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WIDDEN pogrr

Target gains access to an item on his P Target takes a—10 penalty on a single = Target getsa +10 bonus on a single
person as a free action E Perception check : Perception check
# You find a tool to pick your manacles # You lose something you own 2 You find the passage out
& An ally appears from nowhere 2 You lose your way # You find an item thought lost
@ New information brings around afoe | = You lose sight of something ] - # You stumble upon something hidden

s

| @ An unrevealed skill surfaces = You lose your train of thought
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A successful melee attack causes the One ally within 30 feet can make one " Targetistreated as if flanked for
target to fall prone : . attackas an immediate action : the rest of the combat

2 An unpredictable side effect occurs # Good fortune saves you from harm 2 Atrusted ally switches sides
2 A charitable act has a harmful result 2 You have just the right tool for the job 2 Atool breaks when needed most

& A cruel act has a beneficial outcome - # An unexpected ally appears ] = A group reveals its true plans

A Ny

£\ @ Someone unexpectedly returns a favor /; » 2 You know how to handle asituation = Nature turns, thwarting a plan

Target cannot maké any attacks of Target delays all actions until the Target takes a—6 penalty on Perception
opportunity Etliround :_.-' % end of the round € B checks for 3 rounds

SUA bad situgtion gets even worse # A situation resolves itself 2 Someone has been hiding a secret
2 A second threat makes an appearance @ A dam breaks, a tower collapses = Your secret is in danger of being revealed

& A choice has only two terrible outcomes| . @ Aspy’s plan goes into motion ‘ # Evidence of a conspiracy arises
Y|

é 5y @ Ajury reaches a verdict , . ® Asecret path or hidden trap is revealed
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& Someone goes on an unexpected trip k
# Somebody stumbles

# A weapon flies out of your hand

Target treats the next d20 roll as if it were “I”
@ Everything comes crashing down
& A shield breaks in half
& A blade slips past armor

@ Hope goes up in smoke

Target treats the next d20 roll
as if it were “20”

# A nearly impossible outcome occurs

# An arrow hits its mark through a hole

)
A # Areach into a pile of hay finds a needle /
i iR " i

Target treats all squares as difficult
terrain for | round

# Something gets in the way

' & An uncharted hazard appears on the path

& Some effect prevents the use of abilities |
V7

k2 @ An act proves

GM rolls for a random encounter that
starts as hostile toward target

@ The city guard makes an inspection
@ A monster is attracted to a camp’s light

& A raging storm rises without warning

;N @ An old nemesis stops at the same inn

SECOND yynp.

Targetfgains the benefit of the Diehard
eat for the rest of combat

# A fallen foe makes one last swing

2 You get a shot of renewed energy

& A gust of wind throws off your aim
W

.

& Favorable conditions hasten your travels /;

& Afailure reveal

@ A plan suddenly comes together
@ Somebody succeeds gloriously
& Cause for celebration arises

itself as success

Target gets a +10 bonus on a single
Perception check

# You see something you didn’t before
& A clever pattern reveals itself

# A crack in the wall reveals a secret

3 @ An obscure law becomes relevant

GM rolls for a random encounter
# The road ends somewhere unexpecte&
# Your enemy shares your goal

# An opponent appears to avenge your foe;
N




\ Target receives a +20 |n5|ght bonus on the
next Knowledge skill check

# You remember an important fact
# An unfamiliar face becomes familiar
2 You recall a forgotten appointment

@ Arevelation re

Target Eains a+20 insight bonus on Survival
checks made to notice tracks for | round

@ The path splits unexpectedly

& Two choices of equal importance arise

@ Only one friend in danger can be saved ;
e

@ Two allies are fi

NOT A8 lrml

Target fails any checks made to avond
being surprised

& Things are not what they appear to be
@ An empty street conceals assassins

% A hostage is really a lure into a trap

3 @ Agift makes you h@e target of a murderer

DB

, Target gets a +4 sacred or profane bonus _
on attack rolls for rest of the combat

& A deity shows her favor
& Someone seems guided by a divine fate
@ A portent marks an auspicious occasion |

