HSSET

Gl GDCIEDT
SERCOPHABTS
(PRISODIDG &

THLKETIVE MUMmE

GOAL

GET YOUR SOUL
BACK






HSSET

& PHOLECTERY
BRENTING ETERDEL
LIFE

GOAL

AWAKFN THE
NAMFLFESS
"TORTOISE, OF PENG






HSSET

i SCREIN6 MIRROR

GOAL

GET TENURF, AT
THE ACADEMY OF
MAGIC






HSSET

G OLOVE THAT
TURDS EVERBTHIDG
IT TOUCHES TO
SILVER

GOAL

IPROVEF, THF,
POTENCY OF YOUR
MAGICS






HSSET

& COUIL OF
TDVISIRILITE

GOAL

GET REVENGE FOR
A SLIGHT TWO
DECADES PAST






HSSET

g SIDELL HORDE OF
LESSER 1MPS EDD
FIEDDS

GOAL

STEAL BACK A
SENTIMFNTAL
OBJECT, GAMBLED
AWAY






HSSET

dl JRROW THET
WILL GLmags Fibp
ITS THRGET

GOAL

CREATE AN ARMY
WITH WHICH YOU
CAN RULF,






HSSET

Gl [DCREDIBLE
[MDPRESSIVE EID
DRIDETE STHFF

GOAL

SAIVE, YOUR
CONSCIENCE, WITH
HFERCOISM






HSSET

8 FLYID6G CARPET

GOAL

FIND YOUR LONG
LOST SIBLING






HSSET

8 FEVOUR FROI &N
ELDER 060D

GOAL

DESTROY YOUR
DOPPELGANGER






HSSET

HECDIMASTERSHIP
OF & ELDRITCH
GCHDEMY

GOAL

TRANSLATE AN
ANCIENT TABLET






HSSET

& LUDICROTUSLE
DEDGERDUS
(DCEDTHTION

GOAL

BRING YOUR
LOVER BACK FROM
THE DEAD






HSSET

ThE CERCHSS OF
i FRESHLY~SLAID
DREGOD

GOAL

FEXORCISE, A
TROUBLESOME,
SPIRIT






HSSET

G CHILLIDG
SECRIFICIAL VICTIM

GOAL

IMPROVE THE
DEFENCES OF YOUR
SANCTUM






HSSET

BIZARRE LIQUORS
DD (DTOXICADTS

GOAL

WIN THE HEART OF
A FAIR BEAUTY






HSSET

8 TGINE MODSTER
THET FOLLOWS @0UR
COMMmEDDS

GOAL

LEAD THE FIRST
EXPEDITION TO
THE, PLATFAU OF
GROOG






HSSET

8D GTLES OF THE
UiDsLln @DD DEARREY
PLADES

GOAL

HFEAL A
CRIPPLING
AILMENT






HSSET

@ LIRERETED BEDIE
THET OUIES 40U ODE
LEST WISH

GOAL

FIND A SUITABLE,
APPRENTICE,






HSSET

THE GRILITY TO
TURD (DTO 8D
GDImAL

GOAL

TRANSPORT A
LOCKED CHEST
SAFFLY TO ITS
DESTINATION






HSSET

PRODIGIOTS SKILL
IITH & BLEDE

GOAL

BrEAT [DFATH IN A
GAMF, OF SKILL






HSSET

i TROLL’S HEHD,
IIDUDTED EDD
FREMED

GOAL

IDEFEND A VILLAGE,
FROM AN ONCOMING
DOOM






HSSET

8 CIULET THET

WERDS HOAIDST

SPECTRES HDD
DEMBODS

GOAL

BUILD A LADDFR
TO THEF, MOON






HSSET

& SCROLL OF
DERvVID’S EXPLODIDG
THUDDERBOLT OF
DEATH

GOAL

OVERINDULGE, IN
THIEVERY,






HSSET

gl NMPERVIOTS
CWEID SHIRT

GOAL

CRUSH THF,
CONSPIRACY THAT
PLOTS AGAINST YOU






HSSET

Gl OLD HLLY
TREDLSFORINED IDTO
& TOAD

GOAL

GET ENOUGH GOLD
YOU CAN RETIRF IN
PEACE,






Gl

The Wizard's

Torer

i3]




[=] L]
@ The Wizard3

Tower

NRea3onsd to go here

Meet with a council of sorcerers.
Steal a magjical artifact.
Get the wizard's help.

People to play
A talkative possessed relic.
A strangely mutated servant.
Avisiting ally of the master.

Crent3 that might happen
Yooation: e/ ame

An infestation makes itself known.

Eﬂ A mob of villagers arrives. EE




Gl

s

The Tavern

i3]




The Tavern

Rea3on3d to go here
Recruit some adventurers.
Drown your sorrows.
Conduct a shady deal.
People to play
The tavern's proprietor.
A bard busking for coin.
A storied and terrifying adventurer.
Crent3 that might Happen
Mredké atite
Someone sings a vulgar song.
Eﬂ Someone starts a card game.




