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when the clock is full, 
you go feral.

RESISTANCE ROLLS
failure: partial resist, take 3 stress
mixed: partial resist, take 2 stress
success: full resist, take 1 stress
critical: full resist, clear 1 stress

RESISTING DEATH 
failure: you die 
mixed: knocked out of the scene

stress

dark impulse: bigmouth - cruel - deranged
fickle - obsessed - paranoid - reckless - vengeful

revelry: craving - drinking - gambling
occult - violence - worship

defenses

	� assist: give +effect, but open to consequence
	� go hard: trade +effect for -position
	� team up: take the highest result, but each pc 
with a mixed or failure takes stress.

	� dark bargain: trade +1d for a consequence
	� dark heart: take +1d on a roll

	� shock: take -1d on next roll, then clears
	� bloodied: take shock to all attributes, and 
clears when all shock is clear

	� death knell: take a final action if you have a 
dark heart left when you die. 

	� go feral: immediately compelled; abilities 
used during this action cost no stress.

take an ability when full. mark 1 xp for each 
you did this session:

	� you made progress on your master plan.
	� you jumped into a minion pack’s downtime 
action.
	� you acted like a monster.
	� you used your gear or supply in creative ways.

take an action dot when full. mark 1 xp if you 
played into either being bloodied or going feral 
this session.
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	� brew potions and alchemicals.
	� build locks, traps, tricks, and rooms. 
	� contact vile friends, npcs, or factions. 
	� craft an item, edge, or contraption.
	� incant a ritual. 
	� recruit a pack of minions. 
	� torture a prisoner. 

downtime projects

project clocks

v

Brute Powerful & Intimidating
Brawlers

Assault: You’re a force to be reckoned with. On a success in close combat, 
you can also (choose one): cleave into a nearby enemy - destroy their shield or 
armor - send them flying.

Fury: When you suffer injury or humiliation, you take +1d if you immediately 
lash out. On a critical, you clear 1 stress.

Living Weapon: Your body is a deadly weapon and has edges (choose two): 
concealed - longreach - grappling - ranged - pulverizing - terrifying. How did you 
end up this way?

Menace: You put the torment of others over your own safety. You take +1d 
when you go hard to intimidate or humiliate someone. On a critical, you clear 
1 stress.

Rawhide: Your thick hide protects you from harm. You take +1d when 
resisting physical attacks and spend 1 less stress when you do so. What makes 
your hide so tough?

Taskmaster: You gain a downtime action which you can only use to recruit 
minions or sacrifice to have minions perform a downtime action without 
paying them gold.

You can flashback to things such as torturing a prisoner, threatening violence, 
or acquiring just the right weapon.

Flexibility: 

Pack Mule: You can carry an immense amount. You gain two gear slots, a 
defense based on them, and a supply slot. Where do you keep all of that extra 
stuff?

Rage: You can spend stress to perform an incredible feat of strength, like 
throwing a large boulder, tackling a charging horse, or facing off against a much 
larger foe on equal footing.
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Conniver

Intuition: Others are an open book to you. You can spend stress to establish 
a target’s emotional state, though it must be a reasonable emotion for them to 
be feeling. You take +1d when you act on that knowledge.

Masterful Liar: You excel at lying when you go all in on a falsehood. You 
take +1d when you go hard to tell a lie. On a success, you gain a dark heart.

Missed a Spot: Each downtime, you get two ticks which can be distributed to 
any project clocks started by your allies. What errors do you point out in their 
work?

Opportunist: You take +1d on a roll when acting immediately after an ally 
fails a resistance roll. How do you leverage their failure to your own advantage?

Weaving the Web: On a success during a flashback or downtime action to 
interact with contacts, you gain a dark heart. You also gain a downtime action 
which you can only use to contact a vile friend, faction, or other NPC.

Wordplay: On a success when resisting with Banter, Threaten, or Trick, 
you can also (choose one): deflect blame - plant a false idea - have the GM reveal 
a secret.

You can flashback to things such as manipulating others, setting up 
contingency plans, or acquiring information.

Flexibility: 

Tongues: You can speak the Light Tongue, albeit with a strong, monstrous 
accent. How does a monster like you even learn to speak the language of 
civilization?

Strings: You can spend stress to have an ally remember your voice in their 
head, allowing them to reroll a failure. If they roll a success, you gain a dark 
heart. What criticism or advice did you previously impart on them?

