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%e 9th century is a time of terror and destruction for the Jveqpk of Treland. The Northmen raid the seas and fi[[age

_peaceful fishing villages in search of their one driving passion. Gold. All of Treland lives under the dark knowledge that
sooner or later they will come. That they will kill anyone in their way. Only those who run, and are fast enough, will
survive their wrath. }ﬁzpe isa ﬂame that burns low on the Emerald Isle. But it still sheds ﬁgﬁt, however feeﬁ[y.

Here and there one can find cities doing what they can to prepare themselves against the coming slaughter.

Unskilled hands turn their labor to walls of stone pulled from any available source. They cobble together makeshift walls
out of fear of what will happen to them and their loved ones if they do not. People huddle in mud huts because their
wood and stone is needed to keep them safe. The only thing keeping them going most days is their faith.

Old faiths are beginning to be pushed into legend by the new faith of the world. Christianity has bequn to push aside
the pagan myths of ages past. But just because the people stopped believing in them doesn’t mean the sources of those
myths stopped existing. Fae still walk the woods, bide their time in caves, and protect secret, sacred places that only have
meaning to those of the old faith. So hold fast to the old superstitions. Keep your westward facing windows shut. If you
must travel at m’gﬁt, Bring a trinket of 50[1[ with you. For while tﬁey are fewer than tﬁey were, the Fae still walk this
world.

you will arrive one year before the Northmen attack Kells and stay for a full decade.
Yhese (+1000 CP), and strong legs, may allow you to survive.
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G)fiking (Free): The Northmen are invading Ireland. They are brutal, savage, and have a deep seated
[ust for go[d that can never be fu[[y sated. You are one of these giants, these [iw’ng Eoogeyman of the Irish
0 people. You are tall enough to loom over the tallest Irishman by several feet and strong enough to throw a
b normal person across the room. With your massive sword and_powerful bow, you will do as you please in

this land of peasants, farmers, and scribes. [Age: 20+3d8]

@criﬁe (Free): Even in these dark times, there are those who seek to preserve what is known. ](now[eafqe must
be saved and books are the way to ensure it does not die. Not everyone sees your work as valuable. Which
might have something to do with the fact you spend most of your time inside scribbling instead of producing
anytﬁing to ﬁe[p Jvegp[e survive. But you Enow, as your brothers in ink do, that survival is not tru[y ﬁving.
For all of mankind to live, they must learn. [Age: 148+8 or 20+448]

@iest (Free): You Eefong to the new faitﬁ of the world, Cﬁristiunity, which has determined Ireland is
a/esdvemte[y in need of saw‘ng. It is hard to get your brothers and neigﬁﬁors to let go of their pagan

ways. But you have faith, and God, on your side. You will show them the righteous path, save their
souls, and yossiﬁ[l/ their lives from the Northmen zf on[y tﬁey would fo[[ow. [Age: 30+348]

gae (800 CP): You've lived tﬁrougﬁ many ages, in many ]‘orms. You are a
dnart of this world as much as the sa[mon, c{eer, and wolves themselves. A
being of nature drawn from the mythos of Treland itself. You've seen the
crue[ty of man but also their capacity for kindness and warmth. You are
[iEe[y wary of man, as their short lives and limited fergpective about the
truths of the world make them irrational and unpredictable, but that is
entire[y up to you. Perﬁ@ps you hate them and wish to ﬁring about their
destruction. Or maybe you simply want them to stay out of your territory
and leave you alone. [Age: 5048]



1. The City of Kells (Scribe, Priest)
Surrounded by dense ]‘orest, Kells has slowly and steadily driven the woods back to make room far its ever growing walls. The yeqp[e of the town

five simf@ but in constant fear of the Northmen. Tﬁey dedicate much of their c{ay’s [abor to the wall that now surrounds most of the city. But it
is still woefu[[y incomy[ete. Years will be needed to ﬂm‘sﬁ it enougﬁ to Eegp out a dedicated assault. ‘I'ﬁey will not have those years.

2. The Forest (Fae)

The forest around Kells is as ancient as the isles. Save for where man’s hand has touched it, it remains pure and unspoiled. The old faiths and
[egemfs still c[ing to these lands cﬁz{pite the rise of Cﬁm’stianity. Between tﬁem, and the M)rtﬁmen, few dare to travel the old oaks save for the
most dire 0]‘ circumstances. There is magic in both the light and the darkness beneath the forest’s leaves. One which is far less mythical than

many men now believe.