The Gravegard

i3]

Gl




=3 . el
' The Gravegard

L)
°

Rea3on3d to go here
Collect components for a spell.
Track down an undead monster.

Talk to the spirits of the dead.

People to play

The grim gravekeeper.
A vampire in a poor disguise.
A mourner at a graveside.

Cyents that might Happen
ARoeatioreYe armre

The dead rise en masse.

Eﬂ Necromancers start a ritual. Eﬁ




Gl

The Forest

i3]




Eﬂt A\ o B

Rea3on3d to go here

Get some solitude.
Hunt wild animals.
Seek the wisdom of the trees.

People to play

A forester.
A centaur or satyr.
Atree.

Cyents that might Happen
Alidgea tionidhmeeh-

A monster is seen through the trees.

Eﬂ Strange flutes ring out. Eﬁ




1=

Gl

L=

4l

Qlll

111l B
The Dungeon

i3]




(=} el

The Dungeon

Rea3on3d to go here

You've been imprisoned!
You seek the treasure at its heart.
Hunt the beast that lives within.

People to play

A chained-up prisoner.
Inhuman guards.
An adventuring party.

Crent3 that might Happen
LotutioneHame

An execution begins.

Eﬂ Something stirs in the depths. Eﬁ




The rcane
& Library i




(=} el

The HMrcane
Library

Rea3on3d to go here

Research.
Imprisoning a captured entity.
Seeking the wisdom of the librarians.

People to play

A novice librarian.
An inquisitor researching a target.
A demon bound to help visitors.

Crent3 that might fappen
Sofdpeatibrerbmren

was not meant to know.

Eﬂ Abook tries to escape. EE




Gl

The Underworld

i3]




el

The Unbdermorld

Rea3on3d to go here

Rescue your deceased lover.
Consult the ancient sages.

You died!
People to play

A tormented spirit.
The ruler of the underworld.
A fiend on its break.

Crent3 that might Happen

AQobatit s errite:

Lava surges up from the depths.

Eﬂ Cerberus wants to play fetch. EE




Gl

7

nother Plane

i3]




el

i
nother Plane
‘\(3/9 ther I

Rea3on3d to go here

Extract raw elemental energy.
Escape the consequences of your
actions in an alternate universe.

People to play

An alternate universe doppelganger.
An elemental spirit.
A guardian of the multiverse.

Crent3 that might Happen
Somet@m@ftimu Wrtal.

Another plane intrudes on this one.

Eﬂ The laws of reality shift. EE




Gl

The Laboratory

i3]




el

The Laboratory

Rea3on3d to go here

Test an idea in a secure environment.
Sabotage a rival's research.
Put together a cure.

People to play

A hunchbacked assistant.
A theoretical research magician.
Accidentally sentient goo.

Crent3 that might Happen
Some%attmri neypodes.

An amazing breakthrough is found.

Eﬂ Test subjects escape. EE




Gl

3 Monsters
Lair i




[1] g
3 Ponsters
Lair

Rea3on3d to go here

Strike a deal with the creature.
Retrieve a relic from the lair.
Rescue a foolish adventurer.

People to play
Lesser minions of the monster.

A brave hero.
A willing sacrifice.
Crent3 that might Happen
T menstiotts ¥ badrre-

You find its young.

Eﬂ A rival monster arrives. EE
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The Negent'3
oh Palace i




=3 B

G L gal

‘ 7. ‘ The Negent's
3@3}% Palace
"N”

Rea3on3d to go here
Ask for the kingdom's aid.

Abduct a royal hostage.
Attend a diplomatic meeting,.

People to play
The Queen, Emperor or Regent.

A cunning vizier.
An ostentatious courtier.

Crent3 that might Happen
A pafeiycevpitire oMo vl

A member of the court is poisoned.

Eﬂ A hostile army attacks. EE




Gl

A Fairg Glade

i3]




L]
. Fairy
Slade

Rea3on3d to go here

Rescue a mortal stolen away.
Trade a child for something of value.
Ask for insight into your destiny.

People to play

A mischievous sprite.
A changeling child.

The mercurial ruler of Faerie.

Crent3 that might Happen
Strang@ﬂ{sa;@élﬂyo i gance.

A fairy becomes infatuated with you.

Eﬂ Irresistible food is served. Eﬁ




vyyy

The Ocean
i 1]




el

The Ocean

Rea3on3d to go here

Sail to a faraway land.
Explore an undersea kingdom.
Hunt a sea monster.

People to play

A curmudgeonly sailor.
A merperson.
A cultist of the Deep.

Crent3 that might Happen
Afdoedttone eame:

A huge tentacle breaches the surface.

Eﬂ Uncharted land is spotted. EE







@ A The Vlack @
(—‘- Maret

Rea3on3d to go here

Pawn something too hot to keep.
Hire assassins, thugs or thieves.
Purchase an illegal enchantment.

People to play
An incredibly sinister shopkeeper.
An assassin who loves their job.
An undercover Inquisitor.

