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INTRODUCTION
Fall is a roleplaying game where you play desperate 
people in situations going from bad to worse. You play 
to find out how these characters change and what their 
emerging story arc—their fall—is like.

The game ends when your characters have managed to 
break their fall or when desperation has taken them to 
the bottom—with no hope of ever getting back up.

YOU NEED
•  3-4 players.

•  A deck of  
       playing cards.

•  Character sheets.

•  Pencils.

• ~3 hours.
 
CHARACTER CREATION
1) Agree on a general setting for your story. Each 

player adds one or two characteristics about it. Ask 
questions and build on each others’ ideas!

2) Fill out your character sheets collaboratively—one 
question at a time, from top to bottom.

3) Before choosing your trait numbers, explain this: 
Clubs and spades cards from ace up to (including) 
your number are favorable for your character. 
Hearts and diamonds cards from ten down to 
(including) your number are also favorable. The 
other numbered cards are unfavorable for you 
(we’ll talk about court cards later).

4) Establish how your characters know each other. 
Below Relationships, write what your character wants 
from the other characters emotionally. Think of 
wants as short term goals motivated by your desire. 
Talk about why you can’t get what you want from 
each other. Continue to add characters established 
during the game as they become important to your 
character. You may later change a want at any time.

5) Deal two cards to each player. Court cards are ex
changed for new cards (you only start with numbered 
cards). Shuffle the remaining deck and put it in the 
middle of the table, face down. This is the draw 
pile. Leave room for the discard pile.

SAFETY
I strongly advise using 
a safety mechanic when 
play ing this game. I pre-
fer Traffic Lights (found 
at drivethrurpg.com), but 
feel free to use whatever 
works for you.



PLAYING THE GAME
The game is played through scenes. When your cha
racter is in a scene, your main focus is playing them. 
Apart from this, you engage in scenes by calling (see 
below), playing nonplayer characters or adding details 
and building atmosphere.

Take turns suggesting scenes, but without having 
a fixed turn order. If all players agree to a scene, the  
player who made the suggestion gets to frame it— 
de scribing where it takes place, who’s there, what the 
atmo sphere is like, etcetera.

PRINCIPLES
Direct the spotlight
Try to identify which character has the most at stake 
emotionally in any scene—and help directing the 
attention and interaction at them.

Reincorporate
Reuse established elements (characters, locations, ob
jects, etcetera) if possible. Only introduce new ele ments 
if the old ones don’t work.

Relax
Don’t plan ahead, don’t overthink. Do the obvious, pick 
what first comes to mind. Don’t try to be smart. It’s okay 
to be boring, because you’re probably not—and even if 
you are, it’s a valuable contrast to the dramatic moments.

TECHNIQUES
Calling
When your character is in a scene, whatever you say that 
they do comes true—unless someone calls. If so, you 
must play a favorable card from your hand in order for 
your character to get what they wanted. Furthermore, the 
card must be of a suit that matches the approach that your 
character used. If you can’t play a matching favorable 
card, you must discard a card instead and narrate a 
complication that explains why your character didn’t get 
what they wanted.

note: Players can’t call in response to something 
a nonplayer character does, they must intervene 
incharacter.

You may discard a card and narrate a complication 
at any time—not only following a call.



When a card has been played or discarded, put it into the 
discard pile, face up.

• After playing a card, simply draw a new card and put 
it into your hand.

•  After discarding a card, draw two cards. Put one into 
your hand and the other into the discard pile.

note: You should always have two cards in hand.
When the draw pile is empty, shuffle the 

discard pile into a new draw pile.

Cutting the scene
When you feel that the scene should end, signal this by 
doing the scissors sign with two fingers. If all players 
agree, cut the scene—otherwise the scene continues.

COURT CARDS
When you draw a court card, place it in front of you, 
face up—then draw a new card. Court cards represent 
your character’s current level of desperation:

1 desperation Always, when given the opportunity, 
act towards a want.

2 desperation Act towards your desire in every scene 
that your character is in.

Upon drawing your third court card, your character hits 
rock bottom. Narrate what happens to them, as you seal 
their fate and let them go.

The only way to recover from desperation is to spend 
time with characters that are important to you. Show 
vulnerability by sharing something deeply personal with 
them. Another player may then put one of your court 
cards into the discard pile.
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