
Boon: During a downtime, you can make a sacrifice to 
your deity, paying cost to gain a boon (choose one): take +1d 
on a single roll with an item this cycle - take +1d on your next 
resistance roll - your next failure instead becomes a mixed. The 
sacrifice must be unique each time you ask for a boon.

Agents of Chaos: You excel at placing blame on others or 
interfering with faction plans. On a success on blowback, your 
hirelings gain morale and you can finish or reset a faction 
clock. How did you redirect the blame to cause this?

Geared Up: You gain a supply slot and have a steady 
supply of the following concoctions and gear: climbing gear 
- glowsticks - smoke bombs - tar bombs - throwing weapons - 
thunderstones - traps.

Martial Abilities

Martial Abilities

Martial AbilitiesMysticismMysticism

MeddlingMeddling

UtilityUtility

Intervention: Once per cycle, one member of the pact 
can beseech the pact’s deity to cast a tier 3 spell from their 
domains. You roll the dungeon tier as an action roll with 
no dice penalty and the GM determines who is open to any 
consequences.

Cunning Plans: A well-laid out plan has contingencies. 
You take +1d on engagement rolls for negotiation, stealth, or 
trickery plans. On a success during a flashback during such a 
plan, you gain a dark heart.

Pathfinding: Your pact has a knack for traversing the land, 
finding hidden trails, and knowing to avoid danger. You take 
+1d on wander rolls.

Farseeing: Once during a long downtime, the pact gains 
glimpses of the activity of factions in the world. You can 
establish a fact about a faction or make a 3d roll to tick one of 
their clocks forward or backward. 

Oral Traditions: You commonly share the oral traditions 
of your people with each other and others you meet. Once 
during a long downtime, the pact can establish a fact about 
the history, cultures, or arcana of the world. You can also 
flashback to use this. What story was told to you and by whom?

Teamwork: When you team up, you only take stress on 
a failure and 6s from different participants count towards 
rolling a critical.

Visions: You can establish a fact in the present about an 
NPC’s next likely action, but you immediately take shock of the 
GM’s choice. A fortune roll determines how the NPC’s action 
plays out. What form does the vision take?

Winged Scouts: You are accompanied by bats, ravens, or 
other small winged beasts at your service. Each time you 
choose a plan, the pact can establish a fact about the target 
that your beasts saw from the sky. You can also flashback to 
use this again once during the plan.

Vehicle: The pact has an incredible vehicle, such as a 
submarine, dirigible, or steamcar. Detail the vehicle and give 
it edges (choose two): armored - camouflaged - dependable 
- fast - nimble. Give it a flaw (choose one): clumsy - distinct - 
noisy - rickety - slow. The pact always manages to fully repair 
the vehicle each long downtime.

Valiant OnesValiant Ones
Wander Mode - Pact Sheet

story arc

pact motivation

step 1

step 2

culmination

gathered loot

challenge - exploration - respect - riches - thrills - vengeance

start play with one of the above pact abilities. every time a story arc culminates, choose another pact ability.

Loyalty: You instill great respect in your hirelings. They have 
the mindset (loyal) upgrade. If you take harm that would leave 
you bloodied, they will take the hit in your stead - bloodying 
or killing them.

Martial AbilitiesBattleBattle

Mounts: You have mounts to carry you into battle, enough 
for your entire group, including hirelings. You always manage 
to replace lost ones during long downtimes. Detail them and 
give them edges (choose two): aquatic - armored - enormous - 
fast - flying - magical - powerful - terrifying.

Strategic Plans: Proper strategy is the key to warfare. You 
take +1d on engagement rolls for ambush, assault, or strike 
raid plans. On a success, you gain a dark heart.

Warrior Culture: When hirelings witness any pact 
member die in glorious combat, they gain morale and lose 
the bloodied condition if they have it. However, they are now 
compelled to finish what their allies started.
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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 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.

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

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 science 
creations.

ArtificerArtificer

Flexibility  

Flexibility  

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.

Faith in 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.

MUSCLES

BRAINSValiant OnesValiant Ones
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

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

	� you made progress on your     
pact’s story arc.
	� you had a significant moment 
or culmination of your arc.
	� you jumped into someone else’s 
downtime scene.
	� you played up your motivation.

