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These represent your character's areas of
expertise, encompassing knowledge,
professional crafts, and general aptitudes
acquired throughout their life.
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This attribute is a collection of external
assets your character can draw upon.
Portfolio attributes are not "tested" with
dice rolls; instead, they are "spent" to
achieve desired outcomes.

A young and ambitious industrialist from
the Dara family, Entrepreneur A. Dara is
driven by a restless energy and an
insatiable desire to innovate. They see 3 ,
opportunity in every challenge, particularly
in expanding their family's holdings into
Ruin-afflicted territories. They are a
frequent collaborator with their cousin,
Financier G. Dara, whose cunning financial
strategies complement their bold ventures.
They also have a clandestine arrangement
with a notorious
unbonded pamphleteer, to subtly discredit
their aristocratic rivals.
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This attribute reflects your character‘s
outlook on the world and how they
emotionally interact with it. Higher values

indicate a greater reliance on that
particular perspective.
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You have a knack for finding
solutions that others may miss.
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T sTO BE AR | STOC RACY o | Whereas each individual family has its own unique offering, the overall
. Aristocrats are the self-styled elites of the Dramark, solvmg experience of the aristocracy is to command others beneath one’s
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_ CHARACTER DETAILS

VITALITY AND DISTRESS

Vitality indicates a player character’s physical wellbeing.
Distress indicates a player character’s mental or emotional state.

ATTRIBUTES

Attributes define the systems by which player characters interact
with the world. They may define dice pools for tests, create effects
automatically, or measure a character’s wellbeing.

PERSONALITY

‘Audacity: Ambition, self-confidence, vanity
Benevolence: Kindness, appreciation, compassion
Cunning: Cleverness, duplicity

Decorum: Tradition, orderliness, conformity
Defiance: Opposition, rebellion, individualism
Loyalty: Duty, responsibility, selflessness
Ingenuity: Creativity, insight, originality
Obsession: Focus, control, entitlement
Sensitivity: Attunement, understanding, empathy

SKILLS

Craft: Making things out of raw ingredients; being “good with your
hands”

Express: Communication, directly, indirectly, or through the use of
-media

Fight: The application of guns, knives, fists, etc. to one’s opponents
Foster: Growing and nurturing and restoring to health

Intrigue: Subterfuge, deceit, and secrecy

Intuit: Figuring things out from incomplete or enigmatic information
Observe: Alertness to your surroundings

- Physicality: Acts of exertion or athleticism

Transgress: Violations of the social order: B&E, forgery, poisoncraft, etc.

Truefolk Competency: Truefolk have a Skill unique to them at which
they always succeed.

PORTFOLIO
Access: You can enter places otherwise restricted
- Information: You possess relevant knowledge
- Entourage: People or animals who help you
~_ Mentor: A well-connected person who looks out for your interests
Reputation: You're well-known -

~ Title: People respect your authority or social prominence

Tools & Equipment: Items and appliances to suit the need
‘Wardrobe: Clothing lets you look the part and make statements
Wealth Buy your way out of problems

Cl-la\mq more than one
rank in ‘Pmﬁo io doesn’t mean
your portfolw is better, ;ust

that it can be used more times.

ACTION RESOLUTION

Figure Out Which Attributes Apply
Personally undertaking the action requires a test based on Personality +
SKill. Or you can call in external aid from your Portfolio.

Build a Dice Pool -or- Use Portfolio

Describe how you want to undertake an action. A dice pool equals the
value of the Personality + Skill values for how you’re undertaking the
action. Roll your dice pool to test for the outcome (see Dice Results
Summary, below)

Using Portfolio automatically works, but temporarily reduces Portfolio
attribute value every time it is used (mark off the blank spot).

DICE RESULTS SUMMARY

> Die roll of 6 = brill You on J need ONE brill_to succeed

> Die roll of 2 3 4 or 5 = no effect (prowded JOU dOll 5 ﬁa‘ve movre g OOlll\)
> Die roll of 1 = gloom

At least one brill = success
More glooms than brills = catastrophe
Three brills = triumph

PASSION

Invoke Passion to greatly increase success chances!

> Passion increases a test dice pool by 2.

> Tests with Passion invoked gain brills on 5s and 6s!

> Add a Passion die to your tracker when you invoke Passion.

> When your Passion tracker is maxed out or otherwise provoked,
add all Passion dice to the next test (Passion dice have only no
effect and gloom results).

When 1 you’ re }oasswnate You qam temporary
bonuses - but lf used too often Your self |

lﬂljﬂOSCd martjrdom Wl” come ECICK to haunt 1 JOU

You can even invoke ‘Passzon to resist damage

bung m]ured or N favmq their reputations inpeac hed.

e
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as most \lnﬂg eycop € Are C]Ulft pa\szonau aﬁout not

CONFLICTS

Conflict is a special sort of contested action.

> When you attack, whether in the physical or social sense, you test a
dice pool of the suitable Personality attribute + SKill. ‘

> When you defend in either the physical or social sense, you roll either a
Personality attribute or a Skill, depending on if the attack is physical or
social. |

PHYSICAL VIOLENCE
Personality + SKill test brills =

amount of Vitality damage taken (- resistance)

You mzqht use C‘U‘J\@\@Q\fﬁjor a meakj attack,
YEr IANCE jor something desperate,
‘lil\f(;f’l\f‘UQT) to improvise in weapon or strike,

or (Zl‘U(DfZlCTT)”jor a bold attack.
Likewise, EXPRESS can be-a showr Y str ike.

uUse T‘JG”}(TJLW trained combat attack,
PHYSICALITY for Orute force
and TRANSGRESS for ill eqal moves!

N ONFLICT
Personality + SKkill test brills =
amount of Distress damage taken (- resistance)

AUDACITY can be use d’fm a wicked rhetorical barb.
BENEVOLENCE to get the crowd on your side,
DECORUM to up hol d social stanqu<

or SENSITIVATY to use Your opponent’s fee mq< to

your advanta ge. | i e Sl g
| EXPRESS works the crowd and makes a show,

‘JN‘JJT\?G‘UI can brmq up a dark secret,
OBSERVE can criticize dress and manners,
and ‘JJCR‘ZW\CSC;?{ES“S“ fjou want to openlj
slander your opponent.

RESISTANCE

You can resist physical damage dealt to you with a Skill relavent to your
defensive measure. '
Resist Ph Uszca damaqe with
PHYSICALIATY to enduer the stmg ty‘ the b [ow,
OBSERVE or INTUIT to dodqe the attack,

T‘JG‘}[T to use your combat skills to parry.

Social conflist is resisted through a Personallty attrlbute relavent to your .
oratory style. - | |

Resist Social damaqe with

DEFIANCE to zqnore the msults

ja [f on YOur sense oj dutt/ with LOYRALT Yo
oY USe. OCBbEbSClO‘J\r to 1’6@ on Jow eccmtmmt J



“Adaptation, not stagnation, is the true legacy.”

Baronet B Valgreave

Rum Conqueror and Paragon of Chorl’ry
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assets your character can draw upon.
Portfolio attributes are not "tested" with
dice rolls; instead, they are "spent" to
\ achieve desired outcomes.
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B Personalif B
ThlS attribute reflects your character's
outlook on the world and how they
emotionally interact with it. Higher values
indicate a greater reliance on that
particular perspective.

A progressive and outspoken member of
the Valgreave family, Baronet B. Valgreave
champions new methods of conservation
and agricultural innovation, often to the
consternation of their more traditional Kin.
They share a strained but familial bond
with The Landed C. Valgreave, though they
view their methods as archaic and
ultimately unsustainable. Their
unconventional approach has led them to
an unlikely alliance with

, a Rivet and Bellows Union
foreman, whose practical skills they
greatly admire for their ambitious projects.
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These represent your character's areas f
expertise, encompassing knowledge,
professional crafts, and general aptitudes
acquired throughout their life.
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INTUIT <<
OBSERVE <>

PHYSICALITY <<
You can easily get caught up with your TRANSGRESS <~.o::":' 2

conservation projects.
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You have no problem
throwing around your
title and money to
make things happen.
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© CHARACTER DETAILS

VITALITY AND DISTRESS

Vitality indicates a player character’s physical wellbeing.
Distress indicates a player character’s mental or emotional state.

ATTRIBUTES

Attributes define the systems by which player characters interact
with the world. They may define dice pools for tests, create effects
automatically, or measure a character’s wellbeing.

PERSONALITY

‘Audacity: Ambition, self-confidence, vanity
Benevolence: Kindness, appreciation, compassion
- Cunning: Cleverness, duplicity

Decorum: Tradition, orderliness, conformity
Defiance: Opposition, rebellion, individualism
Loyalty: Duty, responsibility, selflessness
Ingenuity: Creativity, insight, originality
Obsession: Focus, control, entitlement
Sensitivity: Attunement, understanding, empathy

SKILLS

Craft: Making things out of raw ingredients; being “good with your
hands”

Express: Communication, directly, indirectly, or through the use of
-media

Fight: The application of guns, knives, fists, etc. to one’s opponents
Foster: Growing and nurturing and restoring to health

Intrigue: Subterfuge, deceit, and secrecy

Intuit: Figuring things out from incomplete or enigmatic information
Observe: Alertness to your surroundings

Physicality: Acts of exertion or athleticism

Transgress: Violations of the social order: B&E, forgery, poisoncraft, etc.

Truefolk Competency: Truefolk have a Skill unique to them at which
they always succeed.

PORTEOLIO

Access: You can enter places otherwise restricted
- Information: You possess relevant knowledge
Entourage: People or animals who help you

~_ Mentor: A well-connected person who looks out for your interests
Reputation: You're well-known o '

~ Title: People respect your authority or social prominence

Tools & Equipment: Items and appliances to suit the need
Wardrobe: Clothing lets you look the part and make statements
Wealth: Buy your way out of problems AN

H. aving more than one

rank in "Pa-rtfa(:m doesn’t mean
your portfolio 15 better, just
that it can be used more times.

ACTION RESOLUTION

Figure Out Which Attributes Apply
Personally undertaking the action requires a test based on Personality +
SKkill. Or you can call in external aid from your Portfolio.

Build a Dice Pool -or- Use Portfolio

Describe how you want to undertake an action. A dice pool equals the
value of the Personality + SKkill values for how you’re undertaking the
action. Roll your dice pool to test for the outcome (see Dice Results
Summary, below)

Using Portfolio automatically works, but temporarily reduces Portfolio
attribute value every time it is used (mark off the blank spot).

DICE RESULTS SUMMARY ;

> Die roll of 6 = brill You only need ONE brill_to succeed

> Die roll of 2,3,4,0r 5=no effect (pm‘videcf you C{Oﬂ.’t have 1more g[hﬂﬂ’lﬁ_)
> Die roll of 1 = gloom

At least one brill = success
More glooms than brills = catastrophe
Three brills = triumph

PASSION

Invoke Passion to greatly increase success chances!

> Passion increases a test dice pool by 2.

> Tests with Passion invoked gain brills on 5s and 6s!

> Add a Passion die to your tracker when you invoke Passion.

> When your Passion tracker is maxed out or otherwise provoked,
add all Passion dice to the next test (Passion dice have only no
effect and gloom results).

When you're passionate, you gain temporary

E’L’FT’LH-SGS - EHIT I:-fH-SGL}{ too Gj‘feﬂ yG'LH" SQLJ[ |

’fmjf?DS edﬂ ma 1Tyrdf0ﬂ-1 Wi lf come bac E to haunt _y OU.

You can even invoke Passion to resist damage
as most sinsible people are quite passionate about not
being injured or having their reputations inpeached.

= B .

CONEFLICTS

Conflict is a special sort of contested action. |

> When you attack, whether in the physical or social sense, you test a
dice pool of the suitable Personality attribute + SKkill. |
> When you defend in either the physical or social sense, you roll either a
Personality attribute or a Skill, depending on if the attack is physical or
social.

PHYSICAL VIOLENCE
Personality + SKill test brills =

amount of Vitality damage taken (- resistance)
You mr;gﬁf use CUNNIN( G _ﬁn—* a S*H.eaﬁy attack,
DEFIANCE ﬁ)r :;omeﬂfimg déﬁyem’ce, J
INGENUITY to -ffﬂ-lprovfﬁe in weapon or strike,

oY iﬂﬂ@ﬂ@]ﬂ"foré bold attack. . K 2 !
Likewise, EXPRESS can be-a showy strige,

use TGQ'H:T'ﬁW trained combat attﬁci{',
PHYSICALITY ﬁ;ﬂ' brute ﬁ)ﬂie,
and TRANSGRESS for illegal moves!

