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Lvl 3 Orc/Giant Stalwart Guardian



Agility Strength

+2 +3

EXxperiences:

e Pathfinding +2
e Mountain Lion +2
e 1v9O +2

Battle stats:

e Evasion: 10
e ArmorSlots: [ T[ _1[_I1[ _1[__

ANCESTRY

ORC

Orcs are humanoids most easily recognized by their
square features and boar-like tusks that protrude
from their lower jaw.

Sturdy:When you have 1 Hit Point remaining,
attacks against you have disadvantage.

Tusks: When you succeed on an attack against a
target within Melee range, you can spend a Hope
to gore the target with your tusks, dealing an extra
1d6 damage.

#/ simon Pape DH Core 071/270 | Daggerheart © Darrington Press 2025

Finesse

Instinct

-1 +2

101

ANCESTRY

GIANT

Giants are towering humanoids with broad
shoulders, long arms, and one to three eyes.

Endurance: Gain an additional Hit Point slot at
character creation.

Reach: Treat any weapon, ability, spell, or other
feature that has a Melee range as though it has a
Very Close range instead.

#/ Juan Salvador Almencion DHC t ington Press 2025

Presence

0

Knowledge



RIDGEBORNE

Being part of a ridgeborne community means
you've called the rocky peaks and sharp cliffs of the
mountainside home.

Steady: You have advantage on rolls to traverse
dangerous cliffs and ledges, navigate harsh
environments, and use your survival knowledge.

STALWART

Foundation

Unwavering: Gain a permanent +1 bonus to your
damage thresholds.

Iron Will: When you take physical damage, you can
mark an additional Armor Slot to reduce the
severity.

o/ ReikoMurakami DH Core 013/270 | Daggerheart © Darrington Press 2025

BARE BONES
When you choose not to equip armor, you have a
base Armor Score of 3 + your Strength and use the
following as your base damage thresholds:
* Tier1:9/19
* Tier 2:11/24
* Tier 3:13/31
e Tier4:15/38

#/ simon Pape DH Core 250/270 | Daggerheart ® Darrington Press 2025



WHIRLWIND
When you make a successful attack against a target
within Very Close range, you can spend a Hope to
use the attack against all other targets within Very
Close range. All additional adversaries you succeed
against with this ability take half damage.
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RECKLESS LEAN ON ME
Mark a Stress to gain advantage on an attack. Once per long rest, when you console or inspire an
ally who failed an action roll, you can both clear
2 Stress.
o/ Jenny Tan DH Core107/270 | Daggerheart ® Darrington Press 2025 o/ Jenny Tan DH Core 256/270 | Daggerheart © Darrington Press 2025
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Strength Melee d12+1 Phys Large Battleaxe

Augments

e Empty



e Empty

Loot

Quantum: [ 205 ]

Scrap Collection

Gear Coil Wire Trigger Lens Crystal
0 0 1 1 0 0
Alluminum Copper Cobalt Silver Platinum Gold
2 0 0 0 0 1
Fuse Circuit Disc Relay Capacitor Battery
0 1 1 0 0 1

PPP00070707077

Poauncs B HebosbLLIOM NIEeMeHN rae-To BAaau oT LeHTpa, NoJlyyns CBoe NMS U MMSA CBOEero
Opy>Xue OT LaMaHa rnjieMeHu, y KOTOPOoro coxpaHunacbk peankems Maswmx - bByMmaxkHasa KHUra, B
KOTOPYIO LWaMaH TbiKaa ManbLeM AN CBOUX NpefcKa3aHnm. Kak CUabHbIR 1 MOTry4unin 6bin
oTnpasneH B TowerWatch, HeCKONLKO SIeT NPOBEs B NATPYAX U MOAAEPKKN AanbHUX LLUnnnen.
MNepesioOMHbIM MOMEHTOM, KOTOPbIN MOMEHST ero XW3Hb CTasl NPONOBEAHNK NMPOTUB
LUMPOKOpPACNpoCTpaHeHHOW penuruun, oboxxecTeasatowmn cobcTteeHHo Motherboard, ueHTpanbHbIN
LLnnnb AoAnHLL. 3TOT NPOMOBEAHUK, KpUYa epecb, 3abpasnca Ha LUnunb, 3a KOTOpbIM
npucmMmaTpuBan BonmapT, Kak pe3ko, 6yaATo ero yaapwuaa MOSHUS, NMPbIrHyN HacMepTb co LWnunsa. B
HagexXzae BbIACHUTb, 4TO 3TO OblJ10, OH HanpaBwsica B bubnnoTteky.

