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Before the Shadow
…your people were semi-nomadic, living in clans with an ever-shifting network of alliances and enmities. 
Although one people, the clans were diverse in tradition, outlook, and custom. Those along the old bor-
der were traders, prosperous and widely traveled. Those living in the central plains were gatherers and 
trappers. And those living furthest from the outside world were mountain herders, solitary and secretive.

And then the Shadow came.
Four months ago, it attacked without warning, overwhelming the border clans with superior numbers 
and the unnatural strength of the Shadow-held. Accustomed to dealing with raiders, the border clans 

during those early desperate battles, most men turned against the clans, swelling the ranks of the Shad-

clans and to raise the alarm.

The chaos that resulted almost shattered the clans. News of the Shadow created new feuds and fanned 

clan divisions were set aside in the name of survival. It was clear that if the clans were to remain free of 
the Shadow's taint, they would have to stand together.

So it was that the clans were dissolved. 
The people fell back, establishing a new border and a combined army known simply as the Watch, which 

-
dies, the Watch does not allow men to join its ranks, and keeps those men who remain untouched by the 
Shadow off the front lines and out of the Shadow's direct reach.

You are a soldier of the Watch, tasked with defending the new border and reclaiming the land taken 
by the Shadow. You have lost so much in a short time—clan, custom, land, and loved ones—that it some-
times leaves you breathless. You stand together with your comrades-in-arms in defence of the people, but 
though the clans were dissolved the old fault lines are always there, just below the surface. The Shadow 
seeps into those fault lines, hoping to shatter the strength of the people once more.



Active Moves
Blow Off Steam

Blow Off Steam, roll with Luck

 You bond with someone and gain Camaraderie with them
 
 
 

Let the Shadow In
When you Let The Shadow In to gain hidden knowledge or insights, roll with the 

Look Beyond
When you Look Beyond the surface to discover the truth—either of the situation at 

 
answer honestly

 

forward to your roll.

Open Up to Someone
When you Open Up To Someone, roll with Valour. On a hit, your words and actions 

 Gain Camaraderie with them
 They must promise you something
 
 Ask them “what is your character thinking right now?”
 

Provoke Someone
When you Provoke Someone to act, roll with Luck.

 
act, but the MC decides how.

 

give you the reaction you want.

Reactive Moves
Need a  Hand

with to lend you aid or cut you some slack. If they agree, you spend Camaraderie you 

Prevent Bloodshed

 
 You insult or offend someone
 
 The instigator escapes any consequences or responsibility

Rely on Your Training
When you Rely On Your Training to overcome an obstacle, seize an opportunity, or 

Harm Moves
Lick Your Wounds
When you have the time and necessary supplies to Lick Your Wounds, roll with Luck. 

choice. On a miss, you still heal the level of harm, but there are complications or some-

Suffer Great Harm
When you Suffer Great Harm either by taking a hit that should kill you or by reaching 
Critical harm, roll the dice. On a hit, suffer harm as the MC feels is appropriate. On a 

 
 
 The injury leaves you maimed

On a miss, choose all three of the above or have your character go out in a blaze of 
glory, your call.



Mission Moves
Watch Their Backs
When you Watch Their Backs 

Navigate and Strategize
When you Navigate a route or Strategize during a mission, roll with Cunning. On a 

Recon and Lookout
When you Recon or keep Lookout on a mission, roll with Luck. On a hit, your scouting 

-

and the MC will choose a second one.

Take Point
When you Take Point on a mission, roll with Valour. On a hit, your group achieves your 

Complication and you mark Weary or an additional point of Jaded. On a miss, you still 
-

Complications
After all the moves have been made, anyone instructed to Choose a Complication 

          didn’t make it back alive (NPCs only, unless choosing this for yourself)
          and I were both Hurt during the mission (each of you mark 1 harm)
          got separated from us and is now lost
          was captured by the enemy
         
 Something followed us home
 We lost a pivotal asset or territory (We all mark an additional Jaded)
 We screwed up big time (We all mark Weary)
 I panicked at a crucial moment and everyone saw it (I mark Weary twice)
 This mission was particularly hard on me (I mark Weary and Jaded)
 The Shadow took hold of me for a time (I mark Jaded and the MC will say what I did)
 I betrayed or abandoned someone to accomplish a goal (I mark Jaded and everyone 

else marks Weary)
 I suffered a deeply personal loss (I must Surrender to Weariness after the mission)

Hardship Moves
Resist the Shadow

Weary, or Harm from the struggle. On a miss, the Shadow takes hold of you for a short time.

