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Basic Moves

Bend Reality

You invoke an arcane ritual, uso a strango device, o draw on your
Yo

Engage An Entity

Offer Comfort

afolow

You stand fim
insisting on

Galing forth miracies... of nightmares.

Roll +Iron Will

On a hit, choose an Effect:

Entty’s scruiny. or atomping 1o shame o ind o Enity

Roll +Stout Heart

n a 10+, choose an Effect fom the st below. On a 7-9, you may
il choose an effect from the st below, but before you do so you

of rndship

Take Up Arms

orjuststen
and fears

You
wanderer, el them

Roll +Folk-Wise

On a h, your fellow wanderer clears 1 Struggle. On a 10+, both
you and your ) of

o be

endurance, or mobilty o accomplish an amazing physical feat.

Clear 2 Harm ealt o you or another.

Create a barior or passageway that lasts unti you dismiss it

"Doal 2 Harm (conspicuous, ranged, supernatural.

approprate.

The Entty ot you a you compankons pase trough o sty
the area unharmed, but it wil not protect y

The Entty will rant you a smail boon or favor, at a time and place of
its choosing.

T Enty wiltolyou  stor o ansora idd: you may a5k s

end.
Observe another placo or tim.

Summan an Eniy, over which you have no direct control, into the

Tomporarly enchant a mundane atack, giving i +1 Harm and
(supernatura).

Temporariy grant Defense o yourseifor another

On a7-9, in addition to choosing an Effect, you must
also choose one Complication:

Th effec requiros your full atention or some timo.

What," “When," “Whero," How,"or
Why.
The Enty willtake ane action of s choice against afoe of your
choice.
You may causs the Enty o fee, biefy, from tho arca.

You or another wanderer can apply the divine tag (o 0no of your
attacks, allowing t 0 harm the Entty.

Know Their Mind

You ry o understand the molives, goals, or behavior o a Scrivener
Charactar or another wanderer

Roll +Folk-Wise

your choice.

Outwit

You use your wis and clovorness to solve, avoid,or 0scape a
roblem o a isky situation

Roll +Nimble Mind

anyway.

Take 1 Harm (superatural, iores defenso).

You break realty in some small but horrifcor dsastrous way.

You draw immediate, dangerous attention o yoursel.

Onahit, you may ask the Scrivener or that wanderers player one
Question about i chrslrratbein i "t
Where," When," Why,“or ‘How." The Scivener or that wanderer's
layer wil ansvr Ronesy. At you have aske s queston. you
gain +1 forward to the next move you make againstof invaving that

On a 7-9, you give somathing away in the process of studying the
athar rharn( tor The Scrivener o the ather wanderer's player may
you a question which you wil answer honesly.

On a 10+, you avoid whatever negative consequence was
previously headed your way.

0na 79, you manage to deay ordistract the problem for e
moment, bt s only a mater of tme before i wil come back
Seek Insight

You callupon your snses, knowlde, and o o uncovr e
ruth of what's going on around you.

Roll +Nimble Mind

Ona 10+, hold 2. Ona 7-9, hold 1.

You may spend 1 hold o ask the Scrivener a queston about your
uroncige o ki egns W W1 e her,
“When,  “How.

“The first time you uss the insight you gained o inform your actions,
yougin 1 fovar,aslong as W nformaton s cren o

Party Moves

Ssome goal.

Roll +Stout Heart

On a hit, choose an Effect:

Deal your weapon's Harm to a Foe.

Protect another wanderer from an incoming threat.

footing,

their weapon)
Temporariy distract,incapacitats, or waylay a Foe
On a7-9, you must also choose a Drawback:

A Fos deals its Harm to you.

omething important, such as time, ammuniton, or
osition of safty

ou must give up

Vour atack has an unintended and dangeraus consequence.

Withstand

‘Something makes you feel fear, pain, o pressure, but you atlempt it
anyway.

Roll +lron Will

+, you sucoeeded by overcoming the feelings or forces.
hoking You ek O -6, whet yo whried o 1 you
diminished or shaken: take -1 forward,

‘These are moves made by all wanderers present, whether that's 1 wanderer 2 wanderers,

whole scenes.

Rather

K1 Experience.

Wap

amiss. allof the

Lift Everyone's Spirits

Each wanderer may choose fo conlrbutes something o help Lit

Make Your Case

e \he Sctvaner charalorofrs  oques.a v or s at

(ustialy g ey Spen 1 ters o). 11 o e

Evoryone's Spiis, such as tolng a al,
eversgecamp el shatng o et of wiersity o g he

evenvons contute. roll+1

they w I both

© pat
they w o o ey 5

0.
or past actions put them in 2 bad light or make them seem
untrustworthy 1o the Scrivener character, the party ol -1

On a 10+, each wanderer 3
Fallowship. On & 7-9, each wanderer who partcipated in the scene
‘gains 1 Felowship.

Ifthe party

Scivener

vy o e iy ko o wandoros v 11,
currently under the conirol or strong influence of your foes, oll -1

e dterining how el th wanderer now h ot
i, or P

Charatie oy dd 110 o ol Mo, one
present may use information they gained rom Know Their Mind

the move now to ry and get information they can use whle the party

Makes Therr Case.

it e Scuenerchracer il ivo the party what hey
requosted. On a 10+, the Scrivener c
okon of htr estoor of respoc, and e pay takes +1 lonward
tha o tey Make Thi Cas,as el raputation o e
alings has spread.

alsogres e pay

Stay on the Pat
o e o O
may affcta ivon Stay o i Path ol n i way. This o may
be one leflover from a previous move, of they can make the move:
ow 10 ry and gain a ho

Other Mechanics

Stop to Rest

Ifthe plac the wanderers have stopped i relatively safe, ol +0. If

before the rol s made.

On'a 10+, all the wanderers gain 2 holds. On a 7-9, each wanderer
‘gains 1 hold. Spend 1 hold fo one o the following Effect

Cloar 1 Harm from yourself or another wandsror:

Gain a hold that can bo spont for a +1 forward 0 any move
or ther o
tme thepary Siops (o Res Anunspot o may bo spnt (b one
‘anderar only) on the new Stop to Rest

Requires 2 holds: clear 1 Struggle from yourself or another
wanderer

Fellowship

Fellowship s a

o, p
Felowship can tum a miss o 2 -5, or a -9 nto a 10+

1 point of

A Willing Sacrifice

When you make a Wiling Sacific, tel the

door give up, happen as a result The

to make sure that

You may spend

e ik Fosresar Yo s ool ke 5 W e A e e o i ke b Yo can e
Folowship on Party Moves

pend 1

move, but more:

Ifyou convert a miss into & hit using Fellowship, do not mark Experience, since the miss did no happen.

The Ultimate Sacrifice

fimat
Milestones. You gain a number value

For 1 hold
Cles o an

Creatoan opportn

For

e ancther wandersrcne of your Plaaoks une e

i uin one of the Adversary's current Grand Designs
Take ot an Aniagoniet for 0.

Ensure tat your e et vialnomaton o rosurces
e of the effects of  Willng Sax

Gain cifie.
Provonta mas fossof o or dostrcton of something mporant.
foes.

uta large number of minor

fures for free.

 you choose fo make your

Utimal Sacic, ol he Scrvenar s what yous doi Then, a0dup oo your curant nmarked i b and o o o marked
ofthe folowing effects:

the Wiling the

urrent situation:

Your sacrifce defuses a dangerous siuation, at least or the moment
our sacriice ensures the party's safey fo the ime being

Your sacrifce overcomes a major obstacie facing the party.

the themselves or their

the wanderer

felow wanderers:

Allwanderers present gain 1 Experience.
The wanderer who mads the Willng Sacriice ciears 1 Struggle

Each wanderer present gains 1 Fellowship.

























