
Be the Change You Wish to Sea
Character Sheets
[bookmark: _9hs632u7v3fm]Merfolk: Sophos
[bookmark: _bn0bkas8iymp]“Magic can bring back the dead, but it cannot make them live again.” 
Once you were a powerful mage of Atlantis. You remember how the city stood, and you have been there each step of the way to make sure none of the children forget. As you listen to some of them speak of bringing back this old world, though, you wonder if you’ve taught them the right lessons.
[bookmark: _hg8opnuwvop3]History
When the world was drowning, you were there. You knew not everyone could make it into the ships to escape, so you harnessed your magic with the other scholars – you helped to change people so they could survive beneath the waves. You turned them into merfolk: gave them fish tails and gills. You thought you were freeing your people, letting them follow their homes into the ocean. Now, you’re not too sure if that was the best idea…

While many merfolk talk of bringing back all that the Atlanteans lost, you’re not sure if that’s a good thing. There is a difference between remembering the past and repeating it: how would you learn anything? After all, the world drowned for a reason, and you don’t want to repeat the mistakes of the past. Sometimes, during long stormy nights, you wonder if the Atlanteans were at fault for the drowning of the world. You leave that thought out of the history you teach to the young ones, but you wonder if you should. 
[bookmark: _lc7lisk38jzn]Objectives
· What happens to you is not as important anymore. You’ve lived as both a human and a merfolk, and you’ve liked both well enough. But if you have to change in order to change the world, then you’d be more than willing to do your part.
· The old world is gone, and the new world ought to be something fresh for the next generations to sculpt. Let them raise their own cities, or make their own adventures. Just… something different. Something to look forward to; they can leave the history to you. 
· If you could just have a little piece of home... just a piece. To remember things by. Call it the sentiment of an old scholar. 
[bookmark: _au45iekeq6ag]Powers
In sharing a memory from when Atlantis was above the waves, you can aid your companion when they gamble. Add or subtract one from the total.
[bookmark: _rt8mli4kbcoo]

[bookmark: _mn797eb8jptb]Merfolk: Sophos
[bookmark: _95a5pkt91ok3]Relationships
Count the number of PCs. Pay no mind to the relationships listed beyond that number. 
1. Sophos (Merfolk): This is you.
2. Captain Red Bo (Pirate): A boisterous pirate captain. They seem almost larger than life – they have a vigor of youth about them.
3. Nikephoros (Merfolk): Another merfolk, they are much more sure of themself and their traditional ideals than you are, in spite of – or perhaps because of – the fact that you study the history of your world. They had a clear reaction to seeing Captain Red Bo again. Perhaps there’s some kind of history there?
4. Young Sam (Pirate): A young sailor, still rather green around the ears. They seem very unsure, but full of hope.
5. Mairéad (Selkie): You almost didn’t recognize them as one of the little selkie pups you used to try to teach history to (selkies make terrible students). You’re happy to see that they’re still alive, after these turbulent years. 
6. Ghost: A ghost, faded below the waist. You’re not sure what they were, but they look rather sad.
7. Old Mel (Pirate): An old, grizzled sailor. Perhaps they were a cook, close to retirement.
8. Agapetos (Merfolk): Where you ever that young? It’s almost painful, how earnest and hopeful and naive they are. Still, maybe that’s what this new world needs: the young and hopeful.
9. Selu (Selkie): A very relaxed selkie. Their smile comes easy, and they look ready for a good time.
10. Rotten Richmond (Pirate): An unhappy, disheveled pirate. Their clothing is ragged and faded, and they seem very bitter about something.
11. Zenais (Merfolk): Why, it’s another of your old students! Zenais was too young when Atlantis sank to remember much of that time, and it seems to have spared them a good deal of bitterness. You do wonder what sort of odd life they lead, on the frontiers of the sea, fraternizing with all sorts of passing flotsam. 
12. Azi (Fire Djinn): Goodness me, is that the old fire djinn you used to summon for rituals? They did their job well enough but, uh, they can be a little bit of a wildcard… might want to keep your eye on them.
13. Eoin (Selkie): An intense, studious selkie. They seem very passionate about the rocks and ruins under the sea, and keep staring at you when they think you’re not looking.
14. Dwyn (Selkie): An old, grumpy-looking selkie. They look ready to give someone a piece of their mind.



[bookmark: _hlpz2ornrzjm]Pirate: Captain Red Bo
[bookmark: _ksadrtc9iexr]“Have you never woken with your shipmates at your sides and the stars above your head? Then you haven’t tasted true freedom yet.”
Some came to the sea for gold, some for escape; you came for both! A seasoned swashbuckling pirate captain, you know that danger always awaits over the horizon – but it sure beats the pants off of boredom. This new world promised by the Spirits is full of seas uncharted, lands unfounded, endless possibilities and opportunities... It makes your heart sing just thinking of it. 
[bookmark: _xh9yz5827z5q]History
To be a pirate is to have cast yourself out – to embrace the unknown, to kiss the horizon. You’ve held to that worldview since you first heard it as a young sprog, and you’ve proven it time and time again. Since your fledgling days as a young deckhand, you’ve gone from first mate, to quartermaster, to a captain of your own vessel in a whirlwind of salt, sand, and blood. You’ve led a crew for scores of years, and done well by them. Not even the sinking of the world could stop you!

You’ve had your scuffles, of course. More than once you’ve had to go toe-to-toe with another vessel, or with the merfolk that lurk beneath the waves -- dangerous of course, but well worth it. Your most persistent foe has been Nikephoros, once an admiral of Atlantis, now a fish with delusions of grandeur. They’re also the cause of the worst battle you had, the only one you regret: blown off course in a storm-lashed night, you had spotted treasure in the depths below. Thinking to make something of a bad business, you moved in -- only for Nikephoros to appear from the waves. They claimed the treasure for Atlantis, and their merfolk had weapons to back them up. The clash was vicious and immediate: at your word, your crew fired the cannons to teach the wretched merfolk a thing or two. The tide might have been turning, until your bosun, Wrathful Rathbone, was cut down by Nikephoros themself. Full of vengeance, you were about to close on your enemy when a cry went up: someone had found the body of a selkie who had swum too close to the fight. With the death of an innocent on your hands, you couldn’t continue the battle. To their credit, Nikephoros gave honor to the poor selkie -- but it never would have happened if the merfolk hadn’t been so warlike in the first place. You swore you’d never return to the cursed scene, and left Nikephoros to the bloody gold. So too, you swore that night to never take another life, and have held your crew to that promise.

As time wore on, the barnacles bit into your ship, and the storms slowly eroded the planks and claimed what crew was left. There has hardly been land to set foot on for refitting. So when the imperious voice of the sea itself sang out to you one stormy night, you stopped and listened. You did what you could to bring your ship and remaining crew to safe harbor on this gods-forsaken spit of land... well, at least the crew made it. Your ship is wrecked beyond repair. The voice promised you a new world. Can you imagine the adventures that await you there? 
[bookmark: _6hd4serisdvz]Pirate: Captain Red Bo
[bookmark: _tv2e2m4124aa]Objectives
· You want the new world to be full of adventures. Flying golden lemurs! Jungles a mile high! Sea monsters lurking in hidden coves! And more, the kind of freedom and adventure that comes untainted by death. You’re not going to let the world return to those old Atlantean wrecks under the sea. 
· Nothing matters more to you than the safety of your crew. And – well – at the moment, “crew” means anyone you’ve given refuge aboard your sea vessel. But it’s better than nothing. A pirate’s loyalty isn’t easily swayed. 
· You’re a pirate of modest ambitions – you only want a few bucketloads of treasure and the wind at your back, is that too much to ask? – but if you were granted a single wish, you might give your beautiful and broken ship, now sinking beneath sea, a second shot at life. 
[bookmark: _vi8radcebqqm]Powers
By reminding the sea of what you’ve won from it, you can aid your companion when they gamble. Choose to have both Spirit Dice added or subtracted.
[bookmark: _l4fnolt4z3fz]

