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CHARACTER XP
COOOOOCOOS

A dashing sworn-sword, quick of wit and unmatched in combat.

TR EXXXXXXX)

@ RESIST a complication related to physical obstacles or being outnumbered O|C © O SKULK
HOUSE for you and your coterie (that you are present for). ® ® O O MANEUVER
®|® O O SKIRMISH
: . L . Arcane: Channeling to impress paramour. SPECIAL ABILITIES 0|0 © © WRECK
LOOK INDULGENCE & SOURCE
® HOUSE GUARD: When tect b f teri ist SN ’ ’ ’ ’ ’ . ’ .
Military, Unhoused Bravo fixion i you protect a member of your coterie you resis
BACKGROUND HERITAGE with +1d. When you take harm, clear 1 stress. Q|0 © O TINKER
) ® O O O STUDY
STATUS o BLOgDY I;}IIdeUl\Ill_}OWED: Yo_u 1g_nore ﬂ: tefi';c;s of all levzl 1 l1ar1111f t olo © © survEey
penalties while dueling or engaging in combat, en you push yourself to o
pooooooon <> ignore level 3 harm penalties, it takes only 1 stress (not 2). ol d 0 11 B
SCANDALS ooooooooo$
\ . . DI XA X XXXXX)>
Sentimental, Wicked, Grasping, False, Gauche, Jealous, ooOoOoOoooon <> ¢ O UNSTOPPABLE: You may push yourself to accomplish a feat of speed or
Faithless, Fragile OgOo0ooooood <> endurance that borders on the superhuman, eg engage a small group on equal footing. ®(® © § CHANNEL
? ? ©|0 © © COMMAND
STRESS INFLUENCE © CODE DUELLO: Your challenges carry the weight of your house. When you ®| O O O CONSORT
deliver a challenge for formal combat, your enemy cannot refuse. Take an Q|0 O O SWAY

COOOOOOOO

L & ROR¢
HEALING :'

additional xp trigger: ¢ Did you answer a challenge to your honor?
BONUS DICE

PUSH YOURSELF

O HONOR GUARD: Your formal training allows you the privilege of wearing

G \ project clock A your weapons openly anywhere, without repercussion. When commanding ¥ (Take 2 Stress) -OR- Take a
(3 HELP others to act or stand fast, take +1d. LADY’S FAVOR.
ARMOR USES
! -1D <> O UPON A NEEDLE: You are sure-footed and gain +1 effect when balance or
¥~ A ARMOR grace is an issue, such as navigating difficult terrain (or a dance floor). LOAD <> Discrete O Loaded
A . E;‘F]?ES(S?';F SPECIAL <> How many angels can dance upon the head of a needle? It depends on the tune. SPECIAL PERMISSION

Y
L]
[+

€ wx

¢ }'{ O GAP IN THE ARMOR: When you survey you may push yourself to find a A Fine Wit
weakness in an argument, gesture, or evasion, and seize an advantage. Take
+1d and +1 effect to the next roll that takes advantage of this information, GEAR

this bonus may be given to a coterie member. A Fine Courtly Blade

A )
" © © O VETERAN: Choose a special ability from another playbook. L] A Fine Deadly Blade
} Y [] A Duelist’s Gauntlet

<o x_
e A Badge of Honor

2
)
"
;.:%‘; D DG <§¢}ﬂ—

XK
_f{ HEAT

y
: Paframotzm.noble Knack. N N QN KSR

GATHER INFORMATION
& How can I hurt them? * What do they want most? K ;%‘P

CONTACTS
Maestra - A Master at Arms

XP TRIGGERS

® °/ Blair - A Fawning Noble
Vincenzo - A Former Patron
Feng - A Blade Smith
@ Ari - A Childhood Rival

¢ Who’s most dangerous here?
® What do they intend to do?

* How can I get them to [X]? # Are they telling the truth?

& What's really going on here?

Y
'X‘A Member of the House
[ e e

Ko

BONDS

My paramour is promised to someone of a rival house.

This character is based on Piero by Karel Dolecek.

¢ When you roll a desperate action, mark xp in that action’s attribute.

At the end of each session, for each item below, mark 1 xp (in your
playbook or an attribute), for a maximum of 4 xp.

+ You addressed a challenege with violence ¢ and/or panache.
+ You expressed your beliefs, drives, heritage or background.
by You struggled with issues from your indulgences or scandals during

A Courtly Favor

O Luck Charm

[ Flint and Steel

[HJ Armor

[0 A Small Blade or Two
L [1 A Single-Shot Pistol

'l
\ the session. ! [ A Large Weapon
I, [ P et St N
_}\{ b 1 > %o }{J:I Lantern

TEAMWORK PLANNING & LOAD

Assist a teammate Choose a plan, provide a detail.
p Choose your load limit for the errand.
Lead a group action

Protect a teammate Assault: Point of attack Arcane: Magical

Set up a teammate Deception: Method Social: Connection

Stealth: Entry point Transport: Route

| Throwing Knives
[0 Burglary Gear

[0 Demolition Tools
[0 Arcane Implements
<1 Climbing Gear
[O Subterfuge Supplies
[0 Documents



