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§ Tar

by ANTAM +

In this world of universal push and pulls, there are spiritual forces constantly working for balance.
Usually, a witchy girl, gay. or they, will pull some Tarot cards to see where the universe is sending
them next. This time, we're flipping that script. Now YOU get to be on the other side of that phone-

well, Tarot call. Here’s how it works:

Stepl - Assign Teams:
- Each player rolls the Action Dice:
- @ :Guides Team.
: Trickster Spirits Team.
- @ : Deity.
- Teams work together to collect Faith.
- The youngest player starts, then move
clockwise.
Step 2 - Starting Hands:
- Each player draws 3 Tar-OH! cards to
start. You will only pull three more when
you're all out of cards.

Step 3 - Roll the Universe Dice:
- Onyour turn, roll the Action Dice to
determine what happens next:
- @ : Draw a Divine Event.
- m : Draw an Arcana Challenge.
- %% :Choose to manipulate the
game by trading Faith for
items.
Divine Events:
- Allteams must fill in the blanks
with the most comedic response possible.
The teams will vote on the funniest response.
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- The team with the most comedic
narrative gets to answer HUMAN with a
Tar-OH! Card. This will activate the effect
of the Tar-OH! card.

Arcana Challenge:

- The player performs the challenge
on the card. If you lose the challenge, you
lose a Tar-OH! card. If you win, play a card.

‘Witch's Shop:

- Your team can trade Faith to
purchase game-altering items. Items can
be played at any time to influence the
outcome of challenges or events.

‘What's there to buy in the shop?

- Crystals: Multiply the amount of Faith
gained in a turn x2 (Cost 3 Faith)

- Incense: Blodks the ability to gain Faith for
the Tricksters for 1turn (Cost 1 Faith)

- Talismans: Blocks the ability to gain Faith
for the Guides for 1 turn (Cost 1 Faith)

- Oils: Blocks the ability to gain Faith for the
Deities for 1 turn (Cost 1 Faith)

- Candles: Steal 1 Faith from another Team
(Cost 2 Faith)

- Cleanse: Removes any negative effects in
play (Cost 2 Faith)

Faith:

- Faith is earned through favorable Divine
Event outcomes, and strategic purchases
from the Witch’s Shop.

- You can track Faith by hand or by using the
Faith Counter on the ANTAM website.

Victory Conditions:

‘When a team reaches 7Faith the game ends.

The team who reached 7 Faith wins.

*For a longer game try reaching 13 Faith!

But wait -
there’s more!

Make sure to scope out the ANTAM website
for updates on not only Tar-OH! but all the
other wonderful things we work to create!

E] And follow our socials:
(© antam.pr ; antam.pr
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