Version 1.0 By: Obfuscation

This is a tale 0/[ a land where the Gods are dead, never to
veturn, Where one day, the sun has J'fﬂ/@[m::/ in the j@ A land
where fﬂ;fr( /ﬁrccj' in the north have @r{.gs&rn their invasion, Both

I
#

L Men and NVarl must band z‘qgﬁf{i er and f?/n‘ /[or survival in the

destruction.

' ﬂqcﬁ ﬂ{[ the Incoming mémﬂ@ or ﬂ?ﬁﬁ lota

This is their uﬂ:fgﬁ,, . You gain 1000 CP
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b This is a Saga .fm'/ofr'ﬁﬁf @ the W@hﬁ tales ﬂj[ old. The land fﬁrﬁy inhabit is cold and nordic, The
j fa&af:fe also, hoth Men and Varl live like the Norse [eﬂﬂé. This is a time of great u/o-ﬁmvm[ The Gods
are gone, [ar&'umsﬁaf dead, The 'ﬂrﬁ&{ge, /bxjg fﬁmg { extinet, are fnumﬁ":gg the lowlands, The sun has
j’fﬂf?/?:ﬁé{ in the J'@, low and near the hovizon, There is also ramors that 4 ﬁmaf J'ﬁ?ﬂﬂf has awoken...
Peaﬁ/é are driven from their homes and former enemies ave forced to hand together to survive, As the
3| /980/9@ travel in search of fﬂﬁﬁge fﬁ{;y theiv bavmer, embroidered with we;y victory and defeat, every home
2 abandoned and overy ﬁﬂ&ﬁ':‘ﬂnﬁ visited, every reﬁgeg‘aﬁwf and, fperson slain. As their tale grows, o foo |

does their bamer.
| You may pay 100 CP to choose your J’fm"ﬁﬂﬂ location, otherwise voll a d8 and seleet the _ﬁ'farﬁ@
" location form the list below,

' h 1. Strand: Z /m:ge fmdfry pﬂrt‘ on the west coast where Varl and Men live f@efﬁﬁr in relative 5@#}%0@.
e 1

o 2 \%Igr: A small h unting uf/ﬁaﬁe near the east coast, home of Rook and Alette
. 3, Frostvellr: Z town west of \%:njgr, the governor has barved the gates lo all rﬁﬁigm: ‘

4. Einartoft: The former ca/?ffaf of the Varl, /Jﬁﬂﬁ/;? and chosen location for the last stand of the Varl,

- |

o 5. J@J’Mﬂﬁﬂ: Once a mﬁemuy w’([;fje, the [aea/o/é have grown a@pemfﬂ ﬁﬂﬁr an Eﬂr'fﬁc;mée sank their
} homes info a nmr@ ake.

N 0. ﬁﬂm'ﬁamf A southern port city, the City itself ifihm-/mc@&{ with re ?Eﬁ ﬁm@y o escafre the ﬁﬁ%{ge
: |

" invasion and an@ due to a local mercenary gro uﬁ nown as the ‘ravens’ does it relain any ovder.

h i 7. Grofheim: Cﬁﬂffﬁ[ of the Varl, razed to the ﬁmuna[ @ aa@ancﬂy &ﬁ"ﬁé{ﬁﬁ, it lies J'ma%m@ ruin,

8: Free pfm@




4

__*‘ | You may oy 100 CP (o sef your age and ﬁﬁﬂ&{éﬂ Ofﬁerwﬁ'ejau retaim
L your ﬁrﬁw'awiemfer and roll 20 + d8 gr age. 9f ou choose Dre ;e or Varl as
your race, roll 100 + (d8 x10) ﬁ;rr your age. Varl can only be male,

0?*0/7-—534: Free: You arve inserted . as you are into the world, Some migﬁf view
You as an ﬁmama{y and in these fayfrgg times, /930/7@ are Hﬂf/[f“fﬁi’?tﬁ@ fo outsiders,
?ﬁﬂfﬁ@ J'ffﬁ@ are stranger than usual. Nevertheless ;éjfaﬁmfa times call for

| esperate measures and o stranger who is not your enemy m{gﬁf‘]’m‘ become
' l your a@,

Human: Free: Humans ave the 0#{91’%/ creation of the Loom-mother, a very
clever and paﬁﬁnf ﬂﬂé{ rejfaam'fé@ ﬁ?r weaving /;ﬁ* into the fﬁﬂﬁfﬁy 0][ creation,
As farm&rj', pem'an [s, mﬁrcﬁﬁmis', woodsman and warriors, L‘ﬁ@ are the center 0f
Vf&:’}y culture in this world, Bor out necessity due to the threat of the ﬁﬁ*ﬁé{g&
humans hold a casual alliance with the Varl,

