
1 

Isabella’s Exile, a game of overcoming obstacles in a city of exile to seek love, or return. 

Necessaries: 

2 players 

1d10 

A token 

Isabella’s sheet 

 

One player chooses the role of Isabella Caparelli, a young girl caught between her father and her lover.  

The other player chooses the role of the GM, and takes the role of Ignazio Montoro, the lover, and 

Agostino Caparelli, the father, among other, less-central characters and events. 

 The game has two phases that we alternate between as we play:  

o The lost city of my exile 

o Verona, town of my birth 

We start the game in the lost city, and end it in Verona, though we’ll switch between the two many 

times before the end. 

In the lost city, Isabella’s role is to overcome the obstacles and challenges that she finds in the path of 

her rendezvous with Ignazio, and to seek out those lost things which may endear her to her father and 

cause him to renounce her exile. The GM’s role is to put interesting and varied obstacles in Isabella’s 

path, and to keep the pressure on by making Isabella roll the die. 

In Verona, Isabella’s role is to discover the answers to the scene questions by playing Isabella honestly 

and oriented toward action. Isabella herself may not be seeking these answers, but to you, Isabella is 

your playing piece in pursuit of the answers. The GM’s role is to push Isabella into action by playing his 

characters provocatively, and to have ideas for the answers, but not be beholden to those ideas. The GM 

and Isabella’s player should let the answers come out naturally through play, not rushing or prolonging 

scenes unnecessarily. 

In both phases, it is always the GM’s role to call for Isabella to roll the die, and to tell her what nature 

she is trying to overcome or stay within. 
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Natures 

Isabella has two sets of Natures, one for the lost city and one for Verona. Whenever Isabella tries to do 

something that is significant, uncertain, risky, or challenging, the GM will tell her to roll the d10 on one 

of her Natures. What happens next depends on whether we’re in the lost city or Verona. 

Lost City 

  In the lost city, Isabella’s Natures are 

o PRIDE 

o SLOTH 

o AVARICE 

o WRATH 

o ENVY 

They all start at 7. When Isabella rolls in the lost city, she is rolling to overcome her 

Nature, and must roll equal to or over the value of the Nature to succeed. If she fails, 

the GM says how she fails, and furthermore uses the specific Nature that Isabella was 

trying to overcome in describing and coloring that failure. Isabella's player then 

increases that Nature by 1. If she succeeds, Isabella’s player has free reign to describe 

how she succeeds—in this instance, Isabella has broken free from her Nature and isn’t 

beholden to it. 

 Verona 

  In Verona, Isabella’s Natures are 

o CHOLERIC (short-tempered, ambitious, vengeful) 

o MELANCHOLIC (introspective, sentimental, despondent) 

o PHLEGMATIC (careful, controlled, unemotional) 

o SANGUINE (courageous, optimistic, irresponsible) 

Isabella’s player picks one Nature to be her family’s dominant nature, and sets that 

Nature to 8. Whichever Nature is its opposite is her lover, Ignazio’s nature. Isabella sets 

that Nature to 5. For the remaining two, she sets one to 6 and one to 7. 
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Opposite Nature pairs 

o choleric/phlegmatic 

o melancholic/sanguine 

When Isabella rolls in Verona, she is rolling to stay within her Nature, and must roll 

under the value of the Nature to succeed. If she fails, the GM says how she fails, and 

uses the fact that she failed to stay within the specific Nature she rolled in his 

description of her failure. If she succeeds, Isabella’s player says how she succeeds, while 

staying true to whichever Nature she rolled to stay within. 

 Magic 

Isabella’s Magic isn’t a Nature, but it interacts with them. Her Magic corresponds with 

her Natures in Verona like so: 

o CHOLERIC — fire  

o MELANCHOLIC — earth 

o PHLEGMATIC — water 

o SANGUINE — air 

The values of her Natures also correspond with the Magic values, like so: 

 8 : 3 

 7 : 2 

 6 : 1 

 5 : 0 

For example, if Isabella’s CHOLERIC Nature is 8, then her FIRE Magic has a value of 3. If 

her MELANCHOLIC Nature is 6, then her EARTH Magic has a value of 1. 

Magic isn’t rolled on. The points are spent, 1 for 1, in the lost city to add +2 to a roll. 