Manipulative & Controlling
Masterminds
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Crafter Clever & Curious
Tinkerers

Brewmaster: When you make a concoction, you always make 1 extra dose, 
even on a failure. You gain a downtime action which you can only use to brew 
concoctions.

Creative Frenzy: On a success while working on a crafting downtime 
project, the downtime action isn’t consumed. You also gain a downtime action 
which you can only use to craft.

Monster Science: You fully believe in your creations. You take +1d when 
you go hard with a concoction or contraption, but you can’t resist any 
consequences from the roll. On a critical, you clear 1 stress.

Pride: You instill a deep sense of yourself into anything you create. When you 
or someone else rolls a critical using something you crafted, you gain a dark 
heart.

Scrutiny: You can spend stress to establish a flaw in a structure or some 
machinery you can see. You take +1d when you act on that knowledge.

Signature Elixir: You have a steady supply of a single specific tier 2 
concoction and you gain 2 supply slots which you can only use for it.

You can flashback to things such as sabotaging structures, grabbing materials, 
or brewing a concoction.

Flexibility: 

Prototype: Start a single tier 2 or 3 contraption crafting clock. You can use 
this unfinished contraption as normal. Any time you make a dire roll using it, 
it ticks the crafting clock once. When the clock is full, the contraption is made 
and you start a new clock.

Ingenuity: You can spend stress to perform an incredible feat of creation, 
like mixing concoctions on the fly to create a powerful combined effect, slapping 
together a temporary simple contraption, or ignoring volatility in monster 
science creations.
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Hunter Ruthless & Tenacious
Trackers

Feral Senses: Animal blood runs through your veins, causing your senses 
to extend twice as far as normal. You take +1d when tracking or surveying an 
area. You also gain a defense against surprise.

Grit: You don’t go down easy. On a failure when resisting, you can immediately 
roll an extra 1d that counts towards the roll. If the result is a success, it counts 
as a critical.

Hunting Pet: You have a hunting pet or pack instead of minions. It has the 
companion upgrade and knows tricks (choose two): cause confusion - fetch - 
herd prey - locate prey - surprise attack. Your pet takes +1d when performing 
known tricks.

Scavenger: On a success while surveying or traversing a risky area, you can 
(choose one): find a piece of mundane gear - tick an edge crafting clock - harvest 
a tier 2 concoction.

Trick Shots: You can pull off improbable (but not impossible) shots with a 
ranged weapon, like ricocheting a projectile off a wall or shooting through one 
target and hitting another. You ignore any circumstances towards effect from 
the difficulty, but you must explain how you pulled off the shot.

You can flashback to things such as setting a trap, scouting out a location, or 
hunting up some food.

Scout: You make a habit of roaming the surface and scouting out targets. 
While choosing a raid plan, you can establish a weakness you know about in 
your target’s defenses. During the raid, you can also spend stress to establish 
a second fact.

Wild Knowledge: You can spend stress to establish a fact about plants, 
animals, or the weather. You take +1d when you act on that knowledge.

Thrill of the Hunt: You can spend stress to establish a small, momentary 
weakness in your prey. You gain +effect when you exploit this on your next roll 
to stalk, catch, or bring them down. On a success, you gain a dark heart.
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Marauder

Bulwark: You’re the rock on which your allies lean. You take +1d when 
resisting consequences for an ally. On a success, the ally takes +1d on any 
follow-up action.

Cohort: Your minions are always elite, with the mindset (loyal) and 
companion upgrades. They also have an additional upgrade (choose one): 
equipped - mindset (fearless) - trained - versatile.

Commander: You exert your will to bolster your minions. You can spend 
stress or a dark heart to give a minion pack +1d on a roll. You also gain a 
defense against minion failure.

Control: You fluidly control a fight. On a success when resisting an attack 
in close combat, you can also (choose one): disarm them - redirect the attack - 
reposition them nearby.

Maniac: You think nothing of risking life and limb. You take +1d when you go 
hard and put your own body on the line, but you can’t resist any consequences 
from the roll. On a critical, you clear 1 stress.

Tactician: Battle plans are the key to your success. You take +1d on your first 
action after an engagement roll. You also gain a defense against raid plans 
going off track.

You can flashback to things such as giving orders to minions, surveying a 
target’s strength, or disciplining subordinates.

Flexibility: 

Joy of Battle: You love nothing more than your own excellence in battle. 
On a critical while engaged in combat, you clear 1 stress and gain a dark heart.

