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Setting and Themes

On the island of Saare, many things are different than you might know them from the continent. These are the themes underlying play.

Vik ing AgeTrade between villages and towns is common,  but  only  over  shorter distances.  Some  sea  routes  are  too dangerous to be traveled reliably even by the most experiences seafarers. 

Early MedievalMost common people spend their days making  sure  everyone  in  their community has enough food. Swords and  mail  armor  are  a  sign  of  great wealth and most people owe, at least nominally, service to a feudal lord or lady.
AnimismAll  living  things  have  a  soul  that  is capable of effecting the world around them.  Ravens  may  choose  to  share their  wisdom  and  the  woods  or  the hills  may  deceive  you  if  they  feel threatened by your presence.

Humankind vs  Nature.Since we established all of nature as potentially supernatural, this becomes a  central  conflict  with  both  sides having their own goals. People seek to expand their settlements to feed their families  and  make  a  home  for themselves.  By  doing  so,  they  will inevitably come into conflict with the ancient spirits of nature.
Grounded FantasyA player character will come into this world with mundane, or at best slightly supernatural abilities. The goal here is for the GM to introduce the players into their own world, experiencing the magical with skepticism and wonder.Combat will rarely be the only way to reach a goal. And the consequences for engaging in it can be harsh and permanent. The system is not intended to use minis and instead exclusively relies on theatre-of-the-mind descriptions.
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Geography of Saare

The IslandSaare  and  its  surrounding  islands  are  the  last places that remain unconquered by humanity. At its  center  lie  the  crown  mountains,  almost splitting the island east to west. North of the crown, you will find a land of rolling hills and vast forests. Swamps around the river flowing  north  are  hard  to  navigate.  This  land provides shelter for many shy creatures.South  of  the  crown  lies  a  land  that  is  to  be avoided at all cost. A barren waste of unnatural darkness. Here, the only vegetation is shriveled and dry. 
The PeopleMagic is only a faint memory to those on the continent, but here on Saare, it is real. And most people are afraid of it. People have been banished from their community for engaging in ritual practices. The young port town of Narban is overlooked by a wooden motte fortification. This is the only part of the island properly settled by humans. Many arrive to build something of their own, and the settlement is rapidly expanding.Elf tribes live in the forest and elsewhere on the island, more in tune with nature. They have found ways to use magic for their crafts. Their craftspeople and  druids  can  sing  wood  into  impossible  shapes  and  form  telepathic connections with animals.
AdventuresInvariably adventure will lead the heroes into the untamed wilderness. Here, those that are not in tune with nature find unexpected dangers and those that are will have their loyalties tested. The Elves do not look kindly upon those who enter into their sacred places. They will sometimes capture humans and bring them before the spirits to be judged, if they show no respect of the magical nature that surrounds them.
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A new Arrival  Short Story–

On the docks, a young merchant leads their donkey down the plank of a ship, onto the pier. “Come on Tig, it’s already past midday. We need to hurry up if we still want to  sell some of this cloth we brought.”The merchant,  who’s  wearing a  wide-brimmed brown felt  hat  and an ocre colored tunic, had taken up the habit of talking to his donkey. It had been his only companion for a while now, after all. He finally convinced it to come down the plank, when a stern voice addressed him.“Are you Allic the merchant?”He smiles and nods to the man opposite. He wears a helmet, a gambeson of pale red color, as well as a spear by his side. “Your ships captain told me, you can swing an axe.”“And what use is this information to you?” Allic inquires.“A smart one, I see.. I’m Ginno, I’m here to recruit help for the militia. You can  trust me, we are a close knit community here. People are much more likely to  buy from you, if they know you did something for them first.”“Agreed. As long as you find me a good place for Tig to stay. Besides, what are  we doing?”“One of the logging camps has reported elves near by.”
Ginno and Allic make their way to a warehouse in town, where the militia stores their equipment. They walk along busy alleys and past a lively market square. Few minutes later Allic is fitted with a gambeson just like Ginnos, a green painted round shield and his own fighting axe.Toward the end of the day, Allic finds himself sitting on a tree stump, watching some lumberjacks doing their work. He had arrived late, and this way he is at least doing something for the people here.Suddenly, a rattle in the underbrush. Three hulking gray wolves appear from it, right next to one of the workers. Allic jumps to his feet, looking for Ginno, who is nowhere around.The wolves circle the worker, and one of them bites into an arm flailing in defense.  Allic  breathes  and  charges  the  attacking  wolf  from the  back,  axe digging into its hind leg. 
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Short StoryThe animal lets go of the poor worker, and retreats closer to the rest of its pack. Then the whole pack dodges back into the depth of the forest.Allic decides to follow them for a few steps and sees a figure in the distance. A tall human, wearing a flowing gray wool coat. And the wolves are now running right at this mysterious person.Just as Allic raises his voice to warn them, his breath halts. The stranger lifts their arms, as if to call the pack towards them. Then, one by one, the wolves go under the gray wool coat.Hiding  behind  a  tree,  Allic  catches  a  breath.  When  he  looks  after  a  few heartbeats, the figure is still there. Allic shivers, but then he stands tall and raises his voice:“Who are  you,  stranger?  And why  do  you send your  wolves  to  attack  the people of Narban?”The figure gives Allic a sign to come closer. Then they take off their hood, revealing  blonde  locks  and  pointy,  elvish  ears.  Their  voice  is  carried melodically through the trees.“We fight for what is ours. You Humans just cannot behave, so we must use  violence.”The elf turns to walk away, while Ginno is making his way though the dense leaves towards Allic. 
“You’ve chased it off. Good work on that, and it looks like you’re not even hurt.”Allic had not told Ginno where the wolf came from, fearing that information might lead him to be even more hateful. The thought of the elf now occupies his mind, as they sit in the black raven tavern.The militia is making sure that his heroic action is known to everyone in town, and no doubt he will make good money the following day. But still, while he is eating his stew, Allic struggles to shake off the curiosity. “Have you ever been further south, beyond the edge of the forest I mean?” he finally asks.A silence falls as everyone is slurping their stew. On the table next to theirs, a clean shaven man with a small frame and a pipe in his hand, raises his voice.“What a question to ask of a bunch of craftsmen. As a ranger, I can tell you  anything you need to know of the barbaric lands of the elves…”
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What makes a Character

A character has 4 Attributes that define them in the mechanics.

Strength STR( ) How you act upon the physical world. Concepts:  Constitution,  Endurance, Size."A  large  stone  is  blocking  the mountain pass." - "I push it out of the  way."
Dexterity DEX( )How you get around, or on top of, a problem  in  the  physical  world. Concepts: Speed, Agility.“A  boulder  is  rolling  down  the  hill,  you are in its path." - "I dodge it." 

Senses SNS( ) How you react to the world with your mind.  Concepts:  Perception,  Stealth, Reasoning."The forest is dark and scary." - "I go  to  see  if  anything  is  hiding  in  the  bushes." 
Aura AUR( )How you act upon the world with your mind.  Concepts:  Charisma,  Magic, Deception."A wolf approaches you and growls." -  "I growl back to intimidate it."

Attribute PointsAt character creation you have 50 points to divide up in these 4 Attributes. No Attribute can be lower than 8 or higher than 16 at the start. If you want to skip the  complicated  calculations,  simply  start  with  10  in  each  Attribute.  Then distribute another 10 among them.
EquipmentChoose starting equipment from the weapons and armor list on page 14. Items marked as “rare” cannot be chosen at  the start.  Every day items,  such as knives, food and moderate amounts of money don’t need to be noted. It  is assumed that every character starts with those. 

