
FANTASY CRUX / THE LAST WAGON COMPANY

The Last Wagon Company
Nobody gets left behind

Six weeks ago, a flooded caravan was ordered abandoned with wounded passengers still
aboard. You refused. Some of you braced the wagon and carried passengers through the
water; others found shelter, tended injuries or went back for those still missing. You brought
the people home together.

Afterward, you registered the Last Wagon Company with equal shares and one promise:
nobody gets left behind. You have since worked, eaten and argued together. The bonds on
your character sheets grew out of that rescue; you begin play as companions who already trust
one another.

Choose one of the eight characters that follow: Mara Holt, Pebb Dallow, Dori Ashlar, Tamsin
Reed, Ilen Sedge, Orren Pike, Seris Vale or Nerin Quill. The unchosen companions can be
elsewhere on company business.

Mara Holt Escort and shield protector

Pebb Dallow Negotiator and former forger

Dori Ashlar Bridge worker and mechanism specialist

Tamsin Reed Healer and Flesh Shaper

Ilen Sedge Courier, runner and archer

Orren Pike Dockworker, rescuer and wrestler

Seris Vale Woodland guide and tracker

Nerin Quill Survey assistant and Force/Motion Shaper
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THE LAST WAGON COMPANY  /  THE STEADY HAND

Mara Holt
Human  /  27  /  Road-watch escort & shield protector

Broad-shouldered and square-faced, with close-cropped brown hair, a
crooked healed nose, and a pale rope scar across her left palm. Her leather
armour is carefully restitched at the right shoulder.

Personality: Patient, practical, and quietly funny. She mends other people's
straps and remembers who dislikes cold tea. Under stress, she gives jobs
before asking what others have noticed.

Background: Mara left the road watch when ordered to save a merchant's
cargo before stranded passengers. During the flood, she braced the wagon
and returned for its last injured guard.

Goal: Make the company's charter a welcome sight to frightened travellers,
regardless of who can pay.

Bond: Pebb talked a hostile tollkeeper into opening shelter during the flood.
Mara trusts their judgement and gives negotiations time.

"Tell me when you are ready. I will hold."

Mother tongue: River Crown · Familiar craft: Tailor
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WEAPONS

ATTACK SKILL DAMAGE SIZE / RANGE
Arming sword 58% 1D8+1D4+1 Medium / 2 m

Shortbow 39% 1D8 - / 75 m

Dagger 58% 2D4+1 Light / 2 m

Thrown dagger 39% 2D4+1 Light / 15 m

Large shield 58% 1D6+1D4 Huge / 2 m

Unarmed 33% 1D3+1D4 Light / 2 m

Ready: Arming sword and large shield; shortbow slung.

TALENTS

Protector

Shield Cover

Favoured Weapon (Arming Sword)

Athletics Expertise (Climbing)

EQUIPMENT & SUPPLIES

CARRIED QUANTITY / SUPPLY
Leather armour 1, worn
Arming sword, shortbow, dagger 1 each
Large shield 1
Backpack 1
Rope 10 m
Flint and tinder 1 set
Waterskin 2 days water
Provisions 14 days
Bedroll 1
Climbing kit 1
Healing kit 1 kit; 5 uses
Lantern and oil 1 each
Quiver and arrows 1 quiver; 20 arrows

Money: 74 SP
Listed load: 18 ENC · Capacity: 29 ENC

Condition: Rested and uninjured.
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MARA HOLT

Skills & talents
RESISTANCES

Dodge 53%
Persistence 30%
Resilience 33%

COMBAT

Close Combat 58%
Ranged Combat 39%
Unarmed Combat 33%

PRACTICAL

Athletics 58%
Deception 24%
Driving 24%
Healing 31%
Influence 35%
Mechanisms 24%
Perception 41%

PRACTICAL, CONTINUED

Performance 20%
Riding 23%
Sailing 24%
Streetwise 20%
Trade 21%

CRAFT

Tailor 21%

KNOWLEDGE

Military Tactics 51%
Natural Lore 31%

CULTURE

Whitewater 31%

LANGUAGE

River Crown 61%

TALENTS

Protector

When an adjacent ally is hit by an attack Mara is aware
of, spend her base Reaction to Parry with her ready
shield at 58%. Success reduces damage normally;
failure leaves the ally hit. Ranged attacks use Active
Guard eligibility and modifiers. The ally keeps their
Reaction, but cannot also React to this attack. Mara's
extra off-hand Reaction cannot be used.