Surrender to Weariness
When you Surrender to Weariness—by marking four Weary or when a move tells you 
to—erase all your Weary and roll with the number erased. On a hit, you do something 

Camaraderie for the two people with whom you have the highest Camaraderie. On a 

Deliver a Eulogy

Session Moves
Start of Session
At the start of the session, or during a lull in play, the MC (or the highest ranked char-

the mission will tell everyone involved to mark Jaded, and assigns one person to each 
‘Navigate and Strategize’, ‘Recon and Lookout’, 

and ‘Take Point’. Anyone left over will Watch Their Backs. (All of the PCs must be 

If the group wants to achieve any secondary objectives while on this mission, the group 
chooses an additional Complication for each objective selected. 

If things were left in the air at the end of last session, you may decide to hold off 
on the mission until later in the session.

Once the mission is complete, you will choose another character and describe a mean-
ingful moment you two shared during the mission. Their player will highlight an Active 
Move for you, the MC will highlight another. Whenever you roll a highlighted move, 

End of Session

you can choose PCs and NPCs.  The MC will decide if anyone earned Camaraderie with 
her NPCs and give it out accordingly.



Other Moves & NotesNotes

Bear
Get behind me! And watch 

our flanks, dammit, 
they could be trying to 

surround us!

Names

Rezi, Rethe, Leyma

Gender, Presentation, and Demeanour
 Fluid, Non-binary, Cis Woman, Trans Woman, Genderqueer
 Strong Face, Weathered Face, Pinched Face, Scarred Face
 Common Clothing, Well-Worn Clothing, Patched Clothing, Dull Clothing
 Arrogant, Quiet, Gentle, Lively

Gear
 
 

 Your sword is ancient, handed down through the generations
 
 
 
 

Rank
Choose your rank from Recruit, Initiate, Warden or Corporal (one of you, but only one, 

 Recruit  Sergeant
 Initiate  Lt. Commander
 Warden  Commander
 Corporal  Watch Captain

 Field Marshall

The Ties That Bind

name, gain a point of Camaraderie

          and I are from the same clan. 
          from insult. 
          did me a big favour recently.
         
         



Name:

Clan:
Thason (Herders/Equestrians), Morsh (Trades People), Sharn (Hunter/Gatherers),  
Charsa (Miners), Toltho (Crafts Folk/Farmers), Royshan (Warriors), Dothas (Mystics), 
Richti (Nomads), Thedon (Builders/Masons), Molthas (Mountain Folk)

Camaraderie
Maximum 3 per person. If you get a 4th, mark xp instead.

Cunning Luck Training Valour

Harm Levels
Hurting

Wounded

Critical

Weary

Jaded

Experience

Your Principles
 Make the other characters look awe-

some and share screen time with them
 -

tional safety and be kind to one an-
other

Your Agenda
 

Standard Advances
 
 
 
 
 
 Get a new move
 Get a new move
 Get a move from another playbook
 Get a move from another playbook
 
 
 
 
 Retire your character from play
 Switch to a new playbook

Bear Moves: Choose 2
 Contained Wrath Surrender to Weariness, do not add your Weary 

to the roll. When you Blow Off Steam
Training instead of Luck.

 Tough Ol’ Bear Suffer Great Harm or Lick Your Wounds, you may 
roll with Training instead.

 Sensible Leadership

 Mama Bear

 Cooler Heads Prevail

with them.
 They listen to you and stand down
 They attack you
 

 

The Bear’s Jaded Moves

 Elite Veteran Rely On Your Training, mark Jaded to treat your roll as 

 Intimidating
threats and bullying. 

 Painful Truths
track.

 Discerning Eye
must answer you honestly and directly.

 The Tipping Point

Starting Stats 
0, Luck -1, Training 1, Valour 1 



Other Moves & NotesNotes

Eagle
To arms, my friends! Today 

may be our last, but we 

will give ourselves an end 

to be remembered by!

Names

Treela, Tovy, Ralda

Gender, Presentation, and Demeanour
 Non-binary, Genderqueer, Cis Woman, Fluid, Trans Woman
 Scarred Face, Young Face, Tough Face, Caring Face
 Distinctive Clothing, Uniform Clothing, Perfect Clothing, Loud Clothing
 Cheerful, Aggressive, Vain, Intense

Gear
 
 

 
 Your spear is short and razor sharp, designed for close-quarters
 Your bow is made of unbreakable wood
 Your shield buckles into place, allowing you to wield two weapons
 Your armour is glorious and bulky

Rank
Choose your rank from Recruit, Initiate, Warden or Corporal (one of you, but only one, 

 Recruit  Sergeant
 Initiate  Lt. Commander
 Warden  Commander
 Corporal  Watch Captain

 Field Marshall

The Ties That Bind

name, gain a point of Camaraderie

          has saved my life more than once.
          at their worst and kept it to myself.
         

ago.
 I see a rival in         
          is destined for greatness, as long as they follow my lead.



