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Wawalionis a free cit of rkl
T \v.\\wa\vva\\\win\n
part by a dread the R
ful war : the Rag'narol This universe
s the backgro )
: und of many games using miniature
from the Confrontati |
e ( ontation collection

In Cadwallon, the players hold in their hands the

fate of a
party of adventurers wh

: 10 purpose is to protect the city from
threats (spie o y
reats (spies, traitors, rogue bands of outlaws 1N 50 on.); as well

as threats from the outside (invaders enemy powers, blood

ds and 50 on). Labeled “free leaguers”, these individu

als are destined to undertake thrilling investigations and over

come tremendous perils,

WHAT IS A ROLE-
PLAYING GAME

Like many other games Cadwallon allows you to enjoy a good
time among friends; but every game of Cadwallon is different

since the players do not choose their characters from a ready

made list of roles. In fact, they create their own through rules
and develop them after each game! This feature is what makes

Cadwallon a role-playing game.

~ ROLES FOR THE PLAYERS

Sitting around a role-playing game table, every player but one
has a playable character (or PC), who are the heroes of the ad
ventures set by an arbitrating player called the “game master”
(or GM).

The GM prepares a scenario beforehand, by inventing it him-

self or purchasing it. From time to time scenarios will be issued
in the publication Cry Havoc that deals with RACKHAM games.
The players’ decisions for their PC will allow the GM to unfold
the story according to'the scenario and the rules. A scenario
does not always end well. Such situations should not be consid-
ered as failures, since the players can play the same character in
games to come. They can still try to resolve the consequences of
past mishaps while dealing with a new storyline.

‘These: particularities (experience, interactive stories, the
p-)ssi};ilily of overcoming past difficulties) are what makes
Cadwallona particularly exciting game. In fact, if Boromir had
been a PC, he might not have found himself isolated and he
could have survived the attack by the orcs,

UNTRQIDILETIOINEN
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WY TS IT A TACTICAL ™ Gt
ROLE PLAYING GAME? i |
o o

The most intricate situations can be interpreted in numerous

ways because everyone has different understandings and rep
resentations of a situation, To avoid time wasting arguments
Cadwallon uses minatures and gaming tiles thought and
made exclusively for the Free City. The Conframtation minia
tures stand for the people of Aarklash and the double-sided
RACKHAM tiles offer a depiction of Cadwallon

Each player chooses a miniature that he details following the
rules in order to create his free leaguer, In addition, the GM gath
ers various miniatures to embody the non-playable characters (or

NPC) in his scenarios.

Conviviality and interaction are the essence of role-play-
ing games. Many players enjoy customizing the rules
they use, so that the rules come closer to what they 1
expect from their gaming sessions. Some are more into

the “gaming” while others are more into the “role-play-

i nd anyone might have a different view about the

importance of some aspects of the game (initiative, magic |
or combat management, acting out the characters, etc. !
Cadwallon takes this into account by offering “Advanced \
options” boxes, so that everyone may plan what they want

to simulate. Future Cadwallon publications will not rely

on those optiol ustomizing your role-playing game is i
part of the pleasure for every RPG player. \

Whar 1s tHE GM§ ROLE7

The players only need to llt down at th’.xnble. whucaa the GM

needs to be fully aware of: 7
f

« Events triggering the beginning of the game: a mysterious as-*
sassination, disturbing overheard conversations about ryﬂ""

rible conspiracy, the traces of aworrying curse and so qd:'i‘:“

« The characters related to the plot other than the PC (or NPC):t
a serial killer, conjurors, a powerful undead foe andso on;

+ How will the plot unfold if the P@ar\- unable to counter these
events and characters: how and when the serial killer stril
again, the location and the time the conspiracy takes plg
its consequences, the next appearance of the curse q?'

A



The GM follows Chegame tules and his common sense to help

anfold the plot and represent the different events experienced

by'the PG The conv@rtation generated by the choices made by

the playérs and the deseriptions of the GM give the general di
rection of the story

TheGM does notalwayshave to be the same person. Cadwallon
15 a particularly vast andmulti-ethnic city. Therefore, the play
You only néedito define which dis

A GM who col

ets can take turns as GM

trict and which character each GM will play
lects a Confrontation army or plays Confrontation, Rag'narok or
Hybrid will be able for instance to offer scenarios for the areas
of the Free city where the people his miniatures represent dwell
Thus, each player will be able to offer the others stories that cor

tespond to him and everyone will participate in the building of

a rich and coherent Free City

B "~ ADVANCED OPTION:
' NO NEED TO ROLL

The GM may exempt the player from rolling the dice
when a character is in a situation with a ¢ i
culty (without an opposing roll ).

* By default (or “without pushing it”),

without having to roll the dice, a character automat
cally gets a final result equal to Attitude + / y
+ In order to “take the time to do things right” (in which

case the time spent is ten times the normal amount for
the action), it is deemed that without having to roll the
dice, a character obtains a final result equal to Attitude
bility + 3.
This optional rule out rules the possil
failed attempt, since the result cannot

Example: A character as a. + 5 in Dexterity (attitude) and a
4 in Climb (Ability). Should he need to climb a wall with his
bare hands, he might automatically overcone a difficulty of
10. If the character decides to take his time in order to do his
best, he may overcome a difficulty of 12 with out having to'rold

WHAT ARE THE DICE FOR?
Dice rolls, re: ancd final |
Makin

with the h t

final result

snd a bohu

& then compared with a difculty iEagh
tal result is equal or superio 3
action is successfully p o
result is lower, the character fails t Vol
refer to this as overcoming a difficulty

In rules termir i 1
dice)d6 + modifier modifier i

A 0d6 roll nevertheless requires that you re o dis 1t
result is a [+], the attempt fails automati Othirutes s

of the nur

result is O regardless

final result is equal to the roll's modifier. As

It will be zero a

tive number, the r

Examples :
« 3d6 + 4 means three d6 are r

to the best result. Therefore, if

result of the roll is (%] and the

* +4d6 -1 means that four d6 are r d one point is

turn up

est result. Therefore, if the dice

from the

s 2h the result of the roll is|:?

and the final res

«0d6 + 5 means the final result is 5, except i

the die rol

n are defined by attitudes and abili

Characters in Cadwa
ties. The abilities show how many d6 should be rolled to resolve
arelated action. The value added to the result of the roll is equal
to an attitude. This simulation principle is described in details

with the relevant rules in Book 11

In order to resolve an action attempted by a character, you
must make a roll of (Ability)d6 + Attitude.

Automatic failure: If every single die gives a/+, that rollisan
automatic failure. You do not need to calculate the final result

as the action will fail regardless of it

Note: Every failure is critical for a ch

confuse this rule of automatic failure with the “c



or fumble™ rules common with other role.,

ng games. The
consequences of an automatic failure are

no way worst than
@ failure caused by a final result lower e set difficulty.
M may interpret a result as

catastrophic if the roll was a 0d6 roll.

At the very most, the G particularly

Adding rule: For each value equal to the highest value shown
on a roll, add an extra point to the result of the roll. Ifa player
fails a dice roll, another attempt may be made immediately. In
that case, the next roll is done with one dé less. After a s:;'rics

of unsuccessful attempts, the last roll based on 0d6 is always a
failure!

[Examples:
+A roll of
another 3));

ives 6. And if two dice must be kept to
\ determine the final result, consider it 6 + 6 = 12 because the

adding rule is applied to both

<o
' - Coordinated attempts
P ; When ;vml characters are working together to accomplish
¥ . the same action by using the same Ability, the GM may allow
- themtomakea common dice roll. In this case, the group choos-
* esonecharacter who will be the leadi heaction and
B i th iceAEach "asistant” with a posttive valiiein the sbility
- provides one (and only one) additional die for the roll. For an
s opposition roll, the total number of d6 rolled exceed the

v
rules (for objects, abilities, etc.) may sometimes allow.

with a default quality above zero U
A player may make 3 gamble by giving a number MFQ}A y
and his character’s Potential. This gamble is the risk taken by
the character that increases the difficulty of the roll. An action
with a gamble of X has its difficulty increased by X point(s)olf |
the action is successful, it has a quality of X. -
Quality has an effect on opponents’ actions, when it logically
should (for ex.: Quality on a running action may make it harder
for pursuers to keep up, for opponents with guns te hit you, etc.)
The GM may disallow 3 player from making a gamble on cer-
tain rolls if it is too easya roll.

+ Gambles to set challenges S
When a player thinks his character may overcome a difficulty
easily, he may make a gamble in order to outde an opponentor
to give said opponent a d ige (duringan arm-wrestling
contest, a race, etc.). o =3
If the player obtains a final result equal or superior to the sum. e -
of the difficulty and the gamble, his character accomplishes the
action with a quality equal to the amount of the gamble.
A
Example: A free leaguer tries to.spot Jiis enemies in a bitsy part
of the city. The GM asks fora roll of Scrutinize/DIS with a di :
ficulty of X (according to the feagures of the distrigt where the ¥
action takes place: noise, lighting, etc.). The free leaguer's op~
ponents Have previously hidden themselves by making a roll
‘against the same difficulty, and by making a gamble of three. If
the player does not make a gamble at least equal to three for his

ability level of character rolling the dice. In addition, the
bonus dice from the help are taken from the Reaction Pool.
b3

roll, he will not be able to spot his enemies. If ke
makes the call, he will need to make his roll and obtain a result
atleast three points above X (maybe more e has made anevers
bolder gamblel). y =







A WORLD
AT WAR

SRR

twas an age where time did not exist .. The age of the Rods.
eation unrivaled. Their empires
knew no limit and extended over entire worlds born from

the magie energies of the Creation
Discord came and the gods waged war among themselves for
supremacy. The crumbling of the dying worlds almost led to
the collapse of the Creation and the death of everything. The
Creation fought back, The gods were brutally thrown off their
thrones and sent into exile beyond the borders of the elemen.

The gods traveled the

 tal worlds, Realms. Time appeared, imposing its curse to the
~ vain immortals: if they dared to reappear, they would suffer the

e

-~

~ punishment and would be forever forgotten, Thus, the age of
~ the gods ended,

However, one does not get rid of these terrible forees so easi

~ ly, After thousands of years in exile, the gods continue to wage
war through their champions
faithful allies,

The balance is once again under threat, The curse of Time is
l-ﬂlng. Darkness seizes the heart of the brave and the gods get
ready to lead their armies,

~The ultimate age has come,

Incarnates - and their most

A CONTINENT
‘ L@m DARKNESS

Realms, including those where
ture of the Creation is. llnkvd to

WIM stronger emplm a

Many and diverse are the ultures of the peoples of Aarklash
Those who share a close philosophy or common objectives
forged alliances to face the enemy and to secarea crushing vic-
tory. Thus, three great Alliances came to be.

+ Paths of Destiny cherish their freedom and refuse slubbpt;lly
the future promised by the powers of Light and Darkness. They
are the most anclent peaples of the continent: the Daikinee
elves, the goblins of No-Dan-Kar, the dwarves of Tir-Na-Bor,
Wolfen of Yllia and their enemy brothers wha follow the way
of Vile-Tis, Just like the orcs of the Bran-O-Kor and those of
the Behemoth Mountains, the peoples of Destiny refused to
give in to the temptation of the split and choose a side; a con-
ceptintroduced on Aarklash by the humans.

+ Ways of Light work to create an age of reason and prospe,
ity, They try to seduce themost prosperous civilizations, 4

such as the dwarves, If the kingdom of Alahan, the empire
of Akkylannie and the tribes of Avaggdu are all human na-
tions, the Ways of Light also include a young elven nation: the
Republic of Lanever. These civilizations try to push away the
forces of Darkness. They respect the peoples of the Destiny,
even when these refuse to assist them.

 towards the warlike temptations of power mw )
0 thon m nu,m-n%rruf mlmlu(g.




o A Free Crry THE PEOPLE OF. A
WORLD AT WAR

In these hours of darkness, Cadwatllon Ix o cosmopolitan city

3 outstde the conflicts of the Rag'narok, The center of all the at —

) Rebtions The poweelil and dhe most ancient races of Aatklash  The people from all over the world are welcome to

- contemplate it with a mixture of envy and hope, but also fearif they obey the ducal laws. Therefore, it Uy surprisin

and aversion, to see visitors stunned by the cosmopolitan magnificence of

k the streets and galleries of the City of Thieve vere Individu

" (‘Imlw‘\lluu Iy the City of Thieves als from all over the continent established themselves and live

- Fortunes are made and lost there along its winding alleys there lives, Even before considering oneseltas an elf, a goblin oy
SUK and rags mingle when night comes, The powerful and  a Wolfen, every Cadwé is above all a citizen of Cadwallon

the miserable mix in aballet of merciless and murderous in

ps offer an overview of the various races,

telgues, PRr from the wars chat set the continent ablaze, emis Ihe following |
which live In the Free City. The race of an indivic

satles coming from all aver Aarklash meet to negotiate in the is differ

cortidors of the prestiglous embassies and the backrooms of | ent from its ¢ ulture, Depending on the race, one dominates the

rhe most infamous fins, other. Thus, & dwarf remains a dwarf, even if he was raised in

1 the shadows of the Aegis Mountains (Paths of Destiny) or in

Akkylannie (Ways of Light), whereas the humans and the elves

Cadwallon 15 a Venomous Rose

‘e thendble towers of thetipper city, which challenge the heav: — of the various Alliances are very different from one people to
©ns Each day, take root fn the back alleys of the low city, chok- another.

ing in poverty and despair. The balance of the precarious alli

ances allows the arrogant aristocrats of Cadwallon to sit with

the most powerful soverelgns of Aarklash, They have numerous
enemies, but allow themselves to impose their rule when one
dares to challenge them
The presentations of the races and the cultur

ble in Cadwallon are all ensued with a box, which lists

Cadwallon is the Jewel of Lanever,
special features,

Like a ringof darkness set with a glistening diamond, the Free
City draws the banished, the dispossessed and all those who Average size andweight M/F: Size and average weight for
refuse to die in the name of the glory of the commanders of both genders.
life expectancy: [E1s rare tolive longer.

Distinctive features and feats: Collectively representative
features of this race, This piece of information has an im-
pact in the game,

_cursed and deserted, lost in the jungle of Lanever, Cultures: Every culture is associated to a totem, This piece

Mon was,conguered by.a handful of adventurers seeking nl information has an impact in the gam
rence size in game, This piece of information has

il w mh llu*?op of war. The latter, led by Vanius, had A .

an impact in the game.
thousand hazardstoreach their goal, but they were met Base: Nature of thé base of a miniature representing a
member of the A base larger than'a square is a dr;
back in urban areas, This piece of information has an im-
pactin the game,
Assets: Pecu y put forward by rules. This piece ofin-
formation has an impact in the game,

the Rag'narok. A lost people from diverse horizons live there,
united by the laws of the dukes of Cadwallon

ders of Dackness, ‘the frcﬂuﬂucs, I
anare the guardians QNhtlhd&-
v‘ﬁ‘!’m the free l.hlﬁli‘
! |nmdbysl\el(nunumk
s the border thc
h will xnl’(he des-

JEWEL OF "LAN IVFT\
’0 )




' — dest
A l“ EEX = l csiny
dark! fory h mal I
! forest of Quithayran and still follow a
' Ivan existence. Many of them malntain
;. mel 1 symbiosis with animals or plants, which feed

from the Elves' bodies, strengthen or protect them
The Daikinee women suffer from a curse cast by

Scaélin, the matelarch of Akkyshans: they dic

hortly afteg giving birth to the fruit of their

If from the v

first union withta male Daikinee
outside attacks. The presence of
the Fayes. the spirits of nature

.
live in Quithayran, seems to have :.lgh[

the same effect on

he “Maalivate The elves'of Cynwill o wre a little taller

hose who have le ho live f
those who have left” who live far and stronfler than their fellow creatures, but live

from the cradle of their race far from'the heart of Quithayran. They do not feel
Except some typical racial features fear of heights
such as a more slender silhouette

and longer ears, the elves look pret .

Darkness

Akkyshans are often capable of seeing in the dark

ty much like humans. Union with
the latter is fertile and gives birth to
the half-elves. avithgut any trouble. Some_rare warriors received the
The elves have paid a heavy trib 'lhlux\my. of their goddess, Lilith; and where blessed with
ute to History; their race is no more arachnid features: additional members, strength and
one people, but three: Akkyshan, overdevelopedireflexes, etc
Cynwill and Daikinee. Besides
culture, these factions distinguish The male elves are thinner than humans whom they
themselves from the others by minor ook like so much. Their features, almast androgynous,
morphalogical differences are very harmonious. They show great dexterity and
&cellent visual acuteness. Their pilosityis weak and is
l})\\mw all the classic tones, from lumingis blond to the
jet K].u’k Few elves are born with infirmities.

F

males are even more graceful than males and share
N * ' ”

the Same attributes. Their beauty is without equal on

’; Aarklash and laststhroughout their existence.

SPECIAL FEATURES Whatever their origin, the elves are bound to the
I WP e history of Cadwallon. Some people believe the city
Average size and weight M/F: 1 m 70 (60 kg)/1' m 60 (45 kg). i\ k‘-’.bk' cursed, others want to conquer it and yet all
Life expectancy: 60 - 120 years, acc ording to the nearness n;\\cmhcv FAEE st Aeante ufan;n!lons "

of the forest of Quithayran. :
Distinctive features and feats: Toxin (Meanders of angient times, 1fimost fofgot the reasons oft‘h‘m»

Darknes$): Regeneration (Paths of Destiny). Concentration s legends’ or the motivation of their leader, éwrym
(Ways of Light). A y elf knows that'the Free City hides a terrible 4
Cultures: Spider (Meanders of Darkness). Beetle (Paths of - deon TR T
Destiny). Dragon (Ways of Light). ¥ L "‘tl .

Medium size (3). | L

: x 25 mm) or type "1 '
Assets: Stylish (STY + 2). Swift (MOV SIZE +
Akkyshans (Spider) see at night as well as in broad dayl




“THE GOBLINS

<38 be universally verified wit

appeared. neac the year 820
The goblin is refativ

blood. "Tis rath.

ing with a colorful persona

The goblins are alert. To them, the exploitation of t
sources of their envitonment is a second nature, even if the
have awBard time restraining themselves. Their great tactile

sensibility, their lack of physical arguments in front of adversity

and theif innate curiosity confer them a visionary imagination

"ThisTaspiration pushes them to the manufacturing of tools and

artistic expression: The goblins are unequalled inventors and
main promoters of written material through Aarklash. Some
are hardened city-dwellers while others live in tribes, isolated
in forgotten forests.
The goblins are underestimated and even frequently abused
by other races. These vexations have cruel repercussions
goblins tend to put their inventiveness to the ser
vice of vengeance and often show a tendency
for peryersity. when they have the advan

tage over their opponent. They also

with varied, advantageou

they are respecte

There is not a blir ttled. 1
Cadwallon are one of the oldest communitie d most th
ing. Like all the representatives of their race, th lwé gobl
quarrel for the control of the goods and the mon nerated

from its commerce. Besides, they considerably influence

ography of the city, which has to take into account their small

size and their high birth rate

'SPECIAL FEATURES

Average size and weight M/F: 1 m 50 (40 kg)/1 m 40 (35 kg).
Life expectancy: 30 years, with large amplitude for the
mutants,

Distinctive features and feats: Survival instinct.

Culture: Rat (Paths of Destiny).

Size: Short (2).

Base: Infantry {25 x 25 mm) or type “1”.

Assets: Opportunist (OPP + 2)

case both characters are the same Size to determine initia-
tive, the goblin wins over another short size fighter

wift (MOV = SIZE + 2). In 4§88



eligion;thius
aressed by
follow the

te Paths of Désting,

and the

War amor

drive for conquest

destiny. Contrary t

instinct of immed

thei

r social environment

tors they

have to interact. A human is capable of t st and the worst

capable of showing the spirit of self-sacrifice as well as dealing
the most hideous tortures.

The Free City of Cadwallon is the symbal of the disparity of

men. Travelers and diplomats of all the horizons rush there and

give in to their secular hatreds. The human cadwes, the descen
dants of this noble and murderous race, can be proud of the
wealth of their lineages. Will they also inherit of glorious curse
of their fathers, or will they manage to look beyond their differ
ences to conquer prosperity? o~

The male humans show a large variety of appearances. [t is
the legacy of the legendary adaptability of their race. Different
latitudes have privileged some physical features rather than
others. Moreover, é’xlturcs have favored certain clothing styles.
Fair haired, brown hairedand red haired people live, dressedin y e a =
animal hides or in the finest silk. L 1a SPECIAL FEATURES

Apart from a generally less important muscular mass, the hu= .
man females share the same features as !.he men. Here lpll;.:
culture is a primordial influence on their position within soci-

M1 m 60 (50 kg)

Distinctive features and feats: Depends on the culture.

ety and the choice of clothing, Some e sgen as mere breedets Cultures: Lion, Griffin and Minotaur (Ways of Light), Ram
others manage to evenly match men, and even surpass them in Stag and Scorpion (Meanders of Darkness)
many domains. + 8 Size: Medium size (3)
2 s ic Base: Infantry (25 x 25 mm) or type 1"
el waygothing has 3 e |"|P“"-“|CA=.’ Assets: Subtle (SUB # 2) l)umum}m race; most of the inha:
cordingto the social status within the human race. The F bitants of the continent are human or under the influence
clad individuals are those who have the power. of their cultures. Drunes (Stag) see at night as well as in

broad daylight.
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THE DWARVES

The dwarves have always populated Aarklash ever since the

% beginning of the Creation. They believe to have been conceived

and named by the gods at the same time as the other races

Ltgh[ and Destiny

Thedwanas are considered for their extraordinary stamina.
Tbry share an intimate link with the earth and have a natural

b)‘]uslzssloul

f‘ edispose them to the

Darkness:

destroy
The skin and tr
variable pace. It i

struction

dar

Tn Cadwallon

hitectural developmer

most modern

novations. This does nc

g the dwarves

the Cynwill ves

ts of Cadwallon

The Possessed

are renegades. They are hunt ow creatures
£

because their link with the Despot y some demon

from the depths

'SPECIAL FEATURES

Average size and weight M/F: 1 m 60 (60 kg)/1 m 50 (35

i 0 years for the Ways of Light. Several
centuries for the Meanders of Darkness.
Distinctive features and feats: Hard-boiled for the Ways
of Light. \'lght vision and Possessed for the Meanders of

Wild Boar (Paths of Destiny). Griffin (Ways of
l.lghu. H)dm (Meanders of Darkness).

mm) or type “17.
). Resilient (SIZE HP health

Assets: Insuplnudd)
status).




R, ¢ m, but nothing can make the carnivo

LHE OCGRES
i Is them vanish. One needs to be either
1 to oppose an ogre, without speaking éven
Female ogre e much less massive than their congeners and
1y sitive, notably when they are pregnant. They
ry by all the means to integrate the
r Khaurik, took Ihe ogres were not able to grganize into a nation and never
( fered new  found a collective reason for participating in the Ragnarok
nost They nevertheless became integfated into many cultures.

he Bran-O-Kor and Cadwallon, faithful to its tol@®f earthly haven, shelters a large
t e majority liy Cadwallon wimber of repr atives ofhi8 race. The scholars claim that

s ess no survival instinet, which makes them  the ogres are divided in yagiotgelans

¢ € i whe the AT an On the 4

1 to the causes

It ma hem particularly dif

refore, the guard of Khaurik, exclusively i

cated to the protection

wever

flesh of

young and innocent

A bloody feature that they attribute

Hyffaid urges them to indul disgustir

lecrease the.usge easily, this yoracious in

etimes leads them' # de muf defenseless victims

nouhw children, Iagdrdef to avoid the tempta

»f eating their offspring, the ogresientrust x)u m to «

(athers\ frofiather races. Being the gadfather (\i.hm: ogre
o WRprestige in

iGult task buu»t&if»un
’ uﬁm.c S0 loyal friendship of
safevy. A

also an invaluable

male ogres are mountains of flesh, nNEeleSandap

hey walk the city, bent, their small head rockipg slowlyi@8

s generous belly. They take great care of dressin e of
SPECIAL FEATURES
The major part of the ogres lives in Cadwallon, They are not

numerous enough to be able to point out distinguishable
races or cultures,

Average size and welght H/F; 2m 20 (280 kg)/2 m 00 (160 kg).
Life expectancy: 40 years, The ogres do not age if they feed
on flesh of young and innocent preys.

Distinctive features and feats: Brutal, Hard-boiled or
Sequence.

Culture: Upper city or low city (Cadwallon),

Size: Large size (4 ly

Base: Infantry ( 37,5 mm) or of t :

Assets: Disciplined (DIS + 2) Strong (POW = §i

Frightening,

2
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rossing gob!

netic materia), the Khorda clones
she gres - turned out more intelligent anc

fol than the:

and, having pe

their kin 2

tinent’s roads. (

pity i ter

st prc commmr

ing number of orcs answer:

", sets off for the City of Thieves in a
o secrets.
A “Thé ores be.

the best featur

th

; JSechnomancers.
7 2
= Most of the

%S gubtleties of six the Elements. They dev

2'totemic sort of magic called instinctive m

S Sftength from the mana rather than its essence, they 1se Jnfgt .
;any'k.inlgemmusxzbm- rimitive magic ss ear
or a ad
Females are few rs. H
SPECIAL FEATURES s g :

ds the vestiges

Average size and weight M/F: Im75 (95 kg) / 1m70 (80 kg) thegrows Tt gaidens of désize

Life expectancy: 50 years. = 3

Distinctive features and gifts: Brutal
Jackal (Paths of Destiny)

m into the puins of the old On arrival, all are bewil

ed

nd such activity there and think about

they trust their instinct and integrate the cadwé society

m) or type “1 . i B vinceg that the spirits will deliver themn the secret of the city
creature ( 37,5 N
. o of their dreams. The orcs are particularly appreciated among
Assets: Skillful (DEX + 2). Strong (POW = SIZE + 1 those who value physical powerand the adaptability, two of the
» gs. Instinctive @i strong points of this warrior race.

OF LAN




" WOLFEN

SPECIAL FEATURES

Average sizeand weight M/F: 3 m (450 kg)/2 m 70 (380 kg). y sate for t ess impressive
Life expectancy: 120 years.
Distinctive features and feats: Born killer.
Cultures: Wolf for Wolfen of Yllia and Hyena for the de-
vourers of Vile-Tis (Paths of Destiny). e vegetation of the Free City is so par
Size: Large size (4). f I
Ba: reature (37, 5 x 37, 5 mm) or type “1,5"
Assets: Pugnacious (DRI + 2). Swift (MOV = SIZE + 2).
¢ Frightening. Natural weapons: fangs and claws. Instinctive .
and heightened sense of smell. Good night-vision. DECREAS
in the wide-open spaces ¢

r that some

fluence of Yllia. Whatever

find Wolfen in all the

They ¢ void the other districts

size prevents them from living as comfortably as

vhere the

~ peoples di r corruption. Nobedy

can evade their anim: re lost

in the mists of tim,

. |
s, passed on orally (hruugh\'

ges, claim th: y would have been born from theunion

of Yllia, the moon-

oddess, and from the most powerful of all

the wolves.

Not only are they impressive in size, it is their heightel

predatory ins

nct which characterizes best Wolfen. Theik

inct rules their behavior in their environment and mul ]

their natural abilities. The law of the fittest apphes
burrow to barrow: hardly a third of wolf cubs reaches tIig
of the weaning. The predatory instinct sometimes reaches'
turbing extremes. Wolfen have carnage in their blood and thelg
lust for killing is never satisfied for long.

One can find these predators anywhere on Aarklash. The great §
majority are organized in nomadic packs, which follow the prey
or plunder the resources needed for their survival. Others keep.
large protectorates and defend their territory bitterly: fheir

Formerly united under the laws of the moon:

Wolfen know an era of unprecedented danger.
torn bit by bit by religious and cultural schisms. For the
51.. the predatory instinct turns into & murderous:

anstauon Achandful of rebels and .\dvemurel's
and 29 to the cities o look for a remedy for the e
llue:lcns their race; to find a refuge or to hunt dawn
. Male Wolfen are true beasts in combat. Theinmuse

: legs allow them to ;un{a;rnnd far. R lyings
1) ta\ents to survwe.»Wcﬂ
earance, which allows
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THE CITY OF EXILES

The Cadwes know little about these legends. Only the most
erudite and most forthcoming Daikinee elves tell of an an-
cient people whose territory stretched over here, a powerful yet
bloodthirsty people allied to the most evil dragons of the whole
Creation. Concerning these matters, and especially concerning
the alliance with the venerated reptiles, the Cynwills have al-
ways refused to express themselves, so there is nothing to con-
firm the Daikinees’ claims.

Those who have explored the underground tunnels of
Cadwallon claim that in the entrails of Aarklash lie ruins of
unknown architecture of which the Automat, a gigantic ar-
ticulated statue, is the ultimate visible remnant still working.
Cylindrical tunnels wind underground and lead to forgotten
sanctuaries, domes of stone and rock covered in moving sym-
bols that reflect the shadows.

Among the Voyagers, the magicians who explore the strange
landslost beyond the common senses of mortals, a legend claims
that the Cadwé tunnels lead to another world, an accursed and
labyrinthine country. This maze is said to be the proof that the
Cynwalls inherited the power of a foreign people.

Leik-Shear river

Daclith

nd his followers embarked on the path of exile

ynwill nation® they settled the land now known

the mouth of the Ynkaré and Leik Shear,

hold that quickly became an important trad-

ost between the peoples of Aarklash. The only place where

ions were allowed to walk the ground of Lanever with-

the Cynwills’ isolationist wrath, the city grew

No one can agree on this city’s original name. Once again
the Cynwills stick to their usual discretion and only speak of
Cadwallon. This is the name that, during the Golden Age, was.
spread among the centaurs that lived in the region and was then
transmitted by this people to the first men, the Kelts. ‘

While the Steel Age wasalready marking Aarklash, Cadwallon
the Prosperous rapidly. vanished, smothered by the voracious
vegetation of a bewitched jungle. Rumors spread about a curse
placed by the allies of the Meanders of Darkness.

The Cynwills were attacked by a horde of undead warriors led
by a powerful necromancer, Sinlis Mantis. The animated corpses
invaded the city by springing from the ground, or rather, to be
exact, by using the forgotten network of tunnels, Though the
threat was eventually thwarted; the lake became infested with
rotting bodies that contaminated the city’s water supply, spread-
ing infection and disease: Withinta few days Cadwalion was de-

serted by its inhabitants.




(Kraken Harbor)

a‘ Cﬁ“‘ the Free City
recd by Vanius L.
d\:Bnhlﬂcm'-‘”

&kanud creaion “fét fiefdom

'THE STATELESS

Many decades went by before a group of rogue warriors set
tled in this accursed place. Surely on the hunt for riches, these

men were the founders of Cadwallon as we know it today.

These men went by the unflattering terms of mercenaries

outlaws, bloodthirsty warriors and rejects. Having dubbed
themselves “Dogs of War,” they blindly follwed their

955 The phst in “mm t 7
which is placed into quarantine (Somz) Vanius. They discovered the ruins of an ancient Cynwal
956 Trvasion attempt by Water Flementsls and decided to settle there, hoping to unearth timeless artifacts
' 24 £ Greation of the fiefdom of Ghicyonbiirg left behind by the elves.
“. The free leagaersbum down \Jm Street (Soma) The 200 Dogs of War were organized into 21 free companies,
Buifing of the Denerac Villa (Ghieronburg) each one led by one of Vanius's lieutenants. These officers took

care of clearing away the dirt and rubble...

Caamxﬁwddx catacrjpts (Ghieronburg)
Aypezrmoqum Mardi (Ghicronburg)

B e The Battle of the Wall of Earth

m‘ﬂs«mﬂ cflhc dome of the Skinner (Gamehead), The secrets buried in Cadwallon also caught the attention of
%R'saﬂmgdlﬁc Bﬂun:mbassy in the Soma ficfdom others. The forces of the Meanders of Darkness, which had al-
teady been the cause of the fall of the Cynwill city, tried to push
0\:‘1! the new comers, yet the Dogs of War stood fast. Therefore,
Sophet Drahas, the commander of the armies of Acheron and
baron of Taer Haez, requested for assistance from Feyd Mantis,
the most powerful lord of his barony of origin.

Hordes of walking dead soon attacked the Dogs of Wars'camp
. Theassault was bitter and the battle dreadful, but Vanius's com- s
*““panions managed to drive back the attack. The sudden appear
“ance before the battle of a deck of 22 tarot cards endowed with
magical powers was surely linked to this miraculous victory.
Before the offensive, Vanius handed out a card to each of i
lieutenants and kept one for himself: the Emperor’s card.

At the end of the battle the Alliance of Light's troops arrived
1o provide support. The city’s ruins were thus taken back from
the enemy.

’ ﬁmmsofdx o0 OF the Tyicion
- e W*&W‘sm the Dz of
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In spite of their exemplary bravety, the Dogs of War remained
nothing more than outlaws in their allies’ eyes Thanks to his
charisma, Vanius nevertheless managed to preserve the inde
pendence of his Cadwallon

According to the tale, while Alahan's emissaries were mock-

ing his wish to build a kingdom on this field of ruins, Vanfus

pulled out an old battered gold coin and threw it at the Barh

an's
et, replying: “Sir, these remains please you so little

fe that I make
them my Kingdom for a ducat!™

Thus, aware that he couldn't give himself the title of king

without upsetting his allies, yet refusing to recognize Alahan's
authority by becoming a baron, Vanius took the title of duke,an
old Barhan military rank.

Despite his defeat, Sophet Drahas, hidden underground, nev-
ertheless managed to spread his influence over the city. Still to-

day many local legends mention his name and he’continues to

plot to take control of Cadwallon. G

Birth of a duchy

Vanius's tour de force gave birth to the free city of Cadwallon
in 832. The officers who remained with their leader founded
the city’s first noble lineages and were able to mine unexpected
riches from the ground. Three years after it was founded, Vanius
carved out a domain for each house, thus establishing the firs
fiefdoms. At the same time he gave the citya militia.

— Tae Crry oF THEVES
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The guilds ol

Asit grew and flourished over the years, Cadwallon welcomed
numerous craftsmen who assembled into guilds. Because pros-
perity allowed a constant flow of economic and fiscal reforms,
within a couple of decades these guilds became major players
in the city's power struggles. At the same time the old merce-
nary traditions tended to fade away. The riches mined from the
ground no longer interested anyone and the guilds® workshops
were more than enough to feed the common people and make
the greedier ones rich.

In spite of this, Cadwallon never knew a golden age. While the
wealthiest citizens finished building the upper city as it is known
sinice the flood of the year 900, Sophet Drahas prepared his re-
turn and other powers tried to invade Cadwallon. %

Thus, in 956 magical.beings launched an attack on thé"éy
"from their elemental realm. In the face of this l}neﬁbed:dand
unknown enemy, only the original tactics of a foreign general
allowed then to triumph. This hero was then ennobled and gave
his name toa new fiefdom, Ghieronburg, a former goblin col
near the harbor. L e A *

e ot
invasion not
: =¥ 1)

~ selves with small scale iighmlng;xgids launched from the forest

of Ashinan. The Free City suddenly glre‘:v_fearful. 5

2
o A
Only the forgotten eirs m@ogsofy;:‘ w

hy

0 were scornfully
e,

Within a few years Cadwallon was reborn and was wealthi
than it had evm’pg'én under the Cynwills. Etemal;p‘éigﬁ
seemed to be on the horizon. Yet this was obviously merely
dream... =

The embassi

o
2T
One

er'\’lg‘q_iu's"rise to g
2 an embassy in Cadwallon. O
g
~followed and the city looked proudly
kept growing.
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A COSMOPOLIT AN
GIT\;MM‘

All natives of Cadwallon are considered to be € adwiés, meaning
born free of other nations struggles and laws. Some even claimitto
be the same for religions and traditions

All fnbabitants of Cadwallon therefore aren't Ca
into account the ¢ity's

dwés. Though

this term is widely used, it doesn't take
h the census of € adwallon’s pop

cosmopolitan reality. Thoug
heless @ well known

wlation may be approximate, it is nevert

fact that only two-thirds of its inhabitants are
about 200,000 people The

“true” Cadwes,

meaning hatives. Thigamounts to
established or temporary

other residents, who are either well
each other for

es struggling among

residents, come from cultur
al war known as the

the supremacy of tidir belicfs in the tot

_Rag'n.\mk
S9 . InE CADWES
Foreigners

A prosperous, indepéndent and diplomatically neutral city,

Cadwallon attracts countless travelers. Merchants, envoys and old
sea dogs are the perfect examples of the kind of professions that
pass through the town. Such voyagers usually stay fora short time

and leave as soon as their business is done.

-
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‘THE
IN THE RAG NAROK

Guild of Architects: Cynw -
s ANnie,
Lions of Alahan and dw

yuild of Blades: Allp

Livi ‘
mists
Da ( y Lita
- ylannie,
Lions of Alahan and dwarves of
s: All peoples NEiZs
D=t Mleanders of

Guild of Usw
Darkness.
Guild of Thicves kkyshan
elves, Alchemists of Dirz Ties thj
lins of No-Dan-Kar, Lions of Alahan and dwarves of
Tir-Na-Bor.

Guild of Cartomancers
Dan-Kar, Griffins of Akkyla
Bor and Lions of Alahan

Living-de eron, A
devourers of Vil

Cynwill elves, goblins of No-
dwarves of Tir-Ng-
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- in the

The city’s most influential guilds have always mingled in politics

and diplomacy. Breaking with Cadwallon's tradition of remain-
ing free, they have built alliance networks with some nations and
maintain private armies that intervene in the Rag'narok. Many
citizens of these nations come to ¢ “adwallon to strengthen these
relations or, on otherwise, to end them,

Though one cannot deny the omnipresence of foreigners who
are temporary residents of the city, their influence on daily
life nevertheless remains insignificant, Interested by nothing
but their own business, these exiles don’t Play an active role in

Cadweé society.

Refugees

‘The troubles that come with the Rag'narok lead many refu-
gees to Cadwallon. They are fleeing the war and arrive penniless
after their journey to the city, for the vessels and caravans that

 travel to Cadwallon have made the transportation of refugees a
true commerce. And though these trips are far from comfort-
able, the fees are nevertheless very expensive. Others try to
reach Cadwallon by their own means, yet few manage to.

What can one do when arriving in Cadwallon kla-less*? For
some the disillusion comes quick and hard like a lightning
bolt. These usually end up in the worst parts of the lower city,
adding to the ranks of the homeless or used as guinea pigs

£

derground lab ies of unserup
Yet most refug ge to integ By pawning their last
belongings, they manage to borrow enough ducats to settle
down and carry out their profession with the guilds’ permis-
sion. Without t htest qualms, the guild of Usurers offers

individual with sought after abilities a

among Cadwallon's cosmopolitan

population.

Today Cadwé values are relativel
basis not hing seems to be able to diminish the independence won
@ century and an half 3go with the strength of arms, The end-
less quest for riches, the will to settle durably and make the most
of this city and its lifestyle are recurring elements. The pride of
being a Cadwé isn't as much about being scornfuf towards the
refugees as being intimately convinced of being part of the ad-
vancement of a society detached from the nations and their wars,
For some this means contributing to the guilds’ prosperity, while
harvesting benefits for oneself. For others, enlisting to theservice
of one of the nobje families is seen as a better social investment,
even if this means having to develop the indisputable quajiljgttof
a courtier. The most impatient and the most idealist m:wcon‘m_\:l 3
directly enter the duke's service by joining the militia or the free -
leagues. b

Yet in the upper city there is a certain form of elitism. Being
outrageously rich is not enough; one also has to have a certain
number of degrees of Cadwé lineage: The oldest noble families
can trace their ancestry back seven or eight degrees and an im-
portant part of the protocol during aris(ocratiéxétepuons B o
founded on how many degrees of lineagé a guest has. »

y abstract whereas on a daily

~ Prosperity

The widely spread nicknames of “Jewel of Lanever” and "City
of Thieves” catry a certain amount of truth about Cadwallon. A
seaport city and a lakeside city, a land of asylum, a crossroads
of a great variety of trades, a cqsmopolitgn town and a political
playground: Cadwallon is all that at on <

ard can provide a rdaqgly comfortable life = muta;
ow

is family. It’s impossible for him to own

*

e

ith the fantastic income that thisj@tfon'

store or

< A
but he dg_n become the indispensable assistant to a
e guild,



4 City of Thieves has thus become a major tr: ade platform. All

of the continents merchandise transits on the docks one d
b

other, including slaves, whose commefceand transport are prohit

fted within the city, yet permitted on board vesse! pl¢ entering the port

ay Of ans

{which doesn't prevent the duke from taxing themas *cargo’).

As for obtaining merchandise that nor mally isn't available,

iscreet ways of dealing and unwitting indi
City of

5 there are always d
: viduals who think that everything can be sold in the
Thieves, Isn't Cadwallon’s motto “My kin
sthere are fools who wish to buy things that cannot be
why deprive oneselfof their gold?

SN \T A AN

My kingdom for a ducat!

gdom for a ducat! "2 1f

bought.

’(?ohsidcnng its importance, the harbor is the stage of non-
stop activity. The merchants barter directly on the docks, sur-
rounded by goblin sailors and Kelt dockers, in an atmosphere
filled with shouts and sweat. Even in the upper city trade is in
full swing: here a dwafven engineer is demonstrating his do-
mestic automatons; there a master tailor is presenting his avian

hats...

Diplomacy
The upper city of Cadwallon constantly hosts the plenipo-
tentiaries of.all origins who meet, negotiate treaties with the
duke, and seal secret alliances with Cadwallon’s most influen-
tial guilds, either to recruit an army or to profit from generous
© investments.

Diplomacy always going hand in hand with a little spying and a
hinLofmn. the Free City is the stage of a great deal of plotting,
and nighttime maneuvers. The odd towers of the upper city then
beéo’rne the stage of bloody yet discreet pursuits. Shady dealings
arehddgn from curious eyes in the alcoves. Sometimes conflicts
uesolvad in public duels in the reception hall ofan embassy or on
the field of honor.

There are four official embassies in Cadwallon: those of Alahan,
Akkylannie, Syharhalna andNo~Dn'1-Kax ‘The relations with these
nations are especially strong. but not always very warm. Most of
Cadwallon's i important guilds are allied to one or more of these
nations and one can often meet their leaders in the hallw
embassies.

“The latter play an important role in lhe upper city. All mem-
of Cadwé high sode(y are expected to attend the numer-

s. Of

ays of the

course, these extrava,

tives. They are all 9ppe
get together and thust 1ild relat s

through formal a

where importa:
independence al y Y

tives of any otht

any protest. It

a Syhar envoy!
In the past Tir-N

though thisi

jts trade rel
most always present in the

they stay either in the \

suites of the best hotels ¢
‘The Jewel of Lanever
lives in the tower that

embassy in the st

himself is a secret
the honor to meet. He

has something of importance to ann;




TJIHE COILING EMISSARIES

Gince the year 999, on every Day of Ashes, a strange
jelegation appea 1e upper city. Springing out of
nowhere, six strange shapes enter the ducal palace and
go to meet the local leader. They glide on the ground
rather than walk and are dressed in huge coats with
wide hoods that barely hide their inhuman features.
The palace’s militiamen and ¢ mv‘.' tiers have named these
figures the “coiling emissaries,” not knowing what else

to call them. This moniker might come from the ara

besques that decorate their coats. Instead of reflec ting
light, these designs reflect shadows; they only appear
\\“hrn light becomes dimmer and they then reveal a
leaden metallic color, Maybe the swaying gait of these
emissaries also has something to do with their nick-
name.

The reasons for this annual visit remain a mystery.
Without any further process, the coiling emissaries £go
straight to the duke and demand a secret meeting, No
one but Den Azhir knows what they really look like or
sound like.

The first year they showed up the courtiers thought
that this delegation came from a nation of Darkness or
from Sophet Drahas himself. Despite all the investiga-
tion, the King of Ashes’ court was also unable to iden-
tify the strange delegation. During a moonless night,
in a tavern of the lower city, a Voyager has claimed
that they are the ambassadors of‘a Realm of Darkness
hidden by the unfinished Realm of Hollowdeep.
Though the guild of Cartomancers has rejected this
theory, it nevertheless remains the theory most used
in Cadwallon to explain the origins of the coiling
emissaries.

The nations that don’t have an embassy are nevertheless pres-
ent in Cadwallon. Most peoples send delegations to the upper
city. Their members are housed either: by the guilds or by the
noble families depending on the nations’ affinities. In addition
to the Var-Nokkt family, the guild of Ferrymen regularly invites
various representatives from the major ports of Aarklash to a
lakeside mansion with a private marina, The seat of the guild of
Gold.m,;!ths. a sumptuous tower in the heart of the uppe.r city,
also welcomes prestigious guests from allied nations.

The delegations sent to Cadwallon aren't always official repre-
sentatives. Many economic powers have interests in the free city,
be they rich goblin traders, powerful Kelt clan chiefs, venerable
craftsmen from the Aegis, or renownied Syhar ajchemists. The
upper city teems with grand hotels that are willing to accom-
Modate any visitor, 35 long as he is#ealthx;&nd has clearance
fro authorities, > TN

The guild of Thieves provides these eminent visitors with many
services. Some want to discover the lower city and its nightlife
while others wish to stay in town discreetly, far from the brou-
haha of the high society. This guild thus hosts individyals who £
are generally discriminated in Cadwallon, especially dévourers
of Vile-Tis and Akkyshanselves, In exchange for these services
the guild can get hold of rare or illegal?p:ppl\es intended for )
the black market. The devourers supply'cotintiess relics stolen > .
during their raids, and the forest of Ashinan provides dreadful ¢
venoms and poisons. o %




The scasons

' has thie:ame seasons as ¢ opiliths
on has thie sar foRarklash

g o2
16 ADW E Cadwall
0 g : @ However, in the Eree City's peninsul on TR b

cific influence:

. ‘The first season of they

% The first thing that may be Surprising concerning the peaples 3 i

1 of Aarklash is the fact that they know more about the world to spring- 1his i “‘.L
- beyand the heavens than the one surrounding their continent! trading posts of
y heated debates about such delicate oriflammes and

ot
; ongastrologers there are
% A Jeave the port for the

L #topics as. the true shape of the world, the links between magic
portals and &hé stars, or. U otates around
Aarklash or vice versa:-And.yet who,¢

_lies bﬂ;@thcoca{\s?a‘mﬁ\p«:@ld, no one has even bot

= givifig"a name to Wﬂ of which Aarklash is only a conti-

- nent... Unlessit's the ‘other way around. ;
The most popular spectacle nevertheless re

day comes, the sh thet

eis thenajubilant

he question if Lahn r
an claim to know what
hered atmosphere.

The caravans traveling

amass new riche:

over |

all along the

season, parading up and dow S IowEr Ty

nains the depar-

ture of the guild of Blades’ troops clad in their shining armor.

8 @
*E\idlys and nights follow the rhythm of Aarklash’s revo-
*jution around a gigantic sun which provides:a golden light:

Lahn. Two other shining bodies sometimes light the sky above
and Lyth, a twinkling

Cadwallon: Ley, with a pale bluish glow,
dark-red pearl. The appearances of these twin suns are chaotic
and feed the debate among astronomers. For the Cadwés the
presence of Ley and Lyth in the sky is.an omen announcing
disaster-and woe, of sudden climatic change, of animal migra-
tions, or of wide-reaching magical phenomena.
At nighta moon, Yllia, lights theskyin its milky, bluish aura.
The guild of Cartomancers also uses about 15 constellations
for observations and predictions: the Lion, the Griffin, the Spider,
the Walf, and s0.on. Most Caduwes don't care much about this for
: they rarely ever look up to the stars. Only four of these astral
. formations attract attention because of their role in nighttime
navigation. They have been known by.the goblins for a long time
andiqulkd Nerea for the north, Sylhea for the south, Elion for
d‘east -and Olhim for the west.

bloodiest

aving roamed

~'THE FREE YEAR

+ Summer, the season of blades, is the season of the

On)arkhsh .the Jeat £ 400 daysis bsvally dfiiaed int confmn(étions in which huge armies clash after h

ot Yet thisisnitsoin Cadwallon: The guildof Car oten  the continent during the previous season. In Cadwallon, 00

has established an original calendar based on the 22 fi the season of blades is placed under the sign of the Ragnarok.

_ Vanius and his i The e ;5‘"95 of  TheCadwes know that during this period thereis2 chance that

a much more complex version of this calendar. Mo A e might besiege the city. The duke often sends free 1agy"

ply use 21 *months” of 19 days each. To lhese‘ i‘S ads;e(;“dr g ers to patrol the borders and the blacksmiths work twice 3%
; 3 calendar to the actual revolution around Lahn.

hard to supply the militia’s stock of weapons- Thought
happens, the free leaguers can also be sent as ambassadors ©©

faraway lands.
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+ After the sale of their merchandise, the Cadwé fleets.and car-

avans return loaded with exotic goods: food for winter, rare
plants, revolutionary tools, new maps, etc. While the Rag'narok
slips into autumn, in Cadwallon the time of return is a period
for reunion... and danger. Mercenaries unsatisfied with their
booty prowl the countryside and attack poorly defended cara-
vans. Once in é while they gather in companies big enough to
attack Cadwallon.{The free companies therefore remain just as
alert during this season. Maybe this zeal is also motivated by the
allegations of the guilds, which don't hesitate to blame these dep-
redations oﬁ the free leaguers.

« The time of whispers is the season of intrigue and alliances
in preparation for next year. The quietness of the night is of-
ten broken by the secret meetings of the guilds strengtheni
lheir;glationswith the nations that are about to go to war. 'ﬂ:e
duke receives foreign delegations while the common Ca»dwes
work to produce goods to allow the guilds and the free city to
Pr:}s\ze:enmn of whispers is also the time of the lawfully feared
raids by the Akkyshans. These c'lves bound to ‘D:Irkne:ss l{ak’e
advantage of the long winter nights to harass the outlying fiel
doms of the lower city and amass easy _plu{\.den

1 g

£

T'he months

Because it we
"t welcomes people from every natlons, Cadwallon

Setits own calendar right in the first d

ays of its founding, This

was certainly
ertain] arkits independence. The free ¢

Y 4 way to m,
was then the obje

from Tir-Na Bor

calendar
¢t of much debate that was fed by
and even those from Laroq

The Cadwé months h:

astronomers

ave known many different names At

given the names of the Dogs of War"
and then those of the

few years |

first they were 21 com

panies, trump cards of Vanius's Tarot, A
ater Duke Lothar passed a decree

to change this de-
nomination: because the

original tarot cards had been lost, it

Was inconvenient to bind the. city’s fate to these artifacts. The

duke suggested the names of Vanius and his lieutenants, but

the people reacted vividly to this concealed deific

ationattempt.
Pressured by the ¢

“adwés, the ducal administration developed a
calendar that was truly free of all cultural influences.
In this evolution one can glimpse the influence of the guilds

in whose eyes a calendar must above all serve the requirements

of production and therefore be functional and rational.

3 ‘Thc week

The first day of each month is a free day, meaning a day off. The
18 remaining days are divided into three weeks of six days each: the
Prime, the Median and the Finalaifhe days don't have names. One
then speaks of the “fifth day of the Median of Decarde” or of the
welfth Decarde, 1002."




d with official holidays that ar¢ days
the guilds have made sure
whole population so

e Cadwé year Iiﬁq’mc
¢ the inhabitants. Her¢ again,
ys are events shared by the

bt ti\at the week of Freedom is the most
t marks Cadwallon’s independence and is
'ﬂmr Aarl gh forits colorful carnival where all liber-
g:gmittei takes place between the 2nd and the 7th
. For six days the Cadwés don't work and don't sleep:
. Masks and coil,‘dmeq,dance around to all kinds of
ﬂl@wamxjntervenes to channel the
t crowds and to ensure the protection of

i 'e{ }hz annual free a;;emlily meets in the presence of
free eaguers and the duke (see About the leagu
is assembly marks the beginning of the festivities.

_ml:nlo ‘?Yf"‘l flotillas with each having a differ-
! chfvg Kraken harbor one after the

v, cheered on by the population. ¢ lebrations are arfanged

othe!
s ek and the pott tem

to wish the sailol
aryone who d¢

vins full of & eyen o

«nol belong to the guild

f Ferrymen g

nights EV
released of their profes:

onal duties, Thi

holiday lasts from the

14" to the 198of Quint
‘fhe ducal jubilee 152 tradition of Akkylannian origin/that
celebrates every fifty years the founding of the Empire of
by Arcavius de Sabran. In Cadwallon the inhabit

Akkylannie
ants celebrate everyy
this tit

car their duke's accession to power, Den

le of the 15" of Octose, 996, s

Azhir claimed it Is on'this
date that the Gadwés honor him. A procession is

every fiefdom

rganized in
and they all join in front of the ducal palace. This
event is important for it is the only occasion on which groups
ens from the lower city are

yns are of course supery ised by the militta

of citiz allowed to enter the upper

city. These proc essic
Traditionallys when
giance to the duke

the processions unite, the free leaguers re

new their alle

The Day of Ashes and the Day of Lanterns can't go with-
out the other. Though they aren't celebrated on the same day,
both represents the struggle between the Ways of Light and the
Meanders of Darkness.

‘The Day of Lanterns commemorates the Battle of Kaiber and
takes place on the Tast day of the season of blades, the 10th of
Ondre. All day long the children go wild and pretend to be war-
riors with sticks or metal bars. As for the adults, they decorate
the walls of all houses with countless lanterns that will light up
the night before the time of return. Usually the refugees bound
to the Meanders of Darkness go into hiding. Sometimes things
get out of hand and people get lynched. The fact that the refu-
gees suffered more from their nations policy than the Cadwes
doesn't matter much.

The Day of Ashes takes place on the last day of the time of
return, the 15™ of Hexadime. Cadwallon turns into a dead city,
During the previous night the hearths are kept burning so the
city remains lit. The next day the remaining ashes are scattered
all over the city. These ashes are supposed to keep the dead at
bay by giving them the impression that Cadwallon is a ghost
town where nothing lives. Rare are those who would dare step
outside, and those who do carefully respect the taboo of the day:
never to look someone in the eye. Therefore the p'.\sscrsh)' walk
with their head bowed and a hood over their head. Evert the mi-

litiamen hate having to check an individual’s identity.
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i of Privime.

every 12
after the

al groves
ar (see furth
as the

g pllce on
the first magic
by the Dogs of Wa
this holiday:
v On this 0ceas
dwallon’s flow!

of Flo g tal
rates the spotting of e
) restation” of the ruins
.; ﬁ‘{ “The orcs are the ones who olmrve
M{mﬂs llnked to it, the

as well
sion the

ering

es devoted to Ca ;
ese. Regardless of their origins an
ﬂWék participate in these ceremonies.

son i§ also 2 holiday. These aren't the

Eimwn on Aarklash (equinoxes and solstic:
ave set to celebrate the coming

us give the illusion that the
.e'm\ '.hnugh in reality they aren't (Wi
mmer is the

in-

Jongest one)-

DAY

Tm1: of Banneis - 7t of Asce

 Season of Blades 6 of Sixte

Time of Retun 11 of Ondre
16% of Hexadime

Season of Whispers

to celebrate the equinox-
&reasons for this prohibi-

I Cadwallon it is strictly forblddcn
e.s andsolsﬂcessmce Vanius's rule. ThE
- tion artunkwwn andmct all refugees respec( it.

Theaar hat the curse hit the Frce City for the first time is still
for it is closely bound to recurring events that
aﬁ’v}ﬁ,kmwn by the Cadwés. That day the lake's water carried
ench and hundreds of corpses. The city’s sources of
drlnkmg v (g:meteml’ected causing countless intoxications,
itic emanatlons had the inhabitants flee into the

vith lelons of boiling water.
b:t of the dead greatly influenced the life of

using an intense fear of death and of its effects
‘Mre.most cnrpses are burnt in order to pre-

dacnsed.‘ﬂl
e most notorious funeral parlor is at the edge of

g&‘;good dista
b ince from the nearest dwellings,

= 'ae CGADWE LANGUAGE =
/_,d‘__,g ‘T‘>7. ;

is a language that perfect s
nattre of the

Cadwé
City of Thieves. Rased on the jar :
Akkylannian grammar (which is es| y rand
now a potpourri of various influer o n), it ig
and Syhar ar¢ the tongues that influence most Cadwé \;\Jn._,n
sources have durably affected this lan i ther
rms come from the dwarven langua Chend ”x chnical
and goblin

te
navigation terms. Ogre insults are surely the most ¢
. nost commenly
used and widely preferre: od only
a s js thus a language that is rich ir s
Cadv g at is rich in multilingual refe
8 i

yings. U

ayings. Under perpetuaf
wnd tends to spread
The language used in the u A

in neologisms, and in origir

ences;
ction, it absorbs all cul

constru tures

over Aatklash
theless more Stri
on the languages of the four embassies (Alahan, Akkyla;
Syharhalna and N nnie,

ever, is always impre

pper city is never

ctured and less changing. Tt is based
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GETT‘NG AROUND

of the more advanced ¢

¢ from potential invasions. As for
he northern part of 2 lake that Cadwes

tthe sea”

By way of the sea

(dwarves and goblins). have developed severa! ways of getting
around in their city. The Jewel of Lanever has thos known an
enrivalled technological. scientific and industrial revolution on
the d by eco-
nomic and social advances that also came from No-Dan-Kar
and Tir-N3-Bor. This is so true that manyimmigrants think that
the city’s motto is “In Cadwallon. everything can be bought” in-
stead of “My kingdom for 2 ducat™

This metam:

phosis was ac

a8

&
In the noct ‘(onbeper_msuhlheknimhrhwsm“ 2
rechant port. It harbors vessels nnheu'a;ﬁ_-s : ‘
as well a5 2 squadron of goblin pirates that ensures theis “pro- >
-

tection.” Once on land. the visitor has 2 chaice of several
of locomotion: the bravest can walk, others can take 3 carviage.
and the wealthiest can @se the Tractor. One cag also reach the
port of Ondine, to the west, tzking 2 small ferry. This mazitime: "
route is used by the extremely wealthy who enjoy the view o the
city before reaching the fiefdom of Soma. 4
=

Ore can also reach Cadwallon by Shipwreck Bay, ta the ease.
Thznanlfocma(lbt":ysofbghlcﬁ-chqhdmp%
chor in these waters, focthey deﬁnﬂedbym
fort built on 2 small istand. mmm!hsnug
mmgztchmandmtﬂyhlhthemgph
the fort’s garrison. A cutter is then used to reach the upper city.
This journey requires 3 generous donation to be made.




F The waters of the lake
» Fora long time the Cadwés of the upper city have enjoyed
These past few years the

construction of a marina has made boating easier on the little

the lake next to the gardens of desife

sea, Certain of Cadwallon's citizens have had piers built to take
better advantage of the lake: The city's most wealthy families
quickly followed and now there are talks about organizing a re
gatta. This persistent rumor has lasted for so long that it has
gncouraged the construction of extravagant vessels built by
-goblin or Barhan carpenters. By doing so sly craftsmen were
able to resell the wood from the trees that had been chopped
down to build the marina, The new district also allowed thede-
velopment of fishing inthe watersof the little sea. This activity
sometimes seems likea party when humongous fish are pulied

from the lake.

Sl than
el by carriage. Always looking for more comfort, the 1
cifizens' oﬂm use carriages, yet

es take mlﬁlonger than
pedestrians o to reach their destination. Indeed, the vendor’s
cne and stalls hinder the ¢ drcnlal.ion of elegant carriages. In
some alleys even horsemen hayea lw:d time making their way

tlypukzd croy{ds,

_cnce the aristocrats who, (akmg ndvnnuge of the Cymln

Cadwé roads
Some parts of Sofalie inside old Cynwill q

are
the most densely populated areas of the Free City. The, dwelllnp 4‘
are stacked on top of eachiother on either side of narrow streety, ]
It is dangerous to travel there in any other way than on foor, 1
These slums are home to a population living in misery and j; 1 !
often happens that visitors are annoyed by beggars or attacked I
by ruffians ‘

The streets of the lower city are worn by the weather and '
the passage of overloaded carts. Though everyone agrees that
improvement of these roads is long overdue, only the Somg
family has actually done anything. Their fiefdom is indeed en-
dowed with better streets and a major artery, Paradise Avenue,
to make it easier for wagons to travel from the port of Ondine
to the upper city.

In the upper city, getting around is mainly question of hiring 1
the proper guide. There are countless bridges linking the feet of
Dyrsin Tower and many of them are too narrow for wagons to

getover. Yet one can walk or ride along them, though the use of
mounts is strongly discouraged for safety reasons.

Revolution!

After three years of colossal construction, the Tractor has
finally been finished! This gigantic steam machine does the
round-trip between the Kraken harbor and the Ogrokh fiefdom
four times per day, pulling five wagons (four for goods and one
for passengers).

It's impossible for this mechanical monster to enter the up-
per city. The goods are therefore transported from the gates to
the warehouses of the Stock. Once it is moving, it réaches the
speed of a trotting horse and does the trip in one hour. Initially
planned for 40 passengers, the last wagon is the victim of its
success. Its seats have therefore been removed to allow about
100 passengers of all sizes to squeeze in.

1IN THE AIR

-wm still ding, use hot air ball for 5
the upper cnty Unfor(nnalely the strong winds that blaw on !1*
coast prevent this form of transportation from becoming more
Wwidespread. Furthermore, one can often see Lanever dragons

glvldp across the sky of Cadwallon to visit their titanic kin in the
Dyrsin Tower.



THE FIEFDOMS
OF CADWALLON

wing

s present the 11 fiefdoms of Cadwallon

1 the lower city and t

in the upper city. The fiefdoms

fheir districts are all presented in the same way

A map presents each fiefdom and its most famous districts. It

1s accompanied by a short description of the fiefdom’s popula

tion as well as of the motto of the

governing family at its head
This also includes information that is useful for the game: dom-
inant attitude, meaning the attitude that is the most common
5 among the NPCs who live in the fiefdom, and the FAITH, which
i used for the miracles of the faithful.

and the intrigues that are linked

the presentation of the atmo

cts are then presented with the domi-
FAITH that are specific to each one.
ations are introduced for each district, Their names

in brackets, by a dominant attitude and its alles

2. A plac

vinant attitude is the attitude that refgns
in this particular place and which determines the attitude of
the NPCs who live there. The allegiance indicates who owns the
place or under whose influence it is.

Throughout these pages the names of certain NPCs are indi-
cated in bold type: these are contacts. (see Interaction, p-230).
‘The other NPCs are presented in the Cadwallon supplements
reserved to the GM (see Secrets).




On the streets

e fiefdor ?
The fie! e A

on. During t N
ot 1Y Streetg
e

choked-up. Sailt g

ants closely f
merch Thes

}
rich 1

s don't

from the Autor

At night

The artists spend tf

and debauchery
mmains laughing the s
city looking for fo

consider Soma U

Cadwallon

History

Soma was a run av

heart for justiee

During the Battle of

Dogs of war by neutrali

has and his minions. To express |

him a fiefdom

Y. £

Soma who had become one of the dukes most revere
: ers, died many years later. Meanwhile, he helped his childr
/ accession to the highest offices of the city and secure

of his family over the fiefdom

[ﬂ Ufe a5 in death. et e o

tably renamed “Morgue Street” since. The au

n 955 and 957, no.

rities had to yall

the place with high barricades of stone and steel. This wall stil

PEER: Vanho Soma
POPULATION:

+ Elf: Common

« Goblin: Common

» Human: Common

stands today.

The Soma family

« Dwarf: Common The Somas are a well united family thanks to ancestral tradi
» Ogre: Common tions, Their multiple talents allow them to be represented at every
«Orc: 7 3 i
= Uncommon level of the Cadwé society. The family treasure insures th
» Wolfen: Rare vish li f
lavish life style and opens all the doors. of Cadwallon. Thus the
Somas are seen sometimes as lazy eccent ving I
: s are s as lazy rics having lost co
2 DOMINANT ATTITUDE: Subtlety. vith reality,
FAITH: Y with reality, sometimes as avengers tormented by their fascination
QL@+
: for the occult.

The actual Peer of the fief is Vanho Soma. This disturbingly hand-
some warrior-mage has a hard time trying to hide the pride burning
him from the inside. For many, he is the link between the figoro
traditions of the Somas and the boldness of modern times:

Isabeau, nicknamed “the Secret’ is an outstanding mef!
her clan. The young maiden has left the delights of an eas¥ life
to embrace the call of the sword by joining the guild of Blades
| Brehnan, the ambassador of Alahan, often requests her 5¢¢ VIcES

ber of




Power P

egotiatio
Plots

Vanho son

his older twin

in charge

of the U

ure

Thieves s¢

Drahas. The nec

endary treasure of the guild. No one

vendetta en the Somas and

care for these

constantly disturbed by the r 5, 0 a point

ens the eighbourhood. Mo

peace

p and plottingto keep the inhabit

ng cumbersome par

r the last months, individuals b

cels have been spotted at night. According to rumors, they come

er or shrew has met

back from the underground. Yet no free leag
them. Though, considering the number of parcels transported, {3
these mysterious individuals must be roaming the Free City’s
tunnels for quite a long time now.

e e
“You know, that wretched fookwho
was going arotux! telling everfone
that the templars were hand it hand
with the Harlequin? Well, be has

been found dead this moming...

With his throat sk

Langan, night bird of Heaven heights
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MORGUE STREFT

Dominant Attitude Opportunism

I\llll.@ 1

After the

plague, a

pulation invested Mo,
! unsanitary she

the guild of Thi

e Street
and rebuilt every

Not sur

3 assemb Iters in build

ings

s chose this poverty
stricken stronghold to establish their headquarters. Day and

with life. When the

t the street is swarming

moon shines
over the city, robbers and b

ars easily use their weapons to get
what they desire

+ Many stockades surround the street, each one under the sur-
veillance of a guard station (Discipline/Milicia), These stations are
in charge of securing the quarantine, even though o evidence of
the plague has been spotted in years. The inhabitants believe the
milicia is maintaining the watch only to keep an eye on the Thieves,
Anyhow, the militiamen selected to watch the walls are some of the
best recruits from the local barracks,

« At one end of the wall is held the Beggars Market
(Opportunism/ Neutral), supplied by the wretche

d peaple of the
district and a few shrew:

Among the broken knifes, the rags and
costumer with a keen eye can find some true

the rest.

wonders,
sometimes sold for almost nothing, or barely enough the feed a

ducat-less wretch. Some Thieves hide there and sell highly illegal
articles.

« At the core of Morgue Street, one can find the guild of thieves
den (Sleight / Guild of the Thieves), a set of buildings linked by an
incredible amount of bridges and secret passageways. The hous-

es are adjoining, thus the untrained eye would have problems

distinguishing the exact limits. A thief on the run might come in

one

disappe

and walk out another door at the other end
of the street a minute later. | ately, the guild has known a leap in
activity. At night the narrow windows of the highest towers shine
as if they were lit by a thousand candles and are the hid

all the thieves

caway of

adwallon. Those who wish to contact them can
ask the young Mirole who doesn't hesitate to boast of his thefts
to seduce the ladies.

+ If no one seems to know the exact location of the Clinic
(Subtlety/Syhar), the elder people living by tell of the grotesque
operations taking place there when the plague was at its climax.
Syhar scientists who worked in this sinister place promised to
heal the sick. Though everyone knows they have left long ago,
yet when a beggar disappears, the population tends to attribute

the event to some mutant creature coming from the entrails of
the city.

HEAVEN HEIGHTS
Dominant Attitud

FAITH: (D+1 @+1

This well known hill has seen its sides covered with artists’

tyle.

workshops, rich patrons” mansions and many animated taverns.
By day, the atmosphere of the streets exhales a bohemian lifestyle.
When night comes, Heaven Heights turns into a temple of pleas-
ure and luxury: nigh time artists, shadow beauties and wealthy
young people meet to celebrate the happiness of a life that can
end the next day.




il of companiohs and (ol Aefond ity tigg

2 hant
gitpbeen

day, the bwlding h
indufgents the Templars have
¢4 or punaway ré ancals
knowledge and do not hes
jonal feell

wou,
Also, they are ol pos
4 Ving thely

§ 40 sty

vir educat vis
the 18 primg,

10 Brother 53

rily due
The Solitary ¢

ylannie. Sever

e scruting of the

embassy of Akk
have offered 3 lar

a mysterious mas
L Capablé of hot
decorated, the Last Danc
cabaret Of Cadwallo
the attention of i }

jous
hope to draw
of the customess
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ced to be owned by Vanho Son ;
sma. When he in

't It's there, st
It’s there, shrouded in

smoke and Juxury that she draws the cards for the curious and
S an

rations in the foundations of the city,

prepares 0pe
. “There is in Heaven Hei
its ordinary appearance. It is easy to recognize since no other
building adjoins its Jarge high walled yard. The reason is: Day .;r
rs who pass by the gates hear wind blow, water

earth rumble. Not everyone enters Cam.

ious building

diplomatic night, the wandere
murmur, fire roar and
eon Mansion (Subtlety Neutral), the only school of true magic

moved no Jess than five times; the
Ahhm (&loﬁ« in Cadwallon since

palace of Whitehaven” (Style/

bassador of the Lion.

esn tusnxadywlea\e this shelter which
Soma family and in which he has been

of Cadwallon! This very s¢ lective institution welcomes around 2
hundred students. Each one of them pays a great lot of gold to fol-
: Jow the three year course. These chosen few learn to manipulate
almost years. Primagicand the ways of elementary magic with five expert pro-

fessors. There is a rumor that a longer course would exist to learn

ngor almost thisty
+ The Worksliop (Style/Tailors) is. 2 huge store st in an old
owners, the masters of the guild of howto master the art of magic in depth. The mansion is currently

est L an“Upper city” twist to this crum-
= mm:hism ofs::l:;u}ht let reached the rAnaturily of his beauty.

: mwﬂmﬁqwmw ‘com- - ‘ﬂ.\ere is in the district another severe, yet ordinary Jooking

: uﬂ bargains, es-  building. Strangers believe it to be a warehouse, but it reallyisthe

w locale Barracks (Discipline/Militia). The militiamen of Soma are

e mhmw,umm % Syl :‘ailzdlhshere and.h\'f \hem'm a professional atmosphere wor

bohmw; o e thiu le I{ppﬂ‘.cﬂ)‘. The building holds a well kept prison. Even

Weﬂ. m ;"“ﬁw‘d subservie A o gh located in the lower city, the fief often welcomes prestig-
ﬂldlnﬂ] comman us visitors, therefore rogues too.

under the benevolent guidance of Sayuri Soma, a half elf having
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PORT OF THE ONDI

Dominant Attitude: Opportunism

FAITH: @41
The modest port of the Ondine, b
v heavy water locks which render any

yullt on old quays,

from the strong currents b
kind of manoeuvie difficult. For this reason, it 18 used mainly for
the upper city’s important people’s boats, as well as the merchant
boats loaded W ith rare and difficult to de fend products, More and
« burghers pass through there In order to avoid having to go

mor
to go somewhere. Some

through the
have even invested fortun

lower city when they need
es to build a secondary residence there,

for from the turmoil of the city but without actually leaving it

“Ihe militia is not really int

calm. The inhabitants wish to avoid drawin,
wce there sometimes at night

erested in the Ondine, reputed for its

g attention towards

the peculiar events which take pla
‘The Ferrymen's guild, which's influence can be perceived in this
Jocation, has recently launched a vast armed operation to find
out what is being planned against them in this posh ha

« ‘The harbor office (Style/Ferrymen) is as much a luxurious

rbor

inn a5 an administrative building. The extremely numerous per
sonnel show a lot of politeness and ingenuity to satisfy the port's
privileged guests. Administrative procedures are dealt with sur-
prising speed. According to the word on the street, a special of
fice even advises some ship-owners on the best ways of avoiding
the ducal laws on sailing or custom taxes.

+ The Palace (Opportunism/neutral) is a luxury hotel for well
off travelers. Unfortunately, situated in the lower city and a bit
too flashy for some, it only draws those whose lineage or purse
doesn't allow to access the opulence of the upper city. One can
still come across prestigious visitors, who want to avaid the pub-
lic eye and keep their presence in the city as discreet as possible.

« The walk of the Ondine (Opportunism/Ferrymen) is the
main street which runs along the harbor and its quays. The street
swarms with activity all day long: People come and go on and off
the ships, the shouts of the sailors cover those who sell all sorts
of victuals. Street {!mlm" and "rising artists” try to sell their
goods to suckers unable to estimate anything.

At night, .@u,lavems are filled with dockers weary after a days
work, and the street is quiet. Patrols of the guild of Ferrymen
closely control the goods sold at this hour prane to illegality.
Mrudyvu'y busy, the patrols don't pay much attention to the chil-
dren lad teenagers who stride from house to warehouses quickly.
WI prowlers aren't doing anything illegal; they meet every
& 3% . A’n Vomroh, ; you.ngmzn who organises 'Wne,.j

- sor meetings during which he exposes a revolutionary
: y close to that of Vile-Tis. '

“The stums (Pugnacity/neutral) are the refuge of many ku)m;»
less people. Very discreet during the day, they issemble when
night comes and [;rzpar(- their ¢riminal activities to secure them-
selves a living. Tolerated until now byithe militigisexchange for

- By extension: T?ﬁé
Acting the Soma: T
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Twwo mﬂks for onc Guide.

PEER: Xar-Lilith and Yalin Aoue
POPULATION:

+ EIft Common

+ Goblin: Rare

+ Human: Common

«Dwarf: Uncommon

On the Strects

Builtin former cynwill <l
ared, a bitlike ? abowl. In it X »I:
streets: which follow the sl i -

is visible 8 Stone

The latter

silhouette:
from thexmost winding
During the day, the life of

well re

these Cadwig

know their 1o’

At night silence Weig

“clang” Of the

tomary
disturbs this qui€

tness

History
\When the city Was freed b

elf from @ company

ight, a half.

v his determing.

and his strate
tion and espectil

during the pattle of the Aut

tion attempt by the arm

Jast breath under the myste

s. Twilight dru\ his

tomaton fighting 3
spectre of Acheron.

\When the independence W d: Twilights comp
> Mpany

followers of the d
the decease:
th ed

was given a fiefdom. An asse
half elf decided to honor r e e
;

ing united forever. Despite their good inte

crumbled apart under the pressure of the cultural differe

between the elven parias. For months, the fief was the stage of

many skirmishes between the Daikinee and the Akkyshan. The
wound left by Scaélin’s treason started to bleed again. To fight
side by side was one thing, living side by side is something cIZe

In 834, the intervention of the Cynwill cooled the spirits. The
elves of Larog offered an alternate control of the fief by both ri-
val factions. Whereas the Cynwill would never interfere in de-
cisions, save in the case of major disputes. The Automaton was
chosen as the symbol of this union and the Cynwall mages gave
life to its mechanism. Ever since a mysterious process m;keslhe
statue’s face change.

When the gaze of the Automaton is turned towards the for-
est of Quithayran, the fief is under the control of the Daikinee.
When it gazes to the west, towards the dark skies of the shadow
webs of Ashinan, the Akkyshan hold the reins of power. The
Automaton is ruled by a mysterious and unpredictable cycle. It

can remain still for weeks or keep changing each day.




The Xar-Lilith and

A 2
Aoue families

Xar-Lilith does her

nissions

ain the balance «

Automaton. Her orders are

alone, and few he adviser

at survive

her service. Xar-Lilith likes I

ing around |

ing for her with a sic kening devotion, tainte

fear. She is also gifted with a strange power

which allows her to be in different places at

The Daikinee are ruled by Yalin Aoue, a

n whose

parents mysteriously disappeared two years ago. The d

ies of her people have brol

ht her up to respect the traditions

of Quithayran. She is fourteen years old and was able to impose

herself as Peer of the fief;

nd her decisions are rarely contested,
even by the older advisers in her entourage. Early on she was
conscious of the adequacy of her heritage and the modernity
of Cadwallon. The only being able of making her change her
mind is a forest animae who appeared shortly after her parents’

disappearance.

Powers

The cohabitation between the Daikinee and the Akkyshan of
the Automaton has long been prevented by the rancor and the
hatred opposing the two people. Despite these frictions, the fief

organised itself around a gigantic construct Each time the face

of the Automaton moves, the elf power and the local atmos-

phere change.

The important locations of economical life are in the hands of
the elf families since the independence of Cadw allon. Most of the
stalls have two owners (a Daikinee and a Akkyshan) who sw itch

around depending on the construct Each have their own habits,

clientele and goods. Very few are those who do notbey this law,
since the sacrifice of Twilight — whose spiritis said to havefound
refuge in the Automaton — Is still present in-everyones memo-

ries. Half elves benefit from a particulap status. They must re-

W Xdr: Eye.