SOCIAL CONFLICT
Personality + SKill test brills =

amount of Distress damage taken (- resistance)
AUDACITY can be usedﬁn—* a wicked -rﬁetm'fm_l’Basrﬁ.
BENEVOLENCE to get tf*ie_c-mwd}m your side,
DECORUM te upﬁoldﬁsocml sm'rld'mgs,- :

or SENSITIVITY to use your qp}mmnt’sfeef ings to

your advantage. 3 - - - -
J J EXPRESS works the crowd and makes a show,

INTRIGUE can Bring up a dark secret,
OBSERVE can criticize dress and manners,
and TRANSGRESS 1f you want to apen[‘y
slander your opponent. s X
RESISTANCE
You can resist physical damage dealt to you with a SKill relavent to your
defensive measure.
‘Resist ‘?ﬁyﬁimf dlmnge with
PHYSICALITY to enduer the Stm&] of the blow,
OBSERVE or INTUIT to dodge the attack,
F] g‘}[ T to use Your combat :;Féﬂﬁ to parry.

Social conflist is resisted through a Personality attribute relavent to your -
oratory style. el - Bl

Resist Social damage with
DEFIANCE to igmw the insults,

_ ﬁzl( 01 YOUY Sense of _d;u:ty with LOY[HLTY, g e
or use OBSESSTION to tgz[iy on Your eccentricity. -



Foreman L J. Bartleﬂ

Progmohc Foreman, Resourceful Prob\em Solver

“Measure twlce cut once i
and make sure it holds against the rust

N\

N\ - \\

R LJ Bartlett 7 =

A skilled foreman with the Rivet and
Bellows Union, Foreman LJ Bartlett is
known for their honesty, their kindness,
and their ability to find creative solutions to
even the most intractable engineering
problems. They are a valued contact for
Baronet B. Valgreave, whose ambitious
projects often require their expertise.
Within the Union, they often butt heads
with the more radical views of

, though they respect Crew
Boss Blenheim's dedication to the truefolk
cause.
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Personality

= This attribute reflects your character's
outlook on the world and how they
emotionally interact with it. Higher values
indicate a greater reliance on that
particular perspective.
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These represent your character's areas of
expertise, encompassing knowledge,
professional crafts, and general aptitudes
acquired throughout their life.

N\

N PO”fO I|O

=

VR S
This attribute is a collection of external
assets your character can draw upon.
Portfolio attributes are not "tested" with
dice rolls; instead, they are "spent" to
achieve desired outcomes.
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You are loyal to your guild
and the val ues it stands for -

Investigation, Tenacity, and
Wisdom.

OBSERVE <(

PHYSICALITY M

TRANSGRESS (

Years of work have made

L
ye .

your body into an impressive
and imposing figure.
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TRUEFOLK

TRUEFOLK

Cards and Characters by'Will Balvanz

7 (akaLegendaryBill)

www.terminalviscositygames. com

.__iTO BE TRUEFOLK

e “Everyperson” Truefolk are the most numerous faction of the

- Dramark. Upon their ability and industry the ongoing function
- of society depends. They are the makers and the doers of the
- Dramark, in any number of human vocations, usually with a
. mind toward their famllles guild- mates and commumtles in
S thlS time of Rum -~ *

| 1t or create an artlsan grade work of 1nnovat1ve msnght

Structural Iiegrity Assessment - You

TRUEFOLK
can always discern the weakest point

You have a special talent jn g structure or mechanism and
that cannot fail. jdentify the most efficient method
for its repair.

BlE HORNEIN" SPANNER

Because the truefolk consist largely of everyone who isn’t an aristocrat

or a societal outsider, the activities that members of the group perform
are unsurprisingly broad. Truefolk might expect to achieve notable
accomplishment in their profession or hobby, support a fellow truefolk
in need of assistance (often in a professional or community capacity),
discern a fraud within their chosen guild or a lackluster product of

Tools may be dcsigned for.a

smgular purposc - but the | RS
~ingenous will push the
' bounds of opportunity.




~ CHARACTER DETAIL

VITALITY AND DISTRESS

- Vitality indicates a player character’s physical wellbeing.

Distress indicates a player character’s mental or emotional state.

ATTRIBUTES

Attributes define the systems by which player characters interact
with the world. They may define dice pools for tests, create effects
automatically, or measure a character’s wellbeing.

PERSONALITY

‘Audacity: Ambition, self-confidence, vanity

Benevolence: Kindness, appreciation, compassion

- Cunning: Cleverness, duplicity

Decorum: Tradition, orderliness, conformity

Defiance: Opposition, rebellion, individualism

Loyalty: Duty, responsibility, selflessness

Ingenuity: Creativity, insight, originality

- Obsession: Focus, control, entitlement
Sensitivity: Attunement, understanding, empathy

SKILLS

Craft: Making things out of raw ingredients; being “good with your
“hands”

Express: Communication, directly, indirectly, or through the use of
- media

Fight: The application of guns, knives, fists, etc. to one’s opponents
Foster: Growing and nurturing and restoring to health

Intrigue: Subterfuge, deceit, and secrecy

Intuit: Figuring things out from incomplete or enigmatic information
Observe: Alertness to your surroundings

Physicality: Acts of exertion or athleticism

Transgress: Violations of the social order: B&E, forgery, poisoncraft, etc.

Truefolk Competency: Truefolk have a Skill unique to them at which
they always succeed.

PORTFOLIO

- Entourage: People or animals who help you
-, Mentor: A well-connected person who looks out for your mterests
Reputation: You're well-known

~ Title: People respect your authority or social prominence

Tools & Equipment: Items and appliances to suit the need
Wardrobe: Clothing lets you look the part and make statements
Wealth Buy your way out of problems ’

Having more than one

rank in Portfolio doesn’t mean
- Access: You can enter places otherwise restricted your portfolio is better, just

 Information: You possess relevant knowledge that it can be used more times.

ACTION RESOLUTION

Figure Out Which Attributes Apply
Personally undertaking the action requires a test based on Personality +
Skill. Or you can call in external aid from your Portfolio.

Build a Dice Pool -or- Use Portfolio

Describe how you want to undertake an action. A dice pool equals the
value of the Personality + SKkill values for how you're undertaking the
action. Roll your dice pool to test for the outcome (see Dice Results
Summary, below)

Using Portfolio automatically works, but temporarily reduces Portfolio
attribute value every time it is used (mark off a blank spot).

DICE RESULTS SUMMARY

> Die roll of 6 = brill

> Die roll of 2, 3, 4, or 5 = no effect
> Die roll of 1 = gloom 1
You only nced ONE brill to succee

At least one brill = success (provided you don’t have more glooms
More glooms than brills = catastrophe than brills)
Three brills = triumph

PASSION

Invoke Passion to greatly increase success chances!

> Passion increases a test dice pool by 2.

> Tests with Passion invoked gain brills on 5s and 6s!

> Add a Passion die to your tracker when you invoke Passion.

> When your Passion tracker is maxed out or otherwise provoked,
add all Passion dice to the next test (Passion dice have only no

effect and glOOm reSUIts) When you re passionate, you gain temporary

bonuses - but if used too often your self- -imposed
martyrdom will come back to haunt you.

You can even invoke Passion to resist damage

as most folk are pretty passionate about not
being injured or having their reputations inpeached.

EI]'Q """EI

CONEFLICTS

Conflict is a special sort of contested action.

> When you attack, whether in the physical or social sense, you test a
dice pool of the suitable Personality attribute + SKill.

> When you defend in either the physical or social sense, you roll either a
Personality attribute or a Skill, depending on if the attack is physical or
social.

PHYSICAL VIOLENCE
Personality + SKill test brills =
amount of Vitality damage taken (- resistance)

You might use CUNNING for a sneaky attack,
DEFIANCE for something like pocket sand,
INGENUITY to improvise in weapon or strike,
or AUDACITY for a bold attack.

Likewise, EXPRESS can be a showy strike,
use FIGHT for trained combat attack,
PHYSICALITY for brute force,

and TRANSGRESS for fosh hooks and

sucker punches!

SOCIAL CONFLICT
Personality + SKill test brills =

amount of Distress damage taken (- resistance)

AUDACITY can be used for a statement about one’s mother.
BENEVOLENCE to get the crowd on your side,
DECORUM to uphold social standings and order,

or SENSITIVITY to use your opponent’s feelings to

your advantage.
EXPRESS works the crowd and makes a show,
INTRIGUE can bri Ing up a dark secret,
OBSERVE can criticize dr css and manners,
and TRANSGRESS if you want to openly

slander your opponent.

RESISTANCE

You can resist physical damage dealt to you with a SKkill relavent to your

defensive measure. Resist Physical damagc with

PHYSICALITY to shrug off the damage, -

OBSERVE or INTUIT to dod ge the attack,
FIGHT to parry.

Social conflist is resisted through a Personallty attrlbute relavent to your' e

oratory style.
Resist Social dam.:_lge with

DEFIANCE to keep a stiff upperlip,
- fall on your sense of duty with LOYALTY,

Or usec OBSESSION to rely on. your passmnate intcrests



MGQS"O J BlCICkWOOd 45 ; e e — el “Evenin ruin, there is 2 melody to e found” J

Melcmchollc Composer, Arhs‘nc Vmonory
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These represent your character's areas of

expertise, encompassing knowledge,

professional crafts, and general aptitudes

acquired throughout their life.

CRAFT <@ = >

N\

N Portfolio

RV -
This attribute is a collection of external
assets your character can draw upon.
Portfolio attributes are not "tested" with
dice rolls; instead, they are "spent" to
achieve desired outcomes.

A B lackwood  /
VD SR /N
A talented young composer within the
Peacock's Feast, Maestro J. Blackwood is
known for their innovative musical
compositions that often capture the
melancholic beauty of the dying world.
They are a protege of :
who fiercely champions their artistic
endeavors and helps them navigate the
cutthroat world of the arts.

A\

= Personality

DR I - —
This attribute reflects your character's
outlook on the world and how they
emotionally interact with it. Higher values
indicate a greater reliance on that
particular perspective.
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~ CHARACTER DETAIL

VITALITY AND DISTRESS

- Vitality indicates a player character’s physical wellbeing.

Distress indicates a player character’s mental or emotional state.

ATTRIBUTES

Attributes define the systems by which player characters interact
with the world. They may define dice pools for tests, create effects
automatically, or measure a character’s wellbeing.

PERSONALITY

‘Audacity: Ambition, self-confidence, vanity

Benevolence: Kindness, appreciation, compassion

- Cunning: Cleverness, duplicity

Decorum: Tradition, orderliness, conformity

Defiance: Opposition, rebellion, individualism

Loyalty: Duty, responsibility, selflessness

Ingenuity: Creativity, insight, originality

- Obsession: Focus, control, entitlement
Sensitivity: Attunement, understanding, empathy

SKILLS

Craft: Making things out of raw ingredients; being “good with your
“hands”

Express: Communication, directly, indirectly, or through the use of
- media

Fight: The application of guns, knives, fists, etc. to one’s opponents
Foster: Growing and nurturing and restoring to health

Intrigue: Subterfuge, deceit, and secrecy

Intuit: Figuring things out from incomplete or enigmatic information
Observe: Alertness to your surroundings

Physicality: Acts of exertion or athleticism

Transgress: Violations of the social order: B&E, forgery, poisoncraft, etc.

Truefolk Competency: Truefolk have a Skill unique to them at which
they always succeed.

PORTFOLIO

- Entourage: People or animals who help you
-, Mentor: A well-connected person who looks out for your mterests
Reputation: You're well-known

~ Title: People respect your authority or social prominence

Tools & Equipment: Items and appliances to suit the need
Wardrobe: Clothing lets you look the part and make statements
Wealth Buy your way out of problems ’

Having more than one

rank in Portfolio doesn’t mean
- Access: You can enter places otherwise restricted your portfolio is better, just

 Information: You possess relevant knowledge that it can be used more times.

ACTION RESOLUTION

Figure Out Which Attributes Apply
Personally undertaking the action requires a test based on Personality +
Skill. Or you can call in external aid from your Portfolio.