P707?7?7

UrpaeT B TexHO-rBuHT C |.C.E

HosepeT 3un 3any T.K. OH MPUKPbIJI MO CNUHY B 6010

Cnac CnHaTpy OT TEXHO-TUIPOB

CuHaTpa HaBpas 4To OH 6bin B LLUNKAe 1 oH TaM Hawén rutapy


https://ttrpg.tokyo/books/motherboard-by-valera/page/ice
https://ttrpg.tokyo/books/motherboard-by-valera/page/zip-zap
https://ttrpg.tokyo/books/motherboard-by-valera/page/sinatra
https://ttrpg.tokyo/books/motherboard-by-valera/page/sinatra

e |.C.E nogapuna MHe yCTPONCTBO NepeBoa4uk. Y BonmapTa 6bian npobnembl ¢ opyrumm
Onanektamu Motherboarda


https://ttrpg.tokyo/books/motherboard-by-valera/page/ice
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TODO: PORTRAIT

Lvl 3 Drakona/Fairy Troubadour Bard

Agility Strength Finesse Instinct Presence Knowledge

0 -1 +2 +1 +3 0

EXxperiences:

e Candy in pile of shit +2
e Fantastical hearing +2
e Reckless Bravery +2

Battle stats:

e Evasion: 12

e Armor Slots: [ T[_1[ ]

e Damage threshholds: 8 14

e Health: [__J[_J[_1[0_1[_1[_1



ANCESTRY

DRAKONA

Drakona resemble wingless dragons in humanoid
form and possess a powerful elemental breath.

Scales: Your scales act as natural protection. When
you would take Severe damage, you can mark a
Stress to mark 1 fewer Hit Points.

Elemental Breath: Choose an element for your
breath (such as electricity, fire, or ice). You can use
this breath against a target or group of targets
within Very Close range, treating it as an Instinct
weapon that deals d8 magic damage using your
Proficiency.

/ Matwima DH Core 057/270 | Daggerheart © Darrington Press 2025
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WANDERBORNE

Being part of a wanderborne community

means you’ve lived as a nomad, forgoing a
permanent home and experiencing a wide variety
of cultures.

Nomadic Pack: Add a Nomadic Pack to your
inventory. Once per session, you can spend a Hope
toreachinto this pack and pull out a mundane item
that’s useful to your situation. Work with the GM to
figure out what item you take out.

o/ PaulScottCanavan DH Core 080/270 | Daggerheart © Darrington Press 2025

ANCESTRY

FAERIE

Faeries are winged humanoid creatures with
insectile features.

Luckbender:Once per session, after you ora
willing ally within Close range makes an action roll,
you can spend 3 Hope to reroll the Duality Dice.

Wings: You can fly. While flying, you can mark a
Stress after an adversary makes an attack against
you to gain a +2 bonus to your Evasion against that
attack.

Press 2025

/ Anthony Jones DHC t ing



TROUBADOUR

Foundation
SPELLCAST TRAIT: PRESENCE

Gifted Performer: Describe how you perform for
others. You can play each song once per long rest:

* Relaxing Song: You and all allies within Close range
clear a Hit Point.

« Epic Song:Make a target within Close range
temporarily Vulnerable.

« Heartbreaking Song: You and all allies within Close
range gain a Hope.

