
Hands and time

Resolving the Second Pool
Roll the dice added to the Second Pool and compare with the Opponent’s 
original roll.  Apply the same results for winning as for the First Pool. 

6. Resolve the Suitor Turn
Once all the Die Pools have been rolled and resolved, and the winners have 
been determined, the Points toward Goals are awarded, traits are added to 
character Sheets, and the outcome of the situation is narrated.  

Limits to narration: No one can narrate that 
another’s player character has died or been taken 
out of action in the story unless appropriate to the 
story and agreed to by all.

 If points are won, make a check mark on one of the 
Goal circles on the appropriate area of character 

If the Active Suitor and Beloved Win

• Th e Suitor and Beloved gain a new trait, chosen by their players.
• Points are gained toward the character Goals.
• Th e winning side narrates the outcome of the situation.

If the Opponent Wins

• Th e  Opponent gives the Active Suitor a trait.
• No points are awarded.
• Th e Opponent narrates the outcome of the situation.

If there is a Tie

• Th e Beloved’s Player gives new traits to the two Suitors.
• No points are awarded.
• Th e Beloved’s player narrates the outcome.

How many Points toward a Goal?

In a two player game, the number of points 
towards a Goal that may be gained in each turn increase as the 
game goes on.

First Two Turns = 1 point
Second Two Turns = 2 points
Third set of Two Turns = 3 points

In a three player game, the number of points gained toward a Goal 
is always 1 during a Suitor Turn.
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Couple in Hands

BELOVED’S TURN 
Three player game only.

In this type of Turn, the Beloved’s Player is the Opponent. Th ey have the 
opportunity to present opposition for both of the Suitors at once.  In return, 
they have the chance to gain multiple points toward the Beloved’s Goal.  

Th e Suitor Players create separate Dice Pools that they will roll against the 
Beloved’s Player and each other to gain points toward their Goals.  Dice 
pools are created via narration in Responses similar to those in Suitor 
Turns.  Th ey also have the chance to gain points toward the Prize.

Level 1:   

 Situation: Suitors face challenge
 Beloved’s Dice Pool:  5 dice (6-sided)

 Points toward Goal:  1 point

Level 2:   

 Situation: Suitors threatened
 Beloved’s Dice Pool:  7 dice (6-sided)
 Points toward Goal:  2 points

Level 3:   

 Situation: Suitors and Beloved threatened
 Beloved’s Dice Pool:  9 dice (6-sided)
 Points toward Goal:  3 points

Order of Play for Beloved‘s Turns:

1. Choose Level
2. Hurdles
3. Responses
4. Resolve the Turn

1. Choose the Hurdle Level (Beloved’s Turn)
Beginning the Turn

Th e Beloved’s Player will create a Hurdle, a challenging situation facing the 
Suitors. Before doing so, the Beloved’s player chooses the degree of reward 
and risk to be encountered by setting the Level for the Hurdle.  