AssetsChoose  your  starting  Asset  from  pages  24 and  25.  In  case  you  are overwhelmed by the descriptive text, just read the headers and pick something that  fits  your  character.  Only  few Assets  require  specific  equipment  to  be used, and all of them are useful. 
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Example CharacterName
Awin the Hunter

STR DEX SNS AUR10 12 16 12
Asset:  Bulls  Eye –  When  attacking with  a  bow,  a  double  success causes +1 WoundEquipment:  Bow & Arrow

Character Level TableSessions Played 0 2 5 10 every 5
Character Level 1 2 3 4 +1

Since  Pagan  Pacts  was  developed  for  open  table  play,  a  characters  level depends on how many sessions they were played in. If your game is more of a traditional campaign, feel free to use a milestone based system. GMs can add their sessions to their own PCs.
Character ProgressionWhen you gain a level, choose one:

 1 new Asset (see Assets)
 5 more Wound Markers
 +1 to an Attribute (cannot go over 20)
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Basic Rules

When your character faces a problem, you decide what action they take. You roll a D20, the lower the better. Compare the result to one of your characters Attributes.
Target NumberThe GM chooses an Attribute to roll for, which is then your target number (TN). Roll a D20, a result lower than or equal to the TN is a success. If the result  is  higher  than  the  TN,  the action fails and the problem remains or gets worse.

Degrees of SuccessIf the roll is lower than or equal to ½ the TN, it counts as a double success, meaning  action  is  taken  graciously and to great effect.A  1  on  a  roll  is  always  a  double success,  even  if  the  TN is  negative. Likewise  a  20  is  always  a  double failure, no matter how high the TN is.
DifficultyThe GM can always decide that a task is particularly hard or easy and give modifier of 5 or 10 to the TN. 

These  modifiers  are  to  be  used  in moderation.
Taking TurnsWhen  in  combat  or  in  a  debate, characters take turns to act. On your turn you can perform one action. You  can  also  perform  one  reaction, like defending or rebuking, per round (the time it takes for everyone to take a turn).

Preparing and HelpingPrep  and  Help  actions  are  useful, when success chances are low. They can be anything reasonable within the fiction. Prep  actions  must  use  another Attribute than the action they are for. A successful Prep or Help action gets you or an ally 2 Boosts. (3 on a double success)
The FictionSuccess  does  not  look  the  same  for  everyone.  A  good  roll  means  your character was able to apply their Attributes well, making the situation better. The Attribute itself, such as their strength or lack thereof, is always there. We just check if other factors allow them to apply it, or not.If an element drives the story forward, a SNS check should never determine if the character discovers it or not. Instead, it determines if they discover it at an opportune moment.
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Boosts

Take some time to prepare and action to gain Boosts. A Boost is a short-lived advantage, represented by a physical token.
Gaining BoostsWhen you get Boosts, you must decide right away what they help you do. All Boosts gained at the same time must go towards one type of action.Assets and items that give “+1 Boost” to  a  specific  type  of  action  activate every  time  you  gain  boosts  for  that action.
Using BoostsUse them for a bonus of +5 per Boost on a roll. At the end of your next turn after you got them, any unused Boosts are lost.

Burning BoostsIn  some  situations,  you  can  burn Boosts to gain some other advantage. These Boosts can be of  any type,  as long as it  is clear in the fiction how they help you gain that advantage.
Permanent BoostsSome Assets allow you to gain Boosts that are permanent, they are not lost when your next turn ends. You do still lose  them  when  they  are  used  or burned.  Unused  permanent  Boosts gained during an encounter are lost at the end of it. 

The FictionUse  Prep  and  Help  actions  only  sparsely outside of a conflict. As a GM I make sure that the description of these actions really justifies the huge mechanical advantage they give. In  combat  or  in  a  debate  this  is  less  of  a concern. The added time constraint of taking turns  that  represent  small  amounts  of  time means any short moment used to prepare an action is valid.
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Example of Play

Name STR DEX SNS AUR
Siri the Herder 12 10 16 12

It’s a quiet morning in the village of Halle.  Siri  is  wandering  around  the edge of the forest.
 Siri  is  bored,  she  wants  see  if she can spot some birds in the trees.
 The  GM  decides  that  that requires a roll for SNS.
 Her  player  rolls  a  D20  and compares the result to the TN of 16.
✔ 10 → Success. She was able to make good use of her senses.This morning the birds are especially  lively. Siri hears a few songbirds and she even sees a  shiny object  one of them must have stolen in a nest up in the trees.
 Now Siri wants to climb the tree to get to the object.
 That  would  be  a  DEX  roll. However, the tree is tall and has no low branches, it will be hard. That  means  the  TN is  reduced by 5.
 Siri’s  player  could  roll  for  her DEX – 5, that would make for a TN of 5. But they reconsider.Siri goes back to her family home and looks for her brother.

 She  wants  to  convince  him  to Help her up into the tree.
 That requires an AUR roll and is a Prep action for the climb.
 Siri’s player rolls a D20. The TN is her AUR of 12.
✔ 3 → Double success. Siri gains 3 Boosts total. 2 for the successful Prep  action,  +1  for  the  double success.Siri’s brother Estrand is a big guy and is  glad  to  Help  her  out.  They  both return to the tree, where she saw the  nest.
 With the help of Estrand, lifting her  onto  his  shoulders,  Siri climbs the tree. 
 Her player rolls for DEX of 10, -5 for the difficulty and +15 for all  3  Boosts.  The  TN comes  to 20.
✔ 17 → Success.On her  brother’s  shoulders,  Siri  can easily  reach  the  trees  lowest branches.  She  stretches  herself  to reach into the nest and grabs a cold,  metallic object. A ring made of silver.
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Combat Rules

For each combat encounter you may choose either STR or DEX as your attack skill, the other is your defense skill. When you roll to attack or defend, the TN is your respective Attribute.
In it iativeInitiative  is  side-based  and  the  GM can decide from context if the players get  a  chance  to  act  before  their opponents.  There  is  no  fixed  turn order,  players  can  and  should coordinate. 

Double Success or FailWith  the  exception  of  making  an attack,  every  double  success  in combat  gains  you  1  Boost.  Every double  fail  gives  1  Boost  to  an opponent.
Attack and DefenseA  successful  attack  action  with  a weapon  causes  1  Wound  (2  on  a double success).A successful defense reaction deflects 1 Wound (2 on a double success).
Opposed ActionsOther  actions  can  also  be  defended against. In this case a simple success on  the  defense  negates  a  simple success, or degrades a double success to a simple one. A  double  success  on  the  defense makes the action fail completely.

ExceptionsWhen  the  TN  of  an  action  is  40  or higher, it cannot be defended against. But it can still fail, if you roll a 20.
Special ActionsTo  perform  a  special  action,  like restraining, disarming or stunning an opponent,  you  must  burn  3  Boosts. The  Boosts  don’t  have  to  be  of  a specific type, as long as it’s clear in the fiction how they help you.With a simple success, the effect lasts only moments. With a double success, it lasts at least until combat ends.
Ranged AttacksAttacking an opponent with a ranged attack, who is in melee with an ally, requires you to burn 1 Boost. When you target an opponent with a ranged weapon, who is within melee range  of  you,  they  gain  1  Boost. Defending  against  ranged  attacks always uses DEX.

