Version 1.0 By: Obfuscation

This is a tale o/[ a lamd where the Gods are dead, never fo
veturn, Where one day, the sun has J'fﬂ/ﬂ/mf/ in the j@ A land

where ﬁéﬂ*éﬂ?mcﬁ in the north have éﬁyﬁm their imvasion, Both

|

Men and Varl must band fqgﬁf{i er and f?fn‘ /[or survival in the

destruction.

ﬂff{:ﬁ ﬂf the J'Mr:rmw'@ caln ﬂ-ﬂ@ or /}:rr'r tolu

This is their ﬁhﬂ&r,,. You gain 1000 CP
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b This is a Saga .fm'/ofrﬁﬁ/ @ the Wé:hﬁ tales .f:rf old. The land fﬁrzy inhabit is cold and novdic, The

j fa&afo/& also, both Men and Varl live like the Nowse [ea{ofe. This is a time of reat u/%—ﬁmum[ The Gods
are gone, [arw'amea/ dead, The 0!‘5&{96, /bsgg fﬁmg t extinet, are fnum/frfg the lowlands, The sun has
, j’fi?/]/?ﬁé{ in the J'@, low and near the horizon, There is also ramors that a ﬁf‘ﬁﬂf J'ﬂ?ﬂﬂf has awoken...

d Toﬁaﬁ[ﬂ are driven from theiv homes and former enemies ave forced to hand together to survive, As the

] /960/9@ travel in search of r&ﬁge fﬁ@ theiv bavmer, embroidered with 5067 victory and defeat, every home

L abandoned and overy ﬁﬂ&ﬁ*&‘anﬁ visited, every rﬁﬁgﬂ@'m}wf and, person siain. As their tale grows, 50 0o |
] does their bavmer.

| You may /9@ 100 CP to choose your j’fﬁfﬂb}?ﬁ @mﬁan, otherwise roll a d8 and select the j'fﬂ?‘ﬁ?::‘?
' location form the list below,

" {, Strand: A [mjge fma@y fort on the west coast where Varl and Men live fqgefﬁﬁr in relative ﬁﬁrma@.
g 4
N 2 \%ggr: A small h unﬁ@ ui/ﬁaﬂﬁ near the east coast, home a([ Rook and Alette.

,, 3, Frostvelle: A town west of \%:u?r, the governor has barred the gates lo all r'ﬁﬁigﬁﬁjz

|

4. Einartoft: The former ca/‘ﬂ'fﬁf of the Varl, /Jeoﬁé and chosen location for the last stand of the Varl,

= |

N 5. d@fﬁ*ﬁaﬁﬂ: Once a mﬁemw w’/ﬁﬁje, the peafafﬁ have Ggrown a@ﬁemfﬂ aﬂﬁr an ﬂﬁrfﬁqméﬁ sank their

j homes into ﬂﬁar@ ake.

< 4 b. ﬂﬂﬁr{garﬁé A southern port city, the City itself is hm-—/mcﬁe&{ with re ?5&' @U@?g lo escape the 5@3&{93
- nvasion and an@ due to a local MEreenary grouf dmwn as the 'vavens’ does it vefain any ovder. |

E 7. Grofheim: Caﬁifa/ of the Varl, razed to the ﬁmmz{ @ aﬁ@ancﬁy &ﬁ”ﬁé{ﬁﬁ, it lies J'ma%m@ ruin.

8: Free ﬁfcé"
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You may /9@ 100 CP (o sef your age and 55:4&/&:1 Otherwise, you retain
your previous ender and roll 20 + d8 gr' age. I ;au choose ﬂrﬁj e or Varl as
your race, rﬂfZﬂG + (d8 x10] for your age. Varl can only be mai

‘ﬁra/%fn: Free: You arve inserted . as You are into the world, Some migﬁf view
you as an ﬁnama[y and in these lrying limes, /9.'30/7@ are mfﬁ*f&m@ fo outsiders,
?m}ﬂ@ J'ffﬁ@ are stranger than usual. Nevertheless J/éjfaemfe times call for

ﬁjﬁﬁf‘ﬁfﬁ measures ﬁﬂé/ A J'ff"ﬁ}yﬁf’ Wﬁt’? 1) Hﬂfyﬂﬂﬁ‘ ﬁnﬁmy m{gﬁf]wt‘ 6586’1’”3