Features
Choose three features from your Playbook's ist when you start with this Playbook. You can add more with Miestones!

ey youre
o whether you chose
of course
My ame s Toms From.
1
e Fa ompanio

& Expression Body Clothing Age

&
€
&

Backstory: THE OTHER HALF

You to another started
the Road. Wite down that other wanderer's name and the nature of your relationship. (Your Other Half)

As part o establishing identiy Other Half, and an
jour own. For each Goal, pick one Trait and mark it as special. When you make a move that pursues one of your Goals and
the move you are making uses the corresponding marked trait, you gain +1 forward (o that move.

HARM

[m]

Defense: [

ATTACK

FELLOWSHIP

a [m] 0

FOLK-WISE IRON WILL NIMBLE MIND
) orr Gomtor Wihsiand ook i
[
[= 0 0 0
) O u] 0
o O 0 m]

11you ke & eaturo nat invaives choosing rom a st o opons,or cn wich has a "poal”of spendab résources, youcan fid theso under e "Ad-Ons
el Tt abetcally, ot by P

vonus vsing VLOOKUR. I anyone

howta do . ® scor al asniathysscrbe’, and Pk you i advance!

EXPERIENCE

COoO000000

a a
O O
[m] [m]
[m] [m] =) [m) ]

Faithful Companion Milestones.

Take +1 to Folk-Wise
Take +1 o Iron Wil

Take +1 to Nimble Mind You wil survive your Ulimate Saciifice
Take +1 o Stout Heart

Take another Faithful Companion feature

Take +1to any Trait, o @ maximum score of +3
Take another Faithful Companion feature Gain two more Harm boxes

Gain one more Harm box Take a Legendary Feature

000 OO0,

Take a feature from another Playbook Take a Legendary Feature



















Features
Choose three fealures from your Playbook's list when you start with this Playbook. You can add more with Miestones!

Destin. Prophecy Fate. Butwhatdoes it
you, whether
ocauss for ot oven o you
Wy name s T aimpto, honest Farmiess Fom.
and 1 am.

The Fortune-Favored Fool

Expression Body Clothing Age

2,

%,
%,

Backstory: THE CALL OF DESTINY

Whether you like it or not, fate has something i store for you. You take +1 forward to any move that immediately and tangibly
brings you closer to your fortune. Choose one or more of the following fortunes:

When you tum away from an opportunity to fulil your ate, you gain 1 Experience. What repidations do you have regarding your
fate? Choose one or more of the following optons:

FOLK-WISE IRON WILL NIMBLE MIND
Know Their Mind
Offer Comfort

Reality Outwit

Seek nsight

Traits

0 0 0

[m] [m]
HARM o o

0 O ATTACK
Spincless FELLOWSHIP 0O [m] [m] a (]
EXPERIENCE

Struggles

[ p———
n T

Notes and Tips for Using This Character Keeper Faithful Companion Milestones

Milestones ave marked at
Take +1 to Folk-Wise
Take +1 o Iron Wil
Take +1 to Nimble Mind You wil survive your Ultimate Saciifice

Take +1 to Stout Heart Take +1 1o any Trait, 1o @ maximum score of +3
Take another Fortune-Favored Fool fealure
Take another Fortune-Favored Fool feature.
Take a feature from another Playbook

Take a feature from another Playbook

1 you ke featuo thatinvoies choosing from a st o opons,of cn which has a“poof”of spendabe esaurcas, you can id these under he “Add-Ons
col “ iphabaticaly, o by Playbook). e copy s ack-on o he cals st b

Advanced Milestones

g feature. Al the moment
5 Using VLOOKUP. I anyone has any ps fo how t do tis,fel roe o message me on Discod a ‘asharnysscrbe, an thark you i advance!

Gain two more Harm boxes
Take a Legendary Feature
Take a Legendary Feature

PO00D0o00)



















Features
Choose three fealures from your Playbook's list when you start with this Playbook. You can add more with Miestones!

once, amiy. you al ied,
orh wil o Thoso On g,
martal odor you once beonger 0. Now he (9acy, an thi budens fall ntrey apon your shouders.
Wy nama s The Lastof .
and 1 am.
elLa ampio
Expression Body Clothing Age

Backstory: THE OLD ORDER

i you make a Willing Sacrifice in service to one of the Oaths of your order, you gain 2 Experience rather than 1. Choose two of the
following:

Mark 1 Strugy
¥

Traits

Struggles

1100 take & eatro nat invoives choosing rom a s ofoptons.or cn wich has a"poo” o spr
col et

(and)

jgle when you are confronted by a person, force, or Eniy that you befieve contrbuted to your Order's Downfall, but
/ou are unable or unwiling to avenge yourself upon them in some way. Choose two of the following causes:

(and)
FOLK-WISE IRON WILL NIMBLE MIND
Know Their Mind Bend Reality Outwit

Offer Comfort wit

1 Seek nsight

0 0 0

Flippant Infloxiblo Obsessed

a (] O

[m] ] [

dable rosources, you can find these undor the *Add-Ons’
iphabetcally not oy P s addon

HARM

ATTACK

[m] [m] [m]

Crosee one of s fllowing
Wespons, nch s seves s &
Symbolof your Ordor

Defense: []

Give your weapon a Vou may sl choose one of e olwing wesgons,orgain
‘name. Dofense.

FELLOWSHIP

a a a a (]

EXPERIENCE

[m] [m] =] [m] ]

monus vsing VLOOKUP Rowta do i ‘ashiarhysscrbe, and thank you n dvance!

0000000

Take +1 o Folk-Wise
Take +1 1o Iron Wil
Take +1 to Nimble Mind

Take +1 o Stout Heart

Take another Last Champion feature
Take another Last Champion feature
Take a feature from another Playbook
Take a feature from another Playbook

Last Champion Milestones
You wil survive your Ulimate Sacrifice

Take +1to any Trait, o @ maximum score of +3

Gain two more Harm boxes
Take a Legendary Feature
Take a Legendary Feature

oo 00
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Features
Choose three fealures from your Playbook's list when you start with this Playbook. You can add more with Miestones!

Wy names Tam Fom.

and 1 am.

The Loyal Soldier

Expression Body Clothing

",
KX
%,

Backstory: AMATTER OF HONOR

You are sworn to the service of a powerful and influential Patron. Choose one option from the list bolow:

Your Patron has sent you on a Mission of utmost importance. Choose one:

You follow a personal Creed that defines your morals and ethics. Choose one:

You Mission and Creed may, at tmes, come into confict with one another, When faced with such a confict, you'l have to pick
which of the two to honor. Ifyou act in accordance with ission, gain 1 Experience. If you act instead in a way that satisfies
your Creed, clear 1 Struggle as ff you had Snapped.