Build a Dice Pool -or- Use Portfolio

Describe how you want to undertake an action. A dice pool equals the
value of the Personality + SKkill values for how you're undertaking the
action. Roll your dice pool to test for the outcome (see Dice Results
Summary, below)

Using Portfolio automatically works, but temporarily reduces Portfolio
attribute value every time it is used (mark off a blank spot).

DICE RESULTS SUMMARY

> Die roll of 6 = brill

> Die roll of 2, 3, 4, or 5 = no effect
> Die roll of 1 = gloom 1
You only nced ONE brill to succee

At least one brill = success (provided you don’t have more glooms
More glooms than brills = catastrophe than brills)
Three brills = triumph

PASSION

Invoke Passion to greatly increase success chances!

> Passion increases a test dice pool by 2.

> Tests with Passion invoked gain brills on 5s and 6s!

> Add a Passion die to your tracker when you invoke Passion.

> When your Passion tracker is maxed out or otherwise provoked,
add all Passion dice to the next test (Passion dice have only no

effect and glOOm reSUIts) When you re passionate, you gain temporary

bonuses - but if used too often your self- -imposed
martyrdom will come back to haunt you.

You can even invoke Passion to resist damage

as most folk are pretty passionate about not
being injured or having their reputations inpeached.

EI]'Q """EI

CONEFLICTS

Conflict is a special sort of contested action.

> When you attack, whether in the physical or social sense, you test a
dice pool of the suitable Personality attribute + SKill.

> When you defend in either the physical or social sense, you roll either a
Personality attribute or a Skill, depending on if the attack is physical or
social.

PHYSICAL VIOLENCE
Personality + SKill test brills =
amount of Vitality damage taken (- resistance)

You might use CUNNING for a sneaky attack,
DEFIANCE for something like pocket sand,
INGENUITY to improvise in weapon or strike,
or AUDACITY for a bold attack.

Likewise, EXPRESS can be a showy strike,
use FIGHT for trained combat attack,
PHYSICALITY for brute force,

and TRANSGRESS for fosh hooks and

sucker punches!

SOCIAL CONFLICT
Personality + SKill test brills =

amount of Distress damage taken (- resistance)

AUDACITY can be used for a statement about one’s mother.
BENEVOLENCE to get the crowd on your side,
DECORUM to uphold social standings and order,

or SENSITIVITY to use your opponent’s feelings to

your advantage.
EXPRESS works the crowd and makes a show,
INTRIGUE can bri Ing up a dark secret,
OBSERVE can criticize dr css and manners,
and TRANSGRESS if you want to openly

slander your opponent.

RESISTANCE

You can resist physical damage dealt to you with a SKkill relavent to your

defensive measure. Resist Physical damagc with

PHYSICALITY to shrug off the damage, -

OBSERVE or INTUIT to dod ge the attack,
FIGHT to parry.

Social conflist is resisted through a Personallty attrlbute relavent to your' e

oratory style.
Resist Social dam.:_lge with

DEFIANCE to keep a stiff upperlip,
- fall on your sense of duty with LOYALTY,

Or usec OBSESSION to rely on. your passmnate intcrests



- Crew Boss T. Blenheim

- Fiery Unionist, Justice Advocate

 “Our toil builde their luxury;
our strength will build our future.”

N\

L I. Blenheim

D S — *
An impassioned crew boss for the Rivet and
Bellows Union, Crew Boss T. Blenheim is a
fervent advocate for workers rights and
social justice. They frequently clash with

over tactics, though

they share a common goal of improving the
lives of their fellow truefolk. Their rhetoric
and orgamzatlonal SklllS have caught the
attention of dow Quill," an
unbonded pamphleteer with whom they
secretly collaborate
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Personality

This attribute reflects your character's
outlook on the world and how they
emotionally interact with it. Higher values
indicate a greater reliance on that
particular perspective.
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These represent your character's areas of
expertise, encompassing knowledge,
professional crafts, and general aptitudes
acquired throughout their life.

CRAFT >

You are outspoken and can
make your opinions known.

Standing up to the
Aristocracy can sometimes
turn violent.
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Traditional methods only go
so far.
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.__iTO BE TRUEFOLK

e “Everyperson” Truefolk are the most numerous faction of the
- Dramark. Upon their ability and industry the ongoing function
- of society depends. They are the makers and the doers of the
- Dramark, in any number of human vocations, usually with a
. mind toward their famllles guild- mates and commumtles in
g thlS time of Rum s : :

gather a small, dedicated group of
You have a special talent |Jnjon members for a specific,
that cannot fail. 5 vislent task, such as a protest or a
work stoppage.

Because the truefolk consist largely of everyone who isn’t an aristocrat

or a societal outsider, the activities that members of the group perform
are unsurprisingly broad. Truefolk might expect to achieve notable
accomplishment in their profession or hobby, support a fellow truefolk
in need of assistance (often in a professional or community capacity),
discern a fraud within their chosen guild or a lackluster product of

| 1t or create an artlsan grade work of 1nnovat1ve msnght

L Skills A

Non-violent assembly is one thing,
but somctlmcs its good to have |FESEEEE S |
a little meat in the pot. -| [EESSISEEIIEEREEE e
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\ Portfolio

DR -
This attribute is a collection of external
assets your character can draw upon.
Portfolio attributes are not "tested" with
dice rolls; instead, they are "spent" to
achieve desired outcomes.
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CHARACTER DETAILS

VITALITY AND DISTRESS

Vitality indicates a player character’s physical wellbeing.
Distress indicates a player character’s mental or emotional state.

ATTRIBUTES

Attributes define the systems by which player characters interact
with the world. They may define dice pools for tests, create effects
automatically, or measure a character’s wellbeing.

PERSONALITY

‘Audacity: Ambition, self-confidence, vanity
Benevolence: Kindness, appreciation, compassion
- Cunning: Cleverness, duplicity

Decorum: Tradition, orderliness, conformity
Defiance: Opposition, rebellion, individualism
Loyalty: Duty, responsibility, selflessness
Ingenuity: Creativity, insight, originality

- Obsession: Focus, control, entitlement
Sensitivity: Attunement, understanding, empathy

SKILLS
Craft: Making things out of raw ingredients; being “good with your
hands”
Express: Communication, directly, indirectly, or through the use of
~media
Fight: The application of guns, knives, fists, etc. to one’s opponents
Foster: Growing and nurturing and restoring to health
Intrigue: Subterfuge, deceit, and secrecy
Intuit: Figuring things out from incomplete or enigmatic information
Observe: Alertness to your surroundings
- Physicality: Acts of exertion or athleticism

Transgress: Violations of the social order: B&E, forgery, poisoncraft, etc.

Truefolk Competency: Truefolk have a SKkill unique to them at which
they always succeed.

PORTFOLIO

~_Information: You possess relevant knowledge

- Entourage: People or animals who help you

. Mentor: A well-connected person who looks out for your mterests
Reputation: You're well-known |

~ Title: People respect your authority or social prominence

Tools & Equipment: Items and appliances to suit the need
Wardrobe: Clothing lets you look the part and make statements
Wealth Buy your way out of problems % '

Having more than one

rank in Portfolio doesn’t mean
- Access: You can enter places otherwise restricted your portfolio is better, just

that it can be used more times.

ACTION RESOLUTION

Figure Out Which Attributes Apply
Personally undertaking the action requires a test based on Personality +
Skill. Or you can call in external aid from your Portfolio.

Build a Dice Pool -or- Use Portfolio

Describe how you want to undertake an action. A dice pool equals the
value of the Personality + Skill values for how you’re undertaking the
action. Roll your dice pool to test for the outcome (see Dice Results
Summary, below)

Using Portfolio automatically works, but temporarily reduces Portfolio
attribute value every time it is used (mark off a blank spot).

DICE RESULTS SUMMARY

> Die roll of 6 = brill

> Die roll of 2, 3, 4, or 5 = no effect
> Die roll of 1 = gloom
You only need ONE brill to succeed
At least one brill = success (provided you don’t have more glooms
More glooms than brills = catastrophe than brills)

Three brills = triumph

PASSION

Invoke Passion to greatly increase success chances!

> Passion increases a test dice pool by 2.

> Tests with Passion invoked gain brills on 5s and 6s!

> Add a Passion die to your tracker when you invoke Passion.

> When your Passion tracker is maxed out or otherwise provoked,
add all Passion dice to the next test (Passion dice have only no

effect and gloom results) When you re passmnate you gain temporary

bonuses - but if used too often your self-imposed
martyrdom will come back to haunt you.

You can even invoke Passion to resist damage
as most folk are pretty passionate about not
being injured or having their reputations inpeached.

Tvin
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CONFLICTS

Conflict is a special sort of contested actlon

> When you attack, whether in the physical or social sense, you test a
dice pool of the suitable Personality attribute + SKill. |

> When you defend in either the physical or social sense, you roll either a
Personality attribute or a Skill, depending on if the attack is physncal or
social. |

" PHYSICAL VIOLENCE

Personality + SKill test brills =
amount of Vitality damage taken (- resistance)

You might use CUNNING for a sneaky attack,
DEFIANCE for something like pocket sand,

INGENUITY to improvise in weapon or strike,
or AUDACITY for a bold attack.

Likewise, EXPRESS can be a showy strike,
usec FIGH'T for trained combat attack,
PHYSICALITY for brute force,

and TRANSGRESS for fosh hooks and

sucker punches!

SOCIAL CONFLICT
Personality + SKill test brills =

amount of Distress damage taken (- resistance)

AUDACITY can be used for a statement about one’s mother.

BENEVOLENCE to get the crowd on your side,

DECORUM to uphold social standings and order,

or SENSITIVITY to use your opponent’s feelings to

your advantage.
EXPRESS works the crowd and makes a show,
INTRIGUE can bri Ing up a dark secret,
OBSERVE can criticize dress and manners,
and TRANSGRESS if you want to openly

slander your opponent.

RESISTANCE

You can resist physical damage dealt to you with a Skill relavent to your

defensive measure. Resist Physical damage with

PHYSICALITY to shrug off the damage, .

OBSERVE or INTUIT to dod ge the attack,
FIGHT to parry.

Social conflist is resisted through a Personallty attrlbute relavent to youri.? '

oratory style.
Resist Social damage with

DEFIANCE to keep a stiff upper lip, '
fall on your sense of duty with LOYALTY, 5
’ or use OBSESSION to rely on. your passmnate interests |
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Ch of F Butterfi ol et - “Afullbelly soothes many an existenﬁal\dlfea'd.”
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These represent your character's areas of
expertise, encompassing knowledge,

professional crafts, and general aptitudes
acquired throughout their life.

Nk Bu’rterfleld ///%

DS - 78
A master gastronome with the Peacock's
Feast, Chef F. Butterfield is renowned
throughout the Dramark for their opulent
feasts and daring culinary creations. They
have a professional, albeit somewhat wary,
relationship with , who
sometimes assists them in sourcing
unusual ingredients. They are also a
mentor and a fierce defender of

, a talented young composer

within the Peacock's Feast.

N\

= Personality

D SN - —
This attribute reflects your character's
outlook on the world and how they
emotionally interact with it. Higher values Your culinary talents extend
indicate a greater reliance on that to the creationdst
particular perspective.

\ Portfolio

R B S R
This attribute is a collection of external
assets your character can draw upon.
Portfolio attributes are not "tested" with
dice rolls; instead, they are "spent" to
achieve desired outcomes.
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~ CHARACTER DETAIL

VITALITY AND DISTRESS

- Vitality indicates a player character’s physical wellbeing.

Distress indicates a player character’s mental or emotional state.

ATTRIBUTES

Attributes define the systems by which player characters interact
with the world. They may define dice pools for tests, create effects
automatically, or measure a character’s wellbeing.

PERSONALITY

‘Audacity: Ambition, self-confidence, vanity

Benevolence: Kindness, appreciation, compassion

- Cunning: Cleverness, duplicity

Decorum: Tradition, orderliness, conformity

Defiance: Opposition, rebellion, individualism

Loyalty: Duty, responsibility, selflessness

Ingenuity: Creativity, insight, originality

- Obsession: Focus, control, entitlement
Sensitivity: Attunement, understanding, empathy

SKILLS

Craft: Making things out of raw ingredients; being “good with your
“hands”

Express: Communication, directly, indirectly, or through the use of
- media

Fight: The application of guns, knives, fists, etc. to one’s opponents
Foster: Growing and nurturing and restoring to health

Intrigue: Subterfuge, deceit, and secrecy

Intuit: Figuring things out from incomplete or enigmatic information
Observe: Alertness to your surroundings

Physicality: Acts of exertion or athleticism

Transgress: Violations of the social order: B&E, forgery, poisoncraft, etc.