The FictionWhen an action fails, make sure to narrate how it fails. An attack might miss because the attacker misjudged the distance, or they were too timid. It’s never just “You attacked, nothing happens”, cause that’s lame. 
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Wounds

Each player character starts with 5 empty Wound markers. When you take a Wound, cross one out. Once Wound is healed or treated, fill out the Wound marker completely. It becomes permanently unavailable. 
ConsequencesHaving 3 or more untreated Wounds causes blood loss, all your Attributes are temporarily reduced by 5.If you take a Wound but have no more available  Wound markers,  you suffer from blood loss until all your Wounds are treated and must roll  to hold on (STR).  On  a  fail,  your  character  is mortally wounded.
Light WoundsUnarmed and training weapon attacks cause  only  light  Wounds.  They  are completely regenerated a short while after combat is  over.  To mark them, put a pencil dash in a Wound marker.With  weapons  that  can  cause  blunt trauma you can burn 1 Boost to cause light Wounds instead of normal ones.A  character  that  takes  Wounds  or light  Wounds  beyond  their  Wound markers goes unconscious instead of dying, if they have more light Wounds than Wounds.

Treating WoundsTreating  Wounds  (SNS)  takes  care and time and can only be done outside of combat. With proper healing supplies a simple success treats 1 Wound (2 on double success). With improvised supplies, it takes  a  double  success  to  treat  1 Wound.

NoteIf  you are low on Wound markers,  remember that there are ways to avoid combat entirely. Just because we’re in a Fantasy RPG, doesn’t mean we need to kill everything. When  narrating  someone  taking  a  Wound,  consider  that  they  are  quite substantial. Smaller cuts and bruises are not worth writing down in our tale.
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Distance

Distances are abstracted using zones, which are about 10 to 20 paces across.
Example of ZonesA fight  takes  place  in  a  village,  the zones  may  be  “Outside  the  farm house”, “In the wheat field” and “Next to the road”. Let’s say the wheat field is next to the farm house and you have to cross it to get to the relevant part of the road. In other  words,  zone  2  is  adjacent  to both zones 1 and 3,  while  the other two are not connected.

MovementOn your turn, you can move from the zone you are in to an adjacent zone, but  you  cannot  move  and  attack  on the same turn. You can move and do a Prep or Help action in one turn.

ReachYou can attack any character who is in your zone. Ranged  weapons  like  javelins  and darts allow you to attack characters in adjacent zones, while bows and slings allow you to attack characters in all zones.  Though  there  might  be  a penalty  involved  if  they  are  further away or there are obstacles around.
Halting MovementWhen  an  opponent  moves  to  leave your  zone,  you  can  use  a  cut  off reaction  (DEX)  to  stop  them  from moving.On a success, the opponent used their move  and  can  no  longer  attack  or defend until their next turn.

Narration of CombatDescribe actions in combat not just as factual events, but as cause and effect. At  the  end  of  each  round,  recap  what  happened,  emphasizing  how  one outcome led to another.A character gaining a Boost in combat can represent many different things. Such  as  better  situational  awareness,  distance  management,  a  positional advantage, making better use of their surroundings, etc.
NoteTo  keep  the  GMs  job  simple,  NPCs  work  different.  They  have  2+  Wound markers. When their last Wound marker is filled, they are unable to fight on and usually just die.
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Weapons and Armor

Melee
Spear  Staff One Handed/Can defend allies in your zone from melee attacks
Spear  Staff Two Handed/Can defend allies in your zone from melee attacks, gain 1 Boost if successful

Sh ieldGain  +1  Boost  to  defend.  Can  burn  2 defensive Boosts to deflect +1 Wound
 One Handed Axe-Disarming only costs 2 Boosts
Two Handed Axe-Gain +1 Boost to attack

Sword rare( )Burn 1 Boost to cause +1 Wound. Once per turn
Hammer  Mace/Can burn 2 Boosts. On a double success, only 1 Wound can be deflected.

Two Handed Wooden Fla i lCan burn 3 Boosts to attack another enemy in range
Kn i feWielding  a  knife  or  any  other  fighting implement counts as being armed

Other
UnarmedOnly cause light wounds. If your opponent is  armed,  they  gain  2  Boosts  after  your attack  was  resolved.  No  matter  the outcome

Dual w ield ingCan  burn  3  Boosts  to  attack  the  same enemy again
Blunt S ideCan burn 1 Boost to cause light Wounds instead of wounds

Ranged
BowGain +1 Boost when you Prep with SNS. Must Prep or have a Boost to attack. A fail on the Prep still allows you to shoot

Javel inGain +1 Boost when you Prep with DEX. Can  choose  to  destroy  the  opponent’s shield instead of dealing wounds
Sl ing  Dart/When you wound an opponent, an ally in the same zone gains 1 Boost

Armor
Padded ArmorGain 2 permanent Boosts to defend when combat starts. Reduces DEX by 2

R inged Armor rare( )Take  -1  Wound  from  weapon  attacks. Reduces DEX by 4

Clarif icationsItem or Asset effects that give +1 Boost are triggered whenever you gain Boosts to the specified action. The additional Boost is of the same type.
14



Example Combat

Name STR DEX SNS AUR InventoryAved the Viking 8 16 (14) 15 11 Axe, Padded ArmorJak the Viking 14 13 9 14 Spear and Shield
Two  Viking  warriors  are  fighting  a  duel to the first blood. Due  to  his  higher  SNS,  the  GM decides  that  Aved  will  have  the chance to act first.Because  of  his  padded  armor,  Aved gains 2 permanent Boosts to defend.Round I

 Aved takes a moment to find an opening (SNS) and rolls for a TN of 15.
✔ 14 -> success. Aved gains 2 Boosts and decides that he will use them to attack.
 Jak distracts Aved (AUR), TN 14
✔ 4 -> double success. He gains 3 Boosts to defend, +1 because of his shield, so 4 total.Aved has noticed that Jak is holding his shield too high and aims a swipe at his legs, but Jak’s quick and brutal  battle  cry  makes  Aved  freeze  in  his  movement.Round II
 Aved attacks (DEX) with +10 from Boosts, TN 24.
✔ 17 -> success, deals 1 Wound
 Jak defends (DEX) with +20 from Boosts, TN 33.
✔ 14 -> double success. Jak takes no Wounds and gains a Boost. He uses it to attack.

 Jak attacks (STR) with +5 from his Boost, TN 19.
✔ 12 -> success. Would cause 1 wound.
 Aved defends (STR), using his 2 perm. Boosts for +10, TN 18
✔ 15 → success. Takes no wounds.Aved  strikes  at  Jaks  legs,  but  Jak manages to catch the axe with the rim of  his  shield and knock it  off  to the  side.  Jak  sees  an  opportunity  and drives his spear towards Aved’s chest.  Aved bats the spear point aside with a  swing of his axe and is only grazed by the attack.Round III
 Aved attacks (DEX), TN 14
✔ 3 -> double success. Would cause 2 Wounds.
 Jak defends (DEX) TN 13
✔ 9 -> success. Jak still takes 1 Wound.(Jak  would  still  have  a  turn,  but decides to give up.)Aved  flicks  his  axe  upward  towards Jaks  exposed  arm.  Seeing  this  Jak  drives his shield forward once again,  but he is too slow. The axe slices into  his forearm, a bit of blood splattering  onto  the  shield.  "I  give  up,  bloody  hell!"
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Debate Rules

If there is a verbal argument in which both sides have clear goals, someone can call  out “Make it  a Debate.” If  everyone agrees that this is  a suitable debate, these rules apply. Initiative and turns work like they do in combat.
Viabil ityEach  side  starts  with  5  Viability markers,  +2  more  for  each  major factor of circumstance in their favor. An  example  for  a  factor  of circumstance  would  be  one  person holding a position of power.When a side’s Viability is harmed, fill 1  Viability  marker  per  Harm  done. The  debate  ends  once  all  Viability markers of one side have been filled up.