Varl: 100 CP: The Varl ave a cross-breed. 01[ man and animal, created @ an
- J'm/aaﬁenf ﬁﬂr}{ who wove f;;ﬁfﬁer a twisted version the ﬂr{gfmf Loom-mother's

| I creations, Varl are horme ﬂfané' who are J'frmgg and. Wf"ﬁﬁ'fﬂﬂ and have the
rﬁ/aufaﬁaw of 5&? fmﬁﬁcméfﬂ ffgﬁfﬁmz ﬁﬁjfaﬁcf&,&f as warviors, fﬁ@ can live to
be a ﬁew hundre years old Jﬁﬁﬁfr lives ave not cut short @ G ﬁa/f in battle. ﬁﬂer
fﬁiv'ump YOu Gain Your Varl form as an altermate form that You may Mfﬁ‘ into
a@ﬁme you desive,

ﬁreﬁ@a: 100 CP: Unlike the Humans and the Varls the ﬂrea@e are a cnm[aﬁ:z‘a@
different race. The ﬂrﬁ&{gﬁ are the colossal, armor clad ancestral enemies of the
Var. Tﬁ’fﬁ are hostile on Jfgﬁf to all other fnfﬁ/@m lite. Tﬁﬁﬂ were formed
when one of the Wﬁulea/&uy of his freers, took their creations and twisted them
nto j'ﬂmﬂfﬁffy g}mwﬁ and wmatural and then set them ff‘ﬂﬁ (o wmﬁé havoe on

L the land. After fﬁ:"{'jump You gain your ﬁrez{ge form as an alternate form that
L youmay shift into anytime you desive.

1]




Abhilities i -

4

4

3 ﬂ[m’f@ of Hridva quyﬁ”: 100 CP: (Free ﬂmfa« in) You received the 6@53’1}39 of Hridvaldyr as he left the
world, and veceived the hoon of the God of the hunt. With this abili ly you now find it easier to live in any
 hostile or ﬂ:are{gn environment, and can track as well as the best hunters of this world.

Y Fndurance: 100 CP: (Free Human) Due to the centaurs in the south, horses are very uncommon and
 travel is almost .mﬁ@ done on foot. With this PE—F£ You gain the endurance of the humans af this land, able
- ftowalkall d@ fﬁrasigﬁ a@ﬁ/o snow with a ﬁemy faac& and still be reﬁ@ (0 @6 { a battle at the end, '

l \S"frﬁrggfﬁ: 100 CP: (Free Varl) The Varl ave a crosshreed of Men and Yox and fﬁ@ have the J'frerggfﬁ of
' hoth combined. This ﬁer'é ﬁmﬁﬁnm'yﬂur J'frmggfﬁ and. ﬂfﬂﬁ you G more robust 60@, 1'1‘#0@5# and healthier.

Durabily ly: 100 CP: (Free ﬁm»’{gﬁ] The ﬂrﬁ@e are born from stone and have inherited all the stones
S durabily @ and permanence. Your éaaj hecomes much facigﬁeﬂ move able to withstand blows that would B =
| | M an average human. R A

2 ‘E/mﬁ@ of Bjorulf: 200 CP: (Discount 0#0/9414] You received the %ﬁv@ of @'ﬁwéf as he left the world, \
= and received the hoon of the God of érf:wfrgg, You are now able to brew almost any drink that you have \
'\ tasted J'fyau are given the r{gﬁf fryr&&ﬁﬁnﬁ; and any new ﬂ@ﬂ'ﬂ@*yau create are fHCi"ﬁéﬁé‘@ ﬂﬂﬂé[

- Quartermaster: 200 CP: (Discount Human) As you flee the .ﬁ(ﬁ@ﬁr in the north, it is cm’ﬁm@aa f@ﬁ/‘:
. your followers fed and %aﬁ‘@. This aéf/f{y maéﬁfyau hecome hetter at managing any @ffﬁc oferation
and you 653#1‘:9#1339 with others results in betfer frices or surfrising information,

<. 4 Warhawk: 200 CP: (Discount Varl) The Varl can be a stubborn race but fﬁ»&:y always mﬁachfmyfﬁ
and skill at arms, With this /9&% you ﬂﬁfl’? fmpreﬂ'fue skill with swords, axes and shield,