THE OLD DISTRICT
Daminant Attitude: Style

FAITH: () +1

pore the onigins of th

he old distri e Massive

Auntomaton (Opp-

fiet. The gilded alkoy

engers. These W

cgins to shift, Feods are

»
1
-
- } 5
ped twice in an in-between § I
~ |
i given and some have seen in it the end of Pt R |
i) ' A
en by ommtinities. ! . '
» " 5
mpany of the bolt meets in a building opposite the < 9 '

on. This mansion (Sleight/Compasy of the bolt) can

IMprovements.
« The Arcade (Style/ Cadwes) is a street which rins through
the heart of the old district. The shops display rare itemy which
glves the archway the appearance of & museuny, The stalls are
clusterod by themes: weapons, cultf and myths, Prevyx, The ar
chea-goblin, is ane of the celehrities of the Arade



SHE FINE §

Attitude

Dominant

FAITH:

works of ca

bathhouse i
bathh e/Cadweé;

plexion and a unforget

Around. the tiled poals; the most influencial women of the

Here a caut

city meet us ear

8Rin some important in

formation. The r

tation of

ses baths owe as much to the

sophistication of Lady Fyea as to the mysterious qualities of the
water. This water sometimes carries a strange pearly oil. Many
customers have seen there skin gain back its youth within weeks.
Beyond mere appearance, it also soothes burnt skin, infection

and skin problems.

SRS LAN

el
Qa0 )
& L)

i

In-turn Towers

public spaces are dealt
unities. In'the

nly used

ght con

me across Qeanimriil
« The sou
Subtlet L

ubtlety/U Yuaag S uops

ok a particular kind. C ere, but the'in:

"rest rates are very high a

Y back is often done in favars

tather than in ducats. Onewill also find the safe builders who are

'y appreciated by the city's rict

1 people from the Upper city

shops represent the visi

tures of the Usurers activ

ity. To tell the truth, t

e latter are trying to take over Nasty shaft
and turn it into an independent district,

Many rumors go around concerning the many events that hap:
pen at nightin the district. The passers-by tell of horrible creatures

and terrifying screams. Here at night everyone stays at home.

AUTOMATON

T
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ECIOUS
tude: Style .
ed walls and one must S

allowed inside. Inside, there are mainly
c‘ g i negoti

very!
the street: At nights

how

@+
mdmmsbnntwhmpud
% credentials 1o be

o

ated around

for security

ds headquarters: in

he guil
guild

commendation ofa

of théj;g;lalng shelter

0 énter these; oné needs the re

ber ...even if one has to pay for it

little temple of Widow Dawn (Disciplinch\kkyshnn)

oy place of orship dedicated to Lilith, the Akkyshan

trary \vhat many believe, this dimly lit place

age g;}mlé and bloody sacrifices. 1f one does

to account thethetorical contests which 0P

ra-a graup'of new converts led by the Akkyshan wom-

*an Synaiya — to the Tollowers of Lilith, the sanctuairy’s calm is
_ favourable to meditation. 3 L

who wander around Widow

Among the many passers-by
ic: Vestalia the Mystic-

poses the

Dawn, one can meet 3 Kelt mysti

THE OBSERVA’

Dominant Attitudes Opf

FAITH: g2 +1

This district has been built
the Cartomangers t© iy érectid
fuence over the lifelr about theie iy

€ 2 CUlous rhjy

of scientists, S¢ slars, 5
sand.., ch
arlatang

,The Observatory

building. cover
during the day, since the |

inside temperature

many eccentric sch

. in the north-gast he 2

s covered with dens ; e shore

Cadwallon. The‘elves i deep unde;

and to be united meditate
grove fy]]

of exotic plants. th
he Mangrove temp,
e

(Sleight/ Daikinee)




THE LINE
Dominant Attitude
FAITH

AUTOMATO

lang

AE

Reach the Twilight: To die as a hero.

This saying is often used ironically.
A cheap automaton: For an opportunist,

a hypocrite, or someone one cannot trust




On the Streets

Rampart owes it§Tiame to the remains of a wall witith oy
-
ooks the fiefdom of Og kh. No one k ws W

such defence

works were erected there, the

save for ttack

sea_ Bas
density of the

art applies also very we

of bricks laying ag; wher

sweat and

away by stagn

larly welcoming. ¢

able, faded prost

would do anyt

Rampart notice first

At night the fief is more enjoyable: the poor lock themselves

inside their homes and only the cockiest and most spirited resi

usually show themselves more welcomin

dents go out

o B TrEMuck and warmer
B TueSwampes

History

In 902 Rodrigue Merul, descendant of the first Peer

veterate g . committed the unthinkable
= of cards in the smoky basement of the Kennel
H I L\I EAR l reputed taverns), he gambled his fief and... lost it
-

he Merul family tried to evade Rodrig

1e’s creditors,

vain, Orrkrk the ogre was given the fief and the title linked to it

Better alive and standing than  “nomecquesse

ee assembly took place and it

was decided that, for the cities st fiefdoms would be from

1' d d : d’/ then on non transferable (except in specific cases such as the
k”C( Iﬂg a7 cad: lack of heirs or high treason)

Halas Orrkrk was in no way a manager and the Rampart went

PEER: Camélia Orrkrk to the dogs. His descendants, who certainly didn't lack ambi-

POPULATION: tion, weren't any better though. By fear of losing their authority,

« Eif: Rare they prevented the guilds and cults from settling in the fief. All

- + Goblin: Rare of this sank Rampart further into misery. The fief became a den

=) + Human: Common for churls, poor, prostitutes and victims of exclusion... The soul
« Dwarf: Rare of the lower city.

«# Ogre: Uncommon Rodrigue was nicknamed “Rotten hick™ after the loss of his

o + Ore: Rare fief. After having told his wife about it, the pitiable man com-
mitted suicide by letting himself fall from the rampart. He hit
: the ground some fifty meters below, not far from the Kennel

~ DOMINANT ATTITUDE: Opportunism Doesnt fate havea sense of humor? Rotten luck s the exact spot

~ FAITH: @2 @+1 L were Rodrigue’s body landed.
o e e » The inhabitants of Rampart are sure of it: to step even 2 to
. there would be ill fated. And if they spit it's only to ward off il

fortune!




The Ontak family

Camelia Orrkrk is the current Peer of th

husband who she Kkilk

thou

the title from disease

he ate their only son. This act

own hands after

tactless, was involuntary. The ogre was victim of a pl

someone close to the family. He had ask of his servants

to be
too late

ised his son

ng him a young ogre to devour... but rec

A few weeks only after this incident, as some members of

family were trying to strip her from her title saying that Camelia
didn't have any descendants, a young man presented himseif to
the Orrkrk’s house. He had a long interview with Car
the next day, the stranger answering to the name of Den Azhir
became the ogre’s adopted son.

Aldenor Orrkrk is frustrated by the fact that he has not been
nominated Peer instead of his cousin Camelia. Rumors circu-

fating in the Muck (almost certainly propagated by his servants)
«laim that he has gotten close to Acheron. Several Orrkrks, who
did not appreciate the adoption of Den Azhir, have given their
support to Aldenor.

Ast!rldoydvemherorbmazhu,amelh()r:krkhasa
~certain influence over the upper city, vem is lessened by the
h&dwyandd\epumbk state of the Rampart. Moreover

y lhenz;lahusoﬁheo'rrkrk family are rather re-
Eﬁ\embﬁonbdkve that things aten’t chang-

Plots

Camelia has launched a renovation scheme. She wishes to
knock down what still stands in the swaps and fill it in. The
problem is to get there one must gqgumugh Lil'cad.¢ Remdrs

say that several m have been nged b he Peer
and the Archduke (see farther). but no d;m,% 1 'mu,‘ tness can be
found. 2 e R “

- Camelia has already lgmledg‘g le of| o whi g
doubled its attendance,




THE MUCK
Dominant Attitude: Pugnacity
FAITH: g2 +2
The muck makes up most of the fief. Place of living and pa$

tent that

sage, the Muck is the core of Rampart, to suc

h the fief

expect

many Cadwes fuse the district

the houses are unfit.

ed by its name, the streets are mucky a

In-daytime the population survives by carrying out the most

unrewarding tasks or by begging. At night 2 deadly silence falls

on the district, sometimes disturb shrieks of despair.
Neutral) was called the

of war. In 903,

« Originally the Tavern (Subtl
*Kennel” and was the meeting place of the Dogs
a blaze raviged the building, leaving only the blacken front The
tried to get

inhabitants suspected the Merul family

is day it has

revenge for the loss of their fiefdom, but ur

:
remained unproven, The blackened wood and the chipped paing

of the sign are the ofly remainders of this event. The buildings
itself hagbeen entirely rénovated. The front door is high enough¥

for a Wolfen to enter and the ceiling even higher! The remainsof

the fisstloor have been knocked down to allow large individu=
als td.come in and warm up near the fire or drink some of the

many alcoholic beversges on d

rs respect

The inn owner is a female Wolfen who the custc

with a strange mix of politeness, called Lady Allya.

ter not mess around! C

ting into a row with her means

he Muck’s population

The Tavern is the only place in the whole of the district to be

tes hardest. The es-

permanently heated, even when winter k

tablishmentis therefore packed most of the time and represents

one of the best sources of information in the lower city.




i

" ure (Style/Neutral), recently renovated, welcomes a clientele

od benches
ed soatedly
ng. These

ducat gives

toaf of hread
on called “the

The leprosy (Style/\l

is 2 large old build

ing which

mentally h people who

¢ abandoned by
milies, be they poor |

S, WreY

i people with coms

tion, or worse. The lack of nw
t o selling thédead 5.
« The only place of worship, the Khelekera or Repentants

house (Subtlety/Light) is run by Synaiya the Convert, This
great rich building is the property of the Orrgrk family nu"
been turmed into a poorhouse, which is open to all, Yét few are
those who walk through its doors. The factthatitisattended by
Akkyshan elves doesnt reassure the Cadwe population much,

ney has forced the doctors tol

bodies to Mid-Nor collectors.

Yet Synaiva is very appreciated and respected in the Muck for.
memeaul care she deals for free every day
+ Located a few streets from the Tavern, the temple of pleas-

ready to pay for carnal pleasures. Any taste can be satisfied
there. The building can host wolten and some employees are
Daikinee. - -
Outside the temple, the strange Akkyshan lend sometimes
wanders looking for a prey or alovers,

-
452 »
' PR
e
= T g




THE SWAMPS
Dominant Attitude: Puy Ty /A

FAITH: )
s dis wes it

bales fed b

smefl found th

in and dirty runn ¢

¢ is almost uabea
Swiarms i everv corner. Those who live
shdernd w retched & the wretched. Th somet
i Sty thwr district and Carties away son t bly sick ir
‘geeEmipt o decrease the ek of epid
~"During the day, the noise level 15 de
~ gt from the Shooting range
Glﬂ of stafe end up ,mm.
T ‘onty ceases when night
£ almost magic: the stars are reflected in the pools as if
t"wmxrmn
e 'ﬁr‘fwhlbnyauamgm turned into an outlaws’ lair
o0 x anio pay taxes to the guild of thieves
BT pipline Afchduke) is home to around a hundred
Who live of petty heft and various traffics. The leader of
chg a former knight of Alahan stripped from his honor
- “amc titles after having fled the battlefield, answers to the brag
- ging title of Archduke:
Because of the ever increasing productivity of “his people”
> the Aschduke has had"to deal with the guilds of Thieves and
Ferrymen. The fees he pays still remain lower than the normal
Becaisse the guilds don't examine the accounts of the com-
munity and because a direct fight would have a real cost. The
Ferrymen have thought of having the Archduke 2ssassinated,
@-Mhhm&u be worthit.
;‘r&k S~ m to Lilcad are blocked and in other places
“thanks to trapped pits hidden under unsteady
rand his band of ferrets who are always on the

becomes

falls and

-Mmﬁhdﬂu’mbml
iulu-wmqln from hysteria, which

Z ists) is cautiously
th M This small two storey
hhm to remain lit at night

 one can purchase oint-
Wudy unhygienic mess.
b centre” dedicated to the

study of swamp related infections and diseases. But the ﬂu‘rJ
says that the alchemists working there practice experiment on
live subjects. At night, some of them walk the uueuw 1
for new specimens. They claim to pay their patients well and
to work with their consent. Inside the shop, the shelves are full
of jars filled with all sorts of toxic germs. The alchemists swear
they don’t sell any of them but no one has asked thanlhu
their funds come from.

« The fountain (Discipline/Neutral) is located amid ui
square of loose cobblestones. Though it is not fed by any p
it still keeps pouring water. Clear and cold like streamt
this water seems to protect those who drink it from n

is hard to verify it, since a band of half sick rascals took
of it. Convinced that the fountain's properties vanish wit
number of sick souls who drink from it, these rogues
anyone from approaching it. The overgrown W
rounding the place makes it hard to get there any way.
« Far above the mud and the sickness, the inhabitants o
Shelters (Subtlety/Neutral) are among the fittest of ¢
They have pegged huge beams through the holes n
artillery shot in the great wall. And on these beas
built house suspended above the void on these

they don't suffer from sickness, the inhabitants of the Shelt
threatened the earth shakes and memumum-uul
due to the artillery shots on the other side.




£ walk in Rotten fud t..: Used when one nbsolutel;"

B e

“doesn’t want to do somelhl"

T'd bet my ficf!: Used when one is &Itive about something.
Your a son a the swampl: Said about a very resilient person.
Tomorrow he'll end up in the Kennel: Said about someone who is
going to die soon.




x> Skraight dbca_J! ek

PEER: Bisinuth von Kraken of Odazzur

RN 2 <
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On the Streets

os |ts niioe to the

Kraken oW tre
aclesatthe endofthe perinsula
Ihe peculiaggeosrs
harbor contribu
City Antmated day and
with activity The ¢

buzzing ¢

deserted during day time, the

earn a Living: At night t
it does not prevent the sailors

there to forget 2 hard days work

History
During the emanc ipation of the

settled in the sw amp of No Dan Ka

about rumors conc erning a kraken

phy belnga goo
ted very eatly on t

night, th

Aped ke .
ed € ddwallgn,
MRAINSUStO M, (e
‘,:. Ity of the Freq
1nd Spit-powder gre
earby are Mainly

e usually gone 1o

ets are dang
angero
B us. Yey
ers from wand
andering
goblins in 250, some
Ome funavay

i

ead from there. Curigy,
ous

n animal EXercising a strang,
24 strange

Aeeifationiover goblins- in Lanever, some set (o sea
E 2 to explore th
e

strait of Lardnn

In

a flotilla of inexperienced sailors man
; lors managed to arrj
t arrive to

destination yet in a very bad shape. The exhausted crew w.
as on

the brink of mutiny The captains, contemplating the tentac)
g acle

chaped shores seized the opportunity. This was the Kraken, t
aken, the

Promised Land.

Barely had they settle, the goblins had to lay low : Cynwills v
were

ving in an ancient city very lose by osting the
living i ery close by. Investing the coast and the

islands, the discreet goblin pirates were prosperous. Centuries went
wen!

by; the Elven city was aband

and brought back to memory

by the Dogs of war. In 832 the city, besieged by Acheron’s forces,
: e,

called on all the mercenaries it knew. Bismuth Timberlimb, the re

nowned goblin buccaneer, offered his help to Vanius and prevented

Acheron's reinforcement from landing. To thank him Bismuth was

made a nobleand given the Peerage of the extremity of the penin-

sula. From then on he was called Bismuth von Kraken. The fiefdom

took its current shape in 956 when Bismuth "Glass eye” von Kraken
sold the southern most land to the Duke fora healthy sum of gold

These lands where then entrusted to Ghieron.

The Von Kraken family

The Von Kraken family is true to their family crest, tentacular

Goblin fertil

y and many opportunists add to the confusion. Iti

pretty common to find oneself dealing with a von Kraken when

having business on the harbor.

Even under goblin criteria, Bismuth von Kraken

of Odazzut

s weird. His father, Bismuth Thick skull, died during the great

riots which set the port ablaze

succession war decimated the heirs to the Peerage.

Kraken Snapcollar, though way
head of the family. Elected in a

to compose with the Ferrymen to save his neck After
matizing experience, he became paranoid He spends

timedin hE . g
me in his tower managing his domain through 3 8

in 988. Within a few days. the
Bismuth yoR
Jist found himself

down on the
e was foreed

burning fiefdom e
this trad

nost of b

reat man¥

R
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intermediaries. But his meeting with Oklair of Odazzur radically

anged his behavior. Ever since he shows himself in public hol

the arm of his sweet wife and goes by the name of Bismuth

von Kraken of Odazzur

Oklair of Odazzur is an exotic looking young maiden. She ap %
peared out of the blue and seduced the Peer of the fief whose
courtship was frenzied. He married her with great fast during -~ |

the week of the Kraken of the year 1002. Oklair now manages the

fief with her husband who never forgets to ask for her advice on
important matters.

Mutule the Anchorman, one of the multiple bastards of the
Peer, is the "Admiral’,

a blown up title for the head of the harbor

office. Key character, he is the one giving clearance to ships and
goods. Endowed with a keen sense for business, he knows how to

bend the rule and tap ship owners and traders for cash.

Powers

The Bismuth von Kraken collect a great amount of taxes on
everything going through the harbor: passengers, cattle or goods.
This practice, in the Free City where merchants from everywhere
hurry, constitutes an unlimited financial source. The family uses
a great part of this money for maintenance and development of
the harbor and the main warehouses. This policy increases the
Duke’s benevolence as well.

Resources providers, the Von Kraken are courted by the other
Peers, especially those of the upper city who are always greedy

for goods. But on the other hand relations with the guilds are

edgy, the goblins helping themselves by increasing their margin.
Having taken on business usually reserved to the Ferrymen, the

family must deal with an underlying conflict with the guild. The

latter hasn't pushed the escalade yet, but the Bismuth von Kraken

fears a major strike coordinated by the Ferrymen.

Plots g

Kraken harbor is the source of permanent plotting, yet what
bothers most the Peer of the fiefdom is his dear wife’s ambition.
She constantly urges him to make the family shine and has even
convinced him of retrieving the fief’s past grandeur geographi-
cally speaking that is. The Peer keeps bragging ana taunting the
Ghierons relentlessly and lets anyone know that he is ready to in-
vade lI!gir fief to get back what is his.

'ﬂ\ lin's cowardice is a secret for no one, lhmforel\is claims
ma'ke people smile. Yet Bismuth shows himself more diﬂng each
‘d.y Mﬁldunsed the Ghierons to react. Thus they respond to each
p!cwocadon by staging military maneuvers along Wyvem ‘Road: .
The Duke in person expressed himself on theissue, reminding the
legality of the purchase and donation of the land; and the need for
lll Peels to remlm nnkted a
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THE DOCKS
Dominant Attitude.
FAITH:

'€ POrt’s necessary elements, pe.

ned
by a dwarf ¢

the port lies upon several rock, formations

which draw a netw of h

bors linked to ¢ ach other by ¢ han
nels. Built on the sides of these stretches of land, the quays con.
verge towards a central platform and can shelter heayy tonnage
ships. Ships are arranged 4|4‘[*uh|n\_\: on the goods the n.\n\;mﬁ

Dayand night, passengers and

00ds are watched by vigil,

ant go
blin officers of the Harbor Offic e

and the Ferrymen’s goons
+ Although called the Twins (Opportunism Ferrymen)

i the
lighthouses on each side of the harbor

are very different. One
claims its Cynwall origins with jts Breat spire and sweeps the ni-

ght with a silver beam. The other, squatter, was erected by men

and its bulging dome shelters a giant beacon, The pilot's flotilla,
essential to avoid the reef and shallow Passages, has invested a
near by

isle. Massive towers housing war machines protect the
access to the quays and some harbors are defended with impres-
sive fortifications.

+ No ship can enter the Harbor without notifying the Harbor
Office (Opportunism/Kraken), a dome situated right in the
middle of the central platform. Inside this building with many
entrances runs a labyrinth of corridors and offices meant to col-
lect port taxes and deliver precious clearance papers after heavy
paperwork. This burdensome system is dreadfully ingenious in

the

Y LIS run: it is essential here tirely on a pilot; otherwise

one might end up wandering from ene office to the next until

madness submerges him, The harbor's milits teamed up with

war trolls, patrol the surroundings

to quiet the more impatient
customers,

* The Triumphant (Discipline/Militia), Flag ship of the ducal

as the first ship launched to defend
the city. The successive Dikes had the ship improved by adding
BUNs or extej

navy for almost a century, wi

nding sails toiincrease the prestige and parade’on
board. But the addition of a double hull to render it unsinkable
warped the structure to a point where Stéering this huge ship
became impossible %3
Stuck in its harbor, The Triumphant is used today as the mili-
tia's barracks and as school-boat to train sailors to the basics of
navigation
+ The Depot (Opportunism/Ferrymen), headquarters of the
guild of Ferrymen, doesn’t look like much. A simple warehouse
made of planks whitened by the sea spray. It looks just like the
dozens of other warehouses along the docks. Only the sinister
looking guards standing in front of the door and the lack of any
sign makes it stand out. Cautious and always on the move, the
Ferrymen have multiple discreet addresses for their business.
The headquarters are little more than an office which relays mes-

sages and establishes the first contact with the customer.
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+ The Upside down tower

the higher the

« The Spit-Ashes (Pu

explosi

of alot of mourni

wed the sk

nney was still standing. This

people {and many crimi

several months, Spit-ashes has been
kr

gravel is being extracted to extend the Krak

ng full redevelopment: ruins are bei; d down

After the explosion of the former factory, a new Spit-Powder

(Opportunism/The Quint) has been built on the water, away

m houses. More advanced, this mechanical monster uses the

tidal power to power its machinery and heaves relentlessly thick
colorful clouds. There, far from the atmosphere of workshops,
profitability is the word. Nothing is created but replicated, im-
proved and multiplied. Working conditions are harsh and the
work force is changed frequently. Originally a dwarf family affain
Spit-powder has been rotten away by greed and taken over by a
merchant group: the Quint. The new owners relay themselves in
this furnace where activity never stops

+ Thegrowing needs of the city have led the Duke to embrace
the Tractors project. The Station (Opportunism/Ferrymen), and
its many loading bays, has been promptly built with the duchy’s
money. The statue of Bismuth at the bow of a ship is placed in the
middle of the central square.

The station was enthusiastically welcomed by the Peer’s family
It facilitates the transportation of goods towards the Upper city
tenfold and contributes to making the Bismuth even richer!
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PEER: Kurn Khaurik Argam
- POPULATION:
+ EIf: Rare

On the Streets
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Khaurik’s bloodline s iins the rule over Ogrokh andis

ogre families have kept the;
ttheir

otill the Duke’s faith

tribal customs and are hick Ve fn
ass)

ive

buildings, part of the fiefdom walls and erected upon anc

foundations

Few in numbers and willing to assure their power, the ogrec
appreciating the dwarves' capacity of designing qup;m
suited for their massive stature, have allied with the dwaryes
to secure the prosperity of the domain. In 932, Ekselsie
Markropets accession to the Ducal office led many sobliet
settle in the city, notably in Ogrokh. Also, the guild of Blades is
firmly rooted in this military enclave where the guild has buils
barracks and leisure establishments for its many members.
Following the mysterious death of the previous Peer, the fief is

ruled by Kurn, the son of the late Peer

4 . s
Khauwik Argam family

The Khaurik Argams, literally “sons of Khaurik”, have a firm
grip on the fief since its origins. The ogres have a strong feeling
of loyalty toward the descendants of the man who gave them

a new home. The Khaurik Argam family is a hundred mem-

bers strong and Khark, the valued leader of the Mar-An-Org
is in charge of every day business The fief is in the hands of
the youngest Peer of cadwallon Kurn who is assisted by many

advisers of which his goblin godfather, Dazomet
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Id of Blades is the main power behind the commerc e

of arms providing the defenders of Cadwallon. Encouraged

to settle in the fief. the craftsmen and engineers, goblins and

dwarves alike, have largly contributed to the prosperity of
Ogrokh and its rulers. The Khaurik Argams are not ambitious
and manage their riches wisely. They would rather devote more
to their traditional mission of defending the duchy by erecting
more and more defence warks, Being of a pragmatic kind, the
guild of Blades has been able to profit from this lack of interest
for business. By paying a comfortable fee to the ruling family, it

has managed to strengthen its control over military activities.

The beginning of the Rag'Narok has stirred power struggles. A
war brewing in the Shooting range district since Dazomet got
hold of power, most of the dwarf weapon makers are being sup-
planted by goblin craftsmen. This explosive situation threatens
to cast Ogrokh into a bloodbath. The Duke has recently taken

measures to insure the stability of the fief.

Plots

Khaurik’s fief is the rock which supports the duchy. There
are no intestine stuggles which sometime plague other houses.
Although ogre culture does show a flaw which opportunists
have eventually spotted: the custom of trusting a godfather:
with the education'of an ogre offspring. Thus after the death
of the Peer Urakh Khaurik, his son became an easy prey for
his godfather, Dazomet. The latter holds assiduously his role
as adviser, dictating his young protégé’s conduct. This barely
hidden accession to power is heavily contested, Kurn has
suddenly been suffering from “stupidity” which might lengthen
the regency. Many ogre clans made themselves heard brutally,
Dazomet ran for shelter. As matters got worse, the Duke offered
his assistance in Kurn's education.

Since ;uwrs never leave Kurn's side and the young ogre seems
10 have recovered his spirits. Dazomet hasn't protested; he has
devoted himself to improving his palace... .

The Peer’s family, very little versed in political plotting,
appreciates the rough people of Gamehead and respects Drakaé
military traditions. But they despiq‘e Ghieronburg which shows a
soft side in case of an attack coming from the sea and loath this

hich shelters their apathetic c°“!h%"’ Slogres.
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"To Spanner: To Barter enc_ﬂeésly. -~ g
Blueprint job: Goblin' term u;ee)ning_;t\hgit =
theft of an invention ora plan. !
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Some

butts which sat there

+ The banks of the Asp are rather rural, with

1\

many gardens and 1 1ses. There stands

a former fort invested he Fabric (Style

Tanners). Humble at the beginning, the fabric

market of the fief developed upwards without ot
its original surface. There are now about thirty busy work
shops from the flooded cellars to the attic The
fides and fabric can be found at Krurh’s. This market ca
‘h_ly be spotted thanks to its roofs covered in colorful fabr
et there to dry.
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‘]& j& 8 dlstrict is 2 hivilwhere the sound level is deafening,
rus E even the clatterofforges bs ¢ overed by sudden explosions,
Everything concerning weaponry is made or experimented
here with a particular emphasis on techinologies using steam of
more recently naphta. The metal domes of the dwatf thermo
forges are adjoined by the odd shapes of the goblin lsboratories
and their vap Fortified

closely guarded: they shelter prototypes and dangerous sub
stances. At night, a welcomed silence takes over the district,

kshops and wareh are

rarely disturbed by some over excitedinventor.
" +Along the dust filled street where the forges are situated,
overlooked by the high brick chimneys of the Welding Arc
L Blacksmith), s the headquarters of the guild of
n lekmlﬂs Soaking, bolting and hammering is what goes on
here amid a choking heat. Moljen Brazen Skull often comes

* here o collect raw material from the Welding arc stock
« The Shooting range (Sleight/Neutral) bs a large smoke filled
'qnﬁmhllﬁ#byﬂclundwwilhlmu. Indeed,
this is the test site for slege weapons and other contraptions of
*;ruhn. notably the well-known Firebrands. During its con-
r the Shooting range was set at the edge of a cliff to limit

bombardment. Nowadays, a flag signal system
‘m‘hm deaf sentries, makes it
1 gnddtm and force of the Impacts, Just
busy with stone carvers and build-
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of their godfuthers inside .

birth have gashered the lodging

park protected by a surrounding wall. The clans have made (he

oath of never penetrating this ¢ ct and generously finance

de it

¢ of the properties ins th

the maint vast houses

hanging on the slopes of s hill and its green scenery, th

e place iy
pleasant and contrasts with the other districts of Ogrokh. The
godfathers live an casy life their and keep an eye over the youy
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1 vigorous game

ogres busy ¢

» The park adjoins a fortified wall which overlooks it by more
than a hundred meters. The summit of this construction
with multiple gaps and s
soems to lead there, Nicknamed the Area (f
Above), this building Is inhabited and fleeting lights

s plerced

full of passagewsys |

UL 10 $tairway
Sleight/ Those From
are proof of
the presenice of Those From Above

+» Officially intended to offer Kurn an environment "to his )ik

the Father's Palace (Opportunism/Dazomet) s obvious

ing"
proof of Dazomet's megalomania, The most part of the build
ing is still unfinished, but the rest of it with its scaffolding and
tilted towers is as massive as it s anarchic, The great hall hosts

a bunch of brutes hired to protect the goblin

THE STOCK

Dominant Attitude: Opportunism

FAITH: §3+1 @+2

These large warchouses hold the food stocks for the upper
city, intended to secure the subsistence of the noble cadwes in
case of a siege. The streets are always full of goods and carts, the
location being also used as a general market for the inn own
ers. A large road, built for the Tractor, runs along the district
and allows the easy transportation of goods from the harbor
This wealth draws some pilferers who fight over the leftovers,
At night, activity goes on, be it sales of stolen goods or some
more repulsive traffic, The ogres sometimes take their ration of
young flesh among the nocturnal population, a practice seen a%
necessary cost by the wretched population

«The construction of the Arrival Station (Opportunism
Ferrymen) of the Tractor has been welcomed in the fietdem. This
wis @ new means of carrying resources otherwise not very asy L
transport. The increase in activity draws its lot of daring people who
benefit from the permanent flow of people. One can meet here the
very busy Kanael. The flow makes the clan ogres nervous. For them
these great masses are a potential threat to the security of the fied

« In order to sooth them, the Duke has built a Militia bar
racks (Discipline/Militia) with fortified walls running at the
edge of the quays. Adding to thls, steel cages hang from the
wall, these are intended for petty thieves caught by the militia
In one of these is the dirty body of the weird No One




THE SPAN
Dominant Attitude: Pugnacit
FAITH: &)

nchanting feel. Ur

wdding barrack sining grounds, At ni

ry village falls asleep, but the Span shines like the light
1 thousand beacons for the soldiers. Each cellar becomes a bar
and the upper storeys become disreputable inns and leisure
places. The virile and drunken crowd of roughneck soldiers is
responsible for countless fights, and is hardly contained by the

militia and Blades on watch

+“The Arms Master (Pugnacity/Blades) |85 gresthuie

house with the motto to which it « its name carved
front door. It the main t post of the Blades s
uild’s seat ird standing in front of the iron nalledid

idd to the martial atmosphere of the establishment wheremose

naries of the city takes place. Lady

for personal matters
\kkylanny has watched the eity for a long time before

choosing a secure location for its dignitaries. The Embassy of

Akkylanny (Discipline/Emplre of lanny) is a severe build

ing, stuck between

upper city wall and a warehouse, It hosts

the permanent de n of the Empire. The roof sllows to

quickly access the upper city and is a quiet and discreet loca-
tion. The only obvious sign of Akkylannian presence isa brazen
brazier hanging from the front of the building burning with a

flame fed day and night to honor Merin




On the Streets

Most of Trophylis compased of fields, Fed by a vital Irrigay

o
egetable and fryjy
§ store of Cadwallon

netwark, this fertile land has specialized in

produce. It isghe greatest fo

Vegetable fields expand across the West and the cente

fiefdom, The Eastside | rather densely inhabited and

intwo by the canal of Sh-Az. During the day the city

f

rather deserted: the fields are Il of ogre and human work

who, when the evening come 0 back to their homes

History

Until 932, "the City’s fields” fief was owned by the Markropet
the extremely well off goblin market gardeners

In 931, Ekselsire Markropet became Duke of Cadwallon, The

goblin didn't have any ¢ hildren and loathed his heirs, Througt

an edict, he announced that considering the blur in the laws
coneerning heirloom outside of the family, the master of the

artistic company who would stage the most admirable show

during the 100th anniversary of the independe:

¢ of Cadwallon

a reward

would receive the City's fields

All alang the year 932, the rumor spread across Aarklash and

artists came rushing in. A special free assembly designated the

winner: Bran Standing-wind, a Sessair Kelt who organized

night concert of Wolfen lone wolves on the city's roofs

Life is just another show. B o ot

ever since, when the moon is full, howling echoes are heard
; across the fiefdom
w PEER: Gwan Stading-wind

POPULATION:
g . EIf- Rarg.. The Standing-wind family

= « Gablin: Common Bran Standing-wind dreamed of turning the fief into an art
s « Human : Common ist’s heaven. Many relatives came to join him. But the lower
e L « Dwarf: Rare city of Cadwallon isn't really fit for utopias. Since Bran's death,
«Ogre: Common the family struggles to maintain its authority. Unable of han
; + Ouc: Rare " dling the situation, most of the Standing-winds went back (0
g Mol Rare Avagddu. A last unwavering group tries to salvage the fiefdom

i . Backed up by his uncle Erwan and versed in the secrets of
o NANT ATTITUDE; Style the tarot-mages, Gwan manages Trophy, He has been given a0

ironical moniker; Backing-wind. The young man is, in fact, com
pletely drowned by the job, Cadwé to the bottom of his heart
Gwan clings on desperatly to his Peerage. He cannot conceive
the fact of having to leave the Jewel of Lanever and cannot im5
ine what might become of him if he had to leave his office. S0M¢
of his house workers have been heard saying that Bran® spirit

comes nightly to urge him to carry on his task

PRy
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Little by little, the Stand

1g-winds authority over the fiefis
weakening. Gwan has tried to find allies by giving up whole
areas of the fief to different groups: Honey hamlet hasibeen

orcs, the Drune control Southaven, the mers

he Square. This strategy has not led to any deals
1e position of his family. Conscious of the leaders’

weakness, the so-called allies have only shown indifference and

mpt. In the end, these mistakes have sapped the Standing:

s hold over Trophy
Thesituationisn'tanybetteramongthe powerfulof Cadwallons

other Peers consider the Standing-winds as barely legiti

e leaders. Gwan has tried to get closer to the Wolfen ftom

; fiefdom. In vain. Cautious, Gwan has preferred

1 g the intestine dispute which splits the Howlers.
The Standing-winds are therefore very isolated and don’t have o, x
1y true ally among the major families of the city. 3 S
e more the Standing-winds’ power decreases, the more the. Q,\@
Ekselsire goblins’ influence grows. The latter don't hesitate l&(
openly criticize the Peer of the fief, by contesting the |egillmncy ﬂ
of the reigning family and by letting understand that the {agh’r”i’; (4’
of the Standing-winds is something close to anact ofhlgh»;reaf-/
son agaisnt the interests of Cadwallon... An excellent motiFor
the Peer’s destitution and, why not, the restitution of thé ﬁd‘l{) 4
the Markropets. >

{i

Plots : " How aboit robbing

Gwan desperatly tries to draw the Cartomancers attention f 2 N\ Rubimnd ower?
wards Trophy. But the representative of this guild woul ) = Al")'OLl mad ! What do yout
think we'lf find there?
S e = Well rubies! Why do you
“yhar, alassem, in the Peer’s cnlnurugu. ne pe“p PRt s ’ % . 7 2
that Gwan, aut of despare, has settled a deal with the think its called fike tha?

Rumors are spread and tell stories of disappearang g v'&ﬁ]jw‘]y) q WY
ies, screams of agony... 8 ¥ L

e &

not get'in too close to a weakened Peer.

Another alliance is on everyone’s mind: the preseng
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Daminant Attitade: Style
FAITH: g+2 (02 @43

Comedy garden is a meshing of archways shel

Jess taverns. Rebuil
dis

come singers, jugglers,actors and otherentertainers. Itisatrue

during Bran Standing-wind

, the joints wel

t keptiits Kelt spirit. Mainly alive at nigh

greenhouse for talents which gives a chance to original artists

Mediocrity is the standard, yet it has happened that g

iuses

have entertained ignorant crowds. (A few patrons from

percity have understand that and send their scouts to suffer the
shows in Comedy garden.) The appearance of virtuosos is at-
tributed to the presence in the district of Bran Standing-wind's
harp. This artifact, truly legendary for musicians, is said to be
hidden somewhere in the district, waiting for an artist cunning
enough to find it

+ The Peer’s mansion is modest yet Stylish, the round tower
{Style/Standing wind) is situated at the core of comedy gar-
den. Though original fone might think it stolen from a barhane
stronghold), it goes relatively unnoticed, its spire barely high-
er than the surrounding roofs. The tower is administered
by the ultimate heir of a famous family of cadwé butlers: the
Mantrachet.

+ Another of Bran Standing-wind's projects : the knocking

=t

EROTTY

for:the people of the lower city
the r

of pain b

area now unde of the strongest such as Tokkt the ogre

+ The mins! e established their cult in an old
warehouse: the meaningful penitence (Style/Minstrels of

pain). The ground floor has become the chaotic workshop of

ful of pain. It’s on this level that the minstrels

Larme, a |

and dorms for visitors willing t

to go into retreat can be

conscious tendency of picturing future events in their works.
This information spread rapidly and many curious people come
to scrutinize the works of penitence, searching the secrets of
their future.

« Rubicund tower (Style/Magician) is a peculiar school of

magic. U heinfluence of Wander-World, a former Voyager,

mages 1 many practices... not to increase their power but to
learn spells that can be applied to entertainment!

Originally it was a simple tower, but the building has now so
many annexes (accommodation, workshops, small shops...) that
it has become a little district of its own.

The intensive use of mana weakens the border between
Cadwallon and neighboring Realms. It often happens that
Elementals appear in the district or that Cadwés disappear,
sucked to other worlds...Free leaguers are then called in to in-

tervene.
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: >anding-w teveloped a large esplanad to welcome art

sts passing by Cadw

ton. Over time, thy area was turned into g
ruesome shanty town

eopled by war refugees from the Rag Narok
rune holds the district through violence Little by it

Coordinated by The Claw extends to the nearby dis.

Rumors say that there is a temple of Darkness in which the
Drune sacrifice innocent victims to the dark gods. This infor
mation is rather unconvincing because these Kelts abhor any
kind of god

« The proximity of Southayen has turned the warehouse dis-

trict (Opportunism/Weapon Bearers), which used to be ani

mated, into a no man's land. A group of orphans, Iéd by a young

goblin, Nitrite, has invested the large deserted streets. The area is
also used by others wretches and. smugglers. It is well known that
stolen goods are stored there nightly before being put on displ

on the garden market in Little Klane

ay

THE SQUARE

Dominant Attitude: Pugnacity

FAITH: @+1

A mysterious conglomerate has taken interest in a square area
almost deserted of inhabitants north of the fief. Their project is
to buy evers

single house, knock them down and turn the loca-

tion into a universal market where one could find whatever is

sold in Cadwallon. The demolition has begun, but some of the

inhabitants refuse'to sell. The square is for the moment a huge

building site doted with clusters of dwellings. War has been de-
o 2

en Sir Drawater

ymerates puppet and the
inhabitant

On eithe

the tone is gettin,

uder. Blackmail, “freak” fires,
mugged workers,

A small fortress overlooking the district, the Northern
Stronghold (Discipline/

Incidents are freq

Militia) houses the militia’s garrison.
The Standing-winds are unable of financing it properly. Thus
the Northern stronghold survives as much from the Peersiin
vestments as from the merchant conglomerate, which is buying

the district little by little! Officers sometimes have to sell their

services or ask to be transferred elsewhere. Lieatenant-general
Kaltyr, head of the militia frequently sends his men to serve the
private interests of the Square’s promoters.

TROPHY
—ohlang S

The honeys: The orcs.
To get markropet: To be swindled.
Stuff the pillory: To absorb or inhale
a hallucinogenicsubstance.
To be down south:

To be extremely poor.
S[JIH“Ilg—\\'in("ikt:,

What cannot be done: B
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4 GAL\‘IEHEAD

The Wolves salute you!

PEER: Krenald the Howler
POPULATION:

« Elf: Rare

+ Goblin: Common

+ Human: Common

« Dwarf: Rare

« Ogre: Rare

+ Orc: Uncommon

« Wolfen: Common

2 DOMINANT ATTRIBUTE: Pugnacity

- FAITH: @@+4 (O+1 @+2.

On the streets

Whoever goes thfough G

astomished by

h char.

The eastern side, just ou

streets buz

were able to maintai

lost upon a sea of ill-assor ted buil

History
In 963, a pack led by Krenald, a young repe
A

nt Wolfen, chose

to settle in what is today calle; ime, t}

Jand was the hu le monster and no one

tracked the monster back to a very ancient pyra.

of the swamp and found a

gateway to an

k defeated the titan in its de:

to the ducal palace. As a rew ard, Krenald was nominated Peer of

Cadwallon. Ever since eachr the Wolfen howl to the moon

to commemorate their victory and the memory of their fallen

brothers. In fact, the family name comes from this custom.

The Howlers family

The Howlers do not constitute a “family” in the cadwe sense of
the term. Faithful to their culture, they follow before all a strict
hierarchy in which members are not necessarily of the same
blood.

Despite his great age and cloistered life, Krenald remains the
alpha. When he is away, Hadrax, one of the rare members of the
original packstill alive, holds the role of pack leader with the help
of Kyx, an exiled vestal and last mate of Krenald.

Serdak, the sole whelp of the Howler, doesn't hide his ambi-
tion: he wishes to replace his father at the head of the packto put

an end to traditions he believes to be obsolete.

Powers

Since the foundation of Gamehead, none of the Peers dared say
anything about the Howlers lack of interest for politics. Sadly for
the dignitaries of the Free City, the Wolfen were able to adapt to
the local way of life while pugnaciously defending their ancient
traditions.




IS never tried to

£}
hand, every attempt

families have been

d their lack of inter

oes not prevent them from | S ?,L/;‘\@
he city very seriously and to taye b | g P

very few in numbers, they are a

en feared by the leagues,
v V\“rﬂ TIAANT

— If you don't go to bed, T'm calling
the Huntsman to eat your fiver, just
like he did to the neighbor!

— Idont care, i 'lf sleep
when i'm dead!

= A mother scolding her daughter
ALY WORELN
Plots

Long ago, Krenald reigned over Gamehead kindly but sternly.
When four of his cubs were taken from him by a mysterious ill-
ness, he gave the reins of power to Hadrax and locked him selfin
a cave to mourn them. “I

Two long years hiave gone by and the Howler hasn't resurfaced 7\
yet. He is only a memory for some and his absence has sowed'the #

R

seeds of discord among his kin. Two rival factions hav appeargt
a traditionalist circle lead by Hadrax and a contentious group of
young lead by Serdak. The latter wishes to replace his father and
put an end to the isdlationism of the elder. L
Ducal authorities fear that the conflict might become a full}.
fledged war. While some ill intended people spread the wor
that the alpha of the Howlers is dead and question the legiti-
macy of Hardrax's position. =
The ruins spread accross the Bog hide many treasures. Since‘
the foundation of Cadwallon, they have caught the attention of '
all kinds of adventurers. During the day they are left to all so?I!s\ ;:’i
of animals and are sometimes explored by some adventurous - 4=

b

travelers. At night they disappear, shrouded in fog and welcol -

criminals and unlawful lovers alike. 2

To make matters worse, a group of devourers as recently 1h
vested a templé in ruins, east of the Bog, and a mysterious assas-
sin s terrorizing the district of Little Arenas.




THF SI\TI\.I b {he Demented

Dominant Attitude: Opportunisa strers b nder
FAITH: @42 @4 wvoid eand f
This district, one of the mast sinister of € s . k at Vorgo's
Safter the huge construction in its center. In day U n t da
< waroets filled with a colorful Fowd, ore can here the screams < f tolisten that! nd v

distress of the cattle led 1o the staughterhouse and the
she Butcher's knife. Some gutters are exen sometimes overf
ing with blood from the slaughtered b
+- At night, the skinner is desert
. -begrable smell of blood and burne
dome. Thieyes and Jonie workers remain inside the unsanitary
jointgpthe district: Ondy the figures of the bent over homeless
walk the dirty streets of the district
. The Dome of the skinner
building of colossal size from which the vault is par
jt s covered in scriptunes minding Ophidian writ
\n o2 ‘hug,\mm By'Derggu the s mysterious Dr
4 Jpenefiting from the guild of
i: since 985 one of the e onomical lung
ﬂkﬂpnll ynstructiofnds invested
staughter cattle
« Drawn by the promisé of accon odation and work

d by the un

said, would sei

meat which rises from the

relations wit

yne to ask Lo assi

» If the surround

nacity/Drune) is a circular walk it ' the oppasite for the Trench

cially missing;  estand fargest av

< Made ‘militia,isoneo!
}

e Lined with 8

¢ dome is Gameh

financial help,

e city. Du

szens. of workers who

ndreds

1 within a few years 2 vast network of

of Kiiz-Jess goblins have

around the Skinn< broad daylight, this huge

siums piled up

shanty town called the Loose Noose (Opportunism/Gob

seil

boils with intense activity Slaughterhouse workers, street
i and beggars, mix noisily Around 3 comer, One-camsmeet . : 5 *1'; - -

,..;“/r'v

" LOWER CITY
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THE BOG

Domi,

nt Attitude: Pugr

FAITH: g+

This district ar

is the historical heart

much since

would

marsh from any degradatic

Under the light of La

n any or
dinary swamp in Lanever. Animals try ¢

wanderers while

the wanderers try to avoid quic

ksand. At nj

1t disturbing figures
haunt the mist which covers the w ater soaked ground and the

silence is only broken by the cry of the nighthawk. The Howlers

patrol relentlessly the swamp, without mercy, hunting down

criminals and vagabonds trying to hide there
+ Lost amidst the reed and the mangrove.

campment (Pugnacity/Wolfen), long

the Howler’s en-
280 a temporary shelter, is
today a true village where most Wolfen dwell

+ Not far away from the camp, Gildgreen (Style/Daikine

kind of inn, managed by a group of Daikinee recently

arrived
from Quithayran, welcomes the rare visitors to the swamps.

The mosquitoes here are a real plague, therefore stays are pretty

short... Unless you're trying to lay low for a while

* At the heart of the Bog, set atop of a huge stair shaped pyra.
mid, is fixed the Gamehead (Biscipline/Wolfen), the gigantic
< ’ skull of the beast defeated by Krenald's pack. The fiefdom's name.

comes from this monument around which the Wolven assemble

1o celebrate their most sacred rituals. The remains of the dead
Howlers are left to rest inside the entrails of the pyramid; guard
ed by a blood thirsty spirit.
+ More to the south, a rocky mountain range dotted with caves
emerges from the swamp. it’s in this network of tunnels that the
FPeer of the fiefdom has decided to reside #fter the death.of his
"young. No visitor is allowed to enter the Howler's den wny‘l 5
Howlers), but some say that lhosetunnelslink&rmld: to
- the sewers of Cadwallon. R - ) R
«The Circle of Explorers were g\‘mle‘ pémunon by, the
Howlers to penetrate. the Demise Holé (Subtlety/Dwaives ol .
Mid-Nor), a network of winding uad.yound tunnels meant ,‘3 oy
to lead to a buried wae

T

,," 5

3 i

discover a temple, but lbw 4 g

dwarf of Mid-Nor, former i '“1 e

') x Wi

‘ = “transformed the Demise Holes into. gmntﬂ museurn e

tens of sculpted corpses are crammed. Ok of the

the expedition claims that M«ﬁdng seulptures are al

able to movearound, yet no nwhckmv,a:gu.
Since the discovery of Nurbald's der

by what could come out of it

is slender enough to fit down the holes,
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THE LITTLE ARENAS
Dominant Attitude: Pugnacity

FAITH: @8+3 @+1

Renovated soon after Krenald's nomination to Peer
picturesque and ted district is situated at the edg
fiefdom of Sc 1 the eastside of Game

head. Its cobblestone
streets and half-timbered houses contrast heavily with the rural
atmosphere which characterizes the rest of the fiefdom.

» Amid this urban enclave, the Pit of Claws (Pugnacity/
Provocatores) is still the pride of the Howlers. Though only the
Wolfen and the old folks from the area still use this name

to desig-
nate the arenas of Cadwallon; it is not named so for nothing. The
symbol of the district is in fact a deep unevenly shaped pit, dugin
the rocky ground and surrounded by a thick wall decorated with
bones and trophies. Originally, the location was only used for
ritual fights and the Howlers ordeals. Since the districts renova-
tion, the new arenas (the old Pit of claws) have become one of the
major attractions of the city. The rich and the commoner mingle
to assist to gladiator fights and visit the many prosperous shops
in the nearby streets. Day or night, there is always a strange ten-
sion which makes the people nervous and aggressive therefore
prone to fights and vivid arguments.

The Pit of claws is the main meeting point for the provoca-
tores, a brotherhood of fighters whose official activity is to pro-
vide gladiators. Yet no one ignores that the provocatores have a
firm grasp over gambles and clandestine fights.

« Located a few blocks away from the arena, Gladius Street
(Sleight/Devourers) has staged in 990 an earthquake due to the
sudden sprouting of a gigantic tree. Considered cursed, the street
is cautiously avoided by the locals. A small group of Devourers
has recently settled among the ruins around the tree. Led by the
Apostle, a terrifyingly looking Wolfen, the followers of Vil-Tis
walk the streets of Gamehead day and night without any pur-
pose it seems. Serdak has been seen several times in the Apostle’s
company and dlé arrival of the devourer has stressed the schism
between the Howlers.

« Close by the arenas, is the Weapon trade market (Subtlety/
Blades), a huge warehouse set among the remains of an old for-
tress built bythe Dog of war a long time ago. The building isat the
same time a sales outlet and a stronghold. One can find there an
impressive collection of exotic weapons and armors. Most of the
items sald have already been used, but if one searches carefully, one
can find very old items dug out by tomb raiders or brought back
from y lands. The warehouse is managed by the guild of
Blades v(hich was able to develop good relations with the Howlers.
Notlblythlnks to Traggab, the manager. This Akkylanny woman
with a glowing personality has made of the Weapon trade market
the main recruiting spot of the guild. During the day, a colorful
crowd of free leaguers and mamemdes can be found coming in

l!ldontthe doors of the bunldgng,{};l\y are common, but Tragga
ﬁ"’*‘ﬂ\‘!w!xkzzm—eufitand themﬁltﬂ:om@onlywﬂuwrse |
stealthily -

to the back door and gods only know what goes on inside the de-
serted buildings.

If the Little Arenas are relatively sure, it has none the less its
own urban legends. Inside the smoke filled taverns, people talk
of the shady Huntsman: A great hooded silhouette roaming the
streets when night comes, this merciless hunter kills anyone who

Cross:

his way and leaves behind horribly mutilated corpses. No
matter if this story is true or false, the bodies found regularly by
the local people are proof that a mercyless assassin is out there.

GAMEHEAD

_Slang

Barker: Pejorative term for a Howler.
Toothless: Moniker given by the traditionalists
to the young partisans of Serdak.

To bog someone: Bury a body in the Bog
(generally after an assassination).

Bog walkers: nickname for the inh:

of Gamehead (other lbgn the Wolfen).
Stink the swamps: A"o'dg}?“& by hi dmg.m
the Bog.,

To get sniffed out: To be under the survel!-

lanoe or wbes&!ed W Howlers .

Get pitted: To die in the Pit uf(‘la“'}’ k s
itants

GAMEHEAD
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On the Steets
It on ¢ nted ruins, the fief e super "
ral influences : though twe
through this tableland, itse 1 1
mate. This area h: ined lying f
magical creatures, only a population of § ef "
apathetic), nicknam logres™ be e of 1
sl shness, lives
Nowadays, Gherionburg is a rural fief. Th
eas are animated during th At
night, the unexploited lands, dotted with ruin
mendable activities
History
Gherionburg is a new fief that some Cadwés rather consider
like an extension to the upper city
In 956, Commander Denerac Gherion was enobled at the
58 as a reward for his crucial role in the victory against an invasion
.3 by Anfoebian forces who landed from a close by elemental Realm
y Not well-versed in the arts of intrigues, Denerac only received land
b e believed to be sterile and worthless. This land had been bought by the
IEROJ_QBURG Duke from the goblins. This domain, said to be cursed, was only in
—— — habited by fayrees and Elementals and dotted with mysterious ruins
E’rf /](,"Yc’r j'/((pj'. .-\g.mhl‘ all c'xpc‘cln(mn\. :Tk fief dv\.vlnp(:d rather qlxm H\»u"dﬁ the
impulse of the Commander (who died in 984) and his descendants
o 2 = The short history of Gherionburg is marked by the Gherions
great projects: building of Villa Denerac in 958, development of the
« PEER: Bernadil Ghiéron catacrypts in 961, Loan (and scandal) of the Tamarez canal in 966,
POPULATION: launching of the Shaproa in 973 (and aborted in 987). In 962, appa-
« Elf: Rare rition of the mysterious “Baron Mardi” and the introduction of his
« Goblin: Rare Truce have regulated the activities of the magical creatures of the fief.
« Human: Common
« Dwarf: Uncommon Ol .
et P The Ghieron family
« Orc; Rare All human, the Gherions are the descendants of Commander
1« Wolfen: Rare Denerac. Since the sudden rise of their ancestor, they work hard
. '» Others: Fayrees, Elementals and magical Familiars... to prove themselves worthy of their noble title. Lacking culture
; = t A and elegance, their “coup d'éclat” are usually clumsy and tacky.
DOMINANT ATﬁWDg;Oppqrtunism The Gherions are always looked down on. Yet their obvious
- ek ‘ALJTH: Q@202 @+2 ; c > clomplex. of inferiority hides a great ambition and a cunning

mind, for lack of elegance
Bernadil is the older of Denerac’s grand children. This char-
ismatic thirty year old man relies much on his family : Gowayn
" for finance, Isabess, Gowayn's wife, is in charge of the relations
"wit%l other noble houses and Martolbe is in charge of the rela

LOWER



Powers [
he C D¥ndmic and 3 {
demag,

opularity because they
know how to remain in contact wit
Even if power is centralised by Be Gherion is a

lowed a rel

ive independence hich makes

ily more reactive. This oppe goes along with a certain

amateurishness,

s e ¥ :
trying to be part of everything, the family

wastes a lot of energy

les the f

Vs influence is weakened by tensions with !

s and, to a lesser extent, with the guilds

S ongoing “bad luck” is the result of repeated ma

levolence and growing conflicts,

A 7\“’&‘1’/\\7;
“A few coins to feed my children!

= Go to Mardi Gras, woman! You should go to
the poorhouse instead of slogrising around..”

ALY WIS

Plots

The Gherions develop Projécts to better their position and
their family image;which makes them vulnerable to flattery and
charlatans.

The guilds often use the complex of inferiority of the members
of the family and offer them to invest in hazardous yet prestig-
lous projects. These schemes are rarely finished and the Gherions
being bent on revcr'ige make them pay for it dearly. Thus when
crooked Goldsmiths urged them to invest in the building of the
Tamarez canal (which turned out to be impossible to carry out), |
the thriong’have made such a scandal that even the most skilful
speculators didn't get away without being tainted,

Besides, the district of Arcadia draws the greedy, Thismee and
Ombeline manage the relations between the Sihirs and Voyagers,
but Baron Mardi draws a wicked pleasure from humiliating A
them.

Recurring conflicts between the family and the other Roble
houses are dormant and barely noticeable. Yet everyone knows
of the ongoing hatred between Silnus Drakaér and Adaldan I
Ghieron. 3 -
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SHARED PROGRESS AVENUE
OR "SHAPROA"

Dominant Attitude: Opportunismt
FAITH: g +1 (& @.l

to the rest of the city, the Gherion |

To get closer

family had the idea of a long boulevard. a master

piece of urbanism dedicated to the “living forces

of Cadwallon. The construction was disturbed
many times by landslides and the discovery of the
el of intelligent creatures (small fayrees, elemental
familiags and so on) opposed to the works which were even
tually aborted.

project was abandoned, the

Today twelve years after the

d road lined with abandoned

“Shaproa’, is only an awfully cot
building sites and constructions lost amid w astelands. Despite
Al i it a flourishing economical activity has developed, some
huxurious buildings having been bought by skilful speculators for
a chip ofits worth.

+‘The Qlgheta house for the poor (Style/Gherion, Alchimists

den) is a eharitable institution build inside a pre

and Secret Ga

srected tosthe glory of the first

tentious and baroquesbuilding,

“great Jady” of the Gherfon family. The aristocracy deals its 0s-

ous and often hypocritical generosity. It is well thought

r voung women of high birth, especially when part of the

en, to work from time to time with the sick; even it

Secret G
theydon't understand anything to medicine. In spite of this mas-
querade; some of the poor patients do get properly treated and
real meals are regularly distributed.

« When the foundations of the future
embassy of Quithayran in Cadwallon
collapsed, The Gherion wanted to fill
the hole to resume the building. The

Daikinee protested, arguing to let na-
ture do what it had to do. Nicknamed
the green hole (Sleight/Daikinee), this
Jarge pit with itsrocky rubble and green
patches has become the main location
for the Daikinee cult in Cadwallon. At
the bottom of the depression, one can
find-one of the rare free waterholes of
the fief. The fauna abonnds on this piece of land and the ogres,
who feed on fayrees, don't hesitate to come and poach here when
m@ufbﬂs BnrhSteel teeth usually ¢ comes here to rest.

+ At Nice B ins (Opp ism/Councils) is a long build-
in;,whtgh should have become a luxurious hotel. Bought by a
unI mmduns. it was turned into a great bazaar: the rooms are
n@wlsmd the suites are quite good storage rooms. All the

and craft: from the indings come here to

roducti n.tAﬁgr the deshk‘tion of lLS former head-

ARCADIA

Dominant Attitude: Subtlety

FAITH: @+1

This strange district owes its name to ancient rows of arcades
These enchanted works sometime open gateways to elemental
Realms close to Aarklash and give the surroundings a magical at-
mosphere. Many supernatural creatures have taken residence in
Arcadia and the only law they know is the Mardi's Truce, The district
isn't subjected to the rhythm of the rest of the city and always seems
animated by a supernatural carnival. Despite this obvious festive

feel, it would be ill advised for the layman to venture the streets of

Arcadia. In exchange for a wish or a promise, the most adventurous
can lose their soul and find themselves condemned to live within the
boundaries of the district. The Voyagers appreciate this location foc
its role as embassy for the elemental lords.

+ Mardi Alley (Subtlety/ Baron Mardi) is a street lined with
tilted colonnades. Music and games entertain an enthusiastic
cosmopolitan crowd. Yet in this jolly chaos, unspeakable curses
and lethal maledictions can target anyone at any time if theyare
unable to defend themselves. It is here that Baron Mardi, one
of the authorities of Arcadia, gives interviews and enforces his
Truce.

- The ancient magical bathhouses of the Callipygian triton
(Subtlety/ the Threshold) is also the name of the monumental
statue at the . In 956, the lish was used asant
advanced post by the Anfoebian army which attempted t0 invade
Cadwallon; after the fights, Baron Mardi declared it forbidden to
Immortals and Elementals. The Voyagers from Aarklash renavat:
ed the building which became the headquarters of the Threshold.
For the layman, this bath house is always shrouded in steam: and
is a haven of normality in the festive storm of Arcadia:




Lan-Aly

Other worlds than Aarklash exist. The
magicians studying them have observed
that the Free City had reflections in the
elemental Realms!’ The latter constitute
what the scholars call the Great Circlet.

« The reflection of Air is akity state called
by its inhabitants the Principality of
Splitrock. This Realm undergoes a su-
pernatural cold which destroys even the
most resistant materials such as metal or
stone. Crystal is used by the inhabitants
to erect sumptuous buildings sin

the only material capable of bearing such
temperatures.

# Inthe past, elemental lords who rule over
the reflection of Water have attempted to
invade Aarklash, They were-driven back
by general Gherion's troops. Since, the
Concordat of Anfoebia has fallen into

decay: now the meshing of the buildings

made of mother of pearl and bone look
more like a great cemetery than a grand
capital of magic,

GHIERONBURGE®

dlang

« Solnarreg is a solid bubble plunged into
magma. Soaked in heat, this cocoon shel-
ters a city where the inhabitants struggle
against the tides of magma. This “natural
phenomenon” erodes each day a little bit
more of the crust protecting Solnarreg.

+ Xurgaddys is a vegetal Realm. This city
is made of a stacking of villages built layer
by layer on the branches of Addys, a gi-
gantic tree of which no one knows where
it takes root, The magical nature of this
world animates the magicians® conversa-
tions because this Realm of Earth is inti-
mately linked to Light.

« Another Realm is part of the Great
Circlet. Hollowdeep has the reputation
of being haunted by beings of Darkness
and Light. For' the Cadwé magicians,
Hollowdeep would be an embryo of a
world caught in between these two mysti

cal principals.




On the Strects

+e ducal enclav@Eansists of vast privite man

wide, with over decarated frontages. Finef

e streets, Heart of Cadwe
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History

declaring th

ependence of Cadwallon, Vanjug i
 the city in separate fiefdoms, which he entrus it
Y ; trusted to b

S liey.

Sy helped himself to his own domain
E \\

THE EMBASSIES
e MARINA
Bl HEATONS i
@ T1E NORTH GAT!

Vanius donated his land to the ducal of.
he died, his fief became the ducal endi ;
Tave

fief is named aft

the Duke in offics
5900, the ducal enclave annesed
New
he choking heat of his palace, the Duke
ymer residence on the island to take ady
vans
= fthe 5.

DENAZHR =

ot Dok by Cduwallr,_

sredecessors : a forgotten square, a tattered statue..

Jir has been Duke for eight years now. He has devel

his enclave to his liking by renovating the warks of his

PEER: Den Azhir

y TION: .
iy The Den Azhir clan
» EIf: Rare
» Goblin; Rare

« Human: Common

Den Azhir is the adopted son of Camelia Orrkrk. The condi
tions of this adoption remain secret even today. Formerly a free
. Dwarf: Uncommon leaguer, Den Azhir has preferred to create his own clan father
+Ogre: Uncommon than rely on his adoptive family. Therefore he is surrounded by

« Orc: Rare his “friends”, or at least by faithful companions. Among which

« Wolfen: Rare two former free leaguers, Constable Kal Rajghur whois in charge
: of the militia of Cadwallon, and Silent Scyrnyth, the Stevard
NANT ATTITUDE: Style who rules the fiefdom in the name of the Duke,
@#l CMS 04)
Powers

Den Azhir and his clan have weaved 8 real network which bl
Cadwallon tightly. Such vivid forces, united not b)bhdlﬂ“
able comradeship, the eight years of the Dukes reign seem (58
only a prelude to quite a long reign to come. Relieved from ¢

ily intrigues which plague the other houses, the
work for the city without having to deal with private: m\(ﬁ““
fact, Den Azhir doesn't only manage the servants of S %€

e whole of the ity and can &

controls the militia in th
leagues help. He can also request the Peers’
glore or less efficiency. This power is on¢ of the facto®
e n his fiefdom.

relative tranquillity &
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y. the aris-

» be given an office

1% as it has been the case

his office isn't hereditary,
s on the bride’s

appeared

ssination is

DEN AZHIR

lang

needle in a haystack.
Run the ten thousand: To bail a friend outle
the ten thousand paces prison. ¥
As long as the Embassies keep whispert

The world keeps spinning round. 7
To heat up: To go fool around in the vegelﬁ!
labyrinth. .




1E CORE

Dominant Attitade: Style

SRR TERGREET B

Cadwallon has a heart of gold® (5a popular saying The city
b genecous with idealists and entrepreneurs indeed, but if the
Iy of thieves hax @ heart of gold, it 1= mainly because it8€ore
4.\. full of riches!

LT district bs the most fuxurious of Cadwallon: one has 1o be
h ax Vanhus 0 Tive there. Somptuous mansions are lined along
\ tm steoets whith are brightly Hit and decorated with vegeta
The Core offers a steiking contrast with the lower city and its
oL disty alleys

¥ Belng the administrative centrey this disteiet ga athers most of
the city R ifices. Fordigh representatives are numerous and the
day time passer-by oftetrcomes across ducal civil servants, dip
prmatss tich merchants, body guards and militiamon, At night,
buthe Jarge avenues antl Bridges linking the towers are used by a
uchmgmmknrfulumd ‘Ihis district is probably one where
militia 13 the most efficient; incidents are rather rare and

+ Mhe ducal palace (Style/Ducal administration) (s a well pre
peved cynwilll towerwhich I used as the principal residence
the Duke and his immediate advisers, It also hosts the city™s
’adnnm\(un.-u the militia’s headquarters, and the High court
as well. Activity there i tntense and access to the lower floors Is
free. Thus one can visit the historical galleries of Cadwallon and
¥ check the ducal archives. But on the other hand it is extremely
difficult to be introduced to the upper loors without having
Lbeen requested by the Duke or some one of importance
\ Great receptions regularly take place there to honar foreign
| delegations and great trading treaties
Sy In thecentre of the Core lies Vanius Square (Style/Neutral),
decorated with gardens, fountains and trees. The ]u-nplr living

.ofplunnl company. ItIs the place to hc o meet impurl ant peo
pleand courtesans,

When he Is not cunning across the roofs to deliver messages,
- Lotval often comes to rest in this quiet place.
i the centre of the square stands the mausoleum of Vanius
ne/Heralds of felicity), It is here that the remains of the

. The d\lnglng of the guard of honor Is the occaslon of a
d mlny ceremony which dum many visitors.
fegend says that Vanius’ war chest Is hidden in the mau-
Some claim that fnvisible Inscriptions are carved on the
and pgvvldo th’lnfenimkm necessary to find the

ald oﬂ'pﬂdty retreat is also setin the foundations of the
‘lbtmonkuuh care oﬁhnmlmcnuncc and watch

+ Overlooking Van i Stuare, the Mint
minfstration) s whire diicats are coined
tradors by strong motal gates, this massive

fuarded dayand night by militianen

hi/Dueal wy,
cted fram 1y
building 18 algg

* 15 monitored gpnd

one doesi’t gab through sasily

+ On the opposite side of the square, facing the Mint, stands
the Bursar's office (Sublety/Ducal administration). tt has jg
awi debt collectors and justice court. Besides it houses s militig

gArEIson,

JNot far (rom the Vanius Square is the Cardshop

mancers), This playing cards fabrit

(Opportunism/Ca

nonetheless the passage point of many Cartomancers, of which

is

some are tarotnages, One can buy there the tarot of Cadwallon
and apy on secret conversations, The rumor states that the man
agers of the guild of Cartomancers usually hide among the feg

ular customers of the shop.

THE EMBASSIES

Dominant Attitude: Opportunism

FAITH: @3+3 (D +1 @12

Located between Vanius Square and North Gate Square, the
district of the Embassies is the nerve centre of Cadwé diplomacy,
The militia s particularly vigilant here and supported by the
regular troops of the Embassies and the guild of Goldsmith, Very
animated during the season of whispers, the district s pretty im-
pressive with its high walls which protect each house. Vety few
passers-by circulate here in day light, save for those travelling
in lavish carriages. Emissaries from all the nations of Aarklash
meet here to seal or sort out alliances and prepare the Rag'Narok.
At night, the sound of many parties can be heard. Most of the
Houses have theit own impressive security systems, often magh

cal ones,

+ The walls of the embassy of New Shamir (Sublety/Empire
of Syharhalna) hide a lush garden which gives the illusion of an
oasis in the middle of the desert, The embassy itself looks liked
Syhar palace: a great white circular building with columns and



topped with an ochre dome. Many rumors circulate about the
combat clones who protect the embassy and only men with a

deathwish would attempt larceny on that building

« The embassy of No-Dan Kar (Opportunism Empire of No

Dan-Rar) grows bigger each year. It has reached aastonishing

sizc
today and its walls surround a real goblin villag

Theill-assorted

palace is composed of lodg

+ extensions and awkward storeys.
At any time of day or night, countless goblins come and g0, tak:
ing care of their business, selling and buy ing all sorts of goods or
exchanging services. Usually, Lady Chlorine is a regular visitor
to this place. relentlessly trying to get to the Ambassador But for
several weeks, her visits have become less frequent

«The §

nedrion  (Opportunisme/Goldsmith) designates

the council which manages the guild of Goldsmith (which ad

vises Darehvan) but is also the name of the guild’s seat, The
Synedrion is totally open to the outside: it shows a great round

house from which two wings spread forming an arc. The latter
encloses the Five golds Square, the centre of which is occ upied
by a pillar decorated with five statues of eagles. Each statue was
made with one of the particular types of gold (yellow, white,
red, blue, black).

Many chapels to the different gods of commerce and fortune

have been built around the Synedrion. Even the cult of Merin is

represented. Yet, the Syhar Ambassador has requested to close
the access to this chapel isolated among these pagan cults.

Plotting, trade and commerce take place here. The Synedrion
plays an essential role in the policy of the Goldsmith on a large
scale. The emissaries from all over Aarklash are present here at
all times. At night the guilds’ troops are doubled. It is not unsu-
sual for a merchant to pay for Aralk’s protection.

i
LS < - =
B o AN
THE MARINASY
Dominant Attitude: Style
I.\H'Il:(}blknl@‘l -
Entirely created by the rich citizens of the city who possess a
summer residence, the marina takes advant wge from the jun

gle flanking the eastern side of

adwallon. Among foliag:
and the buildings, only traces are left of the former surroundin
wall, which was knocked down to allow the construction. The

stone constituting the quays was thus provided e houses on

piles are made from the best kind of wood found in

jungle
By day, the rich Cadwés bask in the gardens of their houses or
sail on the lake aboard boats rented or bought from the guild of
Ferrymen. At night, the lake waters evoke a sheet of black ink

and a surreal silence takes over

marina

+ In the centre of the district stands a mill, one ¢

the few which

survived the flood of 900; the recent construction of the marina

gave it back its splendor and it was turned into a magic gems

market (Style/Cartomancers). A small boat is necessary to get
to the building since it is surrounded by water and is strictly
guarded. The place has become the meeting grounds for magi
clans whose presence is enjoyediby most of the people living in
the district. Eriel often comes to the mill to purchase gems

+ Lodged in a discreet, yet luxurious house, the Secret gar

den (Style/Secret

rden) provides a quality environment to its

students. The famous school for young ladies hires the services
of ten members of the guild of blades to take care of the young
students’ safety at all time. A charming terrace to which is tied

asmall covered boat allows the young ladies to admire the

en-

ery.
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IEATONS
Dominant Attitude: Style

PATTH: g2 ()02 @41

Meatons is the only isle on the |

ake of Cadwallon, When the
weason of blades comes, the Duke and his court move and a se
rdens on the

and balls are organized in the

rles of festivities

wilted because gardeners

Island. Today, this moment I rly

and tallors show there new creations on this occasion during

efore very animated and

great fashion shows, Nights are th

days very guict

» An imposing bullding shooting its twin towers towards the

shyi the summer palace (Style/Den Azir Clan) constitutes one

of the most beautiful arehitectural stunts of modern Cadwallon

During tHe season ofblades, the palace displays many bannert,
some longer than boat sails. Thousands of windows let the light

and brecze in. On the bank, the palace slides towards the lake

swith 4 succession of Iodges and barbacans. On the garden side, &
@ sumptiious outdoor night balls

style/Den Azhix

Targe square allows to &
grows a labyrinth (8
This

+ Close to the palace
qarden 18 used for

Glan)ofplants, statues and fountains

the ¢ity’s important people amusement during the summer

mes and plotting In the

balls It is also a quict place for lovers
spot. Lehris [zhar well

shadowy alleys, it is not uncommon 10

known for his fondness for seduction

THE NORTH GATI
Dominant Attitades Discipline

PALTHL @D 1 (004 1)

e NotthGate districtis the least shiny of the

10le enclave
Many froe leaguers can be fotnd there taking care of they
e own
buslness generally fiear the prison. Many judiciaey instia
ons

can be found there oo, North Gate Is the main rond into the
+the up

1 have been built in the fiefdom of Somu

pet city, Great roac
and

Access to Den Azhir Is belng made easter. The gate §s also useq
. 186 Used

a0 security limit for visitors, Once inside, the militha can g
- Luar

anty their security. A careful scréening of the peaple comirig in
takes place al the gate and the poor are sent back unless they
have an excellant reison for entering the enclave. ‘The poorest
Jengues usually have problems with the militia of this distriey

, he Ten thousand paces prison (Discipline/Militia) s o

vell known by the free leaguers. They wait

stopping-off place

.
:
f
k

there to pay for their infractions in gold, The building is buil

with staries from the walls which crumbled after the flood of

900,

The prison is two storeys high and has three underground ley
ols, 1t i6 surrounded by a wall three meters thick. The basement
levels are used to keop common prisoners
The ground floor houses the prison personnel and also a gar

con of militlamen who watc h over the district. The unforty

rls
nate free leaguers and nobles without money are kept on the
first floor. The latter benefit from a treatment equivalent to a
wealthy lving in the city. Those who have more money (but not

enough to leave the prison) are kept on the second floor in pri
vate suites

+ ‘The Alliance (Disc I|l|l|u'/||l'r.|ll|x of felicity) is a monument \
dedicated to Light. 1t is built in the shape of a ten meters high
retrahedron held by six columns. The whole is carved in i trans-
anever at the foundation of Cadwallon:

lucent rock, gift of 1
and the three panels

When the day light is strong, the columns
open to let the light flood the inside of the bullding.
an incredible scale model of Cadwalla

of the roof

One can then admire
olden light standing in the centre of the

licity are permanently serving the
cction is left to soldiers of Alahan,

a real sculpture of g
monument. Six heralds of fel
temple. The monument’s prot
Akkylanny and Lanever. Urguemal the
time at the Alliance, talking to the guards and visitors, hoping

Pure spends a lat of

to enrol people for his ¢ rusade.






On the Streets

During the day, Lahns light teases the s3 fows of the pillars and

& LTeants of eat buildinps Irn
ightens up the sumptuous fronts i sildings of th

dom. The valets and the servants of tocracy hurry around

ompact crowd in the Pillars

{! Square n the s
dents bask on Free Square. Iri th

vable t

com

and go in an unbel

ws of the pillars become disquic

At night, the shad

remains alive. The

walked by mi

only Crimson Dress distr

bled streets of Drakaér are on

eaguers. 1fone looks up to the sky, only the Tower and the dar

figures passing in front of the bright windows are all there is
left to sce.
O THEPILLARS History
B THE FREE PISTRICT Originally called the Pillars, referring to the feet of the Tower
H CRIMSON DRESS Drakaér was part of the first fiefdoms entrusted by Vanius to his

faithful lieutenants. Johann of Alahan was put in charge of

fief and pretty soon found himself working on developing

he

Cynwill buildings of the area. Quickly, the richest Ca

0y ——— °
7 tled in this domain. Johann managed it as a good Ba shor
\ ighteously and virtuously. From the presence of the Dyrsin tow

er. he learned about the Cynwall; he was even allowed among

] S them and was given the honor of riding a dragon
0 f’ )( 1”(- As the city was gaining its independence, the family’s attach-

ment to its original nation generated resentment among the oth
er Cadwes and even among some of the families’ closest allies.

PEER: Albanne Johann changed his surname to Drakaér. Unfortunately, the ref-

POPULATION: erence to the dragons and the attachment to Barhan moral values
« Elf: Uncommon showed by Johann prevented the rancor from being forgotten,
«» Goblin: Rare and it remains very vivid today.

« Human: Common
» Dwarf: Uncommon

o i .
4 Opre- Uncogaion The Drakaér family

« Orque: Rare The Drakaér family has made of its fiefan example of what the
» Wolfen: Rare Free city should be. Thus creating a gap with the reality of the
city: if Cadwallon is a jewel, it is also the city of thieves not the
DOMINANT ATTITUDE: Discipline

FAITH: @+1 (0+2

B Free City, the families unity is crumbling. Yet it does exist be-

city of honor. The Drakaér family is split by its cultural origins.

Between the partisans of the Bahrans, the Cynwall, Light and the

cause, be it out of pride or duty, the Drakar unite behind the
Peer when ever the fief is threatened.

Nowadays, the family is led by Lady Albanne Drakaér, a young
leader. Her charisma is only outshined by the politic skills of her
uncle, Silnus Drakaér. In between, Albanne’s younger brothet
Eric Drakaér, is torn like the rest of the family. He admires his
uncle and, despite his young age and inexperience, protects his
's'\sler who he adores.




Powers

The fiel has at its disposal a unyteldis

dreadiul cavalry. This choice may s
swith stich an extravagant architecture but the Bart
very vivid

Besides, all the Drakaée Peers honor the
pween the family and the Cynwall, By allowis

fiefdom, the Dral

heard and to settle freely in the fiefd

<olid alliance. Thus, when the fle

the Lanever engineers gave a
Finally, the family

feel the same about the Drakaer, at least

has a great inte

the leagues, and the

they share the same

conception of heroism inherited from Johann

Plots

The Drakaér family wants to be thought of as virtuous, hon
est and brave. Yet, one must admit that in the City of ‘Thieves
many problems cannot be solved with good intentions alone. The
family joins in to the plotting but are not very skilful. They do

not fear to have what they think brought before the public ey
and usually manage to draw the population’s support. Thus they
have opposed the guilds several times by relying on irrefutable
elements. The guilds concerned were the first surprised that the
Drakaér had in their hands such documents.