A

HOUSE

_ Pleasure, Instigating Drama

LOOK INDULGENCE & SOURCE
Outsider, a Thug Iberican
BACKGROUND HERITAGE
STATUS

oooooooood
SCANDALS ooooooooo$
Sentimental, Wicked, Grasping, False, Gauche, Jealous, oOoooooooao <>
Faithless, Fragile gooooooood

STRESS INFLUENCE

QCOOOOOOOO

L A BORe
HEALING :"

‘1 h project clock ",
-1D

2 ARMOR <&
(22 LESS Y

4 : EFEECTT SPECIAL &
o . <o

| N
Ko DG Do <$o X
i"‘ D HEAT

» [aramour Q@@@@@j«

CONTACTS GATHER INFORMATION

Honor - An Orphanage Headmistress & Where's the leverage? * What is out of place here?

‘Wren - 4 Jilted Lover
® Lucky - A Vicious Thug
Meifeng - A Temple Acolyte
G Benecio - A Gondoliere

& What will happen if I [X]?
& What do they intend to do?

p=—— T

* What's really going on here?

2

ember of the House

® How can I get them to [X]? & Ave they telling the truth?

T >

el

Je
Y

BONDS

This character is based on Regibald by JJ Bacay.

-

(e
T

{484

S an’a

jﬂ: Couz‘f

A street-wise wildcard, lucky or dangerous enough to rise from the guiter.

SPECIAL ARMOR

v

L

“‘

<
<<

@ RESIST a complication for you or your coterie related to talking your way out
of, or running from, trouble (that you are present for).

SPECIAL ABILITIES

O PARTY CRASHER: Once per errand, any flashback where you have
arranged a distraction or employed mayhem costs no stress. When drawing
attention to yourself take +1 effect.

@® THE LORD’S CHARM: Take +1 effect to consort with someone when your
purpose is to get them to break the rules, or wreck something.

O DON’T MAKE ME CARRY YOU: Aid another to ignore level 3 harm.
Though yelling abuses or gentle reassurances, you rally a coterie member,
allowing them to ignore all non-fatal harm and harm penalties, as long as you
are with them.

O BETTER TO BE A TIGER THAN A MAN: When ambushed, you gain +1
effect to all actions during a flashback, and your first flashback costs no
stress. Even if you have a tiger by the tail, you still have a tiger.

(O VENGEFUL: Gain an additional xp trigger: ® Did you get payback against
someone who harmed you, your House, Coterie, or someone you care about? If your
coterie helped you get payback, also mark coterie xp. In addition, you gain
+1 effect when acting to harm someone who has personally wronged you.

© LIVING THE DREAM: When you indulge during downtime, you may adjust
the dice outcome by +/- 2. Any coterie member who joins you may do the same.

O BAD REPUTATION: Sometimes a bad reputation is a good thing. Treat any

CHARACTER XP

COOOOOLOOH

BODY ¢ 4 4006464

O O O SKULK

O O O MANEUVER
® O O SKIRMISH
O O O WRECK

D 990666640

O O O TINKER
)|O O O STUDY
O O O SURVEY
@O O O HUNT

ERRrxrrrxxxx>

Y O|O O O CHANNEL

® O|0 O O COMMAND
® ® O O CONSORT

® O O O SWAY

BONUS DICE

PUSH YOURSELF
(Take 2 Stress) -OR- Take a
LADY’S FAVOR.

+

LoAD <> Discrete > Loaded

SPECIAL PERMISSION
A Lucky Break

® When you roll a desperate action, mark xp in that action’s attribute.

At the end of each session, for each item below, mark 1 xp (in your
playbook or an attribute), for a maximum of 4 xp.

¢ You addressed a challenege with evasion ¢ and/or mayhem.
+ You expressed your beliefs, drives, heritage or background.
n}‘o You struggled with issues from your indulgences or scandals during

social roll as a consort when dealing with the wrong sort. Explain how they GEAR
\ have heard of you, or know you. | A Frightening Weapon
';r © O O VETERAN: Choose a special ability from another playbook. 'Ir Fine Wrecking Tools
o 3 e c N Something Destructive
R XP TRIGGERS I Fine Inebriants

A Fine Bit of Blackmail

O Luck Charm

O Flint and Steel

[H1 Armor

O A Small Blade or Two
L 0 A Single-Shot Pistol

La'ad
4 the session. | CH1 A Large Weapon
oI W ~$o 30 Lantern
' "0 Throwing Knives
TEAMWORK PLANNING & LOAD

Assist a teammate Choose a plan, provide a detail.

i Choose your load limit for the errand.
Lead a group action
Protect a teammate Assault: Point of attack

Deception: Method

Arcane: Magical
Set up a teammate Social: Connection

Stealth: Entry point Transport: Route

O Burglary Gear

O Demolition Tools
[0 Arcane Implements
[H1 Climbing Gear
[0 Subterfuge Supplies
O Documents
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f CHARACTER XP
¢ (ye SOGOOOGOTE
g J A master agent & infiltrator, cannier than a skulk of foxes & just as hard to catch.