[bookmark: _of2xztbb9n3o]Pirate: Captain Red Bo
[bookmark: _535mq3jsepky]Relationships
Count the number of PCs. Pay no mind to the relationships listed beyond that number. 
1. Sophos (Merfolk): An older, worried-looking merfolk. They have the air of a scholar about them.
2. Captain Red Bo (Pirate): This is you.
3. Nikephoros (Merfolk): Oh. Them. You’ve had your fights, off and on throughout the years, but you haven’t laid eyes on them since that bloody night. You can’t believe they’ve turned up now of all times, like a bad coin. Aas if they had any right to shape the world to their over-romanticized idea of the past, with no place in it for you and yours! You could say they’re your rival... but that’d be giving them too much credit. For the sake of that selkie, you’ll do your best to keep things civil., but by the Spirits if you hear them yearn for the good old Atlantean harbors one more time, you might jump ship. Dragging all those old wrecks out of the waves just for nostalgia’s sake? Absolutely not!
4. Young Sam (Pirate): This young deckhand’s earning their stripes – they’re still a young sprog, finding their place in the world. You’ve been trying to mentor them, give them a bit o’ spit and polish, but it’s been hard. You imagine they may be lonely, sailing with a crew of three. Well, all that’s about to change! 
5. Mairéad (Selkie): A tired-looking selkie. They seem lonely, but friendly.
6. Ghost: A ghost? Here? You... you make a habit of keeping healthily superstitious, but... well, it’s the end of the world. You can share a table with a ghost, you suppose. But that... that’s a familiar face. Where have you... Oh dear. Oh. You think you might know how this ghost died, and... it might have been by your hand. 
7. Old Mel (Pirate): Ah, Old Mel. A stalwart and solid companion if there ever was one. They’ve been with you through many adventures – they were showing you the ropes when you were only a fledgling on your first ship! And, well... You’re beginning to worry that, despite their spirit, they might not have that many adventures left in them. 
8. Agapetos (Merfolk): A wide-eyed merfolk. They have a questioning, hopeful air about them.
9. Selu (Selkie): A very relaxed selkie. Their smile comes easy, and they look ready for a good time.
10. Rotten Richmond (Pirate): This poor sod has caught the raw end of a sour deal. What sort of heartless cads marooned them on this island to rot? Well, besides the heartless cads you share bunks with, of course. Well, now’s a good time to bring them back into the fold! They’ll surely be pleased to have a deck beneath their feet and sails above their head once more.
11. Zenais (Merfolk): A friendly, pleasant merfolk. Their voice is captivating, and they’re clearly very personable.
12. Azi (Fire Djinn): A being of smokeless fire. This person clearly isn’t mortal. Haven’t you seen this odd creature smoking beneath Old Mel’s soup pots?
13. Eoin (Selkie): An intense, studious selkie. They seem very passionate about the rocks and ruins under the sea.
14. Dwyn (Selkie): Ah, grand old Dwyn! You still remember the first time you sailed into their cave, seeking shelter in your schooner. They’re a gruff old bird, but you warmed their heart with tales of your adventures. It’s good to see them getting out and about again!



[bookmark: _7coy0drp9px3]Merfolk: Nikephoros
[bookmark: _7urlltgmyr2i]“When the castles come rising out of the waves, it’ll take your breath away.” 
You remember the days of grandeur, when you led fleets of Atlantean warriors on ships of white and bronze. Now, stuck in the ocean with a fish’s tail and a ragtag group of survivors, you’re looking for a way to turn back time. Your people’s accomplishments took blood and sweat and tears to create, and it shall not be forgotten!
[bookmark: _y06zvxv474vg]History
You were once a highly reputed admiral of Atlantis. You led marvelous vessels, exquisitely carved galleons, fleets of navy ships. The ships these self proclaimed pirates sail have nothing on the fleet you once lead, save that they still ride above the waves while your beautiful works of art are all in splinters on the seafloor now. You have lead the merfolk, those who remained true to Atlantis, as well and as wisely as you could. But over the years you have seen your once proud people reduced to a scattered little troupe of survivors left to scavenge from the ruins. 

If that weren’t bad enough, there were the pirates to contend with. Though they chose to leave Atlantis behind, they still seem to think anything that glitters belongs to them alone. The worst offender, Red Bo, continually plagued you. Not long ago they used a storm as cover to sail directly into one of the last bastions of true Atlantis, and what followed was the bloodiest night you’ve survived. They shot your lieutenant, Melanthios, with their opening volley. You struck down another pirate to try and get to this captain, but halted when you saw the limp body of a selkie. That poor soul had no part in this, and their death was a mark against your honor. You halted the fighting and allowed Red Bo to sail away that day, but only after you made them swear on whatever scraps of honor they had left that they would never again return to your waters, and never permit the death of an innocent. 

Much though you’re loathe to admit it, the ruins of your once great city cannot support the merfolk who remain. So when the Spirit of the Sea sang you a prophecy, you gathered the Atlanteans you could find and led them to the shore where a new world could be born. They’ll remember you someday, in the dawn of the new lands – the great admiral who led the Atlanteans out of despair. Let these lost vagabonds and cutthroats parade about like courting seabirds. Set responsibilities on their shoulders, and watch them wilt like wildflowers. Hah! They know nothing of true leadership – of true loyalty. 
[bookmark: _mx6rey5wx3lw]

[bookmark: _bl0sxseu7tw]Merfolk: Nikephoros
[bookmark: _vp48odhpt198]Objectives
· You long for the feel of fresh air on your face, and the warm wood of your ship beneath your feet. If only you could look behind you and see the fleets of Atlantis once more departing from a silver-white harbor, following your flag. And more, you wish to be human again. This fishy body is a curse, a temporary setback – that’s all. You’ll be back soon enough!
· Like a still-ragged hole in your chest, you feel the empty longing for your lost empire, with all of its familiar cities, fields, forests, and fjords. Whatever godly mistake made the whole thing sink beneath the sea, let it be gone. Erase it! Turn back time, and bring the old countries back out of the waves. Return them stone by stone, to every last detail. You shall not be so unjustly punished, and with the worst sentence of all: being forgotten. Being left behind.
· You still haven’t forgotten the face of that selkie, or of the other deaths you’re responsible for. You’ll fight for what you believe, fiercely, but you won’t kill for it, not anymore. And you won’t let anyone else do so, either.
[bookmark: _kse83u7np1el]Powers
By reminding the sea of what it has taken from you, you can aid your companion when they gamble. Choose to have both Spirit Dice added or subtracted.
[bookmark: _7ab5evpdijrs]

[bookmark: _45j3wqnirepx]Merfolk: Nikephoros
[bookmark: _obt1ukzdbbot]Relationships
Count the number of PCs. Pay no mind to the relationships listed beyond that number. 
1. Sophos (Merfolk): An older mage, one of the few left older than yourself, who saved you and your people when Atlantis sank. They’re a hero. All they seem to do is worry these days, though. They need to focus and remember their own past. 
2. Captain Red Bo (Pirate): That damned marauder! You fought often over the years, but you haven’t laid eyes on them since that bloody night. You can’t believe they’d dare show their face here, as if they had any right to shape the world in the images of criminals. You suppose they haven’t reneged on their word in order to be here, but it’s probably only a matter of time. You need to hold them accountable, to be sure their lack of respect does not taint the possibilities of a new world.
3. Nikephoros (Merfolk): This is you.
4. Young Sam (Pirate): A young sailor, still rather green around the ears. They seem very unsure, but full of hope.
5. Mairéad (Selkie): A tired-looking selkie. They seem lonely, but friendly.
6. Ghost: A ghost? Well, you’ve seen magic do stranger things – so why not have their be ghosts too? But they… they look familiar. It’s like you’ve seen them in… oh… oh no. You do know that person. And you’ve pretty sure that you were the one who killed them.
7. Old Mel (Pirate): An old, grizzled sailor. Perhaps they were a cook, close to retirement.
8. Agapetos (Merfolk): Well, they’re headstrong, you’ll give them that. That’s about the only virtue this little fry could claim. You’ll have to keep an eye on them, but you hope they’ll find a newfound respect for their home when the new world returns. 
9. Selu (Selkie): A very relaxed selkie. Their smile comes easy, and they look ready for a good time.
10. Rotten Richmond (Pirate): An unhappy, disheveled pirate. Their clothing is ragged and faded, and they seem very bitter about something.
11. Zenais (Merfolk): Another merfolk, one that lives on the edges of the Atlantean territories – so they have more interactions with humans and selkies than you’re quite comfortable with. You’re not sure if you approve of their... usual profession, but you admire their genial approach to life. Compromise is all well and good. Well, most of the time. 
12. Azi (Fire Djinn): A being of smokeless fire. This person clearly isn’t mortal, but you’re not sure what else they could be.
13. Eoin (Selkie): An intense, studious selkie. They seem very passionate about the rocks and ruins under the sea.
14. Dwyn (Selkie): An old, grumpy-looking selkie. They look ready to give someone a piece of their mind.


