


ardens of the Blue Rose is a narrative tabletop roleplaying game set in

Aldea, a world of wonder, danger, and romance, where psychic animals
and young heroes solve problems, fall in love, and confront danger. Wardens of
Claythrow Lake is a playable slice of Wardens of the Blue Rose: streamlined rules
(well, in some places—Wardens of the Blue Rose is easy to learn already) allowing
you to play through a dramatic scene of the kind you might experience in the
full game. You can play this solo or in a group.

This slice has the following sections:

*  WaRDENSs 101: A brief introduction to what this is, what role you play, and

what you do.

*  UsiNg THE SAGE System: The basics of the Simple Adventure Game Engine

as it applies to this slice.
:'--' *  Conruict Rutes: Rules for fights, competitions, debates, and other conflicts.
. *  WEeLcoME To CLAYTHROW LAKE: A few scenes to start you off.

*  WarpENs: Five pre-made Wardens, in a seperate PDF file. The full Wardens

of the Blue Rose rules will tell you how to make your own.

The full Wardens of the Blue Rose game contains a full story generation system
designed to create places, stories, and even story arcs while going on a “hexcrawl”

- _ style journey through the Commonwealth of Aldis.



ike we said, Wardens of Claythrow Lake is a short, streamlined narrative
tabletop roleplaying game. “Narrative” means the rules are designed to

create situations like those in stories, including with special considerations to
the main characters, and the importance of their feelings and motivations. In a
tabletop roleplaying game, or TTRPG (usually we just call them RPGs and omit
the “tabletop” when we’re playing or talking about them, but in wider discus-
sion this sets them apart from computer games), you use the rules and your
portrayals of the main characters to create a story that you can both appreciate
from the sidelines and experience as a Warden.

We don't really have room to explain TTRPGs in this slice, but look online
for many excellent resources about what they are and how they work. The full
Wardens of the Blue Rose and this slice can be played solo or in a group, and with
or without a “Game Master” (see Who Are You?).

Here’s everything else you should know to get started.

WHAT ELSE DO YOU NEED?

Besides this slice, you need a way to record information and a way to roll three
six-sided dice—normal cubic dice, that is. We use the “d6” notation for these.
That means, for example, that 3d6 means three six-sided dice. If you're playing

in a group, you also need a way to communicate. That’s all, really.

WHO ARE You?

Who are the heroes of Wardens of Claythrow Lake? They’re Wardens: young
people who the Commonwealth of Aldis has charged with traveling its roads
and helping others. Imagine going to senior high school, college, or your first
job out of school—except that you’ve been trained to be an adventurer! Despite

your youth, you’'ve been highly trained and are prepared for your mission,

though you still have the emotions, needs, and drives of anyone else your age. -
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A GOD SOCIETY

Aldis isn’t perfect, but it does truly strive to be a just society. The founders of the
Commonwealth wanted to ensure that nothing like the Empire of Thorns could
ever rise again. One of the Empire’s great strengths was that it used malicious
rumor, persecution, religion, and even sorcery to divide its subjects. It controlled
who someone might speak to, work with, or even begin an intimate life with—and
it told the people that any deviation was a treacherous sin. After the Empire fell, the
Commonwealth eradicated such oppression. Adults may marry one or more people
of any gender, and gender is recognized as a characteristic of the soul that does
not always express itself in binaries, or within bodies of particular sexes. Gender
affirmation is, however, a basic use of arcane healing. As part of this society, young
Wardens follow their spirits freely; only their preferences determine who they get
a crush on—or how many of them. Wardens seeking gender affirmation can gain it
before their journeys begin, or wait as long as they please.

Similarly, discrimination on the basis of ancestry—and in the case of the rhydan,
species—is also considered a memory from an evil, distant past, though Aldis is
less advanced at addressing this, partly because of entrenched lies and stereotypes
fostered by the Empire and common in places beyond Aldis” borders.

As a Warden, you uphold these principles. You're a good person: a young hero
out to help others.

N

Other games might call this role the “Player Character,” but in this game every
protagonist is a Warden. You can play multiple Wardens if you want, though
if you're playing in a group, everyone should play the same number of them.

Wardens belong to many different ancestries, some of which are different from
the humans we’re used to, such as the magical vata or tough Night People. Some
are rhydan, intelligent animals capable of psychic speech—and who have all the
rights of Aldin citizens.

You may also be a Narrator: a player who sets up and helps describe the envi-
ronments and situations the Wardens find themselves in, and decides how to
use the rules and what happens in ambiguous cases. Other games might call this
the “Game Master.” In this slice, as well as the full Wardens of the Blue Rose, you
can play as a Warden, a Narrator, or both, though you always need at least one
Warden and one Narrator. If you're playing solo, they’re the same person: You.

23 S Having one Narrator and multiple Wardens is traditional, but you could have

all Wardens played by Narrators, or even many Narrators and one Warden, so
that the emphasis is on creating the story more than experiencing it as a fictional

character.
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Besides Wardens and Narrators, we have the traditionally if clunkily named
Non-Player Characters, or NPCs. This term covers any person or almost any
other creature who exists in the world who isn’t a player-controlled Warden.
Some NPCs belong to the Wardens organization, but since players don’t control

“

them, we use the lowercase “wardens” when referring to them. NPCs don’t
always have full game statistics, just whatever they need. If no Fortune is listed,

an attack in a conflict immediately applies a Condition if it succeeds.

WHAT DO You Do?

As amember of the Order of Wardens, you've been trained to walk the Wardway:
a system of roads, paths, river routes, and other ways across the Commonwealth
of Aldis. Centuries ago, the land was ruled by the cruel Empire of Thorns,
sorcerers who dealt with the corrupt powers of Shadow. Their great civilization
came to a righteous crash, and while many magical innovations and mighty
works were lost, the victors of the great rebellion raised a truly just nation in its
place—or at least as close to it as any nation might get.

On foot, saddle, or seat, your job is to travel the Wardway with your compan-
ions, record your observations, and report what you see, and help people in
need. That means you might help find a lost child, or rebuild a house wrecked
by storms. They might ask you to investigate strange phenomena—the ruins
of the Empire hold secrets and dangers. You're not supposed to get in fights, but
you're allowed and trained to defend yourself. You may have the psychic gifts to
use the magical arcana, or dance the magical patterns of Creation. You're young,
but competent—but young. Your journey may well stray into high adventure,
but first, there’s ditches to dig! And stop looking over there with a lovesick

expression, Warden! Dig!

PICKING YOUR WARDENS

This slice includes five Wardens in the accompanying file. Use as many as you
need. They have varying capabilities, so it’s easier to overcome challenges when
you have more of them—their skills complement each other. You may also
determine their gender, as their descriptions don’t specify it—and of course you
can change their descriptions too, if you want to change hair color or another

cosmetic feature.
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ardens of Claythrow Lake, like the larger Wardens of the Blue Rose game,
uses the SAGE System. SAGE stands for the Simple Adventure Game
Engine, though it might also stand for the Story Adventure Game Engine. It's
streamlined version of the original Adventure Game Engine (AGE) System—
something that is itself already easy to pick up. The standard AGE System is
used for classic, big, open ended RPGs, including Fantasy AGE, Modern AGE,
and Cthulhu Awakens, as well as the licensed games The Expanse, The Fifth Season,
and Dragon Age. SAGE is available on its own as a generic core rulebook.
Wardens of the Blue Rose uses an implementation of the SAGE rules that adds
specific options for youth adventures in the Commonwealth of Aldis, especially
when it comes to generating stories and locations, and providing detailed rules
for magic. For space reasons the following rules can’t present the full versions of

these, but they do provide enough to run the slice.