SPECIAL ARMOR BODY ¢ ¢ ¢ ¢ ¢ ¢ ¢ ¢

s
<
[ d
(

<
<

@ RESIST a complication related to detection or security against you or your ®|® O O SKULK
HOUSE coterie (that you are present for). ©|© © O MANEUVER
QO[O © O SKIRMISH
i o 1= . ... Obligation: family, and a cat. SPECIAL ABILITIES ®|0 O O WRECK
LOOK INDULGENCE & SOURCE
' : MIND ¢ ¢ 066668
Military Intelligence Operative Altori @® BETTER LUCKY THAN GOOD: When you roll a desperate action, you get
BACKGROUND HERITAGE +1d to your roll if you also take -1d to any resistance rolls against Q|0 © O TINKER
consequences of the action. O(© © © STUDY
STATUS ®|® O O SURVEY
ooooooooo$ O LIKE WATER: When you attack from hiding or spring a trap, take +1d. O|© © O HUNT
: . oOoooooOooo ' i 1 i
SCANDALS ‘ : O When there's a question of who acts first, the answer is you. SPIRIT ¢ ¢ & ¢ & ¢ & &
Sentimental, Wicked, Grasping, False, Gauche, Jealous, ooooOod DDDO s 3 N
Faithless, Fraglfe ooooOooodo <> O INFILTRATOR: You are not affected by quality or tier when you bypass ®e09
L ; ¢ @O O O COMMAND
SECU[lty measures.
STRESS INFLUENCE I\ B SN SORT
<> O <> <> <> O <> <> 0 ’ . O O O SHADOW: You may push yourself to perform an act of stealth or athletics |9.9'¢_sway
which borders on the superhuman. BONUS DICE

O IN MY SHADOW: Wh fead " Kulk Stk PUSH YOURSELF
project clock ", . en you lead a group action skulk, you cannot take M e 2 Stress) -OR- Take a

0 .
more than 1 stress, regardless of the number of failed rolls. LADY’S FAVOR.
ARMOR USES

-1D s 5 :
%) O SABOTEUR: When you wreck, your work is quieter than it should be, and 7
A ARMOR <& : : : ; LOAD 0 Discrete O Loaded
(2] LESS SEEGTAL the damage is well-hidden from casual inspection.
41 £ EFEECT <> SPECIAL PERMISSION
_}.{ (L ire <o O ARTFUL TRESPASS: You gain +1d to survey rolls to notice security A Fine Photographic Memory
7=I{¢Jk e o e\ }.{ measures. Locks, guards, alarm, and so on. You also gain an additional
i — [ HEAT TE\N\A gather information question: What are they trying to keep me out of? You gain GEAR
A jjdffdfﬂﬂl’lff Yot Love _ ) N . . . . . 'i‘ l +1d on the engagement roll for acting on that information. | A Fine Disguise
CONTACTS GATHER INFORMATION ';r O O © VETERAN: Choose a special ability from another playbook. '1;‘ i gzﬁsizzosft:e(icl\]jﬁii];:
Frankie - 4 Locksmith * What should I look out for? ® Where can I hide here? o DC —go 3 A Fine Cover Identity
A e 4l ; s XP TRIGGERS
rman uskin & What'’s the best way in: A Vial of Sweetsleep
@ Alaric - A Mercenary ® What do they intend to do? * When you roll a desperate action, mark xp in that action’s attribute.
@/ Bianchi :A Chamber 'Servant ® How can I get them to [X]? & Are they telling the truth? At the end of each session, for each item below, mark 1 xp (in your O Luck Charm
0 Campania - 4 Council Secretary & What's really going on here? ) playbook or an attribute), for a maximum of 4 xp. O Flint and Steel
TA I;FICDI]JEI‘ of the House 5 T * You addressed a challenege with stealth ¢ and/or perception. [ Armor
Ko & s —oX | ¢ You expressed your beliefs, drives, heritage or background. O A Small Blade or Two
n}'v. You struggled with issues from your indulgences or scandals during n,qu A Single-Shot Pistol
BONDS § the session. 3 [H1 A Large Weapon
—}i{¢%> Deis ~$o ‘i'ﬂ Lantern
O Throwing Knives
TEAMWORK PLANNING & LOAD 00 Burglary Gear
Assist a teammate Choose a plan, provide a detail. s
. Choose your load limit for the errand. [0 Demolition Tools
Lead a group action [0 Arcane Implements
Protect a teammate Assault: Point of attack Arcane: Magical [ Climbing Gear
Set up a teammate Deception: Method Social: Connection [0 Subterfuge Supplies

The character is based on Leon from Raul Volpato.
fi p Stealth: Entry point Transport: Route O Documents
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HOUSE

_Obligation: Double Life, Devoted to the Mercies

LOOK INDULGENCE & SOURCE
Academic, Former Mercy Calrais
BACKGROUND HERITAGE
STATUS

oooooooood
SCANDALS ooooooooo
Sentimental, Wicked, Grasping, False, Gauche, Jealous, oOoooOooooao <>
Faithless, Fragile oooooooood

STRESS INFLUENCE

QCOOOOOOOO

0000

-1D
2 ARMOR &
T LESS " sprcrarL &
91 7 EFEECT
—}I{ o> Do :
| s
Ko DG Do <$o X
i."? HEAT
L aramour a novie Lover ®®O OO
CONTACTS GATHER INFORMATION
@ 7 Red Crow - A Hunter * How can I stop them? # What is hidden or lost here?

