Version 1.0 By: Obfuscation

This is a tale o/[ 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 éﬂ;f% ;[brm' in the north have @rﬁgﬁm their invasion, Both

L Men and Varl must band z‘qgﬁf{i er and f?/n‘ /[_.cm survival in the

destruction.

' ﬂ?fﬁﬁ ﬂ/[ the Incoming mém?@ or ﬁ?ﬂﬁ lota
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; This is a Saga .fmfofrﬁﬁf @ the W&ﬁ?ﬂ tales c:rf old. The land fﬁ{ﬁy inhabit is cold and nordic, The

_ faeaﬂ/& also, hoth Men and Varl live like the Nowse /'[wa[o/é. This is a time of great u/a%eavm[ The Gods
are gone, [amyumm/ dead, The ﬁreq/ge, /bxjg fﬁmg t extinet, are fwm/f@ the lowlands, The sun has

J'fﬂf)ﬁﬁc:{ in the J'@, low and near the hovizon, There is also ramors that a ﬁrmf j’ﬁ?ﬂﬂf has awoken...

ﬂ?aﬁ[ﬁ are driven from their homes and former enemies ave forced to hand together to survive. As the

3 ﬁﬁﬂ/ﬂ@ travel in search of Pﬁﬁfge ff@ their banner, embroidered with wﬁ;y victory and defeat, every home

L abandoned and overy ﬁwﬁ'&mﬁ visited, every reﬁyeg‘amwf and, foerson slain, As their tale grows, 50 00

does their bavmer.

__ You may fay 100 CP to choose your starting location, otherwise roll a d8 and select the starting
" location form the list below

N 1. Strand: 2 éﬁjge fma@y pﬂr'f on the west coast where Varl and Men live z‘qgez‘ﬁﬁr in relative ﬁﬁrma@.
£ 3

2, \%Egﬁ A small h unﬁ@ uf/ﬁaﬁe near the east coast, home a/[ Rook and Alette.
: 3, Frostvelle: A town west of \%:Jf?r, the governor has barred the gates Lo all i"ﬁﬁiﬁﬂﬁi
|
& 4 Einartoft: The former c&r/ﬂ'faf of the Varl, /woﬁ/r; and chosen location for the last stand of the Varl.

| 5. &@;’Maﬁm Onee o rosperous w’/[;fje, the ﬁeafy/é have grown z;@spemfﬂ after an ﬁﬁﬁfﬁgﬂﬁéﬁ sank their

homes into wﬁar@ ke,

!

L 0. ﬁaﬁrfﬁamf A southern port city, the City itself ffihm-/mcée&{ with re ;719&1' ﬁ?o@y lo escape the &ﬁ"ﬁ&{gﬂ
; |

T invasion and fm@ due to a local mercenary gro uﬁ nown as the 'ravens’' does it retain any order.

| 7 Cg'rmfﬁefm: Ca{@ifa/ ﬂf the Varl, razed to the ﬂmmzf @ ﬁﬁ@ﬁncﬁy &ﬁ*ﬁ@ﬁ, it lies J'ma%ﬁ'@ ruin.

8: Free pfc@
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j‘ | You may fray 100 CP (o sef your age and jendéﬂ Otherwise, you retain
L your previous ender and roll 20 + d8 gr age. 9 you choose TUF'B&; e or Varl as
your race, rﬂfZ’GG + (d8 x10) for your age. Varl can only be m&rﬁ

0#0/9-—51?: Free: You arve inserted . as You are into the world, Some m{gﬁf view

You as an ﬁmama[y and in these fayfrgg times, /9&0/7@ are mafﬁ*fﬁﬂzﬁ@ fo outsiders,

ifﬁﬂfﬂ@ fffﬁ@ are stranger than usual. Nevertheless Jfé}faﬁmt‘rz times call for
esperate measures and o stranger who is not your enemy m{gﬁf‘]’wt‘ become

yGHF" ﬁ@,

Human: Free: Humans ave the ar{gfmf creation of the Loom-mother, a very
clever and fatient ﬁw/ m{aanﬁ% for weaving life info the lafrestry of creation,
As fm’mm; pmj'an [, m&mﬁmﬁ, woodsman and warviors, L‘ﬁ@ are the center 0f
Vf@}y culture in this world, Born out necessity due to the threat of the ﬁ/@w{g&,
humans hold a casual alliance with the Varl,

