
Common moves, usable by all standings 
Merchant, Innkeeper, Artisan, Farmer, Occultist (Common playbooks) 

When you listen to the local gossip, roll + Social. On a 
10+, someone you talk to has some good dirt — name a 
PC or NPC to gain a String on. For PCs, their player will 
state what you’ve learned & how it got out. For an NPC, 
the GM will tell you what you hear. 
On a 7-9, the GM gets to choose who you get a String on, 
and your nosiness means you either lose a String with 
someone else in the process, or your target knows you 
know, and gets a String on you as well.  
On a miss, you’re being fed a line and you eat it up. The 
GM decides who gets a String on you, and tells you what 
you hear & believe. 
 
When you tell someone what you think, feel, or 
believe, state what you share and roll + Social. On a 10+ 
they pick two; on a 7-9, they pick one. 

⬩ They remove a String on you. 
⬩ You gain a String on them. 
⬩ They go along with you, and share in kind. 

On a miss, they shut you out and ignore your words 
instead. 
 
When you size up a difficult situation, roll + Keen. On a 
10+, ask 3 questions of the GM. On a 7-9, ask 1. 
⬩ What is about to happen? 
⬩ How might this threaten my position? 
⬩ What is the safest way forward? 
⬩ How could I turn this to my advantage? 
⬩ Who else stands to make the most out of this? 
⬩ What am I overlooking? 

Whenever you next act on one of the GM’s answers, take 
+1 forward. 
 
When you tempt fate, roll + Set Apart. On a 10+, you pull 
it off. 
On a 7-9, you still manage to do it, but there’s a flaw or 
cost: describe what it is. The GM also gains a String on 
your character that they can spend now or later. 
On a miss, things go terribly for you, now or sometime 
soon. 
 

When you refuse the powerful, roll + Set Apart. On a 
10+, you’re able to avoid the obligation they’ve tried to 
place on you without any fallout. 
On a 7-9, you can still refuse, but may only pick one of 
the following to be true: 
⬩ They don’t bear a grudge against you. 
⬩ What they asked of you is managed without trouble. 
⬩ No one else suffers for your decision. 

On a miss the obligation remains, whether you fulfill it 
or not, and your attempt to refuse has drawn their ire. 
(Anyone with a higher standing than yours can trigger 
this move.) 
 
When you risk losing standing in the eyes of your 
fellows, roll + Social. On a 10+, you shut down the threat 
& your position is secure. 
On a 7-9, you fight to keep what you have, but your 
enemies or rivals know of your troubles and each gains 
a String on you. 
On a miss, mark the “Threatened” box next to your 
standing. If you lose face again, you’ll drop to the next 
lower standing available. If you’re already of Low 
standing, the GM might call for you to switch to the 
Outcast playbook. 
 
When you endure grave harm, roll + Hardy. On a 10+ 
pick two; on a 7-9, pick one: 
⬩ It will get better on its own (otherwise, you will need 
help) 
⬩ It doesn’t leave a permanent mark (otherwise, take a 
scar) 
⬩ It gives you purpose (gain two Strings on whomever 
you consider responsible) 

On a miss it’s fatal, beyond help and the GM will say how 
and when. 
 
When you take a scar, pick one of the following: 

Weakened: -1 Hardy 
Dulled: -1 Keen 
Shunned: -1 Social 
Cowed: -1 Set Apart 

You can pick each scar multiple times, until your stat 
reaches the minimum of -1. 

When you help or hinder someone’s actions, you can 
spend a String you have on them to give them  +1 or -1 
forward. The helping or hindering player should say 
how they’re helping or interfering with the other’s 
actions. 
 
When you look into someone’s heart, ask questions of 
their player by spending Strings you have on them, 
1-for-1. That player must answer honestly for their 
character. 
⬩ Are you telling the truth? 
⬩ How do you feel about this? 
⬩ What are you planning to do? 
⬩ What do you want most from me? 
⬩ How could I get you to ___? 

If their character has Strings of their own to spend, that 
player may ask questions of you from the same list. 
 
When you leverage your connections to someone, 
spend a String for one of the following benefits: 
⬩ Offer a PC an experience mark to do what you want 
⬩ Make your request one that would trigger refuse the 
powerful 
⬩ Add +1 to your roll vs. their character (choose after 
rolling) 
⬩ Make their move one that would tempt fate 
⬩ Cause an NPC to falter, hesitate, or freeze 
⬩ Put an NPC at Advantage or Disadvantage for their 
action 

 
When you use a move that targets someone you have 
Strings on, or spend Strings you have on a character, 
make a mark by their name, and a mark on your 
experience track as well. When you’ve filled your 
experience track this way, erase all sets of marks and 
pick an advance from your playbook. If a name already 
has a mark by it, then that move won’t affect your 
experience track. 



