






Bobbin
Bobbin is a peasant's son. He�s a bit grumpy, but is secretly good-hearted. His parents 
were sheep farmers in the countryside near Cat Tree City. They supplied wool to 
merchants in the city (to Sparkle�s parents, too). Bobbin knows his comrades well, 
they have been friends since they were young Kittens. They met near a little pond outside 
the city, not far from the ramparts. Each of them would go there to enjoy some quiet 
meowments, and to play somewhere away from their parents. It gave them a taste of 
adventure, and the forbidden. Cheesy (one of the other characters) fell into the water. 
All the others helped to get him out. Ever since, and despite their differences, the five 
Kittens have been best friends for life! 

Cattribute: Animal Companion

The Kitten is accompanied by a beast of his 
choosing, which is loyal and friendly to him. 
She is a little smarter than other beasts; she 
can help the Kitten, respond to simple orders, 
and even take the initiative-but she is a friend 
not a servant. Bobbin has Harlequin, a large, 
colorful lizard.

Spellbook:

- Slipper Patrol (Strong / 1 success): Until 
dusk next falls, the Kitten and his comrades 
can walk and run without hurting their 

legs, paws, or twisting ankles.

- Long Night (Strong / 3 success): 
The Kitten does not sleep 
all night, instead staying 
awake, alert, and vigilant, 

except for a few minutes at dawn. He is perfectly rested the 
next day.
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Kitten Spellbook

Backpack

Experience

Abilities

Skills

Strong Smart Cute Heart Furr-endship

Player
Childhood
Character trait
Cattribute

Cook

Draw & Paint

Find Information

Find Your Way

Heal Wounds & Diseases

Herbology

Hide in Shadows

Hiss & Growl

Hunter-Gatherer

Keep Calm & Carry On

Knowledge of Laws & Legends

Knowledge of People & Places

Make Music

Move Silently

Pickpocket

Read Sky & Stars

Read, Write, Count

Scratch

Seduce & Charm

See & Search

Shake Your Booty

Sweet-talk

Tinker with Bits & Bobs

Treating Beasts

Action: roll 3d6, each result equal to or lower than the Ability score is a success
Difficulty level: easy 1, medium 2, difficult 3, legendary 4
Triple: whether success or failure, the Kitten gets a positive side effect from the action
Skill: gives an Advantage. Advantage: roll 4d6. Disadvantage: roll 2d6
Items: if useful, re-roll 1d6 of your choice
Character trait: if positive, gain 1 Advantage; if negative, give 1 Furr-endship point to comrade

Wooly blanket, penknife, wooden spoon, 
small cooking pot, large leather flask, 

tinderbox, candle stubs, small bar of soap, 
a fur brush, bag of kittysnacks.

Current Total

Camilla Bellefleur

Young Noble
 Stubborn
Inheritance

1

2

Sound & Vision (Cute)

Long View (Cute)

Fancy clothesx

x

Luxury fur comb

Ball & carnival masks

Perfume

A beautifully crafted crystal 
rose (her family symbol)

1 2 5 3 5
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Camilla Bellefleur
Camilla was born into one of the kingdom�s noble families. Unfortunately for her, 
as her friends, she was a victim of King Walter's lottery. Camilla acts like a young, 
high-ranking noble, but she actually feels close to regular people. She has quite a 
character! Camilla knows her comrades well, they have been friends since they were 
young Kittens. They met near a little pond outside the city, not far from the ramparts. 
Each of them would go there to enjoy some quiet meowments, and to play somewhere 
away from their parents. It gave them a taste of adventure, and the forbidden. Cheesy 
(one of the other characters) fell into the water. All the others helped to get him out. 
Ever since, and despite their differences, the five Kittens have been best friends for life! 

Cattribute: Inheritance

At the beginning of each game session, an animal (carrier pigeon, tunnelling mole, or 
migrating turtle) brings the Kitten a gold coin stamped with King Walter's profile. 

It's worth a fortune on the road, and 
is proof that her parents have not 
forgotten her (Each Coin is a Purr-
ecious item that does not take up a 
space in a backpack).

Spellbook:

- Sound & Vision (Cute / 1 success): 
The Kitten is surrounded by sounds, 

music, and lights and can put 
on a show.

- Long View (Cute / 2 success): 
Until the next dawn, the Kitten 

can see perfectly into the 
distance, as if using binoculars 

or a telescope.

It's worth a fortune on the road, and 
is proof that her parents have not 
forgotten her (Each Coin is a Purr-
ecious item that does not take up a 
space in a backpack).

Spellbook:

- Sound & Vision (Cute / 1 success): 
The Kitten is surrounded by sounds, 

or a telescope.
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Kitten Spellbook

Backpack

Experience

Abilities

Skills

Strong Smart Cute Heart Furr-endship

Player
Childhood
Character trait
Cattribute

Cook

Draw & Paint

Find Information

Find Your Way

Heal Wounds & Diseases

Herbology

Hide in Shadows

Hiss & Growl

Hunter-Gatherer

Keep Calm & Carry On

Knowledge of Laws & Legends

Knowledge of People & Places

Make Music

Move Silently

Pickpocket

Read Sky & Stars

Read, Write, Count

Scratch

Seduce & Charm

See & Search

Shake Your Booty

Sweet-talk

Tinker with Bits & Bobs

Treating Beasts

Action: roll 3d6, each result equal to or lower than the Ability score is a success
Difficulty level: easy 1, medium 2, difficult 3, legendary 4
Triple: whether success or failure, the Kitten gets a positive side effect from the action
Skill: gives an Advantage. Advantage: roll 4d6. Disadvantage: roll 2d6
Items: if useful, re-roll 1d6 of your choice
Character trait: if positive, gain 1 Advantage; if negative, give 1 Furr-endship point to comrade

Wooly blanket, penknife, wooden spoon, 
small cooking pot, large leather flask, 

tinderbox, candle stubs, small bar of soap, 
a fur brush, bag of kittysnacks.

