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Introduction

In this scenario the players begin as humans. Shock!! Yes just humans but talented ones at that. 

As the story progresses they are presented with scenes from their past and the opportunity to finish what they once didn't have the chance to. 

The players were all once part of an elite unit that was named the shining host. A huge battalion of men and women with diverse talents. They were marched off to war against and enemy far more powerful than they were. 

The legions they fought with were broken and had fled, only they stood against the tide but they would not surrender. For this defiance they were smashed and thrown to the winds of creation. 

They became known as the lost company. For what seemed like an eternity they fought their way out of some pocket hell known only to the foulest souls in all of creation. 

The lost company died by the score in that flight. 

Finally a way was discovered to get out but as they attempted to leave they were attacked. Splitter sacrificed himself to save you, to buy enough time. 

To this day the survivors are wracked by dreadful nightmares. So bad that they can barely ever get more than a few hours sleep in a week.!!

Now the few hours sleep that they do manage to get, are plagued by a mysterious stranger who boldly stalks their dreams with promises of something ...more. If they would but just face their worst nightmares one last time!!!

Within the scope of the game it is hoped the players will rise to the challenge and embrace their destinies becoming the Exhalted heroes of yesterday. 

For this reason two sets of character sheets will be provided. 

The first is the mortal version of the character the second is their exhalted selves. 

The Exhalted souls will be similar to the mortal ones. The exhalted soul can't help moulding the flesh it is in. The players will find that their power has grown beyond anything they could ever dream of.....even their nightmares can be faced down and the shame of the past can be put to rest...or put down...with a massive amount of sorcery and steel...

       Character back-story- Read this aloud or let players read it:

The Blood Spears- the jewel of the Shining Host. A battalion of the finest, most skilled and honorable men and women in the nation. Your nation. Things began to change when the Empress of a vast far off land cast her gaze towards your relatively tiny kingdom. At first she  sent  her pirates to plunder your nation’s trade routes; then it got worse they began to take your people as slaves. Talks were opened up but everyone knew of the Scarlet Empire’s reputation for treachery. There was only one way this was going to end. War. 

They mounted a coastal landing and tried to force a beachhead. The tactic was to let them land then crush them at Ox-Bridge. You were there in reserve, quietly confident. You were the Blood Spears! As the two sides proved admirably matched the Empire decided that to tip the scales they would send in their most foul conjurations.

From hell they came. The army broke and ran. There was nothing more to it, morale was gone in the face of such power. Instant rout. The commander gave the order for the Blood Spears to step into the path of the foreign army to allow the others escape. There was slaughter. The screams of comrades and horses, demons and all the others dying still haunt your dreams along with a hundred other sins of that time.

Without warning the world blurred and turned on its head. When it righted, you were on your hands and knees, spitting out grit from your mouth. Snot and tears streaming from your face. 40 of you there were. No more. 40 in some unknown ghastly pocket of hell. The witches couldn’t or wouldn’t say where you were, nor could they summon the basest sprite to help them.

Captain Splitter took control. He marched you all, without saying a word of where you were going. Gods below, no one even questioned the man, such was the respect he commanded. How long did you wander for? Who knows? Weeks? Months? Endless dunes of dark sands.It was all your witches could do, to find clean water. Clean is a relative term. And all the time, hunted by monstrous creatures of darkness. 40 slowly became 20. Fatigue, waste and thirst took their toll. It seemed never-ending.

When you finally came to a stop, Splitter spoke for the first time in weeks. He said “Just ahead is a gate that will lead you all out.” No more. 10 of you were left then. 10, whose weapons had been worn to stumps or broken from such hard use. The valley was a pocket between two fingers in the mountains. The great twin Onyx gates shone, a glossy, unsettling black. But the sight that caught your eye the most was the great host of dire fiends, demons and wraiths that were assembled before the gates. Your shoulders dipped, sank down lower than they had been for a long while.Those cruel bastards had being playing with you, watching your desperate plight and sipping upon your misery. They had reveled in the futility of your foolish hope.

Splitter turned and gestured for you to stay put. He marched right down there and right up to one of them in robes. A tall dark angel. Her beauty tinged by her cruel mien. Her hair tumbled down her back like a river of moonlight. The more you regarded her the more her monstrous beauty became apparent to you. She was the one leading here. Splitter, after several minutes of talking, drew a knife from his scabbard and sliced open his palm letting his blood run on to the dark sands beneath him. He then shook hands with this dark beauty and returned. His return walk lacked all that had made him such a fierce leader. You knew, you could see it in his eyes. All hope had gone, he was done with pretenses. 

He turned and spoke for the second time in many weeks: “I have purchased you some time. 60 heartbeats was all I could get. For you...I have no doubt it will be enough. I’ll try to hold them off. It’s been a pleasure. What you waiting for, start running, you fools!” You ran for the gate, stumbling across the scree. The witches tried desperately to open the gate. They tried ancient words passed to them by their grandmothers and their grandmothers before them. You dropped armour and weapons in the desperate need to flee.

Splitter was seen to remove what was left of his great-sword. He attacked. An awesome display of skill from a mortal man. 40 extra heartbeats was what he bought you, 100 heartbeats purchased with a soul, with blood and death. As the gate opened and you all ran through the creatures flowed up the hill. They fell upon you and chased you right till the threshold. Then the sense of falling and sweet cold, fresh air flowed over you. Those first moments were like being born again. Real air, not the vile, disgusting turgid stuff of that other realm. 

