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SPECIAL ABILITIES

‘\“ Siever Tongues: Each PC may add +1 action rating lo
Command, Consort, or Sway (up to a max rating of 3).

Accorp: Sometimes friends are as good as territory. You may
count up to three +3 faction statuses you hold as if they are turf.

| /A Tue Goop Sturr: Your merchandise is exquisite. The product
quality is equal to your Tier+2. When you deal with a crew or
faction, the GM will tell you who among them is hooked on your
product (one, a few, many, or all).

; GHosT MARKET: Through arcane ritual or hard-won expenience,
| youhave discovered how to prepare your product for sale to ghosts
| and/or demons. They do not pay in coin. What do they pay with?

|

j //chn Sociery: It's all about who you know. Take -1 heat during

| © downtime and +1d to gather info about the city’s elite.

| ) HookED: Your gang members use your product. Add the savage,
unreliable, or wild flaw to your gangs to give them +1 quality.

|

i  PATRON: When you advance your Tier, it costs half the coin it
I normally would. Who is your patron? Why do they help you?

i

|

) VETERAN: Choose a special ability from another ¢rew.

At the end of each session, for each item below, mark 1 xp (or instead mark |
2xp if that item occurred multiple times).

# Contend with challenges above your current station.

® Bolster your crew’s reputation or develop a new one.

e Express the goals, drives, inner conflict, or essential nature of the crew.
| CONTACTS CREW UPGRADES

[>Rolan Wott, a magistrate [ Hawker’s rigging (1 carried item

[>Laroze, a bluecoat is concealed and has no load)

tvdra: o deal broker J1ronhook Contacts (+1 Tier in
ydra, a de
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[>Hoxley, a smuggler [] Elite Rooks
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® Acquire product supply, execute clandestine/covert sales, or secure new territory. |
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SPECIAL ABILITIES

® FoRrESIGHT: Two times per score you can assist a teammate without
paying stress. Tell us how you prepared for this. |
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O CALCULATING: Due to your careful planning, during downtime, | ‘ HUNT
you may give yourself or another crew member +1 downtime action. o ® STUDY

O CoNNECTED: During downtime, you get +1 result level when you | SURVEY
acquire an asset or reduce heat. | ( TINKER

O FUNCTIONING Vice: When you indulge your vice, you may adjust T35 15
the dice outcome by 1 or 2 (up or down). An ally who joins in your | ‘ FINESSE
vice may do the same. ] PROWL:

O GHosT CONTRACT: When you shake on a deal, you and your ‘ SKIRMISH
partner—human or otherwise—both bear a mark of your oath. If | ] R
either breaks the contract, they take level 3 harm, "Cursed". 3

| O JAIL BIRD: When incarcerated, your wanted level counts as 1 less, M
Kour Tier as 1 more, and you gain +1 faction status with a factionyou | /g ATTUNE
elp on the inside (in addition to your incarceration roll). | ' COMMAND

O MASTERMIND: You may expend your special armor to protect a ©/®@® CONSORT
teammate, or to push yourself when you gather information or work ole SWAY
on a long-term project.

® WEAVING THE WEB: You gain +1d to Consort when you gather | BONUS DIE
information on a target for a score. You get +1d to the engagement PUSH YOURSELF (take
roll for that operation. 2 stress) -OR- accept a

O O O VETERAN: Choose a special ability from another source. DEVIL'S BARGAIN.

SHREWD FRIENDS ITEMS LoAD ) 3light {5 normal {) 6 heavy

/A7 Salia, an information broker Fine cover identity

/A7 Augus, a master architect Fine bottle of whiskey

i i Blueprints
DJeanan g ervnt Vial of slumber essence
/A7 Riven, a chemist Concealed palm pistol

/A7 Jeren, a bluecoat archivist
XP

¢ Every time you roll a desperate action, mark xp in that action’s attribute.

At the end of each session, for each item below, mark 1 xp (in your playbook or
an attribute) or 2 xp if that item occurred multiple times.

¢ You addressed a challenge with calculation or conspiracy.
* You expressed your beliefs, drives, heritage, or background.

Spiritbane charm

* You struggled with issues from your vice or traumas during the session.

TEAMWORK PLANNING & LOAD

Choose a plan, provide the detail. Choose your
load limit for the operation.

