
General Rules Guide
Nothing is as shocking as the tragic loss of a loved one

You are all weavers of fate. You can pause time and jump back to different moments in a deceased 
person’s past life in order to re-weave their threads of fate in the hope of undoing their tragic 
death. Since you can only make changes to select moments in the deceased person’s life, hopefully 
it is enough to redirect their actions, so they experience a better life.

Components

~ 5 Rules Cards (numbered on the bottom 
R1, R2, etc.): The Rules cards explain the 
game while you play it without having to 
read the rules beforehand. If you prefer 

that, you do not need to use this guide. But 
if you would rather read the complete game 
explanation before playing, use this guide 

and ignore the Rules cards instead.

~ 13 Story Cards (numbered on 
the top left): The Story cards tell 

the story you must change.

~ 4 Solution Cards (numbered on the 
bottom S1, S2, etc.): The Solution cards 

tell you how the story is resolved and 
how well you have done in changing the 

deceased person’s life for the better.

~ 9 Time Cards: You must discard 
1 Time card whenever you time 

travel.

The tragic loss of a beloved person leaves nothing behind but grief and devastation.
You are Weavers of Fate.

You can pause time and jump to variousspecificmomentsinadeceased person’s life to re-weave their threads of fate and thereby undo their death. You can only change short moments, buthopefullyyourselectiveinfluencewill be enough.  In that case the deceased’s new actions will lead them down a better path.
The next mission you must solve  together leads you to Japan in the  modern days.
Follow the instructions on the  Manual-Cards step by step. Then you will learn when and how to put which card into play.

Continue reading on the next card.

M1

These cards are presorted.

Do not shuffle this deck or the deck 

of smaller cards. Turn the cards over 

only when prompted to do so!

This game needs no game manual.  

When you want to start playing, turn 

this card around and continue reading.

STOP!
Circumstances of deathOkayama, Japan

March 1, 2000, 
19:27 

A man in his sixties is lying lifeless-lyonthefloorofhislivingroom.Next to him are a broken wineglass and a photo of a young woman in a wheelchair. The deceased is wearing an old-fashioned blue suit. He has no visible injuries, but does have a near-ly imperceptible scar above his eye. A phone in his jacket is ringing to the tune of the Moonlight Sonata. Some cherry blossom branches are lying on the desk.
Continue reading on page  M4 of the Manual-Cards.
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Circumstances 
of death

Okayama, Japan
March 1, 2000, 

19:27 

12
Less than 0 points: Oh no, you made things worse and the death even more likely.

0-2 points: You were on the right track but sadly unable to prevent the death.3-4 points: You were close but fate was relentless.
5-6 points: Congratulations! You actually managed to prevent this death!7-8 points: You deciphered the story and prevented the death with ease.9 or more points: Incredible! You have not only mastered the threads of fate to prevent the person’s death, you made his life better as well.

Continue reading on the next card.

S2

Ende der Geschichte

Nach eurem letzten Zeitsprung 

werden eure Veränderungen der 

Vergangenheit gleichzeitig wirksam 

und ihr hofft, dass ihr dadurch den 

Tod des Verstorbenen ungeschehen 

machen konntet.

Sobald ihr alle Zeitkarten genutzt 

habt, rechnet die Punkte eurer auf-

gedeckten Schicksalskarten zusam-

men und schaut auf der Rückseite 

dieser Karte nach, wie erfolgreich 

ihr die Schicksalsfäden neu ver-

knüpfen konntet.

L1

1

5B

~ 4 Magnifier Cards: You must 
discard 1 Magnifier card in order 

to reveal a Clue card.

~ 13 Clue Cards (numbered on the  
top left): Clue cards are each associated 

with a Story card and provide  
additional information.

~ 33 Fate Cards (numbered 1A, 1B, 1C, etc.): The Fate cards tell you whether you 
have changed the story for the better, for the worse, or not at all. Occasionally they 

also contain additional information or special rules.

The photo is probably older than thirty years. In the background a girl and a small boy are playing.Continue reading on page M5 of the Manual-Cards. Photo
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Setup

Set aside the Rules and Solution cards. You have the rules here in this guide and you don’t need the 
Solution cards until the end of the game.

Place all Time cards (usually 9) 1  and Magnifier cards (usually 4) 2  as two separate stacks within 
easy reach of the players.

Lay out all of the Story cards 3  in ascending order without looking at the other side. If space permits, 
it is best to place the cards in one long row. If you don’t have enough space two rows would work as 
well. Important: Leave enough space above and below each card to place 1 of the smaller cards horizon-
tally.

Place each of the Clue cards 4  directly below the Story card with the same number without looking at 
the other side.

Now, reveal the Story card that has a different color in its title area 5 . This is usually Story card 12 
and will also say Circumstances of Death. Also reveal its corresponding Clue card 6 .

Place the entire stack of Fate cards 7 , without looking at the other side, above the revealed Story card.