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

project clocks

you can pay gold to:
	� buy an item, help, or 
information (tier x 2 gold)

	� buy a consumable (tier gold)
	� recruit a hireling (require 1 
gold/long downtime upkeep)

	� upgrade a hireling

gold

gear (always with you)

supply (backpack)

adventurous xp

hearts

valiant xpHIRELING

actions

morale bloodied

good trait: clever - confident - generous - helpful 
honest - optimistic - persistent - steady - brash
bad trait cocky - dishonest - dumb - greedy
impatient - indecisive - stubborn

upgrades (1 gold each)

tinker
adept

race & type

trick
companion

finesse
equipped

skulk
smash

fluent

banter

mindset

trained
invoke
threaten

versatile

scan

strapped

bloodied

name race & look

when the clock is full, 
you go big.

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

motivation: challenge - exploration - justice revelry: carousing - collection - gambling

defenses

	� brew potions and alchemicals.
	� contact friends, npcs, or factions. 
	� craft an item, edge, or contraption.
	� gather info by scouting, inquiring, etc.
	� incant a ritual. 
	� recruit a hireling. 

downtime actions

plans

notes

	� 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.

	� tough choice: trade +1d for a consequence
	� 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

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

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

	� risk it: re-roll a downtime action but 
lose its dominant position

	� ambush: hit them when they least 
expect it, making sure they don’t 
take any of you down.

	� assault: bring full force to bear, 
driving off or killing all those who 
stand against you.

	� negotiation: talk it out, tell lies, 
or offer something to get what 
you want, spilling as little blood as 
possible.

	� stealth: slip in, find what you’re 
after, and slip out quietly, being 
noticed as little as possible.

	� strike: bust in, get what you want, 
and run out quickly, without 
deviating from your goal.

	� trickery: confuse, lure, or trick 
them into doing what you want, 
without them knowing why.

you
me
us
it

one
two

three
more

yes
no

maybe
now

go
do

stop
kill

eat
give
get

gold

dark tongue words

LOOT ROLLS
failure: heart, but risk 
overdoing it
mixed: 1 gold
success: valuable item
combine 2 successes 
for a powerful item 
(gm decides the item)

friend or mentor

name

respect - riches - thrills luxury - occult - worship

character arc (retrospective)

significant moment

significant moment

significant moment

culmination / realization - take 1 bonus adventurous xp



You can flashback to things such as an evening spent socializing, performing 
for an influential person, or acquiring information from contacts.

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

BardBard

Flexibility  

Flexibility  

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 heart.

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

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

MUSCLES

BRAINSValiant OnesValiant Ones
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smarts, awareness, insight

strength, agility, speed

personality, mettle, magic

finesse / precisely
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skulk / sneakily
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trick / slyly

smash / powerfully

threaten / forcefully

GUTS

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

	� you made progress on your     
pact’s story arc.
	� you had a significant moment 
or culmination of your arc.
	� you jumped into someone else’s 
downtime scene.
	� you played up your motivation.

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

project clocks

you can pay gold to:
	� buy an item, help, or 
information (tier x 2 gold)

	� buy a consumable (tier gold)
	� recruit a hireling (require 1 
gold/long downtime upkeep)

	� upgrade a hireling

gold

gear (always with you)

supply (backpack)

adventurous xp

hearts

valiant xpHIRELING

actions

morale bloodied

good trait: clever - confident - generous - helpful 
honest - optimistic - persistent - steady - brash
bad trait cocky - dishonest - dumb - greedy
impatient - indecisive - stubborn

upgrades (1 gold each)

tinker
adept

race & type

trick
companion

finesse
equipped

skulk
smash

fluent

banter

mindset

trained
invoke
threaten

versatile

scan

strapped

bloodied

name race & look

when the clock is full, 
you go big.

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

motivation: challenge - exploration - justice revelry: carousing - collection - gambling

defenses

	� brew potions and alchemicals.
	� contact friends, npcs, or factions. 
	� craft an item, edge, or contraption.
	� gather info by scouting, inquiring, etc.
	� incant a ritual. 
	� recruit a hireling. 

downtime actions

plans

notes

	� 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.

	� tough choice: trade +1d for a consequence
	� 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

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

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

	� risk it: re-roll a downtime action but 
lose its dominant position

	� ambush: hit them when they least 
expect it, making sure they don’t 
take any of you down.

	� assault: bring full force to bear, 
driving off or killing all those who 
stand against you.

	� negotiation: talk it out, tell lies, 
or offer something to get what 
you want, spilling as little blood as 
possible.

	� stealth: slip in, find what you’re 
after, and slip out quietly, being 
noticed as little as possible.

	� strike: bust in, get what you want, 
and run out quickly, without 
deviating from your goal.