Crent3 that might Happen

The fdgrenstbided B therfppard.

Thieves burgle a stall.
Eﬂ A dangerous spirit is released. EE




Gl

XY\

The PMountaind

i3]




(=] L=
The

/ , NMountaind

Rea3on3d to go here

Get a clear view of the sky.
Hide from the authorities.
Mine for raw materials.

People to play

A mountain goat herder.
A fur trapper.
Avyeti.
Crent3 that might Happen

Afdptertho ey cpre:

Arock has curious inscriptions.

Eﬂ The path crumbles away. EE




( THE RHSICS

)

If you're in a scene your
character may work magic...
El TO DELAY, REDIRECT OR
DODGE THE CONSEQUENCES

OF SOMETHING THAT
JUST HAPPENED,

& TO INTRODUCE A NEW CHARACTER
WITH VALUABLE SKILLS OR
ASSFTS TO THF, SCENF.

& TO MAKE SURE NOBODY NOTICES
SOMETHING YOU’RE, ABOUT TO DO.

& TO CONVINCE AN AUDIENCE TWO
PEOPLE, SHOULD WORK WITH
(OR AGAINST) FACH OTHER.
Work with other players to fill in any
necessary details of what happens.

{IIZHRDS HREN'T GENTLEMEN




SCENE FRAIMING
Refresh all discarded tokens. Then either

trigger your Trouble Move, or:

1. Decide an aim for our character.

2. Pick an esmﬁfisﬁei;r new Location.

3. Flesh out aty extra details.

4, Begin the scene!
When the aim is met or thwarted, the
scene ends. Bank a ¥* token on a Goal if
it was advanced with the use of an Asset.

HOW TO HCHIEVE H 6DHL

1. Declare it as your Aim for a scene.
2. Gain all 3% tokens banked on the goal.
3. Everyone else can declare an obstacle

in the way of you achieving the goal.
If you succeed, flip the Goal over and
gain it as a permanent 4% token.
If you fail, discard the Goal card; you’ve
missed your chance! Draw a new card.
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RFELATIONSHIPS
MENTOR

Your powers are new to you but someone
* s feac in‘g _you to contro them. You ma
o ]
: afwa_)/: ener a scene they're the forus of,
: %RT REA 2.5 .StglC.ES

Without necding an explanation.

LIVE AREA 2.25X3.25 INCHES

HOw DID YOU MEET THEM?

WHAT EXFRCISES HAVE THEY
SET YOU?

WHAT’S THFE, WORST MAGICAL
MISHAP THEY'VE HFELPED YOU
THROUGH?

Discuss these fluestions with them
: and poss them this card,




E/PORENTINE,
MOVE RGFENSFNCE,

ARC REA 2.5X3.5 ' VE/A:S

LIVE ARSA. 2.25X2.25 INCHES

Relationship: Mentor of
The Mpprentice

“They may always enter & scene where
_)'0%' re %e foczlz without neer[ing am
5 exf[amﬁon. :



RFELATIONSHIPS
MAGICIAN’S BANF,

Your grasp on your talents is
tenyous, and sfrang emotion can

send them wild.
. one AR Bineetinds fiI5 you
L with 2EXTRINGHGS
. control is weakened. They may
{pmc{ W o drow  you gﬁa[ance,
 sending your powers baywire and
L causing chaos in the current scene.

pick who, and poss this card to
them.



AR JREA25X3.5! &S

LIVE ARZA-2.25X2 25 INCHES

Re[aﬁonsﬁif: Agitates
The Mpprentice

:Spend D to make them lose controf of °
their magic, causing chaotic effects in the :
: scene. :



TROUBLE, MOVES

. PUPILS PROGRESS
: Your tutor bas set you a cﬁaffenge to fest
: _your skills. pick fgy e gf magic it uses: :
A[céery, lusion, Summomng or Scrying.

| When IRRYIAREN D SXBSANCHES:, YU
m;y attempt the chol] e, Xou do it...

most.Lt\ﬁ &% 2.25X3.25 INCHES

o SOMETHING MALICIOUS
IS RELEASFED INTO YOUR
FENVIRONMENT,

o THF BACKLASH WARPS YOUR
BODY

o THF BACKLASH CARUSES
COLLATFRAL DAMAGE.

Ask the mtgf(ﬁe roup to fill in
tﬂe details and gain 0 = f ~ token.




CREATING
AN APPRENTICE

NAM]E The name of somefﬁm‘g natum[

S recent[ ted t ot‘ect‘ mmt‘m
: ARE
: STYLE? Rustic 1 stmf[e owm and

| Il ferYEAREA BAR3.35 and
scrolls, Jomet5mg else.
| ORIGING A n0fle scion, [owl ly farmband,
¢ changeling rescued from fairies, something

:else.

. PERSONALITY: Overwhelmed and
overawed, confident and reckless, studious

: and curious, sometﬁmg else.