Besides, rumors circulate concerning the family's secret ma

noeuvres. The presence of many free leaguers in Drakaér stim

ulates the curiosity and paranoia of the guilds. The Bards of

Destiny of the fief are among the most active, and some say to Proud as 2 on: Said about a pretentious

have seen the bard Argos Brisandre walk out of Fort Drakaér at a person

very unusual hougyisibly trying to avoid drawing attention. The shot: Noon, when'the restaurants
Albanne Drakalr has clearly expressed her support towards are full.

the Duke and the free status of the city, against her uncle’s advice. To dress in crimson tonight: To pay a visit

Yet Albanne remains very close to the Cynwall for what they did to the loose ladies

for her ancestor. Bd:sidos she has decided to support the most K & Room service: In the Gilded tower,

a fiwst-class prostitute.
gt swanied: TO fail an ekam. By extension,

honorable leagues, which angers some guilds.

‘The Drakaérs have weaved a strong bound with the Khaurik
Peers. In the same way, the family has always supported the ¢ 3 'ﬂﬁ:ﬁi,
.-\ulomlon‘s;trudiuum. They also keep a friendly refation with . P E
the Orrkrks. On the other hand Albanne cordially hates the Var-
Nokkt for their unconditional support to the guilds. An old ven-
detta opposes the Drakaér to the Gherion; Silnus Drakagr and
Ad.llqu Ghiéron are the main actors, %

R




THE PILLARS
Dominant Attitude: Discipline
FAITH: L +2

“The Pillars district is the domain of the aristocrats and men

of honor. During the day the avenues & packed with armies

wandering

of seryants sent out to fulfill their masters wishe

coufiesans and patrolling militiamen. By wandering amid the

stalls, one can admire the spectacle of € adwe nobility.

At night those shops are all closed and the disteict 15 deserted

A few secretive free leaguers and unlucky militta men are the

only ones still walking the streets. The only sound disturbing the

silence is the backwash from the lake

. The gigantic Tower (Sutblety/Lanéver) which overlooks the
uppercityis Dyrsin's residence, the unofficial Cynwill Ambassador
10 Cadwallon. The only entrance is a dra

one of the pillars shadowing the district. This and the

on landing area, set.in
fact that the
Drakaér are very attached to Cynwill culture has led to a deep as-
sociation between the fief and the tower.

Between the original Cynwill style and the renovation works
carried.aut by the one called the “Ambagsador’, the architecture
reminds that of Larog. Everyone has an opinion about the take
off acea for dragons, 2 wonder for some, anda challenge for oth-
ers. The, Ambassador lives alone in his tower probably helped by
| ‘anarpiada of constructs.
£ ort Drakaér (Discipline/Drakagr) is one of the oldest tow-
of thecity, It doesn't look like a fort and certainly doesn't have

defense works. The very martial Drakaér are determined to
tain this name. Here lives the entire family; even the young
¢ me of the unused upper floors have been let to

cently built

cavalery academy of Lar

everyyear in the Drak

tower (Style/Architects
Johann Drakaér and offered
Bearing the
tower hides the

masters of the guild have

+ The sky station (Sabtlety/Fet s great platform e

on the#ide of | el and Gynwill

engineers from the gulld of Fes t's from there that the
hired balloas of the district leave: A flyir RIS
bullt with th Jus beriefits of the station

centenyfrom the rest of the district, the sinisfes

slightly off

) garrison Discipline/Drakacr houses the militiamen and the
prisont which the Drakaér are in charge of The fact that these
barracks have stables is quite r he students from the light

Lanever must serve at least two months

aér militia

Architects has its headquarters in the Perfect

+The guild of

one of the first to be renovat
ne of irst b renovated by

s payment to the young gulld

y guarded, the

Thank

matk of the guild and he & %

Architects 1o thasss e

secrets of t

Mightened the fief despite the pillars

casting their great shadows

+ The Gilded tower (Style/Goldsmith) is a vertical mall with
Juxury shops, taverns and tea shops. [t s toppe d by a magnificent
blin named Guelard of Orignac. Lounging

hotel managed by a g

orite pastime, especially for

about the shops is the courtes

caguers meet also in the gilded tower

Elleole d'Ysme. Many Ire

to spend their hardly earned ducats







- m pirdhouse (Style/Bird-catchers) Is 2 great old build-
ing completely transparent, built exclusively of glassing metal
5 3 The inside js a wander for the eye and the ear: the passes-by

W21
th?&y,?e free district Ives actording to the lectures can discoverexotic birds brought back from the four corners of
: i idle at arkdash. ThejBird-catchers drganive their asscnblies there: The

e students’ pranks. This idle atmosphere gives the impres-
Iy gall in this district. The p,,g,“,b, purchase,of this former wing of the free university sull angers

shops with the artists and idler.  -some professors who sée there an interference of the guilds in the

are pretty animated in contrast, Drunk  Jast jndependent strongholds of Cadwallon

sing and roar on Free Square; while the
, the calm for the people living there.

*

CRIMSON DRESS

 Dominant Attitude: Style
 EAITH: @241 @22
The sdistrict is not only an insult to the Drakaér’s

eonsness, biit adding to this, it lives off beat from the rest of
: e Befdom. During the day absolute lethargy rules here. Only
1 M who were unable to get home before dawn, walk
W“mw “’M “The houses seem abandoned and the militiamen

When Drakaér falls asleep, The Crimson dress awakens. The
puson:llits of the fief, the students and some free leaguers
come here to go wild in the inns and brothels. The district is not
dangerous though. Many customers take their body guards when
they visit the district, which puts off possible aggressors.

. Under the dress (Style/Thieves) is 2 luxurious brothel which
houses young women from all origins, w ith a good education and
good looks. Besides, the discretion of the house is insured by 3
code of honor worth of the Drakaérs. The house is run by Larenia
and its protection is taken care of by the guild of Thieves. Hardly
commendable people, such as Celenia of Teren, come here to ne-
gotiate with the nobility.

. ‘The Dragon’s pool (Style/Neutral) is one of the rare public
bath houses of-Cadwallon. By day it is run normally. At night
Mﬂﬂbu\dhandwmeyoungmwmkwwdw
whamsual yet invigorating fashion. It’s the only place
Q&m&ml@amhzmk(mm
* . The Swine (Pugnacity/Neutral) is an inn, which looks like
4 shanty house,and serves awful wine. Over time, it still man-
aged to become the young military school students’ den. They
_ﬂdnmkﬁ_!buafewpmnksudmmebundv\dpf

« The Mortarboard (Pugnacity/Neutral) owes its name o the
\cap worn by some students from the free university. This inn is
. the equivalent of the swine for the cavalry students. Both inns are
and administrating the guild the scribes take actually 50 close that fights often occur regularly between boh
; “'x"w the scholars from all over communities. If the students rarely win, they still manage 10 g¥¢
pe ; young students who might want to . the soldiers a right beating.
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the architecture and the url

straight legacy from the Agis. The g

ef know

ows
economicalactivity. Less educated th, AN imp,
d than the Drg Partang
akaer, | "

Jess

tale

tent and maney
al

many shop signs are used by visitors to

than the enclave, the fief supports Py
Kin,
keep track Of wher, 2

are in the fiefi Yet when night com
gh €5, Most of thy
€ inly

: 1€ they
bitantg |,

ed. The fief has then » 5
and night birds are far from welcome g

themselves up fearing to be bur

THE r\n um PISTRICT

U
B Ka-An-VOR ister feg)
B . THE SHADES

‘HE BRIDGES e S 2
EPEIHELRIES History

The Yar-Nokkt are one of the older families of 1}
founder, Raekar Nokkt, was one of Vanius' lieute ne city; jy
nants. ]h',

\ 4 ’ tory of this family is like the spring which becom
ey
- \ er, Since its foundation, the Var-nokkt family ha \\l bt
S always b
- n

prosperous, sometimes by shamelessly exploiting
ng the

refugees coming from the highlands of Tir-Na-Bor. 7 ll“m
4-Bor. The,

~Fotne mu/rr foyor, /. N g e
_,____________..__.———// atriates o

frustrated barbarians born umlu th
& e ZEgisand de
S8 stined to Jj
ive

PEER: Torguir 1V Var-Nokkt under the upper city

POPULATION:

SHIGomper The Var-INokkt family

«» Goblin: Rare
+ Human: Uncommon The Var-Nokkts have always had an exclusive passion for
- Dwarf: Gomnion wealth. For generations they have ruled the fief with love and
. Ogre: Rare greed; and the family is run like a guild
. Orc: Rare Descendant of Duke Koliandre, Torguir IV Var-Nokkt s the Peer
+ Wolfen: Rare of the fiefdlom. He manages the activities of his relatives, which

amount to around twenty dwarves, male and female. Surrounding

DOMINANT ATTITUDE: Sleight him are his wife Hildra, his son Torguir V, his daughters Lyfhaand
FAITH: @+3 @+ @+ Ryankhaand his brother Arkan who mysteriously disappeared after
ascandal linking his name to a network of corruption.

Powers
The family is run by Torguir IV. At his level, the family isntanyéi

forent from a guild; the Peer is surrounded by his closest advisersand
they constitute the Council of Fdes

manages the family’s busine

Hildra, his wife, supervises the judiciary activities of the fie
His brother is in charge of the Var-NokKts treasure: His daughter
Lyfha takes care of the relations with the embassies, while hersiste

Ryankha is the wife of the first son of the Sene (dwarf kingofthe
family with Tir" Ni-Bor

B"‘) and insures the good relations of the
ernal affairs (especily

ifally-his heir, Torguir V is in charge of int

nsthh the free duchy, the guilds and the leagues):
ticipate in the “entet®

authority
Jeads the

embers of the family par!
t".and have responsibilities, under the
\'[hus for instance, Krondnir, Arkan's soM
der the authority of Torguir V-

L
Sl tah

AN
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t cowrse I must concede the fact that

the Var-INokkes have brought prosperity

to the fief. Although I believe that they
seek furst of all their own wealth and
have woven around us a dangerously

intrusive web. How many steps can we
take without meeting one of them? How
many times have we had to pay 2 “local

a

174

to be allowed to settle a deal ora
treaty? The Var-INokktes are everywheie
now. They were able to lure us, Ustrers
and Architects, and maintain us under
their thumb. We must react and profect”
our activities. In fact I've been questioning
1 o -
myself: what-kind of secret dothe y
Uscrers protect concerning the abusive
policy of the Var-Nokkssaie

ik &
- Metor Oril Flarken, local OB ?'94" 13
| .4 " F



YRESSMAKERS DISTRIO
(HE | uGE
Domwinant Artitude

FALTH (o A

Green

e Lreen s T wWis a tlar house
nhouse. Called the Belevedere

symakers

B;-sllll.:\ from the administra splays a gat

e ‘d;‘)}}h\us-'m\: as well A
;.‘,\f‘ \z&\t\ﬂu\u‘n used f
= goiltinasters, this garden is situated under the dla
AL o pitding

fhe Glistenning (Stvle Favorites) is one ¢

clous estling

¢ the rar

s the most papu

an i

idelight houses™. Hidden in an ¢
gower diving towards the g

th
from a tegrace - 08

\ sple who come

Rious house draws the beautitul

smes And

ROBO wild, gamble and get drunk
i s et At
dayBomes, the qui aver 048

. B TheGlistenning
e | Sehetgul of Favorites

Wy if Blinging to one of the pillars of the Cynw all
Nokkt. (Discipline/ Var-Nokkt) hangs above

astel

tower, G

he voill It

 Var Nokke pasess

corated W ith the

loons a8

w The family owny three bal

grestand an airship




e Castel is a where th parties entertaining the r

tetake place. One can meet there the head of the guil

ty rare accasions, the part
Senex U1, whi flies over the lake s,
the Var-Nokkts often hire me cenaries e guild ¢
to take care of the guests' security. 488 KE-253 is ofte

the access to the Senex 111 before take off

KA-AN-VOR

to other districts, all the ather p floors s )
at night and guarded by ¢ case e bove the roof is
Not everyone gets i
one of these dead s 3
Smithy, Jewelry, Alchimy, Goldsmith, La b D he bas
+ The huge semi circular square of Rekar gate (Op gh press s gives s
Var-Nokkt) is lined with the front ¢ feel to the district

e temple of Uren (Sleight/A

and some of the most prosperous shops of tt

Peer. Three main streets leave

the fief: Forges road leads to the Shades, Elixirs road

bassy

mong the n

Opportu

stvities with the cities of the &

have numerous comunercial excl
« The Great Market (Opportunism/Var-Nokkt) is a colos

sal work of architeeture built from stone and destined to house

the fiefdom’s administration, especially the Judi

A whole level is dedicated to the great festivities of the city (no

tably the carnival). But even on ordinary occasion, the dwarves

ary branch. of Var-Nokkt

sees his autho

Thurin, the g




THE SHADES
Dominant Attitude: Sleight
FAITH 3

ander the dressmakers district to the lake

tistrict made of low houses and where the

ling. The proximity of

all cobbled to pre

jepression is

The least

{ly emptied in

tects have developed a

aps for the streets

anal which goes

easily and

dy ground ¢

rs can make

roinders
ances to-unders

jate an access o

\sthey

« Finished ten yelrsafter 1l t flood and by
0d and 1t
il
he grand cang) nf:.‘““‘l‘
e tlooding and ke o
dey the fieFsground. It constitutes the ny o

Az the gablin, master architect
(Sleight/Sewer workers) collects t!
o
ain artery of s to
running all around € adwallon " netwark

Hidden underground, from the lake to the rag
ampary g

.ndp
ass.

al is
quatters of the Sewer workers right under the G the heqg,
Great My
Marke

The members of the guild relentlessly explore ti
¢ LIS ney

ing through the Shades district, the Grand ¢
L an,

tWoot
take care of its maintenance, WOrk angd

+ Association of patrons and scholars who try to g
0 discoye
ancient secrets of the city, the Circle of Explorer. over the
% ers (Suby,
ety

Circle of Explorers) has set its headquarters in the g
e distric
t

Thus, it benefits from a privileged access to the cell
HHars to lay
nch

its expeditions.
. Light and gears (Sleight/Architects) is a workshe,

an elf from Wyde, in Lanever : Yeoneul the Heliaia ::.m by

ously keeps his secrets, he is always ready to study and L

constructs coming from Cynwill ruins. Rt
. Founded by a Usurer, the Cellar concession (Opportunis

Usurers) offers the people of the Shades to exploit their \ull:\

ainst a rental fee. Thus Master Olram quickly becamy
ame

anun.
avoidable interlocutor to who ever wants t 7

ants to explore Var-Nokkt'

ar-Nokkt's

underground, He has free leaguers among his custom
< stomers of

course, but alsa members of the Circle of Explorers.




houses for th

the large bridges running from one of the pillars u! the Cyowill
tower. The richest even had great gardens suspended above the
void. The most prosperous me mbers of the guild h

ave their houses
there, with the generous consent of the Var-Nokkt

Their man
sions host many business me: etings by day and great rec eptions at
night, but it is all skullduggery, improbable alliances and praise to
the holy ducat.

The gardens are irrigated by a network of pipes bringing wa
ter up from the lake. This complex has been designed by dw arf
engineers to irrigate the Green terrace, but the Var-Nokkts have
hastily offered its use to the people living on the Bridges

+ The old embassy long ago the great diplomatic stronghold
of Tir-Nd-Bor, (Sleight/Var-Nokkt) is only still standing thanks
to the expertise of the architects who built it. The Var-Nokkts
have thought of turning it in to a mee ting ground for Cadwé mer
chants. ‘Through emissaries, the Senex of Tir-Na- Bor has offered
to pay for the bulldlngs maitenance until a new Ambassador is
appointed. The VlnNokhs take the money but use the building
for other.

Locﬂ'ed wposile the Embassy, the temple of Caradoc

(Opportunlsml\h&ukkl) is acclaimed by the dwarf popula-

tbn of\\r-Nokkl In the fief, Caradoc is considered the pa-

tron craftsmen and merchants. The temple is lavishly

: lq'mbol of the many domuons from the dwarf

the bridges and is actunllyﬂ\e tgghest in
leaving their affairs, the Orrkrk have de-

VAR~NOI\I\T

Slang__

He touched the Anvil: To be favored by
fortune, to be lucky. .
To Glisten: To go wild, generally onthe green
terrace. Said of someone who has fallen in
love with someone of a lower social status.
To Live against fortune
the Var-Nokkt family
To weay cheny=doubler: Said about a dandy,
the latest fashion

To antagonize with

agrant death: Poisoned

As night time in Kar-An-Vor Said of a well

protected place, impregnable; by extension.
designates somecone incorruptible or who
turns down suitors

Proud as a Drak (meaning a Drakaéy):

said of someone narrow minded, who has no

flair for business, but a stern sense of honor;
designates by extension someone who'd rather
l\('\

Gentlemam a free leaguer, an obviously

his money safe than reinvest it .

ironical term; by extension, designates a
crook, a charlatan.

Skilful' tailor: a craftsman w ith out any
Creative genius; by extension, a tasteless
person, with no aesthetic sense.







. 4'-\ Cadwallon's free status is an oddity on Aarklash. The deals
‘ w between the Dogs of War (one of the first free compa
nies) and the neighboring nations have made the city a unique
cueohn autonomous society preserved from the de adly st
dlh(‘ Rag'narok. .

~

akes

day the Free City has a relative complex judicial sys-
tem, the reflection of a divided and rather incohere
framework.

nt political

“IHE DUCAL AUTHOR

BSTRY:

¥ 5’\ all Cadywés the duke is the central figure of authority, the
ho lays down laws (called decrees in the city), and the

their family members are his direct vassals

duke’s election

Lduke dies, an assembly composed of the ten peers of
llon and the 60 free representatives of the free le agues
mthe ducal palace and remains there until a new duke
'Ihe privileges of the leagues (earned 20 years ago)
indly changed the election by giving the free leagu-
mﬂbwc to "appoint” the dukes, if they manage an agree-
with each other, that is. The only condmun being that only

letmme who the new dukc will be, well
takes place Therefore for two decades

some have sought a balance between the
The best case being the actual duke,
ade his reputation as a free leagucr of the

that the peers ask for the duke’s attention on some aspect of his
policy. Peerage is more a status than a true function, a peer’s
Influence really depends on the personal relationship with the
duke.

All of the guilds’ leaders meet onee a year (or more under ex-
ceptional circumstances) ta provide the duke with a report on
the past year's financial outcome and to suggest various fiscal
reforms. Outside of these gatherings, one can often come actoss
very important guild members in the halls of the ducal palace.
They regularly seck audience to file their grievances, Sometimes
the duke summons them directly to get their precious advice.
Of course, the more often a guild master is consulted, the more
he has the right to seek the duke’s attention. Rub my back and
I'llvub yours

All of the city's free leaguers meaning between 300 and

500 people — gather twice a year ina huge assembly. The duke

himself sets the agenda and announces various decree propos-
als to the leagues. The free assembly’s powers have never been
defined, so it is up to each duke to decide on his own in which
field he wishes to get the free leaguers® approbation. A proposi-
tion that is acclaimed by the whole assembly usvally becomes a
decree respected in the whole city,

Traditionally the first free assembly is held during the carni-
val in the great hall of the leagues, which is outside of the city.
The second one is held at the duke’s choice, usually on the an-
niversary of his election, in the ducal palace. A duke can show
his discoritentment with the leagues by not sitting the second
assembly.

CADWE JUSTICE

Cadwallon is a city obsessed with its citizen's wealth (ax Iast
of the most enterprising among them) and the city’s, ste:
ity, so one should not be surprised lf the pudlcul systemis used ;
mainly to get monetary reparations |
justice is just another Actun‘{” proﬁt
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thelr family or to tratsed w\mmh The S Protection gr Foe \_’1
Aristocratic justice cannot iy peers Which does not mean ed to pconogic sctivity ¢ Vi e strockes e ‘h :
Shat they are unable fo try @ noble. fo most caiithe feuling of  Cadwalln than causing harm Lo 1he s prosperity Cumy et
froud, ol emberziemiont. of rac keteering. o exencie of 1
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than any other ¢ onsiderations.

he divide families
solidarsty

stonal actioty without a guild’s license ane severely
This is also truc for all acts that thresten the pe Y pn::r‘_
other. Legitimate defense i ically snm,:‘: “
ecting his home against an intruder of wivo fod
s lorced
w

belonging 1o s caste i st
hat sometimes 3 grodge
every @ house! ~ annibilaling this spirit of

sometimes

- prot

Iﬂagisu‘a[cs defend his belongings from an agaressor
3 Being 3 magistrutein Cadwallon means being in the serviceof

a naie, bling a member of his domestic stafl There is no guild

magistrates are formed reputed
tes lawyers

foe this “frade* Howewet most
embers of the guild of Councils, which congregs
and riotaries. For these individuals entering & peer’s service

5 the climax of thelf capect the most ambitious among them

. hoping th it n the Ducaliigh Court. Even though most mag:
e dtes Bt Hrectly deliver justice Gehich is rendeced bY the
- pecrovby 3 member of Bils Family), they qaly give their exper
S L e The magistrates are paid direct
often index their salsry to the amount ¢

1y by the aristocrats. who
o fines that were paid

during the trial

Bircaking a law

Though the decrees in Cadwallon coyer most aspects of city

ey be observed in the way offences W[EFT- /IND TFIIBIES v v

e first ope indicates a certain faxity concerning common With a Jegal system that emphasizes the M % !
violnce, The city’s origins probably have a jot to do with this.  of prosperity and property, it is hard to imagine that .
Founded b}wﬂts and stateless soldiers, having become there could be a guild that dedicates itself specifically
™) “ 3 harbor to very different peoples with a variety of customs. 10 illegal activities. Yet one really exists. The “m‘ 4
B % CGadwallos maintains a laxity appalling to the eavoys ofthe Thieves was created in order to structure these activi-
, 5,' + repressive nations. Justice on these matters deals mainly with  ties and regulate them. Prohibiting certain activities
. public disordet.caused by riots and severely punishes citizens and trying to supervise them is a concept that neves
caught committing vandalism. Save Sor racint aoideable g, STOPS taking newcomers aback. Yet let’s not be &
) by ) theguild of Thieves is primarilyafu
991, protesting against the guild of Goldsmiths” pricing mthf)rium and the f h,
guild of Ferrymen organized a general paralysis Taxisa per fect example.
me-mglcommg’ulnn.smpodsmuldn‘o "‘.".l, 3 or a cutthroat is caught
the militia otbyafmektguer).ﬂanhishn

Jife, two major tendencies can

ivered, the city k ¢ y
o p3 T,,(r ’ -;-t:;?;::mhhgsbc- sealed by the law! He won't be shown any mercy atall
3 o3 g, whichwas  (Op the other hand, when the duke's w‘%

“""‘-““""? com: tigate a robbery, smuggling activities or any otherit
Jegal activity, then the militia and the guild of Thieves
quickly get in touch with each other. If the abject :
the investigation has something to do with the gt :
then an arrangement is found: either the militia fos
the guild to stop the activity if seen astoo sensitive,
the guild pays a compensatory tax on the .
profits.




THE FLARL FQuin

The name of the Harlequin has be.
the shadows of Cadwallon for gene
this masked character is just a daring, dauntless and
ruthless thief. For others he is the avenging arm, able
to strike anywhere in the free city when night comes,

The maddest rumors circulate about him The
Harlequin is said to have magical powers, He would be
immortal! Yet one claim is common to all these rumors:
the Harlequin would possess the card of Justice,
the legendary arcanas from Vanius’ tarot.

For decades, many dignitaries have requested the
Duke to put an end to the Harlequin's activities. Until

- now the mysterious avenger has managed to evade
~free leaguers as well as the militia.

~ The guild of Blades is supposedly tracking him too.
W asked about it the mercenaries simply answer
that “even if it’s true we are not allowed tell who is

sl

en whispered in
rations. F()I" some

one of

the

~ The sinews of the faw

In Cadwall

. goestothe peer of the fiefdom concerned by the offense in order

2 xoco\-r&the'légal fees. Even detention in barracks (guilty or not)
;nvulvesa :aisiting tax paid to the fiefdom.

For more serious cases (crimes) a Cadwé can demand to be
tried before the Ducal High Court. This obviously is not free of
charge: the acc nust pay an appeal fee and pay for their stay
in the 10,000 Pﬁfg 1 ison until their cause is heard by the ducal
Ww can last a very long time.

2

every trial ically includes a fine that

: [&’g}g Ducal High Court

o the leagues. When the

nsfer him to the 10,000 Paces pr.isori.

Ducal

A3
pre-

d from the visitor tax and he addgmn— :

ishment in this situation. The leagues are therefore condemned

to pay compensation to the victim or to his family (or both),
as well as fines to the Cadwa Treasury. This practice is called
retribution

However. the murder of a direct v

assal of the duke being con-
sidered high

treason, if any free leaguer has the ill-advised idea

of killing a peer of the duchy or another free leaguer, he is im-

mediately stripped of his status and is sentenced to death,
Killing a Cadwt therefore

only leads the league to pay merely
a fine

and compensation. However, the sums to be paid can
ague to bankruptcy. The risk for the frée leaguers

is then to lose their status and to be personally accountable for
the compensation.

bring the le




R L RS e —
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7 e,
allon are much lesg vigilant on financial "arran £
3 gements®

than those ofghe nearby nations; this sgood
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There are 12 militia garrisons in Cadwallon (one per fiefdom), sure members of their organizations. -
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asern and to ensure duty of good practice, 18 to collect part of the incomes U(lh:,

gxpected to proy ide the militiamen W jthac
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nominated by the \ble’s advice, administers
the gagrison. This sit 0 gu arantee the

itia's ihdependencey does not: make between the
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judiciary powe

rs and those charged with carrying out the law
any easier. [n fact the lieutenant general's deputies are very of-
officers refated to the peer there!
spitheir family’s interests ar¢

ed to compromise:

fore they are always

ten noble
ready to'iptervene whe at stake
The lieutenant general himself fs often forc
fndeed, Most of the funds granted to his gar

mithe fiefdom, not from the duke.

rison come directly
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THE GUILDS

Oné can'tmention Cadwallon without mentioning the guilds;
the city’s prosperity and have
in the life of the Cadwés that

parable to the duke and the

the institutions that guarantee
taken such an important place
they have become a true power con|

nobility.

ROLES AND ORGANIZATION

All the guilds have the same objective: organize and control
the acfivity of the various trades practiced in Cadwallon. Itis
indeed the only common criterion shared by these organiza-
tions, whose diverse evolution has contributed to forge the city’s

cosmopolitan identity.

Guilds are not in;ended to produce themselves, but rather

to rationalize production and business in
e L R :

Cadwallon. Trying

o th =

Valuables

members, 1f some of it is used for running costs, the ny;
. > ain part
is directly poured into the Duke's safes. Every
4 3 -very guild has 3 ¢;
= if-

ferent name for this tax, but the most famous.
2 is certainly
y the

Appropriation Tax that the guild of Thieves coll
lects

from its members.

POLITICAL INFLUENCE

Considering the guilds to be simple tax inspectors would be
a great mistake. Associated for a long time with the prosperity
of Cadwallon, the leaders of these organizations form, by means

a collective structure which advises the

of the council of guilds,
Duke on all financial subjects. Obviously, such privileges are
quite broad and concern the city’s taxes and duties as well as
trade and diplomatic agreements made with the other nations.

Concerning these agreements, the games played by the guilds
are very shady. The most powerful among guilds - those called
«the higher ones» - got used to tying direct contacts with cer-
tain nations. Nowadays, the meshing of their official or secret
agreements. is such thatit totally paralyzes the council of guikds ;
on all diplomatic issues.

Besides, the seven higher guilds have been
tional privilege of having their own troops.
forces - the militia and the free leaguers - being controlled b¥

the Duke, this privilege perfectly illustrates the power these

guilds enjoy. Moreover, this is not without consequences
the rel betieen the city’s various factions: The Duke e

ercises (in theory) a quite powerful authority on the -
impossible A

reality, the latter are so powerful that it is

ducal administration to control these financial ¢ i i
On the contrary, for decades, the successive dukes CW"W
sez-faire policy». Guilds thus settle their businessamo8 =
selves, hidden from outside attention. d



There are exceptions, however. Thus the previous duke

,( ¢ erusted. by decree, the privilege of currency exchange to the
. iid of Usurers, taking it away from the g f Jewelers.
2 f:m total submission to the Goldsmiths is well known

Behind this intervention of the Duke, it is however necessary to
see the schemes and growing influence of the Usurers. Cadwés

ETK | arent fooled and know very well that when it comes to money
: the guilds fear nothing but each other.

The power game between guilds and peers is particularly
tricky. Made of alliances and treasons, it keeps fe o
mor mill and the fertile imagination of the Cadwés. Some fami-
Jies have long embraced the cause of the guilds, ei driven
M“Mo{pmspeﬁ(y for the city, or drawn by the
The nobles thus weave networks of influence within the g
mumucomml levers or income sources. Such ne
* . are however, particularly fragile and depend more o
._"’ .kdmoommutms..kpcerora:uxld master ¢
= ,msmbebmkagam from scrat
«©
.

ave been pretty tense be(\\een the au)ld<
Nowadays, the latter no longer content
the ancient sites of Cadwallon and

able way for guilds to ensure their longevity. So all the ap-

ssions follow very strict criteria of social advance-
rofessional life, from his apprenticeship
establishment as workshop owner;

is calibrated and controlled followin

3g the codex of the guilds.
Advancement is essentially ba on merit (sprinkled with

some good connecti

ith a dose of political common

fot. To open your own busi-

the ma: elect

the guild. Again, the vote is based‘on m

of

members are usually the richest and the most Prosperous mas-
ters (the jury masters).

"The number of guild masters varies largely from one guild to
another, as well as their attributions. Thus, many guilds appoint
a «grand master» among the jury masters. This individual has
to embody the fundamental values of the guild and represent
the organization. Depending on the guild, the grand masteris -
sometimes the sole leader, the jury masters only being advisers:
(as it is the case among the Usurers and the Thieves). J'le can.
alsobemdyzpoutrlesleyevd\onsblwglum
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sGathered today among our peers, w
] + We profess
S oyp.

selves to be free leaguers and swear to by
- P e loyal
0 the

Duke.
We renounce any submission, thus reg.
tus of free men, and challenge un\.uwl:ﬁ‘:‘?""“:‘linr st
Loval to the tradition of the leagues, we dh(‘l; :“
up oug rights and are aware of our duties king
Refore the Duke, we claim the privilege of
liege duty.
Before Cadwallon, we claim the privilege of e
and prosperous duty. ASure
Before the Cadwé citizens, we claim the priv
precedency and free duty.

No longer as men, but as a league:

We bow before the one and only ducal author iy, Thes
weapons confer us united and everlasting Ciill(‘ﬂihl‘ ;

We contribute to the prosperity of our city, the ]::M
of Lanever. These ducats consecrate the indivisibiljry of {
our possessions and our rights, 1

We assert safekeeping our independence. This blood
celebrates the leagues, the city's founding mothers,

A brotherhood of arms, interests and spirit, we pro.
claim loud and clear the revival of the league of the sey.
en of diamonds,

Now and up to our death, we are the Cry of Alyon

asylum ang

Hlege of

Profession of faith of the league of the Cry of Alyon

e
In Cadwallon, when individuals choose to join o form &

: AIW TI-IE LEAGUES league, it is usually said that they «do their professions Suchs

choice is all but naive and free of consequences..

g “Auticle 1

. The league is the oath by which several indivicuals :

gather to share their alents and their activities in What is a free lcagucr‘!

;Y of".u‘ k) contribute to [hc,dis“wcw of !hc_ treasiues Free leaguers are the members of a small association governed
h‘:’fkg inad undu the ity of Cadwallon by a very old decree of Vanius, the first duke of Cadwallon, A

: league generally includes less than a dozen people. ﬂwlmw‘

the eight of opal (called «the Mother-of-peatls by the profession)

is constituted of 17 free leaguers.

agues has two objectivest

ething to say about the free leaguers, In any other The creation and the revival of the le;
allon by carrying o

q'lvp.Cadw.ll'{ these characters would be treated like  to exploit the wealth buried beneath Cadw
»"m“_ vbr W]{Q})‘ o l!"m“dm y the task of the Dogs of War and to endow the city withana
. A force that takes full advantage of the ethnicand cultural varie
found in its walls, The Duke thus has a troop which i ce
colorful, but which is especially optimized to defend the 5




g~
mof(‘ld“allon through original methods, me thods that are

tive and often more discreet than those of a squad of
more effect

soldiers.

The principle of leagues

There are about sixty leagues in Cadwallon today,

active or in-
ive. Indeed, a league is never created directly by its free leagu-
ers: itis rather «reactivated» or “re-decked”. 1

Thus, from one gen-
eration to the next, the members change, but the leagues remain,
~just like old Cadwé traditions.
= Mkague has three attributes: heraldic, a nom de guerre and
'o.'m card taken from the tarot.

Alleague can be “discarded” in two ways: either when all its mem-
bers have died or when the Ducal High Court decides that it has
failed at one of its duties. In both cases, the league’s herald is taken
down ﬁg@ﬂ\e inside of the Great Hall of Leagues to be exposed to
all on the outside walls. Traditionally, the guild of Cartomancer is
in charge of g the news throughout the city by nailing
MW?agues reference card in public places.

knowledged by authority of the
fon and can enjoy their privileges
eclaration of their profession of faith
Duke or one of his representafives
of at feast ten Cadwe ::ltr’cns

ia

annolmﬁl-‘lffdlsa}"
. anngghls time

This statement has to be made in the presel

nce of at least ten
Cadwé witnesses, Also, only the Duke

and his representatives
can validate the oath. Meaning any member of the ducal

administration: a militiaman, a free le

'S no criterion about the
be declared, By de

aguer or a peer. There
location where the profession must
fault, it is formulated in the Great Hall
of Leagues, but the aspir.

ants can pronounce it in another
location

Finally, according to tradition, the profession follows a

certain formalism; every applicant has to have a ducat and

a sharp blade (generally a dagger). While pronouncing the

words of the profession, the applicants have to cut their own

hand and poura few drops ofblood on the ducat. At least one
tarot card presenting the league’s reference arcanum must
be present.

Once the oath is sworn, the coat

returned to the Great Hall

of arms of the league.is
The possessions of the new free
leaguers are listed with their estimated value and then all
their belongings are transferred to the league. Some of it is
nevertheless

“Re-decking”

kept by the ducal administration to collect the
tax

As for the bloodstained ducat that every free leaguer has, it
must be carefully kept. It will identify them as free leaguers to
Cadwés or the city’s authorities.

The applicants then join a ¢ aste and are given an exceptional

status that includes particular rights and binding duties.

THE PROBATION

The period granted to the ducal administration is
wisely used, without the applicants necessarily know=
ing it. The militia’s detectives investigate the future

es: to find out the persqnahtyind ;
candidates, their commitment eir loyalty.to the

city and estimate their talentsi(thus their utlhtyi The..
solvency of the appli

free leaguers’ past. This operation has severall‘%urpo& %
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THE PRIVILEGES

Che privilege of asylum

£ his origins.

liged
way for a frec lose his citizenship and be
s nt to his status. In

th the same

wealth, the

of your b

ints as a

The privilege of

1all their

ir profession

thev thetefore no longer ow sersonal belongings and they

colledtively share the league s wed

|

The privilege of precedency

“Avticle 3
Lcagues have a vight on treasure discovered
discovered
within the sty walls. Nobody has the u,‘h(t\c!
0 dispu
the Tegitimacy of their acquisitions le Spute
y i 1 madie outside of
v a

citizens houses

- Foundis

1t renders the essence of the leagues: tt
gues: the e
Xploitaty

This righ

Ith of Cadwallon’s underground. The §
ground: The free leg

of the wea

are in fact given unchallengeable ownership over anything y
they find on the territory of Cadwallon. As long as it kel
carvied by a Cadwe (oron private property), it can be l;“‘ neing
the first league which finds it ¢ caimed by

This right. added to the privilege of asylum, allows freel|
Sireeleagues

to exercise economic activities that are
that are normally on
ally only allowed

to the guilds, without having to pay th
g 3 2 o pay the business t
s taxes reckoned

in the codex, or even owning a valid license. This ext
s extension of

privileges was created following a ruling by the Ducal }
> & cal High

Court which refused the guild of Thieves the right to col 5
e right to collect

the Valuables Appropriation Tax from the league of the th
S he three of

sapphires, the Edge of the Blade.

T




“Since the free leaguers come under the unique
exclusive authority of the Duke; since the Du
never exercised coatrol over the nat
commercial activities. Since the priv
emanate from the authority of the Dt
be considered immanent; since the collection o
ness taxes comes under the guilds’
members, and not under the prin
bound to their activity itself: since th
nopoly that the guilds enjoy is the basis ol
to demand compensation from all who practice b
ness unlicensed, but not to impose their will on wh:
by nature; is not under their authority.

For these reasons:

The guild of Thieves does not have the right to de-
mand from free leaguers the payment of the Val
Appropriation Tax on an illicit activity, even if
tivity may be of the same nature as those practiced by
the guild of Thieves.

The right to legal action due to unlicensed activity
cannot apply to free leaguers, since they only answer
to the Duke’s authority.”

e and

- Statement made by the Ducal High Court

~  THE DUTIES

The licg:%l’ty

Eelxelapusmcmsdzmd to be direct vassals of the
ﬂaepezrsaf Cadwallon. As such, they must

mﬁﬁ-ht&*uatnﬁd_mdnmmabmof
iﬁmmzmwmkwmm




o make it grow

The prosperous duty

e fmplics 1o know

To possess a t i
st the nancial re

NoEV vear, t 1< have 18 present their find
prove that theit

bt elicat ccive, for the free
whalo It s a delicate ¢ rase

manage

abticties of prog

pectors ofthe Duke:

g - O
The free duby

¢ reflect-the patt

s’ RCOROMIC SCTVRY
0

abers of the Sawme &
1 with one

services for along

of guilds solemnly requests the Duke to

“The coun
* economic activi-

enforce the free duty of the leagnes
ties. By doing so, the Council reminds that the guilds’

right to monopoly was established to guarantee the

prosperity of the city of Gadwallon and thatguilds wish

to contribute to the development of their city through

their activities. In this respect, the Council regrets that

this effort is pemalized by an indirect privilege given

to the leagues, which can perform utterly and unduly
any economic activity covered by the privileges of the
guilds.

The Council underlines that the guilds’ privileges do
not go without obligations, among which the duty of
quality and fair pricing. Since the leagues are not sub-
idg_edto these principles, they shouldn’t be allowed to
contend with authorized professionals. :
| Aware, nevertheless, that the free leaguers contribute
just as much to the reputation of the city-and are the
heirsof the founding fathers of_Cadwallon, the Council
suggests, with equity and civil peace in mind, that the
leagues should wisely use their freedom by diversify-

- ing their activities, without concentrating on a single

e nm s S —= 1
N REA " T o

Leagues ate character ired by their wide variety of ey
ivitiey

and composition, so itis impossible to describe them i N

\nd the description of the general principles they are B

. sed on

are not enough

Organization

The free leaguers are free to administer their league as they
wish. They benefit from a considerable freedom in order to d;‘,
so. The guilds, on the on the other hand, have an organized
structure which allows the organization of the activity of sey-
eral thousand people. Such is not the concern of a league, based
on the free association of several individuals trying aboveall &
to stress their independence of mind and their freedom of eco-
nomic activity. The duties (prosperous and free) are the only
organizational restrictions to which the free leaguers have to

comply.

The arcana: The Cadwé administration uses an original »';
menclature to designate, list and watch the leagues. Thus; the
60 leagues of Cadwallon are each referenced with an arcanunt
of the tarot of Vanius which identifies them. E

As everyone knows, there are six families of arcama (¢
I ion)s with cards numbered from one to ten: amethysts.
diamonds, emeralds, opals, rubies, and sapphires. ‘This practice
really has no incidence on the internal organization of leagues
their activities or even the relations linking them with eack

other. It is simply filing procedure, which, customarily,

the ways and the popular imagery. So, the reference of a leage®
is used combined to its historic name. In everyday life, the free
rent from mercenaties: often @am-
bear their refee :

n

leaguers are not that diffe
blers, and often even more superstitious, they

ence arcanum as a lucky charm.



The triumphs: the tradition of cards thus became lastingly
bound to the free leaguers that the use of the color of the tri

ds to symbolize the leagues

umph ¢
The stewards belong to the ducal administration. There are
six (one by family of arcana) of them, each one exclusively in
charge of the leagues of a color. This distribution aims at con
tributing to establish personal connections between the man
agers and their free leaguers. The work of these intendants is
to organize the free assemblies and to act as councillors for the

ducal high court. They express themselves generally after the

» to remind the major traditional principles

concerned parties

of the leagues.
At the same time, stewards hold the Duke informed about the

opinion of the free leaguers, about their activities and the pos-
sible conflicts with guilds or nobility. Finally, when the militia
arrests a free leaguer the concerned steward goes to the gar-
rison, to identify the offender and authorize his transfer to the
10000 paces.

The six stewards are directly appointed by the Duke. No edict
governs their status, but since the beginning, only free leaguers
“retired from the business “were chosen for this office.

The instigators’ role is much less official, yet more symbol-
ic. They guarantee the respect for the traditions of the Dogs of
War and take care to reconcile antagonizing leagues. Generally,
when a dispute irrupts, the members true to the leagues (acting
as good Cadwes) prefer to solve the problem among themselves.
If it is not enough, they appeal to an instigator who can play an
arbitrator’s role or appoint a third party league for this role.

As for the stewards, there are six instigators (one pet family).
They are elected by the leagues of a same color during the free
assembly ofth(&bival This responsibility is entrusted gener-
ally to veteran fr&!zﬂguers.

‘The instigators have no official status in the ducale adminis-
tration. Nevertheless, they often work in cooperation with the
s:ewards.'%_iia‘s(e_ward's position is open, the Duke chooses
most of the ume& pl. among the ‘instig; who
wish to withdraw from «active duty « and take'advantage of a

the wealth: The leagues were revivedfﬁ; extract
of the past from the ground of Cadwallon. The

X fwe'hp!md\us spendq lot of time unveiling new entrances,
and xmﬂgphng the ﬁldergrouud of the

give it a try or some other more worrying individuals who hide
their shady activities in the entrails of Cadwallon. Those who
are interested in the underground sometimes hire free leaguers

to find discreet hiding places or quiet routes

Serve the Duke: as good vassals, the free leaguers work for
Cadwallon in many different ways. Thus, leagues manage to get

hold of a secret or even compromising information, which they

can then use in the power game against the nobility and the
guilds,
Prosper: to exercise a profitable activity is a duty for a

league. The free leaguers must know how to put their talents
in common, in order for their varied activities to be lucrative

The Guilds (and sometimes the nobility) do what

they can' to
hamper the leagues’ activities. And in secret, forces which try
ta strengthen their influence on the city work to destroy the

remainders of the Dogs of War
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s of Cadwallon define
what the s 4 wy
allow o 1he fa
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}‘ The militis wss patrolling the distries of the

()b'n‘r.lfm‘y e serocant Iod
M toxwands the Joan stally of the Unerers,
onders,

roariny b rm,'j'

7t led i

- Within 1 few mietes the lenders were arrested and thesy :
*wz of the sguare. They awere 4f/ ranting and raving,
2 - men i Armor. (‘ﬂrﬁlﬂlﬂl the e A ast ﬁl/://y had his reven e d
L Tl savorigg the ruckys from the berrace overlooking the sguare, Ffi + 5
"mu'ﬁ’q&ﬁw” to fielly enjoy his triemph, for bis men wwho had mixced inwwith the
 militiames, to Lay their hands o the necromantic drigg they wire supposed to find
among the it on display, It ad only required  few bribes, the proper ally among
the providers and feve doses of bad | trzol to gt to this resulr, T3
quite 1 cost, but Bt s Zoing to get the district rid of the awfid
Ulerers... at e & for some time, The Captain of the militis was
&M Dottle; be avoidd act bis pare right. : :
=¥ e v are taken into adgoint in the rulis (modi-
"o
<

’ . fiers, GM deeifions_about pefeer tion, >
e 1;5{ sound of lights steps on the paved terrace ben meters or 59 P G ot Pl PER

2004

miniature

miniaty
o operation had range in order to )

mﬂllm(v( ,,;’g,l)( they shate a common ¢
£oing to brandish For conveniences

simulated with mihjatures

7, Since

arklash

sike, crowds are not

though they

¢ etc.). If an individual within & crowd may.
b Who gas it? X g one Foews e was there, have s distinct it o he i tion, g
3 t bave b0, wait to gt an answer, @ minature to reppesent bitn o her; siich’

16, Cartomancer, It never wwas there,
wnderstood. This voict... deey and whiny at the sam time. Liangareth.
cad. Fe remembered the chain of events which brought bim there,
without any gieards, at the mercy of this torturer of the Shadows. The
0 casily obtained, the corrvpt providers, the surprisige belp of the ‘
Zlided slorwly torwsards bim, 4 Ma{r Lloved End,mdaaﬂ
L e Miunsen the ¢V st wept sdowly. Fle thought of s
attempt; and let go of the ides with 4 shake of the
od gasgd at the smoke of the city for the Lt time.
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Example: Force allows @ character 10 per- g ~ ONEW
f\ WAL h\u‘rlu_; orm a test of strength: liftngaheavy we SEWR ORLD,
Ft h IR olit, breaking down a door; ol AL GAMES

MANY CHARACTERg
. Knowledge evaluates ,
TN  Aarklashis the scenc of map,
adventures: Stage them al| “)I”
RACKHAM miniatures and 1l;
E*““eklharing\hiscnmmun‘ Nt
verse. Confrontation, Rag’
Hybrid for example, are

(ix attitudes are linked to the olarac
wers' abilities. They ate ranked from y character’s un
& Flowever some.excéptional = derst anding over
belhgs (Immortals, creaturds, etc.) have Knowledge” s assoclated to a gr aduated
values. Other secondary abilitie value that gives a measure of how well

rsedd the character IS 1n that field i

below) complete these attitudes Ve
(arok ang
based on 1

ash rests

Ferent attitudes are Pugnacity

. Abilities and studies are listed in the

idea that the fate of Aark

Style, Opportunism, Subtlety

chavacters’ reference profiles: the tra

ind Discipline sA ¢haracter is always TR ChaWRiide of exception |
the influence of one of these atth des. H“--,.-U.uhwl.mkm! (from 1 to 6) to duals c"‘""‘“‘"'hu‘.u'n.m.\ “(‘\v\;.
A player may change this param araduate the different levels of expertise are eternal beings who "ml\r
dufing the ganig in between turns It are distributed among six cate back after they die, with or ““Rnn
hetefore \ttitudes may illustrate tes that organize the abilities thema memory of their past, to take p.x‘r):‘:n

[he categories are exploration the Rag'narok,

wior in a given situa tically
frontation, interaction, divination,

tion, his relation torothers or hisaction con

We use the first theeedgtiers of the at incantation, and revolution. Thus cha Note for (.'oufrunuuiun,R,,qv‘\rmuk
¢4 when referring to their values racters can choose to develop the abili af\d Hybrid player -
wity/PUG, * Sleight/SLE; Sty ties of their trade(s). Besides, the higher Cadwallon characters are not

STY /PP Subtlety/SUB, | the ranks. the more abilities they [y | [ncarnate

and Discipline/DIS. 1t their disposal and higher the levels of :

By default, a character is under the the core trade abilities are Several tra

influence of an attitude chosen at the des may give access to the same ability, “"Alg‘l’jrrfo\\—l: ,,Ly_

beginning of the game session This though not necessarily at the same rank,

veals character’s  thusthe career choice really matters N 5
P nood at v: time llylu (‘.\! There are also trade secrets (special - 71NFO[EI\X,[\T1(_)N‘\; 4
should take a mi wit \bilities, confidential techniques, secret e Difficulty Levels are referred to lmTp. 3
and have them explair moves, ete.) taught to the most worthy posed actions. They have a value from |
\ttitude, in order to have a better grasp representatives of a trade. As long as to 6. They depend on the race, culture,
of the way they view their characters., these are not specifically learned and and career of the characters, For exame
recorded on the character sheet, they ple, every character has a Defense leyel
+ Abilities are an evaluation of the cha cannot be used equal to OPP + 1, used to resist aggres-
racters’ skills. ‘They are expressed as sive actions. They also have a Masteey
verbs (sometimes in slang). Everyaction  + The Potential (POT for short) isa num level equal to DIS + 1 to resist attempts
or reaction undertaken by the charac ber between 1 and 12 that estimates a at manipulation. Some races, such a5 88
ters depends on an ability, and the atti character's experience and condition. It the Wolfen, are very scary. They have s S
tudes are used to sort out the abilities. is equivalent to the sum of the charac FEAR level equal to PUG + 1.
‘The attitude linked to a given ability ter’s two highest trade ranks. Creatures,
is called “favorable”, A character who animals, and monsters have a set value  « Distinctive features are pais made
has chosen the favorable attitude when for POT. Most of Cadwallon’s citizens, up of an advantage assoc jated to a flaw. 3
using an ability, gets an additional 1d6 the Cadwés, have a POT of 1. Their purpose is to add depth to the
for an opposed action (see below), and character, When benefiting twice from
may re-roll i1 for “non opposed ac- « The acquaintances show the connec the same Almmui\'rI.-alurr!mmnfial
tions" tion between Cadwallon characters. AND cultural heritage, theig restricting
Abilities evaluate a character’s mas- They are evaluated throughan Intimacy aspects are ignored. Theyare referred ©
tery of an ability when accomplishingan  level (from 1 to 6), fields of knowledge, as Feats. A Feat is a Distinetive featwe
action. They are graded in levels (from  and an attitude that establishes the na without the weakness
0 h"r 5), and sy_mbuliwd on the charac- ture of the relationship. The characters
ter's sheet as [ If no level is given to use their relationships to call on third « A character’s motive s the reason Wby
an ability, that ability is considered to parties for help or information, that character became a free leaguet:
have a value of 0d6. This information is not associated 103
numbered value; it is partof the chard¢®
ter's personal bac kground and the |
the player chose to play 5
0




THE BOARD

Contrarily 1o
258, £y where
1

are

the
other role-playing
miniatures and a square gric
N under used option and

fledged compon,

of the gaming

these acec

Cadwallon yses

greatly improve the tactical asp

confrontations

and exploratior

Note: Character
all the space

do not actually

in.a five-foot-sided
they do ot reall,

+ Creaturebases (1.5 1.5 squares)
progress diagon,

are only approxi

o e
LHE MINIATURES

Miniatures represent

acters from a tactical
pPoint of view. Thot

€ssary to paint them, it

r from a

itis not strict]

enhances the ga
ing pleasure.

Position

The miniatures must be glu

base provided, because these

consistent with the game rules

« Infantry bases or standard bases: I

he

bases for Short Size and Medium Size

miniatures fit precisely inside

cornets of
board square. Unsurprisingly, they will

be positioned on the board to oce upy
only one square.

bé placed so that the creatu

re lits in exactly four squares of the board

Large
Creature

Creature
and occupied
squares




Orientation
Every minfature is orientated: this is the
direction faced by the characters repre
sented by the miniatures. This orientation
defines many parameters. A character is

always facing one of the sides of the square

he's becupying (it might be useful to put
a mark on some minjatures” bases when

theif postures are ambiguous regarding

swhich side they ate facing) and is ab

See everything in frontof him inside a 180

This is referzed to as the ch wracter’s
sight angle or field of vision

The frant of a rectangular baselis onc
of its narfower sides. \When a miniatures

base is in someone else’s sight angle, the

Jattér sees the former. The rever

is not
necessarily true. i

1f a character sees someone and ifa line
imay be drawn joining the centers of b¢ sth
Bases without passing gyer.an obstacle
talléx than either character, then thereisa

direct line of sight (see Exam

.2 $ .
A VIEW
FROM ABOVE

board combines printed

The center of bath kinds of large

Note:
four board

¢ intersection of the

occupy, contrarily to the
[he game
tiles whose sides show a setting seen from

an outdoor set-

whose center. is in the

standard bases

center of the board square and the rec-
For tiles showing

mid-  above

tangular bases (whose center is

ting, both sides show the same setting but

dle of the side of both occupied squares)

under different circumstances: night time
Therefore, you only need to

and daytime.
turn a tile over in order to change a scene’s
lighting. The drawing on @ tile is divided
into squares (25x25 mm) that represent a
1.5 m* area. Furthermore, every element of
the drawn setting may have an impact on
the game. They can be hiding places, ob-
stacles, items that can be handled by the

characters, etc.

Cardboard tokens or miniatures may
be used to represent additional elements
of the setting: furniture, barrels, piles of
rubbish, or various obstacles.

Cadwallon does not only take into ac-
count the elements of seeting, represented
by a token. Everything drawn on the back-
ground or on the tiles is justas “real” from
the characters’ perspective. There are el-
ements of the setting that can be substi-
tuted for tokens: doors, barrels, etc.

Shootingline |
(8 cases)

S(lllal'CS and meastnements

When you need to figure out the distance

between two locations, count the number

of squares that separate both points, Take

into account the square of arrival but not
the starting one. Whether an individual or
a projectile moves straightly or diagonally
across the board, the squares are added up
in the same way
When measuring a distance that in-
volves a miniature whose base coversmore
than one square, any of those squaresare
eligible to be an “arrival” square. A Wolfen
with a“1.5” base, for instance, is within fi=
ing range if any one of the four squareshe
completely or partially covers is in range!

(see Example 3)

Around a given square on the board,the
four squares directly alongside are aid
be the adjacent squares, and the four con-
tiguous squares sharing only a comer 3¢
called the diagonal squares: Taken 383
adjacent and diagonal squas

whole, the
e are known 3

surrounding your squac
the squares in contact- Squares that 3
not in contact are distant squar&} ‘hﬂ
th the field of visiont

principle, players o HE0
clearly the adjacent squares (lronll. i
left and right of theif characters
tures) (see Example 4).

notions, combined wi
allow the



. e PC

When a game board is in use

have @ clear view of what happ

that view is often much clearer tha

view afforded by their char

there are times when simulatin, the
certainty of the characters can add d,
matic effect to the game (in a the atrical

sense).

If & character cannot perceive an
other, the player controlling that charac
ter must make a decisions while hone stly
disregarding anything he knows about the
other character’s position and actions

However, if a character can be heard (e

while unseen), he can inform his ¢ ompan
ions about what happens to him and what
he intends to do, if the player decides to
act it out. Whenever a character can he
seen or heard by another, he is said to be
perceptible. As a referee, the GM tells the
players what their characters can or can
not perceive.

Ifthe players want their characters to
orient themselves with a map in board

less situations, they must draw the map

themselves. They cannot pass this task on
ta the GM by having a NPC responsible
for drawing the map.

ADVANCED OPTION: A /
PRESENTATIONAL CTING? ‘

4
A Though a rol Playing game is only a me, some players enjoy
| rules to make theiy sessions more :«nl‘:rhblc. e

* Iftwo charactery are unable to communicate the players,
controlling them must
ot exchange information either, | v however, nguage
characters are able to do so, e : w‘? e g

* Whenever u player l@muir‘hi'i-wmw on
g out loud, w ? something his
character says o 1o forhimsdlmmlwﬂamwwlhnm ‘!"aﬂ’:“‘

for the cookiest), 15 supposed to make the same sort of
pl wwnnuhlu%ummmhm speak in a low
when calling out bis dice result for being stealthy! : -

* 11 the characters lack the light necessary ! switch
© off a few lights himself, ‘m Y S e Mg

+ You may eyen play by light of a candle M';'- Cb mosphere: " under-
s xploraion o ight i g

' I)CI‘L.U‘;’.\IF.\"I'

When a situatic

sitior

to ma

compulsory

relevant
tion of every n

negotiatir

price

g on ap adve

nture. On the
getting a gamg
need to simulate
(sée below) n he has
Using a game board is essential fo man

tsethisdemonstrates

of the

age the characters’ positions and move pace at thi

ments in their surroundings. If any player game is fundamental

« The players may also ask the GM o
set up 3 ganieboard when (iley esti-
mate: that this Kipd of management
has become an issue. The GM might
ghen have o dmprovise 3 game set
tng " g .

+ A gome board pest be set up when the
dmf;ctrn_bcdmue involyed e fight.

up for anrexploration as soon as a ph
wants 1o dse precise movement
chzncc& 5 :

« A published Seegario.
setting uj

Accordingly, 4 game board must beses 4 &
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ACTING

§

-;‘ﬁgd chosen PUG as an at

Bvety action with a possible impact inthe
game is resolved with a dice roll of: (abil
ity) d6 + attitude. As the attitude associated
witha given Ability is always the same, it is
sometimes omitted to simplify the reading
The Botation for this Kind of roll is Ability
ATT (ditficulty) or Ability (difficulty).

Example: The “Slash* Ablity allows a cha
micter to use an edged weapon agiinst an
oppoment, It is associated with Pugnacity
PUG. So &n attackils simulated by rolling
as many d6 as the Slash level. The result is
then ingreased by the PUG bonus. The out

At extragdd6 for the test.

"TESTING AN ABLLITY

As soon asa player announces an action
that may fail, the GM indicates the ability
(and the associated attitude) used to find

out the result, according to the story he

wishes to stage.

In most _cases, this procedure is very
straightforward: the pl
character does using a verb that is in itself
an Ability. When this is not the cas
Ability whose meaning is close is used

er says what his

Example: A player who had previously
announced I draw my mace” now says °1
attack that orc!” He uses his level in Bash

PUG to resolve the action; because this
Ability is the one that allows a character
tawield a mace.

__________—__————-—"_‘——_———_—— \
ADVANCED OPTION: IT'S ALLABOUT ATTITUDE!

When a player uses oneof his ch:

should make his ability

may decide he
ated with theab!

usual attitude assoct
are lost (notably the free d6)
A character comes to rescue

Example:
ides to

e GM d
tead of Slash/PUG) to reflect the

sivene

The action always succeeds if the result
of the roll is higher than the difficulty (the
difficulty is either a value set by the rules
or the final result of an opponents roll if
the character is reacting to another ac

tion). When the rolls are tied, the action
roll ALWAYS beats the reaction roll
made in response to another charac

ter's action.

Examples:
o A ch,
4 SLE +'§

Climb/SLE

wail. The player cc

$d6 and gets

and the bo
nusof S (SLE) i With a final

scefiil
cessful

result of 11,

oA player says his ¢

enemy facing him. T { replies that

blaw, He

the apponent tries (¢

immediately makes the Dod,

nal result to

he player.

n determines W

The player

bash is successful or not by comparing

to the orc's dox

his bash result

When a character does not have the
appropriate ability
tion, a roll may still be made with 0d6.

to attempt an ac

There are no rolls for nowledge. A pre
cise and invariable amount of information

is attributed to each level of nowles

either the character knows something, or

oss in order to efficiently integrate

aracter’s abilities in an unusual way, the GM

roll with a different attitude than the
v. In that case, the attitude advantages

his friends who have previously engaged
ask the players for rolls of Slash/DIS (inst "

fact that they need restraint more than aggres

a new fighter in their midst.

dé6 for an

is allowed to re-rc

rolls. In thi

s case

dice is

Whenever a character is

and not an

circumstances

the GM

the att

en as a referen v t
value. The default difficulty of an action

very likely to succeed without be!

g au

tomatic is Easy.

If the circumstances are the conse

nces of another action, then the

often considered to be a reaction

poisoned

Example: A

unched by a
considered a Dodge GM then
simulates the action by making @ Shoot

)

roll for &

trap.

low wall

Clambering upa re¢
barehanded

Going

upd smooth
wall barehanded

Unseen




tion

An Oppe

rounds, dur

turn (o a

ters’ actic

be resolved

to take turns spea

actually e

he has to mai

1f the GM wants to stage a long term opposition while the
other issues, he can introduce a notion of very longrounds that are pbpl intermit-
tently. In that case, the relevant opposition is managed separately.

Play one ros

und, and then make a note of the state of everyone's Pools (action and

reaction) and pause the opposition phase to resume to the game in progress. The

next round
Everything

for the separate opposition will be played out when the GM sees fit.
happens as though the regular action and the separate opposition were

played alternately.
This option is especially useful to manage influence struggles or conspiracies

(see Interaction).

Example
influence s

week (or ey

ble

en

sep

The goal of one character is to win a girl’s heart. The GM estimates the
ystemt and decides that there should be a round of opposition e:

ery month) between the character, the girl, and the girl’s father (who is

for her morality and her dowry!).

those rounds the character is involved in a fight, the level of his por:l‘
ate opposition should not be affected. Accordingly, if a free leagugs
 forward a political intrigue and toearn'supports, the GM may de-
at the end of every game session, one round of opposition between

and its competitors, maybe taking into account the events of th

1 appropriate modifiers to the rolls.
work, the GM must keep a logbook describing the evolution
te opposition between the scenarios. This constitutes the basis of

At the beginning of each round

with the highenmn

s the numbe

during the next fou

During an opposition, the

equal to_the char
p s free tod 25 he sees
fit, between the AP the RP. The sim-

plest way toydo this is to take the dice and
place themyinto two heaps on the boxes
drawn for this purpase on the character

sheet




ACTING
AND REACTING

are two ways for a’character t0

jon: actions and re

There
act during an opy

actions.

# A character may act when it is his turn

to speak in the round

« A chagacter may react during s¢
elsé’s turn to speak (another player's
turn or'the GMs fagn as he manages
the NPCs actions), when he wan
oppose an action.
actions played otft-of-turn,
only “replies” fo dtheractions (usually

Reactions

¥ opponents’ Sctions).

i#is also possible to subor

condition: A player must an

conditional

action to a
nounce  his
actions durin

speak

someone

ions 3

else’s turn

The “abilities™ ck jescribes the ac-

ing each

tions and reactions you ¢
Ability. Every action

fixed or variable cost st pay

20 act. This cost can never be a negative
Bgure. 1f an action or reaction calls for a
dice roll, it is called a “move”. In this case
the player spends d6 from the appropriate
pool and rolls them. The number of spent
d6 is left to the player's choice, but may
never exceed his level of ability

There are also “facts” that need no dice
roll, but the sacrifice of AP dice. Factsare
always considered actions.

difier. Usually, the

16 ir 1 Large
peach n ofithe weap
T 2 r (for multiol
if the appropr k
least 2 -
s ) 4 and empty
n al w s
Note: Making
racter’s capa s (attitude ™
ers) and attempting more Z Note king up a
tions (1d6 for each action) is of cOurse d
? choice. Nevertheless; it can '« has enougs

vay to simulate

and thus be a role-

disposition

element). That way you may Krow F

erratic- different ch

D .
E\Caxh

The reach is a n
shows how far from
acter’s (PC or NPC

the g

ect, str
is det
(Tiny

Med

Short

Only the adjacent square in front of the character is
considered in contact

“All the squares around and visible within a distance of 2
(including diagonal squares) are in contact. Additionally, the §
square directly in front of the character at a distance of 315 |
also in contact.




Control zone

A cha

reaction on a number of sq

collectively called the “control zone

space depends on the c
and field of vision. The sq

trol zone that are insi
field of vision are said to t

The squares located beyond

are not considered in contact. This notic

is essential for combat: unles

otherwise, you may only ati

pt to

an opponent who is in a square

Some reactions are also allowe
they respond to an action occurring inside
the zone of control.

Additionally, when a character moves
into someone else’s control zone, the
remaining movement points are re-
duced to zero. The player controlling

moving character may choose to spend
another db to start moving again, but be-
tween those two facts, the character con-
trolling the zone has an opportunity to
use RP dice forareaction, or to resolve a
conditional action:

of the Abiliy. 5

Using ABILITIES
DURING AN
()':‘E‘()I‘\ITZ(),\'

Free d6

Somer

attitude, gift, etc.) allow a char

acter to enjoy “free” dé on some rolls,

reducing the number of dice
4

the pools and allowing the
specific strategies for that character.
According to the rule of minir

a free d6 cannot be used alone tc

roll (linked to a move). The free d6 mi
be associated with at_least another d6
drawn from the pool.

On the other hand, a free d6 may be
used on its own to use a fact. So the 1d6
factslinked to the attitude previously cho-
sen by the player are always free.

IMPORTANT! The total number of dé
Lused for a roll may never exceed thedeve!

ROLLS

a roll
is free when prescribed by the rules or

when the GM asks for it

e heldrd by @

player.de

guard, ‘0 make ano-

order g ludea wid beipg

therroll

spotted. The d6 fag the second roll are

drawn from the chara

offatrap _

+. A character unfortu
during his turmgbnorder to.a
convenience, thacitaracter immediately

vgid the in-

reacts to.the trap’s action with thelap-
propriateability anddice fram the RE.
+ A character wha- has-been poisoned

needs tomake a resistance roll, rc.yma“

—and granteds by the G No dice, arg

taken from the pavls for this “freeTroll,
: — % 1

5 -
g TG
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—REcOVER

ach rounds the players
ave left in the pool
left and obtain &
ew d6 equal to their charac

ed by the modifiers
Asa result of the

At the end of ©
keep the dé they h
with the most dice
pumber of
ters Potential (adjust
mentioned prey jously)-
a character’s pools may

pecovery phase:
¢ than twice that

ver increase Lo mor

ne
character s Potential (tlnnhuh(\\'\l!

/P
Rounp 1N,

Duringan opposition: each round is di-

“ided into several phases.

R

Preparation phase
In the first round, every pla
number of d6 equalt
The same goes for the
may have several
During the follow
of dice at one’s disposal is the
previous round’s recovery phase.

. During the first round, everyone is in
the attitude selected at the beginning
of the game session. Most of the time, a

tsafea:r"nnged in‘asc:!nd: Arrange the participants in descending
r::‘\g to t.h; list AP order. The character with the greater sible to use several reactions in respossc:
i ose who {.>e— number of d6 in his AP acts first. That  to the same action of a given opponent.
will speak first, then character has the initiative. = d ;
Example: A blow struck only allows “ x

yer has.a
o his character’s POT.
GM's NPC. The GM

Potentials to manage.
ing rounds, the number
result of the

ed, unless someone has

remains unchang!
below) during thes

situde f§5S A player may choose tg

changed at
before all the d6
0 in his Ap are

previous round.
pant always enters the

participant attem
; PLs seve
end of a round; etal

, o
ing the same turn, o cumulag m“"
applies: -2 to the final rcnm“v: h

ofl

ond move, -4 for the third mev, s
€61 the

fourth, and so on, This penal,

reduced, even if the pnnicipar\yzf;mm.‘l *
decrease the number of moy, Wi
round. 2 ““"'\s b

A new partici
opposition during the
unless he is supprised
IMPORTANT! The speaking order is not
action. A Pu-

the order of resolution of
but he is

jous character speaks first;
ly the quickest protagonist
yosition (See below).

gnac
ot necessatk

involved in the OPF
Example: A player starts by
i Moving

(which is a fact), then he ann

will attack twice (two moves) T:’""‘" %,
tack roll suffers from no pen;:llyefm“.
movement is not considered a m:)v:“uu
that first attack, the character at rhe
second time with a penalty of -2 :;h ;
nal result, because this is his second l:nﬁve

Declaration phase

ant in turn announces the

Each particip
d splits them up

distribution of his d6 ani
into AP and RP.

For the players, the action and the re-
action d6 are placed in the corresponding
pool boxon the character sheet.

If a participant who has several d6
puts them all in a single pool (action
or reaction), he gains a + 1 modifier to
the final results of every associated roll

this round.

Once a participant has stated all the
variables of an action (including the num.
ber of d6 used and the optional gamblem;
the final result) —but before the dice are

(action or reaction).
rolled for that action— all the legitimate

A participant who has only one d6 does

not benefit from this single pool advan- opponents (those who are in contact) to

the action may choose to react (or nat)
by spending a d6 from their RP. If several
opponents wish to react, handle their re-
actions in an initiative order based onthe A
number of dice in their RP. Break tissin -
the same way as for regular action initia-
tive. You therefore need to anticipate the
decisions of the other players!

tage.

No dice? If a participant has no d6 in his
pool at thestart of the round, then he does
1ot take part in the declaration phase and
he cannot act or react during that round.

Adction resolution
Unless specified otherwise, itisnotposs £

‘The possible ties are broken by the

attitude  ranks:_ characters  displaying by the

posibe
ot

attempt to dodge o parry
character. Therefore: it is not

+* Pugnacity go first, etc. If two characters
ave the same number of dice in their AP (Y to dodge the same ¥ Rigi 1
and'ﬂlg: - itude, the one with more dodge and then parry- g ‘
d6 in'his RP goes first. As a last resort, the b
character with the smallest Size goes first. + 1f @ participant attempt @ =
If there is still a tie after all this, determine several reaction moves duriné’

'rvandonﬂy who goes first. same round,
‘ ‘The player who has the initiative acts
_t"-'h player announces and resolves his

announced is t&
king the first reactiont
if it was the second (W ith




Further reaction moves are treated
likewise: a second reaction would get
a penalty of -4 (as if it was the third),

etc

Note: The reactiow roll must be made
orce the reaction is announced, and befo
re the action test, as the result of the reac
tion becomes the difficulty of the action
attempted. Besides, a reaction is always
a response to an action, never to another
reaction.

Conglusion phase

At the end of the round, the players may
change their characters’ attitudes before
they determine how many dé they will
have to split up between AP and RP for the
next turn.

~ Changingattitude: 1fa character has any
d6 left (for actions or reactions) at the end

tial in new d6, that character may

1d6 to adopt a r

done even if no new partici
opposition

When a game effect demands a change
of attitude and gives a list of possible at
titudes, the attitude must be changed even
if the current attitude was in the effect’s

selection.

Example: A character currently under
the influence of Pugnacity suffers from a
game effect that changes the attitude to.a
choice of Pugnacity or Sleight. That cha

racter has no choice; hte must change his
attitude to Sleight!

Recovery: At the end of a round, unresol

_ved conditional actions result in the loss

of 1d6 from the RP, or from the POT re-
cuvc’l;y if the RP is empty. Afterward; the
pool is restored by taking the unused d6
{from the dction OR reaction pool). Only

fore obtaining his Potens ;the d6 from the highest pool at the end of

Reminder: AP + RP

starting a new round.

2 x POT; before

Specific evaluations: Each kind of op-
position (confraptation, interaction, etc.)
may nedessitatesaspecific evaluation at
the end of each round (for example; heaith
statas aftera fight).

During their_ following declaration

phase, all the participants divide thei
new: pool.(tfie remainder of the previgus.

round'’s highest pool, plus their POT) be-
tween AP and RP. Before that, the new
participantsifif any) enter the opposition,

AMF RULFS

{
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FARNING
EXPERIENCE _
 Trades and Abilities

modalities of -
mastery

The exact
ing arc detailed in

{100 XP

OPTIONAL: DUCATS
FOR XP

To learn on the job is not the only means
of progress. PC can also pay for the ser-

vices of atra
with the disc
edare, it is possible to convert the
ts of a charactérinto XP.
spend 1000 D (Ducats

has to




. b -‘ i ol
Spells and miracles
When he 1

g 500°XP. a player can also

ase by a_point the Intimacy Hevel

shared with one'of his contacts

racter can

spell or'a new miracle even when the

knowiedge Path of m

Working on a trade

+ 1 in a talent or a knowledge

Itis the exception which proves the rule. At the RENSEAdvantige
end of the first scenario, the group of players 2 + 1 in an attitude
including the GM) discusses the w ay each Acquire a distinctive feature

Plavedhis character. A free distinctive feature
s the

Make a distinctive feature a feat

1 to each of them through a vote of

ers. Ifithis vote is unsuccessful, the GM,
the decision ) 1 in the Intimacy

'w contact

of a contact



REE LEAGUER




The crooked bost pitehed .!'Jl(g'rmlt'/v as it neared the cosst. The elf stood by the
rail and contemplated the city growing lagger, its bejphts towering towards the
donb 13 m/.:' imuinr the JJ!( .I//m, the v{/'“”y homes and the frnJ(r_',"rmlﬂJ
iy, remored cursed, of the Fewel of 1 snever,

The elf s prevence bad bothered the creny of goblin smugplers, yet the Gurwall
had tried bis best to bide bis oripins, which was probably what had trowbled the
ruzners the most. One had to know the I snever elyes vary well to identify their
distimetive traits on an snonymous face, but the tailors were wary as soon 1 the
passerger got o board. Their nervousness hadn't stopped growing ar the sloop
crept dagerowly clore to the cliffr. The clf war really 4 Grwill, yet bis expression
Detrayed bis amxcicty amd bis excitment ~ubich nwere anything but wswal for 1 member
of bix awstere race.

The exile leapt to the beach, Fle took + few gold coins
- from acro edarklash and gxve them to the goblin, Ther be tightened the ttraps
~ on bis backpack and checked if the pitons amd the g be wold s00n need, were
- < - gtill tied to bir belt, Fle congratulsted bimself on kecping the monty be bad gained
5.2 soldier of the Republic. e/l quick nod to the runmers who wwere already sailing
2 2wy and, with 4 gump that only s Wolfen would have been capable of started
B - climbing the Will of Exrth.

- The rack war cutting his hands, cven through bis leather ploves. Jt nwss
|  ascension, but 1 nccersary one. The clf had fled bis country and did't dare
- &i imistration of some sort, much less those puilds. Rumors said they were

dlicd to every race on e Aarkissh, including those of Darkress,
- Even though be didn't wuant to admit it to bimself be needed that sscension to
 bury bis past. Orly rovw 3id be realizg, balf-wsy up, the parsdox of that impulse:
it was becatese of that very past that he could mansge the climb. Fle never conld se
mansged without bis long carcer in the Lancver army. Esch of the motions be was
repeating today be had learned from an older soldicr nobo bad beer more preoccupied
‘.: by iis than be was, The Grwill banished the thought

o

the teachi N geis
i m&f which the philosophy be withed 1o musch

bim. efnother parsdox, be thought.

from variows nations

very player other than the GM

F must create one of the famous
S

thieves. The creation of this character

is done through questions which each

free leaguer from the City of

player must answer, choosing one of
the possibilities offered by the rules.
Depending on the choices made, the
free leaguer will develop in many wiays
to become a unique inhabitant of the
City of thieves. Each question becomes
a step in the creation of this singular
character,

Note: The GM may also use this chapter
to create the NPC in his scenarios.

During the character creation, six
steps will allow the free leaguer to
gain ability levels, contacts and ma=
terial, &%

These gains are cumulative.

The best solution is still to pick a
Miniature to represent your character
before detailing him through the follow-
ing steps. Modelists will be able to have
fun converting & miniature into a unique

‘plece: the representation of their charac-
¢
ter. :




how to create a character. These steps ar¢
¢ explained in detal further on.

& | The ph\'ct must W i(l'lls char
ter was bor in Cadwallon or not. In
z:fomer case, he's then a native, in the
Jatter case, an an exile. Fhere are no right or
wrong choices to. be made here. Natives
e B better iitegrated.in Cadwallon but
o 't celate as much to the conflicts which
B areearing Aarklash apart. The exles have
pﬂm stakes in the Rag'Narok and thus
: have an easier time getting help from the
better known warriors in Aarklash
Afterwards, the player chooses the race
which his character belongs to. He can
pick the ogres only if he’s a native ‘The
race of the character influences one of
His attitudes, determines his Size and his
natural weapons. It restricts the cultures
to which he has access, as, throughout
the continent, not every culture has been
integrateed by every communities. Above
all, it also gives the character a distinctive
feature, which may be traded for the one

belonging to his culture.

How was my character educated?

the char
who have

influenced b

The cultures detail the values
acter has been taught by those
met him and who have |
as he grew to maturity (parents, friend
teachers or mentors, opponentss,
as challenges he has had to face (games
trials, travels). The player must look at

the different cultures available to his har

as well

acter and select one.

. If the character is a native, he has to
be of Cadwé culture. Tt must then be
decided if he lives in the upper-city or
lower-city

+ If the character is an exile, he is from
one of the cultures allowed by his race
The latter are not equally spread across
the continent of Aarklash, currently
burning with the fires of the Rag Narok
Fach culture is linked to a totem.

The culture modifies the characteristics
of the character and gives him abilities, as
well as a cultural contact. Moreover, each
culture allows a chance to change or not
the distinctive feature, which was gained
during the previous step. If the feature of
fered in this step is the same as the one
from the race, there's no choice to be
made, but the feature then becomes a feat
(see below). At the end of this step, the
character has either a distinctive feature

ora feat

-l 4
3/ TRADES —
AND 1\BILITIE§

What did my character do

165 practiced

interacy

ntation
RO and revoly

Each trade is

ix ranks, sim
lating profession:

Free
the tin

| expertise

three trade ranks 4

dese
others are uring the prob

period before the oath

The player gets to split these three

among the trades he chooses, pos

even three

as well as equi

Potential (POT) of a character is equal to

the total of his ranks of his two best trade

character

It measures the capacity of

to act while being opposed




4/ THE DISTINCTIVE
FEATURES

What characterizes my character?