	� trickery: confuse, lure, or trick 
them into doing what you want, 
without them knowing why.
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LOOT ROLLS
failure: heart, but risk 
overdoing it
mixed: 1 gold
success: valuable item
combine 2 successes 
for a powerful item 
(gm decides the item)

friend or mentor

name

respect - riches - thrills luxury - occult - worship

character arc (retrospective)

significant moment
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significant moment

culmination / realization - take 1 bonus adventurous xp



Sanctifier: Draw a 4-segment clock on your sheet. Tick it once each time you 
cleanse something defiled or ruined 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.

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

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): convert them to your god’s path - strike 
fear in their heart.

You can flashback to things such as combing through the temple archives, 
making a sacrifice to your god, or preaching to believers.

Smite: Designate a weapon as your holy 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.

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.
Define your god and their domains, plus any limitations they might impose.

ClericCleric

Flexibility  

Flexibility  

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.

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

	� you made progress on your     
pact’s story arc.
	� you had a significant moment 
or culmination of your arc.
	� you jumped into someone else’s 
downtime scene.
	� you played up your motivation.

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

project clocks

you can pay gold to:
	� buy an item, help, or 
information (tier x 2 gold)

	� buy a consumable (tier gold)
	� recruit a hireling (require 1 
gold/long downtime upkeep)

	� upgrade a hireling
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gear (always with you)

supply (backpack)

adventurous xp
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valiant xpHIRELING
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morale bloodied
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when the clock is full, 
you go big.

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

motivation: challenge - exploration - justice revelry: carousing - collection - gambling

defenses

	� brew potions and alchemicals.
	� contact friends, npcs, or factions. 
	� craft an item, edge, or contraption.
	� gather info by scouting, inquiring, etc.
	� incant a ritual. 
	� recruit a hireling. 

downtime actions

plans

notes

	� 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.

	� tough choice: trade +1d for a consequence
	� 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

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

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

	� risk it: re-roll a downtime action but 
lose its dominant position

	� ambush: hit them when they least 
expect it, making sure they don’t 
take any of you down.

	� assault: bring full force to bear, 
driving off or killing all those who 
stand against you.

	� negotiation: talk it out, tell lies, 
or offer something to get what 
you want, spilling as little blood as 
possible.

	� stealth: slip in, find what you’re 
after, and slip out quietly, being 
noticed as little as possible.

	� strike: bust in, get what you want, 
and run out quickly, without 
deviating from your goal.

	� trickery: confuse, lure, or trick 
them into doing what you want, 
without them knowing why.
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for a powerful item 
(gm decides the item)
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culmination / realization - take 1 bonus adventurous xp



Nature’s Whispers: The natural world around you speaks to you, offering 
information. 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.

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

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.

You can flashback to things such as interacting with plants or animals, brewing 
a concoction, or scaring unwelcome guests away from the wilds.

Wrath: You do not suffer slight lightly. When you cast a spell immediately 
after a resistance roll, you take +1d and it costs no stress to cast.

Nature Magic: You have mastered the stormstrike and wildheart magic 
paths, needing only a single magic focus. You can spend stress to Invoke tier 
2 and tier 3 spells of these paths. However, you cannot cast tier 2 and 3 spells 
while within a walled town.

DruidDruid

Flexibility  

Flexibility  

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 dark 
impulse (from Wicked Ones) while in this form. All of these are chosen when 
you first take this ability.
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personality, mettle, magic
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trick / slyly

smash / powerfully

threaten / forcefully

GUTS

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

	� you made progress on your     
pact’s story arc.
	� you had a significant moment 
or culmination of your arc.
	� you jumped into someone else’s 
downtime scene.
	� you played up your motivation.

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

project clocks

you can pay gold to:
	� buy an item, help, or 
information (tier x 2 gold)

	� buy a consumable (tier gold)
	� recruit a hireling (require 1 
gold/long downtime upkeep)

	� upgrade a hireling
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when the clock is full, 
you go big.

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

motivation: challenge - exploration - justice revelry: carousing - collection - gambling

defenses

	� brew potions and alchemicals.
	� contact friends, npcs, or factions. 
	� craft an item, edge, or contraption.
	� gather info by scouting, inquiring, etc.
	� incant a ritual. 
	� recruit a hireling. 

downtime actions

plans

notes

	� 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.

	� tough choice: trade +1d for a consequence
	� 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

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

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

	� risk it: re-roll a downtime action but 
lose its dominant position

	� ambush: hit them when they least 
expect it, making sure they don’t 
take any of you down.

	� assault: bring full force to bear, 
driving off or killing all those who 
stand against you.

	� negotiation: talk it out, tell lies, 
or offer something to get what 
you want, spilling as little blood as 
possible.

	� stealth: slip in, find what you’re 
after, and slip out quietly, being 
noticed as little as possible.