Varl: 100 CP: The Varl ave a cross-breed of man and animal, created @ an
impatient ﬂaﬁf who wove logether a twisted version the ar{'gfmf Loom-mother's
creations, Varl are 6ameﬁéfané' who are strong and. aqqrossive and have the
r&ﬁufaﬁaﬂ af ﬁﬁ? fmﬁﬁcca% ffgﬁfsmz ﬁﬁjpecfeﬁf as warriors, fﬁ@ can live to
be a few hundre years old if their lives are not cut short @ a fall in battle, After
fﬁ:ﬁv’umfa You gain your Varl form as an alternate form that you may shift info

ﬁ@ﬁme you desive.

0?'6’5{95: 100 CP: Unlike the Humans and the Varls the ﬂrﬁafgﬁ are u cnmpéz‘ﬁ@
different race. The 0?'8&{98 are the colossal, armor clad ancestral enemies of the
Varl. Tﬁ@ are hostile on Jfgﬁf to all other fnf.e/@enf ite. Tﬁey were formed
when one of the a&éjm/cmy of his freers, took their creations and twisted them
mto J'amﬁfﬁf@ Zfz:'mw and wmatural and then set them fﬂee to wreak havoe on

" the land. After fﬁ:ﬁy’umﬁ you Ggain your I?rez{gﬁ form as an alternate form that
| you may .rﬁfff into ﬁ@ﬁme You desire.
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ﬂﬁ?ﬁ'}'@ of Hridva f@ﬁ”: 100 CP: (Free '0?"0/% in) You received the 6@&3’1’@ of Hridvaldyr as he left the
world, and veceived the hoon of the God of the hunt. With this abili ty you now find it easier to live in any
 hostile or ﬂaﬂ@n environment, and can track as well as the best hunters of this world,

Fndurance: 100 CP: (Free Human) Due to the centaurs in the south, horses are very uncommon and
Y fravel is almost .w/é@ done on foot. With this pﬁﬂé You gain the endurance of the humans of this land, able
- towalkall afzy fﬁm{gﬁ s{eep snow with a ﬁemy fmcﬁ and still be reﬁ@ (0 @ﬁ L a battle at the end, |

' \S"frﬁifggfﬁ: 100 CP: (Free Varl) The Varl ave a crosshreed of Men and Yox and fﬁ@ have the J'fre@fﬁ of
* both combined. This ﬁﬁﬂé ﬂmﬁﬁnm'yaur j'fmyz‘ﬁ and. ﬂfﬂﬁ you G more robust 60@, 1'1‘#0@5# and healthier.

. Durabily by: 100 CP: (Free ﬂm‘;{gﬁ] The ﬂm{ge are horn from stone and have inherited all the stones
: durabily @ and f?ﬁf"ﬂ?ﬁﬂﬂﬂﬂﬁ. Your éa@ hecomes much facigﬁeﬂ more able to withstand blows that would b=
L killan average human, 3

i, - ‘S/ém@ of Bjorulf: 200 CP: (Discount Drofp-in) You received the %ﬁ'ﬁ@ of %'oméf as he left the world, ‘
= and received the hoon of the God of érewf@, You are now able to brew almost any drink that you have .
'\ tasted J'fyau are given the r{gﬁf fryr&&ﬁ&nﬁ‘, and any new ﬂ@*fﬂ@’yau create are J'Hcresfﬁé@ ﬂﬂﬂé{

 luartermaster: 200 CP: (Discount Human) Izls'yau flee the .ﬁ@@ﬁr in the north, it is m’ﬁm@aa @ﬁ/‘:
. your followers fed and ﬁﬁaﬁ‘@. This aéf/f{y maéﬁyyau hecome hetter at managing any @ffﬁc oferation
and you 6@#&#}@ with others resulls in betfer prices or surprising J'J-?ﬂwmaﬁan.

<4 Warhawk: 200 CP: (Discount Varl) The Varl can be a stubborm race but fﬁf:’y always mﬁﬁch’fm@fﬁ
" and J'éf/f at arms, With this /oﬁ% you ﬁm'w fmﬁreﬁ'fue ﬂ@/f with mam@, axes and shields.