Shield Cover

While Mara is aware and her large shield is ready,
ranged attacks and individually targeted Projected
Shaping against her suffer -1P. This costs no Reaction
and applies before Active Guard. Use only the best
Shield Cover or terrain penalty. Dodge and Active
Guard remain available. This gives no protection
against areas or Direct Harm.

Favoured Weapon (Arming Sword)

Damaging attacks with Mara's arming sword gain +1
damage before Parry and armour, already included on
page 1. This includes a primitive arming sword, but not
use as an improvised club. No bonus applies when
normal damage is replaced, including Disarm, Trip,
Shield Rush, Subdue, or an unopposed Critical. A
Critical opposed by an ordinary Reaction retains the
bonus.

Athletics Expertise (Climbing)

On Athletics tests for climbing, remove up to 1
remaining Penalty die after ordinary Bonus/Penalty
cancellation and before the final dice cap. This never
creates Bonus dice and does not apply to other
Athletics uses.
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THE LAST WAGON COMPANY  /  THE CONVINCING EXPLANATION

Pebb Dallow
Goblin  /  22  /  Former document forger & negotiator

Small and fine-boned, with olive skin, wide amber eyes, and an ink-stained
pin through one ear. His russet waistcoat has carefully matched patches. He
straightens his cuff before important conversations.

Personality: Cheerful, observant, and offended by sloppy paperwork. He
enjoys a clever bluff but prefers a bargain everyone can live with. His
weakness is explaining one sentence too much.

Background: Pebb learned accurate copying and fraudulent amendments
from the same employer. The flood brought him companions whose respect
mattered more than another false signature.

Goal: Build the company's good name through honest work, starting with one
public job finished properly.

Bond: Dori crawled beneath the flooded wagon to reach him. Pebb trusts
Dori's structural warnings without demanding a demonstration.

"We can put that in writing. Properly, this time."

Mother tongue: River Crown · Familiar craft: Calligraphy
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WEAPONS

ATTACK SKILL DAMAGE SIZE / RANGE
Shortsword 44% 1D6 Medium / 2 m

Light crossbow 61% 1D8 - / 125 m

Dagger 44% 1D4+1 Light / 2 m

Thrown dagger 61% 1D4+1 Light / 8 m

Small shield 44% 1D4 Medium / 2 m

Unarmed 24% 1D3 Light / 2 m

Ready: Shortsword and small shield; light crossbow carried
unloaded.

TALENTS & ANCESTRY

Blind Sight (heat)

Silver Tongue

Deception Expertise (Misdirection)

EQUIPMENT & SUPPLIES

CARRIED QUANTITY / SUPPLY
Leather armour 1, worn
Shortsword, dagger 1 each
Light crossbow 1
Small shield 1
Backpack 1
Rope 10 m
Flint and tinder 1 set
Waterskin 2 days water
Provisions 14 days
Bedroll 1
Writing kit and papyrus 1 kit; 5 sheets
Lock picks 1 set
Candles 5; 1 hour each
Quiver and bolts 1 quiver; 20 bolts

Money: 7 SP 5 CP
Listed load: 13 ENC · Capacity: 16 ENC

Condition: Rested and uninjured.
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PEBB DALLOW

Skills & talents
RESISTANCES

Dodge 51%
Persistence 37%
Resilience 32%

COMBAT

Close Combat 44%
Ranged Combat 61%
Unarmed Combat 24%

PRACTICAL

Athletics 24%
Deception 61%
Driving 31%
Healing 25%
Influence 52%
Mechanisms 31%
Perception 32%

PRACTICAL, CONTINUED

Performance 27%
Riding 28%
Sailing 31%
Streetwise 49%
Trade 25%

CRAFT

Calligraphy 25%

KNOWLEDGE

Law and Heraldry 55%
Natural Lore 25%

CULTURE

Whitewater 45%

LANGUAGE

River Crown 65%

TALENTS & ANCESTRY

Blind Sight (heat)

Pebb perceives heat-contrasting targets regardless
of illumination. Solid barriers, heavy insulation, and
targets at ambient temperature defeat this sense. It
reveals no colour, writing, fine visual detail, or eye
contact.

