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Introduction
Because this game is a work in progress, I have a few 

favors to ask you. First of all, please come visit us at our website, 
and let us know what you thought of the game. Share your stories 
with us!  You can also listen to the podcast “Sword of Symphonies” to 
see the characters you’ll read about in the manual in action, so please 
check that out. Finally, please rate this manual and the podcast, as 
this helps people find us easier.

Whether or not you do, though, thank you. Speaking of which:

My Gratitude
I struggle on a somewhat too-regular basis with anxiety and 

accompanying depression. This is, by the way, an improvement – not 
too long ago, I had given up struggling at all. I was dimly, weakly 
aware that it was important to care about things, but unable to make 
the effort. 

Then, a friend suggested getting a D&D campaign together. 
Slowly but surely, every week I started immersing myself in a 
character who had a ton of feelings, who cared about everyone, and 
week by week I started caring more. About the character, then about 
the story, then eventually, about things in my real world too. I got my 

head above water enough to get treatment. I started writing again, 
if only a little bit. 

I returned to game design, too. It had always been 
a consuming passion of mine, back when I had 
passions. I wanted to create a game that would help 
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people experience the sort of game 
I had – a story about people who care about 
each other and pull together in difficult times. It 
wasn’t just my own campaign, either. I listened to actual 
play podcasts like The Adventure Zone, The Broadswords, and 
Dames and Dragons, and they made me feel better. They kept me 
connected, made me feel less alone on too-long commutes. 

So, this is it. This is the playtest version, mind you, but this is my 
first emergence from a burrow I have inhabited for years.  And it has 
emerged alongside Sword of Symphonies, a chance for me to show 
everyone the beating heart of these rules and settling paragraphs. 

I include this information not as a feel-good story or anything, 
but so that you can understand what was on the line for me, and why 
I mean it so intensely when I say thank you. Thank you to Eric, Dave, 
Lisa, Adam, Terrance, and Cera for giving me that little life raft that 
was Fool House. Thank you to the McElroys, the Broads, and Team 
Squad, too, for the inspiration. Thank you to Dustin and Alex, my 
dear old friends, for so easily settling back into playtesting together. 
Thank you to Kersten, Kathleen, and Nick – we’ve only recorded 
a few episodes as I write this, but they have already exceeded my 
wildest dreams, because my dreams failed to account for you guys. 
Thank you as well for the very real support and friendship and ten-
minute long verbal group hugs at the end of every recording. 

Thank you, stranger who’s downloaded this PDF or listened to 
the show. For humouring me, but also for sharing your inspiration 
with me. I hope Heroic Chord and Sword of Symphonies can be a 
friend to you, in the way that other people’s games have for me. 

I hope you tell me all about it.

 Love, 

  Cat
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Melted World
Amylte (Pronounced “a-MILL-tuh”) is the largest 

continent in the world, and it always was, although a century ago 
it was not quite so big. Divided in two by an enormous, craggy 
mountain range called the Cloudcomb, it featured cold highlands, 
and desert scrublands, gentle wooded foothills and dense jungle, 
and people had learned to live everywhere. The continent was 
full of settlements big and small, cities like the Old Capital and 
Rhimehold flourished, while small farming villages rode out day 
to day life according to the even rhythm of the cycle of seasons. 
Eight monuments acted as anchors for the world, standing sentinel 
each in their own territory, the mineral gods known as Deiliths. 
Now and again, as the stories say, the Deiliths would call human 
beings to meet with them and choose them to become Rangers, 
divinely-appointed shepherds of humankind.

A hundred years ago, during the conflict known as the Last 
War, the Cloudcomb mountains crumbled. To this day, no one 
knows why. Sky-touching peaks melted into a flood of earth, 
swallowing the center of the continent. The highlands became 
brutal tundra, the scrubland gave way to dunes, and the battlefields 
of the Last War were swallowed up entirely. The Old Capital was 
destroyed, Rhimehold was buried, countless towns, villages, and 
homesteads were lost. When humanity was washed away, demons 
and horrors flooded in. In response, the Deiliths, now harder to 
reach than ever before, began calling more Rangers.

A hundred years later, humanity has settled into its new 
spaces. Some people still pine for the old world, trying to 

excavate the ruins of ancestral homes and make them 
safe for humanity again. Some are trying to find a 

new path for humanity, either by establishing 
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new countries and cities or by building a 
world without them. Now that the horrors of 
the Last War and the Cataclysm are a century in 
the past, people have found their hope again. This is a 
dangerous world, but humanity has survived this long, and has 
no intentions of giving up now. 

The City of Stageport
Located on the southwest coast of Amylte, where the weather 

is temperate, if sometimes stormy, the city of Stageport might be 
the oldest human settlement in Amylte (Hushwave City, the people 
of Stageport insist, began as a temporary settlement and didn’t 
become a city proper until much later). A ring of cliffs now called 
Miracle Bluffs shielded it from the melting mountains, ensuring 
that it would survive the disaster almost entirely undamaged. 
Refugees from the interior soon put down roots in the city, and 
Stageport is home to countless small communities of people who 
know their homeland is elsewhere but have never known any other 
home. Some of these communities elect mayors and councillors in 
absentia, and nearly every city block is home to someone who, in 
another world, would have been considered a noble.

Stageport is an industrial city, full of skilled engineers and 
inventors from all over the world, but it is also a difficult one. 
As in every crowded industrial city, living conditions for the poor 
make everyday life a struggle. Some of them work hard, holding 
out hope that they’ll be able to afford comfort and safety. Some 
of them stick together, forming tight-knit communities that take 
care of their own at all costs. And, of course, some of them steal. 
Urban Rangers known as Beckoning Infiltrators find their way 

to Stageport, and often take it upon themselves to care for the 
people left behind by the rest of the city.
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About half of Stageport is a waterfront 
area packed full of crates, sailors, ships, and 
goods. Stageport was the world’s biggest shipping 
hub a hundred years ago, and not much has changed. 
Seafaring Tidal Navigators often have temporary homes in this 
area of town, and their favorite bars are cheerful, warm places. 
Life on the docks is unexpectedly pleasant, with so many Rangers 
on hand who seem to love nothing more than a good song in good 
company. The ocean is dangerous, but that doesn’t stop people 
from Stageport from choosing the maritime life over the misery of 
industry and poverty.

The Goathome Veldt
The interior of Amylte is a great open grassland called the 

Goathome Veldt, after the Whisper Goats that now inhabit it. When 
the Cloudcomb melted, it left a broad, fertile plain thick with lush 
grass and abundant wildflowers, and all signs of human occupation 
vanished beneath the earth. The Veldt belongs to wildlife and to 
the demons that overtook the sleeping ruins. By night, Horrors, 
bizarre spirits left in the wake of ancient battlefields, emerge from 
the earth and roam over the placid fields. Though its surface is 
peaceful, even beautiful, the unprepared will face certain death on 
the Veldt.

The border of the Goathome Veldt is marked by the Boundary 
Garden, a ribbon of carefully-tended lavender beds separating 
the safe portion of the plains from the Veldt. As Rangers work 
to reclaim the land, driving out the monsters and unearthing old 
homesteads, dedicated gardeners plant the lavenders a little further 
in. The people of Amylte are taught from a very young age not to 

walk through lavenders, even before they are old enough to be 
taught why. Many adults are superstitious about it as 

a result, and take the Boundary Garden seriously.



Amylte

5-MeltedWorld

Despite the danger of the place, fluffy 
Whisper Goats thrive on the rich greenery. Their 
thick, woolly coats muffle all sound, making their 
movements completely silent – this, combined with their 
mischievous natures, has earned them the nickname “Surprisers”. 
Their wool can be made into a variety of materials, all of which 
share the same sound-muffling capability, but they`re notoriously 
difficult to domesticate, a farmer`s worst nightmare. So, most of 
them roam free on the Veldt, easily concealing themselves from 
the monsters that share the fields with them.

The Silence of the Old Capital
Sleeping in the side of a lush hill, almost completely 

swallowed by the Goathome Veldt, lie the ruins that were once 
the greatest city in all of Amylte. Before the Last War, it could 
be seen for miles around, its walls taking up their own piece of 
the horizon as the people inside went about their lives, pursued 
culture and industry and society on a scale no one else in the world 
could imitate. They built a citadel, and within it they built a castle, 
and within that castle they guarded Beckoning Atossa with their 
lives, knowing what a danger she could pose if allowed to appoint 
Rangers.

Now, no one remembers whether they were the aggressors 
or the targets in the Last War. Few people even remember what 
they called themselves. Today, it is the Old Capital, and it belongs 
completely to the shadows. Grass and earth flooded its streets, 
burying the homes and creating an invisible undercity, knocking 
over the once-proud palisades and towers and leaving haunted 
wrecks in their places.

According to the old stories, a monster sleeps in the 
tunnels deep below the city, the beast responsible for 

the melting of the Cloudcomb, but no pilgrims to 
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the city have ever encountered any daemons, 
horrors, or other inhuman dangers. Between the 
old city’s outermost wall and the citadel that marks 
the Old Capital as we know it today, there is a great stretch 
of gloomy, shadowed plains, where ghosts and horrors can be 
seen to emerge at sunset, but none of them ever enter the city 
itself.

That is not to say that the Old Capital is completely 
abandoned. Pilgrims trying to meet Atossa find that even though 
no one still lives here, there are still soldiers patrolling the half-
excavated streets, trying to keep them from meeting the Deilith. 
Under the orders of the mysterious Shadow Monarch, they protect 
the city from the horrors inside the outer wall, arresting or evicting 
(with great care not to use lethal force) any pilgrims they find. 
Some are deposited in an old dungeon connected to the tunnels 
in the old city walls, where they can find other pilgrims and work 
together to stage a jailbreak, and some are deposited on the Veldt 
to reconsider their angle of attack.

The Spray of the Ulter Whirl
Off Amylte’s western coast, north a month’s journey, the sea 

changes her face. Sunlight vanishes between dark clouds and a 
horizon now chewed up by the Ulter Islands--cliffs, shoals, and 
mountains too many to number. The open, placid sea is replaced by 
a surge of swift current winding between rocks both obvious and 
unseen, and the ocean floor seems to surge upward in a series of 
treacherous shallows. In the heart of this archipelago, the islands 
give way to a surging whirlpool, the Ulter Whirl. Powerful current 
speeds in a great spiral from the islands into the mouth of the 

Deilith Tidal Augustine.
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It is almost impossible to navigate. 
Those chosen by Augustine must navigate it 
nonetheless.

Getting from the first of the islands to Augustine 
themself can take as long as two months, depending on the ship. 
All compasses point directly to Augustine, at the center of the 
Whirl, but that won`t help avoid the shallows or fight the current. 
The journey takes brains and courage, and it also takes the most 
important tool a Tidal Navigator possesses – teamwork. One person 
can’t work the ropes and pulleys that control the sails, no matter 
how powerful they are, and one person can’t out-row the Ulter 
Whirl. One person can’t make it to Augustine: it takes a crew.

Life on a ship is at turns boring and terrifying. When the 
wind dies, a ship sits in the middle of the great mirror-flat ocean, 
burnt by reflected sunlight and otherwise suspended from the 
world. Boredom spreads on a becalmed ship like a virus, breeds 
frustration and anxiety unless the crew can come together to support 
and entertain each other. When a storm settles in, every member 
of the crew needs to act, securing equipment and supplies, sealing 
hatches, and reacting at a moment`s notice to the movement of 
the ship and its sails. With rain and seawater pounding the decks 
and soaking the rigging, a sailor`s job becomes a matter of sheer 
endurance, where the strength to hold on for just one more minute 
becomes the only thing that matters. By the time a ship reaches 
its destination, its crew has been tested by the elements, tested by 
each other, and tested by themselves, and they have proven the 
willingness and ability to survive the open seas.  

The Dangers of the Last Tooth
Only one tooth remains of the great Cloudcomb 
mountains that once divided Amylte into two. This 

great peak, the Last Tooth, pierces the heavens, 
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its summit hidden from view. The summit is 
not, however, hidden from hearing; the Deilith 
Wailing Agrippina sits at the very apex, their iron 
body pierced through with hundreds of holes that whistle 
and wail in the high mountain winds, sending a screaming sound 
echoing through the surrounding hills.

The Last Tooth is home to a host of nightmares. Not just 
horrors or lesser daemons: full-fledged Noble Demons, paragons 
of demonkind, have declared the Last Tooth their domain. They 
and their attendants lurk its slopes. In order to make it safely to 
Agrippina, a pilgrim must evade their notice, reason with them, 
answer their riddles, and truly come to understand their ways. For 
this reason, the foothills surrounding the Last Tooth are dotted 
with monasteries, venerable libraries where pilgrims can study 
ancient tomes and learn from experienced Arcanists. Though most 
pilgrims make the actual trek up the mountain alone, they spend a 
long time training with experts before they take to the cliffs. They 
must hone their physical endurance in order to survive the climb in 
the thinning air, hone their wits in order to evade the demons, and 
prepare their hearts for the meeting with the Deilith, all of which 
take their toll on the careless.

Among the demons residing at the Last Tooth, there is a great 
Viscount in the shape of an enormous serpent who will devour any 
travelers he discovers, and the Arcanists in the monasteries train 
pilgrims in the charms that will help them evade his notice. The 
Princess living in the jade shrine near the peak will allow none 
to pass unless they spend the evening with her and entertain her 
with a story or a puzzle, which many pilgrims rehearse months 
in advance. If she enjoys their tale, she gives them a jade charm 

as a token of her gratitude, and many of the best-respected 
Arcanists wear theirs proudly. The Countess of the 

North Face will throw travelers off the cliff unless 
they present her with a certain flower.
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The demons complicate what is already 
a grueling climb. Some intrepid Rangers have 
built guardrails along portions of the trail, but most 
of it is still a sheer drop down granite cliffs laced with 
eternal ice and snow. Freezing wind wails around the mountain, 
shrieking through Agrippina and chilling climbers, numbing 
body and mind when both are desperately needed.

The View from Scattered Rose 
Island

When the Cloudcomb melted, it didn’t melt completely. The 
Last Tooth remained standing, perhaps as a testament to the wicked 
powers prowling its slopes. Rose Palace Peak also remained in 
place, though the mountain crumbled into silt beneath it. Now, 
it floats up where the western end of the Cloudcomb used to be, 
a speck in the sunset floating unmoored above the great western 
forests.

Rose Palace Peak was a remnant of an ancient mythic age, 
the subject of countless fairy tales. At the top of the westernmost 
peak, there was an old palace surrounded by thorns, inside which 
were treasures, magic, and the Deilith Windswept Tomyris. In the 
old stories, heroes had to make the perilous journey up the steep 
mountainside to meet Tomyris, or to get some magical plant from 
her garden. It was a gilded paradise of white marble and elaborate 
tile mosaic, home to a garden with no equal on earth. Now, many 
of the tallest minarets have caved in like golden eggs, and only 
about half the grand arches are still standing. In the center of that 
still-thriving garden there is a granite boulder seamed through 
with sparkling white quartz and blanketed under a layer of fluffy 

moss – Windswept Tomyris.

When the mountain crumbled, only the very 
peak remained, and Rose Palace Peak became 
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Scattered Rose Island, floating in midair, still 
surrounded by its wall of dense thorns. Flying 
monsters and daemons circle the island, some 
seemingly focused on the pilgrims flying up to meet 
Tomyris, others trying to get past the thorns and into the palace 
itself.

In order to make it to Tomyris and answer her call, Rangers 
need the services of Cloud Elks. Tall, strong, but ultimately timid 
creatures, Cloud Elks will use their enormous wings to bear 
Rangers through the clouds – if they trust them. Building a bond of 
trust with these nervous creatures is key to a Cavalier’s pilgrimage. 
Cavaliers learn the ways of the forest, and use that wisdom to care 
for, comfort, and encourage their Cloud Elk. A confident elk will 
even allow its friend to shoot arrows from its back at the lurking 
monsters that circle Scattered Rose Island.

The Chaos of the Coral Coast
In the dense jungles of the Coral Coast, there stands a range of 

gentle, ancient mountains, their softly domed sides sculpted by eons 
of rolling lava flows, and though they seem docile, their cores still 
burn with active eruptions. Great black plains of cooled lava paint 
inky streaks across the dazzling, vivid jungle landscape, standing 
in sharp contrast to the bone-white of the area’s mysterious coral, 
which spreads out in ever-changing blotches over anything it can 
reach. The Coral Coast is never the same place twice; aggressive 
coral moves overnight, blotting out old seaside paths and opening 
long-abandoned shipwrecks, and molten stone heaves up from the 
ground, obliterating swaths of jungle in a matter of hours. The 
lush vegetation is equal parts help and hazard, with medicinal 

and edible plants growing alongside deadly toxins, and all 
of them providing abundant cover for predators and 

other dangers.
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The Coral Coast is a beautiful place. 
The jungles and mountains absorbed much of 
the impact from the melted Cloudcomb, leaving 
its society to flourish in peace. There are few large cities 
here, in part because the people of the Coral Coast traditionally 
prefer smaller, more mobile settlements that can be evacuated 
easily in case of an eruption or other disaster, but Hushwave City, 
the largest settlement in the region, is home to the continent’s 
greatest botanical laboratory, and even small stilt-home villages 
boast prestigious scientists, artists, and scholars. Just because it 
is an ancient place does not mean it is not also a modern, even 
advanced one as well. There are ancient, ruined shrines to the 
island’s traditional ancestor spirits high in the hills, but there are 
also well-kept, clean ones in the homes and communities of the 
people who live nearby. In the Coral Coast, where everything is 
constantly changing, there seems to be no dividing line between 
past, present, and future.

The Endless Desert
The eastern edge of the Goathome Veldt melts away into 

scrubland, which dissolves into a sandy expanse ruffled by a cruel 
wind. Somewhere in the scrubland, or in the dunes, or even the 
Veldt if he’s feeling ambitious, there wanders an enormous old 
tortoise the size of a cow they call King of the Desert. On his 
back, embedded in his domed shell, is a grand chunk of obsidian: 
the Deilith Wandering Hector. Hector has ridden this tortoise 
for as long as anyone can remember – even records from before 
the cataclysm depicted them together. The tortoise has a definite 
territory that can be plotted on a map, but where he’ll be inside 
that territory is anyone’s guess, and where he goes, so goes the 

Deilith. He can go weeks without water and months without 
food, so anyone lying in wait will need to be able to 
out-wait the King of the Desert. Pilgrims can find 



Amylte

12-MeltedWorld

them either by tracking the tortoise over the 
desert, by looking for traces of his passing near 
watering holes and oases, or by feeling the spiritual 
pull of Hector himself and following the ethereal ties 
binding Hector to the other Deiliths, and to his Pilgrims. They 
can navigate by starlight as well as any sailor, with no landmarks 
but the constellations to guide them through barren and featureless 
landscapes.

The center of the King’s territory is called Hector’s Dunes, and 
comprises an ocean of sand dotted sparingly with oases anchored 
into the sand by the roots of persistent scrub brush. The heat in this 
region is almost as bad as the cold; travelers here are completely at 
the mercy of the sun, and must learn to survive the elements. They 
must learn to focus on the task at hand even while the merciless 
sun pounds on their backs, or the desert wind robs them of their 
warmth. They must be able to find food and water where it is 
scarcest, to find shelter from some of the cruelest weather in the 
world, all while trying to follow the trail of a creature who belongs 
here, who moves through the desert as easily as goats on the Veldt. 
The King does hibernate during the winter, but the location of his 
burrow is anyone’s guess, and Hector doesn’t seem willing to help.

The desert is not completely uninhabited. There are other 
reptiles, tortoises less massive than the King, snakes, and lizards, 
there are determined antelope and sheep, and there are birds of 
prey and scavengers. There are people who have lived in the 
scrubland for centuries, nomads who know the area well and travel 
in harmony with the movements of the wildlife, whose portable 
homes are warm and inviting, open to strangers who are willing 
to show respect. Other Magi also wander, both pilgrims seeking 

to lay eyes on Hector for the first time, and also a small band 
of Magi who guard the King’s territory, sworn to 

protect Hector and the King.
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The Terror of the 
Labyrinth

In the far northern reaches of Amylte, there 
used to be a mountainous country steeped in ancient tradition, 
the people who inhabited the northern parts of the Cloudcomb 
mountain range. The people of Rhimehold lived in stone houses 
on any plateau or plain they could find, tended crops that could 
survive cold weather and high altitudes, and cultivated the strength 
to survive.