FOLK-WISE IRON WILL NIMBLE MIND
Know Their Mind Bend Reallty Outwit
Offer Comfort Withstand Seek Insight

0

Traits

HARM

ATTACK |
FELLOWSHIP
EXPERIENCE

Defense:

play it

a
a
a
[m]

[m) 0

Over

=2 (] ]
3
H
(7]

[m]

Notes and Tips for Using This Character Keeper

11you take & eatro nat invaives choosing rom a [t o opions,orcn wich has apoa”of spendab rsources, you can i thess under e "AcH-Ons
col et - s adon

Loyal Soldier Milestones

Basic Milestones
Take +1 to Folk-Wise
Take +1 o Iron Wil
Take +1 to Nimble Mind
Take +1 o Stout Heart

Advanced Milestones

"You wil survive your Ultimate Sacrifice
Take +1 1o any Trait, to @ maximum score of +3

Take another Loyal Soldier feature Take +1 to any Trait, to a maximum score of +3
Take another Loyal Solder feature
Gain two more Harm boxes
Take a feature from another Playbook

Take a Legendary Feature
Take a Legendary Feature

o o o o o

aiphabatcally. not by P »

‘menus using VLOOKUP. I anyone has any tips for how ta do this, fel e o message me on Discord a ‘ashtarihysscribe!, and thank you in advancel



















Vou ramember

smallr. Wasker.

Feature
Choose throe features from your Playbook's lst when you start with this Playbook. You can add mora with Milstones! You also start with
Essence and The Power and the Glory.

o Adversary remmber you 00

Essence

features. You

Wy rames

Btk [ was once.

The Power and the Glory

v i

O ] ]

You ma physial e Eniy
onc wore, Whie n this form. yo may mark 1 Essence 1o urh 7.9 o a 10+ whon
Vo0 Bond Rty or Engage an Ently,of when tho party Makes Thor Caso whi you
aro prosnt. These moves are consdered yout Power and th Giory moves: Thi
ovelation & corian 0 aiact atlenton. gocd o bad. You may revert 12 your mrt
it

Expression

The Once-Immortal

Clothing

Backstory: AN ENTITY,

fou were once an Entiy, bound to a ol

using the affected trait, you

FOLK-WISE IRON Wi

Know Their Mind
Offer Comfort

0 0

Traits

ptvithin this world

Y in
Something has reduced you to his lessar form that you now inhabit taking or shacking some of your power and limiting you to
this mortal body. What caused you to become Diminished? Choose one or more

automaically clear that Struggle.

(and)

LL NIMBLE MIND

Outwit

1 Seek

nsight

0

incredible power.

Though diminished, you st retain a part of your immortal nature, and can call upon that sirengh to resist the slings and arrows of
mortal existence. Choose two Struggles and mark them special. When you have one of those Struggles marked, f you roll a it

Flippant Inflexible
Say or do somathing o

a (]

Struggles

[m]

o oach Tt may be marked at &

Notes and Tips for Using This Character Keeper

11you take & eatro hat invaives choosing rom a st o opons,orcr wich
ol “ -

Obsessed

0

s Paranoid

]

FELLOWSHIP

[m]

e, Startyour journey wit  eneSage

s a"poor”of spendabl resources, you can i these under 1 “Ad-On’

aiphabotcaly. not by P

EXPERIENCE [J

Basic Milestones
Take +1 to Folk-Wise

Take +1 o Iron Wil

Take +1 to Nimble Mind

Take +1 o Stout Heart

Take another Once-Immortal feature
Take another Once-Immortal feature

"menus Using VLOOKUP. I anyone has any s or now 10 o 1, 661 e 0 eseage o DIScord at‘asariysscrbe,and thank you n &dvancel

Harm box
Take a feature from another Playbook

Advanced Milestones

You will survive your Ulimate Saciifice
Take +1t0 any Trait, o @ maximum score of +3

Take a Legendary Feature
Take a Legendary Feature

[m)
o
[J e two more Harm boxes
[m]
a



















re SUPER not from around here. However you came o this world, it wasn'tyour choice, and you have no idea how {o get back nome Ifthere’s a siiver Features
he least Choose three features from your Playbook's list when you start with this Playbook. You can add more with Milestones!

/mmg o all i it thet whatoverprovers you wers deaing it i your word~ and oh boy, dd
times, it soems as if this world and the. lect one another. The diferon, and the stakes may be

oher Yo o e mcelefh e e o ke
‘ne courage, Here,in this world?

Thank you for playing! Please write your name in this cell, so everyone knows who wil be playing the part of.

My name is T trying to get back home to.

And | am.

The One From Another World

Clothing

Expression

Backstory: IT'S ALL SO FAMILIAR

By what means did you leave your worid and end up in the world of the Road? Choose one or more of the following Portals:

Select one of the Parallels that link your problem at home to the problems of this world.

Work with your Scrivener to determine three tasks that, if completed, will solve the problem you selected as part of your Parallel

Whenever you complete one of those tasks, mark a Progress box and select one of the Portal Features. Mark the third Progress

box when you and the other wanderers complete the third task and solve that problem. Then you may either choose a third Portal
eature or you may switch Playbooks as if you had survived your Ultimate Sacrifice.

(Task) (Task) [m} (Task)

Portal Feature:

FOLK-WISE IRON WILL NIMBLE MIND
Outwit
Seek Insight

Know Their Mind Bend Reality
Offer Comfort Withstand

0 0 0 HARM
ATTACK
T— FELLOWSHIP

EXPERIENCE

o hurt o nion o 1o
Overwhelmed Spineless One From Another World Milestones
Once you have mark st 5 Basic Miestones, you may also begin marking.

Allow something bad to happen sa
ould have stopy " ¢ e wandere Basic Milestones have marked at leas!
Take +1 to Folk-Wise .
O Take +1 to Iron Will Advanced Milestones
Take +1 to Nimble Mind
Take +1 to Stout Heart
) . . Take another One From Another World feature
Notes and Tips for Using This Character Keeper Take another One From Another World feature
fi
1fyou take a feature that involves choosing from a st of options, or one which has a "pool” of spendable resources, you can find these under the *Add-Ons" Take a feature from another Playbook
Golumn in the Features Master List. Find the feature you need (they are listed alphabetically, nt by Playbook). then copy it add-on into the cels just below Take a feature from another Playbook

the corresponding feature. At the moment, | am unaware of a way to automatically populate cells with things fike blank checkboxes and pre-filed dropdown
menus using VLOOKUP. If anyone has any tis for how to do this, feel free to message me on Discord at ‘ashtarthysscribe, and thank you in advance!

which you o

Struggles

You will survive your Ultimate Sacrifice
Take +1 to any Trait, to a maximum score of +3

Struggles impose -2 on related Trait while marked. Mark a Struggle when the Scrivener or the rules say to. Only one Struggle
ach Trlt ey be marked at o ime. Start your fourney wih ed.

Gain two more Harm boxes

Take a Legendary Feature

Take a Legendary Feature






















Features
Chooss three features from your Playbook's list when you start with this Playbook. You can addl more with Miestones! You also start with Resist
the Curse and Burdened With Terrible Power.

Vou wers normal nce.

wa tings were. The Road s yourony path orwar.

Burdened With Terrible Power

‘Selact o basic moves and mark thom as your Tarle Power moves, wich are
ected by your

Resist the Curse 0
s Curse or e 1 15 Sourca n some ey

ol +Stout Heart On a 10+, you
vercome o mastr your Curse: gai a hldt use o your Torie
I 715 you may eihar allowyour Curse o manifst
Controlyour Cursa, bt
‘you must choose a compiaton o e Band Roaly st Ona
My name is of. ‘Same cailme. mis, e Scrvaner complcates finge 55 your Curse ovenieims 0
You temporarty

You may spend a hold fom Resist o Curse t proceed as  you had oled a 10+ on
ihese marked mones.