Silver Tongue

On Influence tests to persuade or bargain, remove
up to 1 remaining Penalty die after ordinary
Bonus/Penalty cancellation and before the final dice
cap. Pebb must have time to talk and an audience still
willing to listen. This never creates Bonus dice and
never applies to threats.

Deception Expertise (Misdirection)

On Deception tests using misdirection, remove up
to 1 remaining Penalty die after ordinary
Bonus/Penalty cancellation and before the final dice
cap. This never creates Bonus dice and does not apply
to other uses of Deception.

The person behind the paperwork

Pebb notices the phrase an official keeps repeating
and asks what each side really needs. When a bluff
fails, he admits it to his companions instead of trapping
them in the story. He wants their trust to outlast his
most convincing explanation.
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THE LAST WAGON COMPANY  /  THE PATIENT HAND

Dori Ashlar
Dwarf  /  28  /  Bridge surveyor & mechanism specialist

Short and heavily built, with warm brown skin, a dense black beard tied clear
of his hands, and a nick in his right eyebrow. His fingertips carry ground-in
stone dust.

Personality: Deliberate, curious, and generous with explanations. He names
tools affectionately and sketches while listening. His weakness is wanting
one more measurement when it is already time to act.

Background: Raised by Moruni bridge-workers in Whitewater, Dori learned
his trade on March crews. During the flood he crawled beneath the wagon
and found sound ground to brace it.

Goal: Bring the missing surveyors home and someday lead a crew that
listens before someone gets hurt.

Bond: Tamsin talked him through the lifting rhythm when panic threatened.
He trusts her to recognise when courage has become exhaustion.

"It can be done. Let me show you where to stand."

Mother tongue: River Crown · Familiar craft: Mason
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WEAPONS

ATTACK SKILL DAMAGE SIZE / RANGE
War hammer 56% 1D8 Medium / 2 m

Light crossbow 44% 1D8 - / 125 m

Dagger 56% 1D4+1 Light / 2 m

Thrown dagger 44% 1D4+1 Light / 13 m

Medium shield 56% 1D6 Heavy / 2 m

Unarmed 31% 1D3 Light / 2 m

Ready: War hammer and medium shield; light crossbow
carried unloaded.

TALENTS & ANCESTRY

Blind Sight (heat)

Earth Sense

Close-Quarters Knack

EQUIPMENT & SUPPLIES

CARRIED QUANTITY / SUPPLY
Leather armour 1, worn
War hammer, dagger 1 each
Light crossbow 1
Medium shield 1
Backpack 1
Rope 10 m
Flint and tinder 1 set
Waterskin 2 days water
Provisions 14 days
Bedroll 1
Masonry tools 1 set
Block and tackle, crowbar 1 each
Lantern and oil 1 each
Quiver and bolts 1 quiver; 20 bolts

Money: 7 SP
Listed load: 20 ENC · Capacity: 22 ENC

Condition: Rested and uninjured.
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DORI ASHLAR

Skills & talents
RESISTANCES

Dodge 48%
Persistence 31%
Resilience 40%

COMBAT

Close Combat 56%
Ranged Combat 44%
Unarmed Combat 31%

PRACTICAL

Athletics 36%
Deception 29%
Driving 29%
Healing 26%
Influence 20%
Mechanisms 54%
Perception 42%
Performance 20%

PRACTICAL, CONTINUED

Riding 24%
Sailing 29%
Streetwise 21%
Trade 26%

CRAFT

Mason 56%

KNOWLEDGE

Bridgeworks 56%
Natural Lore 26%

CULTURE

Whitewater 26%
Deep-Road Compact 36%

LANGUAGE

River Crown 66%

TALENTS & ANCESTRY

Blind Sight (heat)

Dori perceives heat-contrasting targets regardless
of illumination. Solid barriers, heavy insulation, and
targets at ambient temperature defeat this sense. It
reveals no colour, writing, fine visual detail, or eye
contact.