When the Cloudcomb melted, their world was swallowed 
whole. What remains is the Bright Waste, a flat expanse of dazzling 
tundra extending farther than the eye can see. The tundra gives up 
on day and night for months at a time, as if still shocked by the 
cataclysm. Sometimes, there is unending brightness that sears the 
eyes and swallows the horizon for weeks at a time. Others, there is 
darkness without hope of daybreak for weeks.

Beneath the tundra lies a place that was once called The 
Enduring Temple, where visitors would walk through a series of 
stone passages to find Enduring Gaius at the center and carry out 
rites in his honor. Now, buried deep below the earth and ice, it 
is known only as the Labyrinth. The walls are still there, but the 
journey to Gaius is no mere ceremony.

After the cataclysm, the Swarm emerged. A brood of Horrors 
originating, it seems, from the capital of old Rhimehold, they grew 
steadily in number until they completely controlled everything 
below the surface of the ice. The towns and villages under the 
tundra belong to the Swarm, and as much as humans may want 
them back, the Crusaders can barely manage to hold the territory 

they have.

The Swarm is made of individual Horrors, 
most of them roughly the size of a large dog, but 
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they operate as a single unit. No human has 
managed to communicate with them, or find out 
what, if anything, they want. Their base of power is 
still Castle Rhimehold, and while battalions of Crusaders 
have made it to the castle gates, they have never made it deep 
enough to discover anything about their foe except that they will 
seize upon any weakness in humanity and tear it to shreds.

Rangers
Rangers, the player characters of Heroic Chord, are the 

chosen ones of the seven known Deiliths, humans who have been 
called to make the pilgrimage to visit their gods and in return 
receive the ability to cast spells. Your character has already made 
this pilgrimage, and already has experience in the Deilith’s home 
territory as well as a spiritual bond with the Deilith, one that allows 
them to hear the Deilith’s voice and use supernatural abilities. 

Scatter
In order to use some of their abilities, Rangers give up a 

little of their sense of self – a little of their “presence” in their own 
body. They blur at the edges a little, push their energy outward 
and combine it with the energy around them. It can take them a 
while to regain themselves after they’ve done this; Scattering often 
can cause Rangers to feel numb, detached, and confused. Over-
Scattering, reaching the limits of their ability, can cause people to 
lose consciousness. 

Scattering is not always entirely voluntary, either. Some 
daemons and other supernatural creatures can pull at a 

person’s identity, forcing them to Scatter instead of 
harming their physical bodies. Some Rangers 
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can also force an opponent to Scatter; many 
Horrors do not possess entirely solid forms, and 
have souls more vulnerable than their bodies.

Facets
A character’s personality boils down to five facets, which 

describe their preferred ways of solving problems. Those facets 
are:

ǷǷǷǷ Daring: The tendency to do, to try something, to 
commit to a course of action.

ǷǷǷǷ Understanding: The tendency to study, to learn, and to 
plan.

ǷǷǷǷ Sensitivity: The tendency to feel, to observe, to pay 
attention.

ǷǷǷǷ Subtlety: The tendency to hide, to conceal one’s 
motives.

ǷǷǷǷ Adaptability: The ability to react, to change course, to 
reconsider.

These five facets take the place that stats occupy in most 
RPGs. It is assumed that, since Rangers have already proven 
themselves in harsh places, they are strong and quick and tough 
and smart. Some characters may be stronger than others, but what’s 
more important is how they choose to solve the problems placed 
before them. 

Memories
Because their powers come from their ability to 
form bonds, Rangers can also use their bonds with 

others to help them. When they form memories 
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with others, in the form of Memory Points, 
they can then use those memories to fuel abilities 
called Party Actions. Party Actions can only be used 
to help allies; they can’t be used to strengthen one’s own 
actions or abilities. Veteran Rangers understand that the key to 
survival, more often than not, is teamwork with people you trust.

Pilgrimage
There are seven Deiliths that call Rangers, each with their 

own sets of abilities and ideals. For more about the Deiliths and 
the people that they call, see the Pilgrimage chapter, starting on 
page 43, or read over the previous sections on the areas of Amylte 
where they reside.

   Ƿ Beckoning Infiltrators: Stealthy urban stalkers who stay 
connected to their allies even at a distance

   Ƿ Tidal Navigators: Seafaring daredevils who keep spirits 
high and teamwork strong

   Ƿ Wailing Arcanists: Studied demonologists who 
understand the ways of the spirit world

   Ƿ Windswept Cavaliers: Mounted symbols of courage 
and hope who fight astride flying Cloud Elks

   Ƿ Volcanic Trackers: Canny survivors who move freely 
through the hazards of the tropics

   Ƿ Wandering Magi: Expert hunters who use their senses 
to track any quarry

   Ƿ Enduring Crusaders: Determined soldiers who stand 
side-by-side against any foe
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How to Play
Just like in most RPGs, you start by choosing a GM. At this 

point, you should also talk about what kind of story you would 
like to tell together. If there’s anything in a game that makes you 
uncomfortable or upset, this is a good time to bring that up. It’s 
normal for stories to have conflict and unpleasantness in them, of 
course, but the purpose of playing a game is to have fun. Nothing 
should make someone so uncomfortable that they can’t enjoy the 
game, so make sure everyone’s on the same page, especially on 
subjects like violence and abuse. 

Next, it’s time to make your character. For more about how 
to make your character, see the next chapter. Before we get into 
that, a little context.

Skill Challenges
Like in many other roleplaying games, you make a skill roll 

when you want to see if your character succeeds at a challenge. 
Your skills are a record of the things your character has learned 
through their experiences; as you progress through the game, you’ll 
add skills that describe the places, circumstances, and challenges 
your character has encountered in the story.

You can take the same skill multiple times, as long as you 
take a different specialty. When using a skill with a relevant 

specialty, you get to add 1 automatic success. For example, 
a Tidal Navigator preparing a success pool for a sea 

voyage has 1 Success no matter what else they roll. 
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If you don’t have a specialty,  or if you have a 
different one than the situation requires, you can 
roll the skill normally.

Making a Skill Roll
When you want to do something challenging, the Game 

Master may ask you to make a skill roll. As a rule, you should only 
make skill rolls when a challenge has interesting consequences 
and room for failure. For example, walking a city block won’t take 
a skill roll, but racing an opponent for the same distance would. 

When it’s time to make a skill roll, you gather six-sided dice 
equal to your level in the skill and your associated facet. Unless 
the Game Master gives you a specific combination to roll, you can 
combine facets and skills in any way that makes sense to you and 
fits the challenge. 

Keeping with the example of the race, you might want to 
roll Daring/Athletics to simply run faster, or maybe Adaptability/
Athletics to pick a route through a busy city street. See page 15 for 
more about your facets and what they mean. 

Assuming you have 1 rank in Athletics and an Adaptability 
of 3, you would roll 4 dice in this race if you chose to use that 
combination. 

Successes and Edge Successes
There are three possible outcomes from a rolled die. On a 5 

or a 6, the dice is counted as a Success. On a 2, 3, or 4, the die is 
not counted. A 1 is called an Edge Success, and may or may not 

be counted.

Before a roll is made, the GM should have 
a clear idea of the difficulty. A normal challenge 
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may require 1 or 2 Successes, and a difficult 
one may require as many as 5 or more. Ask your 
GM how many Successes you need. 

If you need your Edge Successes, then let your GM know 
you would like to use them. The GM will then offer you a bargain; 
maybe your success will cause an unintended consequence, or 
maybe you’ll win but miss something important in the process. 
You then get to choose whether or not you take the bargain and 
keep the Edge Successes. If you don’t want to accept the GM’s 
conditions, you can choose to fail the roll instead. 

In our race example, rolling 4 dice, say they came up 2, 2, 5, 
and 1. This is one Success and one Edge Success. If the difficulty 
is 1, then the roll succeeds – there is one Success, which meets the 
difficulty. 

If the difficulty is 2, however, you’ll need to make a bargain 
with the GM in order to keep the Edge Success. The GM may say 
“You can keep the Edge Success, but your path will take you past 
the authorities, who’ll recognize you from your wanted poster”, 
or “You can keep the Edge Success, but you’ll turn your ankle at 
the finish line and suffer a penalty to actions going forward”. You 
can then decide if you’re willing to face those consequences in 
exchange for winning the race. If not, you can choose to fail. If you 
accept the bargain, then you have 2 Successes – one from keeping 
your Edge Success, and your original Success – which is enough 
to win the race.

Living on the Edge
We’ve included some ideas for Edge 

Success conditions in the skill descriptions 
below, but that doesn’t mean you’re limited to 

these ones! Think about what’s at stake (other 
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than failure or success), and try to 
come up with an offer that will be a 
difficult choice for your players. For 
example, if a player is interested in impressing 
an NPC, maybe give Edge Success conditions 
that would be embarrassing or unflattering. If a 
player is trying to protect someone, think about 
conditions that would draw that person into 
conflict.

The consequences don’t need to be 
immediate – sometimes, the idea of a nebulous 
future trouble can be enough to make players 
carefully consider short-term success.

If you’re really stuck, don’t be afraid to 
open the door to suggestions. If there are any 
characters not in the scene, ask those players to 
come up with conditions so they can still take 
part!

Skills 
Art: (Subtype) You can make something beautiful. Typically, 

this includes things like painting, sculpture, and gem-cutting, but 
as a rule it ends in a tangible object. Each subtype counts as a 
different skill. Roll Understanding/Art to remember what stone 
your favorite shade of green is made of, or Subtlety/Art to sneak 
a secret message into a tapestry. (Edge Success: You produce
somethingthatwilldecayquickly,yourworkbecomestheobject
ofadangerousobsession,youusethelastofyourmaterials)

Athletics: Used as a catch-all skill for 
feats of physical might and endurance. Roll 
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Daring/Athletics to vault over a wall, or 
Understanding/ Athletics to gauge whether you 
can lift something. (EdgeSuccess:An injury that
penalizes future actions, a fall that closes off the route
to the rest of the party, an accident that destroys something
important)

Engineering: A familiarity with large-scale structures, with 
the materials and physics that make them work. Roll Sensitivity/
Engineering to tell that a bridge is about to collapse, or Daring/
Engineering to operate a ballista.(EdgeSuccess:Astructuralflaw
thatwill bring trouble lateron, an escape routeor entrancean
enemycanuse,aworkingmachinethatonlyanexpertcanuse)

Fashion: It’s not just about what you wear; Fashion is 
about how people fit in, about trends and styles and society. Roll 
Understanding/ Fashion to recognize the architecture in a person’s 
hometown, or Subtlety/Fashion to dress like you fit in. (Edge
Success: You mistakenly wear something with a specific coded
significance,youaremistakenforsomeoneelserepeatedly,your
knowledgeoftheareaisadecadeoutofdatebutstillaccurate)

Finances: How good are you with money? Roll Daring/
Finances to bid high at an auction, or Subtlety/Finances to skim 
a little off the top. (EdgeSuccess:Youmakeanerrorincurrency
conversion, your dealings will be caught later if the books are
examinedindetail,youfailedtoreadthefineprint)

Focus: The ability to keep your mind on task, no matter 
what happens. Roll Subtlety/Focus to force yourself not to react 
to something, or Sensitivity/Focus to pinpoint the location on 
a curious and distant noise. (EdgeSuccess:Youmaintainyour
focusonthespellbutlosecontroloverit,youmisssomething

important happening nearby, you enter something
ofatranceandcan’tbeeasilyroused)
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Humanity: The ability to deal with 
people on a one-to-one basis. Sheer people 
skills. Roll Subtlety/Humanity to tell a lie, or 
Understanding/Humanity to remember the particular 
words someone said to you. (EdgeSuccess:Youoffendsomeone
elsewhoisobserving,theybelieveyoubutwillreconsiderlater,
thepersonyou’re talking to takesyourwords tooseriously ina
potentiallydangerousway)

Language: The ability to communicate in all kinds of ways. 
Includes both languages with which you are familiar and strange 
ones, although not understanding a language will make the roll 
more difficult. Roll Understanding/Language to piece together 
the meaning of a foreign dialect, or Subtlety/Language to make a 
clever deal with a demon. (EdgeSuccess:Youaccidentallymake
adouble-entendreyoudon’tunderstand,youunderstandhalfofa
conversationbutcompletelymisstheother,youaccidentallyspeak
anancientincantationwhilesoundingoutanunfamiliarscript)

Medicine: The healing arts, done the old-fashioned way. 
Roll Daring/Medicine to jerk a broken bone back into position, 
or roll Understanding/Medicine to recognize the symptoms of 
poisoning. (EdgeSuccess:Youcanidentifytheillness,butnotuntil
moresymptomsshowup,yourmedicinehasseveresideeffects,the
treatmentyou’reproposingisextremelypainfulandinvasive)

Navigation: Knowing where you are, where you’re going, and 
where you’ve been. Roll Understanding/Navigation to remember 
how to get to an important ruin, or Adaptability/Navigation to 
recover after being blown off course. (Edge Success: You find
aroute,but it leads throughcertaindanger,youfindyourway
to somethingelse important instead, youget towhereyou’re

goingbutareshipwrecked)
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Performance: (Subtype) You can do 
something moving. Performance encompasses 
arts you need to be physically present for, things that 
let you connect with an audience, like acting or singing. 
Different subtypes count as different skills. Roll Sensitivity/
Performance to recognize the missing instrument in the band, or 
Daring/Performance to sing an aria. (EdgeSuccess:Yougainthe
wrong kind of fan following, your voice reaches a lonely spirit
thatstartstoactup,thepersonyoumostwantedtoimpresshasto
leaveearly)

Politics: The ability to interact with humanity on a large scale, 
with mobs and villages and crowds and countries. Use Daring/
Politics to deliver a rousing speech, or Subtlety/Politics to plan a 
propaganda campaign. (EdgeSuccess:Yourwords inspirea law
withunintendedconsequences,peacebetweentwogroupscomes
atthecostofwarwithathird,thepoliticalbalanceisrestoredbut
theeconomicbalancebeginstoshift)

Riding: Knowing how to ride, care for, and interact with 
various beasts. Most people ride horses or donkeys, but this skill 
is also used for Cloud Elks and other creatures of more or less 
animal intelligence. Use Humanity to ride something of roughly 
human intelligence. Roll Daring/ Riding to make a great leap, 
or Sensitivity/Riding to tell what your mount is thinking. (Edge
Success:Yourmount is injured, youare thrownandmust spend
time getting mounted again, your mount panics and must be
calmedbeforeyoucanact)

Spirits: The knowledge of the world’s many spirits, demons, 
and monsters. Roll Understanding/Spirits to remember the name 

of a noble demon, or Daring/Spirits to command a ghost to 
leave a home. (EdgeSuccess:Theinvocationyouuseto

subdueaspiritattractsanotherone,thespiritsin
the area are all alerted to your presence, the
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spiritobeysyourcommandbutwillnotleave
yoursideafter)

Survival: (Terrain subtype - Nautical/Coastal, 
Tundra, Boreal, High-Altitude, Arid, Urban/Ruins, Tropical) 
The knowledge and tricks you learned as part of your pilgrimage 
into the world’s most dangerous places. Every Ranger starts with 
this skill, but can learn other subtypes as well. Each subtype counts 
as its own skill. Roll Sensitivity/Survival to recognize the scent of 
a nearby oasis, or Understanding/Survival to make sure you’ve 
packed everything you need. (Edge Success: You will run into
troubleyoudidn’tprepareforlateron,youmakeaminormistake
identifyinganedibleplantandmakethepartysick,youfindwater
butinadangerouslocation)

Tactics: The study of the flow of battle, of the tides of 
advantage and disadvantage that determine the outcome of every 
fight. Roll Sensitivity/Tactics to detect an ambush, or Adaptability/
Tactics to avoid hazardous terrain. (EdgeSuccess:Yourplanworks,
butonlyenoughtobuytime,yousetupsomethingthatisequally
harmfultobothsides,youlosetherespectofaprominentNPC)

Tinkering: Understanding the interplay of tiny, delicate 
mechanisms. Roll Subtlety/Tinkering to secretly trigger a trap 
door, or Understanding/Tinkering to figure out what machine a 
strange part came from.(EdgeSuccess:Thedevicewillworkjust
once,thedevicecanonlybeusedbyyou,thedevicewillexplode
atsomepointinjuringanyonenearby)

Tracking: The ability to follow the traces people, animals, 
and monsters have left behind. Roll Sensitivty/Tracking to spot the 
tracks of a deer, or roll Understanding/Tracking to know where 

to look for a snake’s burrow. (EdgeSuccess:Youfindwhat
youwere looking for,but can’tquite reach it, you
findoutwhereitisbutareledthroughadangerous
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place to get there, your target is somewhere
thatrequiressplittingupwiththeparty)

Weapons (Long-Range, Mid-Range, Melee): 
Skills in various kinds of weapons. Each has its own kind of 
opening, and its own particular benefits. Roll Understanding/ 
Melee Weapons to remember the legend of a famous swordsmith, 
or Adaptability/Long-Range Weapons to fix a snapped bowstring 
without the proper tools.(EdgeSuccess:Yourweaponsbreaksand
needs toberepairedbeforeyoucanuse itagain,youaccidentally
hurtanally,youleaveyourselfopenforacounterattack)

Success Pools and Preparation
Rangers are survival experts, honed to a fine edge in the barren 

places society doesn’t reach. Every Ranger knows that survival isn’t 
just about knowing what to do in the moment – it’s about preparation. 
A good survivalist does the work beforehand, shops carefully, and 
steps into the wilderness secure in the knowledge that they’ve done 
the homework.

When you want to spend time preparing for something, 
especially before going out into the wild, let your GM know you’d 
like to start a Success Pool. 

A Success Pool is built by everyone in the party rolling the 
skill (along with a relevant facet of the GM’s choosing – usually 
Understanding for Survival Pools). Instead of acting on these rolls, 
the party takes a tally of their total Successes. Edge Successes will 
usually pay off later, like packing supplies which will spoil, or the 

GM guaranteeing they’ll come upon a situation they cannot spend 
Successes on.

Record the number of total Successes and the skill 
everyone is preparing on your character sheet.
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As you go through what you prepared 
(be it an adventure in the mountains, an elaborate 
heist, or a siege), the GM will place challenges 
before you. Each challenge has both a Success cost to 
overcome and a penalty if the challenge is left un-addressed. 
Then, as a party, decide what you plan to do. Using Successes 
from your pool represents having prepared something in advance 
for this situation.

For example, on a long journey through the wilderness, 
the GM poses the following challenge: the warm, humid climate 
makes food spoil more quickly. The players can either spend two 
Successes to say that they had prepared their food carefully, and 
packed to avoid spoilage, or they can lose some food and suffer 
penalties going forward. What they do is up to them. The GM may 
also allow them to divert from the main plot to spend some time 
foraging for enough food to make up for what spoiled, perhaps 
causing them to lose time in their quest or lose their way.

You can find suggestions for challenges in The GM’s Art, 
starting on page page 98. 

Combat
Combat starts with an Initiative roll. This is an Adaptability/

Tactics roll, but instead of counting successes, the characters take 
the total result of the dice. For example, a 5, 2, and 3 is a total 
of 10, not 1, as it would be on a normal roll. The characters 
participating in the combat are then placed in order from lowest 

total to highest. In case of a tie, characters roll-off on a single 
die.
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The slowest person starts the round. 
This is so that faster characters can see what they 
intend to do and react to it. Once a turn is over, 
a character cannot move their turn to respond to other 
people’s actions.

Allies can, if they have not already taken their turn this 
round, choose to move their turn and act alongside the person 
currently acting. 

If a character chooses an action that has an Opening, then an 
enemy who has not yet acted can choose to move their turn to try 
and exploit it. If they fulfill the Opening condition (For example, 
if they shove someone out of the way of a sword swing), then 
the action is cancelled. The attacker can still move or use a Party 
Action if they like, but they’ve lost their main action for the round.

Combat works in this way, from the bottom of the initiative 
scale upward, until everyone has taken a turn. When everyone has 
finished their turn, the initiative is reset, using the same scale from 
the beginning of combat, and the process starts again.

Actions
An action is the focal point of your turn. Most actions can be 

interrupted by specific conditions.

Melee Attack: (Opening: Either target or attacker moved 
outside weapon range.)