The One Who Bears the Curse

& Expression Body Clothing Age

Backstory: THE CURSE

How i you come t be Cursed n thefrs lacs? Choose ana or more:

Choose two or more optons 0 deserib th efects ofyour Curse

FOLK-WISE IRON WILL

Know Their Mind Bend Reallty
Offer Comfort Withsta

NIMBLE MIND

Flippant Inflexible Obsessed

a (]

- - HARM
AR o ATTACK
(] FELLOWSHIP

or cach Tall may be marked t . EXPERIENCE

Struggles

Basic Milestones
Take +1 to Folk-Wise

Take +1 o Iron Wil

Take +1 to Nimble Mind

Take +1 to Stout Heart

Take another One Who Bears the Curse feature
Take another One Who Bears the Curse feature
Harm box

Take a feature from another Playbook

Advanced Milestones

You wil survive your Ulimate Saciifice

Notes and Tips for Using This Character Keeper Take +1to any Trait, o @ maximum score of +3

1tk  fasture tat vt choceing Fom a it of ton,or oo i ha oo of spendabl resource, o can i these e tha “Ac-On
e Vi P . Siabetcaly. o Lopy 1 sacon Gain two more Harm boxes
Take a Legendary Feature

Choose two more Torrible Power moves

monus vsing VLOOKUP. T ta do i astanihysscive and thank you n advancel
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Features
The factis, thosa ther wanderers? distastof or ‘el 8
e e s o, moen s easteul o el Thoy need someare utean | Choose three foatures from your Playbook's list when you start with this Playbook. You can add more with Miestones! You aiso startwith
‘Schemes Within Schemes.

n ot
ot you'o THEIR snae. Don' ver et them forget ot Schemes

In acdtion o any fy
qong T

i Schma st and oremostn Serce 0 your Mo, ick one ot
o @ Scheme. Boi of you
e Sehom, Servencr h
Wy rame s s ndoror 1
o racolve, choosa anaiher wancere.and maka Up a new Scheme wih e
(your current accomplice)
snd 1 am.
e One o eme ecre
Expression Body Clothing Age

orly ane of you s coming 0ut of tis & winer. Choose one Competitor:

(your competitor’s name)

FOLK-WISE IRON WILL NIMBLE MIND
Know Their Mind Bend Reallty outwit
'] oferContrt Winstand ook night
®
i
= 0 0 0
» Fippant nfexibl Obsessed
o e o - :
=]
2 a (] O
S Overwelmed spineless Paranold
= rYou cout have sopped et anciner One Who Schemes In Secret Milestones
2 [m] ] ] Basic Milestone
[0 Take +1 to Folk-Wise Advanced Milestone
O Teke+itobonwn 00 You willsurvive your Ulimale Sactice
[J  Take +1to Nimble Mind [0  Take+1toany Trait, to a maximum score of +3
] =] =] ) O Take 1 o Stout Hoart
HARM O 0O g Pres= O D) Take anoier One Who Schemes i Secat fesre O Take+1 o any T, 1o masimum scora o +3
[J  Take another One Who Schemes in Secret feature
ATTACK [J  Take a feature from another Playbook [J  TakeaLegendary Feature
FELLOWSHIP O O O O o [J  Take a feature from another Playbook []  TakeaLegendary Feature
EXPERIENCE [ [} [} [m} ]} .
oo — et . oo rssons et
fiemety
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Features
Choose three features from your Playbooks st when you start with this Playbook. You can add more with Milstones!

scom! Butyou know
Succoed,

Tem st known a5 Toutmy companions row call me

The One Who Turned From Shadow

Expression Clothing

Backstory: A HISTORY OF VIOLENCE

Like it or not, your are st defined by your Dark Origin. Choose one or more opton to define the person you used (o be

What Turning Point made you decide to betray the Adversary and side with the wanderers? Choose one or more:

FOLK-WISE IRON WILL NIMBLE MIND

Know Their Mind Outwit
Offer Comfort o Seek Insight

' HARM

ATTACK

Struggles

FELLOWSHIP
EXPERIENCE

cvensr ar th

Notes and Tips for Using This Character Keeper

ot o Foatas Mot o, Fod 2 ot you noe ey o oo sy ok o Byt oo o o000 13 o oot o ol Basic Milestones yourmay a
Take +1 (o Fol-Wise
Take +1to ron Wil
Take +1to Nimble Mind ou willsunive your Umate Sacriice.
Take +110 Stout Heart Take +1to any Trait, to a maximum score of +3

"menus sing VLOOKUP. I anyons has any 15 for ow o 6o s, - Advanced Milestones

Take another One Who Tumed From Shadow feature
Take another One Who Tumed From Shadow feature Gain two more Harm boxes
Take a feature from another Playbook Take a Legendary Feature
Take a feature from another Playbook Take a Legendary Feature
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Features
Choose three features from your Playbooks st when you start with this Playbook. You can add more with Milstones!

of course e
Adversary.
“Among e, bt e owme a5
s,
e One o Wa o Pa
& Expression Body Clothing Age
&
€
&

Backstory: THE BALANCE

Select one of the pairs of Paths below that describe the two worlds you are trying to walk between:

Choose one Traitthat is assosiated with one Path, and one Trait that s associated with the other. Record both below, and mark
one of the boxes to roflect the Path you've been embodying at the beginning of the Road. For whichover box is checked, you gain

+1 ongoing 1o the corresponding Trait, and -1 ongoing to the Trait associated with the other Path,

The lot path The right path
(m] (m]
FOLK-WISE IRON WILL NIMBLE MIND
Know Thair Mind outwit
Offer Comfort Sock Insight
2
5 0 0 0 0 HARM g g g Defense: [
£ efense:
= ] ] a
ATTACK
EXPERENCE O O O 0O 0O |™~easmss
FELLOWSHIP (O a a a a
Fiippant Inflexibl Obsessed
[ ’ g One Who Walks Two Paths Milestones
=) a O O Ba esto
S Overuhoimed Spinioss Parancia L) [Taka <1 o Folk e Advanced Milesto
E | owsomeningoaa o rppen oo . O Take+1tolonwil
& tich you coul v sippes O] Tke +1to Nimble Mind L) Youwill sunive your Utimate Sacifce
[m] ] =] []  Take +1 toStout Heart [ Take +1 1o any Trat,to.a maximum score of +3
) Tke another One Who Walks Two Paths feature
" N [J  Take another One Who Walks Two Paths feature. [ MakeaFinal Choice (see Feature Notes in rulebook)
ofes and Tlps fo g ara [J  Gainone more Harm box []  TakeaLegendary Feature
ot ese ucer e astoner |____LJ___Take @ feature from another Playbook [] Take a Legendery Feature

¥ poor o
olumn n tho Foures Mastr List. Find th foatura you need ey ar ised aphabeicaly, not oy Playbodk). 1 opy 5 2dé-on o cols st blow
A the momen

"mnus tsing VLOOKUP. 3 s o . Scord at ‘ashiarhysscrbe and hank you i advance!
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Features
Chooss three foatures from your Playbook's ist when you start with this Playbook.
You can add more with Miestones! You also start with Fealty.

e e o Tl o
o, Featy
e One o) o) dR e
Exprossion Body Clothing Age
&
«
‘é&‘

Backstory: THE THRONE AWAITS

Why are you on the Road, rather than in your palace? Choose one or more.

