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Time Frame: Early in The Hero of Ages

Slayer of the Lord Ruler. Lady Heir to the Survivor of Hathsin. Empress of the New
Empire. Vin’s come a long way from being just another skaa in Luthadel.

Once, her small, willowy frame and cautious introversion kept her out of the spotlight,
and also concealed amazing power few could have anticipated. She was born to a skaa
mother, and Snapped as a Mistborn before she drew her first breath. She used Allomancy
instinctively until she met Kelsier, and from the very start of her training she showed great
promise. Still, her Allomantic skill and power grew massively over time, eclipsing all but
that of her husband, Elend.

Despite this, Vin’s true contributions could never be measured in sheer power alone.
Her greatest strength was always her uncanny insight into the elusive Allomantic arts.
Even when outmatched, she survived — and often won — through sheer ingenuity and
radical out-of-the-box thinking. Against all odds, she defeated the Lord Ruler. She bested a
Mistborn burning atium. She massed incredible Allomantic knowledge as a direct result of
the work she, Elend, Sazed, and their allies put in. The battles they fought, the secrets they
uncovered, and the alliances they forged all led to the only true change the Final Empire
had seen in centuries.

There was a time when Vin believed she was the Hero of Ages, prophesied to save the
world from the Deepness. She sought and found the Well of Ascension, but chose to give its
power away rather than keep it — a choice that inadvertently unleashed Ruin on the world.
This decision haunts Vin to this day, and she’s always searching for anything she can use
to stop Ruin and save the world.

NOVEL CHARACTER PREVIEW 3



Vin is Lady Heir to the Survivor, and the most important person alive in the eyes of
adherents to the Church of the Survivor. They look to her for guidance (which she doesn’t
believe she can give), and they believe she will protect them, even save them — that she
will one day stop the ash from falling and return the sun to its original yellow.

The ways of nobility both fascinate and repulse Vin, thanks to her time posing as Lady
Valette Renoux under Kelsier’s orders. Though she now spends most of her time in plain
clothing, acting as one might expect a fighter or assassin to present herself rather than as an
empress, she still has a certain fondness for the dresses she once wore, and the noble balls
she attended. It is, after all, where she met her husband, Emperor Elend Venture.

Vin has also learned many secrets about the strange, exotic races of the Empire — the
shapeshifting kandra and the brutal, giant koloss — thanks to the tutelage of the kandra
OreSeur. She is unwittingly one of the world’s foremost experts on both species, privy to
their innermost secrets and vulnerabilities, and she employs this knowledge regularly to
support her Crew and further their many lofty goals.

Today, those who face Vin in the field of battle often find her leading a column of
blue-skinned koloss, orchestrating their actions against the New Empire’s enemies like a
bloody symphony.

VIN (DEADLY THREAT)

Attributes: Physique 4 [12], Charm 5, Wits 4

Standing: Resources 6, Influence 6, Spirit 8

Resilience: Health 10 [18], Reputation 11, Willpower 12

Traits: Thief: Slight Build; Catlike; Streetwise; Knife-Fighter; Lady Heir of the Sur-
vivor; Secrets of the Kandra and Koloss; Elend is My World; Am I the Hero of Ages?

POWERS (ALLOMANCY)

Pewter 8 (boosts Physique and Health)

Denser Tissues: Vin takes 1 less damage from physical attacks while burning Pewter.

Extreme Speed: Vin may run as fast as a galloping race horse (approximately 40 mph).
She may also take up to 2 steps toward or away from a target in each Beat, or up to 3 steps
if she forgoes Action Dice for the round.

Inhuman Endurance: While Vin burns Pewter, she can maintain continuous heavy
exertion for up to 8 days. However, if she exerts herself for more than 8 hours at a time, she
automatically suffers a Pewter drag.

Unconscious Burning: Vin automatically burns Pewter when injured and unconscious,
each charge lasting for 3 hours. She never suffers from Pewter drag while unconscious.

