
STR DEX CON INT WIS CHA

CONSTITUTION INTELLIGENCE WISDOM CHARISMA DEXTERITY STRENGTH 

Damage d4 Armour YOUR MAX HP IS HP 6+CONSTITUTION

SCARRED -1 CONFUSED -1 STUNNED -1 SICK -1 SHAKY -1 WEAK -1 

Starting MovesAlignment 

LookName : 

The Magnate Level
XP 

Assign these scores to your stats: 16 (+2), 15 (+1), 13 (+1), 12 (+0), 9 (+0), 8 (-1).

Austere Uniform, Extravagant Outfits, or Wealthy Finery.
Emaciated Cheeks, Robust Physique, or Round Body. 
Contemptuous Eyes, Eyes of a Killer, or Friendly Eyes. 
Bad Haircut, Oiled and Perfumed Hair, Pale Hair. 

Dwarf: Casan, Corneille, Destrix, Iakim, Isalina, Ramus, Volkov, Zotov, Zuniga.
Halfling: Bilba, Chemah, Farrel, Hudson, Judith, Luisillo, Matello, Nannette, Primo.
Human: Clement, Croesus, Dives, Gordon, Heshen, Isabella, Midas, Musa, Natalia,

Pluton, Solomon, Staristina. 

□ Evil 
Take someone else’s possessions or position for your own. 

□ Good 
Use your wealth and power to directly benefit the least
fortunate. 

□ Lawful 
Bring a criminal to justice. 

□ Neutral 
Acquire a new estate or title. 

□ Dwarf 
Your entourage is composed of hardy dwarves, add
+1 fighting. 
 

□ Halfling 
When you use a move to request foodstuffs or find
people with food-related skills or experience, take +1. 
 

□ Human 
Yours is a race of conquerors. When you see or come to
know of a thing you want, ask an extra question from the
eye for loot list, even if you haven’t taken the move. 

Dominion 
You are the master of wealthy estates, either tracks of land, mercantile operations, or
governmental offices. When you request an expensive item from your estates, as
long as it is not unique, roll+WIS. •On a 10+, your estates supply you with your heart’s
desire. •On a 7-9, you are supplied with the item, but your estates are exhausted until
you put them back in order, by doing any one of the following: 
 Close out an old, presumably-problematic account. 
 Set up a new profitable venture. 
 Spend time in your offices reorganizing your accounts. 
 Take a tour of your estates, correcting any errors you encounter. 
Once you put your estates back in order, you can request things again. •On a miss,
your estates are in disarray. 
Entourage 
You can surround yourself with up to a dozen or so minions who will back you up,
follow your orders, impress people, and help you conduct your business. Choose what
type of people compose your entourage: 
 Noble Courtiers: Dissent +2, Eloquence +1, Fighting +1, Learning +1. 
 Obedient Servants: Dissent +0, Eloquence +0, Fighting +1, Learning +1. 
 Savvy Clerks: Dissent +1, Eloquence +1, Fighting +1, Learning +2. 
 Seasoned Mercenaries: Dissent +1, Eloquence +1, Fighting +2, Learning +0. 
 Talented Artistes: Dissent +1, Eloquence +2, Fighting +0, Learning +1. 
You can order individuals around like hirelings if you want them to do things other
than act as part of your entourage. If they are obedient servants, take +1 to order them.
If they are noble courtiers, take -1 to order them. 
•Choose their accoutrements, as many as their dissent or fighting: 

Books and instruments, costumes and props, finery and riches, many weapons, metal
armour, mounts, samples of your wares, travelling gear. 

•Choose their skills, as many as their eloquence or learning: 
Accounting, appraisal, crime, diplomacy, hospitality, hunting, music and poetry, politics,
rhetoric, science, soldiering. 

•Choose their weaknesses, as many as their dissent: 
Arrogant, careless, cowardly, dead inside, feuding, gossiping, greedy, hedonistic, insular,
obsequious, religious heresy, treacherous. 

I Know People Who Know People 
When you put the word out that you need someone with certain skills or
experience, roll+CHA. •On a 10+, you find someone suitable or a hireling with +2 skill
points. •On a 7-9, you find someone with similar experience or a hireling with +1 skill
points. 

Race 

Ex Officio 
When you’re surrounded by your entourage… 

…and you attack the same target, add both their dissent
and their fighting to your damage. 

…and you defend the same target, add their fighting to
your roll. 

…and you parley, add their eloquence to your roll. 
…and you spout lore, add their learning to your roll. 
…and someone interferes with you, add your entourage’s

dissent to the penalty they inflict on your roll. 



Your load is 7+STR. You have the same accoutrements as your entourage, plus choose one:
 Antitoxin, healing potion, leather jacket (1 armour, 1 weight), metal mace (close, 1 piercing, 1 weight), and 100 coins. 
 Fancy dagger (hand, valuable, 1 weight), gold chain of office, snuffbox, and 500 coins. 
 Prized rapier (close, precise, valuable, 1 weight), gold-embossed telescope (1 weight), halfling pipeleaf, and 50 coins. 