1 \S"/Jﬁnf&r: 200 CP: (Discount ﬁw{ge] Most 0!"5&1@5 armor, while formidable, Jﬁﬁnfﬁr and break like
 stone under J'fmrgg attacks. onm’n the émwée:{ge to use this @m’mf your enemices, }’I@ armor or shields
1 your afyfmnenfr wield break under your attacks much more ﬂm’@.
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8 & /éﬂf:-gg 0/[ Dundr: 200 CP: (Discount ﬂmﬁ-—fﬂ] You received the %ﬂ'ﬁy af Dundr as he /eﬁ‘ the world, i |
* and veceived the boon of the God of J'?Hfl%ﬁ?j and éﬂﬂWé&i@'ﬁ. You gain 4 ﬁaﬁ@ talent in ﬁ?ﬁm}ffg how fo

Y smith and can weave storices that capiture and entertain ﬁﬁﬂ/ﬂfe on mfmf ﬂmﬁ@ of the greatest bards.

& Tuctician: 400 CP: (Discount Human) Against the massive Varl or the monstrous ﬂreq/ge, humans are
' | forced to work together if fﬁffy have any ﬁa/oﬁ of SUrviving. With this aéi{i}y you become excellent at

| cammam{f@ j‘ﬂgffm to be more eﬁ@cﬁw in battle, Not only that, but soldiers under your command are
. more w:ﬁfifg o face the monstrous creatures or torvible odds and become more effective at @ﬁﬁrfg them,

| Shicldmaster: 400 CP: (Discount Varl) In the hands of the Varl, even shields can be used o @ﬁf and
kill. This abili @ ﬂfﬂﬁf ou skills and ideas on how fo use any &{E/{Gm'fvﬁ ﬂéiﬁ@ or W/HJ'/amﬁﬂf to double as an
- attack or weapon. Shields become éﬂffﬁﬁ'@ rams, &/Eii{gﬁj' sel you uf for kills and MJC@@ reflects .ﬁm@e,
. Sfﬂﬂ?ﬁﬁﬁi’%{: 400 CP: (Discount ﬂre@e] The \%.'?H:‘E?Hﬁﬁ”ﬁ/ ave the ﬁrﬂ@e elite and . ﬁﬁﬂ@y have &méy,
. 9@05{ are a ﬁﬁ"ﬂaﬁe and take this ability, your d@*ﬁq@ﬁ form becomes ﬂwijgﬁr and. J'ff'argggr, and gain thicker NS
L stone armor. Re ardless Ifyou are a dredge or not, you gain the ability to vibrate the air at a ﬁfyﬁ N .
s ﬁﬂﬁqum.gy ;'aunﬂwm' to summon three iﬁ&@a grunts who are comp m‘ﬁ@ @ya/ lo you. F

I., | Eéﬁu}'ﬁg of ﬂe@ﬁv 600 CP: (Discount Drop~in) You received the Mmu@ of ﬂeryﬁﬂ as he left the world,
" and veceived the hoon of the God of fortune. ‘Tﬁf@f aﬂu@f seem o go your way as you now live a life of
&;ffmam@'nmy luck, In addition, money is now unmfam@ easy for you to acquire @ whatever means.
 Mender: 600 CP: (Discount Human) Canmot be taken with Stonesinger. You are now one of the few
humans that can wield m&;ﬁa This can take many forms bhut you are parﬁcuéw@ w@[af at restoring non-
l ving fﬁf@j} and casting {gﬁfmry Menders are also qgrea f@ resp ected and feared in this world,
 Warmaster: 600 CP: (Discount Varl) Varl generals tend to eschew tactics and imstead set an e;(am/o/é,
®  This abili ly mﬁﬁmm’yaur (roofs morale and martial abili ty whenever you f{ﬁﬁf or lead from the front.

__ 'I \S’fanej'f@ﬁr: 600 CP: (Discount @m‘@c} Cavmot be taken with Mender. You hecome one of the ﬂew
1 ﬂrﬁ@ﬁ that can wield magic. This can take many forms but you are pﬁﬁ'cuéf{y M@pf at lransmitting

= |

3 m@fm/ diseases and an 606‘{‘5#}@ allies attack af the exfaonse of their defense.
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| | f'ﬂféﬂfn Uf Stravhs: 800 CP: (Discount ﬂmfa-—fn] You received the %ﬂ'ﬁy af
&fmvi as he left the world, and received the boon of the God of balance. Stravhs is
considered the dark P"B]%Cﬁﬂﬂ on ﬁe@ﬁﬂ, where Denglr J'Gﬂig/;f to earn and create,
Stravhs ensured that all would end and that everything had o price. This abili by
| ﬁ/fawyyou (o J'/@ any 635@ that is considered immortal. The act of sl ing them
doesn't cﬁa@f}, you must still be able to beat them, }’I@ 6&1’@ who fmi can't die will
S instead be convinced that fﬁ@ have heen killed under Your assault and fall into a half
 dead/half J'[ﬂﬁﬁfﬁﬁ state that fﬁ@ canmot rouse themselves from. You have the option
B o rﬁ[o&c’ﬁ Rook in the story, gaining his 59@ and memories, .r';{yau wish,