Mid-Range Attack: (Opening: Either target or attacker 
moved outside weapon range, or so that they stand adjacent)

Long-Range Attack: (Opening: Target cannot be seen 
by attacker)
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When you attack, roll Daring and your 
combat skill. You need 0 successes in order to hit 
an unaware person and 1 success to hit a prepared 
person. Other effects may increase these numbers further 
(for example, cover or advantageous terrain)

If you succeed, the attack deals one damage for each 
Success over the difficulty, plus the base damage of the weapon 
you’re using.

Dash: (Opening: Runner is grabbed or restrained) (Opening: 
Volatile terrain triggered)

Dashing lets you devote your whole turn to movement, 
doubling your movement speed. Unlike normal movement, during 
a dash you do not have as much time to watch your step, making 
you vulnerable to terrain.

Spell: (Opening: Caster takes damage and does not pass an 
Adaptability/Focus check.)

When you form a spell, you combine your energies with 
those in the world around you in order to form a magical effect 
(See Magic for detailed rules).  

If the spell would affect an opponent beyond just dealing 
damage, the opponent may make an Adaptability/Focus check, or 
other appropriate skill, in order to avoid the effect.

Guard: (No Opening) When you spend a turn Guarding, you 
roll Sensitivity/Tactics. Add any successes to the difficultly to hit 
you until your next turn.

Party Actions
Pass Arpeggio: An Arpeggio is a shared 

Party Action, one that can be passed around 
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from person to person, picking up effects as 
it goes. If another party member has used an 
Arpeggio and chosen you as the subject, you can 
choose whether to accept it or to pass it on to another party 
member. When you pass it on, you can spend a Memory Point to 
add one of your own Arpeggio effects to it, so that the person you 
pass it to receives both the original Arpeggio and your additional 
effect. 

Memory Points: You can use other Memory Point effects on 
your turn to help party members who are acting at the same time. 
For more on Memory Points, see page 35. 

Chord: When a party member is casting a spell, you can 
spend a Memory Point to turn that spell into a Chord by adding one 
of your own Spell Pieces to it. For more about spells and Chords, 
see page 34.

Movement
A person can move up to 15 feet as part of a normal turn, or 

as a half-action if their action is interrupted before they move. 

Damage
A starting character has 10 HP. If reduced to 0 HP, they will 

become unconscious and be unable to continue until they have 
their health restored. Their Maximum HP will then be reduced by 
2 until they have had time to heal from more serious injuries.

Armor reduces the amount of damage dealt. Every type of 
armor has a value that is subtracted from incoming damage. 
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Equipment
Starting armor has a value of 2. 

Basic Longsword: +2 damage

Basic Longbow: +1 damage

Basic Polearm: +3 damage

Status Effects
Magic, special abilities, and attacks can sometimes inflict 

special statuses on party members. If no duration is specified, then 
the effect lasts until it is removed, either by magic or by another 
ability.

Mental effects

   Ƿ Isolation: The target cannot accept Arpeggios or cast 
spells.

   Ƿ Stubbornness: The target cannot move their turn for a 
specified number of rounds.

   Ƿ Hesitation: All the target’s actions gain a specific 
Opening.

   Ƿ Fear: The target cannot take actions unless an ally is 
acting on the same turn. If the target is alone, they 
must attempt to flee the conflict.

Physical effects

   Ƿ Frozen: The target cannot take movement actions.

   Ƿ Poisoned: The target takes 1 damage a turn that ignores 
armor for a set number of turns.
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   Ƿ Blinded: The difficulty for the 
target to hit anyone with an attack is 
raised by 3, and they must roll attacks 
with Sensitivity instead of Daring.

Magic
Rangers live in harmony with the world around them. That is 

not necessarily to say that they live an idyllic existence surrounded 
by nature at all times, although some of them do, but rather that 
they understand their surroundings and have a deep connection 
to them, partly through experience in the wilderness and partly 
through their bond with a Deilith. This connection allows them to 
put together Spell Pieces into magic spells, combining one piece 
from their own self and one from the world around them.

Every Ranger has a set of Spell Pieces they carry with them, 
depending on the Deilith they have bonded with. For more about 
Spell Pieces, see Pilgrimage, page 43.

A location also has its own set of Spell Pieces, depending in 
its features and its terrain type. A beautiful woodland stream and a 
forested cliffside, both being Boreal environments, will take their 
Spell Pieces from the same list, but will have slightly different 
sets. When the GM plans an area, they will choose a set number of 
Spell Pieces for the Rangers to choose from when building their 
spells.

Hidden Powers
The GM should give the players a list 

of three to six Spell Pieces when they ask. 
However, they may also choose to conceal 
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some of those Pieces and ask for 
a Sensitivity/Focus roll to be able to 
feel them. An area containing a buried 
ruin, for example, may have Urban/Ruins Spell 
Pieces kept hidden from the players. The site of 
an ancient arcane rite may have High Altitude or 
even Wailing Arcanist pieces just waiting to be 
discovered.

For example, Marilyn, a Beckoning Infiltrator, has the Spell 
Piece “Knife”. While she is trying to cross a mountain stream, 
she can use the area’s “Freezing” Spell Piece to create the spell 
Freezing Knife. What exactly Freezing Knife does is up to Marilyn 
and her GM.

When creating a spell, you follow a three-step process.

Step 1: Planning
Ask the GM what Spell Pieces are available to you in 

the area, and see what combinations you can create. Spells are 
abstract, so think of words that could describe a possible solution 
to your problem. In our example, Marilyn proposes that she can 
use Freezing Knife to throw a shard of ice at the stream that causes 
the surface of the water to freeze over and create a bridge. Freezing 
Knife could also enchant a knife with ice magic, or even to throw a 
knife that forces an opponent to freeze in place. Be creative here!

Step 2: Bargaining
Let the GM know what you intend for the spell to do. 
First of all, the GM gets to decide whether it even works 

– if it’s too much of a stretch, or requires twisting 
words too much for the GM’s comfort, they can 
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ask you to try again. The GM should always 
let you know what isn’t working, so you can 
work together to think of a better solution.

Second, the GM proposes a Scatter cost. This is usually 
based on how much the spell helps – a spell that entirely solves 
a difficult challenge or deals a lot of damage to an opponent will 
have a higher cost. If you don’t have enough remaining Scatter to 
pay that cost, or you’d rather try something more economical, you 
can adjust your ideas here.

In our example, the GM proposes a Scatter cost of 5 for this 
spell. Marilyn scales the spell back – now, instead of freezing the 
entire surface of the stream, it creates a frozen platform the party 
can navigate with Athletics rolls. The GM proposes a Scatter cost 
of 3 for this, which Marilyn accepts.

Step 3: Casting
The spell happens. The GM dictates the reactions of the 

environment and NPCs to the spell, and the player determines 
what exactly the spell does. When the spell’s effect happens, the 
player pays the Scatter cost and loses consciousness if the spell 
reduces their Scatter to 0.

Chords
When one character casts a spell, their friends may choose 

to spend a Memory Point in order to add one of their own Spell 
Pieces to it, creating a Chord.  This not only gives the spell more 
words and ideas to play with, but also makes it more powerful.  
Finally, if a Chord would reduce a caster to 0 Scatter, they do not 

lose consciousness; they retain 1 Scatter and stay awake.

When casting a Chord, it’s important to 
make sure both players agree on what exactly 
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they want the spell to do before moving on 
to the bargaining phase. The player who didn’t 
spend the Memory Point is the one who spends the 
Scatter, and has to agree to the Chord before their ally can 
jump on board. 

In order to cast a Chord, both characters need to be acting on 
the same turn. They also need to be relatively close to one another. 
They don’t necessarily need to be close enough to hold hands, but 
they should be able to strike one another with brooms if they want.

 

Making Memories
At the end of every session, take a moment to think about 

how the session went. Was there a scene, or an interaction, or a 
challenge that really stuck with you? Was there something you 
particularly enjoyed?

One at a time, share these memories with the group. They 
don’t necessarily have to be things your character enjoyed, as 
long as you, the player, found them memorable. This is a way for 
players to communicate with each other and with the Game Master 
about what kinds of things they enjoy in a game, what they would 
like to see more of.

For example:

   Ƿ Thanks to an Edge Success, a spell cast by Marilyn and 
Felicity went horribly wrong. Marilyn hated it, but 

her player, Nick, thought it was a good scene.
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   Ƿ When the party had to convince a 
wild animal to leave the city, rather 
than just fighting it, Daniel struggled, 
but his player Alex thought that was an 
interesting challenge.

   Ƿ Rhaegar wandered off in search of a “sign”. Although 
his player, Dustin, teased his GM about giving in to 
his whims, he appreciated that she was able to come 
up with “signs” for him on the fly.

   Ƿ Felicity helped mentor a young Ranger in the early 
stages of her pilgrimage, and their bond was 
meaningful to Felicity’s player, Kersten.

   Ƿ Brianne wanted to build a weapon out of parts of a 
Horror the party was fighting. The GM allowed it, 
but under strict conditions – Fai, Brianne’s player, 
appreciated the result.

When someone shares a memory at the end of the session, 
as long as it wasn’t their Spotlight Chapter, they gain a Memory 
Point. If it was their chapter, then they choose someone else in the 
party to gain the point. (For example, if Marilyn and Felicity’s 
spell failure had happened during Marilyn’s Spotlight Chapter, 
Nick could give Kersten the point because she shared in the scene, 
but he could just as easily give it to Dustin or Fai or Alex. He just 
can’t keep it for himself.)

Unpleasant Memories
What if something happened during 

the game that made you feel unwelcome or 
uncomfortable? It’s important that everyone has 

fun, after all, but there can be a lot of pressure 
to act like things are fine, especially 
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when everyone in the group is 
going around saying something. No 
one wants to feel singled out.

It’s important to communicate when you 
have negative experiences, too. If you don’t 
feel comfortable speaking up in a roundtable 
situation, then talk to another player you trust, 
or your GM. For more information on making 
sure everyone has a positive experience with the 
game, see The GM’s Art, on page 112.

Memory Points
Memory Points are a manifestation of the memories your 

characters share, the experiences that have brought them closer 
together. You gain Memory Points at the end of a session (See 
Making Memories, above), but you can also gain them as a 
reward from the GM for participating in a particularly good 
scene, especially if that scene involves the bonds between your 
character and another party member. The GM should only give 
out a couple of these a session. Unspent Memory Points remain 
on your character sheet until you use them, so you can save them 
for the right moment. It is important to note, however, that you can 
only spend one Memory Point on any given action.

Different types of Rangers can use Memory Points for 
different things. A Wailing Arcanist can use Memory Points to allow 
a party member to re-roll a failed roll, for example.  However, 
every Ranger can use a Memory Point to:

   Ƿ Add one of their own Spell Pieces to someone else’s 
spell (See Chords – 34)
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   Ƿ Add a success to someone else’s 
roll (as long as that roll involves a 
skill they have)

   Ƿ Start an Arpeggio

   Ƿ Restore 2 Hit Points or Scatter to an ally

Memory Points are always used to support teammates. You 
can’t use them to improve your own rolls or actions. If you want to 
use a Memory Point in combat, you need to act on the same turn as 
the person you’re supporting. (See Combat, page 27). If you like, 
you can describe a way in which your past experience with a friend 
has helped you support them (For example, if Daniel wants to 
support a Survival role Rhaegar is making, he can say it’s because 
he’s observed something Rhaegar forgot to pack and snuck it into 
his bag), but it’s fine to just say you’re using a Memory Point.

When it’s your Spotlight Chapter, you can still spend 
Memory Points, and you can still gain them as rewards from the 
GM. You do not, however, gain them from Making Memories. 
Since the chapter is about your character, this is the time for you to 
be acting, relying on your teammates.

NPC Pools
Sometimes, a player character can form a meaningful 

bond with a non-player character, or NPC. These characters are 
controlled by the GM, but they’re still a part of the story. When the 
NPC has access to Party Actions, then, with the GM’s permission 
(or with certain special abilities), the player can create an NPC 
Pool. For example, after the party helped her with her pilgrimage, 

Lily Stageport became a Volcanic Tracker. Marilyn, who is 
like a big sister to Lily, and Felicity, who mentored her 

before her pilgrimage, can now take NPC Pools 
representing Lily’s support. If Lily is able to 
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help them (for example, if she is near enough 
to Felicity), they can spend Memory Points from 
the pool as if she were a player character spending 
her own Memory Points. Unless otherwise stated, these 
abilities can only be used on the character’s own turn.

Unlike ordinary Memory Points, Memory Points spent from 
an NPC Pool are specifically for the character who took the pool. 
Although an Arcanist could pass an Arpeggio from their familiar 
to another player, they could not just choose to have the daemon 
pass the arpeggio directly to another player.

NPCs can also join in Chords with players, as long as they 
could do so if they were normal player characters. For example, 
Lily can only join in a Chord with Felicity if she is present, but she 
can cast a Chord with Marilyn as long as she is awake, thanks to 
Marilyn’s Never Alone ability.

When the player receives Memory Points, they can choose 
either to keep them or to assign them to the pool. If it is the player’s 
Spotlight chapter, then they can still assign the points to an NPC 
Pool – they just can’t keep them for themselves. The GM can also 
add points to the pool as a reward for interesting or meaningful 
scenes involving the NPC in question.

Health and Healing
When the game begins, a Ranger has a maximum of 10 Hit 

Points. Taking damage will reduce their current Hit Points, and if 
they hit 0, they lose consciousness and require medical intervention 
before they can act again. Hit Points lost and regained in this 
way represent exhaustion and minor injuries, which can add up 

quickly but which can be tended to fairly easily. 

Characters can also lose Maximum Hit 
Points. This loss represents severe injuries, 
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broken bones, or deep wounds. For example, 
if a character takes a bad fall and breaks an arm, 
their maximum Hit Points will be reduced, and 
ordinary healing won’t be able to restore this loss. Proper 
medical attention and long rest, or miraculous healing, will be 
able to restore a character to the normal 10 Hit Points. Any time 
a character reaches 0 Hit Points, they lose 2 Maximum Hit Points 
as well.

Finally, as mentioned on page 14, characters have 10 Scatter. 
Scatter represents how “present” they are in their body, how 
connected they are to themselves and their own senses. Characters 
can Scatter deliberately, but they can also be forced to Scatter by 
spells and attacks. Regaining Scatter is called Centering, and it 
happens naturally after a good rest, or after enough time spent in 
quiet reflection.

Unless there is something wrong with the conditions (for 
example, damp ground, illness, or tremors), a full night’s rest will 
restore Hit Points and Scatter. Maximum Hit Points should restore 
at the end of a chapter.

Advancement
Characters in Heroic Chord grow at two times. First, they 

grow at the end of every chapter; the things they’ve experienced 
and the challenges they have overcome have taught them things. 
The GM will give the players a certain number of skill points 
(usually somewhere around four or five, depending on the chapter 
length), and a list of skills to choose from. For example, after an 
adventure in the Labyrinth, the GM may allow the players to take 
four levels in Enduring Crusader skills. 

If the chapter that just ended was the character’s 



TheGame

41-MakingMemories

Spotlight chapter, then they can also add one 
point each to two of their Facets. The Facets 
they choose should reflect the ways in which the 
adventure has changed the character; a character who has 
learned to look before they leap, for example, may increase their 
Understanding and Sensitivity, but probably shouldn’t increase 
Daring.

Finally, once all the characters in the party have finished a 
Spotlight chapter, then it’s time for the Finale. After the Finale, 
the characters get to choose abilities from the next Season, take 
a new Lesson, and start a new cycle over again! There’s always 
something new to learn, after all. 
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Creating your 
Ranger

In order to build a character in Heroic Chord, start by reading 
the class summaries on the next few pages and choose one that you 
want to play. Since every type of Ranger has unique strengths and 
weaknesses, you may want to talk to the other players about what 
they’re playing and build a party with some variety.

Step One: Class and Specialties
Note your chosen class’s starting skills. You can choose 

other skills later on, but you always start with one level each in all 
the starting skills. 

Your Ranger will have a certain survival specialty and 
a couple Party Actions that they start with, so you may want to 
note these down on your character sheet to begin with. Next, look 
at your character’s Combat Specialties and choose one of them. 
Finally, before moving on, choose one of the Season One abilities 
from the Advancement section. While you don’t necessarily need 
to answer the Background Questions, they’ll help you get a feel for 
who your character is and how they feel about the world, so it’s a 
good idea to start thinking about them now.

Step Two: Nature
Start with one point in each of the five Facets: Daring, 

Understanding, Sensitivity, Subtlety, and Adaptability. 
Next, assign five more points as you please among 

them. Think about the ways your character reacts 
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to danger or uncertainty. Do they tend to 
charge forward, or wait until they have more 
information? Do they try and control the situation 
by concealing their motives, or do they have more of a 
“wait-and-see” approach?

Now, no one exclusively uses one approach or another, 
which is why none of the five Facets can start at zero. A character 
with one Daring can still make daring choices, but just prefers to 
use other means to solve problems.

Remember that things like “strength” and “intelligence” 
are largely a moot point in Heroic Chord. If you want to describe 
your character as being extremely large and burly, go ahead! It 
is assumed that all Rangers were strong enough to survive their 
pilgrimages, however, so no one in your party will be a weakling 
or a complete fool. 

Step Three: Skills
You start with one point each in your class skills, and then 

you can assign eightǷmore points among skills as you choose. For 
more about skills, including the skills list, see page 21. 

Since you choose which Facet you use when you roll a 
skill, don’t worry about which skills your character may have an 
advantage or disadvantage on based on the nature you’ve chosen 
in the last step. Instead, think about how your character would 
prefer to use their skills. A character with high Daring may use 
the Athletics skill to vault into action, to climb to high places and 
make wild leaps, while a character with high Subtlety may use 
it to run silently along rooftops or twist their body out of a set 

of chains. Skills can do different things depending on who’s 
using them.
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Step Four: Lesson and 
Details

What does your character need to learn?  Maybe 
they tend to go it alone when they could do much better with 
help from their friends, or maybe they need to look before they 
leap. Talk to your GM about this; you don’t need to decide right 
away, but you should know it by the time your Spotlight chapter 
starts. This will help the GM put together a Spotlight chapter that 
will be meaningful for your character’s growth.

Now that you know what your character is capable of, you 
can think a little bit more about who they are. What do they look 
like? Where did they grow up? These questions aren’t going to 
impact your character sheet, but they can help when it comes time 
to roleplay, and give some context to your Lesson.
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Beckoning 
Infiltrators
The Voice of Revolution – 
Beckoning Atossa

It is not known today – it may never have been known 
at all – how large Atossa is, or what she looks like. Right now, 
she is a slender, graceful marble hand, emerging from the vivid 
hillside as if calling the viewer into the earth. Her voice is quiet, 
but seems to blot out every other sound, and gives her chosen ones 
the impression that they are buried next to her, whispering in the 
dark. Even before the Cloudcomb melted, the most anyone had 
ever seen of her was her shoulder.

Atossa does not see the point in a rebuilt society. She didn’t 
see the point in the original. Whether or not her Rangers decide 
to listen to her, she speaks to them of toppled empires, of tyrants 
expelled through righteous force of arms, and freedom at any 
cost. Iconoclastic, borderline anarchistic, Atossa has been guarded 
for centuries because of her ability to produce Infiltrators and 
her desire to build revolutionary heroes. Even then, of course, 
pilgrims found her, and as they did they learned to evade notice 
on city streets, to keep to the shadows and stymie walls, traps, 
and guards. And when they reached Atossa, she laughed out loud 
at the uselessness of her guards. Even today, she is delighted to 
meet those pilgrims who have proven their mettle in a city that 

no longer belongs to society. It is said that she can hear the 
prayers of the oppressed wherever they are, and will 

send her children to fight for freedom.
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Nothing is Invincible 
– The Beckoning 
Infiltrators

 There is no real organization of Infiltrators. Once they 
have met Atossa and received her blessing, they can go where 
they please and do as they like. Some of them take their Deilith’s 
words to heart and become revolutionaries and freedom fighters, 
joining or even leading people seeking to topple their rulers. Some 
become thieves or treasure hunters, using their stealth experience 
and knowledge of urban environments. Because it is close to the Old 
Capital, many of them work in the Goathome Veldt, investigating, 
clearing, and excavating the towns and villages left buried when 
the Cloudcomb melted.

