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Hrr Pornts /Max| /| WiLLpower /Max| /| INTTIATIVE |
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@ COMBAT SKILLS EXPLORATION SKILLS 3
*), Cut ANSCIENCE $
§ Parry Broop LorE 2
Q) SHoOT K~xow THE Darx G
\§ Dobce MorrTaL THOUGHTS

Y) SUPERNATURAL SENSES

/4 REsisT SKULK
) TREK

GEAR SuprpLy ITEMS

Y EFFECTS PrIORITY I ACTIONS l

ConrIpeNT (2 SP): Gaix A WiLL Point.
Vicrous (1 SP): Dear +1 Damace ConNprrioNs WORKSHEET

UnexpecTED Boox (3 SP): Tue GM ESCALATES IN YOUR FAVOR. THIS -
MAY INVOLVE GIVING YOU A BENEFICIAL CONDITION, TILTING A D F ‘ / 6 I
SITUATION SO THAT IT BENEFITS THE PCs, OR PROVIDING YOU WITH A EATH LATIGUE AR
USEFUL PIECE OF LORE. YOU ARE ALLOWED TO SUGGEST SPECIFIC
CONDITIONS, CHANGES TO SITUATIONS, OR LORE DETAILS, AND THE
GM 15 ENCOURAGED TO ACCEPT THESE SUGGESTIONS. YOU MAY ONLY
GET ONE BOON PER FaTE CHECK.
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When Does This Condition Activate
And/Or Lose A Stack?

1
U

(

Start oF THE TurN: Acip, AEGis, BLEeD, PorsoNeD, REGENERATOR,
SuroOUDED, TRICKLE CHARGE

Exp oF T Turn: BurNiNg, Ravexous

e

NEever: Deats Faticue, Disorientep, ExHAUSTED, FRIGHTENED, |

, THUNDERCLAP A
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ROLE ABILITIES
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CuaracTer CreaTION: START WITH 6 HIT POINTS, 3 WILLPOWER, AND 1D6+3 INITIATIVE. SPEND 8 POINTS. I POINT = +3 HP, or +1 WILLPOWER, W
1 ORr +1 INrTIATIVE. NEXT, PICK A LINEAGE. SPEND 3 POINTS ON YOUR LINEAGE’S POWERS AND 2 POINTS ON ANY PowERrs. NEXT, Pick A RoLe. Now, |
| ALLOCATE I4 POINTS TO CoMpAT SKILLS AND 15 POINTS TO EXPLORATION SkiLLs. RAISING A SKILL ABOVE § COSTS 2 POINTS PER RANK. FINALLY, |
Jln PICK ONE PIECE OF GEAR AND ONE SUPPLY ITEM THAT ARE AVAILABLE IN YOUR VILLAGE. Tﬂ
i |,
n 2.
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C O |\-’ DI I IO |\-, S ALL CONDITIONS LAST UNTIL THE END OF COMBAT EXCEPT DEATH FATIGUE aAND EXHAUSTED.
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) ACID AT THE START OF YOUR TURN, LOSE 2 H1T PoINTs. IF YOU HAVE AEGIS STACKS, LOSE 2 OF THOSE INSTEAD. R
N\ 4
N O 7

\N 7
N AEGIS WHEN TAKING DAMAGE FROM AN ATTACK, REDUCE THAT DAMAGE BY YOUR CURRENT AEGIS STACKS. ‘
N z
3 [(ITTTTT] AT THE START OF YOUR TURN, LOSE I STACK OF AEGIS. z

5
=

BLEED AT THE START OF YOUR TURN, LOSE ONE Hr1T POINT PER sTACK OF BLEED. THEN LOSE ONE STACK OF BLEED.

CIITTT]

A

27

9

BURNING AT THE END OF YOUR TURN, LOSE 2 REGENERATOR sTACKS. IF YOU HAVE NO REGENERATOR STACKS TO LOSE, TAKE
D ID6 DAMAGE.

QU

ANY CHARACTER MAY SPEND AN ACTION TO REMOVE BURNING FROM THEMSELVES OR AN ALLY.

o

DEATH FATIGUE  Lasts UNTIL REMOVED. ANY VAMPIRE WHO WOULD GAIN A SIXTH STACK OF DEATH FATIGUE DIES ON THE SPOT (SEE
[(ITIII1J THE [ BUurNING OUT BRIGHT] SECTION FOR INFORMATION ABOUT WHAT THIS ENTAILS.)

YoU SUFFER A -1 PER STACK PENALTY TO CONTRIBUTING DURING DOWNTIME.

UxvEss A Power, ITEM, EFFECT OR OTHER CIRCUMSTANCE SPECIFICALLY SAYS IT REMOVES OR TRANSFERS DEATH
FATIGUE, IT DOES NOT REMOVE OR TRANSFER DEATH FATIGUE.

DurinG THE PrEP PHASE OF DOWNTIME, YOU MAY SPEND YOUR VILLAGE’S RESOURCES, ONE-FOR-ONE, TO REMOVE
sTACKS OF DEATH FATIGUE.

Ty L\\\\\ﬁg\\;\\'

DISORIENTED YOU TAKE A -1 PER STACK PENALTY TO PARRY/DODGE/RESIST.