Double Success and FailExcept  when  you  speak  to  harm an opponents  position,  every  double success in a debate gains you 1 Boost.Every double fail gives 1 Boost to an opponent.

Speak and RebukeA successful speak action (AUR) does an  amount  of  Harm  equal  to  the quality of the Argument used. (+1 on a double success)A  successful  rebuke  reaction  (AUR) will reduce the Harm done by a speak action by 1. (+1 on a double success) Each  speak  action  can  only  be rebuked once.
Argument QualityYou can always choose an Argument of quality 1. Spend 1 Boost to increase the quality by 1.  See the Arguments Table for your options.
Prepare by ThinkingThinking (SNS) is the most important and frequent Prep action in a debate.

Arguments TableQuality Type1 Insult, Bribe, Threat, Repetition, Diversion, Joke2 General Statement, Analogy, Ad Hominem, Blame, Straw Man3 Specific Statement, Anecdote, Emotional Appeal, Complex Question4  Accusation, Lie, Scandal, Revelation
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The FictionAs  part  of  an  Argument,  for  example  a  specific  statement,  a  player  is encouraged  to  come  up  with  something  that  truly  happened  in  the  game world.You always make your argument first, then you roll the dice to see how it is received. If your argument failed or was rebuked, just like a missing blow in combat, don’t narrate it as “nothing happens”. Instead, ask yourself why it failed. This way you expand upon the characters and story each time you roll. Likewise make sure you know what the argument is actually trying to achieve, to narrate its reception accordingly. Are you trying to convince your opponent or the crowd? The same Argument might hit  differently,  depending on the situation.
Debate TipsThis  system  is  what   most  departs from other games you might be used to. But if your group is anything like mine, debates will add a lot of variety to your sessions.Debates you can easily set up include a  negotiation  with  a  merchant,  a witch trial, a discussion with rulers on how  to  proceed  in  matters  of  war, calming down an intimidating person who threatens you, etc.Debates  work  best  in  small  groups, since playing more than 2 NPCs in a debate  can  become  tedious. Encourage players who’s PCs are not there  to  take  over  NPCs.  And  as always,  if  you  don’t  know  how  to proceed, just ask the table.Players  can  gain  permanent  Boosts  at  the  start  of  a  debate  if  they  have gathered evidence that supports their position. 

17



Example Debate

Name STR DEX SNS AURMarius the Tailor 13 15 11 11Henno the Merchant 11 9 14 16
A scene at the market place. Marius  has  bought  a  bag  of  apples  at  the  market stall this morning. He claims that  Henno  has  advertised  these apples  as  remarkably  sweet,  which now that he tried one was a bold lie.  He wants  a  refund,  Henno does not  want to give him one. Viability for Marius: 5Viability for Henno: 5, +2 for his good reputation Round I

 Marius  speaks  (AUR),  since  he can only choose an Argument of quality 1, an insult. TN 11
✔ 6  ->  succes. "Now listen here you [beep] give me my money back!"
 Henno rebukes (AUR), TN 16
✔ 18 -> fail. Hennos Viability takes 1  harm.  6  more  Markers  are available.               "Eh.. what? Listen, there's other customers  before  you,  wait  in line."
 Henno thinks (SNS), TN 14.
✔ 13 -> success. He gains 2 Boosts to speak on his next turn.

Marius  has  arrived  with  an  attitude and the others at the market stall are only too happy to get out of his way  and  witness  the  drama  play  out.  Henno meanwhile already has a good idea  of  how he  can  stop  him in  his  tracks.Round II
 Marius thinks (SNS), TN 11.
✔ 12 -> fail
 Henno  speaks  (AUR)  and  uses both Boosts to raise the quality to 3, a complex question, TN 16.
✔ 2  ->  double  success.  Deals  4 Harm  to  Marius’  Position."Oh,  the  bags  of  apples  you bought this morning, how much of it have you eaten already?"
 Marius rebukes TN 11.
✔ 20 -> double fail. Marius marks off  4  out  of  5  markers  for Viability.  Henno  gets  a  Boost because  of  the  double  fail. "I uh.. not a lot anyways."Marius forgot what he was going to  say  for  a  second.  Henno’s  clever question  has  some  onlookers chuckling and Marius’  response was underwhelming.  Everyone  around senses where this is going.
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Flirts and Seduction

A flirt is a special type of Debate. All the same rules apply, but in addition you can use the flirty arguments.
Flirty Arguments TableQuality Type1 Brag, Innuendo2 Compliment Appearance, Invoke Societal Pressure3 Compliment Personality4 Advance

When to FlirtA  flirt  starts,  usually  between  two people, if one wants to be liked by the other to allow for a romantic gesture to happen.
What a win meansA win for the initiating character does not  force  the  other  to  do  anything. Rather  the  responding  character agrees to what they feel comfortable doing with a person they like. 

In some contexts this means spending the night together, for others a kiss on the cheek is already a big gesture.
Counter ArgumentsThe responding character (NPC) will still  rebuke  arguments,  but  will  not bring forward arguments of their own. Instead,  the  initiating  characters position loses Validity each round, as determined by the GM at the start of the debate.

The flow of conversationUnless time is critical, in this type of debate, there is time between turns for casual conversation, dances or quiet moments. Within the GMs discretion, this can mean that all attributes can be used to prepare.When an argument is  rebuked, think about the reason for the rejection.  A compliment  is  quickly  brushed  off  as  inconsiderate,  an  advance  might  be rejected because of others watching.It goes without saying that all parties may choose to give in to their desires and end the flirt at any point, in favor of the other.
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Magic Rules

There are those who have learned to please the spirits and how to gain their favor. They perform rituals to show their allegiance and in turn the spirits help them, when they are struggling.
ConnectionsWhen  first  you  form  a  meaningful connection with a representation of a greater Spirit, it allows you to perform a  ritual  with  a  meaning  you  both agree upon.Performing a ritual (AUR) can be done once  per  day.  You  need  to  be  in  a place where the presence of the Spirit can be felt.  If  successful,  you gain 1 Favor. On a double success, gain 2. As a reminder of your Connection, the Spirit  will  give  you  a  keepsake. Without it, your rituals gain one fewer Favor.
Spir it FavorsLike Boosts, they are represented by physical tokens.When  you  gain  Favors,  you  do  not have to decide right away what they can be used for, though the GM may impose some restrictions.You  can  use  Favors  at  any  time  to make  an  action  easier,  in  that  case you immediately get a bonus of  +10 per  Favor  used.  Or  use  them to  do something you would not otherwise be able to do.Any unused Favors are lost at the end of the day.