PLAYING A NARRATOR

A Narrator is responsible for describing the environment and the actions of
everyone who isn’t a Warden. Narrators also decide how to use the rules. If there

are multiple Narrators, they should agree on what's happening. When multiple

Narrators describe a scene, they should agree with one another. Think of it as
brainstorming in an improvised performance, using the established facts of the

scene and the rules to talk about who and what Wardens might encounter.

Narrators are like “Game Masters” in other RPGs, and online research into

- Game Mastering will help you understand Narrating.

SCENE SETTER

A Narrator describes the people and places of Claythrow Lake based on the
information here and their own imagination. Talk about how these things stim-

_ulate the senses: the earthy smell of clay, a late summer breeze, or the sparkle in
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the eyes of an NPC. When setting the scene you also portray NPCs, talking as if

you're them, describing their appearances, and deciding how they act.

RULES HELPER

When the rules come up, it’s the Narrator’s job to interpret them. As a Narrator, you

should read all the rules first, so you have a sense of where everything is. The SAGE

THE MAGIC OF ARCANA

The Commonwealth of Aldis, and the
world of Aldea to which it belongs,
crackles with magic. While there are
many ancientbooks of magic, and secret
teachings from various circles, magic
itself is not necessarily an intellectual
art. In this world, magic is a manifesta-
tion of the arcana, realms of power that
match the patterns of Creation. Gifted
individuals are naturally attuned to
the arcana, and their magic often mani-
fests in ways we’d more often associate
with modern psychic powers. Trained
users of arcana are called adepts, but
even a child might have some degree
of power without any training at all.
Using arcana to harm or control others
taps into a darkness that’s part of both
the arcana and the user’s soul. Called
sorcery, this has a corrupting influence.

Before it was overthrown by the
founders of Aldis, the Empire of
Thorns had a much stronger command
of magical forces, including artifacts
that emulated technology that would
be familiar to the reader. Everyone
knows the elites of old had flying stone
chariots, floating palaces—and forms
of magically enhanced cruelty all but
unimaginable to modern Aldins. Now,
most of these are smashed ruins and

inert trinkets—but not all. /

g

System used by Wardens of the Blue Rose

and its slice here is simple and easy to
get familiar with. A Warden may prompt
something that needs rules, or the scene
may play out to a place where using the
rules would be fun. As Narrator, your
job is to interpret the rules in a way that
entertains everyone. Making things too
hard is frustrating, but making them too
easy makes the game seem meaningless.
Ultimately, the other players (or you,
if you're playing solo) judge whether
they’re having fun—you're there to help
them, while enjoying their actions and

the creative act of Narrating itself.

ANSWERING QUESTIONS

Does this person like me? Can I buy
cheese at the market? Can we hire a
rthy-horse to pull this load? Is there a
clump of mud nearby to whip at my
comrade’s head? When something isn’t
specified in the rules or description, the
Narrator’s job is to fill in those blanks.

There are always three possible answers.

USE THE RULES ANYWAY
The Narrator might decide that even if

it’s not in the rules, the rules would be
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useful to answer the question. Can you buy cheese in the market? Maybe that’s
an Ability test to find the cheesemonger in a crowded market, or to convince a

skeptical merchant that all you want is some cheese.

CONSENSUS

If all the Narrators agree on something happening, it happens, unless it directly
influences a Warden, such as by harming them, in which case the affected
Wardens must agree as well. Can you hire a rhy-horse (that is, an intelligent
horse with magical, psychic gifts) to pull aload? Well it turns out a huge chestnut,
Diamondface, is the head of the local Pullers” Guild, and he doesn’t like compe-

tition, so not only can you, but you must use his services.

USING THE ORACLE

If you want an element of chance or surprise, you can answer a question using
the Oracle table. You can use it in one of two ways. You can also ask the Warden

to roll if they’re a separate player.

YES AND NO QUESTIONS

Break down your query into a series of yes or no questions, then consider the

chance of the answer being “Yes” from among Very Low, Low, Medium-Low,
Medium, Medium-High, High, and Very High. Roll 3d6 (that is, three six-sided

ORACLE
ANSWER
ResuLt VeEry Low MebpiumM- Mepium Meprum- HiGH  VERY
Low Low HicH HicH
B No No No No No No No | Very Low
4-5 No No No No No No Yes Low

6-7 No No No No No Yes Yes Medium
8-10 | No No No No Yes Yes  Yes High**
11-13 [ No No No Yes Yes Yes  Yes [ VeryHigh
14-15 | No No Yes Yes Yes Yes Yes Medium
16-17 | No  Yes Yes Yes Yes Yes Yes Low

18* Yes  Yes Yes Yes Yes Yes Yes | Very Low

* Optionally, or with a 50/50 chance if you prefer, the answer is Strange. See Strange Results
under Yes and No Questions. **If the roll is a 10, a Very High probability phenomenon occurs.
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dice) on the Oracle table and it will tell you whether the answer is Yes or No
(or Strange—see Strange Results). If you don’t know or care, assess that as a
Medium: a straight 50/50 chance, minus strange results. If you determine that
the chance is Very Low, or Very High, consider skipping rolling and going with
No and Yes, respectively, since each of these options only has a 1/216 chance of
success—they’re on the table when you want faint hope, wavering certainty, and

other events where being just short of certain has dramatic value.

ExamrLE: As a Warden, you go for a walk in the woods and ask the Narrator
if you see anyone else on your walk. The Narrator isn’t sure, but you haven't
gone far from town, so they decide there’s a Medium chance of the answer being
“Yes.” The roll is a 17, so the Warden does see someone else in the woods.

STRANGE RESULTS

If you like (or flip a coin if you don’t want to decide) you can decide a result of
3 or 18 is a Strange result instead of a straight Yes or No. This might mean the
question becomes moot because of some new event or information, or that a
further twist has appeared. If a Yes or No would still occur, a 3 is a No and an 18

is a yes. You can decide the specifics yourself or brainstorm it with your group.

RARITY OF EVENTS

You can also use the Rarity column of the Oracle table to decide how unusual
a circumstance arises based on the chance of it arising in the situation at hand.
Higher chances are more common, and lower ones represent freak accidents,
flukes, or phenomena with obscure or weird origins. For instance, if you're
looking through the scraps and trash of Claythrow Lake as a Warden, there’s
a Very High probability you'll find broken and unfinished pottery, but a Very
wtable and if you get a Very High result of 10 to 13, you find pottery or some-
thing equally common, and if you roll an 18, you indeed find a fine dagger
mixed in with all that junk.

Since Very Low probability events are already strange, there’s no need for

extra Strange results when using the Oracle table this way.

ExamrLE: “Okay, I see someone in the woods. Who are they?” you ask, as your
Warden. The Narrator rolls 3d6, scores a 12, and consults the Rarity column
of the Oracle table, getting a result with a Very High probability. The Narrator
decides the most likely person to be around is Argess Ochrechild, who has a
crush on the Warden and went looking for them. If the roll has been a 4 it
would have been a Low-probability encounter, and the Warden might have seen
animals who normally hide themselves.

1
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PLAYING A WARDEN
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As a Warden, you play one of the main characters in the story. That means you

control what your Warden does and how they feel, though you can’t guarantee

everything you try will succeed—determining that is up to rules and Narrators.

While you are responsible for being true to your character, this shouldn’t be at

the expense of other people’s fun. Your ultimate goal is to create something for

everyone to appreciate with your portrayal.

Remember, too, that while you're pretending to be a Warden, you shouldn’t

let your real-world feelings about people influence you except in positive ways.

If you just argued with a friend, don’t argue with them in the voice of your

Warden! And if you already feel close to someone in real life, stay friendly

but spread your attention around to

others, as well.