Valka: 800 CP: (Discount Human) You are acce ted info the secret order af the
F Valka that exist within the Menders, Created @ the humans to counter the fearsome
- power of the Sundr. This aéﬂ@ give you the fyﬁﬁﬂn fo P"ﬁﬁ[ﬂﬂ'ﬁ Duna in the story,
gaming her é;;/y and memories. Fflry magica
J

;Jawam' You have are ﬂﬁea@
ap Gitude in mental magic. ﬁwe@@wf

ou now are have great natura
" to counter the Sundr, within anyone s mind, Your will is a force of nature.

: m@m’ﬁeﬁf an

| 7—@/; King: 8oo CP: (Discount Varl) In your past, you mamycﬁf o slay the

= fearsome Sundr Raze iﬁfw}aﬁ her moment of weakness. In vecognition, the Varl

] /Jeafo@ will name You .'r’@ﬁ King of the Varl should you but ask, This aéfﬁ@ give

4 you the a/oﬁon lo m/of.m Yer in the J'fmy, ﬁm'm'@ Is 50@ and memories, You also
. gama r@ﬁ/ aura of /éaa@m'ﬁf/o causing /930/9/5} o defer to you. In addition this abili ty

- causes subordinates and companions to jm}? mi/aﬁczﬂ admiration and ﬁﬂy&r@ fowards

you for every victory you achieve and every nemesis you defeat

- Sundr: 800 CP: (Discount ﬂm{gﬁ] Your ﬂrﬁ@ﬁ form become ﬁf{ge, pnwerfu[ and
" indomitable, em'@ taller than the tallest Varl. This ﬂéiﬁ:{y ﬁfﬂﬂ you the 0[9[7'9n (o
N rﬁﬁfﬁce Bellower in the :rfﬂr"y ﬁm'nfrfg his 50@ and memories, You also ﬁm’ﬂ the
= strange ife~force of the Sundr, the Dredge a’éﬂ’!{?ﬂéﬁl This causes your life to be
__ i J}’J]%fﬂﬂﬂ'ﬂﬁ[ f/ your will fo live, the ffrm?er your will to live, the maﬁ?ﬂu could

survive and regenerate from, This foerk cannot make you invincible however, as all

b 681}39}' can be killed. You will also /@ef total and cam/yﬁﬁfe ﬁ@i{ﬂﬁif when You die.
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"f Ranmer: 100 CP: (Free Human) This J'H;/yoﬁfé@ /&@ bavmer is as @ﬁ {as air a/ﬁ?m@ it to remain
unfurled no matter how ﬁ:n:;g it gets, lengt 65}@ added for every event your caravan takes. Ul allies who
- see the bavmer will be J'mfﬂ'rea/ and feel determined to @efa moving even fﬁm@ﬁ the most difficult times
For 100 CT more, you may maée it o /amwa/ hanner aﬂﬁr you leave this world, camfan@ upa@:ﬁ@ and
| é@ﬁfﬁgnﬁy wffﬁéymyrmfaff fm’umﬁﬁy and defeats, z:ﬁjpé?yf@ all you feel is important or worth
ould it

8 | rememéerf@. J

he a@j'fr@e&f or lost it will regencrate after a ﬁ[ﬂy in your warehouse.
¥ Wﬂﬁﬂﬂﬂ and Armor: 100 CP: (Free Varl) You receive a weafron fit for Your Size as either an axe or
sword of the ﬁyﬁef{ qmﬁ' @, a shield and a mail coat. You also ﬂm}a the énawﬁa@ﬂ to maintain them,

if Tunfrgg Sword- 100 CP: (Free ﬂm{gﬁ] | J't‘m@e weafron used by the 4#5@3. 9 looks to be a cross
between a sword and luning fork, jrfia@ enhances the :.f)ewf wﬁfgﬁy veiforcements are called with the
b Jﬁﬂﬁe{gﬁ abili ty "3 fﬂnggmm{' 'as it resonates and ampﬁ'ﬁﬁf the ﬁ"ﬁ?uem‘ry you release to summon the a@*&@ﬁ.