[bookmark: _k1ky2hkxai2y]

[bookmark: _uljzf5ya2yia]Pirate: Young Sam
[bookmark: _4zr84fj0x94t]“This sounds just like something out of a story!”
When your parents told you stories of the old world and the seaborne adventures to be found there, you didn’t picture this: an empty ship on a lonely sea. You may only be a young, naive deckhand, but you hope there’s something more to the world than this. A real home. A real family. It doesn’t have to be much – it just has to be yours. 
[bookmark: _zgbcukp8mklo]History
You know you should feel lucky. When your parents died at sea, you were lucky to have Agapetos pick you up; when your crewmates perished in the fierce ocean storms, you were lucky to escape their lonely sea burial. You should feel happy. You’re living your dreams, after all, playing out the romantic stories your parents told you before bed! And you are grateful, truly. You love your eclectic captain and their strange ambitions, but... this vast sea and empty ship can’t be the only thing to look forward to in life. 

When you stare long enough at the stars, your dreams whisper the same thing. A new world beckons in them, a place shining with possibilities, with adventure. Your captain, Red Bo, is already setting a course for the last remaining island in the world, all eager with ambitions and ideas. You... you really don’t know what you want a world to look like. Not yet. But, hey, anything would be better than this. 
[bookmark: _bz1rppjjv3m8]Objectives
· More than anything, you want to find your place in the world. Maybe you don’t quite know your calling now, but anything is possible with an eager attitude and a hero-worshipping complex!
· This new land being made – can you really influence it at all? You’re not so sure. You’re barely eighteen, after all, and all of these strangers know far more than you do. But if you’ve got a chance, you want to put your fingerprints on it somehow. 
· Wouldn’t it be cool to be able to fly? 
[bookmark: _f454972yxymy]Powers
By giving your companion something they want from you, you can aid your companion when they gamble. Ignore the results of 1 Spirit Die. 
[bookmark: _682e98rfs4d6]

[bookmark: _vmmakjn4p9xc]Pirate: Young Sam
[bookmark: _aldgatppyau0]Relationships
Count the number of PCs. Pay no mind to the relationships listed beyond that number. 
1. Sophos (Merfolk): An older, worried-looking merfolk. They have the air of a scholar about them.
2. Captain Red Bo (Pirate): This is your captain, the person that saved you from an early orphan death at sea. You’ve looked up to them your whole life, quirks and all. And they believe so strongly in the pirate’s code. They’d be flabbergasted if you told them your own passion for it is waning.
3. Nikephoros (Merfolk): A proud, regal merfolk. You think they might have been important, once.
4. Young Sam (Pirate): This is you.
5. Mairéad (Selkie): You’ve never met a selkie before! The first time they followed your ship across the calm southern waters, you thought you were dreaming. If all selkies are this nice, you can’t wait to meet more of them.
6. Ghost: A ghost, faded below the waist. You’re not sure what they were, but they look rather sad.
7. Old Mel (Pirate): This old cook has acted as your adopted grandparent since you got on this ship. Their wistful, romantic tales remind you of your mother’s sea shanties, and their creaking joints remind you of the ship that’s been your home for the last thirteen years. You can’t imagine a life without them. 
8. Agapetos (Merfolk): One stormy, torrential night, you were flung overboard by a gale. You surely would have drowned if not for a mysterious merfolk stranger, who caught you in a net and placed you, safe and sound, back on the deck of your ship. Since then, you’ve only caught glimpses of them in the waters. Perhaps now is the perfect time to finally say thank you. 
9. Selu (Selkie): A very relaxed selkie. Their smile comes easy, and they look ready for a good time.
10. Rotten Richmond (Pirate): You recognize this poor creature as a marooned pirate. You’ve even heard rumors that the captain that abandoned them was none other than one of the esteemed old pirate lords that you’ve heard so many tales about. You can’t believe one of your childhood heroes would do something that cruel, though.
11. Zenais (Merfolk): A friendly, pleasant merfolk. Their voice is captivating, and they’re clearly very personable.
12. Azi (Fire Djinn): A being of smokeless fire. This person clearly isn’t mortal, but you’re not sure what else they could be.
13. Eoin (Selkie): An intense, studious selkie. They seem very passionate about the rocks and ruins under the sea.
14. Dwyn (Selkie): An old, grumpy-looking selkie. They look ready to give someone a piece of their mind.

[bookmark: _7enxu33qvf4k]Selkie: Mairéad
[bookmark: _pt0g9ua5gban]“What’s adventure without somewhere to go home to?” 
You are so very lonely and so terribly tired. While you were always taught to live in the now, lately going with the flow hasn’t done you any good. You long for a tasty fish, a warm patch of sun, a smooth rock slide into the ocean, and all the general comforts of life. Preserving the past or pushing forth into the future are all meaningless without a stable home and a nice place to just exist.
[bookmark: _ck1ujgnnv5nf]History
Time was, when there were fierce storms, you went on land with your friends and piled in a nice cave – with a happy little fire, sometimes. But the last good spot like that got swallowed, your friends all got pulled away on different tides, and you were left alone. Cold. Pretty hungry. And you couldn’t even sulk that well, because huge horrible waves were bashing you all about! You’d just about given up when you found yourself in a still place between the waters, and the Spirit of the Sea itself sanga prophecy right to you.

The prophecy gave you a new kind of hope. Maybe the world is always changing, just like you! Slipping between one skin and another, depending on what feels best. Once the rest of the storm quieted, you made your way to the last piece of land, just as the Spirit described. Now you have a chance to make a world worth living in again.
[bookmark: _6znnjo95fvcr]Objectives
· You want a really nice stretch of land that’s warm and comfortable – oooh, with a lot of smooth rocks to lay out on, and right nearby, there’d be really yummy fish to catch... Yeah...
· You want to help your friends so that they can be happy and live comfortably too – preferably WITH you, so you can all have fun together.
· Being a selkie is objectively the best thing to be, obviously. At least, when the world is behaving itself and there are other selkies to play with! If making a worthwhile world means transforming yourself, you’ll do it, but you hope you can help some of your friends to transform into selkies too!
[bookmark: _l0firsl8nsm6]Powers
If you can get someone to laugh, you can aid your companion when they gamble. Reroll either the Soul Die or both Spirit Dice.
[bookmark: _cv138xl53hth]

[bookmark: _i60ztnwmiu2n]Selkie: Mairéad
[bookmark: _bibttn60t74q]Relationships
Count the number of PCs. Pay no mind to the relationships listed beyond that number. 
1. Sophos (Merfolk): Oh, it’s really nice to see them again! They were always kind to you and the other pups, telling you stories of the things that once were and sharing fish you’d never tasted from down in the depths of the ocean. They look so worried now – you’d like to see them laugh again!
2. Captain Red Bo (Pirate): A boisterous pirate captain. They seem almost larger than life.
3. Nikephoros (Merfolk): A proud, regal merfolk. You think they might have been important, once.
4. Young Sam (Pirate): A young pirate deckhand – this is the first human you ever met. They were staring out into the water from the prow of their ship, and were so surprised when you shifted forms that they fell right over. You laughed and laughed – it was the funniest thing you’ve seen in a long time. They obviously think pretty highly of that captain of theirs, but it’s obvious that a life of uncertainty has taken its toll on the poor thing. 
5. Mairéad (Selkie): This is you.
6. Ghost: A ghost, faded below the waist. You’re not sure what they were, but they look rather sad.
7. Old Mel (Pirate): An old, grizzled sailor. Perhaps they were a cook, close to retirement.
8. Agapetos (Merfolk): A wide-eyed merfolk. They have a questioning, hopeful air about them.
9. Selu (Selkie): Hey! You haven’t seen this person in a while - not since you got seperated in a storm. You’ll have to catch up, they’ve grown so much bigger! You remember that they were always looking for a good time, so maybe this weird conference will be fun after all. 
10. Rotten Richmond (Pirate): An unhappy, disheveled pirate. Their clothing is ragged and faded, and they seem very bitter about something.
11. Zenais (Merfolk): A friendly, pleasant merfolk. Their voice is captivating, and they’re clearly very personable.
12. Azi (Fire Djinn): A being of smokeless fire. This person clearly isn’t mortal, but you’re not sure what else they could be.
13. Eoin (Selkie): You remember them from when you were both pups, exploring and playing together with the families. They were always picking up bits of ruins and asking about where they came from, and hanging on every word you remembered from Sophos’ lessons (they’re younger than you, born after Sophos had moved on). That was fun for a while, but it was never your passion. You’re glad they’ve made it here, though.
14. Dwyn (Selkie): Wait -- that’s Elder Dwyn! You remember them as one of the oldest selkies, who you were taught to treat with great respect when you were a pup and the families were still together. They look no older than they were then (which was admittedly pretty old. Like, the oldest selkie you’ve ever seen). You know that they value stubbornness, honesty, and practicality.