Gear 

When you gain a level from 2-5, choose from these moves:

□ Bodyguards 
When you are accompanied by your entourage, you get
+1 armour. 

□ Cultured Host 
When you provide hospitality to someone, take +1 forward to discern
realities about them or parley with them. 

□ Dogs of War 
When you attack with your entourage, your base damage is d8 instead
of d4. 

□ Entrepreneur 
You have two or three business ventures: 
 Apothecary or barber shop (medicine / malpractice). 
 Brothel (influence or secrets / disease or scandal). 
 Contracting service (influence / betrayal or scandal). 
 Extortion racket (influence / turf war). 
 Grain mill (influence / fire). 
 Inn (secrets / scandal). 
 Silver mine (silver / flood or strike). 
 Smithy (arms and armour / strike or theft). 
 Trade ships (exotic spices / a ship sinks). 
 Transportation service (secrets / lost goods). 
When you set up a new venture, add it to this list, along with what it
produces and possible disasters it could experience. If a venture goes
under, remove it from your list. 

When you have downtime or at the beginning of a session,
choose up to three ventures from your list to tend to and roll+CHA. •On
a 10+, each venture you chose produces either its surplus or money for
you and you take +1 forward to making requests of your domain. •On a
7-9, only one of your ventures produces surplus or money for you, and
one venture experiences disaster, such as bankruptcy, legal problems, or
the disaster listed. •On a miss, all the ventures you chose experience
disasters. Ventures you choose not to tend to do not produce for you
and do not suffer disasters, but may still experience changes. If a
venture produces money, your take is 1d6×100 coins. 

 
Ventures: 
 

□ Eye for Loot 
When you see or come to know about a thing you want, roll+INT.
•On a 10+, ask the GM three questions about it. •On a 7-9, ask two. •On
a miss, ask one anyway, but your desire is betrayed to everyone who
cares: 
 What happened to it recently? 
 What is it really worth, all things considered? 
 What kind of advantage will this give me once it is mine? 
 What protects it and keeps it where it is? 
 Who will try to keep it from me? 
 Who will want it once it is mine? 

□ Prestigious Companions 
Your entourage gets another pick from accoutrements and another skill,
which can be whatever you want. 

□ Profitable Enterprise 
When you return to your estates after an absence, roll+WIS. •On a
hit, your estates have produced income for you. •On a 10+, take 2
income. •On a 7-9, take 1 income. You can spend 1 income this session to
put your estates back in order or purchase a moderately expensive item,
like a house, from someone else. Any income left over at the end of a
session is converted into coins. You get 1d6×100 coins per income. 

□ Trade Networks 
When you consult your contacts before undertaking a journey to
another settlement, the GM will tell you about a person there who can
help you. 

□ We All Want Things 
When you parley with someone or discern realities connected to
them, on a hit you can also ask the GM one of these questions: 
 What does this person really want from me? 
 What does this person value most? 
 What is the most valuable thing here? 

Fill in the name of one of your companions in at least one:
______________________________ is a worthy business partner. 
______________________________ makes a good front for my schemes, but I can’t let them know. 
I would never let ______________________________ handle my affairs. No money sense! 
I’ve had dealings with ______________________________, but they are confidential.

Bonds 
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When you gain a level from 6-10, you may choose from these moves
or from the level 2-5 moves: 

□ Back-Up Plan 
When you meet with someone on business, you may ask the GM two
questions from the list below: 
 Is there an ambush waiting for me? 
 What are they really feeling? 
 What is my best way out of this? 
 Who is watching? 

□ I Must Have It! 
Requires: Eye for Loot 
When you use your eye for loot, on a 12+, ask the GM an additional
question, any question, about the thing you want. 

□ Influencer 
When you parley with someone, on a 12+, not only do they do what
you want, they change their mind about you and become your ally. They
will no longer advance the GM’s dangers and will instead support your
plans. 

□ A Many-Headed Beast 
Choose an additional entourage type. You may surround yourself with
companions from either type of entourage, but for ex officio you can
only use the stats of whichever is most numerous. You can switch
between the two types by dismissing some companions and summoning
others. 

□ Mortgages 
When you leverage your estates to purchase something ridiculously
expensive (an army, ship, or castle, say), take
-1 forward to dominion and roll+WIS. •On a 10+, it is yours. •On a 7-9, it
is mostly yours but there are strings attached and your estates are
exhausted. 

□ Palace Guard 
Replaces: Dogs of War 
When you attack with your entourage, your base damage is d12
instead of d4. 
□ This is my Domain 
Replaces: Cultured Host 
When you provide hospitality to someone, take +1 ongoing to discern
realities about them or parley with them, and +1 forward against them
when they leave. 

□ Versatile Companions 
Requires: Prestigious Companions 
Choose a move from another class. You may use this move as long as
you are accompanied by your entourage. 

□ Wealthy Entrepreneur 
Requires: Entrepreneur 
When a venture produces money for you, you may take 1 income
instead of cashing out. Spend 1 income to get the 10+ result from your
domain without rolling. Any income left over at the end of a session is
converted into coins as normal. You can spend income from profitable
estates in the same way. 


