you can only imagine the trouble. It does not do to complain,

though. It beats campaigning.”
—RAOUL DE MACARRA, Bodyguard of House Campagna

It is the eve of Masque, the day in which Ilrien celebrates
the revolution which threw off the shackles of the Dread
Emperor. House Lovell as the newest-risen house of the
Esultare has generously offered to host a féte in honor of
the occasion, inviting representatives of the other Houses
Major and Minor to share in marking the occasion in
which Ilrien won its freedom. As is custom, all in atten-
dance will be masked, not only those who trace their lin-
eage back to overthrowing the domination of the old
Empire. That is almost certainly why the news that reach-
es your ears before the party’s commencement is so un-
welcome.

THE BIND

< THE BRUSH-OFF. One or more of your fellow houses of
the Esultare are stridently refusing to attend.

Which House(s) is far too important to attend? How will you
ensure they cannot refuse your invitation?

< PARTY CRASHERS. One of the Uncouth factions has
presumed that they were invited to your soiree. They are
here now, and it won’t be long before they start trouble.
How does their attendance reflect on the House? Why do they

have invitations?

< THE ASSASSIN. You are made aware of the designs of
a noted killer-for-hire on one of your guests, though details
are vague at best.

How does this information come to you? Can you ensure the
safety of your guests without spoiling the evening?
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RETAINERS, we have a problem. This is to be our
magnificent entrance upon the stage of Ilrien’s very
best society and yet we are faced with one more
slippery step on the ascent to glory. The places are
already set, the tune has already been struck, and
yet news reaches our ears like an ill wind. You are
our very best. We know that no matter the bind, you

will let nothing stand in our way.

THE ANGLE

< GLORIANA LOVELL, DILETTANTE. Gloriana has
been given the responsibility of ensuring the Lovell’s
celebration goes off without a hitch. She’d prefer to see
to the catering, and trust you to arrange the tricky bits.
What will her position and patronage afford you? Which
House has a grudge against Gloriana in particular? Why?

< TIPTON, AN INFORMATION BROKER. Tipton is
Ilrien’s weather-vane, and when the winds change,
they’re the first to know. They offer you this first bit of
information with no strings attached...apparently.
How did they come by this information? What extra cost
will Tipton expect for further details?

< ROSTAM, AN ASSASSIN. Ilrien’s killers typically
afford each other professional courtesy. Rostam
couldn’t keep silent about the trouble coming for the
Lovell tonight.

What ties does Rostam have to House Lovell? What help
can he offer on the night’s errand?

THE COUP

< THE HIGH GROUND. Someone owes you for your
work tonight.
Who stands to gain the most from your actions tonight? Who

is leaving this party at the greatest risk of embarrassment?

< THE PARTY OF THE SEASON. Let them say what
they might, but tonight was one for the gossip sheets.
How will you leverage this new notoriety? What will the
Broadsheets be reporting tomorrow?

< THE GUILTY PARTY. Through the maneuverings of
the night, you have a trail to those who pulled the strings.
How do you glimpse the true nature of your enemies? How
have they left themselves vulnerable?

FOUR-PART CLOCKS

< They publicly snub you.

& They make a grand entrance.

< A House Guard is found murdered.

SIX-PART CLOCKS

O Their attendance provokes a duel.
< They demand your constant
attention.

O An empty vial of poison is found
near the refreshments.
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EIGHT-PART CLOCKS
O They convince another important
faction to leave.
O Their raucous behavior is all
anyone will talk about.
& Someone important dies gasping.
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Intelligence & Wealth

STRENGTHS Magic, Wealth, Transport, Force, or Supply HEALER Type: Grace

REPUTATIONS
Ambitious, Brutal, Daring, Honorable, Subtle, Arcane,
Loyal, Reliable, Uncouth, Respectable, Dangerous
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SPHERES OF INFLUENCE

the Plaza, the Banks, the Theatre, the Arsenal, the Twist, the Grand Gate, the Docks,
the Granary, the Artist’s Quarter, the Traitor’s Gate, the Arbor, the Necropolitan Hill,
the Silk, the Palace, the University, the Market, the Foreign Quarter, the Watch,

the Canals, the Temples, the Garden
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House Words: “Far Sight and Foresight”
SPECIAL FEATURE
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@ SCANDALIZE: You may incite rumors and scandal against a rival House.
Take -1 reputation with them, and for the season their House Advancement
rolls take -1 effect level.

