
BACKGROUNDS 

 

Noble Heir 

 

You're the heir to a noble family. Upon you rests all of 

the hopes of the family. You are very rich. 

 

You start the game with the following equipment: 

500 GP 

Signet ring 

5 sets of noble clothing, each appropriate for different 

events or times of day 

Invitations to 1d4 country houses, balls, and parties 

 

You also start with 3 family heirlooms. Roll 3 times on 

the following chart: 

1-2: +1 weapon or magic staff of your choice. 

3-4: +1 armor, shield, or ceremonial robes of your 

choice. 

5: Feudal estate with a cool name like "Hawxhurst" or 

"Oxmoor Grange." You get +1 to attack rolls and skill 

checks while on your estate. You and your friends can 

teleport there at any time. 

6-7: Your noble coronet is decorated with 1d6 

resurrection stones. 

8: Devoted valet or lady's maid (AC 15, attack +5, 

damage 1d6+3, 20 HP) whose dressing expertise gives 

you +1 on all charisma checks. 

9: Roll again on this chart using a d8. The item you roll 

up comes with a curse. 

10: Your choice of item. 

 

You have the following skills: 

Diplomacy 

Society Lore 

Heraldry and Lineage 

 

Finally, come up with one friend, enemy, or other 

associate with whom you have an important 

relationship (it may or may not be another player): 
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Dependent Noble 

 

You're of good birth, but you're not in line for a fortune. 

You might be dependent on relatives, or the possibility 

of a good marriage. Your charms are your greatest 

asset. 

 

You start the game with the following equipment: 

1 set of noble clothing 

10 GP 

popular novel 

 

You start the game with your choice of one of the 

following irons in the fire: 

1) A rich suitor or admirer 

2) a secret career as an artist, nurse, revolutionary, or 

other low trade 

3) a disgraceful engagement with someone entirely 

unsuitable 

4) knowledge of a secret which you could use for 

blackmail 

 

You also start the game with 1 family heirloom. Roll on 

the following chart: 

1-2: +1 weapon or magic staff of your choice. 

3-4: +1 armor, shield, or ceremonial robes of your 

choice. 

5: Your heirloom necklace is decorated with 1d4 

resurrection stones. 

6: Devoted valet or lady's maid (AC 15, attack +5, 

damage 1d6+3, 20 HP) whose expertise gives you +1 on 

all charisma checks. 

7: Roll again on this chart using a d6. The item you roll 

up comes with a curse. 

8: Your choice of item. 

 

You have the following skills: 

Diplomacy 

Bluff 

Society Lore 

 

Finally, come up with one friend, enemy, or other 

associate with whom you have an important 

relationship (it may or may not be another player): 
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Eligible Bachelor 

 

You have good birth, a large private income, and no 

profession. You amuse yourself with hobbies of varying 

degrees of disgracefulness. 

 

You start the game with the following equipment: 

2 sets of noble clothing 

flask of brandy 

500 GP 

risque novel 

A rare book of forbidden secrets that you haven't read 

yet 

 

You know someone in every profession in which it is 

improper to know someone. You can get anything 

illegal. 

 

You have the following skills: 

Music 

Society Lore 

Underworld Connections 

Gambling 

One surprising area of expertise: ________________ 

 

Finally, come up with one friend, enemy, or other 

associate with whom you have an important 

relationship (it may or may not be another player): 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Tycoon 

 

You are a business person and are really fabulously 

wealthy. Nobles may look with disfavor upon your low 

family, but you are so very rich that you are welcome 

everywhere. 

 

You start the game with the following equipment: 

3 sets of noble clothing 

1000 GP in pocket change, and a cheque-book with a 

50,000 credit limit 

various jeweled personal items 

invitations to 1d6 country houses, balls, and parties 

a non-combat secretary who carries 6 bottles of 

expensive wine, 6 healing potions, and your legal 

documents 

 

You are an expert in one form of business (for instance, 

banking, newspapers, shipping,  etc.) and know 

everyone important in the business, all of whom owe 

your a favor. 