Magic Attack and DefenseUse  1  Favor  to  attack  an  enemy  or defend  yourself  using  AUR.  Magic attacks cause a base of 2 wounds, 3 on  a  double  success.  Magic  attacks use your normal attack action as well, while defending with magic does not use an action or reaction.Characters  targeted  by  Magical attacks can choose to use the normal defense skill or AUR to defend.
Bonds and PactsConnections, as they become stronger can  grow into  Bonds,  which  in  turn can become Pacts. A  ritual  performed  for  a  Spirit  you share a Bond or a Pact with gains a base of  3 and 5 Favors respectively. One more on a double success.Whereas  Bonds  can  be  established with other representations. To form a Pact,  you  must  convince  the  Spirit itself of your loyalty in a debate.

LimitationsThink about what the spirit can do to help you, and where its presence can be  felt.  A  spirit  that  dwells  deep within the forest  will  not  be able  to help  you  while  you’re  in  town,  for example.
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The FictionThose limitations listed are meant to feed your imagination, not hamper it. A character may start out knowing only a particular way the spirits help them. But  if  they  find  themselves  in  a  dire  situation,  the  spirits  become compassionate and help any way they can.If  you fail  the  AUR roll  on  your  daily  ritual,  it  means  you fail  to  feel  the connection to your spirit. Ask yourself why they might feel more distant that day.
gain ing Favors at an AltarFrom the time of the old kingdom, when the worshipers of the spirits were persecuted, a number of hidden altars still exists across the island. A fitting sacrifice on one of those altars can gain a character a Favors, even if they don’t have a connection with one of the spirits.

Elven MagicNot all elves have a connection to the spirits, yet they are still able to make use of certain kinds of magic when they are deep within the forest. This often involves the use of certain songs and poems which are liked by the tree spirits.As an example,  the elves sing to weeping willows,  when they traverse the forest. The trees in turn show them the direction they need to take with a slight movement of their branches. Other trees and bushes follow suit, and the traveler finds their destination without fail.Humans can learn these songs. In some cases the trees even aid them when they sing another song they like.
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History

The Old KingdomHundreds of years ago, a human king by the name of Sardan had conquered all of Saare and ruled it from his great palace south of the crown mountains. He  had  systematically  removed  and reduced  all  that  is  Magic  from  the island,  and  elves  and  hobbits  only survived in small dispersed groups.His vassals,  however,  still  worshiped the  spirits  in  secret.  Among  the fortifications,  monasteries  and  other structures  left  standing  after hundreds  of  years,  hidden  temples and altars can still be found.
BetrayalWhen the great King discovered that his closest advisors had betrayed him, madness took hold of him. He invited them to a feast, at the end of which he had each of them assassinated in the most gruesome of ways. Those left  behind protested, some of them ready to  take up arms against their  King.  In  this  tense  moment  of grief  and  anger,  a  lust  for  revenge grew in their hearts.

Wrath of the GodsWhat the King had done angered the Gods themselves. In their anger, they sent a splinter of the sun, a bustling giant thing of fire, down to earth. Not only the King, but his whole kingdom along with him was eradicated in an instant.Only  the  elves  and  hobbits miraculously  survived  the  impact. Freed  from  their  human  King,  they were able to once again decide their own faith.
A new BeginningFrom  this  cataclysm,  the  spirits emerged and reclaimed the land that is rightfully their own. Some of them remain spiteful of the humans, while others  are  peaceful  as  long  as  they are left  alone.  All  of  them, however, are wild forces of nature.In the 300 years that passed since, the island  has  almost  found  back  to  its normal  state,  before  Sardans conquest.  Except  for  one  part  of  it, which is not reclaimed by one of the old spirits, but instead by one which was created in the cataclysm.

The PCs PositionAll of this may or may not be known to your character. But it is important to know before playing how they view magic. Some are afraid of it,  some are excited to see the legends come true.
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The Spirits

GemmanaShe reigns in the woods to the north. Her  domain  are  the  animals  of  the forest  and  the  plants  and  trees themselves. Those who follow her lead may  first  be  drawn  to  her  by  a connection they formed with a curious crow  or  a  rare  and  beautiful  plant they cared for.The  elves  use  her  Magic  to  mend wood  into  impossible  shapes  and communicate with animals. 
EsraThe  ragged  foothills  of  the  crown mountains are where she calls home. For her, earth and stone are the most fascinating  things.  It  was  she  who formed the Giants and gave them life. Her  followers  can  command earthquakes and the Elves trust her to judge anyone who breaks their laws, at the table of the gods.

UmadThe crown mountains themselves are ruled  by  a  reclusive  spirit.  It  is  his work  when  you  hear  the  howling, freezing  wind  descend  from  the mountains. He  still  craves  the  gold,  silver  and iron the humans have stolen from him generations ago.
TasmandThe barren  land south  of  the  crown mountains is his realm. He was once one of King Sardan’s advisors, or all of them.  His  rage against  the  one who killed  him  never  fades  and  he  has devastated all around him in the effort to  besiege  the  palace  of  the  great king. The shadows he commands share his anger  and  his  corruption  causes festering illness in those who dare to enter his lands.

Spir its in NarbanIn Narban itself there is a Temple of Taara, the god father. He is the only entity who is officially worshiped there. Be it the worship of Taara or simply the presence of human structures in general driving nature back, the spirits do not have much power to reach into the town itself.Only occasionally minor magical creatures, all of them aspects of the spirits themselves, are drawn into town and cause trouble. The wind goblins would be one  example.  Driven  by  Umads  greed  for  his  belongings,  they  sneak  into unoccupied houses and steal anything made of metal.
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Combat Assets

BerserkGain  1  Boost  to  attack  for  every  Wound you cause with a melee attack
Bulls EyeWhen  attacking  with  a  bow,  a  double success causes +1 Wound

Dev ious Str i keWhen  you  attack  someone  in  your  zone, who is unaware of you, cause +2 Wounds
Distract ionWhile using a Sling, when you Help from another zone, the ally gains +1 Boost
Flow StateWith a 2-handed Axe or Flail, you can burn 2 Boosts to attack another enemy

Format ion F ight ing1x per round, when in melee with an ally, gain 1 Boost when that ally gains Boosts
Empty HandWhile  you  have  a  free  hand,  all  special actions using it only cost 2 Boosts

Hard as Na i lsNo negative effect from blood loss (having 3 or more untreated wounds)
I nsp ir i ng CallWhen  using  AUR to  Help,  a  second  ally gets the same amount of Boosts

I nst inctWhen you take Wounds and cross out  at least one Wound marker, gain 2 Boosts
I nt im idat ingUsing AUR to Prep, on a double success an opponent you choose loses all Boosts

Off Hand Jab-While  dual  wielding,  when  you  attack successfully without Boosts, gain 1 Boost
Knock OutDeal light Wounds without cost

NimbleWhen using DEX to Prep, gain +1 Boost
HookWhile  using  an  Axe,  when  using  STR or DEX  to  Prep,  an  opponent  in  your  zone loses all Boosts

ScoutWhen using SNS to Help, the ally gains +1 Boost
ShankWhile using a Knife or Dagger, can burn 2 Boosts to attack the same enemy again

Sh ield WallWhile using a Shield, you can defend for allies in your zone
Stagger ing BlowWhen  you  wound  an  opponent  with  a Hammer or Mace, they lose all Boosts

Stalwart DefenderWhen you defend with a Shield and don’t take any wounds, gain 1 Boost
Ta iloredPadded Armor does not reduce your DEX, Ringed Armor only reduces DEX by 2