Earth Sense

While touching connected earth or stone, Dori knows
his approximate depth and whether the surrounding
chamber is structurally unstable.

Close-Quarters Knack

For Athletics or Mechanisms tests, remove up to 1
remaining Penalty die caused by cramped or
confined surroundings, after ordinary Bonus/Penalty
cancellation and before the final dice cap. This never
creates a Bonus die. It cannot remove penalties for
darkness, unstable footing, inadequate tools, enemy
action, or other causes.

The person behind the tools

Dori crouches to sight along a surface before trusting
his weight to it. He explains his doubts rather than
making a mystery of them. A clear deadline helps him
stop measuring and choose. Workers' observations
matter to him, whatever their rank.
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THE LAST WAGON COMPANY  /  THE PRACTICAL LAMP

Tamsin Reed
Human  /  24  /  Synod-trained healer & Flesh Shaper

Tall and narrow-faced, with dark curls bound back and a small burn scar on
her forearm. Her sleeves are evenly rolled; her hands are clean whenever
possible.

Personality: Warm, direct, and dryly humorous. She asks before touching a
patient and makes no promises she cannot keep. She neglects her own
exhaustion; a clear handover helps her accept rest.

Background: Raised in Whitewater, she trained in a Synod infirmary, where
faith meant cleaning the floor after everyone else left. During her initiation
vigil, she heard seven heartbeats in her own pulse and closed an injury by
touch.

Goal: Bring the missing people home alive. Honour her teachers through
practical care and keep her patients' confidences.

Bond: Mara returned for the last injured guard. Tamsin trusts her to keep the
company's promise: nobody gets left behind.

"You can be frightened. Keep talking to me."

Mother tongue: River Crown · Familiar craft: Tailor
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WEAPONS

ATTACK SKILL DAMAGE SIZE / RANGE
Mace 51% 1D8 Medium / 2 m

Sling 33% 1D6 - / 50 m

Dagger 51% 1D4+1 Light / 2 m

Thrown dagger 33% 1D4+1 Light / 9 m

Medium shield 51% 1D6 Heavy / 2 m

Unarmed 21% 1D3 Light / 2 m

Ready: Mace and medium shield; sling stowed.

TALENTS

Shaping · Flesh specialty
Cells: Alter·Flesh and Scry·Flesh.

Practice: An audible litany while handling a washed section
of travelling cord.

Tell: Seven faint shadows gather around Tamsin and the
subject or area of her magic.

EQUIPMENT & SUPPLIES

CARRIED QUANTITY / SUPPLY
Leather armour 1, worn
Mace, sling, dagger 1 each
Medium shield 1
Backpack 1
Rope / prayer cord 10 m
Flint and tinder 1 set
Waterskin 2 days of water
Provisions 14 days
Bedroll 1
Healing kits 4 kits; 20 uses
Lantern 1
Oil 1 flask
Slingbag 1
Sling bullets 20

Money: 26 SP 5 CP
Listed load: 16 ENC · Capacity: 19 ENC

Condition: Rested and uninjured.
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TAMSIN REED

Skills & spells
RESISTANCES

Dodge 32%
Persistence 41%
Resilience 37%

COMBAT

Close Combat 51%
Ranged Combat 33%
Unarmed Combat 21%

PRACTICAL

Athletics 26%
Deception 28%
Driving 28%
Healing 56%
Influence 32%
Mechanisms 28%
Perception 42%

PRACTICAL, CONTINUED

Performance 22%
Riding 28%
Sailing 28%
Streetwise 28%
Trade 26%

CRAFT

Tailor 26%

KNOWLEDGE

Medicine 46%
Shaping 62%

CULTURE

Whitewater 26%

LANGUAGE

River Crown 66%

SPELLS

Close the wound
Alter·Flesh / Touch / 1 PP
Restore 1D4 HP to one willing living subject. End Bleeding
and Dying.

Reach the casualty
Alter·Flesh / 15 m / 3 PP
Restore 2D4 HP to one willing living subject. End Bleeding
and Dying.

Mend the major wound
Alter·Flesh / Touch / 3 PP
Restore 3D4 HP to one willing living subject. End Bleeding
and Dying. Counts as Surgery.