Steel 6 (Pushes metal objects)

Increased Velocity: Vin may Push objects with a velocity of up to 250 mph, and she
inflicts +1 damage with all objects she Pushes.

Multiple Targets: Vin has fine control of her Steelpushing and may simultaneously
Push up to 6 individual metal objects.

Reflect Ranged Attack: Vin may defend with Steel, gaining 2 bonus dice when defend-
ing against ranged attacks with metal objects. When she successfully defends using Steel,
she may spend 2 Nudges to redirect the attack to another target within the attack’s range.
She may not redirect the attack to the original attacker.
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Bronze 8 (senses nearby use of Allomancy)

Brass 6 (soothes the emotions of others)

Duralumin 6 (massively flare own currently burning metals)
All Other Metals 4

POWERS (HEMALURGY)

1 Bronze Spike (her mother’s earring, increasing her Bronze Allomancy from 5 to 8)

EQUIPMENT

2 Obsidian daggers (Damage +1; Max. Melee Range: Touch; Min. / Max. Thrown
Range: Striking / Close; contains no metal); Set of horseshoes or sack of copper clips
(Damage +2 with Increased Velocity Stunt; Min. / Max. Thrown Range: Striking / Close);
3 mistborn vials (1 charge each of Brass, Bronze, Copper, Iron, Pewter, Steel, Tin, and
Zinc); Mistcloak

PLAYING VIN

Though you fought against it for so long, you’ve come to terms with the fact that
you’re a knife — a tool suited for battle and killing. It’s different than you thought at first,
though. You can fight not for a name or a person, but in service to the ideals of the Empire,
the ones you and Elend so dearly believe in.

It seems the world wants to exaggerate your importance, to the point where even you
believed you were the Hero of Ages. The Church of the Survivor heaps unwanted attention
on you. Their faith might be helpful for the Empire, but it still makes you uneasy. Kelsier
was no god, and neither are you.

In battle, you’re a scrapper with a knack for winning battles when the odds are stacked
against you. Not only do you possess incredible natural Allomantic talent, but you can use
Duralumin, a little-known Allomantic metal that enhances other Allomantic Powers.

You never expected to become an idealist, but there are people you can count on and
believe in. An old lesson from Kelsier keeps proving true in more and more situations:
every action has a consequence. There are always forces in opposition, always reactions
to any choice.

VIN AS AN ALLY

Any willing subject of the Empire has an ally in Vin, but only in the broadest sense.
Vin rarely intrudes into the day-to-day affairs of the people. Her business is saving the
world now, and before that the sweeping goals of deposing the Lord Ruler and protecting
Luthadel from destruction occupied her time. Only problems on the grandest scale draw
Vin’s attention.

After learning to mistrust those around her from an early age, Vin still often assumes
the worst about people’s motives. Acquiring Vin as a true ally — gaining her trust — isn’t
easy. The surest way is to first prove yourself to one of her close friends from the days of
Kelsier’s crew.

Even to those who gain her trust, Vin can be unpredictable. With her abilities, she can
quickly move from place to place, and she has a habit of disappearing at the most incon-
venient times and reappearing just as suddenly.
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VIN AS AN ENEMY

Those who threaten the safety of Elend or the New Empire find no greater enemy than
Vin. If her enemies are lucky, she works behind the scenes, sending soldiers to stop them;
when she appears in person, the safe money’s always on her.

WHATIFE...?

In an alternate storyline, Vin might have joined Zane, in which case Ruin’s influence
would likely take hold. She’d grow ruthless and violent, and ultimately clash with her crew
as their goals interfered with her wishes and Zane’s.

YOUNG VIN

Time Frame: Midway through The Final Empire

At the beginning, Vin keeps her head down and doesn’t trust anyone; it’s a survival
tactic instilled by her brother Reen. As part of Kelsier’s crew, she starts to open up, but it
takes her a long time to gain her footing. Playing a younger Vin means warring between her
deep-seated suspicion and self-doubt, and the newfound bonds of companionship.

