EXPERIENCES

Description Used

1. Caught your cousin stealing when you were four but received

a beating from your father for telling

2. Became the youngest winner in history of the fencing games

at the Toronda in Tricilve at the age of nineteen

3. Tricked the pharmacist Sulidon Rumperlak into helping you
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% WEIGHT OF DESTINY: @ FATE DICE:

BTN

EEbnan BN G TUER 5 HVE E T

name: Colonel Praanz da Kaelve

BLOODS

martial on vetarn to Tracoria

FRIA LIGAN

ABILITIES

Ability: Swordpley

Expertises:

Lleve|: Rt
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Ability: Command Level:
Expertises:| =Tt Criies ral s BT e O i

Ability: FIaSie s CE SR . ST Level:
Expertises: ..

Ability: Level:
Expertises:RUMEHTIR SRNET b S, fdls - » S0

Ability: " Level: IRERNIN
EXpertises: o < in ot T et

Ability: Level:
Expertises: NI ST tamael i e W T
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CONSEQUENCES OF MISERY

CHARACTER'S SHADOW POWER:

SHADOW COMMAND:
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OTHER PLAYER CHARACTERS

Name: Sulidon Rumperlak

Relation: Contempt, reluctant pity. You suspect that Sulidon has Q

links to the Shagulites. Knowledge:

Name: Nin Hallaska

O

Digeta Longa, the Tracorian secret police.  Knowledge:
Name: Waww{eroqu@ & | ’ ! ilf
Relation: Dislike. Trinsmyrians can't be tyusted. Q
,,,,,, Knowledge:
Name: . ...
Relation: . ... Q
,,,,,,,,, Knowledge:

PLAYER'S SHADOW POWER

Name:

Strategic goal:

Resources Level

L

y

3.

4.

5
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REGULAR TEST

Pick basic dice (white) equal to blood plus bonus dice.

You get a bonus for tools, cooperation, enemy’s misery and know-
ledge of enemy.

Pick number of fate dice (black) to use up to ability level.

Roll all dice. Successes on four or higher.

Compare successes with difficulty or opponents roll.

If you succeed, your LS is set by number of sixes rolled.

If you fail you may use an experience to reroll any dice of your
choice. Mark off the experience.

MISERY

There are four kinds of misery: doubt, fear, exhaustion and damage.

When you win in a conflict your opponent suffers misery equal to
LS plus 1 (or weapon damage)

When a misery exceeds corresponding blood value you are broken
by misery.

To reduce misery one step you may choose to suffer a consequence.
To reduce misery two steps you may choose to suffer a permanent
consequence.

GAINING NEW FATE DICE

Sacrifice something or risk something for your destiny. Gain 1—2 FD
immediately.

Suffer from your bane. Gain 1 FD immediately.

Abandon your destiny forever. Gains 3 FD immediately.

Strive toward your temporary goal. Gain FD after session.

Perform a feat. Gain 1 or 2 FD immediately.

STTE E “T

EQUIPMENT

1. The sabre Mormorian (Longsword)

5.

6.

ODDS & ENDS

e

WEALTH

1. DESTITUTE O

3. COMFORTABLE O

2. POOR

————ze

4. PROSPEROUS

5. WEALTHY

O0O0OXRO

6. RICH
ARMOUR 7. AFFLUENT
Armour Limit. Protect. 8. OPULENT
L?At e i ! Reduced: Treasure:
WEAPONS
Weapon Name Grip Weight Length Damage Range
Longsword Mormorian th 3 3 2
Sword Stabat Cordis th 2 2 7
¢
FRIA LIGAN ('
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EXPERIENCES ABILITIES

Description Used

Ability: Level:

1. Were humiliated and shunned by her cousins as twelve year old Q

Expertises:

after having outshone them all in canning and mavksmanship

2. Swept aside her ts in the nation stragqle at the aca- !
i L L e e O Ability: Marksmanship Level: . ,7 L
demy of Digeta Longa with the best result the school had ever seen
Expertises:} TS e il ATl 06 SR
3. Started using the psychostimulant sinkakla, and became an
addict
Ability: Swordplay L A
4.
,,,,,,,,,,,,,,,,,,, Expertises:
5.
,,,,,,,,,,,,,,,,,,, Ability: Level:
EXpertises:I AWM i JORINET b WL R L e R
6.
A ity: PRl cal el Tl S B a T S et Level: ... ..
7
,,,,,, Expertises:
FOUR
8. BLOODS
,,,,,,,,,,,,,,,,,,, Ability: Level:
Expertises: NI ST tanael # i e W T

CONSEQUENCES OF MISERY

% WEIGHT OF DESTINY: FATE DICE:

‘g@% FRIA LIGAN ﬁ%g(ﬁ%’ ..

CHARACTER'S SHADOW POWER:

SHADOW COMMAND:
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OTHER PLAYER CHARACTERS

Name: Sulidon Rumperlak

Relation: Contempt, suspicion. You supect that Sulidon has Q

Knowledge:

what he seems.