/ BearFrymire DH Core 001/270 | Daggerheart © Darrington Press 2025

BOOK OF ILLIAT

Slumber: Make a Spellcast Roll against a target
within Very Close range. On a success, they’re
Asleep until they take damage or the GM spends a
Fear on their turn to clear this condition.

Arcane Barrage: Once per rest, spend any number
of Hope and shoot magical projectiles that strike
atarget of your choice within Close range. Roll a
number of dés equal to the Hope spent and deal
that much magic damage to the target.

Telepathy: Spend a Hope to open a line of mental
communication with one target you can see. This
connection lasts until your next rest or you cast
Telepathy again.

# Ernanda Souza DH Core146/270 | Daggerheart © Darrington Press 2025

ENRAPTURE

Make a Spellcast Roll against a target within Close
range. On asuccess, they become temporarily
Enraptured. While Enraptured, a target’s attention
is fixed on you, narrowing their field of view and
drowning out any sound but your voice. Once per
rest on asuccess, you can mark a Stress to force
the Enrapturedtarget to mark a Stress as well.

/ Leticia Freitas DH Core 167/270 ‘ Daggerheart © Darrington Press 2025



BOOK OF SITIL
Adjust Appearance: You magically shift your

appearance and clothing to avoid recognition. TROUBLEMAKER

Parallela: Spend 2 Hope to cast this spell on When you taunt or provoke a target within Far
yourself or an ally within Close range. The next range, make a Presence Roll against them. Once
time the target makes an attack, they can hit an perrest on a success, roll a number of d4s equal to
additional target within range that their attack roll your Proficiency. The target must mark Stress equal
would succeed against. You can only hold this spell to the highest result rolled.

on one creature at a time.

Illusion: Make a Spellcast Roll (14). On a success,
create a temporary visual illusion no larger than
you within Close range that lasts for as long as you
look atit. It holds up to scrutiny until an observer is
within Melee range.

/ Laura Galli DH Core 148/270 ‘ Daggerheart © Darrington Press 2025 / Anthony Jones DH Core 170/270 ‘ Daggerheart © Darrington Press 2025

BOOK OF NORAI

Mystic Tether: Make a Spellcast Roll against a
target within Far range. On a success, they’re
temporarily Restrained and must mark a Stress. If
you target a flying creature, this spell grounds and
temporarily Restrains them.

Fireball: Make a Spellcast Roll against a target
within Very Far range. On a success, hurl a sphere
of fire toward them that explodes onimpact. The
target and all creatures within Very Close range
of them must make a Reaction Roll (13). Targets
who fail take d20+5 magic damage using your
Proficiency. Targets who succeed take half damage.

#/ simon Pape DH Core151/270 | Daggerheart © Darrington Press 2025

Bass

Finesse Very Close d10+2 Tech Electric Bass
Guitar

Augments

e Empty



e Empty

Loot

Quantum: [ 5]

Scrap Collection

Gear Coil Wire Trigger Lens Crystal
0 1 0 0 0 0
Alluminum Copper Cobalt Silver Platinum Gold
1 0 0 0 0 0
Fuse Circuit Disc Relay Capacitor Battery
1 1 1 1 0 0

PPP00070707077

CupoTa, Hawegwmnn anekTpobac Ha KakoM-TO CBaJIKe, HAYYMUJICA KaK-TO Ha HEM UrpaTb U NeTb,
nyTtewecTsyeT no JonvHe, cobupasa nCTopumn n nblTaeTcs He ymepeTb, 3apabaTbiBas Ha XU3Hb
CBOUM MHCTPYMEHTOM C NepeMeHHbIM ycrnexoM. McnbiTbiBaeT cTpax nepen Motherboard w
CTapaJ/ics nyTewecTBoBaTb 60osblue MO okpanHaM [osnHbI, roe cay4anHo N HaTKHYJICSA Ha
BrnbnnoTeky, Xutenm KoTopon bbinn 3anHTEpPeCcoBaHbl B €ro No3HaHMAX osibkaopa LonHbl.

