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History
And  in th at w ay d id  th e  great Fortuna sow  
th e  plague of rats and  pigeons upon th e  
populace, w ith  th e  m any d ays and  nigh ts 
filled  w ith  th e  gurgle of m ortal scream ing 
from  a m illiard  h alf-m an th roats.
— W aw ona, blind poe t of th e  First Barony

Th e  h istory of th e  Aptos Basin  is a sorry, confuse d 
jum ble  of official re cords, folk  le ge nd, and unbe -
lie vable  dynastic h agiograph y. Fe w  facts 
conce rning pe ople  or politics survive  today, but 
som e  points are  com m only agre e d on.

First, th e  re gion re ach e d its pinnacle  of ach ie ve -
m e nt unde r th e  re ins of th e  Bountiful H ydraulic 
Em pire . Th e  Em pire  m ade  gre at use  of th e  gre at 
Aptos Rive r, carving grids and spok e s of canalw ay 
w ith in  its ce ntral city of Ulloa.

Se cond, th e  city of Ulloa be cam e  first a re fuge e  
are a and th e n  a de fe nsive  fortre ss for form e r Im -
pe rial subje cts follow ing th e  dissolution of th e  
Em pire . Th e  substantial ciste rns and w ate rw ork s 
h e lpe d sustain th e  survivors th rough out th e  e nsu-
ing sie ge s. Unde r th e  dire ction of various 
Baron-Ge ne rals, th e  de fe nsive  w alls slow ly rose  
to h ide  th e  spire s of Ulloa from  vie w , and a city on 
a rive r b e cam e  a m e sa in  a plain.

Finally, th e  fortre ss found itse lf curse d by a 
plague  of rats and pige ons; not sim ple  pe stile nce , 
but rath e r a h um an dise ase  th at passe d th rough  
unk now n m e ans and re sh ape d its victim s w ith  
h orrifying cre ativity. All re cords from  th is point 
on are  sk e tch y at be st, but it w ould se e m  th at 
th ose  affe cte d w e re  banish e d from  Ulloa to th e  
lands b e ne ath  th e  tow e ring m e sa.

And so th e re  th e y live , pige ons and rats in  th e  sub -
urbs and sh antytow ns. Place s lik e  Fauxbourg, 
Ch e ste r's Crannock , and Stink side  h ouse  th e  ch il-
dre n of barbarians and h alf-m e n alik e .

The Aptos River
As fire  consum es a branch , so too d o th e  
greatest of m ank ind 's congregations process 
w ater to ash .
— Youngblood Cole m an, W arde n of Im pe ri-

al W ate r District IV

Th e  Aptos Rive r now  h as tw o nam e s. W h e re  it ap-
proach e s Ulloa it is calle d th e  Carrot, and th e  
disch arge  from  th e  gre at m e sa is calle d th e  Jug. 
Th e  tw o rive rs are  as diffe re nt in  ch aracte r as to 
be  alm ost tw o se parate  rive rs, and th e  h ab ita-
tions on th e ir bank s re fle ct th is divide .

Th e  Carrot is, for th e  m ost part, cle ar sm ooth -
flow ing w ate r. Th e  se ttle m e nts th at draw  from  it 
are  large ly h e alth y tow ns and village s. Most of 
th e  re gion's farm s draw  th e ir irrigation ditch e s 
from  th e  Carrot, including th ose  th at are  m uch  
close r to th e  Jug.

Th e  re ason for th is is th at th e  Jug is a slow -m ov-
ing sludge  of m urk y black  m uck . Many be lie ve  
th at th is foul substance  is re sponsible  for a h igh -
e r rate  of plague  on th at side  of th e  Ulloa m e sa, 
but th e  num be rs do not be ar th is out. Th e  de n iz -
e ns untouch e d by plague , h ow e ve r, live  in  such  
de plorable  conditions as to be  ofte n m istak e n  for 
Sloatm e n or ne ar-Sloat by th e  casual obse rve r.