The journey home was long. No one cared. 

You were free again. 

The cost was heavy the, last few to die had been the most regrettable, so close to home. Raven Claw, Glimmer -  two witches - burned the very energy of their souls to open that gate- Roundhead and Slaker. Who danced the deadly dance right on the threshold with demonic figures ripping their entrails out as they fought on silently, killing.  

When you arrived home decades had passed, your people were subjugated. That battle had been decisive. The unit had become known as the 'Lost Company'.  A by word now for romantic heroism and valour. A word that the youths used in rebellious tones, a word that, if uttered loudly would mean death by hanging. A word that brought tears to the eyes of the old men and women who were there. Who saw. 

You were ushered into the mountains for your safety and there you live out you wretched lives. Your nights are filled with torment and nightmares and your waking days filled with dreams of what could have been. 

       The Plot                       

So what’s going on?

Well a Sidereal exalted has been interfering. He calls himself Ruby. The characters would have exalted at the battle field at Ox -Bridge. He wanted to delay it for some time. 

There are two reasons why what happened, happened. 

The first is that he knows of the Abyssal Exalt that Splitter met, her name is Shari Topaz, Mistress of Doubt and Commander of One Thousand Asps. He required materials that could only be got in the underworld, she required a soul or souls for her experiments. 

He promised her souls in exchange for the materials. 

He then thought to shut down her operation as he thought it had being going on too long. 

He used loose ends to tie off loose ends. So what if they all killed each other? 

Now he has all the materials he needs to create or rather refurbish an artifact he has that will bring about his end goal- The disappearance of the Scarlet Empress!

Once the players re-enter the gate they Exalt and then it’s up to them to fight their way out. 

Once they do then, he will offer them a chance to one more thing....avenge the bitch who wrought destruction on their people and even now plots to kill them calling them anathema.

What more could they ask for?

Here follows a more detailed, scene by scene break down of the plot. 

Running this scene by scene: A scene by scene break down of the plot 

First read the history of the lost company to the players. It is their history. 

Then move on to scene 1

Scene 1: The Dream

The characters are always having nightmares. This is fact. Every time they close their eyes they are haunted. 

This dream is unusual though in that they all dream the same dream and that a figure who speaks to them has been present in the background of their other dreams. 

The images come flashing at them. 

Splitter, chopping slicing,dancing like poetry in motion. With only the hilt and bottom third of his great-sword he kills, one two three creatures in as many heart beats. It's odd and disturbing because you know you had your back turned on him at this point. Nightjar, Raven claw and glimmer were furiously clawing at the gate. 

A huge scaled creature falls beneath his onslaught but not before it gouges off the last of his armor. Snakes slither forward, hundreds of them. 

The scene blurs as a huge mouth, the pouting red lipsticked lips of a female decends on the scene, its mouth  opens wide revealing  a maw of sharp teeth, row after row. The whole scene is swallowed up; the only sound is of Splitter's helm falling to the ground.

 Mournful calls echo up from a crack nearby. The crack is impenetrable inky black. The characters are lying down. The cries grow more desperate. As they look over the crack gets wider. They stand.

Imperial troops are rolling their comrades and love ones into this… This...Nothingness. 

Then the images just assail their mind flashing so fast  that the mind almost breaks down just to escape the relentless onslaught of horror, sights, sounds smells. How could a dream seem so real?

Then there is that figure...you have seen him before...In other dreams.... Yes, but never so… So… Close up before. 

Why is he familiar, it can't be just the dreams can it?

He walks over to you, you're lying down again for some reason. Bleeding?

He leans into your ear. 

“Come to the water fall in the woods if you want to put an end to all your nightmares and gain a chance to control your destiny once again. Otherwise just go back living the wretched existence you call life.”

Scene 2: Awakening

When the characters bolt upright awake as they always do, they find two odd things. 

1. They are outside, only a little away from where they live but lying down on the ground.

2. They are bleeding from a small puncture wound in the cusp of the elbow. 

At this point they are all separate. Though they live near each other. They may seek each other out or go directly to the waterfall. 

In any case they should get to the water fall. 

There, behind the shimmering cloak of tumbling crashing water, the figure from their dreams stands patiently in the moon light. 

He stands across the plunge pool from them. (Attacking him would be suicide lets hope they don't or it'll be back to sleep for them). He calls out to them by name. 

“Greetings, I am named Ruby. We do not have much time. The Imperials are coming for you. I have come to you to place your destiny in your hands once again. Along time ago it was stolen from you on a field of battle and a shell of a life was give to you in it's stead. I am here to right this. I know how your dreams are wracked by guilt and how little you sleep. I know too the plight of your people. You are all that is left of the Shining host, you are the remnants of the lost company of folklore. 

I too hate the Empire and wish to see them brought down a peg. Know this, to embrace your destinies you must first face your worst nightmares. “

Now of course they will have questions, lots of them, such as why should we trust you, how do you know all of this? why are we sleep walking? why are our arms bleeding? 

To these he is willing to answer some of the question but not all of them. 