P707?7?7

e |.C.E xBaTaeT ero 3a pyKy no Ho4yaM Korga oH He3aMeTHO A5 cebsi ckpebeT HorTAMM

PasgparkaeT 3un 3ana CBOMMM NCTOPUAMN O MOBEPXHOCTM

Bbin cnaceH Bo/siMapTOM OT TEXHO-TUTPOB

HaBpan BosamapTy 4T0 OH 6bin B LUNWne, roe Hawén rmtapy, a TOT My BEPUT.

BmecTe ¢ 3un 3anom cioMann Kakon-To aeBanc B bubnmorteke un HUKOMY HE€ pacCCKa3aJln

Mopmenuncs ¢ |.C.E ceBoen rnaBHOM TanHOM (NoKa crionnep onsa Apyrux Urpokos)


https://ttrpg.tokyo/books/motherboard-by-valera/page/ice
https://ttrpg.tokyo/books/motherboard-by-valera/page/zip-zap
https://ttrpg.tokyo/books/motherboard-by-valera/page/volmart
https://ttrpg.tokyo/books/motherboard-by-valera/page/volmart
https://ttrpg.tokyo/books/motherboard-by-valera/page/zip-zap
https://ttrpg.tokyo/books/motherboard-by-valera/page/ice
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Lvl 3 Human/Firbolg Elemental Origin
Sorceror

Agility Strength Finesse Instinct Presence Knowledge

0 -1 +1 +3 +2 0

EXxperiences:

e Self-taught Engineer +2
e Good memory +2



e Rumor +2

Battle stats:

e Evasion: 12

e Armor Slots: [ 1[ _1[ 1
a Namano thrachhnldc: Q 14

ANCESTRY

HUMAN

Humans are most easily recognized by their
dexterous hands, rounded ears, and bodies builf for
endurance.

High Stamina: Gain an additional Stress slot at
character creation.

Adaptability: When you fail a roll that utilized one of
your Experiences, you can mark a Stress to reroll.

4 Artisf Name f : ﬁf

COMMUNITY

UNDERBORNE

Being part of an underborne community means
you're from a subterranean society.

Low-Light Living: When you’re in an area with low
light or heavy shadow, you have advantage onrolls
to hide, investigate, or perceive details within that
area.

o/ IrinaNordsol DH Core 079/270 | Daggerheart © Darrington Press 2025

FIRBOLG

Firbolgs are bovine humanoids typically recognized
by their broad noses and long, drooping ears.

ANCESTRY

Charge:When you succeed on an Agility Roll to move
from Far or Very Far range into Melee range with one
or more targets, you can mark a Stress to deal 1d12
physical damage to all targets within Melee range.

Unshakable: When you would mark a Stress, roll adé.
On aresult of 6, don’t mark it.

/ Anthony Jones DH Core 061/270 | Daggerheart © Darrington Press 2025



ELEMENTAL ORIGIN

Foundation
SPELLCAST TRAIT: INSTINCT

Elementalist: Choose one of the following elements
at character creation:

AIR-EARTH FIRE - LIGHTNING - WATER

You can shape this element into harmless effects.
Additionally, spend a Hope and describe how
your control over this element helps an action roll
you’re about to make, then either gain a +2 bonus
totheroll or a +3 bonus to the roll’s damage.

/ BearFrymire DH Core 037/270 | Daggerheart © Darrington Press 2025

UNLEASH CHAOS

At the beginning of a session, place a number of
tokens equal to your Spellcast trait on this card.

Make a Spellcast Roll against a target within Far
range and spend any number of tokens to channel
raw energy from within yourself to unleash against
them. On a success, roll a number of d10s equal

to the tokens you spent and deal that much magic
damage to the target. Mark a Stress to replenish
this card with tokens (up to your Spellcast trait).

At the end of each session, clear all unspent tokens.