-_' \S"/Jﬁnfﬁr: 200 CP: (Discount ﬂrw@e] Most ﬁrﬁ@ﬂ armor, while formidable, Jﬁﬁnfﬁr and break like
stone under J'fmgg attacks. Uo:;m’n the éwwée:{ga to use this @m’mf your enemies. Fl@ armor or shields

2 yUHP’ ﬂfﬂﬂﬂﬂﬁi’?ﬁ' WJBH é?‘fﬂﬁé un El"yﬂm‘ ﬂﬁﬁﬂ‘éﬁ' mucﬁ maore Bﬁﬂ{y.
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Iz /éﬂ'fi-gg o/[ Dundr: 200 CP: (Discount ﬁmﬁ-—fw] You received the %m"@ r;-'f Dundr as he [eﬁ‘ the world, i '
N and received the boon of the God of J'mffﬁmj and éﬂawéﬁi@ﬁ. You gain 4 ﬁoﬁ@ talent in @ﬁrm'rfg how to
smith and can weave stovies that capture and entertain ﬁﬁﬂ/ﬂfe on ec;.:m/ ﬂmﬁ@ of the greatest bards,

- Tactician: 400 CP: (Discount Human) ﬁﬁm'm'f the massive Varl or the monstrous ﬁm{ge, humans are

- forced to work fogether if fﬁij have any ﬁr;r/?ﬁ of SUrviving. With this aéif;y you become excellent at
cammamﬁry .mgffm to be more e]%cﬁve in battle. Not only that, but soldiers under your command are
more wf/ﬁ@ o fuce the monstrous creatures or tervible odds and become more effective at f{gﬁﬁ@ them,

e Shicldmaster: 400 CP: (Discount Varl) In the hands of the Varl, even shields can be used to @ﬁf and
kill. This abily ty gives you skills and ideas on how to use any defensive aéf/@ or equifiment to double as an
' attack or w&a{om. Shields become 5&%&#}'@ rams, ﬁ/r‘?@m' sel you H/ﬂ /{S'P" kills and MJC@@ r&f@cis' Am@a
\%nggmré 400 CP: (Discount ﬂfﬂe@ﬁ] The \S’fangguﬁm/ are the ﬂrﬁ@e elite and aﬁ{f@y have éacéy,
% nyﬂu are o ﬁﬁ‘ﬁt{gﬂ and take this ability, your &Mﬁ{ge form becomes ﬂw:gf}r and. stronger, and. gain thicker | NS
E - stone armor. T‘Qjﬂﬁrﬂ@ﬁ' Ifyau are o P’ﬁ?ﬁ or not, you gain the ability to vibrate the air af a ﬁfgﬁ 3 w

ﬁ*ﬁqumry sound waves to summon three re{fgﬁ grunts who are comp ﬂfe@ @ya/ lo you.
g

| 8@}3’;’@ of ﬂfz@ﬁﬂ: 600 CP: (Discount Drop~in) You received the é@ﬁu@ of 7]&@/} as he left the world,
l and received the hoon ﬂf the God af ﬁm‘une. Tﬁf@f aﬂ:;@j' seem Lo GO Your way as you now live a ﬁ’ﬂe ﬂf
4 3xfmam§'nag luck, In addition, money IS NOW unmfam@ easy ﬁ:m you to acciw’re @ whatever means.

 Mender: 600 CP: (Discount Human) Camnot 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 /mrﬁcuéw@ aﬁﬁaﬁf at restoring non-
l ving fﬁfrggj} and caj'ﬁ@ {gﬁfrm«y Menders are also grea @ res ected and fea red in this world,

 Warmaster: 600 CP: (Discount Varl) Varl generals tend to eschew tactics and instead set an exﬁmp@,
®  This abily by mﬁammgaur (roofs morale and martial abili ty whenever You fyﬁ £ or lead from the front

, i Stonesinger: 600 CP: (Discount Qreaéﬁ] Cannot be taken with Mender. You hecome one of the few 3
' ﬂrﬁr/{ge that can wield magic, This can take many forms but you are Paﬁcué@ am@pf at transmitting 1
i | mqgfca/ diseases and an 60f§f3m’ry allies attack at the expaonse of their defense. |
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S Blessin of Stra vhs: 800 CP: (Discount ﬂmfa -in) You received the 6/&1&?’@ of
\S"fmvg as he left the world, and received the boon of the God of balance. Stravhs is
considered the dark w]%}cﬁﬂn on ’f]ﬁryﬁﬂ, where Denglr .i'(.?ﬂigﬁf to earm and create,
Stravhs ensured that all would end and that everything had o price. This abili by

| ﬂ/ﬁ?WJyou (o J'/ﬁy any 63;’@ that is considered immortal. The act of sla ing them