# You behold a message from the gods

_ Target weapon gains the holy or unholy specml >‘5
weapon quality for one combat

& A foe helps to saves one of your allies,

& A benevolent leader orders an evil act

b @ Saving an ally means sacrificing many

2 a righteous group
Bt

Target becomes Hostlle as perthe
Diplomacy skill

# Allies become enemies, opponents friends

@ A raging storm moves across town

i New evidence makes you doubt allies

harm than good

REVELzmion

5\ Target gains the effects of see invisibility
£ for 3 rounds

& Some secret is unexpectedly unveiled

@ A previously hidden foe reveals himself

# A dying man whispers vital information |

# Unconnected events suddenly relate

Target finds a single item worth 500 gp or less

& Something benefits you greatly
& A will from a long-lost relative appears

# You find a potion lying in the street

Target is treated as if he successfully
used Stealth for 3 rounds

@ Something totally unexpected occurs

@ A stray arrow strikes an opponent

# You discover just the item you need
\7

» & You are the targe’j.»_ofa random event




@ People start avoiding you in the tavern
@ A house gets condemned as unsound
& You commit an unforgivable faux pas

3 @ The town guards arrest you unjustly
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@ An item you trust is damaged
@ A bridge that looked safe falls apart
@ A strong-willed person breaks down

d @ Avaluable relic is destroyed

Target takes a—10 penalty on a Survival
check made to follow tracks

# You discover a hidden shortcut
@2 An opponent opens a secret door
@& You take the more difficult route

3 @ Someone vanishes without a trace

Target gains a +20 insight Bonus ona
single Diplomacy roll

& You deliver your speech flawlessly
# The menu holds hidden clues

& A plea sways you

2 @ You talk your way out of trouble
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# The answer appears in your dreams
& The thief is briefly glimpsed nearby

& A glint of steel warns of an ambush

A # You recognize someone in a crowd

Target receives a +10 circumstance bonus
on a Survival check made to follow tracks

& Tracks prove easy to follow
# The likely answer is the correct one

# An enemy does exactly what you expect

3 @ Asecret door gets stuck open

e Pl
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arget receives a +10 insight bonus on oppose;i >
Perception checks for 3 rounds

# A deadly hunter stalks you in the night
& Deadly missiles fly from the darkness

& A ray of light reveals what was hidden

@ Dealings yield questionable boons

Target becomes confused for 3 rounds
# An opponent does something surprising
@ Voices in your head suggest horrible deeds

# The room shifts surreally

N @ Where'd that tentacle come from?

%,
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Target is staggered for | round

# Indecisiveness leads to inaction
# Not moving leads to unexpected perils

& Staying put saves you from harm




_ QUICK yyrg

Target is not surprised and gets to act
during a surprise round

# You assimilate a situation quickly
# You overcome your fear of a situation
@ Your witty repartee is the envy of all

A & You understand how something works

Target can only take a single move
action this roun

& Bad tactics leave you vulnerable
# A hireling does a terrible job

@ Jumping proves a terrible choice

\ ® Nothing seems to go right today

Target receives a +20 circumstance bonus
on a Diplomacy check

@ Physical allure distracts the guards
& A paramour protects you from danger

@ A dalliance has an unexpected result

&> 4~~"_‘<\>
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Target takes a—10 penalty on asingle
B Knowledge check i