He knows because he has the power to walk people's dreams, he is doing this for them because it is his destiny to do so and he knows that their destinies are inter-twined. 

If asked what their destiny is then he will only reply that is it is to remove the head from the serpent. There is a good opportunity here for plenty of roleplaying. Obviously this is a pivotal point, crazy assed or young players might try to hack his head off. There are a number of ways around this depending how you want to run it. 

He could be there physically. Sidereals are masters of fate and martial arts, a couple of mortals are no match for someone like him. He can trap blades with his bare hands, hit a man so hard his soul shatters…

He might just be an illusion.

They might still be dreaming this so what does it matter?

In any case he offers them power and control back. 

At no point does he actually inform them that HE was the one that rested their destinies from them in the first place. 

Scene 3. The journey to the gate. 

The main part of course is for them to face down their fears. Its in the blurb for christ's sake. 

The Journey takes many weeks, they remember the way all too well and are probably on mounts (though how they go about this could be an adventure in and of itself). And they have the most basic equipment. In any case don't spend over long on getting there. Feel free to describe countryside and so on, it is descending Earth (Roughly concurrent with our spring time, when temps. Are rising and a period of growth ensues. )

Feel free to throw some bandits at them, a wild beast or even a rabid beastman. They’re powerful for mortals, they can deal with 2-1 odds (1-1 for beastmen)

When they get to the gate it seems some how different with out the crazed panic in their hearts this time around. Time is a sure buffer. It’s covered in ancient runes that need 5 successes on an intelligence/lore roll to decipher as relating to the dead, and barriers. They’re there to keep something in, or something out. Can’t tell which.

The gate has been grown over and is barely visible but the players can feel an odd, indefinable pull towards it, almost an urge. If the players have mounts or other animals they must make a roll to keep the animal in check, the malevolence of this place is clear to animals, who avoid it. 

A successful will roll is needed from each player to enter. Feel free to ham up some more vivid waking nightmares if the players seem up for it. 

Don't worry if one person fails the roll, if even one of them makes the roll then they rest are entitled to another go at +1 bonus so as not to seem 'chicken in front of their comrades'. 

Scene 4. Through the gate. 

As the characters open the gate and step through they are confronted by their nightmares incarnate. 

The gate opens and the ground slopes away out across the scree bed. Beyond the mountains the gate is set into is the vast plane of black sands that they stumbled across being hunted and killed. Memories come flooding back, and willpower rolls are required not to turn and run. Of course, the gate is closed again for some reason…

Only yards in front of them partially covered with dust are their old weapons. 

THIS PART IS VERY IMPORTANT. *

As soon as one of them declares they are moving forward in any way, whether this is just plainly stepping forward or reaching over to pick up their old broken sword, make them rip up their character sheets! An amazing transformation takes place. The Characters Exalt. They have been chosen and now at last they have proved themselves worthy. 

“It is impossible to fully describe. It's a sudden burst of strength and vitality that fails to diminish, like someone set fire to your very soul. It's a blinding flash of clarity, where the mysteries of Creation are suddenly laid bare. You feel so... Aware... Of the world, you can sense the wind spiralling about the bushes, you can hear the worms borrowing beneath you, you sense that the World just sat up and took notice, and you understand without knowing why, the intangible links that bind it all together- You, your comrades, the hills, trees, and sky, all are for that moment one and the same. The incredible feeling diminishes as the light around you fades somewhat, but the fire in your soul remains, you feel something has changed in the very core of your being, and that nothing will ever be the same again.”

Even their once broken weapons now seem those of a god, gleaming with unsurpassed power they light up, the hilt and base of the blades are the same but embellished upon, the rest of the weapons will never let them down again. 

The cool air that they once felt as they left this place can be felt once again as they enter, but this time they really have been born again.

Once their Animas flare they will have alerted themselves to the locals. 

They will show up in an attempt to kill them and devour their souls and so on. Throw up 20 hungry ghosts each. Yes. Each. Then when they describe their actions, make it result in the death or neutralizing of all 20. A newly Exalted Solar is a very dangerous foe indeed!

The Dawn Caste is an unparalleled fighter. They can slay a dozen men in the blink of an eye. With one move.

The Twilight Caste is a master of Sorcery. Words of power turn their skin to iron, their foes to molten slag.

The Night Caste is a master of stealth, trickery and sneak attacks. They are everywhere and nowhere, and nothing protects from their blades.

The Eclipse Caste is a master of persuasion and charisma. They could talk down armies with rhetoric, and convince them to fight eachother.

Every one is in for a fight, of course the badguys weren't expecting 5 Solars so  they are going to have their asses handed to them. 

These 5 Solars are no strangers to working with each other. They are particularly impressive solars too. 

Hand the players their new character sheets. !

Their essence will return after an hour or two’s rest. They should NOT rest in the Underworld if they want a good night’s sleep.

Scene 5. More Confrontation!

Have the remnants of the bad guys retreat or perhaps have the players track down Shari Topaz with their new powers. Either way they should be able to follow a trail to the death knight who has no intention of handing over the soul of their dear old Capt. 

She commands summoned demons as well as Lorki, the thousand headed serpent. 

Demons, Lorki  and crazy-eyed Mistress Topaz should be one hell of a scrap. 