5 ' your ﬁ@,

Humean: Free: Humans arve the w{gfmf creation of the Loom-mother, a very
clever and fatient ﬁw/ rw]aﬂm'f% for weaving life info the lafrestry of creation,
As /[ﬁi‘mﬁﬁ"j} [oeﬁj'an [s, mﬁrcﬁamé} woodsman and warviors, fﬁ@ are the cenfer 0f
Vf@'}y culture in this world, Born out necm@ due to the threat af the ﬂﬁ'ﬁé{ge,
humans hold a casual alliance with the Varl,

Varl: 100 CP: The Varl ave a cross-breed of man and animal, created @ an
- impatient ﬁﬂtf{ who wove f?ﬁfﬁer a twisted version the ﬂr{'gfm/ Loom-mother's

| ' creations, Varl are horme ﬂianﬁ' who are J'fi”(}?fg and. aqqrossive and have the
reputation of 6&? fmﬁﬁcm% ffgﬁfﬁmz ﬁﬁjﬁﬁcz‘wf as warriors, fﬁ@ can live fo
be a ﬁew hundre years old J’ffﬁefr lives ave not cut short @ . ﬁa/f in battle. ﬁﬂer"
fﬁiv’ump Wou Gain your Varl form as an alfernate form that you may J'ﬁfﬁ‘ nto

a@ﬁme you desive.

ﬂmf{ge: 100 CP: Unlike the Humans and the Varls the ﬁrﬁafge are a cam[aéz‘ﬁ@
different vace. The ﬂrﬁ@ﬁ are the colossal, armor clad ancestral enemies of the
Var. ‘Tﬁ@ are hostile on J'{gﬁf to all other fm‘ﬁ/@mf lite. Tﬁﬁy were formed
when one of the wﬁu]%/&uy of his peers, took their creations and twisted them
nto J'ﬂmﬁfﬁf@ gfmwe and wmatural and then set them fﬂee to wreak havoe on
the land, After fﬁ:‘li'jumﬂ You gain your I?rez{ge form as an alfernate form that
you may :r/;fﬂ into ﬂ@ﬁme You desire.




Abhilities i '

| 8

1 ﬂ[m’f@ of Hridva f.f{yﬁ”: 100 CP: (Free '0?"0/%— in) You received the é@ﬂ'frgg of Hridvaldyr as he left the
J world, and received the hoon of the God of the hunt. With this abili ly you now find it easier to live in any
hostile or ﬂ:ﬂr@n environment, and can track as well as the best hunters of this world,

Endurance: 100 CP: (Free Human) Due to the centaurs in the south, horses are Uery uncommon and
Y fravel is almost .w/é@ done on foot. With this ﬁeﬂé You gaim the endurance of the humans of this land, able
L lowalkall afay fﬁras{g/i a@e{o snow with a ﬁﬁa(y fmcﬁ and still be Pﬂa@ (0 figﬁ { a battle at the end, |

\S"'fre@fﬁ: 100 CP: (Free Varl) The Varl ave a crosshreed of Men and Yox and fﬁfiy have the J'frerggfﬁ of
" both combined. This ﬁﬁﬂé ﬁmﬁﬁnm'yaw j'frﬂrggfﬁ and. ﬂfﬂﬁ Wou G more robust éo@, 1'1‘#0?396# and healthier.

- Durabily @r 100 CP: (Free ﬁm{gﬂ] The ﬂm@e are horn ﬂﬂam stone and have inherited all the stones
. durabily @ and frermanence. Your 50@ hecomes much z‘ﬂcfgﬁeﬂ more able to withstand blows that would

-3  kill an average human.

| j ‘Bém’rgg of Bjorulf: 200 CP: (Discount Drofp-in) You received the 5(9.13'5}39 of @b’rrué{ as he left the world, !
= and received the boon of the God of 6#51{#1}39, You are now able to brew almost any drink that you have ¢
' tasted J'fyﬂu are given the r{gﬁf f@#ﬁiﬁﬁﬂé‘, and any new Jﬁmé}’yau create are f??ﬂ‘i"ﬁ&ﬁé‘@ jﬂ(k{

- Quartermaster: 200 CP: (Discount Human) As you flee the éﬁf@ﬁr in the north, it is cm’ﬁm@aa l@fzfa
- your followers fed and ﬁﬁaﬁ‘@. This aé:’f@ maéﬁfyau become better at managing any @ffﬁc oferation
and you 6@#&‘6#}@ with others resulls in betfer prices or surprising J}aﬁwmaﬁan,

< 4 Warhawk: 200 CP: (Discount Varl) The Varl can be a stubborn vace but fﬁfi’y always re;if;.ecfj'fre@fﬁ
~ and skill at arms, With this /oﬁ% You gain impressive skill with swords, axes and shieldb.