The Plague
W e sired  curious perversions of m ank ind , a 
look ing glass th rust in our faces as w e  
perch ed  tim id ly on our turret spire s and  
cow ered  in our castle w alls!

— Baron Pre te nde r Corbe tt Bosw orth , at 
th e  battle  of H unte r's Point

Th e  sym ptom s of th e  plague  b e gin w ith  a fairly 
standard list: fe ve r, nause a, and de lirium . W ith in  
h ours, cataracts be gin to se t w ith in  th e  e ye s of 
th e  afflicte d and th e  gum s be gin to softe n. Spe e ch  
soon be com e s im possible  and de ath  by de h ydra-
tion is possible  if care  is not give n.
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It is at th is stage  th at th e  afflicte d divide  into at 
le ast tw o groups: Sloats and Lark ins.

Sloats tak e  on various ch aracte ristics of a rat: 
e longate d jaw  form ations, incre ase d body h air, 
claw -lik e  finge rnails, ove rde ve lope d h indquar-
te rs, and tail-lik e  de ve lopm e nts from  th e  sitz  
bone s. Th e  cataracts cle ar to im prove d nigh t vis-
ion w ith  possible  colorblindne ss or 
ne arsigh te dne ss. Sloat te e th  m ay re appe ar in  
such  a w ay th at th e y ne ve r stop grow ing, re quir-
ing constant gnaw ing to pre ve nt ove rde ve lopm e nt.

Lark ins b e com e  m ore  th e  im age  of a strange  b ird, 
lik e  a dove  or pige on. H air falls out and turns to 
dow n. Fe ath e rs m ay appe ar, de pe nding on vari-
ous circum stance s such  as th e  age  and w e igh t of 
th e  afflicte d. Bone s ligh te n and be com e  h ollow, 
and cartilaginous e dge s form  on th e  lips pote n-
tially le ading to be ak  form ations. If th e  subje ct is 
ve ry sm all or young w h e n  afflicte d, th e  transform -
ation m ay be  com ple te  e nough  to allow  fligh t ove r 

sh ort distance s, but long-distance  m igration is im -
possible . De spite  th e  lim its of Lark in  fligh t, 
rum ors still circulate  th at Ulloa h as cast a ne t 
ove r th e  top of th e  w alls to k e e p th e  afflicte d aw ay.

The Suburbs
Moth er and  ch ild , th ey follow ed  th e  sm ok e  
to th e  icy sh ould er of Ulloa. H ere  th ey 
cow er, in our fortifications and  encam p-
m ents, praying to Fortuna th at h er sh in ing 
city opens to us once m ore. By th e  w ater of 
th e ir eye s, I m ust not fail th em !

— Captain Be m is Cole , in  a le tte r to h is 
fath e r during th e  fourth  sie ge  of Ulloa.

Afte r th e  plague  de sce nde d on Ulloa during th e  
re ign of th e  first Baron-Ge ne ral, th e  afflicte d and 
any suspe cte d of carrying th e  plague  w e re  e xile d 
into th e  surrounding plain. In th e  ce nturie s to fol-
low, th e  de sce ndants of th e se  e xile s took  re fuge  
w h e re  th e y could in  th e  cam ps of invade rs, turn-
ing th e m  into m ak e sh ift village s and tow ns once  
th e  occupying force s le ft or die d.

Th e  sie ge -tow ns sh are  a ce rtain sim ilarity to 
Ulloa h e rse lf, in  m any w ays. Th e y te nd to h ave  
large  oute r de fe nsive  w alls; ofte n th e se  are  m ade  
from  w oode n logs, but m any are  of stone  quarrie d 
in  th e  H oriz on Mountains and floate d dow n th e  
Carrot.