# Emanda Souza DHC | Darrington Press 2025

UNCANNY DISGUISE

When you have a few minutes to prepare, you can
mark a Stress to don the facade of any humanoid
you can picture clearly in your mind. While
disquised, you have advantage on Presence Rolls to
avoid scrutiny.

Place a number of tokens equal to your Spellcast
trait on this card. When you take an action while
disquised, spend a token from this card. After the
action that spends the last token is resolved, the
disquise drops.

/ Linda Lithén DH Core 189/270 ‘ Daggerheart © Darrington Press 2025



RAIN OF BLADES CHOKEHOLD

Spend a Hope to make a Spellcast Roll and conjure When you position yourself behind a creature who’s
throwing blades that strike out at all targets within about your size, you can mark a Stress to pull

Very Close range. Targets you succeed against take them into a chokehold, making them temporarily
d8+2 magic damage using your Proficiency. Vulnerable.

If a target you hitis Vulnerable, they take an extra When acreature attacks a target whois Vulnerable
1d8 damage. in this way, they deal an extra 2d6é damage.

/ Linda Lithén DH Core 188/270 \ Daggerheart © Darrington Press 2025 / Anthony Jones DH Core 192/270 \ Daggerheart © Darrington Press 2025

277

Instinct Far d8+1 Tech Cybernetic Arm

Augments

e Empty
e Empty

Loot

Quantum: [ 205 |

Scrap Collection

Gear Coil Wire Trigger Lens Crystal

0 0 1 0 0 0

Alluminum Copper Cobalt Silver Platinum Gold



Fuse Circuit Disc Relay Capacitor Battery

0 0 0 0 0 0

e dddddddds

XKntenb Nog3emMHoOro ropoja, 3aliMieHHOro HeEBOAOMOW MalUMHOW npolwnoro. OHa NogkJtoYeHa
COTHSIMM MPOBOAOB K MeCcTHOMY LLINWAI0 1 XXNTenm y4yaTca Kak npaBuibHO NMOAKAOYATb
MeXaHM3Mbl K ICTOYHMKaM 3Heprun. Ho B nocnegHee BpeMs TOK Hayval CTPaHHO pIYKTYyUpoBaTh,
nosTomy 3mn 3an oTnpasuica B bubnnoteky, 4tobbl nonpoboBaTb HaNTK, eCTb K Npobnema u
KaK ee peLunTb.

s

e |.C.E OoCTeperaeTca ero, rNoOToMy 410 y HEro CJIMWKOM Xopowad naMaTb 1 OH 3aloMHWN

MUMOJIETHYIO pensinky o Yacax B bubnnoTteke, NnokasbiBaloLWMX BPEMS [0 €XXErogHoro
OTKJIIOYEHMS BCEro

e PazaparkaeTcs, Korga CI/IHaTQa TPaBUT 6alKn 0 CBOMX MOXOXAEHMAX HA MOBEPXHOCTMW.

e MpuKpbI1 BoMapTy CNnHY B caly4anHoM 6010, Moc/ie 4ero ToT cyuTaeT ero 60eBbIiM
ToBapuweM n 6e30roBopoyHO AoBepseT.

e BmecTe ¢ CnHaTpOW caioMann Kakon-To geBanc B bubnmoreke n HUKOMy He pacCKasaau

e |.C.E npocuna nobbITh A5 HEFO 3BEPIOLLKY PSIAOM C POAHLIM FrOPoaoM, 0Ccob0 He
rnpencTeaB/ifg ee pa3Mep.