3. The Caves (Fae)

Even the old faiths have demons in their stories. Monsters and old gods angry at the world changing around them, at being forgotten, at man for
reasons too alien for mortals to understand. These caves rest within a_part of the forest around Kells that sees no light, even in midday, and
attracts a fog that mre[y oﬁ'ssj]aates. Crom Cruach and his shrine occqpies on(y one of these caves. There are otﬁers, J’ust as ararﬁ, and J’ust as
dangerous. Pray you belong here.

4, The Island of Iona (Viking, Scribe)

This island of scribes is oﬁ in the seas 0]‘ Ireland, like all islands should be. There is not much of here to note save for a small town & an aﬁﬁey
of scholars. Famous only to other scholars for its creation of The Book of Tona. Stories tell of the Book blinding sinners and being filled with
_pages of g[owing text ﬁt to ﬁ:gﬁt up a room. However, it is foor@ cﬁzfentka[ .. and the seas grow black with sﬁjps from the north.

5. The Seas of Ireland (Viﬁing, Scribe)

Temyestuous waters, even for eafperiencea’ sailors. Almost as 1f tﬁey know there is trouble headed towards the island tﬁey ward and wish to Eegp
it away. That You are on a boat tmve[[ing toa f[uce is a sure tﬁing. That You are among frienaﬂv is less certain. That You are in trouble 1f you

are alone is a certainty. Your on[y certain E[essing is that shore is in sz;qﬁt. May it serve you well.

6. Free Choice
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GOLD (100 CP): Pegp[e wﬁigper tales of the Northmen around near[y every hearth. Tﬁey are demons who come from across the
seas, intent on Ei[[ing and stea[ing anytﬁing that glitters or gleams. Like your brethren, you can sail as 1f you were born to it and

track even a sing[e runner a[ong a Jmcﬁez[ c[ay track. And when You ﬁnaf what You seeﬁ, Your tmining with the blade and bow will

ensure tﬁey do not see another dawn.

GOLD! (200 CP): Few outside of the Northmen understand their tonque. Their coarse words and dark voices are enougﬁ to conjure
to mind demons of the most ﬁorrifying sort. Their size, their gpeecﬁ, and their Eruta[ity gpeuﬁ for them more easi[y than any
unafersmm{ing 0f [anguage could ever ﬁczpe to. When You wish to frigﬁten otﬁers, You can do so even without a common [anguage.
Grown men could be driven to weep with a growl and the flash of your blade.

GoLD!! (400 CP): There are few forces on Ireland that can stand in the fatﬁ of the Northmen and survive. Between fear and
heavier weapons, the armies of the Irish clans can on[y a{e[ay the inevitable. As tﬁey are, so are you. You are all but unst%naﬁfe in
battle. You will find a way past any gate or wall that bars your path, no matter how well defended, given time. A wooden gate
would on[y stop you for minutes instead of hours.

GOLD!!! (600 CP): The Northmen are driven by their passion, their lust, their desire for treasure. It is the only thing they crave.
Not s[egp, or rest, or even fooz[ when tﬁey are on the hunt to feeaf their quaetite. 'Tﬁey become demons in all the ways that matter.,
Like them, you can smell it in the air. A long chase or a pitched battle will do little to tire you when you are on the scent of

material wealth. Even the weather itse@‘ turns fou[ to hinter your foes without s[owing Jyou one iota. Just remember, as yowerfu[ as

you are, a hunter is never immortal.
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Hluminator (100 CP): Part artist, part historian, part alchemist, a scribe is a man of many
talents. As the last [ine of afeﬁnse against Enow[ea(ge Eeing lost forever, tﬁey have to be. There are
few enough willing to pick up a quill in this age. One cannot afford to specialize. Like all good
scribes, you've picked up the ability to produce legible, but artistically pleasing and filled with
flourishes, penmanship as well as a solid understanding of how to create inks of all shapes.