Help ing HandWhen using STR or DEX to Help and the ally is in your zone, they gain +1 Boost
Eye for FlawsUsing SNS to Prep, on a double success an opponent you choose loses all Boosts

Guard ianYou  can  burn  1  Boost  to  cut  off  an opponent without of using a reaction
Evas i veCan burn 1 Boost so opponents cannot cut you off for a turn

P ivot Po intWhile  using  a  Shield,  you  can  convert  1 Boost per turn from defend to attack
Distance ManagementWhile  using  a  Spear,  when  you  Prep successfully, take 1 Boost from an enemy

V ig i lantWhen combat starts, you gain 2 Boosts
BulkyWhen using STR to Prep, gain +1 Boost

Heavy ImpactWhen you attack with a Hammer or Mace, you can burn 2 Boosts to increase damage by 1
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Debate Assets

AdaptableWhen  your  Viability  is  harmed,  gain  1 Boost to speak
Sharp TongueSpeaking an Argument of quality 2 and up does +1 harm
Foul MouthSpeaking an Argument of quality 1 does +1 harm

Flex ible Negot iatorCan convert 1 Boost per turn from rebuke to speak
Structured NotesIf you gain permanent Boosts at the start of a debate, gain +2

Ant ic ipat ingWhen you gain Boosts to rebuke, gain +2
Quick WittedWhen you gain Boosts to speak, gain +1

Unshakable Integr ityWhen a debate starts, gain 1 Viability
PreparedWhen a debate starts, gain 2 Boosts
HumorousOn a double success, your jokes cannot be rebuked

Disarm ing Att itudeWhen  you  do  harm,  an  opponent  you choose loses all Boosts
ThoroughRebuking  with  a  double  success  always reduces the Harm taken to 0

ChattyCan burn 1 Boost to speak again
Direct AddressWhen  speaking,  can  burn  1  Boost  to choose who can rebuke your Argument

P it i fulWhen your  Viability  takes  Harm from an Argument of quality 1, gain 2 Boosts
Soft SpokenSpeaking  does  -1  harm.  On  a  double success, your Argument can’t be rebuked

PreacherWhen you do Harm with an Argument of quality 2, gain 1 Boost
CharmingWhen you  Help  using  AUR,  on  a  double success an opponent loses all Boosts

I ntellectualWhen you speak, you can burn 2 Boosts so that your Argument cannot be rebuked
Know it AllWhen you rebuke, you can burn 1 Boost. On a double success, do 1 harm

Displayed WealthWhen you speak about trade, do +1 harm. An opponent gains 1 Boost
Deep BreathCan burn 2 Boosts to rebuke again
Opportun istOn a double success or fail, gain +1 Boost

Ag itatorSpeaking  does  +1  harm.  When  an opponent  rebukes  you  with  a  double success, take 1 harm
DenouncerWhen you rebuke with a double success, gain +2 Boosts
Impos ingWhen  you  Help  using  STR,  on  a  double success an opponent loses all Boosts

Barbar ic SupportWhen an ally speaks a threat, you can burn 1 Boosts and it does +1 harm
Strength in NumbersWhen  you  rebuke,  you  may  use  1  Boost from each of your allies
Creat ive CommonerIn  a  debate  against  someone  of  higher station, when you think, gain +2 Boosts

Shar ing SecretsOnce per turn, you can give 1 Boost to an ally

25



Healing Assets

SageWhen you treat Wounds with supplies, +1 Wound is treated
ApothecaryOnce  per  day,  you  can  Prep  and  gain  2 permanent Boosts to treating wounds

I nv igorat ing CareWhen you treat Wounds (SNS), any Wound you  would  treat  beyond  the  target’s untreated  Wounds  are  gained  as  new Wound markers instead

Old Wounds TreatmentAt the end of a game session you can heal Wounds that are already treated (SNS). On a success the target gains 1 new Wound marker, 2 on a double success
F ield Med icCan treat wounds in combat.  However, a double  success  is  necessary  to  treat  1 wound

Magic Assets

Can only be taken if you have a Connection with a Spirit.
Deep Connect ionGain +1 Favor

R itual HealerWhen you use Favors to treat wounds, +1 Wound is treated
Engulf ing AuraCan target two enemies at once with magic attacks without extra cost

Protect ing AuraCan burn 1 Favor to defend an ally using AUR, without using your reaction
Trusted Fr iendCan transfer Favors to others on your turn
Mental ShockYour Magic attacks can only be defended against using AUR

Watchful Sp ir itsWhen combat  starts  and  you  have  none, gain 1 Favor

Compass ionate ObserversWhen you use Favors to treat wounds, on a double success, regain 1 Favor
Bearer of HopeWhen  you  start  combat  with  a  magic weapon, gain 2 permanent Boosts
Ally of GemmanaWhen you wander through the woods, you can always use AUR instead of SNS to find a path
Hear ing ThoughtsIn a debate, you can burn 1 Favor to take all Boosts of an opponent
Enchant ing Vo iceWhen  you  speak  using  Favors,  your argument cannot be rebuked

Prec ise Channel ingCan  burn  1  Boost  when  doing  a  magic attack to deal +1 wound
Notes on AssetsAssets can only be activated once per round. Some of them would be quite broken otherwise. (This rule is unnecessary and simply exists as a safeguard against power players)Item or  Asset  effects  that  give +1 Boost  are triggered whenever you gain Boosts to the specified action. The additional Boost is of the same type.
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Veteran Assets

Can only be taken once you have taken at least 10 wounds.
ObservantWhen using SNS to Prep or Help, you or your ally gain +1 Boost

Strateg ic Str i kesWhen you wound an opponent, they lose all Boosts
Not THAT OldWhen you Prep successfully  with  STR or DEX,  take  1  Boost  from  an  opponent  in your zone

Helpful ReminderWhen  combat  starts,  all  allies  gain  1 permanent Boost
Spac ial AwarenessCan burn 1 Boost to defend a second time
Quick RecoveryGain 1 Boost when you fail an attack

Unsol ic ited Adv iceWhen you Help with SNS, the ally gains 1 permanent Boost
Veteran Warr iorWhen  combat  starts,  gain  2  permanent Boosts

Conserv ing MomentumCan burn 2 Boosts to attack again
Battle ScarsWhen you speak about war, do +1 harm

Duel i stWhile  fighting  an  opponent  one  on  one, gain +1 Boost
Sword masterWhile using a sword, when you defend with a double success, gain +2 Boosts

BrawlerWhen you cause light  wounds,  an ally  in your zone gains 2 Boosts
Warr ior ThaneAs  long  as  you  coordinate  your  allies  in battle, allies in your zone gain +1 Boost

Nachra i senWhen an attack on you fails, you can burn 1 Boost to attack the opponent using your reaction

Flaws

At character creation, you may choose 1 Flaw for free. If it negatively effects your character in the fiction, they gain a Boost. The Flaws listed here serve as examples, feel free to create your own.
HonestGain  1  permanent  Boost  to  speak  in  the next debate

StubbornGain 1 permanent Boost to rebuke in the next debate
ShyGain  1  permanent  Boost  to  anything stealthy (SNS)

Hot Headed-Gain 1 permanent Boost  to  attack in the next combat
LoyalGain 1 permanent Boost to defend in the next combat

Cur iousGain 1 permanent Boost to finding a path (SNS)
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GM s Section’

A stress free environment helps me tell immersive stories. Regardless if you choose Saare as  a  setting or  go for  a  creation of  your own,  I  think these guidelines can be helpful to anyone developing their GM craft.
Practice ImprovisationOne piece of advice many young GMs hear  is  “Just  improvise.”  and  that’s good advice, if you already know how to do it. But it’s hard at first. Look  up  solo  RPGs,  which  give  you random tables to generate a story in your head. I encourage any new GM to do that, and to speak it out aloud. It will  be  awkward,  and  you  won’t always be in the right head space for it, but it’s a great way to practice and find your GM voice without the need for scheduling a session with others.