|
J&/ﬂ/?ﬁﬂj’: 50 CP: (Free ff]m/%fn] \%fyfaﬁ&' to last a caravan a month, muﬁﬁ'/?@' /mmﬁaj‘m‘ allowed,

I.  - Ash Mead: 200 CP: (Discount High 70'@] A magical %ﬂfn@lﬁg horn, it reﬂ'/ﬁ' aufamaﬁm@ with the
'\ alcoholic 630&%{95 ou have fﬁ*ﬁnéiﬂﬂw ﬂfymr cﬁgfw whenever you desire. Using this item for a@fﬁ:}y
& other than frroviding you and. your friends endless drinks will r&mg in it forever %comi@ fost

[

 Obsidian Bell- 200 CP: (Discount Sundr) A bell who's fone can éﬂ#@ be heard, when worn it atfracts

creatures of darkness which are more ofoen to serving you Powerful creatures of darkness vesist this call

B Stravhs’ Whetstone: 400 CP: (Discount E/éﬁf? of Stravhs] In the stories, the God Stravhs sold silver
1 weafrons to the other Gods so fﬁ{zy m{gﬁf kill each other. This whefstone hones any weafron (o pﬁrﬁmf
8 J'ﬁarpnm or fmcﬁamﬁ' {y and makes it J'ncrﬁéﬁé@ pafem‘ 17, j'ér_yf::;g enenmies J'upema?fum/ or divine,

__ 'I Shard af Godstone 9@#% 200 CP: (Discount Valka) A /yofenhﬁamf 0/[ Q@m};@' Godstone, the runes on
. Jtseem lo shift and change com‘fﬁn@. ﬂawpﬁm@ itis ﬁﬁm;yf havd but the ranes contain strange and
b esoleric advice, advice that uym@ relates é‘r&c@ to your task at hand, or advice you H@ﬁf find 65//9;[;;[.
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' Cam[oﬁ'mﬁam' %
[ 'L{p to +600 CP)

4

]

Dmocent: +100 CP: Ear@ in the ump, you will encounter Alette, ééff{?ﬁfﬁi" of Rook, When you meet her
| you gain an irvesistible Hgge (0 /&jﬂ&w her and frrotect her from the horvors of war. Should. MZ ever vefuse a
" course of action or fo f{g Lo Jﬁﬁcfﬁc enemy due to her morals, You will find yauw'e/;‘[ unable fo oppose her.

= Low J'uﬁp/fej': +100 CP: Food. ﬂﬁﬂ@f seems to be running out for you and. your caravan, and. scavenging is
. Scarce, ﬂn/éﬂ'yau can ffg ure auf.s'amefﬁﬁfg drastic, peafo/é under Your éaa@ﬂ'ﬁffo wills starve to death. '

He made it?: +200 CP: Eﬁr@ in the %mﬂ you will encounter an accident prone and. J'ﬁemfrfg@ fated to

3 die young man named Eﬂ:’[ His life is Gied to yours, should he de, you wi die as well,
Leader: +200 CP: The [9&0{9/5 of this world are at stake, em@ on in your jump, you will find yaum'ﬁ/f[ ied
= o acaravan of human/varl or a@%{gﬁ reﬁfgﬁw} a@/oem/frgg on your éacémuw - Should everyone be slain
__ - or the caravan a@pmmf it will count as J'fyau had died.

The Great Serprent: +300 CT: In the story, the j'er;enf of the end times awakens and wreaks havoe on the
= world. 9f this campﬁmﬁan is taken, the serpent wi seek fo s:fw'fr*r{y ou ahove all others, He cannot be
] mfafurﬁa/ or held at 5@ and should you Jﬁxy him he will returm within the year. He is larger than a
- mountain range and, ﬁawarfu[ @yr}m{ helief. //éw}gg or ﬁ:‘aﬁ@ would a@ﬁm’t‘ﬁ@ he your 551’1‘ options.

Locked Powers: +300 CP: a/f/umﬁafﬁf from frevious jumps and your warehouse ave locked away.

(F‘Hf‘%ﬁﬁ‘mﬂlﬂﬁ ﬂ/r memories g ﬂﬂfyﬂﬂﬁ‘ PF‘EUJ‘GH.UMW/H are ﬂf}ﬂﬂ, yﬂﬂf Pﬁmﬁméﬁf‘yﬂﬂ are Jj]jﬁmﬁﬂi" fﬁﬂf{gﬁ

o i s A
Now The choice is yours, will you o

| — r-.-\_-el-l- P.
IJ [,

I

Go Home?