Name:

Clan:
Thason (Herders/Equestrians), Morsh (Trades People), Sharn (Hunter/Gatherers),  
Charsa (Miners), Toltho (Crafts Folk/Farmers), Royshan (Warriors), Dothas (Mystics), 
Richti (Nomads), Thedon (Builders/Masons), Molthas (Mountain Folk)

Camaraderie
Maximum 3 per person. If you get a 4th, mark xp instead.

Cunning Luck Training Valour

Harm Levels
Hurting

Wounded

Critical

Weary

Jaded

Experience

Standard Advances
 
 
 
 
 
 Get a new move
 Get a new move
 Get a move from another playbook
 Get a move from another playbook
 
 
 
 
 Retire your character from play
 Switch to a new playbook

Your Principles
 Make the other characters look awe-

some and share screen time with them
 -

tional safety and be kind to one an-
other

Your Agenda
 

Eagle Moves: Choose 2
 One on One

an audience, add these options to the list.
 You embarrass them; lower your Weary by an additional 1
 You let them win; remove a point of Jaded

 Rebel Rebel Provoke Someone 
words, roll with Valour instead of Luck.

 Battlecry

 Your Own Woman

from your skills and gain Camaraderie with them.

 Build Up To It

 

Eagle Jaded Moves

 Wrapped Around My Finger

 To Die For

 Exemplar
own Valour score in addition.

 Meant To Do That

 The Tipping Point

Starting Stats 
0, Luck -1, Training 0, Valour 2 



Other Moves & NotesNotes

Fox
The veil that separates us 
from the dead is thinner 
than you know. Take my 
hand; I will show you.

Names
Doena, Treni, Maeno, Raish, Rende, Teka, Rilo, Lyda, Dorte, Reatha, Tobac, Rysac, Raynti

Gender, Presentation, and Demeanour
 Genderqueer, Non-binary, Cis Woman, Trans Woman, Fluid
 Strained Face, Lined Face, Arresting Face, Unsettling Face
 Natural Clothing, Strange Clothing, Ragged Clothing, Flowing Clothing
 Distracted, Smug, Mysterious, Ominous

Gear
 
 
 

 Your sword hums when in the presence of the Shadow
 Your spear is adorned with many trinkets and oddments
 Your bow is famous for slaying the Three Kings
 Your shield is covered in spikes
 Your armour is enamelled with sigils and runes

Rank
Choose your rank from Recruit, Initiate, Warden or Corporal (one of you, but only one, 

 Recruit  Sergeant
 Initiate  Lt. Commander
 Warden  Commander
 Corporal  Watch Captain

 Field Marshall

The Ties That Bind

gain a point of Camaraderie

 I have communed with         
          seems frightened of me, and with good cause.
 I nearly died and          sat by my side until I recovered.
         
          in the past.



Name:

Clan:
Thason (Herders/Equestrians), Morsh (Trades People), Sharn (Hunter/Gatherers),  
Charsa (Miners), Toltho (Crafts Folk/Farmers), Royshan (Warriors), Dothas (Mystics), 
Richti (Nomads), Thedon (Builders/Masons), Molthas (Mountain Folk)

Camaraderie
Maximum 3 per person. If you get a 4th, mark xp instead.

Cunning Luck Training Valour

Harm Levels
Hurting

Wounded

Critical

Weary

Jaded

Experience

Standard Advances
 
 
 
 
 
 Get a new move
 Get a new move
 Get a move from another playbook
 Get a move from another playbook
 
 
 
 
 Retire your character from play
 Switch to a new playbook

Your Principles
 Make the other characters look awe-

some and share screen time with them
 -

tional safety and be kind to one an-
other

Your Agenda
 

Fox Moves: Choose 2
 Spirit Walk

 You temporarily sever the Shadow’s control over a person or place
 You reappear in a different place than where you started
 You can take a few willing souls with you
 You can ask the spirits a question, and they will answer it honestly
 You leave something behind for safekeeping

 
If you do, when you return from the spirit world it will be obvious to everyone 
who sees you.

 Eyes in the Sky
through their eyes no matter the distance between you. When you Look Beyond this 

 Read the Bones

Camaraderie with that character or mark Jaded. 

 Ward Against Evil Watch Their Backs on a 
mission, roll with Luck instead of Training. 

 Spirit Bond Open Up to Them 
by rolling with Camaraderie with that person instead of Valour.

The Fox’s Jaded Moves

 Evil Eye

you honestly.

 Supernatural Alertness

 Protecting Spirits

 Dark Mark

 It lasts for a long time 
 It’s especially potent 
 It’s apparent to all who look upon them 
 Only you know how to break the hex.

 The Tipping Point

Starting Stats 
0, Luck 2, Training -1, Valour 0



Other Moves & NotesNotes

Lioness
Let me handle this.  

I have a way with people.