§

ITTT1T1T17] DURING YOUR TURN, YOU MAY SPEND AN ACTION TO LOSE 2 STACKS OF DISORIENTED. %

\l

Ay

EX USTED LASTS UNTIL THE START OF DOWNTIME. X
D:l:l:l:l:'HA YOU TAKE A -I PER STACK PENALTY ON ALL FaTE CHECKS.

UNLEss 4 PowER, ITEM, EFFECT OR OTHER CIRCUMSTANCE SPECIFICALLY SAYS IT REMOVES EXHAUSTED, IT DOES
NOT REMOVE EXHAUSTED.

FRIGHTENED WHENEVER YOU HAVE AT LEAST ONE STACK OF FRIGHTENED, ANY TIME YOU WOULD SPEND WILL POINTS, YOU MUST
FIRST SPEND WiLL POINTS EQUAL TO YOUR NUMBER OF FRIGHTENED STACKS. IF THIS WOULD LEAVE YOU WITHOUT
ENOUGH WILL POINTS TO ACTIVATE A POWER OR ABILITY, YOU MAY NOT ACTIVATE THAT POWER OR ABILITY.

E

AT ANY TIME DURING YOUR TURN, YOU MAY SPEND AN ACTION TO REMOVE 2 STACKS OF FRIGHTENED.

POISONED AT THE START OF YOUR TURN, LOSE ONE WiLL PoiNT PER sTACK OF Po1sONED. THEN LOSE 1 STACK OF POISONED.

E

RAVENOUS WHENEVER YOU WOULD DAMAGE A TARGET WITH AN ATTACK, ADD +I PER STACK TO THAT DAMAGE.
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AT THE END OF YOUR TURN, LOSE I STACK OF RaVENOUS.

REGENERATOR At THE START OF YOUR TURN, GAIN H1T POINTS EQUAL TO YOUR CURRENT REGENERATOR STACKS. THEN LOSE 1

[(TII1I11] STACK OF REGENERATOR.

SHROUDED IF YOU HAVE SHROUDED, ENEMIES MAY NOT TARGET YOU UNLESS ALL MEMBERS OF YOUR PARTY HAVE SHROUDED. IN
THAT CASE, THEY MAY ONLY TARGET THE MEMBER OF YOUR PARTY THAT HAS THE LEAST STACKS OF SHROUDED.

§ YOUR ALLIES MAY STILL TARGET YOU WITH ABILITIES DESPITE YOUR STACKS OF SHROUDED.
\
\
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ON ANY CHARACTER’S TURN, THEY MAY SPEND AN ACTION TO REMOVE 2 STACKS OF SHROUDED FROM A SHROUDED
N TARGET. THIS ABILITY MAY TARGET CHARACTERS WITH SHROUDED.
\ AT THE START OF YOUR TURN, LOSE I STACK OF SHROUDED. LLOSE A STACK OF SHROUDED WHENEVER YOU ATTACK
SOMEONE.

=~

A THUNDERCLAP  WHEN YOU ARE ATTACKED, YOUR ATTACKER IMMEDIATELY GAINS § STACKS OF THE DISORIENTED CONDITION, THEN
W 0O YoU LOSE THIS CONDITION.

! TRICKLE CHARGE. At THE sTART OF YOUR TURN, GAIN 1 WiLL PoINT. IF YOU HAVE THIS CONDITION WHEN COMBAT ENDS, YOUR WILL
| 0O PoINTS REFILL TO THEIR MAXIMUM.
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RESOURCES \
N
‘ SUSTENANGCE / SUSTENANCE SCOURING: 1D6 ___ :)
\ /
@) Distance / Distance ScouriNG: 1p6 ___ @
\\ MORALE / MORALE SCOURING: 1p6 ___ /)
\ ¢
N STARTING RESOURCE SCOURING ROLLS HAVE A 4
p MAXIMUMS ARE IO. MINIMUM OF 2. >\
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é CONSTRUCTION PuasEes E“)T

| I. PREP :

e 2. FIN1sH CONSTRUCTION

L 2. THE SCOURING //
RS 4. ADVANCE OR CONTRIBUTE

....... ‘ \

ey 5. TINKER WITH ARTIFACTS W

é: : : : : S .................................................................................. 6. BEGIN CONSTRUCTION
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UNLoCKED GEAR

Hoxebp: DeaL +1 pamaGe witH CUT ATTACKS.
CaLIBRATED: DEAL +1 DAMAGE WITH SHOOT ATTACKS.
VENERATED: DEAL +1 DAMAGE WITH SUPERNATURAL ATTACKS.

UNrLockED SuprpLy ITEMS

BLooDGOURD: ON YOUR TURN, YOU MAY RECOVER ID6-2
MINIMUM 1) Hrt Porns. YOU MAY DO THIS THREE TIMES PER
CENARIO. USING THE BLOODGOURD DOES NOT COST AN
\ ActiON.

| Spare AMMO Bag: WHEN MAKING AN ATTACK, YOU MAY SPEND
ADDITIONAL AMMO OR LOB A SMALL EXPLOSIVE TO DEAL +2
(fs) DAMAGE IF YOU HIT. YOU MUST DECLARE THAT YOU ARE USING
YOUR SPARE AMMO BAG BEFORE ROLLING. YOU MAY DO THIS
THREE TIMES PER SCENARIO.
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