Infiltrators are experts not only in stealth, but also in 
connectedness. Even when they are “alone”, they can support and 
be supported by teammates, making them excellent scouts capable 
of executing complex plans without a hitch. Many Infiltrators 
work as messengers, using their connection to their allies to relay 
information over long distances. Alone in the darkness of a long-
buried citadel, or waiting on watch while allies make preparations, 
an Infiltrator is never completely isolated.

Background Questions

   Ƿ What do you think of Atossa?

   Ƿ Did you encounter the Shadow Monarch? Did you get 
along?

   Ƿ How did you try and infiltrate the Old Capital?
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   Ƿ How do you use your skills 
normally?

   Ƿ Where do you feel safest?

   Ƿ Do you have a sense of duty?

CombatǷSpecialties:Ƿ

Stealth:ǷWhen you are concealed from a target, the GM cannot 
offer you “you are noticed” as a condition of an Edge Success.

Humans: The difficulty for a human opponent to hit you with 
an attack is raised by 2.

Darkness: You suffer no penalties to attack a target in the 
darkness, as long as you are aware of their location through other 
means (sound, etc.)

SurvivalǷSpecialty:ǷUrban/Ruins

Street Stalker: Your Initiative is considered 3 higher while 
you are in an urban environment.

PartyǷActions:

Never Alone – You can spend a Memory Point to aid an ally 
even if they are far away, and allies can spend Memory Points on 
you regardless of your location.

Inflict – Whoever accepts the Arpeggio deals 3 extra 
damage on their next attack. (Arpeggio)
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StartingǷSkills:Ƿ

Survival (Urban/Ruins), Melee Weapons, 
Tinkering, Humanity, Fashion

SpellǷPieces:

   Ƿ Lurking

   Ƿ Hunting

   Ƿ Watching

   Ƿ Knife

   Ƿ Darkness

   Ƿ Me

Advancement:

SeasonOne:

Soulknife (Party Action – Arpeggio): Whoever accepts the 
Arpeggio next makes an attack, that attack forces Scatter instead 
of dealing physical damage.

Risk-Taker: Once per session, you can take twos as Edge 
Successes, in addition to ones. You can make this choice after you 
have seen the results of a roll.

Unity (Party Action): You can spend a Memory Point to 
speak with someone who is far away from you. You send 

them a sentence or two, and they can send you a 
brief response.
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SeasonTwo:

Belay (Party Action – Arpeggio): When 
whoever accepts the Arpeggio next makes an attack, 
if the attack deals damage through Armor, the target becomes 
Frozen for three rounds.

Creeping Feeling: You can tell when you are being watched, 
even if the watcher is concealed from you. Roll Sensitivity and an 
applicable skill to determine the watcher’s location.

Sympathy: Whenever you Scatter, whether it is forced or 
voluntary, you can roll Understanding/Focus, and force a nearby 
target to Scatter equal to your number of successes.

Gaven Harnesta, The Dragon of 
Fifth Street

Gaven is a premiere street fighter, the best in their district of 
Stageport. They (Gaven got the nickname “dragon” because, like 
a dragon, they do not identify as any particular gender – they are 
entirely human) accepted Atossa’s blessing but still struggle a little 
with the execution. Who do they have to punch in order to bring an 
unjust society to the ground? 

Gaven intends to protect their district by any means necessary, 
although the means they settle on is usually fighting. Viewing all of 
life through a lens of hand-to-hand combat makes every struggle look 
like a fistfight. That said, there are few people who’ll venture onto 
Fifth Street to collect taxes, and even fewer who’ll try and take control 

of the place. Gaven has met a few like-minded toughs, and is in the 
process of assembling a sort of people’s police force dedicated to 

keeping the area safe – safer than the city guard can, given their 
connections to the city’s wealthy and powerful. Gaven 

thinks this is a distraction, but Atossa is proud of 
them – this is exactly why she chose Gaven in 
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the first place.

Daring: 3

Understanding: 1

Sensitivity: 1

Adaptability: 3

Subtlety: 2

Specialty: Humans

Skills: Survival (Urban/Ruins) (3), Melee Weapons (3), 
Tinkering (1), Humanity(1), Fashion(2), Tactics (2), Athletics (2), 
Navigation (1)

Abilities: Risk-Taker
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Lesson: There are some problems you 
can’t solve with punching.

Tidal Navigators
The Madness Gate – Tidal 
Augustine

 When a Ranger is first chosen by Tidal Augustine, the Deilith 
howls into their minds with a stream of almost incomprehensible 
phrases. Legend has it that Augustine, reluctant to sleep in stone, 
was forced into a mineral form by another Deilith, and, forced to 
inhabit a form not their own, lost their mind. Having a connection 
to Augustine can be challenging for Rangers at first, some of 
whom struggle to understand a way of thinking so different from 
their own.

Experienced Rangers know that Augustine is not mad. 
Just because humans struggle to understand them does not mean 
that they are irrational, after all. Once they get past the words 
themselves to the powerful soul behind the words, they quickly 
come to understand exactly what kind of being their Deilith is.

Augustine is an archway of green granite large enough for 
a four-masted schooner to sail through, if any Navigator could 
manage that feat. A delicate lace of lichen and barnacles shrouds 
their dark green face. Augustine is beautiful, and a popular subject 
in art, particularly in the paintings and woodcuts that adorn many 
a seaside pub. Some artists go on pilgrimages to Augustine just 

to see them, and find by the time they arrive that they have 
become Tidal Navigators.
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Pull Together – The 
Tidal Navigators

Unsurprisingly, many Navigators stick 
together once their pilgrimages are finished. Some of them 
form crews for the express purpose of taking new pilgrims to 
meet Augustine, using their close ties and experience to make the 
treacherous journey safer for neophytes. Some of them remain at 
sea, taking jobs in the shipping industry or the navy. Some even 
become smugglers or pirates in the remote parts of the world, 
forming close-knit bands of skilled sailors in remote and dangerous 
waters.

Even those who move far inland carry with them the lessons 
of the sea and their motto, “Pull Together”. They can be found 
shoulder-to-shoulder with Enduring Crusaders in the labyrinth, 
supporting relief efforts after natural disasters, and setting up 
waystations on the Goathome Veldt to take care of travelers. The 
core philosophy of the Navigators is that no one needs to stand 
alone, and they are proud to support the people around them.

Background Questions

   Ƿ What kind of ship took you to Augustine?

   Ƿ What was the worst thing that happened on the 
journey?

   Ƿ Are you still a sailor, or have you moved inland?

   Ƿ What was your most impressive feat so far?

   Ƿ What is your favourite way to spend your downtime?

   Ƿ Who do you think needs you the most?
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CombatǷSpecialties:Ƿ

Close Quarters:Ƿ When fighting in a room 
less than 10 square feet, your attacks no longer have 
Openings.

Aerial: While you are climbing, suspended, or otherwise 
in a precarious position, anyone wanting to interrupt one of your 
actions must first beat you at an Athletics skill roll.

Moving Terrain: You cannot be knocked over, injured, or 
otherwise interrupted by shifts in terrain, such as earthquakes, 
landslides, or moving ships.

SurvivalǷSpecialty:ǷNautical/Coastal

Quartermaster: You add 3 to the pool when preparing to 
traverse a nautical or coastal environment.

PartyǷActions:Ƿ

Galley Song – You can give an ally a Memory Point and 
Center them by 2.

Belay - When whoever accepts the Arpeggio next makes 
an attack, if the attack deals damage through Armor, the target 
becomes Frozen for three rounds. (Arpeggio)
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StartingǷSkills: 

Survival (Nautical), Melee Weapons, 
Performance, Athletics, Navigation.

SpellǷPieces:

   Ƿ Lifting

   Ƿ Moving

   Ƿ Rallying

   Ƿ Wind

   Ƿ Water

   Ƿ Crew

Advancement

SeasonOne:

Motivate (Party Action – Arpeggio):  Whoever accepts the 
Arpeggio can make their Initiative roll again and, if it is higher, 
take the new one instead.

Call and Response (Party Action):  You and any allies in 
earshot Center 2.

Swashbuckler: When you roll Daring/Athletics, the GM 
cannot offer “you are injured” as a condition of an Edge Success.
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SeasonTwo:

Over-Scatter:  You can choose to Over-
Scatter when casting a spell. If a spell would cause you 
to Over-Scatter, you can double its effect. For example, it may 
add twice as many dice to allies, or deal twice as much damage. 
Narrative effects can also be dramatically more impressive. After 
casting, however, you are still catatonic, and cannot take actions or 
respond to anything until Centered.

Batten Down (Party Action – Arpeggio): Whoever accepts 
the Arpeggio rolls an additional 3 dice against any special effects, 
physical or mental, until the end of their next turn.

Remember When? (Party Action):  When you use your 
Galley Song ability, you can spend an extra Memory Point. If you 
do, roll Understanding/Performance to commemorate the party’s 
greatness. For every Success on the roll, you can give a party 
member a Memory Point and Center them by 2.

Johnathan Cobbler (“Cobb”), Ex-
Privateer and Swashbuckler

Johnathan Cobbler was born an impatient child. He sought 
adventure and excitement wherever he could find it, so it wasn’t 
a surprise to anyone when he joined up with a crew and became 
a sailor as soon as he was old enough to not be shooed off the 
docks. It was on the ocean he met his captain and crew aboard the 
Darling Beatrice, and for over a decade he sailed with them. It was 
with his crew that he took on the greatest merchant houses on the 
ocean and came out the richer. It was with his crew that he heeded 
the call of Tidal Augustine and became a Navigator. Would that 

he could have continued aboard the Darling Beatrice, but 
taking on the great merchant houses isn’t without 

its own dangers.
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All that remains so many years later 
now is a piece of sailcloth and his captain’s 
sabre. Cobb, as he’s known now, plies his extensive 
swashbuckling expertise and Navigator skills in search of 
a new crew and someone or some reason to pick up the captain’s 
sabre.

Daring: 3

Understanding: 1

Sensitivity: 2

Adaptability: 3

Subtlety: 1

Specialty: Aerial

Skills: Survival (Nautical) (1), Melee Weapons (3), 
Performance (Singing) (2), Athletics (2), Navigation (1), Humanity 
(2), Tactics (1), Focus (1)

Abilities: Swashbuckler

Lesson: Cobb doesn’t learn lessons, as far as we know.
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Wailing Arcanists
The Screaming Herald – Wailing 
Agrippina

Their physical voice can be heard for miles, but their true 
voice is quiet, a deep, urgent whisper that resonates against the 
back of the pilgrim’s mind. Wailing Agrippina is preparing for 
something only they can see coming, and they urge their Rangers 
to be likewise prepared. The day is coming, they know, when 
Agrippina calls for them to act. They have a presence like a coiled 
spring, tense and waiting, and anyone who has met them will 
testify to their powerful potential and sense of waiting.

Agrippina is an iron statue of a horse and rider standing at 
the very tallest point of the Last Tooth, riddled with tunnels like 
a lotus root, many of which obscure the rider’s face and other 
identifying features. The insides of these tunnels are red with 
corrosion that seems to leech out from them to the rest of the statue. 
Sometimes, the Noble Demons can be seen at the apex, seemingly 
in conversation with the Deilith, leading many to speculate about 
their relationship to demonkind.

 

Be Ready – The Wailing Arcanists
Although they are known primarily for resourcefulness 

in the face of spiritual and magical danger, Arcanists are also 
marked by a fierce, rugged determination. Every pilgrim hoping 

to become an Arcanist needs to prove their mettle against 
the unforgiving mountain, after all. They train and 

study in equal measure, and this sense of balance 
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serves them well even once their pilgrimages 
are finished. Experts in immaterial threats, they 
can go wherever they are needed, knowing that 
they are strong enough to travel to the ends of the earth to 
further humanity’s chances in a world that seems increasingly 
weighted toward demonkind. They help Crusaders study the 
Swarm, hoping to gain an advantage against a seemingly endless 
foe, they help Navigators evade the demons of the outer islands, 
and they help future Arcanists prepare for the journey of a lifetime.

There is a growing feeling of unease among the Arcanists. 
They have begun to whisper that the time is coming when Agrippina 
will need them. The world is changing, they say, in small, almost 
invisible ways, and if the people of Amylte are not prepared, they 
will face another cataclysm like the one that re-shaped the world 
a hundred years ago. There is one particular monastery near the 
mountain’s lushly wooded south face home to a sect of Arcanists 
who continue to train, waiting for their call to come.

Background Questions

   Ƿ How did you feel when you met your first noble 
demon?

   Ƿ Did you have more trouble answering the riddles or 
climbing the mountain?

   Ƿ What is your favourite field of study?

   Ƿ What did you learn on your pilgrimage?

   Ƿ What do you think Agrippina wants from you?

   Ƿ Could you climb the mountain again, if you 
had to?
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CombatǷSpecialties:Ƿ

Demons: When in combat with a demon or 
its lesser daemons, you can use any type of elemental 
damage on damaging spells, and gain access to an Arpeggio 
that grants the target an elemental type for a single attack.

Horrors: When in combat with a horror, you cannot be 
affected by mental status effects.

Magic: When in combat, you always have access to the 
terrain Spell Piece “Bolt”.

SurvivalǷSpecialty:ǷHigh-Altitude

Sheer Endurance: While in a high-altitude environment, 
you cannot be rendered unconscious in combat. (You can still be 
killed). You will carry on until you find a safe place.

PartyǷActions:

Advisor: Allow a party member to re-try a failed skill roll 
using your Understanding instead of their own facet.

Soulknife: Whoever accepts the Arpeggio next makes 
an attack, that attack forces Scatter instead of dealing physical 
damage.

StartingǷSkills:Ƿ

Survival (High-Altitude), Long-Range Weapons, 
Focus, Spirits, Language
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SpellǷPieces:

   Ƿ Seeing

   Ƿ Summoning

   Ƿ Freezing

   Ƿ Cold

   Ƿ Spirits

   Ƿ Nightmares

Advancement:

SeasonOne:

Familiar Daemon: You are accompanied by a lesser daemon, 
who more or less tries to help you, despite its nature. You gain this 
daemon as an NPC Pool (for more on NPC Pools, see page 38).

Familiar Daemon
Diabolical Whisper (Party Action): The 

next time you would make a roll using your 
Understanding, it is increased by 3.

Undermine (Party Action): An opponent 
trying to interrupt you must Scatter 3 in order to 
do so.

Cruel Bolt (Party Action - Arpeggio): When 
whoever accepts the Arpeggio next attacks, that 
attack cannot be interrupted.
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Spell Pieces: Tricky, Empty, 
Wicked, Theft, Mischief, Harm

Skills: Spirits, Language, Humanity

Dragonflame (Party Action – Arpeggio):  When whoever 
accepts the Arpeggio next makes an attack, that attack is wreathed in 
flame. It deals an additional 2 damage along with the consequences 
of being on fire.

Demonologist: You can always recognize a demon or the 
work of a demon, even if it is in the guise of another creature. 

SeasonTwo:

Meditation (Party Action – Arpeggio): Whoever accepts the 
Arpeggio regains up to 5 Scatter

Over-Scatter: You can choose to Over-Scatter when casting a 
spell. If a spell would cause you to Over-Scatter, you can double its 
effect. For example, it may add twice as many dice to allies, or deal 
twice as much damage. Narrative effects can also be dramatically 
more impressive. After casting, however, you are still catatonic, 
and cannot take actions or respond to anything until Centered.

Enchant (Party Action): Add one of your Spell Pieces to a 
party member’s attack.
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Gray Otthan, the 
Veldtwalker

While he studied in the monasteries, preparing 
for his journey to Agrippina, Gray daydreamed about returning 
to his home of Stageport as an expert in everything inhuman 
about the world, an enlightened warrior fighting the forces of 
darkness. That changed when Gray met Oft, the fanged white 
dove that sits on his shoulder and is his constant companion. Oft 
explained something that would become the cornerstone of Gray’s 
quest – the origin of the Horrors.

Now, Gray would cringe to describe himself as a warrior of 
any kind. He dislikes war, and will not fight anyone corporeal. Gray 
and Oft wander the Veldt now, using their expertise to cleanse the 
land of these memories of war. Once the Horrors are gone, Gray 
can focus on his real goal – eliminating war entirely, so that no 
new ones can be born. 

Daring: 2

Understanding: 1

Sensitivity: 3

Adaptability: 2

Subtlety: 2

Specialty: Horrors

Skills: Survival (High-Altitude) (2), Long-Range Weapons 
(2), Focus (2), Spirits (3), Language (2), Survival (Urban/Ruins) 
(2)

Abilities: Familiar Daemon

Lesson: Some things are worth fighting for.
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Windswept 
Cavaliers
Queen of Miracles – Windswept 
Tomyris

Tomyris has a clear voice, like a bell, that reverberates 
through anyone who can hear it. It’s not just human beings, either 
– animals react to the sound of her voice too, as if they perceive 
it in their own way. Many old stories about heroic animals exist, 
and fairy tales imply that she has named animals as her Rangers 
some time in the distant past, though this has never been observed 
by modern eyes.

Gentle and kind-natured, Tomyris has little to say to her 
Rangers except how happy she is to meet them. She is always 
overjoyed when people are willing to make such a difficult journey 
to come see her, even more so now that she is no longer attached 
to the earth below. Sometimes, she asks them to tell her about 
themselves, about their winged friend who took them to the Island, 
and about the forests.

Although any of the Deiliths can perform miracles, Tomyris 
is the one most often called upon to do so. This may be because 
she figures in so many ancient legends as a benevolent goddess 
that people growing up in Amylte just trust her implicitly. It may 
also be because of her surroundings, a beautiful and peaceful 

garden in which the sick can rest, the tired elk can graze, and 
the Ranger can take their time in communion with their 

Deilith.
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Be Not Afraid – The 
Windswept Cavaliers

 Partially because their training involves easing 
the fears of their Cloud Elk, Windswept Cavaliers often seek 
to comfort the sick, injured, and frightened. Tending to animals 
taught them basic first aid, and many more of them study medicine 
formally to supplement the healing abilities Tomyris has granted 
them. They sometimes stick together in small groups, but typically 
tend to spread out, finding people who need them. Some of them 
operate search-and-rescue operations, taking to the skies to watch 
for lost or injured travelers, and some of them run small ranches 
where they take care of Cloud Elk and help pilgrims learn how to 
handle them. They can be found in a Crusader fortress helping the 
medics, studying at the laboratories of the Coral Coast, or scouting 
the Goathome Veldt with the help of its eponymous goats. Rather 
than having a single mission or duty like many Rangers, Cavaliers 
take advantage of their high mobility to find their own personal 
missions, wherever in the world they may happen to be.

Background Questions

   Ƿ Where did you meet the cloud elk that took you to 
Tomyris?

   Ƿ Are you still with the same elk?

   Ƿ What do you think about the view of the world from 
the sky?

   Ƿ What role have you taken on in your community?

   Ƿ What are you afraid of?

   Ƿ Did you explore Scattered Rose Island? 
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CombatǷSpecialties:

Mounted: While mounted, the difficulty to 
hit you or your mount is raised by 1.

Archery: In order to interrupt one of your ranged attacks, 
the target must also roll at least 2 on an Understanding/Tactics 
roll in order to find cover.

Peace: While you are trying to find a peaceful solution 
to a situation, you cannot be attacked. Once you have made an 
aggressive or threatening action, including aiding aggressive 
allies, this effect ends.

SurvivalǷSpecialty:ǷBoreal

Surrounded by Life: While in a forest environment, you 
cannot be forced to Over-Scatter, and can Scatter up to 12.

PartyǷActions:

First Aid: Restore someone’s HP an amount equal to your 
current Scatter (or 2, whichever is higher).

Heartpiercer:  When whoever accepts the Arpeggio next 
makes an attack, the target may roll Adaptability and the weapon 
skill used. If it gets fewer successes than the amount of damage 
dealt, its Armor is reduced by 2 for three rounds. (Arpeggio)

StartingǷSkills:Ƿ

Survival (Boreal), Long-Range Weapons, 
Riding, Humanity, Medicine
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SpellǷPieces:

   Ƿ Restoring

   Ƿ Flying

   Ƿ Encouraging

   Ƿ Wind

   Ƿ Heart

   Ƿ Arrow

Advancement:

SeasonOne:

Forest Whisper:  You can communicate with animals, even 
strange beasts, as if they spoke your language

Minor Miracle (Party Action): You restore up to 2 of 
someone’s lost maximum HP (See page 30 for max HP rules)

Pine Needle (Party Action - Arpeggio): Whoever accepts the 
Arpeggio can add a Boreal spell piece to their attack. (For the list 
of Boreal spell pieces, see page 107)

SeasonTwo:

Battle Elk: Your Cloud Elk partner is willing to join you in 
combat. You gain your elk as an NPC pool. (See page 38 for more 
on NPC pools)

Cloud Elk
Escape Route (Party Action): The 

elk interrupts an attack by taking the 
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Cavalier (or anyone else riding it) 
high into the sky until the end of the 
Cavalier’s next turn. This ability can be 
used at any time.