Ishana - An Informant

Farid - A Tavern Owner

Lucius - A Member of the Watch
@ Sean - 4 Gang Boss

Member of the House

& Who's most afraid here?
& What do they intend to do?

® How can I get them to [X]? & Ave they telling the truth?

* What's really going on here?

BONDS

-

—}‘7.{-0-}

ks
T

This character is based off of Dieter by Adam Burns.

[P

%

v

Ean’

i ek

A dangerous bounty hunter, menacing and unflappable in the face of danger.
SPECIAL ARMOR

<
<

@ RESIST a complication related to traps or ambushes against you or your
coterie (that you are present for).

SPECIAL ABILITIES

@ TERRIFYING: You have an air of menace and danger obvious to even the
most unobservant. You gain +1 effect when trying to intimidate someone. If
done immediately after a show of force, also take +1d.

What terrifying act are you known for?

O PREDATOR: Take +1d to rolls against weakened or vulnerable targets.
Whenever you gather information on a weakness or vulnerability, the worst
you can get is a 4/5.

Y © SHARPSHOOTER: Push yourself to do one of the following: make a trick

®  shot, disarm someone, make a ranged attack at extreme distance, or unleash a
barrage of rapid fire to suppress your target. You retain the effects of pushing
yourself.

O TRIAGE: Patch yourself or someone else up, allowing them to ignore one
level of harm penalty for the remainder of the errand. Does not work on anyone
who has suffered fatal harm. Each PC can only benefit from Triage once.

O CALL THE TARGET: You suffer no tier disadvantage when engaging in
ranged combat.

© BAITED AND SET: You are a master planner. Gain one free flashback, and
take +1 effect when setting or having set a trap.

(O LEAVE NO GROUND: Gain a new gather information question: Where do
they feel safe? Take +1d to engagement rolls when you act on that informa-
tion. When you engage in an errand on hostile ground, you cannot begin in a

|\ desperate position. Tell the GM how you were prepared for trouble.
~
) O O O VETERAN: Choose a special ability from another playbook.
—a b w3 C .
Ko —~oo

};:3;

<o

L

CHARACTER XP

COOOOOOOOO

XXX XXXX>

®
L

O O O SKULK

O O O MANEUVER
@ C O O SKIRMISH
O|C O O WRECK

| MIND © ¢ ¢ 66 ¢ ¢ ¢

Q|0 O O TINKER
O(© © © STUDY
® O O O SURVEY
®|® O O HUNT

ERRrrrrxxxx>

¢ ©O|O © O CHANNEL
¢ ®® O O COMMAND
OO0 © © CONSORT
O[O O O SWAY

BONUS DICE

PUSH YOURSELF
(Take 2 Stress) -OR- Take a
LADY’S FAVOR.

+

LoAD <> Discrete > Loaded

SPECIAL PERMISSION
A Fine Iron Nerve

GEAR

A Fine Ranged Weapon
A Fine Heavy Cloak
A Handy Restraint

XP TRIGGERS

* When you roll a desperate action, mark xp in that action’s attribute.

At the end of each session, for each item below, mark 1 xp (in your
playbook or an attribute), for a maximum of 4 xp.

# You addressed a challenege with pursuit « and/or observation.
+ You expressed your beliefs, drives, heritage or background.
n}'v. You struggled with issues from your indulgences or scandals during

§ the session.

A Hunting Companion
A Fine Spyglass

O Luck Charm

O Flint and Steel

[H1 Armor

O A Small Blade or Two

L 00 A Single-Shot Pistol
(a'al

! l:H:I A Large Weapon
-J:l Lantern

P
tlan's

Ko
TEAMWORK

Assist a teammate

] 8
——

PLANNING & LOAD
Choose a plan, provide a detail.

. Choose your load limit for the errand.
Lead a group action
Protect a teammate Assault: Point of attack

Deception: Method

Arcane: Magical
Set up a teammate Social: Connection

Stealth: Entry point Transport: Route

"0 Throwing Knives
O Burglary Gear

O Demolition Tools
[0 Arcane Implements
[ Climbing Gear
[0 Subterfuge Supplies
O Documents



[} |
Ko W < Lo X

'
2 f CHARACTER XP
‘5/ ¢_A ey SOGOOOBOGE
g J A social mastermind, able to craft arguments and devices with ease.
SPECIAL ARMOR BODY ¢ ¢ 4 ¢ 466 ¢