Wardens are “Player Charac-
ters,” or PCs, in standard RPG
terms. Looking up general play
advice may help you get a handle
on playing your Warden role well.

Part of what you do as a Warden
is manage a character sheet.
This has information about your
Warden’s background, as well as
several character traits that are
part of the rules and determine

what your Warden is good at.

DESCRIPTION

The Wardens made for you have
loose descriptions. You should fill
in any details you wish, such as
gender or expanded backstories.
If some description wouldn’t be
obvious at the beginning, you can

even “fill in the blanks” during

IN AND OUT OF CHARACTER

When playing a Warden you may talk as if
you're the character or not—your choice. It
depends on how much improvised acting
you'd like to do and how best to describe
things. Talking in character is generally
encouraged, as it deepens the feeling of
being in the world of the game.

One important use for out of character
talk, however, is to reassure players of
your true feelings and intentions when
your Warden might be up to something
that looks hostile or otherwise contro-
versial. Sometimes you want to make it
clear that you're only pretending to be
angry, lovestruck, and so on. Everyone
knows this already on the surface, but
sometimes it’s hard to split real and
fictional feelings. That means it’s useful
to step out of character for a moment and
say, I'm trying to start a dramatic scene
where we end up respecting each other,”
or “Oh, you made my Warden so angry!
That was really good roleplaying and I'm
looking forward to reacting to it.” That
way, everyone stays friendly. s

~q-
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play, just as a screenwriter might decide a character has a sister in the moment,

because it would help the story.

ABILITIES

Your Abilities define a Warden’s competence in various fields, defined by each
Ability’s name. Each Warden has a list of Abilities with ratings ranging from —2
to 4. If an Ability isn’t listed, the Warden has 0, the rating of an average person.

You use Abilities to understand a Warden’s strengths and weaknesses, and
use them to modify dice rolls, as described in Roleplaying Rules. In short, you
add your Ability rating (reducing it in the case of a negative rating) to your
3d6 roll if it would apply to the situation. A Warden'’s Ability applies whenever
the Warden and Narrator agree it would. For NPCs, Abilities apply when the
Narrator running them thinks they do.

To determine if an Ability applies (provides its bonus or penalty) to the task,
compare its name to the task. The Ability Sneaky would be useful to slip by

someone without being noticed, but not to fix a cart or wrestle.

DEFINING ABILITIES

The name of an Ability defines what it can do. Swordplay might help you in a
fencing match, but it might not help you look good in front of an NPC you have
a crush on—or could it? You're encouraged to use Abilities creatively, based on

what you honestly think their intended meanings are, not just what you can

ABILITY RATINGS

ABILITY

eTiNE DEGREE EXAMPLE

Someone whose Singing Ability indicates they

=2 Poor B
can’t carry a tune.

0-1 Neutral An average person fighting with their fists and
instinctive Brawling.

2-3 Good The work of someone fully qualified in Smithing.

The Charisma of a beloved elder, or the Archery of
45 Very Good i best defender.

6-7  Extraordinary The Swordplay of a hardened Rose Knight.
89 Legendary  The Leadership of Jaellin, Sovereign of Aldis.

The Occultism required to study the Shadow
Grimoire of the Thorn Empress.

-0 -

10+ Epic
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get away with. Wardens of Claythrow Lake and its parent game, Wardens of the
Blue Rose, only have a few Abilities that are inherent to the setting instead of a
hard-coded “skill list” or “Ability spread.” The Narrators decide the limits of
an Ability.

The meaning of Ability ratings is listed in the Ability Ratings table.

BONDS

Each Warden possesses several Bonds. These are beliefs, people, ideas, practices,
or other things that inspire them. Each Bond is a sentence or phrase describing
who or what you're connected to this way and how, such as, “I'll do anything
to protect fellow rhydan,” “I am my Father’s child,” or “Sera is my essential
companion.” Bonds aren’t always positive associations. Merciless hatred can
produce a Bond just as much as true love. Bonds are further divided by type into

the following:

*  BEeLEr: You have a sentiment or ideology that helps define your

relationship with the world.

*  EccentriciTY: You're driven to act unusually in some situations due to a

quirk of personality.

*  MateRIAL: An object or place attracts your focus. You might be determined
to master the family sword, or you fear the cursed mansion you inherited.

*  OrcANIzaTION: You have especially strong feelings about an organization,
such as the Wardens.

* RerationsHIP: You have strong positive, negative, or mixed feelings about
an individual. This can be a fellow Warden, but only with their player’s

permission.

*  TaLenT: Training, natural ability, and perhaps a little obsession have

influenced your skills beyond what your Ability ratings define.

Each Bond has a permanent rating, and you start with points in each Bond
equal to that rating. As detailed in the Roleplaying Rules section, you can
spend Bond points to improve your performance on any action that fits with
your Bond, such as leaping in the way of an attack aimed at your best friend—or
striking true at your worst enemy.

Use the same rules as for Abilities to determine when a Bond applies to a

situation.
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BOND RATINGS

RANK RATING ExAMPLE

You like them and tend to give them the benefit of the
doubt. (Relationship)

1 Minor

You never throw anything away, no matter how worn
2 Moderate out, when there’s even the slightest chance you could
find a use for it. (Eccentricity)

Devotion to your hometown, to the point where few

3 Intense dangers would make you leave. (Material)

You've trained in martial arts techniques kept secret by

4 Major the Spirit Dancers. (Talent)

Defining  You are an enemy of the Shadow, and when you
Trait encounter it, only you or the enemy will survive. (Belief)

The Bond Ratings table defines a Bond’s intensity by rank.

FORTUNE

Your Warden has 20 Fortune. You lose, spend, and recover Fortune, but you can
never recover more Fortune than this maximum. This holds true for NPCs, who
can have different Fortune scores. Fortune is a limited “script immunity” char-
acters enjoy, and represents luck, determination, and other ephemeral protective
factors that apply to the mind, body, and emotions.

When something would cause serious mental, physical or emotional harm,
the damage reduces your Fortune score on a 1-for-1 basis. Note that “damage”
doesn’t need to be physical. Insults and mind-cracking puzzles can also inflict
damage. As long as it’s higher than 0, however, you've avoided injury and upset.
If it does drop to 0, you take a Condition based on the nature of the harm you
suffered. See Conditions under Roleplaying Rules for details.

You can also spend Fortune for your own benefit. You make yourself more
vulnerable, but you can affect dice rolls and if you have magical arcana,

fuel them.

ROLEPLAYING RULES

Here’s how you determine success or failure in Wardens of Claythrow Lake when
it isn’t obvious, or it wouldn’t be more fun to come to an agreement between

Wardens and Narrators about what happens instead of rolling dice.

-[e -
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DIFFICULTY
DirricurTY TN BAsE DirricurTY TN BAsE
CHANCE CHANCE
Routine 7 Hard
Easy 9 74% Formidable 17 2%
Average 11 50% Imposing 19 —
Challenging 13 26% Nigh Impossible 21 —

TIME

Time the game consists of narrative time, or time in the setting (fictional
minutes, hours, and so on), faster-paced action time, measured in rounds (the
time required for all participants to act in a blow-by-blow situation such as
fight or a debate), and scenes (the time it takes to resolve a conflict or section
of the story).

STANDARD TESTS

When a character does something and there’s a question as to whether they
might succeed, test their Ability.

Roll three six-sided dice (abbreviated 3d6). Add their numbers together and
add whichever Ability rating (such as a 4 in Flora, for 3d6+4, before investi-
gating a strange tree) applies to the task. You may only add one Ability bonus
to a roll.

If no Ability that fits the task is listed, the rating is 0. If multiple Abilities apply,
use the highest rated one.

Compare the result against a target number (abbreviated TN) based on the
task’s difficulty. Use the Difficulty table for guidance.

