Creating & Character

Heartfire is a game about the inner goodness
of true heroes defeating a seemingly uncon-
querable darkness. It is a game about won-
drous places and terrible foes, astonishing
magic and fearful risk. At its core it is about
fairy tales.

Heartire i about working together. It's
about hope, joy and wonder owvercoming
anger and despair. It's about unlikely heroes
finding their place in the world.

Ewery character is made up of their Heart and
their Fire. Their Heart what passion drives
them, and their Fire is how they express that
passion to the world around them. From
these they distil a number of Wishes (things
they hold dear and want the most) and Pen-
nants (unique powers and abilities ).

First work out what you want to play—
create your Character Concept. Talk with
the rest of the players about what kind of
game you want to play, and what kind of
things vou're happy for there to exist in the
world. Come up with an idea for your charac
ter’s origin and core capabilities, and pick a
name for them.

MNow choose a Heart. This is a representation
of what drives your character to do good and
be a hero. There are four to choose from:
Lovalty, Love, Adwventure, and Hope. See the
left-most suit boxes for more information on
your Heart.

Newr choose a Fire. This &5 a representation
of how you use what drives you to actually
defeat evil. There are again four to chocse
from: Strength, Charm, 3kill, and Wisdom.
See the right-most suit boxes for more infor-
mation on your Fire.

Now choose two Wishes—things that you
want to achiewve, and which are related to
your Heart. One should be a longterm wish,
and one should be a shortterm wish.

MNow chocse a single Pennant—a unique
ability, item, or power that you character
possesses and which marks them out as a
here. It should be related to your Fire.

Work out which of your allies you have
correspondence with, and make a note of it—
such things will come up often in play.

MNow, with the group, describe how the
herces met (or perhaps they are yet to meet!)
and mowve onto the world creation rules. As
vou might have come up with some wonder-
ful backgrounds and ideas for the setting, vou
can use your character creation to feed into
the world creation.

Hawe fun in the world of Heartfire!

Tour GM can create the world you play in if
vou want, but Hearthre is a collaborative
game, and thus creating a world together can

e a fun thing to do.

The world of Heartfre is made up of a
rmamber of Jocations, each of whizh has been
consumed by darkness, and which must be
cleansed by the characters to return them to
their former wondrous state. When the
herces of cleansed all of the locations they
must find the Heart of Darkness and cleanze
that to truly return the world to its proper
state.

The GM should define what the Heart of
Diarkress is — an ewil warlord, a terrible
curse, or an evil wizard who has summoned
hordes of dark creatures. They should set
the scene for the world by explaining what
Heart of Diarkness is, and how it's consumed

the lands.

New everyone knows what they're up
against, you can create locations. First of all,
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the plavers should create the first location —
where the adventure begins. Everyone draws
a number of cards equal to twice the number
of players (shuffle all the cards together for
this, red and black including face cards).
Starting with the person to the right of the
GM, each person plays a card to represent
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Pennants

All heroes pessess a Pennant (or scmetimes
more than one) which is related to the Fire
they have chosen to be driven by. This is a
special ability, item, or power which vour
character possesses — a unique capabiity of
your here. Maybe you are the chosen of the
stars and have been gifted with their light.
Or perhaps you have the blood of dragons
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some aspect of the location, describing it in
detail, and the next person plavs a card of
their own, and then plays a second card on
top of the one the other player laid, explain-
ing how that aspect has been corrupted. The
actual card makes no difference except for the
suit. If it's a face card it shouldn't be an as-
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pect of the location, but instead an important
character who abides there whose behaviour
is akin to the matching Heart to the suit (see
Hearts)

When the last card has been played, the
lecation is complete. Tou have a number of
impertant aspects, and information on how
it’s been corrupted (and thus some goals to
achieve!). When you reach a new location go
through this process again until the G rules
youw'wve cleansed the land, and you can seek
the Heart of Darkness.

The Heart of Darkness is a location like any
other, but entirely created by the GM. It
should reflect the themes and common scenar-
ios which hawve emerged throughout the other
location, and be the most dangerous place the
herces have visited yet. You should establish
as you create the location how the darkness
can be cleansed, remowed, or even just sealed
away—not in explicit detail, but at least a
rough guide for the players.

SHow Checks Mork

At the beginning of the session take a stand-
ard pack of plaving cards and separate them
into red and black suits with the face cards
removed. Shuffle both decks and place them
face down on the table where you're playing.
Each character then draws one card for their
Heart and one for their Fire (from the appro-
priate deck depending on their corresponding
suit). They lay these cards face up in front of
them - this is their hand. Your hand refreshes
at the beginning of each session.

Red cards are positive, and black cards are
negative in value. Your goal is to get a total
of zero counting all the cards in a challenge —
if get 3 to +3, you succeed. If you hit it exact
ly, vou succeed with style (and if vou have a
correspondence something awesome happens,
see Correspondence). If you get more than 2
or less than -, then you fail the action, and if
you miss it by ten or more, it's catastrophic
{and the GM should come up with some
horrible, but nonAfatal, consequence. If noth-
ing narrative fits, then consider the character
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The GM should draw a number of cards
depending on the difficulty and nature of the
challenge presented. Broadly put, red cards
{cups and discs) are passive in nature whilst
black cards are active. If the challenge is
changing and growing, then red cards are
drawn. If the challenge is static and just needs
to be overcome, black cards are drawn. One
card is an easy challenge, two an average one,

three hard, and four very hard indeed.

Once the GM has drawn their cards to repre-
sent the challenge, the player then tries to
match it. The player can use cards from their
hand or draw cards from either deck. Using
cards from vour hand is free, but drawing a
card from the deck requires you to either use
your Pennant in an appropriate way, have an
appropriate wish, or invoke either a stunt or
3 CONCESSIoN.

Stunts are surprising and impressive actions
the character takes that give them an ad-
vantage in some way. A GM can award a
stunt to a plaver who describes their charac
ter’s actions inventively and well, and who
uses the terrain in an urusual way.

Cloncessions are where the character accepts
an unfortunately consequence for the chance
to excel. A player is free to offer a concession,
but the actual outcome is determined by the
GM. It could add a further challenge later on,
take a really long time to succeed, or even
leawe the character injured or despairing.

When the challenge is resolved place the
drawn cards in a discard pile next to the
correct deck (except for hand cards). When
vou need to draw a card from a deck, but
can't, shuifle the discards and flip them owver.
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If a character suffers a catastrophe to defend
in addition to a consequence they are either
Injured ot Despairing. Injury affects their
body (your Fire), and despair their soul (vour
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