I R R T



( {ILD ME6IC )

When you try to us:ym

solve a-problem, say what you intend
the spell to do and choose two:

The er[[ gﬁ?ct.c wore than L you wanted,
The {pe[[ affects less than  you wanted.,
The .{feff' s jfecf is temporary or sufey‘iciuﬁ

The .Y:e[[ marks § you in some
mgfon‘unate way.

The .rfe[f bas mﬁforeseen side gﬁcﬁ.

4 OQNLY CHOOSE ONE.

THE HPPRENTICE




7
3
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70
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(

HDVENTUROMUS SPIRIT

)

great daring and risk, youwill
succeed but choose one:

You're burt in the process.
.Sometﬁing valuable is barmed.

A third party makes some o
wﬁm:yog gm‘ed' imfossiﬂg

If you bank a # token on this move
you can repeat the feat without
having to pick options foras long
as that token remains banked.

THE HPPRENTICE




qu
3

VS
2



( LOCHL HERD )

While you're nom

magical world you haven'tyet

lostthe ability to empathise and
get on with mundane folk.

If you're talking to a-non-magical
person you.can .ffmc{ D o

Get: them to do somefﬁing ﬁr  you

Tell you something interesti
B about the :?rm. ¥

4 PROTECT A MUNDANE, PERSON
FROM THF EFFECTS OF ANY
OTHFR PLAYER'S MOVES.

THE HPPRENTICE







( HPT PUPIL )]

If you have time to study a magical

tome, a strange phenomenon or

abizarre artefact, you may hank

a 8 roken on this card to learn
a spell based on the source.

Each other player comes up with
an idea of whartthe spell might do,
and you pick which one'is correct.

end the 8 token later to cast the
spell. Tewill then be lost to you until
you can study the source again.

THE HPPRENTICE







(

THE IMHSTER'S VOICE

)

Your master has invested.some of
their status and power into you.

Other characters will treat you as
an ambassador and representative
of your mentor, and will give
you just as much respect as they
would give your mentor.

Y You CAN USE ONE OF YOUR

MENTOR'S MOVES. IPAY THAT
MOVE’S COSTS AS NORMAL.

THE HPPRENTICE
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RFILATIONSHIPS
: BINDER
+ Someone owns your loyalty. Did they:
! »SUMMON YOU TO THIS PLANE
OF EXISTENCER
° FARN YOUR LOYALTY BY
FREFART AREA @B8X37Y INCHESUR

LIFER 2
o Brnk WEARES 235 XBR FINEHES 1N :
A DUEL OF POWER? ]

: You can a[wa)/s enter a scene where tﬁ_e)/ are :
the focu; without nm{ing an ex?fanaﬂon,
: appearing in a fuﬂ' of smoke or stepping
: rougﬁ 4 gfowin‘g form[.
: Discuss the refaﬁonsﬁif with them and then
L pass them this card, :

D)

)
» 9




PPNk RVICE,
MoVE J:FERENCE,

ART AFZA 2.1 X3. ININEE 7S

LIVE ARSS22. 222 22 INCHES

: Relationship: Binder of
. The Bound Servant

“They may always enter & scene where
_)'0%' re %e foczlz without neer[ing am
5 exf[amﬁon. :



RELATIONSHIPS
TRUF, NAMF,

: Someone knows your True Name, @ set :
L of syllables that describes and therefore bas
power over your essential nature.
Th 0 )@_ fﬂtp‘& Hname.
ng w%% fike ?mo;zﬁreﬁsemiﬁfe
D qibberisY, 5%&355&'%3 j!ftsit’[[
%e fike 581'113 bound in 5umin3 manacles.
In response you must cither perform any
L task téfy a}% of you, or _@ﬁr incm{ié
L poin gfor the rest of the scene as s your buman
© mask becomes damaged.
Choose who knows your true
name, and pass this card to them.

,,,,,



ART AFF 2. X3 A NTY£S

LIVE ANT-2.203—5INCHES

Relationship:

Knows true name of

The Servant

: Spend @® to speak their name,
: causing them to do something
:  for you or feel great pain.



MAKING YOUR
: SERVANT :
NaMF: Uriel, K'rz'k, Nasmurel, :
: Xamigoge, Cinder, Sebastian, Volaris, Tera,
sometning else.
| TRUE ARDAREA 25X BINCHEScntaf,
; demonipy im0 e
| HuMAN MASKs Elerly and dignified,
¢ beautiful and unseteling, immaculately neat
: and tdy, uncivilised and 6&11’8'[)/ fmenmﬁ[e,
someég else. :
. PERSONALITY:  Supercifious  and
: scheming, boastful and ft_tyug of bumans,
pining for bome, sometﬁmg else. :

,,,,,



. TROUBLE MOVES
FRIENDS IN LOW PLACES:

L You're not the onrfy creature of your kind
 in this area. You're the only one bound to
be a fey(ect servant, anever, and ) your feers :
: enjoy colRT PREALSN3HINCHES :
: When LiVEAREN RS 3REANCIHES Jyou :
: can declare that one g your associates arops

: by. choose what mischief they get up to:

: » THEY STEAL SOMETHING YOU

. WERE TASKED TO PROTECT.