DRAMA DIE

One of the dice in the 3d6 roll should be differentiated from the others (by color,
size, order rolled, etc.). This is the Drama Die and it has certain specific effects.
On a regular test, the Drama Die determines a test’'s Outcome: While the test
measures whether you succeed or not, outcome measures how well you succeed
or how badly you failed. (That’s right—on a failure, the higher the Drama Die,

the worse the failure.)
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CONTESTED ROLLS

If your Warden is doing something contested by another character (Warden or
NPC), or by a dynamic force the Narrator feels would be similarly challenging,
both players roll and the higher total wins—this is a contested roll. On a tie
the highest Drama Die wins, followed by the highest Ability used, followed
by flipping a coin or declaring actions are simultaneous, so that no result can

prevent another.

LONG TASKS

Some tasks require multiple tests to complete. The most notable include tasks to
Overcome you, such as by defeating you in a card game, but there are numerous

other possibilities.

CONFLICTS

If the task is to Overcome another character, such as in combat, you succeed
by reducing their Fortune to 0. Each successful test to act against the opponent
reduces their Fortune by the successful test's Outcome, including any bonus
Outcome from assistance, such as using a weapon in a fight. The loser of a
conflict gains a deleterious Condition, reflecting a serious physical, social, or
intellectual injury or problem. See Conflict Rules for the full system for such

situations. Outcome used to reduce Fortune is called damage.

OTHER TASKS

If the task is to Overcome another problem, you must reduce its Threshold to 0.
Threshold is like Fortune, but for inanimate or otherwise less dynamic opposi-
tion. It is usually set from 6 (easy) to 30 (formidable). Threshold can’t be spent
as Fortune can—it can only be lost. Each successful test reduces the opposing
Threshold by the Outcome plus any modifiers.

In action time, these tasks occur across rounds. Otherwise, they take place in
intervals agreed upon by Wardens and Narrators based on the type of task and

other prevailing circumstances.
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CHARACTERS WITHOUT FORTUNE

Wardens and important NPCs have Fortune points, but minor NPCs don’t. If

you succeed at a conflict against them, you immediately Overcome them.

OPTIONAL RULE: HITS

If you use this optional rule, minor NPCs have Hits instead of Fortune. Hits
work just like Fortune in that attacks to Overcome minor NPCs reduce it, but

NPCs can’t use Hits to alter dice rolls.

AFFECTING ROLLS WITH FORTUNE

You may replace the number on one of the dice you rolled with a number equal
to the number of Fortune points you spend. For example, if you roll a 6, a 3, and
a 1, you can spend 3 Fortune, if you have it, to change the 1 die to a 3. If you do
this, you treat the die as if it “naturally” landed on that number with the roll.
Thus, if rolling a match on two or more dice matters to a roll, you can guarantee
it, if you have the Fortune and are willing to spend it.

You can do this to affect the Drama Die, but the cost is 2 Fortune per point of
the replacement die result.

Note that you can spend Fortune to make a die result lower as well as higher. If
a lower number would result in a match, this may be desirable.

By default, you can spend more Fortune to change the results of two or even
all three dice on your roll, but you may want to restrict this if it seems to make

success too easy.

ExampLE: Megari the Warden rolls 3, 4, and then 2 on the Drama Die. They
spend 4 Fortune to change the 3 result to a 4 to get matching 4s. They could
have spent 3 Fortune instead, to change the 4 to a 3, which gets matching 3s
for a lower cost, but a lower total. They could have also gotten matching 3s
by spending 6 Fortune to change the Drama Die to a 3 (2 Fortune per point),
which also improves Outcome.




tunts are special effects you can use to augment a test. A stunt might be a

heroic feat, a special move, a stroke of luck, or the results of insights you
gain in the heat of the action.

The prime rule for any stunt is that it must make sense in the story, from the
source of the SP to what you use it for. For instance, SP from matches on a slick
backflip won’t improve a test of your Warden’s Academic Ability. Stunts affect
the rules, so the Warden and Narrator must describe exactly how the stunt looks

and feels in the world.

GAINING STUNT POINTS

Stunts have a cost in Stunt Points (SP). If a test might lead to more dramatically

interesting effects, you can generate SP in two ways:

* If two or more of the numbers on the dice match for a test (including if it's
because you spent Fortune to change the results, you generate SP equal to
the number on the Drama Die for that roll.

*  You can also gain SP by using Bonds. See Using Bonds for details about
what they do.

You must spend any SP you gain immediately or lose them, and you can’t
spend SP on the same stunt more than once per occasion. The Narrator and
a few rules may determine that you can’t generate or spend SP on a given

test. For example, a simple test to see whether your Warden knows something

minor might not generate SP unless it might be applied to defeating a foe or

unlocking a secret.

SPENDING STUNT POINTS

Each stunt has a separate cost, listed on the Stunts table. Some stunts are avail-

able even when you fail a roll, others require success, and a few can be used

whether you succeed or fail. Some can be used with a defense roll—in thos
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CORE STUNTS

SP Cost TyprE ErreCT

Your aid grants a bonus equal to
the SP you spent to one of an ally’s
next tests if it relates to your action
and takes place before the end of
the next round.

Success,

1-3 Assist Failure

Preparing for the worst, you
reduce the Outcome of one action
affecting you before your next turn
by the SP you spent.

Success,
1-6 Brace Failure,
Defense

You grab an unguarded object
nearby, prepare something on
your person to use, or perform

Success  another small move that’s less

or Failure strenuous than a normal action but

can’t affect other characters. The
Narrator determines the limits of
the maneuver.

1 Quick Act

Improved Add 1d6 Outcome to that
Success .
Outcome generated by your action.

You interfere with an opponent,
imposing a penalty equal to half the
SP you spent on your foe’s next test.

Success,

2/4/6 Obstruct Defense

You may only take this stunt if you
fail your test. Recovering from that

2/4/6 Rebound Failure  failure, you gain a bonus to your
next action in the scene equal to
half the SP you spent.

Choose a general type of defense,

such as combat, mental, illness,

and so forth. You and the Narrator
Enhance Success,  determine exactly what type of
Defense Failure  defense it is. Until your next turn, if

your defense applies to an incoming

attempt to affect you, you gain +4 to

your contested roll or TN to resist.




SP Cost

3

STUNT

Extra Action

Second Wind

Minor
Disadvantage

Concentrate

Trick

Create
Opportunity

Great
Outcome

Major
Disadvantage

WARDENS 0

CORE STUNTS

TyPE

Success

Success,
Failure,
Defense

Success

Success,
Failure

Success

Success,
Failure

Success

Success

ErreCT

You may take another action

related to the action that prompted
taking this stunt. You may not gain
or use SP on that additional action.

You regain 1d6 Fortune, but you
can’t use this stunt again during
the scene.

You impose a Minor Condition
appropriate to your action on the
target. The Narrator helps set the
specifics.

You devote your efforts on one
other character or target, granting
+1 to tests affecting them for the
remainder of the scene. You can’t
use this stunt on the same target
more than once per scene.

Make a contested roll against
another character or entity based
on how you intend to trick them.
You may not spend or gain SP from
this roll. If you succeed, your target
must either devote their next action
to affecting you or fail.

Another character of your choice
can immediately perform a bonus
action, though this can’t use or
generate SP.

Add 2d6 Outcome to that
generated by your action.

You impose a Major Condition
appropriate to your action on the
target. The Narrator helps set the
specifics.
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cases, whether it can work with a success or failure is the same as for using the

stunt with other actions.