You've inherited much from your royal lineage, including some major problems.
hoose two of the following Troublesome Inheritances:

] Defense: [

[m] [m) ]

oy
What kind of ruler do you most want to Befriend the People  Destroy My Enemies
ST N I Tt e[ sircrvast [N ]
< W sl s e
e Aepeaten (o et e ——
WS | e a0
FOLK-WISE IRON WILL NIMBLE MIND
P— sond sy oui
] Offer Comfort " Seck Insight
=
5
£ 0
waew 2O
P ATTACK
S o o o o FELLOWSAHP O O O O O
“7; . Ovev‘\‘ﬂhe‘lm‘e? , Spineles , annnm‘ﬂ , EXPERIENCE D D

1100 1ake  featro nat invaives choosing rom a st o opions.or cn wich has apoal”of spendab rsources, you can i theso under he “AdH-Ons
col “

aiphabotcaly. not by P

‘menus using VLOOKUP. If anyone has any tips for how to do this, feel free to message me on Discord at ‘ashiarthysscribe’, and thark you in advance!

00 O o00og|

One Who Would Rule Milestones

Take +1 o Folk-Wise

Take +1 o Iron Wil

Take +1 to Nimble Mind

Take +1 to Stout Heart

Take another One Who Would Rule feature

‘You wil survive your Utimate Sacriice
Take +1to any Trait, o @ maximum score of +3

‘You may call upon each of those who have swor Fealty

Take another One Who Would Rule feature s s

Gain one more Harm box
Take a featura from another Playbook

Take a Legendary Feature

D00 00

Take a Legendary Feature
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eyt e ekl ot shouk 90 on the Road,
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and your

eatur
Choose three features from your Playbooks list when you start with this Playbook. You can add more with Milestones! You also start with Prove
You rthy.

Thank you for playing! Please wite your name in this ce, 5o everyone knows who will be playing the partof.

Prove Yourself Worthy

n you start with this Playbook, after you have selected which of your Traits starts at -1, mark it special. When you would use th
Responsibilty to help your friends, change your circumstances, or defeat your enemies, roll using that Trait. On  hit, the Responsibility does

what you wanted it to do. On a 10+, you may clear 1 Struggle or gain 1 Experience. O

-9, something slips out of your control and will cause

na
an unintended side effect, On a miss, the Scrivener complicates things and you prove yourself unworthy, at least for now. You'll always roll with
this Trait, even if you use Advancements to raise it

The Trait you roll for this move represents what the Responsibility
requires of you in order for you to be worthy to be its Guardian:

My name is
Gind Tam
e Re a ardia
Expression Body Clothing Age

Backstory: WITH GREAT POWER...

Whether you want to be or not, you are the guardian of a powerful artifact, person, or source of power that represents a danger to
you, those around you, and potentialy the whole world. Your grip on this Responsibility s fragile, and it il take all your sirength

to maintain control of it and prevent it from falling into the hands of the Adversary. What is the nature of your

100se one o more of the following.

By an unexpected tum of circumstance, you have become the protector of your Responsibiity, but you didn't think it would happen
now  f at all. What Twist of Fate has put you on the Road with your Responsibility? Choose one or more of the following:

Traits

Struggles

FOLK-WISE IRON WILL NIMBLE MIND

Know Their Mind

d Reality Outwit

Offer Comfort Withstand Seek Insight

0 0 0

HARM
ATTACK

FELLOWSHIP

Vlow something bad to
which

Flippant Inflexible Obsessed
0 hurt o @ time, resource: .

m] O

Overwhelmed Spineless

[ [

1fyou take a feature that involves choosing from a st of optons, or one which has a "pool”of spendable resources, you can find these under the *Add-Ons"

colum inne Foatrs asor it Find

then copy s add-on

pre-filed cropdown

1,
mens g VLOOKU 1 amyont has any 15 for e 180 s 100 1 o mcocags e o DIetrd o oty ssetoe and e yo s Sventel

EXPERIENCE

Oo|o| oo
o|o| 0o

[m]

Reluctant Guardian Milestones

Take +1 to Folk-Wise
Take +1to Iron Will

Take +1 to Nimble Mind

Take +1 to Stout Heart

Take another Reluctant Guardian feature
Take a feature from another Playbook
Gain one more Harm box

Take +1 to your PYW Trait

Doooooo

00 00

You will survive your Ultimate Sacrifice
Take +1 to any Trait, to a maximum score of +3

Gain two more Harm boxes
Take a Legendary Feature
Take +1 to your PYW Trait






















Faithful Companion Features
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Features

hmpion

When tre party Stops to Rest,you can shend one o your hoda mlcng a nwriting
meal, m: upmors bl and gunerl loodng st the
safety ofons. i Gves every G wandorer an xira oKl s spend whie mey
S e

Camp Boss

You can grant +1 forward to your Other Half when they Engage an Enity and you are
neary. When you and your ther Hal ae bah nvlved i 3 Make Your Case Party
you may grant +1 forward to the move.

I'd Listen If | Were You

1f you roll a 10+ to Offer Comfort to your Other Haf, al nearby wanderers may also

Inspirational Devotion clear 1 Struggle.

When your Other Half gains Experience from a miss, if you are nearby you also gain 1
Now What Did We Learn?

1fyou stand watch while the rest o the party Stops to Rest, your Other Half gets 1 free
Rest Up Now hold to spend, even on a miss.

Steadfast Shield You mayroll ron Wil to Teke Up AT, yourllteon WAl and choose ‘polct

her character from an incoming threat," take +1 to your r

You may choose to Snap to

clear a Struggle. f the wanderer you confronted admits that their actions were wrong,

they mark 1 Experience.f, nstead, they stand by hef aclons and insist hey were n
e right, you mark 1 Exp

That Wasn't Cool

You my spon Felustipto lsse Harm from you o snoter wandere. Esch

We'll Get Through This
Together Fellowship you spend clears 1 Harm boy

You'll Have to Go
Through Me First!

Gin Defense Asong a you are narty your Other Hal ey woud take Harm you
y choose to take that Harm instead. Defense applies as normal for this Harm.

Before the party Stops to Rest, you may dectare that you have a friend, business
partner, family member, or other contact in the area who can put you up for the night,
Proceed as if the party had rolled a 10+ o Stop to ResL. Once you use this feature,

u cannot use it again until after you have marked a new Milestone.

AFriend in Every Port

Look, a Convenient
tra

etiont Take +1 ongoing to Outwit when trying to avoid capture.

You have an animal companion who is much smarter than they look. Your Mascot has
3 Misciot pana. You can mark Mchie o free yoursalf fom arestormpcsonrt.

The Mascot o draw the attention of onlookers for some time, or o steal something small and bring
ibacioyou Clar ol matied Mischil urancer h pry "ot a i lo L Everyone
When you provoe ananemy i atiacing you. rl +Nimbe ind. On a i you gin
Ow.. Worth It a usefulitem or pece of information. O miss, the Scrivener
Comlcten g you 9o me pain o Yo brGHnes . rd nOATG 1o Shw o
it
Scrapper Deal +1 Harm whil wielding innocous or practical weapons.

Choose a Profession from the lst below. When the party is dealing with a person or

group connected in some way to your Profession and you are presen, you may add

*+1 forward to Make Your Case. If you add +1 in this way, another wanderer can stil
1d +1 by spending a hold from Know Their Mind.