[bookmark: _nfio99fi206]Ghost
[bookmark: _uq8pf4agn1d]“Me? Oh... I’m nobody. Nobody I remember, anyway.” 
You don’t remember much of the world before you died: the feel of a breeze, the warmth of rum, the taste of soup… and salad. It was lovely. Shame you don’t really remember it. But bits and pieces are coming back to you slowly - probably has something to do with that strange silver egg. Maybe, just maybe, you’ll be able to remember who you are… who you were. 
[bookmark: _iljcmpdng2dq]History
Something hit you, you think. There was a lot of shouting. And rain, slashing winds. There must have been a terrible storm. A fight of some kind happening, merfolk and pirates. You wanted it to stop. You don’t remember dying., You suppose that is what happened considering the fact that you are currently a ghost. You cannot even tell what faction you used to be a part of - you have no tail or legs, since everything below your waist is just a misty mess. 

But you do know that the energy of rebirth – the magic, coming in beautiful warm waves from the silver egg – is what drew you here and allowed you manifest yourself like this. It’s certainly amazing to be able to talk to people again but, what’s even more amazing, is the ability to pick things up. See that die? You can roll it. That bit of rope? You can pick it up and tie it in a knot. Being corporeal totally rocks.
[bookmark: _vyxc1sn9jc9p]Objectives
· You have lingered on this world for a while now, and it is getting tiring. It’s rough, being trapped between two worlds and being able to impact neither of them. You would really like to be able to always interact with things all the time. Or... maybe you just need to let go. 
· You know that ghosts have unfinished business in this world – something they need to be complete. You have no clue what that could be. You can’t even remember what, or who, you were. Maybe that’s a good first step -- perhaps someone here can help you find your name. 
· You long for the Old World, where you had a place – a future, even. Oh, and you could pick stuff up, which was great. But the idea of adventure and exploring is also so enticing. Maybe you’ll just listen and learn from these strangers. You’re bound to hear something you like. 
[bookmark: _p2hp7fk8n0c]Powers
If someone tells you their past, you can aid your companion when they gamble. Change the Soul Die to any value.
[bookmark: _w6qlwvx3ycyh]

[bookmark: _5h64ga4g5hw]Ghost
[bookmark: _hg1is058ki7]Relationships
Count the number of PCs. Pay no mind to the relationships listed beyond that number. 
1. Sophos (Merfolk): An older, worried-looking merfolk. They have the air of a scholar about them.
2. Captain Red Bo (Pirate): This dashing piratical fellow looks so achingly familiar - maybe an old friend, or something along those lines? You just know that they recognize you too. They have to! Maybe if you talk to them, you’ll be able to put together the pieces.
3. Nikephoros (Merfolk): That person! You know them! You know them from… from... nope. It’s no good. You recognize their face like you just saw it yesterday, but you can’t manage to place where. Clearly they have clues to who you were. Maybe they even know your family!
4. Young Sam (Pirate): A young sailor, still rather green around the ears. They seem very unsure, but full of hope.
5. Mairéad (Selkie): A tired-looking selkie. They seem lonely, but friendly.
6. Ghost: This is you.
7. Old Mel (Pirate): This old salty-looking pirate looks vaguely familiar, but it’s like trying to grab and hold the tide – you just can’t place their face. Maybe you saw them on a ship or something? Regardless, they seem nice enough. Maybe they’ll even cook one last meal for you. Might as well try and see if you can eat things. 
8. Agapetos (Merfolk): A wide-eyed merfolk. They have a questioning, hopeful air about them.
9. Selu (Selkie): A very relaxed selkie. Their smile comes easy, and they look ready for a good time.
10. Rotten Richmond (Pirate): An unhappy, disheveled pirate. Their clothing is ragged and faded, and they seem very bitter about something.
11. Zenais (Merfolk): A friendly, pleasant merfolk. Their voice is captivating, and they’re clearly very personable.
12. Azi (Fire Djinn): A being of smokeless fire. This person clearly isn’t mortal, but you’re not sure what else they could be.
13. Eoin (Selkie): This selkie seems more familiar than all the others. Have you seen them swimming before? The artifacts, you remember getting an earful about them. But where were you when that happened?
14. Dwyn (Selkie): An old, grumpy-looking selkie. They look ready to give someone a piece of their mind.

[bookmark: _imwcil5ouhc3]

[bookmark: _jty65sk9aow1]Pirate: Old Mel
[bookmark: _6t1fdvpcxhk0]“Did you hear about the time that I drank the devil under the table? Now that’s a story.”
The secret to cooking for a pirate crew? Make sure there’s plenty of rum to drown out the taste with. You’ve been a ship’s cook for a long time, and you’ve been a buccaneer for even longer – long enough to begin losing track of the years. Your old back hasn’t forgotten any of them, unfortunately. Alright, one last adventure, then – but just one. 
[bookmark: _pvo22146wvg2]History
Given half a chance and a strong whisky, you could tell tales that’d turn a lad’s hair white! Like that time you set off to hunt the giant white whale, the time when the whole crew was turned into pigs – oh, your joints are aching just thinking about it. Not many people around to listen to your old stories anymore, though. Or maybe the young people don’t realize what it means to be a true pirate. Ah, to have the splendor of youth, a whole life’s worth of freedom stretching before you. 

But you’ve got other concerns to think about now. Your children, your grandchildren, they’re out there somewhere. Some of them turned into merfolk to escape the monotony of the ships. Others are still clinging to some decaying dinghy, hoping to find land. Your soul’s still got the piratical colors flying on its mast, but your heart’s steering you in a different direction now. It was fun while it lasted, but you can’t help but wonder if the old harbors of Atlantis would be a better sight than the ever-stretching, ever-tempting horizon. 
[bookmark: _6c5mu0dewj3x]Objectives
· One last adventure. That’s not too much to ask, is it? Let’s make this an interesting one. Imagine, an old fellow like you, here for the end of the world! This’ll be something to tell the kids. 
· Despite everything – the swashing and buckling, the rosey sunrises above the waters, the many nights spent with the crew under the stars – you sometimes find yourself yearning for a white harbor to come back to. Wouldn’t Atlantis be safer for your grandkids than the perilous sea? Besides, having a proper navy might give these wet pirate pups something to fight for again. Like the golden days. 
· Whatever this world is like, it had better treat your family well. If you could see them again before you pass, that’d be the best treat in the world. If that means growing fins and plunging underwater, well, you suppose there are worse fates. 
[bookmark: _ah865drn532n]Powers
To help your gambling companion, give the Sea Spirit the name of a family member or friend you wish to keep safe. Add or subtract one from the total. 
[bookmark: _fybl4tjt6oc]Pirate: Old Mel
[bookmark: _b80wrxp1wtdj]Relationships
Count the number of PCs. Pay no mind to the relationships listed beyond that number. 
1. Sophos (Merfolk): An older, worried-looking merfolk. They have the air of a scholar about them.
2. Captain Red Bo (Pirate): This seaworthy captain has been your leader for many years now – and no finer a captain there is. They truly exemplify a proper pirate, calloused of hand and curved of sword. They’ve got a seemingly endless wellspring of ambition that makes you envious. Did you once have that youthful vigor? 
3. Nikephoros (Merfolk): A proud, regal merfolk. You think they might have been important, once.
4. Young Sam (Pirate): This welp was brought in only a few years ago, after their parents perished. You know you see some of your children in them – the bright, eager eyes and the curiosity. You’re trying not to get too attached, but you’re afraid it’s too late for that. They’ll be alright as long as you keep an eye on them. 
5. Mairéad (Selkie): A tired-looking selkie. They seem lonely, but friendly.
6. Ghost: Normally you’d flinch at the thought of a poltergeist, but this ghost’s face brings back fond feelings. Perhaps you knew them once... or perhaps it’s just your imagination. Regardless, you can’t help but feel sorry for their lack of memory. If you can help bring back memories of their family, you will.
7. Old Mel (Pirate): This is you.
8. Agapetos (Merfolk): A wide-eyed merfolk. They have a questioning, hopeful air about them.
9. Selu (Selkie): A very relaxed selkie. Their smile comes easy, and they look ready for a good time.
10. Rotten Richmond (Pirate): This stranger brings back vivid memories of your service aboard the infamous pirate lord Deadeyes Crowley. Crowley marooned many a sulky sailor, and Rotten Richmond was one of them. No doubt they’ve got some plan for revenge kicking about in their skull. Well, it’s a fool's errand – Crowley’s been dead for years.
11. Zenais (Merfolk): A friendly, pleasant merfolk. Their voice is captivating, and they’re clearly very personable.
12. Azi (Fire Djinn): This odd little Spirit has been acting as your cooking fire for the last few years. They find it rather embarrassing, but they were a little too weak to be much else. Besides, in a world of water, having a ready-made fire is a precious thing! You know it’s only a small Spirit, but you’ve gotten fond of the little scrapper. Since you came ashore, they seem bigger, stronger, more together. Maybe it’s the egg?
13. Eoin (Selkie): You’ve seen this selkie a time or twelve, bobbing along after the ship. They’re very friendly, like most selkies, and this one always seems to have an old pot or rusted do-dad at hand, and asks you about them. You’ve done your best to answer; they’re just so passionate and driven about it all! Sometimes they’d come with a friend, Inwe. Whatever happened to that one?
14. Dwyn(Selkie): An old, grumpy-looking selkie. They look ready to give someone a piece of their mind.