: o THEY SET UP A RITUARL TO

5 CURSE YOUR BINDER,

Dm[iné with them takes you out of the next
S scene, Ut you gm'n a X toben. :

..........................................‘<




LNVESTITURE

)

You can pour your power into
another. If they tell you their true
nameand give you their blood, they
gain one for every token they Sfem{

INVULNERABILITY TO A
SPECIFIED SUBSTANCE.
THE POWER TO READ AURAS.
FLIGHT.

THE, POWER TO SHAPESHIFT
INTO A PARTICULAR FORM.

At any point you may .(fem[ % o
become aware of their current
situation and, if you wish, remove
the granted powers.

THE ROUND SERVANT







( LESSER DEMONS )

==

ess powerful monsters flock to

you, hoping to gain protection. To
introduce a minion to the scene, bank
an appropriate token on this card:

& AN ARCANE HOMUNCULUS.
4 A CRAFTY GOBLIN:
¥ AN IMPETUOUS ELEMENTAL.
@ A MOURNFUL GHOST:

The minion lingers for as long as
the token remains fanked, and can be
called.on to perform a task within
their power once perscene. This
token can be relinquished at-will.

THE ROUND SERVANT







( DEVIL’S HDVOCHTE

)

==

our inhuman perspective means
that your arguments can catch others
off-balance.

If you Sft’m{ ¥ while outlining a
reason why someone should consider
a course of action, they must
seriously consider your point.

If they end up doing it, their insight
into your mindset means their next
token .ffem{ on a move targeting you

is free.

THE ROUND SERVANT







(

SUPERHUMEADN SERVICE

)

You were summoned and
bound into the form of a servant.
Thus, whenever you are called on to
perform a servant's duties you do it
as well as the best mortal could.
If you sfem{ 4 choose one:

THFE TASK IS PERFORMED
INSTANTLY.

THE TASK IS PERFORMED SO
PERFECTLY IT MOVES OTHFERS TO
TEARS OR STRIKES THFEM DUMB.

ANY GOODS OR EDIBLES
CREATFD BY THE TASK HAVE, A
MINOR MAGICAL FFFFCT,

THE ROUND SERVANT




o



(

LNFERNHL INIGHT

)

The human form the binding gave
you only-allows'you to aceess some
of your power. If you need more, you
can erm[ @ 10 temporarily tear your
human mask, allowing you to do one
of the following for a scene:

SUMMON FLFMENTAL FNERGY
AND HURL IT AT TARGETS.
MOVE, THROUGH OR AROUND
ANY OBSTACLF, OR BARRIER.
READ SURFACE THOUGHTS.
FNDURE ANY HARM.

The change is obvious. The power
gained isn't, until it is used.

THE ROUND SERVANT













RFLATIONSHIP?

: RIVALRY :
L No one comes close to_your mastery of the :
. arcane arts. No one except this person.
: Maybe they've bad a long career J occult
: experimentation, or ma be they have
incm{im\'?ﬂl'e%?\%zﬁ)?é 5 INCHES g re of
| denslys i ensexy i Eaieser
tricks and secrets. !
: Choose who they are: you can always enter a
 scene where t%/re ¢ focus without needing

: an explanation. Pass them this card.

! WHAT ARE YOU HOPING TO
! LEARN FROM THEM?

! WHAT SCHOOL OF

! MAGIC ARE YOU LEAST
. COMFORTABLE. WITHD. .......| \ ool




HAEORSTICE,
Mol REFEE FNCE

ART ASSA 205K3, S NCEES

LIVE ARE2228%2.25 INCHES

Re[aﬁonsﬁif: (unaware) Rival of
' The Hermit

§T59/ may a[wajs enter @ scene where
8 [ . J :
L youre the focu.f, without need'mg am
: ex?fnnafion. :



RFELATIONSHIPS
@DIOUS}IY URBANU
I Someone reminds you wi oy Left :
i civilisation (far 5e5i}1/u£ T;y 'Z:n' bt be
terriEfy.fy ish and modern, ge o tespect

: for nature, or ar%'ust be far too eneggeﬁc.
: ART AREA 2.5X3.5 INCHE

. They may spend ® to demonstrate those

ﬁa%LWré%zﬁsﬁ BESn o

way that Jets :Eét under - your skin. You
i

© must either withdraw from the interaction
Door do Jometﬁing that emfﬁm’m your
: distance from civilisation: talk to animals,
L insult dunitaries, disregand @zgime, efe.

© Choose who t‘ﬁ_e)/ are and pass this card o
L them.
: {(f“o[ovs}




ART [ ALTA 25X3 4 ICF £S

LIVE AR:=2-2 98X Z5 INCHES

Relationship: Irritates
. The Hermit
. Spend ¥ to remind them why
i they retreated from civilisation,

forcing them into retreat or
vulgarity.



MAKING YOUR
. HFERMIT :
: NAMES Amellius, Krot, Octavia, Hilds,
Aurus, Caspar, Ghed, Tach, sometﬂing else.