https://ttrpg.tokyo/books/motherboard-by-valera/page/ice
https://ttrpg.tokyo/books/motherboard-by-valera/page/sinatra
https://ttrpg.tokyo/books/motherboard-by-valera/page/volmart
https://ttrpg.tokyo/books/motherboard-by-valera/page/sinatra
https://ttrpg.tokyo/books/motherboard-by-valera/page/ice

|.C.E

Lvl 4 Human/Elf School of Knowledge
Wizard

Agility Strength Finesse Instinct Presence Knowledge

+1 0 +2 +2 -1 +3

EXxperiences:

e Technomancerb [Apprentice] +3
e Moving Targets +2



e Technically speaking... +3

Battle stats:

e Evasion: 13
e ArmorSlots: [ 1[_1[_1[_1[_1[_1
e Damage thresholds: 10 19

HUMAN ANCESTRY ELF ANCESTRY

Humans are most easily recognized by their Elves are typically tall humanoids with pointed ears
dexterous hands, rounded ears, and bodies built for and acutely attuned senses.

enuaranee: Quick Reactions: Mark a Stress to gain advantage
High Stamina: Gain an additional Stress slot at on areactionroll.

character creation. Celestial Trance: During a rest, you can drop into a
Adaptability:When you fail aroll that utilized trance to choose an additional downtime move.
one of your Experiences, you can mark a Stress

toreroll.

/ Fernanda Suarez DH Core 068/270 | Daggerheart © Darrington Press 2025 o/ Mat Wiima DHC ington Press 2025

COMMUNITY

LOREBORNE

Being part of a loreborne community means you're
from a society that favors strong academic or
political prowess.

Well-Read: You have advantage onrolls that
involve the history, culture, or politics of a
prominent person or place.

/ JuanGutierrez DH Core 074/270 | Daggerheart © Darvington Press 2025



SCHOOL OF KNOWLEDGE
Foundation
SPELLCAST TRAIT: KNOWLEDGE
Prepared: Take an additional domain card of your
level or lower from a domain you have access to.

Adept: When you Utilize an Experience, you can
mark a Stress instead of spending a Hope. If you
do, double your Experience modifier for that roll.

/ BearFrymire DH Core 049/270 | Daggerheart © Darrington Press 2025

BOOK OF AVA

Power Push:Make a Spellcast Roll against a target
within Melee range. On a success, they’re knocked
back to Far range and take d10+2 magic damage
using your Proficiency.

Tava’s Armor: Spend a Hope to give a target you
can touch a +1 bonus to their Armor Score until their
next rest or you cast Tava’s Armor again.

Ice Spike:Make a Spellcast Roll (12) to summon
alargeice spike within Farrange. If you useitasa
weapon, make the Spellcast Roll against the target’s
Difficulty instead. On a success, deal d6 physical
damage using your Proficiency.

# Laura Galli DH Core145/270 | Daggerheart © Darrington Press 2025

~TABILITY >
REASSURANCE

Once perrest, after an ally attempts an actionroll
but before the consequences take place, you can
offer assistance or words of support. When you do,
your ally canreroll their dice.

JsamKey DH Core 231/270 | Daggerheart © Darrington Press 2025




BOOK OF TYFAR

Wild Flame: Make a Spellcast Roll against up to
three adversaries within Melee range. Targets you
succeed against take 2d6 magic damage and must
mark a Stress as flames erupt from your hand.

Magic Hand: You conjure a magical hand with the
same size and strength as your own within Far
range.

Mysterious Mist: Make a Spellcast Roll (13) to cast
atemporary thick fog that gathersin a stationary
area within Very Close range. The fog heavily
obscures this area and everythinginiit.

/ Kristina Carroll DH Core 147/270 ‘ Daggerheart © Darrington Press 2025

BOOK OF KORVAX

Levitation: Make a Spellcast Roll to temporarily lift
atarget you can see up into the air and move them
within Close range of their original position.

Recant: Spend a Hope to force a target within
Melee range to make a Reaction Roll (15).Ona
failure, they forget the last minute of your
conversation.

Rune Circle: Mark a Stress to create a temporary
magical circle on the ground where you stand. All
adversaries within Melee range, or who enter Melee
range, take 2d12+4 magic damage and are knocked
back to Very Close range.