Truefolk Competency: Truefolk have a Skill unique to them at which
they always succeed.

PORTFOLIO

- Entourage: People or animals who help you
-, Mentor: A well-connected person who looks out for your mterests
Reputation: You're well-known

~ Title: People respect your authority or social prominence

Tools & Equipment: Items and appliances to suit the need
Wardrobe: Clothing lets you look the part and make statements
Wealth Buy your way out of problems ’

Having more than one

rank in Portfolio doesn’t mean
- Access: You can enter places otherwise restricted your portfolio is better, just

 Information: You possess relevant knowledge that it can be used more times.

ACTION RESOLUTION

Figure Out Which Attributes Apply
Personally undertaking the action requires a test based on Personality +
Skill. Or you can call in external aid from your Portfolio.

Build a Dice Pool -or- Use Portfolio

Describe how you want to undertake an action. A dice pool equals the
value of the Personality + SKkill values for how you're undertaking the
action. Roll your dice pool to test for the outcome (see Dice Results
Summary, below)

Using Portfolio automatically works, but temporarily reduces Portfolio
attribute value every time it is used (mark off a blank spot).

DICE RESULTS SUMMARY

> Die roll of 6 = brill

> Die roll of 2, 3, 4, or 5 = no effect
> Die roll of 1 = gloom 1
You only nced ONE brill to succee

At least one brill = success (provided you don’t have more glooms
More glooms than brills = catastrophe than brills)
Three brills = triumph

PASSION

Invoke Passion to greatly increase success chances!

> Passion increases a test dice pool by 2.

> Tests with Passion invoked gain brills on 5s and 6s!

> Add a Passion die to your tracker when you invoke Passion.

> When your Passion tracker is maxed out or otherwise provoked,
add all Passion dice to the next test (Passion dice have only no

effect and glOOm reSUIts) When you re passionate, you gain temporary

bonuses - but if used too often your self- -imposed
martyrdom will come back to haunt you.

You can even invoke Passion to resist damage

as most folk are pretty passionate about not
being injured or having their reputations inpeached.

EI]'Q """EI

CONEFLICTS

Conflict is a special sort of contested action.

> When you attack, whether in the physical or social sense, you test a
dice pool of the suitable Personality attribute + SKill.

> When you defend in either the physical or social sense, you roll either a
Personality attribute or a Skill, depending on if the attack is physical or
social.

PHYSICAL VIOLENCE
Personality + SKill test brills =
amount of Vitality damage taken (- resistance)

You might use CUNNING for a sneaky attack,
DEFIANCE for something like pocket sand,
INGENUITY to improvise in weapon or strike,
or AUDACITY for a bold attack.

Likewise, EXPRESS can be a showy strike,
use FIGHT for trained combat attack,
PHYSICALITY for brute force,

and TRANSGRESS for fosh hooks and

sucker punches!

SOCIAL CONFLICT
Personality + SKill test brills =

amount of Distress damage taken (- resistance)

AUDACITY can be used for a statement about one’s mother.
BENEVOLENCE to get the crowd on your side,
DECORUM to uphold social standings and order,

or SENSITIVITY to use your opponent’s feelings to

your advantage.
EXPRESS works the crowd and makes a show,
INTRIGUE can bri Ing up a dark secret,
OBSERVE can criticize dr css and manners,
and TRANSGRESS if you want to openly

slander your opponent.

RESISTANCE

You can resist physical damage dealt to you with a SKkill relavent to your

defensive measure. Resist Physical damagc with

PHYSICALITY to shrug off the damage, -

OBSERVE or INTUIT to dod ge the attack,
FIGHT to parry.

Social conflist is resisted through a Personallty attrlbute relavent to your' e

oratory style.
Resist Social dam.:_lge with

DEFIANCE to keep a stiff upperlip,
- fall on your sense of duty with LOYALTY,

Or usec OBSESSION to rely on. your passmnate intcrests



“The land rememberg, even if humanity forgets.”

The Landed C Valgreave

Rum Conqueror and Porclgon of Charity
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A quiet and brooding figure, the Landed C. @\ — f@ | | This attribute is a collection of external

assets your character can draw upon.
Portfolio attributes are not "tested" with
dice rolls; instead, they are "spent" to
achieve desired outcomes.

Valgreave is deeply rooted in the ancient
traditions of their family and their mastery
over the land. They are intensely private,
preferring the company of their champion
hunting hounds to the superficiality of
high society. Within their family, they are
distantly connected to Baronet B.
Valgreave, whose progressive views on
animal husbandry often clash with their
traditional methods. They have an
unusual, almost paternal, relationship
with , an unbonded
tracker who occasionally assists them.
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This attribute reflects your character's
outlook on the world and how they
emotionally interact with it. Higher values
indicate a greater reliance on that
particular perspective.
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Despite tradition, your methods can be quite TRANSGRESS ( ol
underhanded. ~ - ' '
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S TO BE AR | STOCPACY s ' Whereas each individual family has its own unique offering, the overall
. Aristocrats are the self-styled elites of the Dramark, solvmg experience of the aristocracy is to command others beneath one’s
- their problems with an untold number of external assets that station, to influence the society that exalts aristocrats, to intrigue with
- they consider their blrthrlght Power and privilege are their other privileged peers, and to sponsor explorations and reclamations ey 2
 hallmarks, and the rest of the Dramark looks to them for ~  of the Dramark in Ruin. The aristocracy also inherits or otherwise - Cards and Characters by Wil Baivan

A leadershnp — for better or WOESR:. © e e acqulres estates and other property
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© CHARACTER DETAILS

VITALITY AND DISTRESS

Vitality indicates a player character’s physical wellbeing.
Distress indicates a player character’s mental or emotional state.

ATTRIBUTES

Attributes define the systems by which player characters interact
with the world. They may define dice pools for tests, create effects
automatically, or measure a character’s wellbeing.

PERSONALITY

‘Audacity: Ambition, self-confidence, vanity
Benevolence: Kindness, appreciation, compassion
- Cunning: Cleverness, duplicity

Decorum: Tradition, orderliness, conformity
Defiance: Opposition, rebellion, individualism
Loyalty: Duty, responsibility, selflessness
Ingenuity: Creativity, insight, originality
Obsession: Focus, control, entitlement
Sensitivity: Attunement, understanding, empathy

SKILLS

Craft: Making things out of raw ingredients; being “good with your
hands”

Express: Communication, directly, indirectly, or through the use of
-media

Fight: The application of guns, knives, fists, etc. to one’s opponents
Foster: Growing and nurturing and restoring to health

Intrigue: Subterfuge, deceit, and secrecy

Intuit: Figuring things out from incomplete or enigmatic information
Observe: Alertness to your surroundings

Physicality: Acts of exertion or athleticism

Transgress: Violations of the social order: B&E, forgery, poisoncraft, etc.

Truefolk Competency: Truefolk have a Skill unique to them at which
they always succeed.

PORTEOLIO

Access: You can enter places otherwise restricted
- Information: You possess relevant knowledge
Entourage: People or animals who help you

~_ Mentor: A well-connected person who looks out for your interests
Reputation: You're well-known o '

~ Title: People respect your authority or social prominence

Tools & Equipment: Items and appliances to suit the need
Wardrobe: Clothing lets you look the part and make statements
Wealth: Buy your way out of problems AN

H. aving more than one

rank in "Pa-rtfa(:m doesn’t mean
your portfolio 15 better, just
that it can be used more times.

ACTION RESOLUTION

Figure Out Which Attributes Apply
Personally undertaking the action requires a test based on Personality +
SKkill. Or you can call in external aid from your Portfolio.

Build a Dice Pool -or- Use Portfolio

Describe how you want to undertake an action. A dice pool equals the
value of the Personality + SKkill values for how you’re undertaking the
action. Roll your dice pool to test for the outcome (see Dice Results
Summary, below)

Using Portfolio automatically works, but temporarily reduces Portfolio
attribute value every time it is used (mark off the blank spot).

DICE RESULTS SUMMARY ;

> Die roll of 6 = brill You only need ONE brill_to succeed

> Die roll of 2,3,4,0r 5=no effect (pm‘videcf you C{Oﬂ.’t have 1more g[hﬂﬂ’lﬁ_)
> Die roll of 1 = gloom

At least one brill = success
More glooms than brills = catastrophe
Three brills = triumph

PASSION

Invoke Passion to greatly increase success chances!

> Passion increases a test dice pool by 2.

> Tests with Passion invoked gain brills on 5s and 6s!

> Add a Passion die to your tracker when you invoke Passion.

> When your Passion tracker is maxed out or otherwise provoked,
add all Passion dice to the next test (Passion dice have only no
effect and gloom results).

When you're passionate, you gain temporary

E’L’FT’LH-SGS - EHIT I:-fH-SGL}{ too Gj‘feﬂ yG'LH" SQLJ[ |

’fmjf?DS edﬂ ma 1Tyrdf0ﬂ-1 Wi lf come bac E to haunt _y OU.

You can even invoke Passion to resist damage
as most sinsible people are quite passionate about not
being injured or having their reputations inpeached.

= B .

CONEFLICTS

Conflict is a special sort of contested action. |

> When you attack, whether in the physical or social sense, you test a
dice pool of the suitable Personality attribute + SKkill. |
> When you defend in either the physical or social sense, you roll either a
Personality attribute or a Skill, depending on if the attack is physical or
social.

PHYSICAL VIOLENCE
Personality + SKill test brills =

amount of Vitality damage taken (- resistance)
You mr;gﬁf use CUNNIN( G _ﬁn—* a S*H.eaﬁy attack,
DEFIANCE ﬁ)r :;omeﬂfimg déﬁyem’ce, J
INGENUITY to -ffﬂ-lprovfﬁe in weapon or strike,

oY iﬂﬂ@ﬂ@]ﬂ"foré bold attack. . K 2 !
Likewise, EXPRESS can be-a showy strige,

use TGQ'H:T'ﬁW trained combat attﬁci{',
PHYSICALITY ﬁ;ﬂ' brute ﬁ)ﬂie,
and TRANSGRESS for illegal moves!

SOCIAL CONFLICT
Personality + SKill test brills =

amount of Distress damage taken (- resistance)
AUDACITY can be usedﬁn—* a wicked -rﬁetm'fm_l’Basrﬁ.
BENEVOLENCE to get tf*ie_c-mwd}m your side,
DECORUM te upﬁoldﬁsocml sm'rld'mgs,- :

or SENSITIVITY to use your qp}mmnt’sfeef ings to

your advantage. 3 - - - -
J J EXPRESS works the crowd and makes a show,

INTRIGUE can Bring up a dark secret,
OBSERVE can criticize dress and manners,
and TRANSGRESS 1f you want to apen[‘y
slander your opponent. s X
RESISTANCE
You can resist physical damage dealt to you with a SKill relavent to your
defensive measure.
‘Resist ‘?ﬁyﬁimf dlmnge with
PHYSICALITY to enduer the Stm&] of the blow,
OBSERVE or INTUIT to dodge the attack,
F] g‘}[ T to use Your combat :;Féﬂﬁ to parry.

Social conflist is resisted through a Personality attribute relavent to your -
oratory style. el - Bl

Resist Social damage with
DEFIANCE to igmw the insults,

_ ﬁzl( 01 YOUY Sense of _d;u:ty with LOY[HLTY, g e
or use OBSESSTION to tgz[iy on Your eccentricity. -



Agenf S Croft

- Discreet Informant, Shcldow Neqo’nofor

N\

\ §. Croft

DN -
A sharp and discreet fellow-rank agent of
the Piedmont Accord, Agent S. Croft
specializes in information gathering and
delicate negotiations. They operate in the
shadows of Dramark society, often seen but
rarely noticed. They are a trusted, if
sometimes exasperated, informant for
Commander R. Thorne, providing them
with intelligence on various social and
territorial issues. Their integrity is often
tested by requests from :
seeking information on exotic ingredients
or illicit goods.
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Personality

This attribute reflects your character S
outlook on the world and how they
emotionally interact with it. Higher values
indicate a greater reliance on that
particular perspective.
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.__iTO BE TRUEFOLK

e “Everyperson” Truefolk are the most numerous faction of the
- Dramark. Upon their ability and industry the ongoing function
- of society depends. They are the makers and the doers of the
- Dramark, in any number of human vocations, usually with a
. mind toward their famllles guild- mates and commumtles in
g thlS time of Rum s : :

You have a spccial talent
that cannot fail.