@ RESIST a complication related to suspicion or persuasion ®® O O SKULK
HOUSE (that you are present for). ® O O O MANEUVER
0|10 O O SKIRMISH
] B L ... Luxury:Fine Clothing, Gift Giving SPECIAL ABILITIES 0|0 © © WRECK
LOOK INDULGENCE & SOURCE MIND 0SS ® ¢ 4
Noble, a lesser house. The Jewel Cities O SKELETON KEY: Push yourself and roll your best action rating while
BACKGROUND HERITAGE performing a different action. Say how you adapt your skill to this use. ®|O O O TINKER
Q|0 © O STUDY
STATUS O EXPERTISE: Due to careful planning during downtime, you may give O[O O O SURVEY
OoOoOoOOooood O yourself or a coterie member one extra downtime activity. If you do not use Q|© © © HUNT
SCANDALS 5 ® OOoOoOooogOoo O this feature tfluring youl_' downtime, you may use it during the next errand to SPIRIT G GG G & & & &
Sentimental, Wicked, Grasping, False, Gauche, Jealous, oOoooooooo$ flashback without costing stress.
Faithless, Fragile oooooooood ¥ ¥ O|O O O CHANNEL
? O 1 KNOW THIS TUNE: You can always tell when someone is lying to you. ¢ O|© O O COMMAND
STRESS INFLUENCE I B ENSURY
<> 0 <> <> <> O <> <> 0 ’ . O O O FORESIGHT: Twice per errand, you may assist a teammate without paying ®(® O O SWAY
stress. Describe how you've prepared for it.
BONUS DICE
O UNDER THE RUG: During downtime, you get +1 effect when you reduce PUSH YOURSELF
A project clock " exposure, and your shame level counts as 1 less for the purpose of Bl (Take 2 Stress) -OR- Take a
entanglements so long as you explain the situation to your superiors. LADY’S FAVOR.
ARMOR USES
-1D
2 ARMOR <> | ® A GOOD NAME: When you push yourself in social engagements, while LoAD < Discrete > Loaded
)
B LESS SPECIAL <> consorting or swaying, you can gain both +1 effect and +1d instead of one or
91 EFFECT the vtlien SPECIAL PERMISSION
o2 e S 3 ’
. ) (4 A Believable Excuse
7::(4:3; oA g C . }I{_ O ATTENTION TO DETAIL: You are a stickler for the details. Take +1d to
i — Ol HEAT TEN\A your roll when working on a long-term project. You can also push yourself to | GEAR
A j)dffdfﬂﬂl’lff‘ - _ N Qp QQ Q? Q? @ A l ignore the drawback of a crafted device (unreliable, volatile, et cetera). | Fine Tinkering Tools
a2 : ; ii ~[ | A Concealable Weapon
CONTACTS GATHER INFORMATION 4 O O O VETERAN: Choose a special ability from another playbook. ) g Clotheg
@ Babette - 4 Banker & How can I hurt them? * What do the 7 > Sre D o3 ; )
‘ 2y want mosti R GG e A Fine Invitation
Elijah - A Master Architect & Who's most dan here? EEICEERS
5 e A Small Pricey Gift
Jian - 4 Master Craftsman ® What do they intend to do? * When you roll a desperate action, mark xp in that action’s attribute.
@/ Alisha - 4 Diplomat ® How can I get them to [X]? & Are they telling the truth? At the end of each session, for each item below, mark 1 xp (in your O Luck Charm
¢ Genovese - A Childhood Friend & What's really going on here? 0 playbook or an attribute), for a maximum of 4 xp. O Flint and Steel
A I;Jemher of the House 5 T * You addressed a challenege with expertise + and/or calculation. [ Armor
Ko & g —oX | ¢ You expressed your beliefs, drives, heritage or background. O A Small Blade or Two
n}'v. You struggled with issues from your indulgences or scandals during n,qu A Single-Shot Pistol
BONDS § the session. 3 [H1 A Large Weapon
/1] o3 s Sy [ Lantern
Has very little idea how money works, and spends recklessly. o= d o=t O Throwing Knives
TEAMWORK PLANNING & LOAD
O Burglary Gear
Assist a teammate Choose a plan, provide a detail. s
Dead . Choose your lf;ad limit for the errand. [0 Demolition Tools
cad agroup action [0 Arcane Implements
Protect a teammate Assault: Point of attack Arcane: Magical [ Climbing Gear
Set up a teammate Deception: Method Social: Connection [0 Subterfuge Supplies

This character is based off of Delfina by Rhi. Stealth: Entry point Transport: Route O Documents
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i
f 4[ Y CHARACTER XP
J:4 nac COOOOOLOOH
g J A magical expert, gifted with arcane power and knowledge of the hidden world.
SPECIAL ARMOR BODY ¢ ¢ 4 ¢ 466 ¢