Names
Papho, Mossuc, Milla, Lauta, Ruumo, Tyla, Deshi, Dalu, Pilte, Loete, Daruc, Liasa, Pasac, 

Gender, Presentation, and Demeanour
 Genderqueer, Fluid, Trans Woman, Non-binary, Cis Woman
 Perfect Face, Gorgeous Face, Striking Face
 
 Arrogant, Volatile, Charming, Jovial

Gear
 
 

 
 Your spear is of unique make and famed among your clan
 Your bow was blessed by the Four
 Your shield is thick and crafted of wood and iron
 Your armour is gleaming and gorgeous

Rank
Choose your rank from Recruit, Initiate, Warden or Corporal (one of you, but only one, 

 Recruit  Sergeant
 Initiate  Lt. Commander
 Warden  Commander
 Corporal  Watch Captain

 Field Marshall

The Ties That Bind

gain a point of Camaraderie

 My clan and         
          and I are related by marriage.
 My clan and         
 I know that         
         once saved my life, a debt that I am eager to repay.



Name:

Clan:
Thason (Herders/Equestrians), Morsh (Trades People), Sharn (Hunter/Gatherers),  
Charsa (Miners), Toltho (Crafts Folk/Farmers), Royshan (Warriors), Dothas (Mystics), 
Richti (Nomads), Thedon (Builders/Masons), Molthas (Mountain Folk)

Camaraderie
Maximum 3 per person. If you get a 4th, mark xp instead.

Cunning Luck Training Valour

Harm Levels
Hurting

Wounded

Critical

Weary

Jaded

Experience

Standard Advances
 
 
 
 
 
 Get a new move
 Get a new move
 Get a move from another playbook
 Get a move from another playbook
 
 
 
 
 Retire your character from play
 Switch to a new playbook

Your Principles
 Make the other characters look awe-

some and share screen time with them
 -

tional safety and be kind to one an-
other

Your Agenda
 

Lioness Moves: Choose 2
 Animal Magnetism Provoke Someone, treat 

a point of Weary.

 Show Off Blow Off Steam by trying to impress or entertain others, 

 On The Prowl

 Passionate Orator
Luck. On a hit, they listen to you without interrupting and consider your words 

 Inspirational Need a Hand from someone and they agree to lend it, 

 Charmed
Suffer Great Harm.

The Lioness’ Jaded Moves

 Those Eyes Look Beyond with 

 Keep Your Friends Close

 Style Is Everything Need a Hand 

or them looking amazing or epic while doing it.

 Lucky Charm

 The Tipping Point

Starting Stats 
0, Luck 1, Training -1, Valour 1



Other Moves & NotesNotes

Owl
I told you this would 
happen if you didn’t 

listen to me. …ow! What 
was that for?!

Names
Lovac, Loeri, Taima, Reme, Lassec, Yeli, Russic, Milluc, Auky, Lephoc, Lati, Launo, Teaso, 
Raylic, Lovo

Gender, Presentation, and Demeanour
 Trans Woman, Genderqueer, Fluid, Cis Woman, Non-binary
 Pinched Face, Serene Face, Stern Face, Sly Face
 
 Quiet, Charming, Arrogant, Feisty

Gear
 
 

 Your sword is foreign and strange in these lands
 Your spear was a gift from your clan and is marked in some way
 Your bow was created by a friend that you lost before the war
 
 Your armour is light and lets you move about quietly

Rank
Choose your rank from Recruit, Initiate, Warden or Corporal (one of you, but only one, 

 Recruit  Sergeant
 Initiate  Lt. Commander
 Warden  Commander
 Corporal  Watch Captain

 Field Marshall

The Ties That Bind

gain a point of Camaraderie 

 My clan elder has forbidden me from getting close to         .
 I keep a careful eye on          because I do not trust them.
          understands me as few others do.
         

blows.
 The time has come for my clan to put aside our feud with        



Name:

Clan:
Thason (Herders/Equestrians), Morsh (Trades People), Sharn (Hunter/Gatherers),  
Charsa (Miners), Toltho (Crafts Folk/Farmers), Royshan (Warriors), Dothas (Mystics), 
Richti (Nomads), Thedon (Builders/Masons), Molthas (Mountain Folk)

Camaraderie
Maximum 3 per person. If you get a 4th, mark xp instead.

Cunning Luck Training Valour

Harm Levels
Hurting

Wounded

Critical

Weary

Jaded

Experience

Your Principles
 Make the other characters look awe-

some and share screen time with them
 -

tional safety and be kind to one an-
other

Your Agenda
 

not

Standard Advances
 
 
 
 
 
 Get a new move
 Get a new move
 Get a move from another playbook
 Get a move from another playbook
 
 
 
 
 Retire your character from play
 Switch to a new playbook

Owl Moves: Choose 2
 Quick and Quiet Recon and Lookout

 Method to My Madness

 Change someone’s miss into a 7-9
 Choose who is to be affected by a Complication that was selected

 
for the mission.