. doesn't cﬁmgg&, you must still be able to beat them, }’bfy 6&1’@ who z‘mi can't die will

instead be convinced that fﬁ@ have heen killed under Your assault and fall into a half

| dead/. ﬁﬁé[ J'@eﬁxhﬁ state that fﬁ@ coammol rouse themselves ﬁﬂam, You have the oﬁﬁm

3 0 rﬁ[oércfa Rook in the story, gaining his 50@ and memorics, f/{you wish,

B e e e T —_—

I ' Valka: 800 CP: (Discount Human) You are acce ted info the secret order af the
3 Valka that exist within the Menders, Created @ the humans to counter the fearsome
- power of the Sundr. This aés’/@ give you the fyﬁﬁon fo Pﬁﬁ[ﬂ{!ﬂ Juna in the story,
gaming her ﬁ}&fy and memories. Flr.iy magica
J

[)amm’ You have are ﬁfﬂm@
ap bitude in mental magic. ﬁwe@@wf

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

i m@m’ﬁﬁéf an

. 7—@/; King: 500 CP: (Discount Varl) I your past, you mamymf o slay the

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

| /Jea/o@ will name You .'r’@ﬁ King of the Varl should you hut ask, This aéfﬁ@« give

4 you the a/oﬁon lo r&/o[ﬁrcﬁ Yer in the J'fﬂ@, ﬁm'm}aﬁ Is 60@ and memories, You also
. gama rggﬁ/ aura of @m@mﬁffa causing /930/9/:3 o defer to you. In addition this abili ty

-~ causes subordinates and companions fo gain respect, admiration and ﬁ?ya@ towards

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

- Sundr: 800 CP: (Discount ﬂf"ﬁé{ﬁﬁ] Your ﬂr&&{gﬁ form become ﬁf{gﬂ, pnwerfu[ and
 indomitable, ﬂm'@ taller than the tallest Varl. This ﬂéf/@ ﬁfb‘ﬁ you the n/oﬁﬂn (o
2 rﬁp@ce Bellower in the :rfm:y ﬁm"nfrgg his ﬁa@ and memories, You also ﬁ.ﬂfﬂ the

= strange life~force of the Sundy, the ﬂﬁ"ﬂé{gﬁ a@m@aﬁﬁz This Causes your life to be

. i J}’J/[/HEHCI%{ f/ your will to live, the ffrm?ar your will to live, the maﬁ?ﬂu could

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

i | 681}39:: can be killed, You will also /@ef total and. camf?ﬁ,’t‘e ﬁfe;{oai'r when you die.
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Banner: 100 CP: (Free Human) This 1'17053'1'5@ @@ bavmer is as @ﬁ { as air a/ﬂ?wﬁ@ it to remain
| unfurled no matter how ﬁ:n:;g it gets, lengt éw@ added for every event your caravan takes. Ul allies who
- see the bavmer will be J'mfﬂ'rezf and feel determined to ;{eefa moving even fﬁmyﬁ the most difficult times
. For 100 CT more, you may maée it o /oem;*m/ hanner aﬂﬁr you leave this world, cam'fan@ upa’aﬁry and
é@ﬁfﬁgni@ with your greatest fm’umﬁﬁy and defeats, ;fﬁp[ﬁ%@ all you feel is important or worth
'* rememéafﬂf@. x.S"AZu ﬁf;ﬂf he a/eyfr@e&f or lost it will regencrate after a a@y in your warehouse,
Wﬂﬁﬂﬂﬁ and Armor: 100 CP: (Free Varl) You receive a weafron fit for Your Size as either an axe or
sword of the ﬁ@ﬁm e?fmﬁ' @, a shield and a mail coat. You also ﬁm'n the énaw@q@ﬂ to maintain them,

Tunf@ Sword: 100 CP: (Free ﬂr&@ﬁ] | J't‘m;fge weafron used by the a@*ﬁ@e. 9 looks to be a cross
L hetween a sword and luning fork, jﬂﬁﬁ@ enhances the :.f)ewf wﬁfcﬁy veiforcements are called with the
% Jﬁ*ﬂﬁ{gﬁ abili ty "3 fﬂn@mmﬁ 'as it resonates and ampﬁ'ﬁﬁf the ﬁ*ﬁ?umy you release to summon the a%afﬁe.

g 4
S uﬁ/yﬁeﬂ 50 CP: (Free Drop-~in) é&ﬁf)ﬁﬁj‘ o last a caravan a month, muﬁ?/ﬂ@' purcﬁam‘ allowed.