A character is not just a race, a culture
and trades shared by others. He also has
=3 litke something? which makes him
anique. This difference comes from the
distinctive features of the character: pairs
of advantages and obligations, which give
him depth. When a feature is gained or
selected a second time, it loses its nega-
tive side and becomes a feat. A feat is
therefore a distinctive feature without its

obligation,

During this step, the player se
lects another distinctive fea
ture. This may be a feature al
ready given. Thus, depending
on the selections in step 2
a starting free leaguer may
have two distinctive fea
tures, or one feat and one
distinctive feature,

AcTiON POOL IE

SIZE HEALTH POINTS
e
46
(%] SUBTLETY [13] DISCIPLINE
QUULE Asvae Opea Qe ®§ Digae UUBED Abae YBBUE Age UHEEE Anbse
BEBEL A LHUUY Domowe SUUUY Cual SULUL Bate CLUUU Command
BEBUE Gy UUBUY Eame: BUUHY G HULLE Gesacae BUHEE Codund
DEUYE Deig: UUULL Foaine VUUHY Gosk UUBUL Gpber SHEBY Coordese  LULLEY 5
SUULE D HUUEL RadoffBny  BUULY Deoax SUBEL Dam QUUEE Defend uBuEEfs ‘L 5
DEUUT Extax HUBRY G ¥ D UHEUL R BULBY B sueueirs
¥ Euke BUBUY e LUELU R LUBUE Rl UUELRY e ;ueum@ .

BEOEE ke EUUUY Linge HUBBE B URUDE Heofy LELUE Tne: EIEIEES AP S
SUBEE Jaowoee: LUULE Peh LUULY He QUEBE lawee: LUEUE Lot ;
DEOOT Medae LUULY Rde UUBUE e : SUEBUE Rew 3 CEBEE Py
DOOBE Qperae: BEHOD Saxe TOBEE Pekmae ¥ Repme/Fx DODCT Reladabow RO
BULOT Operme COOUT Shitposison A6 Paoodeh M6 Semonze OUGED Redoadsoosbow 96| =

DBDOT Snkebak CUBED Rehage SOBET sk Tt I

CEBOE S NOO00 Shas DUDOE Sk DEBED Sk & {50 8 2

ODEDE Seom BBE0A S UBEGE St . BEBEB (1)

CBEEE TOE0H Sewe QEEOE su.;i, GEERE

s a6 GOBETE Wodk GODOD Tas

HEBEE .




“ Bguipovent covers ol thatle characrer
owis. This means three ypes of bolong
e the Nacacter’s fortane {the ducats
s B hwlyhs\,wmw:uh:

E 0N ek carrving), wnd ifestyle (where he lives
Tow he's dreceed atd whitt be eats

o & "
Thibekss »

i part frben his family Bis work and/or
from ‘wood deals” he May have made
anytirte froom the day before to years ago
Hawever, the player Wi to personal
it s characters équipmient. the sword
¢ e wes ey Be Bis Shacky™ sword, which

e o e

-

¢ 3

altée the
rd for show

Yoo Wis offices

Ereat e
Bach trade gives the er g

ment (we step 3 d an anw

ducats, which s the cha

has saved. The

but only during the characters creati

ter gAINE PO equip

afterwards, the

ment when he gains a trade rank

During this step, the playec selects
the equipment from the choices given
by his selected trde(s). He can also buy
equipment with his accumulated docats
However, he cannot buy an item with an
Availability above 9, whether it might be
by paying for it or by selecting it among
the choices offered by his trade(s)

| KNOWLEDGES
— -

|
{
{
1

SPELL/MIRACLL CowTamh | DIt

-

JEMS

Dis de Cadwalon

Caros
The Magion
The Creston
The Empera
The Charnx
The Desany
The U Cae

e Tower of destrason
The S

CARDS REGENERATION

ceooce

. Cadwalion  Garden of devire

| Cadwalion Underground . !
Cadwallon - Lower ity | 3 [‘ d
Onenede o atwallon o I'

i

oy
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THE BE Leaaurrs V' THE ORI S S

Free leaguer?

However

ake

a free leag

motive un

+ Opportunism (¢

As so0n as every player,

Bon of the GM, has a ch
ready for adventure. All eft is

Fanatichm or
W ac fury or Bravery




D below +2 1§ often a sign of slow
’\%mﬂll) and thoughtlessness.
A OPP above +2 allows a character to
drn the constraints of a given situation
% %o his advantage
- AnoOPP below or equal to 0.means that
=" nhe character may no lohger defend
ot “himsell.
The “Opportunism®
“is mare common among thieves and
45 brigands

b yoty characteristic

;-J'th(lqy (SUB) measures the ruse and
thil) for analysis in a character,
S as well ds his capacity to think ahead of

time and acton a Iong term basis.

pidllv. ‘mpulshen&f and lack of fnrc
xg~ bught: . P

“-!‘* ASUBabove+2 ek Wotteche con
straints in'a given situation.

’- WASUB below or equal fo 0 means that a
character may no longer use his knowl-
edge.

The Subtlety characteristic
common among wise men, scholarsand

is more
diplomats.

+ Discipline (DIS) measures the rigor and
the team spirit of a character, as well as

_.part of a group. The Mastery (MAS) of a
character, which is by default the difficul-
ty forinteractions targeting the character,
is equal to DIS +1.

A DIS below +2 is often a sign of laziness,
inconsistency and lack of charisma.

A DIS above +2 allows to adapt to the
constraints in a given situation.

A DIS below or equal to 0 means that the
‘character may no loiger make decisions

+ Discipline characteristic is more
mon among military officers and

his capacityto organize himselfand actas §

" SECONDARY
CHARACTERISTICS

‘The Size ofa character is measured by
his (SIZE) value, which is between 1 and
5. Combined with the race, this deter
mines the other secondary characteristics

of the character,

The number of health points (HP) is
the amount the character has for each of
his health levels (£). In theory, a charac
ter has five health levels: Unhurt (UN),
Light Wound (LW), Serious wound (SW),
Critical wound (CW) and Incapacitated
(INC), before death (sixth and “ultimate”

health level)

HEALTH I‘OH\TS

Stunnec

UnHurt 1
Light Wound ]
Serious Wound

Critical Wound 71 j
INCapacitated IMARE®

PROTECTION

Movement(MOV )indicatesthepumber
of squares a character moves normally

when he Moves (see Exploration).

Power (POW) indicates the number of
d6 which must be rolled to determine the
damages inflicted by a warrior in melee
combat. The final result of such a'roll is
always modified by the weapon used, even
if natural, (+DAM) and the opponent’s
protection (-PRO). This is referred to as
the Strength (STR) of the attack.

STR = (POW) d6 + DAM -PRO




CULTURES §

« Thefollowi

culture of

+ A contac

cated ¢

« A distinctive

If the

s a Cadwé culture (upper o

sele

city). Otherwisc

the following t

r. He then check

of the charac

responding table to fin

regarding the origins of

Reminder: Ogres c ! Note:
[ ¢ from Drago ture but
«t in Cadwallon from 1' not from Dragon culture but .
r the upper-city or the lower-city l

P . )
CES AND.CULTURES OF EXILES

REGION LANGUAGE CULT ABBREVIATION

PROTOCOLAR NAME

| Tir-Na-Bor Dwarves | The Defenders of Tir-Na-Bor Egis C

The Republic of Lanever Lanever Cynwall Noésis
| Griffins of Akkylannia ‘ The Empire of Akkylannia | Akkylannia Akkylannian

N¢ The Pos: ed of the Abyss Underworld Underworld Dialect Mid-Nor
| Devourers of Vile-Tis | The Disciples of the beast | Caer Laern | Wolfen Vile-Tis
) The free City of Cadwall Cadwallon Cadwé
| Bran-O-Kor Orcs The Bran-O-kor Braves | Bran-O-Kor Orc Jackal
Kingdom of Alahan Alahan Arin

| Danu

Sessair Kelts | The Barbarians of Avagddu | Avagddu | Kel's tongue

¢ Limbo of Acheror Acheron
- Goblins of No-Dan-Kar | The No-Dan-Kar Rats No-Dan-Kar Goblin | Rat GB
SC

Quithayran Daikinee

“ Alchemists of Dirz. The Emplm of Syharhalna Syharhalna | Syhar Arh-Tolth
A Lilit}

Akkyshan

‘tm The Seers of Caer Macd The black woods| Drune | Cernunnos

inan

Wolfen




Dragon

Griffin

yelief in the unique anc

Mydra: The Possesse

Scarpion

Stag

Lion: The K
Wolf

Bash PUG

Feign/SLE
Cultural abilities Identify/SUB
Lunge/STY

Crook/OPP
Look out/DIS

Any of players’ cholce

which at
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Knowledge Cult (Nodsis) Cult (Merin) Etiquette (Diplomats) History (Kelty

Cultural contact CY,GR, LI CY, GR, LI, DW L1 CY, GR, BA

G T s g
: . CULTURES FROM-THE MEANDERS OF DARI@BSS : :

l¥'“ CULTURES

HYDRA SCORPION SPIDER

CULTURES
HYENA JACKAL

Analyze/DIS Dodge/OPP
Bash/PUG Fool/OPP

4 Sear




The trades are divided in six trade groups
divided in six ranks, each representing the

deg

sos of mastery of the activity in ques
tion. Each trade rank gives a character
abilities and knowledges: determined by
the trade. The levels of these abilities and
Knowledges are limited by the trade ranks,
as indicated in the table below. When an
ability is common to more than ane trade

selected for o character: or if it has been

selected Huring o previous. step, their
respective ranks are added. It is the same
thing for equipment indicated for cach
wade: when a number between brackets
precedesa picce of équipment, the charac
for must have the corresponding trade at
the indigated rank to gain this item

To resume, a starting free leaguer has

three choices.

Option 1 (POT3): One rank 3 trade.
Ihe chatacter is known among his peers,
but he still has quite a few daring adven
tures to live through before being con
sidered part of the legend of the Jewel of
Lanever

Option 2 (POT3): A rank 2 trade and

another trade at rank 1

‘The character is
most probably an adventurer who hasn't
been afraid to hit the road and to learn
throughout the trip.

Option 3(POT2): Thre tradesatrank 1.
The character is versatile. He doesn't stand
Still, but it allows him to always surprise

hiscompanions and their opponents.

I'RADE RANK

Examplet Lana has the trade “Duelist” at

rank 3. That trade allows her to gain the

following abilities during character crea

"

STY, Taunt/SUB, Pierce
wnd Fiefdom (Soma) at 3

DIS, Lunge/STY an 1d

« Rank 1: Parry

SLE ¢
+ Rank 2: Analyze
Disarm/SUB at 2.

3 Charge/PUG and Pierce/SLE

bilities are added, Lana
SLE at 4.

A any identica

therefore gets Pierce.

Gaining certain trd \de ranks gives bo
puses that reflect the specialties ot the
advantages are gained at

character. These

ranks 3 and 5 for every trade.

+ At rank 3, the character gains, in addi
tion to the abilities for that tra wde rank, +
without having to take a

| free gamble,

amble for that advantage, for one abil

ity of his choice belonging to that trade.
The ability in question I8 noted on the
character sheet, and once chosen, can

not be changed.

+ At rank 5, the character gains a Spec ial

ability specific to that trade.

Any ability mentioned on a trade list is

considered to belong to that trade, even i

it is between brackets or optional, Talents
and knowledges are desc ribed in the next

chapter.

Rank 3

mm

nuun -Ilh
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EXPLORATION
TRADES

——
Adventurers, thieves and trayel

elers of
Are grouped in g,
o 3
Despite a wide

every sizes and shapes
trade category
ange of
the prof
ession
of the exploration trade have a few ¢ &
OMmoy
eat capacity of ad "
adaptation
2 tagty

for discovering the unknown

abilities and differences,

traits: a

and physic
R B al
aptitudes which have been tested by

experience in the field I8 kg
~
Cat burglar
The cat burglar is an adept of disey
crvie

break-ins. His technical and physicl gy

tudes allow him to enter all sorts of lml:llq
ings without raising an alarm from p.:\
sible guardians, and steal valuable objects

before disappearing without a trace

Rang 1: Climb/SLE, Hide/OPR, Stuny
STY, Fiefdom (or Faction)

Rank 2: Slither/SLE, Search/DIS, Tinker
SLE

Rank 3: Distract/OPP, Look out/DIS
Rank 4: Dodge/OPP, Force/
oep

Rank 5: Tumble

, Crook

The player may spend
a die from his RP to cancel the damage
from a fall,

Rank 6: Disguise/STY, Fool/OPP

Equipment: Purse; Rope; Phial (ollly
Climbing hook:  Climbing harnesss

Lantern; Lock-picking tools; Rucksid
Worn clothes; 30 ducats and 8

Telescope.




"
Clutthyoat e
iy freeat . ‘

Mivwsel! with detaile, 1 e
i pavely alle for o Y
meth ter B ¢ - v
thie point

; : ‘ e

Rank 1 Steal/OPP, Wirestl, P, Mid

P Fiefdom oy Faction
Rank 3 Dodge/OPP. Lok
tinyvidate/ LG

Rank 3 Crook/OPP. Slash/ UG (o Run
Biast/PUG or Ploree/SLE o Shoot/4).1 LE R
Rank & Disaem/SUB,  Conceal/On P

Feree/PUG

Rank &1 Respite. The player may spend

& die from his R to keep the GM from Runk y

wisingg the TL after & confrontation Rank 4

tiom taken By his characrer .

Rk 6: Eneluze/ PUG, Hune/Opp Rank 51 Spot

Baipments Purse; Bits and pieces Worn  die ¢

Elnthess 30" ducats and (3) One-handed  ferte
 tiwlen wenpon ar sanged weapon (20
. mitions). Rank 6

: apie !
o< d Equipment: Py
G‘uk: (i) Clirnlit Lienlsiy JNe Rank | 4
The m‘u & Heglose traveler, special Lantern;  Sho chax i " . " ¢
Mmmmmng and survival in. Woen dothies; 10 ducats ar o ack Tythole
4 pateral environment Hic kaowledge  picking tools Rank 2 v timidiste/ PUC
‘ of the land ra B a precious ally. W restle/ O ¥
{ g Rank 3 PP, Look eut
SICLl(h Rank 4 kI OPPSurvive
Thie slewth is & detective, a bounty hunt-~ PUG (or B wh/PHG o
e able to make discroet Inquiries, arrest shoot/SLE)

Suspects personally and interrogate them.  Rank 5; B¢ avido. The plaves may (pendal .
The law genarally uses bix skills, but be  die fram bis AP0 immighe hia uharu.m ¢
a0 alsa be working for the guilds oe rich  to routtme untii the gnd of the rougd.
ndividuals Rank 6: StunSTY. Cammand/DIS
Equipment: Cockedd mariner's hat: Ko
tleof !

Rank 1 Look out/DIS, Identiy/SUB,
/SLE, Dodge/OPP, En HIds/OPP, Fiefdons (or Faction or Ad
4 ministration or Language)

o The player may spend  Rank 20 Search/DIS, lm\hidnwll’ua..
P to know how many  Hunt/Opp
oo not) are Rank 3 Bodge/OPP,
his eharacter

Disguise/STY WRETE ‘

5 Horse: Rope; Phial - Rank 5t Absence The pliyer may

ilﬂwww a i from hix AP to be cunlldﬂ“‘n_:‘
ki Saddle, mmmmm a, This skill ma




| duelist Office

A AT
k‘ONFRO‘\“ ATION pecialied in dueling, the-duelist 18 & Able to defend §

- L self i - P

- - A aod W af, wit spectaculy comb n
'RAL ES alented v.m £ with a spectacular and mbat, the officer s A.h\%
al ‘lo“'

elogant style, Whether he ts a hived killer and'n strategis, He &,
e ktvrw e
w

 wigilante, his desire for improvement  the stre
1wl € strengths and weakines, Hﬂn‘,
\ it world Wwhere warrt and constant hallenges often lead his  nent better th 8 of
ARTR \ " \ } " " a0 anyone el
ors farely dic e Whether they are apponents o selieve he takes needless | o plan "“'“'“"“I\lleu‘pw My ' role
risks und Ation,
ur his command, % 0f gy

o oF talders, con

ofessionals are A\\!\u‘n\.
y by the RagNarok Rank 1t Parey/STY, Taunt SUB, Slash.

However, not all fighte decide we PUG (or Bash/PUG or Pierce/SLE of
Shoot/SLE), Fietdom (Player's cholee)

Rank 2t Analyze/DIS, Lunge/STY, DISS

tehichd and many de

y Cadwallon of

¢ their services
arm/SUB
Rank 3: Charge/PUG, Slash/PUG (ot}

Bash/PUG or Pierce/SLE or Shoot/SLE)

Q »
Bandit Rank 4
Stunt/STY

Distract/OPP, Strike back/STY,

for discipline
foronce for hagssinent tactics Rank 5: Overture

tright battle the bandit is both a adie from his AP to make an opponent in

With little  enthustasm
The player may spend

byer ou
t and a fearsome warrot his reach area lose a die from his AP (can
he specializes in at only be done once pet round)

competgnt sc

Quick and dis
tack rlydefended convoys ot Rank 6: Endure/PUG, Intimidate/PUG

villages Equipment: Fine quality weapon; At
tires; Purse; 35 ducats and (3) Ranged

PUG, Patry/STY, weapon (20 munitions)

Rank 1: Int

Slash/RPUG (or Ba PUG or Pierce/SLE

or Shoot/SLE), Region (o1

Flefdom or Po. 1
; \ wrliarG
Faction
Specialized in enforcing order and @

Rank 2t Look out/DIS Hide/OPP, Slith
er/SLE definitive type of diplomacy, the guard is
Rank 3: Ride/STY, Crook are

Rank 4: Distract/OPP, Identify/SUB,
SLE  building, protect a noble, or night patrols

an efficient sentinel and an able warrior

Whether he has been ordered to watc ha

Slash/PUG (or Bash/RUG or Pierce
or Shoot/SLE)

Rank 5: Treachery. The player may spend  ruffians
a die from his AP to force u target within
line of sight and on the same tile as him

in the slums, he knows how to deal with

Rank 1: Look out/DIS, Intimidate/PUG, Rank 1t Cunnn,nd‘l\l\

PUG, Slash/PUG (or Bash/PUG o8

SLE or Shoot/SLE), Faction uw
Rank 2¢ Analyze/DIS, Defend/DIS, Pa

to face away from his character. Slash/PUG (or Bash/PUG or Pierce/Sl I

Rank 6: Survive/ OPP, Hunt/OPP or Shoot/SLE), Flefdom (or Faction or

E}Mpmem: One-handed melee weapon  Etiquette)
‘ranged weapon (20 munitions); Ar-  Rank 2: Identify/SUB, Wrestle/OPP,  ry/STY

Wlﬁ! a Mod. equal to or lower than Parry/STY Rank 3: Ride/STY, Seduce/ /STY
.Bll.undgig;ts RucksackiWorn * Rank 3: Confound/DIS, Disarm/SUR Rank Argue/SUB, Look DS

Rank 4: Command/DIS, Defend/DIS, Identify/SUB

Hunt/OPP Rank 5: Support, The r\amm«l‘mﬂ“

RanK 5: Uproar. The player can spend a die from his AP to raise buwpnﬂ

die from hims AP to increase the TLbya quality of any action of a friendly e

within lin ¥

i ¢ he
point (can only be done once a round) @ of sight takes until ¥

Rank 6: Charge/PUG, Strike back/STY round

Equipment: Armor; Shield; Purse; Small  Rang 6:
Equipment:

Distract/OPP, Endure TG

Melee of ranged ¥
(20 munitionsk Armot: Pune
and (3) Hove

Uniform; 75 ducats

bells; Key ring; One sword, one mace, @
spear or a bow (20 arrows); Uniformi 50

ducats and (3) Telescope.
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Shoote Rask

W

i Defe S o00n
N < \
Rank 2= Meanity SUR Stak S
Hale/ PP
Rank 3 Climd/SLE, Apw/SL
Rank ¥ Activate (Ma o S
Distract Wies Rank

Naghaad NLE

P

Rank 5: Barrage. The playee <
die from his AP to foece a target w
e of 5%

ENTIRE

@he tanget does not lose any dic

Machine, Steam o Rank 5: Bludgey
Nophtah Shash/PUG (or Bash/PUG o ean his A

Pierce/SLE) M aC wsing s matura

Equipment: Ranged weapoa (30 m S WS W <
vons) 2k Purse; Worn clothes: 35 duc HP 2
ats dnd (3) Telescope a *Stununed
Rank 6: Distract/ OPP, Stunt/STY
N Equipment Purse e\
Soldier - ;
Career military man S & s

dsciphaed and REpSome W
o wichd many weapons and w
Bateles. he 5 2t eg5e on an
R every stuation where the only langu
understood s that of steel

Raak I: Eadure/PUG. Parry/STY, Skash
PUG (o0 Bash/PUG or Pierce/SLE or
Shoot SLE), Faction (Player's choice
Rank 2 Chayge PUG.

Stizher SLE. Nérestle: OPP

Raak 3¢ Foroe/ PUG, Slash

PUG (or Bash/PUG or Prerce/SLE
o Shoog/SLE)

Ramkd: Anaiyze/DIS, Ride/STY, Intimi

3} Armor with a2 Mod

equal to or lower than |

Rank < ¥ st The player mav spend

2 he from his RP to raise his charac-

NKM(\W[T‘ by two points.

Moreover the charscter may nos fall |

down nor be pushed back Rampart lasts
wntiltheendeftheroand. -

Y R et}
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N \“i-\‘\ Vers

Emissayy

sigtht
X . 3t
al
|8 8 with
N efficien,
Rank 1
R )
ank 2: A o
\ ) S
Rank 3:(
Rank 4: Comm ™ Look ey
DI, § »
{ > sty
] I
\d = %
Rank
R S N
Rank 6
P Equipment

p—— g

Rank 4: Ane S S N
tract/OPP Merchant
Rank 5: Flattery e pla da Wi

. 3 ) Whether he is traveling or setied i
die from his AP to ingreas s ch . b

crchant is a wise businesms
ter's
knows where and how to get ol SESE.

tor, he

contacts casily, has an easygoing SRS

goods. Implacable

ofround). Moreove

gamble on any manipula
in question d
X ; and a sharp mind
Rank 6: Conceal/OPP, Cor

Equipment: Attires (x2); Flashy jeweltyg

ound/DIS

Rank 1: Identify/SUB, BarteriSUR

Plirse: Makeup case; 75 d ;
fup e ducats 200y duce/STY, Faction (or Commees

Language.
Rank 2:
oPP

Rank 3: Conceal OPP, I’ngnﬂiﬂ et
Rank 4: Look out/DIS, In v

or Fiefdom or LAngSESS

Patade suit
Argue/SUB, FoolOPRG -

Faction

ssible The player S

Rank 5: It's pe
vailabilicy by 8

em’s Al

duce an ite

his character
Rank 6: Analyze pis, F
dom ¢ Admin
Equipment:
pLing books

-

yetion 661

¢ Language of
Attires:



Scholar

Miscreant

Whethet

tdes his true nature be

respectability or h
¥

h a facade

formation, the miscreant

esses and bility of

asure his survival. He is also

ontraband and forgeries

Rank 1: Foal/lOPP, Feign/SLE, Crook

OPP, Commerce (or Artifact or Faction choice

Rank 2: Analyze/DIS, Identify/SUB, Rank 3: Fool/OPP, Analyze/DIS

E er/SUB Rank 4: Command/DIS, Examine (Play,
Rank 3: Conceal/OPP, Intimidate/PUG er’s choice)/STY, Confound/DIS, one
Rank 4: Argue/SUB, Taunt/SUB, Se knowledg player’s choice

duce/STY Rank S5: Sapience. The player may spend

Rank 5: Scam. By spending a die, the  a die

s AP to raise a k

character can force the person to whom  his ct two points until th

he is speaking to ignore an irrefutable the round

piece of evidence concerning the nature  Rank 6: Seduce/STY, one know

r of the merchandise player’s choice.

Rank 6: Disguise/ELE, Steal/OPP Equipment: Attires; Purse; C

Equipment: Attires; Purse (x2); Chest;  utensils; 75 ducats and (3) Ra
Satchel; Forged seal (faction of player's (x2

choice): 75 ducats and (3) 250 ducats

Sp\'

The spy is a specialist of information

gathering. Adept of playing both sides
against .one another and disguise,~ he
knows how to adapt his behavior to any
kind of situation and place. His skills al-
low him to easily infiltrate a faction and
manipulate the right people to get what
he wants.

Rank 1: Disguise/STY, Fool/OPP, Feign/

SLE, one knowledge at player’s choice

Rank 2: Look out/DIS, Identify/SUB,

Hide/OPP

Rank 3: Crook/OPP, Tinker/SLE

Rank 4: Steal/OPP, Search/DIS; Seduce/

STY

Rank 5: Double sided. Once per Oppasi-

tion, the character can pretend to be an

opponent’s ally for a round.

Rank 6: Cypher/SUB, Poison/SUB

Equipment: Attires; Purse; Makeup case;

Forged seal (faction of player's choice);

Worn clothes; 75 ducats and.(3) Locks

picking tools
-
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TRADES

group of toades

This
by formal )

Y
~t watched warly
o apell saaters: often ¢

f -
| ors th
H Ay ente

magivlans 10 ma
the Rag Narok; come woulkl
T aafe cities, where
without belg €

ath of Magie

fucies disturbest
studie

Fou cagh "
Knowledge that his ¢haraote
selects a path of ngie
are “l.\l e
Jree Teaguor If he can I
anly once; e
md:r.\lcd i the fable Tha next
¢ : e selected (ron

Seull’ tapn, Mareover every age
siclpibental paths, as
allowed by their culture

knows spells for eac
player hus chosen for him, a num

1o the lovel of knowled

in question. Once t
the playe
10 ¢ach of Kis character’s
ment)/special abilities

selocted muist be the culture of origin’s

Primary element, The athers are select

from the “Possible elements” column.
9 Note: It is abways possible to select a pri

magic spell.

- Cartomancer

o “h

-

¢ e ‘~,~‘¢-“.a -
BINCANTATION

Nermetls

mistaken W ith
¢ the contlic
ather remain

ey con further thelt

(Player s«
or has & playet
amony those that
o by the race of origin
yake that cholee
st saleet the < wltural pathy
paths may
3 the “Possible paths
may learn the
long A are ¢ lements
The character
I of the paths that the
ber equal
s in the Magie Pathy
hese spells are selected,
or may choose the | lements linked
Incantate (cle
The first Element

His unconventional methods and his
wide range of skills make the cartomancer
ectly adapted ta the urban environ-

ﬁf'(hc City of thieves. Considered

low inhabitants like something
ke oil salesman, he is nonetheless
gician and excels in situations where
crétion and versatilty are required,
\ Man Mk:,}ﬂm for the tarot-mage,
o @ancer uses that fact to his
g Yo

2 Jely
Sl nt)/Special,
Flefdom (or Faction or Sym- |
th magic (Primagic) ;

QU Hider@rny ath of

3 Crook!
vo, Watar, Barth, | ighy

Rank
agle (Alr) (OF 'l
ol Darkness)

Runk B eel/®
Rank 4 Eichant/SEE
Subdue/PUG

Rank & New draw
i iy forced o restart the

SLIN, Sedue W/NTY
Look out/DIS,

Py spending an AP

i, every. playe

declaration ph
oo thix s not regained,

[dentity/SUB, Path of magic
Water, Larth, Light or

aae of @ rounds The die

spent t
Rank 6
(AIF) (or Flees

Darkness)
Attiress Pupses Gem ¢aso;

|} .||n|mw|||:
Cadwét tarot decly

Minor immortal gemg

s0 ducats and (3) Parade sult,

\S h}',k‘
[he mage doesn't shine thanks to his

wide range of skills, he shines thanks to
his unique point of interest; magic, That
s precisely where i strength lays = his
calent at using a wide variety of spells also

allows him to face almost any situation.

Rank 1: Channel/OPP, Incantate (ele-
ment)/Special, Feel/SUB, Path of magic
(Primagic)

Rank 2: Dominate/STY, Subdue/PUG,

path of magie (Player’s cholee)

Rank 3: Incantate (clement)/Special,
Path of magic (Player's cholce)

Rank 4: Cypher/SUB, Enchant/SLE, Path
of magic (Player’s choice)

Rank 5: Arcane gem crafter. The char-
acter keeps the two best die on a chane
nel/sub test,

Rank 6: [ncantate (element)/Special, one
knowledge (player’s choice)

Equipment: Attires; Purse; Gem case;
Minor immortal gem; 75 ducats and (3)
Minor immortal gem.

Magic teacher

Where his colleagues have chosen risk
and adventure, the magic teacher has
spent his life studying magic. He knows
the Elements and their manifestations very
well and his talent as a speaker cannot be
contested ~ they grant him a certain level

i of respect among apprentices in certain
. groups who study the mysteries of mana.

Mank 1, Argua/suy
unitate (slemunyy, o
(Pelmagic) T
Rank &) Foelssisgy 0
ke (Mlayer's uhn')llr T
Rank I)rm\lmm:'
ment)/Spocial '
Rink 41 Apgl
knowledge
Rank 4

f

g
sy
Mg
Vre/DIg, ), :
of pliyerty choj L
Mooty Claxs, ?' w
may transfer one dio ’ﬂ;mlh -
o l
ol e
" die may g it
|
I antate(Eloment) s, ot N
At the ond of (he oy
Rank 61 Two knowley,
cholee il m
Fauipment: Attirey;
Minor [mmortal Remy

" o
ducats and (3) Minor ﬂfnﬂetlﬂmt

Moy

other chag

trade

PECTal oy,

"
nd, Ity ™

Bem, _}5'

Magister Y
Able to face all NI of magiey) g
the magister is fencrally lprcllaI“ ‘
fense against magiclans, }{iy um‘ g

him a fearsome hunter, able 1o

ture or destroy some of the mm'dn: 3
ous supernatural entitfes, * 3
S

Rank 1: Incantate (element)Spe
Suhduo/l’UG.f\nnlyzchlS.M ‘
ic (Primagle) gy
Rank 2: Feel/SUB, Hunt/Opp
magic (Player's cholce)

Rank 3: Look out/DIS,
Bash/PUG or Plerce/SLE or
Rank 4; Channel/OPP, [ntin
Path of magic (Player's cholce)
Rank 5: Transfer. The player
two dice from his RP to |
fect of a spell targctl_niht!
the nearest character within

vision, ’
Rank 6: Identify/SUB; P
(Player’s choice) .

Equipment: Attires; Pu
Minor immortal gem; 75 d
Melee weapon




Taror-mage

INCANTATE TALENT

KNOWLEDGES +
: - CULTUREOF  CULTURAL POSSIBLE PRIMARY ALLOWED
HE MAGICIAN MAGIC PATHIS) ELEMENT(S) ELEMENT(S)

N S STY Air (STY)
S s Fayery Farth (ADR}
SRNAS | Dragon Solaris Symbiosis Light (DIS) Fire (PUG)
S Tellurie Water (OPP) [
Pl Water (SUB)
: Hydra Chtonian Telluric Darkness (DIS) Fire (OPP)
e Earth (PUG)
Equipm Attires se; Gem c |
wobilis Bl Air (Player’s chaioe)
Warrior-mage (native esntsity] v oo
e Fire (Player’s choice)

Shamanism Air (STY)

SO Sorcery Earth (DIS)
ellu R~ Fire (PUG)

Water (OPP)

Shamanism

Rank 1: Slash/PUG (or Bash/PUG or
G or Shoot/PUG), 1 Air (SUB)
Earth (DIS)

Fire (PUG

Necromancy

Special, Faction (or Fiefdc

r Culture), Path of n

Sorcery

Rank 2: EndurefUG, Subd

ue/PUG

Parry/STY
Rank 3: Incantate (element)/Special 5 Eaver i Water (STY)
Path of magic(Player's choice

Rank 4: Amalvze/DIS, Command/DIS,
Feel/SUB

Rank 5: Magic power. When he inflicts

Darkness (SUB’

nelee combat, the char

damage rol
mana points to roll as Air (PUG)

acter may sy Sorcery

many extra dice as points spent Telluric

Rank 6: Strike back/STY, Path of magic
(Player'schoice)

Air (Player’s choice

i Necromancy  [Water (Player's choice
Shamanism Sorcery Fire (Player's choice
Telluric [Earth (Player's choice
Darkness (OPP)

Equipment: Weapon; Armor; Purse;

Gem case; Minor immortal gem; Worn
clothes; 50 ducats and (3) Minor immor-

tal gem
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TRADES

here faith and religio

I a world w
impor glous. repre

thority: and

have consic
The faithful guide

sir respective
ence '\ !
of the

y the troubled

Rag'Narok, following to the

Hogra of their cults:and the will of their
gods.
a character has

For eyery-aspect th

s a number of miracles

the plaver sl

aspect’s rank.

equal to t

hoice is made betweer the univer

The cl
e miracles of the Alliance

sal miracles,

aratter’s cult belongs to

to which the ¢
{and miracles of the culvitself for Scarabs
Gritfons and Boars)

Notet A player nay always select a uni

versal iraclc

Bards of Destiny

Guardians of Cadwé folklore, the Bards
of Destiny honor Daikinee mythology in
their beliefs and dogma. They are vty ac-
tive in the daily life of Cadwallon and usu-

ally have a second trade to survive

Rank 1: Create (or Alter or Destroy),
Analyze/DIS, Cult (Destiny), Culture
(Lower or Upper city)

Rank 2: Create (or Alter or Destroy),
Identify/SUB, Pray/DIS

Rank 3: Create (or Alter or Destroy),
Foretell/SUB

Rank 4:  Argue/SUB,
Administration (Cadwallon)
Rank 5: True consecration. When he is in

a Cadwé house, the character may spend
Temporary Faith (TF) points to inflict
any invoked creature present: penalties '
equal to theamount of TF spent.

Rank 6: Meditate/SLE, Recharge/OPP
Equipment: Attires; Purse; Religious
symbol; Worn clothes; 25 ducats and (3)
Little tamed fayerees. :

Hide/OPP,

~
Cleric

Priests specialized in the keeping and
the transmission of lore within their cult;
clerics are the artisans of dogma, Not very
cager to preac h, they concentrate on stud
ies, the interpretation of divine will and

keeping the temples running.

Rank 1: Create (or Alter or Destroy), Ad
ministration (Player’s choice), Gult (Play-
er's choice), One knowledge of player’s
choice

rgue/SUB, Identify/SUB, His

toiry (Player’s choice)

Rank 2

Rank 3: Create (or Alter or Destroy), One
knowledge of player’s choice

Rank 4: Revoke/PUG, Cypher/SUB,
Foretell/SUB

Rank 5: Dogmatic sentence. By spend-
ing his AP and RP dice, the player may
keep a faithful from calling a miracle this
round

Rank 6: Create (or Alter or Destroy), One
knowledge of player's choice

Equipment: Purse; Sacred book; Callig-
raphy utensils; Religious symbol; Worn
clothes; 50 ducats and (3) One spellbook

containing a knowledge.
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Minstrel of Pain Missiona Warrior-monk

Rank 1
S Rank
Rank 1
Rank 2: Crea Alte
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S C Merce/SLE Rank
Rank 4: Revoke/PUC etell/SUE I ch/S
yer's choice Rank '3
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Rank 6: M Rank 6: Create (or Alter Jestroy Equipment
Foretell/SUB ) A

Equipment se
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book: R

clothes; 7
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boraton s
aften the only ¢

that many covet.

Craftsman

Cadwallon owes: its prosperity to the
army of artisans who Work each day in
the guilds” shops: Whether they are black-
smiths, carpenters, jewelers or simple
wockmen, these people who work day
after day make vp most of the city. Many
free leagners come from this class of hard-
working, yet glorious people.

Rank I Search/DIS, Barter/SUB or
Crook/OPP, Force/PUG or Activate (Ma-

3 -'~¢mt)‘SLE, Repair {Inert or Machine)/

One knowiedge of player’s choice
2: Improve {Inert or Machine)/DIS,
{Inert or Machine)/SLE. Examine
or Machine)/STY

3 Coordinate/DIS, Study (Inert or

\ctivate (Player's choice)/SLE,

SUB, One knowl-

(Player’s

2 member

n interacting w

Rank

Design (Player’s choice)/SLE,
Cypher/SUB
Equipment: Purse hel; Apron;
T n clec cats and (3)

One workshop accessory (Inert or Ma-

chine

Alchemist

Master of refining and transforming
nataral resources, the alchemist is able to
brew all sorts of cures, potions and toxins.
His skill as a trader allows him to sell his
work to other professionals, which grants
him a comfortable income.

Rank 1: Activate (Herbalist)/SLE, Ex-
amine (Herbalist)/STY, Search/DIS, One
knowledge of player’s choice

Rank 2: Climb/SLE, Crook/OPP, Barter
SUB

Rank 3: Design (Herbalist)/SLE, Study
(Herbalist)/SUB

Rank 4: Improve (Herbalist)/DIS, Poi-
son/SUB, Heal/DIS

Rank 5: Life's work. The character an
take a Study (Complexity) test 1 [
tralize or speed up the effects of an bert
during an Opposition

Rank 6: Survive/OPP, One kn-midp.l{
player’s choice

Equipment: Purse; Phial (x5); Alche
mist’s toolkit; Potion (10 doses); Satchel

At

Apron; Worn clothes; 25 ducats and 3
One workshop accessory (herbs),

Engineer

Specialized in inventions esing naphta,
steam or constructs (depending on his
specialty), the engineer is able to create sl
sorts of machines and revolutionary items
with diverse uses. Those who work with
steam or naphta are called techno-scies-
tists and techno-engineers; respectively.

Rank 1: Activate (Steam, Naphts or Cos= {
struct)/SLE, Examine (Steam. Naphta o6
Construct)/STY, Repair (Steam, Nsphtat s s
or Construct)/SUB, One knowledge of

player’s choice 4
Rank 2: Smash/PUG, Bartet/SUB (oF
Crook/OPP), One knowledge of players
choice

Rank 3: Design (Steam. Naphta
struct)/SLE, Study (Steam. Naphta & =

or Con-

Construct)/SUB,



g

Rdnk 4 CoordmceIDlS. Cypher/SUB,

Naphta or

Rank 41 Improve (Steam,
Construct)/DIS,  Coordinate/DIS, One
knowledge of player's choice

Rank 5: Bull headed. The character can
spend a die from his AP to keep an Unus

able machine working until the end of the
next round,

Rank 6: Cypher/SUB, One knowledge of
player’s choice

Equipment: Purse; Fuel (20 recharges):
Machine (Steam, Naphta or Construct)'”;
Satehel; Apton; Toolkit: Worn clothes;
100 ducats and (3) One workshop acces-

sory.

%A portable botler is given with the first
steam engine.

‘Omnimancer

St list of b
andrmined in cloning techniques by the
Syhars, the omnimancer is able to use liv-
ing tissues to create anything from dan-
gerous chemical compounds to new life
forms to answer his needs.

Rank 1: Activate (Mutagenic)/SLE, Ex-
amine (Mutagenic)/STY, Heal/DIS, One
knowledge of player’s choice

Rank 2: Barter/SUB, Repair (Mutagenic)/
SUB, One knowledge of player’s choice
Rank 3: Des) genic)/SLE, Study
(Mutagenic)/St s

: master. The character
is AP to increase

Rank 1: Ride/STY, Look out/DIS, Drive/
PUG, Shoot/SLE

Rank 2: Activate (Steam or Naphta)/SLE,
Examine (Steam or Naphta)/STY, Repair
(Steam or Naphta)/SUB

Rank 3: Improve (Steam or Naphta)/DIS,
Design (Steam or Naphta)/SLE

Rank 4: Activate (Machine)/SLE, Sur
vive/OPP, One knowledge of player's
cholce

Rank 5: Ace pilot. The character can
spend a die from his RP to cancel an Inci-
dent test of the vehicle he's piloting.
Rank 6: Study (Steam or Naphta)/SUB,
Study (Machine)/SUB

Equipment: Ranged weapon: munitions
(x20);"Purse; Fuel (20 recharges); Loco
naphte or razorback armor ; Mount;
Satchel; Saddle; Toolkit; Worn clothes;
25 ducats and (3) One workshop acces-
sory.

2 a'portable boiler is given with the first
steam engine..

Surgeon

Healer and warrior at the same time,
the surgeon is able to heal the wounded
and the sick in any circumstance. His wide
range of abilities make him a precious ally,
whether in a group of adventurers or. a
band of warriors.

Rank 1: Endure/PUG, Dodgc/OPP Look
out/DIS, Heal/DIS
Rank 2: Analyze/DIS, Hide/OPP, Slash/

(:' balist)/SLE, Com-

tion yf a
in uh;neter in contact.

): Satchel; Apron; Worn |-
100 ducats and (3) One work- '
- r Y

kind of
W it mgnqv 3(3) Poh“cn (20 domﬁ

4/ DISTINCTIVE

FEATURES

The distinctive features presented here
all become feats when selected a second
time. They are then free of any obligation
Those with a ™ before their name may not
be taken by Cadwé characters as their feat

during character creation.

There are two kinds of distinctive fea-
tures of the “/X* type. The first kind has
the name of a faction, character, ete’ as
“X% The player picks what “X" is when the
feature is gained, and cannot change it af:
econd kind has a value for
“X% In this case, “X” will then be equal to
half of the character’s POT (rounded up),
and will increase when the character’s

terwards. Th

POT increases,

A routing character (see Confrontation)
may not use an “aetive” feat or distinctive:
feature, 4=

1f a character or a player does not fulfill
the obligation of a distinctive feature, it
stops having any effect until the end of the
opposition. However, if the character or
the player (depending on the case) fulfills
the obligation again during the opposi-
tion, the dlsﬂncuvt’f‘alun' starts \mrkmg
again. If a dxs;hjx‘tuvv feature musty

an effect orif ifs'effect puts the haracter
ata disadvantag ]

theql*luon.

A(He:bausu/sx.z, Study "'eo&\p-ﬁ bl

, Survive/OPP

all been bgn;n ed thw
Rank 6: ’Péllsohfsuﬁ. EX_!&M (Herbal

~ r

geon'’s tools; Worn clothes, duw
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Ambidextrous (passive)
When: the cha
the Parry/STY ability against an opponent

cter successfully uses

in contact, he gets a free AP die which he
must immediately use in an action against
that opponent.

Moreover, the character is truly am-
bidextrous — he never has penalties for
using his off-hand, since he doesn't have
one,

Obligation: Any time he can, the char-
acter must do at least two actions facts/
maoves per round.

"Arcane mastery (active)

th the. d
th the d

1S feature

asts only foras long as

Once the incantation

e, the

returns to its no

Jnly gems required by a ~a\(i.\

Autifact (passive)

rited it or stol

the character owns an

to do with incantation
divination or

r's choice. This

bility index of

above 10

racter must evade

Obligation: The ¢

e owners of the ar who

show up at the GM’s discretion

Assassin (passive)

When an Assassin succeeds at a Charge
PUG action, the first Damage roll he will
cause during the combat in which he takes
part will be resolved by rolling an extra d6.
Moreover, he may apply the adding rule to
any result.

Assassin has no effect against Assassins

and Beings of Destiny, as well as against
characters with Conscience.

Obligation: The
stealthy when he declares his charge,

character must be

Assault fire (active)

The character masters a special assault
technique. When he uses Charge, he can
shoot once using the same dice (within
the limit of the ability used to shoot).

The shooter must however have a line of

on his u@et at the beginning of his
3l sol\'ed before the

J!-.

«Th

ile rcspcell-n}. lhe

© istance

Authority
Whe

‘\pl\\l\'ﬁ\

character's

he can choose one of

the following o

tons: - ‘

« Switch ¢ resclution cede
with an character who wodld

normally have to act lates;
« Make an allied character of his chaee

act right after him

Once this decision is taken. it canetie i
changed.
Obligation: The character hast bl
his most highly rated attitude

Bane/X (passive)
X is 3 e, 2 e

For this feature,
or a trade. Whena charactet
a Damage roll against an opw“’
fulfills this condition, he keeps 02¢
die. The effect of this distincn®
cancelled by Hard boiled.

During 8.9

Obligation:
character must nm’i ¢

fulfill the condit

W




Block (passive)

Results of [+ ] are not automatic failure
on reactions that augment Defense. They
are counted as 1.

Obligation: The character must have
Style as his favored attitude.

Blood brother/X (passive)
In this case, X is a character to whom
the one with this trait is linked. When two
blood brothers are within two squares
from one another and can see each other,
they can transfer dice from their AP and
RP to one another once their dice have
been placed.
Obligation: The character’s blood broth-
must be from the same race as he is.

b
Born killer (passive)
An extra die is kept on all Wound rolls

' stemming from a confrontation action

against a target in contact. The cumula-
" tive rule is applied to the kept result, if
i .possible.

Obligation: The character must finish off
ery one of the opponents he is fighting

Bravery (passive)
The character is particularly brave.
FEAR or targeted by

quality of a point to
3a Wound roll.
aracter must always

,ghEﬂmus! not hesitate

nce the actions of

Brutish charge (passive)
An extra die is kept on a damage roll

stemming from a Charge action. The

adding rule is applied to results kept, if

possible.

Obligation: The player must resolve only

one action this round: a charge.

» .
Cat's paw (active)

The character is particularly discreet.
When stealthy, he does absolutely no
noise, and can therefore only be discov-
ered through sight or smell.

Obligation: The character must suffer
from no armor or encumbrance penalty
to benefit from this feature.

Concentration/X (active)
‘The character marks X ability/abilities
on his character sheet. When he uses
them, his attitude is always favorable.
Obligation: The character must have
Discipline as his favored attitude:

Conscience (passive)

A character with this distinctive feature
gains the following bonuses in an area of
eight squares around him :

+ Any Scout within this area is no longer
considered as stealthy ;

« His control zone is doubled by a sym-
metric area behind him;

« He can shoot at a character he does not
see if no solid obstacle (wall, tree, mini-
ature...) is in his projectile’s trajectory;

« Ifhe is a mage ora faithful, he can cast
a spell or call a miracle on a target he
does not see. In this case, he ignores ob-

¢ stldes,even if the effect has apm)echlq

Counter-attack (active)

When a character with this distinctive
feature takes a confrontation reaction, the
player may announce that he will counter-
attack before rolling the dice. If the reac-
tion is successful, he rolls 1d6, which he
does not take from any of his reserves, to
immediately resolve an action with, at the |
player’s choice, Bash/PUG, Slash/PUG or
Pierce/SLE. This action must target the |
opponent who has caused the confronta-
tion reaction. |
Obligation: The character must have
Style as his favored attitude.

Cure/X (active)

The character is a skilled doctor: When
he successfully uses the Heal ability, he
benefits from a minimum quality equal
to X.

Obligation: The character must heal all
Seriously Wounded (or worse) allies.

Desperate (passive)
WhensSomeone Desperate is in the
Control Zone of many characters or of an
opponent with a higher Potential, he gains
a +1 to the final results of his confronta-
tion actions.
Obligation: The player may never will-
ingly make his character flee. However, a

game effect may force him to.

Dcvotion‘ZX (actch} <5

mg m;\i’ die, gﬁvwna gems to- s -mage’
himself. The - mage-
na gems (character




Teint (active)

When # charscter with (his distinerive!
feature sucoeedt ot 8 confroftation action
W.nuwmrrnnumm,(hfﬁxm
duing the action may decide to not wgund
" 8 bt Adistesd make i lose
AP or RP die. Announced
to discard moee dice. at & one for one ratio
Obligation: The player must have placed
a¢ many dige in action &8 I reaction
amnwuqhmuummuhunmm
rber of them. he must disgard one

p b, =N

'.ml»k‘ allow

When he attgmpts § confrontation ac
tion or reaction, the piayer may transfer
4 _“‘.hvmhnAFU&lPMm

@W‘Mﬂ".wl’"m"d

Mmmmm«ﬁxd

dice in both his pools at the beginning of
"' the round.

N which has to do with his
2 cultwhen he wants t this distinctive
*mm«hgulhrﬁ'yn.' P

Terovious (passive)

{f a Ferocious character inflicts a
Stunned to an opponent, this opponent
Joses an extra hit point.

Obligation: The player must not have
declared any gambie for the Ferocious
character’s action.

Fierce (passive)
;. When a Fierce character isincapacitated,
o he does not fall . even if he

Foeus (passive)

Resolts of 3 during sy

thay be conaidered as vithey -Q
Obfigation: The player magt § &3
oAt Mt and mank cont of fie ' .
spel! by heart o N
[*

Goblin's jeers/X (passive) |

The charscter’s innuendo. fiffed P
ners and colored speech
him on the good side of r-:,:.,t,'“
When doing an itetaction meove ,.t
lower city, he is always tnnwk"d“,;‘
fing and Intimacy of X with bis targey :
Obligation: The plaver must portray bie
character in a clumsy and insulting way
while in the upper city.

Hard boiled (passive)

A character with this distinctive fon
ture is particularly resilient. Wound relly
against him cannot benefit from the oz
mulative rule
Obligation: The character must inflict «

o e ol b

Jeast as much damage to his opponests 1
he has recteved

Hardened (passive)

The character is an experienced adves-
turer. When the character gains this fo-
ture, the player selects a group of abilities
from the following list: confrontation.
interaction. During the rew-

has lost his last health point o has been
finished off. He keeps.on acting until the
next deployment phase. Only then is his
model replaced by 2 corpse token. During
that length of time, he s subject to the fol-
lowing rules:

.+ <Hehasateound penalty of - 4 ©
+ He cannot be healed:
-!#:puuwa;

Obligation: The player must have Pug-
nacity as his favored attitude.

lution of actions from the selected groop.
free dice are bonus dice.

Obligation: The player must use the mar
imum amount of d6 when his chancter
does an action favored by Hardened

High roller (active) |
Crm&dummchrmu:r ‘

fessional gambler.

during any move which has

gambling can bt(l)nsdi'ffdbf{m". {

Obligation: The character randoe¥

selects his attitude at the beginn®s

every Opposition

X



Harassment (active)

A character with this distinctive feature
can pause his movement to take a Shoot/
SLE or Aim/SLE action. The MOV points
he has not spent may be used once the ac-
tion is Ived to finish the :
Obligation: The player must have Sleight
as his favored attitude.

*Teonoclast (passive)

‘The character draws his faith from his
enemies’ A faithful with this distinctive
trait does not-determine his temporary
Faith using his Alliance’s faith value, but
using one of the other two.

A Obligation: The character must fight or

- verbally oppose those who believe in dif-
ferent dnﬂ:hm his. _

Implacable/X (active)
'gmphca.ble warrior can make a

each time he puts an opponent

n the state “Dead?”. He uses his

an use this feature X times per

t only once per “Dead?” oppo-
e :

x

character must not be
when ﬂz uses this dis-

-

Infiltration/X (passive)

This distinctive feature Is activated at
the beginning of the speaking turn and al
lows to move X squares by sacrificing 1d6
before splitting one's dice between AP and
RP. Control Zones do not interrupt this
movement

Obligation: The character must not
have been seen by a non-allied Np¢
ing the Opposition

Note: X can never be greater than the

character’s MOV

dur

Instinctive fving (passive)
‘The character has a gift for hitting his

target 'when shooting in a crowd, W hen

he is shooting at a character engaged in
melee, he hits another warrior only if he
»Onal.”

Obligation:

rolls [+ oral.} he hits no one
The player must announce

his target without hesitation. GM’s call

Leadership/X (passive)
The character is a natural leader, inspir-
ing his companions. Any allied characters
within X squares may use this charac-
ter's DIS to resist fear and Initimidate/
PUG tests. Moreover, when he uses the
Command/DIS ability, the character al-
ways gets the free die, even if Discipline is
not his favored attitude.
Obligation: The character cannot move
away more than X squares from an ally.

Leap (active)

This distinctive feature allows a char-
acter to perform astounding leaps. When
he uses the “Stunt/STY" ability, he does
not need to take a running start, and can
therefore use his entire MOV in a leap.
Oblléhuon: The character must have se-
lected Styleas his favored attitude.

“Loyal/X (passive)

The faith of the character is éxception'-
ally strong. When present in a place or on
. atile, he adds +X to the F:uth value of the
faithful.

Oblﬁatnon. Interaction actions target-

Luck (active)

The player can reroll one test per tutn
This reroll is done with as many dice as
the original roll and can be for any test,
even a Wound roll. No matter what the
rerolled result fs, it must be kept
Obligation: The player must reroll one
successful test every turn in which he

calls upon his luck

Martyr/X (active)
The’ character may wound or sacrifice

himself to give Temporary Faith to a faith

ful of the s

ame alliance as him and whom
he can perceive. He can in this way give 1
to X TF points, To do this he must make ‘

a feat causing him X Penetrating/0 ds

age points, If the character suceumbs, the

faithful gets an extra TF p
Ihe

Discipline as his favorec

Obligation: character mast have

ide

Master archer/Arossbosman

(passiye)

Warriors with one of these distinct

traits may make an extra ra attack by

splitting the result of a Shoo

g test to
obtain two final results. If these two re !
sults beat the difficulty for the undertaken
action, both hit.’Any gambles taken must
bé satisfied by both these results, The cu '
mulative rule can only be applied to one
of these results. If either one of the'twe
results isn't high'enough to hit the target,
bothshots fail.

Obligation: The charac¢ter ‘must have
Styleas his favure? attitude,

Master feirger (passive)

Ift.hsremlts rolkd during a FienngLE
move dre al.lEI it is nolanaumma!k.

Obhgatio .The tzh racter mu%'fo n

Cinga faithful of the character’s cult cait? g
@ol slve treaction to the sbmcter

“FRBE LEAGUER
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AMervenary (Passive

works for wi

ary charactet

nd has learted

. \ e 0

\faster stk
i e WL o
Ak P conditions. Thus

wde as his

Ray

splovers

plaver an
ph

¢ favors the

at

free dic of all ot his

he gains

Ao POWY which att

RSUE LS

fhe charatter must blindly

Obligation

obev his employet

cave)

Minclayer (passive)

When the character places oxplosives

L (astive) {§ board, they are automatically
X (achive o he game boatd they areautomiti

sidered

3 be stealthy:

Mechanic

The chatacter must be

he places the explosives, o

Obligation

place them before the beginning

he must

of the Opposition

Mutagenic/X (active)

o)

sifted with mutagenic is

A character RY

1 svhar clone, a goblin mutant ot

of Aarklash victim {or bet

from medical experiments At the

ce of equipment

loRy
{ overy round, before placing

A player can distr ibute X points

between his attitudes. W hethee the player
uses Mutagenic or not at the beginning of
the next turn, these modifiers end at the
ond of the turn where they were chosen

Obligation: The character must spend

his Mutagenic points in his favored at

titude

Negation (passive)

A character with this distinctive fea
ture does not need to see his target when
countering Magic or censoring.
Obligation: The character must answer

0o to all yes/no questions

“Paviah (passive)

A Pariah character cannot benefit from
any positive effects stemming from an in
teraction action or reaction undertaken by
a character who is not a Pariah himself.
Obligation: Allied characters cannot
succeed at any Manipulation (see Inter
action) targeting the character.

FREE CI¥

Personal C""‘“WX ; 3

(passive) ﬁm}

L

Each tihe he tries tive
RS 10 Ny e

e

enemy; the

chatacter Raing W\“g

al to the iy
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Yy
This | Y he
his Intimacy vy
during character e

his enemy
ation ang 8
N ey,
a point cach time they ¢ x_hm‘
=
e g

other

by

Obligation: The charg,
) wter
harm his personal ety

has a chance to do o

Piety (ac five)

Faithful with this dist

inctive fegy
o y 2 e
keep Up 10 2 TE points from oy
™ OB e
to the next as long as they still g
R
left when they calculate their !

new T

reserve can only be twa point &
NS frog

to the next i |

Obligation: The character my. I
TINSE o v
place consecrated by his religion

once per day Rl
o Ry T .

Possessed (passive)
Someone who is Possessed comad

penalties due o, Wounds s heig e
Wound lower. Thus, a | itht Wound ez

es no penalty; a Serious Wound ey
the same penalties as a Light Wound s

a Critical Wound the same penaltiesasy |
Serious Wound. A possessed chursw
still falls unconscious when he reachestie
"Dead”™ health level. This distinctie sgat %
does not atfect Healing tests. ]
Obligation: The playeris not informed :I
the wounds suffeced by his character. e =5
GM keeps track of those wounds behal =
his screen and only tells the pliye the
penalty his character currently NS

Precision (passive)
) rolled during Showe il
s

Aim move resolution can be ¢ ‘

Results of

Obligation: The character must have st 3
cored attitwde 3

lected Discipline as his fay
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Rallying cry (active)

A character can only yell a single rally
ing cry per Opposition. When he does the
(TL) increases by a point. All allied char
acters who were routing are now rallied,
and those who weren't gain a +1 to their
DIS to resist fear.

Obligation: The character must have

Discipline as his favored attitude

Rapidity (active)

The character is quite skilled at running.
If he makes two consecutive Move facts,
he gains his MOV a third time to make
that move, as well as a free extra quarter
turn.

Obligation: The character must have se-
lected Style as his favored attitude.

*Recovery/X (passive)

At the end of each round, the magician
with this distinctive feature regains X mana
points in one of his gems. These points must
be from an element he masters.
Obligation: The character cannot change
his attitude at the end of a round where he
has benefited from this distinctive feature.

Recycler (active)

The character hids a golden touch when

it comes to restoring deteriorated objects
and recycling materials of poor quality.
When creating a technological item, the
Material level is ‘increased by a free level
and, during an Opposition, he benefits
from a free die on rolls for Design and
Repair ability tests.
Obligation: The character must claim
every abancéned object of the technol-
ogy of choice for himself and repair the
damaged ones.

Reflexes (passive)
During the resolution phase of a round,
 the character has the initiative as though
he had placed one more die in his AP. In
case of a draw in regards to the number of
dice, heal y cts first. 5

- Obligs “fhe character must useall of
the dlﬁgtelu‘ places in his AP |

_never flee from an Opposition

P . 7 H
Regeneration/X (passive)
At the end of each round, the player
rolls 1d6. On a result equal to or lower
than [+ or X (the lower of the two), he can

clear all marked squares from his lowest

health level

If the test is successful, the charac
ter immediately benefits from a second
Regeneration/X test with the same condi
tions. However, whether or not this sec
ond test is successful, it does not allow a
third test.

Acl

aracter who no longer has hit points
does not benefit from Regeneration/X,
even if he is still on the game board due to
a game effect of any kind.

Obligation: The character must discard

a die from one of his reserves.

Reorient (active)

A character with this distinctive feature
can freely reorient himself at the end of a
round. This reorientation is not considered
a movement. A character can keep some-
one with this distinctive feat from reorient-

Obligation: The character cannot chang
attitude when he reorients himself
using this distinctive feature.

Resolution/X

(active)

The character has an iron will
When he has decided to do
something, failure is no longer
an option. Once per round, he
gains a minimum quality of X'to .
one of his tests.

Obligation: ‘The character can .

he has started of his own
free Will.



hreous (pas,\lvc)
1« filled by an unfailing
be affected

Risv
Rig

he character
ritude. He can never
Ltrolled by another plaver
over,

moral rec
¥ Cor
o who created him More
o in his AP. a

by routing

than the ¢
es all his dic
+1 to the final results of
any test which may ¢ ause a' W ound roll
qust follow his

when h

Righteous gains a

The playee I

Obligation
de of honor to the

¢haracter’s oo letter:

Rigor (passi\'c)

if tesalts from the soll for
it s notan auto

a Subtlety

move come up as it

Moteover. characters with

failure
& better point in the
e, Fhat point is not

t as it does not

gor always have
knowledges they Jed
noted onthe charactet shee!
Jifect the experience system

Obligation: The character must keep his

chacacter sheet spotless and must write

on it so thatanyone €an read it

Romeo (active)
The character is irresistible. Whenever

he makes amove favored by Style, the free

die is a bonus or extra die.

Obligation: The character must try to

seduce all members of the opposite sex

(or of the same sex) that he targets with

an interaction move

“Ruthless (passive)

Wheninflicting damage to an opponent,
the character always pushes him back by
at least a square. This distinctive feature
has no effect on Steadfast characters.
Obligation: The character must try to
push back all opponents with whom he is
[incontact

- 4 B o

bappcr/\ (active) Strategist (o

led isbresking 68 MseiResults. of VP%SWQ)
. ol

tion of Commang :::‘ ducfy

considered as “; i ’Coo d

Obligation: The (l

Discipline

The character 1S ski

eiding sleges When inflicting @ Damage

roll to a piece of scenery, he

qual to Xo

benefits from

a minimal quality ec
Obligation: The character always carries

sapping tools (tools, axe, apr

hzr;.q"

a8 favoreq ‘Q}h,dw b.\ <
le.

on, ete.)
S(rcng(h “'hcn

Seoult (passi\'c)
Scouts are auto- (hal'gillg/x(

During deployment. ;
matically stealthy , unless deployed in When a ch plSS\vt)
g A character wi
‘ontact with a Scout or neara being with on ol With thy;
contac sign charges, his POW thig dige

S ingry

. . b applie: RS
Obligation: The player must whisper foras | round, but onl\l ph‘_d until the gng ¢ X
his character is stealthy He must ¥ Rgainst the

the Consciousness feature. ‘This bonus i
3 5 1S

long as geted b
¥ ¥ the chas

not make any noise with his chair, etc. He  various game e«rge. Every modjj

can toss the dice normally, however. to this new PO\:,C(S are pplied g i

Obligation: The chary,

& e Pugnacity N cter m
chucmc/}( (active) gncity as s fvored atiyge | %
A character with Sequence/X can gain Y
extra AP and RP dice when the player
places his dice. Each extra die lowers his
is the limit of extra

Survival instine (passi
.Befm'n every Damage rof] 30,1 o
rior with this distinctive feat::ym =
who con&'nls this warrior mllz'u‘e s
result of 13, the Damage rofl i ldﬁﬁn.
character to haye more that twice his POT  Obligation: The ch -
2 Characte
as soon as he suffers fm;m‘“l 3

Wound.  Serioyy, |

Changes brought on by this distinctive
i

xg
Thaumaturgist (passive)
When calculating his TE, 3 dm.,..J A
gist faithful has as many extra pojngy
his current Wound penalty, 3

abilities by a point. 2

dice which can be gained with this dis-

tinctive feature. These dice cannot allow a

in dice in his AP and RP. These extra dice

are lost at the end of the round.

feature only last for the current round.
Obligation: The player must announce
all of his actions before resolving the first

one when he uses this feat.

Obligation: The character must not e
any action which could make him g
hit points.

Sharpshooter (passive)

If the results of a Shoot and Aim move
for a sharpshooter are all | -], it is not an
automatic failure.

Obligation: The character must have
Sleight as a favored attitude.

Tightrope walker (

‘The character masters his move
possesses a keen sense of ba
do stupefying stunts. When hea
a rooftop, each square alwm
MOV point. As is also the ¢ .
moves on terrain which tests hissenss
balance (GM's call).
Obligation: The character must
Style as his favored attitude

* ! .

Steadfast (passive)

A Steadfast character can never be
pushed back.
Obligation: The character must not have
moved this turn.
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*Toxic (passive)

cter with this distinctive feature

ccrete a particularly toxic bio

logical venom During an Opposition, all

of his natural attacks inject a venom (see
Confrontation), the nature of which the
player selects during character creation
Moreover, the character does not need
raw material to create his venom

Obligation: The character must inject

the venom to every character he touc hes.

Vivacity (passive)

During the declaration phase of the

round, the player may announce the place-
ment of his dice as though his attitude was
one higher or one lower.
Obligation: The character must an-
nounce the placement of his dice before
any other player who has chosen the same
attitude than the one he is talking to

War cry/X (passive)

When a character with this distinctive
trait charges a character, he generates a
natural FEAR equal to X. Exceptionally, X
is equal to the POT of the character, and
not half of his POT. If this FEAR is equal

sible FE:\R.chargirgchancw o
immune to : 2

to or higher than the charge target’s pos-
v

Obligation: The character must alway

en he w

s war cry wh

chargeand yell t

for the first time

to attack a character

Note: Using this ¢

ce Exploration

War fury (active)
w in this state of fury has to

A warr

all his dice in his AP. Free dice he

place

may have are bonuses on moves of ley
1 or higher abilities, It is thus possible to
roll an extra die one’s own level of ability
Moreover, the character must use all of his
he end

dice and cannot change attitude at

of the round. No game effect can tr
the character’s d6s from his AP to his RP.
Obligation: The player must announce
his use of War fury before the Pugna
cious announce their actions for the turn
If more than one warrior uses War fury,
the more Pugnacious of them speak first
In case of a tie, the one with the smallest
Size speaks first

A warrior previously forced to place all
or part of his dice in his RP may not use

War fury.

' Y
“Warrior-mage (passive)

The character blen

the art of m

Each time he

ynfrontation abil

increase th

to increase an inca

he may choo

instead,

st already have the selected

m

Obligation: The character

confrontation

“Warrior-monk (passive)

The character blends the art of war an
sting fash

the art of divinatic

lected abilit

Obligation: The ck

lect confro

“Wild/X (passive)
AW 1
result ofi@ll of his confr

haracter

for as long as he is at least X squares a
from any ally

Obligation; The character must have
Pugnacity as his favored attitude:




FREE LEAGUER'S

MOTIVES

To become » frre losguer inCadwation
0 ap fanodent act. Thelliéory of the
feagues goes back straight to the found

o ers St ity the Dogs o waz, and every
Cadwe knows it 7o chbose your "trade” is
Tenrtore 1o ask for 3 wpocial stetus, with
the privileges and obligations that o
with it ity also taking the fiest step into
& world compond of plots and backstab
bing Not'ro mentionithat the leagues are
mistrusted, sometimes even hated, two
other trong emotions that ae common
o Cadwabion ¥

L One daes o bedtmnes Eer leaguer on

5 Ewho one Marning — one needs a res
~ son, 2 mptive

4

T

The traditions: Cadwes are proud of
their heritage and their unique status in
Aarklash. For some, this pride Is strong
enough to heve the desire Lo perpetuate
the traditions of the Dogsof was, serving
the Duke of Cadwallon and o be 3 ram-
part aguinst the nations who covet the
riches of the city.

Sometimes, some refugees fesd that call

dore than 2 desire for riches orglory, it is
for them a desire 1o “give something back”
1o the city which took them in.

Adventure: To explore ancient and mys-
tenious ruins, to negotiate pew alliances
inthe shadows, to discover what is truly
happening behind the scenes, fighting
2g2inst opp s who are also brothers-

FELICITY

Wheth:

tion, summe peopile
leaguess 1o increase
They have chosen
hesitate 10 Jet it ka
Eirely in theprinciples which the leagies
Aclowed when they were founded, these
people are those who push the leagues to
reach @ higher status.

- with z e spent o help the guilds and try

in-3rms and who live for the same thill
you do,.
more than the promise of

All these attract free leaguers
gold or the de-

sire 1o renew old traditions.

“DesTiNy

Somefimes fate chooses: for
Becoming 2 free leaguer is more the re-
sult of circumstance, the end result of a

you

AY that is left for the free
npose self among his. e
Iy i his recruitanent had no eas0n

than 3 fmancid investaent. .
Or maybe the character actustlly tried
to enter the leagues. Are his intentions
more “honest™ for 1?2 in the influence
game between leagues, nobles, puilds and
the different races, spyingis an £ASY 10 use
weapon. The character might be, aguingt
his will und in secret, serving another fac.
tion who is trying to change the fate of the
leagues

Discovery: The free leaguers have 3 cur.
tain privilege: anything they discover is
theirs, Consequently, it isn't difficile @lP
imagine the anguish felt by 20 inhabitan
when he discovers an ancient passage or
a forgotten treasure. The fear of seeing 5
league drop in and claim “his reasure”
can motivate some Cadwé, who were
leading until then quiet lives, to take
the final step in order to claim their due.
Most inhabitants, in this kind of sity-
ation, will try to sell their discovery to
free leaguers. For others, this works as
starter — when their treasure is no longer
enough, caught up in the games played
by the leagues, they go out seeking more
riches.

Amnesia: One wakes up, one morning,
with no memory of his identity or of his
past Suxpr}sing)y,ﬂwm}ym”

series of events, sometimes p; ked,
sometimes random. For these people,
there is no vocation, just the willingness
to live with it, and to get as much out of
it as possible

'lhelmgueswneﬁa;esze-

" from e of the gids 2d
@uﬂuwu@ubw

crust new members. Thus, 20 individual
may be asked 1o ply his trade or invest in
2 small free structure, independent from
guild gontrol Honesty just so happens
M“ahmm&ew
Thus, according to the ambition and gul-
libility of some people, certain “recruit-
exs” get what they want. This is notably
the case with refugees who do not master

. the Cadweée language well enough to un-

derstand all the implications of the free
leaguer profession.

nize the ch ave free leagy hy
themselves don't know wy&h;“

really going on? Did the free
cause his own amnesia, to forget me
ﬁesloopyn!uiv.okup’ki&a g

£0 on without him. Is he even stll alive?
Bemmingﬂnunde-dubﬂﬂli”“d,
also tends to he an experience that leawes
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A
has

v like & heavy y
past wit e
doubtless the most merciles

1 concorned about the symbe

of the leagues

ot’s old life migl
guevival: The characters oid fe v

ot have left him another <

pecoime a froe feaguer. W

N merchant of kept his sav

arw .
an sock, the plots of Cady ' '

wooleh s ¥ ‘ al L

Nis life in danger. Becoming a free leagy < ;s

of ix & way to find new allies, a new

ond to be under the Duke’s immediate

risdiction

This situation is not uv

and & refugees hunted by his form

gon will need more than just t
patts of the city to avold emissartes w

ree leaguers hnvanlems and knowledges in common due to the activities
of their leagues. This pool of common knowledge is explained in the follow-
ing table. If some of these abilities and knowledges are already known by the
" character (whether they may be abilities granted to him because of his ra
culture or trade), the player must increase them by a level,

had fntentions. Few arganiza

0 come forward and support him

willing
st his powerful enemies. Among

free leaguers, the character will hind

men united by a single ideal and a g

of kinship, Thighawever, is 1 The abilities common to free leaguers are (only one possible choice in every
rule and the factsoften ditfer the theory, category
but the leagwes remain the safest place for + Slash/PUG +1 or Bash/PUG +1 or Pierce/SLE +1 or Wrestle/OPP 1 or
the character. Shoot/SLE +1;
. « Stunt/STY +1 o Slither/SLE +1;

Ruin: Life is sometimes tough in Cad « Command/DIS +1 or Intimidate/PUG +1;
wallon and trouble never seems to stop + Conceal/OPP +1 or Hide/OPP +1 or Crook/ORP +1;
coming. Even a member of a guild who's + Dodge/OPP #1 or Parey/STY +1;
seen itall kgfown by his peers. is not safe « Identify/SUB #1 or Look out/DIS +1.
against & bad investment. a tough period
o high gambling debts. Once one is ru-
ined. without a home or friends, there are
very few choices left to take. The weaker
people will lose themselves in the maze
d’&e*m ity or hope to make enough
W start over by mortgaging themselves
10 the Usiirers. Faced with such chaices,
the profession of free leaguer seems like guers also have a few privileged contacts.
& party. Not o mention that if the chare + Two levels for a single Cadwe contact (upper or lower €ity);
Acter isruined, he still has his skills, the + Two levels with the Duke of Cadwallon
very shills which allowed him to elimb so The first of these contacts may have been selected during a previous steps but

hicrarchy. “‘““&mﬁ cannot be the Duke
oftheleagues.. <

a golden

‘The knowledges common to free leaguers are (only one possible choice in
every category):

« Administration (Cadwallon)

+ Faction (Player's choice) +

« Fiefdom (Player's choice) #1;

guage (Cadwe) +2;
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- Follow me. meam Yowr wich shall be met. AC’ TI O I\J ! g !
From the top of the tower one cowdd see the ~wbole city a 3 R E AC TI ON ?

o P

x, liadenant?”

Exbolden by the familiar Srowads, the temporary gwide took Neline by d
e e, my fair ndy, from the top u,': this tower you cut see the fumores Kvsken
hbor aad it endlos Erading of goods from the four corners of Auklush. Firther
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|
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= Hirve 10 fears, maam, you're safe bare. Ovor there, o the other hand, you would 7% ®tc in opposition (see further) or
Reve miech to foar. In Darkshore there are only smugelers and hose Akkyhar dogr the right to reroll i1 in the other cases.

5] LU 3 In the latter case, the new result is then
wth oll dic repect. Buet you showld rather admive the glow of the glus ball of adedito firse T
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Neiz simpered, letting ot short gasps of admirstion. She pointed 1 finger  to act or react

towsrd Elion
= And that amoke over there on the riverside? « For moves, the cost is indicated Xd6

= m nuhir.fpit-poudm 1 ,Gdor_v in which poor C”J,’" ,u'ark themselrer to because it dcptndf on the ability used.
duth doy and mighe. It sesed to be inside the city wwalls, yet since the explosion they ™™ OPPOsition. being in the favarable
hdto it Frth sy, e Nl tind.. nu‘Jm? attitude allows a free. 1d6 to accom-
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to lexve you now, lieutenunt. Maybe we will have the opportusity to
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’%&QWW'&W/M*&?I iI,qk!(ﬁ? :
: MMW-MIW ile leaving
liter in 1 nearby alley she gob vid of b dros to returndo the comfort | A
.&wwﬁwﬁmn&(ww he
ler who theawsr soos to wirt, PN o
2 % e R

WL

- n, fa \
They are considered classic role |
game situations. The player
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Faploration
: e oy e m—— Preliminary action
~~ PRECISIONS o o D

one Is the opponent

ey gy
e the oty

1t Is only p
is only possible 10 attempy 4,
reaction for every e s
2 ‘ action, 1 o
P y he sty
I'he actior Can be combied with' is sgug . %
i# ad

ded ¢
ptionally s reactign v

Opponent: Indicates which charac- | cate that exceg

v wil Have the right to use @ reaction  © made after a previous reaction 1 Can by
tioh: Combines rules for mira \en faced with an actlon, Certain op Once an action is announced

_‘_y:‘“ , ponents, if they aré directly aimed by bles, a reaction can be mn'n:‘m:‘m

“Ilr'\‘r\‘”“’” Combithés. rules for in- the sction, dre then qualified as “tar resolved. ‘The dice from the W',: wl

ventlonss and madern’itechniques on etsl It always possible to react to  sac rificed and the re: '"'"""erm.un

Aarklash W0 action perceived without being the termined before the test of mmrh-'?

r target if the action 1% made on a square  place. An automatic fallure of ‘h’nu..r.

the mastiiry of the abifitfes of confron-| i contact ddesttechangs snthie ”'mrr!’”;z
tation exploration and Interaction & often Dice used for an action are announc ed  RP are definitely lost

Jained on the job,. at thesame Umeas gambles, before an ap The influence of a result obtalged 5

the result of experience
doa 0d6 test " PONENCEERCLS: a reaction is valid only for the roud

That is why it is possible to
ing staged

There are no reaction facts,

The conditional actions

During his game round, a player i

nounce that he will carry out a factors
move (and only one) If an eventocusin
his field of vision. This conditional sciss
will be resolved with the dice from the il

during someone else’s turn,
Conditional actions not resofved belee
the end of a round require the lossol 16
of RP during the Recovery phise of8ESS
round (see further) Besides, they et
valid for the following round. They s %S

repeated however,

“My character $hooks ifumr 3
7 of the 6

Example:
body appears at the come

Is declared at the end of thepiase |
with action managemenh WW", :

:
takes place only if the action ocdury! :

ing the turn of another playe”

.




ABJURE

Family: Incantation

The tarot-mages are feared by the other
magicians because some of their spells can
dissipate the magic created using mana

Action

Cost: Xdo

Opponent: Whoever is capable of ab
sorbing or thwarting the spell

The player tests Abjure/OPP (difficulty
of the spell). If the final result reaches the
difficulty, the effects of the spell are ap

Gambles to Abjure can impose a mini-
mum quality on the possible reaction tests
of opponents. 1 per gamble.

Reaction
None,

—AIm

Family: Confrontation.

The character gets ready to take a deli-
cate shot or aims to generate a particular
effect. He can thus cut a rope or split a

candle so that it goes out when it falls.
Action
Cost: Xd6 -~

Oppuu-tx Q;per in contact with

mmm»\wsn.su) If it suc-
ceeds, r adds a bonus equal to
the number &f gambles taken on the test
of AmVSLE to the final result of his next
-Mﬂnrwthumundnrdtefoﬂwmg

n.

"lhnpmlngu bonus, thedur

Minimum

Object
Gamble

Aim at
hand

f Rope,

| “:(?.Ic' | +6 | \ulh-nl

L T B _,,,‘gle“
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ALTER

Family: Divination,

A proverb says that faith al
lows us to move mountains
The faithful are the proof since
they are capable of modifving
the “Creation and accor

feats exceeding the und

Action
Cost: Xd6
Opponent: Faithful with the ability

Revoke/PUG able to perceive the player.
The player tests Alter/ Special (difficulty

of the miracle). If it succeeds, the effects

of the miracle are applied.

Gambles allow to dispense oneself from
litanies or manifestations. Besides, certain
miracles offer specific gambles.

Reaction

Cost: Xd6

Preliminary action: Special.