Now read the revealed Story and Clue cards to begin the story and learn about the circumstances of 
death. Can you re-weave the threads of fate and thereby prevent this tragic death?

Game Play
You play as a group with each player taking a turn in clockwise order. You discuss everything as a group 
but final decisions are made by the player that is currently having their turn. This applies to picking the 
destination for your next time travel, the change you decide to make for the current event, and whether 
or not you want to use a Magnifier card.

You may now choose a start player and discuss where you would like to time travel to first. That is, 
which Story card you want to reveal next. The game gains life from constructing theories about what 
happened and discussions of what you need to do to prevent the tragic death.

Your First Time Travel

Once you have decided where to go for your first time travel, you must first discard 1 Time card. You 
must do this each time you want to reveal a new Story card.

Then reveal and read the Story card you have chosen.

60 years ago
Hiroshima, Japan

March 1,1940, 
 late evening

1

55 years ago
Hiroshima, Japan

 August 3, 1945, 
late afternoon 

2

50 years ago
Akiota, Japan
June 12, 1950, 
early morning

3

A month ago
Okayama, Japan
February 4, 2000, 

15:08 

5

A week ago 
Tokyo, Japan

February 23, 2000, 
23:18 

6

Three days ago 
Osaka, Japan

February 27, 2000, 
20:39 

7

35 years ago
Okayama, Japan

May 23, 1965, 
in the evening 

4

The morning of 
the death 

Okayama, Japan
March 1, 2000, 

07:12

8

10 hours ago
Takamatsu, Japan

March 1, 2000, 
9:55 

9

4 hours ago
Okayama, Japan

March 1, 2000, 
15:27 

10

90 minutes ago 
Okayama, Japan

March 1, 2000, 
17:57
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Circumstances 
of death

Okayama, Japan
March 1, 2000, 

19:27 
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One week later 
Hiroshima, Japan

March 8, 2000, 
14:32
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Voice

1

Son

2

Backpack

3

Hallway

4

Handbag

5

Drawer

6

Business card

7

Indecisive

8

Suit

9

Letter

10

Window

11

Photo

12

Whispering
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After reading the story on most cards, you will usually be faced with making a decision based on 3 
options regarding how you want to influence this event. Take time to develop different theories and 
discuss them together before you decide on one of the options. 

Fate

Once you have decided on one of the options, find the appropriate Fate card in the stack of Fate cards 
above the Story card with the Circumstances of Death. Reveal this Fate card and place it above the cur-
rent Story card.

Discard the other 2 Fate cards for this Story card back to the box without looking at them as you no lon-
ger need them.

Example: You have decided on Option B for Story card 4. Now you must find Fate card 4B, reveal it and 
place it above Story card 4. You should discard Fate cards 4A and 4C back to the box without revealing 
the other side.

You will gain points is you have changed the story for the better.
You will lose points if you have made the situation worse.
You will get 0 points if you didn’t change the story at all – as that usually is what actually happened to 
help seal the fate of the deceased person – or, the event had no influence on the deceased’s death.

Further Time Travel

Now, in clockwise order, it is the next player’s turn.

Again, consider which Story card you want to reveal next. If you can’t agree, the current player has the 
final decision. Remember to discard 1 Time card in order to time travel.

Be mindful that you have fewer Time cards than Story cards, which means there will be several Story 
cards that won’t be revealed.

Clue Cards

The Magnifier cards you have available will allow you to gain additional information. You may only 
use 1 Magnifier card each turn. If you do, you may reveal and read 1 Clue card of your choice for 
any Story card that has already been revealed.

In most cases, you will be interested in the Clue card for the new Story card that you are considering to 
make a decision. But you can also turn over a Clue card for a Story card you revealed earlier.

You are not allowed to reveal a Clue card for a Story card that has not been revealed.
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No Direct Influence

Be aware that each of your decisions obviously have no influence on the other cards. Even if you take your 
time travels step by step, your changes all take effect simultaneously at the end of the case.

Game End
Your final turn begins when you discard your last Time card. You will make one last decision for this new 
Story card followed by revealing its corresponding Fate card.

Once you have made your last decision, you may take the Solution cards that were set aside at the  
beginning of the game and read the End of Story card. Have you collected enough points to successfully 
re-weave the threads of fate?

Tips for the Best Possible Game Experience
Take your time and get involved in an unusual story. Don’t jump to quick conclusions; instead, develop 
different theories of what might have happened. Look for evidence on the revealed cards.

Stay flexible and be prepared to reject your own theories. Newly revealed cards will sometimes reveal 
contradictory information.

Even the Fate cards you reveal can be helpful. Knowing you have gained positive, negative, or even zero 
points for a decision is also an important clue about possible events.

Take time to develop different theories and discuss them together before you make your decisions. Only 
then will you be able to successfully weave fate anew.
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We thank all of the time travelers and weavers of fate who tested this game for us. 
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