[bookmark: _3bjm48tq7lme]Merfolk: Agapetos
[bookmark: _ws6jzty2dnbq]“There’s nothing I wouldn’t give to live on the land...”
You may be imprisoned in the sea by your fish tail and gills, but the heart of an adventurer lies within you! This new world is your chance to make things right, to find your own place, and to feel sand beneath your toes for the first time. 
[bookmark: _w5hyj5167b0g]History
You don’t remember much of the old world – you were only a baby at the time. It was your ancestors who decided to take you into the sea, and of course you love them, and you’re grateful – you are! – but sometimes you wonder what would have happened if they had made a different decision. What’s wrong with the adventurous pirates on their grand galleons, swashbuckling their way through danger? After all, they’re going out and discovering new things, and we’re stuck down here. 

You know the other merfolk have warned you against it, but you’ve even met some pirates, and they don’t seem all that bad, really. Some of them are even... well, cute. And really nice. And as much as you love the old buildings and the thousand Atlantean spires, as many times as you’ve listened to the tales of the old empire’s great achievements – well, you don’t really get what the big deal was. Yeah, it happened, but it’s over now, right? You’ve been circling the pirate ships for years now, yearning to join their adventures – isn’t now your chance? And maybe you’ll get to meet a certain young pirate again... 
[bookmark: _252n3tg3av4o]Objectives
· By all the Spirits, it would be nice to get out of the sea, to stretch real legs and see land that isn’t a sandy shore. You want to explore, to find new things. You want to press your hand on a rock that’s never been touched before! 
· They say this silver egg – the one that’ll hatch the future – can change you, transform you. Why can’t it make me human? That’s how the ancestors lived, isn’t it? If anything, I’ll be furthering the traditions of my ancestors, just like my elders tell me to! 
· It’s kind of silly, of course, but... you might want to make a friend. A real friend, and not one of the merfolk. That young pirate – the one you saved long ago in a storm – they seem... nice. Maybe you could... talk to them, if you weren’t so... well, never mind. 
[bookmark: _ig0zxjlep95o]Powers
In sharing a hope for the future world, you can aid your companion when they gamble. Roll another Spirit Die, which you can add or subtract from the total.

[bookmark: _i4udmvruveu]Merfolk: Agapetos
[bookmark: _rwhil2bqsa5j]Relationships
Count the number of PCs. Pay no mind to the relationships listed beyond that number. 
1. Sophos (Merfolk): This is a merfolk who remembers Atlantis as it was, before the sinking. They’re probably pretty old-fashioned. Maybe, though, if you phrased it in just the right way, you could get them to understand how you feel about the future. They want to be human again too, right? 
2. Captain Red Bo (Pirate): A boisterous pirate captain. They seem almost larger than life.
3. Nikephoros (Merfolk): Oh, they’re a very big deal. You’ve heard them go on about the glory days, and the wonders of battle, and the fleets of ships... You like those stories. The other ones about respecting traditions and whatnot... not so much. 
4. Young Sam (Pirate): This is your friend! Okay, well, you don’t know each other yet. You saved them from drowning, once, a while ago. You’re sure they still remember you, because sometimes you catch glimpses of them atop their pirate ship. Maybe... maybe this is your chance to get to know each other better!
5. Mairéad (Selkie): A tired-looking selkie. They seem lonely, but friendly.
6. Ghost: A ghost, faded below the waist. You’re not sure what they were, but they look rather sad.
7. Old Mel (Pirate): An old, grizzled sailor. Perhaps they were a cook, close to retirement.
8. Agapetos (Merfolk): This is you.
9. Selu (Selkie): A very relaxed selkie. Their smile comes easy, and they look ready for a good time.
10. Rotten Richmond (Pirate): An unhappy, disheveled pirate. Their clothing is ragged and faded, and they seem very bitter about something.
11. Zenais (Merfolk): They’re a bit of a loner, always going off on their own to wander the edges of the Atlantean wastes. You used to look up to them. You’ve tried talking to them – and they almost get it – and that’s the most frustrating thing! They’re not so wrapped up in tradition, but they don’t seem to want to do anything! Don’t they want to explore? Isn’t that why they keep wandering off? 
12. Azi (Fire Djinn): A being of smokeless fire. This person clearly isn’t mortal, but you’re not sure what else they could be.
13. Eoin (Selkie): A selkie you know fairly well, as they have a passion for artifacts and ruins. You’ve done your best to answer their questions, and they’ve told you all they can about what it’s like on land. You admit you’re a little envious of them, able to go anywhere, free to roam. They don’t seem to see how lucky they are.
14. Dwyn (Selkie): An old, grumpy-looking selkie. They look ready to give someone a piece of their mind.

[bookmark: _88haaq6wkcyh]Selkie: Selu
[bookmark: _flquxzpmfnqe]“Time to party like it’s the end of the world.” 
Wow, there’s a lot of people here...Bet they’d all like to have a fun time! Except….okay, actually they all seem to be arguing with each other about what they want the world to be. That’s… unfortunate. Everyone needs to calm down, knuckle down, and figure this whole situation out together. Then we can have the New World party! That’s why we’re here, right? 
[bookmark: _mmbql7kjcx86]History
Big storms used to mean party time, whether by land or by sea. You loved hanging out with the merfolk, but partying on land meant dancing on your human feet, and that was cool too. You haven’t really gotten to dance recently... not since most of the land disappeared. Even worse, since the sea started rising, the tides have been cutting you off from your friends. You haven’t seen some of your buddies in a while, not after some tough storms. You’ve mostly been hanging on this island with Rotten Richmond and Zenais. Not your usual crowd, but you’ve gotten pretty close. To Zenais, anyway. You’re normally pretty chill, but Richmond’s complaining sometimes grinds your gears. 

You’ve been getting these dreams, though: the ones that tell you to come and watch the new world hatching. That sounds great – like a northern lights display! Well, as long as your new friends are happy and getting along, anyway. That... might not be happening. But hey, you can make it happen. Compromise is the way to go! A mix of everyone is going to be the most interesting world, anyway. 
[bookmark: _5bwt26h3lj1r]Objectives
· Everyone should be happy! Everyone should have fun! It’s the end of the world – don’t you want to enjoy it? You hope these weird strangers don’t ruin it with their bickering.
· What? Transform? Well, you guess that might be cool. But being a Selkie is great. You love dancing in the sea; you love dancing on land. Losing one would be sad – and you’re so fond of your seal coat! Do we really have to? 
· Turtles. Can we have turtles in the new world? You hope they have turtles there. You just like turtles. They’re neat.
[bookmark: _9mwjlb1g4yl]Powers
By calming someone down, you can aid your companion when they gamble. Ignore the results of one Spirit Die.
[bookmark: _ykb4uxx6zqiv]

