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Assets Specialties

Quirks

Gambit

Jobs

Kismet

Lots:

Ego:

Goals

Habits

DiceAppeal

DiceBrains

Brawn Dice

Finesse Dice

Creeds

When aGoal is advanced, you earn a Lot. If it’s completed, you regain Ego.

When aHabit gets you in trouble, or creates interesting drama, you regain Ego.

When a Creed is adhered to, after being questioned or doubted, you gain a Lot.

Add a +1D bonus to any and all rolls for
which an asset seems useful.

Your gambit can be used once per day.
Durations are instantanous, and

can be used out of turn.

Each specialty can be used to reroll a die
once per session, counting as a KISS.

Use aQuirk after roleplaying appropriately to
first inflict a –1D penalty on yourself.

Afterwards, on a different roll, youmay use
theQuirk again to gain a +2D bonus instead.

▢
▢
▢
▢

+

+

+

+

▢
▢
▢
▢
▢
▢

▢Used:

Name:

Advocate

Deceiver

Leader

Inquisitor

Steward

Philosopher

Crafter

Hunter

Thief

Guard

Nurse

Warrior
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