“The quiet truth is often the loudest weapon.”

N\

\

These represent your character's areas 0
expertise, encompassing knowledge,
professional crafts, and general aptitudes
acquired throughout their life.

'\\

Portfolio

D [
Sk - | | b This attribute is a collection of external
IS A assets your character can draw upon.
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PHYSICALITY ( )

TRANSGRESS % >

TRUEFOLK

Unseen Delery - You can always
deliver a message or small parcel to
a specified recipient without being

observed by unintended parties.

Because the truefolk consist largely of everyone who isn’t an aristocrat
or a societal outsider, the activities that members of the group perform
are unsurprisingly broad. Truefolk might expect to achieve notable

accomplishment in their profession or hobby, support a fellow truefolk -

Your father’s old sabre is a

trusty sidearm durlng many

_an illicit l‘endcvous.' SXAEILLS ng | el RN

in need of assistance (often in a professional or community capacity), -

discern a fraud within their chosen guild or a lackluster product of
| 1t or create an artlsan grade work of 1nnovat1ve msnght

) \ .

Portfolio attributes are not "tested" with
dice rolls; instead, they are "spent" to
achieve desired outcomes.

ACCESS »}».' 4

REPUTATION

TITLE

TOOLS &
EQUIPMENT

WARDROBE
WEALTH

TRUEFOLK

CAVALRY SABR

Add +1to the clie pocl for an attack




~ CHARACTER DETAIL

VITALITY AND DISTRESS

- Vitality indicates a player character’s physical wellbeing.

Distress indicates a player character’s mental or emotional state.

ATTRIBUTES

Attributes define the systems by which player characters interact
with the world. They may define dice pools for tests, create effects
automatically, or measure a character’s wellbeing.

PERSONALITY

‘Audacity: Ambition, self-confidence, vanity

Benevolence: Kindness, appreciation, compassion

- Cunning: Cleverness, duplicity

Decorum: Tradition, orderliness, conformity

Defiance: Opposition, rebellion, individualism

Loyalty: Duty, responsibility, selflessness

Ingenuity: Creativity, insight, originality

- Obsession: Focus, control, entitlement
Sensitivity: Attunement, understanding, empathy

SKILLS

Craft: Making things out of raw ingredients; being “good with your
“hands”

Express: Communication, directly, indirectly, or through the use of
- media

Fight: The application of guns, knives, fists, etc. to one’s opponents
Foster: Growing and nurturing and restoring to health

Intrigue: Subterfuge, deceit, and secrecy

Intuit: Figuring things out from incomplete or enigmatic information
Observe: Alertness to your surroundings

Physicality: Acts of exertion or athleticism

Transgress: Violations of the social order: B&E, forgery, poisoncraft, etc.

Truefolk Competency: Truefolk have a Skill unique to them at which
they always succeed.

PORTFOLIO

- Entourage: People or animals who help you
-, Mentor: A well-connected person who looks out for your mterests
Reputation: You're well-known

~ Title: People respect your authority or social prominence

Tools & Equipment: Items and appliances to suit the need
Wardrobe: Clothing lets you look the part and make statements
Wealth Buy your way out of problems ’

Having more than one

rank in Portfolio doesn’t mean
- Access: You can enter places otherwise restricted your portfolio is better, just

 Information: You possess relevant knowledge that it can be used more times.

ACTION RESOLUTION

Figure Out Which Attributes Apply
Personally undertaking the action requires a test based on Personality +
Skill. Or you can call in external aid from your Portfolio.

Build a Dice Pool -or- Use Portfolio

Describe how you want to undertake an action. A dice pool equals the
value of the Personality + SKkill values for how you're undertaking the
action. Roll your dice pool to test for the outcome (see Dice Results
Summary, below)

Using Portfolio automatically works, but temporarily reduces Portfolio
attribute value every time it is used (mark off a blank spot).

DICE RESULTS SUMMARY

> Die roll of 6 = brill

> Die roll of 2, 3, 4, or 5 = no effect
> Die roll of 1 = gloom 1
You only nced ONE brill to succee

At least one brill = success (provided you don’t have more glooms
More glooms than brills = catastrophe than brills)
Three brills = triumph

PASSION

Invoke Passion to greatly increase success chances!

> Passion increases a test dice pool by 2.

> Tests with Passion invoked gain brills on 5s and 6s!

> Add a Passion die to your tracker when you invoke Passion.

> When your Passion tracker is maxed out or otherwise provoked,
add all Passion dice to the next test (Passion dice have only no

effect and glOOm reSUIts) When you re passionate, you gain temporary

bonuses - but if used too often your self- -imposed
martyrdom will come back to haunt you.

You can even invoke Passion to resist damage

as most folk are pretty passionate about not
being injured or having their reputations inpeached.

EI]'Q """EI

CONEFLICTS

Conflict is a special sort of contested action.

> When you attack, whether in the physical or social sense, you test a
dice pool of the suitable Personality attribute + SKill.

> When you defend in either the physical or social sense, you roll either a
Personality attribute or a Skill, depending on if the attack is physical or
social.

PHYSICAL VIOLENCE
Personality + SKill test brills =
amount of Vitality damage taken (- resistance)

You might use CUNNING for a sneaky attack,
DEFIANCE for something like pocket sand,
INGENUITY to improvise in weapon or strike,
or AUDACITY for a bold attack.

Likewise, EXPRESS can be a showy strike,
use FIGHT for trained combat attack,
PHYSICALITY for brute force,

and TRANSGRESS for fosh hooks and

sucker punches!

SOCIAL CONFLICT
Personality + SKill test brills =

amount of Distress damage taken (- resistance)

AUDACITY can be used for a statement about one’s mother.
BENEVOLENCE to get the crowd on your side,
DECORUM to uphold social standings and order,

or SENSITIVITY to use your opponent’s feelings to

your advantage.
EXPRESS works the crowd and makes a show,
INTRIGUE can bri Ing up a dark secret,
OBSERVE can criticize dr css and manners,
and TRANSGRESS if you want to openly

slander your opponent.

RESISTANCE

You can resist physical damage dealt to you with a SKkill relavent to your

defensive measure. Resist Physical damagc with

PHYSICALITY to shrug off the damage, -

OBSERVE or INTUIT to dod ge the attack,
FIGHT to parry.

Social conflist is resisted through a Personallty attrlbute relavent to your' e

oratory style.
Resist Social dam.:_lge with

DEFIANCE to keep a stiff upperlip,
- fall on your sense of duty with LOYALTY,

Or usec OBSESSION to rely on. your passmnate intcrests
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2 Skills }ﬂ/
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These represent your character S areas of
expertise, encompassing knowledge,

professional crafts, and general aptitudes
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N 7
RS — 75 This attribute reflects your character's

A brilliant master at Crown Hall College, outlook on the world and how they
Doctor A. Finch is a pioneer in the emotionally interact with it. Higher values

burgeoning field of Ruinology, focusing indicate a greater reliance on that
on the cosmic and philosophical particular perspective.

acquired throughout their life.
implications of the dead star's light. Their
unorthodox theories often put them at

CRAFT Q—
odds with the more conservative AU DACITY ( ::‘-':: ::"':: Your love of the living fuels your

academics. They maintain a discreet 7/ OO F
patronage from The Honored E. Beaumont- caeig Ly Zhe RIl)l o EXPRESS <
FIGHT < 'j:-:' e
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. Portfolio 4

O T 7
This attribute is a collection of external
assets your character can draw upon.
Portfolio attributes are not "tested" with
dice rolls; instead, they are "spent" to
achieve desired outcomes.

Smythe, whose intellectual curiosity they
find refreshing, and are constantly
sparring in academic debates with

, a sharp-minded Your ability to heal has

been an asset on your travels.

colleague and unlikely friend.
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~ CHARACTER DETAIL

VITALITY AND DISTRESS

- Vitality indicates a player character’s physical wellbeing.

Distress indicates a player character’s mental or emotional state.

ATTRIBUTES

Attributes define the systems by which player characters interact
with the world. They may define dice pools for tests, create effects
automatically, or measure a character’s wellbeing.

PERSONALITY

‘Audacity: Ambition, self-confidence, vanity

Benevolence: Kindness, appreciation, compassion

- Cunning: Cleverness, duplicity

Decorum: Tradition, orderliness, conformity

Defiance: Opposition, rebellion, individualism

Loyalty: Duty, responsibility, selflessness

Ingenuity: Creativity, insight, originality

- Obsession: Focus, control, entitlement
Sensitivity: Attunement, understanding, empathy

SKILLS

Craft: Making things out of raw ingredients; being “good with your
“hands”

Express: Communication, directly, indirectly, or through the use of
- media

Fight: The application of guns, knives, fists, etc. to one’s opponents
Foster: Growing and nurturing and restoring to health

Intrigue: Subterfuge, deceit, and secrecy

Intuit: Figuring things out from incomplete or enigmatic information
Observe: Alertness to your surroundings

Physicality: Acts of exertion or athleticism

Transgress: Violations of the social order: B&E, forgery, poisoncraft, etc.

Truefolk Competency: Truefolk have a Skill unique to them at which
they always succeed.

PORTFOLIO

- Entourage: People or animals who help you
-, Mentor: A well-connected person who looks out for your mterests
Reputation: You're well-known

~ Title: People respect your authority or social prominence

Tools & Equipment: Items and appliances to suit the need
Wardrobe: Clothing lets you look the part and make statements
Wealth Buy your way out of problems ’

Having more than one

rank in Portfolio doesn’t mean
- Access: You can enter places otherwise restricted your portfolio is better, just

 Information: You possess relevant knowledge that it can be used more times.

ACTION RESOLUTION

Figure Out Which Attributes Apply
Personally undertaking the action requires a test based on Personality +
Skill. Or you can call in external aid from your Portfolio.

Build a Dice Pool -or- Use Portfolio

Describe how you want to undertake an action. A dice pool equals the
value of the Personality + SKkill values for how you're undertaking the
action. Roll your dice pool to test for the outcome (see Dice Results
Summary, below)

Using Portfolio automatically works, but temporarily reduces Portfolio
attribute value every time it is used (mark off a blank spot).

DICE RESULTS SUMMARY

> Die roll of 6 = brill

> Die roll of 2, 3, 4, or 5 = no effect
> Die roll of 1 = gloom 1
You only nced ONE brill to succee

At least one brill = success (provided you don’t have more glooms
More glooms than brills = catastrophe than brills)
Three brills = triumph

PASSION

Invoke Passion to greatly increase success chances!

> Passion increases a test dice pool by 2.

> Tests with Passion invoked gain brills on 5s and 6s!

> Add a Passion die to your tracker when you invoke Passion.

> When your Passion tracker is maxed out or otherwise provoked,
add all Passion dice to the next test (Passion dice have only no

effect and glOOm reSUIts) When you re passionate, you gain temporary

bonuses - but if used too often your self- -imposed
martyrdom will come back to haunt you.

You can even invoke Passion to resist damage

as most folk are pretty passionate about not
being injured or having their reputations inpeached.

EI]'Q """EI

CONEFLICTS

Conflict is a special sort of contested action.

> When you attack, whether in the physical or social sense, you test a
dice pool of the suitable Personality attribute + SKill.

> When you defend in either the physical or social sense, you roll either a
Personality attribute or a Skill, depending on if the attack is physical or
social.

PHYSICAL VIOLENCE
Personality + SKill test brills =
amount of Vitality damage taken (- resistance)

You might use CUNNING for a sneaky attack,
DEFIANCE for something like pocket sand,
INGENUITY to improvise in weapon or strike,
or AUDACITY for a bold attack.

Likewise, EXPRESS can be a showy strike,
use FIGHT for trained combat attack,
PHYSICALITY for brute force,

and TRANSGRESS for fosh hooks and

sucker punches!

