
execution

arranged marriage

sex incest
romance torture

murder

plague

blood

distressing medical practices

child marriage
gore

racism

slavery

capitalism

proto-capitalism

homophobia

transphobia

classism

crueltyholy war

crusades

Catholicism
xenophobia

verbal abuse

physical abuse

emotional abuse
weird beasts

modern day

dragons

child abuse
casteism

magic

alcohol

science fiction

misogyny

corporal punishment

historical misogyny
patriarchy

sexual abuse

real-world religions

Never 
bring 

this up

 Don’t 
go into 
detail

Include 
this in 

our 
story

Tone Setting Non-Peer Characters

Non-Holding Locations
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Q♥ A♠
Selfish
Law

Q♣ Q♠
Popular
Law

K♠ J♠
Righteous

Law

K♣ A♥
Religious

Law

K♥ J♥
Useless
Law

J♥ A♣
Ancient
Law

J♣ Q♣
True

Rumor

Q♥ J♠
Flattering
Rumor

A♥ K♥
Insulting
Rumor

K♠ K♣
False
Rumor

A♣ Q♠
Old

Rumor

A♠ J♥
Fresh
Rumor

Laws &
Rumors

1. Write the law/rumor on the public record.

2. Create an resource given to you by the law/rumor.

3. Make or take assets for the listed playing cards.
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J♦ Ab

so
lve

r
th
e

K♣
J♥ La

wy
er

th
e

J♥
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A♦
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A

dd
 t

he
 t

it
le

 t
o 

yo
ur

 m
ai

n 
ch

ar
ac

te
r’

s 
as

se
t.

2.
 

C
re

at
e 

an
 a

rt
if

ac
t 

th
at

 r
ep

re
se

nt
s 

yo
ur

 t
it

le
.

3.
 

M
ak

e 
or

 t
ak

e 
as

se
ts

 f
or

 t
he

 li
st

ed
 p

la
yi

ng
 c

ar
ds

.

1. Describe the region that you hail from.

2. Create a holding in that region.

3. Make or take assets for the listed playing cards.

K♥ K♦

Capitalin the

J♥ A♥

Seasideby the

A♦ Q♥
Near the

Enemy

A♦ Q♦
Somewhere
Lush

Q♠ J♦

Mountainsin the

K♥ Q♥
Somewhere
Far Away

Q♦ K♠

Desertin the

J♥ A♠
Somewhere
Inland

Q♠ J♠

Plains
the

A♥ J♠
River
Delta

the

K♦ A♠
Frozen
Lands

the

J♦ K♠

Cliffs
upon the

Hailing
From

Prologue sheets



Holdings represent the lands, castles, manors, and towns 
under the lordship of our characters. They offer locations 
for the scenes where we’ll see the schemes of our peers.Holding

Example Peers
☞ Longcliff Keep
☞ The Wychwood Monastery
☞ The Dragon’s Tail
☞ The Highland Manor
☞ Briggs’ Bludgeonry & Co.
☞ The City of Dunsbury upon Wye
☞ Northumberland Forest
☞ The Pod of the Envoy
☞ Sothclyfe
☞ Yuthnia Forest of the Frozen Lands
☞ Kingshold Castle

Example Marginalia
☞ An Ancient Wonder
☞ Under Construction
☞ Impenetrable
☞ Surprisingly Easy to Conquer
☞ Well-staffed
☞ An absolute eyesore
☞ Strategically unusable
☞ Lavish, Lush, Luxurious
☞ Built of a living tree
☞ Festering wound of history
☞ A budding industrial powerhouse
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 c
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Artifacts are tangible manifestations of history. These are the crowns, 
thrones, circlets, swords, emblems, statues, relics, and anything else 
that prove the power and importance of each of our peers. Artifact

Example Artifacts
☞ Hammer of Dust and Heaven
☞ The Crown of the True Heir
☞ The Greatsword of All Kings
☞ Pelvis of the Mythical Wizard
☞ The Balwick Signet Ring
☞ The First Iron Ingot
☞ The Whirling Cypher
☞ Statue of John II
☞ The Damaged Royal Dagger
☞ The Usurper’s Gorget
☞ The Emblem of Magnificence

Example Marginalia
☞ Forged in the Flames of the Gods
☞ Anathema to the Pretenders
☞ Sharp as Hell
☞ A Most Coveted Relic
☞ Passed Down Through Generations
☞ Historic and Meaningful
☞ Contains the Secrets of All
☞ Homage to All Who Came Before
☞ In Dire Need of Repair
☞ Strikes Fear in the King’s Heart
☞ Possibly a Forgery

Prologue Reference



Setting the RankingsConducting the Prologue

♠
♦
♣
♥

Esteem.

Knowledge.

Power.

Wild.

Sort players by their number of cards in each suit.

Resolve suits in order. Set aside players with 0 cards.

The player with the highest card wins ties, then:

☞ If high cards are tied, check next highest card.

☞ If all cards are tied, highest ♥ loses.

Take Three Turns Each

In Any Order

Select one option from any prologue sheet

Create a new asset. Attach 
it to the playing card.

♣ Holding
♥ Peer
♠ Artifact
♦ Resource

Take the playing card and 
its attached asset.

Discuss the fictional 
implications.

Make option-
specific asset

Update Main 
Character Right Card Left Card

Once done, the player at the top of each track 
decides that track’s order for the set aside players.

Has the card been claimed yet?

Each wild can be used once.
Decide before moving to the next suit

YESNO
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1 5

2 4

3 3

4 2

5 1

Power

StatusRank

Declare war. Agree to 
peace terms, or break 
assets every round.

Make War

Take another player’s 
peer into your retinue.

Exchange Courtiers

Bring a new law to the 
royal council to enact 
sweeping legal change.

Propose Decree

Demand control of the 
resolution of another 
player’s plan.

Make Demands
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✵
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Dice Rolls

Scenes

Player Reference

1. Determine the difficulty.

2. (Optional) Vote to adjust difficulty.

3. Start with 2 dice.

4. Leverage assets to get dice.

5. Roll dice. Interference dice 
cancel one matching die each.

6. Result is the number of different 
die faces now showing.

7. Result  ≥ difficulty: make. 
Otherwise, mar.

1. If following a plan, use its 
prompt

2. Choose a holding as the location 
of your scene.

3. Invite main characters you 
want to see in the scene. Cast 
other players as peers.

4. Describe the scene and roleplay.

5. (Optional) resolve an in-scene 
dice roll, if desired.

6. Finish the scene, then prepare 
a plan or refresh assets.

A notecard that 
represents the peers, 
holdings, resources, 
and artifacts important 
to our characters.

Asset

Traits, descriptions, 
or other phrases that 
make up the margins 
of an asset. Each asset 
can have up to four.

Marginalia

Take another player’s 
asset as your own.

Take

Tear off a marginalia 
to change an asset.

Break

Used as difficulty in 
rolls that don’t target 
main characters.

Rank

Used as difficulty in 
rolls that target other 
main characters.
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