Battlemaster: You can spend stress to perform an incredible feat of 
athletics, like throwing an axe a great distance, maneuvering nearly anywhere 
on the field of battle, or facing off against a group of foes on equal footing.

Cunning & Fearless
Warriors
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	� craft an item, edge, or contraption.
	� incant a ritual. 
	� recruit a pack of minions. 
	� torture a prisoner. 

downtime projects

project clocks

Shadow

Dark Mind: You can compel other PCs to action just as if the GM had 
compelled them. If they accept, you gain a dark heart. If they decline, you take 
stress. The GM is still the final judge of what is an appropriate compel.

Poisoner: Making or procuring poisons is second nature for you. You have a 
steady supply of the following tier 1 concoction poisons: blinding - disorienting 
- slowing - nauseating. You also gain two supply slots which you can only use 
for them.

Pounce: You recognize the perfect timing to strike. You take +1d when you 
catch someone by surprise. On a critical, you clear 1 stress.

Slippery: You’re tough to pin down. On a success when resisting an enemy 
attack, you can also (choose one): disappear from their sight - pick their pocket 
- reposition behind them.

Sticky Fingers: You always manage to come away with something of value. 
You get 1 extra gold each loot roll and can control up to 6 gold without raising 
suspicion. Also, once during each raid, you can establish the location of some 
good loot nearby.

Unseen Hand: When you assist an ally, you only take consequences if they 
roll a failure. If they roll a critical, you clear 1 stress. Why do they not know you’re 
helping them?

You can flashback to things such as snatching something valuable, lying to 
create opportunity, or stashing some items.

Flexibility: 

Stalker: Your lurking presence forces foolish action. On a success while 
moving stealthily, NPCs near you (choose one): do something stupid due to 
paranoia - reveal a secret.

Prowler: You can spend stress to perform an incredible feat of agility, like 
slipping unimpeded through a mob, leaping safely from a high tower, or hiding 
in plain sight.

Sneaky & Elusive
Rogues
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MUSCLES

BRAINSBig Bad Wicked One
scan / perceptively

smarts, awareness, insight

strength, agility, speed

personality, mettle, magic

finesse / precisely

banter / affably

tinker / cleverly

skulk / sneakily

invoke / magically

trick / slyly

smash / powerfully

threaten / forcefully

GUTS

gear

supply

dark heartsbloodied

name race & look

when the clock is full, 
you go feral.

RESISTANCE ROLLS
failure: partial resist, take 3 stress
mixed: partial resist, take 2 stress
success: full resist, take 1 stress
critical: full resist, clear 1 stress

RESISTING DEATH 
failure: you die 
mixed: knocked out of the scene

stress

dark impulse: bigmouth - cruel - deranged
fickle - obsessed - paranoid - reckless - vengeful

revelry: craving - drinking - gambling
occult - violence - worship

defenses

	� assist: give +effect, but open to consequence
	� go hard: trade +effect for -position
	� team up: take the highest result, but each pc 
with a mixed or failure takes stress.

	� dark bargain: trade +1d for a consequence
	� dark heart: take +1d on a roll

	� shock: take -1d on next roll, then clears
	� bloodied: take shock to all attributes, and 
clears when all shock is clear

	� death knell: take a final action if you have a 
dark heart left when you die. 

	� go feral: immediately compelled; abilities 
used during this action cost no stress.

take an ability when full. mark 1 xp for each 
you did this session:

	� you made progress on your master plan.
	� you jumped into a minion pack’s downtime 
action.
	� you acted like a monster.
	� you used your gear or supply in creative ways.

take an action dot when full. mark 1 xp if you 
played into either being bloodied or going feral 
this session.

reckless xp

wicked xp
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me
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two

three
more
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no
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now

go
do

stop
kill

eat
give
get

gold

light tongue words
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greedy - impatient - lazy - moody - superstitious
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	� brew potions and alchemicals.
	� build locks, traps, tricks, and rooms. 
	� contact vile friends, npcs, or factions. 
	� craft an item, edge, or contraption.
	� incant a ritual. 
	� recruit a pack of minions. 
	� torture a prisoner. 

downtime projects

project clocks

Shaman Terrifying & Vengeful
Witches

Beastform: You can spend stress to assume the form of a beast. While in 
this form, one of your actions swaps ratings with another and you gain either 
Primal Ability or a special ability from another calling. You also gain a 
second dark impulse while in this form. All of these are chosen when you first 
take this ability.

