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The Noble 
 
The Noble was born to rule, educated to refinement, and prepared to lead. Hence, quite dangerous. 
 
Inherent—Blue Blood 
• You get +2 to Charm when dealing with the better sort, bringing to bear your classical education and 

etiquette. You also know the basics of the intricacies of politics among the rulers of your context 
(usually broader than a single nation), and can check Awareness to recall the finer points of heraldry, 
bloodlines and genealogy, or gossip among the noble set. This sort of thing has been the background 
chatter of your whole life. 

 
Limitation—Standards 
• You grew up with certain expectations of comfort, education, and respect; when you don’t get them, 

or half of them, or company that would even understand what you’re talking about… it’s hard. 
 

Levels Starting Equipment Attribute +/- Experience 
1st   Schemer 
2nd  Politician 
3rd   Contender 
4th   Diplomat 

Fine quality clothes made to look 
like everyone else’s, a backup suit 
of respectable clothes, a signet ring, 
a diary, correspondence from home, 
pomander for aromatherapy. 
 
Starting Coin: 5d10 gold, 1d12 sp 

Up to 5: -2 
6-8: -1 
9-11: 0 

12-13: +1 
14-15: +2 
16-17: +3 
18-19: +4 

20: +5

      
      

Awesome Points 
used. 
 
Party levels up 
when everyone has 
spent 12 AP. 

 
Available Talents 
 
• Appraise. Constant ability. You know quality. Whether it is real estate, food, furniture, art, gems, or 

horseflesh, you can quickly assess its base value and determine the best market for it. Difficult cases 
or subtleties, or detecting forgeries, may require an Awareness test. You can often increase the value 
of an item when it is sold by 10% by going to the best market for it. 

 
• Classical Education. Rested. You can know one important fact about a region, a person, a legend, or 

some other appropriate subject that may have been covered in your extensive education. If it is 
sufficiently obscure, or there is a backup question, test Awareness. 

 
• Connected. Rested. Your family has developed networks and friendships and enemies in a 

surprisingly broad context. Your signet ring and name may open doors for you. Creating a 
sympathetic NPC (with a sufficiently interesting description) only costs 1 Awesome Point. 

 
• Flattery. Constant ability. You instinctively sense what they want to hear, and you have no trouble 

suppressing your gag reflex and saying it to them. Gain +4 to Charm attempts when you want to 
really turn on the flattery—but if you still fail, then they sense manipulation, and you are then –2 
Charm until you get past the awkwardness somehow. 

 
• Threaten. Once per arena. Managing the help and your peers requires a grasp of the subtleties of 

how to properly threaten them; violence is mundane. Noting that you know things about them that 
would interest the constable, or explaining how they’ve earned a horsewhipping you might allow 
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them to get, alluding to supporting their rival, or conjuring up vague images of press gangs, debtor’s 
prison, or begging in the street… that gets their attention more than offering to punch them in the 
face. You can even smile while doing it. Test Charm against Commitment; if successful, the 
intimidated target complies with a request, or is –2 to rolls until successfully making a Commitment 
test as a focus action at least. 

 
 
Alternative Adventuring Goals 
1. You were an illegitimate child, raised with benefits but unable to inherit. Well, you should inherit. 
2. Third in line for title and lands, your mother suggested you become a cleric. Seriously. Inherit! 
3. Your lands were on the border of the kingdom, lost in the last war. Get new lands. 
4. You were born to title, refinement, and debt. Elevate your family’s fortunes once again. 
5. Father had integrity, and it got him assassinated. His killer and the contractor must pay. 
6. Your family has a legacy of even-handed rule and wisdom. You want to be worthy of the name. 
7. There are six men in line between you and the throne, and that’s seven too many. Get in there. 
8. The Queen has entrusted your line to protect [a secret treasure] six generations. Prepare for your turn. 
9. You are the last of your line. Make heirs and defend what’s left of your dreary little fief. 
10. You are the [prince/princess] in disguise, learning about the land you will rule someday. 
 