 

Common moves, continued: 
Merchant, Innkeeper, Artisan, Farmer, Occultist 
(Common playbooks) 
 
When you toil by the sweat of your brow, roll + Hardy. 
On a 10+, you do the job, and you do it well. Your hard 
work also gives you +1 forward on your next roll that’s 
related the task or its outcome. 
On a 7-9, you still do it, but choose: 

⬩ It’s taken care of only for the moment, and will need 
your attention again soon. 
⬩ It’s taken care of for the long term, but the extra 

effort means you’re tempting fate. 
On a miss, you fail, leaving the task unfinished. In 
addition, some part of your livelihood or property is 
depleted, goes into decay/disrepair, or becomes 
otherwise unusable until you work on fixing the 
problem. 
 

No more than once per season, you can use this          
move to upkeep your livelihood, if you have        
any. On a 10+, instead of +1 forward, you get +1           
barter. On a 7-9, choosing only for the moment         
nets you nothing extra, but choosing long term        
also earns you +1 barter. On a miss, you also          
experience a loss or expense worth at least -1         
barter. If you don’t have barter to lose, you can          
risk your standing to beg, borrow, or steal what         
you need. 

 
When you look to buy something you need, roll + Keen. 
On a 10+, it’s available and it’s within your means to buy 
or trade for it. 
On a 7-9, it’s available, but there’s something wrong with 
it. Ask the GM what that is. 
On a miss, it’s not available for sale, and you feel its 
absence. 
After rolling, you can spend 1 barter to improve a miss 
to a 7-9, or to improve a 7-9 to a 10+ result. You can’t 
improve a roll twice in this way. 
 
When you give someone a gift worth at least 1 barter, 
gain one String on them. 

High standing moves: 
Authority (Liege, Elder, or Sheriff), Noble, Priest, 
Veteran 
 
When you meet someone you believe should know 
your reputation, roll + Social. On 10+, they’ve heard of 
you, and you declare now what they’ve heard. 
On 7–9, they’ve heard of you, but only that you’re 
admired or feared (your choice). 
On a miss, they’ve heard of you, and the GM declares 
now what they’ve heard. 
 
When you advise someone on what tradition 
demands, roll + Keen. On a 10+, you affirm the custom 
as the only course of action, and gain a String on them. 
On a 7-9, you still advocate for tradition, but they hear 
your voice more than your words. They take a String on 
you, since their future course and outcome will be 
wrapped up with your counsel. 
On a miss, your judgment, decency, or knowledge is 
called into question. 
 
When you weather popular disfavor, roll + Hardy. On a 
10+, you stay the course and the public’s fervor and 
fixation on you  subsides. 
On a 7-9, you must make concessions of some kind or 
else risk your standing. Ask the players of the characters 
who disapprove what those concessions might be. 
On a miss, you must abandon your unpopular stance 
completely, and give in to public sentiment. 
 
When you use your position to do something not 
normally accepted, roll + Set Apart. On a 10+ this is 
allowable for you, though not for others unless you 
grant your blessing. 
On a 7-9, continuing your course of action will risk your 
standing. 
On a miss, what you’re doing is still unacceptable, and 
the rest of the community doubles down on the 
prohibition against what you’re doing. 

Low standing moves: 
Laborer, Hunter, Servant, Outcast (Beggar, Drunk, or 
Ruffian) 
 
When you avoid unwanted attention by passing 
beneath notice, roll + Social. On a 10+, you’re ignored as 
if you’re not even there.  
On a 7-9, you’re tempting fate if you wish to remain 
unnoticed. 
On a miss, you get in the way or attract their attention in 
an unfortunate way. 
 
When you observe something while being unobserved 
yourself, roll + Keen. On a 10+, you make an unexpected 
discovery, learn something valuable, or spot a weakness 
you can use to your advantage.  
On a 7-9, you see something you shouldn’t have. Either it 
puts you in danger, or becomes a secret you mustn’t let 
anyone else know. 
On a miss, as 7-9, but you have not gone unnoticed. 
Someone may gain a String on you, or something worse. 
 
When you use coarse methods to get shit done, roll + 
Hardy. On a 10+ you do it, and whatever your methods 
are, no one can argue with the results. 
On a 7-9, a significant flaw in your approach is revealed, 
and you’ll need to change to adapt. 
On a miss, you don’t have the chance to adapt — it goes 
more poorly than you might have expected, and you’ll be 
held personally responsible for the fallout. 
 
When you do something that challenges the 
established order, roll + Set Apart. On a 10+, you do it 
and the order will no longer be the same. 
On a 7-9, you do it this once, but the interdiction 
remains. 
On a miss, you are put back into your place, perhaps 
with further consequences. 

 