Feel free to throw almost anything you like at them, unless their luck is awful.

Ideally the players would only beat Shari Topaz into submission or just unconscious so they can glean some info from her. She will plead for her life if/when the players clearly gain the upper hand, and she claims that should she die, Splitter's soul will be destroyed. 

Shari Topaz appears just as she did back then, but a good perception/awareness roll will let the players notice the large amulet she’s wearing. A REALLY good roll will let them see Splitter’s face (and a few others from the Lost Company) in the facets of the gemstone when it catches the light.

Their heroic souls have been used to fuel a necromantic device of great power on Shari Topaz's person. It is called the Dancing Amulet of Saturnine Evasion. If Shari is killed in combat, the soul housed in the amulet is taken instead, leaving the wearer intact and back at full health.

Shari Topaz offers them the amulet freely if her life should be spared. After being soundly thrashed by her polar opposites, paragons of righteousness, the seeds of doubt have been planted, and she vows to seek redemption for her evil deeds. Of course, there’s nothing to stop the players bringing her along with them…

“You... You beat me with honour and spared me. I... Look at you five and I am beset with images of greatness, I think memories of someone I used to be, memories of all I have lost, that I never knew I possessed. I have fallen low indeed, to become this sorry creature of death and suffering. I cannot do it any longer. I swear, by all gods great and small, that I will not rest until I make atonement for the things I have done. I forsake my masters and make them my enemies. Thank you, all of you. May we meet again in friendship.” With that, she rests her weapon on one shoulder and walks off into the Underworld.

If they choose to free Splitter, his ghost is drawn from the amulet and stands before them briefly, mouthing what could be a “thank you” or could well be “’bout time…” Everyone regains any essence spent!

Scene 6. Homeward bound.

Assuming everyone wants to head back through the gate they may do so. If the game seems to be going to fast then perhaps another assault is called for but only a half hearted one as they head to the gate. Maybe the players go on a mad rampage killing all those who ever took pleasure in their misery, revenge for their friends? More power to them. Let them off, as long as they are enjoying themselves. 

The underworld is full of treacherous creatures who are easy to despise. Informants who will sell out who they really hunt for a chance to extend their puny lives.  Go with the flow.

If the players head back soon enough then progress to scene 7. 

Scene 7. 

So what do they do with the soul, well they may already have done something in scene 6 with it, smashed the phylactery it was housed in? Really callous players may have used it for personal gain, you never know. 

If they take this route then they meet Ruby more immediately than if they go off on a tangent. 

In any case when they meet him he asks that they aid him one more time. 

He wants them to save their own kingdom and hundreds like it. They are to help him infiltrate the Blessed isle and abduct the Scarlet Empress, or as he puts it “remove the head of the Serpent at last”. 

Maybe they agree, maybe they don't. A good perception/socialize roll will show that he’s hiding something. But nothing hides from the light of the Unconquered Sun!

In any case he has a sample of their blood. He has placed it inside the artifact he’s been working on. Each figurine is a small vessel that will hold a sample of blood. Each figure represents the person the blood came from. 

When the sorcery is in operation they shadows dance and a diviner can learn how the figures are connected, the shadow link these persons up in a mysterious and captivating fashion. 

The players are all represented as are some others but theses are undefined yet as they have no blood in them. 

The center figure is of course Ruby, he controls the whole dance macabre. 

He decides which of the figurines lives or dies. 

The artifact gives the user the power to sway the minds of those whose blood is in the figurines. 

Ruby only resorts to coercion if they do not comply with his plan. The players, being Solars can make an Integrity roll to resist, +2 difficulty. Those who pass are immune to the effects for 2 rounds. Then they must make another roll. The device can also produce an exact clone of the blood owner. The clone has the same memories and skills but has no sorcery, charms, anima etc. 

Ruby is a tough foe, Don’t bother with stats. He is a master martial artist, and has luck on his side, quite literally. This is the player’s chance to shine, let them do all the things from Kung Fu Hustle and Crouching Tiger and Dragonball Z (without the dumb trash talking) and Devil May Cry and all that other over-the-top stuff.

Conclusions and options: How to tie things off. 

So do they go with his plan or do they end up kicking his ass too?

Where to then? Do they Lord over the Populace and use the memory of the Lost company to sway the emotions of the people and lead an uprising? 

If they go with Ruby he intends to do this but in a long-winded subversive manner. 

They actually have very similar goals and though ruby has lied to them and held info. From them he will be willing to work with them without treachery. 

Imagine what 5 Solar and a Sidereal could do?

They could subvert the populace in a few weeks. Cause an uprising. Defeat an army, a nation or three!. 

Near the end try and have the players interacting as much as possible as the plot is well under way at this point. There are so many options they could take, don't be afraid to take off for a few mins to let them plot together. 

Maybe your group want to just wander the countryside beating the hell out of stuff well let them off. If they have been plotting and so on then they are less likely to do this. 

Whatever happens, the important thing is that the Lost Company is lost no longer. The game ends on a nice melodramatic happy note. While Splitter’s spirit looks on from beyond and mutters “Bunch o’ pansies…”

Hints for the storyteller:Players have un-made reality? Don't worry, we're here to help!