HERMITAGES A cave in the mountains, a
tall towARE ﬁ?&ﬂtﬁ)@ﬁdh‘%ﬁﬁ beart
of e fige &éf{i‘f%’if(i“i’ﬁ’fﬂ&ﬁs@"‘é“
: realm, somet?mg else. :
TITLES The Green, ‘Thrice-Cursed,
: chillwalker, Auspicious, Shythunder, the
Wise, sometﬁing else.
: PERSONALITY:  Canfakerous  and
curmtgear_ty, wild and feral, scﬁofar_[y and

i bookish, 5omet‘6ing else.



TROUBLE, MOVES
WIZARD'S POX

: Lomg-term exposure to magic can cause
strange Sfrailties, and you've gained [engl
: over your [ifetime gf;e[[crq?r. When if's
your turn fo fmme a scene, you can declore
: that the prfamesittisxws beckieged 1p

2 ugm'n. choose bow you deal with it:

: LIVE AREA 2.25X3.25 INCHES
: > BURN YOURSELF OUT, LOSING

THE ABILITY TO WORK MAGIC
! UNTIL YOU REST.
: - BECOME SOMETHING
: ELEMENTAL AND IMMOBILE
: UNTIL THE SICKNESS WANES.
: » TAKE A POTION WITH STRANGE
SIDE, EFFECTS.

Ask the group for details, get 4 5%

toém am{fm scenefmming on.

.......................................... 1oy




(

FHMILIAR

)

You have given a portion of your soul
independence and a physical form. It
may manifest as 2 mundane-looking
pet, a creature of glowing energy, or
anything in between.

The familiar is intelligent and
capable of acting independently of
you, and you can always perceive
through its senses.

4 USF. ANY OF YOUR OTHER
MOVES THROUGH THF, FAMILIAR,
NO MATTER HOW FAR AWAY IT IS

FROM YOU.

THE HERMIT







(

DIVIDATION )

Your hermitage is only isolating
when you want it to be. With an
incantation and a reflective surface,
you can see and hear what's
happening elsewhere in the world.

Y THE CONNECTION IS TWO WAYS
THOSE YOU’RF, WATCHING CAN
SEF, AND HEAR YOU,

$ YoU SEE, THE, FUTURE. ASK
A QUESTION ABOUT THE
OUTCOME, OF A COURSE OF
ACTIONS EVERYONE FLSE,
SUGGESTS A VISION AND YOU
PICK ONE.

THE HERMIT




Mmf AAWW
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(

HICIENT RUNES

)

Your runes can channel powerful
magic. When you inscribe these
glyphs, choose one for each & spent.

THF, INSCRIBED OBJECT WILL
STAY IN ITS CURRENT STATE NO
MATTFEFR WHAT.

A SPECIFIED TYPE OF CREATURE
CAN’T APPROACH OR AFFECT
THE RUNES.

THE NFEXT PERSON THAT
RFEADS THF, RUNES SUFFERS A
TERRIBLF MAGICAL MALADY.

THE HERMIT







(  unzesos pEDOPLY )

You have a wand, staff, orb or
pendant that greatly increases your
power. If you use these tools to
augment one of your moves, you may

fank, 2 8 token on this card.

If you do, the spell you cast counts
as a temporary Asset and its effects
will linger for as long as the token
remains fanked. You can relinquish
this commitment at any time.

% USE YOUR REGALIA TO
IMPRESS OTHERS, GAINING A
ONE-USE. ASSET FROM THFIR
AWE, TOWARDS YOU.

THE HERMIT




Mmf
Aﬂ;‘mv



( RILER OF ELEMENTS

)

=

he natural world bends to your
will. Bank a ¥ token on this card to
control a particular element:

FiRE, WATER, WOOD, AIR,
LIGHTNING, ICE.

So long as the token remains banked
on this card, that element cannot
harm you and will obey your
commands.

& CONJURE, AN INSTANCE OF THE
FLEMENT INTO BEING.

THE HERMIT













. RFLATIONSHIP?

- SUIJ[I‘?TIGN :
© You need some belp with your current case, :
S and this chavacter is the perfect person to
: advise. Your superiors 2#@ and bave Jiven
 you a writ camfe[ﬁné em to advise you.

: T AREA 2.5X3.5 INCHES

¢ Choose @ character for t%ts. You may always :
 enfer aLsVIE ARER ﬁyx&pmﬁm%f §
nm{ing an cx?fanation. :
| WHAT KIND OF CRIME ARE YOU

! INVESTIGATING?

WHAT DO YOU HOPF TO LEARN

| FROM THIS CHARACTER?

! HAVE YOU DEALT WITH CASES

! LIKE THIS BEFORE?

. Discuss these questions with them

. avd band them this.card. .......... ': 1\ .