So You Have Heard of Me

When you ol 10+ 10 Take Up Ars, you may choose (o “Take sameting fom a

Swashbuckler e as a second

Bytlingan ambellhed but nsightl tale youmay spend 1 Fellowstiy o alow,
another wi beginning with “who," "what," “when," “wher

This Reminds Me of a
Story “why," or "how,” which the Scrivener will answer honasﬂy

You Should Have Let Me

If you are present when party rolls a miss to Make chr Casa you gain +1 forward to
Do the Talking a

Basic Move of your choi

Take +1 ongoing to Know Their Mind and Seek Insight when dealing with persons,

Chronicter oo Snstons o4 yout rioes Gt of Sowata

Disciplined, or Heartless?  When you Snap to clear a Struggle, take +1 forward to the associated Trait

You may roll +Nimble Mind when you Take Up Arms. If you do, the Symbol of your

Eldritch Warrior Order gains supematural, ignores defense, and conspicuous for the duration of that

| Am Not Alone When the panty Lt Everyone's s and you are presen you says gan +1

ellowship, even on a m

You have a faithful and clever animal partner. You may Seek Insight using their

It's Not a Pet senses, and while they are nearby, they can deal 1 Harm to any foe who deals Harm
toyou

The Ancient's Memory

Berserker

Better Than You Know

Blood Magic

Celestial Weapon

Determined to Succeed

Due Vendetta

Foehammer

Friends Among the
Hidden

Halo

1 Know How Your Story
Ends.

Let's Ride

Listen a Moment

Paragon

Say the Word and We'll
Be There

Subtle and Tricksome

Surely You Know the

That's Two You Owe Me,
Now

Legendary Features

You have access to the memories of an Entit, a figure out of myth, or your own past
I (or some combination of the three) who once walked the same Road you are on
When you S10p 1o Rest, you may spend one hold to sift through the Ancient's

Add-Ons

The Ancient's Memory

Associates

memories and ask the olowing quesons, wich th Screre il e it
honesty and clarit. You may instead ask tw which the
Seroner wilanowor nonesty bt 1 veguon o yseowsh

hen yourolla o Take Up Arms and chocse heefet ool Your weaporisHarm
choose a second effect, or apply nat effecta second lime
o

Borrowed Power

Celestial Weapon

(emher o106 Same Fos or the drawback
‘your attack has unintended and dangerous cons even on a 10+ if you
Tolloca -5, you must thom chooss a soeond drawback

Entourage
Entourage

So You Have Heard of Me
Corruption Empowers
Dread Arsenal

Corruption

honestly, slas <3

When you rolla hit to Know Their Mind, if the subject is . that
‘wand

ferer gains 1 Fellowship.

You may choose to take 1 Harm in exchange for enacting an effect from the Bend
Reality st

By chance or fate, you have come into possession of a weapon most believe only
existed in myth. Gain one of the following weapor n deals Harm equal to
Yourcurstymarked Advanced Miestonss, You Ganot ako s eaturo mare than

‘once, but other wanderers may, if they choose a different weapon than yours.

00se a Basic Move and mark it special. Every time you roll a miss or a 7-0 with that
ove, add a point to a special resource called Resolve. If the roll was affected by a
Struggle, gain two points of Resolve. You may spend a number of Resolve points to
‘add {0 add an equal amount to any roll you make using that Basic Move. You can
never spend more Resolve for a singie ol than you currently have Advanced
Milestones marked.

Chooss an Antagonit Tako +1 ongeng to Outvt and Witsland when deaing wih
that Antagonist or their minions. You deal +1 Harm against them, but you also take +1
Harm fom them I this Antagonist s defeate you may choose to 2ply tese efects

nother Antagonist

Choose one of your weapons to deal +1 Harm and the divine tag. If you have more
han 2 Siuggles marked,the dine ag emporary ossnot pol, and nsead the
‘weapon deals +2 harm and gains the unpredictable tag.

u have eamed the trust and aid of a group of normally-invisible, notoriously-skitish,

fen friends for help,

choose one of the options from the list below. On a 10+, your

Hidden friends accomplish their task without being caught. On a 7-9, they are almost

seen helping you, and now must hide — not call on their help again until you
mark a Milestone or clear a Struggle.

When the party Makes Their Case with anyone who believes in or serves Those On
High — or anyone who wants others to think that they do — and you are present, the
party may reroll one die.

and this isn't . If another wanderer is reduced to 0 Harm and would be forced to
leave the Road (due to death or other reasons as defined for your Road), you may
spand sn amount o Experisnce L iear an equsl amount of Ham rom hat wandarer
owever, you cannol us Iis Fealure o negale e efects of anotner wanderer
U S e Yo ndary Fealure, say how you pr
untimely ond vou cannal ose s foaure o clear Harm fom yoursolr You cannot use
this feature more times than you have Advanced Milestones currently marked.

You and the other wanderers ride a group of most unusual steeds. Your steeds have
it qualte of anormal ring anima, a wolas o o o olowing ualties or
ur own personal ride, you may pick a third quality.

You share with another wanderer a piece of hard-eamed wisdom you've gained on the.

Road. You may spend 2 Experience to give another wanderer 1 point of Fellowship.

Gain two Playbook Features. This features may be from your current Playbook, or if
you survived your Uttimate Sacrifice, the Playbook you had before this one.

You have made allies with a powerful Entity, the leader of a mercenary corps o small
warrior nation, :qus, or some other powerful person or group. You have a
imber of Favors 1o call in equal to the number of Advanced Milestones you have
markod You can mark one o hes Favors to cal your ly 1 your 506 or 3 groat
batte, il negotson, o immense sort. If al your Favrs are marked,you camnot
callon your alyfor & reason f e Scrveners chacsing I you mark ancthe
o Miestone, you gain anoter Fav

You may roll +Nimble Mind to Bard Realty.f ou d, gie another wandererofyour
ice +1 forward to Out

“The first time the party Makes Your Case with a particular Scrivener character and you
i u do,

are present, you may regale them with tales of your exploits and victories. If you
proceed as if you'd olled the sum of the party's marked Advanced Milestones, +1
this move with this oh be rolled as
normal

o Band Reslty and heat 2 Harm deat to nother wandarer, ot you Take Up

@ choose to prolecl another wanderer from an incoming threat, the wanderer

u helped gains 1 Fellowship.

‘You have mastered a mystical martal art. You may roll +Iron Will when you Take Up.
Arms. Your unarmed altacks now deal 1-harm and gain ranged and supernatural

Good Thing | Brought
This

Grim Sorcery
Heraldry

1Am More Than This

TAm Stronger Than This

It Can Help Us

Let's

Your Steed Ony:

Like the Back of My Hand

The Mascot
Maybe | Can Do This

Mischief

0o

Confidence

A Pair of Masks

Pale Rider

Say the Word and We'll
re Favors

So You Have Heard of Me

We're Not So Different

You Get Used to It
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Once-Immortal Features

When you Take Up ATns,you may choose o del 1 Harm ven fyou ol mis,or

Master of Arms you rolla hit and you do not choose to" Deal your weapon's Harm to a

" " When you Take Up Arms and choose "Protect another wanderer from an incoming
Not While | Still Stand threat,” on a hit you and the wanderer you protected each gain 1 Fellowship.

When you are present and the party rols to Make Your Case to any person or group
Jhatras.or ol have, beneed rom your Oder g ther st you may
the Symbol of your Order and openly reveal yourself as the last member of
Youv Grir 1 6o, e prty Iy rocoed a0 1 1ty na oo 10+ o s party
. You also mark 1 Struggle as a story of your order's past (whether glorious,
tragic, or shameful) is brought up as part of the proceedings.

They Still Remember

You may prevent yourself from taking up to 3 Harm from a single source by marking 1
Struggle instead.

Chooss another wandare,whoss sty sad wlkbeig i Inpadtant o your palron, I
e wandarr you'e been sasgned o ssoort woud rm, you may roll +1ron
Escort Mission Wit O 100 nlher of you ke any L. On 7.y 1 1 Hare s
intond fortna wanderer On a mias, the Servanar cormpicatos tings a5 you i

your duty to protect that wanderer.