Never run Exalted before? Here are a few hints to let you get a feel for running the game:

· If it's freaking cool, allow it!

This cannot be stressed enough. Exalted is ALL about the stylish moves, the over-the-top wire-fu style fights, the big explosions. Players will WANT to do Jackie Chan style stunts. This should not only be allowed, but encouraged. Feel free to grant them bonus dice for stunts. 1 die for a pretty cool stunt, 2 for something damned impressive, and 3 for something that makes the whole table go “Whoah, that's COOL!”

· Sorcery is the domain of Exalted only.

Mortals know a few things about basic magic, alchemy, summoning, that sort of thing. But true sorcery is only available to the Exalted, and it is NASTY. There are spells to destroy armies and wipe cities off the map. The downside is that spells take ages to cast. If an enemy starts casting a spell, everyone should get a shot at him/her. If they take him out then good, if they don't then ho boy are they in trouble.

· That’s not to say Thaumaturgy sucks.

While Thaumaturgy is nothing compared to true sorcery,  in clever hands it can still be deadly. Feel free to let the players convince the spirit of a bonfire to live in their sword for a week and a day, scorching all it strikes in combat. If the players want the spirit of a tree to cough up a shield for them, all it takes is the right sacrifice.

· When bargaining with spirits, Caveat Emptor:

The world of Exalted is absolutely lousy with small gods, elementals, and spirits. Most are amenable to bargaining. But the cost of a favour is rarely straightforward. Often they will ask for blood, perhaps a wood spirit wants you to hunt a deer and spill its blood at his roots. Others might want you to sing a song to them (and if you muck it up they won’t be happy). Others still will want a lock of hair from a child’s head. If the players are looking to buff themselves up in preparation for ANYTHING, feel free to make the costs impossible to pay.

· When players try to break the game, break back harder!

Exalted is a game where players challenge the very Gods of Heaven and Earth, and slap Fate in the face for not doing it right. It's inevitable the players will want to do something completely broken. That's fine. Just make sure to throw a LOT more at them when they do. There is ALWAYS someone more powerful.

Antagonists: Throw these in the players’ way and watch the carnage!

Bandits: 

Average bandits, out for blood and money. Not much danger to even the mortal characters, but should provide an entertaining scrap.

STR: 3

Per:2

DEX: 3
Int: 2

STA: 2

Wit:2

Abilities:

Melee 3

Dodge 2

Martial Arts 3

Willpower 5

Damage soak 4B/2L

Beasts/ Beastmen/ Demons: 

Dangerous creatures of all description! Don’t put too many in the way of the mortal characters, they’re good but these are too. Easily useable for wild beasts as well, like a dire wolf of mountain lion.

STR: 4

Per:3

DEX: 4

Int: 2

STA: 4

Wit:4

Abilities:

Melee 4

Martial Arts 4

Dodge 2

Willpower 5

Damage soak 6B/3L

Shari Topaz, Mistress of Doubt and Commander of One Thousand Asps: 

The big baddy, an Abyssal Exalt and tough as she is beautiful. Wields, for all intents and purposes, a two-handed Buster Sword made of Soulsteel.

STR: 5

Per: 4

DEX: 5

Int:4

STA: 4

Wit: 4

Abilities:

Awareness 
5

Dodge 

5 

Melee 

6 (Sword +2)

Martial Arts 
4

Thrown 
4

Archery 
4

Resistance 
3

Integrity 
3

Presence 
5

Lore 

3

Occult 

3

Willpower: 
8

Essence: 
3

(essence points 30)

Damage Soak: 15B/10L

Health Levels : 10

Charms:

Ghastly Flurry of Blows: 5 essence, lets Topaz strike 4 times at once with no penalties! The can be split any way the player wishes.

Perfect Parry: 5 essence, Topaz negates ANY attack, but only if the player describes the stunt used to pull it off.

Rebuke of the Abyss: 10 essence, Perfect Parry, followed by a free attack at no penalty.

Melee Entropic Excellency: When attacked with a close-combat weapon, Topaz may spend 1 essence to subtract 1 die to the roll, up to 12! Beware the decaying power of Oblivion!

Lorki, the Thousand-Headed Serpent:

A highly unpleasant demon that can melt into a swarm of snakes. Under the command of Shari Topaz.

STR: 6

Per: 3

Dex: 6

Int: 3

STA: 6

Wit: 3

Abilities:

Awareness 6

Dodge 4

Melee 5 (in snake form +3)

Resistance 4

Presence 5

Willpower 8

Damage Soak: 10B/10L

Health levels: 20

Demonic powers:

Snake form: Can dissolve into a swarm or 1,000 snakes instantly. Cannot dodge in snake form.

Unholy aura: Requires a willpower roll for a player to attack in close combat.

Poisonous attacks: If Lorki Deals damage, player makes a Stamina/resistance roll or takes that damage again!

Gerudo Bladedancer, mortal swordmaster:

Training schools and fancy duels are very pretty, but they'll not help when you're in the mud with the enemy, hacking for all you're worth. It takes experience to master a blade, and you've had plenty of that. Few in the Shining Host were your better with a sword. It wasn’t fanciness, or speed, or strength, but how you read your opponent, his eyes told you more than his movements, and sooner.