[bookmark: _ycqycn163gnl]Selkie: Selu
[bookmark: _jos98lb51gn4]Relationships
Count the number of PCs. Pay no mind to the relationships listed beyond that number. 
1. Sophos (Merfolk): An older, worried-looking merfolk. They have the air of a scholar about them.
2. Captain Red Bo (Pirate): A boisterous pirate captain. They seem almost larger than life.
3. Nikephoros (Merfolk): A proud, regal merfolk. You think they might have been important, once.
4. Young Sam (Pirate): A young sailor, still rather green around the ears. They seem very unsure, but full of hope.
5. Mairéad (Selkie): This is an old selkie buddy; you got along great. You lost them in a storm a while back and haven’t seen them since; you guess they followed the flow in a new direction, huh? But it’s a good thing they seem to be safe! Maybe the two of you can hang out and get some fish or something.
6. Ghost: A ghost, faded below the waist. You’re not sure what they were, but they look rather sad.
7. Old Mel (Pirate): An old, grizzled sailor. Perhaps they were a cook, close to retirement.
8. Agapetos (Merfolk): A wide-eyed merfolk. They have a questioning, hopeful air about them.
9. Selu (Selkie): This is you.
10. Rotten Richmond (Pirate): An unhappy, disheveled pirate. Their clothing is ragged and faded, and they’re always complaining about something. Usually the marooning. I mean, they’re... cool. You guess. They got dumped on your favorite rock, and that isn’t their fault - you figured you could help them out. Or at least hang. Not like they’re going anywhere without a boat.
11. Zenais (Merfolk): You used to party with them all the time at the underwater merfolk gigs. They’re really chill, their singing is spectacular, and besides, they tend to like helping people get along. You have that in common, right? You’re looking forward to partying with them on land someday. 
12. Azi (Fire Djinn): A being of smokeless fire. This person clearly isn’t mortal, but you’re not sure what else they could be.
13. Eoin (Selkie): An intense, studious selkie. They seem very passionate about the rocks and ruins under the sea. You met them a few times before; they were always so focused on their rocks and relics. They ought to cut loose, live a little, maybe find a nice fish to chew on.
14. Dwyn (Selkie): Wait -- that’s Elder Dwyn! You remember them as one of the oldest selkies, who you were taught to treat with great respect when you were a pup and the families were still together. They look no older than they were then (which was admittedly pretty old. Like, the oldest selkie you’ve ever seen). You know that they value stubbornness, honesty, and practicality.


[bookmark: _igvnw234dvfb]

[bookmark: _esjx7rbafpe8]Pirate: Rotten Richmond
[bookmark: _yy2ykidyklqz]“What? These old bleached rags? I only wear these when I don’t care how I look.” 
Remember when life was good? When the sailing was easy? Yeah, that was before you were marooned on this gods-forsaken rock. Long ago you may have gotten teary-eyed at the mention of the pirate code; you may have saluted across the waters at the skull and crossbones. But sentiment like that is for the lucky ones. You were abandoned years ago, and you haven’t forgotten. 
[bookmark: _7nbqxg4afd6x]History
You have been marooned on this no-good hunk of rock for a long time now – dumped here by the very crewmates you used to think so highly of and your captain Deadeyes Crowley. You’ve lost track of the days, but your clothes are ragged and faded from the time you’ve spent here. Fresh water is hard to find, but it storms frequently enough, and – thanks to the merfolk – at least you have enough food to eat. You’ve been surviving – barely. Recently, though, you’ve noticed the encroaching tide, lapping closer and closer to your chapped and sunburned feet. Just yesterday, you woke up half in the water! You barely have room to sleep, your only food is merfolk scraps... And now suddenly this “silver egg” is hatching right on your doorstep, and everyone’s interested in getting you off this rock? Do they expect you to be grateful? Fat chance. 

The only one you’ll give the time of day is Zenais. They didn’t abandon you. Sure, raw seafood might not be the highest cuisine, but it’s kept you alive so far, and the company’s prevented you from going insane with sheer lonely boredom. You can admit, begrudgingly, that the new faces are a nice change. Who knows. Maybe this new world will be more tolerable than the last one. 
[bookmark: _cqg0hit79zns]Objectives
· You just want off this fish-stinking hunk of barren rock. It doesn’t matter how, doesn’t matter where. Slap a tail on me, add some gills; whatever it takes to get somewhere else. 
· What, you, bitter? No, not at all. But if the pirates that stuck you here got what’s coming to them, that’d be real nice. Hell, most pirates are scumbags, and this new world shouldn’t have nearly as many of them. 
· You’ve had enough of “adventure”. You’d much rather something, anything familiar. Maybe your family is still alive. Maybe you still have friends somewhere under the sea. The chance to go back to the old world, with its spiraling towers and happy marketplaces… You’d give anything to have that. 
[bookmark: _r63dm57r284c]Powers
In forgiving your old crew, or at least venting about them, you can aid your companion when they gamble. Roll another Spirit Die, which you can add or subtract from the total.
[bookmark: _6iyiy2u3u23x]Pirate: Rotten Richmond
[bookmark: _5gact6z888vf]Relationships
Count the number of PCs. Pay no mind to the relationships listed beyond that number. 
1. Sophos (Merfolk): An older, worried-looking merfolk. They have the air of a scholar about them.
2. Captain Red Bo (Pirate): Who’s this? Some fancy to-do captain with lines of brass buttons and feathered hats? Please. You’ve seen all this before. You may not recognize this pirate, but all you need to know about them is in their swagger. They remind you of Deadeyes Crowley.
3. Nikephoros (Merfolk): A proud, regal merfolk. You think they might have been important, once.
4. Young Sam (Pirate): This poor little cabin wrench doesn’t know the prison they’re putting themselves in. If you cared enough, you might want to give them a word of warning; but let fools dig their own graves. If the creature comes to you starry-eyed asking for stories, though, they’ll taste your fist.
5. Mairéad (Selkie): A tired-looking selkie. They seem lonely, but friendly.
6. Ghost: A ghost, faded below the waist. You’re not sure what they were, but they look rather sad.
7. Old Mel (Pirate): You recognized this old cook immediately. They were a cook for your last pirate crew – the ones that abandoned you. Apparently this one didn’t get thrown overboard. Well, they’ve got a fate far worse ahead of them if you have anything to say about it. 
8. Agapetos (Merfolk): A wide-eyed merfolk. They have a questioning, hopeful air about them.
9. Selu (Selkie): This selkie is... alright. It’s not their fault that you were shoved onto their home turf all those years ago, and they’ve been pretty nice about it, all things considered. They even contacted the merfolk for you. But you’ve had a rather rocky relationship ever since they caught you trying to steal their seal coat. What? You had to get off this rock somehow!
10. Rotten Richmond (Pirate): This is you.
11. Zenais (Merfolk): This merfolk is the one who’s fed you and kept you company over the last decades of your imprisonment. You owe them big for that, although you’ll never admit it. You’ll never admit that sometimes, during starry nights, you lower your head into the water for long moments just to hear their sweet songs. But if they need any favor of you, they will always have it. Always. 
12. Azi (Fire Djinn): A being of smokeless fire. This person clearly isn’t mortal, but you’re not sure what else they could be.
13. Eoin (Selkie): An intense, studious selkie. They seem very passionate about the rocks and ruins under the sea.
14. Dwyn (Selkie): An old, grumpy-looking selkie. They look ready to give someone a piece of their mind.

[bookmark: _9ax1o72oid2s]Merfolk: Zenais
[bookmark: _4q52gi1uij1l]“We’re not gonna get anywhere with all this fighting... Wouldn’t you rather hear a shanty?”
You were once known as the Siren of Atlantis. Although some might see you as primarily a performer, you know that the true art of music has the power to bring people together – if they’ll only listen. Everyone here seems to think more about themselves than each other... Well, you’re here to change that. While you can see the value in having your own agenda, you try to listen to others and go with the flow. Otherwise, everyone might be torn apart and the world will be good for no-one.
[bookmark: _g8hop9tdubi3]History
You have vague memories of the world before it sunk. It was beautiful, you remember that much. Louder, too. But life has gone on underwater, and it hasn’t been all bad. You never saw selkies before the drowning of the world, you could never wander as far as you can as a merfolk, and singing for the crowds of Atlantis can’t compare with singing for Richmond, the pirate you found marooned on this mountain, or Selu, the selkie that lives nearby. Seeing your audience’s troubles melt away at the sound of your song makes you incredibly happy. Still, you know times are tough for most. The old Atlanteans just can’t adapt fast enough and you can see how they’re suffering for it. But you don’t hold that against them. 