Name:

Relation:
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Knowledge:

PLAYER'S SHADOW POWER

Name:

Strategic goal:

Resources Level

L

y

3.

4.

5
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REGULAR TEST

Pick basic dice (white) equal to blood plus bonus dice.

You get a bonus for tools, cooperation, enemy’s misery and know-
ledge of enemy.

Pick number of fate dice (black) to use up to ability level.

Roll all dice. Successes on four or higher.

Compare successes with difficulty or opponents roll.

If you succeed, your LS is set by number of sixes rolled.

If you fail you may use an experience to reroll any dice of your
choice. Mark off the experience.

MISERY

There are four kinds of misery: doubt, fear, exhaustion and damage.

When you win in a conflict your opponent suffers misery equal to
LS plus 1 (or weapon damage)

When a misery exceeds corresponding blood value you are broken
by misery.

To reduce misery one step you may choose to suffer a consequence.
To reduce misery two steps you may choose to suffer a permanent
consequence.

GAINING NEW FATE DICE

Sacrifice something or risk something for your destiny. Gain 1—2 FD
immediately.

Suffer from your bane. Gain 1 FD immediately.

Abandon your destiny forever. Gains 3 FD immediately.

Strive toward your temporary goal. Gain FD after session.

Perform a feat. Gain 1 or 2 FD immediately.

STTE E “T

EQUIPMENT

1. Sword

- Short bow§ M et g A RIS R
-y

o Mandatefrom Poda Arax
e Y
P T S e
R A e T R
gl L SR TR L e
T

ODDS & ENDS

e

WEALTH

1. DESTITUTE O

3. COMFORTABLE @

2. POOR

————ze

4. PROSPEROUS

5. WEALTHY

OO000O

6. RICH
ARMOUR 7. AFFLUENT
Armour Limit. Protect. 8. OPULENT
Reduced: Treasure:
WEAPONS
Weapon Name Grip Weight Length Damage Range
Sword 2 2 7
Short bow 7 7 Short
Gﬁ:
FRIA LIGAN @%ﬁ%’
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EXPERIENCES

Description Used

1. Saw her adopted father beat his concubine, Almas mother, to

death. He was strack by remorse and adopted the girl.

2. As a young noblewoman, she stabbed an intoxicated suitor who

O O

was taking liberties, and ran away to take refuge with RhabdoRana

3. Had a vision of Ghumgakk as a novice, and was convinced

that she has been chosen for a special fate and destiny

(J loooolocooooolo

% WEIGHT OF DESTINY: @ FATE DICE:
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TRADE:

BLOODS

FRIA LIGAN

ABILITIES

Abilitys et G YR T e Level: < .
Expertises: S S ZANETE S0 LR S0 s

Ability: Poisoner Level:
Expertises:| =Tt Criies ral s BT e O i

Ability: FIgee s LRI L ST i Level: ERER
Expertises: ..

Ability: Level:
Expertises:RUMEHTIR SRNET b S, fdls - » S0 I

Ability: i edetsh T e el s 2 et Level:EETRCRENS
EXpertises: o < in ot T et

Ability: Level: I
Expertises: NI ST tamael i e W T

CONSEQUENCES OF MISERY

CHARACTER'S SHADOW POWER:

SHADOW COMMAND:



CEEASRINC T E'R °S:H E E ‘T
OTHER PLAYER CHARACTERS EQUIPMENT

b # REGULAR TEST  Killer sickle

it el Fr o 1. Pick basic dice (white) equal to blood plus bonus dice. A A S e e R
Relation: Contempt. This pathetic apothecary has connections to Q You get a bonus for tools, cooperation, enemy’s misery and know- % TUUTTUIEE
,"‘/1“" 5/14_714(:?55 ana’wu/o{ﬁt{ ﬂ??ﬁ‘[ e le.dge of enemy. . E 3. T/trow[nj knives

Pick number of fate dice (black) to use up to ability level.

Roll all dice. Successes on four or higher. VT2 e N
Compare successes with difficulty or opponents roll. 5. Make-up kit
If you succeed, your LS is set by number of sixes rolled.
Ifyou fail you may use an experience t0 1er0ll Ay (iCe Of FOUT i it
choice. Mark off the experience. ’

g

a V/Vuj qa/q/tkf[on.

S ONRC USSR

Name: Praanz da Kaelve

»  There are four kinds of misery: doubt, fear, exhaustion and damage. 9.

»  When you win in a conflict your opponent suffers misery equal to
LS plus 1 (or weapon damage)

»  When a misery exceeds corresponding blood value you are broken
by misery.

reckoned ug[t/:.