The death of Splitter hurt you bad. In all your years you never came close to beating him in a fight, you thought nothing would ever get the better of him. Those nightmares, they never get easier to wake from. Splitter was unstoppable, he never gave up on a fight… Until that day at the Gate.  It took years before you understood how he could just walk straight into Death’s embrace without you. He gave up everything for you all. With his death, the chain of command passed to you. You have no illusions about your abilities. You did what you could, but you’re no Splitter. If only things had been different!

STR: 4

CHA: 3
PER: 4

DEX: 4

MAN: 2
INT: 3

STA: 4

APP: 2

WIT: 4

Skills:

Athletics 
3

Awareness 
3

Dodge 

4 (Multiple opponents +2)

Melee 

5 (Sword +2)

Martial Arts 
2

War 

3

Medicine 
1 (first aid +1)

Thrown 
2

Archery 
2

Resistance 
2

Stealth 

1

Integrity 
1

Presence 
3

Survival 
3

Ride 

3

Lore 

2

Occult 

2

Willpower: 5

Essence: 1

Damage soak: 8B/3L

Health levels: -0 / -0 / -1 / -1 / -2 / -2 / -2 / -4 / -4 / Incapacitated

Gerudo Bladedancer, Dawn Caste Warrior of the Unconquered Sun:

STR: 5

CHA: 4
PER: 5

DEX: 5

MAN: 2
INT: 4

STA: 5

APP: 3

WIT: 5

Skills:

Athletics 
4

Awareness 
5

Dodge 

5 (Multiple opponents +2)

Melee 

6 (Sword +2)

Martial Arts 
2

War 

5

Medicine 
1 (first aid +1)

Thrown 
4

Archery 
4

Resistance 
3

Stealth 

1

Integrity 
3

Presence 
5

Survival 
4

Ride 

4

Lore 

3

Occult 

3

Willpower: 
8

Essence: 
3

(essence points 30)

Damage Soak: 10B/5L

Charms:

Glorious Flurry of Blows: 5 essence, lets Gerudo strike 4 times at once with no penalties! The can be split any way the player wishes.

Perfect Parry: 5 essence, Gerudo negates ANY attack, but only if the player describes the stunt used to pull it off.

Rebuke of The Unconquered Sun: 10 essence, Perfect Parry, followed by a free attack at no penalty.

Melee Excellency: When attacking with a close-combat weapon, Gerudo may spend 1 essence to add 1 die to the roll, up to 12!

Autumn Leaf, mortal thaumaturge:

It all comes down to what has been remembered, what is forgotten. You spent your life learning what has been passed down, your parents, the wise woman of the village, teachers, libraries. All fragments of what came before, a Golden Age. To gain knowledge is to realize how much has been lost. You know this. Understanding blossomed within you at a young age. Not many mortals are as attuned to Creation as you. Understanding the world and the place of those in it leads to power. Nature can be bargained with, if you make the right offer. People are amazed what a ghost or demon will do in exchange for a little blood. That’s why Splitter’s sacrifice is impossible to forget.  He knew what he was doing, of that you’re certain. He might not have been a thaumaturge, but he had a mind sharper than many of your teachers. What price a soul? He thought you were worth the exchange. But were you? The question torments you, always you wake to find yourself crying it into the darkness. But if the darkness knows the answer, it does not speak it.

STR: 3

CHA: 3
PER: 4

DEX: 3

MAN: 4
INT: 5

STA: 3

APP: 1

WIT: 3

Skills:

Athletics 
2

Awareness 
4

Dodge 

3 

Melee 

2 

Martial Arts 
2

War 

1

Medicine 
4 (first aid +1)

Thrown 
3

Archery 
2

Resistance 
3

Stealth 

3

Integrity 
1

Presence 
2

Survival 
3

Ride 

2

Lore 

4

Occult 

5 (Alchemy +1, Summoning +1, Enchantment +3)

Craft

4 (charms and wards +2)

Willpower: 6

Essence: 2

Damage soak: 6B/2L

Health levels: -0  / -1 / -1 / -2 / -2 / -4 / Incapacitated

Thaumaturgy:

Alchemy: Making potions to heal, to poison, to protect etc. 1 hour per potion.

Summoning: Can attempt to summon a spirit to provide aid. Requires bargaining, so plan combat related favours in advance.

Enchantment: Can imbue items with power to improve their performance (+1-+4 bonus) for a short time. No more than an hour without making a 5 hour ritual.

Autumn Leaf, Twilight Caste Sorcerer of the Unconquered Sun:

STR: 3

CHA: 4
PER: 5

DEX: 3

MAN: 5
INT: 6

STA: 4

APP: 1

WIT: 4

Skills:

Athletics 
2

Awareness 
5

Dodge 

4 

Melee 

3 

Martial Arts 
3

War 

1

Medicine 
5 (first aid +1)

Thrown 
3

Archery 
2

Resistance 
4

Stealth 

3

Integrity 
2

Presence 
3

Survival 
4

Ride 

2

Lore 

5

Occult 

5 (Alchemy +1, Summoning +1, Enchantment +3)

Craft

5 (charms and wards +3)

Willpower: 8

Essence: 4

(essence 40)

Damage soak: 8B/3L

Health levels: -0  / -0 / -1 / -1 / -2 / -2 / -4 / Incapacitated

Thaumaturgy:

Alchemy: Making potions to heal, to poison, to protect etc. 1 hour per potion.