When the world first sank, some merfolk encouraged you to use your voice to lure pirates -- those who had abandoned Atlantis for adventures above the waves -- into joining you under the water. But without the magic that changed you into merfolk, the joke stopped being funny fast. While you have a mischievous nature, you prefer selkie humor these days, where no one winds up hurt, only embarrassed. What you want most in the world is peace. You’re a friendly sort – you get along fine with the other merfolk, but you have friends among the selkies and the humans, too. That’s the nice thing about the wandering life, the one you’ve chosen for yourself since you lost many of your merfolk friends in the early storms. The more you hang around with different people, the more they seem to have a lot in common. Everyone is just trying to muddle their way through life. You feel the need for a new world, not just for yourself but for all those around you. You’re here to help that happen.
[bookmark: _gqnavlouwejt]Objectives
· Being a merfolk gave you freedom like you’d never had before. The prophecies say that you’ll need to change your form to change the world, and you suppose you’re curious what it would feel like to be a selkie, or to have legs again. You don’t mind much what your physical form is as long as you still have your voice. To have your art stolen from you would be the most terrible tragedy you can think of. 
· You’ve had a good life here, roaming from place to place, making new friends, playing pranks. But it would be nice to have a real, permanent home. You’ve got simple needs, what can you say? A simple home, a simple job, a few friends. No matter if you’re a merfolk, human, or selkie, the new world needs to have a place for you -- and all the better if Richmond could fit there too
· You know there are merfolk with no hope for the future, no small happiness they can cling to. Maybe you can make one for them. 
[bookmark: _mvaibnx725vi]Merfolk: Zenais
[bookmark: _5gdfib1mu961]Powers
With a verse from a song or poem, you can aid your companion when they gamble. Reroll either the Soul Die or both Spirit Dice.
[bookmark: _zhvfba1tq41u]Relationships
Count the number of PCs. Pay no mind to the relationships listed beyond that number. 
1. Sophos (Merfolk): An old mentor of yours, they taught you everything they knew about the old world of Atlantis. They always seem sad when they think back on it, and worried about what’s to come. You respect them a lot, but you wonder if they’ve given up on having a life for themselves. 
2. Captain Red Bo (Pirate): A boisterous pirate captain. They seem almost larger than life.
3. Nikephoros (Merfolk): Once a great leader of Atlantis – or so they keep telling everybody. They’re so obsessed with the past they don’t always think about the present. You think they need to relax. You suggested massages a while back, but they didn’t take it well. 
4. Young Sam (Pirate): A young sailor, still rather green around the ears. They seem very unsure, but full of hope.
5. Mairéad (Selkie): A tired-looking selkie. They seem lonely, but friendly.
6. Ghost: A ghost, faded below the waist. You’re not sure what they were, but they look rather sad.
7. Old Mel (Pirate): An old, grizzled sailor. Perhaps they were a cook, close to retirement.
8. Agapetos (Merfolk): A young merfolk always getting themselves into trouble, and nearly as stubborn-minded as the merfolk elders. Although they’re smarter than the elders give them credit for, they can be a bit naive. They could probably use someone looking out for them.
9. Selu (Selkie): Ah, your old selkie friend! They like to party more than anything, but they’ve always been friendly and good for a laugh. And they love your singing. You can count on them to ignore all the argumentative old coots and make this fun for everyone.
10. Rotten Richmond (Pirate): This poor marooned sailor was left behind by the dreaded Dead-Eyes Crowley. You found them, making their way up the mountain as it sank, trying to survive. You managed to bring them food and kept them company as they were trapped there... Along the way you became close friends, sharing many songs and memories together over the years. You wish you could do more to finally set them free.
11. Zenais (Merfolk): This is you.
12. Azi (Fire Djinn): A being of smokeless fire. This person clearly isn’t mortal, but you’re not sure what else they could be.
13. Eoin (Selkie): An intense, studious selkie. They seem very passionate about the rocks and ruins under the sea.
14. Dwyn (Selkie): An old, grumpy-looking selkie. They look ready to give someone a piece of their mind.

[bookmark: _f8wq7akrrzjg]Fire Djinn: Azi
[bookmark: _oi1rmqw2izf6]“No, I don’t grant wishes. Burning, though, that I quite like.” 
Yes, you’re a fire spirit. That’s all anyone can talk about, when they see you. Spirits used to be common as house-flies, you know! Geez, all this talk about “Land” and “Sea” - what about some good ol’ fashioned Fire? You’re a spark, and you’re running out of fuel to burn. 
[bookmark: _bexskmgnfn]History
You’ve been around practically since the Land and Sea Spirits started this whole mess of a world. Rightly messed the whole thing up, of course, like always. (No doubt it’ll be the same this time unless you get more of a say.) They were always kinda annoyed with you whenever you started burning stuff, but you’ve had some good times! People would summon you, you’d help them out with rituals or fighting or clearing old brush – whatever they needed. It didn’t matter to you, as long as you got things to BURN! ...Admittedly, there hasn’t really been a whole lot to burn recently since the land’s been… you know... disappearing. Just a ship every once in a while, and LOTS of water. And water really doesn’t burn well. You know. You’ve tried. 

But hey, it’s a new world! Bound to be fuel for the fire in there! And you’re gonna have a say in it. Too bad it seems the ‘Great’ Spirits seem to have left you out of the party’s fun! But that’s okay – you’ll still have your say. You couldn’t care less who wins the world for themselves – the merfolk, the pirates, the selkies – they can earn your loyalty, and you’re not giving it out freely.
[bookmark: _da5xe1h61swc]Objectives
· Eh... it doesn’t really matter what the world looks like as long as there is one. As long as it doesn’t have as much ocean in it, you’ll be happy. Buuuut... if one of the other factions has something they want to OFFER, something to burn, something to sacrifice, a bit of FREEDOM to walk around all by yourself... Well, then you’re talkin’. 
· What? Transformation? Easy. You desire to become whatever being will make you the most powerful. 
· You want a great deal of dry wood in the new world. The others don’t seem to share this priority. 
[bookmark: _u7y8gr8cg5zu]Powers
By getting someone to agree with you, you can aid your companion when they gamble. Reroll all dice.
[bookmark: _glo83x2nkrqd]

[bookmark: _55lzscgfcicg]Fire Djinn: Azi
[bookmark: _iwj1ertebtvi]Relationships
1. Sophos (Merfolk): THIS fella. Sophos is a mage from old Atlantis, who’d summon you occasionally for magic rituals and what-not. They were always concerned with doing “good” and “the right thing” and “No don’t burn that down that’s my house I need that.”
2. Captain Red Bo (Pirate): A boisterous pirate captain. They seem almost larger than life.
3. Nikephoros (Merfolk): A proud, regal merfolk. You think they might have been important, once.
4. Young Sam (Pirate): A young sailor, still rather green around the ears. They seem very unsure, but full of hope.
5. Mairéad (Selkie): A tired-looking selkie. They seem lonely, but friendly.
6. Ghost: A ghost, faded below the waist. You’re not sure what they were, but they look rather sad.
7. Old Mel (Pirate): This old seadog summoned you a while ago to help with cooking. Cooking. That’s what you’ve been reduced to, in this place covered in water. Well, at the very least you’ve been able to follow them into the new. So you GUESS you’re grateful. 
8. Agapetos (Merfolk): A wide-eyed merfolk. They have a questioning, hopeful air about them.
9. Selu (Selkie): A very relaxed selkie. Their smile comes easy, and they look ready for a good time.
10. Rotten Richmond (Pirate): An unhappy, disheveled pirate. Their clothing is ragged and faded, and they seem very bitter about something.
11. Zenais (Merfolk): A friendly, pleasant merfolk. Their voice is captivating, and they’re clearly very personable.
12. Azi (Fire Djinn): This is you.
13. Eoin (Selkie): An intense, studious selkie. They seem very passionate about the rocks and ruins under the sea.
14. Dwyn (Selkie): An old, grumpy-looking selkie, who you used to visit before you started working with Old Mel. Something about them just makes you feel...content. They always have something good to burn, and they know how to listen while you do.

[bookmark: _3ctcpyu65vzc]Selkie: Eoin
[bookmark: _shotu92fee79]“Ooh, can I see that? I’m really good at identifying relics. Where did you find this?.”
You aren’t sure what to make of the prophecy -- the idea of the world ending and being completely re-written upsets you. Still, you’re here because the Sea Spirit asked you to be, and maybe your love of history will keep the beautiful Sea from washing it all away. 
[bookmark: _6741dhtws25s]History
Even though Atlantis sank long before you were born, sometimes you think you know more about it than the people who were there. The merfolk look down their fine fishy noses at you when you poke about in their fallen cities, but they’re so hung up on what they think the past was like that they’re missing out on what the ruins can tell you. A selkie’s got to go where their heart leads them. And you like to think you’re actually a bit of a charmer. You’ve got a roguish smile any pirate would be proud of the romantic air of a true Atlantean poet, and you’ve absolutely mastered the art of the sly wink. 