Master Iluminator (200 CP): In these dark days haunted by the Northmen, the ability to
create beacons of hope for people to cling to is invaluable. Few creations of man have the ability to

do this as well as art can. A well developed artistic talent, carefully applied, can inspire those who view it. And while you may not
be able to make pages [item[[y g[ow, you do have the aﬁi[ity to \proafuce artwork equa[ to any of the Master Illuminators of the time.
Given time, patience, and hard work, you could even Jvroc[uce works the equal of the Book of Tona or Kells itseg’f.

Resolve (400 CP): Ask any Hluminator and tﬁey will tell you that you can learn more from experiencing the real world than you
can by a lifetime of reading books. An odd expression from a group who spends most of
their lives sitting and creating books, but nevertheless true. 1-[owever, to 5ain wisdom in
this fasﬁion, a{uring these troubled times, takes a wide measure of courage. If notﬁing else
this is something you now possess in spades. While you may still feel fear when faced with
a bare blade or the darkest mysteries of the world, you will never be paralyzed into
inaction or stupified by it. Your mind will see past the terror and aid you in making what

decisions you need to survive.

Turning Darkness Into [igﬁt (600 CP): The mytﬁs and [egemfs of Treland run c/egp
and have origins lost to even the most dedicated histories. Some stories have [ong since |
been cﬁangec[ 5y minds seekinj to entertain, or protect their audiences. Others have
simply had details forgotten in the retelling. Few still seek the truths behind those
[egemﬁ, efpecia[(y now as tﬁey are 6ein5 fusﬁef aside. Just like a certain red headed
youngster, you have a knack for stumﬁ[ing across that which has near[y been forgotten.
Creatures of the old ways will find themselves crossing your path more often than they
would with any other mortal. You will discover bits and pieces of the truth behind
[egenafs hidden in uneafpectec{ Jv[aces. And, should you dare to delve even afegper, you will
discover what was hidden by those myths. Sometimes you will be left wishing you had
not looked. But most often you will come away with valuable insi‘gﬁt, or Jverﬁ%m

sometﬁing much more tcmgiﬁ(y valuable, as well as a story of your time on the road to it v~

fit for any hearthside telling.




Faith of the Masons (100 CP): The  people of Treland are trapped by their beliefs in the old ways. In these dark and uncertain

times, Cﬁm’stiunity holds the ﬁ:qﬁt of ﬁgpe that so many c[ing to. As Christ was a carpenter, so must his Jvm’ests in this land of
sinner be wi[[ing to create their own houses of worsﬁjp. For while the ﬂock needs tenc{in\g, few have time to ﬁe@ those who do not
help themselves. As other Christian priests in this land you have a thorough knowledge of the religion, as well as a firm grasp of

architecture. Enoujﬁ to build a church, or surround an entire city with a wall in a Jn'ncﬁ.

Intimic[ating Nature (200 CP): Your fm‘tﬁ shrouds you in an
air of autﬁom’ty that ]‘ew can mistake. Your voice commands
attention and your eye gains a 5[are that quiets unru[y children

with a look. While you are not an avenging ange[, you can

certain[y give o]f]‘ that impression to those you are z{ifp[easea{ with.

Even older, wiser men will question the wisdom of standing against —~3"77
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Str’engtﬁ ‘Tﬁrougﬁ Faith (400 CP): While a[[dvriests believe in the same basic tenets of Cﬁristianity, there are those who frqfézr

your will when you are [ooking them in the eye.

to focus on different lessons from the good book. Some focus on community, others purity of faith, a few stress more practical
qpyﬁcations of inz[ustry to ﬁegp hands Eusy, and many, many more. With so much material to work with, there is [ittle wonder that
priests of the same faitﬁ can vary, Like them, you have sometﬁing {peciﬁc you believe in. A faitﬁ drawn from your connection to
others, your conviction in your own abilities, or some similar izﬂzo[ogy. As [ong as you continue to believe in that fm’tﬁ, it will grant
you strengtﬁ and endurance enougﬁ to work from dawn to dusk without break. And should ﬁfe throw more dire trials in Your jmtﬁ,

Eegping your faitﬁ will empower you to survive even norma[[y dire wounds. For a time, at least

A Wall To Save Civilization (600 CP): The Northmen are a dark wave of destruction upon the people of Treland. Your people.
There is little enoujﬁ one priest can do against such demonic forces. Still, you have the  power of God on your side. Faith enougﬁ to
J)rgpe[ even _pagan sinners into action when the need is dire. For as Jesus said, “Whoever fa[[ows me will never walk in darkness.”
And rigﬁt now the darkness is indeed coming. As with Abbot Cellah, you have the abi[ity to drive fegp[e when the need is great or
when there is a unison of _purpose. They will work harder, faster, and [onger under your direction so long as you lead the way. Tﬁey
will achieve feats many would suspect impossible in the time given. Stone walls as high as castle towers inside five years with only a
ﬁam{fu[ of skilled masons? Not imyossiﬁ[e for a man of fm’tﬁ who has God a

nd a clear mission on his side.