Assault: Point of attack

Assist a teammate

Lead a group action Occult: Arcane power

Protect a teammate

Deception: Method Social: Connection

Set up a teammate Stealth: Entry point Transport: Route

0O A Blade or Two

O Throwing Knives

0O A Pistol O A 2™ Pistol

| OHOA Large Weapon

/0O An Unusual Weapon
M Armor CHH +Heavy
0O Burglary Gear

s Climbing Gear

0O Arcane Implements

0O Documents

0 Subterfuge Supplies

{3 Demolition Tools

O Tinkering Tools

O Lantern

GATHER INFORMATION
¢ What do they want most?
@ What should I look out for?
® Where's the leverage here?
¢ How can I discover [X]?

¢ What do they intend to do?
¢ How can I get them to [X]?
® What's really going on here?
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i e ® Arcuryust: When you invent or craft a creation with alchemical 5i20
; Y features, take +1 result level to your roll. You begin witn one special m LA AEA)
LOOK ~l— ~ . AL y \ \ formula already known. J HUNT
: ) © ANALYST: During downtime, you get two ticks to distributeamong | @ STUDY
= | anylong term project clocks that involve investigation or learninga «| SURVEY
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i yourself when working with technical skill or handling alchemicals.
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J TRAUMA COLD—HAUN1 [D—()BSESSED—-PARANOID to GHOST WARD: You know how to Wreck an area with arcanc substances 5
S U P RECKLESS—SCFT—UNSTABLE—VIcious | andmethodssoitiseither anathema or enticing to spirits {your choice). M,}}I}
MBS e e S e YO - R Lt ot ndri s ol s edd SUEINE
. - Nk treat wounds or stabilize the dying. You niay study a malady or corpse. | ) COMMAND "oy
3 b1 . LA K (Al {8 SO\NEED: project cloc Everyone in your crew gets +1d to their healing treatment rolls. | T o
A ACA D= " nere : " e CONSORT
' <MLL CITIEESEE | O SABOTEUR: When you Wreck, the work is much quieter than it ) SWAY +
2 S uToR - should be and the damage is hidden from casual inspection. 9
1 © VENoMous: Choose a drug or poison (from your bandolier stock) to | BONUS DIE
2\ G B _ {181 v : LEss HEAVY O 1 which you have become immune. You can push yourseit tosecrete it PUSH YOURSELF (take ”
De d,nQ SO Gnouidd 1N 1O O EFFECT spECIAL [ through your skin or saliva or exhale itas a vapor. <t ~Ack || 8Y 2 stress) -or- accept a > '\
i | ALCHEMICALS £O OO VETERAN: Choose a special ability from another source. DEVIL'S BARGAIN <=
=6 314 N onee O Bandolier OO ? CLEVER FRIENDS . ITEMS L0AD. Q3 kg @ 5 rormal Q G heay. -
=Y OUISVAORT TS AW VNOC UVC \ d S
ot . % s e Baridolier -0 ' A <7 Stazia, an apothecary Fine tinkering tools ‘ 0 A Blade or Two =
e e = W\},'c‘,,' A SOAIAG. | lier /A7 Veldren, a psychonaut Fine wrecking tools O Throwing Knives & -
: iz 48 ; ; O APistol DAY Pistol
3 =L N ds s slot, choose an alchemical: | A Edierd. 2 corpse thicf Blowgun ¢ darts, syringes | A fisto &0 Fisto = o
= ' 7 el ® Aicahest —neQ Wegeras e x Bandolier (3 uses) \ | EH3A Large Weapon <
. ' < 1 AW
* Binding Oil 4% /A Jul, ablood dealer Bandolier (3 uses) | O r\f:\L nusua! W ca[:c:‘ 5
; @ DriftOil - o Z\ X7 Malista, a priestess Gadgets | DOArmor CHHO +Heavy —
] % : | O Burglary Gear
— — e =\ —— ¢ Drown-Powder X ' gary’aca
! r ¢ Eyeblind Poison e | OO Climbing Gear =
VAl \ () ) INS\COYY . e Fi);c oil | ® Every time you roll a desperate action, mark xp in that action’s attribute. | O Arcane Implements -
o-Grenade ANT, | At the end of cach session, for each item below, mark 1 xp (in your playbook or \ 0O Documents \Q‘—
— === e # Ouliksilver an attribute) or 2 xp if that item occurred multiple times. | O Subterfuge Supplies g
i B) < Skullfire Poison | ® Youaddressed a challenge with technical skill or mayhem. | O3 Demolition Tools
L4 —— S Sk Eamb ) ® You expressed your beliefs, drives, heritage, or background. ‘I O Tinkering Tools
o Spark ( dfug) | 0| ® Youstruggled with issues fmT your \'_l'cc or traumas du-riﬁg the session. « | O Lantern
T b YrATAG 5 =4 * Standstill Poison | TEAMWORK PLANNING & LOAD ' GATHER INFORMATION
\ ' waef ( el # Trance Powd a I de the detail. Ch |
AN \ o \VAOVMXWE AY - LROAALS rance Powder hoose 1 plan, provide the detail. Choose your * W y they fnteri ?
‘ t 1,/ Sloyr AT ¢ Assist a teammate load limit for the operation. L :::'cz; 'Il:?r "'}'l':"’"" "’”{:\{‘]”
r I/ e O\f ALV ! * ¢ ¢
e — - === | Lead a group action | Assault: Point of artack  Occult: Arcane power ¢ Arethey telling the truih?
2 o N { | k. et | ‘ * What can I tinker with here?
OeC A T Al ALLD oL {) ». ’ (y0¢ ) ) -_‘./_) | Protect a teammate Deception: Method Sodial: Connection | & What might happen if 1 [XJ?
—_— 1 AT [ * How ca id [X]?
‘ t f l Set up a teammate | Stealth: Entry point Transport: Route Row o find ]