ExaMPLE: Sera attacks with a withering insult against a bully, using their +4
Aldin Lore Ability to spit out insinuations about their target’s family back-
ground and history, and scores 18, rolling 4, 6, and 4 on the Drama die. Matches
provide the Drama Die value in SP—in this case, 4. The bully only scores 11.
In addition to taking 4 Fortune damage from the Outcome, Sera uses the 4 SP
they gained to take the Defend stunt, applying it to hand-to-hand attacks. The
Narrator asks how it makes sense in the story, and the Warden says the insult
makes the bully act with rash clumsiness. Sera has 1 SP left, and spends it on
an Assist to fellow Warden Megari, giving them a +1 bonus to use when the
bully swings, and Sera needs physical backup.

USING BONDS

Bonds have a number of fluctuating points equal to their rank, so a Rank 3 Bond
has 3 points available to spend. You recover spent Bond points at the beginning
of each game session.

When an action supports your Bond, such as by trying to defend someone
you have a Bond with that’s based on love, or cowering for mercy when a
Bond based on fear is aroused by its associated phobias, you may spend Bond
points to enhance it. You may spend one or more points, but only from one
Bond at a time.

Each point you spend generates 1 SP and 1 point of Fortune, or 2 points of
Fortune—your choice. If you gain enough Fortune to exceed your maximum,

you must either spend it immediately or lose it. As usual, you must spend SP

immediately.




hen two or more characters (Wardens or NPCs) compete or struggle,

they’ve started a conflict. Conflicts might be physical scuffles, debates,
competing to decipher a puzzle—anything that pits characters against each

other. To engage in a conflict, go through the following steps.

STEP
INITIATIVE

Roll 3d6. If you have an Ability that would make you quicker or more perceptive
of the conflict at hand, add it to the roll. Participants then proceed in order from

highest to lowest result.

STEP II
ACTIONS

You can take one of the following actions for each turn in a conflict. Defending
is not an action. Neither is moving at a walking pace or the equivalent effort for

another form of movement.

ACT

You take an action that isn’t directly pursuing the conflict (that in game terms,
doesn’t require a defense roll from the target). This is a normal test as described
under Standard Tests.

ATTACK

You try to affect a target against their will, or against the will of someone trying to

stop you. This is not necessarily a physical attack, and could be a debate, psychic
duel, or other conflict, depending on the Abilities you use. Make a contested roll
against the defender’s roll. Each of you should be using Abilities that apply to
the conflict. If you don’t have an applicable Ability, your rating is 0 (neutral) and

doesn’t modify your roll.
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GUARD

You don't act, attack, or take any other action, but you gain a +3 bonus to Defense

rolls until your next turn.

YIELD

You forfeit the conflict, but get to decide how you lose, within bounds set by
the Narrator.

DEFENDING

You can make a contested roll to defend against any number of attacks. If you use
the Guard action you gain a +3 bonus to the defense rolls until your next turn.
Unlike many other tests, defense rolls don’t generate stunt points on matches,
but you can spend SP from Bonds or SP generated by attacks and other actions
if the stunt has the Defense requirement in the Stunts table.

When it’s your turn to act, you roll a test using one Ability to actively pursue
the conflict—you’re the attacker—while your opponent, the defender, rolls a

test with an Ability that would block or hinder your efforts.

OUTCOME AND DAMAGE

Conlflicts continue until belligerents stop them by Overcoming their foes, by one

side Yielding to another, or when another circumstance interrupts the fight.

DAMAGE AND OVERCOMING

When an attack succeeds, it inflicts damage by reducing the defender’s
Fortune score by an amount equal to the Outcome generated by the roll, which
is usually equal to the Drama Die, plus modifiers for equipment, stunts, and
other special circumstances. When this drops the defender’s Fortune to 0, they
have Overcome the defender.

This means that they decide what happens to the defender based on the attacks
they used, their capabilities, the defender’s characteristics, and the Narrator ’s
judgment. In combat, you might decide that a foe you Overcame is knocked out
or captured. In a social conflict, Overcoming a foe means their will to resist what
you want has been cut down to nothing, leaving them humiliated and cowed—

or, perhaps, utterly charmed—and unable to naysay you.
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These are Defeat Conditions, described later. The Warden who made the

attack and Narrator may award less severe Minor or Major Conditions instead.

EFFECTS WITHOUT BEING OVERCOME

Stunts, along with various powers and other circumstances, can impose effects
without having to burn through the opponent’s Fortune and Overcome them.
These are often represented by Conditions, described later in this section. The

Narrator and players ultimately decide which threats can bypass Fortune this way.

YIELDING

At any time during a conflict, you can use the Yield action to give up. You lose,
but with the help of the Narrator you decide how you lose, and do a bit better

than you would have if you’d let your foe hammer your Fortune down.

CONDITIONS

A Condition is a persistent effect caused by the following:

¢ If you Overcome someone (reducing their Fortune to 0 with damage) you
may impose any Condition that fits the way you defeated them, as long as
the Narrator agrees and it makes sense in the story.

*  Yielding to a foe may allow you to select a Condition to represent your
loss, but which is not as bad as what you might suffer by being Overcome.
That usually means taking a Minor or Major Condition and the foe

escaping to safety or accomplishing some goal in the scene.

*  Stunts that impose them, such as Minor Disadvantage and Major
Disadvantage.

*  Other effects that don’t require the target to be Overcome, such as arcana
and other special effects.

Conditions are either Minor, representing a small effect, Major, representing a

more significant effect, or Defeat, representing the most serious effects.

*  Minor Conditions impose a —1 or —2 penalty on tests to perform certain
tasks, or they have a comparably negative effect. Examples: Deafened
(penalty to tests that benefit from hearing), Intoxicated (penalty to mental
tests) Nauseous (penalty to physical tests).

* Major Conditions impose a —3 or greater penalty to perform certain
tasks or have an equivalent other effect. Examples: Blinded (penalty to

- og -
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vision-based tests), Dominated
(penalty to actions other than those
commanded by the “master”),
Shamed (penalty to all tests when
noticed by others).

Defeat Conditions represent a
serious loss: an injury that makes it

impossible to act, or a social defeat

OUT FOR BLOD?

Like its parent Wardens of the Blue
Rose, Wardens of Claythrow Lake
isn’t about stories of bloody, lethal
combat. Wardens are young adults
comparable to high school or under-
graduate college students. Few of the
people they encounter are so ruthless

as to murder young people with good
intentions. Thus, physical conflicts
usually end with bruises, tied up
opponents, and stern warnings to
never return. The Commonwealth
takes violence seriously, even from its
heroes, and murder or war suggests a
very different type of game. You can
set death as a Defeat Condition, but
\we don’t recommend it. /

that makes it impossible for the
sufferer to show their face in public
at all. Examples: Outcast (can’t
initiate social actions, disliked many),
Unconscious (can’t take actions),
Captured (bound and guarded by
enemy). Defeat Conditions include
fatal results, but Wardens of Claythrow
Lake isn’t about gory battles. See the
Out for Blood? sidebar.

When a Condition has a possible range of severity, more severe Conditions
generally last for briefer periods, so a —1 Deafened might last all day, while a
—2 might only last a scene. Conditions with no clear endpoint usually resolve
through rest or story events, as determined by the Narrator and players.

You may adapt Conditions from other AGE games, assigning them minor or

major status at your discretion.

RECOVERY

When characters suffer various misfortunes, the Narrator decides how long

they take to recover.

*  RecoverING FORTUNE: At the end of a scene, each Warden recovers 1d6
Fortune. Wardens recover all Fortune after enjoying rest comparable to that
of a full night’s sleep, or after a scene where they roleplay one of their Bonds.

*  RecoverING Bonps: Bond points recover in full at the beginning of a new
game session.