Isabella says how she’s using her magic, and what it looks like and does, when she makes 

this roll. 

When a point of Magic is spent, the corresponding Nature in Verona drops permanently 

by 1. Whenever a certain type of Magic (fire, earth, water, or air) has been completely 

depleted, Isabella’s lowest Nature in Verona, the one with a value of 5, permanently 

increases by a point. 
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More on Rolling 

 Attempting Again and Rolling Forward 

If Isabella fails to do something (fails a roll), she can attempt the same action again, but 

at a 1 Penalty to the roll (-1 in the lost city, +1 in Verona) 

Also, if she takes an action that builds on a previous success, she gets a 1 Bonus to the 

roll (+1 in the lost city, -1 in Verona) 

 Succeed Anyway/Fail Anyway 

In the lost city, if Isabella fails a roll, she can choose to succeed anyway. In this case, she 

succeeds at whatever she was attempting, but now the GM adds 2 points anywhere to 

Isabella’s lost city Natures. 

Also, if she succeeds at a roll, she can choose to fail anyway, in which case she fails at 

her described action, and her player can decrease any lost city Nature by 1. 

Items 

Isabella starts the game with up to three items of her choice. She is free to describe them in any way she 

wishes—as clothing, weapons, pages from a dark grimoire, or anything else. These items affect Isabella's 

Natures or Magic in the lost city. They either give +1 to one Nature and -1 to a different Nature, or they 

give +1 to a specific kind of Magic. 

 

    Examples: 

o Silver dagger (-1 WRATH, +1 AVARICE) 

o Aqueous Grimoire (+1 water Magic) 

 

 At the beginning of the game, Isabella's player decides how the items affect Isabella's Natures and 

Magic. Through play, Isabella can acquire more items. Her player does this by simply saying what Isabella 

is taking from the mutually agreed-upon fiction with her. In that case, it's the GM's job to say how the 

new item affects Isabella's Natures and Magic. Isabella can only ever have three items. 
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Goals 

In the lost city, in the midst of trying to escape and rendezvous with Ignazio, Isabella will be pursuing 

three goals. These are objects or tasks that, upon being obtained or completed, will help Isabella win 

back her father's good graces. At the end of the game, in the last scene in Verona, Isabella will roll to stay 

within her family's Nature to determine if her father will welcome her back from exile. For each goal 

she's completed, take -1 to the roll. 

To determine Isabella's starting goals, roll thrice on the goals table (p.8). 

 

Transitioning 

The game starts in the lost city. Place a coin or token under the lost city Natures on Isabella's sheet, to 

make clear where we are and what Isabella will be rolling. At any point, as long as the GM isn't calling for 

a roll, Isabella's player may move the token to the Verona Natures to switch to a flashback scene that 

takes place in Verona. When she does this, she may reduce her lost city Natures by a total of 5 points, in 

any combination she chooses. 

Playing in Verona 

When Isabella does this, the GM flips over the next question card in sequence that hasn't been 

answered, and frames a scene using the people and place on the card as inspiration. The GM and 

Isabella then play out the scene, following their roles and searching for the answer to the question(s). 

The scene ends either when the question is answered (as determined by the GM), or when Isabella 

wants it to, which she indicates by moving her token back to the lost city Natures. If this happens before 

the question is answered, next time we have a scene in Verona, it will be a continuation of the previous 

scene and addressing the same question. A question can only be split into two scenes in this way. If it is 

not answered the first time, it must be answered the second time. 

No matter how a scene ends in Verona, the ending of that scene indicates that we move back to the 

present, and to Isabella's predicament in the lost city, until she chooses to start a scene in Verona and 

reduce her lost city Natures again. 