Summoning: Can attempt to summon a spirit to provide aid. Requires bargaining, so plan combat related favours in advance.

Enchantment: Can imbue items with power to improve their performance (+1-+4 bonus) for a short time. No more than an hour without making a 5 hour ritual.

Sorcery:

Invulnerable Skin Of Bronze: 10 essence, adds a straight +6 to all damage soak!

Death of Obsidian Butterflies: 15 essence, the player lets fly with a storm of razor edged shards of obsidian, slicing through anything in a 30-foot long arc. Roll Intelligence/Occult, damage done is 8L+ any successes that beat armour soak of anything caught in the storm.

Adamant Circle Banishment: 20 essence, all ghosts/demons within range destroyed instantly if they fail a difficulty 4 willpower roll.

Awareness Excellency: When making an awareness roll, Autumn Leaf may spend 1 essence to add 1 die to the roll, up to 10!

Whispers, mortal scout:

You used to love silence. From your youth as a pickpocket to your life in the Shining Host, quiet was ever your ally, aiding you and impeding others. You had quite the knack for subterfuge, and few in the Shining Host could match your skills as a scout, and sometimes assassin. Even Splitter, a man who despised the underhanded and dishonourable, admitted that you were the best. Admitted silently. Which was just how you liked it.

So little silence since that day. The screams of the dying, the clatter of blade against blade, and above all Splitter himself grimly holding on to buy you time to escape. He said nothing during those last moments, not a sound as he fought on to the end.

The nightmares of that time return every night, and you have not slept silently ever since.

STR: 3

CHA: 2
PER: 4

DEX: 5

MAN: 3
INT: 2

STA: 3

APP: 2

WIT: 3

Skills:

Athletics 
4 (Free running +1)

Awareness 
5

Dodge 

5 

Melee 

4 (Short blades +1, sneak attack +2) 

Martial Arts 
3

War 

2

Medicine 
1 (first aid +1)

Thrown 
4 (knives +2)

Archery 
4

Resistance 
2

Stealth 

5

Integrity 
2

Presence 
2

Survival 
5

Ride 

3

Lore 

2

Occult 

1

Craft

3 (traps +2)

Willpower: 5

Essence: 1

Damage soak: 6B/2L

Health levels: -0  / -0 / -1 / -1 / -2 / -2 / -4 / Incapacitated

Whispers, Night Caste Enforcer of the Unconquered Sun:

STR: 3

CHA: 2
PER: 5

DEX: 6

MAN: 4
INT: 3

STA: 4

APP: 2

WIT: 5

Skills:

Athletics 
5 (free running +2)

Awareness 
6

Dodge 

6 

Melee 

5 (Short blades +1, sneak attack +2) 

Martial Arts 
3

War 

3

Medicine 
2 (first aid +1)

Thrown 
5 (knives +2)

Archery 
5

Resistance 
3

Stealth 

6

Integrity 
3

Presence 
2

Survival 
6

Ride 

3

Lore 

2

Occult 

2

Craft

4 (traps +2)

Willpower: 6

Essence: 2

Damage soak: 8B/4L

Health levels: -0  / -0 / -1 / -1 / -2 / -2 / -4 / Incapacitated

Charms:

Flow Like Blood Technique: 5 essence, Whispers moves like a “Ninja on crack!” and dodges any attack.

Hide In Plain Sight Technique: 10 essence, Whispers dodges behind someone else, a tree, a gust of wind, and is invisible until his next hostile action!

Righteous Assassin Strike: 10 essence, Whisper rolls Perception/Stealth. Successes subtract from enemy’s armour soak for that one strike! Only works when attacking from hiding, including Hide In  Plain Sight Technique.

Thrown Weapon Excellency: When attacking with a thrown weapon, Whispers may spend 1 essence to add 1 die to the roll, up to 10!

Sly Madak, mortal Thaumaturge:

Life is bout the choices you make. It’s also about the choices others make. In a world where every spirit great or small is open to bargaining, one who can make choices for others without their realization is a very dangerous person.

You made a living from bargaining with gods, ghosts and even demons. The fact you’re still alive is testament to your skills at wringing favours from those greater than you. In the Shining Host, you were respected and feared as someone who could call in a favour from a god of healing or a pack of bloodthirsty monsters with equal ease. Not that it was easy. Every pact was a dance with a fate far worse than death. Still, you’ve come out on top from knowing when to accept you’re licked.

You, more than anyone of the Lost Company, know the gravity of Splitter’s last choice. To surrender his life, his very SOUL to that…Thing… Without hesitation… It was beyond noble. And it haunts you, that choice. That Splitter valued his soldiers above all else, and willingly accepted worse than death for you. To this day you lie awake at night, asking yourself if it could have gone differently, if some deal might have been struck that let him live. Try as you might, you do not know.