Som e  invade rs saw  th e  pligh t of th e  Aptos 
w re tch e s, but w ish e d to k e e p th e m  out of th e ir 
cam ps. Se ve ral te m ple s to th e  godde ss Fortuna 
w e re  e re cte d, and village s sproute d around th e m . 
Th e se  tow ns are  m ore  fluid, and m any of th e  
basin's m ark e ts pre fe r to asse m ble  in  th e  sh adow  
of th e se  cath e drals.



The City
Th e city as sh e  stand s is both  th e  price of 
luxury and  th e  bounty of loath som e politics. 
W h at peasant alive w ould n't sell h is plot 
for a year in th e  h alls of th e  silk  alley? And  
w h at m an, after living a year in such  
finery, d oes not curse  its very paving stones?
— Antonyn Crock e r, Im pe rial m ode rator of 

th e  Re gat Prospe ctum  De bate s

Ulloa stands tall am id th e  ch aos of h um anity and 
h alf-be ast be low. Fe w  outside  h ave  se e n  any h int 
of th e  city's w ork ings b e yond a brie f glim pse  
th rough  th e  Trade  Gate s w h e re  th e  Carrot Rive r 
flow s into th e  m e sa. Th e  old Im pe rial canals and 
w ate rw ays still e xist at th e  ground le ve l, and all 
goods for trade  e nte r and le ave  by th e  Carrot.

Th e  Unde rside , as its w ork e rs call it, is th e  only re -
gion of Ulloa th at outside rs m ay visit. If a 
pure blood h um an passe s a divination te st proving 

th e  abse nce  of plague , h e  or sh e  m ay be  pe rm itte d 
to w ork  th e  dock s and canals for a m ode st w age . 
No Unde rside  w ork e rs e ve r se e  th e ir m aste rs 
above , loading goods onto lifts and com m unicat-
ing w ith  th e ir e m ploye rs th rough  a se rie s of be lls 
and rope s. Le ge nd h as it th at th e  Caste llan once  
w alk e d th e  canals of th e  Unde rside , h is fe ature s 
obscure d by silk  robe s and cow l.

Th e  e xclusivity of th e  job grants Unde rside rs a 
spe cial status in  som e  circle s, and m ak e s th e m  
pariah s in  oth e rs. Upon succe ssful application in -
to th e  Unde rside  cre w , a m ark  of th re e  w avy line s 
is m ade  inde libly on th e  le ft h and. Th is m ak e s it 
difficult to h ide  th e  fact th at you w ork  for th e  city, 
and im possible  to re sign.

As for w h at e xists above  th e  Unde rside , no one  
can say. Th e  b e st clue s com e  from  th e  occasional 
body se nt dow n on th e  lifts, e ye s cloude d and un-
able  to spe ak  as th e  plague  course s th rough  its 
blood. Th e se  e xile s are  rare , and th ose  w h o do sur-
vive  th e  plague  ofte n live  out th e ir live s in  
h e rm itage  on th e  H oriz on Mountains.

The G am e

Playe rs in  Sloat and Lark in  play ch aracte rs from  
th e  m any and varie d suburbs of Ulloa. Th e y m ay 
play Pure blood H um an, Sloat, or Lark in  in  any 
de gre e  of transform ation.

Ch aracte rs are  re pre se nte d by four pools of dice , 
e ach  re pre se nting som e  innate  ch aracte ristic, and 
se ts of dice  allocate d to particular abilitie s or 
sk ills th at th e se  pools m ay fue l. Th e  pools are  ar-
range d into four quadrants as follow s:

R aw
Mind

R efined
Mind

R aw
Body

R efined
Body



R aw  M ind: Th is is your force  of w ill, focus, con-
ce ntration, spiritual pow e r, or 
supe rnatural ability. It drive s your e m -
path y, your ch arism atic tale nts, and your 
ge ne ral intuitive  prow e ss.

R e fine d M ind: Th is is your inte llige nce , w it, cle v-
e rne ss, and sch olarly le arning. It drive s 
your k now le dge  and re asoning abilitie s.