Name:

Relation:

—— e

Relation: Respect, The serious-minded colonel is a force to be Q # MISERY 8

e

rrrrrrrrr Knowledge: To reduce misery one step you may choose to suffer a consequence.
; vl P Sl : ODDS & ENDS WEALTH
» Toreduce misery two steps you may choose to suffer a permanent
consequence.
5 4 1. DESTITUTE O
3 »  Sacrifice something or risk something for your destiny. Gain 1—2 FD i a5
l Name: immediately. . 3. COMFORTABLE O I
Strategic goal: . N h u . »  Suffer from your bane. Gain 1 FD immediately. PR Tyt Lo O
»  Abandon your destiny forever. Gains 3 FD immediately. )
»  Strive toward your temporary goal. Gain FD after session. e - 5. WEALTHY @
Resources Level »  Perform a feat. Gain 1 or 2 FD immediately.
6. RICH O
15
r LRyt ARMOUR 7. AFFLUENT O
3 23 3 Armour Limit. Protect. 8. OPULENT O
4.
Reduced: Treasure:
5 g
Spheres Influence | Spheres Influence
WEAPONS
""""" Weapon Name Grip Weight Length Damage Range
"""""" Killer sickle th 7 7 7
Combat scythe 2h 2 3 2
"""""" Throwing knife/Dagger th 7 —/1 7 /-

e
‘gf\?\% FRIA LIGAN ﬁ‘?&g('



EXPERIENCES

Description

Used

1. Was sickly as a child and learned a lot about the influence and

power of herbs and drugs

2. Tricked a beautiful noblewoman into taking a love potion, but

the dosage was off and the lady died

3. Many years in the yellow fog of the sulphur swamp has inured

4.

o

FATE DICE:

% WEIGHT OF DESTINY:
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FOUR

BLOODS

FRIA LIGAN

ABILITIES

Ability: Makcpesadh RER LI et i Level: 2 ¥
Expertises:

Ability: Hm/‘-"ﬂ Level: ,,7 :
Expertises:| =Tt Criies ral s BT e O i

Ability: W TR L e Level: IESERANGE
Expertises:

Ability: Level:
Expertises:RUMEHTIR SRNET b S, fdls - » S0 I

Aty : S S e Tl N Bree) | ol et et Level: BN
Expertises:

Ability: Level:
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Expertises:

CONSEQUENCES OF MISERY

CHARACTER'S SHADOW POWER:

SHADOW COMMAND:



CEEASRINC T E'R °S:H E E ‘T
OTHER PLAYER CHARACTERS EQUIPMENT

# REGULAR TEST

. Praanz da Kaeh 1 Dagger
Name: [TEANE M0N0 s e 1. Pick basic dice (white) equal to blood plus bonus dice. o O A
Relation: /feriority, hatred. You loathe him, but he is the only Q 2. You get a bonus for tools, cooperation, enemy’s misery and know- B I ot N
one who can get you back to Tracoria. Knowledge: ledge of enemy. 3. Medical bag
4 s e y 3. Pick number of fate dice (black) to use up to ability level. Three ﬂ/és'e's' /e t'/,'a' / sl o Gt s
Name: Nin Hallaska 7 4. Rollall dice. Successes on four or higher. sl £U pu it L T
Relation: Fear. The captain can read you ke an gpen book. Q 5. Compare successes with difficulty or opponents roll. 5. Four doses 5/“7”"7 dr "“ﬂ/’f
6. If you succeed, your LS is set by number of sixes rolled. 6
—————— RuoHEpes 7. If you fail you may use an experience to reroll any dice of your 5 i i
Name: 7vovinder of Hons ] ) iy choice. Mark off the experience. E e e s AU e
Relation: Curiosity. What brings a young nobleman to a place Q # MISERY A e T ) ot AR Sk o
such as Marjura? RS e »  There are four kinds of misery: doubt, fear, exhaustion and damage. A
X N R »  When you win in a conflict your opponent suffers misery equal to .
Name: ... o LS plus 1 (or weapon damage) :
I e L e Q »  When a misery exceeds corresponding blood value you are broken t
+ by misery. ¥
rrrrrrrrr Knowledge: »  Toreduce misery one step you may choose to suffer a consequence.
» Toreduce misery two steps you may choose to suffer a permanent ODDS & ENDS WEALTH
¥ consequence. L e b O
3 »  Sacrifice something or risk something for your destiny. Gain 1—2 FD i a5
l Name: immediately. . 3. COMFORTABLE @ I
Strategic goal: } 5 h u . »  Suffer from your bane. Gain 1 FD immediately. e i O
»  Abandon your destiny forever. Gains 3 FD immediately. )
»  Strive toward your temporary goal. Gain FD after session. e = 5. WEALTHY O
Resources Level »  Perform a feat. Gain 1 or 2 FD immediately.
6. RICH O
15
i P ARMOUR ‘“ 7. AFFLUENT O
3 | ] Armour Limit. Protect. 8. OPULENT O
4.
Reduced: Treasure:
3 ]
Spheres Influence | Spheres Influence
WEAPONS
""""" Weapon Name Grip Weight Length Damage Range
"""""" Dagger th 7 7 7
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