SOCIAL CONFLICT
Personality + SKill test brills =

amount of Distress damage taken (- resistance)

AUDACITY can be used for a statement about one’s mother.
BENEVOLENCE to get the crowd on your side,
DECORUM to uphold social standings and order,

or SENSITIVITY to use your opponent’s feelings to

your advantage.
EXPRESS works the crowd and makes a show,
INTRIGUE can bri Ing up a dark secret,
OBSERVE can criticize dr css and manners,
and TRANSGRESS if you want to openly

slander your opponent.

RESISTANCE

You can resist physical damage dealt to you with a SKkill relavent to your

defensive measure. Resist Physical damagc with

PHYSICALITY to shrug off the damage, -

OBSERVE or INTUIT to dod ge the attack,
FIGHT to parry.

Social conflist is resisted through a Personallty attrlbute relavent to your' e

oratory style.
Resist Social dam.:_lge with

DEFIANCE to keep a stiff upperlip,
- fall on your sense of duty with LOYALTY,

Or usec OBSESSION to rely on. your passmnate intcrests



' Fiha‘nCier G. Dara

Ru‘rhless Strateqist, Profit-Driven Investor '
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Sharp-wntted and pragmatic, Financier G.
Dara is a financial strategist who manages
a sizable portion of the Dara family's
investments. They view sentimentality as a
flaw in the face of the Ruin, and their
decisions are always guided by profit and
power. They work closely with, A. Dara,
advising them on their territorial
expansions. Their shrewd business
dealings have brought them into frequent,
if sometimes uncomfortable, contact with

, @ master gastronome

who supplies lavish, if questionable,
ingredients for their exclusive affairs.

VITALITY
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ARISTOCRAT

;To BE ARISTOCRACY

- Aristocrats are the self-styled elites of the Dramark, solving
their problems with an untold number of external assets that
- they consider their birthright. Power and privilege are their
~ hallmarks, and the rest of the Dramark looks to them for

B leadershnp — for better or worse.
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This attribute reflects your character's
outlook on the world and how they
emotionally interact with it. Higher values
indicate a greater reliance on that
particular perspective.
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“Numbers rarely lie, unlike so many promiges.”
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These represent your character's areas f
expertise, encompassing knowledge,
professional crafts, and general aptitudes

acquired throughout their life.
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Ruthless in your heart ...
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.. enterprising in the
execution.
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You embody aristocracy, with fine clothes
reputation and title to match, and
money when all else tails.

Whereas each individual family has its own unique offering, the overall

experience of the aristocracy is to command others beneath one’s
station, to influence the society that exalts aristocrats, to intrigue with
other privileged peers, and to sponsor explorations and reclamations

of the Dramark in Ruin. The aristocracy also inherits or otherwise

acqulres estates and other property.

| e

-

[
Vs

This attribute is a collection of external
assets your character can draw upon.
Portfolio attributes are not "tested" with
dice rolls; instead, they are "spent" to
achieve desired outcomes.

ACCESS ..

ENTOURAGE | I 3 i i
INFORMATION ‘.
MENTOR | 2

©)
\ Porftolio

"\

Q-;'

REPUTATION .'
TITLE ‘.'

TOOLS &
EQUIPMENT

WARDROBE .‘
WEALTH ‘..
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© CHARACTER DETAILS

VITALITY AND DISTRESS

Vitality indicates a player character’s physical wellbeing.
Distress indicates a player character’s mental or emotional state.

ATTRIBUTES

Attributes define the systems by which player characters interact
with the world. They may define dice pools for tests, create effects
automatically, or measure a character’s wellbeing.

PERSONALITY

‘Audacity: Ambition, self-confidence, vanity
Benevolence: Kindness, appreciation, compassion
- Cunning: Cleverness, duplicity

Decorum: Tradition, orderliness, conformity
Defiance: Opposition, rebellion, individualism
Loyalty: Duty, responsibility, selflessness
Ingenuity: Creativity, insight, originality
Obsession: Focus, control, entitlement
Sensitivity: Attunement, understanding, empathy

SKILLS

Craft: Making things out of raw ingredients; being “good with your
hands”

Express: Communication, directly, indirectly, or through the use of
-media

Fight: The application of guns, knives, fists, etc. to one’s opponents
Foster: Growing and nurturing and restoring to health

Intrigue: Subterfuge, deceit, and secrecy

Intuit: Figuring things out from incomplete or enigmatic information
Observe: Alertness to your surroundings

Physicality: Acts of exertion or athleticism

Transgress: Violations of the social order: B&E, forgery, poisoncraft, etc.

Truefolk Competency: Truefolk have a Skill unique to them at which
they always succeed.

PORTEOLIO

Access: You can enter places otherwise restricted
- Information: You possess relevant knowledge
Entourage: People or animals who help you

~_ Mentor: A well-connected person who looks out for your interests
Reputation: You're well-known o '

~ Title: People respect your authority or social prominence

Tools & Equipment: Items and appliances to suit the need
Wardrobe: Clothing lets you look the part and make statements
Wealth: Buy your way out of problems AN

H. aving more than one

rank in "Pa-rtfa(:m doesn’t mean
your portfolio 15 better, just
that it can be used more times.

ACTION RESOLUTION

Figure Out Which Attributes Apply
Personally undertaking the action requires a test based on Personality +
SKkill. Or you can call in external aid from your Portfolio.

Build a Dice Pool -or- Use Portfolio

Describe how you want to undertake an action. A dice pool equals the
value of the Personality + SKkill values for how you’re undertaking the
action. Roll your dice pool to test for the outcome (see Dice Results
Summary, below)

Using Portfolio automatically works, but temporarily reduces Portfolio
attribute value every time it is used (mark off the blank spot).

DICE RESULTS SUMMARY ;

> Die roll of 6 = brill You only need ONE brill_to succeed

> Die roll of 2,3,4,0r 5=no effect (pm‘videcf you C{Oﬂ.’t have 1more g[hﬂﬂ’lﬁ_)
> Die roll of 1 = gloom

At least one brill = success
More glooms than brills = catastrophe
Three brills = triumph

PASSION

Invoke Passion to greatly increase success chances!

> Passion increases a test dice pool by 2.

> Tests with Passion invoked gain brills on 5s and 6s!

> Add a Passion die to your tracker when you invoke Passion.

> When your Passion tracker is maxed out or otherwise provoked,
add all Passion dice to the next test (Passion dice have only no
effect and gloom results).

When you're passionate, you gain temporary

E’L’FT’LH-SGS - EHIT I:-fH-SGL}{ too Gj‘feﬂ yG'LH" SQLJ[ |

’fmjf?DS edﬂ ma 1Tyrdf0ﬂ-1 Wi lf come bac E to haunt _y OU.

You can even invoke Passion to resist damage
as most sinsible people are quite passionate about not
being injured or having their reputations inpeached.

= B .

CONEFLICTS

Conflict is a special sort of contested action. |

> When you attack, whether in the physical or social sense, you test a
dice pool of the suitable Personality attribute + SKkill. |
> When you defend in either the physical or social sense, you roll either a
Personality attribute or a Skill, depending on if the attack is physical or
social.

PHYSICAL VIOLENCE
Personality + SKill test brills =

amount of Vitality damage taken (- resistance)
You mr;gﬁf use CUNNIN( G _ﬁn—* a S*H.eaﬁy attack,
DEFIANCE ﬁ)r :;omeﬂfimg déﬁyem’ce, J
INGENUITY to -ffﬂ-lprovfﬁe in weapon or strike,

oY iﬂﬂ@ﬂ@]ﬂ"foré bold attack. . K 2 !
Likewise, EXPRESS can be-a showy strige,

use TGQ'H:T'ﬁW trained combat attﬁci{',
PHYSICALITY ﬁ;ﬂ' brute ﬁ)ﬂie,
and TRANSGRESS for illegal moves!

SOCIAL CONFLICT
Personality + SKill test brills =

amount of Distress damage taken (- resistance)
AUDACITY can be usedﬁn—* a wicked -rﬁetm'fm_l’Basrﬁ.
BENEVOLENCE to get tf*ie_c-mwd}m your side,
DECORUM te upﬁoldﬁsocml sm'rld'mgs,- :

or SENSITIVITY to use your qp}mmnt’sfeef ings to

your advantage. 3 - - - -
J J EXPRESS works the crowd and makes a show,

INTRIGUE can Bring up a dark secret,
OBSERVE can criticize dress and manners,
and TRANSGRESS 1f you want to apen[‘y
slander your opponent. s X
RESISTANCE
You can resist physical damage dealt to you with a SKill relavent to your
defensive measure.
‘Resist ‘?ﬁyﬁimf dlmnge with
PHYSICALITY to enduer the Stm&] of the blow,
OBSERVE or INTUIT to dodge the attack,
F] g‘}[ T to use Your combat :;Féﬂﬁ to parry.

Social conflist is resisted through a Personality attribute relavent to your -
oratory style. el - Bl

Resist Social damage with
DEFIANCE to igmw the insults,

_ ﬁzl( 01 YOUY Sense of _d;u:ty with LOY[HLTY, g e
or use OBSESSTION to tgz[iy on Your eccentricity. -
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Overall, the unbonded might expect to rebel against the aristo-
cracy, to defy the social order that demands obedience from them,

infiltrate organizations and estates, and liberate their compatriots

- from the catastrophic consequences of their actions. Every
individual or crew of unbonded will have its own approach, such

- TO BE UNBONDED %
‘Unbonded go their own way, having deliberately set themselves
_ outside the prevailing social order in a manner that may be
- personal or collective. They might not trust the guilds, or they
may derive their income from socially unacceptable practices, or

~ prefer to-make their own rules far away from communities they as by homesteading, inventing, racketeering, thieving, or some- Gt L ol R @ R A AR
consider frivolous. They might be hardy individualists, or they thing corresponding to their chosen way of life outside conven- 2! e e e S C\h'aracfgg bLye ;Vggfaar'yvgﬂﬁ
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. Information: You possess relevant knowledge

* CHARACTER DETAIL

VITALITY AND DISTRESS

- Vitality indicates a player character’s physical wellbeing.

Distress indicates a player character’s mental or emotional state.

ATTRIBUTES

Attributes define the systems by which player characters interact
with the world. They may define dice pools for tests, create effects
automatically, or measure a character’s wellbeing.

PERSONALITY

‘Audacity: Ambition, self-confidence, vanity

Benevolence: Kindness, appreciation, compassion

- Cunning: Cleverness, duplicity

Decorum: Tradition, orderliness, conformity

Defiance: Opposition, rebellion, individualism

Loyalty: Duty, responsibility, selflessness

Ingenuity: Creativity, insight, originality

- Obsession: Focus, control, entitlement
Sensitivity: Attunement, understanding, empathy

SKILLS

Craft: Making things out of raw ingredients; being “good with your
“hands”

Express: Communication, directly, indirectly, or through the use of
- media

Fight: The application of guns, knives, fists, etc. to one’s opponents
Foster: Growing and nurturing and restoring to health

Intrigue: Subterfuge, deceit, and secrecy

Intuit: Figuring things out from incomplete or enigmatic information
Observe: Alertness to your surroundings

- Physicality: Acts of exertion or athleticism

Transgress: Violations of the social order: B&E, forgery, poisoncraft, etc.

Truefolk Competency: Truefolk have a Skill unique to them at which
they always succeed.

PORTFOLIO rank in Por

- Access: You can enter places otherwise restricted your portfolio
that it can
Entourage: People or animals who help you

. Mentor: A well-connected person who looks out for your interests
Reputation: You're well-known ' iy

~ Title: People respect your authority or social prominence

Tools & Equipment: Items and appliances to suit the need
Wardrobe: Clothing lets you look the part and make statements
Wealth: Buy your way out of problems | e ’

: ne
3 ghfolio doeen’t mean

IS bEﬂeraj}lgi _
be uced more fimes.

ACTION RESOLUTION

Figure Out Which Attributes Apply
Personally undertaking the action requires a test based on Personality +
SKkill. Or you can call in external aid from your Portfolio.

Build a Dice Pool -or- Use Portfolio

Describe how you want to undertake an action. A dice pool equals the
value of the Personality + SKkill values for how you're undertaking the
action. Roll your dice pool to test for the outcome (see Dice Results
Summary, below)

Using Portfolio automatically works, but temporarily reduces Portfolio
attribute value every u time it is used (mark off the blank spot).