R aw  Body: Th is is your stre ngth , your e ndur-
ance , and your innate  ph ysical prow e ss. It 
drive s your spe e d, your re sistance , your fit-
ne ss, and your ove rall h e alth .

R e fine d Body: Th is is your de xte rity, your agil-
ity, your re fle xe s, and your fle xib ility. It 
drive s your accuracy, your re activity, and 
your ph ysical coordina-
tion.

Character Cre-
ation

To be gin, tak e  four inde x 
cards (or a sh e e t of pape r di-
vide d into four quadrants) 
and labe l th e m  w ith  th e  four 
pools. On th e  back  of e ach  
pool, w rite  a sh ort m icro-
story th at de scribe s th at as-
pe ct of your ch aracte r (20 to 
50 w ords is sufficie nt).

Each  ch aracte r b e gins w ith  20 dice  to allocate  
am ong pools and abilitie s. Th e  num be r of dice  in  
a particular pool are  m ark e d at th e  top of th e  
card, and dice  allocate d to abilitie s associate d 
w ith  th at pool are  liste d b e ne ath .

Playing the G am e
W h e n a conflict arise s, playe rs allocate  dice  from  
pools and abilitie s to a roll. W h e n  th e  dice  are  
rolle d, th e  follow ing re sults are  tallie d:

- Dice  sh ow ing 6 are  succe sse s
- Dice  sh ow ing 1 are  e xh auste d and m ove d to th e  

GM's stash

Th e  num be r of succe ssful dice  indicate  th e  de gre e  
to w h ich  th e  ch aracte r succe e ds. One  succe ss is 
good, tw o is b e tte r, and th re e  is gre at. A roll th at 
sh ow s no sixe s is a failure .

A llocating Dice

Allocating dice  h appe ns in  th re e  stage s:

1. A playe r m ay ch ose  an ability th at applie s to a 
situation. Th ose  dice  are  adde d to th e  roll.

2. Th e  playe r m ay th e n  allocate  any, all, or none  
of th e  dice  from  th at ability's pool, adding 
th e m  to th e  roll.

3. Th e  playe r m ay allocate  
dice  from  th e  oth e r 
th re e  pools, using th e  
follow ing e xch ange  
rate :

1. Tw o dice  m ay be  
use d to e qual 
one  die  in  a 
quadrant be side  
or above /be low.

2. Four dice  m ay be  
use d to e qual 
one  die  across 
th e  diagonal.

So one  die  m ay be  adde d to a 
"Raw  Mind" roll at th e  cost of 
tw o "Raw  Body" or tw o "Re -

fine d Mind" dice , but it w ould tak e  four  "Re fine d 
Body" dice .

R eturning Dice

Once  th e  roll is com ple te  and all e xh auste d dice  
are  re m ove d and succe sse s tallie d, dice  are  re -
turne d to th e ir various locations in  th e  follow ing 
orde r:

1. Dice  are  re turne d to th e  ab ility th at w as use d, 
re filling it from  th e  GM's stash  if ne ce ssary.

2. Dice  are  re turne d to th e  ab ility's pool
3. Dice  are  re turne d to th e  oth e r th re e  pools, re -

ve rsing th e  e xch ange  rate . First re turn to 

Exam ple Character: 
Drum m

Drum m  is a h ardy sloat from  th e  
slum s of Rick e ts-on-Jug.  H e  is an 
orph an, and be lie ve s th at h is true  
pure blood pare nts still re side  in  
Ulloa.  Drum m  h as de vote d h is life  
to finding a w ay into th e  w alle d city.

Raw Mind: ****
Uncanny Senses: *
Sm ooth  Bluffer: *

Refined Mind: **
Detective: **

Raw Body: ****
Brawling: *
Clim bing: *

Refined Body: **
Sneak ing: **



adjace nt pools, and finally to th e  diagonal.