The Old Ways (Free): As much as those of the new faitﬁ wish to a{eny it, there is magic in this

world yet. Magic that is older than man yet wise enougﬁ to know its Jv[ace in the natural order.
Fae of all kinds have an innate relationship with magic. They use it as naturally as a fish swims
in water. Not all have the same talents. Some, like the Eansﬁee, express their magic tﬁrougﬁ
enchantments of fear and charm. Otﬁers, [ike the forest fpirits, are natum[[y \qiftea/ when it
comes to magic that lets them move around their home woods. Whichever kind of Fae you are, you

share the q]zprqpriate magica[ talents and abilities of your kind.

nytﬁs and [egemis‘ (Free): While the old ways are fm:gotten 5y 50 many, the stories continue

to enchant the imagination of young and old alike. Stories of fanmstica[ facts fassed down into a

world that considers them mytﬁs and has fm:gotten 50 many of the details. [egean can travel,

row, survive in ways few fegp[e can comy[ete(y understand. As a facet of mytﬁ yourse&{ tidbits of your ﬁistory ﬁnz[ their way into
each world ahead of you. It is never certain which parts will ﬁnz[ themselves introduced into each new rea[ity you visit, egpecia[[\y 1f
your past is checkered. But the stories and myths told around campfires in coming worlds are sure to include some of your own
[egenaf Furtﬁermore, when You reveal yourseﬁ( as the truth behind those mytﬁs, few will doubt that fact. Even those who do not
believe the stories will ﬁm[ themselves swayeaf ﬁy the revelation.

As Sa[mon, Deer, am{ Wo(f (Free): Few Fae ﬁm[ themselves conﬁneaf toa sing[e form, Most are cqpaﬁ[e of a?sguising themselves
as human or the native creatures of the area they call home. There are some who prefer not to exercise this power and a very few
who cannot use it. Even if you happen to belong to the latter group, you have learned the trick from a friendly Fae at some point
in the  past. You may cﬁange from Your normal Fae form to up to three c{i]fferent forms, genem[[\y one is human and the other two
are animals from in and around your native territory, but that is Ey no means a strict rule. So [ong as one form is human and the
other two are animals. You will ﬁm{ very little disorientation when you sﬁqpesﬁiﬁ, even between L{mstim[[y afiﬁerent bodies. For
you, cﬁanging between them is as easy as 6reatﬁing. ][a/a{itiona@, your talent ]‘or sﬁq])esﬁifting has room to grow. Given time and

experimentation you may discover other forms to cﬁange into.




You may purchase Magic of the Forest OR Dwelling in the Dark, but not both.

W{agic of the Forest (Free): Some Fae J)T‘efe?" a [ife [iving in tune with the natural
world around them. Tﬁey take a [iéing to the trees, the ﬂowers, the rivers, and all the
animals within its bounds. Tﬁey are the guarﬁans and carefu[ tenders of the natural
world, Tﬁey may rule the land tﬁey stake for their own, but tﬁey do so with a \gz’\gg[e
and a smile to their allies. Only their enemies ever see their fangs.

Like the Fae of nature, your connection to the natural order has given you a
more intimate uncﬁzrstan(ﬁnﬂ of the lives and creatures around you. While this is
im’tiu[{y a weak sense that draws you to froﬁfems in the area, the [onger you {pena{
temﬁ'ng to one territory, the more foweffu[ that sense becomes. .Spem{ a decade
watcﬁing over a forest and you will know every tree and rabbit Ey name, as well as
when trouble is afoot in your lands. Additionally, the magical talent you gained from
The Old Ways grows and becomes more druidic in nature. You will discover your magic
is egpecia[[y well suited for ﬁegving you move around, both in your forest and outside
of it, as well as helping sustain the land and creatures around you. Growing flowers

and m[ﬁing to animals will be the least of your talents should you fo[[ow your instincts and allow it to ﬂourisﬁ.

