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In thisinaugural issue of Lore of the Second Age, | have endeavored to create a series of linked articles all relating to the
lands north of the Realm. The areas described and the charactersincluded are envisioned as being set on the largeisland
that isjust to the west of the northern mainland on the map in the Core Rulebook

While these may have been written with that link in mind, | hope that they are loosely defined enough in most cases that
they can be dropped into nearly any campaign with little or no trouble.

Submissions

If anyone reading this publication would like to submit something for futureissues of this publication, please send along at
least an outline of the ideathat you have and we can talk about it some more. 1I'll be very happy to include anything that
peoplewant to sendto measlong as| am satisfied that it isat | east somewhat balanced with therulesin the Core Rulebook
or with any material published by White Wolf.

Please send material in Rich-Text Format, and include the name that you would like to have credited with the work.

Please submit work to the following e-mail address:

submi ssions@ayrizale.com

IMPORTANT NOTES:

Exalted and the Age of Sorrows are trademarks of White
Wolf Publishing, Inc. All rights reserved.
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Locations

The Village of Timberford

By Lael Buchanan

General Overview

The Village of Timberford isasmall village of approximately 30 families. It islocated
in aforested land and rests very closeto aford in alargeriver that flows nearby. The
nearest other crossing for theriver is at least aday’ stravel in either direction.

Thelands around the village are ruled by aking that livesin acastle many miles away.
Thisking does not take much interest in their daily lives, but will cometo protect his
interests should the need arise. Histaxesare high and helivesvery well off the lands
that he controls, whil e his subjects manageto get by with what they can keep. Although
theking isnot afair or just man, heisfar too powerful for the villagersto do anything
about and so they live asthey have for generations.

Thevillageislaid out in aroughly semi-circular pattern radiating away from best point
at which to crosstheriver. A shrine marksthat spot where any who wish to crossthe
river are expected to make some small sacrifice to the river god in exchange for safe
passage. Facing the shrineisthe village’'s longhouse where the elders of the village
meet and make decisions for the village when such decisions are needed. The land
around the village has been cleared of trees and cultivated so as to grow food for the
village.

Thelonghouse has ceramic shinglesfor theroof and isamuch more permanent structure,
built of larger logs and with the intent that it last for a long time without much
maintenance. The longhouse has a large chimney at either end of the building and
there are enough tables inside to accommodate about 60 people comfortably. The
door that leads out and faces the shrine and theriver ison one of thelong sides of the
longhouse.

Thelonghouseis the center of the village. It isthe place where the oldest member of
each family comesto meet with hisor her peers and to decide the course of action that
the village as a whole should take. They keep one or two young men on hand as
runners to either inform the rest of the village or to get someone that is capable of
running to the king to inform him of dangersin the area.

Most of the other buildings are constructed of wood with thatched roofs. The houses
of theindividual families tend to change and get restructured often as the size of the
family changes. Thevillagersconsider it to be easier to maintain theroof and structure
rather than build something that would take more work to build and change.

Thevillagersthemselvesare ahearty northern stock, generally strong and well weathered
peoplethat have learned to survivethe often harsh winters. They areusually clannish
and tend to keep their children away from all strangers. They are not an unfriendly
people, however. Given the traffic that comes through this small village from time to
time to use the ford, they cannot afford to be unfriendly.

Thevillage eldersoften ask that any strangers passing through their village stop to pay
their respects to the village. Their pride ensures that they will never ask directly for
any kind of donation or service, but if such athing is offered they will kindly refuse

Common Names for the
Region

Hereis alist of male names that
are common to theregion. They
are listed here simply for the
reference of the Storyteller or for
any players that would like to
have their characters start in the
village of Timberford or the

region around it.

Male Names

Aegir Modolf
Agdir Munan
Alfgautr Nari
Bardi Njal
Beinir Nordmadr
Bergthor Odinkar
Dagfinn Olav
Dunfjall Olrik
Dyri Pallig
Eldgrim Palne
Erengisl Peningr
Eyvind Ragnfast
Faraldr Reginulfr
Finnbogi Rognvald
Fridgeir Saefari
Gaetir Sandr
Goukr Sibba
Guthfrith Styrkaar
Haarek Surt
Hafgrim Syr
Halvdan Tandri
Ingvarr Thilfr
lofurr Thorarin
Isi Thorgils
Jorund Thrain
Jatgeir Tyrkir
Jamsgar Ulfkell
Kaeti Urm
Ketilgrimr Valr
Kjotvi Vebrand
L aef V estnor
Logmann Waels
Lulach

Magnus
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Common Names for the
Region

Hereisalist of female namesthat
are common to theregion. They
are listed here simply for the
reference of the Storyteller or for
any players that would like to
have their characters start in the
village of Timberford or the
region around it.

Female Names

Aesa
Aldis
Arnfrid
Bergthora
Bothild
Dotta
Dyna
Edla
Eyfura
Freyja
Frigga
Goda
Grima
Gyda
Gyrid
Halldis
Hallkatla
Hervor
Hetha
Ingerid
Ingrith
Ingolv
Joreid
Jorunn
Kadlin
Kula
Ljufa
Luta
Madrene
Maxita
Medana
Nanna
Odindisa
Osk
Ottkatla
Ragenild
Rane
Runa
Sdla
Signy

Svaa
Thola
Thorfinna
Thyrvi
Una
Vandrad
Visna
Ylwa
Yrsa
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once and, if it is offered again, then they will take pity on the poor person that so
clearly needs the work and they will accept.

Notable Characters

Styrkaar

Styrkaar is one of the oldest living peoplein thevillage. At the age of 83 years, heis
still quite sharp mentally. He hasthefavor of most of the other elders, who respect him
as a smart man with alevel head, but his ideas are usually very traditional and
conservative. Thereis no love lost between Styrkaar and the new king and he will
vehemently object to any motionto call upontheking for aid. Styrkaar hashad several
meetings with the river god and has come away with the occasional bit of information
or brief gift of power.

Styrkaar knows and understands the domain of theriver god and never asksfor hisaid
against the enemies of his people. That simply is not the concern of the god and he
knows better than to ask. There have been occasions, however, where the river god
has gifted a villager with the power to raise the river against attackers, though this
almost always means that the villager with the power must stand in the middle of the
river and lure the enemiesto him. That villager nearly always diesin the process.

Lulach

Lulach isahunter that, although he does not actually livein the village, has closeties
to the village. He brings them meat from time to time and in exchange they give him
grain or fresh fruits. Lulach isknown to be among the best huntersintheland andis
nigh impossible to catch unawares. And finding him when he does not want to be
foundissaidtobeliketryingto seethewind beforeyoufeel it. Itissaidthat he can see
distant places and has appeared to be in more than one place at the same time.

Lulach keeps to himself other than interacting with the villagers, and he almost never
comes around when thereare outsidersintown. He seemsto prefer the solitude of the
wilderness to the company of any people at all. Even with the people of Timberford,
heisusually not very sociable and will take what he is given and leave. Heis one of
thefew peoplethat Styrkaar trustsand will ask for help should there be an urgent need.

Thefact isthat Lulach is one of the newly emergent Solar Exalted. He haslittlein the
way of experienceor real power, but he hasvery keen senses and the ability to seeinto
distant places. Heisalso very good at hiding and stealth.

Full stats for Lulach appear in a Sidebar on the next page. These stats are only one
possible version of Lulach, however, and those Storytellers that need something else
should make any changesthey feel are necessary. Changing himto an Abyssal would
befairly easy to do by simply changing around some of the Charms so that they work
in a more death-oriented fashion. For the Distant (Sense) Techniques, | would
recommend changing those so that he can Sensethrough the senses of one of hiszombies
or other undead creations.

