
 

 

TRAITS

ARCANA

REPUTATION

 Brawn

2

3 1

4

 Finesse
 Wits

Resolve
 Panache

SKILLS

Nation:

 
 
 
 
 
 
 
 

WOUNDS

 Villains gain 2 bonus dice against you.

BACKGROUNDS

ADVANTAGES

 

Wealth:

Membeship:

 Villains gain 2 bonus dice against you.STORIES

Corruption:

15 15

1:  +1d10 to all Risks.
2:  Villains gain 2 bonus dice against you.
3:  Your 9’s count as 10’s during Risks.
4:  You become Helpless.
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Army Officer: +1HP when you seize command in
a moment of intense danger or violence
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Duelist: +1HP when you resort to the sword for a
noble cause
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Commanding: Activate to give the rest of the party
a HP from the GM
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Bitterness+1HP when you bring up bad history.  
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Athletics
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Duelist Academy: Valroux: Replaces Slash.  Deal 
wounds equal to your weaponry + 1 wound to a 
different target. (or an additional wound if one on one)
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Direction Sense: you can always find your way
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Academy: All dice have +1 value for Ride, Athletics
and Warfare checks.  
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I won't die here: Spend 1HP to ignore ALL negative 
effects from dramatic wounds for the Round. (including
extra villain dice and Helpless)  
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Primo is a nice kid but he is way too worried
about his reputation as a hero.  Still, he has a 
heart and something you have lost... Belief.
You used to have ideals before the wars but that
was a long time ago.  But the kid keeps dragging
you out on these damn fool errands.  So you
watch his back and get him home and maybe
keep his naive enthusiasm from being crushed.
Once in a while, you even catch yourself thinking
about smiling when he gets his spirit up about
another fool's quest over some lady.  Primo is 
out to rescue those "Other guys"who are a good
set of people and deserve it. 
You swore you were done with this but good
people are missing and something needs be 
done.  
Equipment: Service issued Rapier, 2 service 
pistols, 1 musket.  1 book of tactics (montaigne),
Montaigne army tabard, weapon service kit, 
field kit, reliable horse and saddle, bandages for
Primo and Marlene.  6 silk red roses.  