* What's reaily gong on ner2?
a5 ) x = A A Y. \ C {

SN | L Y0\







BLADESINTHEARK i
2 oRestra Vodcore | T

NAME ALIAS S

LOOK

on e Run

Lallon nilAd VA 7
L DIQ {\‘\L\,' ’{,L\‘ ’
HERITAGE: AKOROS-—THE D/{‘GGER ISLES BACKGROUND: AC:\m‘[C%-LABOR—L/\“'
IRUVIA—SEVERGS—SKOVLAN—TYCHEROS TR4\DE—.\“llTr\RY—N¥/OBL‘E‘,’UND[R‘\'ORLD

— - —— il 3 e — o =S S ——
VICE / PURVEYOR: FAITH—GAMBLING—-LUXURY—+OBLIGATION—PLEASURE—STUPOR—WEIRD

COLD—HAUNTED—OBSESSED—PARANOID
RECKLESS—SOFT—UNSTABLE—VICIQUS

project clock E | )

DL DY

NEED
3 HELP
[ ARMOR USES |
2 4 1D AgMOR O
1ess HEAVY O
1 gleRicuded hand SPRAWA WRISY  mereer SPECIAL [
NOTES
SnRoops iy Vil iy Pt |t =8 ra
2 avhful hronze MasKe 41 CloOK 2
¥ i __(”, 7_'7 1T “7 2 il P
,~ Z { Wﬂ':' = .;r;v' NG [ \‘i \“" e

A DEADLY
SHARPSHOOTER
AND TRACKER

HOUND

SPECIAL ABILITIES

) SHARPSHOOTER: You can push yourselfto do one of ll?e following:
make a ranged attack at extreme distance beyond what's normal for
the weapon—unleash a barrage of rapid fire to suppress the enemy.

) Focusep: You may expend your special armor to resista consequence
of surprise or mental harm (fear, confusion, losing track of someone)
or to push yourself for ranged combat or tracking.

(30 GrosT HUNTER: Your hunting pet is imbued with spirit energy.

| It gains potency when tracking or fighting the supernatural, and
gains an arcane ability: ghost-form, mind-link, or arrow-swift. Take
this ability again to choose an additional arcane ability for your pet.

Q’Scotm When you gather info to locate a target, you get +1 effect.

|~ When you hide in a prepared position or use camouflage, you get +1d
| torolls to avoid detection.

O SURVIVOR: From hard won experience or occult ritual, you are

‘ immune to the poisonous miasma of the deathlands and are able to
| subsist on the strange flora and fauna there. You get +1 stress box.

1‘ O TouGH As NAILs: Penalties from harm are one level less severe
(though level 4 harm is still fatal).
| © VENGEFUL: You gain an additional xp trigger: You got payback

| against someone who harmed you or someone you care about. 1f your
| crew helped you get payback, also mark crew xp.

| OO O VETERAN: Choose a special ability from another source.

DEADLY FRIENDS ITENS
Fine pair of pistols
Fine long rifle

_~ Electroplasmic ammunition

/A <7 Steiner, an assassin

[

?

| /Ay Celene, a sentinel
| A <7 Melvir, a phiysicker
[

|

)7 A trained hunting pet
A7 Veleris, a spy Spyglass
/57 Casta, a bounty hunter /' Spiritbane charm
4

® Every time you roll a desperate action, mark xp in that action’s attribute.