Thrain

Thrain is the one that most people in the village look upon as akind of magistrate or
mediator. He hasalevel head and agood eye for balance. When a dispute comes up
between villagers, and it does not degenerateinto abrawl, heisusually consulted and
given the facts and details of the dispute. Hisjudgments are ailmost always fair and
equitable to all involved.

When a serious crime is committed, usually in the heat of passion or by an outsider,
Thrain isthe one that would perform the investigation. He has agood eye for details



and akeen mind for putting the facts together. Hisrecommendations for the punishment, assuming that any punishment

can be carried out, are almost always passed by the elders.

The main punishment used against outsidersisto invoke the wrath of theriver god.
They namethe outsider to theriver god, and make the appropriate sacrifices. Should
the outsider ever try to crossthat river again, hiscrossing isdoomed to fail. Unless
the outsider can find some way around or over theriver without actually touchingit,
he will not be able to cross the river for any reason.

Eyfura

Eyfuraisalmost old enough to be one of thevillageelders. Shewasborntheyounger
of two sistersto one of the outlaying farming families. Her sister hasraised afamily
and now hasgrandchildren. Eyfura, onthe other hand, appearsto have beeninfertile.
She had a husband many years ago, but he died anearly ten wintersago. When she
wasyounger, shevisited the castlethat the king now residesin. There, inaroom that
was hidden from normal view, she found a great collection of books.

From these books, Eyfuralearned to read after afashion, and she has also learned a
great many things about theland and the spiritsthat reside there. Shehasdabbledin
some magic, and has usually been successful at it. She recently found a book that
was locked, and after much trial and error, was finally able to open the book. She
does not know it yet, but the creatures that she can summon with theritualsin that
book are more dangerous than anything the village has faced yet.

Daily Life in the Timberford

Thetypical day inthevillage involvesthe daily fight for survival to some degree or
another. In the Season of Air, fires must be kept up and a clear path to the grain
storage must be maintained. I1nthe Season of Water, the houses must be maintained
to avoid damagefrom therains, and the mud between the houses must be coated with
reeds or leaves to keep it from becoming a bog. In the Season of Earth, the fields
must betended and the appropriate sacrificesmadeto the gods of theland and harvest.
There are also mid-year celebrations around this time. In the Season of Wood, the
harvests must be gathered and made ready for storage, and thisisusually when the
king comeslooking for hisshare. 1nthe Season of Fire, they must watch their cooking
fires carefully, lest the dry reedsthat litter the floor and the thatching that makes up
the roof catch fire from a stray ember. And during the five days of Calibration, the
peoplerarely leave their houses unlessthereisavery good reason.

Thereare, of course, the usual eventsthat go onin any group of people. Fightsand
arguments happen nearly daily, and are usually resolved soon after they start.
Whenever thereis something unusual going on that requiresthe decision of theelders,
the rest of the village specul ates and rumors start to fly about one family or another.
When Thrain is asked to mediate a dispute, it is not uncommon for similar rumors
and mud-slinging go on.

The most frequent event that breaks the normal routine is when a group of bandits
will try toraid thevillage. These banditsusually number on about adozen, and they
are usually more malnourished than the villagers. The bandits normally get away
with some food and afew items. Very occasionally, they will take a child or woman
from thevillage asthey go, but these raids usually end badly for the banditsthat try
it.

Name: Lulach
Caste: Night

Attributes: Strength 3, Dexterity
4, Stamina 3, Charisma 3,
Manipulation 2, Appearance 2,
Perception 5, Intelligence 3, Wits
3

Virtues: Compassion 2,
Conviction 2, Temperance 3, Valor
2

Abilities: Athletics 3, Archery* 3,
Awareness 3, Brawl 3, Dodge 3,
Endurance* 3, Medicine2, Melee*
3, Resistance* 3, Stealth 3
(Wilderness 2), Survival* 3,
Thrown 3

Charms: Distant Hearing/Touch
Technique, Distant Sight
Technique, Distant Smell/Taste
Technique, Easily Overlooked
Presence Method, Keen Hearing/
Touch Technique, Keen Sight
Technique, Keen Smell/Taste
Technique, Reed in the Wind,
Sensory Acuity Prana,

Base I nitiative: 7

Attack:

Bow: Spd 7, Acc 7, Dam 3L, Def O
Axe: Spd 7, Acc 7, Dam 8L, Def 7
Dodge Pool: 7

Soak: 4L/7B (3L/AL Buff Jacket)

Willpower: 5

Health Levels:
Inc.

-0/-1/-1/-2/-2/-4]

Essence: 3
Essence Pool: 14/35

Other Notes:

Abilities marked with a * are
Favored Abilities.

The Distant (Sense) Technique
Charmsare new Charms presented
in the Charms Chapter. Lulach
does not have any artifacts or
manses by default.
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Plot Hooks for Timberford

Here are some ideas for adventure seeds within the area of
Timberford. These could be easily expanded to encompass
more than just athrow-away adventure. Some suggestions
will beincluded to that effect, but giventhesize of thevillage,
it probably will not figure prominently in a long-running
campaign, especially onethat is already on-going when this
villageis dropped into it.

Bandit Raid!

A larger than average group of bandits attacks the village
while the PCs happen to be passing through. The bandits
mistake the PCs for rich merchants or nobility and seek to
take their money. If the PCs drive off the bandits without
harming many of them, the villagers will be suspicious and
might feel that the PCsare setting them up, making themselves
look like heroes to get something more out of the villagers.
If the PCs demand some reward for saving the village, then
the villagers, seeing how easily they defeated the bandits,
will pay what they can, but will also request that the river
god sanction them and prevent them from passing hisriver

again.

This plot hook could be expanded by making it so that the
bandits are funded by the antagonist of your story, and are
actually thereto either herd the PCsin aspecific direction or
in aweak attempt to kill them. In any case, be sureto leave
cluesto their identity on the bodies of any banditsthat they
capture or kill.

Power Grab

Onetimetoo many have the elders sided with that new king.
Styrkaar has decided that his family can run things better
than the council and starts consorting with other nearby
villagesto plan atakeover of thevillage so that histhird son
will beanew king inthearea. What he doesn’t know isthat
the river god set up the council of elders many generations
ago and will not be pleased with this development. When
Styrkaar beginshishid for power, theriver will become much
rougher for its entire length, and will become nearly
impassable at all locations where there is not a physical
bridge. Anyone that uses that river for their livelihood will
know that something is wrong and could call in the PCsto
investigate.

This plot hook could again be expanded by using your Big
Bad asthe motivator behind the event. Have Styrkaar being
influenced in someway by your antagonist so asto destabilize
theregion by disrupting theriver. Perhapsthisisdoneasa
prelude to killing the river god itself and depriving the land
of water.

Child of the Sun
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Lulach makes an obvious choice for any Dragon-Blooded
game. The thing to remember is that he is not a combat
monster. His talent lays in not being found. Heis also a
good woodsman and knows how to set traps. Hewould likely
lead the PCs amerry chase through trapped woods and into
bear caves. Thisadventureideaisagood chanceto usesome
of those creatures from the Creatures of the Wyld excerpt, or
even some from the full book if you have accessto it.

In any case, Lulach makes a good Bad Guy. No one knows
what he really does out in those woods. Maybe he is
summoning demons, maybe he is a cannibal that likes to
capture and hunt humans and then when heisdone, cut them
up and eat them. Maybe heissecretly working for your Big
Bad towards hisendsin thisregion.