Young Vin can be a great tool for a new player who’s uncomfortable with roleplaying
— anyone who prefers to linger in the background. Just as Vin’s abilities eventually draw
her into the spotlight, the player’s learning curve will eventually allow for him or her to
take charge as a member of the Crew and gaming group.

YOUNG VIN (AVERAGE THREAT)
Attributes: Physique 4 [8], Charm 3, Wits 4
Standing: Resources 3, Influence 3, Spirit 4
Resilience: Health 7 [11], Reputation 6, Willpower 8
Traits: Thief; Slight Build; Streetwise; Mousy; Trust No One; Unaware of My Power

POWERS (ALLOMANCY)

Bronze 7 (senses nearby use of Allomancy)

Pewter 4 (boosts Physique and Health)

Denser Tissues: Vin takes 1 less damage from physical attacks while burning Pewter.

Extreme Speed: Vin may run as fast as a galloping race horse (approximately 40 mph).
She may also take up to 2 steps toward or away from a target in each Beat, or up to 3 steps
if she forgoes Action Dice for the round.

All Other Metals 3

POWERS (HEMALURGY)

1 Bronze Spike (her mother’s earring, increasing her Bronze Allomancy from 4 to 7)

EQUIPMENT

Obsidian dagger (Damage +1; Max. Melee Range: Touch; Min. / Max. Thrown
Range: Striking / Close; contains no metal); 2 mistborn vials (1 charge each of Brass,
Bronze, Copper, Iron, Pewter, Steel, Tin, and Zinc); Mistcloak
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Time Frame: Early in The Hero of Ages

A wise advisor and scholar, Sazed proves himself time and again a useful ally to
Vin, Elend, and Kelsier before them. He serves as a voice of reason and confidant. Until
recently, he was also an optimist, believing in the fundamental good of people and finding
strength in the tenets of many religions, far and wide. Sadly, Sazed has now lost his faith
and much of his hope.

Sazed was castrated when young, and like many Terrismen eunuchs he was trained as
a steward — a servant and advisor to a noble. Always the renegade however, he ignored the
Synod’s wishes, choosing to serve Kelsier instead.

The Lord Ruler’s breeding programs were meant to suppress Feruchemical potential,
but Sazed is one of a small number who possess the ability. He uses it primarily to store
knowledge, but he’s often found uses for strength and quickness as well. Like all of his
kind, he’s kept his abilities secret for most of his life, lest the Lord Ruler’s minions learn
of them and seek his death.

Sazed is a Keeper, dedicated to preserving knowledge. A great many religions existed
before the Lord Ruler came to power, and Sazed keeps their memory alive — or at least he
did. The Keepers thought that when the Lord Ruler died, they would share their knowledge
with the people of the world, but as Sazed found in his travels after, the people didn’t really
want to hear about the old religions he’d devoted his life to studying. They were strug-
gling to find food and keep shelter, and beliefs to replace worship of the Lord Ruler fell on
deaf ears. Finally, during the siege of Luthadel, he lost someone he loved — and when the
Keeper Tindwyl died, Sazed’s faith died with her.
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Now Sazed keeps a portfolio of all three hundred religions the Keepers cataloged.
Reading each one, he decides whether it’s consistent, and whether it offers real answers.
So far, he’s found every one lacking.

Sazed’s crisis of faith hasn’t entirely broken his spirit, though. Ever the steward, he
still finds himself offering advice and striving to do good work. When the situation looks
dire or a friend is in need, Sazed can always be counted on to come through.