Th is h as th e  re sult th at ability dice  are  ne ve r de -
ple te d, pool dice  are  lik e ly to be  e xh auste d, and 
costly e xch ange d pool dice  are  th e  m ost lik e ly to 
be  e xh auste d.

Opposed R olls

W h e n tw o ch aracte rs or active  force s strik e  at 
e ach  oth e r, th e  num be r of succe sse s e ach  re ce ive  
are  tak e n  from  th e  opposing side 's targe t pool.

Defensive Stance

If a roll is de clare d to be  a de -
fe nsive  roll, e ach  succe ssful 
die  w ill cance l out a succe ss-
ful die  from  an oppone nt.

Preparation R olls

Succe sse s in  a pre paration 
roll are  grante d as a num be r 
of e xtra dice  for som e  particu-
lar roll to follow.

Healing Actions

If th e  story pe rm its, playe rs w h o h ave  th e  m e ans 
to re pair or h e al e xh austion or battle  dam age  
m ay roll to re store  a playe r's pool. Each  succe ss 
adds a die  to th e  targe t pool.

Character Advancem ent

Th rough  GM bonuse s and h e aling actions, play-
e rs m ay occasionally accum ulate  m ore  dice  in  a 
give n pool th an th e ir ch aracte r cards list. At th e  
b e ginning of e ach  se ssion, h ow e ve r, th is num be r 
is re se t to w h at's m ark e d on th e  card. More  pe r-
m ane nt im prove m e nt only com e s w h e n  a 
particular pool doe s particularly w e ll or poorly.

W h e n  a playe r e xh austs a pool e ntire ly or rolls 
four or m ore  succe sse s in  a give n roll, th e  GM 
m ust grant an "e xpe rie nce  die " for allocation any-
w h e re  in  th e  quadrant th at w as rolle d. If a playe r 
w ish e s to add a ne w  ability, th e re  m ust be  an ap-
propriate  story-base d re ason for w h y th is ne w  
capability w as le arne d.

The GM's Stash

At th e  b e ginning of e ach  se ssion, th e  GM ge ts a 
num be r of dice  for e ach  playe r. Initially th is num -
be r is five , but th e  GM also ge ts one  die  for e ach  
"e xpe rie nce " die  pre viously e arne d by all pre se nt 

playe rs.

All dice  th at com e  up 1, in -
cluding th ose  rolle d by th e  
GM, are  place d into th e  GM's 
stash . Th is stash  is w h at th e  
GM use s to allocate  dice  to 
NPCs, grant situational bo-
nuse s to playe rs' rolls, and 
pay out th e  re sult of h e aling 
actions or pre paration rolls.

Th e  stash  m ainly lim its th e  
stre ngth  of th e  conflicts face d 
by th e  playe rs in  a give n 
sce ne .  Th e  GM m ay natur-
ally re cycle  th e  dice  from  
abse nt NPCs and allocate  

th e m  to ne w  foe s and supporting ch aracte rs. 

NPCs are  norm ally re pre se nte d as raw  pools, un-
le ss th e y are  ce ntral to th e  story.  Ofte n e ve n 
th row aw ays w ill h ave  som e  crucial artifact or 
ability th at is w orth  re pre se nting as an ability.

Exam ple NPC: Sansom e
Sansom e  is an unde rtak e r w h o 
h andle d th e  body of a k e y playe r in  
Drum m 's re se arch .  H e  k now s w h o 
w as at th e  fune ral, but spe ak s in  
riddle s.  H e  is de vote d to h is w ork , 
and th ink s of pe ople  m ostly in  te rm s 
of coffin style s:  "Oh  ye s, th at poor 
lad from  Stock tow n...  Bare  pine  
w ith  spruce  floral de tail and w ick e r 
h andle s.  Sad w ay to go, re ally..."

R aw Mind: ****
R aw Body: *
Finessed Body: **
Finessed Mind: *