~ * RecoverING FrRoM ConpITIONS: As noted under Conditions, the Narrator and

players come to an agreement about when Conditions resolve themselves.
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elcome to Claythrow Lake is a set of scenes and story ideas to use with
the Wardens of Claythrow Lake rules. The full Wardens of the Blue Rose

has pre-set locations and scenarios like these, but also presents a comprehen-

sive set of tools to create your own stories and locations from scratch whenever
you need to.

If you're playing a Narrator, your job is to read what follows and describe
whatever information the Wardens would know from the background here. If
it doesn’t tell you something you need to know, make it up! If you're playing
a Warden, you only know whatever the Narrator has described, though you
can propose that trivial things exist, and make assumptions based on common
sense. Does the garden have yams? Sure, if it's not important to the story
(unless you make it important). Does the Common House have beer? Of
course it does.

If you're both Narrator and Warden, look at all the information here, and decide

what the Warden knows, and how they react to it, playing through the story.

COMING TO CLAYTHROW LAKE

Claythrow Lake is the name of a small body of water in a forested part of Aldis,
as well as its eponymous village. As you might expect, the area is famous for
its clay, both as found right at the lakeside and in the creek-filled woods that
drain into the lake. The town is therefore a community of potters and sculp-
tors. Refugees from Kern, a country of brutal sorcerer overlords, settled about a
century ago.

The village is mostly a cluster of houses close to the lake, including the large
Common House, which is where the community gathers, and where visitors can

get room and board. The kilns by the water are also used in common, though

many residents have made their own. There are a few houses set back from the =
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lake, especially when they have what might be called large gardens or a small
farm, though everyone grows vegetables. In addition, small huts can be found
all over the place, where potters and sculptors have set up space to work. Some
are brand new, while others are as old as the town. Residents enjoy fishing and
paddling the lake when the sun’s out.

According to Aldin records, the last census recorded 211 residents, all of human
and/or Night Person descent. Claythrow Lake pottery is famous throughout
Aldis, and residents live well, with plenty of trade goods. Too small for a noble
administrator, it has been traditionally governed by the Council of Four, selected
by a show of hands in the Common House every four years, or when someone
resigns. This usually includes the head of the Potter’s Guild, who negotiates
with merchants on the town'’s behalf.

As the Wardens come down the road by day, they see a bustling little commu-
nity—and piles of pottery and sculpture. The streets are crushed clay since the
artisans often toss their failures out the door to be crushed by bored children and

pack animals.

CHECKING IN AND CHORES

Upon arrival, the Wardens are supposed to ask local leaders and organizers how
they can help, and the council knows it. They have suggestions. Narrators can

decide whether to get to the major scene through Magne right away, or after one

or more of the other chores.

KALINA GAUR

Abilities: Pottery +8, Leadership +6, Strong +2

Kalina is the Potter’s Guild head, a master potter of Night Person and human
descent. She’s a tall, strong woman with thick black hair and bluish skin. She

usually speaks for the council as a whole.

CLAY CLASS

Kalina wants the Wardens’ help teaching 20 or so of the village’s children,
who range between the ages of 7 and 12. She’s teaching clay harvesting. That
means tromping the kids up a creek, managing their buckets, straining cloths,
ill-fitting waterproof hand-me down boots, and all the rest. The Wardens will
be helping Mari Gaur (Pottery +4, Hollering +2), Kalina and Borka’s daughter,

.
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CLAY CLASS FOLLIES

COMPLICATION

Clay fight! 2d6 children start throwing clay (or mud, or sticks) at
each other and/or the Wardens. It takes 3 Outcome per child on a
TN 11 test of a Warden’s social skills to get them to stop, and how
the Wardens do it determines if the kids like them or not.

Ilost my... A child loses something important to them, such as a
doll, toy, or their clay harvesting gear, and are disconsolate until

Wardens find it again. The Narrator decides whether this task is

easy, hard, or weird.

Where’d they go? 1d3 children slip away in pursuit of a forest
critter, or to play by themselves—any of the reasons kids wander
off. 3 Outcome on a TN 11 test to track the kids or carefully
interview their peers leads to locating all of them. The Narrator
can run this as a woodland chase, or even introduce a bit of
danger, but unless they have other plans, the children visit Obbi
Ongwen (see The Ongwen Farm). The kids worry about him and
drop by regularly.

Stuck! A child has sunk into clay or mud. They’re not in danger,
but can’t get out and if the Wardens aren’t careful, the child will
lose their boots, coat, or another item, requiring someone to carry

them or otherwise take care of them for the rest of the outing.

No Fighting! 1d6+1 children start fighting in anger or to protect
themselves. There’s a 50% chance (1-3 on 1d6 or flip a coin) one
of the kids is being bullied—otherwise, they’ve just gotten carried
away. The Wardens must stop the fighting and deal with the
reasons why the fight broke out. Once again, the Wardens’ tactics
determine how the kids feel about them.

It’s that doggy! It’s Skip, a dog that usually hangs out at the
Ongwen Farm—actually First Snow On The Rushes, renowned
rhydan mind-poet, currently pretending to be a non-intelligent
dog (see The Ongwen Farm). Recognizing him is a TN 15 test of
a character’s knowledge of Rhydan or Aldis. “Skip” is looking
around for Usina Ongwen, who’s late coming home from
harvesting clay.
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manage them. Naturally, this is a bit of a chaotic process. Roll 1d6 on the Clay

Class Follies table for complications whenever the Narrator needs something to

happen. It's a four-hour outing, with a snack in the middle.

BORKA GAUR

Abilities: Labor +8, Building +4, Leadership +2

Borka is the village foreman and Kalina’s partner, who maintains common
structures and streets with the help of whoever they can find. They’re a non-bi-
nary Night Person with a muscular build, gray skin, steel-shot black hair, and

blue eyes.

T MANY POTTERY BARNS

Borka wants the Wardens” help demolishing a few of the small buildings the
village potters have raised and subsequently abandoned over the years. That
includes salvaging useful materials, piling them up for Diamondface to haul
away—and dealing with the various eccentrics and leftover oddities associ-
ated with them.

To demolish a building, roll a TN 11 test of strength or skill at manual labor.
This represents 20 minutes of effort. It takes 6 Outcome to demolish a building.
When setting materials aside, roll on the Oracle table and consult the Rarity
column. Very High or High probability items include wood, nails, and pottery
shards. Medium-rarity items would be untouched pottery and sculpture. If
returned, the potters who abandoned them will be grateful. Low and Very Low

probability finds can be anything the Narrator finds interesting.

Abilities: Strong +8, Labor +6, Intimidation +2

Hulking rhy-horse and head of the Puller’s Guild, Diamondface, his human

friend Len (“the hands man,” only other Puller in town), and their cart haul
heavy things as required. Diamondface makes a great deal of noise about being
the “exclusive provider of cartage,” mostly unnecessarily, as the village is too
small for anyone else to do it. He’s big and chestnut colored, though he has a

white patch on his face that gives him his name.
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LENDING HANDS

Diamondface’s partner Len has been sick with the flu for a few days, and now
the rhy-horse is behind on his hauling work. It’s a few hours of work consisting
of loading and unloading Diamondface’s cart as he takes items from place to
place. The Narrator can introduce several tests and interesting situations. On
one trip Wardens will have to move very delicate sculptures, while another
might involve struggling with heavy logs.

Diamondface is an intimidating figure who sounds like a jealous defender of
his trade, but he has a wry sense of humor: He likes it when people can’t tell if
he’s being serious or not. The Narrator can decide the truth. Len is his best friend,
however, and if Wardens help him feel better, Diamondface has trouble concealing
his gratitude. Even if Len feels better there’s still a backlog to deal with, though
if Len has recovered it takes half the time, as he’s actually pretty good at his job.