At the end of each session, for each item below, mark 1 xp (in your playbook or
an attribute) or 2 xp if that item occurred multiple times.

® You addressed a challenge with tracking or violence.
* You expressed your beliefs, drives, heritage, or background
* You struggled with issues from your vice or traumas during the session.

" PLANNING & LOAD

' TEAMWORK
| Choosea plan, provide the detail. Choose your
' Assist a teammare | load limit for the operation.
i Lead a group action | Assault: Point of attack  Occult: Arcane power
Protect a teammate } Deception: Method Sodial: Connection
|
Set up a teammate | Stealth: Entry point Transport: Route
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PUSH YOURSELF (take
2 stress) -OR- accepta
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O A Blade or Two

O Throwing Knives

0O APistok [3 A 2* Pistol

O A Large Weapon

O An Unusual Weapon

| OO0 Armor CH MO +Heavy

0O Burglary Gear

O3 Climbing Gear

O Arcane Implements

0O Documents

O Subterfuge Supplies
Demolition Tools

O Tinkering Tools

O Lantern

GATHER INFORMATION

* What do they intend to do?
® How can I get them to [X]?
* What are they really feeling?
* Where are they vulnerable?
® Where did [X] go?

® How can ! find [X]?

* What'’s really going on here?
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SPECIAL ABILITIES

© CompeL: You can Attune to the ghost field to force a nearby ghost to
appear and obey a command you give it. You are not supernaturally
terrified bya ghost you summon or compel (though your allies may be).

@ GHosT MIND: You're always aware of supernatural entities in your
presence. Take +1d when you gather info about the supcrnaluralv

O IRON WILL: You're immune to the terror that some supernatural

AN ARCANK
ADEFPT AND

CHANNILER

entities inflict on sight. Take +1d to resistance rolls with Resolve.

@ OccuLtisT: You know the secret ways to Consort with ancient
powers, forgotten gods or demons. Once you've consorted withone, |

you get +1d to command cultists who worship it.

| ® RiTuaL: You can Study an occult ritual (or create a new one) to
summon a supernatural effect or being. You know the arcane methods
to perform ritual sorcery. You begin with one ritual already learned.
O STRANGE METHODS: When you invert cr craft a creation with |
| arcane features, take +1 result level to yous roil. You begin with one

arcane design already known.

O TeMPEST: You can push yourself to do one of the following: unleash
| astroke of lightrung a< a weaporn—summion a starm in your immediate
| vicinity (torrential rain, roaring winds, heavy fog, chilling frost/snow, etc.).
| © WARDED: You may expend your special armor to resist a supernatural
consequence, or to push yourself when you deal with arcane forces.

: O OO VETERAN: Choose a special ability from another source.

| STRANGE FRIENDS

, Ay Setarra, a demon
AW Quellyn, a witch

e

/5x7 Nyryx, a possessor ghost
2% Scurlock, a vampire

/A\xy Flint, a spirit trafficker

ITEMS
- Fine lightning hook
{._Fine spint mask
i Electroplasm vials
R Spirit bottles (2)
 Ghost key
T\ Demonbane charm

| & Every time you roll a desperate action, mark xp in that action’s attribute.

| At the end of each session, for each item below, mark 1 xp (in your playbook or

| an attribute) or 2 xp if that

item occurred multiple times

e You addressed a challenge with knowledge or arcane power

| TEAMWORK
|

Assist a teammate
| Lead a group action
| Protect a tcammate

Set up a teammate

* You expressed your beliefs, drives, heritage, or background.
* You struggled with issues from your vice or traumas during the session.

PLANNING & LOAD

| Choose a plan, provide the detail. Choose your
load limit for the operation

Assault: Point of attack
| Deception: Method . Sodial: Connection

| Stealtis Entry point Transport: Route

Occult: Arcane power |
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PUSH YOURSELF (take
2 stress) -OR- accept a
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L0AD. )3 bzt &3S nirmai 4 6 hery
EJ A Blade or Two
| O Throwing Xnives
| 2 APistol O A 2 Pistol
CHO A Large Weapon
| O An Unusual Weapon
| OQArmor 003 +Heavy
O Burglary Gear
OO Climbing Gear
| O Arcane Implements
O Documents
O Subterfuge Supplies
| OH3d Demolition Tools
‘ O Tinkering Tools
0 Lantern

GATHER INFORMATION

What is arcane or weird here?
What echoes in the ghost field?
What s hidden or lost here?
What do they intend to do?
What drives thent to do this?
How can I reveal [X]?

® What's really gomg on here?
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