= QENTICY,

M [BNFI R FaNCE

AUT AREA 2.5X3.5 INCE/ES

LIVE ARE82 28¥2.25 INCHES

Re[aﬁonséif: Advisor of

The Jnguisditor

§T59/ may a[wajs enter @ scene where
8 [ . J :
L youre the focu.f, without need'mg am
: ex?fnnafion. :



MAKING YOUR
INQUISITOR

NAMES Victor, Malachi, Elle, Jeanne, :
. Marco, Tenicil, Binera, sometﬁing else. :

| STYLE; ?f imple -
: AR piy XA\ (o] :
§t‘mve[[in c&tﬁﬁi’é e ne.ctcourts-ty?i one
 mask akIVEARER BAXISINGHES .
: TITLE: The Merciless, Cleareyed, Legate,
Higﬁ chancellor, Lmvgivm Tyrant,
Jomeéing else.

! PERSONALITY: Kindly and paternal,
¢ sanctimonious scholar, hard-boile gumsﬁoe,

crmm{in‘g idealist, sometﬁin‘g else.



. TROUBLE MOVES :
.THF, ONE THAT GOT AWAY :
: Across [)/our career et om'ng _justice in the :
: magim communib/, onéf one case remains
: unsolved, What sort of crime was it? :
i Murder? Theft? Vandalism? A curse?

: When yni Aresmsxssaneres: pick

: one:

2 LIVE AREA 2.25X3.25 INCHES
i YOU FIND EVIDENCF, THF,

CRIME'S CULPRIT IS IN THE,

! ARFA.

: - ANOTHER CRIMF, HAPPENS

! USING THE SAMFE MO,

: » YOU'RE CONFRONTED WITH
THE, CONSEQUENCES OF FAILING
TO SOLVE, THF, CRIME,.

Get the rest gf the Jroup to _ﬁ[[ in 7

details, and qain 4 new X token.




RELATIONSHIPS
LIrF. DEBT
© A [ong time ago an investigation you were :
S on went bad. You lﬁougﬁt you were fost, :
L but this character saved you.
L You ongeifemmencligto ey ¢ frel
_you'[[ ever discharge. Af any point tﬁg :
iy YYEARES 2 %jpsa%' S,
D causing you give them a free pass Jor aty
L suspicious or criminal activities,
choose who tﬁg are and poss this card to
L them. s



A KT AREA 2.5X3.5 INCF £S

LIVE AR2-228¥> —5 INCHES

Relationship: Saved the life of
CThe Inquisitor

: 8 c :

: Spend # to remind them of the :

i debt and get them to overlook
your crimes or misbehaviour.



( Z0DE OF TRUTH )

can place yourself in a mindset
of utter truth and sincerity. Sfem{

W to radiate this truth into the
surrounding area for the rest of the

Scene.

Everyone within eyesight of you feels
an urge to be truthful and forthright,
and must erm[ @ 1o intentionally
deceive anyone.

THE TNQUISITOR







(

DULLIFY

A mind like a blade can cut through
any enchantment. When someone
within eyesight of you tries to use a
supernatural ability, choose one per
@ spent:

THF, ABILITY CANNOT AFFECT
YOU.

THF, ABILITY TURNS BACK ON
THE CASTER.

THE CASTER'S INTENT BECOMES
OBVIOUS TO ALL OBSERVERS.

THE TNQUISITOR







( PRECEDENT

)

—=

en someone is considering a
source of action, you may .ffem{ to
tell the story of someone you knew
who attempted something similar.

If the past attempt worked out well,
your companion's next ® .(femf is
free.

If the past attempt worked out
poorly, your companion must either
add an extra step to their plan to deal
with the issues you brought up, or

& . .
.ffcm{ ¥ to improvise a way through.

THE TNQUISITOR







(" CODDITIONED PHESIQUE )

-

ou are immune to all mundane

poisons, diseases, starvation, thirst
and exhaustion.

If you come under the effects of any
supernatural malady, you may 5f’m‘{
4 to completely resist it.

THE TNQUISITOR







( POSTCO6NITION )

ascertain the truth of a matter.

When you gaze into the past of
a location, you can ask the group
one question per & spent. Answers
cannot reach beyond the scope of the
location.
Ex&m?[e Questions:
Who was the last person bere?
How did this body die?

How [ong bas this f[m been abandoned?

THE TNQUISITOR
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| ]R%ATIONSHIPS :
: PHEFECY :
i You recmffylig 4 fm:%%ﬁon about you

. and another character. The messages were
: mixed: th fm{ictef reat Pth for one
i of “you and ruin for the other, but which?
 ou're oBSRTARER BEXASANGHES, fave
| mode o TGRiER P feey:
S You can always enter a scene where t5_ey’re
¢ the focus wit{out an explanation. Discuss

_your re[ationsﬁif and pass them this card,

! WHAT FORTUNE DID THE DREAM :
! PROMISE? WHAT RUIN MIGHT IT

! BRING?