The player tests Alter/Special (difficulty
of the e miracle). If it succeeds, ﬂ\em
of the miracle are applied. :

Only certain miracles can beulkd'@ﬂ\
this reaction. Their descn’uon indicates
then this posdbuity 3

Gambles to Alter allow to. dkpemt
oneself from litanies or :

Bes»des.cemhmhclesoﬂ%rw&efi ik

oppmmm to grasp his motives. Thus the
player can betteriprotect himself from
the influence of his opponent

Action
Cost: Xd6. ok’ ud t3
Opponent: The The r tests Analyze/

DIS (MAS of dnwl 1fit nmds the

Wdoeswtbemﬁtm» mo«efml!\v

hec

e

|




- mer——p e e ———TY 3
e DT B
0. Family 2

rured and he cha

deals 2 stuc

The «
win® thoughtful arg en advantageous <
potheses, prese nts examples & s
incoherencies in the argumsents ol A o
tecieet Achion
tor.
£ Cost: Xd6

Opponent

Action
Cost: Xdb T S wion
Opponent: Participating in an influ-  the is
ence strufgic gains 1 IP.
The playef tests Argue SUB (MAS of Gambles increase the
the target). 1f it succeeds his character  gained i the deal. It is imposs
gains T1P ro hus intidence strugeic fect seve
Gambies incréase the number of I
; ganed. ’ D
Ncachon
R tio Cost: Xdb
caction Preliminary action: Act
Cost: Xd6 he plaver tests [ S
scacliion




Bon: A charge through

harge can be inter

nt whose Control
U s the case for sev
ptsthe

:‘\Cl\':l\\:‘ re on

Ll of his choice. It is

R a charge.

pponent does a test of

CHARGE

e final result is supe-

and none of theny nﬁ& o
damage. Otherwise, the.

- ter continues his ry.
Note: The frightful character who makes  the opponent ins or
B peey fiee during a charge can re-direct g JS AP

hm.mmm\mm.w»
e, of towards 4 pew opponent. However,
I"emlyhn!btlpindﬁafhis.\lo\' — 3

poins which he had not spent trying to § Q&

each the original postion of his first prey. If . Ty =
20 g within reach. the chargeisa fail- § =
= if the still has dice in his AR, ]

e 7y 10 charge, either the frightened RESULI

“SPpoment, or another opponent.
£

- 0and

13-15 + S S

> 6

ian ¢ his ge:
When break occurs, the magician cannot use
Lahn. He will then bave (p_mlw(.
e TRy e

T el

ABILITIES AND KNOWLEDGES



Crivs

Family: Exploration

The «
climbing
In urban areas, a building storey i

meters in height, considered of Large size

\ion Compulsery

Gambles

4 ‘Wet surface

o Pertisn
<f. Perception

¥ihe use of a rope or 3 farne

548 free gamble while using gy,

- ‘Cost: Xd6

Opponent: Character in contact
the user.

e player tests (Climb

I8t succeeds, the cha

SLE
acter
movement points to move alo,
Should the opposite occur, the chara
falls to the ground

ary action: Falling

ter can stop in extremis a fal

ter manages to
Al Sh \e opposite oceur

solved.

of his allies. He helps th
dations or by

1 orde

he can only command the allie
reach./The use of a standard
ne free gamble with lhlsabllily.lwmbl’li

1 banne

depéndsantht =

et 1ok



A\-n\\n
Qosts Ndo

opponent: W

he Pl

(o MAS o

their Attituies are diftere
. .
Puery gamble increases the
haracter giving the o
chat e can help on a bigger distance

reders By a point, s¢

Mluence

Gembles give [P for a test of
{1 per gamble)

Reaction

Nowe.

— CoNFOUND

Family: Interaction

The courtiers have an unparalleled tal
ent for gossip or deceiving the idiots
Repartee is for them a weapon as sharp as
the blade of the swordmen

Action
Cost: Xd6 =7
Opponent: Target of the Confession

- The player tests Confound/DIS (MAS

3 'ﬂmmp:() I it succeeds, his char
acter gets 1 1P to Fmve a Confession

Cost: Xdo
Preliminary action: Action of interaction.

_Concear

Family: Exploratior
The character tries to conceal :

on him, on somebody élse or within his

reach

Compulsory
Situation

Gambles

Purse, gem | 0

| Chest, picture 2 |
Wolfen body 5 |

Action

Cost: Xd6

Opponent: Character in contact with
the user,

The player tests Conceal/OPP. The final
resplt becores the Stealth of the object.
In case of an automatic failure, the object
remains in evidence: the ‘opponent real- -

~ Cost: Xd6.

g (st."‘tl\e é the »

)
\ecachon
Xd6

Preliminary action: Search

Cost

The quick handed Opponent conceals
temporarily an object which he wears.

The player tests Conceal/OPP. The final
result becomes the Stealth of the object It
is valid only for the Search aftempt which
follows this reattion.

Gambles work as above

C COORDINATE

Family: Revolution

The fine-tuning of certain inventions
requires a numeérous team. A good coor
dination of the abilities is always an.asset
on such a project.

It is impossibléto coordinate nmm %

ple than one's POT, ¥ . ,‘:"i
e Lol - & ¢ \i
A\ml X b ; *

Opponent: Whoever perceives the U«t
k’&m

can help, *Jxmeydon\ have

t&d
evant ability. This effeet lasts ull « -
of the round! h@

Gamblesallow to affect .Aaumd.mq




e ———— e
== (CREATE CROOK HER

Family
constitutes
wer w the godsof Aarklast

grant to their followers. It aflow
profoundly change the Creation

ARE
Action

Cost: Xdf
A
Achion Opponent: T
Cost: Xdé The player test
Opponent: Faithful with Revoke/PUC 0. If he succeeds
percéving the use y )
The pldyer tests:Create/Special (€ ff t 2

effects of the miracle are
Gambles allow to Aispense

sitestations. Besides, cer

F fithnies or mar ic 1
miracles offer specific effects tor g es

R -
iseacton

Cost: Xd6

n Preliminary action it

ILeachon The p et C OPF on
Cost: Xde the target). If he s target loses s
Preliminary action: Spe 11IP. :
The player tests Create/Special (difi se the number of IP lost

It is impossible

this reaction. Their descripti

this possibility

Gambles allow to dispense oneself from

litanies or manifestations. Besides, certain

niiracles offer specific effects for gambles.

FREE CIT e



—DeFeND

Action

oppeaeat: Ch

Gambles increase
thom | L per gamd

Reaction

Cost: Xdo
Preliminary




Family: Divination.
Faith is a powerful weapon. By means
of this spiritual enen he faithful are ca-

pable of sending back the existing to the

void

culty of the

. Gambles allow to dispense oneself from
itanies or manifestations. Besides, certain
c effects for gambles.

es to force an opponent
pon or to impede him.

arm/SUB (MAS of
If he succeeds, the target lets
£o of his wea
Gambles allow to push aside the weap-
on away several squares:
« 1 gamble allows to throw the weapon to
an adjacent square;
+Two points: to one of the diagonal
squares the closest to the target and ex-
_cept those in his Control Zone;




__Donimare

A
ACaon

The player tests Desir
of e targe). I be succeeds. the
Goes ot bemefit from the
3 froen the free dae of attatude
ia -':A*gggnx:o’am S
Al LR & mpossible to

e

a1

levell. This dificulty can be
decreased if the magician possesses itemss
bound to the Realm (1L or the kev allow
ing to open it (2). There are Portals dosely
bound to one persan of one event. Thas a
magican might not to be abie to activate
them. The use of this ability does not im=
munize the magician fro 3 the magc tTaps
or il the attacks of possbie guardians.

1 {The character moves out of reach of a0

o

Note: the Awakening is 2 value explained
in Secrets.

Reaction

None:

—.

Drive =

Family- § -

The atalry aows 3 chazacter DI

A
SA00n

Opponent: Characer In Lo Wt
the wser

The plaver tests DAVSPUG (Commgle s
of Wedrvien uachns] W be sucveeds the
heroll & 2

Reaction

None




Family: Incantation
To evole is the main a0

Action RN
Cost: Xdo . Q o
Opponent: Character capable «

sogbing or of thwarlting & A
- Achior
Acton
ficulty of Cost: Xd6
i\ 1f he succeeds, the effects ol the Opp- N

the possible reactions of the opponents i
per samble).

Reaction
Cost: Xdo
Preliminary action: special n ;

- . - The plaver tests Evoke SLE {difficulty of ANeachion

decrease the damage even the speli). If he succeeds, the effects of the
spell are applied.

Only certain spells can be cast with
reaction. This possibility is indicated
their description.

Gambles impose a minimum quality on
the possible reactions of the opponents (1
per gamble).

Cost: Xdo
Preliminary action: action =5




anat "
pamilyz D anleashes his religious

nds
50 he transcen
By doing

Cost: X6
L o v
‘?‘*:wsem”“‘?"““”
-ﬂ:’ sivination move. The charac
or

. er the
; » 10 use exult again after t
¥, "k‘*“ -action.
? jom action of 1e:
- & Gambles increase. the pumber of free
E for the divination move.

= FANATICIZE

. The character arouses explosions of rel-
piouss passion in his interlocutors who are
then capable of going beyond their limits
and accomplish great achievements

Family

s which

s0 allows to

Action

Cost: Xdé

Opponent: None

The player tests Feel/SUB (6 ). if he suc-
ceeds, his character perceives the pres-
ence of 3 source of mana in its field of vi-
sion. It can be a gem, 2 spell. an enchanted
object, a creature bound to an Element or
a Principle

Gambles allow 16 get hold of additional
informations, in this order
« Pool of the source of mana or quantity

of necessary mana to produce the ef

fect;
« Nature of the Element or the Principle;
« Aim of the magic effect.

‘The mages who only master instinctive
magic besides of Primagic cannot get hold
of the second piece of information on this
list.

Reaction
Cost: Xd6
Preliminary action: Special. At sight.

Feion

Family: Interaction,

The character beging & movement fo
deceive the enemy about his true inten-
tons, it may allow to cheat during a game

of dice or cards {which are managed aiing
the influence struggle system).

Action

Cost: Xd6

Opponent: target g

The plaver tests Feign SLE (MAS of#
target). If he succeeds, he transfers
of the target’s die from one pool 0"
o

Gambles increase the pumber of dice
transferred from oné pool 10 the other.
It is possible to affect several enemies In
that case, consider the highest Mastery
and one gamble allows 10 transfer one of
the enemy's die. o

Example: guard (DIS 3: POT 1) and & ‘

licktenanb{DIS 4; POT 1) arein faction in
front of a building in a district domingted
by Pugnacity. At the beginniag of an ap-
position, ﬁ(dxajeadldd!utmn
Placed in the RP. A player, coming after
them in the declaration phase, takes them
bympicadmdawdmlhuw
that they cannof react to his companion's
action. He dhus hakip succeed in a test
Feign/SLE, the, ty of i
(because.




 Jel

Foor

Family: Revolut
This. ability
oo Fdamaged item. D
simulated with

these cireumstance

the rules of
The use of this

shop or a toolkit

| Action
s
8 i Cost: Xd6

3 by the objéct decreases by
QQ;&: opposition.

At
Achon
Cost: X
Opponent

the user
The playe

load

his char
Gambles a

For cvery three g

awarded

ample: A




o action: Trap/incideat

ction helps resisting to the pres
aal on the charsctec: 3 loud

g
B

Family: Confrontatic

bandages and oing

whieh wgoa Rl a closing 0 e nents to bandage wounds and set broken
:W sests Force/PUG. The Binal  bones
1&. the difficulty for the test Ihe use of this ability requires a sur
R the geon’s case.
wmultg e

Action

Cost: Nde

Opponent: Character in contact wigh
the usen

The player tests Heal/ DIS 5 + wound
penalty). If he succeeds, the target of the
action can ignore a wound point penalty
for the rest of the opposition.

Gambles allow to ignore more penalty
points {1 for every 2 gamble).

h&mxvoi(ht faith-
Liash results from their capacity
3 the veil of time and to predict

this ability requires that the
tices the religious: ritual for

3 ’ i always real- 4

B s o s . Reaction

woice of the gods without

it beforehand. This ability

od only once per game session

MMM tabing the tisk of angering the
t GM to decide).

Noae.

— Hipe

Family: Exploration.
This mave consists in concealing ones

presence. It can be done only if the square

occupied by the character fulfills' one of

the following conditions: *

« The square is dark; 2

« The square is Vegetation square;

«The stht‘&'a«wh‘vﬂ?

awetell/SUB (7). If his
superior to the dif-
¢ collects a piece of

B! of his choice, save the character can swiny L
Incypoats, in the fiekd of vision of
the amount of infor- L e

of information per

““‘ﬂsnrhchumwumu
msyl.u‘.'k-lwﬂﬁa,m
vuk\nmlhqm-\mwolhﬁhvh‘
abdlities.

. M\iuuﬂq-nq\vh-w“ o

Ot nearby;

« Those of confrontation i the chasse-
ter Uses a2 Brearm or um‘m“’ %
gambles; A

« Those of incantation and di
according to the fubes explained in the
Cortesponding chapters: .

VLN W
agn i e RS
-Hrumaéxuh"ﬁman@k e ;: :
it somme light, nolse oc a gmelk L ;
« Hewncreases the Fiks S

et U ona et s

+He susfers s dammage roll which makes
““‘W“MM“ . € i

16 the coll i a failure, the character e
mains obviows, but he i cusofit. .
Gunbles aiow to hide while moving. L
The plaver has to announce his intention ot
of moving before Mhifowing dice, He ealty "
takes for everg MOV point
he wishes 10 use. All the crossed squaces
hwlbhlﬂlmkdlhcw‘.
posed abowe for the move to be success.
ful. Whether @ is the case or mot, the
ter moves. 1f the move is seccess-
m:ﬁumumhy.adn- -
‘stealthy if he respiects the same conditse

and




'.ﬁ'k' - ot see
m..dn-uds.dmls be-
ml-u;

Action
Cost: Xd6

Opponent: Target(s)-
The player tests Hunt/OPP {10 - SIZE

targets). If he succeeds, his character fol-
Jows the track. Should the opposite occur
}!lﬂ&ﬂ&lﬂd and has to try to pick it

mb\' nI-t of the ability Search

% ;A’ - Gam jesallowtohnt whileon the move
o “he player has to announce this intention
efore olling the dice. He takes then three

pmusfofe\m MOV paint he wishes to
use, Besides, some circurpstances require
the player to take gambles, while some
others confera minimal quality

Reaction
. Preliminary action: Hunt.
:ll’lt action allows a character to evade
f hﬂi!ﬂ are on his tail.
ver tests Hunt/OPP. The final

@ o Mlmmdiﬁcuhyonhuesxof
Wﬁfhﬂ;m

IDENTIFY

Family; Exploration
The chiracter tries U
{obvious or hidden) re
Bership of an individual to

clal group, an organization, an
cult or his real identity if he is disgt

and cannot be rec ognized

If the character possesses one or sever
knowledges susceptible of helping t
(Factions, Geography, Fiefdoms
benefits then from as many free
as his level of knowledge (consider
evant by the GM)

Action

Cost: Xdé

Opponent: None

The player has to make a test of Ide
SUB 16). If he succeeds, his characte
tects the impostor or determines the
membership of the target

Gambles allow to dete
cisely the membership of the individual
So, if a simple success allows to determine
the affiliation to a group, a gamble allows
to guess the rank or the function ofthe in-
dividual in this group: two if this distinc
tion is rare; three if he has been in place
long; etc. Besides, Gambles allow to reveal
particularly fine disguise attempts

ne more pre

Reaction

None.

~ INPROVE

Family: Revolution.

it is possible to improve certain techni-
cal innovations.

The uise of this ability requires to have
access to a workshop or a toolkit.

Action

Cost: Xd6

Opponent: Character(s) in contact
with the player.

The player tests Improve/DIS

(Achievability of the object).
ceeds, the invention works even better: it

If it suc-

A -
Achon

Cost: Xdbé

Opponent: (

ceeds, the effects o
Gambl
elements of  the

some spells suggest ¢

as increasin

Gambles, such

Reaction

Cost: Xd6
Preliminary acti

on: Incantate (&

special action ¥

The play

special
ficuity ¢
The attitude used for t

determined by th

the reaction




/T\'TL\HD"“ t L OOK OLUIT

p—
Family: ©
e <

Achion
s Cost: X
Opponer -
Reaction
Cost: Xd6
Preliminary action: Action of confron houette and is

The player tests Intin
of the target). I succ e
sult becomes the Defense of the character
for the preliminary action. It is
toaffect several targets. al

Intimidate/PUG (FEAR) also allows to
resist fear (see Feanp 221

t thein
is in the area. He has to test Hu

to locate him exactly

If this action succeeds in front of an
evident element. but in conditions which
re, the char.
acter gathers information. Besides, he .

mask its location or its

can use Lodk Out/DIS to reveal a detail

precise information (such as ¢

E he
mber of ducats in a pt

can use Look Out/DIS to identify distant
d by per-

perception. It is possible that in

noises that cannot be recoge

mar

se situations, there is no level of Stealth

to determine t

ty. It is then de- N

ing or the level of

terniined b

noise or smell




B

Gainbles Allow (o compensare for

dark hghting. a noisy environment. falnt

5 smells or for a hiding place. Fac I of these
§ elrcamatances forces the player (o take a

oif :

i Reaction

ooy, T .
g 2 The or uses alf the Jength of his
arm and welpon to attack as far as pos

wible.
U Wi s character'achires of improves
w. v by ability, the plagér whio controls him
£4 & ﬁ?&d“n;%:alepry of weapons (B, P
a0 ar 8y (varfable) (Style) applies to
S ad Y

7
E Action )
o2 Cost: Xd6

Opponent: Target perceiving the playes
The player tests Lunge/STY (DEF of the
target). If he succeeds, the target suffers a
damage roll.
- Gambles allow to increase the character’s
“reach (Reach + 1 for every 2 gambles)

Reasion MEDITATE
o Nm. } Family: Divination

The character meditates, in search of hi
deep religious forces. He thus strengthens

his link with the divine.

Action
Cost: Xd6
g Opponent: None
The player tests Meditate/SLE (6). If he

succeeds, his character can not be victim

of Revoke/PUG moves unless

minimum quality of one. The

till the end of the oppo

not add to eact

of several meditations d

other since only gambles increase the min

imum quality required (1 per gamble

Reaction

None

OperaATE

Family

allor

nology in question

Action
Cost: Xdt

Opponent:




wentions can be

with A
et P s Ot
mnl(heob;c((- If he succ

works normally. St
*Wgc(uﬁm the player rolls an I
oppesite

st

(see Revolution)

se the efficiency of the

Oppon
pE

Reaction

None.

— Parey

wwr

1) LS

OISON

DT': tack directed
< blocks the at irecte:
“The character

Cost: Xd6

3 Mm Action of confron-
 ui o @.,ddmszwea.ptmorashidd

(msable against shots as well)

2 The player tests Parry/SLE. The final
result modi parrying bonus of
the weapon or the used becomes
the Defense of his character. This reaction
requites the use of 3 weapon or a shield.
‘iéhﬁ\*ﬁkmwmit is
considered 35 a makeshift weapon. If the
prefiminary action is Shoot/SLE or Aim/

start working.

Family: Exploration,
The character. discreetly pours some
Poison into a bowl or coats an object with
poison: Only (easy to use) blade poisons.
are not subjected to this rule. This test
simalates the guality of the dosage of
the poison and its use, whether it is di
rectly injected or whether it is mixed n
a liquid or in food. Some poisons (see
Herbalist’s shop, p325) can lose their ef-
ficiency when blended into certain liquids
or when brought to a certain temperature.
Poisoning is a craft!

Action
Cost: Xd6

Opponent: Character in contact with
the user.

The  player  tests  Poison/SUB
(Complexity). If he succeeds, the poison is

B,

Famity: [y, riation,

Theough 3 praver, the antful dbandem.
hir 1o aflow others 1o reach hely G-
ves. He prays 1o support Mis alliey’ e

The plafer tests. Pray/DIS (6), If he s
ceeds, Re transfers 1 d6 used foe this Yest
towards the AP of another character !
tatal number of df it the pois (AP el
RP) of the tasget canmor nevertheless be

mose than twice the target’s POT.

Gambies increase the numbes 46 trans.
ferved (1 per gamble),
Reaction s

Cost: Xd6

Prefiminary action: Action targeting 2
cﬁgz!.ﬁmntxr.

The player tests Pray/DIS (6} 1€ fus final
result 55 equal or superior to the difficainy.
he transfers 1d6 of his RP towards the RP
of another character The wital number
of 46 in the AP and RP of the targer can-
not nevertheless be more than twice the
trgets POT. ~
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PreacH ~ o

— EVOKE

Famih "

I

e
Bieering e
o3 RCHITY

Acton ! "

Casst: hoit

Opponent: Non e

s Presth/STY (6 8
gt bt bunu
t divimati ¢
mget gannot be ufiecied m e B0 additio -
g, s vegsl times trwthe o f fuil o o Alt r De A
by u diffwren: fafthiudl nwil b ! ' =
o et amitil fie anes dus bunu. of "
o reactigns before heing able 1o preact b .
o

thetary

React
cachon

N

» the aumiber of TF
gamblel

BERFY Cie



ARRRER* """

L

Family: Exploration
{heé character moves on a mount He
Jeads it using it movements and domi
nates it in ditficult situations A charac
ter can only use a mount of a Size (SIZE)

strictly superior to his

Action

Cost: Xd6
Opponent: None
The user tests Ride/STY (MAS of

the mount). If he succeeds, he uses the
Movement of his mount to move, but not
its abilities. So, a rider charges with his
sbility Charge/PUG and not with that of
his mount. Should the opposite occur, it
refuses to move and shows itself aggres
sive or frightened. The test of Ride/STY
must be then reattempted to manage the
mount.

Gambles lengthen the duration of the
effects of a success: for every two gambles,
the playes is exempted from rolling again
this action for a round

o Reaction

Cost: Xd6

r‘i’ullmlnuy action: action of the
ount with Force/PUG,

\AThis reaction is made having resolved

L R

B B 0 PR BBt WP SN

To master one’s mount allows to avoid a
fall. The player tests Ride/STY (result of the
player). If he succeeds, the charaeter lands on
the ground without any damage. His minia

ture is then set in contact with a base repre

senting the mount. Should the oppx «

cur, he takes the damages of a fall having for

reference height the SIZE of the animal

SABOTAGE

Family: Revolution

This ability allows a character to booby
trap an invention in a way that it is de
stroyed in particular circumstances (dur
Ing its activation, when someone tries to
repair it, during the finishing phase, etc.)

The effect and the conditions of the
sabotage must be announced before the
resolution of the test

The use of this ability requires a toalkit

Action
Cost: Xd6
Opponent: Character in contact with

the user

The

(Achievability of the

player tests Sabotage/OPP

object), If he suc

ceeds, the invention does not work any

more, but it is not obvious. The next time

this object Is used, an Incident ocours.

This one is determined by a 1d6 roll
Gambles allow to increase the result of

the d6 determining the Incident

Reaction

e

SAIL

Family: Exploration
This move allows a character to row or
sall o small boat, or to carry out the tasks

when part of the crew of a ship

Action

Cost: Xd6

Opponent: None

The player- tests Sull/SLE (Special). If
he succeeds, his character can move his
boat by using his MOV. Should the oppo
site occur, the character does not succeed
in maneuvering properly his boat which
maoves one square in the dicection of the
cucrent (on fresh water) or the wind (on
the sea)

Gambles allow to gain additional MOV

points (1 per gamble)

Quiet sea, no current |

Agitated sea,
strong current

Reaction
Cost: Xd6 3
Preliminary action; I'rap/ig ae
The character tries to ayold & m

tune which thréatens his bgat, p

tests Sal/SLE ‘N’m\ll résult

the difficulty of the incldent

-

&




- et IR
F-*Pm searches a‘iqﬂ"ef o < ;
tact. He looks for some- influence somebody. He
¢ | forget his projects, seduce him,
to accepta proposition, ete, aﬁ’e
ence struggle.

force ;

i
rmim;;g

Action

B e layer tests SearclyDISIStealth). [f Cost: Xd6
= Fésuc:eeds.his"chnnct'erdlscoversalllhc Opponent: Target of iy el

hidden items and the furtive characters. The player tests Sediicalb =

Even if the testis a failure, the character  of the target). If he succeeds, | s :

finds the furtive characters if the searched  tained. Gambles give additiong) jp 3

square was dark but void of any obstacle.  test of influence. Ty
: Gambles allow to compensate for an

ituation for the character. X

" unfavorable situation : y ;

“he number of compulsory gambles is in- Reaction

dicated in the table opposite- None:

S
Compulsory
Situation Catabies - S —— e
DERMONIZE

Family: Divination.

To admonish and to reprimand grg
a part integral of the trade by faithfy].
Station to the one who does not follow the
advices of the priests!

Reaction PO A i
None. ¢ % C& \ i i 1
Jost: Xd6 |
Opponent; Whoever perceives theser |
The player tests Sermonize/SUB (3.5
A\ number of targets). If he succeeds, the ' -

user chooses a family of moves; targets
will then have to take a gamble on their

\

ects of several sermons but for different i}

1ext move from that family. The same

ilies of movement. -
wbles increase the number of com=
sory gambles (1 per gamble).

Leaction

Nones



- S R e S .
_,-——-SHOO'I WLASH SMASH
A ; 7 ——t

Famil
h"“h:“"”".“" ation Family: wlution
S Eancte uses a ranged weapo v hary It is always possible 1o discovep
por t vakne ases of an invention ;
R L 1on and to exploit od
Pon.likea  them tordestroy it efficiently gyl
. era thus simulated by this absil; < -
AC(I\‘” i imu by this abilit The use of this ahiliry requires a taolkie
: or the use of melee weapons
Cost: X0 the user . :
farget perceiving the user A
nent: Target perce ACHO!
UPP"' sor tests Shoot/SLE (DEF of the P
1) . o
: 1“)""’!\0 succeeds, his target suffers o Cost: Xd6 Ac tion
. ),
targe! i Opponent Target perceiv Ing the user, Cost: Xdo
‘
{ M'“:bmadd-\ bonus to the damage roll The player tests Slasky PUG (DEF of the Opponent: Character in contact with
!
r(: hit (+ 1 per gamble) ). I he succeeds, the target suffers 2 the user
ifitsa 3¢ 10!
damage roll The player tests Smash/PUG (PRO ob-
Gambles add a bonus in the final resylt Ject). If he succeeds, the object loses a
on the damage roll (4 | per gamble) Level of State,
For every two gambles, the target loses
> pINECT anadditional Level of State
Reaction o
bty None,
] v n §( X
KNy o4 Reaction .
¥

a character tries to throw any

S L ———————— None.
on a precise square, a test of SLITHER
ot/SLE takes place. If he sug s i AN \
d’\G player rolls 2d6 to deter Family: Exploration e !
the direction of the scatter

To move in a tunnel or o narrow gap is

not always easy. Such a situation

and 16 to determine the number'g f appears
oy the projectile went as 5L on a game board when a player wants his
4,

y gamble reduces by a point ¥ character to pass between two w
ult of the second roll.

In case of a failure, the second roll
'made with 2d6,

alls sepa-
rated by a space too narrow for the base
of his miniature to fit, It means that the
character has to slide between both walls
or crawl into a tight space.

Action
Cost: Xd6
Oppanent: None.
The player tests Slither/SLE (6), If K

| succeeds, his character can move a8 if e

‘wasof a Size level lower, wllhouul"d?;j -

" his MOV. Besides, miniatures on “15% or || o

| "2" bases are considered as on e M .

However, the reach and the Power of the |

character are also cal Laccording to

| even more. For every t
ru‘c&- is consid

{ gﬁ: f).




“—STRIKE BACK
UKE BACK

Family: Confrontation

‘The character replies to an attack by an
attack using & hatural weapon or e leo
weapon.

\When his character acquires or im
pmveuhln ability, the player who controls
him chooses to which category ol weap
ons (B, P or S)itapplies to.

Xd6

s el
%ﬁ"mlvmg the
¢ ‘,;,MP(MASOI the

Action

h i§ character steals None.
n without his viethm noticing any*
X he victim is :
Jpou g B Reaction
Cost: Xd6

Preliminary action: Action of confron
tation implying a damage roll affecting the
character.

This reaction is made having resolved the
attack of the attacker (if still in contact)

‘The player tests Strike Back/STY (final
result of the opponent). If he succeeds, the

t that he was

bed. For every gamble, he will realize

round fater. If the stolen object is not
wom ar transported by the target, the
player benefits from a free gamble.

opponent suffers a damage roll
With a melee weapon, Strike back can
be used combined with Parry.

Compulsory

Gambl

[ Tnyiemeing |0
Averageitem (daggen | 3|

— STUDY

Family: Revolution.
This ability allows a character toinvent a
device and to estimate the cost, the needs

in materials, the needs in manpower, etc.
He also allows him to grasp the structure
of an object and his weaknesses.

$ Study (Inert, Machine, Naphta, Steam,
Herbs, Mutagenic, Powders or Constructs)
allows to exercise the ability only for the
technology in question.

Note: The character can communicate
the result of his study by means of a fact
(1d6 to the other characters who benefit
then from the same effects as the user.

Action

Cost: Xd6

Opponent: Whoever perceives the user.
P :1"he player tests Study/SUB (Achieva

). If he succeeds, his character knows
weaknesses of the target. He can ig-

TR

When he attack i
it

/ “ the ny, -

i ost (1 PRO ré
! gaimbley iy ]

Re ‘
I\eaction

Cost: Xd6

Preliminary action; 5y
ton targeting o characqey " *F 180

The player o CONtagy

LSty Studyjs

bility). If he

ucceeds, the

free gamble 1o 1} Player

e preliming

fecting the target

Gambles increase th,
he numbe

gambles (1 per gamble) ™

i STORT S

Family: Exploration,

The character attempty
b AN acrohy

move (back flip, tumble, juy p fn

to the other one, etc.) alloy
allowing him

reach a new position

Action g
Cost: Xd6
Opponent: Target perceiving the uer
and every fighter of a superior Size or
on higher ground whose Control Zine i
crossed during the movement

The player tests Stunt/STY (6). If he

succeeds, he can use the Movement of
his

movement has to begin with a walkable

his character to move his miniat

square of momentum added to the costol
the movement. The rest of the movement
can be made by moving the chancet
r a stretch of wates

over an abyss or O
The character nevertheless has o € d his
ciog

movement on a free square repres

ground

Gambles allow to increase
crossed (1 MOV for every 3 gambles)
all the squares @5 o

the distan

During a jump,
point of movement
res, the character 1gn¢

passing abo*®

ores the 1!

squa

of his
of every square and reach
Also, Stunt allows ©
cticable squares:
hich #

nents.

busy or impra
over a wall the height of ¥ .
than the height of the jump. T
s equal, 0 ¥4

height of a jump ¥
half the MOV of the char? o
r can use seunt 10 ¥

a characte




by gamble
ssibly modifie o
actet; PO

Reaction
Cost Xdo6
Pn'huun.u\ acti

sction € ausing Il

ctionallowsto

on: Traf

g a fall

This rea
4 threatens 0 make
{ or to send |

whic
fall on the
2 thirty stor
(ests l&pcuall Stunt/SLE. If he succee: ds
his character remain: the

Should the opposite occur, he falls: if the
which he isadjacent to thevoid

gl’(lul\\
ey high building. The ,,1 ye

s on square

square on
the character falls (see Saurces of danger.
p228).

Gambles allow to compensate for cer

tain pamculnrh precarious situations

Difficulty

Situation

Level surface

“ompulsory

Situation
Gambles

Moving surface

Family atic
. k
(! " suk
{ A rrespondi t . f
Eler r b thib corvaiiet
A i
Achon

Cost: Xd6
Opponent: None

The player tests Sut

of the source). If he succeeds

an dr

mana fre

1, a new test

opposite occu not possible be

fore the magician has slept for ei

Reaction
None.

~ SUBLIMATE

Family:

Incantation

A great fury is hidden be he affable
mask of the arcanic familiars of the tarot

mages. The tarot-mages are capable of releas

ing the forces within their creatures and trans

forming them into terrible elemental servants.

Action

Cost: Xd6

Opponent: Character perceiving the user.

The player tests Sublimate/SUB (diffi-
culty of the spell). If he succeeds, the ef-
fects of the spell are applied. The arcanic
familiar. targeted is transformed into a
sublimated servant. He can be separated
from the tarot-mage up toa distance of
one tile per “tarot-mage” trade rank. At
the term of the duration of the spell, the
servant disappears. It does not resume its
initial shape of summoned servant,

Gambles impose a quality minimum of
opponents’ possible reactions (1/gamble).

Reaction

None.




L+ — -

L N T
SUMMON

Family: Incantation.

it is rare to meet #tarot-mage whe ks not
sccompanved by his arcanic familiar These
crestures are created thanks®ythis ability

: ! Action
" Cost: X6
& Opponcat: COhmpacter Gapable of absorbig
«d‘mhvﬂlmaa user
e The plager tes Sumamon/STY {difhcul
ity of the Spell) 1 e Jgeceeds. the cfiects
of the spell are applied:
' Ab Mrcanic familiar possesses the gener-
i charactetistics of e creatures of the
zabot-mages. Hef bgseparated from
. ?“gé_rumfm@b;mm thak
; Y Wm‘:radennkx.,m
Ghmbles gives changeterists

.

{

n :
Neachon

None.

—SGE

The cha
collects water in

Note: The most
set during an opposIt
the absence of st

this point

Action
Cost: Xd&
Opponent: Character in contact wit
the user
The player tests Survive/OPP
his character managed t

succeeds,

the users veach. To

is placed on
A fail

wrapped square
trap has been laid. b

character did not manage to d

rthe GM ¢t

the given time (

Gambles allow to concea

¢ Reaction

Cost: Xd6
Preliminary action: Special
al) Survive

The player tests (Spec

Knows the zone =
where he is

‘Was never confronted
with this type of environ- 9
men

Achon
he S
A s
MO »

d o
aeachion

OPP. Situation v

Quiet sea, no current 4

Agitated sea, s
strong curreat -

Strong winds




—TAUNT

[nteraction
: forces an ¢

ypponent to

: characte?

oS composur®

o Auion
;‘;‘::u'hrgrl perceiving the user
”r U AS of the
Taunt/SU B(MASoft
Mw ,nu“c:«ds. the target’s attitude
‘ hanges ‘l"‘me us attitude in the
e .. Pugnacious targets re

’ wﬂd"“’ and attack the opponent

1 Thus, for gamble, the enemy
veral ene: I
* s possible to affect several enemies
§ :M consider the highest Mastery
‘imﬂ! enemies; one gamble affects
the attitude of only one enemy.
' Gambles o Taunt allow to obtain IP for
ainfivence test (1 / gamble).
i
i

React

None.

T?N%ER

12l anlockes can be opened or
o Hhﬂ‘l* locks require keys
Vsl the sight ke i a fact, yer forcing a
ok Yome dexterity, It's the same
# trap or putting out of
{such as an alarm),
the character takes gambles,
of these techniques leaves evi-

B of this ability requires lock

sor supetior W the Level Immubihnnuﬁ

Gamble ke [t harder detectable  IRCACLION

for a specialist to spot, making the test Cost: Xd6
search/DIS (2 + 1 per gamble) Preliminary action: wrestle/OPY.

The player tests Wrestle/OPP. The final
TINKER result replaces the Defense of his charae

ter, only if the preliminary action consists
of someone attempting to get hold of hitn
Besides, such  test can take place 1o re

Jease oneselfl from an embrace. For that
purpose, the final result of the reaction
has to be equal or superior to the level of
immobilization

This reaction can be attempted wher an
opponenttries to embrace the chartier
or, when this one is embraced, every tine

the opponent who holds him makes an'se

Reaction

None.

tion or a reaction,

WRESTLE

Family: Confrontation

The character tries to immobilize an op-

ponent by holding him.

Action

Cost: Xd6

Opponent: Target in contact with the
user.

The player tests Wrestle/OPP (DEF of
the target). If he succeeds, the target Is
caught in @ bear hug and loses the ben
efit of the adding rule; the target is con
sidered Stunned and cannot move any
more. Besides, a roll of SIZEd6 + OPP
is_done. The final result Is the level of FSES
Immobilization of the target. Till the end =5
of the turn, the target's tests of which the
final result is not superiof to the level of |
Immobilization Is considered a fullure. Its.
the $ame with any action taking place in 8

square occupied by the target. »
Gambles are added 1o the level of im-
mobilization. ¥

Rather “than o hold an. opponent,
Wrestle/OPP also allows to release onesell
from an embrace, If the final resalt s equal

the character Is freed.
..



'Enﬁnmw»-mmma w0
‘his Path of Alliange in the area till the end

beandish his fists

FEAR level by one point

e

R

Favorable attitude: P

Family: Confrontation

Cost: 146
A frightful character can ress o1 1
natural weapons {show fangs or Claw
ele)) W InCreass his

— OptRATE/
Open/CLosE
e

¥ ble attitude:Sleight.

w“.wm 0

Wuvgﬂ This ane dies
7

Fie :
GerT wp

Favorable attitude: Style

Family: Exploration.
Costs 1d6
5 Thanks 1o this fact, 3 chatacter on the
X ground getsback up and can act normally.

: . (Certain conditions (magic. poisons, ac)
= tanmelmolsunxpr}o«vlwths
L . action'to be € 3 success.
- P

. GILANCE

Family: Explorations
Cost: 146
The character opens, or closes 3 door, a

chest, 3 cupboard, a drawer or any other

similar objest, or operates a conrol lever,
a2 wheel, etc. This fact allows to open, to
close or to operate. it is thus necessary to
se it twice in SuCcession Lo op
dose 3 door. It can be used several times

during the same round.

~ Move

No favorable attitude.

Family: Exploration

Cost: 1d6

Thanks to this fact, a character can
use his Movement to move on the game
board. He has to respect all the limitations

en and then

Favorable attitude: Opportunism.
Family: Exploration.

‘r‘mammdmu(w

‘" ‘one of the four corners of the squase or

’ & pis moved away from the centre,
Skt lime of sight can thus be centered on =

d by the rules. To move is autho-
tized in areas of water the depth of which
is strictly lower than the Size of the char
acter. A single quarter turn is authgrized
for every move fact.

SHIFT POSITIO!

R
CR 0\\BOW

‘ T ———
Favorable attitude Disciphine

Family: Confrontation

Cost

o7 takes a new projectile 4o

s ranged weapon,

~ Rewoapa

FIREARM

Favorable sttitude: Duscipline

Family: Revolutior

Cost: 3d¢
The character takes 3 new project
places it in his ranged weapon

RELOAD A BOW

dh;qmmmu h occu-
piesdistead of the center of his base. The
character can thus look around the cocner
of 3 wall oc an obstacle behind which he

iding.
This fact also allows to peep in the chink

Favorable attitude: Discipline
Family: Confrontation.
Cost: 1d6

The character takes 2 new projectile and

places it on his ranged weapon.

Favorable attitude: Style

Family: Exploration

Cost: 1d6

The character shifts position. By default
he is supposed to be standing
+ Kneeling down: the character is oo
one Size less when de
ines of sight and MOV
Besides, he benefits from 3 minimum

sidered as be

termining

quality of 1 when he Shoots.
+ On the ground: the character is con
sidered two Sizes less when determining
the lines of sight and MOV. Besides, he
benefits from a minimum quality of I
when he Shoots and Hides.
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b m*mﬂ“"“ Subdlet ) Culture (choose one): K e
av 2 : o ow

teraction 3 ¢ cultures (Beetle, Wikd bog

Family: 1™

Cost:0

e GM
e from the
e players dash

Creatures: Knowled v
can der
e AP or R

into Eatities

tions considering the g the motivatic b PR

—faxe Out A
WEAPON, A GEM
B

Favorable attitude: Sleight Administration (choo
Family: Confrontatior i e e

Cost: 146
The charac

g

nts of a hist 2 d (Age of B
tles, foundation of wa

Language (choose one): Kne
Business:

of ‘products and alange 2

supply networks. wé

Leagues: Knowledge traditioas,

ghts and'the duties relative to the

eagues of Cagwalion

Nature: Knowledge of the tiora and the

fauna.

Protocol (chmmontv Knowledge of the
sules of peotocad and the hierarchy in 2

given milieu (bogegeoisie. nobiligy, artists.

organized crime, weapon bearess, ete )

Realms: Knowledge of the other planes.

an unfinished Realm.. an dcmuu!

Realm, etc:)

Strategy: Kfiowledge of the mm(m.n—

cesses and the forces in presence.

The character knows well enough the subject,
but can still be sometimes Wrong.

and their meanings.

mors and the legends of Cadwallon (!.k
bogeyman, the groves, etc.).

Symbolism: Knowledge of.the symbols

L , XY
Urban legends: Knowledge of all the ru- ‘9‘ v

¢

W“‘i&
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: to dicooric made in i the 3
Spertics, a5 cxpedition in the wn
Floscver it bas its share of
peeritble death there, forgotten by sl
recommend n:o:m“ be be to bire 4 £ ide. Cadaxt or ct«/lm//v
XZTO J asitls o8 "'t" ',Y 3’:&-'4'7{ or H‘{ [)rl"’! AI\(/{ LA‘F
'l.{g( of f the 'lr...((gour.: will be Yy M (,141 to Jesd YOu in
dd a5 yoi m;'f‘f be staying several weeks tr..'r(s'mur. orgamize
poeed food pplicr. Be nre to tabe with you relisble light sources
. Thercfore prefer enchanted moonstones or the glesming lichen
84, the bysach, to torches and otber aapbts lamps. «Marking 1ad
S8l will slso irma you 1n casier rebrn.

\determination, you i// have to compose with bazgards. In the
Bw oreatires driven only by their insatiable appetite. For imtance
Wiance, rmall primates /mrg in groups sad which sbsorb light
bertainly shso sivesdy beard of the worm-tyrant. This cnormows
resture cin mlum immobile for months before waking wp to buat.
thote wwho cross bis path thes, devouring without distinction
sy, Jt it 1o necessary to tike into secownt those who gave
f re 168 hunt dorwn those who vembure into ther Jomaias,
cheror. Finally | could emmerste the wncowatsble faceless
excbastion 1nd madmess due to the lost of onc's beariges
Eriempb, if you find your «jewels, it will b mecessary to
s, 5o fead it easier to vhm(/mb steal the disconeries of others
dl city concesls s5 many thady areas 15 it wadeerownd.”

vend ..("( o

enafe nerprisess w“("\L mary fools

[

Conference of Flrvel N ybis,
— Emineat member of the Circle of the explorers.
ing bis 18" expedition in the undevgrownd.
¢ searching for the entrance of an satique temple
. W‘bl&umﬁpof:npﬂl‘goi

MOVEMENT

ples exposed in the game rules.
It deals with Movement and the
senses of the characters.

HI his section completes the princi-

_L\'IO\TEMENT

Movement (MOV) indicates the number
of points a player has at his disposal 1o
manage the movements of his character.
Several actions (move, Stunt, etc,) allow
the character 16 move on the game board.
Every square of the game board costs
certain number of points according to the

nature of the ground which it represents.

The type of movement which the character
makes can increase the costof passing over
of asquare. If a character successfully does
a series of actions implying a spending of
MOV the remaining points from everyac
tion can be used for the following action.

If the base of a miniature occupies sev-
eral squares, he'ls considered as walking

over all the squares which his Base cov-

ers by \(klﬂlhludum‘l

chenheks&bﬂ, P
pensivesquare isd nu-h-lx;w s

If a charagter is in a situation where
k mﬂﬁ*ﬂsh‘mmcmm&
dw&:ﬁ:
mshﬁ\s!
ltdoesnotimthukhcodem W
u\dhisdﬂgonmﬁqm but ¢
around's, his movement is
nedmbeulummnby

This character can move

mm’%“'wg;*m

game bou‘unymue.
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sape gl o dovpete, o sSepaare i Bl hod
U w0 hemal Bt of in saefuce be oc upled

by e o more of e abar

Mowewer 1 chweadtor Lo

Type:

e woblin (SIZE 2) can mos
can thax reaeh the entrance
the wquare where tha ser ond
. Efhnaer
ohe

of m

Quarter tarn

free laagunr canwot enter the alley becanse the milicigman (SIZE 3) blocks the
wige. Somilarly. im e sirect. the ogre (SIZE 4) blacks the rond on two squares of ™
i, wichonisgh iris besse does mot cover them campletely, he covers Ralf of the «ccond’

it
R T

of the

e

ogre siamds,

apied by tie Wy

o (SIZEA) Me

v haned BELgnl stop g
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MOV points fo mak
1o his
ecause two obstac

Distances

To simplify things, Cadwallon considers

that the diagonal steps have the same v alueas

movesin MOV points. Howev

ing such a movement, the miniature (even if
ss base occupies only a single square) will
move over several Squares. So for a diago
mal step to be possible, it is necessary that at
Jeast one of the two squares on both sides of
the trajectory is free (see Example 3)

if only ane of these two nearby squares
on the trajectory is occupied by an ob
stacle {including the angle of a wall), the
uare moved over costs an extra MOV
Paint. Its thé same if a threshold is passed
by the character in a diagonal trajectory.
The characters of Small size are not af-
fectedby this rule, and miniature stand
Ing 0n 2 base “2* €an never be moved in

msfcon;idcminm o
Jectories. imply that .,

n diagonal tra-

+To
determine the range of any remote
effect, 4| the Squares crossed by the
of sight are cou

nted as squares in
#aight fine.

o is in fi; corridor can zig ; :
jown. On the other hand the one who is in the room has to spend
e his diagonal step, because the embrasure of the door is
movement. The third free leaguer, in front of the guard, cannot move.
les are on either side of his trajectory: the corner of the wall

L2

\llowed
movement - &

Forbidden
movement

l Lo, Free leaguer

RS

zag there without an} trouble, beca,

an.

« The areas of effect are squares (and not
circles) which have for centre the aimed
square (if a targeted miniature covers

several squares, only one of them is

considered as the centre of the area of
effect!). By convenience, we talk about
effect radius even if the used shape is

not round! A radius is to'be counted in

diagonal from the centre of the consid
ered square. When this radius is equal
to 0, a square is nevertheless affected
by the area of effect: its origin or its
centre, meaning the targeted square v
(see: Example 4).

Impact point of
the area of effect

®

= =
ote: An area of effect alse
"~ extends in height althougl
the surface of game is flat. So,

an area of effect is really a box
with a height equal 1o the ra-
dius of the area of effect.
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.+ Abuilding

=T AREAS
M————_"—

Yor things 1o be plavable and clear,
e game board is divided Ihto different
areas since they are affected by different
eifects, S, some might Mrghn&( not the
others, vig; But the GM and the players
unh;“‘\' 16 worry about the area w here
fhe PC are, and possibly about the areas
*“Shich they obserye.

By default, every tileof the gar
m‘sulqcs & area. Howeven in certain
snuam:"l cile will be subdivided into

oy 10

board

several afeas
Outdoors, cach of these elements con

B
" r + . stithtesa area of jts own:
! ? &

2 o i
- ¥ ; Ny
- w roof 0fa building, adjoining or not
? *the other roofs: 54
‘s Alstreet which is noticonnected with
" the other streets on the tile;

+ An area of water:

+ A grove;

« A field:

« An element of landscape.

S0, on a tile presenting the streets of
Cadwallon, it is necessary to count a
arca per building, and a area for all the
sstreets which connect and surcound
these houses.

Indoors, each of these clements consti
tutes a area ofits own:

+ A room;
+ A cave;

+ Every corridor or tunnel which is not
connected with the others on the tile;
<A stairway is considered part of two

areas. both levels which it links.

. Squares

Each square represents ground belong
ing 16 one of the following categories. ‘lr
can be possibly modified as indicated in
its, description. All grounds can be af-
fected by “Smoke”, “Fog” and “Pitch Dark
square”. All the Outdoor squares can be
affected by “Vegetation™

+ The ity fs built with cobbled

stroets, offering a cet

uppet
vin stability v

walker

« The lower city streets are olten
of @ hard p;nku! carth. These are af
modifier (anc

fected by a rain

f

then considered muddy

weather forecast by the scenaric
to the GM to decide'if the streets

main muddy after the end of a show

th
ther

but only the movement modifier

taken into account (see opposite

+ The roofs of military buildings :
warehouses of the city are level (and
stable as the paved streets) while the

typical roofs of the Cadwe houses are

sloping. All the roofs can be ¢
with holes and become damaged (sec
Table opposite)

« *wall” lines of the table are used only to
manageactions using the ability Climb
SLE (see further). Walls are affected by
the rain modifier

« The
squargs inside buildings. This type of

indoor floors are the default

ground can be affected by the follow

ed, wooden floor

ing modifiers: dama

board, metal floor llery, pontoon
and rugs. This last one can be added to
the other three

«A rough terrain constitutes forest
ground, furrows of fields, prairies and
all other natural grounds. This ground
can be affected by the rain modifier

« The areas of water are the lake of Cad
wallon and rivers, ponds, the flooded
spaces alike... Every square of water has

a depth expressed by a Size level (from

very Short Depth to very Large Depth)

When this level is superior or equal to

the Size of the character wha moves

into it, the character has to swim (see

lower), The MOV cost is identical for
the actions of Move or Swim. Muddy
water is water the surface of which is
made opaque by garbage or pollution

+ Underground passages extend below
Cadwallon. They are networks of tun

nels and caves. Stalactites and stalag

mites which occupy at least half of the

square are considered obstacles

ls. &

. acter's Size is
one level. |,
t withe '
st of py
naneuver
additional point of moy

crossed and occ

+ If the charac

racter to
of the obstac

climbin

roof where

mb/SLE bef¢

t. A {
t successful

P Acconding

obstacle

re be!

move ¢

upied by

1 Size lower

lulheslu”:{_,

it appears




. MOVEMENTS
“ITHE GROUND

COMPULSORY/FREE GAM
ast in MOV Slither/Swim

1

ROPE. weall

T

Muddy water
sewers

+0

+0

Indoor floor
d street +0 +0
Underground
gssage
gh terrain -1 +0
Hard-packed
-1 +0

%mnf & | +0 +

indicate the number of free gam
7 of gambles imposed by the grc

MODIFIERS

Slither/Swim Hide
+0

+0

+0

T

0

COMPULSORY/FREE GAMBLES

applics o what is over the water, the second to what is completely immersed
the MO

onferred by the

Cover/square

et 3OV The Bimber of points
] Pplles 1o the rzngﬁ;! ;igm_d
¥

&

sponds to a Large Size




% mecessany to ditinguish whas the
hayer knowes abest e progross of
game oo what s charactes sees of b

erviongment. Often. the plaves!

orsows T

ahaat & che s character. Somemes

jaced b moec atiestive than

Ruiles smudate this by refving oo

: Boc Fve senwes sight, Beazing and smc
TR ot cndes of ey

Reruitier: A Characior can ntormet wit
amother Buc. or ke oo of scomer

gl if e cam peroreve Rim

T PERMANENT
PERCEPTION

: permanent perception of 3 char-  necessa vt

acter dehnes wha

game tarn, the GM an

ryfact or move the character does

even after exch square crossed
This pepmanent perception is used in

oar wars
The character is aware of his genera

emvironment. \ery often, the anh

hits 20 Jook at the g N

Wl srsounds hin

whieze his skt ego

forest) and ko

extends
weather. This tnfor

&

by the GM o = :
~tormation affec game i mighttime. Thercfare, sight & limited to cight 52> "0
BIEY Sh fighting. the soand e td&o-lhmamrmlnum-a-bnngnr&—::~ 3

. Simsilarts

“his field of vision, and less than eight squ'_v’ aw
the always ki g *ﬂbm‘dmuw;putq{u‘wahu{w e
players ahways know the carrent S e ller thiaw the militiaman (SIZE 3). On the ©

e #‘Mh@nwtﬁrdukamﬂwu
‘: both mulitiames

: - dwaf and the goblis Funally,
e

fevel and the smells. In the same way




= SIGHT _
//_’—'

L.gh[ing

oditions

hree OO

sees pormally in a clear

tance whi
sight fange s &
fore, he spots t
and identifies all whicT visually ob
yious. On the « daytime» side of the
game board, the lighting is clear by
default.

presence, localize

In 2 dark area, the sig!
xcter spreads Over only
E in a dark area, only
ence and the Jocalizatic
or an element of scenery is
the player. To identify
spotted, a character has to resort to the
ability Look Out/DIS. The nighttime
side of the game board is, by default,
considered as dark.

* 183 pitch dark area, the character sees
nothing; the sight range is useless. Such
At€asblock the lines of sight. The under
Br0und aress without source of lighting

”t_ww' by default as pitch dark
area,

Sight is made 50 that from a dark or
PHCh dark area, 4 character always sees

& cley
#F $Guare or a clear area or 4 perim-

et of (se lower), no matter the
:ﬂﬂt! which separates him from it and
e Of the aceas which crosse the
Sk dndeed, in the middle of the

« If the sight range is Unlimited.

- If the sight range is defined by a value

» If one or several isolated dark squares ;

in number of squares, asinac

are crossed by the line of sight, they

nge
event a character from seeing

a clear square or a clear area.

= ¥k S ‘ e
g 2 st ok S _
m of these sources is already




BEING STEALTHY

Certain rules use the notion of “obvious™ everything which'fs ek
‘ | red obvious. By default, everything is obvious, iy
1 ‘Sh[ sourves 1 1s considered stealthy: “ i -
] " fsshvt + A character or an clement of scenory In & piteh dark and deafening are,
g 0 e « A charagter or anvelement of scenery in a calm and deafening area; gy

Sps. 'y + A character who succoeded a Hide/OPP move.
Nghting ¢ « An abject targeted by a succ essful Conceal/OPP move,
them, So. according 1o the lighting. it .Armmur:umom«nul\‘.--yﬁm.nnug.n ZE ).
i
o dible > rea
S : i ATTENTION! The stealth ensulrig rom the “Ride" mave is relative; i o,
T SRR ignored if: 2
i souree IR, gETierales ; « The h!l‘lﬂﬂ'ﬂau‘llldll‘lﬂllil(‘dmll'u(lh('nb\q‘v\‘ﬂl.’lni‘m,,rlhh"‘
effect falied the perimeter of lighting Nightvision and Infrared vision); 10 (s
These aguares are then tons | as « The character swims in the water, but the observer I8 also in the water
being clear. whatcver the lighting of the + The hiding place is an obstacle which is not WMNM\\mlhrdnvm;.m.,“
arget

ares whefe they are

Besides, a character in dipitch dark, deafening area, and occupied
secing in such conditions is not automatically stealthy.

by NFC capable of

&
[‘f;::(ﬁh'.mm'l 3
{ finc of sight

but every square counts for a cover point (rain). Thus, beyond eight =
Squares, the free leaguer sces nothing more.

‘ ol N o

Out
of

sight

& vaining and it is night. The normat sight range is worth rl.jhl. Every
! linty square deducts a point to this one (the cover of the rain). Thus the
leaguer cannot see beyond four squares. S




B Alerted by & weise. the guard decides to go out. Az the ond of iz tuw "}

Gctions of peorement, ke 1 kemoeforth im tine sorees, leaving the doee.

X open. The perimeter of lighting gc-aarl by ks Lorck mowed with .
heiwe. Hemczfortk, it lights @ good part of the street, o well a3 the

= first square of the ailey. The dormitory is dark sgacn. cxcept fior the

é:_{"‘ Square mexi 1o the door.

t = } %.‘;@ 3 ,:i:
I



‘ desground or ha
oo fe. Somcbuﬂguu'dm"‘"“"
Yo unﬂrq\lllresudinglhehbhnn;,m- O S11f such sense can become
ndntplxn have devdo,)cdanuua--rd nary sig ; T i
dicap in cond! of clear | ¥
LUMINOSITY e
Pitch dark ‘ ur
Pll(‘h dark > :
‘ " Dwarves (Wild boat) - selear pitch dark
ca pitch dark
S ; ¢ light mzt
& wilight a
e nltpcopltx wha are not on this table possess no pummlar adaptation to twilig s
¢ . use the normal rules. 3 S‘ = |
NELL
l I — .In a deafening area, it is extremel)
EARINC difficult to hear a particular es
everythir is only hubbub i ar
The three sound inten background noise. In such an are part y strong sme
susceptible of affecting the hearing of a same Look Out/DIS allows only decay yrpse, the sm e |
haracter are “quiet”, "noisy” and “deaf to isolate a particular noise, but not |
ening localize its origin {
be € A S S sele :
« A character hears, localizes and identifies the characters speak sing 3 €
normally the sou a quiet area, as  normally are three squares to release a s C acter is
Jong as he is insid area. Besides, he  or less apart. In a noisy area, the charac-  obvious fror ; ew of st |

also makesiout the sounds coming from  ters can speak to themselves only if t}
another bordering quiet area, but within  miniatures are on nearby squares

eight squares of him. The particularly

loud noises (explosions, howls, shots, etc
are easily perceived no matter the dis
tance. However, to determine it exactly
a character has to use to the ability Look
Out/DIS. it’s the same for the background
noises: birds in trees, lapping of waves on
theé port, the noise of people who walk in
the street, etc

+In a noisy area, a character can hear
and identify a sound if its source is in
the same area, but not localize the ori
gin.Sounds resulting from more remote
squares get mixed in with the pervading
hubbub. The character can try to iden
tify or to localize these noises by using
the move Look Out/DIS. Besides, if he
is on a square bordering another area
and if no partition separates him from
this area, he can listen to a distance of!
eight squares if the area he listens to is
quiet, four if it is nolsy, and none if it is

deafening. *The """"""m difficulty for mnu@uwngmcm
: 1 s

.

. i =0




od on a board
sitions simulated on @ b I
1 )
D s are subdued to the arbi
iniatyl
with™
ation of the €
playe!
the PC '
heir decisions a
ding to
ments of the sce

ps AF ;
<M, Jt means that he is no
il

tr e controls the

y ¢ even if b
an ene

he reacts to the situ

enemies O nd,

ation accor

ally to the requirer

' oo h s the GM does not play against
e : : They play with him, although
o Phy:w;lmus‘ forced to take decisions
he is 50 ‘ 3
i fatal consequences for I
: “'! he reasons of the decisions taken ac
‘ ift

ario are secretand are

: cording Lo the scen:
s
2 Pa" 0( w'“:):"l’::‘;(’l}ﬂns are motiv ated
m?lcm'r:; rules notably define the re-
ul:(m:;)f Cadwés regarding the actions
which the players announce for their
y are described in this sec

a game of role play

character. The:
tion and must be understood by all the
players. However, only the GM needs to
sssimilate them before the first games,
These rules articulate around the
threat level, abbreviated TL, which simu-
Jates the tension of the scene. The more
it increases, the more witnesses, guards

and criminals are alerted by the actions
of PC. It is notably translated by a change
of behavior in NPC, but also by the possi-
bility for themtacall for reinforcements.
So, the TL is a tool which allows the
GM to determine quickly the behavior
‘of NPC met by PC, as well as all those
present on the game board, without hav-
ing to examine theindividual situation of
. each of them, Besides, it allows to bringin
militiamen and reinforcements in a sim-
pltm(@‘ble way. For the players, the
TL allows t& measure the danger which
lurksover their characters and the degree

“of caution required to avoid the worst.
TheflL is thus at the same time a tech-
bcal 0ol and an indicator of the atmos-

current scene.

B by a value, the effect
"’%nds on the attitude of the

{see. Book 1), Each time the level

B
:

!
1

l

(¢ on Aarklash.

< The TL can never fall below the original  *

The TL is useful to manage the situa-
tions where PC infiltrate a watched place
and to gauge the atmosphere of a street
during a fight or during a pursuit. On the
other hand, the TL is usecless when it is
the PC who protect a place where an in
filtration takes place; it is the players who
manage the behavior of their characters
and their possible companions.

Rules or scenarios indicate the TL of
the game board as the PC’s miniatures
are displayed. Afterward, this parameter
evolves according to the actions taken by
the characters in opposition. Besides, it
obeys to some unchanging rules,

« The TL is unique; it applies to the whole
game board. It is always the same no
matter the area where a character might
be. Similarly, It applies to all the NPC of
the game board.

« The TL is indicated by one or two d6
(of which the values are added) or gne
d12 (if you have one) placed next to the
game board, for the players to see.

«If all the PC and their allies leave the
game board, ignore the TL and use the
new TL of the new board.

« If the opposition stops or PC leave the
game board, but wish to return to it
afterward, the TL has decreased by a

“point for every five minutes that go by

I'L associated'to the game board, or rise
aboye 13

+ The ingreases and decreases of the TL
happen when the events leading to a
variation occur, On the other hand, the
effects of significant levels are applied
only at the end of the round

The characteristics of a game board
must always be Known by all the players.

They are therefore'¢onsidered conscious

of the TL becatse their characters'pes- 354

ceive more or léss noise resulting from
the increase n{an wity, i ‘l‘l,n wrdu ]?ki
given orders orievake the presence of in-
truders:- "% S B ; ‘
The rulés of this chapter are designed
:ghll the GM only has to worry about
area wh

&

i




o g

' If the initial TL value is fixed by the

I tal 14

. game board andior the scenanio, its e Notak . 56w
Jution depends on the behavior And the  aged o end of t Mition,
actions of the P ywevety these | w
mote o less of impact on the TL accord ence of this p

g o the scenery in which they ¢
e Streets The streets of Cadwallon are fre
quented by passers-by and

watched by militiamen or rascals. PC neutralize all the NPC in their
« Hoasess The houses of Cadwitans and den area: All NP(

of organiizations shelter inhabitants and  prisoners of P(

sre watched by guards areaishes

Generic parameters

o Undegground - passages: Sewer PC use successfully a move of inter

Basernents of the Sty are occupied by action: |t ble to decrease the THE

creatures i nd inhabiwants ¥ OFAGAME
% The conntryside: The nafural place the actions of PC. The GM 4 \_BOARD
Cadwallon are frequented by the pas-  ifitisp i how, a ¢ All this information ;, I ey
sety-by, although they are the ref- ' exact situa players. Sccewdbie
uge of creatures Out of the way tay
t doing " . « Name (district or

* Original Threat level
« Attitude of the district

« FAITH of the districy
* Default level of lighting
* Default level of noise

Outward sign of wealth:

t Y ——
S
BER

A

Suspicious activity

” & o,
. ., ¢ g . . . = T

the door of the dormitory. This constitutes an acl

by an obvious intruder (TL 1). He penetrates then into the corridor, and i

2 Unusual smell
guard also. Al the end of the round, the GM notifies that at least an actiorn of

confrontation was made, and increases the TL of 1. On the whole, the T1 will
creased by five points this round. 2 -

Light source

'



Evolution

A guard spots an in
truder

y ¥
Evidence is discovered +2
Presence of the other «1
: y |

IN THE COUNTRYSIDE
AND THE UNDERGROUND

Situation Evolution

A creature spots an
intruder

The game board is dark The free leagu-*
er takes advantage of this darkmess to
approach th
Regretiably, the guard is all
within sight range. |
gan only spot the presemce of a pe
dmtruder (TL 1). W
act, ke successfully uses the ability Look
Out/DIS. It allows iim to confirm that the
| | free leaguer is indeed an intruder. He then
§ identified him (TL 1). On the whole, this
round, the TL will have increased by two
points.

Bl

door of the dormitory

n these cor

hen comes kis turn to

| At leas:
 parametersdo ot apply if at least one | unshea
‘- reaction of confrontation was used du-
ke rownd by an obvigys character.

wez

bya

t one
thed

¥
~n h([:ac\ A guard spots/identifies an intruder an deritifies”
¢ SR it i ahial TL
An I
o 9b¥ious intruder does an action detecte
* 3 reaction . '

truder Presence of the other intruders:

same MmO




dwatlon does not require of the GM
o manage immedistely all the NPC of 4
W gamae board, Within the frarework of the
mandgement of NPC, the aréas of a game
poard are clussified thanks to the catego
(ries Bxplained below. These allow to de
fecmine it NPC are present v a area. So
ke displayed by the GM only miniatures
Srépresenting NPC present in the
which BC obserye or perceive, except for
 the drpwd Tsce lower). When PC lea
;m' the GM can storethe miniatures of
the NPC which were there, unless these
purkisithe PC. 1 PG return to the scene,
the GM displays NPC which are still
o alive, taking intdacconat the number of
‘Iﬁ_pmd\ singe the previous Visit of the PC
Nevertheless, the new possibly displaycd
passers-by arc not the Sime that those
previously met. By definition, a passer-by

v

1s mobile 3

: 3 {
d epheme Ihf-_/r(r leaguers have taken refuge in a house while they try g
escape a group of usurers. From this house, markedwith a (o
on the plan, they inspect the alley in front of them, The streeq i
indeed watched by a Usurer (POT 2, MOV 4), Thus the G, M lluuw:
1d6 to determine on which mark he stands. He rolls .7, From o
house, the free leaguers cannot see the guard, but they hear him.
At the end of this round, the GM secretly makes him progress tg
mark n'S, since this Usurer uses all his POT to move. In the fol
Mowing round, the free leaguers come up with a plan. One of them
uts to make his opinion heard (TL 1). The Usurer continues to
advance and reaches mark n’'l. The free leaguers can see him, tnd
the GM displays the miniature of the Usurer. The increase of the
* TL implies that henceforth, the Usurer does not move more than
one mark per round, because he spends his second die of action to
use the ability “Look out”. During the third round, the free léagu-
ers retreat to another tile, and the Usurer reaches mark n'2. The
“leaguers return four rounds later, while the Usurer kept the uﬁ.t‘
hythm; he is henceforth at mark n'o. o

These cat ies are compatible with

one another, except for Cals

Calm Asea

No NPC is present or watches this

area. Here, to announce a fact or a move

in a low voice is enough to be considered

stealthy when acting.

Inhabited/Busy Area

The area i occupied by an inhabitant,

the crowd or a monster. Even though the

8 Slatter would be asleep, this area consti- o
tutes a danger for intruders and is not  the |

considered as Calm. An indoor area i
habited, whereas an outdoor arca is busy

it S .

Guarded Area
NPC (militiamen, rascals or guard ort

are present in the area. They watch it a

more or less carefully according to the

TL (see lower). A NPC in such a area is  r¢

said “on watch”. He can be static. Should

opposite occur, his path is indicat
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pDENCE

¢ aarea, itis
“ about what tal
ssary to ki
heir passage.

E

n PC e

he
g | 1o worry
GM K

Howee

y, it is 8
eoft

Jeft ev ident

or several NPGi
door, broken loc k.

f one

51 (open

s break-4
J door
o8 $0P o otches, bursts of

combat:

60 on the scene;

4and burns
track: of

outside),

B 3 en it
step, awel surface (whe

'
elc
<ing guards, &v idence can be
+ful use of the Ability
LOPP"orbyd simple fact lnhnc evi-
, be carsied by acharacter. Ifit is not
e llbe discovered some time or

1 by a success!

e irea s Guarded, evidence will be
fthe
» bR & during the next relief or whien

forcements sent -
f the area is Patrolled and the p_alrul is not
ralized, the time of arrival of the patrol
sermined as PC penetrate into the area.
es to run when PC leave it, and
evidence is discovered.
. if the area is Watched or Quiet, evidence
be discovered during an “Action sta-

tions’” (See lower).

When evidence is discovered, the TLin-
creases by 2 point.

Watched Area
No NPC is:present in the
watched (rémotely). Either NPC

2 line of sight on th

area, or they use
Heahs of incantation, divination or revo

ition 1o observe
W

it from another area
"3 area is watched
ntions from where. |

intruders b,

its description
N such a area, the

#ve Lo pay attention not to be
*potted,asin 5 Buarded area
v Arez cannot he watched if it is not
Clear ap

effe

\d quiet. If 3 scen:
ind,
the ¢on

ario or a game

icate
atesthat a area is watc hed, but
ditions do not

allow it, the area is
Conside B- .
\dered as Quiet

-

area, it is

have

=
Cxamerc B

isdile contains six areas: one for every house, and one for all the

Streets. The scenario presents the following information: *
#» Area I: (guarded) house of the Usurers ' oy
» Area 6: streets (watched/1). e
Indeed, a Usurer is standing behind the bull’s-eye of the house
area 1 and watches the surroundings street. This surveillance is
effective ouly by day. At night, the streets are too dark and the GM.

has to consider that streets are Quiet. %




the limits of the offec

: b | Similarly, at the end of

______ i : * localizes secretly the pn'

In one case or the

v ; gaged in the same c::r:; a

‘ ‘ ¥ He then places the patro|
3 route void of the intrudey

sible, he has to place it a

ation g
in 2 areq g,
SHTI

t least ggis
marks away from the closesy “
ity

than the difference between

the number of areas of the ruu: TL
. s fied by the number of oce "Picdk‘ Mod.
2 e B = A e - areas crossed by intruders areas gt
ml.'Aﬁ the gates are opened. This patrol extends over ?
guards who compose it (POT 2, MOV 4)
they move normally to markn'3.
level where the guards

‘tile above shows a pal)
ce areas and contains six marks. The
oint this route on mark n°l. In the first round,

Afterward, for ev

Y round, he e/
the patrol according to its POT l‘ me {

TL. When he has to displ

nd to the ¥
Y a patro) 1

At this point, the intruders have increased the TL to a 4 !
ave to look out. In the following round, these only get to the ny:e_t mark n*d. At =3 \ GM places the first guard on h
d it is not necessary anymore to look : 558 and the others in its continy, m"\nr

the end of this round, the TL decreases, an
out. In the following round, the guards resume theirn

@markiii E o e

When an intruder penetrates a pa-
trolled area, the GM compares the TL

ss and return :
ormalp'jagtje . Al w il forming a chain of adjoining

g guards,

among the areas of the route:

« If the TL is superior or equal to'the
other areas, the patrol is present in the

area;

+ If the TL is lower than the number of
areas, the patrol is elsewhere. It is situ
ated somewhere else on the route. The

area is quiet.

For the needs of this comparison, add a
point to the TL for each area already vis-

ited on the route or presently occupied by

another intruder.

» . iF
ple above. The TL is equal to 1A fir
the area 1. Before describing the housé,
_GM checks if the patrol is t} + contains three areas, it is not te case 18
‘player congratulates hinsel/ ! declares that his character hides under!
| bed. The second free leaguer ent Iy the house through the window of thed
i‘_ tory. The GM compares again the 1o number the areas of the patrob adding
W point to the number of areas because rst free leaguer occupies an ared of !
The TL is still lower than this total, and the patrol did not arrive at the darmvlav- ‘,
second free leaguer looks out to localize the patrol and is successfull. Thereonly ;:m'
one free area on the route, and all the route’s marks are at least one mark n“‘ka i
areas occupied by the intruders. The GM decides to place the patrol on the marl #
tells the player.

2

Scene begins in'the samc
leaguer gets ready to penet;




Guards room

Both tiles presented oppos

* houses the Guards room of the Usurers, the other one the Reserves. If the fi {
i leaguers succeed in neutralizing all the NPC of the house sheltering the Guards

room, they prevent the leader of the Usurers from giving the alert Besides, th

can also decide to block the unique door which allows the guards to call

Reserves, thus making sure of a tactical advantage.




Ax Indicated higher, the guards on pa
trol or on wateh are: relieved regularly
by the Reserves
board indicates this trequency
X

particula

Ihe description of the
Unless
infilttation in «

coordinate their

way, consider that when the
filtration begins; hall of this time has
already passed

1{PC are in a guarded or patrolled area
#s velief takes place, they see it occur. A
new NPC arcives, talks for a round with
the outgoing NPCothen the latter reports
to the Guards room, then goes to the
Reserves,

1, at the time of thegelief, guards were
intruders, the

the in

peutralized by
bound NPC notices it and reports it, thus

inereasing the L (see Evidence)

Certain situations stage neither Guards
rooms: mor captain, nor Reserves. In
these cases where NPC are

nated, the guards live outside of the

not coordi

board, and the levels table reaches the

level *Alert!” or “Action stations!” a point

usual

On the contrary, some situations will

stage several guards rooms or reserves
one for every type of NPC present on the

board

Qn, mgving, etc.)
L H

"THE BEHAVIOR OF
Y
INPC

The levels table indicate
behavior of the NPC present
area s the PC, as well as the n
NPC present on the game board might

be to them, The various default behav

iors are indicated in the list below, They

are distributed within level grid

every attitude. To determine the beh

tor of NPC, it is necessary to refer to the

table corresponding to the attitude of the
district or the place in'which the opposi
This behavior is

tion takes place

lative. So, if the evolution of the TL ac

and!” and

look

tivated the level “Weapon ir

Who goes there?”, NPC are on the
aut” with their weapon in hand
If the Tl

the same area as NPC

increases because of a PC in
the GM takes the
nakes the

f he was a simple

control of NPC and m act in

their best interests as

player, but takes into account the behay

for affected by the TL and the limited

perception which they have of the situ

ation. Besides, he has to obey some rules
« The attitude of these NPC is necessar
ily that of the place in which they are

found

« No matter the TL, a NPC always reacts
in the same way if he is the target of an
action of confrontation. He

Attack! »,

der the influence of fear (see. Confron

rdopts the

behavior unless being un

tation)

When P(

either NPC pursue them, or they return

leave the considered area
to their default behavior, according to the
current T1L

Besides, if the evolution of the TLim

plies that NPC change behavior and that
PC know

change has to obey appropriate rules for

the the consequences, this
the oppositions. Thus at their turn, NPC
have to execute the facts and the moves
required by their change of behavior with

their AP dice (such as taking out a weap
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rs here is 3
he P Mk.doi\:n"::runumi by a
S of NPC
e e o patoled
o b ‘";‘:’d and patrolle d
of NPC. Indoor, it's
only for the guarded or
reas, the pumber of which is
to that indicated in the
?&i Some scenarios fore
some areas are affected by
s are woken up if they were
lhclcﬂle or called in if not.
in\old\en' anymore but the
‘g’mw caused an increase of
be localized ina specific area, the
head straight for that area,
their usual stations.
w, an alert increases the level
he affected areas and the rein-
ch the relevant areas at the
ext round, unless the TL falls
w level. Once they ar-
ases by one level. The
are displayed if they reach
d by a PC. Otherwise, the
W’ their presence in the rel-
areas.

flects only the type
jes: indoor

same area as this PC.
the PC is confront-
chments as areas to
theaccess.
as additional help have been
imulate the effects from
“Weapon in hand!”,
KIifthis behavior is reg-
vel table,

“Fust warning!”

No matter if they have spotted PC or
not, NPC ask t weir weap
ons or simpl according to the
situation. If it is required, they resort to
the ability “Intimidate/PUG". A creature
frightens the intruder by trying to show

itself impressive - it growls or pretends 1o

attack

‘Action stations!

This level of TL generates the same ef-
fects as “Alert!”. Besides, all the areas are
Watched by default, because of the great-
er level of attention and activity.

V
P ”
Flee you fools!
NPC give in to the panic and run away
in front of PC. They avoid the combat at

all costs and shout if they are attacked. If
Cit sa:mn relevant to the GM, they.
to the' nblhty Hide/OPP mher than fun_

all over thepﬁm

"Wh_o goes there?”

NPC suspect something and are on their

guards. They resort to nhubunylg&ow 3
. DIS to make sure that everything is normals |
**The NPC with POT 1 haye spend a r

then look out for the n

.+ moveagain the following round and so on, | -

 they use Identify/SUB to learn

{more. An lmglhmmta‘Hum/OD’

a8

ot 4

“In the name of the Dudke!”

The militia arrives, encircles the game
hoard and sends men in. The opposition
ends and all the protagonists of on the
bodrd are locked up in the cells of the
closest barracks. However, if the players
wish to escape the militiamen or to face
them, the GM arranges nine militiamen
(six only in the lower city) on the edge
closest to the area where the last TL in-
crease occurred. These militiamen try
to arrest all the rioters, which means all
the protagonists of the oppasition. If PC
engage cambat with the militiamen and
are recognized, the value of their contict
"Duke” falls by a point, two if militiamen
died. If they are taken by the militia, they
are taken in the closest garrison, possibly
with those whom they fought during the
oppaesition. There, they can exploit
their free leaguers’ rights and face the
administrative and legal subtleties of

Cadwallon

“In the name of the Duke!™ Cannot

take place in Gnderground passages or

outskirts.

“Weapon in handi”

NPC get ready for the combat, The in-
habitants lay their hands on what they
can, Others unsheathe their weapons if it
is not already the case. The NPC which do
not consider themselves capable of fight-
ing strengthen thefrpositions or un for
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v are prone

OUTDOOR
Official forces/rascals

INDOOR
Inhabitants

“Action stations!”

Weapon in hand “Who goes there?”

“Weapon in hand!”

“At ease!”

“At ease!”

" OPPOSITION INFLUENCED BY STYLE

n Style prevails, NPC would rather avoid facing the threats and prefer to flee or call in reinforcements Therefore, they €
Srontations.
OUTDOOR INDOOR Creal®”

Passers-by Official forces/rascals

In the name of the Duke!” | “In the name of the Duke In the name of the

Attack!”