SAZED (DEADLY THREAT)

Attributes: Physique 4, Charm 4, Wits 6

Standing: Resources 5, Influence 6, Spirit 7

Resilience: Health 9, Reputation 10, Willpower 13

Traits: Steward; Man of Reason; Skeptic; Trusted Advisor; Religions of Scadrial;
Deeply Depressed

POWERS (FERUCHEMY)
Copper 8 (stores and taps memories)
Iron 6 (stores and taps physical weight)
Pewter 6 (stores and taps physical strength)
All Other Metals 4

EQUIPMENT

Nine metalminds (2 Copper, 1 Brass, 1 Bronze, 1 Iron, 1 Pewter, 1 Steel, 1 Zinc, and
1 Tin — currently storing eyesight); Formal clothing; 2 banned books (containing records
of pre-Ascension religions and notes on the Terris prophesies); Pen and blank book

PLAYING SAZED

You’re the voice of reason. Thoughtful, even-handed, and knowledgeable, you pro-
vide counsel when it’s needed, or simply listen if that’s what the situation calls for. You’ve
aligned yourself with good people, and it’s your responsibility to make them better still.

When a problem faces you, your friends, or the world, you prefer to solve it through
study. You have a massive wealth of information at your disposal at all times, and you’re
gifted with research. It’s your place in the Crew to answer important questions.

You once thought faith could hold people up and give them strength and serenity, but
the words you once held sacred sound hollow to you now. Still, you can’t let your life’s
work slip away so easily. A part of you wants to believe again, and you still hope to find
solace somewhere.

You’re not a warrior, but you fight when you must. With little experience in battle,
you rely on your Feruchemy and intellect to survive. When you know you’ll need to fight,
you make yourself weaker for a time beforehand, storing your strength, speed, and health
in your metalminds so you can draw on it later.

The other Keepers followed the Synod’s dictates. They studied what they were meant
to and didn’t interfere with the decided course of the Empire. You joined Kelsier and helped
destroy the Lord Ruler. Your efforts changed the world, but did they really make anything
better? In the grand scheme, in the final analysis, did shunning your role as an observer and
being drawn into pivotal events help... or hurt?
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SAZED AS AN ALLY

As a steward, Sazed frequently takes on tasks that require etiquette and diplomacy.
This makes him the ideal envoy to work for sympathetic Crews. Not only does he some-
times deliver assignments, he can also serve as a source of information, particularly about
history and the politics of Elend’s Empire.

It’s far easier to gain Sazed as an ally than some of his compatriots. He has an open-
ness that makes him easy to approach, coupled with a sympathetic nature. When people are
in trouble, at the mercy of forces beyond their control, he wants to help.

SAZED AS AN ENEMY

It’s extraordinarily difficult to make an enemy of Sazed, though close allies of the
Lord Ruler and the forces of Ruin (such as the Inquisitors) number among his most loathed
opponents. Others might be classified as foes, but at this stage of his life Sazed prefers to
confront even his greatest enemies with reason or through proper enforcement the Imperial
authority. He can defend himself, of course — quite capably, in fact — but he doesn’t play
the aggressor until and unless he absolutely must.

SAIED THE BELIEVER

Time Frame: Midway through The Well of Ascension

Sazed’s lack of faith is recent here, and playing Sazed during this time frame may
still involve quoting the tenets of various religions as they apply to the dilemma at hand.
Especially early on in this period, Sazed may also suggest religions he thinks his friends
(and some enemies) should follow.

SAZED THE BELIEVER (DEADLY THREAT)

Attributes: Physique 4, Charm 5, Wits 6

Standing: Resources 4, Influence 4, Spirit 9

Resilience: Health 8, Reputation 9, Willpower 15

Traits: Steward; Man of Reason; Abiding Faith; Religions of Scadrial; We can Save
the World; Am I a Man at All?

POWERS (FERUCHEMY)
Copper 8 (stores and taps memories)
Iron 6 (stores and taps physical weight)
Pewter 6 (stores and taps physical strength)
All Other Metals 4

EQUIPMENT

Nine metalminds (2 Copper, 1 Brass, 1 Bronze, 1 Iron, 1 Pewter, 1 Steel, 1 Zinc, and
1 Tin — currently storing eyesight); Formal clothing; 2 banned books (containing records
of pre-Ascension religions and notes on the Terris prophesies); Pen and blank book
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