 Told Ya So -
ward. Later, when you remind someone of past advice you gave them that they 

 Gain Camaraderie with them
 Lower your Weary by 1

 Sharp-Eyed Look Beyond

 Playing the Long Game Open Up to Someone with ulterior motives in 
mind, roll with Cunning instead of Valour.

The Owl’s Jaded Moves

 Snoop
and heard everything that was said.

 Between the Cracks
being. Mark a second Jaded to bring others with you.

 This Can’t End Well

continue, mark Jaded.

 That Looks Fun
Jaded moves.

 The Tipping Point

Starting Stats 
1, Luck 0, Training 1, Valour -1



Other Moves & NotesNotes

Raven
To fear is to prove we are 

human. To overcome that 

fear is to know the minds 

of the gods.

Names
Troecke, Maega, Lollec, Taerde, Teasa, Laema, Lito, Peyma, Deyne, Laynda, Risoc, Prea, 
Teema, Raefa, Mease, Teldy

Gender, Presentation, and Demeanour
 Trans Woman, Cis Woman, Genderqueer, Fluid, Non-binary
 Angular Face, Weary Face, Sharp Face, Gentle Face
 
 Pious, Deliberate, Thoughtful, Charismatic

Gear
 
 

 Your sword is made of rock-hard bone
 Your spear is a well-known relic of the clans
 Your bow is of foreign make
 Your shield belonged to an ancient tyrant
 Your armour is ceremonial and masterfully crafted

Rank
Choose your rank from Recruit, Initiate, Warden or Corporal (one of you, but only one, 

 Recruit  Sergeant
 Initiate  Lt. Commander
 Warden  Commander
 Corporal  Watch Captain

 Field Marshall

The Ties That Bind

gain a point of Camaraderie

          serves the gods faithfully. I trust them implicitly.
 The alliance between my clan and         

Shadow.
         
 I saw          in my dreams before I ever met them and am afraid to tell 

them.
 I have fond memories of the time spent with         



Name:

Clan:
Thason (Herders/Equestrians), Morsh (Trades People), Sharn (Hunter/Gatherers),  
Charsa (Miners), Toltho (Crafts Folk/Farmers), Royshan (Warriors), Dothas (Mystics), 
Richti (Nomads), Thedon (Builders/Masons), Molthas (Mountain Folk)

Camaraderie
Maximum 3 per person. If you get a 4th, mark xp instead.

Cunning Luck Training Valour

Harm Levels
Hurting

Wounded

Critical

Weary

Jaded

Experience

Your Principles
 Make the other characters look awe-

some and share screen time with them
 -

tional safety and be kind to one an-
other

Your Agenda
 

Standard Advances
 
 
 
 
 
 Get a new move
 Get a new move
 Get a move from another playbook
 Get a move from another playbook
 
 
 
 
 Retire your character from play
 Switch to a new playbook

Raven Moves: Choose 2
 Divine Agent

law, hearth and home, commerce, travel, secrets, seas and rivers, art, building, love 

 Shepherd To All Watch Their Backs, roll with Luck instead of Training.

 Healthy Discourse

 They must mark Weary or Jaded, their choice
 You gain Camaraderie with them
 You remove a point of Weary
 If they concede the point to you, they mark Experience

 

 We Too Few Deliver a Eulogy

 

Camaraderie with someone involved.

The Raven’s Jaded Moves

 Confessor

 Beyond the Veil

 What were they doing before they died?
 Who and/or what killed them?
 What was the last thing they saw?
 
 What secret did they take to their grave?

 Final Blessing

mark Jaded again.

 Miracle Suffer Great Harm or Lick Your Wounds, mark 

 The Tipping Point

Starting Stats 
0, Luck 1, Training -1, Valour 1



Other Moves & NotesNotes

Spider
Hold still, will ya?  We’re 
not alone here, and if I 

don’t get you stitched up, 
you’re not gonna make it 

home. 
…did you hear that?

Names
Reule, Roenti, Rystoc, Draile, Parda, Tordec, Lerti, Laluc, Reynda, Duba, Lufu, Paeka, 

Gender, Presentation, and Demeanour
 Non-binary, Cis Woman, Fluid, Trans Woman, Genderqueer
 
 Dirty Clothing, Concealing Clothing, Tattered Clothing, Fine Clothing
 Cryptic, Professional, Defensive, Smarmy

Gear
 
 

 Your sword is light and easily concealed
 
 Your bow is a relic of your people
 Your shield is legendary among the clans
 Your armour is simple but surprisingly durable

Rank
Choose your rank from Recruit, Initiate, Warden or Corporal (one of you, but only one, 

 Recruit  Sergeant
 Initiate  Lt. Commander
 Warden  Commander
 Corporal  Watch Captain

 Field Marshall

The Ties That Bind

gain a point of Camaraderie

         
          will never understand what our clan has suffered.
          has a secret only I know about.
 I can always count on          to keep their head when there is trouble.
          owes me a debt they have yet to repay.