 

You have the following skills: 

Business Lore 

Sense Motive 

Bluff 

 

Finally, come up with one friend, enemy, or other 

associate with whom you have an important 

relationship (it may or may not be another player): 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Con Artist 

 

You have a false identity (or two) and have your eyes 

set on a long con. If you wish, you can tell other players 

that you're a noble, tycoon, or other cover. 

 

You start the game with the following equipment: 

1 set of common clothing 

1 set of noble clothing 

a disguise kit 

10 stoppered vials filled with colored water 

1 bottle of poison  

a set of weighted dice 

playing cards 

a signet ring of an imaginary noble  

3 gp, 5 sp 

 

You have a complete, second identity that includes 

documentation, established acquaintances and 

disguises that allow you to assume a second persona. 

Additionally, you can forge documents and create 

disguises (typically an Intelligence check is required). 

 

You have the following skills: 

Bluff 

Insight 

Sleight of Hand 

Underworld Connections 

 

Finally, come up with one friend, enemy, or other 

associate with whom you have an important 

relationship (it may or may not be another player): 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Loyal Servant 

 

You are a loyal butler, valet, cook, footman, maid, 

housekeeper, gardener, chauffeur, or even a lawyer or 

physician. Choose a player or NPC who is a noble, 

tycoon, or other upper-class person. You are their loyal 

retainer. 

 

You start the game with the following equipment: 

livery or uniform 

20 GP 

Tools of your trade 

 

While you are following the direct and specific orders of 

your boss, you have a +1 to all attack rolls and skill 

checks. 

 

You have the following skills: 

Professional Skill of your choice 

Local Lore 

Endurance 

 

Finally, come up with one friend, enemy, or other 

associate with whom you have an important 

relationship (it may or may not be another player): 
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Scheming Servant 

 

You are a disloyal butler, valet, cook, footman, maid, 

housekeeper, gardener, chauffeur, or even a lawyer or 

physician. Choose a player or NPC who is a noble, 

tycoon, or other upper-class person. You are their 

retainer. 

 

If anyone asks you what your background is, you can tell 

them "Loyal servant". 

 

You start the game with the following equipment: 

livery or uniform 

20 GP 

Tools of your trade 

Bag of holding filled with 5 items of 100 GP or less that 

you stole from your master's house (choices include the 

items from the equipment guide) 

 

Choose another servant who serves the same master 

(player or NPC). You want their job. If you somehow 

manage to steal the job, you gain a 100 GP bonus (or 

200 GP if you got them fired) and have +1 to all attacks 

and skill checks for the rest of the game. 

 

You have the following skills: 

Professional Skill of your choice 

Stealth 

Bluff 

Sleight of Hand 

 

Finally, come up with one friend, enemy, or other 

associate with whom you have an important 

relationship (it may or may not be another player): 
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Officer 

 

You are a dashing officer in the armed forces: a 

lieutenant, commander, captain, major, colonel, 

general, or admiral. 

 

You start the game with the following equipment: 

Military uniform 

+1 magic weapon 

50 GP 

souvenir of a former military campaign 

bugle 

 

You have the authority to commandeer any vehicle. 

Given a day's notice, you can summon a squad of 10 

soldiers. 

 

You have the following skills: 

Endurance 

Military Lore 

Intimidation 

 

Finally, come up with one friend, enemy, or other 

associate with whom you have an important 

relationship (it may or may not be another player): 
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Matriarch 

 

You are the wife of a nobleman, or perhaps a dowager 

mother or aunt. Everyone looks to you for your wisdom, 

whether they know it or not. 

 

You start the game with the following equipment: 

2 sets of noble clothing 

Signet ring 

Ceremonial needle used in blood magic ritual 

Parure (matching jewelry set worth 500GP: while you 

wear it, members of the lower classes must make a 

Charisma check to lay their filthy hands on you) 

 

You are responsible for keeping society running. If your 

scheming leads to a marriage or engagement, you get a 

+1 on all attacks and skill checks for the rest of the 

game. If the marriage involves one of your descendants, 

you get a +1 bonus to damage rolls and saving throws as 

well. 

 

You have the following skills: 

Diplomacy 

Society lore 

Heraldry and lineage 

Intimidation 

 

Finally, come up with one friend, enemy, or other 

associate with whom you have an important 

relationship (it may or may not be another player): 
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