<
<<

@ RESIST a complication related to magic against you or your coterie Q|0 © © SKULK
(that you are present for). ®|0 O O MANEUVER
HOUSE SPECIAL ABILITIES ©|0 © O SKIRMISH
_— Arcane, Ritufﬂ Expirimentation @ INVOCATION: You may push yourself to speak a curse, channeling arcane O[O O O WRECK
LOOK INDULGENCE & SOURCE power and turning it against anyone in the area who is vulnerable to your
1 4 o assault. You may spend 1 stress for each additional feature: The damage is MIND 666666640
Academic, from the Scholam Naturalis The Jewel Cities . : : ” -
elemental (fire, lightning, acid, frost, et cetera) in nature - It affects objects as well as ®|0 O O TINKER
BACKGROUND HERITAGE people - You and anyone you choose get +2d to resist the effects - You cast subtly
enough to avoid notice. ®|® O O sTUDY
STATUS O|O O O SURVEY
OoOooOoOoooogo Q O REND THE WEAVE: When you prepare a space with arcane reagents, it olo © © HUNT
. e minlnininlnlnlnln O tears the fabric of the magical weave. Channeling in the area becomes
SCANDALS impossible or unbelievably potent, your choice. SPIRIT ¢ ¢ ¢ & & ¢ ¢ &
Sentimental, Wicked, Grasping, False, Gauche, Jealous, oOooooooog$
Faithless, Fragile BEOO000ooog <> ¥ O THE OLDE TOUNGE: You know the secret methods to interact with Y ©|® O O CHANNEL
#®  creatures and paranormal entities no matter how wild or feral they are. You & O|O O O COMMAND
ain +1 effect when communicating with anything non-human. D)
STRESS INFLUENCE & & yiomne I\ B SN SCRT

<> O <> <> <> O <> <> 0 ’ . O o @ O.P.El_\l MIND: You are always aware when the supernatural enters your 0|0 OO swAY

vicinity, or when arcane power is building. Take +1d on your next action roll
when acting on that knowledge. BONUS DICE

PUSH YOURSELF

[ ] SCR_YING: S?pe:_nd 1 stress to remotely view a distant place or Person tied to PN Take 2 Stress) -OR- Take a
you in some intimate way. Spend 1 stress for each extra feature: You see what :
happened in the past - Your target can also see and hear you - You may use something LADY’S FAVOR.
1D connected to the target as a focus rather than be intimately tied to the target.
2 ’ ARMOR & LoAD > Discrete > Loaded
~A Y (O FASCINATE: You gain +1 effect when commanding attention magically. SR d
ESS SPECIAL <> Your coterie gains +1d to the next action they take while the attention is
41 EFFECT & ¥ SPECIAL PERMISSION
_}.{ e N Do (d drawn to you.
TH U2 i A Vulgar Display of Power
| i O PRY: Add to your list of gather information questions: What are they thinking
7}(4:3; P Dl 0 }{_ : j e 7
P - S 5 V1 G T L X right now? You magically intuit another person’s thoughts without
GEAR
b HEAT consequence, and gain +1d to the engagement roll when you act upon this
j aramour NG A QQ QQ Q? Q? Q? o \ inforrfl_atiqn. Pry can also be used during an errand, though it can create | A Fine Arcane Focus
wpy cOmplcations: ~°[ | An Impressive Costume
CONTACTS ' GATHER INFORMATION l.l & O O O VETERAN: Choose a special ability from another playbook. & 4.) Ritual Implements
Moon - An Unrequited Love * What echoes in the weave here? ® What is arcane here? | o3> e ~¢3K | 4 Familiar Spirit
Owyn - A Former Teacher ® What is hidden or lost here? The Lady’s Kiss
@®°/ Anaisha - 4 Mercy ® What do they intend to do? * When you roll a desperate action, mark xp in that action’s attribute.
L] Cle}nenza 5 “?" Arcane Dealer & How can I get them to [X]? # Are they telling the truth? At the end of each session, for each item below, mark 1 xp (in your O Luck Charm
0 Farina - A Dilettante * What'’s really going on here? 0 playbook or an attribute), for a maximum of 4 xp. O Flint and Steel
TA I;Jemher of the House 2 T * You addressed a challenege with arcane knowledge ¢ and/or power. | (M1 Armor
Koo —y S =3 | » You expressed your beliefs, drives, heritage or background. O A Small Blade or Two
n}'v. You struggled with issues from your indulgences or scandals during nL O A Single-Shot Pistol
BONDS § the session. 3 EH:' A Large Weapon
}{4;).; 2 —~$o -J:l Lantern

"0 Throwing Knives
O Burglary Gear

O Demolition Tools
[0 Arcane Implements
Protect a teammate Assault: Point of attack Arcane: Magical [ Climbing Gear

TEAMWORK PLANNING & LOAD

Assist a teammate Choose a plan, provide a detail.

