
Azure Hand 
close, awkward, magical, weight 3 
A thick staff of gray metal, topped with a plate of aetherium 
in the shape of a stylized hand. The palm is embossed 
with a cloud and lightning bolt, and the whole thing is more 
than a little top-heavy. 

It smells of ozone, and your spine never ceases to tingle in 
its presence.   

Goldleaf Cloak 
worn, magical, weight 1 
A supple cloak in the shape of an inverted oak leaf, 
made of waxy, almost papery material. It shimmers in 
the light, golden and coppery and a little translucent. It 
curls close to you in the cold, snug and warm. It flows 
light as a sigh in the heat, keeping you cool. Water 
beads and runs off it. Mud and filth never soil it.  

Perhaps, just perhaps, it is a leaf from the Golden Oak 
itself, worked by Elven hands into such an exquisite 
raiment.  

□ BATTERY  
When you gather elemental power about the Azure 
Hand, you can choose to store the energy in the staff 
itself. It no longer requires your focus to maintain. You 
cannot do this again until you use up the energy con-
tained within (see reverse). 

□ EYE OF THE STORM 
When you grasp the Azure Hand and impose your will 
on the elements around you, roll +CON. On a 7+, they 
calm: the earth beneath you stops shaking, winds die 
down, storms pass, fires go out, etc. On a 7-9, choose 1. 
On a 10+, choose 2. 
 - You suffer no consequence (otherwise, mark one) 
 - The effect is far reaching, a mile or so around you 

(otherwise, it extends just a few paces) 
 - You can maintain the effect easily (otherwise, it takes 

all your concentration)  

□ SIPHON  
You can brandish the Azure Hand at a spell or a magical 
construct, and draw out the magic as if it were a source 
of elemental power (see reverse). When you do, on a 7-9 
the magic is diminished to about half its usual effects.  
On a 10+, the magic is dispelled entirely (if relatively 
weak) or temporarily suppressed (if mighty).  On a miss, 
you mark a consequence instead of one of the boxes on 
the reverse. 

While you wrap the Goldleaf Cloak tight around you, 
you are immune to infection, corruption, or magic that 
would steal away your life. The cloak offers no protection 
to your mind or your emotions, nor does it provide any 
special protection from violence or the elements. 

When you first sleep beneath the stars with the 
Goldleaf Cloak wrapped around you, you dream of the 
forest primeval and awake knowing the tasks below.  
When you complete a task, mark it off. 
 □ Spend a full moon alone in the Great Wood, with 

no metal tools, eating nothing but what you forage. 
 □ Lay the ghost of a mad hamadryad to rest, con-

vincing her spirit to pass on. 
 □  Witness the sunrise from the top of the eastern-

most tree in the Great Wood 
 □  Stand in the Great Wood, naked except for the 

cloak, unmoving, for seven days and seven nights. 
 □  Greet the Ehrlking as an equal, impress him with 

your counsel and earn his respect. 
The first time you complete each task, you unlock one of 
the mysteries of the Goldleaf Cloak. Mark a consequence 
(see reverse) but also choose one of the moves on the 
reverse; you can use that move as long as you wear the 
cloak. 

When you bear the Azure Hand, you sense sources, 
currents, and reservoirs of energy much like you sense 
the pull of gravity or the position of your own hand. You 
can closely study such energy and Discern Realities 
about it. 
When you brandish the Azure Hand at a source of 
elemental power (fire, lighting, strong winds, a blast of 
cold, etc.) roll +CON. On a 7+, you gather the energy 
about the Hand where it remains as a swirling vortex so 
long as you maintain an intense focus, or until you: 
 - Direct the energy into a vessel that can contain it 
 - Discharge it harmlessly into the earth 
On a 10+, you can alternately choose to: 
 - Fling the energy, rolling +INT to Volley (near, thrown, 

dangerous). Ask the GM for its damage and other 
effects. 

 - Use the energy to fuel or empower some other magic 
On a miss, mark one of the boxes below instead of XP, 
and ask the GM how the power goes out of control. 

□ □ □ □  
When you mark the last box, you unlock the mysteries 
of the Azure Hand. Choose one of the moves from the 
reverse, and clear all the boxes.  
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□ ROOTS THAT RUN DEEP  
When you plant your bare feet on the ground, you can 
hold stand fast against any force that would move you or 
knock you over. 

□ BORN OF THE FOREST  
Spirits of the wild treat you as one   

CONSEQUENCES 
□   ... 
 

□ THUNDERBOLTS  
When you draw your own lifeforce into the Azure 
Hand, convert it into roiling lighting and thunder, and 
fling it at your foe, lose 2d4 HP and roll +CON. On a 7+, 
inflict 2d6 damage (forceful, loud, ignores armor) to your 
target and everyone near it. On a 7-9, you must also 
choose 1: 
 - Mark a consequence 
 - Cause serious, perilous collateral damage 
 - Collapse into unconsciousness for a few moments  

CONSEQUENCES 
□□□  The power overwhelms you. Mark 2 debilities. 
□  You become bound to the staff. You can call it to 

your hand from up to far away, but you fully suffer 
the effects of any harm or magic visited upon it. 

□  Your eyes become a solid bluish white, growing 
darker or brighter with your mood 

□  Your skin takes on a bluish tint and your hair is 
steaked with white. The air about smells constantly 
of ozone and thrums with power. Sensitive beings 
can easily sense your presence, even from afar. 

□ Henceforth, any storm in your presence is unnatu-
rally strong. If you spend a summer or a winter in a 
steading or within a day’s march of one, the stead-
ing takes -1 to its Fortunes due to harsh weather.  
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