Players are part
of the creative processYou make a lot of decisions and come up with things on the spot. That can be stressful at times. If you struggle, there is no shame in asking the table. If  you  have  plans  and  ideas,  that’s great.  But  pretending  to  have  them when  you  don’t,  that  quickly  gets exhausting. RPGs should be a communal exercise, where  everyone  can  pour  in  their creativity.  Questions  like  “what  is your  character  doing  this  morning?” 

are  frequent  at  my  table.  Once  the ball gets rolling, creativity flows more easily.
Talk about expectationsI  will  always  let  the  players  know what level of energy they can expect from  me  that  day.  Sometimes  I’m looking  forward  to  the  use  of  a specific  mechanic  or  plot  point. Sometimes I’m exhausted from a long day at work, and I’ll tell them that. In  turn  I  ask  my  players  what  they expect or would want to do. This often helps  to  get  started,  or  gives  me  a specific  thing  to  include  in  the session,  which  I  know  at  least  one player will enjoy.

Failure is part of
the creative process tooYou will  fail,  at  some point.  Make it part of the story.You should never feel bad, because an NPC  was  perceived  differently  than you had planned. Or for another of a million things which can go wrong in a  collaborative  story  telling  game. Make it part of the story and ask your players for help if you struggle.

Personal NoteI still consider myself a fairly inexperienced GM. Maybe I am just lucky with my amazing players, who are always funny and creative. At least with this system, I’ve had less of a head ache than with some others.
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Dice and Narration

Never be afraid to let your players succeed. If they overcome a challenge with relative ease, let them have their victory.
When to RollCall for a roll when you want the dice to provide randomness. That goes not only for actions the PCs take, but also simple truths about the game world.

Modif iersModifiers are to be used with caution. If a task needs to be difficult, you can give a modifier of -5, -10, or even -15 to the TN. Most rolls should use the unmodified  Attribute  as  the  TN, unless Boosts are involved.
Success or FailAttributes  in  Pagan  Pacts  are  fairly abstract. This means that a success on a roll must be abstracted as well, lest we fall into a simulationist pit.Depending  on  how  you  want  to  the tone of your game to be, feel free to 

interpret simple successes as partial. That  means the  action is  successful, but there is a complication.
Double SuccessesThe concept of a critical success does not exist in the same way it  does in other game systems. Instead, a double success is the best possible outcome of a roll. The chance of which ranges from 20 to 40 percent,  even without Boosts.While the philosophy of “less is more” generally applies to dice rolls, as long as the player isn’t rolling again for the exact same thing, don’t hesitate to call for multiple rolls in a row. This can be a  good  way  to  make  sure  the consequences  of  the  roll  feel appropriate.

BalancePCs  in  Pagan  Pacts  will  very  likely  succeed  in  what  they  try  to  achieve. Sometimes  different  attributes  can  be  used  for  the  same challenge,  if  the player describes how their character makes use of it and adds detail to the story.When  creating  NPCs,  don’t  hesitate  to  make  them  relatively  powerful. Especially the debate system offers a great opportunity to let the villains win from time to time, without the PCs lives being on the line.
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Session Preparation

To run a Session of Pagan Pacts, you will need one Game Master and 2 to 4 Players. A typical session may take anywhere between 2 and 5 hours.
Physical PreparationD20s are the only dice needed.  Also prepare 5 small tokens per person, to represent Boosts. For quick decisions, a D100 for the GM is also helpful.To get everyone in on the same vibe, there are a  few things I  have found helpful. I recommend some candles on the  table,  to  bring  everyone’s  focus together. For music, I recommend the “Pagan Folk” playlist on Spotify.
Story PreparationAhead of the session, let every player give a quick recap of their character. Then use this to note down a number of lose plot ideas, which tie in one or more of the PCs. Make sure to define problems,  never  solutions,  ahead  of time.Depending on your GM style, having a number  of  random tables  handy can 

be helpful. Games such as Ironsworn (ironswornrpg.com)  provide  random tables for character names, goals and disposition.
Mental PreparationBefore entering into a game session, pose  a  simple  question  to  everyone: “How  are  you,  and  what  are  you bringing to the table today?”This is meant as a group activity, as an outlet for all the thoughts lingering in  the  back  of  your  head.  It  is invaluable to know what state of mind everyone is in. It allows us as a group to  make a  decision,  to  set  aside the things that occupy us in our real lives, or to incorporate them into the story in some way.We call this a “Befindlichkeitsrunde”, or well being round.

Adventure HooksThe  world  of  Pagan  Pacts  is  one  where  mythical  creatures  have  a  real influence on people’s lives. The PCs, or someone they care about, has crossed their path. Do they use illusions to lead them astray, or make enticing offers. Maybe they stumble across a sacred place, without even recognizing it. What ever it may be, the trail almost always leads into the untamed wilderness.
Optional Rule  Quick Combat:In addition to all the normal ways Boosts can be utilized, they can now be used to  add  +1  Wound  to  an  attack.  Likewise  defense  Boosts  can  be  used  to increase  the  number  of  Wounds  deflected  by  1.  (A  sword  simply  adds  +2 wounds instead of +1 in this case)
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Example MonstersName STR DEX SNS AUR Wounds
Wolf 9 12 13 10 2Assets: Pack Protection, Clenching Jaws

Name STR DEX SNS AUR Wounds
Wind Goblin 13 18 10 8 3Assets: Speed of Wind, Mocking DanceDescription: Little gray humanoid creatures, surrounded by a whirlwind that  seems  to  allow  them  to  move  at  superhuman  speeds.  They  have hound-like snouts and attack with their claws. They steal metal objects of all kinds for their master.

Name STR DEX SNS AUR Wounds
Comtesse Isoldet von Bannersrach 12 12 18 24 10

Assets: Evasive Responses, Mental Shock, AnticipatingDescription: A tall, gray haired woman. Her eyes are of such a dark brown that they appear almost black. She wears lavish dresses of black and blue silks  and  usually  arrives  in  an  impressive  coach.  She  is  a  missive  of Tasmand,  representing some of  the nobility  of  the old  kingdom. She is accompanied by her loyal undead hound Hector.
Name STR DEX SNS AUR Wounds

Iron Dragon 22 18 16 14 10Assets: Burst Flight, Iron Skin, Frightening PrecisionLoot: Iron Dragon Tooth: Dagger. If  you have a connection with Umad, cause +1 Wound against all humans. Else, gain +1 attack Boost against all humans.
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Special Items

Mundane
Strap Sh ieldCan convert 1 Boost per turn from defense to attack
Rusty SwordBurn 2 Boosts to Deal +1 Wound

Bandages and BalmsHealing Supplies
Decorated HelmetGain 2 permanent Boosts  when a debate starts, if it is about military matters

Pakku s Axe’Gain  +1  Boost  to  attack  and  +1  Boost when you Prep using AUR
An imal Compan ionGain +2 Boosts when using AUR to Prep

I ron Sp i ked Wooden Fla i lCan use 2 Boosts to attack another enemy in range
Magic

Storm DaggerDeal +1 Wound while close to the sea
The Molten CrownMagical  illusions  have  no  effect  and  the spirits avoid you

Elven Spear wooden( )Gain  1  permanent  Boost  when  combat starts
Scepter of ManDeal  +2  Wounds  to  anyone  who  has  a Connection, Bond or Pact with a spirit of nature
Orb of SardanWhen  combat  starts,  anyone  holding Favors loses them immediately.