- Ash Mead: 200 CP: (Discount High 7(1'@] A magical efﬁﬁfnéf@ horn, it reﬂ'/ﬁ' aufamaﬁm@ with the
' alcoholic 639&?@5 ou have fﬁ*ﬁnéiﬂﬂ?w ﬂfyﬁ ur cégfcﬂ whenever ‘;ou desire. Using this item for a@fﬁf@

L other than frroviding you and. your friends endless drinks will vesult in it forever éﬂcomi@ fost

_  Obsidian Bell: 200 CP: (Discount Sundr) A bell who's tone can éar@ be heard, when worn it atfracts

| creatures of davkness which are more ofpen to serving you Powerful creatures of davkness resist this call

N Stravhs' Whetstone: 400 CP: (Discount Blessin af Stravhs) I the stories, the God Stravhs sold silver
g weafrons to the other Gods so fﬁffy m{gﬁf kill each other. This whetstone hones any woafion (o perfect‘
J'ﬁﬁr{mm or functionaly ty and makes it J'HSWJM@ potent in jﬁryﬁ:}g enemies J'u/wmafum/ or divine.

-, i Shard of Godstone 9@#.% 400 CP: (Discount Valka) A /yofent‘yﬁam/ of Q@m},cffs' Godstone, the runes on £
- jtseem (o :z’ﬁ:ﬁ‘ and change com‘fm@. ﬂmﬁﬁm}qﬂ itis aﬁv@f havd but the runes contain ,rfm@ﬁ and |
' esoleric advice, advice that mm@ velntes ﬁfwc@ to your task at hand, or advice you n@ﬁf ﬁmf ﬁﬁ/fnfu[.
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Co mﬁff cations
[ 'M/) to +600 CP)

Dmocent: +100 CP: Ear@ in the ump, you will encounter Alette, éf@ﬁfﬁr of Rook, When you meet her
/&jﬁ&w her and, frrotect her from the horvors of war. Should. fﬁz ever refuse a
course af action or o f{g {a Jpﬁcfﬁ'c enemy due to her morals, You will fjwf yauw'e/;‘[ unahle to opfrose her.

~ Low J'aﬁ[a/wf: +00 CP: Food. ﬁﬁﬂ@f seems fo he running out for You and. your caravan, and. scavenging iy

scarce. ﬂn/myau can ffg ure auf.s'amﬁfﬁfiy drastic, peo/]/é under Your ém@wﬁfﬁ wills starve to death.

He made it?: +200 CP: Eﬂr@ in the %mp you will encounter an accident prone and. 1'5&1413’@@ fated to
die Young man named Eﬂf( His ﬁfe is tied to yours, should he die, You wi die as well,

Leader: +200 CP: The /9&0{9/5 af this world are at stake, ea@ on in youzjum , you will, ﬁmf yaurj'e/f[ tied

to a caravan of human/varl or a@ﬂe@ﬁ rﬁﬁfgﬁej} a@’/oemﬁ@ on your hac ground Should everyont be slain
or the caravan ﬁ/ﬁperymf it will count as ffyau 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, 9 this campﬁmﬁaw is taken, the serpent wi seek fo s:feffﬁqy ou above all others, He cannot be
ca/ofurea/ or held at 5@ and should you J‘ﬁxy him he will return within the year. He is larger than a
MOUntain range and, pawerfu[ @yr}m{ helief. féﬁf@ or 51};4@}39 would a@ﬁm’f&@ he your 55# options.

Locked Powers: +300 CP: ﬂfgmmﬁafﬁf from forevious jumps and your warehouse ave locked away.

‘Fu#ﬁermﬂrﬁ a/f memories ahnout yﬂw prew'omjumpj' are ﬂone, yﬂw rﬁmeméer yr}u are @'umper fﬁmgﬁ,

by g - A
Now The choice is yours, will you 2.
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Go Home?
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