Sanctioned

Havethe PCs passthrough the village and then at some point
later, have them try to cross theriver again. When theriver
god makes it impossible for them to cross, have them find
out that they have been found guilty of some event in the
village of Timberford. Whenthey gotoinvestigate, tell them
of some serious crime that occurred right around the time
that they were there, and that it was determined that they
were at fault. Give them the chance to investigate if they
want, though any evidencewould be so old that they probably
would not get much from it. But you should leave at least
one good clue for them, and probably more than just one,
pointing to thereal culprit. Oncethey havefigured out who
it was, let them clear their name (unlessit really wasthem, in
which case, |et them live with their actions).

This one fits neatly into nearly any campaign as one more
instance of the Big Bad causing the PCs grief. Evenif you
don’t want to use your own Big Bad and just have thisas a
chancefor the PCsto frametheir antagonist(s), then let them
do that too. Who know? Maybe making it impossible for
their enemiesto crossthat river would be agood thing.

And Finally...

Thelast plot hook for thisarticleisactually inthe next section.
Here I’ ve used the plot hook that | have actually used for a
session, and written it up into a short scenario. There are
goingto beanumber of unexplaineditemsin here, butthatis
asit should be, in my opinion. Doing so leavesthe Storyteller
with some ready-made hooks. And if you are not ready to
answer and your players still ask “What was up with those
Dream Flies?” Just do like | do and tell them, “Yeah. That
was strange wasn't it?”’



Adventures

Murmurs of Dark Secrets

By Lael Buchanan
Setup

The Village of Timberford isunder acurse. The people do only what they must to survive, they wander around asif in a
daze and only move when they need to get food or water. Other than the basic needs of survival, they simply sit and
murmur incomprehensibly to themselves.

Asthe PCsapproach the village of Timberford, have them make an Awareness Test to seeif they notice the noise from the
villagers. Y ou can also offer them the chanceto roll to seeif they notice the lack of normal activity withinthevillage. Once
they are actually in the village, thereisvery little chance that they will miss the sounds or the lack of activity.

When the PCslook around the village, they will find the people sitting in their houses murmuring to themselves. If they get
closeenoughtolisten carefully to avillager, thewill be unableto make out the exact language that is being spoken, nor will

Making the Game Darker

If you want to add in alittle bit of
darknessto the game, you can
play up some of the grittier
aspects of these scenes. For
example, the villagers only move
when they need food or water.
Which meansthat they have been
relieving themselves right where
they have been sitting. Soyou
can play up the smells and sounds
for alittle bit of graphic reality.

Another thing that you can do to
add a somewhat darker aspect to
any investigation of thevillageis
to have he PCs note that there do
not appear to be any children |eft
inthevillage. If they conduct an
extensive search of the
surrounding lands, they will find
anest with small bones scattered
around here and there.

they be able to make out any meaningful words. If any of the PCs use a Charm that
alows them to see Spirits in the area, they will notice that there are nightmarish
Dream Flies perched on the shoulders of all of the villagers. (For Stats on Dream
Flies, see page 37 of Games of Divinity)

If the PCstry to get one of the villagers to snap out of the trance that they arein, it
will not taketoo much to succeed at getting them to wake up. However, if thevillagers
are |eft alone for more than a few minutes, they will resume their murmuring trance.
Villagersthat are brought out of the trance will be very disoriented and will have no
knowledge of the past few days.

If the PCs search the surrounding countryside, they will also find a small camp of
bandits that had been planning to raid the village. The bandits are also entranced,
and snapping them out of their trances will almost certainly result in afight as they
will react negatively towards strangers in their camp. Again, if the bandits are left
alone for any length of time, they will return to their trances. There will also be a
young lady with them, shewill betied up and gagged, though shewill still be entranced
and trying to murmur. Shewill also be remarkably malnourished because she has not

been able to feed herself or drink any water.
Story

Thetruestory of what ishappeningisthis. Thebanditshave beenraiding Timberford
with greater frequency lately. They have been carrying off more and more food and
valuable items. Recently they even kidnapped the youngest niece of Eyfura. In

response to this, Eyfura started looking through her books to find something that could aid her in either getting her niece
back or in taking vengeance on the bandits.

Unfortunately, what she actually summoned was an Amphelisia, also known as a Teakettle Courtier. Little did she know
that this demon would so quickly get out of her control and make the village into itslair.

The Amphelisiaitself will be wary of any strangers entering the town and will wait to see if it can seduce them with its
whispers. If it cannot, then it may try to use Confusion on them, it may simply attack, or it may hideif it seesany evidence
that the strangers are more powerful thanitis.
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Notes:

| have assumed that the
IAmphelisia’ s murmuring, along
with its Confusion Charm, would
have a much greater effect on
Mortals than it would on
supernatural creatures or Exalted.
[Thetrance that the populationisin
isthe result of the Amphelisia
simply being in the areaand its
murmuring whispers having akind
of contagious effect on the mortals
nearby.

Should the PCs actually be mortals,
and you choose to go with this
interpretation of the demon’s
powers, then you might want to
make the PCs make daily
\Willpower Checks to keep from
falling victim to the demon’s
influence.

Conclusion

About the only way to free the village from the grip of the Amphelisiaisto kill or
banish the demon. Any confrontation with the demon ishazardousdue mainly toits
poison. If the PCs fail to kill the demon, then it will hide out in the village well,
poisoning the well before it leaves for greener pastures.

When the Amphelisiaattacks or is attacked, the first thing that it will doisto call up
the snakes and insects of the areato form its armor. When the creatures are called,
they will begin to fall from nearby trees and rooftops. It will sound very much like
rain, and the “pools’ and “puddles’ that form from this black rain will then flow
towardsthe demon.

Thething to keep in mind isthat the formation of the armor takesthreeturns. If the
Amphelisiaisattacked first, then it will probably seek to run and hide until it can call
its armor. Otherwise, if the Amphelisia chooses to attack first, then there will be
three rounds of the PCs hearing sounds like rain, seeing ablack rain falling from the
trees, and seeing the “water” flow towards a central location, even flowing uphill if
need be.

Below | haveincluded a4”x6" reference card for the Amphelisia. Y ou can print out
another copy of thispage, cut it out and pasteit toa4”x6” index card. For thosethat
use the European paper sizes, an A6 Card should be about the right size for this
reference card. It won't be a perfect fit, but | don’'t believe that you will l1ose any
information.

Usingthe Amphelisia: Theimportant thing to remember about the Amphelisiaisits
extraactionsfrom Principle of Motion. If the Amphelisiais agitated or provoked,
then it might usethese actionsfor initial attacks, otherwiseit will probably savethem
for defense. Another important aspect of its attacksisthe Poision that it has. This
poison is added to the damage of the Tentacle Attacks and isthe main effect caused
by the Poison Spray. Poison Rules are on Page 243 of the Main Rulebook.