Soothing Presence (Party Action): 
Everyone within the elk’s wingspan is cured of 
mental effects and is immune to those effects 
until the end of the Cavalier’s next turn.

Lightning Field (Party Action): The next 
Ranged attack to pass over the elk’s head, 
between its antlers, deals an additional 4 damage 
and carries a strong electric charge.

Spell Pieces: Electric, Rainy, Misty, Flight, 
Wing, Step

Skills: Survival (Boreal, High Altitude), 
Humanity, Tactics

Warmhearted: When you join in a Chord, the caster can 
regain health equal to the spell’s Scatter.

Over-Scatter: You can choose to Over-Scatter when casting a 
spell. If a spell would cause you to Over-Scatter, you can double its 
effect. For example, it may add twice as many dice to allies, or deal 
twice as much damage. Narrative effects can also be dramatically 
more impressive. After casting, however, you are still catatonic, 
and cannot take actions or respond to anything until Centered.
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Penelope Hunter, 
Idealistic Animal-Lover

Growing up on a ranch, Penelope always felt a strong 
connection to the animals and the environment around her. The 
open stretches of land and the ability to explore it emboldened 
her from a young age. Daring and somewhat reckless in the way 
only youth can accommodate, she does not shy away from most 
adventures that come her way.

When her family’s ranch and others in the neighbouring 
communities started to develop a wide spread epidemic among 
their herds, Penelope decided to search out a cure.  She up and 
ventured out one misty morning and was not prepared for what 
this journey would become, the beginning of her life as a ranger 
with her cloud elk friend she would meet along the way, Polyanna.   

Daring: 4

Understanding: 2

Sensitivity: 1

Adaptability: 2

Subtlety: 1

Specialty: Mounted

Skills: Survival (Boreal) (2), Long-range Weapons (2), 
Riding (1), Humanity (2), Medicine (2), Tracking (1), Tinkering 
(1), Language (1), Athletics (1)

Abilities: Forest Whisper

Lesson: Maybe sometimes it’s good to plan ahead?
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Volcanic Trackers
The Coralfather – Volcanic 
Sceafing

Beneath the placid surface of the mountains, the earth is 
riddled with a network of lava tubes reaching all the way to the 
ocean. Deep in this web of caverns, ringed on all sides by coral and 
stone, sits an enormous wine-red crystal named Volcanic Sceafing. 
Its voice is powerful, booming into the minds of the Volcanic 
Trackers and drawing them close with inevitable magnetism. Bold 
and forceful, Sceafing speaks confidently and in absolute terms.

In order to reach Sceafing, Volcanic Trackers need to learn 
the ways of the tropics. They need to be able to think quickly, as 
a tunnel may exist one day and be gone the next, and they need 
to understand that planning can only carry them so far. Getting to 
Volcanic Sceafing takes, above all else, resourcefulness. They need 
to know what to eat in the jungle, as packed food spoils quickly 
in the high humidity. They need to know what snakes and insects 
to avoid, and what plants could kill them. They need to keep their 
supplies safe from thieving monkeys, and keep their maps current, 
and they need to be able to adapt if these things prove impossible.

Sceafing has been in the same place, under the mountains, 
for longer than humanity can measure. In the legends of the Coral 
Coast, it is said that once it called a legendary hero to its side to 
seek his help in saving the people of the Coast from a cataclysm. 
That hero, it is said, used a powerful Chord with Sceafing itself 

to summon the area`s famous coral into being, and the coral 
buffered the impact of a coming tidal wave and saved 

countless lives in doing so. Despite preferring to 
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be referred to as “it”, not identifying at all 
as human, anthropomorphic, or even animate, 
Sceafing is often called Coralfather, especially in 
old stories.

Trust Nothing – The Volcanic 
Trackers

Like the Enduring Crusaders, Trackers tend to stay in one 
place, for a variety of reasons. Hushwave City’s Checkerboard 
Lodge, a building made from coral and lava blocks, is home to 
most of the continent’s Volcanic Trackers, as well as pilgrims and 
Rangers from elsewhere. Many Trackers feel that their work is 
never done; they spend their time scouting the jungle, preparing 
temporary maps to help people navigate the region before it 
changes shape again. Some of them just love the brilliant sun and 
sparkling sea of the tropics, and get a taste for the fruits of the 
jungle. The cuisine in the area is famous for its fresh ingredients, 
many of which can’t be found elsewhere, and some Trackers spend 
their time foraging and hunting, either in service of cuisine or just 
for their own meals.

Volcanic Trackers outside the Coral Coast find their skills still 
useful in places that look the same from one day to the next. Their 
pilgrimage taught them to be alert, to pay attention to everything 
around them, and to react quickly to unforeseen circumstances. 
They are resourceful survivors, helping to clear out the Goathome 
Veldt, foraging on the Bright Wastes to help feed the legions, or 
bringing their medical knowledge to the monasteries near the Last 
Tooth.
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Background Questions

   Ƿ What almost killed you on your 
pilgrimage?

   Ƿ What do you think about the food on the Coral 
Coast?

   Ƿ What do you trust in?

   Ƿ Who is relying on you?

   Ƿ Do you feel more at home in the town or in the jungle?

   Ƿ What was your most impressive feat of problem-
solving?

CombatǷSpecialties:Ƿ

Unstable Terrain:ǷWhile on unstable terrain, you can Scatter 
1 to trigger it. For example, you could cause loose stones to give 
way, or a precarious building to collapse.

Beasts: When your opponent is an animal, you can spend a 
Memory Point to interrupt any of its actions.

Ambush: The first attack you make from concealment deals 
twice as much damage.

SurvivalǷSpecialty:ǷTropical

Eye Spots: While in tropical terrain, you immediately 
and without rolling become aware of any hidden natural 

dangers in a scene, such as a pit, a toxic creature, 
or a dangerous plant. You gain one extra success 
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to a roll to become aware of any unnatural or 
manmade dangers.

PartyǷActions:

Improvise: You can find the right tools for just about any 
task, even in the most unexpected places. Once per session, you 
can add 1 die to a party member’s skill roll. This represents a tool 
useful to the skill that will continue to add 1 die as long as it is 
used.

Exploit: When whoever accepts the Arpeggio next makes an 
attack, the target of the attack must make an Adaptability/Focus 
check exceeding the damage dealt or gain Hesitation (Opening: 
Taking damage) for one round. (Arpeggio)

StartingǷSkills:Ƿ

Survival (Tropical), Melee Weapons, Tactics, Medicine, 
Navigation

SpellǷPieces:

   Ƿ Shifting

   Ƿ Waiting

   Ƿ Dazzling

   Ƿ Toxin

   Ƿ Coral

   Ƿ Predator
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Advancement:

Season1:

Alert Eye:  At the beginning of a combat, the GM will 
tell you if there are any environmental hazards or volatile terrain. 
If you choose to Scatter 1, the GM will then tell you what and 
where they are.

Shift (Party Action – Arpeggio) :  Whoever accepts the 
Arpeggio can move regardless of whether or not it is currently 
their action, even if they have already acted.

Lava Flow: When you cast a spell (or Chord, as long as your 
partner agrees), you can choose to take twice as long to cast it. 
If you do, it is twice as effective. For example, it may give twice 
as many dice to allies or deal twice as much damage. Narrative 
effects can also be dramatically more impressive.

Season2:

Expert Guidance (Party Action): You can completely negate 
the effect of terrain hazards on party members  until the end of 
your next action.

Toxin (Party Action – Arpeggio):  When whoever accepts the 
Arpeggio next makes an attack, if it deals damage through Armor, 
the target gains the physical status ailment of the attacker’s choice.

Herbalist: Whenever someone In the party is healed, either 
through the Medicine Skill or a Party Action, if you are outdoors, 
they heal an additional 3 points.
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Lily Stageport, Treasure 
Hunter Extraordinaire

Like many of the orphans growing up in the 
slums of Stageport, Lily has taken the city’s name as her own. 
She was raised by other orphans, including a Beckoning Infiltrator 
she always looked up to – when Sceafing called her, it was finally 
her chance to take care of the others. Alongside her brother, a sketch 
artist who also serves as her intermediary, she searches ruins for 
valuable treasures she can sell to take care of her family.

If she lived today in our world, Lily would be diagnosed on 
the autism spectrum. She doesn’t like to talk, and limits her verbal 
communication to one or two word sentences, if she does any at 
all. Like any good Tracker, Lily is attuned to her surroundings and 
attentive to every detail. Her particular expertise is plants; having 
studied with expert botanists and horticulturalists, she knows the 
flora of the tropics like few others. 

Daring: 2

Understanding: 1

Sensitivity: 3

Adaptability: 1

Subtlety: 3

Specialty: Ambush 

Skills: Survival (Tropical) (2), Melee Weapons (2), Tactics (1), 
Medicine (2), Navigation (1), Survival (Urban) (3), Finance (2)

Abilities: Lava Flow

Lesson: You don’t have to be Marilyn
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Wandering Magi
The Viceroy of the Desert - 
Wandering Hector

At high noon, those chosen by Hector can hear a single word. 
Over the course of weeks, he speaks a sentence, which unspools 
into a story decades or more in the making. It is called the Record of 
the Magi, and in the lone building dedicated to housing the wisdom 
of the Wandering Magi, the Record is kept for visitors who want to 
hear his story. It is an epic, a story of heroes past, told in the low, 
rumbling voice of Wandering Hector.

Hector has, they say, become more and more like the King of 
the Desert the more time the two spend together. Those who have met 
them say they can’t tell which of the two is actually speaking, and 
it is whispered that either the King is himself a Wandering Magus, 
or Hector and the King have become one and the same being. The 
old tortoise makes direct eye contact with pilgrims as they speak to 
Hector, seeming to nod along with them. It is hard to tell exactly 
what their relationship is, especially when, like the King, Hector 
just seems to plod on, slowly finishing the tale he set out to tell.

Though he only uses his voice to tell his story, those who 
have seen him say that he communicates in the flashes of light 
visible in the murky depths of his obsidian form, that they could 
feel what Hector wanted to express, his acknowledgement of their 

determination and his gratitude for their service.
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Keep Moving – The 
Wandering Magi

Having cultivated their sensitivity and patience 
by following Hector and the King through the desert, the 
Wandering Magus makes an excellent hunter. Some of them work 
as bounty hunters, finding human beings easy quarry, especially 
on softer, more forgiving soil. They may help hunt to support small 
communities, or travel with the nomads, staying in the desert that 
trained them. Some of them join the King`s honor guard, living 
at an oasis and protecting Hector. On the Goathome Veldt, they 
find their skills best used for demon hunting, as they are more 
than capable of feeling the disturbances Noble Demons and their 
servants leave in the world`s bonds.

At the oasis occupied by the King`s honor guard, there is 
an old temple called the Starlight Archive, where the Record of 
the Magi is maintained, along with several books of constellations 
and the works of the greatest nomad poets. This is as close as the 
Magi have to a headquarters, and some Magi devote themselves to 
its maintenance after they have finished their pilgrimage, trusting 
that, when Hector has completed his story, the finished work will 
be the most important the world has ever seen.

Background Questions

   Ƿ How long did you take to find Hector?

   Ƿ How much of Hector’s story do you know?

   Ƿ Do you like the desert?

   Ƿ Are you more comfortable alone, or with other people 
around?

   Ƿ What is the most interesting job you’ve taken 
on since your pilgrimage?
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   Ƿ Do you often wonder where 
Hector is, or get the urge to see him 
again?

CombatǷSpecialties:Ƿ

Pursuit: When following or tracking a target, use the highest 
of your Focus, Navigation, and Tactics skills any time one of the 
three is called for.

Deprived: Any penalties you take from survival challenges 
such as hunger or excessive heat no longer apply in combat.

Dangerous Weather: Weather conditions (such as hail, driving 
rain, or sandstorm) are twice as effective against your opponents 
and half as effective against you.

SurvivalǷSpecialty:ǷArid

Voice of the Desert Wind: When trying to locate a place or 
creature in an arid environment, roll an additional two dice.

PartyǷActions:

Meditation: Whoever accepts the Arpeggio regains up to 5 
Scatter (Arpeggio)

Ether Tie: You gain a bond with a willing creature enabling 
you to know their exact location and condition.
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StartingǷSkills:Ƿ

Survival (Arid), Mid-Range Weapons, 
Tracking, Navigation, Focus

SpellǷPieces:

   Ƿ Finding

   Ƿ Speaking

   Ƿ Searing

   Ƿ Heat

   Ƿ Respite

   Ƿ Sands

Advancement:

SeasonOne:

Over-Scatter: You can choose to Over-Scatter when casting a 
spell. If a spell would cause you to Over-Scatter, you can double its 
effect. For example, it may add twice as many dice to allies, or deal 
twice as much damage. Narrative effects can also be dramatically 
more impressive. After casting, however, you are still catatonic, 
and cannot take actions or respond to anything until Centered.

Nomadic Hospitality: When you are away from civilization, 
you can roll Survival in place of Humanity, Politics, or Fashion, 

or vice-versa
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Deep Focus (Party Action): Until the 
end of your next turn, no one in your party can 
be forced to Scatter.

SeasonTwo:

Specialist - Choose a creature type (Dragon, demon, horror, 
beast, automaton). You can automatically recognize this creature’s 
handiwork, and can deal additional damage with a spell targeting 
one without incurring additional Scatter. When attacked by one, 
the difficulty to hit you is raised by one.

Guidance (Party Action – Arpeggio): When whoever accepts 
the Arpeggio next makes an attack, that attack gains 3 automatic 
successes on its roll to hit.

Patience: When you are last to act in a round, and you are not 
interrupting another turn, you can either Center 1 or regain 1 HP.

Tissa, Carefree Explorer
Tissa never would have thought her curiosity would lead her 

from her seaside hometown until it was simply the only thing to 
do. Months upon months of searching the Endless desert for its 
King, and Wandering Hector atop him, though, ended in failure. 
Only after giving up her desires and direction, did she learn to 
really listen, and eventually commune with the great storyteller.

“Wandering” is, for Tissa, just as essential to her title as 
“Magus” is. While not exceptionally observant, years of experience 
have taught her that there are narratives everywhere. The shape of 
the land, the lives of plants, animals, and people, the weather, the 
sun’s intensity in the sky, they are all in constant communication 

that she feels most potently as she scatters. Quick to laugh, 
quick to question, quick to love, and quick to move 

on, Tissa travels whimsically, looking for and 
leaving memories and footprints.
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Daring: 2

Understanding: 4

Sensitivity: 1

Adaptability: 2

Subtlety: 1

Specialty: Deprived

Skills:  Survival (Arid) (2), Mid-Range Weapons (2), 
Tracking (2), Navigation (3), Focus (1), Survival  (Nautical/
Coastal) (1), Medicine (1), Humanity (1)

Ability: Over-Scatter

Lesson:ǷSometimes the story is about you.  
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Enduring 
Crusaders
The Aging Hero – Enduring Gaius

Gaius speaks little, short sentences in the imperative tense.

“Come,” is the command that sparks the journey to become 
an Enduring Crusader, a journey of hardship that forges pilgrims 
into battle-ready Crusaders, stoic masters of mass combat. Before 
they reach the shining white marble pillar at the centre of the 
infested Labyrinth, they must suffer, struggle, and learn.

Back before the melting of the Cloudcomb, Gaius used to 
say more. He used to speak tender words of reassurance to his 
worshippers, hand-choosing those among them who would become 
the defenders of their people in battle. The survivors of Rhimehold 
still remember him thus, and still pray to the gentle protector god 
of their tradition even though he, like everything else in the world, 
changed on the day of the Cataclysm. To them, he is still Good 
Father Gaius, the pillar of a world that no longer exists.

The oldest of the Crusaders, the ones who have been 
listening to him the longest, say that Gaius is becoming tired, that 
his booming voice is growing faint, quieter than it used to be in 
days of yore. When new Crusaders return from their pilgrimage, 
the old-timers ask them the same question.

“Does Gaius still stand?”
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As One – The Enduring 
Crusaders

The Labyrinth does not belong to humanity 
anymore. In order to get to Gaius and become Enduring 
Crusaders, pilgrims must fight their way through the darkness. 
Established Crusaders form battalions for this exact purpose, and 
set up barracks as close to the Labyrinth as they can hold territory. 
With expert engineers working tirelessly on their fortifications, the 
strongholds of the Crusaders are not only impenetrable bastions 
of humanity, but also marvels of engineering science. Enduring 
Crusaders work on the Goathome Veldt to help protect reclaimed 
communities, on the Last Tooth helping the Arcanists fortify 
their ancient monasteries, or on the Coral Coast helping develop 
structures that can withstand coastal weather.

Most Crusaders, however, work in the battalions, holding 
the line against the Swarm and helping pilgrims find their way to 
Gaius. They learned on their pilgrimage to fight against all odds 
and to protect one another and be protected in turn. They learned 
to follow orders, to understand and execute complex battle tactics, 
and to tend to the wounded in the chaos of the front lines. Enduring 
Crusaders are comfortable, even at home, in desperate situations.

Background Questions

   Ƿ How did you feel when you had your first battle?

   Ƿ Are you still frightened in combat?

   Ƿ Did you serve in a battalion for any length of time?

   Ƿ Do you still live near the tundra?
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   Ƿ Do you think you have what it 
takes to be a commander?

   Ƿ Do you consider yourself a soldier first, or 
do you have another profession?

CombatǷSpecialties:

Outnumbered: As long as you and your allies are outnumbered 
by two-to-one or more, you gain an extra attack every turn, and 
access to an Arpeggio that grants the target an additional attack 
action.

Command: When a party member accepts an Arpeggio from 
you, they become immune to being frightened for the rest of the 
round. This lifts fear effects already in place. A party member can 
accept an Arpeggio from you even if they are Isolated.

Frontline Medic: When a party member’s HP is reduced to 0, 
you can immediately spend an MP to help even if you have already 
acted this round.

SurvivalǷSpecialty:ǷTundra

Brilliant Snow: While you are in a tundra environment, you 
are immune to effects that would blind you, and, if the environment 
is brightly lit, can Scatter 1 to blind an opponent.

PartyǷActions:

Shield:ǷGrant a party member Armor equal to your current 
Scatter until the end of your next turn.
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Shoulder-to-Shoulder: The difficulty to 
hit whoever accepts the Arpeggio is raised by 3 
until the end of their next turn. (Arpeggio)

StartingǷSkills:Ƿ

Survival (Tundra), Melee Weapons, Mid-Range Weapons, 
Engineering, Tactics  

SpellǷPieces:

Striking

Protecting

Advancing

Armor

Allies

Enemies

Advancement

SeasonOne:

Weaponsmith: Provided you have access to materials and a 
forge, you can spend an MP to create a custom weapon for an 
ally. As long as it is used by the person it was built for, it deals 

an additional 2 damage.

Mazemaster: You have an unerring sense of 
direction and cannot get lost as long as you 
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have some way to observe your surroundings, 
such as listening or even by scent.

Over-Scatter:  You can choose to Over-Scatter 
when casting a spell. If a spell would cause you to Over-
Scatter, you can double its effect. For example, it may add twice 
as many dice to allies, or deal twice as much damage. Narrative 
effects can also be dramatically more impressive. After casting, 
however, you are still catatonic, and cannot take actions or respond 
to anything until Centered.

SeasonTwo:

Plural Magic: The Scatter of any spell you cast targeting 
multiple allies or enemies is reduced by 1.

Armorsmith: Provided you have access to materials and a 
forge, you can spend an MP to create custom armor for an ally. 
As long as it is worn by the person it was built for, it absorbs an 
additional 2 damage.

Supporter: You can spend more than one MP in a turn.