\S"/Jﬁnfﬁr: 200 CP: (Discount ﬂrw@e] Most ﬁm{gﬁ armor, while formidable, Jﬁﬁﬂfﬁr and break like
stone under J'fmigg attacks. Uo:;m’n the ﬁmwé&{gﬁ to use this @m'm'f your enemies, ?[ny armor or shields
your afapanenfs’ wield érﬁaé unaer your affacés' much more ﬂm’@.
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R /éﬂ'frgg of Dundr: 400 CP: (Discount 0#0/5414] You received the %ﬁ'f@ of Dundr as he left the world, i '
N and received the boon ﬂf the God af J'mffﬁmﬁ and éﬂaw/é{fgﬁ, You ﬁﬁfﬂ a ﬂoﬁ@ talent in /ﬁﬁmﬁ'ﬁffg how fo
Y smith and can weave stovies that capture and entertain ﬁea/afe on 65;’54'&?/ ﬂ?r}ﬁ@ of the greatest bards.

Tacticion: 400 CP: (Discount Human) }’lﬁm'm'f the massive Varl or the monstrous ’I?re&{ge, humans ave
forced to work fogether if fﬁbjy have any ﬁa/ﬂe of SUrviving. With this aéf'f;y you become excellent at
cammawff@ J'f?gffﬂm' to be more effective in battle. Not only that, but soldiers under your command ave
more w:'m@ o fuce the monstrous creatures or tervible odds and hecome more effective at f{gﬁﬁ{ﬁg them,

5 Shicldmaster: 400 CP: (Discount Varl) In the hands of the Varl, even shields can be used o @ﬁf and
M This abili @ ﬂfuw' ou J'@’/ﬁ' and ideas on how fo use any ﬁéﬁmuw aéfﬁ@ or ﬁqm'/omﬁnf to double as an
' attack or ufmﬁom. Shields become ém‘fem}gg rams, J/E?i{gﬁj' sel you u/a far kills and MJC@@ r&f@cis' .ﬁm@ﬁ.

. \%M@mmﬂ 400 CP: (DViscount ﬂ#ﬁ&{gﬁ] The \%nfi’gmm/ are the ﬁrﬁ@ﬁ elite and ﬁf:{r@y have 6m:éT,
% nyau are a aﬁﬂe@e and take this ability, your &ﬁ*&é{gﬁ /[(}F'm hecomes (myﬁr and. J’ﬁ“ﬂi‘yﬂh and. ﬁm}? thicker ¢
g ' stone armor. Regardless ffyaw are a dredge or not, You gam the ability to vibrate the air at a ﬁfgﬁ 3 g
. ﬁ*ﬁquﬁm@ J'omxﬁwey to summon three 5]23;{95 ﬁmaé’ who are comp ez‘ﬁ@ @ya/ i, you. ¥

.,, Eéﬁu}y af ﬂe@ﬁv 600 CP: (Discount 'ﬂrﬂ/}-fn] You received the é/fwfrgg af ﬂﬂ@ﬁ*‘ as he fﬁﬁ‘ the world,
! and veceived the boon of the God of fortune. Tﬁf@f aﬁu&yy seem o go your way as you now live a life of
ﬁxfmamﬁ'ﬂag luck, In addition, money is now unmfnm@ oasy 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&;fr:, This can take many forms bhut you are pﬁrﬁcu/ér@ M@/ﬂf at restoring non-
li ving fﬁ;}yj} and casting {gﬁfmry Menders are also grea @ resp ected and fearved in this world,

 Warmaster: 600 CP: (Discount Varl) Vﬁ:ﬁenﬁmﬁ' tend to eschew tactics and instead set an fi;(am/o/é,
y This abili {y ﬁnﬁﬁﬂm’yaur fmafﬁ' morale and martial abili E‘y whenever You fgﬁ { or lead ﬁﬂam the ﬁﬂanf.