Dwe[[ing in the Dark (Free): There are those who exist in the shadowed places of the world. Fae who delight in causing harm and

revel in growing their own strengtﬁ to corrqpt or control those who wander too near. Some on[y wish to be [eft a[one, [asﬁing out

w’o[ent[y at any who draw near. A very few are so ([anf]erous that even other Fae dare not {peak their names in certain Jn[aces.
You are one of these Fae of darkness and pain. A creature who

has turned their magic to cruel _purposes and become just as twisted.

You can appear tru[y monstrous in appearance, ﬁ't to break down even

the demonic Vikings into shrieks of terror should you see ﬁt, The

magica[ talent you 5@1’nez[ from The Old Ways has sometﬁing reacﬁinﬂ

and grasping in nature. It already is capable of ensnaring the will of

weaker mortals or s[ow[y z[mining the [ife out of anytﬁing [iving that

wanders into your fatﬁ. In time it will grow into those talents,

allowing you to reach out of the shadows to harm even other Fae in

ways tﬁey will on[y s[ow[y recover from. If tﬁey escape your c[utcﬁing

grasp at all.
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}[ur[ing Stick (50 CP): One of the traditional games of Ireland involves a hard ball of stitched hide, a solid wooden stick thats
sﬁ'\gﬁt[y [arger at one end, and lots of iry’uries. This gets you a ﬁurﬁ'ng stick, a jar of blue anfy Jmint 50 you can decorate yourseﬁ
Jvrgper[y, several balls, and a few extra teeth. Believe me, yow're going to need them.

Qui[[ (50 cp): Just a gooaf durable goose qm’[[yen. Never needs resﬁa(penin\g, If you break it or lose it, Jn[ucﬁing a tail featﬁer

from a goose turns that feather into this Quill. Just watch out. The local geese are pretty hard to catch and usually aren’t happy to
get plucked.

Goose (50 CP): Of course, wﬁy settle for one quill when you could get the whole goose? Proﬁaﬁ(y because you don’t have to chase
down the quill. But if you're looking for exercise, and more than one Quill, this option is for you. Each tail feather you pluck from
this fpeciﬁc goose acts just as the Quill option above. You can even give them to others. You Just have to catch it ﬁrst.
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Weapons of Fear (100 CP): The Northmen come to these
shores Eearing the weapons that have made them unstg}zpaﬁe
to the few Irish lords who dared to stand against them. Their
massive two-handed greatswom% and [ongﬁows tjp])ec{ with ﬁre
and jaggec[ heads. Your own blade will never be far from hand,

your bow will never crack or break, and you will a[ways have

an arrow tjpfez[ with ﬂames at hand when You reach for one.

Flock Qf Crows (200 CP): Carrion—feaf crows know the Northmen. Tﬁey fo[[ow them in great ﬂocks, eager for the next meal. Their
appearance serves to both terrify their foes and sow confusion in their ranks. Your own personal flock may not be large enough to
dot out the skies, but tﬁey are [oya[ enougﬁ to [isten to Your commands and attack as You direct, Provided You kegp them fez[
regu[ar[y. Should sometﬁing ﬁqpyen to your crows, you will ﬁm{ them rgp[ace([ at micfnigﬁt of the next new moon.

Drakkar (400 CP): The boats of the invaders may be the on[y tﬁing tﬁey create that could be considered artwork. Each
cmft is intricate[y carved, eagpert(y cmftec[, and somehow still manages to hold an aura of menace around them. This
sﬁjp is yours and will appear out of the mists when you desire its _presence. While it could easi[y hold two hundred
ﬂgﬁting men, it is cqpaﬁ[e of 5eing crewed Ey as few as fow without issue. Should your Drakkar sink, a tru[y rare
occurrence, simf@/ ca[[ing for a new one from any shore will recall it from the ckftﬁs, hale and whole.