Wall-crawler
Alter·Flesh / Touch / Scene / 3 PP
Grow adhesive pads on a willing subject. They climb at
normal Movement.

River lungs
Alter·Flesh / Touch / Scene / 3 PP
Grow gills on a willing subject so they can breathe water.
Swimming speed is unchanged.

Borrowed face
Alter·Flesh / Touch / Scene / 3 PP
Give a willing subject a different natural appearance. This
grants no borrowed skills or abilities.

Follow the blood
Scry·Flesh / 15 m / 3 PP
Using a bodily trace, locate its living source within 15 m
through ordinary concealment.

Silent autopsy
Scry·Flesh / Touch / 2 PP
Learn one physical fact from a body: cause of death, age of a
wound, or presence of poison or disease.
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THE LAST WAGON COMPANY  /  THE RETURNING MESSENGER

Ilen Sedge
Human  /  21  /  Courier, runner & archer

Long-legged and lightly built, with brown skin, a spray of freckles, and a short
braid tucked into his collar. His boots are worn thin at the outside heels. He
checks doorways before choosing a seat.

Personality: Curious, punctual, and careful with confidences. He remembers
small promises. His weakness is moving before everyone agrees on a
destination; he is learning to announce his route first.

Background: Ilen was a passenger on the flooded caravan and helped carry
its injured travellers. Courier work taught him which alleys connect, when
gates close, and how long journeys really take.

Goal: Deliver the company's first substantial job as promised and earn a
reputation worth defending.

Bond: Pebb returns misplaced sealed messages unopened. Ilen trusts his
discretion, even when an explanation sounds improbable.

"I can get there. Tell me exactly what they need to hear."

Mother tongue: River Crown · Familiar craft: Tailor
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WEAPONS

ATTACK SKILL DAMAGE SIZE / RANGE
Shortsword 44% 1D6 Medium / 2 m

Longbow 59% 1D10 - / 150 m

Dagger 44% 1D4+1 Light / 2 m

Thrown dagger 59% 1D4+1 Light / 13 m

Small shield 44% 1D4 Medium / 2 m

Unarmed 34% 1D3 Light / 2 m

Ready: Longbow held, no arrow nocked; shortsword
sheathed, small shield strapped.

TALENTS

Quick Reflexes

Battle Awareness

Athletics Expertise (Running)

Steady Aim

EQUIPMENT & SUPPLIES

CARRIED QUANTITY / SUPPLY
Leather armour 1, worn
Shortsword, longbow, dagger 1 each
Small shield 1
Backpack 1
Rope 10 m
Flint and tinder 1 set
Waterskin 2 days water
Provisions 14 days
Bedroll 1
Climbing kit 1
Healing kit 1 kit; 5 uses
Lantern and oil 1 each
Quiver and arrows 1 quiver; 30 arrows
Writing kit and papyrus 1 kit; 3 sheets

Money: 25 SP
Listed load: 16 ENC · Capacity: 23 ENC

Condition: Rested and uninjured.
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ILEN SEDGE

Skills & talents
RESISTANCES

Dodge 51%
Persistence 32%
Resilience 38%

COMBAT

Close Combat 44%
Ranged Combat 59%
Unarmed Combat 34%

PRACTICAL

Athletics 54%
Deception 44%
Driving 29%
Healing 23%
Influence 26%
Mechanisms 29%
Perception 55%

PRACTICAL, CONTINUED

Performance 21%
Riding 28%
Sailing 29%
Streetwise 23%
Trade 23%

CRAFT

Tailor 23%

KNOWLEDGE

Courier Networks 43%
Natural Lore 33%

CULTURE

Whitewater 43%

LANGUAGE

River Crown 63%

TALENTS

Quick Reflexes

Add 2 to Combat Order before rolling to determine
acting order. This bonus is already included in Ilen's
Combat Order 14 on page 1.

Battle Awareness

While Ilen is aware of at least one enemy, attacks
against him gain no +1B merely for flanking or
attacking from behind. Genuine surprise still applies,
including being unable to React.