Clara Gaius Ascendant, Expert 
Engineer

Born and raised in a small farming village near the Boundary 
Garden, Clara was fascinated all her life by the automatons sleeping 
below the Veldt. How did they work? Were they really made by 
human beings? Human beings like her?

When Gaius called to her and she went on her pilgrimage, 
she found herself paying more attention to the Labyrinth itself, 

to the structure that had remained almost untouched after a 
century buried in the tundra. She did serve with a 
battalion, but not as a soldier – Clara immediately 
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joined the engineer corps, working to solidify 
the Aurora fortress, among others. Now, she has 
returned to her study of the automatons, in hopes 
that they may help turn the tide against the Swarm.

Daring: 1

Understanding: 4

Sensitivity: 2

Adaptability: 2

Subtlety: 1

Specialty: Frontline Medic 

Skills: Survival (Tundra) (3), Melee Weapons (1), Mid-
Range Weapons (1), Engineering (3), Tactics (3), Tinkering (2), 
Focus (2)

Abilities: Weaponsmith

Lesson: Some weapons aren’t worth it.
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More Details
Now, it’s time to ask the important question: Who is this 

character you’ve created? You know at least one thing about their 
background; you know where they went on their pilgrimage. So, 
you have some idea of what they’ve been through, what kinds of 
adventures they’ve been on, and what they’ve done. But, there are 
still some more questions we can ask.

Appearance
What does your character look like? Think about both the 

easy things, like what color hair they have, and the more difficult 
things, like how they present themselves. What would a person 
think of them, seeing them for the first time? If you’re at a loss, try 
answering the questions below:

What color eyes, skin, hair do they have?

About how tall are they? Is their height unusual or noteworthy?

Are they heavy? Light? Do they have peculiar proportions?

How do they dress? Are they fashionable, practical, or some 
combination of the two?

How do they walk? 

What does their “resting” expression look like?

What is their posture like?

What kinds of gestures do they use?

Do they seem approachable? Distant?
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Growing Up
Where did your character come from? 

Amylte is a large continent, once so large that people 
on one side of it never got a chance to see the other one. 
Now, with advances in shipping technology and the melting of 
the mountains, people can explore, can put down roots far from 
their birthplaces. Especially in a large city, people can be from 
anywhere. What kind of culture did your character absorb in their 
childhood? Do they hold that culture dear, or have they diverged 
from their traditions?

Here are some of the peoples of Amylte, but that’s not to 
say your character must be from one of these; they may be from a 
remote village somewhere, or from outside the continent entirely. 

The Eastern Desert

The nomads who wander the scrubland in the King’s territory 
call themselves the King’s People, and they normally travel in small 
communities. If your character is from the desert, they probably 
spent their childhood wandering, following the guidance of more 
experienced elders to food and water. They were probably raised 
to value understanding, to respect their elders, and to especially 
cherish the mentor-student bond. They grew up in a system that 
included barter alongside currency, and probably helped an elder 
set up their tent in exchange for a story, or brought food to an 
outsider in exchange for news. Community may be more important 
to them than blood ties, as they were raised communally alongside 
the community’s other children. 

The King’s people are often thought of as secretive, or 
even untrustworthy, by outsiders. They value information 

and guidance very highly, sometimes too highly to part 
with unless the right protocols are observed. Your 

character knows the proper protocol to ask advice 
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or information from an elder, and can do so 
respectfully. 

Rhimehold

If your character comes from Rhimehold, they likely grew 
up somewhere else. There are small villages around the southern 
edge of the tundra that carry on the ways of old Rhimehold, and 
refugees from the area live in a lot of the world’s cities. Whether or 
not your character was raised near the tundra, they probably have a 
very clear idea of where they come from, and were raised to know 
a great deal about their family tree. They likely heard stories about 
their ancestors from their parents, and were raised to take pride 
in who they were. In the distant past, the people of Rhimehold 
placed a great value on martial strength, but that has faded in the 
years since the Last War. They still prize stoicism and endurance, 
however.

Traditionally, gift-giving was used to establish bonds 
between people, and also to demonstrate the wealth and influence 
of the giver, and today it is still prominent, leading some outsiders 
to view the people of Rhimehold as greedy or materialistic. Your 
character was probably raised to be generous, to see money as a 
means to cement status within the community.

TheǷCoralǷCoast

If your character was raised in the Coral Coast, they almost 
certainly grew up in a small community, perhaps an academy town 
or fishing village. They probably had a lot of freedom growing up 
to explore, and were encouraged to learn about the world around 
them. These explorations might have landed them in hot water 

– they may have had close calls with the dangerous aspects 
of the jungle at a young age. Your character probably 

grew up within a tight-knit family unit, and was 
raised to contribute however they could to 
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the household, not just financially but also 
practically and emotionally. Story-telling, music, 
and games hold an important role in the household, 
helping to keep spirits high and family members close. 
Open expression of feelings is considered by many people in 
the Coral Coast to be absolutely essential to the well-being of the 
family, which causes some outsiders to view them as frivolous, 
dramatic, or moody.

Outside the family unit, the people of the Coral Coast hold 
regular festivals and ceremonies. These anchor the people to 
their shared past, to the tales of their ancestors and the history 
of the land around them, and also to each other. Some events, 
like pepper-eating contests and practical jokes, may seem silly or 
clownish to an outsider – allowing one’s self to be the butt of the 
joke is viewed as an important way to demonstrate the openness 
and maturity needed to take care of loved ones and the community 
at large.

The Interior 

If your character is from the Interior, they almost definitely 
didn’t grow up there. Most of the Interior was demolished in the 
Cataclysm, and refugees took their culture to Stageport and other 
surrounding cities. Some settlements closer to the coast survived, 
and some are being rebuilt as the Boundary Garden moves inland, 
but your character probably grew up somewhere like Stageport. 
They likely felt pulled between two identities, being raised in one 
society while trying to keep another one alive. Your character 
probably knows who the mayor of their family’s ancestral 
hometown is, and may even have participated in an election or 

run for absentee office. While living according to the customs 
and laws of the surrounding areas, they still had to 

maintain an identity that would otherwise be lost. 
Nowadays, duty and memory are important 
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concepts to most people hailing from the 
Interior – they can sometimes seem isolated or 
grim to outsiders, especially to people just outside 
their communities. Many people from the Interior work to 
help Rangers reclaim the Veldt in the hopes that they can be the 
ones to finally return home, and they raise their children with the 
same hopes.

Traditionally, the people of the Interior value hard work 
and diligence, viewing work as its own reward and idleness as 
frustrating and even demeaning. Your character was probably 
raised never to sit still, to look for something useful to do, and 
never to take someone else’s work by doing it for them.

The Western Reaches

There are all kinds of settlements in the Western Reaches. 
Your character may have grown up in a logging village on the edge 
of the boreal forest, or in Stageport, or in a farming village near 
the Boundary Garden. They may have grown up around people 
from all over the world, or they may never have met anyone 
from outside their hometown before their pilgrimage. They were 
probably raised to understand the interconnectedness of things and 
of people, and the complexity of life. The people of the Western 
Reach are sometimes thought of as lazy or disrespectful, because 
their culture views the whole as being more important than 
any particular person, custom, or tradition. Your character was 
probably taught growing up to observe a situation carefully before 
acting, and to act in the simplest, most efficient way. Because of 
this cultural fascination with efficiency, the people of the Western 
Reaches are often more willing to engage with technology than 

others, and your character may know some simple tinkering or 
tricks to make a task easier.
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Because of this way of viewing life, 
your character was likely raised to be helpful, 
even to strangers, and probably grew up hearing 
stories about a small act of kindness being repaid in some 
dramatic way by the end. 



The GM’s Art
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Setting Obstacles
An Important Note

All the examples in this chapter are just 
that; examples. If you’re stuck for an encounter, 
or a destination, or a survival challenge, please 
feel free to use the ones in this chapter to fill in 
the gap. At the same time, however, you should 
also feel free to modify them, or even create your 
own using these as templates. Don’t be afraid 
to create your own horror, or your own survival 
challenges. In the end, the most important thing 
is the story you’re telling with your friends, so 
the best thing is always going to be the one that 
suits the story most. 

If you’re a player reading this chapter, 
please don’t hold these examples as a gold 
standard of what to expect! If your GM decides 
that a certain encounter needs more HP, or a more 
damaging attack, it’s probably because they feel 
that would suit your story better. 

The GM’s main job in a game of Heroic Chord is to present the 
players with difficult choices. Do they keep their Edge Successes, 
even if it means they embarrass themselves in front of a local 
noble they’ve been trying to befriend? Do they spend resources 

to carefully waterproof their camp, or do they risk losing 
their rations? The key to running this game is 

making those choices difficult, which means 
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paying attention to the things your players 
and their characters care about. If they enjoy 
interacting with NPCs, then use those relationships 
as leverage. If they want to preserve advantage in combat, 
see how far you can go before they’ll willingly give it up for 
something. 

Even the spotlight chapters boil down to this type of thinking. 
How do you get the characters to do things they’re not inclined 
to do, and thus to grow as people? Keep track of your party’s 
priorities, so that you can use them carefully when you need to 
make a decision a difficult one.

If your players make a snap decision on an Edge Success 
bargain or survival challenge, then make note of it. For example, 
if a player would gladly take damage rather than fail to damage an 
opponent, then you know you need to push combat choices a little 
further. Let them have it, move on, and be a little more aggressive 
next time, or try a different approach. Would they be okay with 
other party members getting hurt? With losing a chance at future 
success? 

For some ideas of Edge Success bargains, see the Skills 
chapter, starting on page 21. This section contains guidelines for 
putting together environments, complete with Spell Pieces and 
survival challenges.

Remember when designing survival challenges that a starting 
party of four players, depending on their Natures, will go into the 
wilderness with a pool of around 8. Make sure to keep your total 
cost of challenges well above this threshold, or your players will 
never have to make choices – they’ll just spend from their pool 

and move on. Ideally, they should hit a point where expending 
resources becomes worrying. 
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Take Your Time
Because Heroic Chord is a game about how 

people relate to each other and to their surroundings, 
it’s a good idea to take your time when describing your 
environments. What do they smell like, or look like? Do they 
have any peculiar or remarkable features? If you like, you can 
prepare a path like you would if you were building a dungeon in 
another RPG, or you can think of a specific place or type of place 
you would like your party to visit. Thinking about the feel and 
features of an area will help you choose survival challenges and 
Spell Pieces, as well as help set the scene for your players. 

For example, if a challenge involves a party going into the 
depths of the woods to look for the entrance to an old-world mine, 
then you may want to prepare several forested areas – a wide pine 
barren, a clearing with a stream, and a forested cliff side, perhaps 
– each with certain Spell Pieces and survival challenges. 

Roleplaying games are at their best when they encourage 
unconventional thinking. Taking your time to describe the 
surroundings to your players will give them more to work with, so 
they can come up with unexpected solutions to problems. If you 
describe a fallen tree in one area and a stream in the next, don’t 
be disappointed if the party uses the tree to get across the stream 
rather than the solution you planned for them! It shows you’re 
being a good GM by inspiring them to think about and imagine 
their surroundings. Although it’s a good idea to have planned 
solutions in place, they should never be the only solution – it’s 
much more interesting if you describe an area in detail, and the 
party uses what they have on hand to craft their own solution. 
Not just for them, but for you, too; it can be a lot more fun to 

let yourself be surprised by your players every now and then. 
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Survival 
Challenges

When sending your party out into the wilderness, it’s a good 
idea to have more survival challenges prepared than you’ll need. 
Sometimes, characters will want to explore an area more than you 
expected, or you may end up deciding not to use one depending on 
the circumstances. While they’re not exactly one-size-fits-all, there 
are some basic survival challenges that can be adjusted to work in a 
lot of different areas.

Feel free to modify these as you see fit. Like mentioned above, 
the important thing is to make the choices difficult for your players, 
so adjust the consequences until you hit a point where your players 
really have to think about how they want to proceed. You can also 
re-skin them to better fit a different area – for example, there may not 
be large predators lurking in an urban center, but there may be guards 
or other human dangers that still need to be distracted, evaded, or 
fought. 

Every survival challenge has two main parts; the resource cost 
and the consequence of not paying. Resourceful players can try to 
find a third way out for some challenges, but this should never be free; 
it may involve more exploring, more work, or even an unexpected 
combat. To use the predator example again, players who don’t want 
to pay the resource cost can choose to fight the predator, or to try 
and sneak past it, but they should never be allowed to say “I sneak 
away” – this is something that should be played out. Maybe 

diverting around the predator’s territory gets the party on 
a much longer or more dangerous route. Resource 

costs should be the party’s only way to easily 
dismiss challenges.
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Predator’sǷTerritory

The party finds themselves in the territory of 
a large predator, such as a bear or other beast. If it 
finds them, it will attack them

Resource Cost: 2 (Thepartyhasbroughtarepellentofsome
kind,orfoodtodistracttheanimal)

Consequence: The party encounters a large, hostile beast.

SpoiledǷRations

Either conditions have caused the party’s food supply to spoil 
faster than usual, or they have been tampered with or compromised 
in such a way that the party finds themselves without food.

Resource Cost: 2 (Thepartyhaspackedwiththeconditions
inmind,orhasbroughtextrafood)

Consequence: The party goes hungry; all skill roll difficulties 
are increased by 1 until food can be located. The party may need to 
divert from their mission to forage.

ComingǷStorm

The weather turns sour, drenching the party and their 
equipment, making it impossible to get a good night’s sleep.

Resource Cost: 3 (The party has packed sufficient
waterproofingmaterials)

Consequences: The party is unable to get a full night’s sleep, 
preventing them from regaining HP or Scatter until they can find 

somewhere dry to set up camp. If they have already missed out 
on sleep, the difficulty of all skill rolls is increased by 1 

until they can get some rest.
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SicknessǷ/ǷPoison

A party member is poisoned or sick. Choose 
a skill roll to determine who; perhaps the person who 
rolls lowest on Sensitivity/Survival to see the stinging jellyfish 
or lowest on Understanding/Survival to avoid a certain area.

Resource Cost: 3 (The party has brought an antidote or
antivenom)

Consequences: Infected party members no longer roll 
Successes – fives and sixes count as Edge Successes and must be 
bargained for as if they were ones.

Fever

A severe sickness claims a party member, and will spread to 
the others unless precautions are taken. 

Resource Cost: 4 (Thepartyhasbroughttreatmentsandis
takingprecautionsagainstthespreadofillness)

Consequences: Infected party members lose all Scatter but 1, 
2 maximum HP, and cannot regain Scatter until they have received 
medical treatment or rested for a full day. After the party rests, an 
additional party member, chosen at random, also becomes sick.

UnstableǷTerrain

The ground the party is walking on is slippery, crumbly, or 
otherwise unreliable. If they are not careful, they’ll fall and be 
injured.

Resource Cost: 2 (Thepartyhasbroughtclimbinggear,or
materialstoreinforcethesurface)

Consequences: Every time a party member 
takes a physical action in this area, they must 



TheGM’sArt

101-SurvivalChallenges

roll Adaptability/Survival at a difficulty of 2, 
or take 1 damage for every missed Success.

Injury

Someone in the party is injured. They may be stung by 
local wildlife, or they may fall into a pit or other terrain hazard, 
causing ongoing pain.

Resource Cost: 2 (The party has the equipment for the
appropriatefirstaid)

Consequence: Whenever the injured party member makes a 
Daring roll, they suffer 1 damage.

SevereǷInjury

Someone in the party has sustained a serious injury, one that 
needs immediate and specialized medical care. Perhaps they have 
taken a serious fall, or been struck by falling debris, or bitten by a 
deadly creature.

Resource Cost: 4 (Thepartyhasunusualandveryspecific
itemsusableforfirstaid)

Consequence: The injured party member loses 3 maximum 
HP.

NoǷCampsite

The party cannot find a suitable place to camp, forcing them 
to travel after dark looking for one.

Resource Cost: 2 (Thepartyhasenoughsuppliestomake
thebestofanotherwiseuncomfortablerestingplace)

Consequence: An encounter with a Horror or 
other nocturnal threat
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AdverseǷWeather

The weather is chilling, or extremely hot, or 
otherwise intolerable.

Resource Cost: 3 (Thepartyhasbroughtgeartomitigate
theeffectsoftheweather)

Consequences: The party can no longer roll using a particular 
Facet. For example, in extremely cold weather, perhaps they are 
chilled and cannot roll Daring, or perhaps hot weather makes it 
difficult to focus enough to roll Understanding, or driving rain 
makes Sensitivity rolls impossible.
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Terrain
Urban

In Heroic Chord, “Urban” describes any area largely defined 
by the presence (now or in the past) of humanity. So, cities, ruins, 
aqueducts – artificial features. Many adventures can be considered 
to take place in urban environments, such as treasure hunting in the 
ruins under the Goathome Veldt, or carrying out intrigues among 
the elite of Stageport.

Not every urban adventure necessitates survival challenges. 
Just investigating a town to find traces of people who’ve 
mysteriously vanished doesn’t exactly require careful preparation. 
A mission to infiltrate a series of warehouses, however, may be 
a series of survival challenges. To help with this decision, think 
about how easily your players will be able to get items they 
need. If they can just walk back to their home and pick up some 
additional gear, or go to the store for some extra food, then you’re 
probably not doing a survival challenge. If time is of the essence, 
or a complex mission requires their full attention, however, then 
think about taking a Success Pool.

SpellǷPieces:
   Ƿ Dark

   Ƿ Abandoned

   Ƿ Artificial

   Ƿ Crowded

   Ƿ Fallen

   Ƿ Mysterious

   Ƿ Buried

   Ƿ Famed

   Ƿ Lively

   Ƿ Lonely
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   Ƿ Tragic

   Ƿ Magnificent

   Ƿ Pathway

   Ƿ Street

   Ƿ Home

   Ƿ Roof

   Ƿ Passage

   Ƿ Secret

   Ƿ Destruction

   Ƿ History

   Ƿ People

   Ƿ Time

   Ƿ Treasure

   Ƿ Debris

Nautical/Coastal
Nautical and coastal environments are defined by their 

proximity to the mighty ocean. A ship voyage, a storm on a 
rocky cliff, or an abandoned fishing village all count as Nautical 
environments. Much like an Urban adventure, think about how 
long your party will have to travel without being able to resupply 
– if they will be able to easily stop on an inhabited island to trade 
with the locals, or walk to the nearest trade town, then it may not 
merit Survival Challenges. 

On a ship, however, the party must get by with a limited 
amount of supplies. Of course, they can carry much more, but once 
they’ve left shore they’re stuck with what they have. You might 
consider giving them a larger pool—up to triple, depending on the 
size of the ship—and then removing a set amount every day for the 
upkeep of the ship’s crew. 
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SpellǷPieces:

   Ƿ Stormy

   Ƿ Rolling

   Ƿ Flying

   Ƿ Drenched

   Ƿ Warm

   Ƿ Glittering

   Ƿ Irresistable

   Ƿ Pulling

   Ƿ Guided

   Ƿ Becalmed

   Ƿ Surging

   Ƿ Powerful

   Ƿ Deep

   Ƿ Salt

   Ƿ Wave

   Ƿ Fish

   Ƿ Shark

   Ƿ Stars

   Ƿ Sails

   Ƿ Harpoon

   Ƿ Anchor

   Ƿ Tether

   Ƿ Note

   Ƿ Song
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SpellǷPieces:

   Ƿ Rugged

   Ƿ Dangerous

   Ƿ Thin

   Ƿ Cold

   Ƿ Desperate

   Ƿ Foreboding

   Ƿ Silent

   Ƿ Isolated

   Ƿ Treacherous

   Ƿ Distant

   Ƿ Beautiful

   Ƿ Untouchable

   Ƿ Peak

   Ƿ Boulder

   Ƿ Cliff

   Ƿ Ice

   Ƿ Spell

   Ƿ Haunt

   Ƿ Ledge

   Ƿ Camp

   Ƿ Pass

   Ƿ Storm

High-Altitude
Any high-altitude adventure requires a lot 

of preparation and careful planning. Even if the 
mountain in question is not as treacherous or as haunted 
as the Last Tooth, the thinning air and cold winds of the world’s 
mountains and cliffs can easily kill someone who’s only careless 
for an instant. While the Cloudcomb mountains no longer exist, 
there are still mountains in the world, especially around the northern 
border of the Goathome Veldt, where they mark the beginning of 
the Bright Waste. The great forests on the continent’s western edge 
are spotted with high plateaus and foothills that can easily turn into 
a High-Altitude challenge.
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Boreal
The western edge of Amylte is covered 

in pine forests. There were once farms here, 
and there still are some human settlements, but they were 
quickly overgrown, and are now isolated from the rest of the 
world. Surviving in the woods seems easier than surviving in the 
desert, but this region suffers devastating winters, and food can be 
scarce in the vast pine barrens. The key to surviving in a boreal 
environment is understanding food sources and fresh water, both 
of which can be learned by closely studying the local wildlife. The 
local wildlife, however, also contains several large predators, such 
as bears and mountain lions, and adventurers in this area need to 
be alert.