STR: 3

CHA: 4
PER: 4

DEX: 2

MAN: 5
INT: 4

STA: 4

APP: 3

WIT: 5

Skills:

Socialise
3 (Spirit pacts +2)

Athletics 
2

Awareness 
3

Dodge 

4 

Melee 

2 

Martial Arts 
2

War 

2

Medicine 
2 (first aid +1)

Thrown 
2

Archery 
2

Resistance 
3

Stealth 

1

Integrity 
3

Presence 
4

Survival 
2

Ride 

2

Lore 

4

Occult 

5 (Alchemy +1, Summoning +3,)

Craft

3 (charms and wards +2)

Willpower: 6

Essence: 2

Damage soak: 6B/2L

Health levels: -0  / -0 / -1 / -1 / -2 / -2 / -4 / Incapacitated

Thaumaturgy:

Alchemy: Making potions to heal, to poison, to protect etc. 1 hour per potion.

Summoning: Can attempt to summon a spirit to provide aid. Requires bargaining, so plan combat related favours in advance.

Sly Madak, Eclipse Caste Emissary of the Unconquered Sun:

STR: 3

CHA: 5
PER: 5

DEX: 3

MAN: 6
INT: 4

STA: 4

APP: 3

WIT: 5

Skills:

Socialise
5 (spirit pacts +2)

Athletics 
3

Awareness 
4

Dodge 

4 

Melee 

2 

Martial Arts 
4

War 

3

Medicine 
2 (first aid +1)

Thrown 
3

Archery 
2

Resistance 
4

Stealth 

2

Integrity 
4

Presence 
5

Survival 
3

Ride 

2

Lore 

4

Occult 

5 (Alchemy +1, Summoning +4)

Craft

3 (charms and wards +2)

Willpower: 8

Essence: 3

Damage soak: 8B/3L

Health levels: -0  / -0 / -1 / -1 / -2 / -2 / -4 / Incapacitated

Alchemy: Making potions to heal, to poison, to protect etc. 1 hour per potion.

Summoning: Can attempt to summon a spirit to provide aid. Requires bargaining, so plan combat related favours in advance.

Charms:

Stinging Rebuke: 2 essence per target, Sly Madak forces enemy to roll willpower, difficulty 3. Failure forces enemy to stop and listen to a short barked command, like “Stop!” or “Listen!”

Resplendent Charisma attitude: 15 essence, Sly Madak may talk an enemy into anything short of suicide. Enemy rolls Wits/Integrity, difficulty 5, or comes around to Madak’s point of view for one whole minute. Botched roll brings them round permanently!

Martial Arts Excellency: When attacking, Sly Madak may spend 1 essence to add one die to the roll, up to 8!

Smiling Boulder, mortal soldier:

Every squad has its immovable object. When encased in your armour with a tower shield on your arm, that immovable object was you. The Shining Host relied on people like you to Guard them from the enemy, and not once did your resolve falter.

Until the day Splitter died. His sacrifice bought you all time to escape from that nightmare, but still it rankles- You couldn’t defend him. You couldn’t save him that one time, when it mattered most to you. His grim, determined face haunts your dreams constantly, such resignation, mixed with such pride in you all. It broke your heart to see him take your place as defender of so many. Over and over the enemy hurled themselves at him, and he did not break until the time had been bought, your lives saved.

Wherever he is now, you pray that he knows the place he holds in the hearts of the Lost Company, no matter how beaten and bruised those hearts have become.

STR: 5

CHA: 2
PER: 3

DEX: 2

MAN: 2
INT: 3

STA: 5

APP: 1

WIT: 3

Skills:

Athletics 
4

Awareness 
3

Dodge 

3 

Melee 

3 (Axe +2) 

Martial Arts 
3 (wrestling +2)

War 

2

Medicine 
1 (first aid +1)

Thrown 
2

Archery 
2

Resistance 
5

Stealth 

1

Integrity 
4

Performance 
1

Presence 
4

Survival 
5

Ride 

2

Lore 

1

Occult 

1 

Craft

2 

Willpower: 8

Essence: 3

Damage soak: 8B/3L

Health levels: -0  / -0 / -1 / -1 / -2 / -2 / -4 / Incapacitated

Smiling Boulder, Zenith Caste Bulwark of the Unconquered Sun:

STR: 6

CHA: 2
PER: 3

DEX: 2

MAN: 2
INT: 3

STA: 6

APP: 1

WIT: 4

Skills:

Athletics 
5

Awareness 
4

Dodge 

3 

Melee 

4 (Axe +2) 

Martial Arts 
3 (Wrestling +2)

War 

2

Medicine 
1 (first aid +1)

Thrown 
3

Archery 
2

Resistance 
6

Stealth 

1

Integrity 
5

Performance 
3

Presence 
5

Survival 
5

Ride 

2

Lore 

2

Occult 

2

Craft

3 

Willpower: 8

Essence: 3

(Essence points 30)

Damage soak: 10B/5L

Health levels: -0  / -0 / -0 / -1 / -1 / -1 / -2 / -2 / -2 / -4 / Incapacitated

Charms:

Adamant Skin Technique: 8 motes when hit, Smiling Boulder rolls Stamina/Resistance and subtracts successes from enemy’s damage pool!

Inviolate Jade Spirit Denfense: 10 essence, Smiling Boulder rolls Wits/Resistance and subtracts successes from any attempt to sway him from a course of action, no matter how magical!

Martial Arts Excellency: When attacking unarmed, Smiling Boulder can spend 1 essence to gain 1 die to his roll, up to 10!