Athletics Expertise (Running)

On Athletics tests for running, remove up to 1
remaining Penalty die after ordinary Bonus/Penalty
cancellation and before the final dice cap. This never
creates Bonus dice and does not apply to other Athletics
uses.

Steady Aim

Ilen keeps the benefit of Aim after taking a Reaction.
He still loses it if he loses sight of the target, or does not
make that attack with his next Combat Action.
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THE LAST WAGON COMPANY  /  THE EXTRA PAIR OF HANDS

Orren Pike
Orc  /  26  /  Dockworker, salvage hand & wrestler

Tall and thick through the chest, with grey-green skin, small lower tusks, and
dark hair tied in a short queue. His left ear is flattened from wrestling. He
handles delicate cups with conspicuous care.

Personality: Courteous, literal, and fond of dreadful verse. He dislikes
intimidation dressed up as leadership. His weakness is accepting a hard
physical job before admitting he needs help.

Background: Orren learned salvage work and wrestling on Vellbridge's
wharves. Hired to unload the last wagon, he stayed to lift it when the flood
came.

Goal: Earn an honest living with his strength while protecting his neighbours
and company partners.

Bond: Mara gave him responsibility during the rescue without treating him as
expendable muscle. He trusts her to ask for his judgement as well as his
strength.

"Which end do you want lifted?"

Mother tongue: River Crown · Craft: Carpenter
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WEAPONS

ATTACK SKILL DAMAGE SIZE / RANGE
Great hammer 54% 2D8+1D6 Heavy / 2 m

Javelin 21% 2D6 Medium / 34 m

Dagger 54% 1D4+1+1D6 Light / 2 m

Thrown dagger 21% 1D4+1+1D6 Light / 17 m

Unarmed 54% 1D3+1D6 Light / 2 m

Ready: Great hammer in both hands; two javelins carried.

TALENTS & ANCESTRY

Adrenaline Surge

Wrestler

Subdue

EQUIPMENT & SUPPLIES

CARRIED QUANTITY / SUPPLY
Leather armour 1, worn
Great hammer, dagger 1 each
Javelins 2
Backpack 1
Rope 10 m
Flint and tinder 1 set
Waterskin 2 days water
Provisions 14 days
Bedroll 1
Block and tackle, crowbar 1 each
Climbing kit 1
Healing kit 1 kit; 5 uses
Lantern and oil 1 each

Money: 18 SP
Listed load: 19 ENC · Capacity: 32 ENC

Condition: Rested and uninjured.

FANTASY CRUX 2.0 BETA  /  LAST WAGON COMPANY ORREN PIKE  /  1 OF 212



ORREN PIKE

Skills & talents
RESISTANCES

Dodge 37%
Persistence 30%
Resilience 48%

COMBAT

Close Combat 54%
Ranged Combat 21%
Unarmed Combat 54%

PRACTICAL

Athletics 59%
Deception 21%
Driving 21%
Healing 19%
Influence 20%
Mechanisms 21%
Perception 29%

PRACTICAL, CONTINUED

Performance 20%
Riding 22%
Sailing 51%
Streetwise 20%
Trade 19%

CRAFT

Carpenter 29%

KNOWLEDGE

Salvage 49%
Natural Lore 29%

CULTURE

Whitewater 29%

LANGUAGE

River Crown 59%

TALENTS & ANCESTRY

Adrenaline Surge

Once per combat, immediately after becoming
Wounded or Fatigued, ignore their test, Movement, and
Combat Order penalties until the end of Orren's next
turn. Also ignore the first 1 HP lost to Bleeding during
that time. Bleeding continues afterwards. Exhausted,
unconscious, and Dying are unaffected.

Wrestler

While already grappling, spend a Combat Action and
win an opposed Unarmed Combat (54%) test. Choose:
deal normal unarmed damage (armour applies); make
the target drop one held item at their feet; or throw them
to an adjacent space, leaving them prone and ending the
grapple. The GM may bar outcomes against impossible
Size or anatomy.

Subdue

Make a blunt Close Combat or Unarmed attack. If not
stopped, roll normal weapon/unarmed damage plus DM,
then apply partial Parry and armour. Reaching the
target's Major Wound Level leaves them unconscious,
stable, with no HP lost. Otherwise, inflict only the
weapon's minimum listed damage, reduced by partial
Parry and armour. Talent damage bonuses do not apply.
The target wakes at scene end, immediately upon
damage, or after successful Healing as a Combat Action.