The Teakettle Courtier

Strength: 2
Dexterity: 4
Stamina: 3
Athletics: 2
Awareness. 2
Brawl: 3
Dodge: 4
Survival: 3

Charms:

Confusion

Materialize

Principle of Motion
Cost to Materialize: 33

Base I nitiative: 8

Dodge Pool: 8
Willpower: 5
Soak: 1L/3B

Soak*: 8L/10B (Venomous
Creatures 7L/7B)

Essence: 3

Essence Pool: 65

Compassion: 1

Conviction: 4 Valor: 3
Attacks:
Bite: Health Levels:
Spd: 8, Acc: 5, Dam: 5L, Def: 4
-0 O
Tentacle: -1 oo
Spd: 8, Acc: 5, Dam: 5L+Poison, 2 oo
Def: 8 -4 o
Inc O
Poison Spray: Other Notes: Summoning the

Charisma: 3 Perception: 3
Manipulation: 1 Intelligence: 1
Appearance: 2 Wits: 4

Temperance: 2

venomous creatures that formit's
hidewhen angry takesthreeturns.
The Amphelisia’ sAppearance
dropsto 0 when they swarm over
it'sbody, but it gainsaccesstoits
armor and the tentacle and Poison
Spray attacks

Spd: 10, Acc: 9, Dam: Poison, Def:
Poison: up to two exposures per
day are effective. Difficulty 3, 1L/
4L damage, 1 minute/-6 penalty.
The Courtier can spit or drool 1
gallon of venom per minute at a
cost of 1 mote of Essence each
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Charms

AWARENESS

Sensory Acuity Prana

Keen Hearing/Touch

Technique Keen Sight Technique Keen Smell/Taste Technique

Distant Hear_lng/Touch Distant Sight Technique Distant Sm_ellfl’aste
Technique Technique

< Names in the Wind >
\/

Avatars of the Sun Child

NI«

Awareness additional mote doubles the range of the Charm. The maxi-
mum range to which this Charm may be extended is equal to

By Lael Buchanan °
the PC’s Essence x 1,000 Miles.

Digtant Sight Technique

Cost: 5+ Motes Digant Hearing and Touch Technique

Duration: One Scene Cost: 5+ Motes

Type: Smple Duration: One Scene

Minimum Awareness. 4 Type: Simple

Minimum Essence: 3 Minimum Awareness. 4

Prerequisite Charms. Keen Sight Technique Minimum Essence: 3

The PC is able to extend his sight to a distant location Prerequisite Charms. Keen Hearing and Touch Tech-
which he has physically visited previously. Therange of the nique
Charm is equal to the PC’'s Essence in Miles. This Charm Description: The PC is able to extend his hearing and

does not enhance or change the PC’s ability to see. Each touch to a distant location which he has physically visited
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previously. The range of this Charm is equal to the PC’'s
Essence in Miles. This Charm does not enhance or change
the PC’ sahility to hear or feel. Each additional mote doubles
the range of the Charm. The maximum range to which this
Charm may be extended is equal to the PC’s Essence x 1,000
Miles.

Disant Smell and Taste Technique

Cost: 5+ Motes

Duration: One Scene

Type Smple

Minimum Awareness. 4

Minimum Essence: 3

Prerequisite Charms. Keen Smell and Taste Technique

The PC is able to extend his smell and taste to a distant
locationwhich hehasphysically visited previously. Therange
of this Charm is equal to the PC’'s Essence in Miles. This
Charm does not enhance or change the PC’ s ability to smell
or taste. Each additional mote doublestherange of the Charm.
The maximum range to which this Charm may be extended is
equal to the PC’s Essence x 1,000 Miles.

Names in the Wind

Cost: 2 Motes

Duration: Instant

Type Reflexive

Minimum Awareness. 4

Minimum Essence: 4

Prerequisite Charms: Distant Hearing and Touch Tech-

nique

The PC can reflexively spend 2 motes of essenceto hear
when someone speaks his name and they are referring spe-
cificaly tohim. If the PC spendsthe essence, then he learns
who spoke his name and in what context, though not neces-
sarily the specifics. If hedoesnot spend the essence, then he
simply knowsthat someone, somewhere, spokehisname. This
Charm has no effective range limit and works throughout
Creation

Avatars of the Sun Child

Cost: 5+ Motesand 1 Willpower per Avatar
Duration: One Scene
Type Smple
Minimum Awareness. 5
Minimum Presence: 5
Minimum Essence: 4
Prerequisite Charms. Distant Sight Technique, Dis-
tant Hearing and Touch Tech-
nigue, Distant Smell and Taste
Technique
Description: This Charm allows the PC to create an
avatar of himself at adistant location which he hasphysically
visited previously. This avatar has full sensory awareness,
and can communicate with nearby creatures, assuming the
PC can understand them. The avatar isnot capable of physi-
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cal action or of using Charms or Spells. The PC can only
have a number of Avatars equal to his Essence at any one
time. Range of this Charm is equal to the PC's Essence x 5
miles. Each additional mote spent on each duplicate doubles
the range of the Charm, and the PC cannot spend more addi-
tional motes than twice his Essence on any one duplicate.

How to use these Charms:

These Charms are fairly straight-forward. The one
thing that a Storyteller must remember about the Distant
(Sense) and Avatars of the Sun Child Charms, isthat the PC
must have previously visited the location that he wants to
sense or send an avatar to. Thisisthe one most important
limitation on these Charms, and the Storyteller should not | et
these Charms be easily abused.

The thing to remember about Namesin the Windis
that the Player should be given the option of spending the
motesto know more. If the Player chooses not to spend the
motes, then he will only know that his character’s name was
spoken. If, on the other hand, the Player chooses to spend
the motesthen he should only be given the Context in which
the character’ s name was spoken, but will not hear any part
of the actual conversation.



Distant Sight Technique

Awareness

Cost: 5+ Motes

Duration: One Scene

Type: Simple

Minimum Awareness. 4

Minimum Essence: 3

Prerequisite Charms: Keen Sight Tech
nique

Description: The PC is able to extend
hissight to adistant [ocation which hehag
physically visited previously. The rangg
of the Charmisequal to the PC’ s Essencsg
in Miles. This Charm does not enhance
or change the PC’s ability to see. Each
additional mote doubles the range of the
Charm. The maximum rangeto which this
Charm may be extended is equal to the
PC’s Essence x 1,000 Miles.

Distant Hearing and Touch Technique

Distant Smell and Taste Technique

Awareness

Cost: 5+ Motes

Duration: One Scene

Type: Simple

Minimum Awareness. 4

Minimum Essence: 3

Prerequisite Charms: KeenHearing and
Touch Technique

Description: The PC is able to extend
hishearing and touch to adistant | ocation
which hehasphysically visited previously|
The range of this Charm is equal to the
PC’s Essencein Miles. This Charm doeg
not enhance or change the PC’ s ability tg
hear or feel. Each additional motedoubleg
the range of the Charm. The maximum
range to which this Charm may be ex-
tendedisequal tothe PC’ sEssencex 1,000
Miles.

Awareness

Cost: 5+ Motes

Duration: One Scene

Type: Simple

Minimum Awareness. 4

Minimum Essence: 3

Prerequisite Charms. Keen Smell and
Taste Technique

Description: The PC is able to extend
his smell and taste to a distant location
which hehasphysically visited previously|
The range of this Charm is equal to the
PC’s Essence in Miles. This Charm doeg
not enhance or change the PC’ s ability tg
smell or taste. Each additional motg
doubles the range of the Charm. The
maximum range to which this Charm may
be extended is equal to the PC’ s Essence
x 1,000 Miles.

