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STATUSES

20 Empowered & [0 Doomed
& O Favored & O Impaired
& O Inspired g [ Trapped
2O Prepared Z O Stunned

L
STATS Add +1 to one stat BALANCE CONDITIONS
At character creation, shift your balance once if you like
[0 FRUSTRATED
CREAT]V[TY S -2 to push your luck and +1 to intimidate
[0 JADED
FOCU S L -2 to]plead and +1 to trick
[0 REMORSEFUL
HARMONY (2] -2 to the stance move and +1 to call someone out
[0 SHAKEN
P ASSlON [-1] -2 to guide and comfort and +1 to assess a situation
[0 WORRIED
-2 to deny a callout and +1 to rely on skills
FATIGUE or training
W See the back of this sheet for more on
clearing conditions
|F

@ WISDOM OF THE AGES &

You've lived longer than the other companions, long enough to
have mastered your training many times over...and perhaps long
enough to think you don’t have much left to learn.

In addition to your normal playbook technique, you start with
four other mastered techniques. You don’t have to name
these techniques at character creation; you can instead choose
them whenever you like, even in the middle of a combat
exchange. You can train other PCs in your mastered techniques
using the standard training move.

Until you open up a new slot for another technique, you cannot
learn new techniques. When you shift your center to +1, +2, or
+3 Humility for the first time, you open up a new slot; you may
learn and develop a new technique to fill that slot as normal.

You do not earn growth. When a PC embraces your guidance
and comfort, you may shift toward Experience to declare
them a protégé; write their name and one of their principles
below. When that PC shifts their center toward that principle,
clear their name and take an advancement; you may add them
to your list again in the same way.

PROTEGES

YOUR CONDITIONS

You have different conditions; they offer bonuses as well as
penalties. You cannot take moves from other playbooks that
reference conditions you don’t have. You can clear your special
conditions through moves or by undertaking the actions listed
at the back of this sheet.

MV CHOOSE TWO

[0 AS LONG AS I’'M BREATHING
When you try to intimidate someone in order
to protect the vulnerable or weak, roll with
HARMONY instead of PASSION.

O LIFE’S TRUE DELIGHTS

When you pursue a genuine moment of respite,
roll with HARMONY. On a hit, shift your balance
as you choose. On a 10+, you also gain some
new insight; ask the GM a question and they will
answer honestly. On a 7-9, your self-indulgence
creates an opportunity for your enemies or rivals;
the GM will tell you how. On a miss, you fixate
on your past with disastrous results; tell the GM
what old conflict mars your peace and shift your
balance twice away from center.

[0 AROUND HERE SOMEWHERE
When you go looking for help from an old friend
in the area who you haven’t seen recently, name
them and roll with HARMONY. On a hit, you find
them and they can assist you. On a 7-9, pick 1.
On a 10+, both.

« they aren’t caught up in their own problems
« you don’t owe them a favor or apology

On a miss, your old enemies were looking for
you too; the GM will tell you how you know they
are near.
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[0 CUT THE GARBAGE

When you openly confront someone
to get the truth, roll with HARMONY.
On a hit, ask 2; the character can say
or do what they like, but their player
will answer honestly. On a 7-9, their
player gets to ask a question you must
answer honestly as well.

« Are you telling the truth?

« What are you really feeling?

» What do you intend to do next?
» What do you really think about

On a miss, the confrontation goes
awry; they inflict a condition on you
and ask one question from the list of
you; you must answer honestly.

[0 AN OPEN HEART

Take +1 HARMONY (max +3).



YOUR CHARACTER

LOOK:

HOME TOWN:

HISTORY

» What great legacy did you inherit decades ago
and recently relinquish?
» Who has never forgiven you for decisions you made years ago?
o Who is still your ally and confidante, despite the
tense history you've shared?
» What outfit or uniform do you wear to remind yourself
of your former duties?
» Why are you committed to this group or purpose?

CONNECTIONS

| care about more than they know...even though
they are probably my most frustrating student.

is not to be underestimated. In fact, they may have
something to teach me!

® MOMENT OF BALANCE &
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You will always be anchored to the past—unable to
escape the painful lessons you have learned—but

now you can hold the weight of that experience with
the humility true wisdom brings. You look upon the
current situation with unbiased eyes to see the truths
roiling beneath the surface. Tell the GM how you wipe
away whatever conceals the truth so no one can see
things as they once thought they were.

CLEARING CONDITIONS

« Frustrated: lash out at someone or act decisively without
consulting anyone

« Jaded: give in or give up in the face of meaningful opposition

« Remorseful: attempt to make genuine amends for past wrongs

« Shaken: seek guidance from an old friend or mentor

» Worried: take control in a situation in which another should lead

GROWTH

You earn growth advancements as you aid chosen protégés to
achieve their full potential and move towards their own principles;
see Wisdom of Ages.

GROWTH ADVANCEMENTS

« Take a new move from your playbook [J[]

« Take a new move from another playbook [ |

« Raise a stat by +1 (maximum of +2 in any given stat)
« Shift your center one step (1]

» Unlock your Moment of Balance Oa

FIGHTING TECHNIRUES

PATIENCE
EVADE AND OBSERVE

L P® M®

You wait until the perfect moment to act. Mark 1-fatigue to gain Prepared and use an advance
and attack technique, paying all its costs as normal. Mark another fatigue to allow a companion
engaged with that same foe to also use an advance and attack technique against them as well,

also paying all costs as appropriate.
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