The person behind the muscle

Orren checks a lifting strap before trusting it and offers a
practical share of the work. He takes promises literally
and recites terrible verses with complete sincerity. If he
takes on too much, offer him a specific share of the load
to hand over. He wants people to feel safer when he
arrives.
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THE LAST WAGON COMPANY  /  THE CAREFUL TRAIL

Seris Vale
Elf  /  25  /  Woodland guide, tracker & archer

Lean and angular, with copper-brown skin, dark eyes, and ash-blond hair cut
below her ears. Her green-grey travelling clothes have practical brown
repairs. She becomes very still when listening.

Personality: Wry, attentive, and unexpectedly talkative over a meal. She
explains tracks and weather plainly. Her weakness is distrusting a convenient
shortcut until she has checked it herself.

Background: Seris grew up guiding the wooded approaches to Whitewater.
She led the flooded caravan towards firmer ground and joined the charter
instead of taking another solitary season.

Goal: Make the routes between isolated households safer for everyone who
travels them.

Bond: Ilen returned along a dangerous path to correct a message. She trusts
him to report when a route has changed.

"Something passed here. Let us work out how recently."

Mother tongue: River Crown · Familiar craft: Bowyer
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WEAPONS

ATTACK SKILL DAMAGE SIZE / RANGE
Longspear 44% 1D8+1 Medium / 2 m

Longbow 60% 1D10 - / 150 m

Dagger 44% 1D4+1 Light / 2 m

Thrown dagger 60% 1D4+1 Light / 13 m

Unarmed 34% 1D3 Light / 2 m

Ready: Longbow held, no arrow nocked; longspear carried.

TALENTS & ANCESTRY

Low-Light Sight

Terrain Expertise (Forest)

Tracker

Wayfinder

EQUIPMENT & SUPPLIES

CARRIED QUANTITY / SUPPLY
Leather armour 1, worn
Longspear, longbow, dagger 1 each
Backpack 1
Rope 10 m
Flint and tinder 1 set
Waterskin 2 days water
Provisions 14 days
Bedroll 1
Climbing kit 1
Healing kits 2 kits; 10 uses total
Fishing kit 1
Lantern and oil 1 each
Quiver and arrows 1 quiver; 30 arrows
Grappling hook 1

Money: 28 SP
Listed load: 16 ENC · Capacity: 22 ENC

Condition: Rested and uninjured.
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SERIS VALE

Skills & talents
RESISTANCES

Dodge 51%
Persistence 39%
Resilience 34%

COMBAT

Close Combat 44%
Ranged Combat 60%
Unarmed Combat 34%

PRACTICAL

Athletics 44%
Deception 58%
Driving 30%
Healing 34%
Influence 20%
Mechanisms 30%
Perception 53%

PRACTICAL, CONTINUED

Performance 20%
Riding 30%
Sailing 30%
Streetwise 24%
Trade 24%

CRAFT

Bowyer 24%

KNOWLEDGE

Woodcraft 34%
Natural Lore 54%

CULTURE

Whitewater 34%

LANGUAGE

River Crown 64%

TALENTS & ANCESTRY

Low-Light Sight

For Seris, Partial Darkness counts as Illuminated, and
Darkness as Partial Darkness. Pitch Black and
obscurity are unchanged.

Terrain Expertise (Forest)

On Natural Lore tests in or about forests, remove up
to 1 remaining Penalty die after ordinary Bonus/Penalty
cancellation and before the final dice cap. This never
creates Bonus dice and applies to no other terrain.
Terrain Expertise and Tracker can both apply to the
same test.

Tracker

On Natural Lore tests to find or follow a trail, remove
up to 1 remaining Penalty die after ordinary
Bonus/Penalty cancellation and before the final dice cap.
This never creates Bonus dice and applies to no other
use of Natural Lore.