SpellǷPieces:

   Ƿ Shaded

   Ƿ Peaceful

   Ƿ Windy

   Ƿ Winding

   Ƿ Mysterious

   Ƿ Enchanted

   Ƿ Abundant

   Ƿ Sunlit

   Ƿ Fleeting

   Ƿ Breathing

   Ƿ Wild

   Ƿ Hunting

   Ƿ Elk

   Ƿ Stream

   Ƿ Water

   Ƿ Grove

   Ƿ Leaf

   Ƿ Needle

   Ƿ Fruit

   Ƿ Moment

   Ƿ Earth

   Ƿ Slope

   Ƿ Cliff

   Ƿ Cavern
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Arid
East of the Goathome Veldt, the grassland 

gives way to scrubland, a vast area baked under the 
daylight sun, then frozen by merciless cold at night. In an 
arid environment, where there is little water in the air to keep the 
temperatures constant, the air is the biggest enemy. Water must 
be carefully managed at all costs, and adventurers need to be able 
to move freely in oppressive heat but still survive dangerous cold. 
An arid environment requires versatility.

SpellǷPieces:

   Ƿ Phantom

   Ƿ Wavering

   Ƿ Endless

   Ƿ Dry

   Ƿ Sunlit

   Ƿ Distant

   Ƿ Still

   Ƿ Silent

   Ƿ Howling

   Ƿ Seething

   Ƿ Hopeless

   Ƿ Approaching

   Ƿ Salvation

   Ƿ Mirage

   Ƿ Grit

   Ƿ Dune

   Ƿ Wave

   Ƿ Water

   Ƿ Miracle

   Ƿ Spine

   Ƿ Heat

   Ƿ Sunlight

   Ƿ Shade

   Ƿ Secret
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Tropical
In the tropical southeast portion of the 

continent, it seems like every form of life can 
survive except human. Plants flourish, animals of all kinds 
live their lives in the shelter of thick vegetation, and insects are 
so abundant that they form clouds in places. But the heat, the 
humidity, and the insect life can quickly cause unprepared people 
to sicken and die. Many of the animals are dangerous, the plants 
are toxic, and someone who doesn’t understand the area will fall 
for its many traps.

SpellǷPieces:

   Ƿ Hot

   Ƿ Vivid

   Ƿ Beautiful

   Ƿ Toxic

   Ƿ Ancient

   Ƿ Flying

   Ƿ Watching

   Ƿ Hunting

   Ƿ Shifting

   Ƿ Waiting

   Ƿ Surprising

   Ƿ Flourishing

   Ƿ Color

   Ƿ Danger

   Ƿ Spine

   Ƿ Coral

   Ƿ Mountain

   Ƿ Fruit

   Ƿ Medicine

   Ƿ Leaf

   Ƿ Shelter

   Ƿ Storm

   Ƿ Danger

   Ƿ Eruption
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Tundra
The tundra, like the desert, is ruled by 

the presence or absence of water. The plants and 
animals that grow here know how to conserve it, and how 
to avoid the freezing temperatures of the area’s darker seasons.  
In the northernmost portions of the tundra, there is a period two 
months long where the sun never rises, and another season where 
the sun never sets. Surviving on the tundra is all about knowing 
when to act and when to wait – that is, when the horrors allow the 
luxury of waiting.

SpellǷPieces:

   Ƿ Cold

   Ƿ Desolate

   Ƿ Hungry

   Ƿ Vicious

   Ƿ Endless

   Ƿ Corrupted

   Ƿ Possessed

   Ƿ Destroyed

   Ƿ Glittering

   Ƿ Frozen

   Ƿ Barren

   Ƿ Blind

   Ƿ Snow

   Ƿ Ice

   Ƿ Maze

   Ƿ Footprints

   Ƿ Swarm

   Ƿ Horror

   Ƿ Danger

   Ƿ Starvation

   Ƿ Frost

   Ƿ Spear

   Ƿ Nothing

   Ƿ Hunger
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Spotlight Chapters
In order to run a spotlight chapter, you need to not only 

be observing your players, but also talking to them. What kind 
of Lesson have they chosen for their character? Do you think 
that fits with their character’s conduct in the story? Work together 
to determine what it is that the character needs in order to grow; 
maybe they need to learn to take charge, or to believe in their 
friends, or to have hope for the future. You don’t need your player 
to help write the scenario; just to help determine what the scenario 
is supposed to accomplish.

Then, you as the GM need to place challenges in front of the 
party, challenges that will nudge the character toward their Lesson. 
For example, if a character needs to learn to take charge, maybe 
give them a challenge they are uniquely suited to solve, and make 
it clear that their input is necessary. If a character needs to trust 
others, on the other hand, put them somewhere that doesn’t suit 
their skills, and amp up the difficulty until it becomes clear that 
only teamwork will help. This is a good time to make use of NPCs 
and details from the character’s background, to make whatever 
mission you send the party on something deeply personal, but 
it doesn’t need to be about the character and their life. Maybe 
there’s a plague similar to one the character couldn’t cure in their 
backstory, or a mission to steal something the character has been 
studying. 

Sometimes, the story doesn’t go the way you expect. Maybe 
the character learns their Lesson too easily, but faces another 

hurdle that would make a more interesting challenge. Maybe 
the character stubbornly refuses to learn anything. It’s 

important not to become too attached to a particular 
storyline, especially if things change and it no 
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longer feels real or makes sense. Remember, 
your players also want their characters to grow 
– both to grow more powerful, and to mature as 
people. So work together to make a satisfying story arc.

Good Hosting
The most important thing to remember is that these are your 

friends. You’re all in this together, and you want everyone to enjoy 
the game. This doesn’t necessarily mean that the story should have 
nothing unpleasant or frightening in it, only that you need to be 
aware of the feelings of the real people you’re playing with.

Before you even start the game, talk to your players about 
subjects they may not be comfortable with. Torture, abuse, and 
sexual assault are common among them, but so are severe phobias 
or traumas. These will be things everyone agrees to leave out 
entirely, so that the players understand everyone’s boundaries. 

There may also be some subjects which are okay conceptually, 
but which no one wants to see rendered in detail. Sex, for example, 
is usually in this category, or graphic violence. Let your players 
know that if they encounter a scene they’d rather not see in detail, 
they can ask to fade to black, or to talk about what’s happening 
elsewhere and end the scene. When someone asks this during play, 
just end the scene, inform the players of the results, and move on.  

When the players are having Memory Time, pay attention 
to them. They’re sharing their memories, but they’re also giving 

you feedback, so note the things the players seem to enjoy and 
remember, and lean in that direction. If they responded 

well to a long, involved combat, then prepare more 
combat encounters for them. If they responded 
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well to the presence of a certain type of 
puzzle, or an NPC interaction, then keep that in 
mind as you prepare more chapters for them. Every 
group is different, and every player is different, but an 
attentive GM can be the key to telling an unforgettable story 
together.

Finally, while a lot of game groups get along well, sometimes 
situations or behaviours arise that can create friction. As the GM, 
as uncomfortable as it may be, it may fall to you to help deal 
with this friction – you’re kind of a leader for the game. Listen 
to everyone fairly, and give them a chance to be heard. It can be 
difficult for people who feel marginalized or discriminated against 
to come forward, so it’s important to make it clear that they can 
talk to you. Talk to everyone involved, and encourage them to talk 
to each other if they feel safe and comfortable doing so. Not every 
dispute can be solved cleanly, but by giving everyone a chance to 
speak and listening, you can often find a way out. 

If someone is making a toxic environment for the other 
players, or if their behaviour is aggressive or cruel, you may need 
to ask them to leave. It can hurt to have to do this, but your other 
friends deserve to enjoy themselves too. 

Logistics
RPGs can be played in all kinds of ways! They can be played 

the old-fashioned way around a kitchen table, they can be played 
around a campfire, or they can be played over voice chat with 

people far away. They can be played slowly, over forums or 
email, or they can be played real-time in a text chat. 

You probably already have an idea about how you 
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want to play the game, based on the people 
you want to play with. Just make sure everyone 
can get there. If your players can’t access the 
building, use the software, or hear the chat, then they’ll be 
left out of the fun!

If someone can’t make it to game night, talk to the other 
players. Sometimes, a group would rather not continue the story 
without one of the characters, especially if it’s their spotlight arc. 
Other times, everyone is fine with saying the character has gone 
off to do something else important and will return next time. If 
you do go ahead with one less player, keep a close eye on combat 
difficulties and survival challenges; you may have to adjust them 
if there are fewer players. Talk with the missing player, too, about 
what their character is doing off to the side, since this may be the 
seed of an interesting story arc.

Try to play regularly, even if it’s just a little side chapter – 
meeting regularly is the key to keeping a game going strong over 
a long time. Once a group misses enough sessions in a row, it 
becomes more normal to miss a session than to play it, and that’s 
how stories end up unresolved. Sometimes, you might need to use 
a different medium – if a player has to move, for example, or can’t 
leave home for any reason, try including them with voice chat. 



Unfamiliar 
World
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People
Duke Henry Sterrenvale

An old man who lives on the top floor of an old, run-down 
building in Stageport. An avid gardener, the Duke maintains a 
rooftop garden, including his prized orange tree, a relic of the 
famous groves of his buried homeland. Henry has never seen 
Sterrenvale; his Uncle was the Duke when it was evacuated, and 
passed his title down to a youngster born in the slums of Stageport. 

Because of this upbringing, the Duke has a soft spot for the 
local urchins, and he regularly entertains them for tea and snacks 
in his rooftop garden. He has a great love for the homeland he 
technically rules, but now sees himself as having a duty more to 
the slums of Stageport than the ruins of Sterrenvale. Most of his 
money comes from the treasure-hunting of his eldest daughter, 
a Windswept Cavalier, and goes to maintaining the buildings in 
his neighbourhood to keep them safe, since no one else seems 
willing to do it. With the help of his wife and younger daughter, 
a botanist and tea blender, respectively, he also works to provide 
basic medicines for people who need it. 

Sophia Sterrenvale (Season 2 
Windswept Cavalier)

Technically next in line for the throne, Sophia has actually 
been to Sterrenvale numerous times. She spends most of her time 
in the Goathome Veldt with her mount, a timid elk called Ginger, 
scouring the ruins for treasures and mostly just trying to get 

away from everything. Brash, stubborn, and profoundly 
reckless, she could not be any less her father’s 

daughter, except for the fact that she wants to 
take care of her family.
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Under her brash exterior, Sophia is 
easily overwhelmed – notions of duty have been 
piled on her since she was a little girl, even before 
she became a Ranger, and she tends to try and escape them 
by just flying off somewhere. She refuses to sit up straight or use 
polite language, as if conducting herself like a Duchess would 
invite even more responsibility on her. Because of her ability to 
speak with animals, she often spends months in the woods rather 
than among human beings.

The Shadow Monarch (Season 5 
Beckoning Infiltrator)

The secretive ruler of the Old Capital, who both haunts 
the catacombs and lounges in the abandoned palaces, runs a 
formidable army of veteran Infiltrators in order to control access 
to their goddess, Beckoning Atossa. Typically, they appear as an 
androgynous person, often middle-aged or slightly younger, with a 
very small frame and long, thin limbs. They move with astonishing 
precision, and it is said they can see, and even sometimes walk, 
through walls. A weathered old crown often sits crookedly on their 
brow, and they brandish any number of bejweled antique weapons 
they never use.

In fact, the Shadow Monarch is a mature dragon some 
500 years old. When they were younger, before they learned to 
reliably take a humanoid shape, they used to prowl the catacombs, 
searching for valuables. Slowly, they grew into an urban creature, 
developed a kinship with the human inhabitants of the Capital, and 
learned to walk among them. After the evacuation, the Shadow 
Monarch declared themself the undisputed ruler of the empty 

city, and shortly after this they began to hear Atossa calling, 
despite their being inhuman. The Shadow Monarch 

is, although they do not know this, the only 
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non-human Ranger currently living. Even 
within their army, very few people know of the 
Monarch’s true nature, though some suspect, given 
their valiant leader’s almost frivolous love of opulence 
and seemingly endless appetite. The Shadow Monarch avoids 
combat whenever possible, and prefers not to shed their humanoid 
shape. If they feel seriously threatened, they may revert to their 
natural form - that of a serpentine dragon several city blocks long, 
with blue-gray pearlescent scales and a mane so black it reflects no 
light. If they so choose, in this shape, they could swallow a person 
whole. 

The Shadow Monarch watches people carefully, occasionally 
toying with or testing them. They have been known to play 
elaborate practical jokes on their subordinates and on strangers 
alike, and their laughter is a familiar sound in the Old Capital. 
Having lived in the Capital for years, both concealed under the 
city and openly on the streets, the Shadow Monarch has a distinct 
tactical advantage, both in pranks and in espionage. The line 
between the two blurs in the Old Capital.

Late at night, the Shadow Monarch can sometimes be found 
in Atossa’s courtyard, deep in conversation with the Deilith, 
sometimes even in debate. That Atossa allows this speaks to her 
particular favor for this curious dragon.

Gaius Beryl, Archknight (Season 
Four Enduring Crusader)

The second daughter of the King of Rhimehold, the 
Archknight calling herself Gaius Beryl is known, in the scattered 

villages that bear the surviving descendants of her country, as 
Princess Beryl Green-Eyes. Having left home for a life on 

the tundra at the age of eighteen, five years before 
hearing Enduring Gaius call to her, she stands 
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unflinchingly in the bitter wind and endless 
darkness of her people’s ancient homeland.

Her ancestors worked hard to re-establish 
Rhimehold, and her father and siblings reside in a small old-
fashioned castle closer to the coast. Beryl herself lives in a 
barracks near the mouth of the Labyrinth, the immovable Aurora 
Fortress. There, she leads a batallion of Crusaders in the twin duties 
of culling the Swarm and of escorting and training new recruits 
on their pilgrimage into the darkness. Her reputation is one of 
cold, almost cruel stoicism - Beryl can sometimes forget that not 
everyone is tough enough to spend the night in the Fortress, let 
alone on the floor of the Labyrinth. That said, she will never ask 
her subordinates to do anything she couldn’t do herself, and bears 
scars from a decade spent on the front lines.

Beryl’s wife, an accomplished scientist, insists that the Swarm 
is showing signs of weakening, though Beryl hasn’t seen any such 
signs. Nonetheless, word has spread in the Aurora Fortress that the 
time may be coming when Gaius will call them to a decisive final 
strike, one that will reclaim the land for humanity. If Beryl herself 
believes the talk, she has hidden her optimism carefully; as far 
as she is concerned, she has devoted her life to the protection of 
humanity, and so will the Crusaders who follow her.

Beryl always speaks in these terms. “Humanity” rather than 
“Rhimehold”. Beryl resents being called a Princess. She considers 
it her duty to protect humanity as a whole, not her family’s interests. 
Her wife is her family, the Fortress is her castle, her Crusaders are 
her court, and the rest of the world is her nation. 

And those who know Beryl can tell that she is very happy 
with this arrangement.
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Reinmaster Hronne 
(Season Three Windswept 
Cavalier)

Hronne looks simultaneously older and younger than 
he is. His short stature, broad smile, and wiry limbs make him 
look at a distance like an adolescent, but the lines radiating from 
his eyes and the odd quiet in his expression make him seem quite 
old. He credits life in the country for both his youthfulness and 
maturity; as the sole proprietor of a small ranch on the border of 
the Great Forest, he spends more time around animals than people.

The Reinmaster, as he is called by his fellow Cavaliers, is 
one of the few people in the world to raise Cloud Elks. On his 
ranch, called the Oriole, there are no fences or paddocks, as the 
creatures could simply fly away if they wanted. Rather, they stay 
willingly, and all of them seem to trust Hronne completely. Like 
many Cavaliers, he can speak with them, but he also seems to 
have a genuine understanding and rapport with the creatures. He’ll 
engage in whispered conversation with the elk even when there are 
human beings around, and even laugh at their jokes.

Hronne will never sell an elk. He doesn’t view them as a 
commodity, after all, but as friends. If a pilgrim comes to him 
seeking a way to get up to Windswept Tomyris, he’ll gladly 
introduce them to his herd, and even put in a good word if he 
likes them. The rest, he says, is up to the elk. He mostly makes his 
living renting out his spare room to people, and teaching would-be 
Cavaliers the finer points of elk husbandry. 

Sometimes, traders come to the Oriole Ranch to purchase 
pelts. Hronne is protective of his herd, and the local wolves and 

wildcats fall to his bow as soon as they show their faces. He 
laughs it off, but his skill with a bow makes him an 
extremely dangerous man when pushed. 
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Alvar Orre, 
Cartographer General 
(Season Four Volcanic 
Tracker)

Alvar Orre’s voice booms through the hallways of the 
Checkerboard Lodge, sometimes audible even on the streets 
of Hushwave City. The leader of the local agency of Volcanic 
Trackers, Alvar’s main job is to maintain a relatively-current map 
of the Coral Coast. This means regular sorties, both on his own 
and with his fellow Trackers, and careful information-gathering. 
You wouldn’t know it to talk to him, as his enormous, boisterous 
laughter doesn’t seem to leave room for much else, but Alvar is 
always watching, always thinking. He’s not an easy man to surprise.

A veritable mountain of a man, standing head and shoulders 
above most of his allies, Alvar has lived in the Coral Coast his 
entire life, and loves his homeland. He says mapping is his labor 
of love, and compares it to painting a portrait of a lover, just one 
who needs to be re-painted every day or else people interacting 
with them will be killed.

He thinks this is a very good joke, so he tells it often.

He also tries his best to teach pilgrims the ways of the tropics. 
This doesn’t always work out - he’s lived in the area all his life, so 
there are many things that come as second-nature to him and can’t 
be easily explained. The real lesson of the tropics is alertness and 
resourcefulness, and neither can be taught; in the end, Alvar just 
sends pilgrims into the jungle, with strict instructions to return to 
the city if they find themselves overwhelmed or out of supplies. 
He sends them with a copy of his very latest map, too, in the 

hopes that it will get them to Sceafing unharmed.
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Monsters
In this section, you’ll find some sample monsters. Some 

of them, like imps and horrors, are monsters you can expect your 
party to fight, and some of them, like Noble Demons, are monsters 
you can include for a different kind of challenge. They don’t have 
full character sheets like a human character would – this is to make 
it easier for a GM to modify them, or even create new ones. Instead 
of rolling a specific skill/facet combination, determine whether 
the effect (say, for example, an attack from an airborne-specialist 
Navigator) is physical or mental, and then roll the amount of dice 
listed.

There are a couple things to remember in this section. First, 
feel free to use these as templates to come up with your own special 
encounters, ones that fit your party and the story you’re trying to 
tell.

Second, try and keep an escape hatch open for your players 
when they encounter powerful creatures like Noble Demons. 
While they can’t survive a head-on physical combat, they might 
still end up in a dangerous situation. Take a toll on them, of course, 
but try not to put them in a situation where they have no choice but 
to fight. Maybe the dragon is looking for somewhere else to live, 
and wants information from the party, or maybe the Noble Demon 
is bound by an ancient promise not to leave a specific place. 

Horrors
Horrors are all that remains of the wars that once ravaged 
the continent in its ancient history. They’re technically 

amalgamations of spirits, rather than single ghosts, 
and almost never have any humanoid features at 
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all. They’re purely physical creatures once 
they rise up out of the soil where they sleep, and 
they attack anything they notice without mercy. 

Horrors only appear at night in places where battles have 
been fought; they are common on the Goathome Veldt and on the 
Bright Waste. Once daybreak comes, they sink back into the soil 
and return to their fitful sleep.