	� strike: bust in, get what you want, 
and run out quickly, without 
deviating from your goal.

	� trickery: confuse, lure, or trick 
them into doing what you want, 
without them knowing why.
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Willpower: Your mind and body do not fold easily. 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.

You can flashback to things such as training with a great master, surveying a 
target’s strength, or long periods of intense meditation.

Martial Arts: You can spend stress to perform an incredible feat of athletics, 
like facing off against a group of foes on equal footing, maneuvering up or 
across nearly any surface, or snatching an arrow out of the air.

MonkMonk

Flexibility  

Flexibility  

Acolyte: You have a trainee, taking your hireling spot. They have the mindset 
(loyal) and companion upgrades. Upgrades cannot be purchased, however 
for every ability you have, they also earn an upgrade (choose one): equipped - 
mindset (fearless) - trained - versatile.

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.

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 heart.

Fearless: You know the body is just a vessel. 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. You also gain a defense against fear or intimidation.
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	� you had a significant moment 
or culmination of your arc.
	� you jumped into someone else’s 
downtime scene.
	� you played up your motivation.
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either being bloodied or going 
big this session.
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you can pay gold to:
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bad trait cocky - dishonest - dumb - greedy
impatient - indecisive - stubborn

upgrades (1 gold each)

tinker
adept

race & type
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companion

finesse
equipped

skulk
smash

fluent
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mindset
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threaten
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scan

strapped
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when the clock is full, 
you go big.

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

motivation: challenge - exploration - justice revelry: carousing - collection - gambling

defenses

	� brew potions and alchemicals.
	� contact friends, npcs, or factions. 
	� craft an item, edge, or contraption.
	� gather info by scouting, inquiring, etc.
	� incant a ritual. 
	� recruit a hireling. 

downtime actions

plans

notes

	� 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.

	� tough choice: trade +1d for a consequence
	� 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

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

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

	� risk it: re-roll a downtime action but 
lose its dominant position

	� ambush: hit them when they least 
expect it, making sure they don’t 
take any of you down.

	� assault: bring full force to bear, 
driving off or killing all those who 
stand against you.

	� negotiation: talk it out, tell lies, 
or offer something to get what 
you want, spilling as little blood as 
possible.

	� stealth: slip in, find what you’re 
after, and slip out quietly, being 
noticed as little as possible.

	� strike: bust in, get what you want, 
and run out quickly, without 
deviating from your goal.

	� trickery: confuse, lure, or trick 
them into doing what you want, 
without them knowing why.
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LOOT ROLLS
failure: heart, but risk 
overdoing it
mixed: 1 gold
success: valuable item
combine 2 successes 
for a powerful item 
(gm decides the item)

friend or mentor

name

respect - riches - thrills luxury - occult - worship

character arc (retrospective)

significant moment

significant moment

significant moment

culmination / realization - take 1 bonus adventurous xp



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.

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 heart.

RangerRanger
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.

Hunting Pet: You have a hunting pet. 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.

Scout: You make a habit of roaming ahead and scouting out targets. Any time 
your party chooses a plan, you can establish a weakness you have learned 
about your target’s defenses. During the plan, you can also spend stress to 
establish a second fact.
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take an ability when full. mark 1 
xp for each you did this session:

	� you made progress on your     
pact’s story arc.
	� you had a significant moment 
or culmination of your arc.
	� you jumped into someone else’s 
downtime scene.
	� you played up your motivation.

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

project clocks

you can pay gold to:
	� buy an item, help, or 
information (tier x 2 gold)

	� buy a consumable (tier gold)
	� recruit a hireling (require 1 
gold/long downtime upkeep)

	� upgrade a hireling
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failure: you die 
mixed: knocked out of the scene

stress

motivation: challenge - exploration - justice revelry: carousing - collection - gambling
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	� 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

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

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

	� risk it: re-roll a downtime action but 
lose its dominant position

	� ambush: hit them when they least 
expect it, making sure they don’t 
take any of you down.

	� assault: bring full force to bear, 
driving off or killing all those who 
stand against you.

	� negotiation: talk it out, tell lies, 
or offer something to get what 
you want, spilling as little blood as 
possible.

	� stealth: slip in, find what you’re 
after, and slip out quietly, being 
noticed as little as possible.

	� strike: bust in, get what you want, 
and run out quickly, without 
deviating from your goal.

	� trickery: confuse, lure, or trick 
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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. How do you help without 
anyone knowing?

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

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.

RogueRogue

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.

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.