DICE RESULTS SUMMARY

> Die roll of 6 = brill
> Die roll of 2, 3, 4, or 5 = no effect

> Die roll of 1 = gloom You on|
( Y need ONE pyil 10 Suceeeqd

rovi 3

Xoteast onE BEl = success © " 26440V don’ have two o more q]
More glooms than brills = catastrophe gloomg)
Three brills = triumph

PASSION

Invoke Passion to greatly increase success chances!

> Passion increases a test dice pool by 2.

> Tests with Passion invoked gain brills on 5s and 6s!

> Add a Passion die to your tracker when you invoke Passion.

> When your Passion tracker is maxed out or otherwise provoked,
add all Passion dice to the next test (Passion dice have only no

effect and gloom results). [y, you're pagsionate, you gain temporary

bonuges - but if used too often your self
imposged martyrdom will come back to haunt you.

Vou ean even invoke Passion 10 resict damage

ac moet folk are pretty passionate about not

being injured or having their reputations inpeached.

) s
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CONEFLICTS

Conflict is a special sort of contested action. |

> When you attack, whether in the physical or social sense, you test a
dice pool of the suitable Personality attribute + SKkill. |
> When you defend in either the physical or social sense, you roll either a
Personality attribute or a Skill, depending on if the attack is physical or
social.

PHYSICAL VIOLENCE
Personality + SKill test brills =

amount of Vitality damage taken (- resistance)

You might use CUNNING for a sneaky attack,

DEEIANCE for something desperate,
INGENUITY to improvise in weapon or strike,

ld attack. '
or AUDACITY for a bold a Likewise, EXPRESS can be a showy strike;

use FIGHT for trained combat attack
PHYSICALITY for brute foree,
and TRANSGRESS for dirty moves like

eye gounges and kidney punches!

J

SOCIAL CONFLICT
Personality + SKill test brills =

amount of Distress damage taken (- resistance)
AUDACITY can be used for a wicked rhetorical barb.

BENEVOLENCE to get the crowg‘on your side,
ECORUM to uphold social standings, .
gr SEN SlTIUlTYp’m uge your opponent’s feelings 10

your advantage.

RESISTANCE

You can resist physical damage dealt to you with a Skill relavent to your
defensive measure.

Resiet Physical damage with
DHYSICALITY to shrug off the damage,
OBSERVE or INTUIT to dodge the attack,

FIGHT to parry. .

Social conflist is resisted through a Persoﬁality attribute relavent to youﬁ' e
oratory style. : . | | i f Sl
f'_y Y€ Resist Qocial damage with =

DEFIANCE 1o shrug off the painful bafbs,

fall on your sense of duty wi
ywith LOYALTY, ¢ Al
- Or use OBSESSION torelyonyour eccentrioity. .

-



- Commander R. Thorne
e S’rern Traditionalist, Orders Guardian
- pa—

2) Cmdr. R. Thorne

) @\ -
A Bellephine by birth and a veteran of
countless social skirmishes, Commander R.
Thorne is a person of rigid decorum and a
fierce protector of tradition. They see the
encroachment of the Ruin not as a cosmic
horror, but as a vile enemy to be combated
with every available resource. They are a
staunch ally of their fellow aristocrat The
Honored E. Beaumont-Smythe, believing
their influence essential to maintaining
societal order, and frequently employs the
discreet services of ca
Piedmont Accord agent, to gather
intelligence on perceived threats.

VITALITY

000000

DISTRESS

I LI

PASSION

LI

ARISTOCRAT

/

Your military experience is
~evident in everything you do.

e gTo BE ARISTOCRACY

. Aristocrats are the self-styled elites of the Dramark, solving
- their problems with an untold number of external assets that
~they consider their blrthrlght Power and privilege are their
- hallmarks, and the rest of the Dramark looks to them for

ey leadershnp — for better or worse.

Sikill's

6\
/o\\ Personality:

% oo ¥

This attribute reflects your character's
outlook on the world and how they
emotionally interact with it. Higher values
indicate a greater reliance on that

particular perspective.

AUDACITY % >

BENEVOLENCE (

CUNNING M

DECORUM (
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SENSITIVITY <€ -

These represent your character's areas of
expertise, encompassing knowledge,
professional crafts, and general aptitudes
acquired throughout their life.

CRAFT <"‘::-:""~ -
EXPRESS <<
FIGHT %
FOSTER <<
INTRIGUE 4'{0;:—':"“‘ -
INTUIT <= -
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You have access to equipment
that can be useful in almost
any situation

“Order, dlsclplme and a well- placed de{ense
(.are all that stand between ug and the abyss.”

CN
W

RV SABRE

6\

ah Poritfolie ok
C b B - 6 @
This attribute is a collection of external
assets your character can draw upon.
Portfolio attributes are not "tested" with
dice rolls; instead, they are "spent" to
achieve desired outcomes.

ACCESS ..

ENTOURAGE | i i 1

INFORMATION '.

MENTOR { i i _' i
REPUTATION (@

TITLE ‘.
TOOLS & ....

EQUIPMENT
WARDROBE | i i i i |
WEALTH . _' : _' ;

You have been in a duel or

Whereas each individual family has its own unique offering, the overall
experience of the aristocracy is to command others beneath one’s
station, to influence the society that exalts aristocrats, to intrigue with
other privileged peers, and to sponsor explorations and reclamations
of the Dramark in Ruin. The aristocracy also mherxts or otherwise

| acqulres estates and other property :

v fifteen in your years.. bR
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© CHARACTER DETAILS

VITALITY AND DISTRESS

Vitality indicates a player character’s physical wellbeing.
Distress indicates a player character’s mental or emotional state.

ATTRIBUTES

Attributes define the systems by which player characters interact
with the world. They may define dice pools for tests, create effects
automatically, or measure a character’s wellbeing.

PERSONALITY

‘Audacity: Ambition, self-confidence, vanity
Benevolence: Kindness, appreciation, compassion
- Cunning: Cleverness, duplicity

Decorum: Tradition, orderliness, conformity
Defiance: Opposition, rebellion, individualism
Loyalty: Duty, responsibility, selflessness
Ingenuity: Creativity, insight, originality
Obsession: Focus, control, entitlement
Sensitivity: Attunement, understanding, empathy

SKILLS

Craft: Making things out of raw ingredients; being “good with your
hands”

Express: Communication, directly, indirectly, or through the use of
-media

Fight: The application of guns, knives, fists, etc. to one’s opponents
Foster: Growing and nurturing and restoring to health

Intrigue: Subterfuge, deceit, and secrecy

Intuit: Figuring things out from incomplete or enigmatic information
Observe: Alertness to your surroundings

Physicality: Acts of exertion or athleticism

Transgress: Violations of the social order: B&E, forgery, poisoncraft, etc.

Truefolk Competency: Truefolk have a Skill unique to them at which
they always succeed.

PORTEOLIO

Access: You can enter places otherwise restricted
- Information: You possess relevant knowledge
Entourage: People or animals who help you

~_ Mentor: A well-connected person who looks out for your interests
Reputation: You're well-known o '

~ Title: People respect your authority or social prominence

Tools & Equipment: Items and appliances to suit the need
Wardrobe: Clothing lets you look the part and make statements
Wealth: Buy your way out of problems AN

H. aving more than one

rank in "Pa-rtfa(:m doesn’t mean
your portfolio 15 better, just
that it can be used more times.

ACTION RESOLUTION

Figure Out Which Attributes Apply
Personally undertaking the action requires a test based on Personality +
SKkill. Or you can call in external aid from your Portfolio.

Build a Dice Pool -or- Use Portfolio

Describe how you want to undertake an action. A dice pool equals the
value of the Personality + SKkill values for how you’re undertaking the
action. Roll your dice pool to test for the outcome (see Dice Results
Summary, below)

Using Portfolio automatically works, but temporarily reduces Portfolio
attribute value every time it is used (mark off the blank spot).

DICE RESULTS SUMMARY ;

> Die roll of 6 = brill You only need ONE brill_to succeed

> Die roll of 2,3,4,0r 5=no effect (pm‘videcf you C{Oﬂ.’t have 1more g[hﬂﬂ’lﬁ_)
> Die roll of 1 = gloom

At least one brill = success
More glooms than brills = catastrophe
Three brills = triumph

PASSION

Invoke Passion to greatly increase success chances!

> Passion increases a test dice pool by 2.

> Tests with Passion invoked gain brills on 5s and 6s!

> Add a Passion die to your tracker when you invoke Passion.

> When your Passion tracker is maxed out or otherwise provoked,
add all Passion dice to the next test (Passion dice have only no
effect and gloom results).

When you're passionate, you gain temporary

E’L’FT’LH-SGS - EHIT I:-fH-SGL}{ too Gj‘feﬂ yG'LH" SQLJ[ |

’fmjf?DS edﬂ ma 1Tyrdf0ﬂ-1 Wi lf come bac E to haunt _y OU.

You can even invoke Passion to resist damage
as most sinsible people are quite passionate about not
being injured or having their reputations inpeached.

= B .

CONEFLICTS

Conflict is a special sort of contested action. |

> When you attack, whether in the physical or social sense, you test a
dice pool of the suitable Personality attribute + SKkill. |
> When you defend in either the physical or social sense, you roll either a
Personality attribute or a Skill, depending on if the attack is physical or
social.

PHYSICAL VIOLENCE
Personality + SKill test brills =

amount of Vitality damage taken (- resistance)
You mr;gﬁf use CUNNIN( G _ﬁn—* a S*H.eaﬁy attack,
DEFIANCE ﬁ)r :;omeﬂfimg déﬁyem’ce, J
INGENUITY to -ffﬂ-lprovfﬁe in weapon or strike,

oY iﬂﬂ@ﬂ@]ﬂ"foré bold attack. . K 2 !
Likewise, EXPRESS can be-a showy strige,

use TGQ'H:T'ﬁW trained combat attﬁci{',
PHYSICALITY ﬁ;ﬂ' brute ﬁ)ﬂie,
and TRANSGRESS for illegal moves!

SOCIAL CONFLICT
Personality + SKill test brills =

amount of Distress damage taken (- resistance)
AUDACITY can be usedﬁn—* a wicked -rﬁetm'fm_l’Basrﬁ.
BENEVOLENCE to get tf*ie_c-mwd}m your side,
DECORUM te upﬁoldﬁsocml sm'rld'mgs,- :

or SENSITIVITY to use your qp}mmnt’sfeef ings to

your advantage. 3 - - - -
J J EXPRESS works the crowd and makes a show,

INTRIGUE can Bring up a dark secret,
OBSERVE can criticize dress and manners,
and TRANSGRESS 1f you want to apen[‘y
slander your opponent. s X
RESISTANCE
You can resist physical damage dealt to you with a SKill relavent to your
defensive measure.
‘Resist ‘?ﬁyﬁimf dlmnge with
PHYSICALITY to enduer the Stm&] of the blow,
OBSERVE or INTUIT to dodge the attack,
F] g‘}[ T to use Your combat :;Féﬂﬁ to parry.

Social conflist is resisted through a Personality attribute relavent to your -
oratory style. el - Bl

Resist Social damage with
DEFIANCE to igmw the insults,

_ ﬁzl( 01 YOUY Sense of _d;u:ty with LOY[HLTY, g e
or use OBSESSTION to tgz[iy on Your eccentricity. -



Professor A Vance

Mehculous Scholar, Empmcol Researcher

N\
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. E. Vance e
D= e /
A distinguished scholar at Crown Hall
College, Professor E. Vance adheres strictly
to established science and logic. They are a
meticulous researcher who believes that
the only way to combat the Ruin is through
understanding and practical application.
They often find themselves at odds with
the theories of . They
occasmnally offer thelr expertise to

allace, providing analysis of
phenomena they ve encountered.
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VITALITY

00000

DISTRESS

000000

PASSION

I L1l

TRUEFOLK

\ Personality

This attribute reflects your character's
outlook on the world and how they
emotionally interact with it. Higher values
indicate a greater reliance on that
particular perspective.

AU D A CITY % ) Your lectures arz ;(;i(z;:z:lzlgy
BENEVOLENCE < >

CUNNING «>

DECORUM (

You have had to break some
D E F |AN CE M rules in your pursuit of

INGENUITY (

TRUEFOLK

O

knowledge

As coach of the cricket league,
you are is pretty good shape

for a professor.