Phalanx

Phalanx is a round, almost spherical creature the size of a 
garden shed covered with enormous plates like the shells of scarab 
beetles, iridescent, green-blue and shining. Whatever lies beneath 
the plates is hidden at all times; one cannot see its legs, or mouth, 
or even its eyes, if indeed it has them. It moves by rolling along 
the ground of the Veldt, causing a deep rumbling sensation in the 
ground for miles and waking the sleeping goats, leaving a trail of 
churned-up earth behind it as it moves.

HP: 20

Scatter: 10

Rolls: 2 versus mental effects, 6 versus physical effects

Armor: 2

Actions: Phalanx takes 2 actions per round.

Attacks:

Advance: (Opening: None) Phalanx rolls suddenly forward, 
rolling over anyone in its way. Party members can move out of 

its path, but cannot cancel the motion itself. 6 die to hit, +2 
damage.
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Sting: (Opening: Target no longer within 
range) Phalanx suddenly opens a crack in its 
shells and jabs out with a long, pointed appendage, 
segmented like an insect’s leg and dangerously sharp. 2 
dice to hit, +1 damage

 

Broadside

Broadside appears as a ribbon made of deep-black shining 
scaly plates. Where the plates hinge together there are six perfectly-
round holes about the size of a small orange. A gold-colored light 
emits faintly  from these holes when Broadside has been roused. 
Its head is skeletal, long, and full of teeth, though more black 
plates cover the eye sockets completely, with gold light piercing 
through the joints between these plates. Vestigial fins hang limply 
to the ground in a curtain of tattered skin, and it moves slowly, 
with a pronounced sound of wind.

At the end of Broadside’s turn, it fires. Jagged, salt-crusted 
chunks of iron ore fly out of the holes in its sides.

HP: 15

Scatter: 5

Armor: 1

Rolls 4 against mental and 4 against physical effects

Attacks:

Fire Broadside: (Opening: None) Fires six iron lumps from 
its side. It chooses a side to do this, and divides up its attacks 

evenly among party members standing to that side. 4 
die to hit, deals +2 damage.
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Shrapnel Storm: (Opening: None) (3 
Scatter) Broadside roars, and the nearby wood is 
torn to pieces, flying into the air and filling it with 
splinters. Party members standing anywhere in the room 
must make Adaptability/Athletics rolls of 1 or take 4 damage 
and become Frightened.

 

Siege

A lumbering Horror the size of a horse, Siege has no definite 
form and moves by extending a part of its amorphous body forward, 
shifting its weight to rest on its new center of gravity, and pulling 
in its backmost part. It is stony gray in color, perfectly matte, and 
could be mistaken for a boulder if not for the red haze it leaves in 
the air behind it. Once it has decided to inhabit a place, it will not 
leave, and this red haze will linger even in daylight, worsening the 
longer Siege occupies the land. During the night, when it is active, 
it will attempt to devour anyone it encounters.

HP: 25

Scatter: 10

Armor: 2

Rolls: 6 against physical effects, 4 against mental effects

Actions: Siege takes 2 actions per round.

Attacks:

Isolate: (Opening: None.) Siege’s red haze wraps itself 
around someone, dulling their senses and severing their bonds 

to the rest of the world. 4 dice to hit, +0 damage. If 
attack deals damage, target must roll Adaptability/
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Humanity or become Isolated until the end of 
their next turn.

Batter: (Opening: No target standing adjacent) 
Siege reaches out with a pseudopod, slamming it down on an 
opponent. 2 dice to hit, +4 damage

Artillery: (Opening: No target within line of sight) Siege 
flings a piece of its body at the target, a chunk roughly the size of 
a melon. After the strike, the piece fades into the ground. In order 
to do this attack, Siege must spend 3 HP. 4 dice to hit, +2 damage

Lesser Daemons
Daemons are minor demons who cling to Noble Demons like 

seabirds to a ship. Some of them are servants, created by the Noble 
Demon to perform minor tasks for them, while others are just 
hangers-on attracted by the power of their race’s real paragons. 
Like Noble Demons, they can be corporeal or not, partly depending 
on their nature and partly at will. 

They are peculiar, twisted creatures. Their demonic nature 
manifests in surreal, mysterious appearances that could never be 
mistaken for natural creatures, even if they try. They may have 
an odd luminance, or the wrong number of limbs, or give off a 
strange scent. Lesser Daemons can be self-aware, but not usually 
particularly intelligent.

PrincessǷAttendant

A horde of phantom sea creatures circle around the islands 
where the Princess of the Southern Isles lives. Transparent 

and ghostly, luminous blue, this menagerie feeds on 
her power, helping her feed on human lives in a 



UnfamiliarWorld

127-Monsters

symbiotic exchange. They do not recognize 
the barrier between sea and air, moving 
effortlessly between them without so much as a 
splash in their search for ships to bring to the Princess.

HP: 25

Scatter: 10

Armor: 1

Rolls: 2 versus physical effects, 2 versus mental

Attacks:

Haunt: (Opening: A spell is cast during the attack) Princess 
Attendant’s eerie glow intensifies, pulling a person away from 
themselves and out into the ocean. 4 dice to hit, +1 Scatter damage. 
If attack deals more than 2 damage, target becomes Isolated.

Lash: (Opening: No target within range) With a fin, or 
tentacle, or whatever it has at its disposal, Princess Attendant lashes 
out physically. The touch of its body feels like a cold morning fog, 
sending a shiver through the target. 3 dice to hit, +2 damage.

DuchessǷPieceǷ–ǷPage

A small piece of the Emerald Duchess, Page serves as her 
primary messenger and attendant. Page appears to be a small 
person with golden skin and a vague green iridescence. It wears a 
loose-fitting robe but no other clothing, as its body is featureless 
and largely improvised. Page has wide green eyes, and though it 
appears sentient, it is little more than the Duchess’s mouthpiece, 
speaking in her voice and taking people to see her only if they 

seem sufficiently obedient. Page will deliberately try and 
infect party members to encourage their compliance.
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HP: 40

Scatter: 30

Rolls: 2 against physical effects, 4 against mental

Attacks:

Infect Graze: (Opening: No target within arms’ reach) 4 dice 
to make contact. Page will reach out to touch someone – anyone 
touched by Page becomes infected.

Fester: (Opening: None)  Page begins so glow a sickly green, 
and so do all of its spores. Anyone who Page has infected takes 1 
damage for every 2 Scatter Page chooses to spend, up to 6 Scatter 
per turn.

Emerald Haze:  Page can spend 4 Scatter to dissolve into 
a cloud of greenish spores and ride on the wind. It can take no 
other actions in this form, but also cannot be damaged by physical 
attacks. If someone makes contact with the cloud, Page can spend 
2 Scatter to manifest a physical hand and infect them.

 

Imp

A small Lesser Daemon seeking primarily to cause trouble, 
an imp is somewhat aware of itself and its surroundings, but is not 
particularly intelligent. It looks like a tiny human, often bluish or 
pinkish black in color, with eerie animal features and a stooped 
neck and back. Some imps have little wings they can use to propel 
themselves through the air, but others merely float as if the 
presence of wings was never truly necessary.

HP:5 

Scatter: 20
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To Hit: The difficulty to hit an Imp is 3

Rolls: 1 against physical effects, 1 against 
mental

Attacks:

Tempt: (Opening: More than one opponent acting on this 
turn) Target must roll Adaptability/Humanity against a difficulty 
of 2 or lose 2 Scatter and become Isolated.

Fire: (Opening: No enemy within line of sight) +4 to attack, 
+2 damage. Imp throws a small ball of live flame gathered from 
thin air.

Noble Demons
The highest echelon of demonkind, Noble Demons are so 

far above and beyond humanity that they should never be used as 
combat encounters. They are puppet masters, they are obstacles, 
and they are even survival challenges, but they must be overcome 
with trickery, diplomacy, or stealth rather than sheer strength of 
arms. 

Noble Demons declare themselves to be royalty and nobility, 
and they consider human claims to the same titles quaint and cute, 
but do not otherwise even recognize them. The Princess of the 
Southern Isles, for example, would treat a human Princess the 
same way she would treat any other human. They have surreal 
appearances, ranging from extremely fearsome to peculiar and 
bizarre.

Purely self-interested, Noble Demons are 
occasionally willing to deal with humans fairly; 

they recognize their own authority above all, 
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which means they are bound to keep their 
word. In all other respects, a Noble Demon is 
a completely alien intelligence. When placing a 
Noble Demon in front of the party, keep in mind that there 
must be a non-combat way to overcome them, either through 
trickery or careful negotiation or even invoking of another 
powerful creature, like a mature dragon. A Noble Demon is a 
puzzle rather than an opponent. Let your players make skill rolls, 
such as Understanding/Spirits, to know the legends surviving a 
particular demon, and let them know how other people have fared 
against the demon in the past.

TheǷEmeraldǷDuchess

Living in the ruins of the former country of Sterrenvale, the 
Emerald Duchess appears as a nine-foot-tall woman made entirely 
of gold and jewels pieced together into a mosaic. Her long rose-
gold “hair” is pinned in shape with jewels shaped like animals and 
people – these are her Lesser Daemons, which she can detach and 
even give to people. Every space the Duchess occupies changes; 
regardless of its physical reality before she entered it, it shifts 
to become a cathedral-sized hall lined with torches, suitable for 
admiring her.

The Emerald Duchess demands to be worshipped. If she feels 
slighted, she will claim to be impressed by the offender’s courage 
and give them one of her daemons. Though it is dormant as it is 
carried back, it will eventually awaken, spreading disease among 
the offender’s community until it is defeated or the Duchess can be 
convinced to recall it. Victims of the Duchess cough up a radiant 
green light, and grow deep, infected pustules filled with green 

fluid.
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TheǷMarquisǷofǷtheǷLavaǷPlains

Known to the population of the nearby coastal 
towns as The Pursuer, the Marquis wanders the lava 
plains of the Coral Coast, alone. He appears as a silhouette 
of a man in a hood, conspicuously carrying a sword at his hip. 
Those who have had a chance to observe him more closely have 
said that the hood conceals a face completely featureless save for 
an enormous grinning mouth lined with sharp, bloody teeth. He 
is called the Pursuer because, upon seeing someone walking the 
same lava plains, he will follow them, trying to catch up with them.

No one knows what became of the Marquis’ Lesser Daemons, 
though most stories claim he killed them all himself, and will kill 
any daemon that tries to attach itself to him. This seems unlikely; 
all the Marquis seems to ask for is company on his walk. He will 
become angry if he is snubbed, but if he finds someone who will 
walk with him and make conversation with him, at the time of 
parting he will reward them by presenting them with his sword, a 
piece of his being as a demon. Heroic tales from the ancient Coral 
Coast depict his demon blade in the possession of the hero Koa, 
before he became the coral spirit.

TheǷPrincessǷofǷtheǷSouthernǷIsles

The Princess of the Southern Isles inhabits a particular 
rocky islet to the south of Amylte. Travellers between Stageport 
and Hushwave City must be careful not to approach her territory 
too closely; the Princess is only interested in devouring humanity. 
She appears as a tall, androgynous person made of luminous blue 
water, with a great black octopus mounted on her shoulders. If 
she can lash out with her long tentacles and catch someone, she 

will absorb and devour them, dragging them into herself as 
the light grows to a searing blue flame. No one has 

ever spoken to her and returned, and little is known 
about her. She is only to be avoided.
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When a ship approaches too close to the 
Princess’s territory, it starts to face her Lesser 
Daemons, great spectral jellyfish that float through 
the air as easily as through the water and reach out to grab 
humans and drag them into the sea – presumably, back to the 
island to be devoured by their mistress. They only barely have 
physical forms, and, if forced to Over-Scatter, will deflate and 
crumble to dust.

Dragons
Dragons prefer to live apart from humanity, so people know 

little about them. They sometimes inhabit isolated ruins, or caves 
deep in the wilderness, where they can go about their business 
unmolested. In their natural forms, they are great serpents that 
come in a variety of colors, though they always shine like pearls, 
bearing magnificent manes and claws. As they grow older and 
more intelligent, they gain the ability to control their shapes; an 
adolescent dragon can easily appear human, and a mature one can 
switch between human shapes at will.

Genderless and asexual, dragons are created in the Bond 
Corridors, the lines between stationary Deiliths where the energy 
of the gods pulls strongly in two directions at once. As such, they 
often struggle with the concepts of sex and gender even after 
learning to change their shapes, and almost always manifest as 
androgynous humans unless they put in a concerted effort to 
gender themselves. When they are first “born”, they are no larger 
than garden snakes, though their lifespan gives them plenty of time 
to learn new shapes and ideas.

Ashes

An adolescent dragon living on the Goathome 
Veldt, deep in the ruins. Ashes prefers to be away 
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from noise and bustle, in a place where they 
can fish in peace. Currently, Ashes is hunting for 
a nice ruin with access to an underground or hidden 
waterway.

In their natural form, Ashes is pearlescent green in color, 
roughly ten meters long with a head the size of a small car. They 
have recently learned to take a humanoid form, that of a tall, 
androgynous person with long greenish-white hair, but are not 
really well-studied enough in humanity to convincingly pretend 
to be a human. If they encounter humans, they will struggle to be 
a good host as a way of testing their abilities, to see if they can 
carry on a pleasant social call with humans. They don’t necessarily 
object to a brief visit, but they believe quite firmly that the strong 
have the right to make decisions, and will likely lash out against 
anyone who gets in their way.

Silence

A young dragon who inhabits a high plateau in the far west. 
They have not yet learned to take a human form, though they have 
tried with some success to become a red eagle. Their scales are 
naturally a brilliant red, and the glint from their body has given 
their home the name Sunset Plateau. Silence is naturally roughly 
the same size as the Cloud Elk they try to hunt (with limited 
success), but they have a whole lifetime to learn. Silence often 
feeds on smaller deer and other herbivores instead, stymied by the 
speed of the Cloud Elk. They are currently engrossed in studying 
the ways of the wilderness, and hope to gain more animal shapes 
as they grow older.

Humans are a foreign concept to Silence, who has only ever 
encountered one and didn’t particularly like it. (Reinmaster 

Hronne, it should be noted, does not like Silence 
either.) 
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Automatons
During the Last War, people fought 

alongside mechanized creatures made solely for 
war. While the battlefields of the Last War have long since 
been buried, these automatic warriors were not destroyed in the 
cataclysm. Many of them were damaged, and most of them were 
lost, but they remain active, waiting for some sign that the battle still 
needs their aid. Most automatons will, upon waking, immediately 
lash out against anyone they see. They are not intelligent, at least 
not as far as scientists can determine, merely continuing to serve 
their purpose as they understand it, if indeed they do understand 
anything.

Most remaining automatons sleep in the Goathome Veldt, 
where the battles of the Last War were interrupted. Like Horrors, 
they preserve the area’s battlefields as uninhabitable wastelands, 
preventing human beings from reclaiming their old normal lives.

Sentry

A small automaton about the size of a dog. It was once 
mobile, judging by its many legs, but several of them are broken 
or missing, leaving the two remaining ones splayed out in the soil 
like tree roots. It has a long, thin body with a bulbous “head” that 
swivels around in every direction. If it observes anyone nearby, it 
will attack.

HP: 10

Armor: 2

Scatter: 30

Rolls: 4 against physical effects (Except where  
movement is required – then, Sentry rolls only 2), 8 
against mental effects.
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Attacks:

Beam: (Opening: No target in line of sight) 
Sentry emits a beam of brilliant light that sears into 
its target. 2 dice to hit, +3 damage.

Bash: (Opening: No target adjacent) Sentry uses its flexible 
body to swing its head at a target. 4 dice to hit, +2 damage.

Artillery

Until recently, Artillery was buried in the Veldt, in the side of 
a hill overlooking a broad plain. One spring, a heavy melt followed 
by a storm caused half of the hill to fall away in a landslide, freeing 
Artillery from the earth. It was always designed to be stationary, 
and now it is anchored in the sheer side of the hill, its corroded 
metal face peering out of the mud to survey the terrain.

HP: 20

Armor: 2

Scatter: 40

Rolls: 4 against physical effects (except where movement 
is required – then, Artillery automatically fails), 6 against mental 
effects

Attacks:

Beam: (Opening: No target in line of sight) Artillery shoots 
a beam of concentrated light at anyone it can perceive. 6 dice to 
hit, +3 damage

Quake: (Opening: None) Artillery fires into the hillside, 
causing the ground to shake. Anyone standing on the hill 

must roll 2 or more successes on Adaptability/
Athletics or lose any unspent actions from this 

round.
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Beasts
The term “beasts” in Heroic Chord refers to 

any sort of mundane animal, even animals that may 
not exist in our world, like shorecats. By and large, beasts 
attack to defend themselves or their territory, or in an attempt to 
eat the party members.

Shorecat (Large ambush predator)

Native to the Coral Coast, Shorecats prowl the lava flats and 
beaches in search of seabirds, which make up the bulk of their 
diet. They’re roughly the size of a husky, and covered in scales 
like those of an armadillo or pangolin, in shining lead gray. Their 
features straddle the line between feline and reptilian, with wide 
yellow-green eyes and prominent fangs. Shorecats have powerful 
legs capable of incredible leaps; they have even been seen plucking 
seabirds from the sky.

HP: 10

Scatter: 15

Rolls: 4 dice versus physical effects, 2 dice versus mental 
effects

Attacks: 

Swipe: (Opening: Target is no longer in range) A short-range 
attack with powerful forelegs. 4 dice to hit, +2 damage. 

Pounce: (Opening: Target is no longer in line of sight) A 
long-range jumping attack meant to bear an unaware opponent to 
the ground. 6 dice to hit, +0 damage.
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WildǷCloudǷElk (Large herbivore)

Most of the Cloud Elk your party will 
encounter are accompanied by Windswept Cavaliers; 
they live in the wild, too, but they typically avoid humans 
whenever they can. Timid creatures, they use their powerful 
wings to escape dangerous situations and flee to higher ground. 
They prefer to live on high plateaus and elevated boreal forests, 
well away from the rest of the world, where they can graze in 
peace. 

HP: 12

Scatter: 10

Rolls: 4 dice versus physical effects, 2 dice versus mental 
effects

Attacks: 

Kick: (Opening: No target standing behind) The elk kicks 
out with powerful hind legs. 2 dice to hit, +3 damage.

Headbutt: (Opening: No target standing in front) An attack 
with the elk’s strong neck and prominent antlers. 4 dice to hit, +3 
damage.

WhisperǷGoatǷ(Medium herbivore)

Silenty grazing on the Goathome Veldt, Whisper Goats are 
known as much for their love of mischief as they are for their 
mysterious sound-absorbing wool. They seem to actively delight in 
stealing from people, ambushing them, and knocking things over, 
which makes them exceptionally difficult to domesticate. When 

they have a full coat, they are effectively deaf; the sound-
muffling quality of their wool works both ways. 

They make up for this by being canny observers 
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and having sensitive hooves and legs capable 
of feeling heavy movement in the earth. Once 
a goat has been shorn, it often retreats somewhere 
quiet, unable to process the sudden intensity of sounds.

HP: 8

Scatter: 6

Rolls: 2 dice versus physical effects, 4 dice versus mental 
effects

Attacks: 

Headbutt: (Opening: No target standing in front) An attack 
with the goat’s prominent horns. 2 dice to hit, +1 to damage.

Leaping Kick: (Opening: Target moves adjacent or further 
away) A mid-range attack using the goat’s powerful jump. 2 dice 
to hit, +2 to damage.

WastewolfǷ(Medium predator)

Wastewolves are not particularly large – a large one is only 
about the size of a spaniel or other medium-sized dog. They hunt 
in packs, and what sets them apart from other wolves is their 
uncanny endurance. Acclimatized to life on the Bright Waste, 
these tundra predators can hunt their prey for days on end, through 
pain, hunger, and savage cold. They rely primarily on their sense of 
smell, ignoring the tundra’s brilliant daylight and perfect darkness 
entirely, and their heads and eyes are covered with a thick layer of 
shaggy fur. 

HP: 8

Scatter: 10

Rolls: 6 dice versus physical effects, 2 
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dice versus mental effects.

Attacks: 

Bite: (Opening: Target no longer adjacent) A melee 
attack with savage jaws. 2 dice to hit, +2 to damage.

Nip: (Opening: Target no longer adjacent, no allies nearby) 
A harrying attack meant to wear away at an opponent. 4 dice to hit, 
+0 to damage. The next attack against the target gets an additional 
dice to hit. 
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