Bonded Spirit: You have a magically bonded spirit or pack instead of 
minions. It has the companion upgrade and powers (choose two): become 
invisible - manifest physically - possess the weak-minded - reveal information 
about the past. It can use each once per cycle.

Spirit Whispers: Your control of chaotic situations pulls information from 
surrounding spirits. On a success when resisting, you can ask the GM a 
question or to reveal a secret related to the situation. You also gain a defense 
against lies, trickery, and stealth.

Terror: Others can’t help but reveal their fears. You can spend stress to 
establish what someone’s worst fear is. You take +1d when you act on that 
knowledge.

Wild Brews: You can brew potions of any tier from all witchcraft paths. You 
also gain a downtime action which you can only use to brew potions.

Wrath: Your desire for payback fuels your witchcraft. When you cast a spell 
immediately after a resistance roll, you take +1d and it costs no stress to cast.

You can flashback to things such as interacting with spirits or animals, brewing 
a concoction, or sowing terror.

Weaving: You effortlessly blend witchcraft with the material or mundane. On 
a success when casting a spell, you take +1d on any follow-up using a different 
action.

Witchcraft: You have mastered a magic path (choose one): bloodreading 
- soothsaying - spiritcalling - stormstrike - wildheart. You can spend stress to 
Invoke tier 2 and tier 3 spells of your path.
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MUSCLES

BRAINSBig Bad Wicked One
scan / perceptively

smarts, awareness, insight

strength, agility, speed

personality, mettle, magic

finesse / precisely
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tinker / cleverly

skulk / sneakily

invoke / magically

trick / slyly

smash / powerfully

threaten / forcefully

GUTS

gear

supply

dark heartsbloodied

name race & look

when the clock is full, 
you go feral.

RESISTANCE ROLLS
failure: partial resist, take 3 stress
mixed: partial resist, take 2 stress
success: full resist, take 1 stress
critical: full resist, clear 1 stress

RESISTING DEATH 
failure: you die 
mixed: knocked out of the scene

stress

dark impulse: bigmouth - cruel - deranged
fickle - obsessed - paranoid - reckless - vengeful

revelry: craving - drinking - gambling
occult - violence - worship

defenses

	� assist: give +effect, but open to consequence
	� go hard: trade +effect for -position
	� team up: take the highest result, but each pc 
with a mixed or failure takes stress.

	� dark bargain: trade +1d for a consequence
	� dark heart: take +1d on a roll

	� shock: take -1d on next roll, then clears
	� bloodied: take shock to all attributes, and 
clears when all shock is clear

	� death knell: take a final action if you have a 
dark heart left when you die. 

	� go feral: immediately compelled; abilities 
used during this action cost no stress.

take an ability when full. mark 1 xp for each 
you did this session:

	� you made progress on your master plan.
	� you jumped into a minion pack’s downtime 
action.
	� you acted like a monster.
	� you used your gear or supply in creative ways.

take an action dot when full. mark 1 xp if you 
played into either being bloodied or going feral 
this session.
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wicked xp
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	� brew potions and alchemicals.
	� build locks, traps, tricks, and rooms. 
	� contact vile friends, npcs, or factions. 
	� craft an item, edge, or contraption.
	� incant a ritual. 
	� recruit a pack of minions. 
	� torture a prisoner. 

downtime projects

project clocks

Warlock Daring & Ambitious
Mages

Artificer: You gain a downtime action which you can only use to incant 
rituals to make magic items. These rituals also require one less special 
requirement than usual.

Counterspell: On a success when resisting magical effects, you also (choose 
one): absorb the spell and clear 1 stress - establish a quirk about the caster’s 
power - reflect the spell at the caster.

Familiar: You’re magically bonded to a small critter, no bigger than a cat. You 
can speak telepathically while it’s close by. Choose two actions that it excels at, 
which you roll your own Invoke for. You roll 0d on anything else. It’s knocked 
out of a scene when bloodied and magically returns during recovery. You can 
spend stress to cast a tier 1 spell through it.

Grand Sorcery: You can choose a second path for your Sorcery core 
ability and can cast from any sorcery path with only a single magic focus.

Reaper: When you deliver a killing blow with a weapon, you reap the soul of 
your victim. You can expend this soul later to cast a spell without spending 
stress, also taking +1d on the roll. You can only hold one reaped soul at a time.