| ! \%mej'f@er: 600 CP: (Discount @m@d Coanmot he taken with Mender. You become one of the few
ﬂrﬁ@e that can wield magic. This can take many forms but you are /mﬁcuff@ ﬁﬁ@pf at transmitting
m@fm/ diseases and an 60f§f€m’ry allies attack at the exfaonse of their defense.
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B Blessing of Stravhs: 800 CP: (Discount Dropr-in) You received the %ﬂf@ of
\S"fmui as he left the world, and veceived the boon of the God of balance. Stravhs is
considered the dark f*g]%cﬁﬂn on ’f]ﬁ@ﬁﬂ, where Denglr Jmigﬁf to earn and create,
Stravhs ensured that all would end and that everything had o price. This abili by
affauuyau (o j'ﬁzy any 63}'@ that is considered immortal. The act of sl ing them
doesn't cﬁmfyﬁ, you must still be able to beat them, Fl@ 651’@ who fmg can't die will
instead be convinced that fﬁ@ have been killed under your assault and fall into a half
\  dead/ ﬁaﬁ J'@e/w}aﬁ state that z‘ﬁ@ cammot rouse themselves ﬁﬂam, You have the ﬂfoﬁan
3 o rﬁ/oﬁ;rca Rook in the _s'z‘m:y, gaiming his 50@ and memories, f/{yau wish,

Valka: 800 CP: (Discount Human) You are acce ted info the secret order af the
Valka that exist within the Menders, Created. @ the humans to counter the fearsome
frower of the Sundr. This aéf/@ give you the fynﬁﬂn (0 mﬁ@c& Yuna in the story,
ﬁm'm’@ her 5;;1@ and memorics. Flrgy m@fm [)awm' you have are ﬁr’ea@
Y af Gitude in mental magic. 'f]eveﬁ?ﬁﬁéf

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

| m@m'ﬁﬁﬂf an

kg 7—@/; Kfrgg: 800 CP: (Discount Varl) In your past, you mﬁn@w{ to slay the

= fearsome Sundr Raze Jﬁmﬁaﬁ her moment of weakness. In vecognition, the Varl

| /530/9@ will name You "r’@ﬁ King of the Varl should you but ask, This aéfﬁ@ qgive
r you the a/oﬁan 1, Pﬂ/ﬂfacs Yer in the .i'fﬂl:'% ﬁm'm'@ IS 69@ and memories, You also i\ |
. gaina r'ggﬁf aura of /éﬁa@m'ﬁf/a causing /960/9/3 o defer to you. In addition this abili ty r_»,m ; |

 causes subordinates and com/aambm* (0 jm"n rﬁj{aﬁclﬁ admiration and fﬂyﬁ@ O o

| you for every victory you achieve and every nemesis you defeat

- Sundr: 800 CP: (Discount ﬁr&&{ge] Your ﬂrc@e form become ﬁc{gﬂ, pnw&rfu[ and
 indomitable, em'@ taller than the tallest Varl, This .ﬂé!ﬁ@ ﬂfﬂfﬂ you the Dpﬁﬂn (o
> rﬁpérce Bellower in the _ffm:y ﬁm"nfrgg his 50@ and memories, You also ﬁm’ﬁ the

= strange life~force of the Sundy, the ‘f]rﬁa{gﬁ Jémyaﬁﬁz This Causes your life to be
thﬁfﬁnce&f f; your will to live, the J'f#ﬂﬂ?ﬂf" your will fo live, the marﬁ;ﬂu could

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

éﬁmj}' can be killed. You will also ﬁae/ total and. campﬁﬁt‘ﬁ 5@5{9&:}? when You die.
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Y Banmer: 100 CP: (Free Human] This "”A”ﬁ”ﬁfé@ ﬁwﬁ banmer is as @ﬁfm' air a/ﬂ?m@ it to remain
unfurled no matter how ﬁ:n:;g it gets, lengt, 65}'@ added for every event Your caravan takes, Al allies who
& sce the bavmer will be J'mfafrea/ and feel determined to @efa moving even fﬁmryﬁ the most difficult times
| . For 100 CT more, You may maéfz it o faem}m/ hanner aﬁ‘ﬁr you leave this world, camfanf@ upa@:ﬁry and
é@ﬁfﬁﬁn;’@ w;'fﬁéymyrmfeff fm’umﬁﬁy and defeats, Jﬁpé&yﬁy all you feel is important or worth
: ould it

rﬁmeméerf@. J

he a/eyfr@m/ or lost it will regencrate after a a@y in your warehouse.
.- '}’Ueapo:—:a and Armor: 100 CP: (Free Varl) You receive a weafion ﬂ'f /[ar' Your size as either an axe or
sword 0f the ﬁyﬁm‘f quaﬁ' 9, a shield and a mail coat. You also ﬁm'n the énawﬁw{gﬂ to maintain them.

Tunf@ Sword- 100 CP: (Free ﬁre{/gﬁ] A J'f?'ﬁ?f?ﬂ weafron used by the a@*ﬁ@e. W looks to be a cross
between a sword and Luning fork, ﬂi‘f}fz@ enhances the Jf?f}t?é{ wﬁfgﬁy veiforcements ave called with the
| Jﬁﬂﬂe{g& abili ty "3 faﬂ@mmf' 'as it resonates and ampﬁ'ﬁﬁf the ﬁ*egusn@ you release to summon the a@*&a{g&.