Current Total

Dart

Soldier's Child
 Shy
Heroic Lineage

1

2

Fearless (Strong)

Quick as a Flash (Smart)

Light armor

x

x

Bow & quiver full 
of arrows

A bag of shiny knickknacks

Mushroom guidebook

An old rusty sword

5 2 1 7 2
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Dart
Dart has dreams of being a great hero. He is determined and brave. However, Dart is also 
very shy, and is always blushing. Both his parents are guards on the roads leading to 
Cat Tree City. Dart was raised by his grandmother, Granny Cuddlekin. Dart knows his 
comrades well, they have been friends since they were young Kittens. They met near a 
little pond outside the city, not far from the ramparts. Each of them would go there 
to enjoy some quiet meowments, and to play somewhere away from their parents. It gave 
them a taste of adventure, and the forbidden. Cheesy (one of the other characters) 
fell into the water. All the others helped to get him out. Ever since, and despite their 
differences, the five Kittens have been best friends for life! 

Cattribute: Heroic Lineage

The Kitten is the child of some of the Kingdom's 
military heroes. His parents'� enemies fear them; 
His parents' friends are indebted to them. It is not 
always easy to live up to such a big reputation, 
but it can have its advantages when looking for 
allies or confronting enemies.

Spellbook:

- Fearless (Strong / 1 success): Until the next dawn, 
the Kitten is not afraid of anybody or anything. 
If he also spends 1 Furr-endship point, the spell 
has the same effect on all his comrades present.

- Quick as a Flash (Smart / 2 success): Until the next 
dawn or dusk (whichever comes first), the Kitten 

can run twice as fast and three times as 
long as normal, without getting tired.

The Kitten is the child of some of the Kingdom's 
military heroes. His parents'� enemies fear them; 
His parents' friends are indebted to them. It is not 
always easy to live up to such a big reputation, 
but it can have its advantages when looking for 
allies or confronting enemies.

Spellbook:

- Fearless (Strong / 1 success): Until the next dawn, 
the Kitten is not afraid of anybody or anything. 
If he also spends 1 Furr-endship point, the spell 
has the same effect on all his comrades present.

- Quick as a Flash (Smart / 2 success): Until the next 
dawn or dusk (whichever comes first), the Kitten 
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Kitten Spellbook

Backpack

Experience

Abilities

Skills

Strong Smart Cute Heart Furr-endship

Player
Childhood
Character trait
Cattribute

Cook

Draw & Paint

Find Information

Find Your Way

Heal Wounds & Diseases

Herbology

Hide in Shadows

Hiss & Growl

Hunter-Gatherer

Keep Calm & Carry On

Knowledge of Laws & Legends

Knowledge of People & Places

Make Music

Move Silently

Pickpocket

Read Sky & Stars

Read, Write, Count

Scratch

Seduce & Charm

See & Search

Shake Your Booty

Sweet-talk

Tinker with Bits & Bobs

Treating Beasts

Action: roll 3d6, each result equal to or lower than the Ability score is a success
Difficulty level: easy 1, medium 2, difficult 3, legendary 4
Triple: whether success or failure, the Kitten gets a positive side effect from the action
Skill: gives an Advantage. Advantage: roll 4d6. Disadvantage: roll 2d6
Items: if useful, re-roll 1d6 of your choice
Character trait: if positive, gain 1 Advantage; if negative, give 1 Furr-endship point to comrade

Wooly blanket, penknife, wooden spoon, 
small cooking pot, large leather flask, 

tinderbox, candle stubs, small bar of soap, 
a fur brush, bag of kittysnacks.

Current Total

Cheesy

Catnut
 Funny
Disguise

1

2

Heart Charm (Strong)

Cat Haven (Strong)

A cheese knife

x

x

A large, round 
Cheddar cheese

A cape of leaves

A pile of rags & ribbons

A joke book

5 1 2 6 2
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Cheesy
Cheesy was exiled by King Walter when he was very young, because he smells of cheese. 
King Walter cannot stand that smell! After that, Cheesy lived alone in the woods near 
the capital�s ramparts. Cheesy is wild, but also very funny, and he loves to tell jokes. 
He also loves cheese! Cheesy the Catnut knows his comrades well, they have been friends 
since they were young Kittens. They met near a little pond outside the city, not far 
from the ramparts. Each of them would go there to enjoy some quiet meowments, and 
to play somewhere away from their parents. It gave them a taste of adventure, and the 
forbidden. Cheesy fell into the water. All the others helped to get him out. Ever since, 
and despite their differences, the five Kittens have been best friends for life! Cheesy 
decided to join up with them on their exile on the day of the ceremony.

Cattribute: Disguise

Catnuts have developed the curious gift of 
disguise by observing other cats from afar. 
They can take on almost any appearance, using 
colorful material, old clothes, or mud on 
their fur. They can become a Kitten, a Yardog, 
a royal pig-even a slimy swamp monster!

Spellbook:

-   Heart Charm (Strong / 1 success): 
The Kitten crafts a small talisman that he 
can keep or give to another. It gives the 
werer 1 extra Heart point (and increases 
their maximum by 1) until the next dawn.

-   Cat Haven (Strong / 2 success): The Kitten 
finds a protected, hidden, comfortable, 
warm place where he can spend the night 
and snooze quietly, undisturbed.

ESDAK01EN Prétirés.indd   10ESDAK01EN Prétirés.indd   10 08/04/2025   17:49:2708/04/2025   17:49:27