Flexibility  
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Poisoner: Making or procuring poisons is second nature for you. You have a 
steady supply of the following tier 1 concoction poisons: blinding - disorienting 
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RESISTING DEATH 
failure: you die 
mixed: knocked out of the scene

stress

motivation: challenge - exploration - justice revelry: carousing - collection - gambling
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	� brew potions and alchemicals.
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	� gather info by scouting, inquiring, etc.
	� incant a ritual. 
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downtime actions

plans

notes

	� 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.

	� tough choice: trade +1d for a consequence
	� 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

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

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

	� risk it: re-roll a downtime action but 
lose its dominant position

	� ambush: hit them when they least 
expect it, making sure they don’t 
take any of you down.

	� assault: bring full force to bear, 
driving off or killing all those who 
stand against you.

	� negotiation: talk it out, tell lies, 
or offer something to get what 
you want, spilling as little blood as 
possible.

	� stealth: slip in, find what you’re 
after, and slip out quietly, being 
noticed as little as possible.

	� strike: bust in, get what you want, 
and run out quickly, without 
deviating from your goal.

	� trickery: confuse, lure, or trick 
them into doing what you want, 
without them knowing why.

you
me
us
it

one
two

three
more

yes
no

maybe
now

go
do

stop
kill

eat
give
get

gold

dark tongue words

LOOT ROLLS
failure: heart, but risk 
overdoing it
mixed: 1 gold
success: valuable item
combine 2 successes 
for a powerful item 
(gm decides the item)

friend or mentor

name

respect - riches - thrills luxury - occult - worship

character arc (retrospective)

significant moment

significant moment

significant moment

culmination / realization - take 1 bonus adventurous xp



Spellforge: 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.

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

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

SorcererSorcerer
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 ability 
and can cast from any sorcery path with only a single magic focus.

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.
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GUTS

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

	� you made progress on your     
pact’s story arc.
	� you had a significant moment 
or culmination of your arc.
	� you jumped into someone else’s 
downtime scene.
	� you played up your motivation.

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

project clocks

you can pay gold to:
	� buy an item, help, or 
information (tier x 2 gold)

	� buy a consumable (tier gold)
	� recruit a hireling (require 1 
gold/long downtime upkeep)

	� upgrade a hireling
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gear (always with you)

supply (backpack)

adventurous xp
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valiant xpHIRELING
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morale bloodied

good trait: clever - confident - generous - helpful 
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bad trait cocky - dishonest - dumb - greedy
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when the clock is full, 
you go big.

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

motivation: challenge - exploration - justice revelry: carousing - collection - gambling

defenses

	� brew potions and alchemicals.
	� contact friends, npcs, or factions. 
	� craft an item, edge, or contraption.
	� gather info by scouting, inquiring, etc.
	� incant a ritual. 
	� recruit a hireling. 

downtime actions

plans

notes

	� 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.

	� tough choice: trade +1d for a consequence
	� 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

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

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

	� risk it: re-roll a downtime action but 
lose its dominant position

	� ambush: hit them when they least 
expect it, making sure they don’t 
take any of you down.

	� assault: bring full force to bear, 
driving off or killing all those who 
stand against you.

	� negotiation: talk it out, tell lies, 
or offer something to get what 
you want, spilling as little blood as 
possible.

	� stealth: slip in, find what you’re 
after, and slip out quietly, being 
noticed as little as possible.

	� strike: bust in, get what you want, 
and run out quickly, without 
deviating from your goal.

	� trickery: confuse, lure, or trick 
them into doing what you want, 
without them knowing why.
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WarriorWarrior

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

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?

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?

You can flashback to things such as carousing with a warband, threatening 
violence, or acquiring just the right weapon.

Show Off: You breem with overconfidence. You take +1d when you go hard 
to intimidate or impress someone with your physical prowess. On a critical, 
you clear 1 stress.

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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	� gather info by scouting, inquiring, etc.
	� incant a ritual. 
	� recruit a hireling. 

downtime actions

plans

notes
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	� team up: take the highest result, but each pc 
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	� tough choice: trade +1d for a consequence
	� 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

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

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

	� risk it: re-roll a downtime action but 
lose its dominant position

	� ambush: hit them when they least 
expect it, making sure they don’t 
take any of you down.

	� assault: bring full force to bear, 
driving off or killing all those who 
stand against you.

	� negotiation: talk it out, tell lies, 
or offer something to get what 
you want, spilling as little blood as 
possible.

	� stealth: slip in, find what you’re 
after, and slip out quietly, being 
noticed as little as possible.

	� strike: bust in, get what you want, 
and run out quickly, without 
deviating from your goal.

	� trickery: confuse, lure, or trick 
them into doing what you want, 
without them knowing why.
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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.

Flexibility  
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