Slfpy(y of Parchment (100 CP): A scribe’s greatest treasure may be a supply of clean parchment. It is truly a rarity in some
Jvarts of Treland z[uring these dark times. This small wooden ﬁox, on[y s[igﬁt[y [arger than a sheet of farcﬁment, will a[ways have a
small stack of clean, new writing material waiting for you inside. If your box goes missing, it will ﬁna{ you again the next time you

sit down to write or draw,

Inﬁ-Maﬁiny Station (200 CP): This stum‘fy workbench has near(y every inch covered in intricate g[assworﬁ. While there is a
space near the center, it is also cluttered with yowafer, mortars, and liquids of numerous kinds. It contains everytﬁing and anytﬁing
a scribe could need to make nearly any color of ink. The ingredients are not magical and you will find enough to create about fifty
pages of c[ose[y written, and zﬂzﬁ'cate[y arteaf work. Tﬁey will rgp[enisﬁ themselves every few months.

The Eye of Columcille (400 CP): The great scribe Columcille is still fraisef 5y scribes
many generations later for his intricate artwork few can match. His secret? A mystical
artifact dnu[[ea/ from the face of Crom Cruach ﬁimseg‘, It is said to give anyone who looks
tﬁrougﬁ it the aﬁi[ity to create the greatest, most intricate of afmwings. Even a child

) ﬁo[cﬁ'ng such a tool could Jn"oz[uce art fine enougﬁ to melt the stoniest of hearts. Truth be
to[c{, this fa[m—sizef crysta[ is all that and unbreakable to boot. Should you lose such a
treasure, you will discover another in a shrine to Crom Cruach soon enougﬁ. Pray he is not

at home when You call,
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Chalk (100 CP): Plain, white, Jvmctim[ This small stick of chalk migﬁt not seem like much, but it will
never run out. You could cover an entire room with calculations and z[mwings from ﬂoor to cei[ing,
inc[uafing both of those, and still have a fu[[ stick in your ﬁngers. It a[ways be in your J)ocﬁet when
you reach for it and simf@ cannot be lost.

Faithful Blueprints (200 CP): These blueprints may look like a jumbled mess of drawings at first
5[ance, but tﬁey will qm’cﬁ@ uafqpt themselves to whatever Jarq]'ect you’re current[y worﬁing on.
Everytﬁing from a sim})[e country church to a city wall cqpaﬁ[e of surviving a dedicated siege can be
found inside these rolls of blue parchment. You'll still have to do all the hard work of turning these
Jv[ans into rea[ity, but these will allow you to skz'p the f[anning stage and oﬁer ﬁe@fu[ suggestions to

{peea[ construction.

Tower (400 CP): This simdt)[e column of stone is 5ure[y [arge enougﬁ for a moa@mte[y sized room on
cach level. However, it makes up in height what it lacks in girth. Twenty stories tall, though only the top
and bottom ﬂoors current[y have rooms, this seeming(y imfossiﬁfe construction is far sturdier than it
appears. With on[y one, very so[iaf oak door as an entrance on the second story, this tower is all but
impervious to any assault short of a direct hit by a catapult. Especially once the steps are knocked
down. You may f[ace this tower on any fiece of _property you current[y own or simf@ have it fo[[ow

you between worlds, y[acing it in a convenient location in each new world.




[oya[ Animals (100 CP): Most Fae are associated with one animal or another, even 1f
on[y in the stories humans tell about them. For you the association is very real. A Jnacﬁ of
animals have chosen you as their yacﬁ leader. Wolves and deer are common choices, but
you may Jm’cﬁ whatever you fee[ is most appropriate. Two dozen will oﬁey your every
command and come running at your call. Should sometﬁinﬂ ﬁqpfen to one or more of

them, do not fret. The cyc[e of [ife will ensure those lost are rgp[acec{ soon enougﬁ.

Shrine (200 CP): While the c{es(gns may vary, shrines dedicated to the worsﬁz’p of the old

ways always have several things in common. Carvings to warn, instruct, or worship and an

N / { open space shrouded in the fee[ing of ma\qic. This shrine is dedicated to no fpeciﬁc _purpose
Lt * Ny and has been well seeped in the traditions of the old ways. Mortals who pass nearby tend
: to be drawn into its _presence. ‘Tﬁey will ﬁna/ it a 5001[ Jﬂ[ace to rest and reﬂect. Should you
_possess the Maﬂic 0]‘ the Forest, this shrine will sﬁift into a f[uce of growtﬁ that encourages the natural ﬁea[ing of any who rest
within its borders. Those who instead possess Dwelling in the Dark will find this shrine a sinister that finds ways to make it
z[ifﬁcu[t for those who wander in to leave again.