How did Len get sick? He’s not sure. It happened after he ate breakfast a week
ago. Looking at his home, Wardens will notice a set of beautiful bowls. These
are from the Ongwen Farm potters: brother and sister (see The Ongwen Farm).
If asked, Len remembers he ate out of one of them before he got sick. See the
Ongwen Pottery sidebar for information. Wardens with healing-related Abil-
ities sense that the disease is unnatural in origin but behaves just like a real

illness—and fortunately, can be treated as such.

MAGNE VELLEN

Abilities: Sculpture +8, Rhetoric +4, Sneaky +2

A human master sculptor. Magne is a thin man with a shaved head and a
mahogany complexion. He sees the village as an artist’s colony that must be
protected from the outside world, and though he comes off as arrogant he

deeply cares for residents.

TROUBLE WITH THE ON&WENS

If he has an opportunity, Magne takes one or more Wardens aside and tells
them he’s worried about Obbi and Usina Ongwen. They have stopped coming
to village gatherings, and only talk to the Pullers long enough to load their
siblings’ beautiful pots. He’s hardly one to interfere with how artists live, but
Obbi is still quite young, and something about their recent offerings unsettled

Magne ... he just can’t quite put his finger on how. As the Ongwen siblings are
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avoiding other villagers, Magne thinks the Wardens, with their badges and

youth, might be able to get some answers. Proceed to The Ongwen Farm.

THE ONGWEN FARM

At some point, the Narrator should have Magne approach the Wardens about
the Ongwens or devise some other reason for them to visit the farm. As any local
knows, the Ongwen Farm is furthest from the lake. They also know that 20-year-old
human Usina cares for her 13-year-old brother Obbi. Usina and Obbi were the
children of Ayal Ongwen, who moved to Claythrow Lake when Obbi was a baby,
after Ayal retired from working as a public counselor in the city of Aldis. Across a
decade as a potter in Claythrow Lake, she produced some of the greatest work seen
in a generation, but passed from a sudden illness five years ago. Usina took care of
Obbi afterward, saying that both would follow in their mother’s footsteps.

Since then, the work coming from Ongwen Farm has been competent, but not
inspired—until this year. New ceramics from the farm are beautiful, but there’s
something about them that just seems wrong, sometimes. The shine of the glaze
seems too intense at times, and under firelight, they sometimes cast shadows
reminiscent of writhing, clawed creatures. Ongwen Pottery describes some of
the possible effects. The new feel of these ceramics isn’t something anyone is
talking about except for Magne Vellen, who sees some kind of disturbing influ-
ence—but suspicion over the “feel” of the Ongwens’ ceramics hasn’t persuaded
the council.

Someone might mention offhand that the Ongwens really started isolating

themselves “sometime after young Obbi found that dog, Skip last year.”

AT THE FARM

The truth of the matter is that neither of Ayal Ongwen’s children truly feel inspired
by pottery, but have kept with the art to honor her—at least, initially. A year
ago, Obbi encountered a stray dog he named “Skip,” because he liked it better
than “Rushes,” which is short for First Snow On the Rushes, the rhy-dog’s real
name. Obbi is an indifferent potter but an excellent poet and dreamer. Rushes is
himself a renowned psychic poet among many rhydan, but many years ago he
found fame stifled his creativity and wandered Aldis as a hermit until he sensed
Obbi’s dreams. He encouraged Obbi to write and dream daring things and hid

his identity from everyone else.
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Unfortunately, Usina burned Obbi’s writing, saying, “We are potters, like our
mother.” Why would you forget your mother?” So, it was back to the potters’
wheel, though “Skip” stayed with Obbi to comfort him and help him develop as
a poet secretly, at night.

Noticing Obbi was frequently tired and distracted, Usina was determined to
maintain the quality of Ongwen work. When Ayal was still alive, she had shown
Usina a waterway issuing from Empire of Thorns ruins, where they could harvest
“special clay.” This clay had a purplish tint and seemed to obey the potter’s
mind as much as their hands. Ayal warned Usina that the clay was probably the
result of residual, unknown magic, and should be used sparingly, to enhance
normal clay, but Usina has been using it almost exclusively for several months.
Obbi doesn’t know about the ruins or the clay.

Just before the Wardens came to the village, Usina went missing—she never
returned for lunch, and that never happens. Obbi is a little worried, but he’s old
enough to take care of himself. Rushes is worried, and has started looking for
her—but he’s still loath to reveal his identity, especially since he’s now ashamed
that it might be his fault, as the siblings argued before Usina left.

Visiting Wardens have quite a bit to untangle but one goal is clear: Find Usina.
As Narrator, you should look for opportunities to identify “Skip,” and imply
that there’s more to this boy and his dog than meets the eye. After that, the
Wardens should try to find out what they know, which will lead them to the

finale, The House of Crawling Dreams.

0BBI ONGWEN, PRECOCIOUS DREAM POET

Abilities: Dream-Poet +6, Potter +4, Psychic Arcana +2, Jocularity —2
Fortune: 20

Dream Poetry: Using Psychic Arcana, Obbi can send his thoughts to another person if he
succeeds against a TN of 11. On a 6 on the Drama Die, these impressions are so potent
they distract the target, forcing them to test their ability to resist mental manipulation
with a TN of 13 or take a —3 penalty to their next action. Obbi can’t use this on non-
intelligent creatures or entities created by magic. If the Narrator likes, a roll of 6 can
have other extreme or unusual effects, as Obbi has an untrained, “wild” talent.

Clouds wander where they will, but we don’t worry about them until they
carry a gray warning. Uh, I mean my sister isn’t home right now.

Obbi has a bronze complexion, green eyes, and shiny, messy, carelessly cut black
hair. He’s a small, slender child who avoids eye contactless out of embarrassment

than disinterest in looking up. When he does look, his intense gaze is notable.

Obbi speaks like an art student or Aldis City intellectual, not a 13-year-old

-3 -




WELCOME TO CLAYTHROW LAKE

boy, though sometimes, following
Rushes’ lead, he badly pretends to
be interested in whatever he thinks
boys his age like—and he’s not sure
what that is. If “Skip” is around, the

two share silent gazes where they’re

ONGWEN POTTERY

Obbi’s ceramics are technically compe-
tent but uninspired. Usina’s uses the
cursed clay of the House of Crawling
Dreams. Whenever anyone uses or
closely examines them, there’s a 1 in

1d6 chance that something unpleasant
happens that’s harvested from the user
or examiner’s passing thoughts or fears.
Adepts who examine them with any
arcana notice some kind of restless,
dark magical impression within them,
but nothing more. See The House of

Crawling D for why.
he’s just started to explore. Obbi’s b rawliiig Lreams for wiy /

powers are untrained, and while

communicating psychically, unless

unfamiliar animals he suspects
might be rhydan are present.

Obbi is torn between love for his
sister alongside the memory of his

mother, and the poetic, psychic gifts

Rushes is a great dream-poet, he has no idea how to introduce a human to the
arcana. He’s worried about Usina because she would never break her routine,
but she hasn’t been absent that long by local standards, where adults routinely
spend days in the woods. He does mention that she uses separate “special clay,”

ran out, and left to get more. She never told him where it came from; he could

only point in the direction she went.

FIRST SNOW ON THE RUSHES, AKA RUSHES, AKA “SKIP"

Abilities: Dream-Poet +10, Hermit +4, Modesty —2 Fortune: 20

Woof? Woof.

Before he became “Skip,” First Snow on the Rushes was a celebrated dream-
poet, practicing a rhydan creative form in which the performer mindspeaks a
synthesis of words and sensory impressions. Success proved to be a punish-
ment, however. How would you feel if people dreamed your own dreams back
at you whenever you met them? On the way to a performance for the Mind
Arts Guild of Aldis he thought of all the distorted versions of his latest work,
The Floating Leaves, he’d experience from his fans, shed his cloak and jeweled
harness, rolled around in the mud to disguise himself, and left.