When neparty hasStoped o Rt and ol i you mayrolimbe Mind o el
everyone eise prepare for the next leg of the journey. I you rolla
Field Prep e s o e el O T you s g n ovts i O i e
Scrivener complicates things: your preparations failed o include something vitally
important.

. When you roll  7-9 to Take Up Arms and choose *a Foe deals ts Harm to you,
In the Thick of It may deal 1 Harm to that foe in addition to choosing an effect as normal.

Loyalist Forces You paon sentsome backupancdiers it you, When they re neary,you may

eroll a die on any move in service to your Missior

When you spend a hold from Seek Insight to aid the party in Staying on the Path, you

Ranger id +2 rather than +1

When you spend Fellowship to assist a wanderer attempfing fo Withstand, you or the
Stand By Me other wanderer may also clear 1 Struggle.

Yau may choose anther weapon fom the Loyal ol s when you taks e
The World Is My Armory feature. You may also aiways make use of your surroundings to find, fas
i a mprovsed weagos i e olowing s - racicr togie)

When you are present and the party attempts to Make Your Case to someone who

You Know Whom | Serve o ognizes your patron and wants to stay on their good side, you may rerol one die.

1f you reveal your true form to your eneries, you may mark 1 Essence and roll either
+Folk-Wise or +Iron Wl On a hit, your enemies are fightened of you and, if you
. choose, those enemies alltake 1 Harm (divine, ignore defense, terrifying). On a 7-9,
Be Very Afraid everyone in the rea s frightened of you, and everyone in the area wil take Harm if
You choose to infit it—not just your enernies. On a miss, the Scrivener complicates
\gs as you reach for your inner glory and find nothing

Clarity of Purpose Wi you have o Stuggles marked you rike +1ongong o Know Their Mind and

When you spend Fellowship to aid anofher wanderer who is making a Basic Move that
Here to Help s one of your Power and Glory moves, you may regain 1 Essence or gain
Experience.

rk 2 moves as additional Power and the Glory moves. These can be 2 Basic
IAm More Than This  Moves, 2 Party Moves, or one of each. You may take this feature a second time to
choose 2 additional moves.

Winen you dlear another wanderer's Sruggle using Ofer Comfrtand it was the only
Let Me Lift Your Burdens ruggle iarked, you and the h gai
Fellowship.

When you mark Harm and are left with 2 or fewer unmarked Harm boxes, you may
This Too | Can Endure  regain all marked Essence or choose one effect from the Bend Reality list After using
this feature you cannot use it again untilafter the party has Stopped 1o Rest.

Wield the Old May When you Bend Really and rl i, you may mark 1 Essence t choose a second

Unbound You can fly o levitate, moving faster n the ai than you would on foot,

If another wanderer is Seeking Insight on a matter related to ynur Faral\e\ you may
e e o i g N A o on”
Anyone Want o Fill Me o e ool ey oy
In spend lhenr hold(s7 rmrms\ly‘ " Ihe Scnvener ill also answer your question as if you
o o

Yautave bmughl  formidable, unusual weapon with you. This weapon deals 3-harm,

T ki G e o g it (oo o
G000 ThING BIOUSHE o e consssos and r (9o oo Wi o
s e this weapon, you may choose to roll +Nimble Mind to Take Up Arms instead of
i hean

Has Anyone Seen the  Otrer wanderers ks +1 ongoing whie they as ning o get you ot of  situation you
Earthborn? cannot escape on your

Laart nf tha Taam When you are present and the wanderers make a Party Move, you may spend 2




One From Another World Feat

One Who Bears the Curse Features

One Who Schemes in Secret Features

neart or e 1eam Fellowship and improve the result from a miss to a 7-9 or a 7-9 to a 10+,

P'm Learning As Fast As | Select two Basic Moves and mark them special. When you spend a hold rom Stop to
Rest o gain +1 forward on one of those moves, you instead gain +2 forward

..In the Sporting Goods  When you make a move by using a device or technique that is common in your world
Department but rare or unknown in this one, you may add +1 to the roll

I've Seen This Movie  When you oll to Know Their Mind about a Scrivener character and hi, in addition to
H asking the Scrivener a question as defined in that move, you may also ask one of the
efor Tollowing for free:

When you Offer Comfor,fthe other wanderer's Siruggle stems from or somehow
There's a Saying Where I' reflecis your Parallel, you may share a story about your own lfe, o from your world's
history or mythology, that is somehow relevant to the wanderer's Struggle. After you

o this, proceed s if you spent Fallowship

When you make a Basi Move and  wandsrerspends Fe\lewsmp to assist you, you
may choose to gain the normal benefit of Fellowship or y¢ ry again using the
Well, If You Believe | Can  advice o anoatiagemant ey gave you I you a0 . sl i ice sqan beng e
‘same Trait you rolled with before, but add the other wanderers value for that Trait
instead of your own.

When you successfully Withstand, mark a special resource called Resolve. When you

1 Am Stronger Than This - gegic{ine Gurse. you may clear Resolve and proceed as f you had spent Fellowship.

An unnatural ntelligence has bonded itself o you and has offered its services. You
syl ron Watosek th ineligerc foracie orinformation On o you may
questions beginning with “Who, "When," “Why, or
Consult the Voices Note ot ine ot i mves. Yo o hot gan 1 forward fr acing on e
informaton you gai n 1S way). On 2 79, e Iiligence wl sk o some ki of
Paymment o fvorbeorsansuering. O s the Selvener complicales thngs o3

o ntakigonce Misiouds or Purishes Y0u.

. You have 3 Corruption points, which you can mark to proceed s if you had roed a
Corruption Empowers 10+ (o Bend Realiy. You may cloar 1 Cormupiion anyiime you roll a miss fo Resist the
Curse.

When you Bend Reality, you may add a bonus 1o your roll equal to the number of

currently-marked Struggles (remember that you can never roll with more than a total

‘modifier of +4). On a hit, you may also choose one of the following options as your
effect

Grim Sorcery

When you roll a hit to Outwit, mark a special resource called Glamour. You may clear

Heart of a Trickster  giamourto choose an effect from the Bend Reality ist. When you do, mark a Struggle.

Your unarmed attacks now deal 2-Harm, gain supernatural and terrifying, and lose

The Monster e

ol StoutHeart. On a it al nearty foss oteatn a pani rom you. On a 7-,

aso eniy Somaan you dcnt miend to. On & miss, . Servener complcatos ngs

ou ik your anemy's wrath rther i thlr st Nota hat Anagonst might ot
be affected by this move.

Run From Me!

When you ake s festure,chaoss s o thehart biten professionls el (o be
Associates travelng withyou. You may spend | Experience o have ne o these Associaes
perform a ok v v i ot

You may roll +Nimble Mind when you Take Up Arms. If you do, your attacks gain

Dirty Fighter (ignore defense, quiet, wicked).

o n you spend Fellowship to aid another wanderer, you can ask for compensation of
For the Right Price  some kind.  iho wandere agrees, ou fogain he spent Felowsp. f hey e rfuse
o honor the deal, hey mark 1 Siruggle and you gain 1 Experience.

1you ki (o beteryt. ) someono who knoingy stood 1 h vy fyour Motve,

It's Just Business u may clear 1 Struggle.