Home ‘furf (400 CP): Nearly all Fac have a place they call home. For some it is a forest. Others prefer a series of caves. A few
even ﬁm[ comfort in a mortal graveyurz[ Whichever it is for you, this bit of land will become what you desire. Tﬁougﬁ it will
maintain that sﬁqpe ever after. The on[y limitation is that it cannot be [arger than a small forest and is otherwise unremarkable in
any mystica[ sense. It is simy[y yours. If you have other pieces of _property you may attach this _piece to one of them in a matter of
your cﬁoosing. Otherwise it will fo[[ow you between worlds and \p[ace itse@( somewhere convenient for your purposes.
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Stea({fast Com}nmions (50 cp for 1 or 200 CP for 8): For those of you that have ﬁrouﬂﬁt friem[s and allies from other
worlds, this option will allow you to give them a y[ace here. Each will be given a BackgrounJ of their cﬁoosing, excepting Fae, as well
as all the freeﬁies and discounts that entails. Tﬁey will also get 400 CP of their own to gpenaf If you would yrq%r, you can use this

gption to create new Comfanions that you will meet afum’ng your time in this world,

Fae Comfanion (200 CP): For those with fm’enafs of a more magica[ bend, you may furcﬁase this to f[ace one of them in this
world as a Fae. ‘Tﬁey will be given the Magica[, Mytﬁica[, and Sﬁqpesﬁifting Perks, as well as their choice of Magic of the Forest or

Dwe[[ing in the Dark. If you would Jvrefer, you can use this gption to create a new Comfunion that you will meet z[uring your time
in this world.

Canon Companion (50 cP): Perﬁqps one of the local individuals has caugﬁt your eye? Curious Brandon, stern Abbot Cellach,
aﬁuﬁe Wluminator Aiden, or one of the others. This gption will allow you the chance to convince them to come a[ong on your

Jjourney across the worlds. It may be c{ifﬁcu[t to convince them, but you will at least be given the opportunity without 5eing
tﬁougﬁt mad or cursed 5y pagan magic.

Zlis[ing (200 CP): This silver haired child of a Fae has had a dark, dvm‘nfu[ _past. But she survived it and now watches over the
forest around Kells as her home. She doesn't trust strangers very easily and is more likely to disappear or bear her fangs when met
with someone new. Still, zf you manage to get past her Jefences, she is a sweet and [oya[ [ittle gir[ By Euying this gption, you will
have the chance to convince her to come along on your journey. She will be a very hard sell with how attached to her forest she is.

Still, she will at least listen and consider your of}%r now.

Magh Mell (50 CP): Cats can make for fantastic
comfanions, efpecia[[y the ones as smart, [oya[, and [ow’ng
as this little one. She walks fast, 50 you’af best have the [egs
to Eegp up with her, but she will not leave your side for
[ong. This cat is sm:prising[y inte[[igent and even has a
certain sensitivity to magic and spirits of all kinds. If you
Py attention to her, you will mre[y ﬁm{ yourse@f sm:prisez[
5y a Fae in your midst. She can also be amazing[y ﬁerce
when backed into a corner or protecting you. And those who
don’t know how sﬁm:p a cat’s claws are will soon ﬁm[ out 1]‘
tﬁey Cross Your new pet.
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Brawbacks

a_ﬁ““‘; Llfe of a Kellian Artist (+100 CP): There is little room in Kells for anyone who does not fpem[ their
Y most time building the Abbot’s wall. After all, what use are books if the town will soon be destroyed? Like

those scribes, you will ﬁnz[ that fegp[e have a hard time q}zpreciatin\g your eﬂorts z[uring your time here.
Tﬁey won't go unnoticez[, at [east, and eventua[[y You may get the credit You deserve.

C[umsy Nature (+100 CP): Whether you're a younq boy or an aging scribe, your feet just have a habit
J of wanafering into each other’s way. This will lead to you fa[[ing into the mud or fpi[[ing ink on _pages far
more often than normal as you stumble around. So while you won't injure yourself too badly, your feet
will conspire to embarrass you on a regu[ar basis. Try not to ruin anytﬁing too important. Scribes tend to get annoyeaf when you

afestroy c[ays of work.