Playing in the lost city 

In the lost city Isabella is overcoming obstacles on her way to rendezvous with Ignazio, and seeking her 

goals. To generate settings and obstacles, the GM rolls on the settings table, and then on the rooms sub-

table for the appropriate setting. Each room has a number of corresponding obstacle tables for the GM 

to roll on when Isabella is in that room. If she overcomes the first obstacle in the room and stays there, 

roll on the second one. If she leaves the room and enters a new one, roll again on the same sub-table 

and repeat the process. After 2-4 rooms, roll on the settings table again and take Isabella to a new area. 
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On goals in the lost city 

It's Isabella's prerogative to seek her goals in the lost city. Don't hand them to her, and 

especially don't if she isn't acting to find them. Have your obstacles give up clues, or 

advice, or promises about the goals when Isabella succeeds. If she's on the trail for 3 or 

more successes in a row, have the goal show up, within reach. If Isabella succeeds now, 

she's got it! If she fails, her Nature complicates things and she hasn't completed it. She 

can try again, but should keep in mind the rules for attempting again (p.4). If she fails 

three times in a row while it's in reach, the goal disappears, but can show up again later, 

somewhere else. 

If Isabella fails enough such that any of her lost city Natures increase to 11, then Isabella is harmed, 

somehow. The GM describes the nature of the harm (physical/mental/emotional) and how it affects 

Isabella. Isabella marks off one of her harm boxes. If she ever marks off the third box, she expires, and 

we immediately skip to the last question card in Verona, where the scene is played as normal, except 

that Isabella is a ghost haunting Ignazio, and no return from exile is possible. 

The harm should be traumatic and irrevocable. 

 

Beginning the Game 

Once Isabella's Natures, Magic, Items, and Goals are fleshed out, you're ready to play. Isabella begins 

play in the lost city, and we're unaware of what has transpired in her life up to this point, other than that 

she's in exile, and that she's seeking to meet up with her forbidden love, the youth Ignazio. 

A good place to begin is the wine cellar (see settings table, p.9). Begin by describing a door or 

passageway shutting off behind Isabella, as if we've just missed a scene telling us what's going on. Then, 

roll for the room and obstacle, and describe to Isabella what she sees, following the GM's role in the lost 

city as detailed on page 1. 

 

Ending the Game 

When the sixth and last scene card for Verona is flipped over (which can only happen after all five 

previous scene questions, in order, have been answered through play), we come to the end of the game, 

and the marrying of past and present. Isabella's player describes how she exits the lost city, and the GM 

describes where she exits to and who is there, following the scene card. This last scene in Verona plays 

out a little differently than the others. 

First, Isabella's player looks at the values of her Natures in Verona. Then, Isabella will do one last roll on 

her family's Nature in Verona (remembering to add -1 to the roll for each goal completed). If her lover’s 

Nature is higher than her family’s, then Isabella takes +1 to this last Nature roll. There are four possible 

outcomes to the scene, which is narrated after the outcome is determined: 
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o lover's Nature higher than family's + win family's Nature roll = Isabella & Ignazio 

remain together, and are able to return from exile. 

o lover's Nature higher than family's + lose family's Nature roll = Isabella & Ignazio may 

remain lovers, but must do so in exile. 

o lover's Nature lower than family's + win family's Nature roll = Ignazio will die in the last 

scene. Isabella is free to return from exile. 

o lover's Nature lower than family's + lose family's Nature roll = Isabella and Ignazio will 

both die in the last scene. There is no return from exile. 

 

Verona Scene Cards 

Before the game, copy these down on 3x5 cards, one card per scene. Put them in a pile, in order from 1 

to 6, with 1 on top. You will draw these cards when Isabella goes to Verona. When the questions on a 

card have all been answered, put that card face down in another pile. Suggested [people] and {places} to 

be elements in each scene are included. 

1. Why is Isabella in exile? Was she forced? Was it her choice? 

[Agostino, Family] {A private room in the Caparelli house} 

2. Why can't Isabella be with Ignazio? 

[Agostino, Ignazio] {A lane by the wall of Caparelli's grove} 

3. How did Isabella and Ignazio meet and fall in love? 

[Ignazio, Caparelli & Montoro Family] {The Grand Hall in the Caparelli house, Piazza Cittadella} 

4. Why is Isabella in the lost city? What is the nature of the city? 

[Ignazio, Agostino, No One] {Isabella's chambers, Vendor-lined street, Inside Caparelli's grove} 

5. Who helps Isabella meet with Ignazio in secret? In what way? 

[Isabella's Maid, Friar] {Isabella's chambers, Friar's cell} 

6. What happens when Isabella escapes the lost city and meets up with Ignazio? How does 

everything end up? 