Vile Form: You can spend stress to assume an amorphous form for a few 
moments, such as a swarm or a fog. You gain any strengths and weaknesses 
the form possesses and can roll Invoke to perform actions it would excel at. 
All of these are chosen when you first take this ability.

You can flashback to things such as acquiring arcane knowledge, striking 
occult deals, or creating magic items.

Overload: You open yourself to a torrent of power. You take +1d when you 
go hard with a spell, but you can’t resist any consequences from the roll. On a 
critical, you clear 1 stress.

reaped soul

Sorcery: You have mastered a magic path (choose one): enchantment - 
evocation - force mastery - illusion - necromancy - pyromancy. You can spend 
stress to Invoke tier 2 and tier 3 spells of your path.
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MUSCLES

BRAINSBig Bad Wicked One
scan / perceptively

smarts, awareness, insight

strength, agility, speed

personality, mettle, magic

finesse / precisely

banter / affably

tinker / cleverly

skulk / sneakily

invoke / magically

trick / slyly

smash / powerfully

threaten / forcefully

GUTS

gear

supply

dark heartsbloodied

name race & look

when the clock is full, 
you go feral.

RESISTANCE ROLLS
failure: partial resist, take 3 stress
mixed: partial resist, take 2 stress
success: full resist, take 1 stress
critical: full resist, clear 1 stress

RESISTING DEATH 
failure: you die 
mixed: knocked out of the scene

stress

dark impulse: bigmouth - cruel - deranged
fickle - obsessed - paranoid - reckless - vengeful

revelry: craving - drinking - gambling
occult - violence - worship

defenses

	� assist: give +effect, but open to consequence
	� go hard: trade +effect for -position
	� team up: take the highest result, but each pc 
with a mixed or failure takes stress.

	� dark bargain: trade +1d for a consequence
	� dark heart: take +1d on a roll

	� shock: take -1d on next roll, then clears
	� bloodied: take shock to all attributes, and 
clears when all shock is clear

	� death knell: take a final action if you have a 
dark heart left when you die. 

	� go feral: immediately compelled; abilities 
used during this action cost no stress.

take an ability when full. mark 1 xp for each 
you did this session:

	� you made progress on your master plan.
	� you jumped into a minion pack’s downtime 
action.
	� you acted like a monster.
	� you used your gear or supply in creative ways.

take an action dot when full. mark 1 xp if you 
played into either being bloodied or going feral 
this session.
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	� brew potions and alchemicals.
	� build locks, traps, tricks, and rooms. 
	� contact vile friends, npcs, or factions. 
	� craft an item, edge, or contraption.
	� incant a ritual. 
	� recruit a pack of minions. 
	� torture a prisoner. 

downtime projects

project clocks

Zealot

Acolytes: Your minions are fanatic devotees of your god. They have the 
mindset (zealous) and companion upgrades and will take a downtime action to 
incant a ritual each downtime without asking for gold.

Defiler: Draw a 4-segment clock on your sheet. Tick it once each time you 
defile something sacred or beautiful that is antithetical to your god’s domains. 
When the clock is full, a tier 2 ritual immediately manifests in that location 
and you start a new clock.

Fervent Aura: When you would become bloodied or be killed, you can 
designate a nearby minion to become bloodied or die instead. When a minion 
pack dies in this way, they can perform a final action and you gain a dark heart.

Inquisitor: You feel deep satisfaction in breaking the will of others. On a 
success when torturing prisoners, you gain a dark heart and learn twice as 
much information as normal. You also gain a downtime action which you can 
only use for this purpose.

Unholy Ritiuals: You gain a downtime action which you can only use to 
incant rituals. On a success when incanting a ritual, you gain a dark heart.

You can flashback to things such as interrogating nonbelievers, making 
sacrifices, or issuing commands to followers.

Rebuke: You teach those who challenge you a harsh lesson. On a success 
when resisting, you take +1d if you immediately act against them. On a critical 
when resisting, you also (choose one): strike fear in their heart - make them 
doubt their path.

Channeling: You can spend stress to Invoke tier 2 and tier 3 spells of your 
chosen deity’s domains. Each god has two domains which act as magic paths.

Fervent & Mystical
Believers

Smite: Designate a weapon as your unholy weapon. It’s now your magic 
focus. On a success when attacking someone with it, you can spend stress to 
immediately affect the target with a tier 1 spell without rolling.
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