Tall Tales (+100 CP): With so many stories and mytﬁs runm’ng around it can be easy to get caugﬁt up in the te[[ing. You can
ramble on about, and listen to, tales of all kinds of hours on end. The more fantastica[ the details, the more it will enrapture your
attention. ][ttemyting to work while [istening or te[[ing these stories is sure to affect whatever you ﬁqpfen to be zﬂ)ing. }ﬁzpefu[@

deadlines aren't a Eig deal to You or those around you.

Vivid Imagination (+100 cp): .§penafinﬂ so much time around magic, or books, has caused you to
grow into a very active imagination. So much so that you tend to see visual hallucinations a{uring

conversations. These will be most@ harmless, shadows mow’ng into the sﬁqpe of Northmen when their

name is gpoken and the like. But a few will be far more intricate, almost like visions, that will steal

time away from in hour [ong chunks.

Not Allowed Outside (+200 CP): There are all kinds of walls that yeqp[e build for themselves and it is far too easy to ﬁm[
oneself trapped by them. You have a place you've grown accustomed to for one reason or another. Perhaps you've simply never left
Kells or the safety of your forest. Either way, whenever you travel outside of that Jv[ace you will be ﬁ[[eaf with dread. You will fee[

nervous, hunted, and won't be able to calm down until you get back inside your comfort zone. While this won't prevent you from

getting things done in a crisis, it will make concentrating or enjoying anything

"‘ afzfﬁcu[t outside your chosen walls.

ngic Past (+200 CP): Your past is a_particularly sad one. Your family, all of them,
were murdered at the hands of a farticu[ar@ cruel Fae. Perﬁqps even Crom Chruach
himself. You find memories of happier times more easily smothered under a cloud of
sadness. Ergjoying [ife will be an @ﬁi[[ battle for you, eywciu[[y due to your new

' temﬁmcy to fregfer Eeing alone. Tt may be dnossiﬁ[e to overcome this darkness of Your

‘ -:'!"' _past given time and more pleasant memories, but it will always faintly linger at the
back of your mind.



You crave it, desire it, and can want little else when even the Jvossiﬁi[ity of it is in front of you. Your singu[ar fassion for go[af has
driven most other tﬁougﬁts out of the [anguage centers of Your mind, You can on[y say one world now. “go[cf . While you may know
it in many lanquages, the simple fact is that it will be the only word you can say or write during your time in this world.

It’s All Lost (+200 CP): It easy to [ose tﬁings when yow're running for your [ife. You may not be in ([anger all the time, but you
seem to be cursed with the habit of [osing imyoﬁant items all the same. Efpecm[[y just when you need them the most. Don’t worry,
what you’ve lost is not gone forever. You will ﬁnaf the items again, But You migﬁt have to goon an adventure to ﬂet them back.

’Tﬁey’re Coming (+400 CP): The Northmen seem drawn to you. For one reason or another tﬁey will hound your steps, invade
Your forest, or hunt You for fport, Tﬁey are re[ent[ess, tire[ess, and as numerous as the crows that Jvroceec{ them. Sti[[, tﬁey are
mortal. You may be able to fight off such demons for a time. The only other choice is to run and hope you are fast enough.

It’s Not... Imaginecf (+400 CP): That which lurks in the darkness has taken an interest in you. A dark Fae as evil as Crom
Cruach ﬁimse@{ 1f it isn’t the dread creature ﬁimse@f will be after you. If you know how to ﬁgﬁt such creatures, you may be able to
drive them back for the time. Perﬁqps even kill them. But there will a[ways be more shades to take its f[ace,

The Fall of Kells (+600 CP): Kells must stand against the Northmen. It is the Eirt@p[ace of the Book of Kells, the tome that will
turn darkness into light. If the town falls... it will never be made. This world will fall into chaos punctuated by brutal bloodshed
and terror. You must secure the town against the Northmen'’s assault. And be warnez[, tﬁey will be more than up to the task to
counter whatever you 5ring to the table. Work qm’cﬁ[y. Work cﬁ'[igent[y. You've on[y got six months until the sﬁy clouds over with

crows and winter snow. Both sure signs of the Northmen's %nroacﬁ.