[Ignazio, Agostino] {Churchyard} 

 

 

 

 



8 

Names 

For when the GM needs a quick name from fictional fourteenth century Verona. 

 

 

 

 

 

 

 

Goal Table 

d10 Goal 

1-2 

3-4 

5-6 

7-8 

9-10 

An old scroll linking your blood with that of the Prince of Verona 

The tooth of a dragon 

Proof that you’ve put to rest the wandering spirit of your mother 

A 300 year-old bottle of wine 

The Holy Grimoire of Melchizidek 

 

 

 

 

 

 

 

 

 

d10 Males 

1-2 Renato 

3-4 Annunziato 

5-6 Claudio 

7-8 Silvano 

9-10 Giacomo 

d10 Females 

1-2 

3-4 

5-6 

7-8 

9-10 

Benvenuta 

Alessia 

Sofia 

Gioconda 

Fiorella 
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Settings Table 

d10 Setting 

1 

2 

3 

4 

5 

6 

7 

8 

9 

10 

Wine Cellar 

Catacombs 

Sanctum 

Town Center 

Abandoned Mines 

Undercity 

Sunset Forest 

Halls of Torture 

The Marble Quarry 

Great Cathedral 
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Rooms sub-Tables 

 

d10 Wine Cellar 

1-2 

3-4 

5-6 

7-8 

9-10 

Worker’s Breakroom [G/F] 

Wine Guild Hall [P/L] 

Magnate’s Chambers [T/I] 

Fine Vintage Vault [L/F] 

Room of Rotten Grapes [U/N] 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

d10 Catacombs 

1-2 

3-4 

5-6 

7-8 

9-10 

The Bloody Hallway [F/U] 

Shrine to the Martyrs [U/P] 

The Rodent-Ridden Chamber [N/T] 

Bandit’s Hideout [G/P] 

The Withered Spring [I/L] 

d10 Sanctum 

1-2 

3-4 

5-6 

7-8 

9-10 

The Priest’s Confinement [I/L] 

Alchemist’s Lab [P/U] 

The Prisoner’s Niche [F/G] 

Theology Classroom [T/G] 

Passage of the Refugees [N/I] 

d10 City Center 

1-2 

3-4 

5-6 

7-8 

9-10 

The Coastroad [N/L] 

Domestic Ruins [T/N] 

Rue Morgue [U/T] 

The Warrior’s Rest [G/F] 

The Boy’s Training Room [I/P] 

d10 Abandoned Mines 

1-2 

3-4 

5-6 

7-8 

9-10 

Coal Mine Storage [T/P] 

Tomb of the Reborn [G/U] 

The Earthquake’s Mark [N/P] 

Gambler’s Passage [I/N] 

Miner’s Resting Hall [L/F] 

d10 Undercity 

1-2 

3-4 

5-6 

7-8 

9-10 

Underdark Fishmarket [I/L] 

The Sunless Way [P/U] 

Stairway of the Damned [U/T] 

Bazaar of the Bizarre [G/I] 

Larder for a Lean Winter [F/P] 
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d10 Sunset Forest 

1-2 

3-4 

5-6 

7-8 

9-10 

The Faerie Circle [P/I] 

The Wood Gate [L/T] 

The Lethal Underbrush [F/N] 

The Living River [G/L] 

The Waterfall Cliff [N/T] 

 

d10 The Marble Quarry 

1-2 

3-4 

5-6 

7-8 

9-10 

The Ore Road [F/] 

The Dreamer’s Climb [T/G] 

The Laborer’s Bonfire [I/P] 

Excavated Hollow [P/N] 

Hall of the Wage-Paying [U/L] 

 

Key for which Obstacle sub-Tables to roll on: 

o F=Fantastical Beasts 

o G=Ghosts 

o T=Traps 

o P=Puzzles 

o I=Illusions 

o L=Lovers 

o U=Undead 

o N=Natural Disasters 

 

 

d10 Halls of Torture 

1-2 

3-4 

5-6 

7-8 

9-10 

The Cauldron [T/F] 

The Wheel [P/I] 

The Starvation Chambers [F/L] 

Burial [G/U] 