Names in the Wind

Awareness

Cost: 2 Motes

Duration: Instant

Type Reflexive

Minimum Awareness. 4

Minimum Essence: 4

Prerequisite Charms. Distant Hearing
and Touch Technique

Description: The PC can reflexively
spend 2 motes of essence to hear when
someone speaks his name and they are
referring specifically to him. If the PC
spends the essence, then he learns who
spoke his name and in what context,
though not necessarily the specifics. If he
does not spend the essence, then he sim-
ply knows that someone, somewhere,
spoke his name. This Charm has no ef-
fective range limit and works throughout

Creation

Avatar sof theSun Child

Awar eness/Presence

Cost: 5+Motesand 1 Willpower per Avatar
Duration: OneScene

Type: Smple

Minimum Awar eness. 5

Minimum Presence:5

Minimum Essence: 4

Prerequisite Charms: Distant Sight Technique,
Digtant Hearing and Touch Technique, Distant Smel
and Taste Technique

Description: ThisCharm allowsthe PCto creats
an avatar of himself at adistant ocation which he
has physically visited previously. Thisavatar hag
full sensory awareness, and can communicate with
nearby creatures, assuming the PC can understand
them. Theavatar isnot capable of physical action
or of using Charmsor Spells. The PC can only have
anumber of Avatarsequal to hisEssenceat any ong
time. Range of thisCharmisequal to the PC'sEs-
sence x 5 miles. Each additional mote spent on
each duplicate doublesthe range of the Charm, and
the PC cannot spend more additional motes than
twice his Essence on any oneduplicate.
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Charm Combos

Graceful Dance of Falling Stars

By Ladl Buchanan
(Archery/DodgeCombo)

Minimum Archery: 3
Minimum Dodge: 2
Minimum Essence: 2

Charms:

Dazzling Flare Attack (1 mote per 2 damage dice) (Supple-
mental)

Phantom Arrow (1 mote per arrow) (Supplemental)

Reed in the Wind (2 motes per dodge) (Reflexive)

Trance of Unhesitating Speed (Cost Varies, Multiple Shots)
(Extra Action)

Wise Arrow (1 mote per die to Archery Test) (Supplemental)

Description:

When the character activates this combo his Essence bursts
around him with each mote forming a small star that orbits
the character’sbody. As the character moves the stars that
are his essence shimmer and glow, trailing behind him con-
fusing hisenemies. After he drawsthe bow and just asheis
about to release the string, a star falls from his animato be-
comethe arrow that he will fire. The arrow tracesit’sway to
thetarget asfast asashooting star and impactswith aburst of
essence.

How to use this Combo:

Since thiscombo is based largely on Tranceof Unhesitating
Speed, it can get quite expensiveto use, but can also be very
effective at taking down a small group of enemies. Because
of the cost, thiscombo isusually used only against one or two
very dangerous enemies, and then the character will need to
stunt around quite abit to recover enough essence to be ef-
fective.

Unerring Solar Fury
By Ladl Buchanan

(Archery Combo)

Minimum Archery: 4
Minimum Essence: 2
Charms:

Solar Spike (1 mote per 2 dice of damage) (Simple)

Trance of Unhesitating Speed (Cost Varies, Multiple Shots)
(Extra Action)

Wise Arrow (1 mote per dieto Archery Test) (Supplemental)

Description:
As the character draws his bow, bolts of solar fire begin to
form between the string and the bow. Upon release of the
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arrows, they stream towardstheir targetsin aburst of essence
and fire.

How to use this Combo:

This Combo is based on Trance of Unhesitating Speed,
which meansthat it can get quite expensiveto use. Because
of the special minimum damage rules for the Solar Spike
Charm, thisCombo isparticularly useful against Abyssalsor

other heavily armored Creatures of Darkness.

Miraculous Grace of Anointment
By Ladl Buchanan
(Medicine/Martial Arts Combo)

Minimum Medicine: 4

Minimum Martial Arts. 5

Minimum Essence: 3

Charms:

Anointment of Miraculous Health (10 motes) (Simple)
Striking Serpent Speed (6 motes, 1 Willpower) (Extra Ac-
tion)

Description:

The PC’s speed becomes inhuman as he moves from one
wounded soldier to the next, leaving a wake of glowing es-
sencethat falls onto the wounds of theinjured and beginsto
heal them at an incredible rate.

Notes:

The purpose of this Combo is to allow the Healer to heal
multiple people or multiple injuries on a single person very
quickly. Since a Simple Charm replaces the Dice Actions
provided by the Extra Action Charm, the PC will not nor-
mally make any actual attacks with his Martial Arts in the
turn that he usesthiscombo.

In a combat situation, the Storyteller may require
Dexterity + Martia Arts (Difficulty 3) rolls to touch friendly
targets. (The reason for the Difficulty 3 is under Marking
Targets (pg. 238 of the Core Rulebook.)

Itisalsoworth noting that this combo will probably
be extremely expensive, sincethe PC * must* useAnointment
of Miraculous Health at least as many times as the number
of extraactions generated by Striking Serpent Speed.



M anses & Demenses

Manse of the Maddened Spirit
(Mansesee)
By L ael Buchanan

Description: One of the first manses created following the
Great Contagion. The Manse of the Maddened Spirit was
intended as awatchtower from which the Wyld could be ob-
served and preparations could be made should the barbarians
and their Fair Folk mastersreturned. The Mansewasbuilt on
the top of amountain overlooking the edge of Creation.

The manse was constructed by an inexperienced, but bril-
liant, sorcerer-architect with strong ties to the Bronze Fac-
tion. In his attempts to make the Manse stronger than the
Demesne would naturally support, he bound not only the
power of the Demesne, but al so the power of avery powerful
local spirit. The binding was not quite right however, and
after a particularly brutal fight against a group of Wyld bar-
barians, a part of the spirit that remained free awoke fromits
binding and found itself fractured by all of the death surround-
ingit. It still had tiesto the manse, though as part of its es-
sencewas bound into the construction of the manse.

Thespirittried at first to reason with anyonethat it could find
to help it destroy the manse and be free, but the few people
that passed that way were either not powerful enough to de-
stroy themanse or had nointerest in helping. Over the centu-
riesthe spirit hasgone mad trying to either freeitself from the
manse or to sleep the dreamless sleep of abound spirit. This
madness has infected the rest of the manse and eventually
extendsto anyonethat staysin or near the mansefor any length
of time. Anyonethat actually attunesthe manseisbound for
madness. The spirit eventually took to trying to kill anyone
that came near in the hope that they would, in turn, kill it or
destroy themanse, but to no avail asyet. The maddened souls
of all those that the spirit has killed are now bound to the
manse and to the spirit aswell.

System: Anyonethat sleepswithin 10 miles of the Manse of
the Maddened Spirit will experience nightmares of being
trapped or confined in asmall space. If someone should set
up ahouse anywherewithin 10 milesof the manse, they would
need to make aWillpower roll every five yearsto avoid pick-
ing up some form of mental illness.

Anyone actually attuning the manse will need to makeaWill-
power roll every 3 months to avoid gaining a mental iliness,
this roll must be made regardless of where the owner of the
manseis, even if heison the other side of Creation from this
manse.

The Manseisrating e+ solong asthe Spiritisstill bound to
it. If the Spirit should befreed or destroyed without destroy-

ing the Manse, thenitsrating dropstoe.
Hearthstone: The Stone of Murderous Rage

Description: TheHearthstone of the Manse of the M addened
Spirit is a blood red stone. The color seems to swirl and
churn beneath the surface of the stone. Any that hold this
stone are that much closer to madness, and those that are ac-
tually attuned to it have amad rage barely kept in check be-
neath the surface of their mind.

System: Anyonethat isnot attuned to the Mansethat holds
this stone will feel their temper get shorter the longer they
hold the stone. Thisis especially true when they are in an
enclosed space or when they are restrained in some way.
Anyonethat isactually attuned to the manse and hasthe stone
intheir possession isin danger of losing control of their rage
at any moment. Any time their actions are restricted in any
way, either by law or by the action of another, the character
must make a Willpower roll to avoid suffering from the same
effects as the Berserk Anger Limit Break (pg 133 Main
Rulebook.) The difficulty of the Willpower roll goes up by
onefor each successful roll. Thusthefirsttimeit happensthe
Difficulty is 1, if that roll is successful, then the next check
will be at Difficulty 2 and so on.