Name:

Clan:
Thason (Herders/Equestrians), Morsh (Trades People), Sharn (Hunter/Gatherers),  
Charsa (Miners), Toltho (Crafts Folk/Farmers), Royshan (Warriors), Dothas (Mystics), 
Richti (Nomads), Thedon (Builders/Masons), Molthas (Mountain Folk)

Camaraderie
Maximum 3 per person. If you get a 4th, mark xp instead.

Cunning Luck Training Valour

Harm Levels
Hurting

Wounded

Critical

Weary

Jaded

Experience

Standard Advances
 
 
 
 
 
 Get a new move
 Get a new move
 Get a move from another playbook
 Get a move from another playbook
 
 
 
 
 Retire your character from play
 Switch to a new playbook

Your Principles
 Make the other characters look awe-

some and share screen time with them
 -

tional safety and be kind to one an-
other

Your Agenda
 

Spider Moves
You get Mender and choose one more move

 Mender
Lick Their Wounds

 You do it quickly and cleanly
 
 You gain Camaraderie with them
 One of you lowers their Weary by 1 (your choice)

 
a miss, they still recover harm, but something unrelated goes wrong. 

 Step Into My Parlour

 They lose 1 Camaraderie with you and you gain 1 Camaraderie with them
 Take +1 ongoing against them for the scene
 Look Beyond them as if you rolled a 10+

 Let the Shadow In or Resist the Shadow, treat a miss 

 Hidden Motives

 Best of Intentions Open Up To Someone by being really weird and 
cryptic, roll with Luck instead of Valour.

The Spider’s Jaded Moves

 Shadow-Touched

 Dark Whispers Look Beyond someone, even on a miss, mark Jaded to 
ask their player what their greatest fear and deepest shames are.

 Can Stop Anytime Let the Shadow In or Resist the Shadow as if 

 All Tangled Up Opens Up to You
the same list.

 The Tipping Point

Starting Stats 
1, Luck 1, Training 0, Valour -1



Other Moves & NotesNotes

Wolf
I know things are getting 
harder, but trust me, we 

only get through this one 
way, and that’s together!

Names

Roivi, Paele, Marro

Gender, Presentation, and Demeanour
 Cis Woman, Non-binary, Genderqueer, Fluid, Trans Woman
 Sharp Face, Round Face, Open Face, Hungry Face
 Loose Clothing, Common Clothing, Practical Clothing, Rough Clothing
 Arrogant, Volatile, Friendly, Angry

Gear
 
 

 
 Your spear is crafted from the Tree of Life
 Your bow is famous, with a name and reputation
 Your shield is large and made of hard steel
 Your armour is light and menacing

Rank
Choose your rank from Recruit, Initiate, Warden or Corporal (one of you, but only one, 

 Recruit  Sergeant
 Initiate  Lt. Commander
 Warden  Commander
 Corporal  Watch Captain

 Field Marshall

The Ties That Bind

gain a point of Camaraderie

         and I have sworn an oath of blood sisterhood.
 My clan and        
 I want to know         better, but they make me nervous.
 I respect         as a true warrior.
 The ways of        



Name:

Clan:
Thason (Herders/Equestrians), Morsh (Trades People), Sharn (Hunter/Gatherers),  
Charsa (Miners), Toltho (Crafts Folk/Farmers), Royshan (Warriors), Dothas (Mystics), 
Richti (Nomads), Thedon (Builders/Masons), Molthas (Mountain Folk)

Camaraderie
Maximum 3 per person. If you get a 4th, mark xp instead.

Cunning Luck Training Valour

Harm Levels
Hurting

Wounded

Critical

Weary

Jaded

Experience

Standard Advances
 
 
 
 
 
 Get a new move
 Get a new move
 Get a move from another playbook
 Get a move from another playbook
 
 
 
 
 Retire your character from play
 Switch to a new playbook

Your Principles
 Make the other characters look awe-

some and share screen time with them
 -

tional safety and be kind to one an-
other

Your Agenda
 

Wolf Moves: Choose 2
 Alpha Dog

or stand down and mark Weary. 

 Mark Experience
 Gain Camaraderie with that person
 Lower your Weary by 1
 Someone arrives to help you

 On a miss, they do whatever they want and everyone sees you for the animal that 
you are.

 Strength in Numbers Need a Hand and get it, you can spend a Cama-

 No Bridges Burnt

 You gain Camaraderie with each other
 You both lower your Weary by 1

 

 Unleash The Wolf

 
 Take something away from them

 

 The Good of the Pack -
ter suffers onto you instead. When you do, gain Camaraderie with whomever you 

The Wolf’s Jaded Moves

 Reckless Abandon

 Learned From the Best
playbook.

