BLADES‘"THEDARK EREW SHEET

Hexgu ©
NAME

REPUTATION

LAIR
L e
qNTERRUGATIDN
CHAMEER I.IIYAL FENCE EAIBUNE DEN TAVERN
2130 Comiuand TURF 42 coin for burglary (Tier roll) - Heat = +1d to Consort
and Sway cn site or robbery coin in downtime and Sway on site
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I INFORMANTS LOOKOOTS
(Tier roll) - Heat = +1d gather info TURF +1d to Survey or
coin in downtime for scores Hunt on your turf
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INFIRMARY COVERT DROPS PATHWAYS
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Upor: crew advance, each PC gets stash = Tier+2.
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THIEVES,
SPIES, AND

SPECIAL ABILITIES

EVERYONE STEALS: Each PC may add +1 action rating to Prowl,
Finesse, or Tinker (up to a max rating of 3).

SABOTEURS

/ Grost EcuoEs: From weird experience or occult ritual, all crew
members gain the ability to see and interact with the ghostly
structures, streets, and objects within the echo of Doskvol that
exists in the ghost field.

Pack RaTs: Your lair is a jumble of stolen items. When you roll
to acquire an asset, take +1d.
) PATRON: When you advance your Tier, it costs half the coin it

normally would. Who is your patron? Why do they help you?

*) SECOND SToRY: When you execute a clandestine infiltration, you
get +1d to the engagement roll.

*) SLIPPERY: When you roll entanglements, roll twice and keep the
one you want. When you reduce heat on the crew, take +1d.

> SYNCHRONIZED: When you perform a group action, you may
count multiple 6s from different rolls as a critical success.

) VETERAN: Choose a special ability from another crew.

At the end of each session, for each item below, mark l Xp (or mstcad m.uk
2xp if that item occurred multiple times).

® Execute a successful espionage, sabotage, or theft operation.

@ Contend with challenges above your current station.

@ Bolster your crew's reputation or develop a new one.

® Express the goals, drives, inner conflict, or essential nature of the crew.

| CDNTALTS CREW UPCRADES
Lroauics a explorct [ Thief Rigging (2 free load of
[>Laroze, a bluecoat tools or gear)

[>Amancio, a deal broker [J Underground maps & passkeys

[>Fitz, a collector [ Elite Rooks
[>Adelaide Phroaig, a noble [ Elite Skulks
P> Rigney, a tavern owner [THH] Steady (+1 stress box)
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00 Carriage O Documents
Egi(;at O Gear

idden
Oattang O Implements
OO0 Secure O Supplies
OOVault O Tools
Workshop [ Weapons
TRAINING  COHORTS
O Insight UPGRADE COSTS
B Prowess  New Cohort: 2
OResolve  Add Type: 2
O Personal

O-CHH Mastery
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O BATTLEBORN: You may expend your special armor to reduce harm
= . from an attack in combat or to push yourself during a fight. I Y
LOOK O BopYGUARD: When you protect a teammate, take +1d to your resistance ® ?T({;:w
R 5 ¥ [ € «To [ roll. When you gather info to anticipate possible threats in the current pltanii s
LY e M O YWUS [EViAT N0 [Ty situation, you get +1 effect. WINKER
HERITAGE! AKOROS—THE DAGGER ISLES BACKGROUND: ACADEMIC—LABOR—LAW | ¥ GHosT FIGHTER: You mayimbue your hands, melee weapons, or tools -
IRUVIA—SEVEROS—S$KOVLAN—TYCHEROS TRADE—MILITARY—NOBLE—UNDERWORLD with spirit energy. You gain potency in combat vs. the supcrnatural. PROWESS bEsb)
You may grapple with spirits to restrain and capture them. FINESSE .
— - — O LeAaper: When you Command a cohort in combat, they continue (8 # PROWL
PURVEYOR: FAITII—GAMBLING—LUXURY=—OBLIGATION—PLEASURE—STUPOR—WEIRD to fight when they would otherwise break (they're not taken out ‘ L ‘S:’C;Il;:‘d)is}!
W COLD—HAUNTED—OBSESSED—PARANOID wben they suffer level 3 harm). They gain +1 effect and.1 armor; :
. = '\\BCKLHSS-—SOI‘T—UNSTABL!—V!C!OUN O MuLe: Your load limnsarehigher. Ughl: 5. Normal: 7. Heavy: 8. ES
L EE e B T pchiie
3 D m the following: perform a feat of physical forre. fha.t verges on the 93 ® COMMAND
HELP superhuman—engage a small gang on equal footing in close combat. CONSORT
R CITITXEE | O SAvAGE: When you unleash physical violence, it's especially SWAY
"D ARMOR a frightening. When you Command a frightened target, take +1d. BONUS DIE
M o - AL Uta ) A\a 1ess HEAVY O | © Vicorous: You recover from harm faster. Permanently fill in one of PUSH YOURSELE (take
/ QTS Grl {) N KFFECT onpOIAL o your healing clock segments. Take +1d to healing treatment rolls. by 2 stress) -oR-accepta
NOTES \ ' e % . ) OO O VETERAN: Choosc a special ability from another source. DEVIL # BARGADY
\ /5 lea A )k O DANGERNUS FRIENDS ITEWS 10AD ) 3tight { S normal ) B heavy
N ;; G AV 1 [/} I /\<7 Marlane, a pugilist [3] Fine hand weapon O A Blade or Two
= v 2 e A\ Chael, a vidous thug (3] Fine heavy weapon i s O
G S Kana\ Tt - [“]Scary weapon or tool isto - Pisto;
= == Oy Mescy, & cold killer [C Manacles & chain CHO A Large Weapon
L /\<7 Grace, an extortionist [ Rage essence vial a AnA Unusual Weap(;;\
| \< ¢ | /A7 Sawtooth, a physicker OHO Armor CHHO +Heavy
M | v [ )\ 4 My AW 0 7‘ Vo Py C1Spfrithens charm 0O Burglary Gear
YA \_) AP OO Climbing Gear
* Fvery time you roll a desperate action, mark xp in that action’s attribute. O Arcane Implements
A o ‘ At the end of each session, for each item below, mark 1 xp (in your playbook or | [ Documents
[ an attribute) or 2 xp if that item occurred multiple times O Subterfuge Supplies
Y/ / ¢ You addressed a challenge with violence or coercion. M Demolition Tools
- ® You expressed your beliefs, drives, heritage, or background. 0 Tinkering Tools
* You struggled with issues from your vice or traumas during the session. O Lantern
{ TEAMWORK PLANNINE X LOAD GATHER INFORMATION
/ d Choose a plan, provide the detail. Choose your * B ?
- Assista t te 58 low can I hurt them?
‘ J 2 5 a teamma load limit for the operation. & Who's most afraid of me?
Lead a group action Assault: Point of attack ~ Occult: Arcane power ¢ Who's most dangerous here?
= | * What do they intend to do?
* A Dt | Protect a teammate Deception: Method Social: Connection ® How can I get them to [X]?
[ y @ Are they telling the truth?
bSet up a teammate Stealth: Entry point Transport: Route o What's really going on here?
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