The actual purpose of the Manse does show through this
Murderous Rage, however. Solong asthe Spirit isbound to
the Manse, the Hearthstone also provides its user with free
and constant use of the Reflex Sidestep Technique, making it
nearly impossible to sneak up on the user.

If the Spiritisfreed or destroyed without destroying theManse,
then the powers of the Hearthstone are greatly reduced, but
they are wholly beneficial. A person attuned to, and in pos-
session of, the Hearthstone will have the difficulties of all
Perception checksreduced by one.
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Name Tepet Tanaka

Aspect: Air

Attributes: Strength 3, Dexterity
4, Stamina 3, Charisma 4,
Manipulation 4, Appearance 2,
Perception 2, Intelligence 3, Wits
2

Virtues: Compassion 2,
Conviction 3, Temperancel , Valor
3

Abilities: Archery 1, Athletics 2,
Awareness 3, Bureaucracy 2,
Dodge 3, Endurance 2,
Investigation 1, Linguistics2, Lore
2, Martial Arts 1, Medicine 1,
Melee 3, Occult 1, Performance 2,
Presence 3, Ride 1, Socialize 2,
Survival 2, Thrown 1

Charms: Dragon-Graced
Weapon, Elemental Bolt Attack,
Flickering Candle Stance, Glowing
Coal Radiance, = Ox-Body
Technique (x2), Threshold
Warding Stance, Wild-Wandering
Forester Charm

Base Initiative: 6

Attack:

Jade Daiklave

Spd: 12, Acc 9, Dam 8L, Def 9
Dodge Pool: 7 Soak: 13L/17B
(12L/14B Jade Articulated Plate)

Willpower: 6 Health
Levels: -0/-1/-1/-1/-1/-2/-2/-2/-2/
-4/1nc.

Essence: 2

Essence Pool (Personal/
Peripheral): 10/12 (11 Motes
Committed)

Other Notes:

Abilities marked with a * are
Favored Abilities.
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NPCs

Dragon-Blooded

Tepet Tanaka

By L ael Buchanan

Thelsle of Jade Grassliesto the north of the realm, to the west of the mainland, and
south of the glaciersof thetruenorth. Itisalargeisland, with jade green grassonthe
coastsand aninterior that iscovered by awiderange of environments. Onthe south-
eastern coast of thisland lies the satrapy of Tepet Tanaka. Tanakais avery minor
member of the House Tepet and holds very little in the way of real power.

On paper, hissatrapy isvery large comprising nearly the entire Isle of Jade Grass. In
fact, his power isextremely limited. He does not even have afull Talon of troops at
his command, and can barely manage any real level of control over the lands
immediately surrounding hisown. The nativesof thisisland consort with Spiritsand
just about every village and town has their own God-Blooded king. The various
villagesand towns constantly war against one another, and raid each other for supplies
and captives.

Tanaka has resigned himself to not having any real control over the lands that are
supposed to be his, but the one thing that he swears is that he will never suffer an
Anathematolive. Any timethereiseven ahint of an Anathemaon hisisland, hewill
take most of histroopsand go to hunt it down. Asyet, however, he has never faced
areal Anathema.

Tanaka was born the 4% son of a minor member of the Tepet family. He was sent for
his primary schooling to the military school in Chanos. He was a mediocre student,
at best, and never made it into one of the secondary schools. When his schooling
wasdone, hetraveled for afew years seeking adventure. Eventually hewasrecalled
to hisfather’ s house to become an upstanding member of society. Hewasgiven the
satrapy of thelsle of Jade Grass. More of abackhanded insult than anything el se, the
Satrapy was nearly uncontrollable, and was almost completely unsupported by his
family beyond t absolute minimums.

Tanaka has learned to live with hislot in life and has gained a measure of humility
from the experience. He has become a decent example of what a Dynast should be.
He has grown to be more responsible than he was in his youth and is now afairly
responsible member of society. He still hates that he is responsible for the day-to-
day operation of his Satrapy, but he cannot find anyone el sethat knows how to do it
that heiswilling to trust with hisfortunes.

In Combat, Tanaka favors the use of his Diaklave to other forms of combat. With
Dragon-Graced Weapon, heknocks his opponents down and then finish them asthey
lay proneat hisfeet. Should he need aquick short ranged attack, he prefersto usehis
Elemental Bolt Attack.



Tepet Korina
By Laedl Buchanan

Tepet Korinawas alinguistic prodigy. In her primary schooling, she seemed to be
able to pick up languages with an ease that no other could manage. Her teachers
catered to her strengths and taught her all the languages that they could. When she
Exalted, they continued to teach her linguistics and the various Charms of L anguage.
She was a destined for greatness, and could easily have become one of the finest
teachers of linguisticsat any of the secondary schools.

She, however, had other ideas. She craved the opportunity to learn the languages
first hand from the natives that spoke them. When she graduated from her primary
school, shejoined with her cousin Tepet Tanakaand went adventuring inthe periphery.
In their years together, they join in the Ritual of Sworn Brotherhood. Though most
of their Brothers have since fallen, they are still together.

Korinahasstuck by her cousin through many hardships, and haseven joined himin
hiscomfortable exile onthelsleof Jade Grass. She enjoysthe opportunitiespresented
by living here, though as she hasthe chance to not only learn the native language of
the surrounding villages, but also to study thelinguistic drift from onevillageto the
next and to learn their folk tales.

Although she prefersto study the people around her, she has no compunction about
killing or hurting them should they prove difficult or unruly. Sheisno slouch witha
sword, and is at least the equal of most trained mortals. Her ability with linguistics
though is her strongest asset. When sheisforced to fight, she will use her Charm,

With One Mind, to enhance the fighting abilities of her friends.

Name: Tepet Kornia

Aspect: Air

Attributes: Strength 2, Dexterity
2, Stamina 3, Charisma 2,
Manipulation 4, Appearance 3,
Perception 3, Intelligence 4, Wits
3

Virtues: Compassion 3,
Conviction 3, Temperance 2, Valor
1

Abilities: Archery 1, Athletics 3,
Bureaucracy 2, Dodge 2,
Endurance 1, Investigation 1,
Larceny 4, Linguistics 5, Lore 2,
Martial Arts 1, Medicine 4, Melee
2, Occult 1, Performance 1,
Presence 1, Ride 1, Socialize 2,
Stealth 2, Thrown 3

Charms: Language Learning
Ritual, Poisoned Tongue
Technique, Thousand Tongues
Meditation, \wice of Mastery,
Voices on the Wind, Wind-Carried
Words Technique, With One Mind
Base Initiative: 5

Attack:

Jade Daiklave

Spd 11, Acc 6, Dam 7L, Def 6
Dodge Pool: 4 Soak: 11L/12B

(10L/9B  Jade Reinforced
Breastplate)

Willpower: 6 Health
Levels: -0/-1/-1/-2/-2/-4/Inc.
Essence: 3

Essence Pool (Personal/
Peripheral): 10/17 (9 Motes
Committed)

Other Notes:

Abilities marked with a * are
Favored Abilities.
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Name: Ledaal Mokale

Aspect: Wood

Attributes: Strength 3, Dexterity
4, Stamina 2, Charisma 2,
Manipulation 3, Appearance 2,
Perception 4, Intelligence 3, Wits
3