& Strangers mistake you for a fugitive
@ You identify a creature improperly

# An old man thinks you are his lost son

@ A disguise work

Target receives a +10 circumstance bonus »
on a Sleight of Hand check

@ You covet someone else's possession
@ Everyone loves your new outfit

& A secretive rival seeks to replace you

A & A thief makes,:yf his next target

Target takes a0 circumstance penélty
on asingle Diplomacy check

# You underestimate a foe
# You waste your money on fancy clothes

& You insist on doing a job right

3 @ Overconfidence proves your undoing

Target receives a +10 circumstance bonus
on a Stealth check

# An action has unseen ramifications
@ A hireling has motivations of his own

& A secret society has designs against you |

Target becomes exhausted

# No one is awake when you arrive
& A guard falls asleep at his post

@ Something takes longer than expected

\ # Sounds don't wake you

Target cannot take any actions that require
concentration for | round

# A shopkeeper thinks you wronged him
& Someone returns for revenge

& A foe favors one target in battle




Target must make a DC 20 Fo‘rtitude save
or be nauseated for d6 rounds

@ Eating too much leads to sickness
# A smell distracts you for a moment

@& ltis too hard to resist just one more

N & A hungry monster is driven to rampage /s

Target drops one held item

& Parting is such sweet sorrow—or not

# Something valuable is stolen

# Someone's gear, money, or mind is lost

D

PLOT TWIST CARDS

GameMastery Plot Twist Cards add a new storytelling ‘

element to roleplaying games, allowing players to
bring their own twists to an adventure’s plot. Each
card provides a minor story-altering idea along with a
few options players can either use as presented or take
inspiration from to craft similarly themed suggestions
that affect in-game events. Every Plot Twist Card can be
interpreted in countless ways, allowing players to suggest
minor alterations to a game’s events that a GM might
add or adapt however best fits the story’s needs. Such
alterations might bring about an added bit of luck to
improve the situation for the PCs or up the ante to create
even greater challenges—it’s all up to the players and
their Game Master!

INTERPRETATION
If you are the Game Master, don’t be afraid to use these
cards. You are still in control of your game; these cards
just provide an opportunity for your players to add their
own ideas to the storyline. You can always modify those
ideas in order to fit the story you've planned. Only you
know what’s going on behind the scenes, so if your
players try to do something that would cause your plot to
unwind, go ahead and change the effect to suit your story

! or, if it would cause major problems, reject it altogether. |

Target receives a +10 circumstance bonus
on one Appraise check

@ The shopkeeper marks up an item
# A gem shines at the bottom of a pit

& You loot a body rather than aid an ally

Roll d6: if odd, -10 penalty on next o g
if even, +10 bonus on next roll

# Someone behaves unpredictably
@ A fluke causes a bewildering effect

& Someone seems to intentionally fail

USING PLOT TWIST CARDS

J At the beginning of a campaign and whenever a PC

gains a level, that PC’s player draws a Plot Twist Card
and holds onto it until he chooses to make use of
it. Cards may be played at any time, even on other
characters’ turns, but a player can only make use of
one Plot Twist Card per round.

Each Plot Twist Card implies a certain theme
or type of event. When playing a Plot Twist Card, a
player suggests to the GM an in-game event or
development in the spirit of the card’s theme. The GM
then takes the player’s Plot Twist Card and may choose
to implement, alter, or ignore the suggestion as befits
the needs of the game. How players interpret their
cards and how GMs might alter suggested events

‘can vary wildly but should encourage collaboration
- and a shared storytelling experience. If ever a game’s

needs make it necessary to ignore a suggestion, the
GM should replace the player’s Plot Twist Card with
a new one.

Alternatively, each Plot Twist Card also notes a
specific mechanical effect. A player may forgo making
a plot-related suggestion to the GM and employ these
rules to affect a character. Some effects may only
make sense when the card is used on a player’s own
turn, but most cards can be used on anyone’s turn. If

4 a card is used to affect a die roll, the card should be
played before the die is rolled, not after. \

< Target must declare an action as the round

begins and cannot change it
# Something goes too far
% No one has ever traveled here before

& Something damaged cannot be repaired

Target gets a—4 penalty on a single roll
& A messenger brings bad news
@ An ally faces peril or death

@ A favorite refuge is destroyed

) @ Something important is stolen

) While using Plot Twist Cards in your game, you might

find your own ways to make use of this deck and \
incorporate the elements it brings to your stories.
For example, if the player uses a Plot Twist Card in
a way that helps develop characters—especially if
it's done outside of combat—consider rewarding
that player with an additional card as soon as his last
one is played. Whether used as rewards for exciting
roleplaying, ways to give players more control over
the story, or manifestations of luck shared by PCs
and NPCs alike, make use of these cards in whatever
way you feel most improves your game. Make sure to

- share your ideas and read about the innovations of

other players on our message boards at paizo.com!
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