 Sniff ‘Em Out -

 Go For Their Flanks

 The Tipping Point

Starting Stats 
1, Luck 0, Training -1, Valour 1



MC Notes

Your Agenda
 Direct the game into a dramatic tale 

 
occasional moments of grace 

 

Your Principles
 
 Address yourself to the characters, 

not the players
 Make your move, but misdirect and 

 Make the Shadow relentless
 Name everyone, make them feel real, 

 
 
 Keep clan politics an ongoing problem
 Ask questions that generate new ideas 

and build on them
 -

linity in the Shadow
 Respond with adversity and infre-

quent rewards
 
 

the nation
 Sometimes, let someone else decide

Your Standard Moves
 Put someone on the spot
 Take something away from them
 
 Harm one or many
 
 Tempt someone with power
 Use words instead of spears
 Reveal a new piece to the puzzle
 Give them an opportunity with or 

without a cost
 Reveal a secret to the wrong people
 Make them mark Weary or Surren-

der to Weariness 
 

NPC Names
Papho, Mosuc, Milla, Lauta, Tyla, Deshi, 
Dalu, Pilte, Loete, Daruc, Liasa, Pasac, 

-

Lyshe, Proeshe, Rezi, Rethe, Lovac, Loeri, 
Taima, Reme, Lassec, Yeli, Russic, Milluc, 
Auky, Lephoc, Lati, Launo, Teaso, Raylic, 
Reule, Roenti, Rystoc, Draile, Parda, Tor-
dec, Lerti, Laluc, Reynda, Duba, Lufu, Pae-

Laya, Lophuc, Ruvac, Roivi, Paele, Marro, 
Tethi, Lovo, Pilta, Leyma, Droono, Prelic, 
Roeba, Locki, Tlicy, Issec,  Reiku, Paemo, 
Loga, Tiva, Olu, Luse, Toirec, Troko, Dili, 

The Mistress 
of Ceremonies

They’ll never see me coming!



Your Threats and Their Moves
Traditionalists

Impulses 
 To bring back the old ways
 To remind you of your place
 To rigorously enforce tradition

Moves
 Undermine through ancient authority
 Seek allies from the shadows
 
 Shut you down or drown you out

Members

Radicals

Impulses 
 To challenge the status quo at every 

turn
 To show everyone their ways
 To reach out to all who will listen

Moves
 Challenge a prevailing rule or custom
 

prove a point
 Ignore an obvious threat in order to 

help someone
 Punish the old-fashioned publicly

Members

Agents of The Shadow

Impulses 
 To placate the powerful
 To submit their will to a higher power
 To undermine from the shadows

Moves
 Strike hard and without warning
 Slip away in the night
 Channel the Shadow outward
 

Members

The People

Impulses 
 To complain about their worries
 To thank those who help them
 To keep to their own clan

Moves
 Ask the impossible of you
 Display their raw pain and sorrow
 Conspire against the Watch
 

Members



Missions

cannot be attempted until all but one of the other missions above it are completed. After 

Defend the Remaining Clan Lands
 

 

 

 

 Break the siege of a Clan Stronghold

Take Back Lost Territory
 

 

 

 

 

 Drive the Shadow’s main force from the Clan Lands

Assail the Shadow’s Lands
During this phase, the MC chooses one Devastating Complication per mission.

 

 

 

 

 

 Invade the Shadow’s Stronghold

How to Run Missions
When a mission begins, the highest ranking character needs to choose who in the group 
will be Navigating/Strategizing, who will be on Recon/Lookout duty, and who will Take 

highest rank, or when otherwise appropriate, the group can select who will lead the 

-
gize, Recon/Lookout, and Take Point. These moves will likely result in players marking 
Weary, additional Jaded, and having to select one or more Complications from the 
available list.

Now you begin crafting the story of how the mission went based on the Complica-

someone was personally involved in one of them, what actions did they take that led 

and so on. Keep asking questions until a clear picture of how events transpired. Your 

The Playbooks
 Bear

nurturer, den mother, and protector.
 Eagle -

 Fox
supernatural, creating setting, and alternately aiding fellow PCs and putting them 

 Lioness

 Owl
learning secrets, and provoking those around them.

 Raven
religion, ethical questions, and acting as a moral compass.

 Spider
being seen with suspicion, and tampering with dark powers best left alone.

 Wolf



Additional Rules

NPCs & Camaraderie
Your NPCs gain Camaraderie with the characters too, but it works a little differently 

Harm and Healing

down. When they reach Critical harm, they Suffer Great Harm and need to roll. As MC, 

would now be Critical. 