Virtues: Compassion 2,
Conviction 2, Temperance 2, Valor
3

Abilities: Archery 5, Athletics 1,
Awareness* 3, Bureaucracy 2,
Dodge 2, Endurance* 3,
Investigation 1, Linguistics 1, Lore
2, Martial Arts 1, Medicine 2,
Melee 2, Performance 1, Presence
1, Ride 1, Sail 2, Socialize 2,
Stealth* 3, Survival 2

Charms: Dragonfly Finds Mate,
Harvest of the Hunter, Life
Swelling Sap Strike, Seven-Y ear
Swarm Volley, Sparrow Dives at
Hawk, Spring Follows Winter,
Swallows Defend the Nest
Base I nitiative: 7

Attack:

Short Powerbow:

Spd 7, Acc 11, Dam 5L, Def O
(Rate 3, Range 300)

Dodge Pool: 6 Soak: 7L/6B
(6L/4B Jade Breastplate)
Willpower: 5 Health
Levels: -0/-1/-1/-2/-2/-4/Inc.
Essence: 3

Essence Pool (Personal/
Peripheral): 12/23 (6 Motes
Committed)

Other Notes:

Abilities marked with a * are
Favored Abilities.
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Ledaal Mokale

By Ladl Buchanan

Another of Tanaka' s Sworn Brothers, Mokale was the pride and joy of the House of
Bells. His skill with a bow was second only the great masters of the House. The
Seers of Ledaal foresaw that he would lead great armiesin the name of the Empress.
When she disappeared, however, everything wasthrown into chaos.

Mokale, disgusted with the behavior of hispeers, |eft the Realm and joined his Sworn
Brother, Tepet Tanaka, on the Isle of Jade Grass. He has been here for just a few
years and serves with Tanakain his satrapy. Mokale prefers to spend his time out
hunting thewild creatures of theisle. The more dangerousthe creatureis, the better
he likesiit.

Among the Brothers, Mokale is the most strong willed. Heis also the one with the
highest status back in the realm. His parents were of very good breeding and heis
likewise very strongly aspected. If he were to request aid from House Ledaal, he
would most likely get it in some form or another. He rarely does so, however, and
doesagood job of making surethat the others do not know just how much influence
hereally has.

Mokale prefersthelslejust theway itis. He prefersto bethe only Law of the Realm
on the island, and he prefers to be the one to take the glory if anything important
happens. He hopes, much as Tanaka does, that areal Anathemawill show itself on
thisisland so that he can make aname for himself as a Wyld Huntsman.

In combat, Mokale prefers to hang back and use his bow to best effect. Swallows
Defend the Nest is an Extra Action Charm that will make him quite effective against
small groups of enemies. And it isimportant to note that Spring Follows Winter isa
Reflexive Charm and can be used even in the same round as Swallows Defend the
Nest. The high-end defensive Charm, Seven-Year Swarm Volley makes Mokale a
very useful person to have on your side when under fire from multiple attackers at
range. The defensive Charm Sparrow Dives at Hawk makes it dangerous to attack
one of Mokale's friends even with a melee weapon.



Wulfgrim

Waulfgrim’'s Mother was a powerful Wolf Spirit whose pack roams the wilderness of
the Isle of Jade Grass. His father was a wolf of that spirit’s pack. Wulfgrim was
raised among the wolves asawolf. It was not until many years had passed that his
mother taught him the Charm to change his shape.

Once he had learned how to assume a human form, he began to seek experiences
among the humans and found that he liked their way of life better. Wulfgrim has
been among the humansfor nearly 20 years now and has made aname for himself as
one of the best bounty huntersintheland.

Waulfgrim sometimesworksfor the Dragon-Blooded, but that isonly occasional work
sincethey are usually too proud to seek hishelp. Most of thetime, hefindswork by
tracking banditsand other roguesfrom onevillage or another. He hashad one or two
encounterswith Lulach, but the two have never directly confronted each other.

Waulfgrimisasurprisingly friendly person, very open and interested in people. Even
though he has lived among humans for many years now, he still findsthem and their
societies fascinating. He enjoys parties and general revelry, much to the
disappointment of his mother, who would prefer it if he came home and helped lead
and protect her pack.

Waulfgrim has made a number of very good friends, and several of them travel with
him when he takes a job hunting someone or something. He and his friends have a
very strong friendship and have saved each other’ slives many times over.

In Combat, Wulfgrim isequally at ease with most forms of melee and knowswell the
use of the Bow. Hewill usually use Donning Spiritual Armor early in any combat for
the added protection. When he usesthis Charm, hisskin growsalayer of finefur that
helps to protect him from harm. If he is fighting a particularly difficult opponent,
then he will use Uncanny Prowess to boost his dexterity for the attack.

Name: Wulfgrim

Attributes: Strength 3, Dexterity
4, Stamina 3, Charisma 3,
Manipulation 3, Appearance 2,
Perception 5, Intelligence 3, Wits
3

Virtues: Compassion 2,
Conviction 3, Temperance 2, Valor
4

Abilities: Archery 3, Awareness 4
(Tracking 2), Dodge 3, Endurance
2, Investigation 4, Lore 1, Martial
Arts 3, Melee 3 (Daiklave +2),
Ocecult 2, Surviva 3 (Tracking +2),
Charms: Confusion,
Dematerialize, Donning Spiritual
Armor, Hurry Home,
Shapechange, Tracking, Uncanny
Prowess

Cost to Materialize: 22
Base I nitiative: 7

Attack:

Jade Daiklave

Spd 10, Acc 11, Dam 8L, Def 11

Dodge Pool: 7 Soak: 4L/7B
(3L/4B Buff Jacket)

Willpower: 7 Health
Levels: -0/-1/-1/-2/-2/-4/Inc
Essence: 2

Essence Pool: 30 (5 Motes
Committed)

Other Notes:

Wulfgrim’'s Shapechange Charm
only allowshimto change between
Human and Wolf forms. Also, by
spending 3 motes of Essence,
Wulfgrim can perceive all
immaterial spirits for one scene.

Page 17




Virtue Flaws

Solars

By Laedl Buchanan

anything that can bethrown at him. Hewill takeany

Compassion: risk to accomplish hiscurrent goals, heedless of the

Cruel Lover:

If the character isalready involvedin aro-
mantic relationship when her Limit Breaks, then she
will take to abusing, either physically or emotion-
ally, her lover for anumber of daysequal to her Com-
passion. If sheisnot currently in aromantic rela-
tionship, then shewill do everythingin her power to
find someone and get themtolove her, all while abus-
ing any trust that they giveto her.

Break Condition: Whenever the character
feelsthat her trust and faith in any relationship (not
just romantic rel ationships, but also friendships) has
been abused or that she has been used unfairly by
someone.

Defender of the Suffering:

When the character’s Limit Breaks, she must
find the nearest group of people that are afflicted
with some form of suffering, be it from disease or
oppression of someform. For anumber of daysequal
to her Compassion, the character must work to find
away to ease the suffering of the group.

Break Condition: Whenever the character sees
agroup of peoplethat are suffering needlessly.

Beneficent Martyr:

When the character’ sLimit Breaks, she will sell
or trade any itemsin her possession (including arti-
facts) so that she can then give the money to thelo-
cal poor people and the needy. She will work for a
number of days equal to her Compassion to either
sell all of the equipment, often taking the first offer
she receives that is somewhat reasonable (Artifact
dots +1 or +2 in Resources dots would be consid-
ered reasonable by the character for her artifacts).
If sheisableto sell all of her possessions and give
the money to the poor before the Limit Break wears
off, she will take any job she can find and give the
salary to someonethat could not otherwise provide
for himself.