Blue Heal ing BlossomHealing Supplies.  When treating wounds, on  a  double  success,  the  target  gains  1 empty Wound marker

Magic Wooden ArrowsWhile they are in an opponent, they cause 1  Wound  per  round.  Once  all  Wound markers are filled, they turn to wood.
Magical InstrumentWhen you Help with AUR successfully, all other allies gain 1 Boost

Anc ient SwordBurn 2 Boosts to deal +2 Wounds against magical creatures
Hammer of GemmanaGain 4 permanent Boosts when a combat starts in the woods

Spear of EsraGain 4 permanent Boosts when a combat starts in the hills
Dagger of TasmandGain 4 permanent Boosts when a combat starts in the barren wastes

Mace of UmadGain 4 permanent Boosts when a combat starts in the mountains
Tal i smanWhen  combat  starts,  an  opponent  you choose  loses  2  permanent  Boosts  or Favors. Their choice

Lullaby LuteWhen you Help successfully with AUR, an opponent loses all boosts
Bone FluteBurn 1 Favor of Tasmand to play a magical tune. Anyone who clearly hears it becomes paralyzed and frozen in place for a couple of minutes

Scarf of TuuleIf you have a Connection with Gemmana, wearing it makes you almost invisible in a forest  environment.  Otherwise  it  only obscures you if you have a double success on an AUR roll when putting it on
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Beast Assets

Aggress i ve  Defens i ve/1 | Gain +2 Boosts to attack / defend 
Mock ing Dance2 | When you dodge a ranged attack, gain 2 Boosts
Clench ing Jaws3 | When you cause wounds, an ally gains 2 Boosts

Area of Impact  Zone of Impact/4 | Weapon attacks target two/all enemies in in the same zone
Vengeful5  |  Gain  2  permanent  Boosts  for  every Wound you take

Hunter Senses6 | Using SNS to Prep, gain +2 Boosts 
Hard Sk in  Iron Sk in/  7 | Take -1/-2 Wound from weapon attacks
Fr ighten ing Prec is ion8 | When you cause wounds, an enemy you choose loses all Boosts

Command9 |When you Help, the ally gains +1 Boost
Boar Charge10 | Can burn 1 Boost to attack and move
Long Claws11 | Can burn 2 Boosts to attack the same enemy again

Prec ise Attacks12  |  When  you  attack  using  at  least  2 Boosts, deal +1 wound
Rock Throwing13 | When you cause Wounds with a ranged attack, gain 2 Boosts

Pack Protect ion14 | Can defend allies in your zone. Gain 1 Boost if successful
Sharp Claws15 | When you cause Wounds with a melee attack, deal +1 wound
Terr itor ial16 | Gain 2 Boosts when an enemy enters into your zone

Venomous17 | If you cause Wounds to someone, they suffer the effects of blood loss until combat ends
Sudden Charge18 |  Can convert  2 Boosts  per turn from defend to attack
Fe int Weakness19 | When using AUR to Prep successfully take an opponents Boosts from them

Spac ial Awareness20 | Can defend twice per round 
Magical

Burst Fl ight1 | Can move and attack on the same turn
Twist ing Shadow2 | Using AUR to Prep, gain +2 Boosts 

Spread ing Darkness or Mists( )3 | When you use AUR to Prep, on a double success all  enemies in your zone lose all Boosts
Power Dra in4  |  Gain  2  Boosts  when  ever  you  cause Wounds with a Magic attack
Curs ing Wa i l5 | When you attack using at least 2 Boosts and  cause  wounds,  the  target  takes  1 Wound per round

Restra in ing Force6  |  Can  use  1  Favor  to  give  all  of  an opponents Boosts to an ally
Fr iend of the Sp ir its7 | Gain 4 permanent Boosts when combat starts

Sp ir it Weep8  |  Gain  1  Favor  whenever  you  take wounds
Disor ient ing Shr iek9 | When you take wounds, all enemies in your zone lose all Boosts

Speed of Wind10 | When you Prep with DEX, an opponent you choose loses all Boosts
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Orator Assets

Only for opponents in a debate.
Author ityGain 1 Boost if you fail to think

Preempt ive RemarkWhen you Rebuke with a double success, an opponent you choose loses all Boosts
4D ChessWhen you think with a double success, all opponents lose all Boosts
Super iorArguments  of  Quality  1  do  no  Harm against you
Sh i ftyGain 2 Boosts per Harm done against your position

I nexhaust ibleCan rebuke twice per round

Stay ing CalmWhen an opponents speak action fails, gain 1 Viability
Master SpyWhen thinking successfully, you can burn 1 Boost, an ally gains 3 Boosts
AccusatoryYou  can  decide  who  can  rebuke  your Arguments

Evas i ve ResponsesWhen you rebuke and don’t take any harm, gain 2 Boosts 
I ns ider Informat ionGain 4  permanent  Boosts  when a  debate starts
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Asset Creation Guide

Choose  conditions  and  rewards  to  create  new  assets.  Italicized  text  is  a placeholder. “action” can be a placeholder for both actions and reactions.
Conditions

Wounds
 when you take / cause Wounds
 for every Wound you take / cause
 when you take Wounds from a Magic attack
 when you are attacked, but don’t take any Wounds

Successes
 when you action successfully
 when you  action and cause Wounds / do harm
 when you action with a double success

Boosts
 when you gain Boosts
 when you gain Boosts to action
 when  you  lose  Boosts  through  an opponents action
 when you action without using Boosts
 when you action using Boosts
 when you action using at least X Boosts

Tim ing
 at the start of combat / debate
 at the end of combat / debate

Attr ibute
 when using Attribute to Prep / Help
 when using Attribute to action

Ally Boosts
 when an ally in your zone gains Boosts
 when an ally gains Boosts

Weapons
 while using weapon

React ion
 if  you  haven’t  used your  reaction  the previous round
 when  you  defend  /  rebuke  and  don’t take wounds / harm

Burn ing Boosts
 can burn X Boosts to...

Rewards
Boosts

 gain X Boosts
 gain X Boosts to action
 gain +X Boosts
 opponent loses X Boosts
 opponent loses all Boosts
 ally gains X Boosts
 take X Boosts from an opponent

Target
 in your zone
 in the target’s zone
 an opponent / ally you choose
 the target

Act ions
 action again
 action twice
 action the same opponent / ally again
 action another opponent / ally
 action without  using  your  action  / reaction / movement

Convert ing
 can  convert  X  Boosts  per  turn  from action to action
 can convert X Boosts per turn to action

Wounds
 reduce wounds / Harm taken by X
 reduce wounds / Harm taken to 0
 cause / do +X Wounds / harm
 no effect from blood loss (having 3 or more untreated wounds)
 the  opponent  suffers  the  effects  of blood loss

Durat ion
 until combat / the debate ends
 for X rounds
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"Even though I'm not the biggest d20 fan, this seems extremely well resolved and fun." - someone on Reddit
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