Jaded Track & Jaded Moves

select a new Jaded move. These moves are especially potent, but come at the cost of 
marking more Jaded when used. The moves showcase a character becoming a more 

common Jaded move, The Tipping Point, which can be chosen as any other Jaded move 
and must be chosen if no other moves remain. Characters race against Jaded to remain 
central protagonists in the story before time runs out. 

The Opening Days...

 
it, and what happened? Why is it that that encounter has left a wound your clan 
can never recover from? And which clan blames your clan for everything that 
happened after?

 
response. What was your clan supposed to do, and why were you not able to do 
that? What do you wish you could have done differently? 

 Your clan was the only one that voted against dissolving the clans. Why did the 
rest of the clans vote against you, and why did you go along with them anyway?

 Your clan suffered the deepest losses, with only a few dozen survivors of the initial 
disaster. Which clan do you blame for your losses? Whose absence gnaws at you 
like a festering wound, and where did you bury them?

 

mistake?
 Most of the women in your clan revelled in the violence that occurred during the 

the clan knows about it? Were you one of them?
 Your clan was the most isolated and  your secret lore tells of a haven, safe from 

the outside world, high in the mountains where your clan has retreated in times of 

take with you if you went?
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The Clans Worksheet
Clan Thason
Known for their many herds and eques-
trian skill

 What ancient transgression do people 
say this clan committed?

 What does this clan offer that none 
other can?

Clan Morsh
Known for their shrewd trades people

 What hero came from this clan and 
what were they famous for?

 
unassailable?

Clan Sharn
Known for their skilled hunters and 
gatherers

 What tyrant came from this clan and 
what small good came from their 
reign?

 What key area do they still control?

Clan Charsa
Known for their skilled miners and min-
eral riches

 What ancient prophecy of this clan do 
they claim is linked to the Shadow?

 Why do all the other clans respect 
this one?

Clan Toltho

farming

 What relic did this clan create and 
which clan currently holds it?

 What is unusual about the eyes of 
those from this clan?

Clan Royshan
Known for their talented warriors

 Why do all of the other clans fear their 
warriors?

 What secret knowledge does this clan 
possess that they have sworn never to 
use against the clans?

Clan Dothas
Known for their mystics and seers

 What makes this clan indispensable 
to the others?

 What tragedy was this clan at the 
forefront of?

Clan Richti
Known for their nomadic lifestyle

 What sacred object is this Clan reput-
ed to possess?

 What clan did this one split off from?

Clan Thedon
Known for their talented builders and 
masons

 What important site did this clan 
build and still hold to this day?

 What unique physical trait do the 
members of this clan share?

Clan Molthas
Known for their isolated mountain 
communities

 Why is this clan so reclusive and how 
is this different from how they once 
were?

 What ancient mountain fortress do 
they hold?

Define The Shadow
What the Shadow Wants

 For women to serve with gladness and delight

 For men to serve without emotion

 To pervert the land and all its creatures

 Submission without resistance

 Perfect order and hierarchy

 Dissension and disunity among its enemies

What the Shadow Is

 Darkly sorcerous

 Subtle and hard to discern

 Reality warping

 Terror-inducing

 Technological

The Shadow’s Servants

 Men hollowed out into automatons who never eat or sleep

 Men twisted into unnatural creatures of war

 

 Women corrupted into idols and objects of veneration

 Cogs in a devastating machine of war

 

What the Shadow Does

 Turns men into weapons

 Turns women into objects 

 Amplify the voices of the shadow-held

 Silence all opposition

 Crush autonomy and grind down the willful



The Last Chapter
Change the World

efforts have the chance to Change the World. Roll with the number of Jaded moves 

clan, but it enrages the Shadow and it does everything it can to strike back at your people.

Devastating Complications
-

 
 Your squad suffers devastating losses during the mission
 The Shadow takes control of women in clan lands, causing mass chaos and violence
 The Shadow sneaks past the border and destroys an important site/building/relic
 
 The Watch has to split its forces to put down a rebellion back home
 A faction of the Watch leads a violent mutiny against its leaders

Final Mission Complication List

 
 We were all Hurt during the mission
 
 
 
 
 
 I betrayed or abandoned someone to accomplish a goal (I mark Jaded and everyone 

The Final Confrontation

will come face-to-face with The Shadow. The MC will start a countdown track with 
battle moves to resolve the 

confrontation.

For each successful action taken against Shadow, the MC will mark a segment in the 

decide what that looks like.

Perform a Manoeuvre
When you Perform a Manoeuvre to outsmart the Shadow, roll with Luck. On a hit, 

alone and in a tight spot.

Cover Someone
When you Cover Someone 

Call Out a Strategy
When you Call Out a Strategy 

targets you with its power.

Directly Engage
When you push through to Directly Engage The Shadow, roll with Valour. On a hit, 

strength, you suffer harm according to the MC.

Follow Through
When you Follow Through
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