Break Condition: When thecharacter seesthe
homel ess and destitute peopl e suffering under their
poverty.

Conviction:

Foolishly Hardy

The character becomes inured to the risks in-
volvedinany event or activity. Whenthecharacter’s
Limit Breaks, he will become completely foolhardy,
absolutely convinced of his ability to get through
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danger to himself or others. Thisstatewill last for a
number of days equal to his Conviction.

Break Condition: When the character does
something that could get him killed, but succeeds
without any real effort (scores 5 or more successes
more than he needed to succeed).

Iron Fisted Ruler

The character believes that he is the only one
that isfit to lead will attempt to impose his will on
anyone nearby, treating any resistance to his rule
harshly. For a number of days equal to his Convic-
tion the character will attempt to take over any orga-
nized group of peoplethat he encounters. Any re-
sistance will be met with aggression, and any ag-
gressive resistance will be met with violence.

Break Condition: Whenthecharacter suggests
acourseof actionthat iseither rejected by thegroup
at hand or isvetoed by the personthatiscurrently in
the lead.

Self Preserving Abandonment

The character suffers under the weight of his
responsibility and will sometimes seek to escape it.
When the Character’s Limit breaks, he will act nor-
mally for a number of day equal to twice his Con-
viction. However, at any time that things get diffi-
cult for thegroup that heiswith, or thegroup that he
iswithisthreatened with physical harm, hewill aban-
don them at their time of greatest need.

Break Conditions: When the character is re-
sponsiblefor saving another personin their group.

Temperance:

Absentminded Foolishness

Whenthe character’ sLimit Breaks, shebecomes
lessaware of her surroundingsand the eventsaround
her. Her memories of recent events become hazy
and shetendstolosetrack of thingsvery easily. For
anumber of daysequal to her Temperance, thechar-
acter cannot function normally. She will be very
easy to distract with even the smallest of distrac-
tions, and will be completely unableto follow atrain
of thought for more than afew moments.

Break Condition: Whenever the character
must remember or keep track of acomplex situation
for more than aday at atime.

Compulsive Liar

When the character’s Limit Breaks, she iscom



Valor:

pletely unable to tell the truth for a number of
daysequal to her Temperance. Any inquiry must be
answered with afabrication of some sort. Thechar-
acter will attempt to make the lies as believable and
consistent as possible so asto avoid detection of her
condition

Break Condition: Whenever the character re-
veals a secret that she was not supposed to share
withanyone.

Oath Breaker

When the character’ s Limit Breaks, shewill feel
the need to make promisesand oathsto anyone that
requires any service of her. Shewill make promises
freely and will be completely sincere about them at
the time. She will even make promises to people
that arein aposition to enforce those oaths, such as
Spirits or Eclipse Caste. She will not, however, feel
any need or desire to actually keep the oaths and
promises made while under the effect of this Limit
Break, and will often actively seek to break them,
even if they are magically enforced, for example, by
the Eclipse Caste Anima Power.

Break Condition: Whenever someone else
breaks their oath or promise to the character.

No Fear of the Supernatural
When the character’s Limit Breaks, he is com-
pletely immune to the fear that is caused by bizarre

or powerful supernatural creatures. Thismeansthat
the character will behave normally in the presence
of such acreatureand treat it asif it were not adan-
ger to him.

Break Condition: When the character isfaced
with asupernatural creature that is powerful or ter-
rifying, especially creaturesthat poseadirect threat
to the character.

Battle Cowardice

When this character’s Limit Breaks, he will act
asif heisimmuneto fear until suchtimeasheisin
the middle of a difficult fight, so long as that fight
happens within anumber of days equal to twice his
Vaor. Once heisin adifficult fight, he will wait
until things have gotten bad for hissideand thenrun
away, leaving hisfriends.

Break Condition: Whenever the character
helpsto achievevictory over aparticularly difficult
opponent.

Thin Skinned

When the character’ sLimit Breaks, he becomes
very sensitivetoinsultsand taunts. For anumber of
days equal to his Valor, the character will respond
to insults and taunts with aggression. Should the
individual that delivered theinsult or taunt not back
down, then the character will likely respond with
violence.

Break Condition: Whenever the character is
forced to suffer an insult without complaint.
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Artifacts

Swathing of the Fabric of Night (Artifact eee)
By Brian D. Schenck

During the First Age, the Night Caste served as the secret
police of the Realm. They were tasked to investigate, infil-
trate and eventually execute known traitorstotheRealm. As
they were required to blend in and go relatively unnoticed,
any protection they carried with them had to be easily con-
cealable or virtually undetectable — just as the Solars who
wore it.

Relatively common among their ranks during the First Age,
Swathing of the Fabric of Night wasagreat boon toitswearer.
Astough assome heavier armors, it had the great advantage
of appearing as nothing morethan asimpleblack vest, jacket
or even shirt. However, behind this simplistic facing was
woven Orichalcum fabric, woven finer than any tapestry. As
such, it would pass undetected to any attempt to search the
wesrer.

The weaving of the fabric, as well as enchantments laced
into the Swathing, enhanced the natural power of the Night
Caste to go undetected. Shadows bent closer to the wearer
and eyes would pass over the wearer and simply refuse to
seethe person. Even footsteps would be muffled by the en-
chantments laced into the Swathing. Asaresult, any roll to
detect the wearer is increased by 2. The Swathing of the
Fabric of Night requires a commitment of 6 motes of Es-

sence.

Horns of the Stag Lord (Artifa
by Lael Buchanan (With special thanksto Colin Chapman for the Klave

Stats)

ouo)

TheHornsof the Stag L ord were crafted by apowerful Nature
Spirit for hischild many centuriesago. The child wasknown
throughout hislands asthe greatest huntsman to have ever
lived. Renowned for his ability to hunt equally well with
either knife or bow, this God-Blooded child of Nature was
the embodiment of the predator’s nature.

Though his nameislost to history hisartifact remains. The
Horns of the Stag Lord are a pair of enchanted knives, each
about two feet from pommel to tip whose sheaths look very
much like slightly curved horns. The end of each sheath is
connected to the other by a string that is always taut and
seems to be nearly indestructible. Each knife also has what
appearsto be ahearthstone setting on the base of itspommel;
however the pair will only accept one hearthstone at any time.
Whileusingtheknives, thewielder suffersno off-hand penalty
to weild them both at the same time.

When the knives are held, sheathed, with the bases of their
pommels touching each other, they lock into place and the
string that runsfrom the ends of the sheathsformsthe string
for ashort powerbow. If theHornshave aHearthstonesetin
them, then in its bow form, both of the knives' hearthstone
settings clasp the stone at the same time.

The final and most minor of the enchantments placed upon
the blades make it so that the blades will never accidentally
come out of their sheaths. Only when someone grasps the
blade with the intent of drawing it will the blade come free
from its sheath. Note that anyone can grab the blade a
unsheathe it, not just the one who has attuned them. The
Horns of the Stag L ord require acommitment of 10 Motes of
Essenceto attune.

Name Spd Acc Dam Def Artifact Minimums
Horns of the Stag Lord ~ +3 +1 +3L +0 soee Str e
Acc Dam Rate  Range Artifact Minimums
+2 +2 2 250 oeoe Str eee

Name

Swathing of the Fabric of Night  10/8

Soak (L/B) Mohility Fatigue Commitment Artifact
-0 0

6 oo
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