOTCHARISMATICINSPIRINGCONSISTANT

ASOCIALCROTCHETYOBSTINATE

“. . .”

The HERMITWISE
PATIENTPEACEFUL

SNOBBYENTITLEDOBLIVIOUS

“LET THEM EAT CAKE.”THE aristrocratCULTUREDCONNECTEDWEALTHY

MANIC
SMUG
IMPATIENT

“Anyone have ducktape?”The TinkererINVENTIVESCRAPPYOPTIMISTIC

-Guide the plot forward

-Prevent player rambling

-Flip to the next chapter 
when the moment is right.

ACT 3ACT 1 ACT 2

-Advance the story a few
sentences...

-If you get stuck, draw
a character, setting, or 
narrative device

-Be concise and move 
toward the chapter’s end

-Advance the story a few
sentences...

-If you get stuck, draw
a character, setting, or 
narrative device

-Be concise and move 
toward the chapter’s end

as the 
director...

oN YOUR TURN... oN YOUR TURN...

P
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