 WHAT WOULD YOU SEE,

: AS A SIGN OF IMMINENT :
LARAGEDR.....o.oovnneneene SRR



PIPPRENZALF,
MoNe <cF ERENCE

AKXT ARIIA 2.5203\8 INC7ES

LIVE ARE=.2.25% 225 INCHES

: Relationship: Doom predicted by
- The Fringe Occultist |

They may always enter a scene where
_)'0%' re %e foczlz without neer[ing am
: exf[amﬁon. :



MAKING YOUR
OCCULTIST

. NAME: Abelard, oplelia, Eric, Lavinia, :
© Nikita, Anastasia, Ward, Seneca, somet5ing
:else.

| STYLFARPEREAR SX3SANEHEs arms
: and fetishes, austere l#‘brma[ wear, loose and
‘{q'fftl'[n IYEARES AR5 W"ﬁ%ing,
something else. :
: SWORN TO: ‘Eairies, demons, the :
void outside existence, the stars, the dead, :
sametﬁing else.

: PERSONALITYS Desperate and driven,
(aid-back and cargfree, i’vom{ foa stmnge
re[igion, in over their bead, ‘

: Jomefﬁin‘g else. k ﬂ




TROUBLE, MOVES

: FAUSTIA E?M; :
i Some ﬁn%USo ouli a %ainfor
power. It Ee%ﬂt the time, but now the
: poet's obligations are coming d’ue.‘git's s your
turn fo ff%me a scene, you may clare that
L ifs GmenRTyRRER 2550 smackies back.

¢ Choose one:

: LIVE AREA 2.25X3.25 INCHES
! © SACRIFICE SOMETHING

: VALUABLE TO THE ENTITY

! SWEAR TO PERFORM [T A
SERVICE, OR BE, DENIED POWFR.

: o THF, NEXT TIME YOU USE A

! MOVE ITS RESULTS GET TWISTED
BY THE ENTITY. THF REST OF
THF, GROUP DECIDES HOW.

: Gain a N token and pass scene
framing ot.




RFLATIONSHIPS
SECRET SOCIETY
o Aspart of  your investigation of the fringes
: of mysticism, you've joined 4 number of :
S secref societies, cults, revo[uﬁonu_fy orders

and so0 on.
: ART AREA 2.5X3.5 INCHES

i One other character is not only a member
- of e SIYEAREARA RS INGHES
: bigher rank. Tﬁg/ may sfemf @ o Juﬁt_[y
sgmv one of the secret signs of the society,
forciwou to agree with the next statement
L or argument t%/ make. :
t Adk for a volunteer, and band them this

P card.



LXT ARI A 2.5°43.5 INCy £S

LIVE AR==<2.25%2 25 INCHES

Relationship: Secretly outranks :
‘The Fringe Occultist
: Spend @ to show them a secret :

: sign and force them to back up :
: your arguments. :



( SHHPESHIFT )

6;1‘ (6] m:b

another by concentrating for a few
breaths. You can take the form
of any mundane animal, but pick

a characteristic tell that's always
shows:

A .ftriﬁing fatcﬁ gf colour.
Horns or antlers.

An unnatural substance in f[m gf fur or
esh.

@ TAKE THE FORM OF ANOTHER
HUMAN.

THE FRINGE OCCULTIST




<=
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(

STEP SIDEWLHYS

)

You have found a space between
planes. By Sfem{mg a @ token and
concentrating for a few minutes you
can slip into this space, becoming
invisible and intangible to everyone
else. The world is hazy and indistinct
to you, but while you're in this state
you can pass through walls and
escape detection.

4 THE TRANSFER IS INSTANT.
@ PICK UP OR PUT DOWN
AN OBJECT WHILE
REMAINING INVISIBLE.

THE FRINGE OCCULTIST




O K



( LODK INTD THE HRUSS

)

==

he void outside existence is a
warped mirror that reflects the world
in strange new ways.

If you Sfem{ &, gaze into a reflective
surface and ask the abyss one of
these questions, the other players will
give you a truthful answer.

WHO HERE FEFLS MOST GUILI?

WHO'S HIDING A WOUND
OR ILLNFESS?

WHAT SECRFET CONNECTION
DO THESF, TWO
CHARACTFERS SHARE?

THE FRINGE OCCULTIST







(

RESEHRCH 6RENT

)

As transgressive as your research
is, it's sponsored by a respectable
organisation. You can draw on that
respectability to deflect blame and
outrage.

When you're accused of committing

a crime against law, nature or moral

decency, you can Sfem{ ® to call on

your connections. Your accuser must
choose:

RFETRACT THFEIR COMPLAINT.

SPEND A ¥ OF THEIR OWN TO
KEFP PRESSING YOU.

THE FRINGE OCCULTIST




O K



( NECROMANCY

)

A social prohibition against
necromancy is no barrier to a
motivated magician. With some
alchemically-treated incense and the
right incantations, you can call spirits
back from the grave.

If a corpse is present their spirit will
be called ups if not, it may be anyone
who has ever died in this location.

é THE SPIRIT CAN TAKE A
PHYSICAL FORM, OR POSSESS
ITS CORPSE IF IT’S PRESENT.

THE FRINGE OCCULTIST




=
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