Burning Pit [U/N] 

d10 Great Cathedral 

1-2 

3-4 

5-6 

7-8 

9-10 

Hall of Prayer [T/P] 

The Flayed Confessional [U/G] 

Hall of Broken Vows [F/N] 

Bright Chapel [I/U] 

Before the Altar [L/G] 
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Obstacle Tables 

 

d10 Fantastical Beasts 

1-2 

3-4 

5-6 

7-8 

9-10 

Hellhound 

Patchwork Golem 

Pair of Quarreling Goblins 

Troll Lord 

Snow/Rock/Flame/Sky Dragon 

 

d10 Traps 

1-2 

3-4 

5-6 

7-8 

9-10 

Bridge Whose Planks Fall When Stepped On 

Frost Rune that Freezes You Upon Touch 

A Banshee’s Wail Trapped in a Box 

Water Begins Trickling, Then Gushing Through the Wall 

Box or Chest with a Lock Covered in Rock Dragon Bile 

 

d10 Puzzles 

1-2 

3-4 

5-6 

7-8 

9-10 

An Illusory Wall of Fire—Can’t Feel the Heat 

A Door at the Top of a Spiral Stairway That Never Gets Closer 

A Maze of Rooms That Circle Back 

One Lit Torch, Six Unlit 

Room with No Exits, and a Pipe Organ 

d10 Ghosts 

1-2 

3-4 

5-6 

7-8 

9-10 

A Crying Child 

Soulless Spirit Imprisoned in an Object 

Ghost of an Old King, Offering a Cup of Wine 

Room Posessed by a Wraith Bent on Vengeance 

The Holy Spirit, Who Whispers of Folly and Sin 
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By hans chung-otterson. 

Game Chef 2011: Avon Calling.  

Theme: Shakespeare. Ingredients: Daughter/Exile/Nature. 

Thanks for taking the time! 

d10 Illusions 

1-2 

3-4 

5-6 

7-8 

9-10 

A Statue of the Holy Virgin with Tears of Blood 

The Grimoire of Grimoires 

Archdragon Protecting Her Clutch 

Your Father 

Your Lover 

d10 Lovers 

1-2 

3-4 

5-6 

7-8 

9-10 

Dark-eyed Man Offers to Lead You Out 

Smiling Man Offers to Shelter You Here 

Handsome Man Offers to Guard You 

Tall Man Offers to Take You to His Estate 

Somber Man Offers to Give You Riches 

d10 Undead 

1-2 

3-4 

5-6 

7-8 

9-10 

Zombie Knight 

Rotting Horse with Red Eyes 

Charismatic Man/Woman Who Wants to Taste Your Blood 

Haunt King 

Death 

d10 Natural Hazards 

1-2 

3-4 

5-6 

7-8 

9-10 

Extreme Heat 

Quicksand/Sinkhole 

Collapsing Cave/Building 

Treasure Hunters 

Lightning 
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Isabella’s Sheet 

 

(Overcome)       (Spend)             (Stay Within)      

lost city               Verona 

Natures #  MAGIC #  Natures # 

PRIDE  fire  CHOLERIC  

 

SLOTH  earth  MELANCHOLIC  

 

AVARICE  water  PHLEGMATIC  

 

WRATH  air  SANGUINE  

 

ENVY   

(Harm)---[  ]---[  ]---[ x ] 

    

           

 

Items 

  

  

  

 

 

Goals 
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Reminders 

 

o Attempting Again: Isabella can attempt the same action again, but at a 1 Penalty to the roll (-1 in 

the lost city, +1 in Verona) 

o Rolling Forward: If Isabella takes an action that builds on a previous success, she gets a 1 Bonus 

to the roll (+1 in the lost city,  -1 in Verona) 

 In the lost city only, if Isabella fails a roll, she can choose to succeed anyway. The GM adds 2 

points anywhere to Isabella’s lost city Natures. 

 When Isabella succeeds, she can choose to fail anyway. Decrease any lost city Nature by 1. 

 

 

Verona Natures Shorthand 

 

 CHOLERIC (short-tempered, ambitious, vengeful) 

 MELANCHOLIC (introspective, sentimental, despondent) 

 PHLEGMATIC (careful, controlled, unemotional) 

 SANGUINE (courageous, optimistic, irresponsible) 


