
†   PAOLO’S TALE   ¢

You’ve seen it all before. As a hard-bitten soldier 
from the backstreets of Florence, you’ve served in a 
dozen campaigns, first as a mercenary, then in the 
Republic’s new professional army. Your life has been 
painted in blood - usually your enemies’, or those 
who wronged you. One of life’s NCO’s, you’ve led 
when you’ve had to but have no interest or talent for 
politics. Rivers of plunder have flowed through your 
hands, into the pockets of madams and wine-sellers. 
Now you’re 40, though, and mortality is beginning 
to weigh on you. Time to put some money aside, to 
think of the future? Or is that just womanly talk? A 
soldier you’ve lived, and a soldier you’ll die, and 
maybe that’s all there is?

BODY

Decent underarm throw 3
Good shot 4
Horseman 5
Killer, with hand or blade 6
Loud voice 5
Scars all over 5
Sharp eye 6
Tough guy 7

DAMAGE

Paolo Contarini
the Florentine mercenary with few 

friends and fewer illusions

RELATIONSHIPS

Florentine I was born, Florentine I’ll die 5

 (old comrade) 5

 (old flame) 4

DOUBTS

GOALS

1. Make some real money

2. Avenge myself for any wrongs against me, however 
slight

3.

MIND

Evaluate plunder 4

Find a brothel in any city 5

First aid 4

Haggle 5

Military historian 4

Quick and dirty tactics 6

Seasoned Campaigner 6

DAMAGE

SOUL

Command when I must 5

Don’t get in my way 6

Easy come, easy go 5

Imposing presence 5

I’ve seen worse 5

Loner 4

Wary 6

DAMAGE

WEALTH

A common soldier’s lot:  2d



THE OCULARS OF MARS

These distinctive and elegant oculars automatically focus 
and zoom onto targets with a click and a whirr. They shield 
the wearer from extremes of light and even help provide 
some greater visual acuity in twilight and gloom.

Blink away dazzle +2d

See in the gloom +2d

Target lock +2d

THE AUTOMATED ARMING SWORD

You are a fine swordsman, but even the best can benefit 
from some assistance. This +2d blade can be used as a 
normal longsword, but when its complex clockwork 
mechanism is triggered, it becomes a whirlwind of 
flickering blades, dashing aside the enemy’s swords, 
stabbing into vitals. Then after one round, it returns to its 
quiescent state until you’ve spent 5 minutes rewinding it.

Unnerving appearance +1d

Whirling blades +2d

†   WHAT ALL KNOW   ¢

It is the Year of Our Lord, 1510, and the world 
is changing.

Who knows what might have happened had 
Niccolo Machiavelli, secretary of the Ten of 
Freedom & Peace (the security council of the 
Italian Republic of Florence) had not 
recognized the true genius of Leonardo da 
Vinci? The Great Engineer might have wasted 
his time painting portraits of women and 
doodling. Instead, Florence’s screwcopters, 
gun-turtles and organ-guns make it secure 
against the armies of the Pope, Milan and the 
French and a haven for radical thinkers, artists 
and other inventors inspired by his example.

Machiavelli and his ally, Florentine president 
Pier Soderini, now preside over an era of 
headlong economic, social and political change. 
The Republics of Lucca and Siena are now 
subjects, the Duchy of Ferrara a subservient 
ally. As officine (workshops) and factories 
spread around Florence and the republic’s 
other cities, and as water-powered mills and 
hand-cranked spring-looms change the face of 
industry, a new working class is emerging. The 
‘Fearsome Pope’ Julius II thunders against 
‘godless clockocracy’ and his Inquisitors warn 
of crusades to come. The Medici banking 
family, who ruled Florence until the Great 
November Revolution of 1494, scheme in exile. 
Glittering Milan in the north tried last year to 
conquer the Republic, but its armies were 
shattered at Parma and now its envoys talk 
pacts with the French and the Pope. The 
brooding maritime power and police state 
which is Venice to the north-east affects not to 
care about what happens in the rest of Italy, 
being more concerned about its Mediterranean 
possessions and the rise of the Moslem 
Ottoman Empire, but its spies constantly seek 
out Florentine technology… 

Fine mail vest +2d
Wheel-lock pistol +2d (short-range)
Flintlock carbine +3d (medium-range)
Dagger +1d

THE SCURRYING GRENADE

This singular device contains a powerful spring mechanism, as well as an explosive 
charge. When armed and thrown it will then bounce and roll randomly around for the 
count of five, issuing ear-piercing whistles and shrieks, before detonating in a 
lethal blast and great gush of black, acrid smoke

Bang 8 (or +2d)

Flash-bang, where am I? 9 (or +3d)

Scare the nether-garments off people 8 (or +2d)