. . Atthe condlusion of a Scheme, the wanderer re working with gains 1
Nice Work, Kid \t the conclusion of a Scher o e vanderoryou wer working wih gains

Warlock Youmay spend 1 Experience o avoid o hp‘\;mp\manm from rolling a 7-9 to Bend

We Meet Again 1f you roll a miss while acting in mregcl ‘conflct with your Compeitor or their servants,

2 Experience.

When another wanderer rolls a miss to Offer Comfort to you, tel them exacly why

You Don't Know Me their attempt to empathize with you failed, and mark 1 Experience.

1f you Take Up Arms and miss, you may choose to mark 1 Struggle to convert the
Bred for War miss toa 10+

Dark Arts and Forbidden  When you successfull Bend Realiy, you may choose a second efect. I you do, you
s must take a compiication, even if you rolled a 10+.

Ghoose one afyour weapons o dea 1 addional Harn and gainaneof h alowing
Dread Arsenal tags: ignore defense, innocuous, quiet, supematural, o ferrfying. You may choose not
1 oran your weapon th adonal Rt and intead add wo now 1ags fom (s st
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One Who Would Rule Features

The Fell Marches

I'm Not the Enemy Here

1 Used to Know Them

Pale Rider

That's Not Who | Am
Anymore

That's Rough, Buddy

Whenyou ar nan area that i hld by the Adversary, whtherdicty o though one
of their servants, you have +1 ongoing to Outwit and Seek Insight. Similary, when the
party rolls to Stay on the Path the party does not suffer -1 for being in an area made

ingerous by the Adversary's control.

When 8 wanderer hlames youtora probiem !acmg ine party 1ol ol Wise. Ona
9, thei und you and you mark 210+, you hold firm against
ine accuseions i may ot 1 Sgge o gam 2 {Exporience. On a mise. o
Scrivener complicates things as the argument spirals. Regardiess of the resut, the
other wanderer may clear 1 Struggle as I they had Snapped.

You take +1 ongoing to Know Their Mind when dealing with the Adversary’s servants.

You ride upon an unusual and intimidating steed. Choose two of the following features.
for your mount

When you roll o Withstand in a situation related to your Dark Origin, you may reroll a
die.

When you Offer Comfort, you may add the Folk-Wise score of the wanderer you are
‘comforting, rather than your own, to the ro

But | Am This As Well

Defender of the Realm

1 Know How They Think

I've Been Through This
Before

Like the Back of My Hand

Many Shades of Power

A Pair of Masks

We're Not So Different

You Get Used To It

Whenever you mark a Pth bo afs makinga hics as part of The Balancs. you
mark 1 Experience

Gain Defense. Give your weapon +1 Harm and beautifl, or take another weapon from
the One Who Walks Two Paths list

Take +1 ongoing 1o Engage an Entity, Know Their Mind, and Outwit when dealing with
people or Entilies who walk the Path you currently have marked under The Balance.

When you spend Fellowship and assist another wanderer in taking an action that
embodies one of your Paths, that wanderer also gains 1 Fellowship.

Choose two of the environments from the list below. When you spend a hold from
Seck Insight to affect a Stay On the Path roll, you add +2 instead of +1

You may spend 1 Experiens o Bend Realtyor Engage an Enty by usng any Trai
you ke for the o, You choose which Trait to use each time you use this feat

‘You are known by tw identities, one tied to each of your Paths. For each Path,
choose one Basic Move that uses the Trait you associated with it and mark it special.
While using one identiy, you are unrecognizable to loyal mortal followers of the
opposite Path, and you take +1 ongoing to the move you marked for that Path. If you
switch Paths while using this identity, mark a Struggle.

Ghoose 2 Stugglesand mark tham special. hen you Ofer Gomtrt o ol arther
‘anderer clear one of those Struggles, you gain 1 Fellowship, even on a miss.

Choose 1 Struggle associated with each of your Paths. You take -1 ongoing instead of
‘when they are marke

An Endowment Most
Fickle

Entourage

Heraldry

1 still Require Your
rvice

A Madness in the Line

Royal Arms

Student of War

You Know Who | Am,
Don’t You?!

Take +1 ongoing to Bend Realty f you have no Sruggles marked,but ake 1 ongoing
if you have 2 or more mar

You travel with your loyal, capable, hand-picked staff, Choose two of the following to
accompany you on your journey as your Entourage. You may spend a resource called
Enlourage, wich Works ke Fellowship,and oan be spent n he Basic Moves
assosiated wun YourEntourage mermbers. Unike Felowshp, Eniourage can also be

spent Vioves associated wih your Entourasy
ot Entouraga‘ Vo0 must spond 2 hoids wha you 105 o Rest boors yuu can
spend it again.

Your appearance and bearing reflects your storied lineage. Choose a Trait symbolized
by this heraldry and mark it special. When you mark a Struggle that would affect that
“Trait, you only suffer -1 ongoing instead of -2. Other wanderers receive this same
benefit as long as you are nearby, and are thus able to inspire them.

You may roll +Iron Wil to help an injured comrade. On a 7-9 you may clear 1 Ham

from another wanderer; on a 10+, you may clear 2 Harm from one wanderer, or 1

Har fom b wandarss. O miss, he Ssnar complcates tings, s your
effort o help just makes things wor

When you Snap to clear a Struggle, gain 1 Experience.
‘Your weapon deals +1 Harm and gains (beautful, divine).

While in battle, you may spend 1 Fellowship to allow another wanderer 1o choose an
‘additional effect from Take Up Arms, even if the other wanderer rolled a miss.

Whenth party ol  miss 1o Mako Your Case and you are preset,you gin 2
(perience instead of 1

Borrowed Power

Choose two of the following effects. When you successfully Bend Reality you may
choose an effect from the Bend Reality lst or from the effects you chose. You may
take this feature one additional time, to select two more options.




Bravery, Devotion,  Gain Defense. You aiso take +1 ongoing to Take Up Arms against Foss while they are
Sacrifice {rying to steal, corrup, or desiroy your Responsibilty:

You may spend 2 Fellowship to assist another wanderer who is using the same Trait
..But1Believe in You  that you roll for Prove Yourself Worthy. If you do this. you grant the effects of spending
Fellowship twice, allowing you o turn a miss into a 10+,

When another wanderer spends Fellowship to assist you when you Prove Yourself

Give Yourself More Credit Worthy, you and that wanderer gain 1 Experience.

Roll your Prove Yourself Worthy Trait. On a 10+ clear 2 Harm, on a 7-9 clear 1 Harm
It Needs Me Alive  Ona miss, the Scrivener complicates things as the Responsibilty’s power overwhelms
you

Ghoose two Basic or Party Moves and mark them special. The Responsibity grants
you (or the party) +1 0ngoing o those moves as long as you have no Struggles
1t Can Halp Us affecting your Prove Yourself Worthy Trait. You may take this feature one additional
imo, choosing two more Basic or Party moves.

Reluctant Guardian Features

When another wanderer Offers Comfort to you and rols a i, instead of clearing a
Maybe | Can Do This  Strugale you may chooso to mark a special resource called Confidence. You may
Ghoose to clear Confidence and proceed as if you had spent Fellowship.

is  Youcan lean on other strengths to force your Responsiilty to heed your demands.
Please Just Work This .. thoose lo use a difierent Trai when you Prove Yoursell Worlny nstead of
Ll your marked Trait, but if you do you must mark 1 Struggle.

‘There is an order, network, or secret society dedicated o protecting or serving your
Responsibilty, with agents stationed allalong the Road. Unfortunately, fow of them
Wardens and Stewards  are entirely happy with you being the one to carry the Responsibility. They may help
You or your fiends when you encounter them, but you'll have to satisfy their concerns
or misgivings first













