
a t t r i b u t e s  &  c o n d i t i o n s

i t e m s

auxiliary action

assist an ally

protect an ally

perform a group action

set up an ally

find flaw of a challenge

cost
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effect

+attribute to ally

make save for ally

everyone rolls

+d# to ally

reveal 1 weakness

name:

death insanity

downtime actions

prepare for action

shop for an item

investigate faction

heal or rest yourself

make a sacrifice

work on a project

attribute
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insight + intelligence

grit + recovery

none (spend money)

variable + logistics
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discrete
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current load

preparation

æthyreal armour

greaves load

breastplate load

bracers

helmet

w e a p o n s
bonus loadname quality

exploits

shield
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bonus loadname quality

exploits
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