First warning’

“Who goes there?
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Passers by

~Ah'l'< 1"‘( Your foolky™” “Atack
i, “Whe goes there” Weapon in hand™ “Fiest wamning:*
Al easer™ "Al case!™ At case!” Al ense!”
<,
~-OPPOSITION INFLUENCED By SUBTLETY
OUTDOOR INDOOR MIXED
Official forces/rascals Guards Inbabitants Créatures

“Flee you fools!™ “Flee you fools”

“Flee you foolst™

e
goes there?” “Weapon in hand"™ “Weapon in hand?”

“First warning’™

“At ease’”
-y _ P
% X 3 £ -~ -
—em— e ee—
- OPPOSITION INFLUENCED BY DISCIPLINE ;
- &
!h-thm;f:wm‘ there is no room for intruders or ricters We 3 d disciplined NPC know how enforcements
OUTDOOR INDOOR MIXED
Official forces/rascals Guards Inhabitants Creatures
name of the Duke In the na of th 3 » weof the Dy
“Action stations!” Attack!™
“Weapon in hand'* .
- £ Alert! “Alert! Fu m
:’ £ "WHo goes there “Who goes there?” Weapan in hand!” Neapon in hand
At ease “Who goes there AL ease At ease
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imitar blow, < N Lalldorn tried
o :
the rins sround bim 2

b
o U
fm o Flo

]

: - )
; 7 Gystolite, whom be nic . w ;
. in engincer: Syt . . ;
ing 7 1 awsteland of the ¢ Micck ... The exchange of the ¢ plans O *
; é"fj i be mansged to intimidate bis assailants, which bowught him -—‘L\\ ]E - u
g 2 roar, b £

. ¢ rubble. Prlling 1 pistol bis boot, be 20t rid of the 4
a beap of v © = ! mbat t LT
‘;;”;":, withia spry of lesd. <M alldorn wir s Bardened gt ‘ o Logancivcae,

clo ‘b o became intolersble. lf or;/y be (011/.‘:' reach thar leader: .{J”l.ﬂ F /ffn.
bt the sibuation to have bim dead and be was manifestly planning to keep bis nord,
k um back, tosked in sweat, the fercer was in 1 bothersome » to diminish an enemy without having
e bt uddendy the throst of one of the swords-men who coll. to kill at all. Due to the violence of the
w%.f 4 wmile: Sylfac bhad fiust entered the mortsl dance and the off - blows, :;"-’"‘ ";‘I“:’KY ‘lﬂd the pain of
- a X e% dx b_'/,ma t H?( ﬁ!"{ a woc:n » combat is rarely a static situ
Hefr, be showted while Jir(ﬂ,f-{;’i’_l{ Be {I”N”.j 2 '.ﬂ”{ 7 5”” Jﬂ({'{ary! L “:‘:‘!;s governinga combat are those of
ing the sceac 1t some Jistance, et raised bis band. oA massise shape an opposition. However, the particular
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voidig the blow, ¢ Malldorn rolled on the grovnd and stood back vy, CALm OFF GUARD
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controlled bimsclf; feigning assadts sllowing bim time to recover.
be follonsing blow tore awsy picces of bis leather jerkins. The qgre bad such 5+ The characters involved in an oppod-
prost resch, that be could bardly be worried and « Malldorn was exchausted, Fle  tionand "‘h{”!“": ;"ﬁ ‘"»'lr“;:"e':{.:“ r::]‘
atrated on bir breath, analyzing the steps of bis opponcnt to anticipate hy it ::::’:’::’%; 'SE‘wn :;N:h = :" A
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overcome an opponent doesn't
always mean the death of one
of the protagonists. it is indeed possible

d ﬁlt'hm‘lfgp; strangely serene, waiting powerless for what war k‘;,,_ ¢ g“}
; - is to kil w3
ﬁimwﬂb[awnzmndmhoc&d.lumby:mm# m_. g Lt

which threw itelf st the 0gre, crashing straight into bim:The qgre war

0 tske onc step back once before rectiving the chayer. The impact made

and be fell bis sl split in by n uneven bisde cven before the body
His attacker, 1 Wolfen with the bl fir turned to e NMilldors
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Whﬂﬂlbdg«ktlyhpm”:ﬁ:wbohklbﬁwh@@ﬁ !

furic, nailed by an arrow to f-i_vodzq beam. Fecling the edoe of

bis faee this duy iz going to be beatfid.. *




Who is sm‘priscd?

differently a

Surprise s appreciated
cording to the characters involved Ih an
For each of them, it is neces
sary to ask the following question “does he
Kknow that he is involved inan oppositic n?

I doesn't matter much if the gharacter (of

oppasition

the player) is mistaken about the nature of
the Oppesition: he knows that a situation
of tension exists and is ready to face it (the
“player might explicitly have to say that his
owever, this

character is being cautious). H
question hides many others.

. Does the character perceive a danger?
The examination of the game board
and the use of the rules of perception
allow to-answer this'question (notably
the presence of potential enemies). It

I'§s important to remember ¢
who made the effort to be stealthy (sec
Exploration)

.1s the characteraware of belliger-

ent intentions? Even though he sees

opponents, a character is caught

guard if he does not consider the lat-

The rules of influence

ter as belligerent

an essential

(see. Interaction) play he

role

A single answer “no” to any of these

questions is enough to ¢ te @ sur-

prise. A surprised character does not
participate actively in the opposition
he is an easy prey! He continues “to take
care of his own business” carrying out his
daily tasks, without distributing any die
in his AP or his RP.

At the beginning of the following
round, and in all the following rounds,
the GM determines if the characters
surprised in the previous round are still
considered as caught off guard. A charac-
ter who is not surprised any more.can use
normally all his Potential.

Deployment of PC

The characters who are displayed first are
those who are surprised. Then, other play
. ers arrange their miniatures.

The characters are displayed in the
order of their default attitude (chosen
at the beginning of game). Every player
y:»the mintature of his character

The GM indicate
square sponds to
where was “$tand the
before the scene sim .
board begar

The player can place

this square or on a n

cannot however display it or

of a partition regarding the

of origin

If it is not possible to identify t

tion of a characterat the beginn

scene, the players take as marker his |

known location. Tf it is still not pc
the square of origin of the character is g
square neighboring one of those

pied by the miniatures of his neighbors

(around the gaming table,

Deployment of INPC

Following the same rules or the ind

cations of the scenario, the GM displays

miniatures correspond to NPC in

I
ho

wation and

volved in the sit spot
ted, localized or identified (see further

If the GM trusts his players, he can also
display the miniatures of the stealthy

NPC

more easily their actions and their r

or “spott; to be able to manage

tions.
As a rule, the passers-by and the pow
erless witnesses of the scene are not rep

resented by miniatures.
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AT RANGE
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AHA ITUATION

TARGET

er SIZE Target than
attacker




WIELDING Of
WEAPONS

The

r /\NCV

o af an attack fro
gt o I
path 1s determin

ihe diMeult
i
the target, &

thv et s
(e table oppOsite 1 ‘

5y authorised part "

i ot fighte

. s 1faisch an setion (1}

" cnother one, 1t 18 |
aaniing nearty ;

rolectile does not it ita tar

hat the P slved

b
ot bt 8 e
M

sormally 11t

(o0 a result fe

ibsor. The action ¢
16 Is rolled

the projectile

and 11 the

ity  peatby 1A0get; o0 ;

(il target (s it
(e pothons of reach, squares In contact
i e of contral ate Important in me
»

e, I s ot the case for attacks at rangs

The contact is indeed replaced by the

termined

ange of the attack Jti

\ By the shooting weapons for the shots

+ By the throwing weapon and Size for 4
throw

i ne way, doos & character control all

the squates within range of a shot with

tangroea throw ng weapon, Only square

in contaet are efloctively controlled

« A character having a throwing weapon

can thus exercise o zone of control as if

he used this weapon In a melee, He can

w0 choose Lo GsILas & ranged weapon
A w target is within firing range) or
melee weapon (ian enemy minksture is
o100 square in contact)

A chatacter having o

AN exerclse & zamé of control with 4

oting weapon

rexch modifier not based on this weap
o, but his natural weapons

FEAR

Y hether it | the hesrt of battle of
the R the dark alleys of the
City of thieves, fear insinuates deep into
the heart obody feels ot case In from
of the aggressivoness of the Wolfen or
of the empty orbits of the living desd
of Acheron, And nobod inderfakes (o
explore the underground passages of
Cadwallon with glee in mind

W seetion explaing rule

fear

wimulating

the unreasonable which gven the

bravest adventurers feel at least onoe in

their life

It artieulates around FEAR and

argund the notion of rout, A character

can resist both thinks 1o certain Abilities,

uch an Intimidate/PUG

ieditate/51F

Command/DIS,
All

whe generate leas, or wiror, ate consld

and Fanaticizel BAL
ered “frightful”

Note: These rules are meant to be applied
during an opposition. Hawever, in other
can sl feel
stage 1t NP

siluations, the characters
Jear. The GM is invited to
look away when a dwarf of Mid Nor en
ters an inn, nobody wants to dance with
the Wolfen courtier, e

WhHo 1 s ?

Anrklaphy shelte Aifferent 1
he ropresentatives of some of 1
ar massive, biz y hiat 1l
frighten the " fur
the cor { -

I f

INall llJ”

frightful il b
frcom Bpiller on

I Creatiares afe

harscrer |8 naturall
Is Wollen ar i We conme
Hydrs cdlture Also,
natirally (rightful, such as skedetons o
Formar

The frighetul vhu.u tors have 4 TEAR
level wqquabto PUG + 1. This
inceeased by (agey and ovves, Notabdy
Aun & game efloct oliows (o getigr se
FEAR, this new value substitutes sl
ta the [ EAROIUhe charscter, in e same
way a8 & finnl result of w test of Dodghl
SLE subrtitiites nself 1o the nmm.l
a uuncw, Mowever, incrensing w"
ndtursl TEAR causes st incriase of the
threat evelid

Fear tadiates from these indMidagls o 4
permanent wiy. %o, evens the grod friends :
of & dywef of Mid-Nor do not sickied In
detajfing the suwings Whish

his ragged body,

value can be




TALN
PITCHE
ND GLOOM

Certain situations seem so dangerous or distur
everyone: pitched battle, magic manifestation.

of the cemeteries, hautited houses or temples d

ES

bing that they are 4 challenge to
and 50 on. Also, certain places, such
edicated to Darkness are terrifying

for those who visit them and who are not used to them.

These situations are managed by the threat lev

1 and not by this chapter.\When a

PC penetrates into a frightful place apply the following rules.

TL + 1: Thisinerease

corresponds to frightful situations and places, but which

are not based on the mystic clements of Aarklash:

TL + 2: Thisincrease corre:
Aarklash, thé gods and the Immortals.

doubt that when the TL gets closer to 13, the
and their characters also.it’s the same for NPC: some tables m¢
1* thus simulating the fear to which NPC can give

1cern NPC too stupid, aggressive or
even these NPC can be put in rout by the use of the
eraction, notably by the Ability Intimidate/ PUG or by a naturally

the behavior “Flee you fools!
in. The tables which do not indicate it ¢
devoted to fle
rules of int
frightful character.

fear affects only the acters within the

frightful character’s reack

Besides, FEAR never a

ws to gain IP
since its automatic nature does not allow

to use it ta serve an intrigue (ora

allows to resist terror htful charac

ter can always use his FEAR, modified or

aot, to resist to the FEAR of others.

Puncrually

o The rules of interaction allow a char-
acter to obtain temporarily a FEAR level

This one affects targets concerned by the
actian, but they can be out of reach. It al-
lows to obtain 1P, even if it substitutes it

s¢lf to a natural FEAR, Apart from these
exceptions, all the rules concerning fear
apply to.the effects of Intimidate/ PUG

On the other hand, FEAR generated
thanks to a spell, a miracle or a machine
can haye the effects described above or
duplicate those of natural FEAR. The de

scription of the game effect clarifies this
point.

sponds to the frightful manifestations of the magic of

players become more nervous, f
levels tables mention

A character

action gen

rightful ct

he has to perce

ter; but is affected by fear ev

ter does not perceive

t be perceiv

ase, h .
case, he mu P

by the character doing the act

During one's game turn

When a character wants to penetrate
the reach of a naturally frightful charac
ter, he has to test against the FEAR which
emanates from the frightful character
If his Mastery is strictly lower than the
FEAR, he is unable to move. His action is
interrupted and dice spent for it are lost
If his Mastery is sufficient, he can make
his movement normally.

Certain actions increase the Mastery of
a character in order to resist FEAR. The
effect of these actions persists till the end
of the round. However, a player can never
be sure that the Mastery of his character
is sufficient before declaring the move

ment

Omeone
ZAMe L
raid oue "ﬂauwm

TN 3etinny g

closé e
Ay
S ek I gt o

hom te

he benefits from +

sist FEAR if t

The same goes for memé

eora

e organization

e
1 HE EFFECTS
OF FEAR

No matter the scenario; when 2 char-

acter gives in to fear, he is con

rout. Should the opposite occur, he

trols» the situation.

Rout

This state implies all th

« The player cannot place m
AP than in his RP,
+ The character cannot Carry out any move

nation;

of incantation or
v range
. The character cannot use any RfS

weapon;




+The character cannot carry out any
moves with Command/DIS;

+ The character cannot set gambles any-
more.

+The character undergoes one of three
effects of rout (flight, traumatism or
frenzy);

« Finally, rout prevents a NPC from

shouting (to increase the TL)

Unless the character is rallied, the rout
continues till thé end of the opposition

Flight

Flight'has different effects according
on the moment at which the
'Omolthrfrightenc

the

rout occurs:
d character’s turn,
player has 1o spend at least a die of RP
10 make 4 exceptional movement (see.
Movement). He can spend more than
906 b9t has 0 announce th
ore the user ( playe
"sumes the normal ¢

Mitfative,
:";:'K":l:e character’s tupp,
pend af

is spending
t whose turn it is)
ourse of his turn of

the play-
t least a die of APt

" 0

1 u::“ Of reach of the character who

z ::uu- of the fear, Besides, the

s l". begin the resolution of

With this movement, He jg

however free taluse all Means at his dis

posal, with thé agreement of the GM

The character cannot move closer to

the source of the fear

Finally, a character in rout who can
not run away undergoes a traumatism
(see. Below)

During the following turns, the player
has to continue flecing the source of the
fear. Besides, if an opponent moves in
such way that the frightened character is
within his reach, the frightened charac-
ter has to use at least a die of RP to flee,

as above.

- .
Lraumatism

Faced with terror, the character pre-
fers isolation. The hanging lower jaw,
a glassy glance, he falls to the ground,
mumbling incomprehensible comments
or sobbing,

The effects of traumatism are identi-
cal no matter the moment it happens
A traumatized character stops any ac
tivity and is almost unconscious of his
environment from then on. He can only
undértake reactions. However he can
be rallied normally.

*—Lﬁ_——-u -
ADVANCED OPTION:
FEEL THE FEAR _

Very often, characters are afraid of what
they see. However, fear insinuates itself
into the heagt of the adventurers. So,
when he describes what frightens the
characters, the GM is invited use all the
senses:
* Hearing: An inhuman growl, a shrick
of terror, a metal rustling or a vile gur
gling;

* Smell: The decay, the smell of a corpse,

of a Wolfen, of burned flesh;
« Touch: A sticky and viscous liquid,
purulent skin or covered in scales.
Repetition and routine are the worst

his descriptions as often as po:

and fear.

Frenzy

Rather than sink i

nto the despair, the
character is allowed to give in to anger
He shouts and becomes enraged, blood
boils in his veins.

A frene character still suffers the

other effects of rout

he cannot
choose reactions anymore. As a matter
of fact, as long as he has not rallied, he
has to target thé'closest character witha

move of confrontation, no matter if the

character isag er

my or not

RALLYING

Once in rout, acharacter can be rallied
in order not to s:yﬁcr the effects of rout
any longer. It requires a successful use of
the Ability Command/DIS. If the charac-
ter is still affected by the source of feag
(for examplé, he is still within the reach.
of a frightful character), the difficulty of,
this test isequal to the FEAR. Otherwise,
this one is aqual to 6 or to the FEAR, the
lower of the two. Gambles allow to rallr"
several characters at the same time, by
using the highest difficulty. b,

enemies of anguish and fear, By varying
ible, the
GM preserves the advantage of surprise




HEALTH

The wiciding of weapons often cats:

"HEALTH STATUS

The health points of the characzens 2
Tistributed oa a ladder consisting o

% Tevels calied bealth status. Each

cortespunds to 3 nambet of hea th poinis

accofding to he race ofthe characters. A

haracted cannot be lptwo health statos

simultaneously

Mokt of the time, the charscters are

Unburt. Toknow thseir health 2

attack, @ s necessary taudeert
4 Tmaay health Points they last afte:

3 poisoging, 2 f2ll ¥ spell, 2 ouncic. ¢
BY 3 health status

certain game effects indica tacha
acter drops directly to a specific health
status without taking
losses of health poi
health. points normally |
age lost all of 2 sudden’

Unhurt: The character is at his best

is nether sick nor wounded. He is

possession of his physical abidit

Lightly wounded: The character has
cullS, 3 $peaun or 3 strain, maybe abig cold
or 3 minor iliness.

t degree burns. He

will survivewith rudimentary care

Seriously wounded: The
has wounds that require stich
ke limb or a cracked
as the fiu or pneum

b. a disease such

aia, second deg

Critically wound

Incapacity

s AP and RP dice
um. With
X pla
as t s
sty Wound

s Stunned

Snap out of itisa

fact favored by Pugnacity




player whose

ont, rolls as
pponen

1y an OF
¢ hur

(Mu'" a the power (POW) of his
o Darmage coefficient (DAM) In
sk v oe it af this roll. It Wedistinguish two types of damage roll

10 the final res bl

aded he possible
weapon and t

on the weap e who takes the 1 the wielded weapon s  melee weap

wof the armor Is #» on, the POW of the attack depends on

arm
plow wear® mp,.u.um"‘ (PRO) which the race of the attacker and only the die
%4 m the final result of the with the best result Is kept. If the attack

01

e In s Born Killer, h

adds the two better

e victim of a damage roll
health points ax this total
yer thus ticks as many

results of his die roll
a5 many
concerned pla
on his character’s sheet and

« I the wielded weapon is a range weap

de on, the marksman rolls o number of d6

depending on the weapon and keeps

result, 100 I8 o firearm, the

only the be

two better results 4

fige size (SIZE 4). He thus has four
polnts for each health status. He
‘three. The player ticks then three

ges on his character sheet, The

Damage roll;

STR « (POW) d6 + DOM

WEAPONS POW
according to the
attacker
LL LIS
0000

0oo0
0000
Q000

according to the
thrower

o

Mhﬂ. The Wolfen receives

199 Blows which gatise hinm (0 lose three

sl h HP The Player ticky then as
b .”"- Examples:

« An ore free leaguer strikes a Cadwe mi-
litlaman with a sword. Due to his race,
his POW Is equal to 4. The player thus
rolls four dice and gets 'l ud
He keeps ) to which he adds DM of his
sword, 2, for a final result of 7.

« A marksman of the Guild of Usurers

shoots at a free leaguer, and hits, The

POW of & firearm is equal to 5, The GM

thus rolls five dice and gets' #'s

and W1, Ax it Is a firearm, he can keep
two (I8, Besides, thanks to the adding
riult, each of these (1] is worth 7. The sif-

Jered wound (s thus worth 14 points of

- damage.

LL INis}
0000
0000

Withstanding

Cortain individuals are  parsieulirly

resistant. The wounds which they suffer

ate Jes

s lmportant because they ame given
v Withstanding level (WIT), The WET

Indicates the number of do which are I

nored on the rol! of s damage roll after the
d6 were rolled. DG Ignored thanks o the
Withstanding le

| are always the best

1f the Withstanding level is superior or
equal to the di rolled, consider that the

final result of the damage roll s 0

Example; Free leaguers are facing a crea
ture with a Withstanding level of 1. Thus
they wilkdgeve to ignore the best die of thelr
damage voll. Thus, ifa 55, a L) and a 1)
come out on a damage roll, the GM could
force them to ignore one AN, The reserved
result would thus be 6 and not 7 {due to

the adding rule)

Special Wognds

The fights are npt only way of sulfeging
damage. The other cares can Be gath J
vred in categorivs which share gommon & b
peints. e .
+ Penetrating damage requires & damige
roll for which the X fitst points of PRO PR
pre ignored. 181X 1 ©, ignore the protec
T 3 vl
 Lethal ;iimauv e ldlmH for i
which IM&H’M points of WIT are lge
nored , 11 %18, ignare the WIT.

Exampless
« It iv a axtremely cold evening in
lon. A Jree leaguer in & knghes
(PRO 7) this suffers @ wolnd die to.
cold with POW of 1d6 (Pereinating 0
). Thee GM gets ) I gpite of the protes
o the playen the free leaguer. lasts throe
health point. . ‘




« A particadarly resistant cremture (W7
2) was wot able to eat for five days. Thus
it suffers a wound POW 2d6 (Lethal/i
The GM rolls the dice and gets 73 and

As a rule. the WIT 2 of the creature

allow kimt to ignore both dice, but

wo
this W/ T is decreased in aphini because

' of Lethal / | of the wotnd. The creature
thilkdoses four heaith potnts

" Betides, “certain. sburces of damage
impose wounds which are directly ex
pressed.in terms of heaith status. They
thus hawe no, potenitial of damages, but a
bealth stitus. In thab gase, the wounded

,
:
i - character sees all his HP squares ticked
. wntf] the preceding health status « 1
< Example: A Wolfest (SIZE 4) having al
o Jresdy [ost 1two HP suffers an autom
eritical Wound Mere is his new health
7 sidli

UNkurt
Lighty wounded

Seriously wounded

Critically wounded

INCapacitated

Worsening of wounds
1zed by

means of a test of Heal/DIS gets worse

A wound which is pot sta

over time time. As long as his state is not
stabilized, the ‘character loses as many
p HP 2 day as the wound penal
health status. To stabilize
testing Heal/DIS {4 + health penalty) is

to his

a character,

i

! When he is stabilized, the character can
? . 22t back his health points of two ways: pa
tience allled 1o natural healing and medi

cine (seefarther

-

'lfﬂfmmf\L HEALING M“‘ICN["‘ £

All living creatures k § ' o

wer (

survive their wound

serious equire
intervention. The racter |
) stable state (sce higher) to benef
natural healing

At the end of the time required by t

natural cure (time exclu
to resting), the character sees |

status decreased by one level

This period is indicated in the table of

posite
F

Example: A Critlcally wounded charac

ter becomes Seriously Wounded after three

weeks and lightly wounded after two more

weeks, for a total of five week

The living creatures with the

tive feature «R

from a super
w

natural rhythm of recovery

a character gain

tus, he gains t

Jost to arr.

ld per level

Example: : the Wolfen ¢

amples came out Crit

his combat.

derground passages of (

members di

vork

UNhurt
Lightly wounded

Seriously wounded

Critically wounded

INCapacitated

Ome of the free leaguers bandages the wounds
of the Wolfert so that they do not worsen.
After three weeks, the Wolfen wins back a

health status. Three weeks later

UNhurt
Light!

Seriously wour

ounded
ded
ded

Critically woun,

INCapacitated
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SOURCES

OF DANGER

' HarosHap

Hunger and Thirst are the commor

ol adventurers. Sooner or later. They a

know the tortures of hardship. On the

other hand. everyone doesn’t have the

sametolerance over time on this particu

‘ lar point*After an dnitial period of time,

every additional day of hardship leads to
an éscalation of the damages sutfered

« The initial period"®f time for thirst is

two days without ‘drinking (Damage

. 3d6 + additonal - 1d6/day

drinking).

without

»dhe initial period of timé for hunger is
1dé

ional days without eat-

three days withouteating (Dar

+ 1d6/two add

@n protect fr

due to hardship.

Example: A period of three da

without e

g nor
darage rollof 3d6: 1d6 for |
without drinking for two days.
third day and 1d6 for having
out eating during th

Fire
AND HEAT

Ceértain weapons were developed to use
fire or heat as means of destruction. To

d&termine the devastating effects of heat,
it iS enough to determine its Power to

dange

equipped characters f
oose

sllowed

the character is not equipps

cold, in days if the ch

cter is correctly

frostbite grease.

pped with fur

Eo TARBGE. .

the many events during wk

acters might fall an
The main factor de

age roll of a fall is height. Wear

worsens the consequences of a fal

If an action a reaction leads to th

fall of a character, the action

nce. Henceforth consider th

as stretched out on

is a style fact.

‘DrowninGg anD
.. ASPHYXIATION

Rare are the characters who know how

to swim. Rarer still are those who can

resist a noose.

In a world where hygiene is not @ wide
spread concept, it is difficult to save oneself
the concern of illness. The hazards are nu

merous and various. The conditions of cir

culation are left to the GM to determine
Every disease has a duration of infec
tion which is divided into periods. At the
beginning of every period., it is necessary
to make a damage roll and as long as this

he disease

period is not finished or that
is not taken care off

No armor can protect from dam

due to diseases.

Are managed by 1he

The char.

Acter w

different from ¢

Once theillness y. as
self can take plac

The he.
Beltca ot
his patient by visiting him ey,
convalescence to take care

peated

the GM, of the
purchase of medicina] herbs ang

sits are

Same y;

ey

time thus speny, o

and thus the cost in diicats

Powder, N

coveries as

against a bo
However

The explosiol

However

d walls do not

achines
1 Mac

ol
i Ty,

Part of a count gy

i
:
|




SOURCES OF DANGER

HARDSHIP
INITIAL PERIOD PERIOD OF HARDSHIP DAMAGE ROLL

Thirst
Hunger

Type: Lethal/l, Penetrating/@

FIREAND HEAT COLD FALLS
INTENSITY DAMAGE e Sl DAMAGE DAMAGE
ROLL TEMPERATURE ROLL HEIGHT ROLL "
|
s Less than 5°C 1d6
Less than 0°C
Infe
il Less than -10°C 3d6
Type: Lethal
$ ; B 2 A -
Wl Penetrating /0 Type: Penetrating/Q Type: Penetrating/@
Care: Heal, O
FPLOSIONS DISEASES ;
QUA E - .
BTy ”I’:(‘:'I'}"‘- SERIOUSNESS ~ POTENTIAL
- Mild 1d6
DROWNING AND ASPHYXIATION
POTENTIAL
Virus 5d6 L] PERIOD POTENTI
| 1 round 146
Type Penetrating/O :
+ 1 round +1d6 7
L — — —— enmls v
Wil
Type: Penetrating/ O =
A Af. T 5 o "3 s
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b bt i it b com
2 by s ey doong 7

a2 M-«WR mx

CONTACTS.

_lmﬁw!‘r% bowrs wated zge

i i to ol o cxpectatio ;i y Codwt develops over hiv
. =1 M I g v oy 7'"1_&,.7‘{ adventurous  lile  precious "
ol 3 " relations in the Feee City, *
o yoor
*lwﬁ M Some people can provide informe- e
oy

tion concerning guilds or mvetetios
of Catwallon, others koow a dot about
events and the colobritios of their fiel.
Relations benefit overyone depending
on theinwealth and their knowledge,
e o et v o odrtond, B, Ve bovee & oty wor s bt and L. thws carning them favors o debit dea:
= ﬁ"{,u e ings. Ol relations will be logt and new
L T woice i Bt of 2 wmall soragey mam camize 2 sluer tryy and two  ones will be made, only remaing this
* v d o does of biond ",:._1 1""' ot f‘rfr’x@ acve b certainty: withowt relations, the free

forcdead bot be manazed 2 wide swike... His ~om my father's wcapos bearer Sapnts aze $he madmen haockingmn
-1l % m caffv reweaned. Let ws onrvere <while s Rt the iy \o\hdm-ﬂlm«hwd\r

3 .
e cxecliat hw To obtain M‘hﬁuumw

e tranerr ot Jows aguin and ..mé mechasically the omp

Mblm”ﬂf&rbn E2
W&rﬂmc‘mt&q Mm



N \ s Style
INATURE : Ty
—_ B = =NTINACY
ons are not equal To represent sery §
titude is abways associated with { agents
t ks referred to as the ¥
Thus &t is not the attitude o A $ Opportunism
the contact the way this relation is ereste
stagtd The same contact thus has v <
Srence attitnde and Binked to charactess pa kes adva
evaltated using values which represe situat
attitudes. The nature of 3 rela might fo much about it. It s
ot be teciprocal blackmail or a forced re
A refafion based on Pugnacity s s <
passionate and unbalanced. It is based s
on violent 2 R fee
of the two partios SWdils somet k
the other one Sadt willing ¢
often thesignofafo passionate love
relation or 3 disappointed friendship ‘

Arelation based onSleight is pass

and bals




Ay

i

00d consequences

opposite oceur, it is necessary to pla
the nature of the relation

3: A long-time contact or a comyj
He re

character, but he

sfortune veals sec

nly if he realizes

Example: */ am not sure of it at

e close to rhe Wall of the

ut rare are those who discove

there. In fact, it was spotted

ferent places in the outskirt

try wandering neardhe northern

ity of

€ lower city" he says holding out

an eager hand.

4: Someone: close to the character, the
member of his family or somebody who
weshim a lot. He always delivers all the
information he knows and can even, if
feeded, return a favor to the
by $upplying him with
Cure him, for example. Nevertheless it
does mot impiy (j,
disinteresteq

character

something, or

at this help is totally

Example. 15, ¢ ourt
the move 1 should j,

Obitskipge .
> Ofthe Wall of the Earth Souch of
Wercity, bug v itn,

4
e Westhlde o e .,

of ashes is alway

ave been in the close

esses also place it in

v-dn fact, it is almost

1 minjature which the

e GM controls. Suchac

ence as important

league manages several in

imate contacts
it might be interesting for PC to interpret

them during a secondary adventure.

Warning! As for the nature of thevelation,
the Intimacy isa function of the chacacter

So, a identical chargeteristic

ontact

for everyone, but all the charggters win

know him lwave @ different ingihacy and

nature nh%’liw&kfm him




H

wireulate vory fast, thus the Free City has
its owyn gelebrities The st which follows
gathers them all, as welb ax the illustrious
heroes of the Rag'narok who usually rest
In the Jewel of Laneyer

" Ihe contacts abey the following format
of deseription

» Names The one underwhich the eharac
_ ter kiows the contaéttn Cadwallon, it s
not rare o use alcknames or to possess

— soveral identities, The value in brackets
0 indicates the Potential of the contact
& M ds equal to the sumv-al the two better
ades O thiF contact, possibly increased
| by a paint ifthe contacy is blossed by the

Race: Indicates the race of the contact

and thus the type of miniature to use Lo

represent him
» Culture: Indicates the culture in which
the contact was ralsed

» Trades: Those of the contact, The GM
can take Into account theses indications
b to interpret the contact or make him
L interact with PC

(Knowledges: Indicates the appropriate

nowledges of the contact, if this
Knowledge 15 outstanding or if the
5 contactisareputed specialist. A contact
Z capable of giving information, e
fecise, clear and detailed
corning his main knowledge fields

\

secrets

nd only those,
+ Distinetive features: those followed by
i)'(}‘)' are Feats,
« Location: The place where the contact
spendsthe most of his time when in
Cadwallon (either because he works
“there, or because he lives there),
A fast presentation allows to grasp
the
Information is given about the Kind of

contact  and  his  motivations

help which he can provide, how to help
him or thank him

ARACTERISTICS

CONTACTS
‘oF CADWALLON

These contacts are inhabitants of the
Free City known by all, All the character
can note them as contacts, In the first part

amies wre mentioned

of this book, thelr
in bold in the deseription ol fefs and the
districts, Toacqualnt with them, is to ben
efit from the attentive ear of the passers

by of their district

488-KF-253 (3)

<
\ /]
Race: Human

Cultu
Trades: Guard 2

corpion
Sleuth 1
Knowledges: Culture(Scorpion)2, Reglon
(Syharhalna) 2, Etiquette (Nobility) 2,
Faction(Var-Nokkt) 1, Language(Syhar)2,
Expertise(Mutagenic)

Distinctive

Counter-attac

leatures: Consclous,
k. Mutagenic / 2 (F)
Location;  Var-Nokkt  (Dressmakers
district)

This impressive combat clone often
monitors the entrances of Cadwé ar
Istocractic receptions, Indeed he has o
memory of faces and identifies without
any trouble the unwanted, He is not very
talkative about his previous history even
though his “uw;.wd SCAIS betray his

&

clone nature,
.

Al=arine (5)

M\

,’,,.,f’/[f

Human \

AEr
I/(/Q\ \

Race

Culture; Lower City |

Trades: Tarot mage 2 / Shiew |

Knowledges: Culiure

et/ ity

Region (Cadwallon) )

Region

(Underground pas

ages of Callwallgn) |

History (Ca

Fief (Soma) 2
, Iwallog
on) |

Language (Cadwé) 2, Urban Legen

Distinctive featuress Artifacy Luck
. ¥

Infiltration / 2

Location: Soma (Heaven he ight

This enigmatic young lady is often o

sorbed by the manipulation of the (s

She

s persuaded that Vanius's blades rests

me forg

ten underground pas

often offer

accompany groups wishing o

venture into the depths of the city

Ambush (4) |

Race: Human . §
Culture: Lion

Trades: Bandiv3 / Sea dog |
Knowledges: Administration(Cac
2), Reglon (Alahan) 2, Culture (Lion) 3
(Diplomats) 2, Fac tion (Militia)
(Barhan)

fwallon

Etiquette
1, Fief (Trophy) 4.

Language

2, Language (Cadwé) 2, Leagues
Mythology 1

Distinctive

features:  Bravery

Infiltration / 2, Cat’s paw

Location: Trophy (The Flelds)
¢ of the free led

Ambush is the leade

t Iin|mnm.‘mtm
futy
e of the leaguers ©

and het

of the Nine of amethy
the Duke, by virtu
ion of the city

Ambush

of pro puid

< are In charge o
penetrat

free companion

g the sugglers F

ling and arrestin
; 1dls of TrophY

ing Cadwallon via the fie

>




(Disshal. Faction (Goldsmitk

3 features: Fierce,

Arafk was adopted at very young age by
2 greedy merchant who had notice
. impeession left by the wolfen’s

the years, Aralk learnt that strength was
the last resort of any negotiation and re
fined his diplomatic skills

: Administration (Bran-0)-
Kor) 1, Culk (ackat) 1, Culeure (Jackat)
2 Regitn. (Bran-0-or) 2,

a {Ore) 2, Natare |

featurey: Bravery, Brueal (F),

Brarh Steel teeth (

[V

Race:
Culture

Trades: B it
Knowledges: Cadwal
on) 2 Culrare
e 3, Faction

Distinctive  features:

ash, a s n

Race: Human " " \
Calture: Griffin o
Trades: Warrior-monk n) 2/ Sheuth 1

Knowledges: Region (Akkylannie) 2,

Cult (Merin) 4, Culture (Griffing 2. Fief

(Soma} I, Language (Akkylannian) 2

D F).

hat Brarh used to be

a subject whiclh he

Celenia of Tereri(4)

Race: Human

Caltare: Ram

Teades: Emissasy 3 / SpyT
Knowledges: Region (Acheroa) 2, Cultlire
Ramj 2, Etiquette (Nobility) 3 Canguige

Lt

Acheronianj 2, Langy Cadwié) 3
Distinctive feature: ce / limbs of

Acheron, Resolution / 2 Romen

Location: Drakaér (Crimson dress)

This poisonously charming woman is
ry between the emissacies of

knows how o play her part; either using her
visible fragility to move her niive interiocu-
twrs feelings or by resorting to more abrupt
means according o the needs of her mastess.

Dil-Dan-Alar (3)

Race: Goblin_
Caiture: Lowes ity

Implacablef 2, Plety / 2
Location: Soma (Heaven heights)
You cammot talk with brother Sauvalle
without getting more answers than. ques-
tions you asked. Affable and talkative; this
wman of strong stature rarely raises his cefis
gious attributes but his words aze puncty-
ated With quotations of Merin. Member of
the solitary lodge, he advocates action mare
than. contemplation and works in the dis-
Back the light”




(S

) &35
Race: Human

Culture: Stagy A

Trades: Shrew 2 / Officerl
Knowledges:  Region  (Caer-Maed

2, Region {Underground passages of
Cadwallon) 2. Cuk {Cernunnos) 2
Culture (Stag) 2. Faction (Thieves) |
Language (Drune) 2
Distinctive  features:
Conscious, War-cry /3
Location: Drakaér (Crimson Dress)
Erchar leads around twenty men of
the various origins (his “tribe™). They
explore the underground of the upper
city for a rich family of art merchants.
Comfortable in dark tunnels, Erchar is
endowed with a sixth sense which al-
Jows him to avoid rather troublesome

Fierce  (F),

encounters.

Eric Drakaér 2)

Eriel ()

Race: He

Culture 31

Trades: Ma ]
I\nm-lrdgn xm..,, C m_ by

E ¥ (Den Az
2 age (Cadwe) 2, Path ( r
2, Path (Hermetism) | 4

Distinctive features: Spirit of }
P o light
Focus (F), R :

ted v

charms but for he

spirit allows her to guess quick!

come of a delicate situation

Frol (4)

mms 7 Alchemist 1
Region  (Cadwallon)

2, (Upper city) 2. Etiquette

Calture: Lion!
Trades: Duelist 1 / Sol ®
Knowledges: Region (Adahan) 2, Culture

Race: Wolfen
Culture: Lower City
Trades: Guard 2 / Strong-arm 2
Knowledges: Region (Cadwallon 2

(Lion) 2, Etig (Dipl ) 2, Faction
(Drakaér) 1, Fief (Drakaér) 1, Language
(Barhan) 2

Disti fe

Myn.rmonmn'

‘L*vc(ﬂ.uw& Rigor

¥ Location: Drakaer (Pillars)

N Elleole is a youthful ladys compan-
jon of a particular kind. She knows how
10 use her charms and her education to
 steal secrets from characters by abusing
blood in her

Alliance / Kingdom
of Alahan, Bravery (F), Master fencer
Location: Drakaér (Pillars)

Eric is the young brother of the peer of
Drakaér. Been born in Cadwallon, he was
nevertheless educated following Barhan
tradition by his uncle Silnus. Nevertheless.
he is very attached to the cause of the Free
City, He is sincerely dedicated to his older
sister, Albanne Drakaér, seeking to be her
protecting knight. This attractive young
man is still a little bit candid but shows a
great deal of unbending Bravery

Culture (lower city) 2, Fef Krakeal

4, Faction. (Ferrymen) 2. Language™"

(Cadwe) 2

Distinctive features: Fierce Enarmous.

Born killer (F)

Location: Kraken
Frol, a Wolfen with black fur

(Buoyancy bav)
cadowed

gth even a0cd

with colossal ¢
the criteria ¢
less generous re;
he needs to concen
the simple orders of Kan f
other hand, as soon as he has
predator’s instinct guide him m
and indeed few dare t© chalienge

him-



ministration(Cadwallon)
is) 2, Culture (Boar)
L:h wuil::)) 4, Fief (Trophy) 1
”"”a)nrﬂ 2, Language (Cadwe)
Leagues 2. Expertise {Steam) 2
ctive features: Authority, Hard-
{F), Mercenary
Location: Trophy ( The Square)
Sight in his boots. literally and
ey, this former leaguer left his
“Free-companions 1o enter the militia of
hern: Stronghold in Trophy. This ac-
‘cocresponds better to his tastes: the
payscommands, the one who gets
pcutes! Confident in this maxim, the
runs the action on the field _ Even if
king Mercenaries of his men’

Lroaming on the edge of the canals of the

Race: (
Culture: Upper city / X

Trades: Merchant 2 / M

rtesan |

Knowledges: Race: Dwarf v “f,

Cadwallon Culture: Boar ¢

2, Trades: Engineer 2/ Officier 2 !

Kraken) 1 Knowledges: iegion (Aegis) 2, Calture

Language (Cadw Wild boarj 2, Langusge (Duardy 2.

3 Expertise (Steam) 4, Faction (Arsenalf) 2

Distinctive features: Disengagement Distinctive features: Leadership 1 2 (F). i
F). Goblin's jeers {F

Location: Drakaer (Pill raken (Buoyancy bay) E
This mature gobl tasteless and £

i the shipvard, this beavy
wariy spends most of his time

ominating pools; from there
rects the maneuvers. Alwavs on the a0
k out, he notes weaknesses or fack of
and he maintains numerous businésscon-  will and efitrusts the care of distributing -y
nections with civil servants of Krakenand  pusishme and duties i 1o his Tightits ,rf‘ﬁ p
the Ondine. Therefore he can supply his  hand: Frdl
workshops and channel his customers di-
rectly from their boat

extremely expensive suit

Sbsequious

with his customers, often spe

his hands, he is 2 picturesque f

the Pillars. His small business is well run,

Kanael (3)

Calture: Lower City
Trade: Craftsman 2
Knowledges:  Region. (Cadwallon).
2, Region (Underground passages of

Cadwallon) 4, Calture { lower city) 2, Fief
(Trophy) 2, Language (Cadwe) 2

Di Leadership / 1,
Scout, Mechanic (Machine)/} (E).
Location: Trophy (The Fields)

At first glance Joe looks like atramp p

fields of Trophy. In fact, he s working and .




U;ilur Lower City
WI«cham 2/ Craftsman |

-cizén: Business 2, - Region

(Cadwalién) 2, Greapures 1. Culture
city) 2, Fief (Ogrokh) 2

heuv!hlnmbrunlm Alliance

new materials, he does not hesitate to go,
* himself, on expedition to the other end of
Aarklash.

[ges: Region (Akkylannié) 2, Cult

(ugm 2, Culture (Griffin) 2, Faction

”&ds) 2, Language (Akkylapnian) 2,
guage (Cadwe) 2

tive features: Fanaticism (F),

 Location: Ogrokh (the Span)

. Lady Carole imposed herself as inter-

mediary between noblemen of the upper

d‘iy searching to hire mercenaries and

men at arms of the lower city. She nego-

tiates numerous contracts for the Blades
her business acumen is considered as

as her skill to enlist new recruits.

[dan 2o ol

ol

Lady Chloyine (3)

Race: Goblin
Culture: Upper city
Trades: Mage 2/ Alchemist 1
Knowledges: Region (Cadwalion) 2,
Culture (Upper city) 2, Fief ( Den Azhir) 2,
Language (Cadwé) 2, Expertise (Potions)
1, Way (Primagic) 2, Way (Sorcery) 1
Distinctive features: Alliance / empire
of No-Dan-Kar, Focus (F), Recycler
Location: Den Azhir (Embassies)

_Lady Chlorine is always in between two
experiments, her glasses stuck on her

nose. Her research began with the search
for a love potion to seduce Zakin the gob-
lin ambassador, while he was only a sim-
ple diplomat. She is still working on it and
spends time making potions ranging from
useless to mortally poisonous.

Lan-aly (6) °

Race: Sihir of A\ir\

Culture: Lower City

Trades: Voyager 3 / Scholar 2

Knowledges: Administration (Cadwal-

lon) 2, Region (Cadwallon) 2, Culture

(lower city) 2, Fief (Gherionburg) 2,

Realms 4, Symbolism 1, Path (Primagic)

3, Path (Air) 2

Distinctive features: Bravery, Spirit of

the Air (F), Focus

Location: Gherionburg (Arcadia)
Lan-aly is considered a celebrity in

Cadwallon. He is indeed the ambassa-

dor 1o the Free City for the Kingdoms of

Splitrock (air) and Solnarreg (fire). The

color of his skin changes just like his char-

acter.

Culture:
Trades: Courtesan 2/ Merchan |
Cutthroat 1

Spider

Knowledges: Business | Region
(Ashinin) 2, ¢ .mur.»m;mi.-m..n.q\;( .
{Nobility) 2, Faction (Thieves) | Languag,
(Akkyshan)

Distinctive

2, Nature 2

features: Assassin, Righ
teous, Toxic (F)
Location: Drakaér (Crimson Dress)
Larenia is an Akkyshan who shows
herself only to the best customer
brothel - Under the dress - because of her
developed metamorphoses. The quality
of the services which she offers >f‘ her
infallible discretion avoided her froy
ing accused of espionage. It would seem
that she is endowed with a sharp sense
of honor. Her protégés are satisfied with

their condition

Larme (2)

Race: Human )

Culture: Lower City ( \

Trades: Minstrels of the Pain (Pain) 2
Knowledges: Region (Cadwallon) 2), %%
Cult (Pain) 2, Culture (lower city) % Fef
(Trophy) 2, Language (Cadwe) 2
Distinctive features: Martyr
Possessed (F)

Location: Trophy (Comedy garden)
e at the edg®

1 (A

A perpetual merciful smi ;
of lips, Tear owes its name 10 he tears
which the desperate characters pof -~
the shoulder. Member of the Meanin

b
Penitence of Comedy garden. i Trop
e of express theif

um]

she helps the unfortunat
pain through art




wc-« burglar 3
Region
Culture (lower cty) 2
from above) 3. Fief (Snm..)
2

(Cadwallon) 2,

, Faction (Those
2, Language

dinctive features: Leap, Tightrope

alker (F), Cat's paw

" Location: Den Azhir (The Core)
Nery agile, Lotval takes advantage of
s abilities to pass on information within
ity This highly skilled acrobat climbs
agility the high buildings to deliver
 messages. His analphabetism is a security

Mhiinn.ry (Noésis) 3
 Region (Lanever) 2, Cult
Culture (Dragon) 2, 1. anguage
Language (Cynwall) 2
features; Concentration / 2
Y2, Warrior-mank
. m (The Free district)
s cdmly He is not
W Same
nime brother: He en-
se who listen to uﬂ.“!nlol«
M%

Master Orn (5)

Race:

Culture: Upper city

Dwarf

Trades: Engineer 4/ Pilot 1/ Courtesan |

Knowledges: Region (Cadwallon)
2, Culture
(Nobility) 1. Fief( Var-Nokkt) 2, 1

(Cadwe)

(Upper city) 2, Etiquette

lage

(dwarf) 1, Language rban
Legends) 1, Expertise (Steam) 4
Distinctive features: Artifact, Mechanic
3 (F). Rigoc
Location: Var-Nokkt (Ka-An-Vor)
Master Orn is a very talkative dwarf,
who likes to know what goes on ir
Cadwallon. He runs his workshop alone,
which explains that it sometimes takes
him a lot of time to finish his invéntions
Steam has become his speciaity and heds a

renowned pioneer in Cadwallon

Methanol (3)

Race: Goblin
Culture: Rat
Trades: Engineer (naphta 3)
Knowledges: Region (No-Dan-Kar) 2,
Culture. (Rat) 2, Language (Gd‘h!) 2
Language (Cadwe) 2, Expertise (Naphta) 3
Distinctive features: Bravery, Suanl
instinct (F), chyrler
Location: Kraken (Buoyaney bay)
Methanol imports naphta from. the city
of Gerikin at a great expense. He wishes
to have his genius recognized byhlld
wing a hine for sub
“the octopus’; capable ofwn‘hcl: l’ﬂ
treadlires sunk in the bay of Cadwallon. To
finance this pm;eu. he improves the war

rw%

Mirole (3)

¢ "q
Race: Human
Culture: Lion
Trades: Emissary 2 / Makter fencer 1
Knowledges: Region (Alahan) 2, Caltare
Lion) 2. Faction (Thieves) 2, Fief (Soma)
1. Language (Barhan) 2
Distinctive features: Alllance / gaild of
the Thieves, Bravery (F), Romeo A

Location: Sama (Morgue Street)
This young man taking a Lord’s dir in

Morgue Street can seem out of place, e

pecially since he clearly spends most of
his time courting everything wearing s
dress. But under this happy.go-lucky looks
Mirole is the one by whom ohe can get in

touch with the'guild of Thieves without

venturing into their den,

Motjen Brazen Skull (4)

AT

’mme :
mmww




Culture il pper cizyd 2), Fielf (Dee Az
2. Languuge (Cadwi? 2. Urban Legends 2
. Distinctive featuress Flerce, Surviva
pstinct. Rigor (F)
fation: Ogrokh ( The Stock)
- Nobody knows thebistory of this poor
@ wha was focked I thus cage: or tor
long e Bas Been there. However
§ e that death, does not want
R Ncbody pays atteghion to
hat he isiable to collect

un and

every

~ Calture: Hydra
Trades: Mage 27/ Bandit 1
Knowledges: Region (Chasms of Mid
2, Region (Underground passages
Cadwallon) 1, Culture (Hydra) 2,
(Mid-Nor} 2, Nature 2, Path

L Nurbald is a former gravedigger. He
plives in Demise Hole and knows the un-
derground metwork which runs undec
. the city. Endowed with a strange Ability
sculpture, he likes cutting corpses in
and assembling them then into

Race:

Culture: Scoep
Trades: Omai
Knowledges: Regios

Culture (Scorg

Kraken and set

lessly works in

fe expectancy out

Palythiss @)

Race: EIf
Culture: Spider
Trades: Cleck (Liitha) =+

Trades

Koowledges.

anguage (Cadwe 2

Distinctive features: L

Location: Ghe

. o g
Penthow (3)

Race: Goblin
Culture: Lowes City
Trades: Miscreant 2/ Cat burghr 1

Knowledges: Ad fon (Ashindn)
2, Region (Ashinin} 2. Cult (Lifith) 2.
Culture (Spider) 2, Etiquette (Nobility) 2.
History (Age of steel) 1, Nature 2
Distinctive features: Exalted. Rigor
Toxie (F)
Location: Drakaér (The Free district)
Palythiss may show a captivating smile,
but her face enclosed by an impressive pair
of mandibles would leave anyone ill-at
ease. She is appreciated by the courtesans
and the lady’s companions to whom she
teaches independence and revolt when
she does not drown them with frightening
prophecies.

K ledg: Business 2, Regiest
(Cadwallon) 2. Culture (lower cityd &

Fief (Var-Nokkt) L Fief (Ramgarth &

snap. He comme
3 fegious MTERS

nicates with the stere
LA His bandt &

which no one undecstands. H
glary of the st

is very 2 Doastiul

pevpi

specialized in the b
cratic houses and if I
about it. Indeed it is true that his
are very agile and discreet.




o N/
« Lower City o087
c Alchemist3 /
2 T -
. ,. Region  (Cadwallon) 2,
o & flower city) 2. Fief (Trophy) 2,
e (Cadwi) 2, Expertise (Herb) 3,

of the Destiny

rer-city) 5
] iny) 3, Culture (lower city)
N(M features: Bravery (F),
emous, Exalted
: Trophy (The Fields)

Although discreet and shy, Podgy, whose

pickname is duc to his exceptional weight
Z * even by ogre standards! - is respected in
he fields of Trophy as the founder of an
- agricultural cooperative which saved the
" small andowners from bankruptcy and as

(Cadwallon)
nderground  passages of

o) 2, Language (Cadwe) 2
tive features: Artifact, Luck (F),

Automaton (The OId district)
08 goblin pushes a wheelbar-
h shiny items of all sorts
" Out. One can find true won-
under a heap of terrible
“ objects. But‘v
0 it is necessary either
knw *fyx well, Hq is

mit!

Qeanimil (4)

i

v

Race: Elf
Culture: Scarab
Trades: Guide 3 / Shooter 1
Knowledges: Region (Quithayran) 2,
Region  (Neighborhoods of Cadwallon)
3, Culture (Scarab) 2, Faction (Militia) 1,
Language (Daikinee) 2, Mythology 2
Distinctive features:
2(F)
Location: Automaton (Fine shaft)
Not very talkative,

Artifact, Scout,

Regeneration

Qeanimril the elf
is a guide whose abilities are precious.
He ‘inherited from his childhood in the
Emerald forest an empathy with nature. It
is said that he commands insects and that
beetles are attracted by his presence.

Sergeant Martial (4)

Race: Human
Culture: Lower City

Trades: Sleuth 2 / Scholar 2

Knowledges: Region (Cadwallon) 2,
Culture (lower city) 2, Faction (Militia)
2, Fief (Gherionburg) 2, Histaty of
C adwallcn(crlmmalhlsmryn Lang\ngc
(Cadwé) 2, Urban Legends 1 s
Distinctive fe I | enemy/

Race: Human
(&

ture: Griffin
Trades: Sea dog 2 / Missionnary (Merin). 8%
L/ Emissary 1

Knowledges: Region (Akkylannie) 2, Calt
(Merin) 4, Culture (Griffin) 2, G ulture
(lower city) 2, Fief (Kraken) 1. Language
(Cadwe) 2, Language (Akkylannian) 2
Distinctive features: Fierce, Fanaticism
(F), Rigtheous

Location: Kraken (Buoyancy Bay)

Seyr is a_sturdy man of about forty, +
with a shady past. He is a relidble charac-
ter, very protecting with the weak. Some
say that he knbws everybody in Kraken
Harbor and that he is the confidant of
importanpeople of this disteict <

Stitch (3) ¢

Lianzareth (F), Rigor (F) é
Location: Gherionburg (\W'er‘mkmd)
This retired investigator has. made

enough enemies to be unable to léave the -
. protection of Fort Gentle anymaore, but he
falist on mysterious crimes com- |

isa
in Cadwallon over the last five de-




ry'plaét ¢

yharhalna)
2, Faction
age (Syhar) 2,
s 2, “Expertise

,&Wi‘aﬂln’s jeers,

agemic 2 (), Recycler

éation: Gherionburg (Pétropolis)
is talkative old woman, with a kind

¥ face, works as midwife and sometimes

intervenes in abortions. She uses potions

ch she makes herself from plants that

B she harvests; it is said, in the city's under-

d) 1, Language (Wolfen) 2

inctive features: Exalted (F), Born
killer(|) i

ocation: Gamehead ( Little Arenas)

The Apostle came to Cadwallon to re-
Devourers among the ranks of other
ple. He thinks, indeed, that the dis-
of the Beast have to come from all
orizons if they want to reach their

Race: Human
Culture: Lion
Trades: Soldier 2 / Officier 1
Knowledges: Region (Alahan) 2, Culture
(Lion) 2, Etiquette (Diplomats) 2, Faction
(Militia) 1, Faction (Thieves) 2, Languagc
(Barhan) 2

Distinctive features: Authority, Bravery
(F), Desperate

Location: Rampart (swamps)

This destitute Lion knight, still bears
the weapons of his family, covered with
apiece of red material. This charismatic
character speaks in a brief way but enough
to be explicit. His reputation of being a
man of many women sometimes draws
trouble in his direction. He leads a group
of rebels operating in Lil'cad, reputed for

petty crime

The Qcmc;ltc: )

Culture: Stag
Trades: Minstrels of the Pafh (Pain 2)

' Knowledges: Region (Caer Maed) 2, Cult

(Cernunnos) 2, Cult (Pain) 2, Culture
(lower city) 2, Culture (Stag) 2, Language
(Drune) 2

Distinctive features: Fierce (F), Alliance
/ Foreseers of Caer-Maed, Visionary
Location: Gamehead (The Skinner)

The Demented ferociously hates all the
cults and barks at those she crosses in the
street. She professes terrible curses to the
faithful that she meets. Everybody consid-
ers her mad but at the same time dreads
her powers.

"

o  "Yme 7 Y.

Trag Vor the C

< X2 iR N

&t ‘}
Race: Ore AV R r\\

Culture: LowerGity | . /)l

Trades: Magister 2/ Shrew |
Knowledges:
>

Region

(Cadwaiy,
b ¢ llon)
Region (Underground Passages of
Cadwallon) 1, Culture (| S
. € (lower city) 2, Figg

(Automaton) 2, Language (Caq
gua wi) 2

Path (Primagic) 2, Path (F arth) |

Distinctive features: Spirit of the Fany
(F), Infiltration / 2, Recovery / 3

Location: Automaton (The line)

This mystic warrior is obsessed by “th
the

spirit of Aarklash” He spends most of his

time investigating excavations or dl;gmg

new ones to discover the den of the spirit

living inside the entrails of the city, This

obsession could have people smiling if the

orc was not able of feeling the presence of

metals in the rocks. These investigat

gave him a great knowledge of the under

ground passages and of the ruins of the

Free City

J N \\\\‘ "

J

Tragga 3)

{ )
Race: Human| A ( <v'

Culture: Minotaur e
Trades: Strong-Arm 2 / Sleuth 1
Knowledges: Region (Avagddu) b

Culture (Minotaur) 2, Fief (Game e
2, Faction (Provocatores) 1. Languagets =
(Sessair) 2, Mythology 2

Distinctive features: Braver

y, War fury

(F), Cat’s paw
Location: Gamehead ( Little Aren
hort woman with

Tra o
short red hair cut in a bob. She likes W
little to no clothes

as)

is a rather sl

ing around town with
e men with her muscles

blade

on to impress the
her favourite weapon is 3 great
shaped like a sickle and she does not rm;
tate to use it but she also hasa flawless ak
ent for shadowing people:
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W </ &~
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Race y
Culture %
I'rades r out i Race g
Koowledges: Feg Calture Dragoe
o e (Griffin) 7 Knowledges & ;
J 2. Culture (G & L Yokl Miier 2/ Flbiais
‘. e (Akky nian estis
(Usarers) 3. Language Knowledges: Res
Path (Primagic) | g " Cugle
: Fanaticis g
Distinctive features: 1 2 s
2, Rigor Distinctive features s Pah —
Location: Den Azhiz rth Ga Sl :
s Urguemal is dr Location: Automast - i
Paranoid, Urguems : Distinctive features: Concentratios | 2
vigions which Merin sen {e ? ¥ o
e Location:

Secided to purify the Cit

i Isimpers and the emanats
. by deading a small grou;
Together; they fight the

for its sympathy © some of Acheror

Yevoend woris

woles Wk 2 freas. mocs-

ColtnreLgrer City ¢

Trades: Crafisman 2 | Warrior-monk

(Destiay) 1 Culture (lower city) 2, Fief (Troply) 2.

"C"'N#-:Cnﬁ (Stony size)2, Region | Laniguiage (Cadwe) 2. Realsms 5. Natare 4,

2, Cult (Destiny) 1, Culture Way (Primagic) §, Way (Water} 3
°"-',_°'!’ 2 Bef (Gherionburg) 2. Distinctive features: Foc, Mastery. of
i (Cadne) 2 the Arcana (F). Romeo

5 Location: Trophy (Comedy garden
Headmaster of the school of magic of

the Rubicund tower in Trophy, Wander

world is 2 devotee of beauty. Thus, be bes

came an untiring wanderes of Aarkissh

and 8 the kingdoms. When old age came,

‘M"““’lmeﬂgj o0




These contacts
BRI Aseklash ‘who are for the/miost part al-
by rep by miniatures from the

calagly but. their infldence extends be
3 che Free jaknow them. it is to
from the attention of those who
2 wpepgk;nneunals‘yuk

Culture: Lion
Trades: Duelist’3/ Shooter 2| Emissary 1
dges: Region (Alahan) 2, Region
er) 1, Cuolture (Lion) 2, Etiquette
omats) 2, Faction (Embassy of the Lion)
2.4 (Soma) 3, Language (Barhan) 2

cti features: Ambidextrous,

ssengers rides without rest to gather
ithe forces of Light. More versed into the

«®

Brentyr the Slaver (

Race: Human
Caulture: 5tag
Trades: Bandit 2 / Offi
Knowledges: Region (Caer
Cult (Cernunnos) 2, Culture
Faction (Usarers) 2. Language (Drune) 2

Strategy 1

Distinctive  features:

Leadership Personnal

Markhan

Location: Trophy (Southayen
Brentyr is one of the least cc

Fier,

celebrities of Cadwallon. Indee;
the esoteric considerat

of the wyrds, he pract
trades forbidden in
living beings. He is not @

ecdo;q\.md Tumors.

A =5

/B
\\\ (‘

Origin: Goblin

Culture: Rat' :

Trades: Mage 4

Knowledges: Region {No-Dan-Kar) 2

Culture (Rat) 2, Language (Goblin) 2,

Language (Orc) 2, Path (Mutation) 2,

Path (Primagic) 4, Path (Sorcery) 3, Path

(Earth) 1

Distinctive features: Personnal enemy

Pillgrim the one-eyed, Survival instinct

(F}, Mutagenic / 3

Location: Trophy (Little Kline)

Gidzzit is not a charismatic leader, but
the bell of the god Rat which he possesses
plunge his congeners into an overwhelm-
ing belligerent rage. He always gave evi
dence of a predisposition for magic and is
reputed for his “Striking™ abilities.

. gl =

Race
Caulture
Trades: Soldier

Knowledges.

Distinctive featur

Location: Ogrokh (S

Race: Wolfen
Culture: Hyen2
Trades: Soldier 3 / Officier 2
Knowledges: Region (Ca
it (Vile-Tis) 2, Cult

enemy’s weal
soldier endowed with an -
ience, stil likes the taste of Dloo



Warrior

k- caltare: Grifin

sdes: Shooter 3 / Sleuth 2
e e Regmn(kkkvhnm\'lI,L'ull
3, Culture (Griffin) 2, Faction
of Hod) 3. Language (Cadwé) 2,
{ kkylannian) 2 i
erel s features: Fanaticism (F),
war fary, ty / fire, Righteous,
wWar fury, Immuni

-monk 4
‘Location: Soma (Heaven heights)

Misericord puts her faith and her sword

: 4o the service of Merin. In Cadwallon she
ku‘«ﬂlﬁ with a lodge which watches
the schemes of the disciples of Arh Tolth.

) 2, Cult (Danu) 2,
notaur) 2, History (Age of
9 1ebicth) 1, Language (Sessair) 2,
ology 5, Symbolism 2
Siv features: War fury (F)

: Drakaér (The Free district)
s most of his time to

" W his knowledge on one
Parchments which never

. the rage of Jackal thanks to amulets of his
e

Salias Yesod (6)

Race: Human
Culture: Scorpion

Trades: Warrior-mage 3/ Omnimancien 2
Knowledges:

Region  (Syharhalna)

2, Creatures 1, Culture
(Syhar) 2, Expertise
(Mutagenic) 4, Path (Primagic) 3, Path
(Technomancy) 2

(Scorpion)
2, Language

Distinctive features: Scout, Immunity /
fear, Warrior-mage, Mutagenic / 3
Location: Automaton (the Observatory)
Salias Yesod is a famous biopsist which
tries to create the philosopher’s creature. He
always keeps with him a lantern irradiating a
greenish light which shelters a homtinculus.
He often goes to Cadwallon to find “exotic”
subjects and to enrich his gene “pool’.

Shaka-Umruk (4)

Race: Orc

Culture: Jackal

Trades: Missionary (Jackal) 3
Knowledges:  Region ' (Bran-O-Kor)

4, Cult (Jackal) 3, Culture (Jackal) 2,

Language (Orc) 2, Nature 2

Distinctive features: Brutal (F) 5
Location: = Var-Nokkt (Dressmakers
district)

Shaka-Umruk is hipped . by  his

Race: Human

Culture: Griffin
Trades: Duelist 4 / Sleuth 1
Knowledges:

Region  (Akkylannie)
2, Cult-{Merin) 2, Culture (Griffin) 2,
Faction (Embassy of Akkylannie) 1, Fief
(Ogrokh) 4, Language (Akkylannian) 2
Distinctive features: Assassin, Bravery,
Fencer, Conscious, Fanaticism (F)
Location: Ogrokh (The Span)

Shanys is the feline and mortal silhouette
which delivers the sentences of the am-
bassador from Akkylannie to Cadwallon.
Elusive and wielding a dagger, she watches
or punishes, unmoved behind her mask of
alabaster. She knows many hidden pas-
sages to the Important places of the city.

Yh-Azzhir the mad(6) =

people, because Jackal is believed to send

him visions and powers. His knowledge
- sometimes allows him to foretell the outs
come of battles even before they begin. |

Shaka-Umruk knows also how to pass on




HAVING
A CHAT

During the investigation phases, the free
Keaguers' contacts will be consulted on the
developments of the affair the PC are tak
ing Gare of. If the questions asked overlap

L their domains of ability, they will answer
“Within the limits of what they know and
according to the Jevel of Intimacy and the
nature of the relation with the characters.

PCmay believe that their contact is not
telting thém everything: In that case, they
can "twist their arm® or “burn” them

¥ « I£a contact refusestoTéveal information
Which she holdds/ ¢ither because his
Sinterlocutor is unable to please him

2 o because this information could put
@/ kit in danger; a playef Can choose “to
- twist his arm” toforce him to answer

a question asked by his character. The
GM must reveal a piece information,
by answering the question asked by the
plaver.

« If the characters’ investigation seems to

be heading no where, at any moment,
a player can decide “to burn” a
contact of his character to get hold
of everything his contact knows. The
contact is then definitively lost. Such a
2 situation is important from the point
of view of the history of PC. The GM
thus has to stage such situations and
L draw the consequences, which might
be interesting for things to come. In
L return, he has to give a clear lead,
‘answer all the questions of the PC and
therefore put the adventure back on a
without asking for anything in
g. Of course, GM has to do so
Nt way

" useless “to burn” a contact which
s dliready “twisted” for the same ques
tion-Sitice he can be “forced” only if he
Skngws the answer and refuses to give it

=

e

ADVANCED OPTION;
IGNORANTS SPEAK A LOT

it can happen that PC twist or burn a contact which knows not
that case, the GM is authorized to make the NPC say
of the players. It is then recommended to consider th,
burns or twist the contact. So, if tortured, anyone
a trained agent and\or someone under the influen
can dominate the pain and the stress to send PC
straight into a trap.

thing |
anything to ggm ;;d
€ way the players
admits anything, whj
ceof S(m-pmn d‘ruu‘ %
Of'a wrong track, o ev

 EVOLLTION . - v of iy e Sl

When a player chooses “to twist the s intensified only if th

arm” of one of his character’s contact, he 1 then stage

loses a level of Intimacy

Once at 0, the contact is erase

character sheet, as if he had been burne

The character becomes unwanted and

contact does not consider him

able relation anymore. It is ¢

possible
that he sees the character my and
henceforth he tries to avol

It is possible, “by burning” or “by twist

ing" a contact, to lose it. In t

it is possible to gain a

dertaking adventures, or even

en the links which 2

~ ESTABLISHING

pre-existent contact

Each time a player gets infos

a contact of his char

their relation (which is not tt

contact was “twisted” or “burned”), for the

ontact

current adventure, he is said to haye man
He

lishing a

aged to appropriately use his con

can then mark the space in fr of this

contact on his character sheet same
player can realize no more than one appro
priate use with the same contact per com

plete adventure.

Note: The marks are not erased be

twa adventures,

When both squares are marke

player erases them and can choose to:

» Increase the

level of 1

relation by

a point
having to agree

+ Change the

nature of its relation

another ons

nly if the GM
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| want
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er did not formulate the
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INFLUENCE LEVELS

CHVe Iy aasect

To wach type o

fevel, Bach cha

an Inf!
earn Influence points {1F) by gambling on
Actions of Interaction unthl egouh p

are sccwmaiated to equal the

this is done

wvelof the objective, Oace
he obvective s realized

The devel of an gblective s de od
by addigg certain criteria to th
of theitagger. the aumber of influence
character$ and the cofgequences

Mastery

T

s

e o The target under influence cannct : 2 == . = .
social growp as A Whiale. On the other Sl g \4\_ %
' Rand, i s possible to dntiuence several NFEM by E LEVEL OF AN OME('TIVE
3 g -~

ng ¥ group. So. 2

4 1 characters Consti
league,of five characters can be
enced, but 1

dreds of m:

NATURE OF THE

OBJECTIVE INFLUENCE L gy

guild of severa

bers. When an ob

2 group, use
omeone wants the tan

'k ot to exchange something

the members o

of the collective

Someone war
do someth

a point

yond the first one 4
[l Known target Intimacy
nac

#The cansequences the obi
the Collective + 1/character, beyond the first one

have for the intluenced

Wifiers are B8 Information gained from a contact + 1 to + POT

Jevel to be reached. These
not known by the user; it his character
tries to. uzge somebody to give the name CONSEQUENCES FOR THE TARGET

acter to whom

of a criminaland if the ¢ .
Loss of animportan sources

the user s speaking to is the criminal, the
user is obviously unaware of it However

nsiderable resources

an expenmented GM s able to create
oenanos 10 snswer these facks or answer 1 [RURTSNTRELPTTeS
the initiatives of his pleyers -
«Ap indirect objective often tends to ] danger £

S sather than is actions. Whichuis always * Ji i ces 1 !
more complea to achieve. The more the
objective questions the beliefs of the

\ vague bel

Q\mon of the world




GAINING

INFLUENCE
——

ot
thons
some &

pe earnin
the
canetate

ables allow t¢
@ { influence
ng of Inf

A earning

sctive, by tak

nq 1P 10 the object
ing &

n undertaken a¢ tion:
. The information gleaned from a
a foed an influence struggle

L can
that information

1a¢

ecide
;M can dec :
: otential of the relation who

caloe (upto |
.mthml.nm.nu.m
)r- ides, once per influence struggle, a
plaver can burn a contact who is not the
ay
nation helpful for the
;arn information

farget to €3
intrigue.
and the contact must be present or able to

by the player
It must be justified by the player

go the action. In return the GM has
:‘::T.\N the consequences of this choice
und stage them in adventures to come. In
that case, the player gains as many 1P as
the Potential of the sacrificed relation
The target must be influenceable by the
contact in question. The latter must be
able to help through a privileged relation
information he might possess or a trade
which would allow him to carry out an
action favorable to the current influence
struggle.

“REsoLurTion oF |
AN INTRIGUE

Ifthe level of influence is reached, th
objective is fulfilled and the target has to
Sty outwhat has been asked of him with
thedice from his RP. if the t
0doso, it will have to
vith the dice of its Ap.

Once the consequences of the intrigue
"'R‘!Quhlrd, the target might notice
0 hibpened. The G i the only one
e o decide g ., :

Y 0influgnce him!

arget is unable

act during its turn

ven if the players can

Rank -
k efth
fuct reuit: Num
porat t stside hig}
ds, but the } er influenceen
18 or [} f
¥ ne are re
L sking
rallel activities of higher guilds. The
i uild nonetheless a cert
weight I

the Rag'narok and

power Cadwallon

Alliances: Reserved for

Indicates th ations of Aarklash that

the guild™often serves in interests of

ion or with whom the guild has

{ the city (most of

st in the

ities of the

Trades: List of the tyy

within the guild

Potential and Attitude: Guilds passess
a Potential which measures their influence
and their power, as well as a dominant at-
titude which is collectively showby theie

members.

Headquarters: The district where are i
the leaders of the gujld in Cadwallon can
be found




HicHER
GUILDS

The Architects

Raak: Hig X
Allidmces: Repabi

&  Alban, - Empire Ib
Det N 3
Trades: Craftsman. Eng

mage. Schokar
Poteatial +

Attitede: D-<orpline
Headquarters: Drakaer (F

B The Goldsmiths
Rank: H

Alliances:

Trades: M
Potential
Attitude: S
Headquarters: Den




Rank: Higher guild:
Alliances: All nations
Trades;  Soldier, Leader,
o Guard, Merehant, Bandit
Potential: 4:
Attitude: Pugnacity
Readquarters: Ogrokh (the Span)
Mmercenaries of Cadwallon
Mo throughout  Aarklash
A assumes the
3 .’% of war, bypassing
SIEMGS are harsh, the mercenaries
o become shameless bandits Finally,
:'Yaﬁ:? affliated to the guild have
g Weapons, to the great dis
2 Bullds of the Blacksmiths and
3 iths,

Marksman,

are fa
The guild
inheritance of the

g the free leaguer.

¢ oman

Rank

Alliances

Trades

Potential

Attitude

Headquarters: Den Azhir (The Cor

»f the ¢

ers and other fortune-tellers, are founc
the famous tarot-mages. If the latter are

not forget the

to the cards

organization: card-makers, printers, ill

minators and, by exte

e
[he Ferrymen
Rank: High i

Alliances: All nations

Trades: Str Merchant, Crafts

Shrew

man, Sea dog

Potential: 4
Attitude: Opportunism
Headquarters: Kraken (Quays

More than a guild, the Ferrymen form

a gigantic

hand all the axes of traffic of Cadwallon.

Transport is totally under the guild’s com

trol: ship-owners, pilots who guide ships

syndicate which holds in its

The Uswers
Rank: Higher guild

Alliances: r

ations

Darkness

Irades:

séiry
Spy
Potential: 6

Attitude: Sul

rs: Unknowr

Headquar

Usurers form a secret, yet
powerful forces opposing the Duke

eers of the city. Small discreet we

shops hidé shady manipulators who take

control bit by bit of

crime not affili

ated to thie guild of T

sary to admit it. the guild of Usurers is

a gigantic conspiracy

oday; their goal is
to take over the city to hand it over the
to Acheron

Besides money  lendi

activities, the

guild » takes care

4

clrrency exchange designs safes

Finally, its craftsmen make the most re

liable instrumenits of calculation Svails

able on the market




‘...F\\FE :‘hf Bud catchers

GULLIW\ Trades: S

I Potential

Attitude: (

Headquarters: |

Attitude: Stk

Headquarters: Var-Nokkt (Dressmakers
Lhe Jewelers
Rank: Lesse

Trades: Craf

Merchant

Potential
Attitude: Style
Headquarters:

The Blacks mxAh\

Rank: 1 gu

Trades: Craftsman, S g-arm

Potential:
Attitude: Pugnacity
Headquarters: (

Arsenals
Rank: Lesser gu

Trades: Craftsman, St

Potential:
Attitude: Dis ¢

Squality products to :h bu
Jower city, even i their w
iy comparable to the creations of the
Dressmakers

Headquarters:




, - - s Tea = e | w® T
. " > 2
e Lhe Sewer workers

Rank: Lesser guile

Alchemist

Irades: S|

Potential
Attitade:

Headquarters ) shiv-Az cana

pemists ?

; ointn [he Scribes

jacturint
o med
ot a0  are the pr
al oper Sty
o the Alchenst Potential ible

y
: t
| -
' - = = Bir it eglass an \
miwmm o the ¢ t Attitude: Discipline tilent smell. The guild of the Sewer
assorted because

jical care Rank: Lesser guild o ‘

eratiof I'rades slar The re easily recogniz

1 = — kaer (The Free ne of th P, t
refs. « Headquarters: Drakacr he Fr orkers is one of the rare organization
. within the

whic ch reigns I sothecar t ithorized to enter the undergrounc
e af

|

{v unpleasant

dicular
B disdained by the d :
g are disdd ked by the Syhar 4 yrof ynals of knowledge; those w

nist 1-fashioned name stands for t

jwarf alche

emseles
Their only ¢
ich reigns i

it the silence n¢ preading it and preser

j includes public letter-w 2=
laboratories and -
ounds the practices of th clerks of the court, printers and | The Favorites
tery which s, Contrary to other corporate bod Rank: Lesser sUls
3 Trades: Courtilan

Potential:

fo Attitudes Subtlety |
ke a public o Headquarters: Var-Nokkt (Dressmak
dist
ir y discree d bra o su
ing the best compa e and f
alike) within the city, But the Favorite

are not v

connoisseu

The Councils . THE WEAPON -

gourmets. It is #lso whispered that‘they

Rank: Lesser guild BEARERS possess other abllities; often spies, some

venings

Trades: Schalar, Emissary times assassins or bodyguards... To hire AT
Potential: 2 Trades: Strong-arm, Duelist, the services of 4 Bavorite, Is also to be sure ’
Attitude; Style i

X itude: Bandit of entering any eventof the upper city.

eadquarters: Gherionburg Shaproa) Potential s 1 :

$ociaband Jegal life of Cadwallon Attitude : Pugnacity
rges

: its richest inbabitants to rely
n ight-hand o

The Bearers do not form a guild,

\ The Councils try to

. this cole, alternately act but a special corporate body. They
3 alel acting as 14
"“'rn,,\ Notaries or as skill % are governed by no corporate
e sor as skillful interme |
SR indirect” deals arrangement, only by the ducal

rtheless,

thy
RUlld poggeq,
5es very litle i
ey s Y little influence

ssibilities. The Counc ils

edict which gave birth to them. In
Cadwallon, to wound a weapon
bearer is a bad omen. If it is always

1 corpay,

Mr,, '!nhn::,‘] :: ‘,1‘ "\" t\ Really, the allowed to revile them, even to

Coungilg 810 leave his o iember of the push them Jr(.ruml a little, no true

vice ofa noble g,y 8ulld to enter the citizen (meaning superstitious)
nily as 3 magistrate. would dare spill their blopd...




THE SERVANTS

Ihe strects of Gadwallon are not safe, 0

pint thatit i sometimes risky e
pagers appres

ape yVenture
thete alone, If the free le
of thetr league brothers

ate the assistance
moré than anything else, they «
A fasthful butler

ometimes

frsort to hiring servants

Br 2 untiring torch bearer, servants com

Yo o

h of initiative with

B pensate their ladl
or almost unfailing

ing loyalty

In the Free City, twe Kinds of servants
ate particularly famous: weapon bearers
and areanic servants. [f the general re
marks exposed herespply to all servants
the following paragraphs are sped ifie to of

« Tthese two families

B GENERAL
RENIARKS |

A servant is a NPC with POT 1 and no

: name: he works for another character

He is defined by a type (weapon bearer,

h'indicates his

ATCANIC Servant, etc) w
function and the particular rules to which
he obeys. If a NPC corresponds to the
classification of a servant, but is provided
with a name or with a POT superior to 1
he then becomes a contact which will ac

.y company a character only if the Intimacy
which binds him to the cha
it

acter justifies

A servant is always linked to a master;
heis bound by a social or mystic tie. This
relation Is estimated with an Intimacy

level (see. /ntimacy, p.232), but is alw:

equal 1o 1 when the relation is tied for the
first time. It can then evolve the same way
as for contacts.