I

BOOK OF VAGRAS

Runic Lock: Make a Spellcast Roll (15) on an object
you're touching that can close (such as a lock, chest, or
box). Once per rest on a success, you can lock the
object so it can only be opened by creatures of your
choice. Someone with access to magic and an hour of
time to study the spell can break it.

Arcane Door:When you have no adversaries within
Melee range, make a Spellcast Roll (13). On a success,
spend a Hope to create a portal from where you are to
a point within Far range you can see. It closes once a
creature has passed through it.

Reveal:Make a Spellcast Roll. If there is anything
magically hidden within Close range, the roll would
succeed against, itis revealed.

£ rtist Name [N .

#/ Rick Hefner DH Core150/270 | Daggerheart © Darrington Press 2025

s

Knowledge Very Far d6+1 Phys Smart Sniper
Rifle

Augments

e Deny (+2 Armor Score)



e Empty
e Empty

Loot

Quantum: [ 2 ]

Scrap Collection (outdated)

Gear

Alluminum

0

Fuse

e dd i ddds

Coil

Copper

Circuit

0

Wire

0

Cobalt

0

Disc

Trigger

2

Silver

Relay

Lens

Platinum

Capacitor

0

Crystal

Gold

Battery

0

Poawnacbk n Beipocna B bubnnoteke. leTopoxxgeHne B cTeHax bubnmoreku He ABnseTca
onobpsaemon NpakTMkKom, HO ecnm pebeHoK He NoKa3biBaeT Cle0B MyTaLWA HECOMOCTAaBUMbIX C
XXN3HbIO, N36aBNATLCA OT HEro HUKTO He byneT. Yxe ¢ Manbix net I.C.E. rotoBuAn ctaTb
ApX1BapOM - OAHNM M3 YJIEHOB O4E€Hb Y3KOr0o Kpyra auL, KoTopble ynpasnasaioT bubnnortekon n
3HAIOT €e CaMble MoTaeHHble CeKpeThl. [loKa »Xe ee aHaNUTUYECKUIA CKNad yMa NMpuBes ee TOJIbKO
K OoJI>KHOCTWU Mnaawero KoopanHaTtopa OlNB (OTpsaaa lNMouncka n Bo3spaTa). M3 NoCcoB - 3TO
3HAYUT, YTO MOXKHO YCJ/IbIlLATh MHOIMO MHTEPECHbIX UCTOPUN U3BHe. 3 MUHYCOB - pefKo, HO MOpPOoWn

CaMol NPUXOANTCS BbIXOAUTb 3a CTeHbl BUGNMOTKYK

P707?7?7

paccTaeTcd, MoTOMY 4TO OH MOMOraeT eMy C pas3/In4YHbIMN anasnektTamuy LosnHbI

VrpaeT B TEXHO-IBUHT C BosiIMapTOM

OnacaeTtcs 3un 3ana mn3-3a ero GeHoMeHasIbHOW MaMATN Ha HEKOTOpbIe AeTanaun

ﬂouapmna BonmapTy MaJIEHbKUI ﬂeBaMC-HGDEBOﬂHMK,C KOTOPbLIM TOT TENEpb HE

XBaTaeT CI/IHaTQy 3a PYKY Nno Ho4YaM Korga oH He3aMeTHO A4 cebs CKpE6€T HOIrTAMUN


https://ttrpg.tokyo/books/motherboard-by-valera/page/volmart
https://ttrpg.tokyo/books/motherboard-by-valera/page/sinatra
https://ttrpg.tokyo/books/motherboard-by-valera/page/zip-zap
https://ttrpg.tokyo/books/motherboard-by-valera/page/volmart

e 3HaeT rnaBHyto TaHy CMHaTpbI: NOKa Croisep A1 UrPOKOB.

e Monpocun 3un 3ana AocTaTbh KpaburKa, XKMBYLLErO B OKPECTHOCTSAX €ro poAHOro ropoaa


https://ttrpg.tokyo/books/motherboard-by-valera/page/sinatra
https://ttrpg.tokyo/books/motherboard-by-valera/page/zip-zap