. Choose your load limit for the errand.
Lead a group action

Set up a teammate Deception: Method Social: Connection [0 Subterfuge Supplies

This character is based off of Sparrow by Azul Alysum. Stealth: Entry point Tranaport: Route O Documents
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gJ A haunted revenant bearing ancient knowledge, weaponry, and a grudge.
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SPECIAL ARMOR BODY ¢ ¢ 4 ¢ 466 ¢
the effects of one level of harm from an injury once per errand. SKULK
@ IGNORE the effi f level of h fi inj d e e @
Does not apply to level 4 Harm. ®|0 O O MANEUVER
HOUSE SPECIAL ABILITIES ®|O O O SKIRMISH
Faith, the Temple of the Lad
LOOK == lNDl}LGENéEp& SOURCE Y O HELL HOLDS NO SURPRISES: You are a construct of dark dreams and 9|9 0/© WRECK
bad memories, and cannot be frightened. Also gain +1 stress box. MIND © ¢ & ¢ ¢ & ¢ ¢
Military, a Soldier Maur ) o
BACKGROUND HERITAGE (O BLEEDING LOVE: You are haunted by a past companion or lover, itis QO[O © O TINKER
tethered to you, both helping and tormenting. Choose 2 of the following 0|0 © © STUDY
STATUS features: It can manifest to interact with the environment. You can see through its olo © © survey
eyes. It can lend you its knowledge. Also choose 2 of the following natures: 4
noooooooo g Wrathful, Jealous, Forlorn. You cannot take a living paramour. ®|C O O HUNT
m—— OoOooooooo TS
Detached, Uncanny, Vengeful, Insatiable, Morose, oOooooao DDDQ © VALOR BEYOND DEATﬂ: Whgn you max out your stre.ss tracker or take
Destructive, Obsessed, Territorial OooO00o00no <> ¢ level 4 harm, you are not immediately {emoved from _the fight. Youcanstay € O[O O O CHANNEL
& and aid your coterie as long as they assist you, or until you push yourself to & ®|® 0 O coMMAND
take one last action. You also gain +1 shatter box to fill before you must sleep. Slo o o
STRESS INFLUENCE IR\ JERAUEY
<> O <> <> <> O <> <> 0 @ VOID BLADE: You can push yourself to imbue your Ancient Weapon with O[O O O SWAY
’ . O O arcane energy. You cut through stone and steel like butter. Take +1 effect
when you engage a foe. BONUS DICE
O POISONER’S BLADE: Your ancient weapon is designed to hold a single vial PUSH YOURSELF
of your choice, when triggered, the vial is opened and the contents are channeled Rl (Take 2 Stress) -OR- Take a
down the blade. The next thing to be wounded by your blade also takes the LADY’S FAVOR.
effect of the compound in addition to any harm. You always have one vial of
2 e <> Slake. Craft, create, or acquire other poisons and compounds as normal. .
| ARMOR LoAD <> Discrete > Loaded
8 LESS T i i
SPECIAL © STORY COLLECTOR: You have passed the centuries consuming tomes,
“' Y4 o . EFEECT <> conversing with intellectuals, and growing your knowledge. You gain +1d SPECIAL PERMISSION
_}i{ \ (48 T i when trying to recall the details of something you once read or heard. A Prophetic Dream
| \ Where did this information come from?
Ko G Doise <$o X
i‘—’j HEAT O IMMORTAL TOLERANCE: Over the years you have intoxicated yourself in GEAR
j aramowr SN\ N Qp QQ Q? Q? Q? o a.m.yriad of creative ways. As a result, intoxicants and poisons always have | An Ancient Weapon
L limited effect on you. :
o A" | A Symbol of the Dread Empire
CONTACTS GATHER INFORMATION o O O O VETERAN: Choose a special ability from another playbook. . A Lantern that Casts Shadow
@/ Goodman - 4 Historian & What stands in my way? * How can I break [X]? o D —¢= 3 A Dose of Weeping Bell
Bosierd Eo; Mak ’ XP TRIGGERS
0s oison Marer & What do I remember about [X] i
5 . ) . . . A Blood-Chilling Glare
@ Piero - 4 Ghost ® What do they intend to do? * When you roll a desperate action, mark xp in that action’s attribute.
B“‘"}” -4 chrse Thief * How can I get them to [X]? & Are they telling the truth? At the end of each session, for each item below, mark 1 xp (in your O Luck Charm
0 Amelia - 4 Diva * What's really going on here? 3 playbook or an attribute), for a maximum of 4 xp. O Flint and Steel
A - Member of the House 2 T + You addressed a challenege with callous disregard ¢ &/or unearthly endurance.| [ Armor
Ko =y —_— —¢o3 | « vou expressed your beliefs, drives, heritage or background. O A Small Blade or Two
n}'v. You struggled with issues from your indulgences or scandals during nL O A Single-Shot Pistol
BONDS § the session. 3 EH:' A Large Weapon
@ CANNOT DIE: Upon level 4 harm that is not resisted, acquire an immediate shatter condition instead. }{4:)._; D :% - ﬂ Lantern
"0 Throwing Knives
TEAMWORK PLANNING & LOAD
O Burglary Gear
Assist a teammate Choose a plan, provide a detail. fes
Dead . Choose your load limit for the errand. O Demolition Tools
cad agroup action O Arcane Implements
Protect a teammate Assault: Point of attack Arcane: Magical [ Climbing Gear
Set up a teammate Deception: Method Social: Connection [0 Subterfuge Supplies

Stealth: Entry point Transport: Route O Documents
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g J A fae-touched charmer and magical manipulator.
SPECIAL ARMOR BODY ¢ ¢ 4 ¢ 466 ¢
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L
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<X