Wayfinder

While Seris can see the sky or read the ground,
downgrade a navigation Fumble to an ordinary Failure.
This prevents the group from becoming lost through that
test. Other travel hazards remain: weather, pace, and
finding food, water, or shelter use their ordinary rules.
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THE LAST WAGON COMPANY  /  THE MEASURED HAND

Nerin Quill
Human  /  23  /  Survey assistant & Force/Motion Shaper

Slight, with deep brown skin, close-set hazel eyes, and tightly curled hair
escaping a cloth tie. His left sleeve is always tucked higher than the right.

Personality: Earnest, curious, and quick to explain a useful observation. He
laughs at his own mistakes. His weakness is wanting a field test before every
practical risk has been discussed.

Background: Nerin carried instruments and kept records for a survey crew.
When a damaged gate collapsed, its weight hung on the cadence he was
shouting. A Shaper taught him to repeat that discovery safely.

Goal: Return with honest observations others can verify, along with everyone
who helped obtain them.

Bond: Dori admitted an early estimate was wrong, corrected it, and carried
on. Nerin trusts that competence more than claims of perfection.

"Three paces. Nothing else moves."

Mother tongue: River Crown · Familiar craft: Calligraphy
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WEAPONS

ATTACK SKILL DAMAGE SIZE / RANGE
Shortsword 47% 1D6 Medium / 2 m

Sling 41% 1D6 - / 50 m

Dagger 47% 1D4+1 Light / 2 m

Thrown dagger 41% 1D4+1 Light / 9 m

Small shield 47% 1D4 Medium / 2 m

Unarmed 22% 1D3 Light / 2 m

Ready: Shortsword; other hand free. Small shield carried.

TALENTS

Shaping · Force/Motion specialty
Cells: Bend·Force/Motion and Unmake·Force/Motion.

Practice: Speak a measured count while tracing two
intersecting lines with a free hand.

Tell: Straight edges double around Nerin and the subject or
area of his magic.

EQUIPMENT & SUPPLIES

CARRIED QUANTITY / SUPPLY
Leather armour 1, worn
Shortsword, sling, dagger 1 each
Small shield 1
Backpack 1
Rope 10 m
Flint, waterskin 1 each; 2 days water
Provisions 14 days
Bedroll 1
Writing kit and papyrus 1 kit; 5 sheets
Climbing kit 1
Healing kit 1 kit; 5 uses
Lantern and oil 1 each
Slingbag and bullets 1 bag; 20 bullets

Money: 26 SP 5 CP
Listed load: 16 ENC · Capacity: 18 ENC

Condition: Rested and uninjured.
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NERIN QUILL

Skills & spells
RESISTANCES

Dodge 38%
Persistence 47%
Resilience 27%

COMBAT

Close Combat 47%
Ranged Combat 41%
Unarmed Combat 22%

PRACTICAL

Athletics 27%
Deception 31%
Driving 31%
Healing 28%
Influence 25%
Mechanisms 61%
Perception 50%

PRACTICAL, CONTINUED

Performance 20%
Riding 30%
Sailing 31%
Streetwise 27%
Trade 28%

CRAFT

Calligraphy 28%

KNOWLEDGE

Magic 48%
Shaping 65%

CULTURE

Whitewater 28%

LANGUAGE

River Crown 68%

SPELLS

Measured shove
Bend·Force/Motion / 15 m / 3 PP
Move one human-sized subject up to 3 m along a clear
route.

Pin to the mark
Bend·Force/Motion / 15 m / 3 PP
Restrain one human-sized subject through its next turn.

Hold to the wall
Bend·Force/Motion / Touch / Scene / 3 PP
Support a willing subject so they climb at normal Movement.

Surveyor's stride
Bend·Force/Motion / Touch / Scene / 2 PP
Increase a willing subject's walking Movement by 3 m.

Plumb-line hold
Bend·Force/Motion / Touch / Scene / 3 PP
Suspend one unattended human-sized object motionless in
place.

Feather the load
Bend·Force/Motion / Touch / Scene / 3 PP
Grant +1B Athletics for lifting and carrying.

Force bolt
Unmake·Force/Motion / 15 m / 3 PP
Strike one target for 2D6 damage. Armour applies.

Break momentum
Unmake·Force/Motion / 15 m / 2 PP
Halve one subject's Movement through its next turn.
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