SPECIAL ABILITIES

© ILLUSORY DISGUISE: The coterie gains access to alteration magic. Gain
+1 effect to avoid detection when disguising or altering the appearance of
yourselves or objects.

O IT’S NOT WHO YOU KNOW: Take +1d to rolls when you take the Uncover
a Plot downtime action to discover another Major House’s Intrigue Clock.

4
& O IT’S WHAT YOU KNOW: Each PC may take +1 action rating to either
Consort or Channel.

O WARDED: Each PC gains +1d to all Spirit resist rolls.

@ WALTZ: Take +1d to engagement rolls that take place at a party or social
event.

O MAGICAL MEANS: Finished crafted items gain +1 tier for the purpose of
effectiveness.

O IT’S ALSO WHO YOU KNOW: Gain an additional xp trigger: Did we

COTERIE XP
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UNIQUE UPGRADES

@ QUESTIONABLE CONTACTS:
The coterie can always find
who has what they need. The
price, however, is negotiable.

AN EYE FOR TALENT: When
you hire a colleague from the
Doctore school of training
they function as 1 tier
higher.

SANCTUM SANCTORUM:
The coterie gains access to
the house's Arcane Sanctum.
Take +1 clock tick any time
the coterie researches or +1d
when the coterie performs a
ritual.

BAG OF HOLDING: Gain +2
free load worth of arcane
components or specialized
tools (arcane implements,
ritual objects, et cetera).

UNIVERSAL UPGRADES

- N e leverage information from our contacts? Any 1-3 rolled when using a
) T - EN known contact to gather information is treated as a 4/5. Quality:
The Silk +1d to Consort or Sway on site. Choose one of the following: They put themselves at risk to give you the ® Dociments ® Gear
SPHERE OF INFLUENCE PERK | information. It takes them longer than is ideal to get the information. O Tools @ Implements
Angel, a Courtesan for the Nobility '1;‘ Another faction is alerted by their inquiry. ['o/Stmpties ® WeapoNs
CONTACT L D . D LGN
Fos XP TRIGGERS L2 Yraining:
SPHERE OF INFLUENCE PERK At the end of each session, for each item below, mark 1 xp (on your | © Mind O Body O Spirit
house sheet), for a maximum of 4 xp.
CONTACT * You overcame an obstacle with Secrets or Discernment. O Retinues and Colleagues-
¢ You contended with challenges above your current station. The coterie hires a retinue or
¢ SPHERE OF INFLUENCE PERK ¢ | * You bolstered your coterie’s reputation or developed a new one. colleague. Re”””‘f are groups
& @ | * You expressed the goals, drives, inner conflict, or essential nature of of t;az.nedgfrofesscz‘olnlals that
CONTACT g, Hmemss et exiess with o spcifc
8 OAdditional XP Trigger: A of mafter #
SPHERE OF INFLUENCE PERK X ;g; s 4%: Yo Z
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T O e O Private Apartments
CONTACT b O Hidden Exit
O Workspace
SPHERE OF INFLUENCE PERK O Ritual Space
\ \ O Private Library
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JHofJo  STATUS KEY

+3: Allies. This faction will help you even if it is not in their best interest to do so. They
expect you to do the same for them.

+2: Friendly. This faction will help you if it does not create serious problems for them.
They expect you to do the same.

+1: Helpful. This faction will help you if it causes no problems or significant cost for them.
They expect the same from you.

0: Neutral

-1: Interfering. This faction will look for opportunities to cause trouble for you (or profit
from your misfortune) so long as it causes no problems or significant cost for them. They
expect the same from you.

-2: Hostile. This faction will look for opportunities to hurt you so long as it does not create
serious problems for them. They expect you to do the same and take precautions against
you.

-3: War. This faction will go out of its way to hurt you even if it’s not in their best interest
to do so. They expect you to do the same and take precautions against you. When you are
at war with any number of factions, your crew suffers +1 exposure from errands, and PCs
get only one downtime action rather than two. You can end a war by eliminating your
enemy or by negotiating a mutual agreement to establish a new status rating.
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