@ RESIST a complication related to lies or deception that you are present for. 0|0 O O SKULK
HOUSE SPECIAL ABILITIES 6| §-6-8 _MANKUYER
0|10 O O SKIRMISH
Luxury, the Signora of the Roses © BARGAIN AND BALANCE: When someone takes harm, you can resist it olo o o wrRECK
LOOK o~ INDULGEN(EE & SOURCE on their behalf, after the fact. Roll your Spirit resistance, take stress and the
benefit of the resistance as normal (even if the injury has already been resisted MIND ¢ ¢ & ¢ ¢ ¢ ¢
Trade, a Deal Broker Ilrien once by the person who first suffered it), and absorb their injury.
BACKGROUND HERITAGE They remove it from their harm tracker and you add it to yours. Q|0 O O TINKER
@®|® O O STUDY
STATUS © LIKE CALLS TO LIKE: You always know when a sprite or nature spirit is olooo
OoOoOooOooo 0 present. Take +1d whenever you gather information about them by any means. > SURVEY
O|© O O HUNT
SHATTERS 3 RN OOoOoOoooooo O O TOXIC LOVE: You can push yourself to secrete a mild poison or aphrodisiac SPIRIT G GGG G & & €
. hrough your skin. [ SPIRIT 6 6 6 6 66 6 &
Detached, Uncanny, Vengeful, Insatiable, Morose, ooooooooo$ 3 VR ! T
Destructive, Obsessed, Territorial ooooooooo$ @ GLAMOUR: You can push yourself to take on the appearance of someone  } ohep
else temporarily. If you do not spend time studying the person you’re imitating, 0|0 © © COMMAND
STRESS INFLUENCE anyone who knows them will become suspicious of you upon inspection. @O O O CONSORT

COOOOOOO0 ’ OO © NATURAL SUMMONING: You know the olde symbols required to draw e il LN

summoning circles and beg the indulgence of sprites and other nature spirits.

You can create new summoning circles as long-term projects. Begin with one BONUS DICE
summoning circle known. What are you summoning? What does this summoned PUSH YOURSELF
creature want in exchange for its help? B (Take 2 Stress) -OR- Take a
(O LENT SKIN: Leveraging the connection to nature granted by your fae ances- LADY’S FAVOR.
1D tor, you have learned to alter your natural form to take on the aspects of other
2 ARMOR <> creatures. You may push yourself and take one of the following --an animal LOAD ODiSCfEI'E‘ <>Loaa'ed
~A LESS v aspect tied to motion (the gills of a fish, the grip of a gecko, et cetera) --an animal
% EFFEC’J SPECIAL <> aspect useful in combat-- an animal aspect useful in investigation (a wolf’s nose, an SPECIAL PERMISSION
_}.{ > )_ D (d eagle’s eyes, et cetera).
i 3 i Alternatively, you may pay five stress and assume the form of an animal in total. Otherworldly Charm
v — 2t Dol PAY
’}{*:%f il e ~§ L4 }{‘ O THE FAERIE REEL: There is no finer dancing partner, and you can enchant GEAR
i‘—’j HEAT others with song. When you play, push yourself to Channel and compel your
j aramour N ) QQ QQ QQ QQ @ O target to dance until r.eleased by you, or exhaustion tak‘es them. ‘ | Rl Perfcct Bascmble
A Choose your tool: Voice, finger cymbals, a small flute or pipe, tambourine. i
o A" | A Length of Faerie Rope
C(TNTA(‘JTS GATHER INFORMATION l.l & O O O VETERAN: Choose a special ability from another playbook. ¥ 4.) A Mirror that Reflects Truth
@ 7 Dimitrius - An Obsessed Scholar & What isn't what it appears? ® Who's most susceptible to me? | JKO—3>= D ~¢23K 1 4 Favor from the Fae Court
L, o A i £ : 2 XP TRIGGERS
eonato - An Inventor & What do the sprites know about [X] An Infectious Laugh
® Xie - An Old Flame ® What do they intend to do? * When you roll a desperate action, mark xp in that action’s attribute.
Blaze - 4 Cl"f’"” * How can I get them to [X]? # Are they telling the truth? At the end of each session, for each item below, mark 1 xp (in your O Luck Charm
0 Goya - 4 Sprite * What's really going on here? 3 playbook or an attribute), for a maximum of 4 xp. O Flint and Steel
A P Member of the House 5 T * You addressed a challenege with fae power ¢ and/or control. [ Armor
Ko =y o —oX | ¢ You expressed your beliefs, drives, heritage or background. O A Small Blade or Two
n}'v. You struggled with issues from your indulgences or scandals during nL O A Single-Shot Pistol
BONDS § the session. 3 EH:' A Large Weapon
® FAE-KISSED: You are harmed by iron. }{4:)..; P :% %, J:| Lantern
"0 Throwing Knives
TEAMWORK PLANNING & LOAD
O Burglary Gear
Assist a teammate Choose a plan, provide a detail.

[0 Demolition Tools
[0 Arcane Implements
Protect a teammate Assault: Point of attack Arcane: Magical [ Climbing Gear

. Choose your load limit for the errand.
Lead a group action

Set up a teammate Deception: Method Social: Connection [0 Subterfuge Supplies
Stealth: Entry point Transport: Route O Documents