During an opposition, a servant is not
managed as a separate character: no atti

tude is determined, no pool is constituted,
no action announced. The servant helps
his master by giving him a bonus game ef

fect depending on his function.

unless the

sitid

5 always plad

sitaation

the GM e |

master mov

v thir
stay withi

)

servant cant

MOV in a round, If ¢ \
)
naster’s turn, the s
master’s reach, e remains on
Al gh he is hot mana ped as
rate character; a serv ant s 1

piece of equi
a character
frontation
and his own health poi
cording to his race

attitude of the servant must

pment. He can be
notably with an actic

He has his own ch

determine

and his culture

is the same as the master's

ing his master
definitive (it is then conside
The possibility of
the description of each
Besides, a servant s
ing if himself or his master is i
servant who stops obe

bonus to his master ar

»ps tem|

ADVANCED OPTION
FORCE ONE’S SERVANTS 5

It is possible to force aservant to execute an action not foreseen by his
function. During an oppesition, it requires a fact (1d6 / DIS) and theser-
vant has to be within his master’s reach. When this fact is executed, the
servant is not managed according to rules exposed above anymore and the
master loses at once the benefit from his Servant’s function.

t round, the servant is managed by the GMas
as tore-

At the beginning of the ne
a separate NPC. To manage the servant’s actions, the master h
sort to various Interactionabilities, benefiting then from the value of the
Intimacy level which characterizes the relation between the master and
the servant

The Intimacy which binds a master to a servant falls bya
servant is forced since the master “twisted his servant’s arm”. It is Impos

point when the

sible to force a servant whose intimacy is equal to zero.



UnHurt
Light Wound

Serious Wound
Critical Wound
INCapacitated

»,

*Region  (Cadwallon) 2

. uI«urr(Umay )2

» Faction (weapon bearers ) |

» Fief (Choose one) 2

* Language (Cadwi) 2

Natural weapons: Fists

Equipment : Purse; lock; chains;
chest; leather strips (x 5); trunk: torc 3
trophies; worn out clothes; 25 ducats
and the weapons of the master.

Distinctive features; Nanism

(see Secrets). »

Gifts: Conscious
Characteristics:
«PUG 2
*SLE 2
«STY 3
»OPP2
44+ SUBS
g +DIS2
| Abilities:
» Disarm/SUB 1
+ Dodge/OPP |
» Feign/SLE 2
» Identify/SUB 2
& Wrestle/OPP |
* Lounge/STY 2

RATES OF
WEAPON BEARERS

to rent the services of a
earer only in the upper city,
lability of such a service is
6. 7he rate of a weapon Bearer
 the duration for which he
#nd the place where he has to
{ of the sum must be paid
#ay and thebearer does not
he m, ith him
T or rich as Vanius can
vearer free of charge if
o1 city. The cost of
‘ent included in the way

*the day: 5 )
week: D
“®onth: 75

Teity: Cost x 2

ARCANIC reanic servartyaig

creatures of Mesh and

d ends 1 with feclings or does the

SERVANTS tarot mage. by soak wbdea o
- i, inprove s

ea  sonfication of thisteud

’ 3 The sccamis Servant a be tumed

"’)“- 7 r t mated element wryants by

srot-mage who summoned (et

e these 03 stbp being simple sevvantiand

anaged 2 sacters

However, begatse of artiCuber nature

tign between a tanot-mage and

fw ¢ h s, ey of the taret

2ge who plays the sublimated servant
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“THE PRINCIPALS

5
Lightl J . sy
! monvishenes
\. ; e
. perm’ Uk and  Wnae
o tractive.
Dadkness & - The latter Principles
pupting nature meany that 1t
ry ather:Elerent, incuding (talf
<3 Dackness can Snnihilate the magic 1t gen roug)
A ‘erates, while only Fire could counter the skilled

. iflagnce of Water world

Mana

Mysterious, Lig

FROM SUBLIME

310 4 (g
T have by,

TO SOLID

Rebirth

Voyagers

THE SIHIRS

‘The most common manifestations
from the Realms are magical beings
wha incarnate one of the Elements.
Called Elementals, these creatures
serve the magicians who draw them
from their world of origin for the
duration of a quest.

The elemental lords, the Sihirs, rule
the worlds of origin of these crea-
tures. They respect the inhabitants
of Aarklash, even envy in the case
of some of them, for they liveina
unique world from the point of view
of magical physics (at the heart of
Creation, in total balance Element
wise...). However, they do not accept
that Elementals be bound for too
long by magicians. The members of 2
Sihir's court therefore respect these
scholars of magic as long as these

magicians show the same respect
towards their ruler. Moreover, the

Sihirs are fascinated by instinct

ive
magic, to the point where ofcs J

€
become a conversation topic in m
Realms.



fash

common Realms in the
Tkﬂ"; an elemental nature .
-’:gdm“ intimately bound to the do-
5 ial Realms are there-
ﬂ:lﬂm Water, Fire and Earth
- exists principal Realms linked
w"hmd Darkness. The former are
;de:*ﬁ"md the latter abyssal.

|k lemental Realm is divided into 2
#n{phccs which have their own
phsicsmoral and biological laws. Each of
ghese “universes” has 2 unique an autono-
mous existence, just like Aarklash. All are
different species who live
."wﬂ,‘;{h their evolutionary differ-

* ecesand according to the nature of their
emiroament. These outsiders are not all

impact on the aspect of its inhabitants.
- Thes, Realms of Darkness are inhabited

E REALMS

AT THE HEART
ofF CREATION

wore as they pon-
practice their art and
meet inhabitants from other “planes of

“reatios

existence”

Aarklash is one of

all the Elements are
one of them were to prevail on the others.
the consequences would be disastrous. It
is therefore with a certain anxiety that the
elemental lords, the Sihirs, watch the re-
cent emergence of Darkness

Irra rare quirk of Creation, Elementals

cannot manifest on Aarklah w
ing been invited to. This and the long
absence of mana in its natural shape has
convinced the Voyagers to make Aarklash
the most important gem trade ground in
all of Creation.

One form of magic is practiced nowhere
else in Creation but Aarklash: instinctive
magic. It is exclusively practiced by the
orcs. Like that young race, it is turbulent
and hard to control.

Finally, the mages of Cadwallon deal
daily with the mysterious tarot-mages
(detailed later). -

" Tue Grear
- CrcLET

N p : b
A&Ms.wwn“\‘
and Cadwallon is a. special place jin
Aarklash, 3 place where thie barrier be-
tween the Realms is weaker. There also_
exists 2 handful of these worlds which are

consi&reda‘bgdzﬁng‘lurﬁﬂaﬂ ¥

stals at the very location of the Jewel of |
: E

The Realms that “touch” Aarklach a2

llon are part of 2 group called the
Great Circlet. These worids symbedically
border

cty and are decorated with
na gems so loved by ma-

Realms are aiso the birthplace of
tions. Some schiok-
Aarkdash, which

¥ magical manifs

ars are surprised th

seems to be near the
between the Elements, o
to primardial Realms so marked by a sin-
gle elemenitai power

The Great Circlet
poses 2 balanced and group of six
Realms. In the past, this number was dif-
ferent, if the tales.of some of the older
races such as centaors and giants are to be
believed,

Oddly enc the meeting points be-
tween the Great Circlet and Aarkiash are
also marked by great cities, which are seif-
contained enclaves, which were given the
name of “world'cities”. since beyond these
populated centers, these realms seem uns
inhabited

The Cadwé magicians think that their
ity has created “reflections” in'these near-
by worlds. This opinion is naturally coon-
terbalanced by that of the Great Circlet
inhabitants, who feel that Cadwallon is
nothing But a paleimitation of their world.
Beyond these arguments, 3 few troubling

Aarklash, com-

similarities in their hiy seem to poing
at 2 link betweestall of them. | =

Four

fm




v ~THE UNEINISH} D REA] M
ALMS

metism and typhonism. For 8%
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and respected

foeh feared

ere called bac
< -\‘“"‘:;‘m this titanic <
e e
- aiher inexperienced, dese
:bmwhﬂm‘““"

amisOn:

\ T} INITIATION

mostacaste. They recognize &
of mastery over mana, which they cal
s of imitiation: initiates, adepts, 1
and vitoosos. The Cadweé mages have
28ded new degrees to this nomendature
which come from their peculiar vision of
magec.

The first Element 3 mage is
master i his primary domain. Moreover,
the path of his original race is the one he
larns first. However, most races dont
besitate to experiment and thus develop
other paths. SemigElements also happen
™ be forbidden 40 ¥nitiates, adepts and
masters. These are called forbidden do-
‘mains. Before studying his culture's path,
& magician initiates himself to the occults

¢ “ww and domain paths.

ught to

s

CE N 5
LHE PATHS
OF MAGIC

Each race ma

ers a number of paths of

nagic which are unique

topri

'y and forbidden dor
Each of the cul

the

OWN way

nagicians and warrior

Jages.
The paths of magic each have a deco-
rum: a mix of gestures, words and use of

objects. The decorum is a way of using a
gem’s mana to cast a spell. it can be fatal
to the magician or cause him to be spot-
ted. The specific nature of decorum var-
ies according to the path of magic used
However, some of them do not bave a
fixed decorum ~ magicians then use the
decorum of the preferred path of their
race. As the Cadweés do not haves cultoral
path. they use the decorum of their men-
tor, freely chosen.

INCANTATE

hways associated to an

or a principal, which can néver

agican must be
g character creation
atically bound to all
he same Elements
a5 the incantate (Element)/Special <iifls
he has. Afterward

a magi

REMS associa

s, he is automatically

us Subdue/PUG ability. “The
amountiof gems 3 magician
can be bound to is equal to the total of his
incantat

rade ranks.

~ THE Mama

The mage draws from his gems the mana
necessary to incantate. These points mag
come framdifferent gems, aslong as they
are all of the £l sed for the spell.

Atthe end of ez ind, cach gem gets
as much mana as its Rebirth. Moreover, 2

n nake one of his gems
regain mana with 2 Channel/OPP test. A
gem can never tontain more manad

magician <an try to




THE INCANTATION
The incar f

Incantate

Eleme by the spe
o that ability is d

the character’s culture

Because of the specific nature of mag

the following rules are applied

much

« Jhe character must spend as
Dinits o< the cost of the s
must all come ™

Two reactic

the incantatio

(Element)/Spec

|
_COUNTER MAGIC 1
:
|
|

INCANTATION
AND STEALTH




KS

according to the

amount of mana point(s) the
mm draw from his gems to
spell. “he letter preceding that
—_:'.muwnkhzmm or Princi

: o js used for instinctive

pesrequired
sodprinsg?

Cost:

ils. It represents “neutral

ey IM before cling his
. The linked attitude depends on the

dan’s culture.
arget: Tells what is affected by the speil.
% The mage is the one who
ts from the spell’s effects.
racter, 2 creature and/or an ob-
. this means that the effects are
410 a character, a creature or an
o by the magician. Some-
s the very nature of the target may
For example: 3 magician,
asword, etc.
A area of effect indicates the area (in
" squares) in which the spell’s effect takes
- place. The spell’s description indicates
 which elements are affected in this area.

« Realm: The ran

o Creation - The «

Duration: The length of time during

which

P of the spell

and possibly extra effects taking place if

he spell has an ef

d by the gan

gambles were taken,

Sometimes, one of the entries is noted
as "Special™ the way of knowing what it
can be chosen as will then be indi¢ated in
the text describing the effects of the spell.

Note: To know the amount of damage in-
Slicted by a spell, the same rule as firearms
damage is used: the player rolls as many
dice as the POW used and keeps two dice.

AR

‘The path of Air reigns over movement,
whether that of beings, arrows or feel-
ings. It is practiced by swindles, spies
and thieves of every race.

Decorum : The cultural preferred paths’.

Air of fascination
Cost:2 9

Difficulty: Target's MAS +4
Target: Character of creature
Range: 8 squares o
D

5 rounds
The target is caught up in the magician’s
words. It must place all of its dice in reac-
tion and suffers a -2 to all of its actions.

Force chance
Cost: 2 g
Difficulty: 7
Target: Personal
Range: 0
Duration: One hour

Under the effects of force chance, the
magician's plaver will be sbie to modify
the result of 3 die by 3 point, in‘order'to
augment his final result or benefit from
the adding rule more easily.

Mermun’s breath Pl
Cost- 2 @ =

Difficulty: 7 :

Target: Character ': w
Range: Area
Duration: instantaneous.

The magician transmits 2 méssage 10 2 LA
character who is far from him, butinthe = &

in 3 quick sentence: subject verb, comple- 42
ment. It is completely inaudibleand unde-  ©
tectable by any6ne but the target. o

Each gamble allows to affect an extrdl
target onfbtransmit an extragentence.

Punishment of heaven

Con:lepﬂuryﬂzdmpu-
Difficulty: 5+ | per targeted weapon.




Oath of toyment

Cost:3 @ C
Difficulty: Target’s MAS +4 = 4
Target: Character or creature

Ghtonian magic ry)

Range: 6 squares of the earth, o it
s . where thy deptiy
Duration: 2 ounds where the d\.m..u,;\: "‘%mhﬂk‘
The Wound penalties suffered. by the  ered: Their lictors gy, “»Nmm,m
) ain ‘
target of Oath of torment are doubled organic compounds iy u:‘: “Nergiey o
of Aarklashis abys. “TPted s
De :
Touched by darkness « Their i
- e Very strany 2
Cost:3 @ ' a nervous dance made (‘l‘r":r:mnm
Difficulty: Target's MAS +4 tions, during which the | g me.
Target: Character or creature come with spasms 1% S oyer
Range: 8 squares » By mani
- ¥ pulating his Citia
Duration: 5 rounds invokes the chtonian p‘,‘:': dol, e
During the incantation, the magician  their true names. by using
splits two points of penalty between the
target’s DEF and MAS. .
Two gambles allow to increase the pen- CC]CI'!I)' of Shadm\-g
alty by 2 point. Cost:2 @)
The effects of this spell b lted  Difficulty: 6

Target: Character or creature
» . Range: Control
Weaver's dexterity B S s
Range: Area P i Cost: 2 The target's MOV is increased by (1 .
Duration: 1 hour Difficulty: 6 gambles).
Under the effect of this spell, the target  Target: Personal

Duration: Instantaneous

Climb/SLE tests. No matter what the kind  Target: Character or creature
of surface is, the MOV cost of each square  Range: Area
isl. Duration: Instantaneous
This spell must be cast right after the
deployment of miniatures on the game

W}dm\' S fnendshlp board. The character can move 2 mini-

mumiber of an action taken by the magicianis  Range: 0. ”
sduced b {to 2 mi of 1. 2 founds ClO"ﬁlSlOn
" Twa gambles allow to increase thatte-  The target can move normally on ver-  Cost:3 @)
*ﬁum,ﬂn z oF tical surfaces, without having to undergo  Difficulty: 7 %

Cost:3 & ature to a square next to the one it 8
Difficulty: Target's POT + 3 currently standing in. The target is then
Target: Character Stunned.

Range: Area - visible Two gambles allow to affect an extid
Duration: One day target.

+ Any test made by the target to' make
v MR
AT . Curse

Cost: 3 .

Difficulty: 8

Target: Character or creature

Range: 6 squares

Duration: 2 rounds

est of a confrontatio? o n
nd, a result 9f =
edtobed resslt

For every U
ploration ability this rou
on the die roll is consider

of -1



"i‘“i.,m«

Cheactes & T

3 PUG +4

L Thetapet of this spell sees the result of
s meraction t2s2s Jowered by (1 + gam-
. e puts.

Chains of Darkness
Cost:2 o
Difficalty: 7
Target: Character or creature
Range: 8 sguares
Duration: 2 rounds
The target immedistely suffers a
{3 + gamble) penalty in Defense (DEF)

Darkness

Cost: 1 b per light source

Diffcnliv T

Target: I-liyn source
Range: Area
Duration: 5 rounds

lighting, possibly reducing it to 0. In this _

case. % Source is

sy

thh: of the souf
Cost:2 @
Difficuity: 3
Target: Personal
Range- 0
Duration: 2 sounds

The magican leaves his body on e
Square. be was oocupying at the time of
the Bantation. Hes spiriz Ras the saime
aracieristics and abilities as his o
<3l form. Invisibie snd ridangie. b goes
thiough obstacies and cannot be aflected
by the physical worids, and Vice-weTsa.
T}ewxﬂmﬂdé&mi*
bile and defenseless It seemms Hhe's dead
body. -

A gamble can increase .:zd.ix‘";d -
flight of the soud byaround
Putrescence e
Cost:3 @ e
Difficalty- 7 . : 5y
Target: Characteror 3 "3
Range: re3 - Gisible -
Duration: [nstanfanecss - O

‘!lgz*wﬂersa wound with 2 POW

equal to the magician's highest incarsation
trade Fank. This wonnd is Pesbtrating .
Howeyer. the targer’s MAS most be sab-
tracted from the Damage roll's final recudt
Each gambie allows to increase the final
resalt of the Dasmage roll by 2 paint. ‘ =
“This spell has 6o effect on characters, &
creatures, which are jm tofeas. - -




i known land
Cost:3 @
Difficulty: 8
Target: Personal
Range: 0
Duration: 1 hour
The magician is always considered as

'lht path of Earth turns its practition-
s as hard as stone and as impassible as

having the favored attitude when using an
exploration ability.

Rock’s will
Cost: 2 .
Difficulty: 7
Target: Personal
Range: 0
Duration: 1 hour
The magician benefits from a +2 bonus
to his MAS for the duration of the spell.
A gamble can increase the duration of
rock’s will by an hour.

Difficulty: 8
Target: 1 square

: * Range: 8 squares
' h D‘riﬂonLSpecial

A marker is placed on a square within

_range of the'spell. The trap activates if:”

" sA character moves through that
et square;

= + A character move through an adjacent
“ square and fails a Dodge/OPP (7) test.

‘The gem of artifice causes a (POW 3)

Damage roll for the character on the

square and a (POW 1) Damage roll of

those on adjacent squares.

L) .

£ G‘ranm: S opacity
~ Costi3
Difficulty: 8 -
Target: Personal
Range: 0
Duration: 5 rounds

The sounds, smells and light emitted by
the magician and all characters within his

Strength of Farth

Cost: 3 @ 2

Difficulty: 8

Duration: I hour

R
The POW of damages iniice, d
magician by fire, cold, falls X

h the

Poisons
drowning are reduced by 246 and

Fayery allows daikinee elyes ¢
0 live g
symbiosis with nature. Their sentine
entinels

know how to awaken its protectivespiy

Decorum:
« Using their clear voice, they sing about
the bounty of the eternal forest, and r

it to give them its boon, all the wh

making an intricate pattern in the ding
or carving a piece of wood
« They need an insect in their immed;

ate environment to be able to com

une
with nature.

Faye Sentry
Cost:2 @
Difficulty: 7
Target: Personal
Range: 0
Duration: 1 hour
The magician is never considered to be

caught off guard.

Difficulty: 9 »
Target: Target of an influence

struggle

Range: Area

Duration: 1 hour

the effect

Under

ovel of an
he influence level
3 by the magician is ¢

- nodifier
squence mo
modified by consequence




fost SymDIOSTS

Qﬁnduynn sap
costed G
pifcalty: 7
Target: Persoral
.0
gtion: 5 rounds
D.y;mmun gains two health points for
: dice in his reserve which he hasn't
::dm round. These dice are now con
sdered 1o be used and cannot be added to

sotmoands dice.

* Roots of wrath
w1 @
Dificaity: 3
Target: Character or creature
Rangez Area - visible
Duration: 2 mounds

The targets MOV s reduced by a point.
Once the incantation is finished, the
magician can gitfifice mana to replace
the spells original effect by the one de-
scobed:

‘lefﬂ\;hrw‘s MOV is reduced
h2m6

12 £The targer's MOV s reduced
by 3 points,

'IG and l. The target’s MOV

b tedsced by 3 points and he suffers &

FOW 3 Damage roil,

26 and 2. The target's MOV

oeduced by 3 points and he suffers a
.’w: l)amap rofl

Decorum: The cultura ferred

Boiling blood

: @

Difficulty:

Cost
Target’'s MAS +3
Target: Character or creature
Range: 8 squares
Duration: 2 rounds

The ‘target immediately

changes its at

titude to Pugnacity. This change does not
cost him any diceand he will have to keep

this new attitude for the next round.

Diplomacy of weapons
Cost: 2 @
Difficulty: 7
Target: Personal
Range: 0
Duration: 5 rounds

Under the effects of this spell, a page
may use his PUG or his SLE for any ability
which has to do with interaction instead
of using the attitude indicated in the de-
scription of an action or reaction.

Fireball

Cost:30 e

Difficulty: 8
Target: Chagacter, creature or sﬂﬁm
element - s
Range: Area vbibk -
Duration: Instantancous’
The target suffers a (POW 3) Dan
ol l!hm and

Wiall of fire
Cost: 3 @@

Difficulty: §
Target:
Range: 4 squa

Duration: 2 rounds

A wall of fire in a straight line

5. These must be
obstacles, The

ight und causes

rolls (POW 3

trying to cross it

to any chatacter

Will-o-the-wisps
Cost:3 @
Difficulty: 8
Target: Special
Range: Area
Duration: 5 rounds

The magician places three “ markers
on the squares of the game board. These
only give light on the square they are on.
By putting more than oné will-o-the-
wisps on the same square, the magician

increases the arca of lighting by one. % =

A gamble and an extra Fire mana aflow
to create one additional will-o- zhewltp._',

To the torch
Cost:2 @)

Difficulty: Tarﬂl POT *‘L -
Target: Personal
Range: 0




mow suffers from a Light wound
50 tdifficulty 10: Target becomes
UnHunt.
« Target is suffering from a Critical

wound:

2() / difficulty 10: Target is now
suffering form & Senous wound.

" 5() ldiffculty 11 Targer is now
" suffering from 3 Light wound.

4 Vision of wisdom
&zo,‘ s
e
e AR
Range: Comtrol Zone
Duration: 2 rounds
This spedl Bows vision through 2 square

of matter (wall, door, bush, e1c) as f it

Waord of confusion
3 -~ &

Cost J ﬁ‘
Dithoulty; Target's MAS & =

Tagget: Character
Range: Ares

Duration: | eous

The target pell is forced 1, oow
one of his dice from his AP 1w hig BP o

magician's choige

s allow 4 move 3 exiey dig

Howis

Howling magic is the preferred pagh
of the devourers of Vile-Tis, Their mad

ruspices read the whims of fatality i
blood and entrails

Decorum:

» The growls and sudden starts which
grips them when they cast their spelis is
a bad sign for their (oes.

«+ They use the movement of their chaing

to channel their rage

Beast Star
Cost: 3 6
Difficulty: 7
Target: Personal
Range: 0
The magician must cast ths spell on 2
contact melee weapon. This weapon is now
considered to be a throwing weapon witha
POW equal to the thrower's SIZ + 1, with
4 range of four squares. Once thrown, the
weapon returns 10 the theower's hands.
ApmNummn\cdkM'Fd'”
weapon by 2 square.

Bestial smells

Cost:2 @
Difficulty: %
Target: Personal
Range: Ares
Duration: Instantaneous

The magician instantaneousy detects
the smells of the Arez in which be 5 The
DM must tell him the different types of
smedl and their localization



Maker s nade
(o2 @

pifficulty

Range

Duration

make 3 Transaction

Resilience of the Beast

o3 @

Difficulty: 9

Target: Character of creature
Range: Control Zone
Daration: 5 rounds

target of resilience of the Beast tem

two extra health point

 levels

ttheend of the spell, wounds absorbed

NG A trace

Waolves trap
w19

Difficulpy,

Targets Clarac teror ereature
Kange; A e,

vinible
Duratign, »

! unds
£ of each of it
™ ach of jts

SERSuffery 4 Damag

Wl to i rounded

Witares 1 up) of moved

Ve extra points fade away withou

' movements,

¢ roll. Its Power

Gift of the orfraie
Cost: 2 Q)

Gift of the boa
Difficulty

Cost: 2 € Target racter of creature
Difficulty R
Target: Character or creat Duration
Range: 8 square e targe ns the t
Duration round t { lread add that

The tar tl 1 “a he duratic
Bru e, | Ir add L |

es o feat { furation of the spell niy be taken te
gamble may be taken to increasethe  duration of the spe Tocts by an exte#

pell'’s effects by an extra  rour

A : - )

INSTINCTIVE MAGIC

The instinctive magic practised by the orcs is a gift. It Is unique t

species,

The orcs draw their power from the forces of Aarklash and from their spirit
Although they only consider gems as catalysts, they still need them. They
use them as neutral gems, disregarding their nature.

The practice of instinctive magic is related to orc blood. Their spells can
only be used with theability “Incantate (Neutral)/ Special®. As a matter

of fact, although this “neutral mana® might be found inany gem, as for
Primagic, instinctive magic implies that it must be used in a specific way
‘This is what *Incantate (Neutral)/ Special” simulates; useless for any other
path of magie; By using it, a character:

+ Can draw mana from any type of elemental gem;

+ Cannot cancel or absorb spell. And spells cast using this ability cannot be

cancelled or absorbed.
a character with only this way at his disposal cannot use the
Ability Feel/SUB to determine the nature of magical effects.
Although they.might possess this particular path, orcs are able o learn
other paths of magic. Yet the Ability “Incantate (Neutral)/ Special” is
useless to them for other paths, even if spells from these paths might use

neutral mana,




. Taeget: Character or creature
* “Range: 8 squares
 Duration: 2 rounds
B e targer gains the disfinclive sign
Goblins jeers/2” If it already had that
‘a-gn.'ll becomes a feat for the duration of
tha spell
T A gamble may be taken to increase the
“duration of the spell’s effects by an extra
round. .
Hay

2 o )
) " Gift of the tiger
. Cost:20)

fy

M Pifficulty: § -~
ST Target: Cham?o'r“nquru
% 4 [Range: #squires

"L Daratiga: 2 rounds
"":ﬁ{ -~ 1"' target gains the distinctive sign
S =Master strike/2" 1f it already had that
sign, it becomes a feat for the duration of
the speil
A gamble may be taken to increase the
duration of the spell’s effects by an extra

round.

Mystical sap
_cost:2 Q)
& Difficulty: 7
¥ "Target: Character or creature
« Range: Control Zone
Paration: Instantaneous
e »;’1: Once the spell is cast, the magician

: must spend extra “neutral” mana to heal
the target.

Light is a soothingand illuminatin

ment. The path, which teache

this Principalj also teache

{nner and exterior. The mages using
path are those of races fighting
this peace to the world

Decorum: The cultural preferred path

Confession

costs3 ()
Difficulty: Target’s MAS +4
Target: One coptact
Range: 8 squares
Puration: 5 rounds
The magician can twist a contacts arm

without losing a level of Intimacy

Dazzle
Cost:2 ()
Difficulty: 7
Target: Character or creature
Range: 8 squares
Duration: 2 rounds
Target suffers a -2 to MOV and any ac
tions depending on sight. In addition, it

may no longer shoot or cast a spell

Heavenly vision
Cost:3
Difficulty: NM + 2
Target: Personal
Range: One exterior area
Duration: Instantaneous
The magician immediately gains a piece
of information about the area where he is:
lighting, sound, smell, how busy, presence
of guards, various status of the area, etc
Two gambles allow an extra piece of in-
formation to be gained.

Invisible darity

Cost ) e

J per targer
Ditficulty
Tagget: 1 or more charact
Rang Juare <

Du

on: § rou

During th
ring the casting of this

nagician indicates a number
T OF targe
He th Bets

en make

‘ * 3 pale lighy

racters dg not see thie

«%l' s the dury
v ilifund

Taking a gamble can

tion of invisible clarity b

Mind probe
Cost:2 ()
Difficulty:
Target: Character

arget’s POT +4

Range: 8 squares
Duration: Instantaneous
The DM must reveal one of the target's

secrets to the player. Each gamble allows

to learn an extra secret, The secrets re-
vealed are those with the highest value. in

decreasing order.

Serenity

Cost:3 (D

Difficulty: NM +2

Target: The NPC in the area
Range: Area

Duration: 5 rounds

Under the effects of this spell

ne line lower o

reaction is read

area’s table. This spell ends imme

the TL increases.




che appearance of life ¢
’:d«':(lhr parony of Acheror
the dead wer

’muh w0
Omancers
'mm‘:ﬁh puman skin

of power from
citual words Parewing
hemselves by drawing
They 562 !
5

on their arms.
seric symbols

manipulate

use old spe
They re
them

o 9
\faaget: Character of creature
e ;
" fange: Control Zone
Daration: 2 rounds
The target becomes immune to damage

o3
Difficulty: Target's MAS + 3
Target: Character or creature
Range: Area
Duration: 5 rounds.
The target's anmor’s Protection (PRO)
& teduced by half for the duration of the
el
Hthe target is not wearing an armor, she
. e an additional Besith point each time
. Mesufiers from 2 Damage roll.

Duration

. targen

4 path. used b oty exlitiees
Aark begrirarsg, of e
& 7ot 3 path per se. Accrsible 10 28 i

wpedls can be cast using avy kind of gom
Decorum: The < altural preferend pabe

Aura
Cost:2 ()
« Rank I: 1 Difficalty: 7
«Rank2:2 Target: Perssal
» Rank 3: 3 Range: 0
«Rank 4: 4 DurationeOre hour
+ Rank 5:% An sura of ot wivieh forces admi
+ Rank 6: 16 m the magciae He

sisty of (1 + gambies

’ » ,‘ 5 Tacary ATy
Shadows™ diversion

Cost: 2 0 -

Difficulty: Target’s MAS 4 3 Elemental-chain

Target: Character or creature Cost:2 Q) ¢ il
Range: 6 squares Difficalty: 7 _* %y i
Duration: 2 rounds Target: Character o greataze ¥

The target immediately Joses one die
from its potential. It will only get it back at
the end of the following round.

Two gambles allow to increase this loss
by a die.

WSM»_

» .
Shadows’ seduction
Cnst:},

Difficalty: Contact’s Intimacy « 4
Target: One contact §
Range: Area - visible

Duration: Opposition ~
Each time that he gains IP in 3n infies < | Thisspe
ence struggle against the ‘target of this,; divection.

spelf the magician gains (1 + gambles) b




Mana anow i
cwes Q SHAMANISAL w
DufsceRy =
Taget: (haractes o createre
Range: & sgeares
Duration Inets~orseous
T vt of thas spel i Bk
cal dinchanpe wiich
.
A gambic alves B0 gore & pe oo -

PRO during the Damige

U aENoant rask

Mindi cuare

pr

¥ o Thus sl fses e targets wou
Sake X gresis. cee'health Jevel

Mistic stengthening

Decorum Targe
ests  Keits S X
the

THE KELTS AND THE
FOUR ELEMENTS

Avdent heart

Cost:2 @
Diféulty: 7 : 2
S nd of the plains

Target: Charact
Range: ¢

Duration: 2 rounds

doesn't like. No matter w S Duration




~—GQOLARIS

| |
solaris 1S mostly

masterec

spath Of ot A
» P:'m.m olves. This mag i
; s well as th
o from Light gems as W¢
g The heliasts ¢ reate helian

f Lahn » accessories
s oL e, these access

ftems. duct of tec hnology than

thic

¢ more the P

m,p«al art
pecorum
:| ris trace luminous cir¢ ular lines
jans
e r, all the while manipulating
he aif, :
m,l(.»ku made of gold and gemstones.
ol i 1 sounds
oise, but ultra-sound
make no 0
o They

hich perturb the behavior
3 tby. People next to

of animals

and creatures nea
them are oft
the case, the
and creatures are often a sign

en bothered. If this is not

reaction of the animals

B4ins a bonus of an extra
BAY interaction ability,
=1s8pell cannot be cymy.

Feigned friendship

Cost \)

Difficulty: Target's MAS + 4
Target: | ¢ t

Range visible

Duration: 1 hour

The t

et of feigned friendship is con

sidered by the magician as a contact with

an Intimacy of 1

Light of Lahn

Cost:2
Difficulty: 7

Target: 1 source of light
Range: Control
Duration: 5 rounds

This spell allows to double the radius of light
from a light source. The magician can change
the shape of that radius into whatever shapes
he wants (by spreading the squares in a con-
tinuous fashion around the light source)

Protection of Light
Cost: .’O
Difficulty: 9
Target: Character or creature
Range: 6 squares
Duration: 5 rounds

The target of protection of the Light
gains a +4 to her PRO. This spell is not
added to another form of protection (ar-
mor, other magical effects).

Cost2 (i

Target: Ch:[aclévi{

Range: 6;&@ 'g

Solar star
Cost:2 ()
o

Difficulty: 9
Target: Character or creature
Range: 6 squares
Duration: Instantaneous

This ball of Light hits the target with an
initial POW of 3. Once the incantation
sucgessful, the magician can spend 4d
ditional mana to increase the solar star’s
Power.

+ 1 mana: POW 5

+ 2 manas: POW 6

* 3 manas: POW 7

1d6 is then rolled for each of the warri

ors {friends or foes) in the target’s Control
Zone. On a result of &3 or mare, they suf-
fer a Damage roll equal to half (round up)
the POW of the solar star.

Difficulty: B 4

Dunuogfs



m!h’\hmhmb’ﬂl‘ﬂ\(‘ﬁ
reveal the power of this magic path.
Decorum:

» Goblin sorceress trace large glyphs
* (which they tirelessly trace again and

~.pnm on amy soct of surface: parch

ment, the ground. a wall, etc
«As they write these strange letters, they
seemytomutter them.
N

: D-nﬁ:: 5 rounds

" Under the effects of this spell

cian benefits from a minimum gquality of
1 + gambles) when he uses an interaction
ability in order to do a Manipulation

he magi-

Crossroads of Destiny
Cost: 3 0
Difficulty: 9
Farget: Area
Range: 0
Duratioa: Instantancous
The attitude of every character present in
th:nmdurv!d by the mag:mn dunp

determined: 1d6 is rolled for each NPC.w.h
the result indicating their new attitude.

Bucky mecting
Cost: 3@

Difficulty: 10

The ian meetsa "

"¢y mechanically

Muscular atrophy PWhile they operat
' B upon
: ¥

Cost:3 @ Cacite
Difficulty: Target’s SIZ +5

Character or creature

Targe
Range: 6 squares
Duration: 2 rounds

Atmosphére de déviance

reduced Cost: 4 §

Difficulty: NM (8 min

The targets POW is
1 + gambles) points

Target: Area
¥ Range
Rat's secrecy Duration

Cost: 3
Difficulty: NM (7 munimum)
Target: Personal
Range: 0
Duration: 2 rounds

The magician is considered as stcalthy
daring his actions. If he takes an action  Cost: | &
targeting a being represented by a mini- Difficulty: 5
ature, Rat's secrecy ends immediately

A gamble can increase the effects of the

Ground

contamination

spell by an extra round

Strategist’s will squares
Cost: 2 0

and cost chosen. Tk
e MOV cost

fy by +

Difficulty: 9 to cross each ¢ se squares
Target: Character or creature contamin; y allow to cross a square
Range: Area - visible for “free”

Duration: Special

During the next round. the target of
strategist’s will does not participate to the
speaking turn and will therefore not be
able to place its dice.

She will be able to act when she feels like
it during the round and use her dice as she
feels, between action and reaction.

~TECHNOMANCY

Technomancy is the science of the al-
chemists of Dirz, the Syhars. It should
allow them to create the perfect super
being. It ties together the organic and
the mineral, the animated and the inert
through blasphemous grafts.

D :

P
tact, who has one knowledge specified
when the spell was cast, within the next
two hours. This contact is considered as
POT of 1 and cannot be “forced”
e meeting, the contact forgets the

+ The alchemists practice magic like
they practice medicine. They use many
different utensils: syringes, scalpels,
etc. The clicking of these tools give a
rhythm to the incantation and guide
the magician’s concentration




visible

|nstantaneous

obstacle of

; n
. ] turns &
: This $P¢ il t

swer helg
o lowe

ht (SIZ 1, 2 or 3) an
m width of W0 squares 1«
mu

S kes as many T
sor of decay 1 ’ ; V

& N:‘n the objects height L. alsc

2 ‘“.m ;)(hcr types of objects: doors,

works

umdws-d\

Rc;tp[ivcncss

Cost:

pifficalty: Target's MAS + 4

Target: Personal

Range: Ared

Daration: 1 hour

The magician gains 1 extra IP for each
a(hssucfxssful interaction action against

the target.

Warrior's treatment

Cost:2 §
Difficulty: 7
Target: Character or creature
Range: Control Zone
Daration: 2 rounds

Under the effectSof warrior’s treatment,
the target benefits from a minimum quality
0f{) + gambles) for all of her confrontation
abiites, even those she does not possess.

g
|
i-
r

i

the magician to manip-

lines of earthly energy through
3 8

.:‘;lléal mediums. This enigmatic

; cleared, long ago, underneath

mountains by the Tir-Ni-Bor

i Bemstones, metal, al-
mj
may

m.“':‘t)i‘”hich they caress

icately during the

Alchemical petrification

Cost

Difficulty: 10

Target: Character or creature
Range: 8 squares
Duration: Instantaneous

Once the incantation is successful, the
player rolls 1d6 and applies the following
result
«|Slowness: The character loses a

dice from his POT for two rounds

.| to [ Paralysis: The character
loses three dice from his POT for five

rounds.

ii| Petrification: The target is petri-
fied. The effects last for an hour.

Crash concentrate
Cost:3 @
Difficulty: Free
Target: Character or creature
Range: Area - visible
Duration: Instantaneous

The target of crash concentrate suffers a
Wound with a Power equal to the chosen
difficulty -2.

1d6 is then rolled for every warrior
(friend or foe) in the target's Control Zone.
On al:jor more, they suffer a Damage roll
with a POW equal to half (rounded up) of
the crash concentrate’s.

If the incantation fails, the magician suf-
fers for a (POW 5) Damage roll.

Earth stike

Cost: 2 .

Difficulty: 5

angél: Character or creature

Range: 8 squares -

Duration: lnmnuncousr By
The target immediately moves back at

though it was hit by an attack witha POW.

equal to the magician's trade rank.

A gamble allows to add one point to the |

considered POW. .

Prisoner of clay

Cost:2 @

Difficulty: 7

Target: Character of creature <

Range: 8 squares 4 Voatt :

Duration: 2 rounds ¥
The target is considered as w it

w:shna'ls‘)t_-e Q‘dm)i‘mpf‘" e

the spell: The gtheiarget

wﬂhn,ewmﬁernnsu&d-i'h'-’ J




."Mu.mdmﬁw»g

A ;‘am& Akkylanfans’ theofes. Accard-
4 to

B

- 'I‘Mllngmnsccs&obscummdm»
 ecbrous Areas as if they were clear areas.
A gamble allows for the duration of the
clairvoyance to be increased by a round.

Pcacc of souls -

nu:ks targeting :he target
inllmy geta (l +'gambles)

Merin's words
Cost:2 0
Difficulty: 7
Target: Personal
Range: 0
Duration: Instantaneous
During the following round, the magi
cian can use an interaction ability he does
not have, as though he had it at-rank 1
Two gambles grant an additional point
in the chosen ability.

Voice of the infidels
Cost: 4 O

Difficulty:
threshold + 5
Target: Area
Range: 0
Duration: 1 day

_Under the effect of this spell, all who
participate in an influence struggle against
the magician loose a IP at the end of the
day. A voice of the infidels may only target
a single influence struggle per day.

Objective’s influence

Warlike devotion
Cost: 2 O
Difficulty: 7
Target: Character or creature
Range: 5 squares
Duration: 2 rounds
The target automatically gains an addi-
tional action die.
A gamble can increase the duration of
warlike devotion by an additional round.

ﬁ

_;ATER =
ATERSSS

The path of Water s mysteriousgng,
ing, like the Element from which it h
Those who practice the 5

'€ art of concey),
keep secrets and tell lies use it R

Decorum: The cultural prefered pa
athy'

Rapidity
Cost: 3 @
Difficulty: 7
Target: Character or creature
Range: 0
Duration: 5 rounds

The character adds a die in his pool at
the beginning of each turn for a5 \m; ,;
the spell fasts

Shifting mood
Cost: 2 @

Difficulty: Target's MAS +4
Target: Character or creature

Range: 8 squares
Duration: 1 day

Every time the target uses an interaction
ability, he must take as many gambles as the
magician did when he cast this spell. However,
those gambles do not have any effect.

Uselessness of risk
Cost: 2 e
Difficulty: 7
Target: Character or creature
Range: 0
Duration: 5 rounds

Under the effect of this spell. the target
can ignore (1 + gamble) obligatory gam-
bles for all his tests.

Veil of fog
Cost: 3 G

Difficulty: 9

Target: Area

Range: 0

Duration: 5 rounds
The area is covered by af

at (+1 to MOV cost), visiont 20

seeing range) and shooting \dmuull\ +2)
s froot

The magician and ele emental Nlnpm !
a Water Realm are not affected by

of fog.

fog W hich mits

movemer




Without a trace
Cost: 3 @
Difficulty: 3
larget: Persanal

ve any proof

DM can no longe:

traces” kind (feet or bat

ﬁhngnr \p( !

Sangyinary rage

Growl of sincerity
v

Difficulty

Cost

Targ

Range

Duration: 1 hour
: Under. Yikia's ¢

-~
Cost:2 i@
s Difficalty: %
Target: Area

Range
Duration: 5 round

A gamble G Immune 2 d'sz‘ru 3%
the effects of ¥

nstantaneous
The DM must immediately reveal the
n of all the NPC in the Area

Each gamble allows the player to force
the DM to place one m
ing One of the NPC, mtungthﬂrnxurt

Instinet of the wild

Cost: 39

Difficulty: 7
Target: Personal

Range: 0

Duration: 1 hour

THE magician gains an extra die forany
confrontation action without regards &0
the abilities’ rank

0 md’xudhwdumhw




THE
TAROT-MAGES

the a ce of the
s \a s tarod Is
—— o
%y quickly, powerless copies
. Gmous deck were spread around. S
- madé by crooks i orde

true cand: o to distrac

won of thi

ors el were made

the instr

ards have chianged

¢ prigimal model

TARO MASTERS

The information contained in this
chapter is well known to many
Cadwés. As time passed, many secrets
regarding the tarot-mages were solved.
Thus, thespells and rituals bound to
the Doors and the Keys, eight sym-
bolic cards, are well documented. Yet
tarot-mages still have many secrets
regarding the twenty-two cards which
make up an entire deck.

Some rumors are notably common
about alleged tarot-masters, who are
superior to tarot-mages by their mas
teryand their initiation. These mages
are said to be able to develop the
power of their Doors and Keys, to use
the othér fourteen cards, to free the
energies of the tarot using words of
power, or to unleash amazing forces
by combining the mana ofthe cards
with that of the gems... It is even said
that they are able to make their own
tarot, with peculiar symbols and
powers. The enigmatic Harlequin,
protector of the thieves of Cadwallon,
is said to be a vastly powerful tarot-
master.
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Key

o ate the €€ ne

Key
k and

this

Y,
o time, luc
nterp

fled by other
ametimes callec
ord s SOME

the Wheel of Dest

setimes just Fortu

or s

The Card—mlh~lm-n.\me: A

d
card

XIIL At its center,

traval Some call it Desire or Death

AL A &

+ The Tower of Destruction: The i

rd XVI suggests great violence

his a tree whose bark shatters

es which then turn into gems.

base of the wavering tree, snakes

bolically, this Key represents dan-
catastrophes and brutal changes
imes it is called by other names
the Tower, the Struck Tower, the House
O sometimes evemthe House of God.

* The Sup: Card X1 is illuminated by the
Wf‘%ﬂahn and the twins, Ley and
b}m. Ylid and the for (ardmalvs(ars
'?\_ezea. Syihez, Elion and Olhim
z:::s f:»mpleu» the procession,

"2 Pair of twing,

fiteleact 2

); three

. In the

looking serene,

other. They are mixing the

'a;t:r;mg from their index, asifto
Teakable pact,

! 3
ly, this Key represents trust,
§ *8ship ang brotherhood.

" Four Stylishly. drawn stare

Cormers of, Card XX1Within

fited 5 Wo-handed sword
: er:ELR,S A
= own taif Surrounds the:

central illu

n, which shows a-sil-

houette in a halo of |
his Door represents

of Creation.

The other cards are shrouded in great
secret: all that is known is that the tarot-
mages called them the Onyrs.

Learning

An aspiring tarot-mage must convince
a tarot-mage to teach him his art. There
are o traditions surrounding this teach-
ing, and each tarot-mage is free to dccept
or refuse students as well 4 set his own
conditions on his teachings.

It is frequent for former apprentices to
stay in touch with their mentors. lndeed
mastering a new spell of the Doors and
the Keys requires to study under a magi=
cian who knows the spell. In most cases,
to broaden their range of known spells.
tarot-mages with little experience turn to
their formeér master before asking other

rJess well inclined tutors.

The enchantment

Once

a few hours, the'cards fill up withiana "
The night following the enchantment, ¢

the tarot-mage Whaunted by hornd night-

mares; " different. fgr each tarol-mage. :

However, the theme is always the sime =

= the murder of the magican in an ofgy ”

of'Hoo{;nd viglence, and i crag-

the scéne slways takes place outside the

city, near Cadwallon (the city is never vis-

ible, but descriptions given by mnﬁ

dlearly describe the straight of Laropghe.

golf of Syyrlinh. the Lavener mountains, or; "~

the edge of the Caer Mnd or Quithavian

I aadh




e Ml\uwﬁuﬂ. the mage is exhaust
; g‘@l but he has established a unique link
\dﬁhhhxeysnnd his Doors v
A tarot-mage is anly able to enchant a
:}“"ﬂ of cardy, any enchantment of a
5+ new deck breaks the bond with the older
©_ane.Ttis unfortunately ne«ihmud..w
mmmmlm(mm“'durd‘
'Iheﬁm( mage must then face a new

Ta'omam)
the tarot-| upmhm
;md ﬁmrdw
Mmm-ncﬁam the tarot-
e Qgcuadkaﬁmds ane Door
~ dnd atleast Each of the six Keys
 be

éd with-one or the other of

BQr& ‘o proceed, the tarot mage
W $he Door andfHe Keys of his
choice in his handsand concentrates to

free the magic contained in their com-
bination.

: » To summon, 2 tarot-mage uses only a
single card between the Doors and the
Keys (therefore there are only eight pos-
: ‘sible summons). The tarot-mage holds
~ the card of his choice and concentrates
. to draw its mana, which he then shapes
':‘ into a tangible creature who appears at
e his side. This is an arcanic familiar.
-~ ‘Thecreaturéappears under the guise of
. an elemental familiar, but the app e
. is a falsehood. Only a tarot-mage is able
to pierce the subterfuge and recognize

‘ the card to which the familiar is linked if

" hdno-nhe spell in'question.

- * These servants are mute and may only

,_ ,:."_ éry simple commands given by their
4 3 “ . They all have a specific pow-
5= % v’i&hd&ymmmquﬁcﬂmm-

m instantaneously. Otherwise, these
# familiars disappear on the nightfall fol-
* lowing their summoning, or when the

- between them and their master

+ Sublimation is based on the elemental
symbolism of the Doors and the Keys
It consists of transforming an arcanic

familiar into an Elemental. To do this,
d

the tarot-mage must tear apart the ca
linked to the sublimated familiar

The destruction of the card creates such
an explosion of magical energy that all of
the mage’s active spells are annihilatc d
and his familiars dispelled. All that re
mains is the newly created Elemental The
remaining cards do not work for an hour

Tarot-mages rarely use sublimation
as it deprives them momentarily of their
powers, and even worse, it forces them
to suffer through the nightmares and
the wounds of the enchanting again to
replace the lost cards

« Abjuration is also based on the ele
mental symbolism of the Doors and the
Keys. Just as steel blades are used to kill
living beings, tarot cards may be used
to annihilate magical effects, whether
they come from spells or miracles, The

tarot-mages are the only ones who can
do such a feat, and this peculiarity feeds 2

their conflicts with the faithful. To do
an abjuration, the bran

dishes the concerned card towards the

tarot-mage

target of the spell. The magical energies
are drawn to the card and disappear.

DrawNing —
THE CARDS

ter's cards, the

power points b

his two Keys (se

The r

htmar

mage during the

follows the
enchantment affect him physically: th,
following day, the

ically W

tarot-mage’s health

level 1s Cr

The Tower of
Destruction

termine the mana of the Magician -
\"of Creation, This test is only done o
ring the )irxl enchantment of

e on his die during the exncl
nt ajh:s character’s tarot, the Mag
n and Creation both turn to Earth.

The enchanted cards become the equiva
lent of gems and are used with the Evoke/SL E
Summon/STY, Sublimate/SUB and Abjure
OPP abilities. They may be affected by abil
ties, spells or miracles targeting gems during
the game, and magicians with the appropriate

abilities may counter or absorb their mand
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Th econd is the gestures Tarol
o The s

« cards be manipulated
es that the card
require

to manipulate

A tarot-mage unable
\ If comple
his deck thus finds himself I
; 1 Or
s he can no longer call upon

powerless,
his magic I
gician remains able to us

tiall A
f he is only partially bound

the pow
amay i

+ of hs cards; however, the controllif
: 0 f
player must announce a number of

gambles equal to the spell’s mana cost

However, unlike other forms of incan’
tation, taromancy is extremely discreet
Most of the time, a tarot-mage isn't more
visible'than a sideshow illusionist or a
skillful cheater. Even though
his spells sometimes have
visible effects, they are
no more audible than
the snap or crumple
of a card. Moreover,
taromancy  spells are
only rarely accompanied
by the spectaculap effects
which characterize the other paths'of
magic. When this is the case, observers
often think they sec the figure on the card
$tart to move or its image fly out to the
target of the spell. The perception of this
Phenomenon seems to depend on the wit-
TESS" perception of the

card’s symbolism.
A Harot-mage the,

refore acts from the

W8 When he shows his cards, it is
ften 106 fate 1, flee

50, the incantatic
Foell does not raise
haracte,
hidden,

on of taromancy
the TL, and a hidden

T who uses such 5 spell remains



or the tarot-mages, the cards are not!
y used to cast spells, but also allow
* to decipher the past, the présent and the
m This practice is W origin of
" the_mingling between tartmages and
Soly3 l'mtk-hsllen 1t has also allowed the
,*' ereation of the cartomancers, Divination
C Rk the cause of Important conflicts
-~ between the tarat-mages and the faith-
ful. As o(ﬁct.}luhucl do not
like the fagt that magicians are known for
tionally the

lty of divination trades.
rot mages have aceess to two dis-

y methdds: the set of the
‘h""?"t ys. Each div-
p?l cnlfl“d:.!ﬁ‘ KoL Mage's
 Doors o8 e Keys of their rg:‘ (depending
¢ method used). Inorder to use one
of these methods, atfeasta point of mana
mustbe available in the Doars or the Keys

(depending on the method used), No abil-
ity is used and success is automatic

The set of the Doors

“The set of the Doors allows tarot-mag-
es to probe their cards to get advice or
CwArnings.

“The official scenarios published for Cad-

wallort cantain a "set of the doors” table

+ which offer advice and warnings which

. may b: read to tarot-mage players, Four
lu‘um are offered:

« the Magictan ¥advice; o helpful message
Mdlr«llyblhc tarot-mage;
Mukl-n‘- warning, a warning
p'nddmwd directly to the tarot

o ciunld of Creation, a helpful ies
© sageadd d toall of the p
of the scenario;
« Cretion’s warning, a message of warn-
Ing concerning all of the protagonists of
the scenario;

DM Is Invited to develop the advice
warnings in his scenarios according

the set of the Doors is used
of each scenario. The
a die for each

DPoo, on & roll of [+ 5" or [l his charac
ter perceives the adyiee, On or
he perceives the warning. The player may
also choose to use real cards (If he uses
aclassio tarot set, the Magician {8 repre
sented by The Magician, and Creation by
“The Warld). He places both Doors before
him, face down, the Magician to his left
and Creation to his right, He turns the
Magictan over first. If the card is right
side up (the tarot-mages call it an ascend
ing card), the gets the advice, If the card i

upside down (descending card), the gets
the warning. He then proceeds the same
way with Creation.

The voice of the Keys
The. tarot-mages are also able to hear
what they call the voice of the Keys,
which means they are able to perceive
Information on themselves or others while
manipulating their decks. There are two
ways of listening to the volee of the Keys
+ The voice of reason: The tarot-mage
draws from the six Keys, To simulate
this, the player rolls 1d6 or draws a
eard from a clasgie tarot deck. He then
consults the equivalency Table to de
termine which Key his character has
drawn. It acts as a plece of advice, In
a way, an indication when the tarot
mage Is in a favorable attitude, Until
the end of the day, he benefits from a
+1 to the final results of rolls requir
Ing this characteristic, It is useless to
undergo 4 new draw during the day, as
the result will be

entical
Using the volce of reason during an
opposition i a fact (1d6)

CORRESPONTY,
ATTITUNY

+ The voice of the souls The tarm

must manipulate his K

centrating on the name of hist

observing the motions of the cards, the

learn:

magl s o few things

personality of the targe individual

T'o do this, the player rolly 1d¢

o tarot
I

targ

card and consult

cy table, The DM then reveals the

score 10 the attitude desigs
by the die or the card

A tarot-mage can only probe

soul of a person once a day. During ar

ulterior lecture, it s possible that the

die roll (or card draw) will designate

and attitude which has already been

revealed. This means that the tarot
mage has discovered all that the cards
could show him about that person

Any further draws will not reveal any

new information

Listening to the volce of the soul dur

afact (146

Ing an opposition is

S




Jster their au

e E ’ pame ever
mages
% wm«h their art by siby

do !
< ir cards, their spells

B sreas
:Thp{ﬂﬂ, Evo
with Creation, O e D
Sublimated Suri..) Nonethe
:wu.magc cannot avoid the richness
Y jor of cadwé high society
:;d:'m of them find these names
sustere, and following fashion, call
:,‘,pdb by other names, more adapted
to salons and fashionable' conversations!
No need to mention that the more tradi-
sionalist tarot-mages are offended by this
frwvolity.

The spells presented below use both
‘mames: the name currently in fashion and,
between brackets, its traditional name.

The tarot-mages do not learn their
spells the same way other magicians do.
They know all which correspond to the
abilities they have and to the cards which
they have empowered with at least one
Mana point.

bear overly
f the Emperor wil
pcation of the
Invoked Des

— Evoearions
Hyory tower

(Evocation of the

with the Magic, )
»

eror

B : €3 his emotions or his will
Rt Emperor with Creation,
)-mwor mira-
being ot o
it targeted many
Protected. »

Tongue of the Militiaman

vocation of the Emperos
val 1 43! ‘lu.C; L §

Cost: 4 (Emperor
Difficulty

Target: Character
Range: (

Duration: |

His cards grant the

ge-tarot @ pres
ence without peer. When he uses an in-

teraction ability whose favored attitude s

Pugnacity or Discipline, the player ben-
efits from an additional 146,

Wall of Farth

(Evocation of the Emperor
with the Magician and Creation)

Cost: 2 (Emperor)

Difficulty: 8

Target: Character or creature
Range: 10 squares

Duration: 2 rounds

The tarot-mage wraps a target with
mana drawn from the Emperor. This mag-
ical protection grants 3 point of armor for
each mana point spent in addition to the

spell’s cost.

Ease
(Evocation of the Chariot
with the Magician) i

Cost: 2 (Chariot)

Difficulty: 6

Target: Personal

Range: 0 -

Duration: 2 rounds g
X~

During the evocation of the spell the
tarot-mage concentrates on'one of his six
attitudes. During the next uses of abilities.
which depend on this characteristic, the
final results are increased by apoint.

Wily monkey
(Evocation of the Chariot

with Creation)

Cost: 3 (Charion

Difficulty: 6

Target: Character or creature
Range: Field of vision
Duration: U

The tarot-mage must cast this reac-
tion spell when his target uses an abiliry
He then “copies™ that sbifity. and meiib-
r1zes it Hie can then use ot once, at 2 leved
equivalent w the target’s ability. This speil
causes no inconvenience to the (anget.
who remains able (o use the copled ability
normally

The tarot-mage may keep in mind only
one ability thus memorized at time. If he
casts this spell again, be forgets the abifiey
previously memorized.

Master of masters
(Evocation of the Chariot
with thegdMagicien and? Creation)

Cost: 3 (Chariot

Difficulty: 6

Target: Character or creature
Range: 10 squares

Duration: 2 round

Grr res “SEEREY b




3 Sl

< Elf’s dextenty
(Evoxation of Destiny

itk the Magician :

g the spells incantation, the tarot

¢ concentrates on onie of his abilities.

0 next use of that ability by that

the playér may reroll a dice of
=

o

‘. ‘“\'3 (Destiny)
 Difficulty: 6 S
Target: Character of creature
Range: Field of vision
Duration: Instantaneous

The tarot-mage must cast this reaction
spell when Iiis target makes a manual ac-
tlon. During his die roll, the target’s player
gets an automatic failure.

o Trade
(Evocation of Destiny
with the Magician and Creation)

Cost: 3 (Destiny)
Difficulty: 6
“Target: Character or ereature

e v
: Instantaneous

%

"l'!u player of the tarot-mage transfers '

 several d6 from his RPto the RP of the tar-
get. The player freely chooses the amount

g of dice transferred, with a limit of one per
Ftarot-mage” rank of the character.

Commoner’s face
(Evocation of the Carcl=with=no~
name with the Magician)

Cost: 2 (Card-with-no-name)
Difficulty: 6

Target: Personal

Range: 0

Duration: 1 hour

The face of the tarot-mage changes
He loses his distinctive traits to show an
average face, which anyone would forget
tmmediately. The quality of his Hide rolls
increases by a point per “tarot mage” rank

of the character,

Sixth sense
(Evocation of the Card-with-no-
mme with Creation)

Cost: 3 (Card-with-no-name)
Difficulty: 6

Target: Area

Range: 10

Duration: [nstantaneous

The tarot-mage perceives the hidden
dangers (a trap, a spell ready to be re-
Jeased, an assassin hidden in the shad
ows...) in the targeted area. He is warned
of the dangers but does not know its na
ture or localization. Only the sources of
danger for the magician and his allies are
detected in this way.

Auna of ashes

(Evocation of the Card-with-no-
name with the Magician

and Creation)

Cost: 5 (Card-with-no-name)
Difficulty: 8

Target: Character or creature
Range: 10 squares
Duration: | round

e target of th e
opaque aura which
apponents ¥
to It thelr reaction test v -

Actiony

of this spell are imyg

“taror-mage” rank of

A single

than a s

no-name with the Magi

at any time

Wolves wrath

(Evocation of the Tower of

Destruction with the Magician)

Cost: 2 (Tower of Destruction
Difficulty: 6

Target: Personal

Range: 0

Duration: | opposition

With the spell, the tarot-mage increases

his ardor and his natural a

This allows him, at the begir

game turn, to act first even if he doe

have the greatest amaount of dice in

The spell is then broken before the ¢

his action

Lightning-blade
(Evocation of the Tower of
Destruction with Creation)

Cost: 4 (Tower of Destruction)
Difficulty: Free

Target: Line of 10 squares
Range: 0

Duration: Instantaneous

The tarot-mage projects a bolt of magl
cal lightning which wounds or damages
everything in its path. For each “tarot
mage” rank the character has, the bolt has
a Power of 1d6 and causes Damages +1
It is possible to avoid being hit by taking

a Dodge/OPP (Spell's difficulty

wall or an obstacle which re
flicted damages keep the bolt from going

further.



___INVOCATIONS 1 st moemediyhc

Range

Duration: On il the activation

Mirror of the Laks

Tnvocstion of Creation)

Caost: 4 (Creation
Difficulty: 7

Target: 1 square
Range: | square
Duration: One day, or one boar from the
moment the servant activates his powes,

The tarot-mage can order the
moned Creation to activate its powet §
servant then takes the appearance of &




Arcane compamon

Jdvovation of the Cha

Costz 4 (€
Ditficulty
Varget

Range: ) squars

Puration: One day or until t

Vo the servant's power
Ihe tarot mage can der the v
\ . Thunderball
moned Chanot taactivate its pow <
wovation of th
magicians plaver may then rer ¢ ‘
. 1 . Destruction) win
of hisghaice during an ability roil
Cost: 4 (Tower ’
Double-or-nothing A %
Jivodanon of Dasting) Target )
Range
Cost: 4 (Desting) Duration e day or t
Difficuliy: 7 tion of the servant’s powt ratior

Parget: 1 square

Range: 1 squarc

Duration: One day ¢

1on of the servant’s po

d De

which allows the

d

the quality of

Son of Shann | SUMMONED SERVANT

Civouation of the Cad-wit

The tarot-mages have the power to give shape to the mana which fills theireards. Each
card allows to summon a differel nl servant, which has a speci

Cost; 4 (Card-with-no-name These mute familiars may obey simple orders given by their summoner. They can-
Difficalty: 7 not be further away from him (h.m a tile per “tarot-mage” trade ra ank he has. Their
Target: 1 square generic cha ics are the following.

Rapge: 1 squa
Dugation: One day or until the activa Potent| Characteristics:
tion.of the servant's power Dominant attitude: Special « PUG 3 (EEAR #)
) i mall (2) *SLE 3
Movement: 2 “STY- 3
«OPP 3 (DEF 4)
«SUB3
UnHurt un + DIS 6 (MAS
Light Wound an Natural weapons: Fists
Serious Wound un Abilit
Critical Wound WA « Slither/SLE 1
INCapacitated [ ] ] « Climb/SLE 1
« Stunt/STY 1
+ Dodge/OPPA
Distinetive features: Conscience « Hide/OPP 2
« Feel/SUB 2
« Look out/DIS 2




KNOCKER _

Potentiak: 4

Dominant attitude: Special
Size: Large (4)

Movement: 5

Unkiurt

Light Wound
Sertons Wound
Crtical Wound
INCapecitated

i
“tinctive features: Conscience,

o *C<. Hard boiled, Steadfast
Wacteristics:

*FUG3 ( FEARY)
SE3

.\:‘1

"OPES (DEF 4)
B3
v'\l\\s,

N
tur)
il “4pons: Fises

*Bagy plh"

DOUBLE BREATH

Nnenli-l 4

Dominant attitude: Special
Size: Large (4)

Movement: §

UnHurt |
Light Wound ]
&
T

Serious Wound
Critical Wound
INCapacitated

Distinctive features: Conscience,
Leap. Rapidity
Characteristies:

« PUG 3 (FEAR4)
«SLE7

«STY3

« OPP3 (DEF 4)

«SUB3

« DIS3(MASY)

Natural weapons: Claws
Abilities:

« Slash/PUG 4

» Slither/SLE 2

+ Climb/SLE 3

* Stunt/STY 2

* Dodge/OPP 1

* Hide/OPP 2

« Feel/SUB 2

« Look out/DIS 2

KRAKEN'S
. FLOOD

Potential: 4
Dominant attitude: Special
Size: Large (4)

Unbiurt

1 gint W
Servonss Wosmnd
Crincal Wound
INCapacitatod

Distinctive features: Consowence
Luck, Disengagement
Characteristics:

« PUGS (FEAR4)
«SLE3

«STY3

«OPP 7 (DEF S)
+SUB3

+DIS3(MAS @
Natural weapons: Fists
Abilities:

« Shither/SLE 1
«Climb/SLE 1

o Stunt/STY 1

« Dodge/OPP 3

« Wrestle OPP 3

« HiderOPP 3

« Feel/SUB 2

«+ Look out/DIS 2
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1 hand westure, Fle bad more tret in
The whowd it watching over the area
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¥ takiny part in 2 Cadwr baptirm coremony st thit very moment. Fle will ondy be
(L
back tomorrr

w ahnd the other baithfied? insists the blsck paladin

w Prediction int it
hearty /ugl\ Fle weffers from wertigo! One masor bandicsp when you consider that
the drvinatory rituals of the beralds of Felicity take place on rooftop:

\‘4‘(_‘{") J/J'f( thare the b llmh n,‘> his companion, 77‘1 «,lr‘vrnfmr, U xvm'{ 1t
e ig Cadwallon. The city wis too "»’l-.,', too j/ffrrm{_

— Why dor't your goblin merchants make we of local killers? Everyone 1ayr that
Cadwsllon i f;uru with f free /n_,"urr' 'UJ””U( to do myt“-m,j fm s fru dueatr.
et least, they would lnm, the particulsritics of this sccursed cityl

< eecording to the ducal laws, assassinating s Peer is 1 form of high tresson,
e lesgwe would lose it: priviledyer and immunities if it were to_ commit weh
o st

3\‘{"‘" took & fewws more seconds to think, The sum offered wwar too important

:'p[: J’ff;:"d He enventuslly syreed, and listened earefully to the plan bis spossar

itrong point, anvusers the vagrant while mothering 1
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i entered the inm, ft s emply. m”"‘é’ bited to 4 fict thit
. ”.d met bere, Vet, the previows evering, before /‘"’“{" - Foag
‘l;’:‘ Exaal bad been clrs something would be brewing in the Square
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eblime Felicity, b re ‘{vd,’u//y implored. [ have come to.
and s Ix.erm the room. lf war .9(;{:':7 <

SPIRITUALITY

1 Aarklash, the gods area part
of everyday life: in the heart
of the battles of Rag'narok,

where people die in their name: In
the homes whers their benevolence
is called upon o favor a birthy i the
fields, so that the weather will e good

and apare ryest.., Exgry.
with this rea mr&"}
the path umm

the faith, and 311 w:mm..a

i’

mn&*muuﬂ
This extrame plety influsnces



- pﬂom rdleumg theideals of his fmh to
himself - the greates iis faith, the stricter
and greater the constraints he imposes on
himself. Nonetheless, to the (aithful, these
burdens are light as bearing them means
pleasing the gods and promoting thei be-
liefs, The faithiul therefore keeps nothing
But the formidable force of Tife and action
that kis faith grants him. By putting his
aith in these superiog beings. his gives

himeelf 3 model, causing him to push his

Simits. /AL the same tiane, His faith grves

- hm tkcﬂﬂiy shat Immortals watch
.+ him daring difficult moments, protecting
. hisn o expecting an outburst from him.
This comvigtion is the source of Felicity; it
allows W overcomme the suffering (ate puts
in the path of hus destiny.

1 e more zealous Gaithful devedop much
M that they can channel it and com-
10 some extent with the object
heir faith. These falthiul use divigation.
Practice earned that name becavse of
‘the fifie few faithful, who would use their
I‘numnhdmlddus,m
ex W insure their contentrment and bear

it Commandmerts. Only laer did they

The ritualy haree thezefose Kept the
of the primitive praciice of the eatly

“Ihe faith of the faithful is strengthened
by mitaclés, When a battle is won thanks

the Immartals.
egnancy gives Birth 1o a healthy child

when an ill-omened

“when the wind brings much needed rain

o the fields... The believers double their
devotion, their faith increases,and can
then be used by the faithful to call upon
the gods, whoin tura, steengthen the faith
of the believers. This mystic circle confers
an immenise power to the faithful, and it i«
1o keep and maintain that power that cults

were created.

“'THE UNIVERSAL
CULT

Cult | Homage given 0 a
11. Ceremonies through which that hom-

god
age is given 1L Rite
Great libracy of the

Universal Corpus
University of Wyde

Cults vary depending on the gods or
pantheons which the faithful call upon
Yet some very broad similarities form a
common basis: the universal cult

+ An open polytheism, The gods exint
and are numerous. No faithful can deny
the presence of the other gods, and each
venerates his own divinities. However,
that state of mind is rarely a sign of
tolerance. The races of Aarklash often
clash in the name of their gods apd the
signs they have been sent

« Exiled gods. At the dawn of time, gods
used to walk on the surface of Aarklash
but had 1o flee in exile. The reasons be
hind that departure are hinted about
in stories of the horrible war in which
the gods faced one anather. The expla
nation differs depending on the myths
punishment by a higher being, exodus
following the disappearance of mana,

The gods

now reside outside Aarklash, on other

retreat of the survivors

Realms (see Incantation)

. r-wm» actions

structu:

one

are th

most experien

on Aarklash

ganize accordin

and belief

» Universal, alliance and cult miracies

egories:

common,

ance miracles

tiny), whic

in regard to the Princ

cles, specific cu

particular god or pantheon

« Miracles related to alter, create and
destroy. Just like the saying stating that

faith can move mountains

able to alter Creation and m
credible feats, They also gain powe

of creation inspir

Finally, between th

powerful

weapon ¥

d. Miracles are ¢

k to the Vo

sified according to the aspect

mbody

they ¢




The Akkylan or Griffins, ate Merin, the one gnd and father of
Creation. According to their beliefs, Merin calls on his children to stop
their ways of “false gods”, which they have mistakenly taken
up. A way of thought was originally filled with good intentions. but
which has given birth to the Inquisition, sadly known for its intransigence
a_l_lhei;m-uh'dluphinuulh'hhepd"mmsm
to speak the message of the father of Crgtion. The mortals would have
« misunderstood them and believed them to be gods Some of these angets
were amused by this mistake and comforted men in this error. They became
demons, fallen angels, enemies of Akkylannie and its allies. Despite the ap-
pearances, this dogma fits within the universal cult, sabstituting the terms
“angel” and “demon” 10 the word gods,
This doctrine has the merit of not causing too mudh friction with the allies
of Akkylanniens, yet conflicts sometimes happen with faithfal of Alshan or
Tir-Ni-Bor, both profoundly polytheist. .

a |
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TTHT\TYS“ER.FS
OF CADWALLORN

B S ecnce o ticlerel o Lavee e s i comrn o AITHFUL

i s b e AND MIRACLES

B e ., e called in the Free cit -5

LHE CULTURAL —
MIRACLES SPIRITUAL

It is impossible f call most cultura GEOGRAP H,\,, .-

miracleswithin the'wallsof Cadwallon or
are Only 2 few ¢ 5

1H DOGRA

iracles Jinked to Whisshard  wh




, Submission

onie Barhan, Cyny
Widespread “'
{ heronian.
shan and A¢
e 1 of submission s & more

The dogm

sased on the theor
aced point of view b ‘ ‘
o sods are considerec
ubordination, The gods are cor
“‘l the agents of Light or B o
{0 be the a8 Dukos. o
from their grasp by taking a neu
free frol
stand (Destiny)
+ Delfication :
- Barhan, Akkyshan

Widespread among
and Acheronian

A extremely minor 8¢ hool of thought,

Jeification considers the gods as simple
deifica

emanations of the Princ ipals, growths of
Light or Darkness In this way, deification
{s more radical than submission. It has few
adepts and has no explanation for gods

who are not bound to Light or Darkness

+ Instrumentation

Widespread among Syhar, Acheronian,
Daikinee, Devourer, goblins, dwarves and
ores.

This school of though professes a the
ory which acts as a counterpoint to sub-
ordination, submission and deification
The gods simply use Light or Darkness as
tools with which to act. On the subject
of gods from the Paths of Destiny, instru
mentation considers that these divinities
use Light as muchias Darkness,

« Filiation

Widespread among  Barhan, the
Possessed of Mid-Nor, Daikinee, goblins,
dwarves, orcs and the Wolfen of Yllia,

Original, this dogma is based on an
imaginative depiction, Some gods are
the children of Light, others are
:ltkneu lh‘mmt of both Principals;
“any faithful consider this theory to be
™y g bu‘| a simple repeat of deifica-

,'h' with a symbolic form to correct
"8 incoherencies

K )

born of

b
LHE cuLTs

2 d

The Free city Is & iplomatic play

round where many agreements are made

Faithful

and broken. In these negotiation

use all of thelr influence, as their conse

quences termining for the future of

the continent and, perhaps, even someday
theresultofthe Rag'narok. Representatives
of the many cults of Aarklash have there
fore moved to Cadwallon. At the side of
civil ambassadors, the faithful can no
longer be avoided, and sometimes help;
sometimes hinder, official talks,

The City of thieves is also an enclave
of fre¢dom in the heart of a continent in
the throes of god-induced frenzy for war
Some faithful refuse to play a part in the
Their

diverse: cowardice, conviction, doubt... It

resulting  massacres. motives are
is then impossible for them to remain in
their home country, where they would be
pariahs, forced to enroll or even tried and
condemned. To seek refuge in Cadwallon
is a solution which allows them to keep on
living in good faith, far from the pressing

obligations of the many races.

Finally, the Jewel of Lanever is also re-
puted for the mysteries of its spiritual ~
geography. Many are the faithful, sent by -
their superiors or motivated by their own
quest for truth, who enter Cadwallon hop-
ping to solve its mysteries. Some (mores
often faithful who can call their cultural
miracles in the city) actually claim ‘m !
be “called” by Cadwallon and its fayry
groves, or sometimes even sent by their
gods. This is not without worrying the
wisest of the faithful, as the spccmol”
curse still hangs over the City of mm;

‘These mystical oddities do m
givemore credit to the alarming claims of |

some cults,

INALOI



ENPORARY
FAITH

The faithful draw the energy rec

wired
fo call their miracles from their own faith
"But dlso from the believers around them
“This available force is represented by tem
porary faith (T.F). At the beginning of
each ‘ound, the faithful has a number of

= L.E whilch varies acoording to two things
N the faithful and the spiritual geography of
’ the area in which he is. The faithful always

has as many T.F. as the'rank in his highest
Divination trade:

Depending on thé cult gfithe faithful o
the'area in which he is, § Certair
of T.F. are added to this total

If the faithful

he can draw

amount

to a Cady

the faith

Cadwallon’s inhabitants. Rarely short of

mystical power, he is or derately af

fected by local variations, ¢

amount of faithful Cadw¢

The T.F. gaine

ich the faithful

depends on
is, as well as'the specific cult to whichhe

belongs, as shown on the table

Desun, @ Player’s choice Player’s choice
R S SR ;
- :

Example: A rank 3 Bard of destiny is

At the beginnin

hy (lower city

und, this faithful has 5 point

T.F. (3 for his rank + 2 for the Fait

lower

ful belongs to a cult orig

If the fai

ing from elsewhere in A arklash s

take into consideération the faith of the

L s living in Cadwallon the curse
cting the city. To represen on

ditions, each fiefdom and eac

{somet even places wit

tricts) adwallon has a

between 0 and +5 (if no value is speécified

type of Faith, i ¢ is considered

be 0)

ATTITUDES TO

Alter

-
L 4

@

M,dI}JT- CALL
g < P “ s ‘ y s

miracle)

diately before the Alter, Create or

The expense takes
test. These points are spent whether the
test is successful or uu,\



To call a miracle

increases the TL by two

However, a faithful may whisper his call
instead of speaking it out loud. He can
restrain his movements as well. The call
might become harder to call, but this dif:
Biculty may be overcome, A gamble autho-
72¢s the faithful to dispense the litanies of

h“‘“’-ﬁhigmahstherzulessobvhnfs_

(the TL onjyij

presented below are

litanies, which means by cor-

ouping the universal miracles, the
miracies and the cults.

t races are sure of it.

The miracles presented here are the only

ful in the Free city.
Moreover, a notable fact is that the'

rds of Destiny both seem to'be under

the apparent influence of the ngp_&. +C

Wisshard. Ye, at the sight of the radi-
cally different effects from one litany to
the next, the question of Wisshard's name
designating the same entity is one
needs to be asked. R

Each miracle is defined according to
following parameters: =

Name of the minde"

>
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Kingdoth of the biind.

The tanget's evesight becomes biu:ry
SIf the target 16 in 2 dear zome, Jt
considered as Béing in an dark 7one.
(xkrvuﬂpwuh&;'na
DﬁMwWi’puubkm
do tasks requiring a good visual accarcy

Fervor: 2
Difficutty: 7 (C)

Mancy gives an 53 o faithful present
uuuﬂdmowmwm
called the Mancy may see this 2u63. i be
examines it (fact, 146), he can get infor-
mation shout the affected faithful The in-
mwwmmw
Divination trade rank of the Githfil who
+-  called the Mancy.
+Rank 1 to 2 The Divination trade

ranks of the observed Gighful

» Rank 3: His or her Divisation trades
_» Rank 4 His or her Alliance
« Rank 5 His or her cult

The target is immediatedy healed. it re-
Zaing 2 health statws. The magnanismous-
ness of the gods has limits, however, and
the taget will be unble to benefit from
this miracle again until the nest ose of

S i
An objéct can only be aflected b'; o Rmf)'lﬂg (O'.l\h
Dubbing at a time.. -~ e L 32
wmmm.&nm& Dificutty: (1)
ammcmmmquduyddnowu Tafpet: A charscter o7 creature
Ranges |

Duration: Instantaness

The falthlid places his hards on the
Fervor: 2 character o 3 creature. The effect
Difficulty: 8 (D) s affacting the tasget end immediats

A

Religious authority
Fervor: |
Difficulty: 5 (A)
Target: Personal
Range:
Duration: 2 rounds
Refighous authority increases the

risma of the faithiul, who gets 3 powt ¢

cha

(=] ate no longer Gadures on bis Odftets
and the Adding rile s applied i all of b=
dice give a resuit of -

Gambles in regasd 10 calling Relipons
authority allow to raise the miniemes
quality of all the Comemand DAS teazs of
the target.