Really, the merfolk have it made. They’ve got lovely scaly tails, gills that let them explore the deepest ruins as long as they like -- they don’t have to take breaks to breathe fresh air like you do. A selkie is supposed to straddle both worlds, stuck acting as ambassador, but you know whose side you’d prefer to be on. Your selkie friends don’t always understand why you strive so hard to find the past, but they’ve supported you for it. Mairead even told you everything they could remember from the history lessons an old merfolk scholar had tried to give them. Which admittedly wasn’t much, but they were really sweet to try. You’d love to talk to Sophos someday, if they’re still around; maybe they could show you the way to the most exciting ruins yet! 
[bookmark: _7mg0gq6ekw8y]Objectives
· A new world? Well, sure. You have often felt a longing for a world you’ve only known through the poems and songs of Atlantis. But the castles don’t need to be raised from the sea again. Why not keep them down there so the past can truly be remembered?
· Oh snails! Is that really the scholar Sophos? You’ve hoped to meet them for so long, and the fact that they’ve made it here, now, must be fate. They’re just so wise! Maybe you can learn more about the past from them, and where to search for ruins and artefacts from them. 
[bookmark: _jv5884i93xkx]Powers
By showing off an artifact (or waxing poetic about one), you can aid your companion when they gamble. Add or subtract two from the total.
[bookmark: _iiycd4cqsb10]Selkie: Eoin
[bookmark: _xl2j8mygut8]Relationships
Count the number of PCs. Pay no mind to the relationships listed beyond that number. 
1. Sophos (Merfolk): An older, worried-looking merfolk. They have the air of a scholar about them. You’re terribly excited about meeting them.
2. Captain Red Bo (Pirate): A boisterous pirate captain. They seem almost larger than life. 
3. Nikephoros (Merfolk): A proud, regal merfolk. You think they might have been important, once.
4. Young Sam (Pirate): A young sailor, still rather green around the ears. They seem very unsure, but full of hope. 
5. Mairéad (Selkie): You remember them from when you were both pups, exploring and playing together with the families. They actually got to meet Sophos. They’d tell you as much as they could about history, although it was never enough. You’re glad they’ve made it here. They look really worn out. You bet they’d like to hear about the cool stuff you’ve found since you last talked!
6. Ghost (Ghost): A ghost? You thought you’ve seen ghosts before, in the ruins below, faint echoes of those that died. This one seems different, though. They’re much more present, more real, than the others were. And their face, that’s a face you’ve seen before. Isn’t it? 
7. Old Mel (Pirate): An old, grizzled sailor, who you loved to chat with. You used to follow their boat, you and your buddy Inwe. Old Mel would give you bits of biscuit, and tell you what they knew of the artifacts you had. A lot of it was guesses, but they were always so welcoming
8. Agapetos (Merfolk): A wide-eyed merfolk. They have a questioning, hopeful air about them. You’ve had some wonderful times swapping questions and answers; Agapetos is as fascinated with the world above the waves as you are with the history below it. They don’t really seem to understand your delight, though, and they’re young enough that they don’t remember the world before.
9. Selu (Selkie): A very relaxed selkie. Their smile comes easy, and they’re always looking for a good time. You remember meeting them once or twice before. If you’re honest, they were never that responsible, and they often tried to distract you from what you were doing. They just don’t get how important your work is! Maybe you can change that now. 
10. Rotten Richmond (Pirate): An unhappy, disheveled pirate. Their clothing is ragged and faded ragged and faded, and they seem very bitter about something. 
11. Zenais (Merfolk): A friendly, pleasant merfolk. Their voice is captivating, and they’re clearly very personable.
12. Azi: A being of smokeless fire. This person clearly isn’t mortal, but you’re not sure what else they could be. 
13. Eoin (Selkie): This is you.
14. Dwyn (Selkie): Wait -- that’s Elder Dwyn! You remember them as one of the oldest selkies, who you were taught to treat with great respect when you were a pup and the families were still together. They look no older than they were then (which was admittedly pretty old. Like, the oldest selkie you’ve ever seen). You know that they value stubbornness, honesty, and practicality.

[bookmark: _24cjh3sxey42]Selkie: Dwyn
[bookmark: _3dcf11f3pvzm]“You got something to say? Say it proud! You talking to hear yourself talk? Shut your yap!”
You had a nice home, where you lived by yourself. Comfortable cave, lots of fish, beautiful sunrises. Then it it all went to the bad: cave flooded, fish fled, and you missed the sunrise due to that incessant dream with all the singing. Now you’re here to give the Sea Spirit a piece of your mind. Well, alright, maybe there was good reason for it. Still, it’s the principle of the thing.
[bookmark: _3pm6o1ym3cuo]History
You don’t dislike other people. Other people are fine. Well, the way they talk all at once just to hear the wind blowin’ out their mouths irritates you. And the overall smell. And how selkies tend to insist on calling you Elder Dwyn, just because you were maybe the first selkie to ever grace the seas. Honorifics, pah. A lot of frilly nonsense. You’d accept Grandy Dwyn, you suppose, if someone were to insist. But plain Dwyn is better. The pirates you’ve spoken with all seem to insist on adding titles to themselves, while the merfolk just have complicated given names. Is it too much to ask for people to simplify?

You had a long, full life in a number of different selkie pods, before you decided you’d had just about enough and crabbed off to your own cave. When a body gets to be a certain age, they deserve a nice place to their own selves. And it isn’t like you live utterly alone either; you get the occasional visitor, some of whom you’re even pleased to see. Sometimes you even had Spirits of various strengths visiting. Azi was your most frequent (and favorite) of those. They’re a straightforward being: they like to burn, and can happily talk about it for hours. And they keep the cave at quite a nice temperature, just by being around. Other Spirits, of wind, of wood, and of stranger things still have stopped by, too. Never the Spirits of the Land or Sea, though. Must have been too proud to go walking about like that. Well, now that your place isn’t livable, you suppose you’ll have to go visit them instead.
[bookmark: _u81rbuf6sewn]Objectives
· The Sea Spirit had no business ruining your home like that! The Sea Spirit is also the sea, after all. If it can’t keep itself contained, it ought to find someplace better to put its overbearing wet self. Yes, it may be the most powerful Spirit now, but that doesn’t mean it’s above you telling it what you think.
· It seems this “new world” is inevitable. Well, if you can’t fight fate, you at least ought to shape it. No sense in the new world repeating the mistakes of the past. You’re not sure what the best route for that is, though: should pieces of the old world be preserved, to learn from them? Or discarded, so that they don’t bring their trouble with them?
· One thing’s for sure: in this new world, you need a place you can be comfortably alone. You’d love your old home back. Or perhaps a new one, with a waterfall, so that any time someone yammered on too long, you could drown out the sound of their voice with the thunder of water.

[bookmark: _b7pdms33kzbn]Selkie: Dwyn
[bookmark: _1s2slrhqiyci]Powers
By giving someone a piece of your mind, you can aid your companion when they gamble. Add or subtract two from the total. 
[bookmark: _4bk0no376xbd]Relationships
Count the number of PCs. Pay no mind to the relationships listed beyond that number. 
1. Sophos (Merfolk): An older, worried-looking merfolk. They have the air of a scholar about them. 
2. Captain Red Bo (Pirate): You knew them back when they were in short pants. Always full of ambition to see the world and all its wonders was Bo, and here they are larger than life and boisterous as ever. A bit foolish, but they told a good story, and kept coming back with grander and greater titles. You suppose you could stand to hear another of their tales.
3. Nikephoros (Merfolk): A proud, regal merfolk. You think they might have been important, once.
4. Young Sam (Pirate): A young sailor, still rather green around the ears. They seem very unsure, but full of hope. 
5. Mairéad (Selkie): They look very tired for a selkie. You remember when they were a pup, they were always surrounded by a group, even more than most selkies. A real people-person, that one.
6. Ghost (Ghost): A ghost, faded below the waist. You’re not sure what they were, but they look rather sad. 
7. Old Mel (Pirate): An old, grizzled sailor. Perhaps they were a cook, close to retirement. 
8. Agapetos (Merfolk): A wide-eyed merfolk. They have a questioning, hopeful air about them.
9. Selu (Selkie): A very relaxed selkie. Their smile comes easy, and they look ready for a good time. You remember this one as a pup, too; they could never focus on more than the next game. Age seems to have shifted their focus to parties. Well. Nothing wrong with that, you suppose. 
10. Rotten Richmond (Pirate): An unhappy, disheveled pirate. Their clothing is ragged and faded, and they seem very bitter about something. 
11. Zenais (Merfolk): A friendly, pleasant merfolk. Their voice is captivating, and they’re clearly very personable.
12. Azi: A spirit of smokeless fire, one that visited you fairly often. They’re very straightforward, just the sort of person you like talking to. Certainly your favorite kind of spirit.
13. Eoin (Selkie): An intense, studious selkie. They were always very passionate about the ruins beneath; you remember at least one instance of herding them back to the surface before they ran out of breath. That one’s love of the sea is going to get them in trouble, if it hasn’t already.
14. Dwyn (Selkie): This is you.