2t Cards and Characters by Will Balvanz

" YlakaLegendaryBill)

www.terminalviscositygames.com

_-To BE TRUEFOLK

i “Everyperson” Truefolk are the most numerous faction of the

- Dramark. Upon their ability and industry the ongoing function

~ of society depends. They are the makers and the doers of the

~ Dramark, in any number of human vocations, usually with a

. mind toward their famllles guild- mates and commumtles in. -
e thlS time of Rum ~ "

These represent your character's areas o
expertise, encompassing knowledge,
professional crafts, and general aptitudes
acquired throughout their life.
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TRANSGRESS <€ = -

Scholarly Verification - You can
You have a special talent reliably confirm the authenticity and

“Data, not dread, willlight our path forward.”
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TRUEFOLK

that cannot fail. gccuracy of any historical document
or scientific report you scrutinize.

Because the truefolk consist largely of everyone who isn’t an aristocrat
or a societal outsider, the activities that members of the group perform
are unsurprisingly broad. Truefolk might expect to achieve notable

accomplishment in their profession or hobby, support a fellow truefolk
in need of assistance (often in a professional or community capacity), -

discern a fraud within their chosen guild or a lackluster product of

| 1t or create an artlsan grade work of innovative m31ght
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This attribute is a collection of external

assets your character can draw upon.

Portfolio attributes are not "tested" with

dice rolls; instead, they are "spent" to
achieve desired outcomes.
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~ CHARACTER DETAIL

VITALITY AND DISTRESS

- Vitality indicates a player character’s physical wellbeing.

Distress indicates a player character’s mental or emotional state.

ATTRIBUTES

Attributes define the systems by which player characters interact
with the world. They may define dice pools for tests, create effects
automatically, or measure a character’s wellbeing.

PERSONALITY

‘Audacity: Ambition, self-confidence, vanity

Benevolence: Kindness, appreciation, compassion

- Cunning: Cleverness, duplicity

Decorum: Tradition, orderliness, conformity

Defiance: Opposition, rebellion, individualism

Loyalty: Duty, responsibility, selflessness

Ingenuity: Creativity, insight, originality

- Obsession: Focus, control, entitlement
Sensitivity: Attunement, understanding, empathy

SKILLS

Craft: Making things out of raw ingredients; being “good with your
“hands”

Express: Communication, directly, indirectly, or through the use of
- media

Fight: The application of guns, knives, fists, etc. to one’s opponents
Foster: Growing and nurturing and restoring to health

Intrigue: Subterfuge, deceit, and secrecy

Intuit: Figuring things out from incomplete or enigmatic information
Observe: Alertness to your surroundings

Physicality: Acts of exertion or athleticism

Transgress: Violations of the social order: B&E, forgery, poisoncraft, etc.

Truefolk Competency: Truefolk have a Skill unique to them at which
they always succeed.

PORTFOLIO

- Entourage: People or animals who help you
-, Mentor: A well-connected person who looks out for your mterests
Reputation: You're well-known

~ Title: People respect your authority or social prominence

Tools & Equipment: Items and appliances to suit the need
Wardrobe: Clothing lets you look the part and make statements
Wealth Buy your way out of problems ’

Having more than one

rank in Portfolio doesn’t mean
- Access: You can enter places otherwise restricted your portfolio is better, just

 Information: You possess relevant knowledge that it can be used more times.

ACTION RESOLUTION

Figure Out Which Attributes Apply
Personally undertaking the action requires a test based on Personality +
Skill. Or you can call in external aid from your Portfolio.

Build a Dice Pool -or- Use Portfolio

Describe how you want to undertake an action. A dice pool equals the
value of the Personality + SKkill values for how you're undertaking the
action. Roll your dice pool to test for the outcome (see Dice Results
Summary, below)

Using Portfolio automatically works, but temporarily reduces Portfolio
attribute value every time it is used (mark off a blank spot).

DICE RESULTS SUMMARY

> Die roll of 6 = brill

> Die roll of 2, 3, 4, or 5 = no effect
> Die roll of 1 = gloom 1
You only nced ONE brill to succee

At least one brill = success (provided you don’t have more glooms
More glooms than brills = catastrophe than brills)
Three brills = triumph

PASSION

Invoke Passion to greatly increase success chances!

> Passion increases a test dice pool by 2.

> Tests with Passion invoked gain brills on 5s and 6s!

> Add a Passion die to your tracker when you invoke Passion.

> When your Passion tracker is maxed out or otherwise provoked,
add all Passion dice to the next test (Passion dice have only no

effect and glOOm reSUIts) When you re passionate, you gain temporary

bonuses - but if used too often your self- -imposed
martyrdom will come back to haunt you.

You can even invoke Passion to resist damage

as most folk are pretty passionate about not
being injured or having their reputations inpeached.

EI]'Q """EI

CONEFLICTS

Conflict is a special sort of contested action.

> When you attack, whether in the physical or social sense, you test a
dice pool of the suitable Personality attribute + SKill.

> When you defend in either the physical or social sense, you roll either a
Personality attribute or a Skill, depending on if the attack is physical or
social.

PHYSICAL VIOLENCE
Personality + SKill test brills =
amount of Vitality damage taken (- resistance)

You might use CUNNING for a sneaky attack,
DEFIANCE for something like pocket sand,
INGENUITY to improvise in weapon or strike,
or AUDACITY for a bold attack.

Likewise, EXPRESS can be a showy strike,
use FIGHT for trained combat attack,
PHYSICALITY for brute force,

and TRANSGRESS for fosh hooks and

sucker punches!

SOCIAL CONFLICT
Personality + SKill test brills =

amount of Distress damage taken (- resistance)

AUDACITY can be used for a statement about one’s mother.
BENEVOLENCE to get the crowd on your side,
DECORUM to uphold social standings and order,

or SENSITIVITY to use your opponent’s feelings to

your advantage.
EXPRESS works the crowd and makes a show,
INTRIGUE can bri Ing up a dark secret,
OBSERVE can criticize dr css and manners,
and TRANSGRESS if you want to openly

slander your opponent.

RESISTANCE

You can resist physical damage dealt to you with a SKkill relavent to your

defensive measure. Resist Physical damagc with

PHYSICALITY to shrug off the damage, -

OBSERVE or INTUIT to dod ge the attack,
FIGHT to parry.

Social conflist is resisted through a Personallty attrlbute relavent to your' e

oratory style.
Resist Social dam.:_lge with

DEFIANCE to keep a stiff upperlip,
- fall on your sense of duty with LOYALTY,

Or usec OBSESSION to rely on. your passmnate intcrests
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UNBONDED

an honest fight ...

. and initiated more than your share
ot dishonest ones.

FIGHT <@
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~TO BE UNBONDED
._,jUnbonded go their own way, having deliberately set themselves
outside the prevallmg social order in a manner that may be

i personal or collective. They might not trust the guilds, or they

may derive their income from socially unacceptable practices, or

- prefer to make their own rules far away from communities they
~ consider frivolous. They might be hardy md1v1duallsts or they
may have a prlce on thenr heads | |

- from the catastrophic consequences of their actions. Every

Overall, the unbonded might expect to rebel against the aristo-
cracy, to defy the social order that demands obedience from them,
infiltrate organizations and estates, and liberate their compatriots

individual or crew of unbonded will have its own approach, such
as by homesteading, inventing, racketeering, thieving, or some-
thing correspondmg to their chosen way of life outsnde conven-

tlonal socnety

A trusty rifle is one’s bes’t fnend
in‘the wilderness. - -
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- Access: You can enter places otherwise restricted your po

Entourage: People or animals who help you

CHARACTER DETAILS

* VITALITY AND DISTRESS

Vitality indicates a player character’s physical wellbeing.
Distress indicates a player character’s mental or emotional state.

ATTRIBUTES

Attributes define the systems by which player characters interact
with the world. They may define dice pools for tests, create effects
automatically, or measure a character’s wellbeing.

PERSONALITY

‘Audacity: Ambition, self-confidence, vanity
Benevolence: Kindness, appreciation, compassion
- Cunning: Cleverness, duplicity

Decorum: Tradition, orderliness, conformity
Defiance: Opposition, rebellion, individualism
Loyalty: Duty, responsibility, selflessness
Ingenuity: Creativity, insight, originality

- Obsession: Focus, control, entitlement
‘Sensitivity: Attunement, understanding, empathy

SKILLS
Craft: Making things out of raw ingredients; being “good with your
hands”
Express: Communication, directly, indirectly, or through the use of
~media
Fight: The application of guns, knives, fists, etc. to one’s opponents
‘Foster: Growing and nurturing and restoring to health
Intrigue: Subterfuge, deceit, and secrecy
Intuit: Figuring things out from incomplete or enigmatic information
Observe: Alertness to your surroundings
- Physicality: Acts of exertion or athleticism ,
Transgress: Violations of the social order: B&E, forgery, poisoncraft, etc.

Truefolk Competency: Truefolk have a Skill unique to them at which
they always succeed.

PORTFOLIO

- Information: You possess relevant knowledge  that it can
~_Mentor: A well-connected person who looks out for your interests
Reputation: You're well-known e
~ Title: People respect your authority or social prominence
~ Tools & Equipment: Items and appliances to suit the need
- Wardrobe: Clothing lets you look the part and make statements
Wealth: Buy your way out of problems ‘ e

qui one
Having more than @
rank in Dortfolio doesn t rjnea;n
tfolio i better, just
be used more HMes-

ACTION RESOLUTION

Figure Out Which Attributes Apply
Personally undertaking the action requires a test based on Personality +
SKkill. Or you can call in external aid from your Portfolio.

Build a Dice Pool -or- Use Portfolio

Describe how you want to undertake an action. A dice pool equals the
value of the Personality + Skill values for how you’re undertaking the
action. Roll your dice pool to test for the outcome (see Dice Results
Summary, below)

Using Portfolio automatically works, but temporarily reduces Portfolio
attribute value every u time it is used (mark off the blank spot).

DICE RESULTS SUMMARY

> Die roll of 6 = brill
> Dieroll of 2, 3, 4, or 5 = no effect
> Die roll of 1 = gloom

At least one brill = success
More glooms than brills = catastrophe
Three brills = triumph

PASSION

Invoke Passion to greatly increase success chances!

> Passion increases a test dice pool by 2.

> Tests with Passion invoked gain brills on 5s and 6s!

> Add a Passion die to your tracker when you invoke Passion.

> When your Passion tracker is maxed out or otherwise provoked,
add all Passion dice to the next test (Passion dice have only no

effect and gloom results). ()}, you're passionate, you gain temporary

bonuges - but if used too often your self
imposed martyrdom will come back to haunt you.

Vou ean even invoke Pagsion 1o resict damage

ac moet folk are pretty passionate about not
being injured or having their re

putations inpeached.

CONELICTS ,

Conflict is a special sort of contested action. | .

> When you attack, whether in the physical or social sense, you test a
dice pool of the suitable Personality attribute + SKill. .. |
> When you defend in either the physical or social sense, you roll eithera
Personality attribute or a Skill, depending on if the attack is physical or |
social. |

" PHYSICAL VIOLENCE

Personality + SKill test brills =
amount of Vitality damage taken (- resistance)

You might use CUNNING for a sneaky attack,

DEFIANCE for something degperate,
INGENUITY to improvise in weapon or atrike,

d attack. '
or AUDACITY for a bold atta Likewige, EXPRESS can be a showy strike,

use FIGHT for trained combat attack |
PHYSICALITY for brute foree,
and TRANSGRESS for dirty moves like °

eye gounges and kidney punches!

)

B IAL CONFLICT
Personality + SKill test brills =
amount of Distress damage taken (- resistance)

AUDACITY canbe uced for a wicked chetorical barb.

BENEVOLENCE to get ’fhelcrowg.on your side,
CORUM to uphold social standings, .
E))rESENSITlUlT\/pto uge your opponents feelings to

your advantage.

RESISTANCE

You can resist physical damage dealt to you with a Skill relavent to your
defensive measure. |

Resict Physical damage with
DHYSQICALITY to shrug off the damage,
OBSERVE or INTUIT to dodge the attack,

FIGHT to parry. .

Social conflist is resisted through a Persohality attribute'r.elaven,t to your '

oratory style. p esist Social damage with

DEFIANCE to shrug off the painful barbs,

tall on your sence of duty wi ‘ |
’ ywith LOYALTY, '
or use,QBSESSION to relyon your eccentricity.