Trade prayer
Fervor: L
Difficuity: 6 (A)
Target: A character
Range: 4
Duration: 2 roends
Trade peayer incresses e expertin ot
the targeted character The tanget g5
2 point to the minimim qalizy of a0
test which uses abiities gven By 3 =
Jecied trade. Mogeoves, results of = &%
1o looger Gailures on these 06 tests 30
the Adding rule applies £ all dix o= 1
- 'w
poayer allow to increase the &
this mizscle by 3 round per gamsic

while calling Teade

e X



P, g:l»»

gngefic weapon -
el - 2

el
pificalty: 3

Targes: Ome weapos
Fange- 4

Duratisa: >0

raion

Purifying clarity
Fervor:3

Difficalty: 9 (D)

Target: Character, creature or abieet
Range: 3 o
Dunhon Instantaneous

% TL of the
"-dx}gg-,..

WU S S imme

2 paing. This miragle
Qam.a
fied oy
- IBan wh



ANY OF
Darkness

The faithful of Darkness work for Evil,
They serve warlike, heartlessand shame-
fess gods. who encourage the many races
“p to mdssacre eachother or beat one another
% o submission. The faithful of Darkness

* “respect ambition, will power and the ca
¥ . pacity to triumph over all obstacles.

igé:.
Dcmbm net e

Femr 2

3’ Difficulty: 3 (A)
Ak Target: Adnnc(er‘?- d

(" :Ringe:5 2
3\Aumnon:2ﬁxmd<
Demaps’ net restricts the movement of
Swthetarget. whose Reach IS reduced by a
" point

Fascinating inertia
Fervor: 4
Difficulty: 10— target's SUB (A
Target: A character
Range:3
Duration: 10 rounds
w The target discovers an irresistible fasci-
nation for its own movements

It cannot help but study them and move
more slowly._ It suffers 2 -1 tothe final re-
salt of its tests of movement and the cost
- of squares it crosses increase by a MOV

point.

Intimidation
Fervor- 2
Difficulty: 5 (C)
Target: Personal
. Range:30
Duration: 2 rounds
Intimidation gives 2 faithful a threat-
ening appearance. This miracle increases
- the charisma of the faithful, who gains a
v mirikmam ‘quality point (without taking
2 gamble) for his tests using Intimidate/
PUG. Moreover, results of - on his dice
are no longer failures during these
tests and the Adding rule is applied if

‘v':' o <
cle allow to ncrease d\ﬂfl'hnmum quality
of the target's Intimidate/PUG tests

Ira TCHC[)]'&C summoning
Fervor: 4
Difficulty: 8 (D)
Target: Special
Range: 4
Duration: 5 rounds

If the final result of the Destruction
Special test succeeds or equals its difficul
ty, the Immortal is bound to the faithful
and follows his orders. Otherwise, the ira
tenebrae appears despite the failure, but is
not bound by the will of the faithful and
proceeds to immediately attack him. If
other Immortals of the same type see this
attack, they follow suit and also attack the
faithful.

The number of ira tenebrae a faith-
ful may control depend on his highest
Divination trade rank:

*Rank 1:1
« Rank 2: 2
+Rank 3: 3
+Rank 4:4
« Rank 5: 8

» Rank 6: 16

If a faithful tries to call more than this
limit, the Immortal whe appears is hos-
tile, no matter what the final result of the
Destroy/Special test.

Possession

Fervor: 2
Difficulty: 8 (C)
Target: A character
Range: 3
Duration: 2 rounds
The miracle provokes a frenetic ardor in
the target, who temporarily gains the feat
“Possessed”.

4 :‘lxh} .

Tagget: A character

Range: 2

Duration: 6 rounds
This miracle corr

blood of the target

the feat "Living-deac

Soul theft

Fervor: 4
Difficulty: 6 + victim's P( T (D
Target: A character
Range: 3

Duration: Instantancous

The faithful provokes

at a distance, 3
victim’s heart, whe
a damage roll with
the Destruction level of

constriction «
suffers an

Dower e
a Power eq

the faithful

Supernatural wear
Fervor: 3

Difficulty: 7 (A

: One object

Duration: Instantaneous

This miracle causes one abject to suffer
the wear of time in an extremely accelerat-
ed fashion. The target withers tothe poin€
of falling to dust

The object must be of medium Size
fit in one square. Moreover, it must be
Object of its own (it cannot be part of &

Fervor: 2
Difficulty: 6 (D)
Target: One weapon
Range: 4
Duration: Special
Calling this miracle is always a reaction
to an action caused by an attack \
The faithful blesses a weapon at the TO=
ment its wielder is about to land a ulow.nﬂ
a faithful. If the attack hits, the weapoR i
flicts one extra point of damage for every
level of Destruction of the faithful vlhD
called Vindictiveness of Darkness.



“LITANY OF
DESTINY

l of Destin

“Ihe faithf
’J ncient and mere iles

jerations of

{ by th

f the
moral cONsic

are preoccuplee
A ::»o(hl- jnstinct, nature
. . faithful of Destiny arc
lkpul of Creation

i

gc of man

‘ Apofman prevents the call of miracles
L in the targeted arca

Di¢ results for Create, Alter and Destroy
d as| -

are systematically conside:

* Cleaver of destiny
~ Fervor:3
~ Difficulty: 8 (D)
* Target: A character
~ Range:6
.~ Duration: 2 rounds
- This miracleannihilates the character’s
inhibitions and awaken his primal savage-
The target temporarily gains the feat
Killer®

e

HOR: 2 rounds

Miracle perturbs the use of tech-
Die results of dice ysed for tests

on talent abilities are con.

of Destiny

Difficulty

Land of opportunity
Fervor: 2
Difficulty: 6 (¢
Target: One area
Range: 0
Duration: | round

The miracle generates a transparent
aura whichi covers the area

The final results of tests to call 2 miracle
of Destiny, as well as incantation tests of
spells of Earth, Water, Fire and Air, are in
creased by a point for each two levels of

the Create ability of the faithful,

Leaden revocation

Fervor: 2

Difficulty: 5 (C)

Target: Personal

Range: 0

Duration: 2 rounds

This miracle grants its caller an impor-

tant power in blocking religion. The faith-
ful gets a minimum quality point (without
taking a gamble) on his Revoke/PUG tests,
Moreover, results of [ -] are no longer fail-
ures on his 0d6 tests and the Adding rule
is applied if all of the rolled dice give a re-
sult of [+1

Gambles taken when calling Leaden re-
vocation allow to increase the minimum
quality of the target’s Revoke/PUG tests.

Mark of blood

Fervor: 3
Difficulty: 8 (C)
Target: A character
Range: 3
Duration: 2 rounds. &
THE miracle grants its target an innate
sense of accuracy, The character tempo-
‘tarily gains the feat “Instingtive firing”

Power over Creation

Fervor: 2
Difficulty: 5 (A
Target: A character
Range: 2

Duration: 2 re

the target to avoid

during its me nts. The cost

of crossed squares ar ced by a MOV

point for every two leveis of the

faithful. The cost of 4 square cannot be

lower than one point

Sylvan Animac summoning
Fervor: 4
Difficuity: 8 (A)

Target: Special

Range: 4
Duration: 5 rounds

If the final result of the Destroy/Special
test equals or beats the difficulty, the
Immortal is alfied 10 the faithiful and fol-
lows his orders. Otherwise, the sylvan
anima appears ‘despite the failure, but is
not bound by the will of the faithful: he
flees immediately. If other sylvan animaes
controlled by the faithful witness this,
they follow suit, breaking thé"bond and
flee as well

The number of sylvan animae a faith
ful can control depends on his higher

Divination trade rank
-

+Rank 1: 1
+ Rank 2: 2
«Rank 3:3
.lhnk&‘s{'s "{ ,“
« Rank 5:8 -ﬁ % j
« Rank 6216 y




S LITANYOF -+

FeLiciry

The heralds of Felicity form a clergy
dedicated to the Cadwe cirdles of power.
Even though few in numbers, they are
ommipresent within the Dukes and the

peer's retinues

Beliefs and customs: To the heralds of
Felicity, Cadwallon is a divinity of its own
(Feliéity), and representit. The faithful of
this cult Serve the:Dyke and the peers,
who they consider as emanations of the
city-goddess. The heralds demand noth
ing for thelr services; but are generally
thanked with reveates,.gich apartments,
Servants and Sther advantages. Those who
are in power and'who_have welcomed

them, at their side cannot work without

them anymore
The heralds of Felicity do not conduct

any rites and do not preach

Organization: The faithful of this cult
are regrouped among circles, or inheri
tances, which corresponds to the fiefdoms
An inheritance gathers in most cases about
ten faithful led by an ekzal (who is gen
enally close to the peer). The heart of the
inheritance is the legacy, an inheritance at
tached to the ducal fiefdom, which counts
about a hundred faithful. If many of them
work in the ducal administration, the ez
kals faithfully serve the interests of the fief
dom to which their inheritance is attached
Even though they are under the orders of
the Great Ekzal, they claim to be autono.
mous and a total loyalty towards the peer
they serve. In case of conflicts between
fiefdoms, they pursue their work at the side
of their peer. Their unfailing devotion and
their organization frequently allow them to
play an essential diplomatic role.

Caultural customs:
« Calling the miracles: The heralds call
upon their goddess, loudly and clearly,
while groping what surrounds them
(the ground, the walls, the trees...), in
order to reinforce the sacred bond they
have with Felicity.

= Predictions: To read signs concerning
the future or access hidden knowledge,
the heralds of Felicity climb up onto
the city’s roofs to deduce the answers
to their questions from the motion of
Cadwé life.

Cadwe baptism

Fervor: 6

Difficulty: 4 (D)

Target: One consenting character
Range: 1

Duration: Instantaneous

A Cadwé baptism allows a character to
reject his former culture and become a full
Cadwe. The miracle is called during a half
hour long ceremony in the groves of de

sire. The player replaces th

character by

heritage ending on wher

in which the ceremony take >
This miracle is not tc

The heralds only use

have manifested, in a real and durable wa

their intention of becorn

A Cadwi thus baptized

cal law’s eyes, the same rights as Cadwi

born in Cadwallon

Ear of the wall
Fervor: 4

Difficulty: 7

Target: One wall
1
Duration: Special

A)

Range

By placing his hand on a city wall, the

faithful is able to restore the conversations
which have taken place in the area where
the wall stands (since the last nightfall)
The duration of the miracle is equal to
the time which has passed since the last
nightfall

A wall can only give out what it has

“heard” once; it is not possible to listen to
the same conversation twice. Sometimes
(according to the GM’s decision), back

ground noises can distort the restoration.

In this case, successful Look out/DIS
may be required to perceive the conversa

tions propetly.

Guide
Fervor: 3
Difficulty:
Target: Personal

6(C)

Range: 0
Duration: 2 rounds

This miracle creates an intimate link

between Cadwallon and the fa

wha gains a level in all of his “Regior

“Fiefdom" knowledge that have someth

to do with Cadwallon

|
:
|




fs and customs:

Beliel

rofess @ strange |

g N gl
nd opimistic at the same

nixes the concepts of desirc ’
hope and suffering. They fec e s
have gifted living beings witt desires an
Lonscience These gifts wot 2 bec

os. as desires are innumerable a

and blessir as individ

Je to satisfy

have access to hope, which allows to be

Thus the servants consider ex

of suffering.

{stence as a trial. The wise man knows how

to choose it and not suffer i der to
tise above the pa
Organization: The minstrels of Pain

Iive in penitences, monasteries dissem

d in the lower city. Each penitence

sponds to a declination in the gen

hilosophy of the servants. Thus, the

essive penitence, found in Trophy,

P dom from the “desire-con
science-suffering® seycle through artistic
Creation. An penitence is led by its oldest
Raithful: the penitent

The minstrels of Pain are compassion
acf their penitences are open to those
Who need their help: ‘This support is ap
Preciated in the lower city, even the ugh
o5t Cadwés don't understand the be 1;;-l\
Ol these Raithfuj

Cultura) customs:

*Calling the miracles: The

minstrels of
Paln reciy

plaintive prayers through

which 1},

piz they €xpose their conscious
‘P of suffering, their rejection of
e and the;

i quest for hope to the

v

Denial of pain

Fervor

Difficulty: 3 + wound penality (D)

Range

Duration

The target of Denial o

n stops suffe
pain stops s

less important consequer

health status,

flect of t

mir last until the tar

The ¢

get regains a health point of the "Unhurt®

evel, or v it is wounded

Prayes
Fervor: 3
Difficulty: 6 (C
Target: Personal
Range: 0
Duration: 2 rounds 0
This miracle gives form to the desiré
which the faithful feels towards others.
Prayerincreases the charisma of the faith
ful, who gains a minimum quality point to
his tests with “Pray/DIS" Moreover, results
of [+ are no longer failures on 0d6 tests,
and the Adding rule is applied if the result
of all of his test dice is | =
Gambles taken during the call of Prayer
allows to increase the minimum quality of

the target’s Pray/DIS tests.

Union

Fervor: 2

Difficulty: 6 (A)
Target: One character

Range:
Duration: 2 rounds

The target’s DIS increases by one to
three points; one for every two levels of
the Alver skill of the faithful




SRRl Bards represent the mwin Cadwe
" Wetgy. Iheir rites are belitd many s
1OmMs 10 Uie City of thieves, Their cult has
its rB0ts i Very anclent ditkinee myths
.

"erh and customs: The Bacds of

stiny claim that Cadwallon ha

been
of 4 hat was once the garden of the
Wisshird. No ong knows, the source
this révelation, it thiey consider the
ikinee god under a much mare favor
abllight than the guardians of Quithayran
_thigghselves. Apcording 1o them, Wisshard
eved used to weldome mhortals secking
et and PEACE in his garden. Indecd, jus

& mightand day follow gne another end

e lile (s 3 permanent €ycle of happi

ard offered mortals

In his garden, Wi

o aghance to be froe from
piness and suffering for a m

hains of hap

ment. Those

who stayed would come out

wiser, stron
ger and more ready to face their destiny

The ceremonies of the Ba
' ke place in sacred groves, Th
d alsongs and dances, which follow
ythm of the Cadwé lifc, celebrating
jrths, the weddings, the deaths.. The
#lso_consecrate the wisshs, small

ds always

ire com

statuet which can be found In

d to keep misfortune at bay and
flee the house. A Cadwee notes
s becsuse misfortune is chased out
g% that it isfound on the streets
wisshs are the object of a true do
g ottt led by the head of the family

, supreme sign of the house
ng, fayrees ~ the children of
d - use the little statues to make

fhe Bards of Destiny

do not have any specific organization. A

Organization

hed

minstrel livis off Jis main trade @

ates ay a faithful only when circumstunce
demand it (binth etc ). The
thation of new members is done by an ex

perienced minstrel, at least 3 Dear

father-son relationship is a desp one

Cultural customs

* The {5 of Destiny sing to stirect de
tiny’s grace and \ hard's powe Duration
+ The Bards of Destiny listen to the faye
hum in their wonderful language and e AT

thus enter a stite between sleep
and
then

wakefulpess.  Fasthful

manage 1o under
stand shreds of the fayes
babbling and make pre

dictions from it

Enemy
of the bards

Fervor: 6
Difficulty: 4 (D
Target: Special
Range: Sight
Duration: Specis
This mirscle is s

of retribution: it targets s character

s deterjorated a wis

creature which

a thicket of d

the heralds, the servants or the m
or otherwise acted violently against a faye
or a Cadwe faithful

The target suffers from a -1 to all of

his final results, for

ong as he

Cadwallc The effects of this mir

as soon as the target leaves the

the city

Fathex of the wishy
Fervor: 4
Difficalty: 7 (A)
Target: One wissh
Range: Zone
Duration: 2 rounds

Father of the wisshs creates a bond be
p«?a faithful and a wissh. The range of
>




Ol

'

" o
Beliefs and customs; The ¢ »

d U Onl fe
ancestors and Akkylannlens may claim i
know anything about this polytheist cult
which counts a god for each aspect of the

dwiryes' daily life

The best knowr

of the dwarven pantheon are Odnir and

Uren, who watch over law and the forge

respectively, Furthermore, Odnir is the f

ther of the Agis. He Is therefore the leader

of the gods, just like the elders and the

anclents are the leaders of dwarven com

munities, Uren is a warrior god, young

J rowdy, With the battles of g narok

mRgand more dwarves venerate him and

cavaltilgis. (Mo him before combats
Some [IULRBR believers sometime
contest ¢ uiuu‘cmnu Others whisper
that Uren inspires thisseg@ssionist helief

Organization: The faithful of the Agis
are integrated in sogiety and daily life, just
like the god they serve, Thelr exact place
depends on their guardian divinity, The
futhful of Qdnir are active in political

life. Without haying sny personal

author

ity, they give their blessings to decisions
from political institutions and the nam

Ing of new representatives, ‘The faithful of
Uren are warriors, blacksmiths and engi

neers. Yren is the patron of thermo-war

Hlors and therma- priests who enter battle
armed with steam powered weapons. His
clergy is also composed of more tradition

o priess, the provosts

Cultural €ustoms
+ Calling the miracles: The faithiul

the Agls evoke the

sssociated

with the called miracle. At the same

time, they brandish an object bearing

the god’s symbol. The gods are riever

imploged, as they are allies, and net

masters, to the Tir-

Vi Bor dwaryes

+ Predictions: rediction is” always
| y

made under the guidance of &

soclated with the concerned &

pect of
everyday life. The faithful of Odnir read
the future of institutions and cities in
the entrails of & boar’s young, Faithful
of Uren prediet the issue of battles by
examining the reflections of the suy on

weapons and armor,

Five of Gheim
Fervor: 4
Difficulty: 7 (C)
Vargets Personal
Range: O
Duration: Instantaneous
Fire of Ghelm rekindles the life flame of
the faithful
Ihe faithful regains & health point for
This

miracle calls upon the primordial strength

eac®f his Create/Special levels.

Of Fire, Thus, the faithful limit themselves

o calling the Fire of Gheim once per day

imodt, 1 they exceed this Wnstato
their mortal constitition cannot contaln
S0 .‘Wh"'

the mirscle caller suffers

six damage points

Hyffaid's cun
Feryor: 4

Difficulty

Target: One character
Range: 10
Duration: 2 rounds

Ihis miracles alters the sight of the
target. If the target Is in a clear grea, it is
now gonsidered as bring in an dark ares
Otherwise, the target Js considered 6 if it
wete in s pitch dark area

1qr
Hyffaid's rage
Fervor: 4
Difficulty: § (1))
Target: One character
Range: 3
Duration: 2 rounds
The target of this miracle has s frenzied
desire to destroy everything

The target temporarily gains the feat
“War fury’




’

“Enposters. o
Lilberin, They have

e

v rele
and of Aldy
ond mos

after the Empe
the pope is ¢

o Bellets and custome
Dferin are mnothoints
sinced tha the gods of 1h

Cultural customs:

Calling the miracies
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. by
L Difficalty
v alsor Target: A w
vty WA Range
was abie Duration
Sortantighuce } <
thiul start ¢ :
At the ¢
ation s
!

any of

u

lea « Unhurt
s Wi

+ Light wound
+ Serious wound
paCritical wound

Cultural customs: Citated
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« Calling the miracles

« Predictions: Thedaithiul are attracted
t ere thev lie down,

prayerto Aoh (Lo ap=

belore ClIs
ng Wisshard They repeat this ritual
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Exam IN245-12: subject of (Jase Belisarius

-

The body of the sbject presents mudtiple wound
B o midtaple wounds. The shin artery apas wlit
4 blade or claws. The chet is covered with bruises Wt
<A gl ‘ : wises, several ribs are broken,

T e patohes Qi P aomic armor were deformed by the violence of the bl

The aspe of the neck underwent 3 sy, i b
g fempn a4 strong presnere which moved corviead

vertebras and crushed £ e in ipital z y .

2 one in the occipital zome. | notice forer deep wounds

imposed or cither side of the besd, credib) At ¥

three inches. The right band ~wis torn niuy u-tf ;"[{;ﬁ'{( Z{:/? mf!‘ }.lf,’l,i{,gt‘b "
that the agevessor possessed 1 T itanic strergth. P T
My shrew told me of 4 new ~victim, Flis frap
thing comtl; ‘;;m and closer to the Liboratory,
Fortunstely, the wait comes to an end. My lust born bmiches :
titanic body is shaken by starts a5 be erym about ,;ﬁ:ﬁ‘tjbﬂminzf
The curdal tramplant perfectly succeeded and the osscons excrescences of t?x
byper calcified spinal column join to form 4 profecting dorsal cret. In 4‘ few
days [ can begin Ehe dermic implants and the integration of the armament.
My sbrew bad decided to g0 on a bunt, [ thus entrusted bim with my Lt
fightars, xwo Nauatis class clones. Fle was the sole one to return to the comples,
covored with wornds and incapable of pronowscing 1 word. I freed bim from
the suffering. Buet 1 offored bim 1 chance to pursirc the bunting, bis spirit bound
tharks to Darkncss to that of my creation. T'his evening, I shall relesse my fast
borz and be will go to clum my taritory.

The fight bas beer going on for bowrs. The roxrs of my clone rang in the
tunnels. T ben, the silence eventually came.

[ sent my last mainterance clone fo warn my people. My ~anity is going to
cause the doss of the complex: and the imvalusble knowledge sccrmulited
diring my works. : :
1 thoroughly tike resporsbility for my ervor. [ imccted coongh. mtagenic
adbstance to stand wp to this creature, whatever it is. The procedire o
put the lsboratory into shamber is engaged, tuks are locked and. the matrise

5 were ok actrvabed and the

desctrested. At the momest, [ am frally going to kv what i in biding in .

-

Q‘ - 3
MECANISMS

arklash is certainly full of su-

pernatural forces and believ-

ers in the supernatural pow- *
F

ers, yet science is not absent. Fora long
time, it has developed overshadowed

by incantation and divination, often
taking advantage of headways of these
fields: the-dwarves of Tir-Ni-Bor con-

sider their gods as universal laws and

the Cynwill elves make close no distinc-

tion between magic and mdmobi;

Four technologies are useful to the
free leaguers, because they have been
uedfoialonitineinlhel!lmﬂlz
domain: mfnﬂum mutagenic

more,
' 2
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agreements, nobody can make 1t Or

the Cynwiill n6ble powder is even more
mysterious, Nothing proves that this one
comes from Aarklash. Considering that
Cynwill skilitally mix magic and science,
it is possible that this powder is bound
to mana gems. Finally, the Republic of
Lanever maintains shady links with the
long gone ciyilization of the Utopia of the
Sphinx, the solution maybe hidden in the
past of Aarklash,

Short fuse!

Powder is used in numerous technolog-
ical objects, most of them lethal. Having
said that, three categories exploit powder
on Aarklash.

first users pbwder were the
A ofhmq,ﬁ.& used it in rifles

Firearms are mainly of Akkylannian
facture. They make pistols and rifles.
Tesis ‘These two weapons work in an identical
v clused a {unn\ sensation to the. way, the main difference being the length
marksman, as if he inhaled an intoxicat-  of the cannon. To fire with one of these
ing perfume or if me whispered into pons, it is necessary to charge it first
his ear. Today, the soldiers of the Republic  in three stages: the loading of the pow-
of Lanever still use these weapons, but _der, then the filling, then the bullet. Every
when' one Speaks about powder, it is time, the introduction is made by the
Akkylannian powder that onie thinks of. muzzle of the cannon, pointing upwards.
. Several dn:seschnllengl- each other'on  These operations must be repeated be-
~_ ahe details; but one thing is sure:'500n  tween every shot. Besides, these weapons
% _after the foundation of the Alliance of _must be regularly cleaned, because pow-

 were carved
, the powder
d to water and its explosion

A # m‘b of Lanever offered  der deposit accumulates on the inside the
%‘no(&kﬂ-mﬂe The cannon.
dll\e mhad soon amly-zcd
Explosive devices terrify the soldiers

of Aarkhsh although they are finally less
precise than a good rifle. It is always a
big quantity of powder connected with a
lock, more or less long. When the fuse
stops burning, the charge explodes. If the
fuse is short, the device can be thrown,
b to elite troops, but also regu- + it will explode probably when it hits the
troops of the imperial army and the target. If the fuse is long, the machine
‘other Akkylan ituti The a rudi y time bomb. In
Akkylannian even supplies the Kingdom  certain versions, the powder is contained
* of Alahan. Soon, this powder spread on  in a metal shell; the explosion is then
ﬁc_mﬁa of Aarklash and numerous more lethal, because it throws countless
Wbom. bombs, explosives,
2 and so on. hel
- the secret of this powder is jealously
k the Akkylannian scholars. If the
m can be bought every-

wd!econ-

Mm This vulg;r po\i
der Could be easily mass-produced by
3 Wnnun factories, quite like the
‘rudimentary versions of Cynwill
rifles. These weapons were

metal shrapnel.

The artillery pieces are a masterpiece
of engineering and destruction. They
equip warships and the best fortifications,
notably Kaiber fortress. Nevertheless, in
the end they are only very big guns. The

nobody boaxts of it. Also, the secret off “anes, but sometimes

Wy they work s identical to these last
requires the arten
tion of half-dozen men for every o

Begldes, rather than se
propel.jron balls capable of pul

nding bu

the stone!

STEAM
The steam machines find their origin of

the mountains of the Aegis. In the inmost

depths of the dwarf citadels, servants of
Uren were interested in steam, in a mystic
sense, but also in its practical use. After
many experiments and many religious
colloquiums, they produced a technologi

cal miracle: the boiler

Countless different machines can be
connected to a boiler and thus com to life
thanks to the power of the sacred steam
The hydraulic pistons and the thermo
condensers activated by steam allow op
erating numerous mechanisms.

The gift of Uren

The secret of steam remains the privi-
lege of the thermo-priests. They consti-
tute a particular religious body within the
servants of Uren. Indeed, it is necessary
to follow a long training in the way of the
forges and in the manipulation of steam to
aspire to become a thermo-priest. So, ifall
the thermo-priests are servants of Uren,
the opposite is not true.

Asone does not become a thermo-priest
in one day, a second body came to be
added to them: the forge guardians. They
are the thermo-priests’ pupils, servants
of Uren too, who still haven't learned the
mysteries of steam. They know however
how to use steam machines.

Finally, the thermo-priests, their pupils
and their installations are protected by
the thermo-warriors. These are neither
thermo-priests nor servants of Uren. They
are mercenaries armed with devices that
they use with more Ability than the young
forge-guardians. In time, this militia be-
came much attached to the thermo-priests, 5
so much that no thermo-warrior thinksof L
breaking the links which unite them.



makes Cadwés very nerve
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. NapHTA

The pre
ered and exploited by the goblins of No
Dan-Kar
of explostons, poisonings agd the other

rties of naphta were discov

after an incalculible number

disasters. This revolution is essentially
basédion random research and empirical
experiments.

aphta i & fuel from which
it4s possible to pbtain numercus by-prod
ucts. The goblins were particularly inter
ested intwo of theny: the ga
liquanaphte

This chapter contains many “new gob

aphte and

lin words” deeply anchored in the Cadwé

language.

\The black gold

Naphta is a liquid sought for its flam
mability. The goblins dis¢overed this rock
oil in a fortuitous way.in the barren lands
of Bran-O-Kor
able liquid as fuel to warm and light them

The orcs used the invalu-

selves. They also kept burning natural
fountains emerging from the tar pits, in
honor to their god, Jackal. Goblins, more
pragmatic, soon understood the interest
of this substance. They elaborated a rela
tively reliable refining process, certainly at
the cost of the health of some experiment-
ers. Endowed with a fruitful mind, the
people of Rat found the other applications

%ﬁ ‘ e

f not only as terribl "
but also as a vol Ih |
tion took place by ¢ en d 1
tain-breaker loade th napht
back about thirty meters, t
fion ball filled with some liquid
ploded inside th n

Ever since goblins try to tame with
constant optimism the whimsical myste

ies of combustion and explosion. 1o

serve the exclusivity of this resource
obtained a commercial treaty of exclusi
exploitation of the naphta with the orc

fhey supply weapons and food against the
right to exploit the naphta fields. The port
of Kashem which allows these exchanges

is rapidly expanding and the goblins took

care of offering their commercial services
to the alchemists of Dirz to make sure of
a relative tranquility. Naphta is extracted
in the desert and put into barrels, then
forwarded on brontops back. It is then
delivered to the refineries which are built

in all Aarklash, led by goblins proud to

be the fathers of a technological revolu

tion. Naphta is at the moment a pri
ground which the goblins exploit with
their unmistakable business acumen. This
rare and expensive resource is at the heart

of extensive bartering. (

er peoples,
dwarves in particular, are interested in the
properties of naphta and could in a near
future dispute this monopoly over the
black gold,

mechion

rovided with naphta refills,

connected to t

main eleme

it, to inject r

P
tion. On the most sophistic

the i i n
machines, the injector is linked t
lowing to control the level of the napht

and mor
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~ Muracenie

According to the alchemists of Dirz,
the nature is a:well oiled mechanism the
only merit of which is the mass produc
tion of different creatures from a fixed set
of codes. These alchemists managed to
identify these codes and baptized them
genes”. Patiently, they learnt to manipu
late these genes and to mutate them, Once
this miracle accomplished, they felt ready
to found’a new science and new tec hnolo
gies on this scientific disc overy: the mu-
tagenic,

Today, mutagenic includes the knowl
edgesiand the tec hnologies allowing to
Sreatenew forms of Jife clones or chemi
calg Fap.blv of altering full grown organ
:‘::;::::pﬂund\ and treatments. Indeed

uals using these treatments are
Ware of these sublleties

and frequently
treatmenyy are

called mutagenic,

Stem celf and codes

A stem j i
M1 2 sample of living tissue taken

i
¥ of a subject and contains

ing its genetic code. Stems are generally
collected in hermetic bowls and magieally
frozen, to avoid decomposition and con
Thes

sociated to other samples to create better

tamination

samples are then as.

stems or are directly used to synthesize
mutagenic. These two operations require
specific equipment only manufactured by
the Scorpions who mastered these tech
niques. The stem is the basic material of
any invention linked to mutagenic, mean-
ing clones or compounds.

As for the code, it contains the infor-
mation which shapes the aspect and the
design of any life form. If it is modified or
mixed with others, it becomes thett pos-
sible to by-pass nature and to give birth to
new species or to create substances capa
ble of improving the abilities of a subject.

In the course of time, Scorpions devel
oped techniques of reproduction and al
teration of natural codes to conceive new
life forms: clones. These are conceived in
laborataries fed with energy from gems of
Darkness. Clones develop inside acceler

ated gestation tanks

Compounds and teatments

the codes are not only used to create

clones. They also allow the production

of chemical substances causing altera

tions or more or less spectacular muta

tions. The conception of these mutagenic

compounds is_particularly difficultiibat

they are rather simple to use. It i indeed

cnough to inject the mutagenic into the ¥ 1

subject to witness the effects. Compounds

can modify the abilities of an individual to i

render hinvmore effective, grow excres- .~

cences, accelerate a healing process, etc.

However, certaim unstable enics

cause permanent and fatal chﬂf
Finatly, there {s an intermediate ‘stage.

between compounds and cloning, The’

treatment. A treatment is a fundamy

modification’of the'code of a life fop

clone and 'dc'ﬁmuvel)-
ties. € -
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Comstructs are artificial be
with consciousnes

poads on th

way they were ¢

Mot of Constructs resemble fving be
#nd perform utilitarian or warlike
Three peoples mitke (
the alchamists of the Scorpion. the

tiond,

ol the Dragon and the dwarves

ngs endbwec
appearance de
d and
the tasks for which they aré intehde i

ertain Gor

Howe

s complementary or additional «

y source, notably steam for the dwarf

Constructs and an organic d
tem for the Empire of Syharhalna

There are two generations of Cynwill
Constructs: antique and moder 1€

discovered by

antique ( icts were

heir conquest «

ruit of a still underestimatec

technology which cannot be replicatec
Modern Constructs are made from the
knowledge inherited from the older one
Among the new ones are the ak
the warriors and the novac

Scorpions have created their own tech

Urposes.

ogy exclt

froah Drohib
from prohi

These mac

ited experiments and ani

onsist of variable proportions of

mancy

metal and or

As for the dwarves of Tir-Na-Bor, the

imental

Cons wlogy is still exg

For the time being they are only able of de

signing autom. ATy out prec

mined tasks. Nevertheless, the engineers
discovered that automatons made out of
alphax were sensitive to telluric magic and
possessed a consciousness, a prologue to

the manufacture of Constructs.

Iron hand,
Heart of stone

The look of a Construct depends on

task which is assigned to it. S

manoid; the others resemble ferocious ar

imals or insects, The Cons
for war often have integrated weapons

Also, the perception of their envirc

depends on built in sensory syste
Some replicate human senses, others are
guided by magic which animates ther

A NEW
__FORMOFLIFE? _

If most of the Constructsare en-

"dowed with a limited spirit of initia-

tive, some develop a real pragmatic
personality. They are called “artifi-
cial souls”. Nobody can foretell if a
Construct will undergo such an evo-
lution or is capable of reproducing it.
Cynwilll respect thege artificial souls
often antique Constructs - and

consider them as real living beings.

W hereas Scorpions dread indepen
dent slaves and the artificial souls are

systematically eliminated. There are
nevertheless exceptions: Constructs
50 sly that their depraved intelligence
serves the interests of the Scorpion
or the misled constructs gone out of
control.




» Machine: ¢ plex sms, s

« Powder v i es
« Steam: Objects bou 0 dw

« Herbs: Potions ments and poisons

ective on undea, Constructs

s ntals:

«Mutagenic: Processes using genetic

gemis of Darkness:

stem cedls ar
* Constructs: Mechanical beings
*Inert: The different equipments linke

bodies and the use

Of winch does not obey the rules of this

chapter

catalog, objects are

* Achigvability
oacerning the

» Complexity: 1t
Becessary for the use of the object

* Instability: The probability and the
$ravity of a dysfunction (ou of six)

* Weight: The mass of the object ready to
be used;

Functioning

B 1 1
anda awkients

* Machine: oblects his

3 8 plex N
» Powder: O s

plex sed with € S

* Steam, mutagenic and naphta

ate/SLE
+ Herbs: Po
with the

by tes!

ders to act. However, they are endowed

with certain autonomy and ca

ons they meet,

adapt

these arders to
The GM is only judge o determine if an
order is precise enough. This onder re

p o

vs alsoa test of

« Inert: No revolu
sary. These obi

the incident

Besides, vehicles. whatever &y the

As to Deive: |

eROIY. are used ¢

W00 CONSmes water

To'use 3
and fuel Using an invention using haphta
Consumes & paphta refill. Eyery herbal dose

Dr mitagenic process ca be wad anly once

damenih

Euphoria

Used to it: The user is
double doses till the en

tion

Ilmmunizing reaction:
atfected by the product a

of the opposition

Addiction user becumes addicted |

Allergy: The use

Instability, Pe ting 7 O)

ers an injue

s ¢ dy implics an addictiongthe ¢

ADDICTION

For every use, the GM ralls
(Instability) dé. If he obtains at least
one |+ the person gains an addiction
value equal to the number of |+
abtained, For every week of weaning,
the Addictiondecreases iby a point
However, the person feels at the end
of this period the effects of the lack,
specific in every drug.

T ~
vafid for the incidents related W watlithes.

phta and to Constructs.

s than foreseen

Break: The obivct sutfers damage (PQW
)

16, Punctrating | ¢




nological objects are often delicate
: lo Aise and improper manipulation” can
, V98 have disastrous consequences. Wheh a
_test of Operate/SLE, Polson/SUB or Heal/
L TDIS implying an object endowéd with
& Camplexity is missed, the\player then
rolls 1do. If the obtained result is lower
or efuial Lo the [nstability of the object, an
fnaident occurs. The table of incidents is
“Then consutted at the tine corresponding
1o the doaw of thed6. The indicated effect
is applied at once, till the eénd of the op
position u\:h\.ll it is relevant).
~ Yo
% i " Example: Shektar injects himself a dose
"O‘- of muitagenic to be more effective in com
‘v:i oo bat. The instabdity of the compound is 4
R g X The player fails bis Iifectidn test and rolls
5. 37#6 to detertine if amincident occurs. He
< Bets a [ This resift being lower than the
“dnstability of the muaagenic, the player
consults the table of the incidents. With a
) Shektar injured himself with the needle

of the syringe. He undergoes a test of dam
age of 1d6 POW.

Powper

Pistol
- Achievability; 8
Complexity: -
Instability: -
Protection/Solidity: 2/5
Weight: 0.5 kg
Origin: GR
Legality: Yes
“Availability: 8
ce: 50 D
Pistols-are one of the most powerful
range weapons. However, they are ex
tremely noisy, cumbersome and  their
recharging is particularly complicated
Every pistol is moreover sold with a small
8 tool case to proceed to its maintenance,
of the pistols have a wooden grip,
. ml stecl cannon and mabile pieces.
b i}une who result from Lanever are rec-

Rifle

Achievability: ¥

Complexityt -

Instability:

Protection/Solidity: /5

Weight: 3 kg

Origin: GR

Legality: No

Availability: 8

Price: 100 D

Accurate and powerful, the rifle s for
many the ideal range weapon: As the pis
tol, to its wooden armature is attached a
metal cannon and mobile pieces. It is also
sold with a small tool case for its main
tenance and loading. One of the most
common improvements consists of cary
ing the butt to adapt it to the morphology
of the marksman. Many Akkylannian fu
siliers begin with by doing so when they

receive their weapon.

Firebrand cannon

Achievability: 10

Complexity: -

Instability:

Protection/Solidity: 4/10

Weight: 5 kg

Origin: CAD

Legality: No

Availability: 10

Price: 500 D

Theé firebrand cannon is a Cadwé inven-
tion. More exactly, it is the dwarf engi-
neers of Ogrokh that designed this device:
Less cumbersome than an ordinary piece
of artillery, it looks like a miniature nawy
gun. It can be carried on the back of .mof

The firebrand cannon

large size character and be operated x
person of Very short size.

Hawever, it sends a cannon |

gheust that if the shot misses (8 tar
I8 knnock aver, it cont (s ot
sirgbilute this, o line is deawn |
centreof the square or four sq
cupled by the marksman and ¢
accupled by the target. If ar

tial target ts further on thi .
shot is determined. The marksy

as many dice a8 during the

minus one per target alread |

knocked to the ground. Besides, he
keeps the best die on the possible
age roll. He goes on until a target is hit

without being knocked the ground

Fuse Bomb
Achlevability: 6 |

Complexity: 6

Instability: 3
Protection/Solidity: 1/5
Weight: 0,5 kg

Origin: GR

Legality: No
Availability: &

This explosive device appears under the
shape of a big metal ball with a fuse of
variable length. It can be thrown or sim
ply put on the ground like a trap. In the
first case, a simple fact allows to cut the
fuse so that the bomb explodes on impact
In the second, the character has to pay
attention on the length of this one. After
SLE, 1d6 is

The result of this one indicates the

the test of Operate (Powder)

rolled

number of rounds at the end of which the

bomb will explode. Every gamble allows
the character to'modify by as many pointsss

this number

The explosion of the bomb causes &

damage roll (POW 3). ‘The metal shell

produces countless shrapnel which allow
the player to keep the two better dice of
this roll




labilit
RESAO Availability

Price

nachine
With a boailer, th
team) / SLE are used t
orthe feeder. No g
every success allows to fi

feeder.




ly by the thee-
3. protect

the animal (and

Steam cannon
Achievability: %
Complexity! s
Instabitity: 7
Protection/Solidity: 7/10

Weight 5 kg

_ Origin: KA
Legality: No
Availability: 10
Prices 750 D
This weapon books like o big musket

Nevertheless, s bullets are not propelied

by the explosion of a charge, but by the

steam under high pressurein the boiler 4

plercing whistle slways precedes the shot,

as holsy If not pnore, s an Akkylanntan
cannon. The minumal due to the
steam applies o the damage rolls of this

E—cn

Hydraulic gauntlet

Achievability: 5

Complexity: 4

Instability: 3

Protection/Solidity: 7/5

Weight: 1 kg

Origin: NA

Legality: Yes

Availability: 6

Price: 200 D

These armored gloves provided with hy-
draulic pistons on fingers work as those of
the hydraulic arms.

Theymomechanical hand

Achievability: 11

Complexity: 5

Instability: 4

Protection/Solidity: 7/5

Weight: 1 kg

Origin: NA

Legality: No "

Availability: 8

Price: 200 D ;

“Thig pair of armored gloves is slightly
different from the previous one. They are
provided instead of steam pistons, with
reactors placed on the back of the hand
and in the wrist. When the fist is closed,
fingers press on 3 button and reactors are
activated, sending the fist towards its Lar-
g#t at high speed. Reactors often burn the
arm of the user (without damages for the
characters endowed with Hard-boiled,

§ Dymthers). The ahicionados

(Medin bovws) Aumage Dass G i
oA e Mg
0 be recopntind by e sbuwpos
on fhadr wrms

The @lninad quality dus 15 the sepn
spplies 1o darmoge 1olls cesdized
WeApoL

Prieumatic hamme
Achievability: 7
Complexity: 3
Instability: 2
Protection/Solidity g
Welght: 3 kg
Origin
Legality: Yes
Availability: 6
Price: 100 D

This special steam weapon 15 made ¢

metal and the head is in fact apli

Both halves are connected by 3 pow

poeumatic piston. When 2 blow

the shock activates the piston
the head to collide again with the target of
the attack

The minimal quality due to 1}

wenids

applies 1o a second damage roll »
at once by the target of the attack. Except
this detail, the pneumatic hammer has the

same characteristics as @ mace.

Steam mask

Achievability: &

Complexity: 6

Instability: 2

Protection/Solidity: 7/10

Weight: 1 kg

Origin: NA

Legality: Yes

Availability: 8

Price: 50

Originally, the steam masks worn by the
by priests only had a protective use
They became little by little the emblem
of their caste and the pipes were added
1o them to eject steam out of their nose
like of an Elemental of Fire. Added o
the whistles thus produced, these sprays
of steam have a devastating eflect on the
morale of the opponents.

The minimal quality due to the steam
applies to the tests of Intimidate/PUG re
alized by its user.




PR TOLL

1 |
DOMbD

xphl

Achievability

INAPHTA ITEMS

Complexity

Instability

Capacity of the tank
Protection/Solidity

Weight

Origin: GI
Legality

Availability

Jses autom:

Price: 30 1

machine can use ¢

he used type of
. ; ; On the other hand their
fore the resolution ’ ' e
S Ambe ime of ex ecome 1 with
Besides, the playe
For.every two gambles, he ¢ the explos ire of nag
ot ever
fithe following parames ccore der. Experts are capable of making time
one of the foll
i to the effect of the used machin Vi e ‘
distance. The explosion will take place
R rouneaps e L0 2 number of rounds determined by

, Anextra squareto the range or the area  player before the test of Operate/SL
of effect; Gas: causes a violent explosion accom

. An extra point to the diffic ulty of the panied with a nauseous smell. The char
test implied by the effect acters and elements of scenery sit

« An extra to the Power of the object in the nearby squares suffer a damage rol

POW 6). It's the same when the bomb

generates 1t (11, Thes

Airgob e
Achievability: 9
Complexity: 4

n inc

damages

not decreased according t

tance from the centre of the explosion

Instability: 3

Capacity of the tank: 1

Protection/Solidity: 1/1(
Weight: 2 kg

Origin: GB

Legality: Yes

Availability
Price: 100 D

This elegant brontops leather overall is
connected with a refill and equipped with
avalve It swells with every shock, becom
ng more and more voluminous some
times until itexplodes

Gas: once activated, the

airgob begins
to infl;

ate, Every time the bearer is hit, the
Protection which it offers increases by
A point. However it becomes more and
More cimbersome, Its bearer ¢
end {0 the effe,
Operate/SLE. If 1he airgob exceeds a pro
tection of 6, the

an putan

ct by successfully testing

suit bursts, le. aving its

bearer stunned,

Capacity of the tank:
Protection/Solidity
Weight : 0,5 kg

Origin: GB
Legality: Yes
Availability: 10

Price: 20 D

Truly valued improvement, this
button always obviously situated
facilitates the use of the naphta ob-
ject onto which it is equipped. On
the other hand, it harshly strains
the equipment and sometimes
causes “tiny” incidents. The red
button decreases the Complexity
by a point, but increases the
Instability by a point,

Sarvival boots
Achievability
Complexity
Instability: 4
Capacity of the tank: 2
Protection/Solidity: 3
Weight: 2 kg
Origin: GB
Legality: Yes
Availability: 6
Price: 150 D <
These platform boots hav

tages: They increasethe bearer's size ind

allow him toreserve some surprises ta his
possible pursuer,

Gas: a refill allgws 1o mave qyer a dis-
vuwufslxsqmr,un-mmpamk'
three meters high.

Liquid: a slippery jerof oil springs from” LS
the heels and spreads on three
situated behind the bearér. Every' pers
son standing there ar moving over these
squares has W‘(u"y test uuanY

(6) or fall. &

two' advan-




-

Farewell cloak
Achievability: 6
Complexity: 3
Instability: 4
Capacity of the tank: -
Protection/Solidity: 3/10
Weight: 1 kg
Origin: GB
Legality: Y

Price: 5

“This cloak coated with'a greasy liquid
could hardly be considered fashionable,
but it can ignite easily in a blinding flash,
favoring & much needed escape: It is an
object that can be used only once

Liquid: all the characters in contact of
the bearer of the clodk have to successfully
Look Out/DIS (8): Otherwise they are

| for 4 round and cannot prevent

ghtof the bearer

FROOF : flamethrower
Achievability: 9

Complexity: 7

Instability: 4

Capacity of the tank: 4
Protection/Solidity: 5/10
Weight:

Origin: GB

Legality: No

Availability: b

Price: 250 D

Tenderly nicknamed “FROOF’, flame
throwers are appreciated by the goblins
They like the feeling of power conferred
by this jet of flames holding the enemy in
respect. At least as long as the tank which
feeds it is full.

Gas: it fires over a zone of six squares in
the shape of pyramid, the tip of which is

in contact of the user. All the flammable

objects and the characters present in this
area suffer a damage roll (POW 3),
Liquid: the weapon affects a target situ-
ated within six squares. The target suffers
a damage roll (POW 3).




Liquid at<

NAPHTA AMMUNITION

NAPHTA REFILLS

:;:;:bilit Achievability: 5

xity: 8 o

Instability: 1 Protective gloves o

Capacity ollhelfnk:. Achievability: 8 Capacity of the tank: -

e e i j  Compieuo iz, g i

OriginsGB Instability: 4 s A m_'('"

Legality: Yes Capacity of the tank: 2 lq:hlv- No

Availability: 6 Protection/Solidity Availability: 10

Price: 10D Weight Price: 10D

All inventions using naphta require refills Origin: GB This kind of ammunition comes in varioss
1o work. These refills can either be bought Legality: Yes sizes, ragging from the pistol balket to the

or made by chno-eagineer in his naph Availability: 6 mountain-breaker cannonball. They are 2l

foratory. Price: 150 D built with a valve (Injector) whiich alk

Refills come in the shape of small metal e gloves of to fill the ammunition and to increase its
efficiency, but also its instabili

IR Liquid: Besides causing normal damuoge

cylinders which can be easily transported
The inventions with naphta produce differ
ent effécts according to the kind of réfills

used, They are equipped with a tank whict
allows to store one or several refills. Refills

this projectile, deals internal burns (sec
Confrontation)
The ber of refills used depends on the

characteristics are identical, but the player size of ammunition and «

damagewhich the user is look

has to indicate of his character’s sheet how
vefills of each kind he has
fill a tank requires a test of Operate/SLE
8 + sditional 2 / refill)




Mutagenic appear under d\{.&aupe of in-
fraverious: ot inlmmuswhriﬁected solu-
tions. Theyare defined by the same values as
othet inventions, but possess two additional
characteristics.

+ The Kick in‘time is the number of
rounds. that' must pass by before ithe
genic becomes active. It ds{gener-

), butecertain powerful

ire one or two subjec-

Kick in”.

rounds to

ition indivates, in number of

s, the duration of the

compound:

¢ is necessary for the process to

cveris the size of the user:

wre of the substance allows. it

ly receiving it. Itis also use-

inject I doses, their effects are

ve. However, a new injection al-

lows incrs

sing the duration of the effects.

Finally, three gambles allow to decrease
the Kickin time of acompouhd by a point.
Two gambles allow to increase the dura-
tion of a compound by a point.

However mutagenic hds a defect. The
residues of Darkness can possibly cause an
addiction: During the weaning, the result
of chemical incidents is read a line lower in
the table for incidents linked to a process.

M15'

e
Achleyiblllty g:’(?
Complexitys
Instability: 3

Legality: No s
Availability: 6
Price: 30 D

hyper-

‘This process causes a
trophy of the subject. This one gains+ 1

to PUG, but has to choose this. attitude
for every round when under the effe_cts E

of M 15.

M 22
Achievability: 7
Complexity: 5
Instability: 2
Kick in time: 0
Duration: 5
Weight: -
Origin: SC
Legality:
Availability: 8
Price: 20 D
M 22 decreases the reaction time of its

es

user, It allows him to declare the distribu-
tion of his dice as if his attitude was of a
previous or later rank.

M 41
Achievability: 7
Complexity: 5
Instability; 1
Kick in time: 0
Duration: 5
Weight: -
Origin: SC

Achievability: 8
Complexity: 5
Instability: 4
Kick in time: 1
Duration: 5
Weight: -
Origin: SC
Legality: No
Availability: 8
Price: 30 D
This endorphin injector:
tensity of the pain felt by
is considered as a wound
Unhurt to detetmlne )
Besides, when hejg D




CONSTRUCTS

1

f
Clone Ja
Achievability
Complexity

Akhamial

Instability

Achievability Weight
Complexity Origin
Instability Legality
Weight Availability

Price

Availability

Price

Potentia

Dominant attitude: Discipline

Size : Short (2)

Movement: 4

Distinguishing features: Construct

Characteristics:

« PUG 2 UnHurt

+SLE 4 Light Wound
«STY 3 Serious Wound

«OPP3 Critical Wound.

«SUB2

«DIS4

Natural weapons:
Mechanical fists (use fists); Integrated Range
weapons (POW 3, 5£10/20)

Armor

Abilities

« Strike /PUG 1

« Dodge/OPP 2

+ Look OutiDIS 2

« Shoot/SLE 2

INCapacitated

Mechanica
Achievability
Complexity
Instability

Weight

ity

Availability

{

familias

NERAL



E JHADARIS

Potentiak 3

Dominant attitude: Discipline

Size: Medium (3)

Movement: 5

Distinguishing features: Construct,

Hard-boiled

Characteristics:

«PUG 4 UNHurt

+SLE 2 Light Wound
«STY 2 Serious Womnd
+OPP 3 Critical Wound
+SUR2 INCapacitated.
«DIS2

Natural weapons: Fists

Armor: 0

Abilities:

« Strike /PUG 2

« Look Out/DIS 2

« Parry/SLE 2

+ Slash /PUG S

-

MECHANICAL FAMILIAR

Potential: |

Dominant attitude: Discipline
Size: Short (2)

Movement : 4

Distinguishing features: Construct

Characteristics:
«PUG 1 UNHurt

+SLE 3 Light Wound
«STY 2 Serious Wound
«OPP2 Critical Wound
+SUB2 INCapacitated
«DIS4

Natural weapons: Mechanical Fists,

Steam beak (use Fangs)

Armor: 2/0

Abilities:

« Strike/PUG 1

+ Dodge/OPP 2

« Intimidate/PUG 2

« Slash/PUG |

» Shoot/SLE 2




inv;p m

Complexity

Instability

Absorption: Ingesti
tow . time € Speed
k¥, and. the p ts of t Weight
have spec acterist Origin: A

Legality: Y

Healing ointment

Achievability: 9
Complexity: 8
Instability
Absorption: Contact
Speed: Slow

Weight

Origin: All

Legality: Yes

+ Complexity: |

ing the difficulty to identify and diag

nose a polson

« Absorption: Ingestion (it is necessary

to swallow the poison); inbalation (it is

necessary to inhale it ection (must
be administered with a syringe); con

tact (it is enough to touch it); wound

» Speed: Fast poisons are effective within
the time of an opposition; their effects
apply to every round following the
round when they were used. Slow poi
sons act in a few minutes and are not
effective during an opposition. Besides,
the effects of a poison cannot be cured
as long as an antidote was not admin

istered.

« Antidote : The effects of certain sub
stances can be cancelled by resorting to

the means described here

The products of herbalist’s shop have ef-
fect only if the user absorbs as many doses
as his SIZE - Hard-boiled characters count
as a larger SIZE: Every time a character
uses again a number of doses equal to
his SIZE, the effects are prolonged by the
initial duration. If the product is coated
on a weapon, the Size of the weapon de-
termines thé number of necessary doses.
The next wound suffered will cause the ef-
fect of the substance. For every additional
dose, another wound will cause the same
effects. When a character is addicted to
an W product, the number of doses
needed for him to be affected by any herb
must beincreased by a.point per product
the character is ‘uﬂmcd 10,

Availability: ¢ Availability:

Price: 50 D Price:5D

The

ry wins back to a h This ointment, if applied daily, acceler

status at once. ates the natural cure of wounds related to
fractures and cuts. It useless for damage
related to hardship, burns, cold, poisons

Feeding potion r

Achievability: 7

and so on. The times of cure are'd)

vided by two (see. Confrontation)

Complexity: 4

Instability: 2

Absorption: Ingestion

Speed: Slow

Weight:

Origin: All

Legality: Yes

Availability: 6

Price: 8 D

This bluish sweet potion allows to sooth
hunger and thirst of an individual. It does
not cancel the damages caused by hard
ship, but when a character drinks it, he is
fed for aday.

Heating potion

Achievability: 8

Complexity: 4

Instability: 2

Absorption: Ingestion

Speed: Slow

Weight: -

Origin: All

Legality: Yes

Availability: 7

Price: 3D

This orange potion burns the entrails
when ingested, causing a damage point
per ingested dose. Afterward and for six
hours, the period of the damage roll due
to the cold is multiplied by two.




a3

_ Availability: 10

Muderer's tear
Achievability, 9
Comploxity:
Instability: 4
Absorption: Contact/ Wound
Speed: Slow

Weight

Orlgin: All

Legalivy: No
Avaitability: 10

Puice: 200

Murderer's teards the favorite poison of
assassing, After one houy, the subject sul
fors Bemvy diarthea, vomits and loses of
1d6 HP Bvery six hotus, the person sul
fers damage (POW 1),

The gnly antidote is a decoction of
green Filus (Avallabilivy 2.
times o day, daring two diys. During this
iperiod, andalthe end the treatment, the
palson becomes inefficignt

three

Sahar
Achievability: 5
Complexity; 8
Instability: 4

Absorption: Ingestion/Wound
Speed: Slow
Weight:
Orlgin: §¢
Legality: No
Availability: 12
Price: 15D
The effects of sahar are detalled in the
insert opposite.
Thé antidote is an Infusion of follane
(a plant Which grows on high trees, no
tablyin the forest of Diisha)

A
glng&nx-
Achievability: 9
Complexity: 6

&

Absorption: Inhalation
Speed: Fast
Weight: -
Origin: All

Legality: No

- Instability: 4

Price: 20D

This poisan (s & yellowish ges Which

Ngueties the Intermal org
comes I o glass Bask which breaks vay

nd, It atlect

ly when theown to the gre

varea of thee by three squires, gen

Within

tered on thagquare of impact

this ong, the sangeur impose

roll (POW
decreases In the open, the POW (s di
Ihere is no

2) every round. Is efficien

|

ed by two when 1 outside

known antidate, but the cloud scatte

after three rounds

Tavi
Achievability:
Complexity: 6
Instability: 2
Absorption;: Injection/ Wound
Speed: Fast
Welght
Orlgin: All
Legality: No
Availability:
Price; 51D
This is the most renowned blade poi

son on Aarklash, most of nations p:

their own recipe and thelr own ingred)
ents, but the final result is identical in the
effects

(POW 3) when they

These poisans impose a wound

pred to

admin

the target, There bs no known antidote

One hour

B s o

| Dullness of the limbs (s compulsory

SNote: 10 know which member Is puralyzed, associate the right and left arm, the right and =

Venom
Achlovabiliny
Complexity
fongtabitlity
Absarption
Sipeed: fust
Welght

Origing All

ality

Avallability

« Damuge: 11
roll (POW 1d¢
o Paralysis: One
is paralyzed u round

Istratiof

of fresh Urtiquile

character has to rema

application I
Heal/DIS (6 ) 15 & success, the "
neutralizes the polson

Note: The achievability of this po
does not simulate the manufe

one, but how hard it |

pecimen of the concerne

gamble on all tests related to SLE)

Thi state Js stable




Availability
Price

C\‘: atl
Achievability
Complexity
Instability
Absorption:
Speed: S
Weight:
Origin: OF
Legality: Yes
Availability: 9

Price: 10 D

A fi

ties. A few minutes af

trancefithe

are decreased by

which is incre-

If the trance i rage fills th

then on, the subject

hing to get ride of what is annoying
him. The player places all his dice in his
AP and chooses his maneuvers according

to the situation



R EVOLUTIONARY

CRAFTS

The rufes of this Section apply to al techno-engineers have to use a pro « Herbes

tecting overall to avoid any risk of poi che hearth

the categories of objects, but

#0 their, peculiarities, they can intre soning in case of a leak or an ex;
specific parameters Which, if needed, will s protecting garment
pair of v

be detailed in thécdtrespinding stage

belts and strips workbench

G ENVENTIWO‘\}T « Mutagenic: It Is necessary f

— aboratory equipped with a gem of «Inert
The creation of an invention always.  Darkness. Beside
takes place ir ur stages: conception, ch gene library
organization, assembling and finishing the stem cells, storage tanks

They all requ
suitable to each te olog

The workshop
bt £tk

SR - W ks o, abplocies o HOT, HOT, HOT !

It contains a steam tank, 2 tool rack

office

neer is

provided

Naphta is far from being a safe fuel.
 toxic for the people of
{ Aarklash and flammable. Of course
is its liquid state it doesn't burn on
all these clements are - ; F . its own, but once it is setonfire, it is
level”, and many engineers of the other TERE ST SR TSP really hard to put it out. Besides in its
t tior gas form it is explosive.

to fo

ous sparte [

Finally, no engineer can v

proper technical library

assembly table
necessary for the « A flaming naphta inferno is
t comparabléto the heat of a volcano;
To breathe naphta is considered as
asphyxiation;
s &} > « If liquid naphta comes in contact
ik, with a flame it explodes (POW 5)

fusion betweer

consists of sev
pordome is st
This object loc
of semi-soft meta

chanical body

+ Machine:

complex contra

lowing to obt

forge

quanaphte. In certair

network can reach tool rack, for

th.

the

The n. v workbench

sulting produce was stable

vus product n proceeds to the assemblir
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AVERAGE PRICES

OF COMPLETION

R

A test of Barter/SUB (Availal

Organization

This phase allows to gather materi- necessary to recruit workers. The

15t be paid for the we

rkdays an

als and manpower. These two eleménts e

days off until the fin

are noted as the quality of an object. It

is necessary for the quality of the mate f the character does ni

necessary t

rials and manpower to be equal or su- leaveand it

perior to that of the

tion. If supe process from scra

rior, the character benefits from a free
gamble per additional level for the test W
of Design/SLE

These values will intervene during the

rials or ma

her it is for m
ef, every three gambles allows to read the
necessary time of the line above
assembling. To find good quality resources
is not necessarily easy. Many inventors are
forced to go on an adventure or to send
teams to find what they need. Each of the
tests required during this stage requires
as much time as indicated in the cnlumn‘
“Time of
The Ability used to coilect remurces;
is 80 Barter. The difficulty is equal to thes &

availability indicated in the tablé
e |, P
£

price of raw materials must be pai

onge.

The recruitment of competent work:
ers and in sufficient numbers gives to th
inventor a precious help which will
him to realize his most ambitious prml
Naturally, to find qualified manpower canil
turnout to be difficult and require real e

dit as well as the of con-

modifiers

The finishing

e
tifying
sary to
Examine/STY

indicates that th

requires a day of work ar vability
refills. Every defect corresponds to a point
of Instability; the inventor can thus reve

no more defects thar

Once the tests were

can try to lower the Instability of his objec
In both cases, the used Abi

DIS and the difficulty is equal to the

fied Achievabilit If st
iS a success, the Instability decreases by a

point. Instability is reduced by an add

point for every tw

can only ©

get of

sts. The defects which

during the te:
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EQUIPMEINTS

A character is not defined by what he is,

but by what he possesses. For simplicity
reasons, it is not required, nor even neces
sary, to count all the forks in the silver set
of a character or to determine how much
he spends every day to eat. The daily ex
penses of a character are included in his
lifestyle. On the other hand, the equip-
ment needed by the character to go on his
adventures must be paid with exactness,
as it is bought.

Before speaking about spending, it
is necessary to consider what make
Cadwallon go round, meaning the ducat.

The ducat, noted “D is the monetary
currency unit in Cadwallon. It appears
under the shape of a round coin about 2,5
cm in diameter. Allegedly made of gold,
it contains only a very little percentage of
it. Nevertheless, the free character of the
city and its economic influence have made
of the ducat a widespread currency on
Aarklash. On his tails side, the ducat rep-
resents the of Cadwallon, while
on its heads side the profile of the
Duke under the administration of which

itwas coined. On both sides, one can read

the motto of Cadwallon.

_THE LiFesTvie
—2HE LIFESTYLE _

The lifestyle represents the daily ex
penses of the character. It indicates in
which conditions the character lives:
Higher the lifestyle, more pleasant the ex
istence of a character. Lower the lifestyle
and more destitute the ¢ haracter. The life-
style is defined on a monthly basis. At the
beginning of every month, the character
Pays a certain sum of ducats to assume his
lifestyle. Every month, he freely chooses
his lifestyle. If he wishes to, he can pay
several months at once, thus insuring his
existence for longer.

The'amount in ducats of every lifestyle
per month is indicated in brackets.

+“Wretched” (0 D): The character lives
on the street and feeds on what he can
hunt or on what benevolent passers-by
offer him. He possesses only the mate-
rial which he can carry.

* Poor (10 D): The character lives in a
shanty house or a forgotten room of one
of the derg! d passags
of Cadwallon. He sleeps on a hay mat-
tress and eats the same meal every day.

. Deccn'() (25 D): The character lives in
a very small house which he rents on a
weekly basis. He eats correctly, alterna-
ting between soup during the week and
a little meat on holidays.

¥

+ Well off (100 D): The character lives ina

modest house which is not infested with

-

surrounded with servants. He does not
walk anymore but travels in a carriage
or in a hot-air balloon and the one of his
suits alone could feed a family for sev-
eral months. Nevertheless, his financial
health holds only by a thread and a simple
change in fortune could throw him out
on the street. In Cadwallon, fortunes are
made and come undone in the evening!

The hazards of life are important main-
springs of scenarios, Adventure can bring
wealth as well as slander. The free leagu-
ers can thiss lose everything ina scenario
and the following games sessions will
stage the management of fortunes during
which the players will look for solutians
to the problems linked to the lifestyle of
their characters.

=

SUPPLIES

Cadwallon is one of the most important.
trade cealres on Aarklash: arie can find
everything there, if one goes through the
pain oflooking for it. Since all the shops.of
asector (armory. magicians shop, etc.) do
notsell every type of goods. Besides, some
pieces of equipement wanted by the free
leag'ue!s‘a'n: illegal and are sold « under
‘the coat ». Thus, before being able to bus
an article, it is neceSsary to find it, .




W be found what he was | %
plarer & invited 10 note down the fame

and passiti

tre address of the shop or the

The quaiity of anobect represe

Bdity. its reliability, but also the case wit
whichia chacacter can Use it According
o its quality. 3 sword ls more or less wel
balanced and made of a more or less sold
alloy in the
quality. climbing material s moce or less
saffe for s user, more ocfess able to er
&n the figotes of » dufiedlt clip

the quality of 2 object influences the
et made by means of IR Goods

Cadwallon can be of three

usually sold

different qualities

« Mediocre (M): The object Is badly
made, b nce k the
quality of objec Volfe
of Ylilia because the he way of

the Cra
quality tmpases 2 -1 on the final result
of the tests for which it is used On the
other hand, it costs 20 % cheaper

+ Decent {D):The object is properly man
wiactured. This is the qual
the goods which on can |
Cadwallon. This article does not affect
die rolls and its price is indicated in the
equipment catalogs.

of most of

hase in

o Fipe (F): The object is well des
These ase the objects ma
by Griffins and dwarves of Tir-Ni
Bor. When they are bought in a shop.
such objects confer 2 minimum quality
equil to one, but cost twice the price of
an object of decent quality

¥ with buying equipement from penniless adventurersor «

SECOND HAND MATERIAL

The characters do not have o buy their equipment brand new, they can be content
founds on corpres. So,

2 second hand market, perfectly legal

there is in Cadwallon  secondary market,

if the goods are legal!
This second hand market begins with the repure hase of old goods by shop owners

The buying price of a second hand article of 3 shop corresponds to a third of the
selling price i this item was. new
This circuit ends when the second
price by a shop of & second hand article correspe
price if this item was news

These prices can be negotiated as usua

When it is used for'the first time by its new owner, the G
Ay of the quality announced by the salesman On an odd

quality. If the object was mediocre, it breaks after the

-hand item is acquived by & customer. The selling
snds (o two thirds of the selling

1 They must be modified by the quality
M rolls 1d6. On an even

gesult, the object is gifective
result, the object is of a lower
first use.

. A EXPLORATION
‘ MATERIAL

Enchanted moonstone: These peb
bles are sold in small leather cases
Taken out, they emit a weak light
They have the same effects as the
gleaming lichen, but have an unlimi
ted life expectancy

tern. 1f the er W By 3 v Gleaming lichen: Cultivated in the
this object ting { t t of Aegis Mountains, this gleaming li

Diisha. from the Empire of Akk . chen emits a weak light. Its lighting

is necessary to appl radius is only of one, and the lit squa

res are considered as dark, except the
square where the plant is, which is
clear. Tors away, this lichen conti-

S L = nues to \}tuw for a week

HE BULK

BULK

back. To s te the trouble of

The weight carried

4 full rucksack. an armour or a cf
with d
to date the

or the b

The buik penalty
is lower

ats, every player has t s worth

or equal to

it of the equ

Pugnacity x 10 kg

Pugnacity x 30 kg

penalty of T .
applied to all t - A

onfrontation. It does not add to the pe t - P '

alty imposed by armors; only the hig Prgnacis

of these two penaltie etfect ak

into accoumnt
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{5 T 1 ! f » Conconlment (Cone): I s I
STALLS

. ( J1O1
Mee (S17) \ 1 } ] t regud oom

+ Power (POW): Power determining the

! 121 } per damage Lest
i tl 1cter he has o Froquency (Fre) s Number of times per
ith both hands. If the SIZI round the objeet can be used
d | ! t the ot is superior by mote than  « Range: Short / medium / lor
information point t hatacter's size, he cannot sguare
1s¢ the item « Recharging (Ree) : Number of dice used
« Orlgin: The various countries fror If the SIZE of the object ik lower by a vith the fact reload for the weapon
whete the article is impaorted, or the point thar character's size, he can  « Damage Modifier (Dam. Mod): The
culture of the craftsmar ho pro anipulate semally. If the 8171 mod wded to the final result of a
duces it object is lo y than & lamage roll
« Legality: do the laws of Cadwallon au hardcter's size, the object is 1« + Type (Typ) 1 The type of weapon (shitp,
tharize the possession and the use of be manipulated perforating, blunt) and thus the type of
such an Item? Naturally these limita If "A” is noted, the object exists in all ability used to handle it
tions d ot apply to the noble families sizes + Reach (Rea): Modifier to the charac

1l
of Cadwallon nor to the representatives ter's react

of the ducal authority « Protection (PRO): Protection value to

» Availability: The difficulty of the tests be deducted from the damage suffered
7 « Bulk Modifier (Mod.): Madifier for the

required to find this article

» Price: In Cadwallon ducats tests of explaration and ¢onfrontation

« Weight: To determine the bulk of the bearer

Origin

] \RTICLS
T N T
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B il i EXPLORATION: ACCESSORIES
Avatlability Weight Prace

ARTICLE Origin Legality

Adee hosses. war horses and s
—rmrw mounts
pa— = — = £
- ——————

e
S ————
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ON:SERVICES
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) CONFRONTATION: RANGE WEAPONS

ARTICLE SIZE Cone  Ocigin  Legality Availability  Weight

Crossbow 1072080

st star: This weay . etang of metal, sharp as th of swords. Unless the test of St SL
d & . ~
= v —— ——

h CONFRONTATION: NATURAL WEAPONS

e TV T ™ g

" CONFRONTATION: CHAINS

B— "~
Material
Iron and silver alloy

Adepts and 2ealots

Copper and silver alloy Magicians and faithfal

1ro0 and copper alloy




——
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W CONFRONTATION: MELEE WEAI

Dam. Mod

BA/GB/MY

Combat chains: - These ch

jonal weapons of the devourers e ™
corvesponds to the rank ¢ vourer within his people. To bear a chas < of
carnagr.
Sword-axe: This heavy sword has to be wielded with both hands, It is provided with 3 mechanism w ?

inside the opponent s body. So, if the natural result. modified by the adding rule Is superior to six. th
 This polearm which could be mistaken for a spear. However. its metal tip has a single sharp edge

» A “

. e R . et
L » " v i r: -

ONTATION: PARRY WEAPONS
Dam Mod Typ All SIZE Conc Origin  Legality Availability Weight

L Yes

LUGR/NA Yes

338 ANNEXES
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CONFRONTATION: ARMOR" ?

200D

Full plate armor

Knight's armor 250 D

Leather greatcoat

Light armor

Plate armor

Reinforced leather Armor

Scale armor

Leather greatcoat the ’ r i, e
\ ¢ forth R t without sleeves wh b e S .,l.,,ﬁ"
Officer’s armor: Res 4 fficers of the @ convex shape the trunk and the
st ¢ d ring the R ach a 1
Reinforced armb Reinforced armband: is a 1 of lade fror " ed by metal
times eves r runes. Besides th tection which he offers to its bearer, it allows him to use Parry, even whetihi§
have 3 Melee weapor
N e _;‘“ — T
» "~ CONFRONTATION: ACCESSORIES
" Mo . 3 M
ARTICLE Origin Legality Availability

All

RONTATION; P

ROTECTIONS FOR MOUNTS

SIZE  Origin  Legality Availability  Weigh

Mount armor 6 ™ L1 Yes | % 100 kg

Ay . .o w2 - ~ r

R —— e ——

FQUIPMENTS 3
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INTERACTION: CLOTHES

Logality Availabatiny

——— . . e e

i N: MUSICAL INSTRUMENTS

Legatity Availability

34° ANNEXES
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- {NTERACTION: ACCESSORIES

”e

Availability Weight Price

ARTICLE Origin Legall

not inciuded.
ses by'a point the knowiedge concerned by the book



THE GEMS

The business of gems is a subs

These stones are the of bi

Gems result mainly from other Realms and are brought nations. The fact that'th

back by the Voyagers. These adventurous magicians Acheron possesses the mo

know how to find and travel through the portals which gems of Darkness led to s

lead towards other reflections of the Creation, |:|hﬂ re- trols a Wmne,*m

turn rich in new knowledge but also in invaluable gems advantage of its posit

filled with mana. On the contrary, guestssometimes crossroads, the City of thieves th stand out a5
appear from portals connegted with the elemental one of the major commercial places,

Realms, driven by curiosity or workingas diplomats for free, yet taxed by the duehy. The odly m”“"“
their people. Those who know the importance of gems the gems of Darkness d‘l‘q““lhﬂ of which is, offi.

in Aarklash and the wealth which they represent do not cially at least, forbidden,

hesitate to arrive withlots of them. Even immortal gems disappea or exhausted
Ephemeral gems do not have a lot of value, but il\\m.nr}a! afer.an extensive use. The Raghnarok increase of
ones awaken much greed. Between its extraction andits. _ the price of these precious minerals and major powers
destruction, a gem changes owner many a time, Amagi- invest colossal sums to meet ‘h‘w. of their magi-
cian will offer it to one of his pupils for his initiation.or cians. The elemental gems are most easily found and
will sell it to acquire a superior-quality gem. Other gems those coming from the Abyss, more di to purchase.
circulate in a darker way: some werflost” by their owner .0 gems of Light are even rarer and thelr price higher,
or this one definitively stopped praetising magic. They but the members of Ways of Light show a united face,
join then the unofficial market and are furtively offered by long as one respects his commitments, The gems of
swindlers and other receivers who call them “trinkets”, Darkness are more frequent since the emergence of the
cursed barony. They are cheap, but present another cost,
The Usurers sell them in secret and oft nd illegal
services or information before M%m(:n deal. It
is necessary to deal with themvin

places.

e =
— -

INCANTATION : LES GEMMES

Reserve Rebirth Solidity PRO  Origin  Legalit

0,5 kg

A gem b de by two aspects and three charactenstics shemeral gem
Aspgects cohe n ed, evi i
o The gem can be imimortal or epheme Is Rebirth 1o 0
» The gen assoctated 1o an F dntural 1 1] Agichar )
< The characteristic s of the gem are coded values, rangin Iram | 106, generates X poings « \ r round where the 2
(Exgremely rate gems would exceed this levely Rebieth value of thee gem d
« The Reserve oo the mana, the essence of the gem, (he The magician can also use his Ability «Clanne b i
2, . ergy which it rel d whieh the maglcian succeods in quicker. See the description of this Abili ] ¢

elling thanks o | Jes 1 Coeates an invisible Hnk with his gem d i |

« The Rebisth determines the speed at which the ger egains it whh, As long as this link is not brok ) -

PoIAEs of mand can feal his belopging (6 an elght square radia ¢ who stole i
willd be well advised o grow wings then

« Ihe m”di!yhnumu. d i seeugiure polis

_l—.j—- = f.wb - . w ."“ W‘l - ‘J
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NTATION: ACCESSORIES
gin Legality Availabl

DIVINATION: ACCESSORIES

Origin Availability

Legality

Blessed symbol

Ceremonial bell

Ceremonial robe 8 2kg 30D
Codex R Yes 8 25D
Divinatory bones WF Yes 6 5D
Elemental sceptre WF s 8 10D
Flesh-eating sceptre lkg 10D
10 kg 100 D

Holy boar

Lunar rune

Ritual clothing

Ritual sickle

Stone Crescent

Sacred bird

Sacred book
Sacred symbol of Yllia

Sceptre

REVOLUTION: MELEE WEAPONS
mmod Typ Rea SIZE Conc Origin Legality Availability Weight

FQUIPMENTS

343



f KE VLU L IUIN IKANGE WEAYUND

ARTICLE POW  Fre g Rec SIZE Conc Origin

05kg 50D

Meam cannon 6 1 1272436 3 B | 1 ]

G- m—

“ REVOLUTION: AMMONITIONS

¥
(g. ARTICLE Origin Legality Availability Weight
GR/NA/GE 2

Lead Shy

Powder

Fo¢ ten shats each

1000 D

N —— —

Availability Weight Price

| y—— e e —

0 ™ T+ R

\ . ——
» " % REVOLUTION: HERBS '

)
Origin Legality .v\\.n|.|h|||<\ Weight Price

 Venom, — ﬁ__}_‘___‘__l\
wp =3
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ARTHLE

t
Coal (1 dose) NA Yes 6 0.1 kg iD
‘

Hydraulic gauntlet 200D

Pressure regulator
Red button

Survival boots

Steam geservoir

Technical library

Workbench

QUIPMENTS







BNlispossessed of their rights. They honor the memory o nquerors

BN our business. They guaranty our neutrality in the ra war whicl

Don't you believe that the fact that the free leaguers might, from ti

of justice is that important as long as the pay for their crimes in

The Duke of Cadwalloy

Defending the free leaguers before the Guilds counal

Ow £ cursed and abandoned

Cadwallon was conquered by ¢

Heirs to these adventurers eager

the free leaguers watch over the survival of the City of Thieves

COME TO CADWALLON.
X BECOME A FREE LEAGUER.
% \ BE WORTHY OF THE FIRST
i’ DEFENDERS OF THECITY.
| EXPLORE THE ANCIENT RUINS ~

AND UNCOVER THEIR SECRETS.

REVERSIBLE

1ING
TIIES

i : .rackham.fr

ISBN : 2-915556-38.5
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