He came to Claythrow Lake to look at their ceramics, but as he approached

by night, he heard Obbi’s accidentally projected dreams: things of breathtaking

beauty, which the boy spoke to with a poet’s wit. It reawakened his love for

dream-poetry, but as a teacher, not a performer. Obbi was eager to learn, but
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afraid of angering his sister and betraying the memory of his mother. Rushes
is worried about Usina because Obbi is, and has gone looking for her without
success, but he hasn’t wandered far, so he can keep an eye on the boy.

Rushes is a large rhy-dog with blue eyes and a shaggy gray-brown coat who

resembles a mix between Earth’s Husky and German Shepherd breeds.

THE HOUSE OF CRAWLING DREAMS

To find Usina, Wardens need to get the direction she left in from Obbi and score
a total of 12 Outcome across multiple TN 13 tests measuring their ability to track
her. If Rushes helps, the required score drops to 6 Outcome, because the rhy-dog
has already ruled out various places when he was looking for her himself.

Her “special clay” spot is behind thick, thorny wild hedges. To get past them,
Wardens must test their agility or woodcraft against a TN of 11. Failure inflicts 1
point of damage from scratches and falls. Wardens may try to enter repeatedly.
Success gets them through. The first thing visitors see are a tumble of huge black
stones with faded script carved into them. Understanding the script is a TN 15
test of a Warden’s knowledge of history of magic. If they succeed, they see several
symbols associated with the ancient magic of the Empire, with phrases associated
with thought and infusing inanimate objects with magic, and a cryptic warning:

Do NOT GIVE YOUR THOUGHTS FLESH WITHOUT
THE PRESENCE OF A QUALIFIED DREAMER.

Past the stones, a pool at the bottom of a natural pit sits about ten feet deep,
with granite on one side and earth on the other. On the earthen side, square
holes have been cut into the earth, revealing the purplish “special clay.” Usina is
in the pool at the bottom of the pit, eyes unfocused, shivering, and talking to the
pool, where the water roils, as if things are moving beneath the surface. These
are Dreamclay Creatures, raised by the magic remaining on the site.

During the Empire of Thorns, this ruin was the House of Crawling Dreams,
where patrons could, with the help of psychic adepts, give solid form to things
from their imagination. The magic of the house enchanted the clay, giving it the
power to change form and move. Usina’s clay has remnants of this magic, so it
responds excellently to an artist’s touch, but as she has visited, she has left psychic
impressions of herself there, and since she cannot control her dreams, she could
not control what the clay has raised. Furthermore, over time the clay has changed,

and now leaks the psychic impressions it has accumulated over centuries, both
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as a working site and a ruin. Consequently, Usina has been overwhelmed with
visions and emotions, and is unable to leave. And as the Wardens arrive, the things

the clay made from her dreams and a thousand years of visions rise from the pool.

CONFLICT WITH THE CLAY

Acting out a mixture of the ancient desires and Usina’s grief over her mother,
Dreamclay Creatures clamber from the pool to attack characters, or go straight
for whoever is already in the pool, though they don’t attack Usina as long as
she remains in a trance. There’s one minor creature per each Warden and NPC
ally, and one major creature per three Wardens and allies. Thus, if the Wardens
go back to the village and get help, it leads to a bigger fight—there are, after all,
more minds for the clay to react to.

The creatures’ appearances mostly reflect the desires of the ancients who
used this place, mixed with Usina’s feelings. Some creatures resemble her late
mother, while others look like Obbi. Usina will snap out of her trance if physi-
cally shaken, or if Obbi succeeds at communicating with her using his Psychic
Arcana. (This will not occur to him—it’s up to a Warden to suggest it.) Once
she’s free, the creatures turn on her, but each of them takes 1d6 damage and
suffers a —1 to tests. Losing the psychic anchor weakens them; they can no longer
siphon her emotions and imagination.

Narrators should think of other ways Wardens might defeat the Dreamclay
Creatures. Remember, this is your story, so their ultimate nature, and what
makes them strong or weak, is up to you. Sometimes, a Warden'’s player may
come up with a theory that’s so clever, it must be true, and you can decide it is.

Suggestions include:

* Convincing Usina that her mother would rather she was happy than make
the family follow in her footsteps might snap her out of her trance or even

destroy any creatures that resemble her mother.

*  Obbi revealing his emerging abilities as a dream-poet might weaken the
creatures as Usina realizes her brother has his own special path in life.

*  Wardens with arcane powers might be able to control or defeat the creatures,
provided their arcana are relevant to how the clay things rise and act.

* Destroying part of the ruins or getting rid of the clay might make the

creatures collapse because they’ve been deprived of their magic.

Whatever decision you make is correct, as long as it’s good for the story.
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USINA ONGWEN
Abilities: Sculptor +6, Stubborn +2, Straight Talk —2 Fortune: 20

Mommy, I just want to do right by you. But it’s so cold here.
I'm soaking. I don’t think we’re home.

When her mother died, Usina refused to mourn, because there was work to do.
She completed her brother’s apprenticeship before other potters even recognized
her talent; when questioned, she produced a masterpiece, and they relented.
That was the first time she used the special clay from beyond the thorny hedge.
They were both going to become talented artisans, regardless of what they
might have wanted before. Grief-stricken and alone, Usina decided the family
would create a tradition that would ensure people remember Ayal Ongwen as
the founder of a family tradition.

Sadly, Obbi was merely competent instead of great, and easily distracted, espe-
cially after he found that dog, Skip. His lackluster, infrequent work prompted
Usina to pick up the pace, and to use her mother’s clay to keep the quality of her
work high. If she kept working to her mother’s standard, it would be like she
never left. But years of feelings she never properly confronted came with here
to the ruins and seeped into the clay, alongside the insidious, ancient magic that
slumbered within. Eventually it woke up.

Usina has the same messy black hair, bronze skin, and green eyes as her
brother, on a slim athletic frame and worn, clay-spattered clothing. She doesn’t
like to talk about her feelings, but if she did, she would admit that she needs help

taking care of Obbi, and that it’s long past time she truly mourned her mother.

DREAMCLAY CREATURES

Major Creation - Abilities: Fighting +4, Fortune: 35

Dream Weapons: Inflicts +1d6 in physical conflicts using representations of
weapons.

Minor Creation - Abilities: Fighting +2 Fortune: 5

Risen from magical clay, these creatures look like a wild mix of people and
things from centuries of dreams, but especially those of individuals who have
spent long periods at the site, such as Usina. One might be a serpent with the
head of her mother, while another might be Obbi wearing the robes of an ancient
Shadow cultist. They do not react to social or mental attacks, as they have no true
minds, and can sense conscious minds in their vicinity. If they defeat a Warden

or NPC, they usually knock them unconscious, at which point the creatures can
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no longer sense their victim, and move to another target. Agitated by Usina’s
sadness, they attack, but if raised another way, they could act differently—but
still under the influence of ancient memories, so they cannot be controlled, at

least by Wardens.

CONCLUSION

Once the Wardens have rescued Usina, the folk of Claythrow Lake will want to
throw them a party and reassure the Ongwens that the community will be there
for them—and that not everyone in town needs to be a ceramicist. Rushes will
probably reveal his true identity, to the delight of the community, and he may
even perform again, alongside his now-official apprentice dream-poet.

In a full Wardens of the Blue Rose game, your Wardens would gain new Bonds
and other rewards reflecting the connections they made at Claythrow Lake.
They would also report back to the Commonwealth on what transpired, and the
events would influence the ongoing story using the game’s arc meters, and other

game systems that aren’t included here.
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