J uppﬁej': 50 CP: (Free Drop-~in) éh/?f)ﬁ'ﬁj‘ o last a caravan a month, muﬁﬁ'fﬂfe /ourcﬁam' allowed.

-,  Ash Mead: 200 CP: (Discount ?’-(J'Zﬁ King) A m?fm/ ﬁﬁﬂfnﬁi@ horn, it refills aufomaﬁm@ with the
0

eﬂw ﬂfyﬂ ur choi

. ' alcoholic 650&?@5 ou have drank jce whenever %ou desire. Using this item for a@fﬁf@
& other than froviding you and. your friends endless drinks will vesult in it forever éﬁcami@ fost

 Obsidian Bell- 200 CP: (Discount Sundr) A bell who's fone can 5.«::#@ be heard, when worn it atfracts

L creatures of davkness which are more ofoen to serving you Powerful creatures of davkness resist this call

- Stravhs' Whetstone: 400 CP: (Discount ﬂ/t:ﬁﬁf? of Stravhs] In the stories, the God Stravhs sold silver
weafrons to the other Gods so t‘ﬁffy m{gﬁf kill each other. This whetstone hones any weafron (o PBP‘/{‘?Cf
8 J'ﬁﬁrpnm or functionaly ty and makes it J'ncm:ﬁé@ fotent in j'[ﬁ_yf;:;g enemies J'u/wmafum/ or divine.

| ! Shard af Godstone 9@:«*% 200 CP: (Discount Valka) A /mfenf shavd 0/[ 9@;*1}:/3' Godstone, the runes on
it seem to shift and change com'fan@. ﬁﬁﬂjﬁﬁﬂﬂhﬂ itis ﬂﬁmyj' havd but the runes contain strange and
esoteric advice, advice that uj'ua@ relntes Jffrec@ to your task at hand, or advice you m@ﬁf find ﬁﬁ/f)ﬁ;[.
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Co mﬁﬁ’ cations
¢ 'If/f/) to +600 CP)

Ymocent: +100 CP: Eﬁr‘/y in the 'um/a, you will encounter ﬁ/éffe, a;éuigﬁfﬁr of 7{00& When you meet her
you gain an irvesistible u;gﬁ (0 /&jfﬁ?w her and frrotect her from the horvors of war. Should. MZ ever vefuse a
course of action or to f{g Lo Jpﬁcfﬁc enemy due to her morals, You will find yam’&éf unable fo opppose her.

Low J’Hﬁf)/f:ﬁ? +00 CP: Food. aﬁwyf seems fo he running out for you and. your caravan, and. scavenqing 1s
scarce, '(/fm/éﬂ'yau can ][59' ure auf.s'amﬁfﬁﬁy drastic, ﬁeafaé under Your éaa@ﬂﬁfﬁ wills starve to death, |

He made it?: +200 CP: Eﬁr@ in the 9ump You will encounter an accident prone and. memﬁ'@{y ﬂﬁfﬁﬁf (0
die young man named Eﬂ:’[ His life is Gied to yours, should he dhe, You wi die as well,

Leader: +200 CP: The [oeafﬂfﬁ of this world are at stake, em@ on in your jump, you will find yauryﬁé[ ied
to a caravan of human/varl or a@ﬂe@ﬁ P‘Efﬁfgﬁw’, a@/oem/@ on your @rcémun - Should everyone be slain
or the caravan ﬁﬁiﬁperymf 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 campﬁmﬁaw is taken, the serpent wi seek fo ﬁﬁﬁ'fr@ ou above all others, He canmot e
ca/oz‘urﬁa/ or held at 5511/ and should you 5@ him he will veturn within the year. He is larger than a
MOUniain range and, paw&rfw/ @yamf helief. //éﬁfrfg or ﬁfcﬂf}gg would aﬂeﬁm’fe@ he your é’f options.

Locked Powers: +300 CP: ﬁ/gmrcﬁa.w from forevious jumpas and your warchouse ave locked AWAY.

‘Fum‘ﬁeﬁﬂmﬂrﬁ ::-?/f memonries anout your prﬂufﬁrm‘j’umpy are ﬂone,. you #ﬁmeméer You are @'ampefﬂ fﬁmgﬁ,

Now The choice is Yours, will you "

oG
tH

I

Go Home?




